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one-a youth, a 

tapping his 
"Togar. Grcp.t hupter. Go with you. Piad 

years-stepped 

when digging a grave fec d d  fsic 
roiled in turn. fwo men  de^. two m autiful mate, far-away land!' 
mting. undl the M e  in 
appropriate depth. 

How long did rhat 
The men didn't have 
passing: That b l a d  
though it were dwap noon, 
many hours passed. 

Klytius Kantridn helped his companions 
wrap their dead c o d e  in a layer of sack- 
cloth; then they lowered his body iw the 
grave. When that wps done, the men silently 
looked from one to the next, waiting for some- 
one to sav a few words over the decewd. Inevi- 

spite of hiqLulf, I<iprius grinned. The 

tably. all ;yes mrned to Wytius. 
Kantrides sighed, brushed some dirt fmm his 

MUSCIS, and stood at the head ofthe grave, 
looking down on the still form of his friend. 

"Don't have much to spy," he began lacod- d 
c d y .  "Navonne, you were a good man. Didn't ! 
cheat anyone, except in gambling. pidn't rup 2 
when a chum was in trouble. Did right by all ; 
your women and children; it's a good thing 4 
none of your wivm kn+w about me enorher, or 4 
we'd have put you in the earth long bebre 1 
now. i 
"&u dwap wanted to +Is nen bd8 ,  (0 I 

see place no one had sem before. So you fol- 
lowed me here, where the sun hangs in the 

! same place in the sky day and night, where a0 
Thgptian eyes have ever Wen bcfhe. Now, 
something got you-a two-legged lizard the 
s i z e o f a d n g o n , t w i c c ~ s , f i v e t i m e s w  
stupid, fen times as hungeg . . . and I'm my I 
brought you hcrc. I hope wherever you ate 
now, you're following someone with more 
Sene than I have!' 

~ 

failed. 

simple speech. and he addrmcd them. " 
We go. We go now. Far away. Find new 

Klyrius had lcamcd a few words of their 

Any you want to go?" - 



This must be a n m d  16, too. Many cam- 
paigns allow charactea totrade ability score poiMs 
back and f d  to rphepnfnd scorn a d  bwer 
o h .  In such : campaip, a player can't create a 
character with a lower Wisdom score, d d y  
rniSe it to 16, and choose to become a cleric. He 
must have &led r t k r  SCM d l 6 h  Widam. 

Though the cleric is reqrzired to haw a high 
initial Wisdom score, he d l  receives the + 10% 
experience bonus apptopriate for his high score. 

The clerical tu- undemdability works just 
fmc in the Hollow World. (Of c o m e ,  undead 
already tend to be mrcr, simply because the lun is 
up all the time.) 

sxperience L e d  
Just as on the outer world. a Hollow World 

cleric can conceivably rwch 36th experience level. 

Limits on S+: Useless spells 

within the Hollow World. 

Sccoad Level: Hold Penon 

laud M: 
FifthIc*cl: Commune 

The following clerical speh simply don't work 

Know Alignment 
snake chm 
Speak with the Dead 

INect Plague 
Qu=t 
Rais Dead * 
'Itucsight 

S i n h M :  AedalScrvant 
Create Normal Animals 
%rd of Recall 

SmnchIml: RpiXDcadFully' 
'Itpvel 
Wish 

Unaffected Speh 
The following'clcrical speh work in the Hallow 

World just as they normally do in the outer world, 
and M known M cleria in the Hollow World. 

Fiat M: Cure Light Wounds * 
D a m  Evil * 
D a m  Magic 
Light * 
Protection Prom Evil 
Ruify Food and Water 
Remove Fear * 
Resist Cold 

Find %ps 
Resist Fire 

S c c o a d M :  Bless* 

15' Radius 
With Animals 

Third Level: ntinual Light * 
Cure Blindness 

cure Discssc * 
GmwchofAnimrl 
Locate Object 
Remove Cum * 
striking 

Create Water 
Cult strims wounds * 
Dispel Magic 
Neutralize Poison * 
Protection from Evil 10' Rprlius 
speak with Plants 
Sticb to S d a  

Cure critical wounds * 
Dispel Evil 

Barrier 
Cured 
Find the Path 
speak with Monsters * 

SmncbM: Earthquake 
Holy Word 
Ratoq * 
Suni*nl 
WiEprdty 

Fourth M; Animate Dead 

FifthLevck CreateFood 

S i z c h h l :  AnimateObjm 

Limitntions on the Dnrid C h  4 
Who Cra Be a brbid 

A neutral-alignment Hdloar World cleric can 
become a druid in arprtly the spme wpy,ln ouw- 
world cleric does. 

Experience Levels 
Just ps e m  the outer hid, a:Hdlor WbrH 

druid can theoretically. reach 36th level of aperi- 

The Hollow World Ina i ts  OIYB h i d y  .of 
druids. When a - H o k  Worldx&~~id rachw9Odt 
1evel;he will be h d  (O fight re~chrr 
world dntid. Thcrc arc Ilint 3dch-lCrrt Wow 
world druibjw Pt&R M &e 3odl.lml- 
arterwlddruidr. 

If a h igh- Id  (30th + Iml) Hollow Bwald 
druid were to d to the oum wdd, W d W  
himself eompcuect m chdlenge OM of the outcr- 
world druids ofhis owa mk, inordci bomai+bis 
pasition; ifhe lost the d#llcnge. he wonkI h e  m 
experience lml. LikewisC, a high-level outer-' . . 
world druid travelling to the Hollow World would 
be compelled to challenge omof cbe Hdbr. 
World druids in order to main his c m n t  cxpcri- 
encclml. ' ' 

Limits on Spe& Uaelcss S p e h  

within the Hollow World. 

ence. 

i. 

The following dru idkN. l jmary  dan'c m1.h 
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S i n h M :  Ih rtThroughPlanrs 
sncnth Iml: Summon Elemental 

Undfacted SpeuS 
The following d r u i i  spcb work in the H o h  

World just as they n o d y  do in the outer world, 
and M known to druids in the Hollow World. 

F i a t t r r l :  QctcctDangcr 
Faerie Fire 
Locate 
Predict Weather 

ObSCUIC 
Produce Fire 
warp wood 

Protection from Poison 
Wata Bwthing 
Control Temperature 10' radius 

Protection from Lightning 
SummonAaimals 

Control Winds 
Dissolve 
ppu Plant 

h n m o n  Weather 
%rn Wood 

h t h d  CmpingDoom 
M d  to Wood 
Weather Control 

S c m n d M :  H e a t M d  

ThirdIml: CaULightning 

Founh M: 
P h t  h r  

Fifth Iml: Anti-Plant Shell 

stnh M: Anti-Animal Shell 

Limirndoac od tile M a g i C - U ~  chsc 
m o  Cm Be a Mqp*c-User 

A chnrnaawho haa grown up in the H o h  
Ubrld~lroc become a&-um u h  he has 
an lnteUigcnce ability KW of at least 16. 
As with the d& a h ,  thin must k anuunl  

16; the drurcteraasy not have adjwud it up 
from a lower score More starring play. If the &ar- 
mer did not roll a n a n d  16 or highah InaUi- 

Though the magic-user is rrquired to have a 
high initipl Intdigcncc score, he s t i l l  mciw rhe 
+ 10% experience bonus appropriate for his high 

w e .  he CPBW( k a &-MI. 

Score. 

&*Levels 
Just as on the outer world. a Hollow World 

magic-uxr can theoretically muh 36th experience 
Icvel. 

Limits on spdk Ude% Spda 
The f0110~in8 magic-user speb do not work 

within the Hollow World, and arc unknown to 

4 



PiffhLsrd: AnimateDend 
ClOudLill 

Dieistegrate 
W d  0th 
Rk&AOllUOl 

Serenth M: Delayed Blen Fire Ball 
Power Word Stun 
Rmnc Gravity 
SWfd 

BighthM: ~ l&vcc loud  
Force Field 
Mind M e r  
Polymorph any Object 
Power Word Blind 

Metcor Swarm 
Power Wonj Kill 
Rirmrsic WaJl 
Timcstop 

NinthIml: Maze 

The following magic-uwr spells work in the 
H o k  World just M they normdy do in the 
outer world: 

P i  M: Detect Magic 
Hold P o d  

Protection from Evil 
Repd Magic 

Detm Evil 
Knock 
Levitate 
Locate Objm 
PhnnMIlnal Poree 
Web 
Wizard Lack 

T h i r d M :  DLpelMagic 
pl9 
Haste * 
Infrnpirion 
Protection h m  Evil 10' ndius 
Protection from Normal Missilea 

P o d  M: Growth of Plants * 
Hallucinatory Pnnin 
Bcmovc Cune * 
Wd 0tFire 
wizard Bye 

P i h h M :  D k l r e *  
Paa.w 
w ofscone 

SixthLad, Anti-MPgicShdl 
Loner Water 
Move Ennh 
Projmed Imnge 
Stone to Flesh * 

Wt 

W M :  GntinwlIight 

. .  
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Limitntio~ on the h7fclrar 
Who Cm &an Elf 

ust as on the outer world, a character can be an 

when he is fmt played. 
However - an elf CLMO( wield magic ifhe has 

an Intelligence of leas than 18. Ifhis Intelligence 
score is a 15 or lower when he la first played, he 
cannot ever learn magic while he is within the 
Hollow World. 
This mula in a situation where most elves, 

borh Pcs and NPCI, don’t bow the magic spells 

ter (from an appropriate elven homeland). pu 
have a cou IC of options. 

16,17 or 18, you can mat$ an ordiqruy elfwho 
hna both fighting and magic abilities. 

But if the elf you create has an Intelligence 
score of 15 or less, you can create a 4 0 1 - e l f :  An 
elf who has no initial magical training. Yau can 
find the d e s  for mating the mdor-clf below, 
under New Rves a d  Cburcnr clucer. 

Spellp Not Listed Hue 
Some D O  game supplements i n d u c e  MU 

spells into the game system. They Mn’t Licted on 

e li if he has an Intelligence MOR of at least a 9 

which their outer-world COU&I do. 
If YOU WMC to C M t C  a Holl~ar World elf chw- 

If the e s you create has M Intelligence m t e  of 

It’s the DM’s job to decide on which chrn r 
new spell belongs. To do m, he should compare 
the new spell to existing 
new spell loolrc a lot like Hd, he can look 
on the charts above and dctamine that&mWd 
la a spell which workain the H d l m W  but is 
not known to Hollow foQlld msg$+w; the DM 
should decide that this IMI rpdl u rn the same 
position. I 

ZmmOrtalMagk 

e for a 

Just because mortal$ can’t UK m m s ~ l b  in tpe 
Hollow World, it doesn’t mean that the tnmoarb 
Can’t. T h ~ y  CM UM d rpclk n o f d l y  in the Hol- 
low World. 

WGitAllThisMCaIM 
There M p w c f i l  anti-magk iatlumces at 

work in the Hollow %Wd, and only the DM 
knows d the &em ofrboa htbenca. However, 
it should be obvious to yw that because of 111 
these rulcs and rwuictiona, there uc fewer &ria, 

low World than there M on cbe wm d d .  
Becaw speU-cdng dwsnen rre ram, and m 
they’re looked upon with submntially more 
spcct and suspicion than they are on the outa 
world. 

dntids, UI@AISCIS and mrsicpl drcr h tbd&h 

New Races and Cbatlctet 
ClaSSeS 

The Hollow World la not limited to the men 
normal D&D* game d u n a e r  dr*er. The Hdlor 
World has nations and tribes of cmturca far RM- 
gcr than those found on the oum world . . . and 
that’s saying mmetbing. 

So it’s possible to &tc chuurcn who don’t 
belong to any of thwc normal ckucr. In the Chr- 
acrer Backgmunda ch-, which h w d i a t e l y  
fo l lm this chapter, thee M ruler for cm&g 
aevcral new types of ploycr-chanmers. 

Just a h ,  we discwed the mior-elf, which 
is one auch non-atandud cbupccn race. Here uc 
the rules for creating rmior-elf Chnmcters. 

me wor-Bifclrar 
The warrior-& is jun a “euippcd-down” elf. 

He follows most of the o d h q  d e s  for the elf, 
He gains experience I& fvca than the n d  
elf, and has no spell abilith like the d elf. 

However, the warrior-elf rho lcaws the Houou 
World to wander the outer rodd can lepm magic 
there. We’ll nrpldn how in jun a moment. 

6 
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E&ccon 
-if 

*of 
specbl 
compumtion C d d  Bia8 kViohtcd 

AC bonus Disappwr 
Bonwtorunning D h p p w r  
HP bonurw 

Ignores cultural bias None 

Thief ability 
bonwr Disappear 

Weaponbonuses Disappear 

(3) Whik he behaves in a manner unsuitable to 
maabts of his culm, other people of his cul- 
w e  will consider him an outsider- rhapa cvcn 

his cultural habits, they will soon accept him 

ence levels while denying his cultural bias, he will 
permanently be an outmst to his people. (After 
tbu point, cvcn if he b M y  renrmn the cultural 
bias and cwtoms while among his people, they 
will always instinctively feel that there is some- 
thing odd about him.) 

So, obviously, a Hollow World character can 
meet outer world chnmcrers, idcncify with them 
more smngly than with his own culture, and 
r v e n d y  break d his life’s yeam ofcustoms to 
be more like them. I€ he does. he will suffer three 
Full experience levels of half-expekce Bein and 
wil l  bc M outcut from his pcople; but if he’s 
willing to pay that price, he an defy the magical 

unchanging and e t c d .  

No Difference In Stats 
Por the &e ofconvenience, in the Hollow 

World we’re not m&iq any distinction between 
weapons made of steel, iron, bronze, or atone. 
This way, a none-headed spear will do ‘ust as 

much damage as a steel-headed spear; a ht- 
headed arrow will fly as far an iron-tipped ar- 
row: bronze plate mail armor will provide as much 
iefcnx as steel plate mail. 

This means that a stone age warrior who w( 

~ p e m  will not feel compelled to “upgrade” to a 
superior steel spear. He’ll consider his own spear 
to be just as good as that foreign thing (PO. opin- 
ion borne wt by the weapon characteristics) and 
won’t have to switch to stav competitive. 

Not gained on subsequent 
XP I& prrvioua gains do 
not disappear 

Thief abilities stop imptovine 

an d e  or a uaitor (DM’s choice). l$ he ruumes 

*. But if the character CMS three full @- 

fOKU Whkh keep the H d h  Wodd MditioM 

-_ 

General Skills 
If your DM wiahcs it to, your c p m w  RII 

make we of these G e n d  Skills nrlu. 
These M opriond rules. If the DM doun’t 

mt to use them in his campaign, they won’t be 
used. However, thcsc rules can be very wful to a 

11 

campaign; they give the chamcter additional abili- 
ties, in te rn ,  and background. All NFCs created 
for the H o k  World have General S W .  

&#it&gGeaernlSLilL9 
A 1st-level character muta with four “blank” 

general U, often called ”dots:’ (Wheo a skill is 
chosen, it stops being a “dot,”) 

A 1st-level character rcceivu more skill slots if 
hehrsanlatclligencewer 12. IfhebanInCelli- 
gence of 13.15, he gcu + 1 skill sloc; ifhis Inr is 
16.17, he gets +2 skill dots; ifhis Int is 18, he 
gets + 3 skill dots. (In othet wordq. a charmer 
with Intelligence 3-12 will have four dots. an 
Intdigcnse 13-15 character will have five, Inrrlli. 
gem 16-17 will have sir, and Intelligence 18 will 
have men.) 
The skillr chosen for each chprpcrcr’s dots M 

determined by w r a l  factom. The player an 
choose some of them; some may be chosg for 
him. based on the chpncru’a me; orhem may be 
chosen for him, bwd on the ehptpacr’s origin. 

In the next chapter, evuy seaion dwcriba a 
ditrcrent me orculm, and forwhrsre Qmll. 
NIT we’ll indicate how many ofthe character’s 
skillr M chosen for him and how many the player 
may choose. 

How ski& Am U d  
W general skill is bwd on one ofthe dunc- 

ter’s Abilities (Strength, Intelligence, Wdom, 
Dexterity, Conatitution, and Chuisma). 
Whenever the DM feels the character’s skill is 

appropriate to the cumnt situation, he nrk the 
player to roll d20 against his cumnt =with the 
Ability. If the d on the Id20 is qual to or lea 
than the Ability score, the skill use d. A 
roll of 20 always fJk, no matter how high the 
chpncefofruccsrr. 

and the hone is wddcnly ked and begins 

tion. The phyu mll Id20 against his Ability 
score. If the cbmncr’s *ill ability is a 15, the 
player has only to dl a 15 or lea to s u c c d l y  
use hisskill. “his roll is cnlled a “skill d” or 
“skill check.” 

A n u 4  kill check means the character 
succeeds in the task he is attempting. If a cham. 
ter is trying to track an animal through ahe forcat, 
and he r u c c d y  maka hh ?tsd;ine kill +ck, 
then he is able to MIow the tracks of his pmy, 

suapk ski& 

Porexnmpk,ifthecharactcrisridingahone, 

rearing, the DM will probf ”%” ly decide that the 
chamcter’s Ridin# SkiJl is appfopriDtc to the aim. 

Pollowiug M skills which M appropriate to a 
campaign set *ithiin the Hollow World. Playera 
and the DM may add &ills to this list as the DM 
scu fit. The DM detcrmina which Ability new 
skills pertain to. 



svesetb- 
Intimid.cc: This is the ability to bully non- 

pla er characters into doing what you want them 

into doing what you want. a may not be 

upon them arc not Litel ever to bccome fiicnda 

Ur ofthls skill means that the charutcr h 
either implicitly or explicitly thm- tar- 

docsn't comply. For this mwn, it worka best 
peninn low-level chmctera. It docs not work at aU 
on player-chnn*ns, or on Npcl of 5th I d  or 
higher. The DM can ab. at hh option, decldc 
that it docs not work on mncone who is -dy 
in a much stronger position than the chnnner 
usingthe skill: A king surrounded by dhc @, 
e v e n i f h e ~ ~ b a l s t - l m l c h a r a c t e r ~ i s n o t  
likely to feel threatened. 

ing and hard labor. The character can direct 
group of laborus to makc their &om moa dtec- 
tiw. He underam& the w of simple machinery 
like wedges, pulleys, and kvcrs. Wirh a # 
skill check, the character d w  a +2 bonus on 
sucngch rolls for tnakr Lite opening Doon. 

Wading: In d i n g  combat. a m a d  roll 
will giw the character a + 1 to his W d i q  Rat. 
i q  P( per the D e  Companion Rulo. Hig+ 
alull scorogivc higher bonum, so a churcrcr with 
W d n g  + 1 d d m c i v e a  +2bonw,anda, 
on. 

Xntellipm? skillr 
cntsmnn: The character k n ~  one type of 

craft; apmpla include umoring, bon.nlaking. 
tattooing, Inthemorking, mithing, weaponmat- 
ing, ctc. The character must &oca which one 
type OdPpfrthesLill pemins to; ofcoucic, he 

more dots and have md typw of 

* .  
to J o . ~ u c c e s r m c a n s t h u ~ a r c i w t a d . t o d  

with the intimidating p r ayet-chnnner. 

w d & r  w. ffi who haw this skill wd 

get with violence ot othet bod rebulo if the target 

mllrfc: rn w is e x p u i c n ~ e  with havy M- 

3x2 
The chup*ercm makchis wnc thiapmb 

sion and, with a mcccmfd roll, d e  upen opin- 
ions on subjum puainine to his skiU. 
In the Hollow world, a chnnnerir limited to 

goods appmpdate to the tcchn&&d 
hM cultme. Por example, a Weaponsmith 

character in a Stone Age culture knowa how to 
make only stone-tipped neapons. If he has contact 
with another culm, he'll h m  to take the 
Weaponmaking general skill again in order to 
learn how to make "capons rheir way. 
Diyuicc: Thia is the ability to make oncself 

look like wmeone clsc. A succcrdul D i q k  

ter or group of characters that he in trying to fool 
witb hia dicguicc. 

check by the is required tot C& ch.nc- 

whom the Disgdscd cbu8cter M 
trying The to YE I must make a Wisdom rdl againat 



sperr. suoaarfullucofrhirskillgivathechulc- 
ter a +1 to hit with a bar, s l i q  or qsaragniim 
an una- taxget in apeMfuloutdoorsniag; it 
k not penincnt to most anabcriatuiw. 

The chamctcr can antomatidy aupply himrcic 
with food over a longpaial of time ifhc uin E 
f d y f c d e  am and has a h, u b g  or spur. He 
mua make a &ill roll and receives pnnltia to 
that roll (penalties decumincd by the DM) if the 
a m  ia not n d y  rich in game. lf he k try& to 
supply more than just bimsdf, he mwt mahe a 
skill roll if he b rupplyiog one &penon, and 
takesa -1pcnahyforcachaddkionalpermn 
naCr the firn he ia ayiq to supply: Bc mun dl 
cpch day, and failure iwticDtcs &at be has not 
found en@ food to ked cvcrgone that day. 

Icnmdr@ Thtcbaactcr Mannpcn inam 
field ofsntdy: enarples include the culnvc or 
gcognphy of one am, hbtory, l+, theology, 
~ e .  The drPnncrran uaudy mak his trsing by 

subject: with a s u c c d  roll, he can make qwt 
commenbuy on information reinting m hb SLill. 
In the Hollow World. it u rare for acharacter to 

have Knowledge sldbofamsothblthanhia 
h o w  territory; the DM may choose to diwuow 
MY choke ofsuch a aldll. 

Kanvledgeofl?ibd culnuedrill k the main 
ability oftribd qcsprned in the tribal history: 
in most of the more primitive &rea of the Hol- 

e h i r u  01-Y PI1 C+Xt 011 che 



the uuth. 
Mimicry: Thh i the ability to mimic animd 

14 
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- chppter. 

skill or to improve one old skill in the m m r  
dauibed a h .  

ApproPrintestillclraice 
Playm M moaly free to chocae their dune- 

urn' *ills, but the DM is within his righu to insiat 
that mme of the character's beginning *ills be 
apploprioa to hia or&. 

Somechnn*ersMrequiredtocakecmnL, 
Skill8 whenfim d. This b discusd in the 
appropriate sectha of the neat chapur. Houmr,  
there M some general d e r  to go by: 
cscde druMar muII cake the *ill Honor (Spe- 

cific Immonnl). Theplaycrmustspxify rhe Im- 
morenlwhomthedaicscnw. Recommended but 
not required: Coderlkn and J& (ace D.m d 
ThBmpaoa, Book %: plnprrs Guide to mpl- 
ti#), Deccnaccprion, Guidnncelcounrl, Riding. 

pilhcachmccers M not required to cake any 
skills. Rewmmcnded but not required: Milimy 
T.ctks, Riding. 

Mqk-Usa chamcurn M not required to cake 
any Skill8. Recommended but not required: 
Knorlcdees (hinorg, magic, p h m  geography, 
ecc.), Riding, scienter. 

Thidrhur*en M not required to take any 
skills. Recommended but not required: Acrobat- 
ics, Akrmcss, Dpnoer SmK, s igd ing  0. 

I)rufchnmccers from the Hollon World must 
take the rtill Mounclinccring. Recommended but 
not r e q u i d  Riding, S u n i d  (Mountain), Wm- 
tling.(Ifyou~uaingGAZ6,~eDwrnmof 

must take the skills required of both dffnms and 

BLf chlunnen must take ~ e f t n e u  and S u M d  

Each new skill slot may lued to buy a new 

RocLbame, and ham dmrf-deric chnrpncrs, thq 

clerics.) 
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In this chapter, you'll l em h m  to put mgcrbcr 

foundinth&k=i%dd. 

terdo not MI in t h e d  ch;mncrd.*cs 

phym chuvtar far many dthcsra d poplea 

S m n l e f t b D F C ~ ~ i n r h L e h r p .  

(dak. *, aw+uae& thid, drraf, elf, OI 
~) .Wicbsdhcs froar tb iSchrprer ,p l lCm 
build chptn*as who bdoq tooabrr-nreh 
as Beaatmen. They are technically s t i l l  consided 
monmrs in the D&De game spsmn, but pu'h 

writcup on the individusl me fordmiLC 011 mat- 
ing a FC from rhu me. 

dowd to Nn ceem lli playerchnacwr. scc the 

Weapon and Armor 
Restrictions 
Each writcup in this chapter liar cercnin types of 
w ~ a p o ~  and armor permitted in that eulauc It's 
important to undmrpnd the distinction betwecn 
n o d  ncnpn/amor &&OM and c u l d  
wcaponlarmor resuicfions. 
An Aacan fylhter M limited to a few melee 

w r ' P p " : D y  r, swordlshort. mace. dub, 
a pole ap (p e only), spenr, and javelin. 
nKSc are hls c u f d  melee mpons. Now. a 
character belongin0 to the Fighter character dnss 
can wudy we m m  melee weapons than this. An 
Azcno tighter an, too, theomicnlly: But if he 
goes outside his cultural weapons, he mars the 

b 
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Morc spcdfrcply, though, thac M t8e weapons 
md armor nlbarcd tohtdiw: 

hand, dagger. m r d l n o d  (broad). swordltwo- 
handed, hpmmerlwar, hammed-, 

CuhdMidkWapmsrBow/long,bow/ 

Cultural 

claicr Can UK: Axes, hanuaen; all cultural 

W - V r C a  Can Uu: Dagger, hand PIC, jave- 
lin, knther atnm. 

T h i n a h  Ur: Hand axe, deggcr, broad 
sword. hammer. spear, javelin, bow, 

C ~ ~ ~ p o m : ~ l b e n l e , a V c l  

arm (pike d y ) .  speu. jnvclin. 

&on. *. 
Leather, scale mail, chain mail. 

shield (horned shield plro p l t d ) .  

armor, 

ding; leather armor. 

SpecinlcQm~tionE 
All Antaliana M, becoux of the environment in 

thieves of their own level. - 10%. (Thw a fm- 
level Antalian fighter, cleric or magic-user has a 
dLnb&ecrsurfkesrollof77%.) 

Antnlipnrhievcrgcta +lo% tothebasic 

lipn thief has a 97% chance to climb succcsafully; 
by the b e  he reaches 3rd level, he has d e d  
his find climbing ability of 99%. 

whkh they Lirc, nrpcr~ dim be^^. Anrnlipn ht- 
CIS, &ria. and ~ i c - u r u ~  dimb &M S uzesas  

thi& dimb & e ~  SI&CU IOU. A fint-lcv~l ha- 
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A prominent, beak-like noM (one ofthcirrom- krm thewaydofdlc * r a d  borfrom an* 
monm and fomtancykn d beeolac sktca 
buttheyiucm. 

moll featum) is considered highly attractive. 
The common Axan costume H a 

stona, etc. 

ClMtOllM 

The Azc~ns M very much an bpuinl pmrrrirh 
a very strong central gmemment. The most pa. 
e h l  rulers within the empire must be dciicr of 
the Immod Atzantcotl, as must dl royal Priaeg 
and most lesrci city governom. ’ 

The Azcans M harsh and warlike. They bclievc 
in conquering suurroundiqg neer atid guitidne 
rhe conquered to Atzantcotl. 

The Azcana do a lot of-, and domes$- 
a t e  animals such asmuksta hrul cargo, but do 

Commoners have no rinhta in A t c ~ n  Society, 
not ride animals. ?hey Q llot ILU rhe wheel. 

and any uime commidby  a commoacr H pun- 
ishable by death by sacrifice. 

ch 
The Azcana M verv interested in the cnkulation A~enns M humans and abc mW of che bu- 





7 4'6" 
8 4'8,' 

,," 9 ;4'1oX 
' to. 5 1 , .  ' 

, I ' .  11 5'2* 
12 1'4. :., 'i 

, - 4" ** 
" J  - 2" 
9-12 none 
13-15 +4" 
16-17 +8" 
18 + 1' 

d5 -2 
6-8 -1" 
9-12 llollC 
13-15 +1' 



15 170 
16 MI 
17 200 
18 220 
19 240 
20 270 

3 - 10 Ibs Strength ModitiutoWeigh 

4.5 -5 Iba 
6-8 
9-12 none 
13-15 none 
16-17 +5lb 
18 + 10 Iba 

3 -20 Ibr 
4-5 -151b 
6-8 -10 Ibr 
9-12 none 
13-15 L c l O l b ,  
16-17 +lSlb 
18 +20 Ibs 

4P=== 0CB.a ( a o l l w  

~ h d O d i t i L I t o ~ t  . .  

Roll Rearlt 
1 Roincrd~Tip ,VagSd  
2 - T * * w M  

3-4 Pbinacdfip, N d  Sire 

Beastnren wastes 

'If w 

B E 4 
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h for clothing, all Beastmen in the n d n h  
wastes wcu fur booo, UOUICR, and hwBcd par- 
kas. Thq M ~ ~ . r ) t i n o r ~ ,  
mighty warriors (i.e., figkern SI %h 
l d  01 higher) USUOU~. h.w beSl-8ki~ do-. 
worn to show jus   how^^ arcd 

custom 
The Beastmen M a wrior-darr~; thcp most 
a d m i r c g r e a t f c a r s o f ~ ~ ~ t h e  
single-handed day& of the great & bels, 
whichfcwBepsrmenhawR.ubecnrbktopc- 
complish. T h q  choo~ their .iusee m 4 ~  by c ~ m -  
bat. 

The Bcnrrmen M not a w a i f i c d ~ :  apfb 
village is independent ofthe others. But. tholyh 
they M independent and fond of cohbet, indl- 
vidual rrillagca do not ofan rp with &e rwtba; 

up too much of the hunter-wwhrs' time. 

a character who can spin a yarn. lhq Plnrpr 
demand some proof of a bcitltf d e ;  a nDrpnUcr 
who tells of his own +nc in some fuavly 
land had best be able to produce a plece 6f 4. 
dencc proving he waa there, or he'll hce mocLuy 
and a good-naarted bating. 

NpmCd 

Beastmen chooae names which m n d  kum and 
guttural to human cars-thq're short (me 
two-syllable) names which M heavy on consonant 
soundr such m 'b,' Id,' '0,' 'j,' 'k,' 'p,' '1' It,' and 
k: The f i o n l d  ofthe rmiq is w 
extended (dmk] comonaat. 

Bopr,Knrkdd, DJsoep. P d ,  Z a b *  

I d r d G c a d m  

in thew icy I&, cheauuggk forwsitnltakc8 

ThCBeasvncnMercat~ l l r rc ,  mdndmin 

ssntple mtmu (usable with uther 

is w h u  determinu a Bc& 
-a his gender. "M&h " 

will always d tkr 

el, thcsc M the rocirl nah 
in order chimponance: 

VilhyecMCf-Kiol 
H~mtcrlUkrrh: A &nnmnn can be a Hunter/ 
Warrior and plro have any ofthe lensacupp. 

casea will dways call hirmclt a HuntalWarrior. 
chnnta: Smryteller with no hunting or combat 
w. 

R d a :  An aged Bernman no longer capable of 
l i v i q  man active hunccrlwarrior. 

P i  A capable offishing but h p a -  

cions (RKh aschanter orfirhcr), but in RIch 

MedfidBio& 
~ A ~ W h O i s t O O f I d t @ ~ ~  

d s s r v f o r g r n r t ~ o t t i m e ;  hi/* 
fiia, OGldr the*, mrkhs, 
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aubject to Isn chapter’s cultuntl bbr des .  A 
Blrrldorr elfe$useccr advcnN ’ 
world can Pte on the wcepma%thmg. and 

d rcduccd ap&ncc for rhrre brdr, won’t 
become an outcast to his own society, ete. 

GenarlsLilt 
Bhckbre cha M not q u i d  to take any 
cific &-nerd stills, slriur commdy taken indude 
aaftmul (any an of cnafuman aka). 

Brute-Men 

h the outer 

‘UlUOI of My ochrr~W@Wlt HQ; he W0II.t 

The Brute-Men M qcudc&& who haw beee 

em apccies of mankind. They live in caw, wear 
clothing made of akins. and live by hunting wild 
game and gathaiag fruiu. nuts. and vegetables. 

AppmancenndDcesa 
Brute-Men look much likc modcm humrmr. They 
M a little hairk andhave fomhuds which dope 
slightly (notdmmacidy) bnck. Dno a BNa- 
Maninmodun dothes, and he willnoc took 
unnnnupi-just a little brutish (and there M 
plenty of modem men who will look just like 
him). 
They wear animal skins sewn with hide Iaciag. 

Their dothing indudes vestlike tom garmenu, 
loinclotha, and fun wrapped around their feet and 
lrwd tight like a buskin or boot. 

CUStOlU# 

ThC BNte-Men carve icons from bone and -ne, 
and paint primitive but evocative an on the unlla 
of their caw. 

gentle people. They savagely defend their homes 
and young fmm aggtrssors, but do not go out of 
their way to attack those who trcapas in their 
tarirory; iannd, they select a brave warrior or 
counaclor to confront and meet with the intruders, 
to divine the intruders’ intentions. 
The Brute-Men PIC remi-nomadic. They tend to 

occupy the same cave or cavern complu for yeam, 
until the game in the area becomes too sparse; 
then. they movc on to another series of caw in a 
region more thick with game. 

the Artisan, whom they c d  Ka-gar. 

N W  
Brute-Men tend to have names which m d  short 
and corne to more civilized c p r t i d y  two 
hard consonant noun& scpprntcd by a short vowel: 
Borgg. Krukk. Gad, B d ,  Gerk, and 10 forth. 
Names of more than one syllable M usually di- 
vided by hyphens, and the syllables M pro- 
nounced with a slight hesitation between them: 

in the Hollow Wbdd since bcfon the ILC of mod- 

h Spite of their bNtish fCPU&OM, they M a 

The BNte-Mm ronhip rhe b o d  K W  

Dn-gor, M&-NI, ete. 

Rdw a d  Guukm 
The Brwc-b(sa arc mrle-dOmiaatc& ury fer 
females have any power within the uibe. How- 
cvu, fd.mkani 4 shamam have qual 
righe with the tribe’s males. 

L=mw 
%‘Brute-Men speak their own I-, .rhich 
moat pcoplc d Brute-Man or “bnuLb:‘ but 
which the Brute-Men themselves call “Ita-na-to!’ 

AuicspSdBacaria 
The B~te-Men have cautious but not warlike 
rclnrionr with the ’Ihayoro Inen to the SudyKBt. 
They m y  fnr away fram’dwdey ofthe Huttiah 
to the wmh. 

New chrrta Rwr: BruteMen 
To cme PBrun-Man chanuter, follow there 
guideliacs: 

Brute-Men MM out wi& a - 1 m&er (0 lntelli- 
gcncc sums and a + 1 modifier to Constitution 
scorn. @cat d scom of2 as 3’s and scom’of 19 

They nlso speak Ncathar. 

RtUidAbilitJMOdifisa 

M 18’s.) 
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h h 6  Thmrr %blC 

BNtC-Mm love P( ckrics of PI1 ideotid apCdeM 
levcl: 
lerd 1.4 5-6 9-10 
Death Ray or Pokn  11 9 7 

12 10 8 
12 10 

Mpsie- 
14 
16 14 12 
15 13 11 

D n s w B d  

Bxpcrienaw 

cording to the follming chart: 

Paralysis or Itm to Stone 

RodlSmffl Spell 

Brute-Men mpy Rnch loth crpcdcoce k d .  PC- 

nit 
Ind Potro Dice 
la 0 Ids 

2nd 1,000 2d8 
3rd 2.OOO 3d8 
4th 4,000 4d8 
5th 8,000 5d8 
6th 16,000 ad8 
7th 32,000 ME 
8th 6(.OOo ad0 
9th 130,000 ws 
loth 260,OOo lOd8 

Gaining New General Skill slotl 
Above loth I d ,  the Ceding for Brute-Men &a- 
=ten, BNtC-MCn get anocher gene& skill dot for 
every 520,000 pointa earned. 

The Prime Rtquiaiu for a Bmtt-Bfan h smcngth. 
A BruteMan with a Strength ofl3 pcr a + 5 %  
arperiew bonus: one with a S of16 g m  
+lo%. 

All Bnablcn must have at l w t  a Strength Of 9 
and a c4snhurion of 9. 

primcR?Xpi& 

w e p p o n , p a d ~  

nrrponsipdnrmor: 
Bmte-Mm 1- (O the following f y p e ~  of 

CUlnunlMdS&bpWAS?d 

C U l n u n l v i r p c ~ B O W l  

mace, dub. bhJticL, hunacrl 
spear, javelin. 

Cdmd Aaac: -, no shields. 
sbprr CM UW: Aalbad. mpco, ckb, 

blackjkk, hmmctt-, d: IeaW armor. 
Wokani Cnn Ur: Dag#&, dub. ataff; no armor. 

Sbnm4n.d- ~ 

Brute-Men m y  
and wokani. See the 
Creation chapter on 
kani. 
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Elves of Icevale 
TheatKs of Icevale PIC vigorcw, h d y  chr, lip 
ing in the frozen nonhem mountains and SDlaS. 
On mountain slopes, they build m a l l  cabins 
which M d y  insulating enuies from tbe c d d  
arpdooninwsnug, h d  mountain~pvca. 

AppCUICtUIUiDrrr 
IC& El- d. Mrhg-looLiag e b ,  IMU- 

ally bload with gmn or Muc cyg and veq prk, 
fair complexion; they sometimes look M if they 
themulvcd acre made of ke. 

fining hard Inrthu boo0 lined with down, lad 
heavy hide mrwao. Most oftheir gamunts M 
made of or at I w t  decorated with fur. 
CU6tOIlU 

Tbac elves M huntemaad forestem. lky d 
by dogrled, Smush~OrsLL,  and Mcrrpnrat 
travelling on snow and ice. 
They live mostly on wild game hunted in the 

mountain forests; unlike mnhe elwn Culnues, 
thncdvcsuenovycta+m. However, rheyue 
scillLitemostch,amthcurerurnceSMmw 
andthewildmas ; cby don't tolerate anyone 
dcspoiline th& 1pnds. 
They makc their own entetrainments in these 

cold, forbidding lands, and have many social 
&%m--gathe~. dances. a p o n i q  compni- 
cions, C n f r S r m D  compctitionr. hcriry campmi. 
tions.. . s d d o m d o e s ~ ~ g o b y ~ c 8 m  
being held somc sort of gadwing o f l a r r k h .  

TaIanlcakarrcpmalscm.~cnjog 
playing ukbon one another, and  eye^ momm 
oncmekrsthroughthcirluda. Iftr~vdcmen- 
d m  thm pranka with their tempen intxct, t& 
l d e  elverwill h v e  mme rcspcct for them; if 
the mrrknmgoad with videace, the dw di 
drive than out oftbcir mountains. 

TherpeddlEUXMtdpDmrardzbePeeLvaM 
Fredar and P&, Worn, and Donu, muq. of 
them ptso follow Ordana and Ilsuadsl. 
NallU8 
Icevale elm don't have the same sort ofsoft, 
lyrical names that mnny other clvm culturea do. 

Icevale names M usually fhm to five ryllablca 
Ion&, and very bold. Nnmes mcb as Thiordanna, 
Niarl&r, Golithim, 'Iiuteldia, and othus mg- 
gent the length and bold spirit of their naming 
pnCtiCes. 

Ralcs and G e n h  

I c d c  elves make dininctions between the rights 
and duties of maks and females, but consider 
them equal in influence. 

Males M rcsponsiblc for the rearing of male 
children. They M expected to become the best 
warrior8 possible with the spear and other melee 

T k y  wcu decdrinuowS ond t~nies, dore- 







R e r h l m M & a 9  
I i u f P n l r P n s d v c a - 1 p e n a l t y t o S ~ w r n  
and a + 1  to Wisdom. 'Ikatdl stomof2 PI 9, 
and d scorn of19 aa 16s. 

HurnnLpac arc rbnu-maving than most other 
ma; their basic movement rate is 90' (30'). 
SavingThrOWlhbk 
~Iurnalunrmakcrcwing~li4rdedaofan 
idenrknl arpntncc level: 
M 1-4 5.8 
Death Ray or Poison 11 9 
Mngic wands 12 10 
P d y s b  or 'Rim to Stone 14 12 -- 
tdbringobk: 

Dragon Breath 16 14 
RodlStatTlSpell 15 13 

Hup.hnr a n d  8th kl. a c c o d q  mthz 

u lkpgiarc 
M panel 

1st 0 
2nd 1,200 
3rd 2,400 
4th 4,800 
5th 9.600 
6th 2o.oOo 
7th 40,oOo 
8th 80,oOo 

Hit 
Dirt 
ld4 
2d4 
3d4 
4d4 
5d4 
6d4 
764 
Ed4 

GdOhgN~GcnmlSki l lSh  

400,oOo pinta nmed. 

Rimclklquidte 

A h  8th Icv~l.  the fb H u h  chw- 
ms. Hucukansgctrnocher g e n d  Wrlot mry 

The p b  mquisitc of the HucpotP k Wisdom. A 
H u h  with a Wisdom of 13 geo a + S %  expe 
rience bonus; one with a Wisdom of 16 geo 
+lo%. 
rdinhunseaa 
Humakatuuenotrquircdtohsveaminimum 
s a e  in any attribute. 

%kapomdAruun 
Hu&, bcaure oftheir &hdy mgh bides, 
mut lay with an ACof8. AHutaabwich a 

armor; a Hutaak~ with Icathcr d shield will be 
AC 6. 

HutnnLPnr M limited to the following rcppona 
MdfgperdPlmor: 

swordlnod (brold) mace. dub, hunmcrlrgl, 
hammer/=&, wbip 

uossbowlhcavy, ding. \ 

a b  Is will have AC 7. PI will one with jw lather 

CdtMlI xdec 7R.poltl: DqgU. mralrhon, 

CdtQIIl & b o a / ~ t .  

c 
Cultural Armor: Leather. sale mail. chain mail, 

\ " 
.. .. 



. i .  

. . .  
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NewchumaerRw\rr:KrpgslO~ 

RpCiplAbiiiqHotlibca 

scornand -1toDatnitg.’ItrPtrMllts Y 2 ~ 3 s  
Krugels receive a modifier of + 1 to Suc 

and mulo of 19 as 18s. 
%gel om mnot  haw Intelligence ~r WMom 

scorn above 16. If you rolt an 1ntCu;gence or Wis- 
dom higher than 16 and s t i l l  wnnt to play a Kru- 
gel OK. lower the higher score to a 16. 

KNgcl om save as fighters of the same experience 
level: 

I m l  1-3 4.6 7-9 10-12 l3-15 

sa*ThrmTnMc 

Death Ray or 
Poison 12 10 8 6 6 

Magicwands 13 11 9 7 6 
P d Y s i (  or 

ThrntoStone 14 12 10 8 7 
DragonBrearh 15 13 11 9 8 
R O d l S d l  

Spell 16 14 12 10 9 

lkperiace %Me 
KNgel orcs gain eXperie&Ee letrds and hit points 
pew m tbis table: 

Experience 
Iml 
1st 
2nd 
3rd 
4th 
5th 
6th 
7th 
8th 
9th 
10th 
+ 1  Level 

Experi- 

0 
1,000 
2,000 
4,000 
8,000 

16,000 
32,000 
64.000 

130,000 
260,000 

+200.000 

Paints 
Hit 
Dtc 
Id8 
2d8 
3d8 

4d8 
)de 
6d8 

7d8 
+2  hp * 
+2hp*  

- 

- 

*I: Constitution Bonus no longer applirs; +2 hir 
points per level &fC&er. 

Krugcl orcs have the same experience-kvcl h i t  
u humana: They can reach 36th level. 

Rime RequiciCe 
The Krugd M’S prime requisite ia S~I~I&L If he 
hasaSucqchof 13, he& a +)% Qpuiencc 
bonus; if his Strength is 16, he g P i ~  + 10%. 

Weapons and h o t  
KNgel om can uoe the follming wcppons 4 
UlllOI:  

Wd Mda Vkapaw Dagger, swofdldim, 
SvoOdJnormnl (broad), swrdlbastud, mace, 
club, hnmmu/war, spear. javelin. lance. net, 
whip. 

FY- 
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tY 
(count results of 19 or 20 aa an 18 i d ) .  . 
chnnnci CImeE 

Qbito M basically humans. urd c ~ l t  ChOoK from 
p ~ y  of the normal human character 
Wter, magic-wr, and thief. Additi 
*'re using the k e d  Gazetteer act 
*paon, you can also create Kubitt 
rho are fomten or rakes by following 
rulesfor those chnrPEter dassca. 
KbMgl& the types of hit dice approprint 

the charnnctzlnsses they choose; though they Irr 
smd, they ut very tough and 
.UI M no wier  to kill thrnhwn 

~ d ~ r  
Kubim m miniraue rdgafumor, cui). min- 
iature shields, and wield miniature weapons. 

Their m o r  giva them the enme Annor clnrr 
benefits that full-ired m o r  of the some cppc 
doer; chur, Kubittehpin mail and rhiCMraul0 in 
abase ACof4. 

uenpoluof ""w"E aiDedhumm&ds.StutriOfoc 
Kubia wcapom Mow: 

P s p p r c d  

do much lar damyle chra the 

B=u- 
S N L  KUbitt Ihmyc 

=w- 
Bade Arc* 
Bow 

Club 1d2- 
cmgbow 

Roll 
ld6 

Anonz ld4 10 30 50 

Quprrel* ld3** 15 30 45 
ld2*** 

HandAxe ld3" 
M a  ld3** 
Pole Ann* Id6 
s h 3  
spenr 
sword 

( N o d )  164 
s w d  

(&on) ld3" 
S d  

(Wo-HaadCdY ld6 
Wu Hnmmcr ld4 

Id2"* 10 20 30 
Id4 5 10 20 

* Thir weapon requires tvg hand8 for UIC. 
AmeLu may not w ashicld and always 
loccrinitiarivc. 

** Roll id6, counting a 1-2 aa 1 point, 3-4 u 
points, and 5-6 aa 3 pain0 ddunrgc. 

*** Roll 1d4, eollntiHg a 1-2 PI 1 pdnt and 3- 
aa 2 pointa ddamyle. 
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Mdph 
The M u d  srcaneedsrnl8hp-dwcIhg 

lizard men. Theykc sly pral 
among the mosr mercenary rclrtirot mZ%c 
Hollow World, and challenge the noriOn that 
lizard mea j h d u m b  bcutcsrid! d y  hides. 

4qxamutandDrrr 
Malpheggi lizard men atand from 6' to 7' tall. 

They atand L i t e m ,  on two laner legs 
andmani~uing~andobjcctawiththeir 
forelimbs. But they M vcry rrpdlhn b P 
ance, with fine-scaled skin, lizd-like h z d  
StIUag mils. Thcirlilodr and feel Ukdrnedd 
M webbed (to help propel them when they swim) 
benmnchdr*. 

tluuugh aoradgreuw,topnrcMrL;aaq 
few h t a l p w  uhni men M rlbino (pun M e ,  
with phrt'epn). 

Matpbeggillavd men don't wear dorher, but 
do wcu belts and b d d h  for their w-0- 
s a a h g d ~ u r f u ~ e s .  

c- 
M e  W m m  art cunning and q i -  

dour. They VM w snother, aad can comc to 
trust reprrscntativca of other racca who p m  their 
truaworthin~ over a period of yeen, but will 
M h e n r i a n n c t a t e m m ~ ~ f a c e v . I u c .  

young and their swamp. The swamp is theirs. and 
anyone entering it had best be bringiq than@ 
or business, or at least be willing to leave by the 
mw~ &xtrauoc when OOnfrollaQ by a lizard 
man. . . othe&, the intruder will find himelf 
chpscd out or killed as m n  as porsibk. 

They're a dever f ~ .  They don't care for direct 
eoabwercioaf they dan't d up ill froM din- 
vuden in combat lines and nllor dmmlvc~to be 
comniently cut down. Inrapd, they w the m- 
min to their advantage. swimming StCpIthily be. 
neath the black sudncc of the water, Lidnapping 
stragglm trOm intruder parties, amb- scouu, 
whistling down the numben ofthe opposition. 

to anyone nilling to pay their price. Their d 
suvices include guiding war-parties through the 
fling- of the swamp so those parties can launch 
sneak attacks on nearby enemies. or to accompany 
war-parties on aquatic expeditions (in order to 
scout out enemy pitions. cut subterranean nets 
or harbor defense. etc.). 

tal Ka, who is their patron. 

N ~ m a  
Malpheggi names M short and sibilant, using 

many co~w)nants and diphthongs which can d y  
be hisxd: 'E 'h,' '1,' '1,' Is,' and 'sh' especially 

'*d& no@ fron *, 

mea ihnt mal ate tcrg ptotdw ofthcir 

They're mercenaries. They hire out their services 

Moat Malpheggi lizard men worship the Immor- 
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Other pirate decorations indude earrings. 
scmes worn p~ound the neck or hair, rhrrc-comer 
hats, cloaks, and lots of jewelry. A M  ddp. only 
oficcrs wear wcapon-belts except d u r b  oombot 
mgagcmmta, when all pirates arm thmdves to 
the t d .  

Pirate Kings (very prosperous and SucCerfuI 
pirate captains) often wear a mort military outfit. 
A common Pirate outfit consists ofti& 

4 

L 
The Merry Pirates 
The Meny Pirates PIC members of a pirate cul- 

NR that developed m the mpieal islands of the 
Atlaw Occnn. They ne composed ofdcacmdmts 
of numerous outer-world races, races which share 
common pintid tmits. 

Appamux and Dress 
The May Pintes b n d  from numerous cth- 

I& -ut&, and SO they c ~ n  be ~r-&hed 
or duku-akilma% 01 cvm coppct-stinncd or 
blackskiancd, with hair ranging tluough blond, 
red, h, and black. 

T h  bnsio elements of the costume indude tight- 
fitting trousers repching to the lower d (in blue, 
tan. or some Other not-tw-glaring color), and a 
light Nnic (eirhcr short-deed or long-slmd) 
which is v-necked and loose, d y  of a bright 
color or decorated wirh horizontal wipes. 
Pootnepr for the outfit ranges from alippus 

(worn with no stochgs), shots (with knec-high 
stockings). boom (kneehigh and soft, often with 
&which turn down from the top), to no fwt- 
wear at all. 
Moa piraw also weu colorful rubes around 

their waists; these .re w u d y  of a btight color 
which aets OB or even dashes with the tunic. 

The M c q  Pirates WFU disciactive piratical garb. 

loose, Nffkd-fiont white 8ik shift; and aloog- 
tailed coat (usually red or blue) heavily dccmawd 
with bnss bunoar and epaulets. 

Many piram wear noodcn legs. cyc-pauhcs or 

munities wear gprwno with similiu dewmiom 
and colon. Homcr,  mde landlubbers d y  
wear full-length trousers instead of calf-length, 
while female landlubbers usually wear skirts in- 
stead of tlowra 

h o d r - h h  u W U ~  of d d  injutk. 
People li~k 011 s h o ~  in the Mm Pince m- 

CWtOlW 

and d e t u r e m .  They crnggunr~ their o ~ a  indi- 
vidual and coktiw wcqhhmc ' mauntilthey 

uuth. 

Merry Pirate v i a  to outdo cvcfy MtKlr Mmy Pi- 
rate, ap&Uy when rpldae hcsdy*l&a clrgo 
ships. Every Merry Pirate action or celebration 
nunsintoaseriesofcomperiuons: Whotangetto 
thecncmycapminfim,whocandefcrttbcmon 
enemy milors, whocan perform the single moa 
speccuular feat in the taking of an many Mul. 
who can fire the most accurate baUiata&, who 
can drink the most, who can rpend moacy the 
moa wantonly in a tavern debration, who can 
anntcchemoalndia.. .cvuyMayPina 
activity is an excuse for cornperition. 

Not all the conrpcdtio~ M f r i d y ;  the Merry 
Pirata smk diaagreancnts by duds. Moa duels 
PIC conducted until it is obvious that OM fighter is 
get&gthe-ofthe~t( i .e . ,  untiloeeduel- 
ist is dom tohaifhishit points: thc d paq 
judging the duel gauges when such a dud is om), 
but sow M tothe h t h ,  espedpllg becmca 
hated ti&. 

Thou& M a y  Pirntc culture is id& 61om 
city to city, the Mew Piraw M nota d e n ;  
each city is independent, and metima (duriry 
lcpa yeam) they sxk one another. 

Th Merry Pintea give gmt impolcnacc to a 
character's word of honor. They'll believe just 
about anything someone sap if that pemn 
pledges hia word of honor. Hoae~er, if the pnon 
pledging hia word lata w out (o be a k ,  
everyone who witnaacd the word ofhonor ir,lilrely 

the n m  time they sce him. A chnrpner who for- 

Thc May Pirates M loud,*merg& 

bear only the most pmitlg rdptiDaship to the 

By ancient tradition, they're all &owoEa: mry 

to be so OfFmded that they'll nu try to kiu him I I  
"1 
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daggers anyway, and a st& dou not violate the 
law, ps it can be erpkimd away PI anJLi00-a&. 

MMY a d v c n m e  nomu! @ten pnd 
thictpI adopt dbguku yourhful miller, and 
adventure \tldcr d e  idenrib tor gw. U d y ,  
they errrg on doubk4ipa, appearing tote up-, 
right, o w  women io their vuc identitin and 
then going on mad ernpadm in lhdr mJe idenri- 
ria. They often confide the uuth to their clol~n 
friends. When the government divoven that a 
female adventurer hu been doing rhL, they w- 
ally try her for a rainor chnrge of fraudulent repre- 
sentation, give her a dap-on-the-wcbt acntcnce 
(uauUy. a f i ~ ~  oflewd hundred gold piecCr), 
and d y  admonbhher m r  to do& a thing 
& chronic advcnnmuer d y  ignore thi~ 
warning, of coune. 

-#e 

the Nerrhnr tonpe. 

AUiaandBwmia 
The Mile- vuly hvc  no .Uin. They con- 

duct peaceful uade with the 'Ihldu to fie north. 
bus the W d w  do pot join them on their military 
cxpuwtn .  
The Milenians do, however, haw mpny em- 

mica: The NWUU to the fqcast, fhe %nagom 
andJcnnita to the nca~ cast, and the Merry Pi- 
rates to the north. 

chactcrclaue8 

of tbe n o d  humnn character dnsla: cleric, 
fighter, magic-wr, and thief. 

weppollldAmtor 

swords, and long bows, but their full nege of 
culnrnl weaponry is lined below. 

M i l ~ n i ~  armor is a type of hardened lather 
armor which is identical, in weight and protcc- 
don, to d e  mail (AC 6,300 cn). This m o r  b a 
boiled leather Niruc (ton0 annor) apped to 
mnfonn to the body ofthe.rrwnr. amad &I- 
met. and Icatkm greaves md vapbncn. They 
often wcu feather or hone-hair cceau on their 
helmets. Milcniam alw carry round shields on 
which they paint momer face and other colorhrl 
i+. 

~ l l d a c ~ . A u e l b a t t k , ~ r ,  
mrdlshon, lwe, dub, a d ,  pole arm @ike 

The Mile- a p e d  the Milenian Ianguagc and 

We- are humnnr and cau choose from any 

Milenians prrtu to w spears. pikcs. short 

rpeu, i.wlia, trident, net. *& yirilc wklpam Bowllong, bowl 
bo% ll;.B 
4hIiWd.w: Icpther, rulc Puil (narmrl ' 

Hilenian iumot). ahicld (horned rhicld. knife 
shield. sword shield. tusked shield not allowed); 
No barding for h. 



Nithians 
The Nithiana are a race of monument-builden 

living on a k d e  river in the mid& of the dcsee. 
In dms, culmlc and d t cc tu fe ,  they most re- 
mnble the ancient Egyptian8 of the ml world. 

ApparuuepadDreg 
Nithiam M dusky-skinned, dubhaired peo- 

Male common WOI~CK and slaves wear a simple 
ple, d l C 1  &OK Of statUfC. 

white loincloth. Female common workera and 
slaves wear a simple, slcevclcss white linen dms. 
.%me palace dnves of either pndci WCIU only a 
belt. 

Wealthier Nithiam wear rimilnr dothes, but 
made of richer fibric, such e IWU-, 
brighdy-dyed linen. ‘RI 
selves with 

worn by th 
WPI incredible nmpun( of gold jewelry in *tc of 
their pcrsoanl dlcomfoitfmm cwying d s o  

much Inthecity - “T Hapta,tbsNinnrwearthc 
sMIe80mafdechr.. . b O l d l C H a p ~ n n  
decendanodcbcsasmrlknyorouibamen, 
and their skin irjct.w. 

The NittJlnr lad a unique appernaa to CpC 
land it&. Thq build gigantic y d d ~  to bousc 
their dead w. Theg rlso brulf;o$cr tvpa of 
tomb. o f t q ~  set into &&@or built under- 
ground; thcg build obcliifi (giant spike& mon- 
uments); thcg crcc~ statues;. 
temples fcwfiQg long lina 
they Mlqrralleledinthc 
their momketal prehicemrrc. 

Cunolru 
The Nithinohare a theocmCic race: Their phat- 

p o h ~  (kings) nnh auem M ~II clerics, aa M many 

any 80K Of 

.% 
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Each 'hagom llpmc ia thm ayllnblcs long. 
Male M J U ~  end with the rufiinr m, -bi, .du, 
and -ku; female name end with -h, -mi. -la, -N. 
Rola  and Gmdac 

~ Among Che'hngoro, men d e ,  and act as the 
hunten, wuriors. and kidsmen. Women do the 
fafming and rearing of children. Howcvcr, some 
m e n  decide to learn the warriors' ways, run 
away from their villyla, and live on their own in 
the wildernen; if they survive long enough to 

their villages and will be accepted as d o n .  
mch third experience level, they cpll mum to 

-.v 
The 'hagom speak their o m  language, which 

is a&d lhgoro; they also speak the Nepthpr 
m e .  

me3 Pnd bde3 

Though the 'hagom d d  prefer not to have 
to fight d h e  rime, they do; they M constantly 
at odds with their nearest neighborn, the Jenaitu, 
Milenians, and Nithians. d ofwhom cowt the 
'hagom lands (or fresuently crow those lands to 
am& one ~ o c b u ) .  

em BmtcAfca, but neither M they friends of 
those humanoids; they M simply n d  toward 
them. 
CharactcrcleCKs 
The lhnagom are h u m s  and so lhnagum 

player characters EM choose from any of the four 
humnn character daaaw: cleric, fighter. magic- 
uscr, and thief. If you're wing the boxcd mer-  
ceusetDawnoftbeBmpurus,youcanPbocreote 
lhnagom chprperers who u e  RnLcs and ibrrsrus. 

By ancient tradition, the lhnagoro warriors w 

CUI& Melee %paas: Dagger, rma, club, 

C u l d  Mkik WenponB: BowltoaK, bowl 

The WCfO M Mt the CIICIlliW ofthe north- 

WepporuPndArmar 

only a limited rpnite of wcaponr UKI m o c  

staff, pole m (pike only), spear, javelin. 
- - 

short, ding. 
C d d  Amor: Shield only ( h o d  shield, 

knife shield. aword Ihield. tusked shield  no^ ai- 
lowed). 
clcricl Can Vlc: Mace, dub, staff; M d s .  
h g i c - k  Can Ur: -1, staff, javelin. 
Thimr Can UK: -, staff, spear, javelin, 

bows, *. 
spreinlcompauriwr 

they can wear Md w 

compcnsnr iOl lS .  

'Ihnagoro Mvcrylimited in thc som of amlor 
nE they can usc; there- 

fore, they have a coup T e ofimprmn Special 

pmeOm M jurrifablyhqw ru-. They 
have a base movement mtc of 150' (50') i d  of 
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Ttaldar have p e d  to a wide variety ofweapons 
and armor. 

weata a bronze cuimrr, hehct. pip, urd ~1111- 
bmm; this is the quinlent ofglue mail armor 
inbothACdueaadcacuhbrmec.Tbsynfro 
cpny huge round urd oval shiclds. ‘Ihldar haKl 
UK a variety ofweapons, but prefer spears, pikes, 
short mods, t axes, long bows. and r l i .  

(quai to full plate and suit armor). 

~ ~ O r d l s h ~ r t ,  mace, dub, hatnmerlwar. 
arm (d varieties, pike p&md), spear, javelin, 
trident. lance ( w d  fmm chariots). M. 

short, *. 
Cdmnl Armor: Leather, d e  mail (standard 

light d d a r  armor). banded moil, glue mail 
( ~ t ~ d p r d  heavy d d a t  armor), shield thorned 
shield, knife shield. wrd shield, tusked shield 
not dowed); no barding for horns. 

C l u b  Can Ur: Bsnlc axe, mace, dub, war 
hammer, staff: d cultural armor. 

M a g i c - U ~ ~  Can Ute: Dagger, dub, javelin, 
sling. 

Thicra Can Uw: D r, short wrd, dub, 

Genarlskiuo 

General skills. 

Ibe hmvkt-PmMtrd ordlnpl~ l k $ h  ~ C I O  

Some lhldpr r rgt even heavier varitties of m o r  

m b  -: A.cibnle,  

coltprnl luiaik WkapoIU: Bowrlong, h l  

st& spear. javelin, tri Y@ a t ,  net; teathet armor. 

Ttaldar M not required to crte any specific 

Tribesmen nf Neathar 
The Ncnthar M a race of thousaada of individ- 

ud noble Stone Age tribes. 

AppenrPDeeMdh 

Neathar tribesmen M light-skinned hunter- 
gatheren and warriors. Thy M not pale of com- 
plexion; most M tanned and hepltby-looking, 
md pn kept fit by the hard, N& l iw they 
lead. Hpir color rndges from blond to brown to 
red; brown cycs arc more common thpn blue. 

Neathar dothing is made from skias and fd. 
Ncnthar men wear loincloths or breechdouts. 
Neathar women weat bmchdouta or sh01t skim 
dong with a &OK vest which tics dosed in front; 

menta which reach from shoulder to thigh. Both 
men and women either weat sandals or go k- 
footed; usually, the tribe’s environment dictates 
what sort of footwear tribe membm have. 
Neathar tribesmen decorate themselves with 

headbads, leather pouch-kits, and jmhy mnde 
from anrng beads, strung shells, leather bands or 
thongs. and pieces of copper or gold poumed flat 
and twisted into shape. 

iome tribes PICfCI tUIliC-k, ShOIt-Sl ined gar- 
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The Neathar w humans, and so a Neathar 

user, and chief. A d d i t i d &  i f p d r e  wing rhc 

Ncatbnr dunuen who w I;hnnen w d  &. 
Wkapom and Azmor 

The Neathar we a broad rpnec of ~ e a p o ~ .  but 
wear no body m o r  at aU; f d t e a  and derio may 
use Itlid&. 

C u l d  Melee Weapna: Axelhand, dagger, 
swotdlshon, m e ,  dub, hnmmulwar, hPmrpcrl 
throwing. et&, mar, iewlin, tridcnc, h e  (b- 

layer characccr my belong to any of the liw 

mm of rhe ~ m p ~ n  w m, yw enn -IC 

L l a n  chPenctcr clab5w &fic. fightu. mogic. 

short, ding, blowgun, bola. 
C d t d  Armor: Shield (horned shield, knife 

shield, sword shield, cwk4 shield not allowed). 
ckiicl Can UK: Hand M, dub, staff, spear, 

javelin, net, &Id. 
Il.&Uaen Can Use: Hand axe, dagger. staff, 

Thimr Can UK: Dagger, shon sword, d, 
net. 

spear, javelin, net. 

spcid Compuu4tion, 

mt special CMlpcImtions. 

Because h e y  w so limited in the m o r  they 
may wear, the N d a r  receive a couple ofhp 

All Neathor wa~ion receive a pennancnc + 2 
bonw to AC. If a warrior’s AC would nomrnlly be 
a 9, ifhc is a Neatharwarrior it will be a 7. 

Also, all Neathar d w a  + 1  to hit and dam- 
age with one weapon. If the Ncathar character is a 
fighter, it ir with his primary aibd weapon (see 
below under Individual Ek).  If he is a cleric or 
thief, it is with the spar; if he is a magic-user. it 
is with the st&. 
Individual lkibw 

The Neathar M divided up iruo thounnds of 
individual tribes. Here w descriptions of several 
ofthcm: 

Bcrlplpi 
Now: Expens at making craps and mws. 
amin: Forest; live in wooden villages pro- 

COrmmD Bhncao: Barefoot; weat hedballds. 
~ ~ s k i l b : A i l c h ~ t e a o f ~  

Riyn w weapon: Long bow. 

tmcd byhighwoodenpahda. 

tribe mun have the Snws and Survival (Pomt) 
S U .  

Hinkrni 

eagle called the bid. 

of the Hollow World’s Floating Conrincnu. 

N o m  Dommieue and ride a variety of g h t  

aanin: Clif&idec on Hd-lor, the lowest-flying 

corcllme Blcmcno: Heavy hidccunio, Imee- 

Rrquin?dGemd sldm; All cbamccca oftbia 

P K L m a q W b a l ~ b .  

high leather tunics, head- many eagle- 
feather decorations. 

aibc must have the Animal Empathy (Gknt Ea- 
gle) and - (Giant Eagle) skills. 

M a  
Nom: Vqpcaccful amtanmy nec; uagoauc, 

no cohception dindividud propuq; rbopl N% 
w thievcs. 

Pamin:blandcbnin(Aclas#OEclarWfhbb 
Merry Phces). 
co*pmc Blcmcao: B p d x b u u  o+, 

of w e n  flowers; buc8bor. 

don of snilor (canoeing), F%s2dml of Pearl. 
Diver, PrprcrriOa 

lbrplpi 

Nota: Huntea of 
dark: live in villages 
in tanned bison hides. 
amin: PIpinr. 
caalmcBlcmcaa:Boou. 

Rimy’Ih’kl 

huucog(pad , 

Requital Geoapl SLilb: All chupFtenof& 
uibe must have the Endurance and Survival 
(Plains) w. 

W d  
Riyn aikl U4pm Sppar. 

Nora: All Valgrai wanion (not just offigbccr. 
class) PIC myscially W e d  with dw, a Vat. 
gmi’s wolf-brother is  hi^ ben friend and conmat 
companion. They lie in 1 9  cabim in t\re detp 
woods; communities w ploccned by dry m~yl l  

and wooden d. 
Tarpin: Deep forest. 

fur for scent rcfognition. 

uibe must have ths Animal anprchlr (Wfj iacl 
W n g  &ilk. 

caalmc Bkmeno: smblr; hedbradr o f d -  

~ ~ ~ ; A l l ~ o f

wnun wikf !&OK W d  
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1 HITROLLS: I AC: 
Target 

Hit Roll 
Needed: 

9 ( 8  7 6 5 4 3 2 1 0 -1 -2 1-3 -4 -5 

- ' 
N S  & DRAGONS. gnma.) 



DUNGEONS & DRAGONS@ Character Record Sheet 

CHARACTER INFORMATION: 

Pull Name: 

Additional N&cs and Titles: ' 

k c :  Age: ,a 

Height:- - Weight: 
Hlir: Eyes: I .  

:ASURE: 

Carried: At Home: Other: 
PP: PP: PP: 
gP:- - gP: Bp: 
ep: ep: ep: 
Sp: sp: 
cp: cp: ): * 

gems: 

CHARACTER SKETCH,' SYMBUL, ._ 
OR COAT Q€! ARMS 

4 



TSR, Inc. 
C n o D u c n  QI mum IYAOIYYIION~* 

DUNGEONS & DRAGONS, D&D, PRODUCTS OF YOUR IMAGINATION, 
and the TSR logo am tredomark. owned by TSR, Inc. 

0 1890 TSR, Inc. All Rlghte Rowrvod. 





by Aaron Allston 

SpeciJ TLnb 'Ib: Bruce H d ,  Ma V w  
Book 0- Tbe Dungeon Mate& Sourcebook 

Table of Contents 
l l u d n a h  ....................... I.... 2 
Hing ............................. ;... 3 

otigins ...................... .... 3 
~ t o t h c ~ o u o w ~ d ' ~  .... .... 5 
TbcHolbw *Id ahd Hisrory ........... 9 
T i i e o f H i e o q  ..................... 9 

Aclil .................................. 18 
OvcMew of the H o M  World ........... 18 
An* w u  ............... .... 20 
Aiern Bmpirc ................. .... 26 
Bepcm&Il* ......... .... 34 
Blrddore Elf Wey ........ .... 37 
BNtC-Mm W ~ U  ........... .... 42 
BlflnndsoftheGendeF& ...... . ; . . 4 2  

-Imandsoflcetnle ...................... 44 
HurpnLo Valley ....................... .46 
J d a  hot ding^ ........................ 49 
IbplorDwaIfhnda ..;..; j . . .  51 
Knyl Horde ............ .... 54 
-Kubitt Wcy ........ .... 36 
The Lighthoure ....... . . . .  58 
Mdpheggi Swamp ........ ..: ..... 60 
TheMUrypintcSCU ...... ........ 62 
Mileninn Empire .......... ........ 66 
Nithim Empire ........... ........ 72 
Okec Hill8 ............... ... .: :. . 78 
sehucearlfcn- ..... ........ 80 

Plaitla ........... ........ 86 
Kin&MM ......... ........ 87 

TbtltibaofNenchu .................. 90 
1-t Npcr ........................ 92 

IbeI Iwhdd '......: ...... 1 ............ 94 
H&&e bnmorab Interact with Moiplb., ,p4 
WvidurlImmonnb ...... I.. ..... .%-119 
Quick Reference Chart ................. 120 

.......................... 120 . .  
YEX2of wonder ............. .,. ... 120 

The Pifat outside Eye3 ................. 122 

Magic in the Hollow World ............. 124 
Dealing With the Immorcnla ............ 126 
Moditying the Hollow World ............ 127 
Using the Hollow World 

With Other ................. 127 
c o n r a d o l l t o A D B D . G n m c R ~ .  .. 128 

Hollow World P I . ~ ~ - C h p m e ~ e n  ......... 123 

1w4xxx1001 
ISBN DBwsBB(u" 

1 



hponmrNodCItyottkaph)ermaCkb 
pnign, rnther rhan is 
shddn’t md rhis in 
this book-& the 

With The Hollow World b c d  set. you’re 
about to adventure in a =game 
which is different from any you’ve ever seen in 
print. 

If you’ve been using the previous GucmuJ, 
you’re pmrg famiku with the DkD gamc’r 
Known World sming. You mq hm )(II(cd out 
in foreated Karameikoa, wandeml rhq 

elves of Alfheim, aplorcd subterranean giottts 
with the dwams ofRockhomc, and qen, 

the om ofThar. 

World, you’ve st i l l  becn adventuring 00 put om 
world, pnoch~r ndvcmu- p h e ~  MI of-* 
stem aad high magic. 

Either way. the Hollow World h probably going 
to be a change for you. 

spheroid you a h p  thought it mu. In fm, it’s a 
bubble-a thick&aud, rocky bubble, one with 
a world’s worth of nntiopr ad admaarc on io 
outer crust. . . and d w w a l d ’ t  ronh on io 
imsmuc. 
Yes, inside the plnnet h another entire world. 

M a g i d  gravity keeps its citiznu on rhe inner 
cnut, and a ’ d  but bright am, a fierp’ml m, 

in the open center of the world. *de the 
Ho h7r cn Wodduc land and a, citiar 
men and m o m m ,  just like the outer world bm 
things M quitc di&rrnr. pime. you’ll fipe.#@f. 
flowishing aamples &civilizations which w- 
ished long ago on the outer world. Here, you’ll 
scclnimrbbngthaybc~oathtane, 
world. h e .  thc sun rhina dl t&e time, 
letting night ordulmea hold srrg; megicooar- 
times works di&iencly, unpredkcpbly; whole 
nations mq beaompkrrlg u- of& CiriliEP 
tions to be f o W  jun 011 thc odw dde ofthe 
mountain range. 

In short, it’s an d-new actting for adventure 
md exploration. So tell pur chpro*ur to dua pB 

H d l o w W .  

haps, adventured among the grunting ho r es of 
If you haven’t a d v e n d  on the Known 

The plana, pu Ke, hnot thc Idid, spinning 

nr(iaBu, 

cheLadwO~gar , l r tr th~ i I tpmi t i e s& 
bye, and pddle up: It’s time for them cotid fk 



lebrronze-clad warrior Ridion, exhausred, 
ought longingly about dumping to the wal 
ty it the cop ofthe wooden wall, But the 
emy was gathering itself for another assaulr 
Id Radion would be dead m; it wouldn't 
1 at dl for him to meet his dnth on his bac 
, he loeked his knees and kept his feet . . . 
the other worn-out warriors to his right an 
I left were doing. 
Out there in the fomt, i few hundred ym 
)m the village walls, the enem was ngroul 

-ids, hungq for land and human blood. 
dion had never even heard of these beasts 
fore unknown forces moved them to ram- 
ge their way into npldar lands; all he knm 
u that all over npldar territories, valiant mi 
d women organized by the brilliant King 
llav were fonitjing their settlements, bcatb 
ck the gnollish hordes . . . or succum 
em. 
He suspected-no, he knew-that his own 
lage must inevitably yield. Perhaps it woul, 
during this n m  ittack; perhaps it would I 

e next. He supposed it didn't matter. He 
)ped that some bpId d d  survive to ' 

'e of his village's valiant defense. 
Radion glanced back down into the villag 
the foot of the wall, other defenders were 

thered: The sick, the Si, the untrained 

arpened sticka, knives and other weapons o 
Npomnity. Like the warriors, they waited fo 
c n m  assault. Like the wnrrion, they knew 
obably meant death for them. The cracked 
wbme on the wall gates and the mound o 
irh piled up behind the gate wouldn't hold 

Abruptly, Radion heard the signal of attad 
1 animalistic bellow from a thousand throa~ 
Led out ofthe fomt. Behind it charged thc 
lssed force of gnoUs. Gnollish spears and 
m v s  began nihing onto the top of the wall 
>me-dad Tnldar Y d r e ~  began to r e m  fi 
d e  the spearmen held their ranks and bide 
tu time. 
The gnolls flooded out of the forest, surgin 
the bpx of the walls, planting their scaling 
Iden. Rodion saw the man to his right go 
wn with a gnoll's javelin in his throat; the 

his left was speared through the 
e pushing a scaling ladder away fro1 

: wall. Wion cast his javelin, killing one 
mbing gnoll. and heaved that ladder back 
ay from the wall, then drew his sword and 
iced for the inevitable. 
But the inevitable never came. The gnolls 
ver quite reached the top of the wall, neve 

ached the gates. Instead, blackness. 

g. They were gnolls, hideous d og-fked hu- 

c too-yoUng and too-Old, Cwing pitchfork 

c gnolls back fonver. 

.. - . .  _.. . 

ipon the village and its defenders. Radi 
odd hear the yowl of surprise from the 
nolls-but that yowl suddenly muted and 
wamc distant as Radiin lost sight of his 
nndrefS. 
A hush fell on the village. All eyes strained 

gainst the darkness, but it was ngt true nigh! 
all: Thm were bo seprs to be scen, nor did d 
noon mile down upon them. The ordinary 
ounds of night-the howl of the wolf, the 
argh of the great cat-were complnely 
bscnt. 
And then it was light again . . , a diffmnt 

ort of tight. Hat& red sunlight fdl upon the 
onfused defendus. Above them hung a sun 
. . but it w l t  not the same Y before. Where 

t had k e n  1- &ernoon, it was now precise 
loon. Where the sun had shone a bright yel- 
IW, now it dowed i sharp, harsh red. When 
: hid been a wdl-defined globe, it now puis 
rich flun and shooting energies. 
And their surroundings-the vill en stare 

round them in muement. The v & c  waa I 
mger surrounded by the endless forests of th 
taldar. Forest there was. but not so far away I 
I1 directions were virgin mountain slopes. At 
cyond those mountains, where there should 
ave been open sky . . . well, the villagers 
ould dimly see, through the haze, ever-more 
iscant W ,  forests. mountains. seas, rising 
w up and away, Y though the village were 6 

ie bottom of a giant bowl chit C U N ~ ~  away 
nd its d e d i  were lost in atmospheric haze. 
The gnolls were gone. Warriors still had t h e  

nolls' blood on their weapons. The dead and 
ying still bore the wounds of the gnollish 
ivaders. But the gnolls themselves were no- 
rhcre to be seen, and no gnollish footprint 
~uled the undisturbed ground at the base of 
x W d .  

"A mirnde:' Radion bmthed. "The Immc 
Ils have changed the very world mund us th 

,
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Red& tbe Hollow Ubdd 
The outer wodd waw an evcr-chuqiq, chaotic 
place. One had to wait d y  fw holrrs for tbc light 
to change: one had to wait only minutes or daya 
for the neptbrr to b l u e  wcmlt. Whak.@e 
cia and racei wended and d a l i i d  in mere mil- 
lennia. Great rocks fell fkom the sky and unekcd 
the d d .  It was not a pepeeful plact: and It was 
cettainly dpaeemus to all life. 

So Ka decided to mske his Hollow %Id into a 
Irfugc-a plncc where he could p tgmc  df &e 
racw, species a d  eulntm htfdt were in danger 
of anerrnination. He'd nmate the Hdow Wodd 
so thdt it could naommodrce di&cnt speda 
from d&mt v, prrsming then u n c h y d ,  
keeping them soipewhat klatkd and "pure. 

self. 'Ib suscpin dl som oflife, &e HoJlh -Id 
&lo om dua, its own source of'light und 
tifr . . . but an linmqrrzl of the Sphm ofhfatter 
is mrhe  best &ice toucpte P sun. He a& 
the mspetnti6n of an I m h o d  ofthe spbm 6P 
Emgy for &t. And doubiiess'huribrtah of dh 
other Spheres yould become hostile to hiSproi..r 
if thcg were Codudcck thq m@t tonapire to 
destroy it or'wmt it from hishhds. So &e re' 

ofthc Hollow W d d  h d m  k P coopa- 

HOWCVCI, he tarlcln't do ail chis rrdrnph# him- 

22rt , widl df i n a d  Illmmhb ' hc1w. 
It p d w  bc rmnpeintnd.3 easy to pmuDde 

other Ibmmtds to hclp with hfd p m h .  For his 
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d d  gradually be altured u n d  they nq lolyi 
rcmnbled their original forma. Somcthing~ to 
be done. 

At the same time, an Immortal ofthe Sphere of 
Entropy cmtcd amcc of horrible monsters 4 la 
them 1- in the Hollow W. Thac cmnucs. 
the bummew, had great mend abilitim aad 

ning. ' h e y -  Chaotic crcyionr and mkmany 
forma, d y  fcaturiag wri- tender aad 
squidlike anatomies. They had the power to bur- 
row through the earth and hide far from the eyes 
daorcnlr or Immortals. Their ask: TauUNpt 
and drive mrd d the antimt ncain the H o h  
World. 

beneath the homdonb ofthe Bnrte-Men. inciting 
whole uiba to was against one d e r ,  to &re 
entropic magics, to pchrm wane and d k p h g  
riaulsin ddiamx of theIrmnorcnb. 

Soon, thcyhed Orbtedmmy tribes n d y m  
of ruognition and started many ponerhtl Bnrte- 
Men mortalson the path to Immomh '* in the 
Sphere of Bnwpy. h Ka's p h n  and work h r  the 
Hollm Wbdd began to unravel. he darpmtellr 
uicd tohatch aplan which d d  sop  tbe 
conuption. 

Tbe SpdJ of Pruemwtion 
Kaandhis Immortal allies had to choore one of 
two p h .  

The h w a a  to LoQlc all the Hollon World's 
species aad cultures compferdlpito cut them & 
from one another so thoroughly that they d d  
never again have contact, so thoroughly tbat rhc 
Entropic bunonls could never make contact with 
those races. This would require creation of impen- 
etrable MU-magicpl "bubbles" to keep PU the 
races and cultures apart. 
The secoad waa a cwo-st~gc plan: To meddle 

with the magic of the Hallow Wid so that the 
evil burraerr would be p d p e d  or destroyed, 
newmore to plague the Hollow W d ,  and ao 
tbat humans and humpnoidc wp more &ly to 
reject the cumtom and traditions of other peoples, 
nther thnn adopt them. This tvo-atage attack 
would keep the burrowers' corruption from 
spmdbg and would keep the human cultures 
from being blurred of aignifuandy altered by 
normal contact with other races, 
~cImmortalsehwetberccondcollise.0r- 

dana. the knmwpl &the Sphere ofTime, WPI 
not so happy with the choice; it ran con- to 
the tendencies ofthe Sphere of Time, which pro- 
mota change and deuelopmcnc. But, o u w ,  
&e had the &ice ofcoming into conflict with 
thcothcr three patron Immortsls ofrhekbHow 
\IRuld 01 pequics+, and ao she ductandy 
W d .  

purged the corrunt elemen* afthe RNte-Men 

rivalled the.vcrage Immortal inponuaad tun- 

Thcy excelled at their mat They burroncd 

So, about six thourand yeus ap, the Immorrnls 
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The Hollow World and 
History 

cnrringoftheSpellOfPrrsun&,ththircolgof 
Not bog (by h o d  cdulntioqr) after the 
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Theline of the Hollow World (Inner World) 

BC 6,oocEsC 5,001 
3kJ Stone Age 
phc Dnm of the sentient Ram 

BC 6,000: The Hollow World H very a p ~ e l y  populated. Many re- 
g i w  M inhabited by giant reptiles which M now extinct in 
the Outer World; the only 6entient me in the Hollow World 
b a spcek~ 0fNcandWrhal.like near-human. 

BC J.IW: Powerful burrowing monsters created by Thanatos Mi- 
tratc the Hollow World and bePh to c O M D t  the Brute-Men - 
cultute there. 

SC 5,300: The Brute-Men u ib r  L--:n to fa" one *-̂ -L. 

aavage,inadondwPn.T nnrq ando 
centuries. 

BC 5,OOO.BC 4,001 
rhe ~ i n c  cir i l imi~ 

;' "1 

three 

BC 5,000: The Immortpls destroy the corrupt elements ofthe Brute- 
Men culture, and then cwt their SpdI of Preservptio~~ on the 
Hollow World; now, sentient races placed within the Hollow 
World will nlmp retain their distinctive characteriscia. 

of the Known .Hbrld (oulur Wbrld) 

BC 6.000:'lbete M no m e  civilbation in the Outer World. Hum= 
M 0ib.l hunter-gathean. kiag mmdy in p k  snd light 
f o ~ . I h v v e r ~ h r b u i c ~ n i a d f w r h i l l d r c l l c n .  
m d y  goatherds. Bha M rbcltcrcd. pmcmed and numuad 
by the forest-spirits they wnhip; fhy &pot nocd m 4 01 &. There M no ~OMUOIM humanoidc on them 
thrrrrcn the demihumw. 

BC J,W: Ibe childhood ofthe elvea is 
dAtering them, forcing them m 
cidr own hturrs. The fmt great 

continent. 

BC 4, JW: BeMmen-reinumrad COUL 
fhegucM Valley, a h z e n  Id rn 

BC 4,ogO.BC 3,001 

BC 4,000:.'Ibc h- 

&3,J00:TlkBBlnckmoorcivilizuionbflourlhiee. hcoeduca 
adc and intennittat WLI with tbe rourhecs eha, at tbc 
orhcr a d  ofthe 4. Pour c l m  delvaodolli.c,h the 
r y i D a n & U r .  Both cbcaowhernandt&cohmid 
ehu embna Bkkmwr'8 technol~. Bhckmwr'8 prima 
danrad the extermination of the "unnatural" bnmnen in 
the Borrpn Wley, and promote holy wur m hunt down and 
d a a q  rhor crcmmt. 
A,& occum within the Oltec civilization; the more lygmsiw 
~ c i ( i Q  dedue their indepelldeclcc Md begin to wage w 

BC 4,OOO.BC 3,001 
phcBnofBisdrmom 

IW W: With the dtuption on the outer na ld  rel&vck saL... 
 he l m m ~ n ~ h  confine thcmv~va m placing a few bumla 
triba and a few animal mecia within the Hollow World: this 
i a timc of comparative &re. 

A large numtm or i~eau~ax UIGW PIC placed in YIC noi- 
Im World ao that the original Neathar culture will be pre- 
served. Thcy M placed to the north of the gmt quatorid 
mountain range, amy from the Brute-Men. They swiftly grow 
in numbers and spread in dl directions chmugh the northern 
hemisphere. 

m- * 100: Ka now implements Komtiku's idear for a massive tcnrcr 
of m o d  bowled e in the Hollow World. He inrwcu certai~ 
very wise beings ofdl Mntient mccs to travel to P very se- 
cluded mountain valley; tbm. they am to interact, to build a 
great library, m Paumulate and exchange knowledge. ThL 
secret library, protected by Ka ell through its history, M t 
bccomc the Lighthouse (sce the A& chapter). 
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BC 500: The Immorcplr g k  up g m u  tuunbcn of Nithim, chose 
untovched by the evil of Thanntar end RanivOW. and VPDS. 
port them ta the banks of a great rivu rimilpl to the River 
Nithia in the Hollow World. They swiftly rebuild their civili- 
antion. They M nepl only to the ‘&nagom wnnioa and Jcn- 
nitc ridca to the wet:  they bcgia on-again, &-again wan 
lopinn the Tnargotr, and Jmnitu to ~ i z e  their fertile plains 

, the lmmorrnl PRaK 
Luulted by the NicbiPna’ bctraynl, ~ m r  his back on the orb.. 
world. He “U hia anention to the Hollow World Nithipnr, 
end bcu up a w h y  of HutaPLD in a shehered valley of the 
HolbW wochi-wut of the BNre-Men. north of the Nithians. 

Inthelercndiiduds. ch Malpheggilirudmen. doomcdto 
eniDni00 byapunidcp4pr bmugh bcbr Nwhacob- 
ninr. mpc out the N W  bdoR d y i q  dxasdTa. ?hL k 
pucdthe I m m o d  p h  to dcntog the Nithian cmph. 

Ihc Immortpb a h  CUR and unnspon remnanta of the 
Mdphcggi 1Ld msn race to the Hollow World, placing them 
in the great swamp bccwca the Aauna and the 0 1 ~ ~ .  Both 
the Azccmr and the Schamnnlfcn fd mercenary allica among 
the Mdpheggi. 



o f t h e ~ h D * n n r r .  

of the Hollow World om, diu. In hia lifc. 
time, he ha8 d o r m e d  a coupk ofhundred followem inm a 
well-trained. well-motivated, well-nrpplied horde ofwnquat. 
minded plains ridem, who now take his nunc to honor him: 
They will be d e d  the Kmgd Horde. "hey continue to attack 
and wk communitiu of thc Ncprh.r to the weat and the 
Kogolor d m  to the south. They do not want to conquer 
IMd% thcy want IOOr. 

IC 250: The lmmond Korot*u. chumcd by the clevernus and 
NthlcsSnCS of the p h  O f  Th&. CIUlI&ltS ¶ C v d  Corn. 
munitia dtham to the Hollow W, wtabli6hing them in 
epuatodPl bLnds aotfPIfrom thc rnritodantlal by tk 

Hollon World. He's dccided tha~ it would be in- to 
populate one area of thc H o h  W ma with polro, 
creating a new dnuc whieh ia exclurivcly piratid. 

M U  b hM C O n c d r c d  95hCMShg CX&IlCllt bt thc 

I 
: The newly-tranaphted MiienLac begin to ref- their 
iviliration dong ita original h. Phccd on the vir& sea- 

c o w  far south ofthc W a r  lands, they haw the warliki 
Tanagoro and Jennitc raced to heir cast. They build thcL 
empire on the coast and in h d s  xiacd from the Ibapto 
and J d t u ,  who become their recurring asdics. I 





re against the enemy-the thick under- 
. He groaned at what the branches and 

than on the outer world. That would 
o be a given. If this is Azcan architec 

Here, we’re p i n g  to rhoncpr a large 
the Holbw mid. 

Overview of the Hollow 
World . . ! i . .  

TnLe a l w t  at tlie plulec~rg mrp  he^. Iheic. 
you’l1.a~~ a map ofthe entire H d l w  W d ,  
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1, plains and folrsra. Getting into the crepiul zona. 
the ciimpce bcaonlnr WaJmCl and (IwUalIy) more 
humid; tbe ferrnin tends to iacluds nin fo#sls, 
jungles, -p and duntr; thew rhsn gnduuc 
to %h M andthen mounrninr Y thc -@of 
the qunor. 

Then, at the quator, the rules cbory. Thc I 

Immofiis have #et up an imposSibly hi# mom- 
tpin mge st the q u n o r  rad have m g i d y  ad- 
j d  dK climate MI that thc quatorid mountah 
zone is d y  ooolcr and mar c o d m a b k  than 
the tropical zones to either side. This was done to 
make the 8qantjo4l betmen the wnhcra and 
southern hsmgphne more p r o n d ;  jun& 
dwelkn to either ride nre moe likely o be d$. 
suadcd from travelling d m q h  thi~ rl*n cool 
tone, pmnuning that there ue w ianyks on the 
ocher side. 

The Main Map 
On pa#- 24-25. and on the sepmq foldout 

map included in rhic boxed set, you’ll T i  a map 
ofonegrcattlMofHollowWork$Jand.Thisisa 

mentioned) by previous G a a t ~  sup.pkmmcl. 
For aqmplc, the Azcan empire of tbc Hol\ow 
world is mu hly beneath the landa of the 
Atruaghin $ac . 

This map covers a lot of Hollow Mdd~tcrriauy, 
but obviously it decoik only about o m  o(#e 
entire Hollow World. We’ve done thiq for a couple 
of reasons: First, to cow the entire Wow World 
in any sort ddeo i l  would d t  in asuppluMiu 
you’d need a forklift to wry around: seed. t~ 
cover the entire Hollow world in thio supplqncat 
would mplrc it difficult for ou, Jle DY. to iaa0- 
duce huge MU empim dpeoples  hto the lid: 
low Wodd setting. 

proacb we’ve takcn,pu can DM a 
Hollow W ‘B campaign in the acteluive Ipnb 
covered in thio supplement; then, when you’rc 
ready to add whole new lands, &e, and em- 
pires. you have pknty of “blank map apace” on 
which to do it. 

detailed i n f o d o n  about the main map= 

alphabetical order. 
Here’s an impomt  thing to notice a k t  this 

and all bther mapa of the Hollow q $ d :  Buf red 
Westarermmd. (Thisisdoncsothp#teigy, 
can easily be coordinarcd with maps of the gum 
world.) So aha North is gt @e tqp of the map, 
Bast is always to the left, West to the riat-a 
distinct diffeMce hm outcr-world qaps. ThL 

World. 

With the 

The rest of this chapter is d W  to gi 

low world territories. The followin& cnnies M in 

diffenncc will be d o n  all Ihapa‘dthc Hollow 
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Hollow World Diagram (cross section) 
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City of Chitlacan 
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History on tlrc Oater librld 



upped dub which hrs dl the ch-4 b 
war hammer: it was a nift from hir Immortal 
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appeal greatly to her. If elves could be clerics, 
she'd have wanted to be a cleric of Dow, the 

' .$":#<~'r %.s%tska 
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indude rmitharbr, roodcntc, and"-, 

PITiualyfunarrTortbc~Dtthdr 
meads, and liquon. 

Unlike the Rodrhome dwmw, they PIT not 
doac-mouthed ot suspicious around ouaidur; 

but thq M bwhownfot  I&& B r i h f g Y  
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d&e& of the %Id2 culture Z%,.F rld. They were placed on the western 
at . .e equator, where the land was moun- 

moved to the 

down to the sea and where the 



cllurl.&Qnppkr ' 
Cmla's mother was a Mileman woman 

taken from a captuqd rbipoisr vocFk.hcf 
was a famous pirate, Korm ihe Bhtc, who= 

' alkdikmwn. 
111 
ed 

that she wanted more than anyrhing to ply the 
seas as her male countepuu did.CButd. &ip 
would puow kr Dboud as a C r e w I n M i  if things 
continued in that win, she never 4 be @e to 
sail under her own flag. So she devoted hmc&to 
her other probrrsion. that thief, md k a m e  

k l E * ~ o f ~ k w i t k I ~ m d m b  
theirEm,blindrhn~hitrbcmvamaod 
baall.harar. T&iac, she wa8 rble8mmlCd caa 
t m m 6 o f f C l l a r - a b i ~ i n c n p m ~ * i n  
the Iwh. hstheagaof20, she'd amunnbd 
enough penond wealth to min , . . buc, ir#ad, 
s h e b o q b ~ b e n e l f a ~ s h i p , o w p * d a r -  
tiredcaptaintoterdrherdacavtoaU'with 
her, and began to livc out her ambition. Deter- 
mined to prove henJfas rpintc. * bas, in rbc 
last ten years. become one ofthe beat-known 
capmilt4 &has itl@cd orherrorhcnto a t e  up 
the liir. 

Pumdity: cvda is fascinated by thc unat- 
tainable drum. Shemight not havcbccolaca 
pirate aptaill iftbupl&dclb W t  bCeh.de. 
nied to her. If thar '8  a dty which no odkt$imte 
basbcen able to srdr, it rill b&o& b&$&d: if 
there's a Mil& ship rhich nuorbnphrctlm 
beeb able to catch, it *ill becane 2Hi quauy. She 
is wry rcriow, not given much to amu~cmcrm., 
She has been unwilling to marry because her suit- 
ors gmmully inrirred that she ivc up life- * 
m. so &e m&m dwc. El& ' 'oisconrinad tbpt 
she k d i n  lcwrithhim. a&jusiaanbich 
gmdy mnQp kef. 

Appanoa:OrolaHofaveragehcightand 
btuncttc, with suilring blue eyca &n Compued 
tocbcodorofthcm.SBcilunbauqaPtaa 
her I& cheek. 

DMiq Naa: Cnrola's niffdpmr 
her prawca as a d e r ,  which ahe 
duwMtron to any duncar whom 
ing ma& abotic her. 

Sip 2kLnpo€Faith,a 

amor and dexterity bonus): 

very s u c c d  at it. Ret L d r h r m l t a i t  

CdBlfWt N& 141h-leVel 

#AT 1 rapier (4 sword); bmg I@ + 1: 
T14: MLlO AL N. S16 I13 W10 D18 all ml3. 
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Though they k e d  i n u u s i o r u ~  tk cast and 
piracy from the north. the Mihd3iw qn into (I 
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The Orlnr cities 
Other cities imporrant to the Empire include: 

Ddlllr. qli8 dry of 1oo,oO0 is the largca city 
of any &e in the southem pacta of& Em*. 
Not much fircbcr south, the tributnrier which 
formtheRiverNithiacomcflorineoutofthe 
upland lnoumb and form the great river. 
Dprhur is a pmcpcrous grain-growing city and is 
much coolu and more comfortable than other, 
more northern. Nithian citia; however, it is far 
away from the center of Nithian politkal life and 
an nrcignment here is tantamount to d e  to a 
Nithian &icial. Dmhur faces frequent raids fiom 
the Jennites to the west, who can cnxa the s me 
mnaina ofthe Nithian dcsettwith lidc dcuhy; 
thegadson hem is charged with keeping the 
Jennites out and keeping dinosPun from migrat- 
ing fanher north alosg the river. 

Hapta. ThL city of75,OOO is a bit unusual. 
Built on the Rim Hapta, a northern tributary of 
the River Nithia, it is in every detail a normal 
Nithian city, with one exception: Almca dl the 
residents, including the governor and dl political 
f w ,  M blpek. In ancient times, a pharaoh 
smled many thouaand captured l&nagoro dam 
here. . . and, k u u e  the main ‘hugom culture 
was in no danger of extindon, and because the 
Immod  Rathanw was interested in the pogible 
m l t a ,  Rathanoa lifted from thcsc ‘hagom dam 
the cultural bins of the Spell of Pmctvation. They 
swiftly wok on chamcteristics ofthe Nithian cul- 

dothing Cna forms of notship, and within a few 
centurie were more Nithinn than the Nithirnr. 
ThemcnofHa taarcloydtotheempire,andw 

p w s  quest, their gar r im often rends puni- 
tive and daving expeditions into bothJeMite and 
‘hugom lands. 

Xaha. Thir city of200.000 is the port of 
Nithia.Builtonthccmtbankofthemun 
Nithian riw where it enten Lake Mcnkor, this 
city handles moat ofthe d e  at the river mouth. 
All lumber coming in from the north psccn 
through Mentur, salted and pmemd fish caught 
in the deptha of Iake M e k  M d c d  south. 

blood ofthis powcrhrl civ and many nobles of 
Mentam think it ehould be the next Nithian 
capital-with them M pharaoh, of counc. 

four tima ita current poputntiOn. But ita long- 
lived pharaoh was a trifle inaane, the m l t  of 
inbreeding or the whisperinga ofthe Immorcll 
Thnnatos, and he was quite long.livtd; he devoted 

(“Why do a fly’s look di@mt from a 
bird’s? Come, and h e n  to my theory. , , no, 
don’t bother me with details ofpetty raids by 
those barb& . . .‘I). All the while, his throne 

tllre. from thelanguage to the architecture to the 

~lf-govnniae IE e any other Nithian city. At the 

The r i V e r . d e  *nd the fLhing M the life’s 

RaMk. Third of45,000 was, in ancient 
rimes, capital of 3: e Empire; in those days, it had 

himself to p h i l o 6 o ~ a l  concern of little worth 
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Ianguagw: NitBirn. N e d  Milcub. Gencnl 
sm Knakdgc (dthe Am. I), Milimy pnks 
(I). Survival (Dcscrc, I). Bravery (W), Honor R.. 
t h r r r o s ( W ) , ~ ~  +2(litcRiding, 
D+?),PeMvron 0). 
gpolL cudcd: 1st IeVel-wIe li#hr WWnds x2. 

detect nil, dcuctmpgic, p r o m d o n h  evil, 
m i &  2 d l e * c l - k I Z , f h d ~ , a i .  
l a m  ISndiwx2, sped with mimJI. 3rd 
Iml-cxm Madncs, cxm diffnr, bcne object, 
rrmove nur, Jui@. 4th M-cxmscabua 
w o u a & r z , d b p d & , ~ t o ~ . 5 t h  
Ic*el--crrrte hod, cu# cridal m u d  d. 6th 
Iml--krriu,d,apcakwithm-.7th 
level--, *. 

eoreriocl: w m a c u  + I ,  
ahi F - m  +2,~~1bofpro*cdon. 

=, tJle Qwcl. 
Hiuoty Tnfir, the Pharaoh's NmDr chief wife, 
ws born 26 years ago, daughter of an important 
general who ws Ramose's cousin. She ws married 
to Ramose, against her wishes, when he took the 
throne. ofthe eight w0mcn SamOK ended up 
marrying. d y t w o ,  she and tk fh idwi fc .  were 
clerics, m Tnfir automatidy bcepm chief wife 
w b c n ~ ~ t h e o r h c r .  Shehas~vcn 
him one son, nrmed NetCrrr, rhob 5. 

k a o d i q :  ptiri L not ahppw queen, and it 
L in large panhagreat beautywhich ha c u r a d  
h a  unhpppimo. As achild, she'd lkyr ken 
told to kurr nothing, to do Sbe wu m 
beautiful that she would have any husband she 
wanted, all the flaw8 &e desired. But, rcbdlious, 
she Nmed away from the indoknt life she WE# 

o&ocd d bepn studying with the court dcria, 
and found she porarcd an motmow lunuot 
ability with derkpl magic. Shews ordained a 
cleric ofpfhn at 13 and beamc aclerial prodigy, 
riaillgvcry far in the church I-limchy. Thcn, rhen 
she wu 18, che lKnpbMoh dffidcd toadd ha. a 
beputitul bauble orMD.IwII(. to his h a n d  
married ha qahm h a  WLhes. She dislika pcople 
making the amamption that ha beauty mrLa h a  
SN id or ahrllmr; she dislikes the frt chtcahc 
h J  nochoice in chooiq herhusband; she dis. 
likes thefpctdut r$c munshrrchaburbnad 
with airschcmingam;lrmcaorho M not ha 
intcueemd equdr. (oftell. &e rill cbmer amn. 
tion upon handsome vhiton to h a  coun in ozda 
to incite Ramose's jcdousy, but he pmends not to 

CM, further infurindne her.) In rhorr, Wki L 
bored with the life of leisure but L kept away 
frommon ~ ~ o c n r p . C i m l a  bycolv. 
solicianwmonlarrad rdrbon; shtb in 
her Mnhge ad hcrwwilhg role Y 
wh'squeen.Htrodyhhp~fomafrmnha 
son and hcrderirrl d e s .  -. Tnfir may be the mu3t beautiful 
womanintheNiBmpire .Shctncul  u d  

and flashing black eya. Her skin is vety fak, ha 
feattins small and aquiline; and, to her 
irritation, rbc L matupctisc to men whenshe 
t v n h r p p y U d h a f r c e ~ i a t o ~ ~ p o u Q  
lines. In her coaPinuing &rw to nadlc ha hup 
band, she dmrcr in the sheemt o f m k  for all 
court occasions; unlike many Nithian women, &e 
d o a n o t ~ ~ * w i t h a n r a f a r o f  
icnelrv. but onlv wcara e n d  to accentuate her 

as her husband, with uaight, g l o q  bld: L 

II I 
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%chaw: Bronze Age. 
Iife-Styk Or 'red, agricultural city-dweh 

and viUage-dweE. 
Poplhtioo: 500,000 divided among m r a I  

lame towns and innumerable individual v i H u a  

Dacription 
The Olm W b  M formed. hilly Imda on thc 

soutbevtern vew of cbc Mdphqgi Swwr~pe, due 
nonh ofcbc  at e q u i d  nwuntdn range. 

In tbca bib. the w e d m  mngcsfrom temper- 
ate d mild in themoudnous mth tomom 
tropical in the north. 
pua OfdKIC hitla PIC richiagokI, Vdahcr 

F i n  c o p p i .  The Olras uadc their wpperto 
the Kogolordrum for theit tin in adcr to rmLc 
bronze. 

Tbougb the knddoadoe,Msacm rukcd tocuki- 
vation. thc h- hm hive lufaaklly adapted 
it toytiCuh*. I h e y  h n c  tumd dapiq hill- 
sidesinto&csofkwlsrcprar~anuhicb 
crops grow; these fertile hiUaidu now ybld up 
strong cmpa of maize (a colorful wi*y ofcom). 

This very biuy terricoiy, riddled vitb awcr, 
canyons. rad clcvluuc, is h m i m l t o  humana 
rhan to dLrorpun; humans- often find a p k  
to hide ad Ournit a hungry lizard, and OIICOI. 

tninl~ 
curtuuy than the kgC4 camwawc. Ihw, 
dinosaurs tend to be nn in ahiscarkq. Nothing 
k c e p s t h e m f r o m m ~ h n o t b c . O l t c c W b  
from the northern jungles, swamps, and fomrr, 
but they tend to find the pielrings a bit thie &me 
and -der back out again. 

In these hills. chuc M many other + &the 

There uc huge, carved rtbne he&, mnedmca 
standing ten or 15 feet high, making the cn- 
trances to the territories controlled by apecifie 

UP d d m  WCS lllo~r UC. 

p ~ c e o f ~ ~ ~ t h e c e m c e d f r r m l u i d r .  
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his M y .  and depnrrs the caverns fMvcL &.L 
doomed to -der the surfocc ofthe Hdow 
World for che rest ofhL We; .Lo by tndition, he 
is not dowed Re1 to mncchia padl OI to rce the 
same place twice. 

wildemeavs ofthe Hollow WoM. 
ImmomlR.fkl takespityon them (q (pe 
kinder, n i a r  ones, at lent) and pusondIy tells 
them thq do not have to wander forever and may 
d e  where he guides them: he then ’da them 
to places ouch PI the Lighthouse. to 0 Y tcc villagee, 

rate entries for those places in this chapter). 
On the other hand, the Schanenrlfen, by an- 

cient custom, must adopt any elfwho qmsd a 
wish to live them. T h q  might fall on and 
a& a foreign e l f t h q  fiad sneaking thmugh 
their territory; but if he &am to cry out tbat he 
dpims the right to live among thcm, they d 
break otT their attack. ‘ 

(Thi doesn’t mean that it’s easy for an elvisb 
PC to infiitrate and spy on thcse elves. 0th- 
have tried; the SchPttendfen M ruspidour of any 
of their adoptees for decades, even ccnnarica. An 
adoptee must swear an oath of loyalty to the 
Schattcnalfking.HemustmMyaSchattcCI1Plf;if 
a married pair of elvcs seek adoption, their mu. 
riagc is considered irrelevant and they M scpo- 
rated and mnrried to Schancnalfen. Thc Idop#t 
will be watched for PI many yenrs PI it t h  to 
convince the Schancnnlfen of his loyalty, And if 
he don turn out to be a Unitor, h e 4  be mi 
tinely executed. But he will be adopted if he 

These e l m  M  led by an Elf-King and Elf’ 
Quem, who live in the city of h u t h y l .  Both 
other community comprising two or more ex- 
tended families is ruled by a governor .ppointed 
by the crown. Many communities constinate only 
one atended family, and the ruler M the M y  
leader. who must answer to the uoull just like any 
gmmor . . . but who may not be r e d  or 
demoted by the crown. The K i q  and Qtlec“, dl 
city governon, and d high-nntmng ndnroa and 

“military advimm M followm of Atmnteocl, &at 
I m m o d h n a m n g  lock on the ndingeua of 
Schattcnnlfen. 

Most sdwannlfcn live on a nrbeomce trued 
d. It is a highly concentrated foodAufl*hich 
thq prrpuc thcrmcfscs; itr making docs not 

a, one of- 
an entire day. (It d y t p k c s  two mepbofmnii 
to surrpicl alargcrpmcmauch n an aduh human. 

eater% low of meet md m rmny pcopte do 
consider it an adequate &et: it ruspiar them. ka 

Most of dux wanderen die in the 

or to the lands of the I d e  dvcs (ace the scpo- 

wishes to be.) 

uitr magic. lhninCamesin dadt, Ggg-aizcd 

Aka, urnirdoes notrubfgthecampubirc~. 

srtspin a Sch&ibs 

ment , a mark of favor 
not appear among 



The sohrncnnliennm&r theicorigh 
among thc W o w  i h s ,  but ccnmfia ago loa dl 
c ~ t i o o w i t h  thc Shdw Blrer, As fu n 
theyimor, c b c ~ s h . d o l B t m d &  
dadandgone. 

One Inanorr: Among thc Schmcdb ,  unlike 
the a k a  ofAIfheim on the oum d, a tunc is 
anune. Thcydoa'c d their red nunw un- 
d e r m o f u a t - m .  

M Y 1  
The largeat city ofthe Schattendfen ia kuthyl. 

LBnnhgl is a city of60,OOO built in an enormous 
cavern lying a full mile beneath the foot of Mount 
Issnrrh 1. 

WiXin the cavern t a 200'-tpll stepped pyra- 
m i d d d  to thc lmmoml Aurnreorl. Belorit 
liah grew phtr ofhuthyl ,  summnded by 
templa of Arrrareorl. thc myd Isridclw, ud 

Chitlacan (ace h e  entry for tk AZCM Bmpire. 
a h ) .  k is one major ertcptioa: The khat- 
tendfen don't play the gnme of tlachtli. and IO 
there arc nooooym here for chugamc. 

h n d  rhegcutp&zaand irsfunniwuy 
b u i l b  uc thc hDma of the 
rcn;rlfen. 
As in the Aacnn city of ChitJacpn, there t a 

d y  a- offooc-urffic in and out of Ia- 
snnhyl. Though the Schaacdfcn could be cum- 

Iy r c l f . ~ a ! l t  (living w food8 such u the 

and thc milt Jcn from of&~talug). 
they p h r  to trade theit gwda for richer. 
healthier food grown on the ouuide. So they mine 
prrcious nonesand CfafIwonderfuIgCQa. *ky, 
andprrdourmtuary, andtndcthcmforfood- 
erpociJlg to the ' M d U  on the - coast. The 
Stmmroftn& bcutbosemdegoodcoucofthe 
uwrn and aakpilu of wheat. Mq. wine, dried 
fish. dried mat, dried fruitr, and orher gwda 
from W d u  lands. 

orher b u i l d b g ~  PI u e  found in the city of 

schnt- 

F? ayc which 8- in aburuhaee in thcirclrmnr 

History off the outer mrfd 
At the time ofthe Great Rain ofFire. in BC 
3.000. the aacesora of the Shadow Elves were four 

Felhyr. and the Gelbnlf. They lived not too far 
from Blndunoor. having colonized these new lands 
with the permirCion of the Blackmoor humana. 

Then those Blackmoor humnor blew themsclves 
up, acmered rotting, cumpfiao energies to the 

dam). and altcrcd the very dimate of the world. 
These cdonis~ elm fled for shelter, fmding it in 
deep cavern beneath the area h e r  tailed h e  
Broken Lands. 

Perhaps subtly guided by the I m m d  Ratid. 
their new. sympathetic patron, they discpwnd a 
remarkable series ofcavern and tunnels lcndiag 

ordinnry ~ l f - ~ l ~ :  The Cekbryl, the P O ~ O I ,  the 

four win& (poiwing many elva of the four 

their&. 
The S h d a  %ea built their City d krrs 

here. m e  of it on the & and -011 the 

b 
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S ~ ~ r o m r r L n a d c r c e n d f r o m ~  
castcul-(unrto t h e l h k k r u h  
Ewnucfaindude andthehuoaxhydra. 

The lhkla 
ple M a race of bold men and 

women, TheMdarF K -&d h-. 
They M a light-skinned race. d d e d  d y  

from N e a h  and aomclhat las so fmin O h ;  
their skin b cwcasim but r0Wrh.t thaa 
raca such as the Neathar. Brown and 4 hair M 

moat common arnong them. but cbq crpceinllg 
appminte the mu blondes. Bot$ men rad 
women war thdr hair long. Men uy leather 
thongato bind their hair into tails, pad oftarnu: 
&OK, MI berrdr and m d a .  Women wear 
their hnir bound into EpiL if married, and wear it 
looseifunmruricd. 

Mdar men wear long-dmnd tunics mfhino 
nwly to the knees, and either t.ndrl, or high 
boots, depending on the weather and dlmrrr. 
Their nrnkr a% vom with mfd.bc&J (WCIy 

&a at lcuc a dagger fot eating); if the 
air is cool. they will ofan wear do&. 

The women wear a r L n i  tunic garment, u- 
ccpt that it mcha the ground and b often nom 
with a veil. 

briehtly cdoml nad nnbaidnsdwith scaes from 
nmm: Griffom, lions, ocmpi, dolphim, ea. 

In times of war, the War wear bmze cui- 
-, helmets, gmvcs and mmbrclccs, which add 
up to plate mail m o r  (AC 3, cacumbfulcc 500 
cn). They tlro any large round shields. Their 
favorite weapons indude r p ~ ,  pok -@iter), 

The Mdar speak the War language, U I  
ancestor of& luer Tralldan and Miknian 
tongues; but it is distinct from chow Imgur(tes. 
Thee b a written h ofthe hnguage. 

Mdar also apd Ncaduu. Mdar inrelfigcnc 
enough to leun other languaga often learn el- 
vish, Milcnipn, and Azcan. 

Cwtomc 
-ne ?hldpr& their living by gKnfing W h c u ,  
barb olirrr, and 'mea3 tirhine, by 
acle,shecp,md(lola. b y ~ f o o d .  
olive oil, +a, pmnl, and rod. 

But theu culture revolves around the fiyrs of 
the Hem Tb the IhldpI, any noble flghtef, or any 
c o m m o n f i & c r d ~ o n a b i l i c y , i s a H c r o ,  
and thy h e  to hear noria ofaploio of hnoa of 
all som: CImr hsroa, phtc  herorr, Npcrhu. 
m d y  ammg btmes, unnatunlly quick huow 
* .  .wlonguth MlhMprhema.Tlupr&tc 

lpndr. 

Pof eithct mm or women, the gumcm is wully 

short mrda. @at axe, long ba, rad 

politcinlerrnh, 2 e  aqdoloof~ofMher 

tcachiag their young men to 
nrbjMiog them to a stern 
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nian Empin or the Lighthow d c y ,  he weam the 
featwekgny mbndrhc Lighthouse and curicr 
a d; in the city of lnroun. he wcm Milmian 
tunics. On his I& hand he weam a f k d c a  
silm ring, on the inside edgeofwhich b inmibed 
a picnue of. Ughthowc. 
D e  Naa: TbkdiLoO b not afightcr, and 

no longer aa incautious aa hc wiu on hb odgid 
journey, and M he often hira bodysuudr to con- 
duct him through dangumu tcmtoria . . . md 
m w  of the H d m  World b made up of danger- 

i d  the company of the playcr chamctm, and to 
briq the PC, to the aceendon dchr Lighthouse. 

Combat Nota: N o d  Man; AC 9; hp + MV 
120' (9490'); #AT 1 dqger; Dmg ld4; Save NM; 

pa,p: Mil&, Ncathar, Amn, "goro. 

Hollow World geognphy, I), Mapping (I), Naviga- 
tion (I), Ridiag (horses, D). 

ow ceiricolies. This b an CMy m y  to bring him 

Mu; ALL. S9 I16 W13 D10 COlO Ch13. h- 

elviah. G e n d  sk ik  Diaguk (I), ~ l c d g c  (of 

Lorpin tire Mad 
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of large, strong oak-leaves. Th 
awe-struck by her beauty, and 

The dream-woman whispered, "Twenty 
marches to the south, in a hidden valley at the 
foot of a twin-spired mountain, there is a vil- 
lage of elves. They are peaceful elves and do 
not know warfire. They have been sheltered, 
much as the earliest elves were in the forests of 
Evergrun. 

"Now war and pain have come to them, 
brought by the dusky Azcans and their worship 
of hatred. The A z c w  pillage them, enslave 

mioiona. 
This chapter's dcmipiool of 

not include individualid cbmcw 

them, work to nner&atc &em. 
"Help these hidden elves, Thalandrian. ( 

sunlight. 
He looked around: One of his hum 
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Numbrr 

Armocclpg: 
Hit Dice: 

Hit Poioo: 
Motrc: 

ArrPdra: 

Save kt 

Mode: 

Appenring: 

F& 

m e :  

hnti.?d*: 

1 1 1 

100 250 1 ,OOo 
60'(20') a'(") 60'(20') 
150'(50') lSO'(S0') 150'00) 
2 3 4 
2-12 3-10 4-24 
or special urspccinl o r ~ d  
MU36 MU36 MU36 
50% 60% 90% 
12 12 12 acosurr Type: ola ota nla 

5 5 
Aligomeot: vnrics varies VUia 
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Lawful or NCUUPI. 
H b U q  Rerd the writcup of the Immortal 

Hdav (above) to gct the background fot 
Para WM P h i g h - I d  cleric, queen of 

of KnLuol in the Wdar lands, when the 
1Lh invuioac began. Her husband WM ldlbd rn M 

early 

dip. lbnud the end ofthe war, s h c n b c d w l v  
after hisfial final attack on thegnolltbking. 
She, Halav, and Zirchev then dcpnned on their 
quem for Immortality; each of them achieved it. 
and thq were m n d y  reunited. Shewn not 
one ofthe Immomh who vllnrpl~ted WpI 

tal when that ha ned). but hpc bccn a p a m  

Note that the legends of the 'Ihl&r (now held 
by the KaramciLnnr ofthe o u t a d d )  give ba a 
much lea active role in the gnollish wam than rbc 
octudy enjoyed. In the lege&, &e wib fhIy 

ollish mid, and Pctra lent her aid to Ha- 
lav, $0 vu then uniting the mldaf chicfain. 

peoples to the HOUOW World (SIX d P ~MK- 

Immortalofthe & usinccthcn, 

i 
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TJumtOr 
m-4 
spbac and Auigmmlt: Entropy; chaotic. 

P0ra:Ultimntc. 

the Sphcic ofbw. bold the ofdar Ln- 
m d ,  he b & t  torpaerd death and pain 

sentient being. 
Pcaodty: Thanatoa hates all life, and mLs to 

end it all-but only on hia spcit ic  timeline and 
pattern; it has to be done solely with hia brand of 
subtlety. Unlike other Immortals. he ham all 
peoples and all living thinga equally, and haa the 

3incethcnrtiarmemoryofthe~wimt 
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Eaunia: If Vderb hns a specit% enemy, it is 
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z i t c b e v b c a m e & ~ d d r r ~ c o H d a s d  
Pevr and pudcipoted in many campaigns pkinsc 
the polls. Once the poUs w m  routed, Zirchcv, 
W a v  and Pevr d embarked on pruhc to Immor- 
tality, and d eventually mched it. 
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Introduction to the Adventure 
Book 
Thir Ipr Wdlh HdbnUWd hfor the 
DM'r eyes only-playcrn shouldn't m d y  MY far. 
ther into it! 

The next two chaptern contain a lor 0fmdy.m- 
play material. 

The tirrC chaptm M Advcnnrrcr; it c o n h  of 
two tyll-sired dmm and rcrenl rhomr 8d- 
venture ideu. Thcv wenarim will get pur  player 
chpipcten into the Hollow -Id rad I d  them 
into P &time dadventure there. 

The d chapter M Mo1w~13; it describer 
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Thischaptcrcontainsmrrpw -IC)- 

ten to the Hollow World 
into danger and adventure. 

narim and rnucio idea w h &--* 
pburrc thear 

That Sinking Fedhag 
(Bedc AM-. 3-6 chmaca, k d  1-3) 

Thh adwnnue gcta the hcmcr to ch Hollow 
World through accident and c a t ~ ~ ~ p h e  . . . or m 
they think. At adventure’s end, they M d in 
the middle of Hollow World temtory, with 110 
idea of how to get home to the outer world. 

S t u t b  the Adventure 

oceangoing hip. 

pretty easy. They could already k aboard ship, 
mumingftomMme diumt advcnm. They 
cadd k in need of employment, which leads to a 
lot of Ppprorches. 

In am. they hear of a traveller in need of body. 
gwrda for hic mmc~ voyage. He’s SI indolent 
Thyatian nobleman with no combat abilitin and 
no red coIwp( of what money is worth; he’s rill- 
ing to pay bodygunrb 200 gp each per month for 
their remica. 

In another, they hcpr of a ship when plague 
killed nlmon d the crew. The m e n ,  l* 
money at ahtaatic rate, amdepcmtc to get h n  
launched again, but can’t hin any d o n  bawe 
they haw a supentitious dread of the d- that 
killed the last crew. The m e q  M * mpay 
common sailon a full share in the pmdio of th  
voyage, which could result in acvend hwdred gp 
per sailor if the voyage is very profi*. 
However you do it, once you have the PCs 

aboard ship, their fnte d c d .  
The ship, a lprgc sailing ship(= tbe8;lpac 

sail from the port moa cowenient to pur duK. 
ten; in destination is the Iemdi Ialaada. B u t 4  
coune-there’s a detour. 

Getting Tbem to the Hollow %rid 
One day, the Seo-Gdop hat put into pott 

bridly, taken on some cargo, and put out to sea 
again. While the Sea-01Uop ia frr out from shore, 
a naay nom bmva up in the disrance. 

The ship’s commander, Captain Tkwa, givu 
that distant nom a cloae look and orders that the 
ship make for shore. “That ‘un’s too fiem for lu 

ready running too low in the water, too much 
cargo. Don’t want to be awamped. We‘ll fmd a 
cove to hole up in on the coast!’ 

low with the eerie lwnincaccncc of St. Elmo’s 
gre, frightening the crew and any PCI who know 

By wharm mnnr, get pur h e m  aboard SI 

There M iotr ofway?tododrir, andmortuc 

tulebook, 43) ~llllled the &&zill~p, scw 

ti& na~;’ he’ll my if SI- &. “WC’E d- 

But. they don’t. The m d  on the ship sfpm to 
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*-Wight 
Armor Class: 
Hir DKc: 
Hit Points: 
Mwe. 

Flying: 
AMfk:  

Dnmpgc: 
Number Appear@: 
Save A% 
M d c :  
"IC Type: 
Alignment: 
THACO: 
xp value: 

4 
6" 
20 
120' (40') 
60' (20') 
BY wewon. touch. or 
rpdrl 

1.6 + llcwl 

1 
P6 
8 
E 
ChOrL 
14 
725 

mir an u n d d  C I C D D l l c  W W b  wpma lem with sunlight; in fact, it is darkness whch 
hum this creature. 

wight M - imma&, quecze but ofthe 

The sun-wight currently rcsidcs in a magical box 
Whw inns auhce g h  dl the Cimc. ?IC-- 
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The sun-wight, like the vampire, d l  not come 

The sun-wight must us+ ia f k y  rwch to kill a 
wid& 10' of a atmngty prcaented holy symbol. 

sentient being every day. If it fnih to do so, it 

period hac p d .  

The 7Hp to rbe H6UOW Wrfd 
Thc whole bcbw-yaud trip €ram h e  outer 

world to tbel13dlon.md rrLa andays. "his b 
thc schcduk of eveno of& days: 

Day 1: The Sea-Gallop is sunk by the whirlpool. 
Dag 2: Thc (ULI-Visht Lilb E h .  
DBy 3: n e  mubright kills Dyuian. 
Day 4: The Sun.uight kills HollL. 
DOT 5: The m+ht kilb '6bria. 

ThC ship tuma topy-tuwy (rec below). 
Day 6: The sun-wight kills Spddar. 

The ship ascends a watery shaft. 
Day 7: The sun-wight & lorrcn. 
Day 8: The sun-wight kill8 'ItiliUiOa. 
Day 9: The sun-w$ht attach a player chprpcnr. 
Day 10: The sun-mght attacks a player chnmcm. 

Now, many of these epentc-thooc relating to 
the sun-wight-can be averted by the p h v r  char- 
actm. If, on Day 3, the heroes rhmn the sun- 
wight's box overboard, then the rest of tht deaths 

~ ~ S t n i n S  ?id6 d a y  e~erg hour &I that 24-hm 

The s n - m o p  emerges in the swamps. 

won't take lace. Or if they leave it aboard bm 

a n n c b t h e y u d ~ b b % r i o e . ~ m o t t .  
It is certainly likely chrt the chihmn kiu the 

sunhwight lone kftw die ten days ~ e d p ;  %w. 
mi, they aill arc notable to& into the W, 
and the box rcaaina hot. 

The Ship 3trm 3bpsy-lbrvy 

begin gu& ita Day 5 ,  then thews-* 
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the --wight bm bccn emerging to feed on huge. 
white. blind Wry$ lirc io the underground 
river. A few m b t w  
wight sporlcl h rbc bo. md confronts the 
h e r o a h  d u e  it is. 

box Ian&. the sun- 

If &E bcroa never cdmatcd the sun-wight, it 
iucOitiaincbrbold, bumsitsway 

oftheQipwithiu6eywuch.and 
y d  Q I) before confronting 

With a m&g kugh, he rum dim0 the 
swamp to begin bia life in thh land d t h e  eternal 

IIIieHervesZntbeSmclmp 
The hems. if they am truly hems, should be 

maivatcd to go out h e r  the sun-wight and de- 
8aOy him before his epilcan a p d .  

Bvenifrhcy'renotdbcmicnature, thcy'llhave 
tolem thclbipcwQtdfy, of IOM. 

Hdbmppdd ampalp. wba*thcy go and what 
th cbkmnupW,PBnn. 

sun. 

At&* thcl'rc kcnh.nchcd into their 

~therriaq,oathorcswPmpsinthe 
%MU, Caprisr +e Mdpheggi 

Sourrcboat) They diawm, d e r  a few hours, 
that the am is not dumdng; once they get a 
good 1 4  P it, they lorlircrhat it's red and flu- 
ing, not pkkn and smaub. and know that 

on them. Aa they uosa a- log spanning a 40' 
rivet. it turn out to be the mighty p h o h h w  

*h& OftheLk#wilMenu's 

thing# 8fe very ilitrerem. 
men. pll can be& dpoppiae other little hinu 
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The Gem of Neathar 
(Ikpn Adrmmrr: 34 c-, Lmt 4-9) 
Thi, advcnnue presumes that the characten 

have been in the HoUm World long enough to 
gain some experience and get agocd idea w to 
what's going on in this but still haven't 
found th& way out (rigumicle that's even one of 
their g d  MY more). T h q  have had rime to lenm 
the Neathat lpngupge and may hove Hollow 
World tollowns or e m  p6 accompanying them. 

Starting tbe Adventure 
Wherever the heroes M, ddng one Or thdr 

wildemar upvcls they stumbk acmes this acme. 
They dircovu an encampment-they spot it 

before the encamped people spot them and can 

In the encampment is a pprcy oh Schancnalsm, 
the shadow eke of the HoUow World. They're 

riden, and tethered nearby ue theit reptilian 
flapail mounts. (See the Schamculten enuy in 
the Adw chapter ofthe Dwpon Master's Source- 
book for more on thwc elm and the flapds.) 

forming standard encampment du&: One is 
lazily on guard, one is cooking a@ ofbod, 
one ishupming his sword on astone, and the 
laat is suubbiag down one ofthe flapmilr. There 
M only four elves here, and then arc nine flap. 
sails. It looks as though ample  ofthem bcar 
only supplies, going by the two large saddles 
laden with gear. 

All these shadow elves snap to attention when 
another of their kind, an otficer (if the p6 kuge 
by the number of arm-stripes on his ouffit) enters 
the clearing. The officer is dragging an unwilling 
prisoner. 

The prisoner is quite remarkable to look at. It is 
a human Woman-Zoccna. Princes of the Tomhi 
Neathar tribe. 

20- rlw Gem 0fNeathu 
Hirml: Zomm Hehe firstborn child ofzomlr, 

chid ofthe 'Bphi tribe ofthe N e a b  peoppC. She 
was beautiful =8chikfdhPd her iclrbcl.wrapped 
aroundherlittle~,heindu&cdhainevery 
poacible way, and, at her request, taught her to 
fight and to live a-r's I&, A, a young 
woman, she grew even more beautiful, w much so 

reputation among the 
cr the "Gem of Nea. 

thar," an epithet thq bestow on one they feel to be 
the most beautiful ofthe entire race. Now, at 19, 
Zoccna is the target of many warrior-kidnappen 
who wish to steal her away to be their maw she haa 
h e  vag rdept at escaping apton. 

Udomnately fop her, the last d o c  to kidnap 
her knew many knm which confounded her er- 

conceal thcmvl~ if they wish to. 

not an inf8ntq group, llowew2r: They're fl@ 

16 the heroes watch, the Schatt& arc per- 

k 
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cape aaempo. H c r r r r b l e  to mudr her far, fat 
anryfromberlycivsland.. .andhdplmoa 
reached h i  own tribal territory whm UI aplozing 
panydScbucendfcndiscmerrdr&m. 
Ther schmmrlfcn, spingflrpcril, hrd bcm 

chargUI* lneppiq dimntpPmofthc Hollcn 
Word. They w e d  the two Neuhu o(1 thc 
ground far below and swooped down to i d -  
Bnte. 

Their leader, General Cpryldian. saw &RIM 
and became infrruatcd with her. He ordered an 
a d  on her tor and killed him. He then 
swept the boun "B h n a  up and carded her may, 
he and his &ht group mUming muprd e t -  
tcdfcn temwly. 
However, he underestimated the dmr Zoma. 

She pcnupdcd him that she was just as attracted 
to him 45 he was to her. and complained that her 
bonda were numbing the arma chat longed to hold 
him. When he cut those bonds, the Wes girl 
droppea right &the flapad and into the mea 
below, her acrobatic ability allowing her to sunipe 
the fall unhnrmed. This WIU rmral houn ago. 
In the time a h ,  the Schattmrlfcn landed and 

s p d  out to Kprch for Zorenn. Many haw now 

Geimyl, was able to find her and capture her with 
a aebrpcll. Now she is once again in Schat- 
tendfen hands, though General Cpryldian haa not 
yet returned to camp. 

Pcwnality: Zorena is every inch the jungle 
princes. She is proud and noble, aware of her 
stam a tfibdpIkeaC Md M a  fpmour fieurr 
umng all the Neathar. She can be wry haughty, 
puticululywithePgconandstrangm,butdropr 
this mnnnerh among friends, with c;milv. with 
pnimnls or with drildrrn. 

She is very independent-though not antitocid. 
she knows she can survive on her an and so doer 
not behave like a clinging, helples victim. (She 
sometimes pretends to be one, in order to &kt 
an escape, but only when that tactic would a p p  
to hwc a good chance ofrucces.) She docs not 
exape from her apton because she objccw to the 
idea of fiadiag a suitable mte; in frur, the ~(tllyn 

that she has been so often c a p d i a  that she is 
willing to kugc the suitability ofeach captor, But 
IO funone has liml up to herexpcctacionr oftbe 
prrfcct mate; one is wo bmral. one (00 stupid, 
one too young, o m  (DO c o m e .  

Naturally, should one of the player ch.nctcts 
be handsome, intelligent, brave, and unwed, 
Zorena feela a great rnnccion to him. If mxed 
by a puty of outer-worlders, she is very nupi- 
ciow ofthem (they M quite alien, after all) but 
only tries to cscapc them if they uy to capture 
her. If they don't uy to capture her, she ptomices 
them a r a d  if they accompany her back to her 
own land; she doesn't believe she needs such 
company, but she is now farther away from home 
rhpn ever before, and she is very curious about 

mymed to camp. And one ofthem, capcsin 

9 

there aliens. (The reward? She can ofir  many 
stone-tipped weapons, great amounts dhur w 
salted bmn meat; her tribe docs not lean much 
to ucaallrcs.) 

Apgaumm: Zarcna is 5'6" and 130 Ibs. She is 
d-musded (chcyh not murle-baund) and in 
mdlmt c o n d i h .  Her akin is tlllllcd very dark 
(the Pnhi arc a pirin&hw pcoplc), but hcr 
hPir and q e s  M duter d, both b c q  mi(bdehc 
black. She wean a short akin, a hut, dcud vat, 
a headband, and knee-high aoft b o  of l h k i n  
decorated with fiinge. N d y .  she atm 'M a 
chin LtonrLia belt holding aknifc-sheath, uuria a 
hide bulrp.ci, and bdda a stone-upped qmr, 
but currently she u a captive and has been rrrip- 

chains. Her wrist8 M Mcurrd behind her. and her 
wrist-shacklea M attached by aehrin to the lLJu 
around her waist. A rhinl chain attache to a 
shackle uaradhwneck at one end and L hedd by 
her cnpcoa at cbc nher. 

DMiq Naa: Zomu is a classic jungle pinau 
chactcr-a bnutifvl nadn heroine &ern 
become romantically involved with one of the PCI 
if the eunpripl ia indiaed in that dhtcrioo, 

bonus rad spedd Canpavation); hp 17; MV 
110' (40'); #N 1 spear or dagger; Dmg ld6 
(speu) or Id4 (daggc~): Sm T6; ML9: AL N. SI2 
I13 W l O D l E & l l C h l E . ~ N e a r h u ,  
Azun. Geaenl Skills: Navigation (I), SUM 
(porn, I), (I), ~rohtia @), B-pc 
Arcirr (D), Bndunnce (a). 

ped ofthesc thin& Inrcerd, &e is m l l - ~ i n  

cornkc NCIBN 6rh-kd W; AC 4 @ar#li* 

~ l a a v i a F w W n K l 0  * :None. 

F h t  V i m  Of%=8 

When cpptrio Gci*gl drpgr&rcnainto the 
clewing, heircwloldurmthemmmhqayup, 

f0rdcpamUt:chy'Uall eet*.and 
Jcpve~roonas c ~ * . I f t h c p c (  
understand clvish, they understand  hi^ orden; if 
they don't, they just heat w b u  m d h  orders 
and rce the elm suddenly get burg. 

thcir f o h l m d m a n d r  N&, chir iswhat 
she up: 

%"p" 

Then ZOrrnr addream hhn. Ifany ofthe Pcror 
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teiacamated trom the spirits of evil beiog", but 
b t ' 8  not the cuc ally more. They're not wiuiug 
to accept the fact that it could happenagain. 

Ifthe heroes decide to rrfiw help to ha, W s  
the end of the riturtioa. 

But ifthey decide to hclp ha,  she docr, M Ibe 
promid, menthemontheuDilsouthandac- 
comppoia them rbuerrr thq go. 

The &la-- do not follow them. They've 

have long 
b " u 9 L  to kWpDf@uhere for pur. but 

t l ~ ~  she would csrapc sowttne. 

Draglu tbc ndreamwd 
COmbcNaar 1 W beyoromm; M: 8; hpQ; 

MV 120' (4'): #AT 1 -ti D q  ld4-1; SWC 
P1; W, AI. C. $8 110 W l l  D9 Go12 Ch9. LM- 
guaga: BeumKn, N&* ocsml S k i k  Noec 
(four untilled dots) 

Draglu'r memories of her previow life M 
vague. She know she would rcwmbw how to get 
to Sylvinria'r cave if she got within a tk mikr of 
it. And she knm she would remember how to 
get to her former pla' f o d  land if& got 
within a few hu m&milwotit. Shedocsn't 
remember how m rpclt elvish. 

She rccompania the h e m  aa long as they have 
her dong, and continua to remember thine d 
the while. She remembers her childhood M an elf. 
Though she doesn't know how it comparca to the 
liver ofother elm, her elvcn cutrurc ma unlike 

Cpllinc citin and had K) much gold that they h d  
to stop mining it. (lU may be mote motivuiaa 
forthePCstokcephawiththem.) 

Unfortunately, the fact b Draglu b a loon. She 
n m  was an clf-prjpccs~ in a previous lifc; this t a 
demented fanmy which hac ~ o m e  to dominue 
the lifc of all Unmn*ive* ftmrle. shc 
belicva it wholly, but the fact t that her ugffll- 
city elves never &ed and she n m  enchanted a 
romantic fid. 

It may take &e huoec quia some time to ml- 
ite thir. Maybe thq -do. and c h i r c q  
B w t m a n f a n a l e h ~ ~ ~ ~ r  tags dong with them. 
looking for h a  enchanted caw. 

any other in the Houow world; they lid in QF 

In the Beastmen Wastes - 
If the Pa pembly  in#net with the Beprc. 

men, they M rbetaml. fed and entermined by 
therebkrnepsopk. 

of the chicftlin's irmily. This t OkrObokb pung. 

pointed CM Md completely ycllow eya. she is 

And tbey ineriuMy wat chc "hidden shame" 

at daughter, Draglu, called The Reincarnated. 
Draglu is about 5' all, gran.*inncd. with 

dcrpcrate to talk with the Pcs away from the ern 
of her h d y ,  and eventually finds some way to do 
this. 

Sherrrya that she l o w  her don, but that s h e h  
mently rcmcmkml a p m b w  lifc. Some time 
ago. andshe do0 not think it was too many yean 
ago, she WM DryUwia, a bnutifu, but cold- 
h d  &ish princess who lid in a land far, far 
to the south, where it WIU h y a  warn and ueca 

but he lovcd another, a she-archer elf named 
Sylviatria. who WIU funour for h a  tDir beauty. 
DryUwia, jeplow and bucful, M a mighty en- 
chantment on Sylvistria and p M  her in a dcep 
ULDC~ from which she could n m  awaken without 
n+d help. Then DryUwia plred Sylvinria in a 
glany age within an enchanted cave which mond 
man could n m r  find. Lol.ndriSm, hearing that 
DryUwia had "killed" hb m e  loved, killed her in 

Draglu feels very sorry for the actions of her 

She wants to fmd Sylvistria and mte her (0 

L ~ M ~ I ~ M .  She sap her family lefum to let her 
lave to do this. C.n the player chnrncccrs pkuc 
take her with than when they depart? They don't 
have to m e  her or eaytbing; she'll s n a k  out a 
few hours &re they lave, and meea them on 
the path southward. She t obviously very bmkcn 
up about h a  pur life's mion and bee the heroes 
to help her. 

If the heroe, ask &, they hear from the 
otha &utmen that they think Dmglu b crazy. 
Their shamsns say that Brrnmcn once WIT d 

g m  thick. 
In this life, she loved elf-hem Lolandtb, 

MlctofVCllgCMCC. 

p m h  incarnation and wants to make 

15 
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In the Brute-Men Territories 
In the l a d  of the Enate-Men, the FG can 

meet Pa-gar, an aging, gnarled BrUte-Men waffior 
who rags he M ~ ( 1  O U ~ C M C  h h i r t h b e .  Hc fot- 
Ions them MuLld, not &ring to join them, but 

But Pa-gar M not lome kindly middle- 
brute anxiow to help outaidem. He's a to 
the Immoml Tha-to (Tlwmo~), and Ibr-to hn 
given him a p a t  gift: The ability to cum into a 

rnup~~y.  305 was a -wing dfmuehed with 
urcd her to tenoliK 

people. She ww buLbcd d b u  lircp in a 
n+ C w r h  tka pbnior rrrre(21. 

time, h e  h u  brm de*doply rspell 
c d h a h e b x a d a k T h b L a * I d . n t  

telling them where to find game and mxa. the 5th-ksd lpcu anhm dad. 

mighty robmooth tiger. 
When he haa a good idea aa to che PCI' 

caatadnarcrilordetar&oruaysorcd 
spell at him-Pa-gar mrLa hia findwrmrion and 
amdrcchcm.HehunomuKlpl.n;hinandr 
only to kill and eat them. 

-th 

mcngchIand Wkdm8u-01, cerliu. ifthePC4 

Armor clam 
Hit Dice: 
Hit Points: 
Mwe: 
AtrPcks: 
Duny: 

Number Appedng: 
Save As: 
Mode: 
?ttMue Type: 
Aignmenc: 
THACO: 
XP value: 

2 
12 
50 
150' (SO') 
2 clanrll bite + specid 
1-8/1-8/2-16 + I-. 
b P Y  
1 
P12 
10 
V 

9 
1,100 

The were-robmooch haa a form of l pchmpy  
which only ap 
victim's fom taka on chnnncrtdu 
of the sabmooth tiger. 

nd human (or humanoid) form, a uue ubmooth 
tiger form 4 an intumedirce form where they 
have m01l ofthc chnrnkcriaicr of a sabmo0d-1 but 
atand on their hind legs. In thh lanu form, they 
sund about 12' (111. Both the sabmooth forma we 
wild, nnimplistic, and unintelligent. 

Were-sabretootha M not &cctcd by the full 
moon, becaw there nmr t one. But they cannot 
cat in their human form; they may only eat in a 
sabremoth form, and may only eat fruhly-killed 
meat. A were-sabmoorh who goes for more than a 
day (one deep) without eating becomes very hun- 

ry; he changes spontaneoudy into the robrewoth 
!o rm and cannot change back until he haa eaten. 

in the Hollow wbrld; the 

W e m - r o b d  have Chne forms: Th~ir a- 

In the Elflands of Icevale 
On a mountainside (not mo far from the fm 

Icevale community the FG encounter) M a cave. 
In it lives Sudeyryl, an d e  h the Icevale com- 

i-la 
P2 
GApPlicrbk 
Nil 

XP ViL: 2s 

Frost-zombies M immune to deep and dumr 
spcb (not that cham speb work in the Hdlor 
World anyway). 

Prost-zombiu can enrry and w naponr. 
Proa-zombies do not have any spcb, but they 

have a special power: The Icy Puch. "heir cwch 
inflico Id6 damage and has a special c&*: 
Numbness. Whenever a fron-zombie WI io  
touch on a victim, roll id6 to dctemrinc the loa- 
tion it touches. The victim must makc a aaving 
thron vs. pmlysia. If he s u c c ~ ,  there t no 
further c&ct; if he hila, that body pan gua 
numb and cannot k urcd for 1 full cum. This t 
not the same u pad+, and elm M not im- 
mune to it. 

16 



R d l l r r c i m . n d B C & l l l t O f N ~  
1 Hend: Character is Blinded qi;z 

hand, cannot fight with that m, 
USClCSS 
Wapon-Hand: Character ~IOP mprhing in 
that hand, cannot fight with that arm 

4 Left Leg: Character must make a decond 
saving thmw vs. Breath Attack failure 
mans he falls down; character is reduced to 
' l a  n o d  movement speed 
Right Leg: Same as Left Leg; if both I g s  uc 
numbed. character automatidy fnuC down 

. "and is reduced to *h  normal m o v m d t  

#*I% Plan 
Sudeytyl's plan is a simple one. Daily, form- 

e d  days, ahe haa visited the gnvcyud uscd by the 

mul.red a umd m y  of the h e n  dead, md her 
plm is to lead thun against her former pwpk. 

So, when the h arc fint meeting with the 
Iccvalc elves, or cue being entertained by them. 
per& f i g  with thm,  the frorc-zombies attncr 
the Icevale vihgc. Sudeyryl is with them, leading 
them, enjoining them to attack. 

Sudcyryl continua to lead the attack until she is 
reduced to half her n o d  hit points, at which 

zombies continue to fight. 
The Icevale elves quail and m t  before the 

fmt-zombie attack. . . h e  they mognitc 
thae zombie, and can't bring thcnuclva to had 
on their dead friends and anceamm. It's up to the 
pc( to lead the attack and stop the frost-zombie 
march until the living d v a  can overcome their 
horror pad join them. 

I d  elves ah0 W e d  he. She h.s IIOW (YRI- 

tLne she f l ec~  to plot M e r  v. Her frost- 

S U ~ I  
Gmbt No~u: 9 C t r - 1 ~ ~ ~ 1  elf; AC 9; hp 31; MV 

120' (40'); #AT 1 dagger or spell; Dmg 1-4 01 by 
spell; Save B9; ML6; AL C. S9 I17 W10 D1Z Coll 
ChlO. 
spul cur*d: 1st-holdpoml, b h t ,  prom- 

rim from evil. 2nd-phmmsmd k, web 12. 

missiles. 4th-cum x2.Ith-the h e n  dead. 
31d-+l w k ,  fly, procmicllr h IloIIllol 

In the Lands of the Dwarves 
and the Krugel Horde 

saur they 4 *e bwmdw. 

The om of the h g e l  Horde have learned to 
tame md ride a lpechl kind ofcunivofbw dino- 

Bounden 

Armor ww: 5 
Hit Dice: 3 4 
HitPoino: , ,  , . 16 
Move: 150' (W)  
Anndu: ZdOnandlbi* 
DPmi3gC: 1.21 1-21 7-1 7 

N~berAppcuing:  2-20 . ,  

save As PZ 
Mode: 9 

Nil 

, .  

i 

The bounder t 1 9  
up to 4,000 u1 of encumbrance at 

around on two lega and is capable 
leaps. 
A bounder normally travcls by making 

50' leap through the air. A bounder can 
single leaps ofup to loo' once per round; thb b 
dowe tban thcir normal movement rate, but 
dlowa them to cnm wider c~evpuc~. 

Boundem uc eminently suited to rocky, hiup 
tu&. and the Kntgcl om have tamed than in 
ordcr to have a mount which b c&*ivc in ICogo. 

speed 01 6,000 P( hdf-sped. The 

x? 
I 

101 d d - t e r i w .  

Q >- I 
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At ChL point. it'rup to &e auqiviq K o p h  
and (if**) the pcs to ddler cbcn, pickkg 
up more uoopo from d-n mclm found dong 
the way. 

with abudos. 

che Kgdor Imdr, them d - 3 t h e  PO, 
probably adclL, wives a vLiartoa in hir 
drsurur I t i s M ~ d t h e I m r m t l l 6 u r l  
Glimrlode. GurlirdorrmtJslofthe KN&' 
brccdingplrnmdtdJshimwhatih.llhappcnif 
only one Krugcl OR makes it back to Krugcl lads 
todacribetbcirdnwcti*enrccclr: RKbouurkt- 

bounden. Gprnl ah tells him vvha-q &e hg& 

Lnlctbooush the-&. 

~cbefurcdccpafterthe  Luuucd 

anndnll b e e a u i d c l c d a m a n d  
the -p' Kogo om mr-after shnll be facing KrugcL on 

M now. 
T ~ ~ o R ,  the deepr Jlr PCI and rbcir 

Kogdor d i e s  come acfws the KNgcb 8#ain. The 
PCI md their d d W  cea*itua about 30 in 
number; tbe n d b e r  a b  35. 

ThL Le figk to the death. nKKrugeis M 
headed back om of KoprOr Ourioorg. For the rea- 

iddarva M just II tiuct. Run ddying, lethal 

cbt imutDn ferae d.Krulels. One or two may 
attemp to bok a & d n u e  their ewpe, d t -  
~~rhJlbsr- le4ebcfface between cheom and 
tbm. 

If thc r)mnr Doli+ 'Itout 
But if, back at the pass, the PCJ M CfTectiVc 

aph  the KrugcL, the d*mms take hem, nll , 
and begin bringing the fight back to the KrugcL, 
making good use oftheir 
losing their fear of the bou em. 

bead off into the desert, their plan t h m d ;  the 
other Krugda decide that the bounder-breeding 
plan is a fpilurr and do not PUMC it any longer. 

The h g d  Attack: P O  On their Om 
If the PCJ don't nceomppny the Kogolon, and 

M requested to leave the Kogolor Inn&, they M 
trawling on their way when the KrugeL m e p  by 
on their way into the bib. 

The KrugcL won't taher owmanning the Pc( 
in fORC; they're in a hurry, They send a quad of 
riders, one for each PC, out to demolish the PC 

arty. The main body of KrugtL goca leaping on & not bothecing to see haw well the quad does. 

T -PmJ and 
In this c u c ,  the w i v i n g  KrugcL turn back and 
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New Monsters 
nKsc M monsters which the players m ' t  

likely to have encounted before rrnching the 
Hollow World: 

I )  

MOW: 210' (70') 
Anneks: 1 bite or 2 clam A -' 

X P V k  D 

 he d ~ ~ ~ ~ i s  a'epmolpur (a flcah-cating 
dinosaur). It waik~ on its hind 1- and hrsrhait, 
not-upecidy-formidable forelimbs bearing tbrct 
daws. It is owr 30' long and is m y  fpn-moving. 
In combat. the a l losam can bite io pfcy, but 

prefers a special attack, the pin, followed by rend- 
ing them with the claws ofio free foot. 

'Ihe AHosuuus make io p h  attempt again&""' 
the target's m o r  dw. On a d l  hit, 

he succeeds, the hit does normal claw damage. 
But if he fails, the attack does him normal daw 
damage and throws him to the ground, pinning 
him there. On each subsequent round. he must 
make a succesrful saving ~ ~ I U W  w. Paralysis to get 
free: if he fails. he remains pinned. While 
pinned, he cannot use magic or wield weapons. 

target musr make a saving throw w. 



Ankyfaclw 
Armorclrcs: 
Hit Dice: 
Hit Points: 
MOW: 
A&: 
DallUlp: 
Number Appearing: 
Terrain: 
save As: 
Mode: 
'Itepcw Type: 
Alignment: 
THACO: 
XP value: 

6 
Nil 
Neutral 
10 
450 

T k  kuru a fcur-lcggcd plant-eating diaocuu 
weighing about four toan; its back and sides M 
protected by bony armor plam. The end of io tail 
b a heavy dublikc protnuion which the m k y b  
souru( swings like a fld. 
The ankylorpunu is very hard to hurt when 

attacked normdy; its underside n much cnrhr m 
damage. If the charactera can upend the beast, 
thq'll have a d  easier h e  dhrnning the 
e-. 
Ap.rawunu @mrit.raww) 
Afmor ckrc: 5 
Hit Dice: 26 
Hit Points: 100 
Move: 60' (20') 
swimin& 60' (20') 

A&: 1 bitell tnil 

Number Appearing: 1-3 
Terrain: Forest and Jungle, 

save As: P13 
Mode: 8 
'I~MUIC Type: Nil 
Aliaamenr: Neutd 

I *  3 

. I  

Damage: 2-12/3-18 

S-P 

mCO: 
XP value: 

12 
3.750 

This isabqa, bcr#rcow dinaror; it has a 
d head atop along, llcnderncck, aponda- 
o d y  huge body, aod a 104. slender d. Alop 
gether, it's about 70' l a y  and d g h ~  35 tolu. 

The a p a m  livamswaqd and fom, 
stripping kava from vces and hd from fern- 
plants. Though it can swim. it b not limited to 
life in the water and can walk freely on land. 

Annor Clm: 
Hit Dice: 1 
Hit Points: 4 
Move: 301 (10') 

Flying: 210' (70') 
Atmdrs: 1 beakor 2 dam 
Damage: 1-2 or I ptJl pt. 
Number ApPariag: 2-16 
Tbmia: Form and Jungle, Plain 
Save Aa: Normal Man 
Morale: 4 
Tkamre Type: Nil 
Alignment: N C U d  
THACO: .*-,.,a 
XP Value: 8M 

This is a very primitive type of bird, 
tor of d modern bids, It 1ookt.k a pnrll : 

would looka lot like a d dhomu. 
Arch~coptcrgx u not M y  m .met player 

charactem, but Pc( may hunt it for food; it will 
prefer to flee in auch a case, but will f&tiis , , 
mppcd. 

Auroclu ~, 

Annorupr; . j ,  

Hit Dice: a 
Hit Points: 20 
MOW: 210' (70') 
Attacks: 1 butt 
Dpmagc: 2-12 

ifi 

Winged Fq)& COIcnd in fcathnr: phrrkd, 

Number AppepCing: 20-200 
Termin: Plain 
Save Aa: F4 
Mode: 9 
'Itwure Type: Nil - 
ma: 
XPvnhK: a79 

NCUd 
14 

ncsc animals M large, ponerhrl ancwt01. ". 
modern oren; they fight with fowrd-curve& ;i. 
blunt-ended horns. They M bigger and nenicr 
than later spccica ofoxen and cattle . . . and even 
modern-day oxen and cattle arc not known for 
their even tempus nnd'pwive natura. 
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Autonutoas of the B&cklom WJq 
Armor Clw: 4 
Hit Dice: 2 
Hit Points: 8 
Move: 90' (30') 
Attacks: 2 (flailing arm) 
Dpmnsc: 1.611.6 
N u b e t  A p W g :  6-36 
Termin: B l d o r e  Elf Wley (thy 

Save As: M4 
Mode: 12 
ltwurc Nil 
Alignmc... . NCUvnl 
THACO 18 
xp value: 20 

do not function outside 
the valley) 

The wtcuna(01y dthe Blactlorr Blfmky arc 
magicaUy-powered robots. M o a  arc man.dKd; 
some w slightly +I, with large flntbab for 
-P*erPecirllYW** 

cave B a r  
Armor class: 5 
Hit Dice: 7 
Hit Points: 30 
Move: 120' (40') 
AtrPcLs: 2 daws11 bite 
Damage: 2-812-812-12 
N ~ b e r  A p W g :  1-2 
Terrain: Hill. Mountain 
Save As: F4 
Mode: 9 
'ItcpNre Type: V 
Alignment: NCUd 
THACO: 13 
xp value: 450 

This is an enonnous bear standing about 1)' 
tall. It docr not ace well at all but it hunts rcr). 

meat. and lives in caves. 
a ~ l l  by Kent. It PI&S dia 0tf~A-W led 

B h ,  Ghat 
AnnM class: 
Hit Due: 
Hit Points: 
Move: 
A& 

Number Appcariny. 
'Rrrpia: 
Save Aa: 
Mode: 
Ttwun Type: 
Alignment: 
THACO: 
XP Value: 

DPmnge: 

4 
8 
28 
240' (SO') 
1 bun or 1 trample 
2-12 01 2-16 
10-100 
Plpin 
F4 
10 
Nil 
NCUd 
14 
650 

It looka just like the modern V&Q 

about 10' tall at the shoulder; it taker a 
band of hunters or cavalrymen to bring 
down. They roam the la in^ in huge herb and & 
normally only hunted & men, sab~-rooch w; 
Pllwpunu and tyrannc#nunu. 

GiustWe&#eM 
Armor CIw: ' 5  
Hit Dice: 4+2 
Hit Points: ao 
Move: : 390'(130') 
AtUCks: Zaloolorlkrlr 
Damage: 1-611-6 01 1-10 
Number Ap~Uinp  1-20 
TCmin: 
save h: 
Monk: 
Itn 
Alii 
THAm 
XP W U  



Armor cia: 
Hit Dice: 
Hit Points: 
MOVC: 

Flying: 
Attacks: 
DPmage: 

Number Appeariag 
%rain: 

Save An: 
Mode: 
acnsure Type: 
Aligntnmt: 
THAUI. 
xp Vdue: 

2 
8. 
30 
90' (30') 
240' (80') 
2 daws/ 1 bite or breath 

dnmngc 
1-8/1-8/3-18 01 30 pa. 

1-4 
Fomt and Jungle, Hill, 
Mountain 
P8 
10 
Nil 
NCUd 
12 
1,200 

PlnpJLarea Hollow W o r l d w i e c g o f d ,  
unintelligent red dragon. They may be an ancentor 
of rhe modem red dragon, or just an cif€$hoot 
whirh lome Imm0n.l placed inside fhe Hollow 
World when they began to go minet. 
Rcgardlcac, the flapsaila were hcavenxnt for the 

Schattenalf. The elves had trained a reptilian 
mount in their home cavern, and the flapnail, 
intelligent enough m be trained pad not too fierce 
to be domesticated, was an admirable substitute. 

FIapcnib grow to about 25' long. Adult flapsaila 
can cpny 4.000 cn of weight doft at full 5yhg 
speed. or 6,000 cn at halfspeed. 

Like rcd dmpm, they have daws. teeth, and 
fiery breath wcapom. U&e dmpm. they have 
no spells. 

Though many are encountered P( schattcnnlf 
riding bennr, there M m y  more living wild in 
the hiUa and mouncnioJ. 

Z C b t h ~ U r u S  

Armorclea: 
Hit Dice: 
Hit Points: 
MOVC, S w h t h E :  
An& 
Dunage: 
Numbu Appenring: 
Temli% 
Saw & 
Morale: 
lkcaam Type: 
AigMlUlt: 
THACO: 
XP wuc: 

5 
10 
40 
240' (80') 
1 bite 
2-16 
1-4 
ocaa 
F5 
11 
Nil 
NCUd 
10 
900 

TW ir a sea-dwelling dinosaur shnpcd much 
like a shark but with flippers near the front of its 
body. It haa a long. tooth-wled, bcak-like mouth 
and enormous, plate-sled eyer. It grows anywhere 
from 10' to 30' long, but it ic the longer variety 
depuibed in thee statistics. It cats fish, squid, and 
swimmers. 

23 

FOO t -Pd  Liunl 
Armor uw: 6 
Hit Dice: 2+1 
Hit Points: 9 
Move: 120' (40') 

Attacks: 1 bite 
DPmyte: ld6 
N~betAppeprieg: 2-5 
Terrain: Hill, DCSCK 
Save An: F2 
Mode: 7 
7kasurc Type: Nil 
Alignment: "d 
THACO: 17 
XP value: 25 

These look l i e  ordinnry dercrc litntdr: ung. 
slender, with an awkward waddling gait, tno pla 
auding horn on the head, aridgcofmythorr 
sppinea dong its back and mil. However, they're 
huge, about 12' long (not inchding the ail) sad 
cpnberpmcd. 

These liwdr haw Sdckypnbon the t o d d i a  
fcet. rind thee pndc dow rhc lizards to&b dl 
but the smoothest dsurfrrrs. up m 90.- 

They can cury up to 2.100 cnat tbtir nannd 
movcment me, up to 4,000 cn at halftheir nor- 
mal me. 

Though they can be tamed, they M stupid md 
aggressive monstem. They arc inclined to a t e  
biter out of anyone scpnding in h n t  of thcm; 
there aren't fierce atndu. but a "get out ofmg 

Climbing: 60' (20') 

faces. or up to Se-dcgru fLEes whm mwmcd. 

face" warning. 

I 



Liurd, Tbumper 
Armor class: 
Hit Dice: 
Hit Points: 
Move: 
Attneks: 
Damage: 
Number Appearing: 
Terrpin: 
Save h 
Mode: 
Ttensure Type 
Alignment: 
THACO: 
xp Value: 

5 
1 
6 
150' (50') 
2 daw or 1 bite 
1-211-2 01 1-4 
2-5 
Form and Jungle 
N o d  Man 
5 
Nil 
N c u d  
19 
10 

?i'& r; ,<E<,  

!d%ht4 
.i. , . .. . 

The thumper-liznrd is a smnll breed of two- 
legged cnmivomud dinosmu. It's cornmoll to mnny 
secluded jungle valleys, puticularly the Kubitt 
Vnllq. 

By human atondruds, it's a menace only to the 

fying to the Kubim. It stands 3' d, or Osicc 
their height, and hu a nasty bite. It nlso tuns vety 
fist. Ita prey indudes nll the Kubitt Vnlley's smnll 
m d ,  Kubim included. It upmd in fcUm d 
danger or prey by thumping i a  cail again8t the 
ground, hence i a  m e .  

hfunmotb, Flboly 
Annor class: 3 
Hit Due: 15 
Hit Points: 55 
Move: 120' (40') 
Amdrr: 
Dam*: 2-1212-12 01 4-32 
Number A p m :  2-16 
Pmdn: Hill, Mountain, Plnir 
Snvc Ac F8 
Mode: a 
ltanraTspc l b k s d - # p  
Iui#nmlt: NCUd 
THAm a 

veiy YOU% 01 w&, but thit nptile is pmty t d -  

2 tusk8 of 1 uunple 

w 'Vnluc: 1,350 

Tbia ia an urccatorofthe modern elcphun. It ia 
bigger d sha&er than the modern pachyderm, 
and it beam CIO huge, fod-pointing n1-h 

with whicb it is pmticicnt in combat. 

P.ehyccpinfac.unu 
Armor class: 
Hit Due: 
Hit Poinu: 
MOW: %' (30') 
A&: 1 had-bnrh 
-: 3-18 
N~mbuAppepline: 1-8 
%mdU Rmst and Jungle 
Save As: F4 
Mode: 7 

Nil 
Neuunl 

- Type 
Alignment 
T H A a  10 
XP value: 650 

I (head ia AC 2) 

This ia a bur-legged, herbivorow diwu, 
about 20' long; it hu a head with m u n 4  
thick uown atop along &. ThepodrpccPbrC 

fen& icclffmm ntmclura by 
h e 4  like a n d  Uld a x l q p h  
enemy. 

SWtUS' Mkd hUp to 9" thick Oa top, Uld It& 
3 rn 

Pbobarucbur 
Annor class: 2 
Hit Dice: 10 
Hit Poino: 40 
Move: 60' (20') 
S* 1w (40') 

A& 
DMIpge: 
N~mber 1-4 
Terrain: S-P 
Save As: F5 
Mode: 11 

Nil 
NCUd 

- Tm 
Alignment: 
THACO: 10 
xp Value: 900 

andentthem.. . 

, I 



I % u a ~ u r w  
Armor W w :  
Hit Dice: 
Hit Poinu: 
Move: 
Atcpdrs: 
Dull*: 1-2 
Number AppePring: 4-24 
Prmin: Porest and Jungle 
save Aa: Normal Man 
Mode: 10 
ltwurc Tm: Nil ._ 
Alignment: 
m c o :  

NCUd 
18 .. 

XP Value: 10 

Thbkamull dinosuu about 4'long. Like 
naimplrruchrrrhed~,itrunsaboutonits 
hind legs. A single pisanosaw is no match for a 
trained adventurer, but a whole pack of them can 
be pretty dangerous. 

Pla*o3nunu 
Armor clnxc: 
Hit Dice: 
Hit Points: 
MOW: 

A&: 

Number Appearing: 
Terrain: 
save As 
Mode: 
ltePNrc Type: 
Alignment: 
THACO: 
XP value: 

snimming: 

-: 

7 
16 
60 
60' (20') 
210' (70') 
1 bite12 Aippsa 
z-a1i-411-4 &M 
1-2 
ocean 
F8 
8 
Nil 
NCUd 
10 
- -50 

Thia m-awcuingdinonur h u  a hcavq boay 
knuing twoyo cdflippm (forchk and hind 
lima)md a bag d. It (ponrto about W 
long. about halfofwhich ia neck. Plcriosaurs dive 
to hunt fish rad quid, but Murllprpcnd m a o f  
th& time at the water's nrrha. An agpsive 
plaiorurmy riK upundanmh a d  d 
and tip its d o n  and 
resulting in a teedina r my ofplcrionun and 
ichthyosnun. 

ngus into the sea, 

PNnmodon, Giant 
Annor am: 
Hit Dice: 
Hit Points: 
MOW, P l y k  
Atmdrs: 
Damage: 
Number Appming: 
Termia: 
.. 

Alignment: 
THACO: 
XP value: 

ThiabavuiautofthepmcHwrwhichhu 
never been mm on the outer world: it cvo ld  
here in the Hollow World. It ia enormous, with a 
wingspan of 100' or more. It flies, rather than 
lid-: it CM flap ita wings and take &from dif- 

i o  ps. the ground, or even the &e ofthe wa- 
ter. It b a strong enough flyer to fly at full rpeed 
when bearing londc of up to 2,000 cn, or at half 
speed when cartying up to 4,000 cn. 
The giant pternnodon lives in nests on sops 

pnd mountaintops, md hunts live game to drop 
in ChCK neats for its h a W g s  to eat. 
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Ponies, mugel 
Armor Clpss: 7 
Hit Dice: 2 
Hit Points: 10 
MOW: 2 10' (70') 
Attacks: 2 hooves 
DPmnge: 1-411-4 
N~mber Appearing: 5-50 
IhEpin: Plain, DCSCK 
Save As: Normal Man 
Mode: 7 

Alignment: Neutral 
THACO: 18 
XP Value: 20 

Itepcure Type: Nil 

The pntemd Knrgel mount is a large species of 
pony. Not so fleet IS a &ling home. k is veq aim- 
ble, apccLlly gad at pldDs the broken #irain of 
che Kluge1 IudI .ad aou&cm fodliib. 

Armor( I: 
Hit DicL. 
Hit Points: 
Mow, Flying: 

Attpcks: 
Damage: 
Number Appearing: 
Terrain 
Save A% 
Mode: 

1 

7 
1 
2 
180' 
(60') 
lbd 
1-3 
2-8 
All 
P1 
7 
Nil 
h- 1 
1 

6 5 
5 10 
18 35 
240' 180' 
(120') (60') 
lbd lbeak 
1-12 3-18 
1-4 1-2 
All Au 
F3 PI 
8 9 
Nil Nil 
Neutral Neutral 
15 10 

900 

WcYC W-DOI EE;@illg 
s u. n velor w#b 4lUmer- 

webbing which constitute their wings. Some spe- 
pies mcrely glide; &Q rctunlly flap fhdr wings 
0 fly. 

Many ptcrwaun ue IS rmntl IS birds. and live 
by eating iaxets on the fly; they am &dpn below 
as in the Small column. 

ne, the pteranodons, have rinsspigJ 04 20' 
lore and live by catching f& thm mtutua 

arc given in the Medium column. 
Some have wingspans of up to 45' and Live 

scavengers; they M shown in the Large column. 

Armor Claw: 
Hit Dice: 
Hit Points: 
Move: 
Attdrs: 
DPmnge: 
Number Appearing: 
Ten 
Sav 

' 

2 
7 
240' (so') 
1 antlers. 2 ho 
1-811-411-4 
9-80 
Amk 
P1 
7 

ltcnsure Type: Nil 
Alignment- ,NCUtnl 
THACO: 1.9 
XP value: 20 

dmor Class: 7 
Hit Due: 1-1 
Hit Points: 4 
Move: 120' (40') 
A&: 

Number A~pcaric 
Terrain 

D q :  

Save As: 
Mode: 
Timsluc T m :  
w e n i .  I Neutral 
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SOImamtir P b t  
Armor aua: 
Hit Dice: 
Hit Points: 
MOW: 
Acudcc: 
Damage: 
Number Appearing: 
%rain: 
Save As: 
Mode: 
lteuutc Type: 
Alignment: 
THACO: 
XP Value: 

6 
2' 
20 
0' (0') 
2 petnl scrika 
1-311-3 
1-6 
Lolaced Porest VaUv 
P1 
12 
K 
N 
18 
25 

This plant, f d y  rooted in place, looks hkc a 
large, dosed pink mrebud, three yards PUOL(, 

spmting fight out ofthe ground, nunnrnded by 
a bed d i u  leaves. It anrda a sweet aroma which 
inducesdnmIines. 

Iu leaves, when c h d  for an hour or w, make 
the wr enter a deeprnltino sc~re. He is aware of 
what u going on around him. He can answer 
questions ut to him, but will not if they M not 

Polk M w prcrive, ofcoursc, chat they'll answer 
Mything). He doa not think and doer not feel 
MY emotion in this srue. The state ISM 1.3 
(ll2d6) days. 

Someone f o d  w chew rhe leaves or cake a 
dny on them can make rsaving chronpa. 
Poimnmordertorcrirtiudfenr.Hegma +2 
bonus to his roll. It's riairly rrcy to mist; most 
Gentle Polk wing the leaves voluntarily forfeit 
their saving chmns, because they desire the leafs 
dfenr. 

If a character under the I d s  Muencc is at- 
d e d  or confronu a situation where he dcfiitely 
would like w bmk out d i u  &cu, he muat 
makc M ordinary saving throw w. Poimn; ~ C C C S S  
means he breab out. He CM only make one sav- 
ing throw attempt per turn. 

The lomnuris plant is camivorour. It waiu until 
iu prcy is lulled w sleep by iu odor, and then 
opauthebuddiuflonu.Insideucroughtend- 
dsnhkh can reach up to 30'; they gad grasp the 
prey and Iowa it into the fl- bud. d e r  that, 
the prey ata damage at the rate d i d 3  per round 

thedc, and a dccpins victim nillfccl nothing. 
when a p0Cend.l vi& comes within 30' of 

one of these plants, he d l  mell io bewitching, 
flowery fmgfance. At that t h e .  roll ld6. The 
result is the number of turns bcli~rc the m a  
gm him. When the rolled number of turm is 
past, he must make a aaving rhron w. POWM or 
fd Ulcep. If he &Us deep, he will not awaken 
for an hour. If he maka his saving chron. the 
plant's mell cannot again &*him until he 
DUt d i u  m g e  and returns to smell it @n. 

q U d O M  R e would ordindy answer (the Gcnrle 

. . . but the damage iJ complctcly painless, PIIlO- 

SNgaU- 
Armor am: 6 
Hit Due: 12 
Hit Points: 60 
Move: 90' (30') 
A&: 1 tail 
DMUgC: 4.32 
N~mb~tApPnrine: 1-4 
Brrain: Forest and Jungle, Pbin 
Save As: P6 
M d e :  10 
lteuutc Type: Nil 
Alignment: NCUd 
THACO: 9 
XP value: 1,100 

This is a hcavity.umored Ilpcriaofhub~vomw 
d i n o a u r . T h e ~ ~ I r n y r i r r r C b c  
g d o a  four kmjc hu two KO dlerf.rhrPai 
o r d * m o n d . ~ ~ ~ p l n m ~ d a m m  
lpinc from ia neck to icscril, 

The stqomuwspihol with iadnnaw til, 
whichendsinasecoftmmfourtoeighgupnrd. 
pointing spikes; it swings chat d like a club and 
CM dunage the largest carnosauts with it. 

four  to^. 
The nCpsaunu about 25' long and wigb 
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picurtops 
Armor Uw: 4 
Hit Dice: 20 
Hit Points: 90 
Move: 
A t t a b  
Damage: 
Number Appearing: 
Termin: 
saw As 
Mode: 
'Itemre Type: 
Alignment: 
THACO: 
XP Value: 

Tyrurnosaurw Rex 
Armor uw: 
Hit Dice: 20 
Hit Points: 90 
MOW: 120' (40') 
Artncks: 1 bin 
Damage: 
Number Appcariq 
Tcmin: rorm a m  jug=, 
save As: P10 
Mode: 11 
Ttcecw Type: v x 3  
Alipnment: N c u d  

, 

m c o :  
w Value: 

6 
2,000 

Ihe "tyrant lizard:' i cbc'lsgar car&omu 
dinosaur ofthe H o h  Ubrld. It's at k 40' 
long (and can be longer), weighing in at 8 tons; 
when standing, it H about 18' high. 

The tyrannosaww Wnurs on its hind Icp. ,+th 
its heavy tail held out W . a a  a cmmub+c. 
Its forelimb M smd, b d q  two day ach, 
but M next todean  in combat. HOWCVCL ita 
mighty jaws, bearing tmh up to 6" long, 
than mnEc up for that deficit. 

horizontal with the &. not aa u fight aa 

harder than the danunu, but 
bly more slowly than that dinosaur. , ! ~ ~  

When moving,  he r ~ h  9: 
doswrus. It H more heavily. nrmOrrBIDdu0 

This is an armored herbivorous dinosaur. It'; 

liks armor plate grown from ita h c d  to placcrita 
neck, and its wcapom include rrhon hom pw- 
i n g b  ita snout and twoloq horn gmwing 
a h  its eyes. It H heady armod and a single 
tricaatopa i a d  fordl but rhc lugest of 

h t  30'  IO^ and ~cigbr,l0-12 ~OIIS. A COUU- 

28 



vi-, P W w  
Armor CIw: 
Hit Dice: 
Hit Points: 
Move: 

Hying: 
An&: 
Ihmnee: 
NtumbcrAppaaring: 
arrpin: 

Save As: 
Monk: 
ltwute Type: 

m c o :  
xp Value: 

Alignmsnr: 

6 
2.. 
8 
60' (20') 
340' (loo') 
1 bite or 1 spit 
Id6 or I&; IUC n. B0i- 
rwtorilalfduny 
1-3 
Forest andjungle, ape- 
dpulr in cbe area d the 
Amnr 
F1 
10 
Nil 
C h 8 0 t i C  
16 (18 rfian spitting) 
30 

This beast is a creation of Atzanmtl. It is'a joke 
at the erpense ofK&ktarla, the Amber Se 
Immortal, one ofwhose form is a 
e d  d e ;  it is nunored by the h='ckc 
vu once a dfficnnt, more rdminble species of 

The flying v i p  PIC winged. bhck.fenthered 
pkmoua u u k  which Mubit the foit!m and 
jungla of A m  lands but do not range much 
beyond them. "hey PIC not very common, bur CM 
be m y  dangerow. 
They fly d y  and very nimbly among the 

b d a  of the forest. Their bite is not instantly 
fnnl for man, but can instantly kill childrcnd' 
the weak. (A saving throw w. P o h  d a  in the 
VinimtdiDgWdunyle.)Hormm,theg~ 
also spit their yulom up to 30' for d@dy la 
dnmsge. 

PIcpgBrcsriVeandreacntinuudeu.. .suchas 
anyone walking into their redudcd form Mu. 

F. 
flying d e ,  but that they have kwome mincc. 

Thq ljve d y  on tbc bicdrdrbc forcrc. but 
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Other Monsters 
MMY momerr p m i d y  published in DeD. 
game producw nL0 *peat in the Hollow W i d .  
In the liru below, they're nll amngcd by temin. 

Arctic 

anyofthcHollowW'sdinolurnto&. 
However, many mpmmrlr and other a @ u  can 
aurviw in these cold Imb. 

Momen which you can we in arctic encounten 
include: 
(B& §et:) Ape, white; bcnr, polar; dragon, 

white; dragon, gold; lycmrhrope, werewolf; lycm. 

The nrctic and subarctic dimrter are coocdd for 

h p e ,  wenbeor; wolf, dire. 
(Bxpcn Set:)GiMt, flwc. 
(Corspuion h) Snow ape. 
(- Sec:) crgnnl; ~ycrachrope, 

wedox; Iycnnchmp, d. 

Dacrr 
D u m  manrpnfound in the Holkwwbrl(l 

indude: 
(Bask Sa:) Dragon, blue; hard. giant (4 I 

vnricriu); h d  man (dum rpcdcr. EPIIIDO( 

bmthe water). 
(Expat Sec:) Badink; camel; chimen; cocka- 

clicc; djinni; efmti; leech, ginnc; mummy; am- 
pion, giant. 

(Canpanion Sec:) Mnnscorpion. 
(&sa §et:) Dnlpn. q p h ,  rphilu 

Farat MLI Ju&e 
PotacmoMan found in the Hdlon'kbrM 
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THEKNOWN 
L WORLD: IT ISN'T FLAT, 

BUT IT I S  HOLLOW! 7 
Within the sphere of the Known World is another world, 

7 the Hollow World. There your characters wi l l  meet ancient 
Nithians, long disappeared from the surface world and thought 

extinct: Blacklore Elves, living in a magical valley and served by au- 
tomatons-devices that take care of everything, from serving their food 

to trimming their grass: Arcans, terrifying, warmongering natives whose 
taste for battle extends even into their favorite game-the losers always die- 

In the Hollow World, the sun never sets. Magic works differently than it does 

and many more. Monsters abound as well, from dinosaurs to aurochs. 

"outside"-some spells don't work at  all. And quite oft&, getting in is much, much 
easier than getting out. 

IN THIS BOX YOU WILL FIND: 

A 128-page Dungeon Master's Sourcebook, with everything the DM needs to run an 
exciting campaign in @e Hollow World. Also in this book are extensive entries on al l  
the Immortals represented in the Hollow World: their interests, their allies, their ene- 
mies. 

A 64-page Player's Book, including how.to's for creating a native Hollow World 
character and ways to bring a Known World character into the Hollow World. In. 
cluded in this are new spells specifically for the Hollow World! J I 

A 32-page Adventure Book, containing several starter adventures and 
entries on the various monsters found in the Hollow World. 

Four full.size, full-color map sheets, showing the Known 
World and the Hollow World, and detailing the central, most 

1 
populous areas of the Hollow World. A 

Ways and means to adapt this material to the 

2nd Edition game! 

L 
L 
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