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overview

The Atruaghin Clans (or Children of
Atruaghin, as they call themselves) are a diverse
group that lives in the western regions of the
Known World. They inhabit a vast plateau that
was constructed through magical means, and
live by a strict code of ethics that regulates al-
most every aspect of their daily life.

Because the Children of Atruaghin are split
into 2 number of clans, each with its own charac-
ter, this gazetteer is structured somewhat differ-
ently than the others in the series. This book,
which is intended for use by both players and
Dungeon Masters, is a sort of encyclopedia. Each
of the major tribes is listed here and a descrip-
tion of their culture, lifestyle, and traditions is
provided.

Players should not feel obligated to read the
entries for each of the major clans, however, for
this would be a most time-consuming task.
Rather, they should become familiar only with
the details about their own clan. As time per-
mits, they may want to look over the informa-
tion provided about the other clans, but this is
not required.

In a‘hdition to the details on each of the five
major clans, this book contains rules for the cre-
ation of Atruaghin Clans characters and a new
character class: the shamani. While similar to
the wokani and shamans found in less advanced
cultures, the shamani are a special group. To
most outsiders, they are simply the clerics of
Atruaghin, Those taking the time to study them
more closely, however, will see that their powers
combine aspects of magic use, clerical spells,
and druidic incantations.

The Clans § the KNOWN
WORID

Because of its geographical isolation, few facts
about the Atruaghin Clans are known elsewhere
in the Known World. Moreover, what is believed

is often inaccurate. The “facts” reported on the
Eastern Countries Trail Map are a clear example
of the misinformation found in places such as
Thyatis. In part, this has to do with the imposi-
tion of eastern categories on the Clans. One can
imagine the scene: The Imperial Geographer
sits down to ask questions of the Bear Clan:
“Who is your king? Who rules the plateau?
What sorts of money do you use?” The clan
finds it easier to feed him some story that will
make him happy (and stop his annoying que-
ries) than to try to get him to understand the
rich, foreign complexity of the Atruaghin Pla-
teau.

For the DM, the long and short is this: If you
find 2 conflict between information in this
product and some earlier product, regard this
product as the authority.

INspiratioNal Material

Much of the information presented in this book
is based on the culture of the various tribes of
Indians that lived throughout North and Cen-
tral America prior to the invasions and exploita-
tions of European colonists. These connections,
however, are loose at best and no attempt has
been made to duplicate the details of the Amer-
indian cultures that inspired this work. This is a
work of fiction and is in no way intended to be
historical or factual in nature.

In the interest of better role-playing, how-
ever, the author recommends that anyone who
wishes to run an Atruaghin Clans campaign visit
his local library. A few hours spent studying the
various native peoples of North America will
provide endless stimulation for the imagination
and countless potential adventures set among
such tribes.




The following text is excerpted from the trav-
eling journals of Ballidus of Thyatis. He re-
corded the following entry after his company
ascended the Atruaghin Plateau and be-
friended several of the natives dwelling atop
it. Although he later died at the hands of the
savage Tiger Clan, his long time friend and
companion Elgar the Enchanter saw to it that
the journals were rescued and delivered into
the hands of Ballidus’s brother, Kosmonous.

The old medicine man gathered up a
handful of black soil and broke it between his
gnarled fingers. The sweet smell of the fresh
earth mixed with the other odors of the forest
to create a comforting aroma. “Today the
ground is good,” he said, “but it was not al-
ways so. Long ago, this land was ruled by foul
creatures that did not honor the Immortals as
we do. They were cruel and savage, their way
was that of the whip and spear.”

At this hint of the past, Dondo trotted
over. His leather armor looked less out of
place among these people than my own chain
mail or the black robes of Elgar the En-
chanter. He had been accepted into the confi-
dence of the tribes long before either of us,
despite the fact that he was a halfling. His
love for tales and stories of history made it im-
possible for him to avoid asking for more de-
tails about the time of the humanoid
conquests.

The shamani, as the medicine man called
himself, smiled. He obviously loved to tell
stories as much as Dondo loved to hear them.
As he began to collect tinder for our evening
campfire, he spun his tale.

“In order to undetstand the time of dark-
ness, you must know what came before.
There was a day, long ago, when the Children
of Atruaghin were not one as they are now. In
those times, tribe fought tribe and the clans
we know today did not exist. We were savages
like the monsters that would one day rule us.

“Then, a wandering man named
Atruaghin came to us. Although he looked
much like us, being dark of skin and having
the fire in his eyes, he did not speak our
words. It was long before he could communi-
cate with the tribe that adopted him.

“Still, the days were not many before he
showed his valor and courage. Almost before
he had our words, he was made chief of his
tribe. In battle he was fierce, in debate he was
wise, and in the ways of spirits he was un-
matched. Before the face of the moon shone
twenty times, he had united over a dozen
tribes under his totem. Before five winters
had passed, the wars between tribes had end-
ed and the Children of Atruaghin were born.

“Atruaghin was certainly the favored son
of the Immortals. While those around him
grew old and frail with the passing of time,
losing their vitality like the flower cut from
the vine, he remained ever young. The fire in
his eyes burned like the summer sun.

“With peace and brotherhood firmly es-
tablished among the tribes, Atruaghin called
together all the chiefs. He told them that he
was leaving for a time, to explore the world
and learn what he could of the lands beyond.
He swore to return in time and the chiefs be-
lieved him. They bid him farewell and wept
as he rode off into the other lands where the
Children of Atruaghin do not travel.

“Not long after Atruaghin had left, war
came to his people. Foul monsters—orcs and
goblins, ogres and trolls, all manner of
beasts—fell upon the peaceful tribes and con-
quered them. For decades, the Children of
Atruaghin lived as slaves under the cruel
whips of these inhuman fiends. Though
many fought against these brutal masters,
however, they could not be thrown off. None
despaired, however, for Atruaghin had sworn
to return and none could doubt his word.

“At last, the great day came. Atruaghin re-
turned to his lands and saw what had hap-
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pened. He gathered together the fiercest war-
riors and most powerful shamani into a2 band
of unstoppable fury. Just as the humanoids
had once swept across the Children of
Atruaghin, so now did the fires of revolution
burn in the lands. In less than a year, the evil
that had come to our lands was driven off.

“ Atruaghin looked around and saw the ruins
of the villages and the bodies of the dead. He
vowed that this would never happen again and
he blamed himself for the torment of his peo-
ple. For weeks he labored over an enchant-
ment, pausing neither for food nor sleep. One
by one, he assembled the energies of magics
learned in far-off lands. He sank into deep
trances and spoke with the Immortals them-
selves, begging for their help in protecting his
people from the ravages of the outside world.

“When all was done, he set free the mysti-
cal energies that he had bound up in his spells
and shattered the very earth around him. A
vast stretch of land, larger than most of the
outlanders’ nations, began to rise into the
sky. Hours later, it settled into place. The
Atruaghin Plateau, a realm of safety and iso-
lation for the Children of Atruaghin, stood
nearly half a2 mile in the sky atop a sheer rock
surface that no army could ever scale.

“When the magic was done, the sky turn-
ed dark. A savage storm swept across the new
land and a violent rain fell. Wherever a drop
of water landed, a blade of grass grew. As the
sky showered more and more life upon the
plateau, patches of brush sprang up. Forests
grew so swiftly that those who saw the sight
swore that it was possible to watch them grow
larger with each passing minute. By the time
the sun rose again, the land was rich and fer-
tile as it is today.”

As the old man finished his story, he set
about starting the fire with a pair of sticks and
length of cord. In my pack I had a tinderbox
that would have done the job in half the
time, but I had learned that these people did

not look kindly upon outsiders and their so-
called advances. I said nothing, still thinking
about the shamani’s story.

As smoke began to curl up from the fire
pit, Dondo pulled out his pipe and began to
fill it with the native tobacco called kinnikin-
nik. “What happened to Atruaghin after
that?” he asked.

“He was never seen again in his mortal form,
little one. On that day, he became one with the
very Immortals he served and left this realm be-
hind. Now, he makes his wishes and his pres-
ence known through the shamani. We teach.
We serve. We instruct. We learn.

“One day, Atruaghin will return to us and
lead us in a great battle against the forces of
evil that have corrupted our brothers, the
Children of the Tiger, and destroyed the mys-
terious nation that Atruaghin was born to.
When that day comes, the Children of
Atruaghin will be ready and we will honor
the memories of our fallen warriors.”

A flicker of flame sprang up in the twigs
and we suddenly had a campfire. Dondo
pulled a slender stick from it and lit his pipe,
taking great pleasure in the taste of the kinni-
kinnik. I could tell by the look in his eyes that
this was going to be a long night of stories
and tales that no outsider had ever heard be-
fore. Elgar sat down beside me and offered
me some of his rations. He could sense what
was in the air as well.

Dondo smiled at the shamani. His charm
was simple, his childish curiosity unquench-
able. “I have so many questions to ask you,
wise one, that I don’t know where to begin.”

The shamani smiled and produced his own
pipe from a pouch in his leather belt. As he lit
it, he spoke in a voice that seemed to hold more
strength than seemed possible for a man of his
obvious age. “Follow the way of your totem,
Dondo, and the questions will come in the
right order. We have all night, and I have no
secrets from the friends of the Atruaghin.”




While the process by which Atruaghin Clans
characters are created is very similar to that used
for normal game play, there are some important
differences. Chief among these is the need to
determine a character’s totem spirit and the gen-
eration of certain aspects about his family,
friends, and enemies. In addition, characters
from a given clan will have to select certain de-
fault skills if the optional general skills rules are
in place.

GeENeERratiNg Ability SCOrRes —

Atruaghin characters begin just as any other, with
the rolling of six-sided dice for each of their ability
scores. There are however, a few differences.

StreNgth § Constitution
Life on and around the Atruaghin Plateau is

hard. Without the amenities of so-called civili-
zation to protect them, the Children of

Atruaghin are forced to rely upon their own
physical fitness at all times. For this reason,
characters from this region roll four six-sided
dice for these ability scores, adding the highest
three to determine the actual rating. Thus, if a
playerrollsa 2, 3, 5, and 6, he discards the 2 and
adds the remaining three dice together for a to-
tal of (3 + 5 + 6) fourteen.

INtelligeNnce § Wisdbom

With the demands of survival placed upon
members of the Atruaghin Clans by the world
around them, it is easy to see why their intellec-
tual abilities are somewhat lacking. This should
not be taken to indicate that members of the
clans are any less intelligent than those in the
rest of the world, only that they lack the time
and schooling systems needed to fully develop
their mental powers. Thus, when generating an
Atruaghin Clans character, roll four six-sided
dice for his Intelligence and Wisdom scores, dis-
carding the highest die. Thus, if the example
from above were repeated, the character would
have a score of (2 + 3 + 5) ten.

Dexterity § Charisma

An Atruaghin Clans character has no bonus or
penalty to either of these abilities when first
created.

Selecting a Totem

Nothing is more important to the Atruaghin
Clans than the concept of totem spirits. They
believe that each and every person is linked to
an animal spirit and has within him both the
strengths and weaknesses of that creature. Be-
cause of this, a character’s totem spirit is shown
in his personality. This section provides guide-
lines for determining what type of totem spirit a
character has. Once its general nature has been
determined, it is up to the player to select the
totem, subject to his Dungeon Master’s veto.
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Totem Type

The first step in generating a totem spirit is to
determine whether a character is linked to rep-
tile, mammal, or other type of creature. This is
done by rolling a pair of percentile dice and con-
sulting the following chart.

General Totem Type
d% Roll Totem Type
01-10 Fish
11-15 Mollusk
16-20 Arachnid
21-25 Crustacean
26-35 Insect
36-40 Amphibian
41-55 Reptile
56-66 Avian
67-00 Mammal

In the interest of promoting player satisfac-
tion with the generated totem, two rolls should
be made on the table with the player allowed to
select either one as the actual roll.

Totem Diet

Now that the basic nature of a character’s totem
spirit has been generated, it is time to consider
an important detail about the creature, and
hence the character: its ecological niche. When
combined with the totem type generated above,
this information allows the character a good ba-
sis for the selection of his own totem spirit. Once
again, percentile dice are used and the chart be-
low consulted.

Totem Ecology Table
d% Roll Totem Niche
01-30 Herbivore
31-60 Omnivore
61-70 Scavenger
71-00 Carnivore

ToteMm PersoNalities

The general nature of a character’s totem spirit
shows in his personality. Dungeon Masters are
encouraged to take into account the traits that a
totem imparts upon a character when handing
out experience points at the end of a game ses-
sion. If a player has acted in accordance with his
totem spirit, then he should be rewarded with
an additional experience award of between 10
and 20 percent. In this way, characters will be
encouraged to role-play at all times and individ-
uality will develop, enhancing everyone’s enjoy-
ment of the game.

SelectiNg a Specific Totem

The time has come for a player to consider the
general nature of his character’s totem spirit and
select the animal that will become his totem. It
is important to look upon the already known
factors as a guideline, however, and not an abso-
lute rule. If a character has determined that his
totem spirit is going supposed to be a carnivo-
rous bird but the player wishes his totem to be
the vampire bat, the Dungeon Master should al-
low it. Certainly, 2 bat is 2 mammal and not an
avian, but the point is unimportant when com-
pared with the player’s potential enjoyment of
his character in the game. Of course, there ate a
number of considerations that must be taken in-
to account, in addition to the already known
guidelines, before a totem can be selected.
First, and most importantly, a player should
consider the type of character that he would like
to run. If a character is to be thoughtful and me-




thodical in his combat strategies, it would be a
mistake to define his totem spirit as the shark,
an animal noted for mindless fury in battle.

Next, with the type of personality a player
plans to run in mind, he should look at the at-
tributes of his character. These should be reflect-
ed in the animal selected. For example, a player
whose character has an omnivorous mammal to-
tem might select the grizzly bear if his attributes
indicated great Strength and Constitution. If
these scotes were low, but his Dexterity were
high, he might opt for a monkey totem.

There is one important restriction that must
be addressed before a character’s totem is select-
ed. It is impossible for a character’s totem to be
an intelligent creature. In cases where there is
some doubt as to whether or not an animal is
truly intelligent, the Dungeon Master has final
say. Thete have been exceptions to this rule, but
only such individuals as Atruaghin himself have
been blessed with intelligent totems. No player
character should ever be allowed to select an in-
telligent creature as his totem animal.

Finally, a player should consider the informa-
tion generated by the tables above. By contrast-
ing and evaluating all of the information at his
disposal, the player should have no trouble se-
lecting a totem that he feels comfortable in run-
ning with.

Family History

The Atruaghin Clans are a closely knit people.
Perhaps more any other human society of the
Known World, they identify with the commu-
nity as a whole and think of themselves as part of
a greater culture. This is not to say that individ-
uals do not matter, merely that the social values
of support to one’s family or friends and the im-
portance of community spitit are often placed
above a character’'s own urge for self-
preservation. The average Atruaghin Clans chat-
acter would gladly give up his own life to save
his friends or family from hardship, let alone
death. Because of this, it is important to know

how extensive a character’s ties to his tribe are.
The following tables are designed to determine

just that.

Starting Age

Before details about the character’s family can
proceed, his or her starting age must be deter-
mined. Atruaghin children are pushed into the
world at a younger age than they are in most
other parts of the world, so all characters will be-
gin play at the age of 12 plus the roll of 1d4.

ParenNtage

All of the Atruaghin Clans keep careful track of
a person’s ancestry. In some tribes, inheritance
and lineage is traced through the mother’s side
while in others the father is the important fac-
tor. Further, extended families are not uncom-
mon. For the purposes of character generation,
we will not worry about aunts, uncles, and the
like, although individual players and Dungeon
Masters are encouraged to work out as detailed a
family tree as they like. It is not unusual for an
Atruaghin character to be able to trace his fami-
ly tree back many generations. In fact, some can
plot their ancestry right back to the time of
Atruaghin himself. Regardless of such consider-
ations, the following chart is used to determine
if a character’s parents and grandparents are still
alive.

To use the Parent Status Table on the next
page, roll percentile dice six times (once for cach
of a character’s parents and grandparents) and
record the results. When checking parents, add
the character’s age to the number rolled. When
checking for grandparents, add twice the charac-
ter’s age. If desited, checks can also be made for
each of a character’s great-grandparents (eight
in number) by adding three times the charac-
ter's age.
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ParenNt Status Table
d% Roll  Status
01-75 Alive, in good health
76-90 Alive, in poor health
over 91 No longer alive
SibliNGs

It is also important to know how many brothers
and sisters a character has. Since the Atruaghin
Clans practice no means of population control
other than the time honored tradition of natural
selection, large families are not uncommon.
Thus, the number of siblings a character has is
equal to the roll of one six-sided die. If it comes
up a six, roll the die again and add the two num-
bers together. If an additional six is rolled, add
the numbers and roll again. Continue this proc-
ess until the die does not come up a six.

For characters who roll unusually large num-
bers of siblings, there are several possible expla-
nations. The simplest one, of course, is just that
mom and dad were good at making babies. This
is perfectly acceptable. A second possibility,
however, is based upon the very feeling of com-
munity that was discussed earlier. Many of the
character’s siblings may be the adopted children
of people whose parents have died. Once a fami-
ly adopts a new child it is considered their own,
and no discrimination is tolerated. Thus, the
ideas of a “step-father” or “half-sister” do not
exist among the Atruaghin Clans. Someone is
either your father, or he is not. There is no mid-
dle ground.

Sex aND AGe Of SibliNgs

Once the extent of a character’s family has been
determined, it is important to note the age and
sex of each of the children so that the character
can know where he stands. Atruaghin characters
are expected to show their older siblings great

respect and to act as role-models for their youn-
ger brothers and sisters.

The sex of a sibling is easy enough to deter-
mine; the player simply rolls a die (of any type).
If the roll is even, the sibling is male. If the roll
is odd, the sibling is female.

To determine the age of a sibling, begin by
rolling a six-sided die. If the roll is low (1, 2, or
3), the sibling is younger. If the roll is high (4, 5,
or 6) the sibling is older. To determine the exact
age of the sibling, roll 1d4 and add (if older) or
subtract (if younger) the result from the charac-
ter’s age. For each older or younger sibling after
the first, add an additional +1 to the die roll.
Thus, if a character has three younger brothers,
the age for the first is based on a 1d4 roll, the
second on 1d4 +1, and the third on 1d4+2. If
two or more siblings are of the same age they
may (5% chance) be twins, otherwise one or
more of them may be adopted or they may have
been born, as the saying goes, “nine months
and ten minutes apart.”’

SibliNng Status

Following the determination of a sibling’s age
and sex, roll percentile dice on the following ta-
ble to determine if he or she is still alive. There
are no modifiers to the roll.

SibliNG Status Table
d% Roll Status
01-75 Alive, in good health

76-90
over 91

Alive, in poor health
No longer alive

WORKING out the Details

Once a character’s raw background has been es-
tablished, it is time to put the polish on him.
The above information is intended to provide
the character with a skeletal framework on which
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to layer the details of the player’s imagination.
By taking a few minutes before play to create a
quick history for his character, a player will find
that the game is much more interesting than it
would be with a character who is nothing more
than a collection of numbers.

GeNeral Skills

In previous gazetteers, the Games Cyclopedia,
the Dawn of the Emperors boxed set, and the
HOLLOW WORLD® boxed set, a system of op-
tional rules has been presented for the addition
of skills to normal D&D® game characters. The
author of this book highly recommends the use
of these rules as they add a great deal of color
and life to any character.

For those who are using these optional rules,
the following section includes numerous refer-
ences for the use of these skills. For the most
part, the backgrounds present skills that are re-
quired of or recommended for characters of a
given class from a given clan.

In some cases, a player may find that he or she is
required to take more skills that he or she has slots
available. In such cases, the additional skill must
be taken later in the character’s career as new skill
slots open up. All required skills must be claimed
before the character can select others.

GeNneral Character
BacCkRGROUNDS

While each of the Atruaghin Clans has a unique
and fascinating culture, they all have some
things in common. Before a player can decide
exactly which clan his character is from, he
should be aware of the following restrictions, for
they apply to all Atruaghin Clans characters.
With these rules in mind, the player can then
proceed to selecting a specific character back-
ground.

All Characters: Because of the importance
that mysticism and nature play in the lives of the

Atruaghin Clans, all players should consider
taking the following skills: Fire Building, Hunt-
ing, Nature Lore, Snares, Survival, Tracking,
Animal Empathy (totem animal), Mysticism,
Stealth, and Storytelling.

Dwarves, Elves, Halflings: Among the
Atruaghin Clans, there are no demi-humans.
Thus, characters cannot opt to be elves, dwarves,
halflings, or any other non-human race. The
Atruaghin Plateau is a place reserved for hu-
mankind, and no other race presently has a foot-
hold there.

Magic Users: Magic use among the Atruaghin
Clans is greatly restricted in scope. There are few
Atruaghin wizards, for most people with an in-
terest in the supernatural follow the path of the
shamani. If a player wishes for his character to
become a traditional magic-user, that is perfect-
ly acceptable, provided the following restriction
is kept in mind.

Atruaghin magic-users have little access to the
secrets of their trade uncovered in the outside
world. Because of this, they earn experience at
half the normal rate while adventuring in the
confines of Atruaghin Clans territory. Because of
this restriction, those who are born of the tribes
but seek to learn of magic often leave their
friends and family behind to pursue a career in
the outside world.

Clerics: Atruaghin clerics are those who have
decided to devote themselves to the following of
one of Atruaghin’s Immortal companions (like
Ahmanni Turtlerider). While they still honor
Atruaghin, they focus their praise upon the pa-
tron of their own particular clan. Characters of
this type are considered to be less powerful and
important than the shamani who serve
Atruaghin directly, but they are in no way
looked down upon.

Thieves: Thieves are not uncommon among
the Children of Atruaghin, though they are sel-
dom the dark, nefarious souls that outsiders ex-
pect. In fact, the word among most of the tribes
for persons in this character class is hallillan,
which translates more closely to *“‘careful one” or

10
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“he who looks ahead.” Clearly, the Children of
Atruaghin think of such characters as scouts and
guides, not as criminals.

Fighters: Fighters are by far the most common
character class encountered among the
Atruaghin Clans. While they have no access to
metal armor and steel weapons, such characters
are as deadly as any of their kin in the outside
world because of their fierce training and gener-
ally superior physical shape. Fighters are always
required to take the Hunting, Survival (Plains),
and Endurance skills.

Druids: Druids are sometimes found among
the Children of Atruaghin. Their fondness for
nature and affinity for the wild makes them eas-
ily accepted by the clans. Any clan cleric may be-
come a druid in the same way that those in the
outside world do. Shamani may also opt to be-
come druids just as if they were clerics.

Forester: The additional character class of for-
esters, introduced in the Dawn of The Emperors
boxed set, is not found among the Children of
Atruaghin. Characters of this type who travel to
the Atruaghin Plateau will find that their affini-
ty for the wilds makes them popular among the
various clans, however. This is reflected by a
temporary 2-point rise in Charisma while deal-
ing with the Children.

Rake: Like foresters, rakes are presented in the
Dawn of The Emperors boxed set. They are not
found among the Atruaghin Clans, but bear a
great similarity to the type of so-called thieves
that live among the plateau dwellers. For this
reason, they gain a temporary +2 Charisma bo-
nus while dealing with the Atruaghin Clans just
as foresters do.

Character BACRGROUNDS

Once a character’s basic ability scores, totem, and
family ties are established, players will want to se-
lect a character background. Over the course of the
following pages, a brief description of each of the
major Atruaghin Clans is presented, along with
details important to the play of characters from
each of the major character classes.

Before selecting a character class and clan, the
player should be familiar with the advantages
and disadvantages of each combination. For ex-
ample, fighters from the Horse Clan tend to be
excellent riders, but poor archers. If a player
wishes to run a character who is 2 master bow-
man, then this would be a poor choice.




Character GeNeratioN

ChildOreN of the HORs€

The Children of the Horse are a fierce and wat-
like people who make their homes among the
lush valleys of the north central Atruaghin Pla-
teau. An important part of their lives is the rit-
ual of mock battles with other tribes in their clan
and seasonal buffalo hunts on the plains south
of their villages. Members of the Horse Clan
speak no language, but communicate via hand
signals and other gestures.

Appe€aranNce § Dress

Members of this clan wear buffalo and deerskin
clothing, though not often very much of it. They
are most noted for their use of buffalo tooth jew-
elry (worn by all citizens) and their ceremonial ma-
kiki or medicine bundles. Horse Clan watriors ate
distinguished by the feathered warbonnets that
they wear to mark their past kills.

Names

Horse Clan names often mark the past combat ex-
perience of their owners. For example, there was
once a mighty Horse Clan warrior named Tarri
Lonespear because of his ability to kill almost any
foe with a single thrust of his enchanted spear.

WeapoNs § ARMOR

The traditional weapon of the Horse Clan is a
long, slender lance (often adorned with eagle
feathers) that functions as a normal spear in
game terms. Stone or bone hand axes and dag-
gers are common also. Any form of missile
weapon, especially the bow, is considered a cow-
ard’s weapon. Thus, ranged attacks of any type
are seldom made by Horse Clan characters.

The leather clothing worn by Horse Clan
characters is sturdy enough to merit an Armor
Class of 8. They also employ wood and buffalo
hide shields that give them an additional —1
AC bonus for a final Armor Class of 7.

GeNeral Skills

All Characters: The Children of the Horse are
noted for their skill in battle and their equestri-
an accomplishments. Because of this, all Horse
Clan characters are required to have the Riding
(Horses) skill. It is also recommended that each
character take one or more military skill, like
Leadership or Bravery.

Fighters: Horse Clan fighters may never take
the Blind Shooting skill or, for that matter, any
skill that will enhance their ability with missile
weapons. This is due wholly to the fact that all
such characters consider these weapons to be dis-
honorable for use in warfare and only marginally
acceptable in hunting. Since Horse Clan fighters
lead the seasonal buffalo hunts, they must all
take the Hunting and Survival (Plains) skills.

Magic-users: Horse Clan magic-users have
major restrictions placed upon them because of
their choice of character class (as described in
General Character Backgrounds, earlier). In ad-
dition, however, they must take the Mysticism
skill to ensure that their researches do not offend
Atruaghin.

Clerics (or Druids): Clerics arising among the
Children of the Horse are expected to follow the
guidance of Tahkati Stormtamer. They must
take the Animal Trainer (Horse) skill.

Thieves: Horse Clan thieves are often called
upon to play an important role as scouts and
spies in their villages’ skirmishes with other
tribes. Because of this, they are required to take
at least two of the following skills: Fire-
Building, Military Tactics, Bravery, Danger
Sense, Alertness, Stealth (Forest), ot Endurance.




Character GeNERrRAtioON

ChilOREN Of the Bear

Living along the northeastern rim of the
Atruaghin Plateau, the Children of the Bear
fashion their homes out of stone and adobe on
ledges along the plateau’s sheer sides. They have
had more friendly contact with the outside
world than any other clan and foreign merchants
are nothing new to them.

Appe€aranNce § Dress

The Children of the Bear have tend to have 2
weathered look about them that bespeaks the
harsh climate in which they dwell. They dress in
loose cotton clothing, often brightly colored,
and sometimes don leather jerkins.

Much of their ornamentation is drawn from
the snakes that live on the plains above them.
Viper fangs are often fashioned into jewelry,
snake skin made into footwear, belts, or
pouches, and rattlesnake rattles are either worn
or fashioned into children’s noisemakers.

Names

Because of the dangerous precipice upon which
these people dwell, their names tend to be com-
ments about their own natural agility or climb-
ing skills. For example, the great hero Anni
Surefingers is once said to have climbed from
the forests below to the ledge on which her vil-
lage sat nearly half a mile above.

WeapoONs § ARMOR

The Children of the Bear favor blunt weapons in
combat. This tradition grew, it seems, from the
heavy hammers they use in creating their stone
and adobe homes. They make some use of ar-
rows and other ranged weapons, but are not
hunters and thus seldom attain any great skill
with them.

In battle, the Children of the Bear will often
don thick, quilted cotton tunics and snake-

leather jerkins, giving them an AC of 8. They
have no interest in shields.

GeNeral Skills

All Characters: Because their villages are lo-
cated on the vertical surfaces of the Atruaghin
Plateau, all Bear Clan characters must take the
Ledge Hopping and Mountaineering skills.

Clerics (or druids): Because of the Bear Clan’s
contact with the outside world, clerics of out-
lander Immortals are not unknown here. Such
characters suffer the “half-experience” penalty
normally imposed upon Atruaghin Clan magic-
users. Clerics who follow the Atruaghin panthe-
on suffer no penalties but must take the
Persuasion skill.

Fighters: The Children of the Bear are not
noted as exceptional fighters. Thus, they have
no unusual restrictions placed on characters of
this class.

Magic-users: Like clerics, magic-users are
more accepted among the Children of the Bear
than they are among other Atruaghin Clans.
They must select the Mysticism skill, but are not
treated as outsiders.

Thieves: Bear Clan thieves are noted for their
exceptional ability at climbing sheer surfaces.
Thus, they gain 2 +10% bonus to their Climb
Walls ability. They are often called upon to han-
dle trading deals with outsiders, as well, and so
must select the Detect Deception and Bargain-
ing skills.
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Character GeNcratioN

ChildoreN of the Turtle

The Children of the Turtle do not live atop the
Atruaghin Plateau. Rather, they dwell at its base
along the coast of the Sea of Dread. The land
they inhabit is a rough and rugged place covered
with lush, temperate rain forests. These people
are noted for their love of whaling and the 100
foot-long dugout canoes that they pilot over the
waves.

Appearance § Dress

The Children of the Turtle are most noted for
the wearing of wooden and leather armor by
their warriors (described below). Much of their
normal clothing and ornamentation reflects the
tribe’s seafaring heritage.

Names

As one might expect, the Children of the Turtle
name themselves for the sea that they are so de-
pendent upon. Names like Wave Dancer and
Crashing Surf are not uncommon.

WeaponNs § ARMOR

The most common weapon employed by the
Children of the Turtle is the harpoon. Slender
and deadly, these arms are fashioned from the
bones and teeth of the whales that they are pri-
marily used against. They make bone knives and
the like as well.

When in missile combat, the Turtle Clan war-
riors employ short bows with great effectiveness.
As with their other weapons, these are built
from materials acquired from the sea.

For defense, the Children of the Turtle make
use of special vests. These are fashioned from a
stiff leather jerkin to which tough wooden shafts
have been sewn, and give Turtle Clan warriors an
AC of 7. Further, Turtle Clan warriors wear
wooden helmets fashioned in the images of
fierce totem spirits.

GeNeral Skills

All Characters: Because of the clan’s links to the
sea, all characters from this region are expected
to take the Profession (Seaman) skill. Other
ocean related skills are preferred, but not re-
quired, as is Craftsman (Woodworking).

Clerics (or Druids): As followers of Ahmanni
Turtlerider, all clerics are expected to take a spe-
cial form of the Endurance skill that applies to
long distance swimming. Players should record
this on their character sheets as Endurance
(Swimming). Druids from this region employ
animal-affecting spells as if they were 1 level
higher than they actually are, but cast fire-
related spells as if they were 1 level lower.

Fighters: Fighters from this clan have no spe-
cific skill requirements, but earn double the
normal amount of experience points from any
whaling expedition that they are apart of so long
as it is made with the blessing of a shamani or
cleric of Ahmanni.

Magic-users: The Children of the Turtle have
a stronger than usual interest in the magics of
the outside world, but do not encourage its
practice among their people. There are no addi-
tional penalties or bonuses associated with this
class.

Thieves: The Turtle Clan has less use for the
scouting type of thief than do the other tribes,
since most of their hunting and exploration is
directed at the sea. Thieves, however, being the
resourceful people that they are, have still found
a niche in the culture of these tribes.

All thief characters are expected to take the
Navigation and Survival (Ocean) skills. They
generally make use of their more subtle skills
only when exploring a newly discovered island
or when aboard a potentially hostile naval vessel
that has contacted a whaling expedition.
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ChildreN of the TiGgeRr

Like the Children of the Turtle, these people do
not live atop the Atruaghin Plateau. Rather,
they dwell in the lush forests located along the
coast of the Malpheggi Swamp. They are also
distinct from the other tribes in that they wage a
constant war against the other clans. Having
long ago been perverted by the evil influences of
Atzanteotl, the Children of the Tiger are now
nothing more than pawns under the guidance of
the forces of Entropy.

AppearanNce § Dress

The warm climate that the Children of the Tiger
live in promotes the light clothing. They are noted
for their wearing of large golden earrings and simi-
lar jewelry, looking much like the Azcans of the
Hollow World. Brightly colored feathers are an-
other standard feature of their dress.

Names

As a warrior people and servants of Entropy, the
Children of the Tiger take names that glorify de-
struction, chaos, and similar traits. Examples of
common names might include Burning Heart,
Death Secker, and Grave Maker. To say that the
Children of the Turtle are marked by morbid
names would be an understatement.

WeapoNs § ARMOR

The Children of the Tiger carty metal shields in
combat that look much like the flaming disc of
the sun. The curling tongues of fire that border
these shields, however, are deadly blades that al-
low them to double as weapons.

As one might expect, these people also em-
ploy a number of purely offensive weapons as
well. Examples of these arms include spear
throwers, scallop-bladed short swords, special
war bolas, and blow guns. They often poison
their weapons.

GeNeral Skills

All Characters: The Children of the Tiger are re-
markable for their ferocity in combat. As such,
they are all required to take the Bravery skill.
Any other military skill they can acquire is rec-
ommended while those regarding healing, di-
plomacy, or bargaining are forbidden.

Clerics (and druids): The Tiger Clan has no
shamani. As such, all of its mystical power is in
the hands of evil clerics loyal to Atzanteotl.
These individuals are required to take the Intim-
idation and Leadership skills. There are no
druids or clerics of other Immortals among the
Children of the Tiger and such characters are
put to death whenever they are found.

Fighters: The pride of the Children of the Ti-
ger ate their warriors. Such characters are re-
quired to take skill in either Daraxi (a dangerous
form of ball game popular among these people)
or Intimidation.

Magic-users: As with druids, there are no
magic-users among the Children of the Tiger.
Persons of such power ate, clearly, a threat to the
ruling theocracy and, as such, are put to death
whenever found.

Thicves: Thicves among the Children of the
Tiger are much more like their cousins in the
Known and Hollow Worlds than they are among
the other Atruaghin Clans. The professions of
hired killer, rogue, and ruffian are all well repre-
sented among these chaotic, lawless, and evil
people.
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Character GeENERratioN

ChilOreN of the EIR

The Children of the Elk live in a region of cool
weather dominated by forests of tall pines. From
time to time they are forced to battle the Chil-
dren of the Tiger, and thus have a special hatred
of that clan.

DRress § AppcaranNce

The Children of the Elk make much of their
clothing from buckskin. Often, they decorate
their garb with dyes and porcupine needles.

The most outstanding characteristic of these
people, however, is their love of make-up. Both
men and women routinely paint not only their
faces but their entire bodies with ornate patterns
and symbols. Both sexes commonly carry make-
up kits to ensure that they always look their
best.

Nawmes

The names chosen by the Children of the Elk
honor the forest that sustains them and the ani-
mals that dwell there. Prominent members of
this clan in the past have included warriors
named Mighty Oak or Deep Roots and scouts
(thieves) named Silent Deer and Stalking Wolf.

WeapoNs § ARMOR

The most common weapon employed among
these people is the tomahawk. Similar in many
respects (and in identical game statistics) to a
hand axe, this weapon is truly deadly in the
hands of these skilled watriors. The Children of
the Elk also favor the short bow, though they
gain no special bonus with it. They prefer hit-
and-run tactics in combat, and thus tend to
place a minimal reliance on melee weapons.

GeNeral Skills

All Characters: Because of the importance these
people place upon silence and stealth in the wil-
derness, all characters from this clan are required
to select at least one of the following skills: Al-
ertness, Find Traps, Hear Noise, Hide in
Shadows, Stealth, Treewalking, and Danger
Sense. After meeting this requirement, the oth-
er listed skills remain recommended for charac-
ters from the Elk Clan.

Clerics (or druids): Unlike the other Immor-
tals of the Atruaghin pantheon, the father of
this clan (Mahmatti Running Elk) has no true
clerics. Those who serve him have all the abili-
ties and limitations of druids, though they may
be of non-neutral alignment. All of his druid-
clerics are expected. to select the Survival (For-
ests) skill.

Fighters: The wartiors of the Children of the
Elk are masters of ambush and hit-and-run tac-
tics. Because of this, they are expected to select
either the Snares, Tracking, or Military Tactics
skill. The Elk Clan fighters have a custom of
scalping their enemies that goes back to the days
when the Atruaghin Clans were ruled by fierce
humanoids. Because of this reputation, intelli-
gent opponents suffer a —2 penalty on their
morale checks when battling these fierce war-
riors.

Magic-users: These characters are few and far
between among the Children of the Elk, but
suffer no penalties beyond those imposed upon
all mages in the Atruaghin society.

Thieves: Nowhere are the stealthful skills of
the thief more appreciated than they are among
the Children of the Elk. Many of their legendary
“warriors” have, in reality, been members of the
thief class. Because of this, all Elk Clan thieves
gain a bonus of 5% to all earned experience.
This is in addition to any bonus received for un-
usually high ability scores.




The shamani are a powerful, yet humble, people.
They are always of lawful alignment and are the
most influential of the Children of Atruaghin, for
they claim to be in touch with his personal ener-
gies. It is through the shamani, the tribes believe,
that Atruaghin speaks his will. Thus, the voice of a
shamani is always treated with respect, even awe,
by any member of the tribes.

Shamani are similar to the clerics of the
Known World as they oversee the mystical prac-
tices of the Atruaghin Clans. In addition, they
have much in common with the mysterious
druids that are found in dark and secluded wil-
dernesses. They are not trained in combat,
fighting as magic-users, but do manage to keep
themselves in shape due to the nature of many
of their devotions. Shamani are blessed by
Atruaghin and, thus, are able to employ some
very powerful magical spells.

Shamani have two prime requisites, just as do
the demi-human classes: Wisdom and Constitu-
tion. A shamani character with a score of 13 to 15
in both of these attributes receives a 5% bonus to
all experience points awarded for an adventure. If
the character has scores of 16 or higher in both of
these attributes, the bonus is increased to +10%.
Players and Dungeon Masters should note that the
ratio of ability scores to experience point bonuses
is not the same for shamani as it is for other hu-
man or demi-human characters. Atruaghin de-
mands much of his followers, and even more from
their spiritual leaders.

Restrictions: Shamani characters use six-sided
dice when determining hit points, just as tradi-
tional clerics do. They attack as magic-users,
however, being largely untrained in the ways of
physical combat.

Shamani are unable to wear armor other than
leather, but as this restriction is found throughout
the Atruaghin Clans for both cultural and techno-
logical reasons, it seldom hinders them in life.

Shamani are unable to use metal weapons in
combat, though all others are open to them re-
gardless of type. In almost every case, their
choice of weapons is guided by the customs of

their particular tribe. More information on this
topic will be found in the Referees’ Guide to the
Atruaghin Clansunder the detailed descriptions
of the various tribes.

Unlike most of the clerics in the Known
World, shamani are unable to turn the undead.
Atruaghin has no particular interest in or revul-
sion toward these foul creatures, so he grants his
people no special powers for confronting them.

Special Abilities: Shamani have a natural affini-
ty for the wild lands of the Known World. Be-
cause of this, they are able to tell whether plants
and animals are safe to eat after a quick (1
round) examination and to spot unhealthy wa-
ter on sight. This ability reveals natural poisons,
diseases, or any other normally occurring taint
but has only a 50% chance of spotting artificial
toxins. If artificial toxins have been placed on
some consumable by a character with thieving
abilities, this chance drops by 2% per level of
the poisoner.

Non-magical animals, including giant versions
of mundane creatures, will never attack a shamani
character. This protection does not extend to those
travelling with or near the shamani.

As mentioned earlier, shamani have numet-
ous magical spells available to them. These are
granted by Atruaghin with the understanding
that the shamani will use them for the better-
ment of all members of the tribes. Thus, a sha-
mani who turns against his people or fails them
may find his magic stripped away from him
without warning. Further, the shamani’s spells
are vital to many of the ceremonies so important
to the daily life of the tribes and he is expected
to use his powers for such rituals whenever called
upon to do so.

GeNeral SKkills

This section is intended for those campaigns in
which the optional general skills rules are being
used. This game system has been detailed in ear-
lier Gazetteers, the HOLLOW WORLD™ boxed




set, and is incorporated in the D&D® Games
Cyclopedia, so it will not be detailed here.

Shamani characters are required to devote
themselves to their duties from an early age.
Thus, many of their skill slots are filled in a spe-
cific manner.

First level shamani (that is, all newly created
characters) are required to have the following
general skills: Knowledge of Atruaghin Clans
History, Nature Lore, Honor Atruaghin, and
Animal Empathy (Totem Animal). Obviously,
this fills up all four of a character’s starting slots.

If the character happens to be blessed with an
Intelligence high enough to earn some extra
slots at first level, or as he advances in level and
acquires additional slots through experience,
there are other skills that are recommended for
shamani: Fire Building, Healing, Animal Train-
et, Endurance, Leadership, and Storytelling. In
fact, shamani characters are forbidden to select
more than one skill that does not appear on the
above list until after they have all of the suggest-
ed skills. It takes a long time to learn all of the
things that a good shamani must know.

EXpERIENCE PROGRESSION §
Spell Availability

Shamani advance in levels just as all other char-
acters do. The following table shows the experi-
ence point total required for the character to
attain various levels, as well as the number and
levels of spells that become available to the char-
acter as he becomes more and more powerful.
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Shamani ExperieNnce Table

Lvl XP

1 1,500

2 3,000

3 6,000

4 9,000

5 15,000

6 25,000

7 50,000

8 75,000

9 125,000
10 200,000
11 300,000
12 400,000
13 500,000
14 600,000
15 700,000
16 800,000
17 900,000
18 1,000,000
19 1,100,000
20 1,200,000

21 1,300,000
22 1,400,000
23 1,500,000
24 1,600,000
25 1,700,000
26 1,800,000
27 1,900,000
28 2,000,000
29 2,100,000
30 2,200,000
31 2,300,000
32 2,400,000
33 2,500,000
34 2,600,000
35 2,700,000
36 2,800,000
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The Shamani

ShamManNi Spell DescriptiONs —

Many of the spells employed by the shamani use
different rituals and gestures than similar spells
used by other character classes. In many cases,
however, it is possible to equate a shamani spell
with one employed elsewhere in the Known
World. On the following pages, each of the sha-
mani spells is described. Most simply reference
other sources for the spell descriptions, but some
are unique to the tribes and are fully described
below.

An asterisk indicates that a spell is reversible.

Level ONe Spells

Cure Light Wounds*
This functions in the same manner as the first
level clerical spell of the same name.

Detect Evil

This functions in the same manner as the first
level clerical spell of the same name.

Detect Magic
This functions in the same manner as the first
level clerical spell of the same name.

Detect Totem
Range: 0’
Duration: Permanent

By means of this spell, the shamani is able to
determine the totemic spirit associated with a
given individual. It is cast on all youngsters in
the tribe when they pass age fifteen and enter
manhood and upon all newcomers who wish to
join one of the tribes.

In order to cast this spell, the shamani must en-
ter into a deep trance. The meditations and con-
templations required for this trance take 1-4 hours
to complete. As soon as the shamani enters the
trance state, they must look upon the subject and
call upon the Immortals to reveal his inner nature
to them. When this is done, the caster sees the

subject not as a2 man, but as a wild animal.

In cases where the Dungeon Master has as-
signed a specific totem to an individual, this spell
will reveal that totem to the shamani. If no such
assignment has yet been made, the DM should
use the totem generation tables on page 6 of this
book to determine the subject’s animal spirit.

It is impossible to obscure the effects of this
spell in any way save by interrupting the medita-
tions of the shamani. However, the magic will
work only on a willing subject who is truly hon-
est in his desire to become a member of the
Atruaghin Clans.

Minor Blessing
Range: 0’
Duration: Permanent

This spell is used by shamani during the per-
formance of certain rituals and blessings impor-
tant to their tribes. In actual game play, it has the
effect of bestowing a magical aura onto an object,
person, or place. This aura will last until it is dis-
pelled by some more powerful force and can be
sensed by anyone using a detect magic spell.

This magical aura has almost no effect if not
associated with some mystical ceremony, al-
though weapons enchanted in this way will be
able to inflict damage upon creatures who can
be harmed only by magical weapons. Use of this
spell in that manner instantly negates the effects
of the casting, however, so that the spell must be
cast again on the weapon if it is to continue
functioning against foes of that nature.

Predict Weather
This spell is similar to the 1st level druid spell
of the same name.

Protection From Evil
This spell functions just as does the 1st level
clerical spell of the same name.

Purify Food & Water
This spell is identical in form and function to
the 1st level clerical spell of the same name.




Level Two

Animal Charm
Range: 60’
Duration: 1 hour

This spell enables the caster to command the
actions of any non-magical creature that fails its
saving throw versus spells. The creature will fol-
low the caster for the duration of the spell or un-
til it is cast again to charm another animal. If
used on a second creature, the first animal is re-
leased.

Normally, the animal charmed can have a
number of hit dice equal to the level of the sha-
mani employing the spell. If the target is the
caster’s totem spirit, however, it may have hit
dice equal to twice the level of the caster. Thus,
a shamani would have to be at least 8th level to
charm a great white shark. However, if the cast-
er's totem were the great white shark, he could
charm the beast as soon as he reached 4th level.

Bless®
This spell (and its reverse) are similar to the
2nd level clerical spell of the same name.

Hunting Paint
Range: 0’
Duration: 1 day

This spell can be cast over any manner of pig-
ments, paints, or dyes. It instantly transforms
them into magical paints that can be applied to
the face of a character prior to entering combat
or engaging in a hunt. The effect of these pig-
ments is up to the shamani (as described below),
but must be declared at the time of the casting.
The paints allow the wearer 2 + 2 bonus to all of
his attack rolls, damage rolls, or saving throws,
or to his armor class.

It is not possible to mix the effects of this spell
with either another hunting paint spell or a war
paint spell. The application of the paints to the
recipient takes 2 rounds and must be done by
the shamani who created it.
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Know Alignment*

This spell, and its reverse, functions just as
the existing 2nd level clerical spell of the same
name does,

Locate Totem
Range: 0’
Duration: 1 hour

This spell can only be cast on someone whose
totem spirit is known to the shamani weaving it.
Once cast, it reveals the distance and direction
to the nearest example of an individual’s totem
spirit. For the next hour, that shamani will know
whether he is closing on, moving away from, or
remaining equidistant from the nearest totem
animal of the subject. In order to invoke the
spell, the shamani must touch the spell’s subject
on the forehead and focus his thoughts on the
type of animal to be found.

Produce Fire
This spell is just the same as the 2nd level

druid spell of the same name.

Resist Fire
This spell works just like the 2nd level clerical
spell of the same name.

Speak With Animals

This spell works in the same way as the 2nd
level clerical spell of the same name.

Level Three

Call Lightning
This spell is handled in the same way as the
3rd level druid spell of the same name.

Call Totem
Range: Special
Duration: Special

This spell enables the shamani to mentally
command 2 person’s totem animal to come to
him. In order to cast the spell, the shamani must
know the totem animal of the subject and then
touch the him on the forehead. At that instant,
the animal (if one is within 1 mile per level of
the caster) will feel an overwhelming compul-
sion to seek out the shamani. This compulsion
will last for 1 hour per level of the caster.

If the animal reaches the shamani before the
spell’s time limit is exceeded, the caster may
command the animal to perform one service.
This complexity of the task must be within the
creature’s normal intellectual limits, but may
involve any level of difficulty (even self-sacrifice)
on the part of the creature. For example, a squir-
rel could be ordered to gnaw through a rope or
fetch a small object. It could even be command-
ed to attack an animal it would not normally en-
gage in combat with, but could not be told to
open a locked chest.

Cure Disease”
This spell is the same as the 3rd level clerical
spell of the same name.
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Dispel Magic
This spell is identical to the 3rd level magic-
user spell of the same name.

Firebow
Range: 0’
Duration: Special

By casting this spell upon a wooden bow, the
shamani gives it the ability to shoot magical
flaming arrows. One arrow per level of the caster
can be fired and normal rate of fire rules are in
effect.

When the archer using the enchanted bow
draws back on the string, a spectral arrow will
form, ready to fire. If a normal attack roll is
made, the arrow has struck its matk and the tar-
get must take 1d8 points of damage. If the ar-
row is fired at a flammable target with the
intention of setting it alight, there is a non-
cumulative 10% chance per point of damage in-
flicted that combustion will occur. The firebow
can affect monsters that are only hit by magical
weapons.

Hold Animal
This spell is similar in form and function to
the 3rd level druid spell of the same name.

Thunder Drum
Range: 120’
Duration: 1 round

When this spell is cast, it bestows upon any
single percussion instrument (usually some
manner of drum) the ability to unleash a deaf-
ening cacophony when played by the caster. Cu-
riously, those within 10" of the caster are not
affected by the roar of the drum—whether they
are friends or enemies of the caster.

Beyond the 10 foot “safety zone”, the effects of
the drum are quite fearful. All characters with
fewer hit dice than the shamani are instantly over-
come with panic and must flee in absolute terror
for 2d6 rounds. Creatures with hit dice equal to
the level of the shamani are entitled to a saving

throw versus spells to avoid the panic causing roar
of the drums, while those creatures with more hit
dice than the caster may save with a +4 bonus to
their roll. Regardless of level, all creatures (outside
the “safety zone”) hearing the beating of the
thunder drums suffer a number of points of dam-
age equal to the level of the caster.

War Paint
Range: 0’
Duration: 1 day

This spell functions just as the earlier spell
hunting paints but at doubled effectiveness.
Thus, the caster can create a set of pigments that
will reduce armor class by 4 ot provide a +4 bo-
nus to all attack rolls, damage rolls, or saving
throws. These effects cannot be combined with
other magical auras or the spell fails.

Level FOur

Bind Totem*
Range: 60’
Duration: Permanent

This spell enables shamani to bind an animal
to an individual who has its totem. Once the
spell takes effect, the animal will follow the sub-
ject of the spell and obey his verbal commands
to the best of its ability. Obviously, the less intel-
ligent the creature, the less sophisticated its
commands can be. Only one totem animal may
be bound to an individual at any given time;
casting the spell a second time releases the first
animal. Both the subject and the totem animal
must be within range when the spell is cast.

Cure Serious Wounds*
This spell functions just like the 4th level cler-
ical spell of the same name.

Fire Gate
Range: 0’
Duration: 5 turns




In order to use this spell, the shamani must
build a special fire out of various sacred woods,
powders, and herbs. This takes 1 hour, but pro-
duces a special magical fire that will burn for 1
hour per level of the shamani. Once this fire is
created, this spell can be cast upon it at any time
until it burns out.

When the spell is cast, it allows the shamani to
walk into the fire and be instantly transported to
any other man-made fire that he knows of. Be-
cause of the requirement that the shamani know
the location of the fire he wishes to be transported
to, all of the tribes maintain try to maintain some
manner of campfire at all times in the event thata
shamani should wish to visit them.

The casting of this spell does not allow the sha-
mani to return to his starting point, nor does it
permit him to take along other characters. Because
the spell will transport everything that the charac-
ter is currently holding, however, it is possible for a
shamani to bring another person so long as that
individual is held by the shamani and does not ex-
ceed his maximum weight allowance.

Growth of Plants”
This incantation functions just as does the 4th
level magic-user spell of the same name.

Neutralize Poison*
This spell has the same effects as the 4th level
clerical spell of the same name.

Sanctify
Range: 0’
Duration: Permanent

This spell is employed by the shamani during
the performance of various mystical rites and is
vital to some of the most important ceremonies
held by the various tribes. In game terms, its ef-
fects are minimal outside of that role save that it
can be employed in the same manner as a minor
blessing to make weapons strike creatures nor-
mally harmed only by magical weapons or to
give an object a magical aura that can be seen
with a detect magic spell. Unlike the minor
blessing spell, however, the sanctify enchant-
ment is permanent when used in this manner.

Speak With Plants
This spell functions in the same manner as the
4th level clerical spell of the same name.

Summon Animals
This spell works just like the 4th level druid
spell of the same name.

Level Five

Commune
This spell functions in the same way that the
5th level clerical spell of the same name does.

Cure Critical Wounds*
This spell is handled in the same way as the
5th level clerical spell of the same name.

Dispel Evil
This spell can be treated in the same manner




as the 5th level clerical spell of the same name.

Dispel Magic
This spell is the same as the 3rd level magic-
user spell of the same name.

Eye of the Eagle
Range: 0’
Duration: 1 day

This spell can be cast upon any individual on-
ly at the moment of sunrise. Once in place, the
enchantment makes it impossible for the charac-
ter to miss his target when using missile weapons
until sunset of the day on which it was cast. Fac-
tors such as range apply only as they limit the
weapon itself, not the archer, for no roll to hit
the enemy or target is required.

If the weapon being used scores its maximum
damage, it is assumed to have hit its mark so
perfectly that it does damage above and beyond
that normally possible with the weapon. To re-
flect this, the damage roll is made again and this
second total added to the first to determine the
total amount of harm inflicted. If the second
roll also comes up with 2 maximum score, the
process continues until a lesser roll is made.
Thus, there is theoretically no limit to the
amount of damage an archer with this spell cast
upon him can inflict.

Polymorph Self

This spell functions in the same way as the 4th
level magic user spell of the same name. If the
caster is assuming the shape of his totem animal,
however, its duration is doubled.

Totem Mastery
Range: 240’
Duration: 1 turn/level

In order to cast this spell, a shamani must cap-
ture the totem animal of his intended subject.
This can be done with or without the knowledge
or permission of the victim. Once captured, this
spell is woven over the animal.

From that point on, until the end of the
spell’s duration, anything that affects the ani-
mal will also affect the spell’s subject (and vice
versa). Thus, if the animal were given a sleeping
potion, the subject would also fall asleep. This
extends all the way to the point of death, with
the demise of the animal also bringing on the
death of the subject.

When the spell is first cast, its victim is al-
lowed a saving throw versus spells to avoid the
effects and negate the spell. If that fails, he is
wholly subject to the shamani’s treatment of the
totem animal.

Truesight
This spell functions just as the 5th level clei-
cal spell of the same name.

Level Six

Creeping Doom

This spell operates in the same manner and
with the same parameters as the 7th level druid
spell of the same name.

Cureall
This spell duplicates the effects of the 6th
level clerical spell of the same name.

Infusion
Range: 0’
Duration: Permanent

This spell is the most powerful of the shamani
ritual magics. It is used only in their most holy
and sacred services when creating shrines or sim-
ilar areas of absolute faith.

When used in game play, it has the effect of
drawing the blessings of Atruaghin down for the
caster and his companions (up to 1 person per
level of the shamani) so that each one of them
will automatically make their next saving throw.
Once that has happened, the spell fades out for
that person, but continues to remain in effect
for every other enchanted character. Thus, it is
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possible for the spell to linger indefinitely until
each and every person that it was cast upon has
been forced to make a saving throw for some
reason.

Lore
This spell functions just as the 7th level magic
user spell of the same name does.

Quest*

This spell functions in exactly the same man-
ner as the 5th level clerical spell of the same
name.

Symbol
This spell functions just as the 8th level magic
user spell of the same name does.

Weather Control
This spell is identical to the 6th level druid
spell of the same name.

Wrath of Atruaghin
Range: 240’
Duration: 1 turn

This spell draws Atruaghin’s attention to
some great threat to his people and causes him
to direct his legendary sense of vengeance at the
target. Because of this, shamani must be careful
to use it in only the most important of situa-
tions. Dungeon Masters are free to punish those
who would abuse this power in whatever way
they like.

This spell can have many manifestations, de-
termined by the Dungeon Master at the time of
casting, but is certain to inflict 2 huge amount
of damage on its targets. As a rule, the damage
done is equal to 1d8 per level of the caster, up to
20 hit dice of damage. The allocation of the
damage, where applicable, is wholly up to the
shamani.

Thus, a 35th level shamani who calls down
the Wrath of Atruaghin on a band of 50 orcs
might be rewarded with a great stroke of light-
ning from the heavens that inflicts 20d8 points
of damage. If the roll was, say, 150 points he
could opt to inflict 3 points of damage on each
orc, 6 points of damage on half of the orcs, and
so forth.

Author’s Note: Dungeon Masters are encour-
aged to be creative with this spell, as it is often
grand and glorious in its results. This is the sort
of magic that special effects technicians love, for
it is both deadly and spectacular.
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ENVIRONMENT

The center of the northern half of the Atruaghin
Plateau is a region of vast, rugged plains. Some-
what more fertile than the lands to the east in-
habited by the Children of the Bear, it is also
blessed with a trio of mighty rivers and two great
lakes. Tall, swaying grasses cover the plains, fed
by occasional rains and natural springs.

This is the realm of the buffalo. Vast herds of
them sweep along the plains, raising a cloud of
dust miles into the sky with their thunderous
passing. Few sights in the Known World are as
wondrous as the daily movements of these
mighty creatures.

In addition to the plains that dominate this
area, however, is a series of rough valleys carved
from the surface of the plateau by the action of
three mighty rivers: the Matai, Baldika, and
Freetakkan. These waterways flow northward
from Horn and Thunder Lakes, led away from
their sources in an unnatural direction by the
generally downward grade of this half of the pla-
teau. Two of them, the Matai and Freetakkan
rivers, plunge off the edge of the Atruaghin Pla-
teau in a pair of cascades that hammer into the
waters of Roaring Lake far below.

These valleys are caches of life in this vast sa-
vannah. Within the shelter of their rugged stone
walls are thick forests that provide a home for
any number of wild animals. Everything from
game animals, like elk and small herds of deer,
to dangerous hunters, like the cougar and wolf,
can be found in these regions.

LaNGguage

The Children of the Horse are almost unique
among the intelligent races of the Known
World, for they have no spoken language. Rath-
er, they communicate wholly through hand
signs and gestures. While it is believed that
these warriors once had a system of speech, they
appear to have abandoned it. It seems most
likely, at least in the opinion of sages who have

studied the tribe and learned its ways, that the

~ hand signs they now use developed out of a

need to communicate silently while hunting or
across great distances on the plains. If this is the
case, then they eventually gave up spoken words
altogether in favor of their new silent tongue.
It is generally possible to find an individual
among any given tribe that speaks a little bit of
the languages spoken by one of the other clans.
Certainly, all of the shamani among them speak
one or more of the other clan languages, but it is
considered impolite to communicate verbally
while in the villages of the Children of the
Horse. Visitors who wish to stay with the Horse
Clans for a long period of time or to do business
with them on a regular basis, are expected to
learn their symbolic language. If they do not,
they will be told to leave these lands sooner or
later—and as with all orders from these warriors,
such instructions should not be taken lightly.

Villages

The Children of the Horse make their homes in
the fertile valleys that cut across the northern
part of their territory. Here, they live in well con-
structed pit houses and gather the few fruits,
nuts, and berries that compliment their largely
carnivorous diets.

Only married couples, shamani, and the war
chief have private homes. In such cases, how-
ever, the average Horse Clan house is built half-
sunken into the ground. By setting all of their
homes partially beneath the surface of the earth,
the Children of the Horse take advantage of the
soil’s natural insulation. Thus, their homes tend
to stay warm in winter and cool in summer with
only 2 minimal effort on the residents’ part. A
typical pit home is some eight feet in diameter.
At the center of the house is a fire pit to allow
for some cooking and heating.

All of the other Children of the Horse, that is
all single men and women over the age of 16,
live in long dormitory-style bunk houses. Simi-
lar in construction to the family homes, these
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are much longer. In fact, some of them measure
as much as fifty feet in diameter. The fire pits at
the center of these large buildings are, obvious-
ly, bigger than those found in the individual
family homes.

Being natural warriors, the Children of the
Horse surround their villages with earthen
mounds, deep trenches, and fences manufac-
tured from sharpened logs. Each village has a
large wooden stockade in which the tribe’s
horses are kept. Lesser yards are maintained for
the various domestic animals, mostly chickens
and small pigs, that the villagers keep to feed
themselves.

Although the Children of the Horse practice
no form of farming for the purposes of feeding
themselves, they do maintain patches of flowers
and similar decorative plants around their
homes. In addition, the village is likely to be
ringed (outside the wooden palisade) with briars
and other thorny shrubs carefully tended by the
women of the tribe.

Bullboats

Curiously, although the Children of the Hotse
live along the shores of two great lakes and three
major rivers, they never developed an interest in
water travel. Although they do manufacture
small craft known as bullboats, these are used
only for the shortest of aquatic ventures, for they
are clumsy and unsafe.

Bullboats are constructed by stretching a
tanned hide, usually that of a buffalo or elk,
over a framework of branches lashed together
with leather strips. In practice, these bowl-
shaped craft are unsafe for more than one or two
passengers. The Children of the Horse use bull-
boats for the little fishing they do and in their
funeral ceremonies.

Buffalo HuNts

With each coming of the fitst full moon in sum-
mer, spring, and fall, the Children of the Horse

organize a buffalo hunt. The warriors of the
tribe mount their horses and ride off to the
south—toward the plains where the buffalo
herds thrive. While on a hunt, the warriors lead
a very different life than they do at home. In ad-
dition to the warriors, two or three shamani join
the hunt to focus the attention of Atruaghin on
his people’s needs.

Tipis

While on the southern plains in pursuit of buf-
falo, the Children of the horse live in temporary,
conical homes that they call tipis. Each of these
consists of a2 wooden framework with a base ten
to twenty feet in diameter. Over this frame is
stretched a series of tanned buffalo hides. A sin-
gle flap is left open on one side of the tipi, with
a weighted hide serving as a door. Near the top,
a pair of other flaps (called ears) act as a chim-
ney, allowing the owner of the tipi to build a fire
for warmth. In bad weather, the ears are closed
and the tipi is water tight.

While tipis might sound very complex for a
temporary shelter, the average watrior can erect
one in less than half an hour. In ideal condi-
tions, the process can take less time and in bad
weather it may take slightly longer.

The outside of the tipi is covered with crude
paintings made by the occupant to tell others of
his skill in battle and on the hunt. As a rule, the
more experienced the warrior, the better deco-
rated his tipi. The tipis of the hunt’s shamani
are by far the most lavishly decorated, since eve-
ry hunter is required to add his own painting to
each of the shamani tipis.

Travois

In order to transport all of the materials that
they will need over the course of the next few
weeks, each of the hunters secures a travois to his
horse. These wooden structures serve the same
purpose a wagon does in many cultures, but the
Children of Atruaghin make no use of the wheel
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and so such conveyances are not found among
them.

A travois consists of two long poles that are
secured to a harness about the horse’s waist. The
poles fan out behind the horse, touching the
ground only at their sharpened points. Between
the two poles is a platform that allows the ani-
mals to carry heavy weights.

As a rule, a horse pulling a travois cannot
travel faster than a walking pace, but has it cat-
rying capacity increased by half. A horse with a
travois is fully capable of bearing a rider as well.
In the event that speed is required, the harness
holding the travois can be quickly untied or cut
with a single stroke from the rider’s knife. With
that, the horse is freed of its burden and can in-
stantly break into a gallop. Because travois are
designed to be abandoned in a crisis, all riders
carry their weapons with them in the saddle.

HunNtiNGg TechNiQues

In order to bring down the mighty buffalo, the
Children of the Horse employ many techniques.
The most straightforward of these, however, is
the most popular with the hunters, for it in-
volves great personal risk, and thus allows them
the greatest chance to prove their valor and
skills.

When a herd of buffalo is located, the
hunters drop their travois and move closer. The
shamani look over the herd and pick out a few
of the animals as targets for the hunters, who
take up their bows and make ready to fire. A
volley of arrows is released, marking the ani-
mals that will be hunted and, generally causing
the unwounded animals to scatter. After this
first salvo, the hunters abandon their missile
weapons and ride down into the midst of the
buffalo. Those who have been hit with the ar-
rows are engaged with spears and knives. In
short order, and hopefully with 2 minimum of
casualties among the hunters, the wounded
buffalo are killed.

Other methods are used when the hunt has

gone poorly and it is necessary to insure that
enough animals will be killed to keep the tribe
supplied for the coming months. This is espe-
cially important during the autumn hunt, for
the tribe must survive the coming winter with-
out another hunt until spring. These practices
involve forced stampedes, in which the buffalo
are forced into ambushes or over a precipice,
manmade traps using pits, snares, or even the
magic of the shamani, and various mass slaugh-
ter techniques. Again, it is important to stress
that the Children of the Horse use these only
rarely.

ReturNiNG HOME

Once the hunt has been completed (usually
within a2 month after it began), the warriors turn
their sights toward home. Gathering the bodies
of the fallen, both buffalos and their compan-
ions, they return to the fertile valleys of the
north. Once again, their travois are vital for the
transportation of slain buffalo, many of which
weigh several hundred pounds.

When the hunters return, a great celebration
is held in their honor. During this time, they
sing songs of their bravery and tell the tales of
their fallen. It is a period of mourning for the
dead and jubilation over the success of the hunt.

Spoils of the HuNt

An important part of the post-hunt celebration
is the butchering and processing of the slain
buffalo. With an amazing amount of ingenuity,
the Children of the Horse set about their task,
ensuring that little, if any, of the hard-won buf-
falo are wasted.

The meat is dried, smoked, or otherwise pre-
served and stored in bell-shaped, underground
chambers for use later. Fresh buffalo meat is
considered a delicacy, and is eaten only at the
feast following the hunts.

The hide of these noble animals is stripped
from the carcass and tanned. After that,
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the Children of the Horse use it for a variety of
things. Among the most obvious of its purposes,
however, is as tipi walls and bullboat hulls.

The bones are stripped of their marrow,
which is either eaten or set aside for use by the
shamani in their mystical practices. Following
that, the bones are made into tools and weapons
ranging from knives and axes to sewing needles
and ornamental decorations. The skull is fash-
ioned into a chalice used by the shamani in mys-
tical rites, and the teeth are pierced and made
into jewelry.

The various internal organs of the creature are
not wasted, either, with many of them serving very
specific and important purposes. The stomach, for
example, is cleaned out and fashioned into a wa-
tertight pouch that can be used to carry drinking
water or to cook stone-boiled soups. The bladder
and intestines are sealed with tallow and made in-
to pouches that will hold preserved meat for
months or even years to come. The liver, fat, and
brains of the animals are used to soften and tan
hides. Even the creature’s gallstones find their

place, being used to make a brilliant yellow paint

that the shamani use to prepare warriors for a great
battle.

FuNeral Rites

When one of the Children of the Horse dies, it is
a time of sadness for the entire tribe. Being a
warrior people, they look upon all of their men
and women as an important resource. Thus, for
three days following the death of a tribe mem-
ber, the village is in mourning. The body is
placed atop a ceremonial platform in the center
of town where all of the Horse Clan are expected
to call upon it and pay their last respects.

At the end of the period of mourning, the
body is carried by a funeral party of shamani to
either the Matai or Freetakkan rivers. Here, fol-
lowing a brief ceremony, the body is placed in a
bullboat and set adrift. Some time later, now
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entrusted to the care of Atruaghin himself, the
boat and its occupant plunge over one of the
mighty cascades to their final resting place far
below in the waters of the Roaring Lake.

The shamani return to the village and bring
word that their charge has faced his or her end
bravely, with dignity, and now resides in the
realm of the Immortals with Atruaghin and the
great totems.

WaRrfaRre

The Children of the Horse are warriors, plain
and simple. They value combat and valor above
all else. However, they seldom come into contact
with outsiders and, thus, have little call to prac-
tice their killing arts. Because of this, they en-
gage in an on-going series of counting coups or
practice wars with the other tribes that make up
the Children of the Horse.

CountiNng Coups

Many outsiders look upon the counting coups as
a sort of game, and perhaps it is. Certainly the
combatants must follow a strict set of guidelines
and rules of conduct. While the most important
of these, of course, is Atruaghin’s own code that
forbids any Child of Atruaghin from killing any
other, lesser regulations govern conduct in bat-
tle and the treatment of prisoners, and have
some similarities to the traditional codes of chiv-
alry imposed in some fighting orders found in
the outside world. Further, the analogy to a
game is strengthened because the accumulation
of glory and honor seems to fill much the same
place as score keeping in other cultures’ sports.
One of the most common ways in which a
counting coup attack might be made on another
tribe involves the theft of horses. A group of
warriors will sneak into the camp of another
tribe and steal as many of their horses as possi-
ble. Once this is done, they return to their own
village and await either a “counterattack” or an
offer to buy the animals back. Another similar
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practice would be for a single warrior to sneak
into the camp and steal the horse of a particular
warrior. In the latter case, the accumulated glory
is, of course, far greater.

When a direct confrontation takes place, both
sides attack with a fury that rivals any army in
true conflict. Blows from real, but blunted,
weapons are exchanged and injuries are often in-
flicted. While these attacks can be quite severe,
warriors are expected to do everything in their
power to avoid killing others. If a warrior’s at-
tack turns out to be fatal, the attacker is expect-
ed to join the body of his victim in the bullboat
that carries him over the great cascades. Failure
to do so voluntarily and with dignity simply
means that the killer will be captured and ren-
dered helpless before being sent to his final rest-
ing place.

WeapoNs aND ARMOR

As with nearly all of the Children of Atruaghin,
the Horse Clan makes no use of conventional ar-
mors. The tanned leather hides that they wear
do provide them with a fair degree of protection
from attacks, giving them an AC of 8. They do
make use of wood and buffalo-hide shields that
further reduce this to AC 7.

While the Children of the Horse make use of
bows when hunting, they seldom employ them
in combat. Striking an enemy down from a dis-
tance provides no glory for the warrior making
the kill. Thus, when a character from this clan
uses a bow or other ranged weapon in combat,
he or she forfeits all experience points for that
engagement. Even if other enemies are then
killed in melee combat, the dishonor of the
ranged attack taints the entire battle.

For close order combat, the Children of the
Horse employ long, slender lances (treated as
spears) with buffalo-bone tips on them. They al-
so employ a small variety of hand axe that is
treated exactly as its Known World counterpart.
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WaRrboONNEls

Every Horse Clan warrior wears a warbonnet
when he goes into combat, Fashioned from a
stiff, leather headband, the warbonnet is set
with the feathers of eagles. For every enemy
killed in combat, the warrior adds another
feather to his bonnet. Unintelligent foes do not
count toward this total, only sentient creatures
face in single combat. The warrior with the
greatest accumulation of feathers in his or her
bonnet is the ruler of the tribe when it enters
into battle and is known as the war chief.

Mebdicine BuNdIes

The Children of the Horse believe that all crea-
tures, good and evil, great and small, are im-
bued by the Immortals with magical power. In
some this power is weak, leaving the individual
unable to harness the supernatural powers of the
universe. In others it is great, and the spiritual
forces of the world obey their commands. The
former type of person follows a career that re-
quires little or no contact with the supernatural,
becoming fighters or thieves. The latter class of
person seeks out the unknown and embraces it
becoming a magic-user, cleric, druid, or even
shamani.

Those without great access to supernatural
power do not forsake that which they cannot
wield, however. To do so would be folly. Rather,
they seek the guidance of the tribe’s shamani
and ask his help in the crafting of a makaki or
medicine bundle.

The making of a makaki begins with a hunt in
which the character must seek out his or her own
totem animal without the aid of a shamani’s
magical power. Once the animal is found, it is
killed and the heart cut from the body. This
heart is cured in such a way that it can be fash-
ioned into a tough, leathery pouch. The rest of
the carcass is burned in a special fire built by the
shamani, and a handful of the ashes are placed
in the makaki. They lay the spiritual foundation

for the coming enchantments.

Once the makaki is fashioned and the ashes
have been gathered in it, the character begins to
gather items associated with his totem spirit. For
example, if the character’s totem animal is an
elk, the character might gather a number of wild
flowers that are known to be a popular food for
the animal, or some of its dung from a game
trail that it frequents. As soon as six of these
items have been gathered, the character takes
them and the bundle back to the shamani.

In a ritual that must be held under the light
of the full moon, the shamani calls upon the
Immortals to bless the makaki. Each ceremony
will allow the shamani to enchant one bundle
per level of experience on each of the three
nights of the full moon. Thus, a 5th level sha-
mani could enchant as many as 15 makaki per
month, although he would seldom be called
upon to undertake such a massive ceremony.

The ritual ends with the coming of the dawn
as the character holds out his left arm to the sha-
mani. With a slender bone knife, the shamani
cuts the supplicant’s flesh and allows the blood
to drip onto the ingredients assembled in the
bundle. Enough blood is drained to deprive the
character of 1d4 hit points before the enchant-
ment is complete.

With the makaki now fully empowered, the
character lashes it to his waist in the same way
that citizens of other lands might carry a coin
purse. Whenever a character with a makaki is
called upon to make a saving throw or ability
check while wearing his makaki, he gains a +1
bonus.

Further, the character can call upon his totem
spirit for protection in the event that the save or
check fails. If he chooses to do this, the die roll
for the saving throw or ability check is ignored
and the character is assumed to have successfully
overcome the hazard. Whatever caused the
character to attempt the saving throw or ability
check will destroy the makaki, however, forcing
the character to fashion a new one if he wishes to
regain his + 1 saving throw and ability check bo-

nus.

32



ChildreN of the Honrse

For example, Tewn Fire Eyes is on a buffalo
hunt with several members of her tribe. She
leaps off her horse and onto the buffalo with a
bone-tipped lance in her hand and a howl of
rage on her lips. The DM announces that the
vault will require an ability check on her Dexter-
ity score. Because she has her makaki on her
belt, Tewn receives a +1 bonus to her check.
She rolls the die, and is shocked to find that she
has missed. Aware that this may well mean her

death under the hooves of the thundering herd,
she calls upon her totem spirit (the owl) to help
her. The DM announces that, at the last possible
second, she managed to grab hold of the ani-
mal’s horn and pull herself onto its back. She
has dropped her lance and the force of the im-
pact has caused her makaki to split open and
spill both its contents and magic. With a word
of thanks to her totem, Tewn reaches for the
knife on her belt and finishes the hunt . . .




In the outside world, there is much about the
Atruaghin Clans that is unknown or misunder-
stood. Much of what the average citizen of the
Known World does know about these people,
however, has been learned from contact with the
Children of the Bear. The reason for this is sim-
ple enough to understand, as most of the con-
tact that other nations have had with the
Atruaghin Clans has been with the cliff-
dwelling Bear Clan.

The WORID Elevator

In the center of the territory ruled by the Bear
Clans, a mighty wooden machine has been
built. Stretching from the top of the plateau to
the forests below, this device is the mighty ele-
vator designed to allow access to the top of the
Atruaghin Plateau.

This device was designed and built by the Re-
public of Darokin in exchange for the exclusive
rights to trade in various commodities produced
by the Atruaghin Clans. It consists of a pair of
solid wooden platforms, each large enough to
hold three large wagons and their teams, linked
together by a long steel chain. When cargo 1s to
be raised or lowered, a counterweight is placed
on the other end of the platform that roughly
balances the cargo. A crank atop the plateau is
turned, and with the weights being roughly
equal, the transference is made with little diffi-
culty. The winch mechanism that guides the
chain is ratchetted so that it cannot “run wild”
in the event of a mishap. Traveling from the top
of the plateau down or vice versa can take several
hours, but the trip is safe and the view breath-
taking. While many people find that they can-
not stand the view, since it certainly threatens
anyone with even the most minor fear of
heights, the only alternative is a long and dan-
gerous climb up the almost vertical precipice
that borders the Atruaghin Plateau.
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ENVIRONMENT

The Children of the Bear live on the
northeastern-most regions of the Atruaghin Pla-
teau. The land here is dry and flat, often being
covered with sparse grasses and scattered springs
that do little to make the region fertile. Most of
the moisture-bearing clouds that rise up from
the southern seas lose their life-giving waters
when they brush up against the plateau. Thus,
while rain is frequent along the southern coast
and atop the southern regions of the plateau, it
seldom finds its way to the lands of the Bear
Clan.

Because of this, the Children of the Bear have
had to adapt to a lifestyle that enables them to
survive in an environment scarcely more hospi-
table than that which is home to the desert
dwelling peoples of Ylaruam. In order to escape
the merciless winds that sweep across this region
of the world, often carrying with them biting
sandstorms and parching heat, they have moved
into cave dwellings that cling to the sheer verti-
cal surfaces on the northeastern surfaces of the
Atruaghin Plateau.

BuildiNnGg TechNiQues

The first thing that strikes visitors to the Bear
Clan is the unusual constructions in which these
peaceful people live. Like many of the
Atruaghin Clans, the Children of the Bear have
a firm belief in the importance of self-defense.
It must be assumed that this dates back to the
time before Atruaghin’s return, when these
lands where ruled over by the oppressive hand of
the humanoid tribes. Whatever the reason for
their beliefs, however, they clearly influence
each and every building erected by the Bear
Clans.

As has been stated above, the Bear Clan
makes its home on the vertical cliff faces of the
Atruaghin Plateau. Often, they begin a new
town by finding a large, flat ledge and assem-
bling wooden ladders and pulley systems to en-

able them relatively easy access to it from the top
of the plateau. Once these rudimentary systems
are in place, the construction work can begin.

The first step in actual construction is the
building of a wall that rings the entire ledge.
This wall is built from sunbaked bricks of adobe
and reinforced with wooden poles lifted up from
the forests at the base of the plateau. Clearly, the
task of raising these wooden supports from so far
below is monumental. This being the case, the
workers are as economical as possible in their use
of the valuable timber.

Once the wall is constructed, houses and shel-
ters are built outward from the face of the cliff.
These buildings never abut the wall itself, how-
ever, as a generous “killing field” is always left
in the event of an attack from cliff scaling ene-
mies. It is important to note that, while the idea
of an attack up a sheer cliff several thousand feet
high may seem utterly absurd to the minds of
most people, the Children of the Bear refuse to
discount it. Thus, they are always on their guard
for an attack that any outlander would consider
nothing short of suicidal.

While the stone and adobe buildings that
they assemble may seem to represent only a
minimal amount of engineering expertise, the
reverse is actually true. Unable to import
enough wood to make liberal use of it in con-
struction, they have learned to use the materials
at hand and use them well. Proof of this can be
seen in the fact that some of their structures
reach four and five stories.

As a rule, the walls (both inside and out) of
their adobe and stone buildings are plastered
with a fine coating of clay much like whitewash-
ing. The making of this glaze is a secret known
only to the shamani of the Bear Clan. The diffi-
culty of making this sacred material is evidenced
by the fact that it takes as long to make the wash
for a building as it does to fashion the structure
itself. Once the mixture is completed, the eldest
shamani directs his youngest apprentices in its
application. When it is completed, the Bear
Clan believes, the blessing of Atruaghin is
gained. Proof of this, they assert, can be found
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in the fact that wounded who rest inside a Bear
Clan home will heal at twice the rate that they
do elsewhere.

In order to supply themselves with drinking
water and an irrigation source for their farming
needs, the Bear Clan turns its efforts to the earth
itself. Working day and night, they begin to
carve deep caverns into the stone of the cliff it-
self. Here, in these deep chambers, they dig
their wells and build storage areas. In many
cases, miles and miles of these warrens will hon-
eycomb the cliffs behind a Bear Clan town. If
disaster looms above the town, there is always
more than enough room for the Children of the
Bear to seek refuge beneath the protective stone
of the Atruaghin Plateau.

GOVERNMENT

The Children of the Bear are a democratic
people who place great importance on the hon-
oring of Atruaghin. While they have a recog-
nized chief, their leader is elected yearly. While
in office, the chief rules only by the consent of
the governed and so long as the highest ranking
shamani in his town affirms that Atruaghin is
pleased with his reign. While in office, however,
the chief has absolute power until removed by
either a popular vote or a disabling injury.

Any citizen of the tribe has the right to call for
a vote of confidence in the leader at any time.
Such an action is seldom undertaken, however,
for if the vote is in favor of the ruling chief, the
person who raised the issue is required by tradi-
tion to leave the tribe. The individual becomes
an ahtkasti, or wanderer, forced to live a no-
madic life on the harsh surface of the plateau for
the rest of the chief’s term in office. As soon as
the next regular election is held, the ahtkasti is
forgiven and may return.

If the chief is voted out of office, however, he
becomes ahtkasti and must leave the tribe until
after his replacement has served as chief for a
year. Despite the survival skills of these proud
people, few ever survive for more than a few

months on their own, so a long period as an
ahtkasti is often a sentence of death.

FarMiNG

High atop their ledge cities, the Children of the
Bear have established a network of farms to sup-
ply themselves with a variety of foods. Because
of the dry climate that exists on the top of the
plateau, they have become among the most tal-
ented farmers in the world. Working carefully,
and making sure that they waste not a drop of
water, they are able to raise a variety of crops.

The most common crop of the Bear Clan is
corn. Vast fields of these plants stretch across the
windswept plains, irrigated by a series of wells
and cisterns. To outsiders, their crops seem small
and frail—certainly inferior to those grown in
the rest of the Known World. A closer examina-
tion will reveal that the ears of corn produced by
these plants is every bit the equal of that grown
in more fertile lands. Further, the corn itself is
not only yellow or white, as it is throughout the
Known World, but comes in a variety of hues
ranging from red and brown to blue and green.

The other crops raised by the Bear Clan,
mostly wheat and beans, look just as fragile as
their corn stalks. However, like the other plant,
these are also the equal of those found else-
where.

Perhaps the most intriguing thing about Bear
Clan farmers is that they work mostly with sim-
ple wooden digging sticks. Some of their tools
are made of stone, mounted on wooden han-
dles, but never do they use iron or other metals.
In fact, they have resisted the introduction of
such technologies from nations like the Five
Shires and Darokin. It is widely believed among
the Children of the Bear that metal farming
tools poison the soil. Thus, they will have noth-
ing to do with such innovations.
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The Children of the Bear are, as has already
been said, masterful farmers and architects. This
mastery, is however, obvious only to those who
have made the perilous journey to their towns.
To those who know the Atruaghin Clans only
through imported goods, there are two other ar-
eas in which these noble people excel: pottery
and weaving.

Pottery

While the Children of the Bear have become
masters of adobe, stone, and clay construction,
they have also learned more basic applications
for these skills. Chief among these is the making
of pottery. Working without the benefit of a
potter’s wheel, these so-called primitives create
masterpieces that are certain to fetch a high
price in any land. Each piece of pottery, be it a
simple drinking cup, a serving bowl, or a large

urn, is covered with ornate paintings and intri-
cate patterns.

Each craftsman in the tribe has his or her own
style of painting. In almost every case, these are
so distinctive that those familiar with Bear Clan
pottery can instantly recognize the maker of a
given piece after even a cursory examination.

In the outside wotld, pottery created by the
Children of the Bear will sell for half again what
that made by other craftsmen will. If the artist is
particularly talented, the price may increase to
double normal wvalues. For this reason,
Atruaghin pottery is 2 much sought-after com-
modity by those who deal in such things.

WeaviNg

In addition to their fields of corn, beans, and
grains, the Children of the Bear maintain a prof-
itable crop of cotton in their plateau-top farms.
Following the hatvest of the cotton crop, which
is staggered to avoid interfering with the reaping

37



of foodstuffs, the entire community gathers for
a great festival. The celebration begins with a
large scale harvesting operation in which all of
the cotton is gathered from the fields.

Once the fluffy white cotton has been assem-
bled, it is stripped of its seeds and, over the
course of the next several days, made ready for
the expert weavers of the Bear Clan. During this
celebration, food and drink are freely available
to all and the local shamani move through the
crowds, leading them in prayers of thanks and
offerings of devotion to Atruaghin and the to-
tem protectors of the clans.

Once the cotton is ready, the weaving women
begin their work. As the days pass, they turn out
bolts of cloth that are stored in the caves behind
the town. The quality of this material, even in
places where the technology used to make it is
higher, cannot be matched in the Known
World. As with the clan pottery, this fabric will
fetch prices ranging from 50% to 100% greater
than its typical competition.

The tools used in this process are uniformly
primitive. The cotton seeds are removed with
card looms fashioned from wood and bird
bones, the needles used in sewing are all fash-
ioned from bone, and all of the weaving of cloth
is done wholly by hand.

Mysticism

The Children of the Bear look upon the wor-
shipping of Atruaghin as their only purpose in
life. They believe that each and every act they
undertake must be for the greater glory of
Atruaghin, or it is wasted effort. For this reason,
crime is unheard of in the Bear Clan. When the
farmers gather crops, they do so in the name of
Atruaghin. When the women of the tribe bring
forth children, they do it only to increase the
number of followers devoted to Atruaghin.
When the men fight to defend themselves, they
know that their valor reflects upon Atruaghin’s
own. Thus, they cannot allow themselves to give
less than their best effort.

The House of AtrRuaGghiN ———

At the center of each village is a single square
house. Unlike the other structures, this one has
a basement cut into the stone ledge beneath it.
The outside is lavishly decorated with ornate
paintings of various important mystical events
in the history of the tribe. Inside are placed the
most valuable treasures of the tribe—for this is
the House of Atruaghin. Only shamani may en-
ter this place, for all others who do so are in-
stantly branded as outlaws and will be put to
death by the tribe. It is said that the shamani
can instantly spot someone who has violated a
House of Atruaghin, for they are unclean and
the vision of the shamani reveals the aura of cot-
ruption about them.

Offerings to Atruaghin are made here
throughout the year. When crops are harvested
or cotton gathered, a portion of the yield is
given to the shamani who place it in the house at
sunrise. The next morning, these offerings are
always gone—a sign that Atruaghin is pleased.

Tribute to Atruaghin is expected not only from
the Children of the Bear, however, Travelers who
wish to seek shelter with the tribe are asked to
make some offering to the patron of the clans. If
they make a fair effort to give good value for the
services rendered by the tribe, Atruaghin will take
their offerings and the visitors will be treated as if
they were long time friends of the Clan. If their
tribute is of low value or if they are staying with
the tribe under false pretenses, the offering will
still stand in the house at the coming of the dawn.
Upon seeing this, the shamani will pass the word
that the outsiders are not welcome and they will
be put to death. While it is a quick and merciful
death, for these people are never cruel, it is death
nonetheless.

The DaNCe Of SERPENTS ———
Perhaps the most important of the Bear Clan’s

many mystical services is Sahkahn, the dance of
serpents. This is held each year at the start of
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spring and is intended to bring rain to the crops
atop the plateau. From beginning to end, the
ceremony lasts eight days.

The first four days of the ceremony begin with
a gathering of the shamani. After holding a
massive devotional ceremony in which all of the
people are called upon to make an offering to
Atruaghin, the shamani leave the village. They
travel to the top of the plateau and spread out in
all directions looking for snakes to capture. Over
the course of their days atop the plateau, they
gather as many snakes as they can. For the pur-
poses of this service, only poisonous serpents are
collected.

At dusk of the fourth day, having gone with-
out sleep while gathering snakes, the shamani
return to their people. They, along with the
snakes they bear, are sealed into the House of
Atruaghin by the reigning chief. They sleep un-
til dawn, as the snakes move freely about among
their resting forms. Curiously, during the entire
time of Sahkahn, no shamani is ever bitten by a
snake. There is no obvious reason for this, and

the Children of the Bear give all of the credit for
this miracle to Atruaghin.

When the fifth day of Sahkahn dawns, the
shamani begin three days of secret rites held in
the dark seclusion of the House of Atruaghin.
They take no food or water during this time,
and the snakes roam freely about. No outsider
has ever learned what transpires inside the house
at this time.

While the shamani pass their three days of se-
cret ceremonies, the Bear Clan moves about the
town applying colorful paints and dyes to the
outside of all the buildings. The pigments they
employ are all easily removed with water, so that
the first rain will strip them away and return the
town to its previous state.

When dawn comes on the eighth day of
Sahkahn, the shamani emerge from their secret
rites in the House of Atruaghin. With poisonous
snakes draped over their bodies, clutched in
their hands, and held in their mouths, they
dance throughout the village. Jubilation rules
the town, with dancing and celebration spread-

39




The
\ WORID Elevator

DesigNed and built by the
Mercantile ENgiNeeRriNGg
League of DarokinN

Overhead View of Plateau Top WiNch Asse
[

Mbly
1

1

—r
o

T

i3

I

Jidbcﬂgég:;.mnu|u-l:;h

B2y ;
0 PG 0L DN G B T O
o 5 O BT Bt s PR I e (Al

ing throughout the rest of the people as the sha- 2
mani move among them. The entire day is a
wild party of songs and merriment that ends
shortly before sunset when the shamani travel to |
the top of the plateau and release the snakes. |

Stone Counter-weight

CaravanN from Darokin

They re-enter their community only moments |
before the sun vanishes from the sky, and pro-
nounce that Sahkahn is over.
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Perhaps the most culturally advanced (from an
eastern viewpoint) of all the Atruaghin clans are
the members of the Turtle Clan. Although they
do not dwell atop the Atruaghin Plateau with
their peers, they are still considered to be a part
of that society.

The Children of the Turtle build their stout
homes on the southern shores of Atruaghin ter-
ritory. Here, they travel the seas to fish and reach
the scattered islands where they hunt for game
to feed their people. Visitors from the Minro-
thad Guilds and Ierendi have commented on
the skillful craftsmen who, like the turtles they
emulate, depend upon hard shells to protect
themsclves from the violence of the cruel sea.

WhaliNgG

Pethaps the thing that most impresses visitors to
the fishing communities of these people is their
skill at whaling. All manner of whales, from the
noble orca to the majestic sperm whale, will fall

41

victim to the spears of these brave fishermen.
Seafarers from other cultures who have had the
chance to witness a whale hunt are always
shocked and alarmed at the feat. The Children
of the Turtle set about stalking these great beasts
of the seas in canoes and boats that easterners
hardly regard as sea-worthy. Still, although fatal
accidents are not uncommon, the Children of
the Turtle almost always return with one or more
whales lashed to their vessels.

Climate

The region which the Children of the Turtle claim
as their own is a mild and temperate place. Heavy
rainfall, caused when the air masses of the south-
ern ocean brush against the sides of the towering
Atruaghin plateau, keeps the forest lush and the
ground fertile throughout the year. This, com-
bined with the temperature averaging effects of
the ocean’s waters, makes for a life undisturbed by
the rigors of harsh weather.
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The forests in which the Children of the Tur-
tle live are so lush as to be almost jungles. If the
climate were warmer, they would doubtless be
overgrown by dense vegetation that would ren-
der them almost unhabitable. As they stand,
however, they are an ideal climate.

Tall evergreens, giants compared to their
mote common cousins, dominate the landscape.
The tallest of these conifers reach heights of al-
most 350 feet and have bases fully 15 yards in
diameter. The Children of the Turtle sometimes
fell these titanic trees to fashion their great ca-
noes, but this is a rare occurrence.

The terrain in this region is rugged and bro-
ken beneath the towering forests. Ancient sto-
ries say that this area was once a region of
smooth hills and light woodlands similar to
those found in other portions of the Known
World. When Atruaghin drove the humanoids
from these lands, however, all that changed.
When he called upon the powers of nature to
lift up the plateau, the ground shattered as if
from the blow of a great hammer. Huge stones
were brought to the surface and great fissures
opened, only to be filled in by debris falling
from the side of the rising plateau. When all was
said and done, the geography of this region was
forever changed.

IMportant Customs

There are two major social rites that set the Chil-
dren of the Turtle apart from their cousins atop
the plateau. In the text that follows, each of
these is examined in some detail. Both of these
customs involve the showing of wealth on the
part of individual families in ways that are often
difficult for outsiders to understand or master.

GoOIldeN ONEs

Like most of the other Atruaghin clans, the
Children of the Turtle make no use of money as
easterners understand it. Although they have
come to accept the use of coins in their occasion-

al dealings with outsiders, they do not under-
stand the exchange of non-useful items for
valuable goods. They only accept them from
strangers when they know that they will later be
able to exchange them for goods with other out-
landers. It is important to note that the Chil-
dren of the Turtle are by no means naive traders,
though. They are reputedly the most savvy mer-
chants in all the Atruaghin clans and seldom, if
ever, come up on the short end of an exchange.

The only use of so-called precious metals by
the Children of the Turtle is in the casting of
““golden ones.” This interesting exception comes
to light only when one family wishes to chal-
lenge another. The reasons for such a challenge
might be many, but generally center on some in-
sult to the honor of the challenged family or an
attempt by one group to verify the worth of an-
other. The latter occurs mainly in the case of a
proposed marriage.

The challenging family will begin by gather-
ing together as much gold as they can. They will
use the coins they have gotten from outlanders,
jewelry or trinkets they have made from the
valuable metal, or any other source of ore they
can come across. The only gold safe from this
great scavenging is that already cast into a gold-
en one.

Once the gold has been gathered, a shamani
is called to oversee the melting of the metal and
the casting of the golden one. The ceremony
takes three days and is always centered around
the appearance of the full moon. On the first
night of the full moon, the gold is melted over a
bed of hot coals and made ready for the casting.
Throughout this process the shamani invokes
the blessings of the family’s ancestors and the
Immortals who watch over the Children of
Atruaghin.

On the second night, after the gold has been
propetly blessed, it is poured into a cast that has
been carved from stone. Once again, the watch-
ful eye of the shamani is employed to make sure
that no unwanted influences or evil spirits are
able to interrupt the ceremony. When the pout-
ing is completed, the casting is placed on a stone
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altar to cool. Throughout the night, the family
creating the golden one must fast and pray for
the success of this.process while the shamani
weaves powerful spells into the hardening
metal.

On the third night, the casting is broken care-
fully apart and the golden one is retrieved. The
shamani spends the majority of the night polish-
ing and finishing the golden one to make it ac-
ceptable to the Immortals. With the coming of
sunrise he presents it to the head of the chal-
lenging family and wishes them luck in their up-
coming trial.

With the completed golden one in his posses-
sion, the head of the family seeks out the head
of the family he wishes to challenge. He offers
the object for sale to the man or woman (usually
in front of as many other members of the tribe as
he can) and then sets a time for the transaction
to be “negotiated.” Although the challenger
can allow as little as one day before the negotia-
tion, it is customary to allow a period of 2 to 7
days.

Once the offer has been made, the challenged
party must set about raising the “money” to
purchase the golden one. As the Children of the
Turtle use no hard currency, the transaction is
made with goods, services, and the like in a bat-
tering fashion. All of the members of his family
(and the closest of his friends) are expected to
back him to the fullest in his quest to raise the
funds he needs to overcome this challenge.

The transaction is then completed at the ap-
pointed time amid much feasting and celebrat-
ing. After hours of incessant exaltation, the
head of the challenging family stands and calls
for the attention of the assemblage. He then of-
fers the item for sale once again and an intense
round of negotiations takes place between the
two participants. Obviously, the challenger
wants to get as much as he can for his golden one
while the challenged family wants to pay as little
as they can for the item. It is unheard of for a
family to refuse to buy a golden one which has
been offered to them, so the debate over its val-
ue can become quite heated.

When an agreement is reached, the golden
one is handed over and the payment accepted in
the presence of the shamani. Once this is done,
demands of honor and the like are settled and
the two families are considered to be on even
terms. In fact, many a close bond between fami-
lies has been started with a confrontation over
the purchase of a golden one.

If no agreement can be reached, both families
are assumed to be disgraced to some extent. Asa
rule, the rest of the clan can tell which side be-
haved more fairly in the process and will regard
them as the “winner” of the challenge. If no
such victor is obvious, then both families are
considered to have behaved pootly. In general,
the only way for a family to repair the damage
done to its reputation in this fashion is with the
celebration of a patshatl, as described below.

All golden ones are unique and cast in the
shape of some animal important to the family it
is to be sold to. If no such creature is immedi-
ately obvious to those crafting the golden one, a
shamani is called upon for advice. Further, each
golden one is named by the casting family in
some prideful fashion. For example, one might
be called “the finest that has ever been cast”
and another “‘that which shames all other gold-
en ones.” The grandeur of the name is an impor-
tant part of the value of the object.

Once a golden one has been accepted by a
family, it is placed in the home of their leader
atop a stone altar. Over the course of the years,
most families have accumulated a half-dozen or
so golden ones, all of which stand together.

The Immortals smile upon those who have
faced the challenge of the golden one, and re-
ward them for each such figure that stands on
their altar. Whenever the head of a family that
holds at least one golden one goes into combat,
either against foreigners or in a hunt, he gains a
number of bonus hit dice equal to the number
of figurines he has. While this does not affect
his attack rolls or other level-based abilities, it
does give him additional hit points that can
make an important difference in a dangerous
situation.




The Patshatl

Celebrations are an important part of daily life
for the Children of the Turtle. They consider
themselves the luckiest of Atruaghin’s descen-
dants and go to great lengths to commemorate
their good fortune at every opportunity. The
most common type of celebration is the patshatl
or great feast.

Almost any type of event can cause the out-
break of an impromptu patshatl. Such feasts
have been held to herald the return of successful
whale hunters back from the sea, to mark an im-
portant holiday (like the summer solstice), or to
celebrate victory in a battle against outlanders.
On rare occasions, an outlander who has proven
himself to be a true friend of the Children of the
Turdle will be given the honor of attending a
patshatl held in his name.

In addition to those patshatl held by the tribe
as a whole, individual families often host their
own great feasts. As a rule, this is done as a sign
of wealth or to celebrate a stroke of good fortune
(the birth of a healthy child or a recovery from
some great injury). Patshatl are also often
thrown in fgratitude for the kindness of another
petson or family.

It is not uncommon, however, for a patshatl
to be held as a means of expunging some dis-
honor from the family name. The severity of the
disgrace dictates the size of the patshatl in such
cases. In the case of 2 minor spot on the family
honor, a fair assortment of entertainments and
foods might be offered (something akin to tea
party hosted by one of Darokin’s minor trading
houses). Of course, it is not uncommon for even
the most incidental of patshatls to spawn a tribal
party that might go on for days. In more ex-
treme cases, such as those associated with the
failed purchase or sale of a golden one, only the
mightiest of feasts will serve to clear the family
name. These parties are on the order of a great
gathering in the Five Shires for the celebration
of some important holiday of the hin.

The average patshatl consists of a great array

of foods offered for the various members of the
tribe. Fresh, smoked, or salted fishes and meats
are common, as are a variety of fruits, nuts, veg-
etables, and other foodstuffs. Entertainment al-
ways accompanies the meal, with members of
the tribe donning brightly colored outfits and
ceremonial garments for the enacting of tradi-
tional stories and the retelling of epic tales.
Singing, often started by the host family and
taken up by the entire tribe, fills the air as the
great tale of Atruaghin is recounted for all to
hear. Throughout the course of the patshatl,
which can go on for as long as a week, sporting
contests are held so that the tribe’s warriors can
show their skills.

The final hours of a patshatl are marked by a
strange ritual of destruction. As a sign of his
wealth and power, the sponsor of a patshatl will
destroy some object of value. The greater the
value, the more honor gained from its destruc-
tion. In the case of a patshatl sponsored by the
entire tribe, each family will vie for rank in the
coming months by the destruction of property.
In rare cases, a truly powerful family might even
sacrifice a purchased golden one, magical item,
or hashaki slave (see Culture, below).

It is important to note that no diplomat from
the great Republic of Darokin has ever been
more aware of the importance of protocol and
political maneuvering than the holders of a pat-
shatl. The improper seating of an important
member of a rival family might prove a stunning
insult and a mistake in cooking or laying out a
meal could bring disgrace upon one’s family.

Culture

As with all of the various Atruaghin Clans, the
Children of the Turtle have their own unique
and vibrant culture. While they still consider
themselves to be kindred spirits with those who
live atop the grand plateau, they feel a certain
sense of independence because of their separa-
tion from the other tribes. Much of this is re-
flected in the importance they place on family,
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duty to the tribe, and social position within the
community,

Social Classes

The Children of the Turtle break themselves in-
to three general groups: hashaki (noble ones),
treshaki (families of honor), and loshaki (those
in disgrace). Unlike many similar caste systems
in the Known World, however, the society of the
Children of the Turtle is fluid. Thus, a loshaki
family that comes across the means to hold a
great patshatl might well find themselves con-
sidered as treshaki or even hashaki for a time.
Depending on the actions and fortunes of the
family in the future, they might retain theit new
status or fall back into the ranks of the loshaki.
A fourth class, the noshaki, exists, but is not
generally regarded by the Children of the Turtle
as a viable caste. The noshaki are made up of
slaves (usually prisoners of war) and those with-
out families. As a rule, children whose parents
are killed will be adopted by other family mem-
berts to prevent them from sinking into noshaki

noshaki are locked into place. They can never
become loshaki, let alone hashaki, and are for-
bidden to marry, have children, or own prop-
erty. In fact, most noshaki are themselves owned
by a more important family.

Manrriage

Marriage among the Children of the Turtle is not
the romantic thing that it is often made out to
be in many other cultures. Rather, it is often a
political move to unite families with some
grudge against one another or to increase the so-
cial status of an individual.

In the latter case, individuals may decide to
“break” from their own family to join that of
their mate. Of course, such a transfer is usually
done to allow a person to enter a family that is
traditionally of higher status than his or her
own. It is always accompanied by the offering of

gifts and promises of loyalty to the accepting
family. The actual ceremonies of acceptance are,
like most important events, accompanied by a
patshatl held by the lesser family to bid farewell
to their former member and a similar feast held
shortly thereafter by the greater family to wel-
come their new arrival.

PRrROpERLY

Another interesting feature of the turtle culture
is found in their customs regarding property and
its ownership. Before this point is addressed,
however, it is important to understand that the
concept of “ownership” is different from that
found in most of the so-called civilized world.
To the Children of the Turtle, ownership means,
more or less, the right to use something. While
this difference isn’t too important when dealing
with things like houses or personal items, it be-
comes fairly vital when discussing land. As the
Children of the Turtle, like most of the
Atruaghin clans, do not understand the concept
of individual “ownership” of land, the “right
to use”’ land means that an individual is free to
hunt, fish, or farm it as he sees fit.

All land, objects, and slaves owned by the
Children of the Turtle are assumed to belong to
the current chief of the tribe. At a grand festival
held every year on the winter solstice, the chief
accepts the offerings of all things that have been
newly acquired since the previous year'’s celebra-
tion. Once a complete accounting of these
things has been made, the chief “rewards” the
loyalty of his people by granting them leave to
keep and use these items for their own.

WaRfaRre

The Children of the Turtle seldom have any con-
tact with outsiders and, therefore, little cause to
practice the arts of war. This does not mean,
however, that they are not skilled combatants.
Like all the descendants of Atruaghin, the Chil-
dren of the Turtle believe that they must be ever




on their guard against a great variety of enemies.
This is, no doubt, a legacy of the time when hu-
manoids ransacked the regions now belonging
to the Atruaghin clans and enslaved the ances-
tors of the people who live there.

INSIRUMENTS Of WaRr

The Children of the Turtle are the only tribe of
the Atruaghin clans to employ armor in combat.
When their warriors ready themselves for battle,
they don vests composed of a tough leather with
hard wooden rods bound to it. This provides
them with a fair degree of protection, giving
them an armor class of 7.

In addition, they always wear wood helmets.
Their helmets are always carved with images of
their totem spirits and are believed to give the
warrior extra ferocity in combat. For this reason,
a warrior who fights without his helmet on suf-
fersa —1 penalty on all attack and damage rolls
while those who have them in place receivea +2

> i ANS.

bonus on all morale checks.

For weapons, the Children of the Turtle em-
ploy slender harpoons. These weapons are or-
nately carved and tipped with points fashioned
from the teeth of whales. They are similar in
many respects to the spears wielded by the other
peoples of the Known World in that they inflict
1d6 points of damage with each hit. In addi-
tion, these weapons can be thrown with a short
range of 20 feet, a medium range of 40 feet, and
a long range of 60 feet.

The Children of the Turtle also fashion knives
from the teeth of whales and arrowheads from
the teeth of sharks and similar animals. In the
former case, these weapons are the equal of con-
ventional daggers while the bows built by the
Children of the Turtle are the equivalent of short
bows.

~ Oddly enough, the members of this tribe
make no use of the sling. While it is clear that
they understand how to make and use such
weapons, they simply do not employ them.
Tribal elders will tell outsiders only that it is
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their way and that to change now would only
risk offending Atruaghin.

Woo00 CarviNg

It has been said that no other culture comes
close to the Children of the Turtle in their mas-
tery of wood working. From the grandeur of
their great canoes to the majestic symbolism of
their totem poles, the Children of the Turtle are
clearly the envy of all who work in wood.

Wood carving methods vary from family to
family, but always depend upon implements
crafted from the bones of whales and on judi-
cious use of fires. The latter is most clearly evi-
dent in the building of the great canoes that the
Children of the Turtle use in their largest whal-
ing expeditions.

Great CaNoes

From time to time, the chief of the tribe will de-
cide that they need to increase their whaling ca-
pabilities. When this is done, he announces it to
the tribe and they begin to make ready for a
great celebration.

Within a week, all other activities have been
reduced to secondary importance and a team of
men begins to work at felling one of the mighty
trees that dot the pine forests of the region.
Throughout the cutting process, which may take
as long as a week, the tribe’s greatest shamani
conducts a service asking the Immortals to bless
the men in their labors and the tribe in general.
The shamani does not sleep or eat for the entire
period, thus showing his devotion to the Im-
mortals.

When the tree is brought down, it is trans-
ported by a team of men to the seacoast. This
time consuming work is made only slightly eas-
ier by the use of logs as rollers to facilitate the
movement of the great tree. Care is always taken
to select a tree that is as close to the waterfront as
possible.

Once on the beach, wotk begins on the carv-

ing of the canoe. After an initial seties of cuts is
made, hot, smoldering fires are set to burn out
the center of the trunk. As the slow burning
fires do their work, the bark and branches of the
tree are cut away by careful artisans. In less than
a week, the rough form of the great canoe is
completed.

Over the course of the next few weeks, every
member of the tribe takes a hand at decorating
some portion of the boat. Although for the less
talented, this is minor (roughly the equivalent
of carving their initials in the craft), for others it
is a labor of love. Gradually, intricate patterns
begin to emerge and fine designs take their
place. When all is said and done, usually a little
over a month after it has begun, the Children of
the Turtle are rewarded with a fine canoe averag-
ing 100 feet long.

Once all work on the craft is done, the eldest
shamani is called again for a “launching” cere-
mony. As one might expect, this is again a time
of great feasting and celebration. At the height
of their jubilation, the memberts of the tribe
gather around the canoe and drag it to the wa-
ter. As the shamani calls upon the spirits of the
wotld to bless their newly built craft, it is guided
into the sea and made ready for its first whaling
voyage.

In game terms, a great canoe is similar to a
longboat. It can travel 18 miles per day when
rowed (it has no sail) or 60 feet per round in
combat. It carries 50 people, all of whom act as
rowers. The hull is armor class 7 and the great
canoe has fully 100 Hull Points. If pressed into
service to carry cargo (though this seldom hap-
pens), each great canoe can hold weight equal to
60,000 coins. The Children of the Turtle mount
no weapons on their canoes, and depend upon
the skills of their harpooners and bowmen to
fend off enemies while at sea.

Totem Poles

The Children of the Turtle are noted for their
creation of totem poles as well as the manufac-
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ture of their stately canoes. Like much of the
culture of these people, the erecting of a totem
pole by a Turtle family signifies both a pride in
their ancestty, a devotion to their gods, and a
statement of their importance.

Whenever a new home is constructed by the
Turtle Clan, the main vertical members of the
assembly project well above the roof (see the il-
lustration of a turtle home for details). In its
purest form, this wards off evil spirits and pro-
vides some measure of protection for the family
living within the home. In fact, if this process is
overseen by a shamani of at least name level, the
totems will actually imbue the house with a
magical aura that acts as a protection from evil
spell for all those within it.

When the poles are first erected, they carry
two carvings on them, one at the base and one at
the peak. The former image is of the house’s
first master’s totem spirit and the latter is of the
immortal turtle spirit honored by the clan. The
artistic quality of these and later carvings is al-
ways a direct representation of the family’s
wealth, power, and importance in the tribe.

As time goes by and the family living in the
home accomplishes important or heroic deeds,
new faces are added to the poles. If the face is
added to commemorate an accomplishment of
the family (a great victory in battle, perhaps),
then it is carved on the totem pole above the
face of the house’s founder. If it is meant to
mark the favor of the Immortals (an important
turn in the weather or bountiful foraging mis-
sion) then it is set below the image of the Im-
mortal. While a house may have more than one
pole (indeed, most have at least four), and all
will be marked with these two faces when it is
buile, later carvings are added only to a single
pole. Once that pole is covered with images,
decorating begins on a second pole, and so on.
Once all of the poles have been decorated with
images, the house must either be expanded or
abandoned out of respect for the Immortals.
Failure to do so is rumored to bring down the
wrath of the Immortals, something not even the
bravest warrior would like to risk.
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Perhaps the most alien of the Atruaghin Clans,
to both outsiders and the Children of Atruaghin
themselves, are the harsh and violent Children
of the Tiger. Living in the dense jungle regions
southeast of the plateau, they are the only clan
to use metal weapons and shields.

They do not follow the scriptures of
Atruaghin, and have been known to make
bloody and violent attacks against the other
clans—particularly the Bear Clan that lives to
the north of the them and the Turtle Clan that
lives to the west. For this, and other reasons, the
Children of the Tiger are considered savage out-
laws unworthy of Atruaghin’s protection by the
other clans, who feel no compunction about
killing the Children of the Tiger whenever they
are met.

If it were not for the superior weapons of the
Tiger Clan and their own tenacity in battle, they
would certainly have been hunted down and
slain long ago. As things stand now, an uneasy
truce has been established. Thus, while skir-
mishes are frequent between this clan and its
neighbors, outright war is avoided.

ENVIRONMENT

The lands controlled by the Children of the Ti-
ger stretch along the coast of the Sea of Dread
from Malpheggi Bay and the Republic of Daro-
kin in the east to the edge of the tetritory inhab-
ited by the Turtle Clan in the west.

The ground in this area is rough, broken apart
by the mystical energies released when
Atruaghin himself called upon the power of
magic to elevate the great plateau. This does
not, however, mean that the land is lifeless and
shattered. Small streams and rivers are common,
trickling from natural springs and tracing lazy
courses southward to meet the Sea of Dread.
Lush vegetation fills every nook and cranny, with
vines, trees, and wild flowers making a home for
countless species of animals.

Areas of swamps provide a home for numer-
ous amphibians and reptiles. An almost infinite

variety of mammals, ranging from mice and ro-
dents to monkeys and great cats, fills the jungle.
High above, drifting on the graceful winds that
blow off of the Sea of Dread and switl around
the base of the Atruaghin Plateau, birds of every
size, shape, and color fill the sky with their
songs.

TiGger ClaN Cities

While some of the other clans have homes that
are light and easily moved, the Children of the
Tiger build strong stone cities that will, they
claim, stand when the civilizations in the rest of
the world turn to dust. Their buildings are not
tall, however, for they keep their peaks below
the dense green canvas of the treetops. In this
way, monsters and enemies flying over their cit-
ies often pass by them without ever noticing
them.

The center of every Tiger Clan city is a squat,
stone step-pyramid built so that its top just
clears the foliage above. This temple serves as
both a home for the city’s ruling cleric and an
altar about which the villagers gather for mysti-
cal ceremonies. From the top of this building,
on a specially camouflaged balcony, it is possible
to see out above the thick flora and watch for
aerial attackers.

All of the other buildings in the Tiger Clan
cities are built from stone blocks as well. The
larger ones follow the same design as the central
temple, although in a lesser scale. For the most
part, these are important civic centers or the
homes of the city’s most powerful nobles and
clerics. Smaller buildings, generally homes,
shops, and the like, are built from stone sheets
or blocks and sealed with adobe.

Streets in these cities are paved with flat rocks
to make them solid in the wet season that comes
with spring each year. Gardens and flower beds
stand at vatious points around the cities, as do
other decorative features like sculptures and
statues.

Here and there, stone pools have been built
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that measure as much as twenty feet in diameter
and average five feet in depth. Most of these
pools are filled with a variety of pufferfish im-
ported from the Malpheggi Swamp and used by
the Children of the Tiger in making blowgun
darts.

Scattered among the pufferfish farms are
pools filled with schools of deadly piranha.
Criminals or others condemned to die are often
lowered slowly into these pools for execution.
Those whose crimes are less or who are too im-
portant to kill are often rescued from the diezet-
cha, or pools of blood, before they die. Usually,
these individuals have lost one or more limbs
and been badly scarred by the time they are
drawn from the water. Most survivors of the
diezetcha insist that it is far worse to be rescued
from the pools of blood than to be left to die in
them. Of course, the high priest knows this and
uses the threat of a quick dip in the diezetcha to
keep order among the populace.

As one can see from the above text, the Chil-
dren of the Tiger are far more technologically

advanced than their counterparts among the
other Atruaghin Clans. The reason for this is de-
bated by many scholars, but seems there seems
to be some link to an outside force. Whether
this force is natural or supernatural in nature,
and whether it controls or is controlled by the
Children of the Tiger, remains a mystery.

Culture

In the outside world, the Children of Atruaghin
are generally thought of as savages, often little
more than animals. While those who know
them well will argue against this view whenever
confronted with it, none will defend the culture
of the Tiger Clan.

Everything that these people do is governed
by the reigning high priest, always a powerful
cleric of chaotic alignment, who demands proof
of their devotion at every turn. This proof often
takes the form of self-torture or brutal punish-
ments that must be endured with dignity if the
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citizen is to prove his devotion. Failure to pass
these tests often results in a slow and agonizing
public execution.

As has been said, the Children of the Tiger
follow a warlike series of traditions. When they
attack the other clans or make raids into Daro-
kin, they do so with the intent of taking pris-
oners. Unlike the Children of the Turtle and
some of the other clans, however, they do not
force their prisoners of war to setve as slaves for a
time in hopes of earning their freedom. Pris-
oners of the Tiger Clan armies are fated for only
one end: a slow and painful death staged for the
greater glory of the high priest and his dark Im-
mortals.

Wanrfare

The Children of the Tiger are the only clan to
maintain forges and work metal into weapons.
In this respect, they are much like the so-called
civilized nations around them.

Melee Combat

The typical Tiger Clan weapon is a special short
sword with a wicked looking scalloped edge. In
combat these weapons function just as normal
swords do, but gain an extra point of damage on
each blow for a total of 2-7 (1d6 + 1) points per
attack.

Other Tiger Clan weapons include barbed
spears and javelins that also inflict an extra point
of damage when they are used. The Children of
the Tiger do not use blunt weapons, believing
that such items are for the weak.

RanNged Combat

For ranged combat, they use a2 number of special
weapons. Chief among these are the bola and
blow gun. As one might expect from these peo-
ple, both of these weapons are more deadly than
similar items found elsewhere in the world.
The xitchi, or tiger bola, is a special version of

this traditional hunting weapon. While its basic
construction remains the same—three heavy
metal weights lashed together with long leather
cords—the Children of the Tiger have added
their own special touch: each of the balls is cov-
ered with slender needles. When thrown, the
needles cut into the target’s flesh causing 1d4
points of damage.

In addition to the normal saving throw vs.
death ray required to avoid becoming entangled
by such a weapon, the Children of the Tiger of-
ten coat the needles in poison. If they are hunt-
ing, they use a deadly toxin that causes the
victim to die painfully in a matter of seconds.
When at war or on a raid to capture prisoners for
the high priest, they use a paralytic agent that
causes the victim to become immobile 1-4
rounds after being hit by the weapon. Of
course, a saving throw vs. poison is allowed in
either case to avoid the effects of these toxins.

The Tiger Clan blow gun, known as a xitchen,
is also more dangerous than its Known World
cousins. The darts fired from the xitchen ate un-
usually long and fashioned from the spines of a
species of puffer fish that lives in the Malpheggi
Swamp. The small barbs that run along these
darts are almost invisible to the naked eye, but
are enough to cause one point of damage when
they strike their target. In addition, an attempt
to remove the dart causes an additional point of
damage. As one might expect, the Children of
the Tiger often poison these darts with the same
toxins they employ on their war bolas.

Spear ThROWERS

Another innovation of the Tiger Clan are their
aztaxxi or “‘long arms.” These spear throwers in-
crease the effective length of a warrior’s spear
and allow him to hurl the weapon farther and
with more force. In game terms, they increase
the range of a thrown javelin by 25% and give it
a +2 bonus on all damage rolls. Attack rolls are
not affected by this instrument.
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ARMOR § Shiclds

For defense in combat, the Children of the Tiger
make use of small metal shields known as daxan or
“sun faces.” Circular in shape, they have rough
edges fashioned from numerous blades. The sur-
face of these shields is covered with gold leaf, mak-
ing them gleam brightly in normal light. Like
those found in the rest of the world, these reduce
their Armor Class by 1 place when used in melee.
In addition to their defensive role, however, the
keen blades along their edges make them useful
weapons. In addition to the normal melee attack
made by a person skilled with a daxan can make
an ability check on his Dexterity score. If the check
is successful, the character can make an additional
attack with his shield, inflicting 1d4 points of
damage if he hits.

The typical Tiger Clan fighter wears a metal
breastplate that gives him an Armor Class of 7.
Like the daxan, these are generally plated with
gold to make them gleam in the sunlight.

Sports § RecreatioN

To many outsiders, the most horrific aspect of
this culture is its fascination with death and war-
fare. To the members of the Tiger Clan, all other
peoples and races are inferior. It is not only their
right, but their duty, to seek out these weaklings
and destroy them wherever they are found. If
they can be killed in such a way as to spread fear
of the Tiger Clan, so much the better.

The Tiger Clan fascination with these things
has spread from its mystical origins to become a
part of every tribesman’s daily life. It is shown
most obviously in their favorite pastimes—
daraxi and eschxixi.

Daraxi

The name for this sport comes from a Tiger Clan
word that means “ball of stone.”” In fact, this
game is not played with a ball made out of
stone, but with one fashioned from a dense,
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rigid rubber.

Every Tiger Clan city has at least one daraxi
court located in its wealthiest district. This play-
ing area is a sunken stone pit some 25 feet deep.
Rectangular in shape, it runs some 250 feet in
length and stretches nearly a hundred feet
across. At each end of the court, a recessed goal
is cut into the stone wall some 15 feet above the
playing surface.

The game is played by two teams of five men
each. Usually, the two teams are each sponsored
by a different city and travel the land playing
each other in a complex, round-robin fashion.
Unsponsored teams, akin to a daraxi mercenary
unit, exist that travel from city to city and play
for money, glory, or fun do exist, however. At
the start of play, each team is lowered down to
the playing field by ropes. They cannot leave,
even if injured, until that phase of the game is
over. Once both teams are in place, the visiting
team is given the ball near their own goal.

The object of daraxi is for a team to maneuver
the ball from their end of the court to the other
and toss it into the opposing team'’s goal, thus
scoring a point. Each time a goal is scored, the
teams return to their own ends of the field and a
new ball is introduced to the court. The team
that has just been scored against receives the
new ball. Apart from that, and the requirement
that all contestants be wholly unarmed and un-
armored, there are few rules. As one might
imagine, the play can become quite violent.

At the end of ten minutes, a break period is
called. Wounded players are removed from the
field and replaced with able ones. The balls are
counted and removed from each goal. The side
that has gotten the most balls in its opponent’s
goal scores a victory. At the end of five such peri-
ods of play, the number of victories is compared
and the team that has won the most rounds wins
the game. It is important to note that this does
not mean that the team with the most points
wins, only the team that has one the most
rounds.

Successful daraxi players are considered he-
roes by the Children of the Tiger. They are

awarded a respect and admiration reserved for
nobility in other lands. Even the high priests
treat the daraxi teams with respect.

Eschxixi

As much as the Children of the Tiger would like
it to be otherwise, they are not always able to be
at war with outsiders. This does not, however,
excuse them from their cultural obligation to
pursue the arts of war and face the cold reality of
death. In order to keep in practice during times
of relative peace, the Children of the Tiger stage
mock wars known as eschxixi.

A confrontation of this type begins when a
messenger from one city travels to another with
a challenge. He delivers his invitation to the
high priest of the city and carries the response
back to his own people. As the challenged city
has the right to select the territory in which the
battle will be fought and decide how many war-
riors each side can bring, the messenger also
bears this information to his people. It is un-
heard of for a city to refuse the honor of eschxixi
when such a challenge has been offered.

The eschxixi begins within a week and is, lit-
erally, a war. The city issuing the challenge has
the responsibility of placing a valuable prize,
usually a great treasure or magical object, at the
center of the “playing field”” and preventing the
other side from capturing it. If they retain it at
the end of the day, they have won and the chal-
lenged city must match the value of the prize
with one of their own. If the defenders fail to
hold onto the prize, it is lost to the attackers.

As with a daraxi game, there are few rules in
an eschxixi match. No poisons or magic can be
employed, but apart from that all is fair. It is not
uncommon for an entire team to be slain trying
to win the war.

Death § FuNeral Rites

The Tiger Clan’s fascination with death and
warfare is clearly displayed in their funereal




practices. The way in which a person lives his life
is meaningless when compared to the way in
which he dies. If a lowly slave whose life had
been one of crime, suffering, and hardship were
slain while battling an assassin about to attack
the high priest, he would be remembered as a
great hero—his meager status and wrongdoing
not only forgiven but utterly forgotten. The Ti-
ger Clan recognizes several categories of death,
each more noble than the last.

Tzak-ti

The lowest form of death, tzak-ti translates as
“the coward’s death” and is reserved for those
who take their own lives or criminals who beg
for mercy during their executions. Those slain
while fleeing from a battle are also said to have
suffered tzak-ti.

Those who die tzak-ti deaths are stripped of
their possessions, which are later sold at auction.
Their bodies are carried to the edge of village
and dumped in a swamp or other foul place.
There is no ceremony and no concern for such
persons. To the Tiger Clan, these corpses are so
much carrion for the jungle scavengers to feast
upon, if they will stoop that low in their eating
habits.

Cho-ti

Also known as “‘the lingering death,” cho-ti in-
cludes all manner of deaths resulting from tor-
ture or injury not sustained in defense of the
Tiger Clan. Thus, those who are executed by the
high priest, whether they are Tiger Clan crimi-
nals or captured outsiders, are said to have suf-
fered cho-ti. This assumes, of course, that the
character faces his execution calmly if not defiant-
ly. Those who cry for help or pity suffer tzak-ti.
Characters who die cho-ti deaths are buried in
common graves without pomp or circumstance.
Their possessions are thrown into the grave
along with the body, but no care is taken to pre-
setve either the corpse or its material objects.

Tchat-ti

Roughly translated as ““the common death,” this
includes any who die from illness or old age.
There is no great shame in tchat-ti, but no great
honor either. Most who die from accidental
causes also fall into this category.

Persons who die in this manner are mourned
by their families—not because they died but be-
cause their deaths had no importance. The body
is placed atop a stone altar outside its former
home. The character’s important belongings are
gathered around him and the entire mass is set
alight in a funeral pyre. The ashes are disposed
of by the family in whatever way they see fit, al-
though they are usually just discarded along
with other refuse.

Slaz-ti

Known as “the soldier’s death,”’ slaz-ti is re-




served for those who die in battle defending the
Tiger Clan from its enemies or attacking and
raiding other societies. This assumes that the
dead character fought until the end, neither ask-
ing for or granting mercy. Soldiers caught off
guard or slain in ambush have died tchat-ti not
slaz-ti, for none worthy of this death could be
taken unawares. Persons killed in either a daraxi
or eschxixi game also fall into this category.

Those who die the slaz-ti are placed upon a
stone altar outside a temple. In addition to their
own belongings, they are surrounded by gifts pre-
sented to them by their former companions. After
lying in state over a period of two days while
mourners pay their final respects, the body and its
material belongings are set alight. The ashes from
the fire are returned to the family and kept as a
reminder of this noble sacrifice.

Tlol-ti

To the Tiger Clan, there is nothing more noble
than “the hero’s death.” Those worthy of tlol-ti
have died with glory and honor. In general,
their death has accomplished a great thing that
most would have considered impossible. Out-
siders who die tlol-ti are posthumously adopted
as members of the Tiger Clan. Players whose
characters die in this way are rewarded as well.
When they create a character to replace the on
that has just been lost, the new character begins
at a level higher than first. To determine the
starting level of such a character, roll 1d4 +1.
The character receives the minimum experience
award required for that level (no earned experi-
ence bonus is applied) and the character’s start-
ing cash is multiplied by his level number.

As one might expect, the tlol-ti funeral is a
grand thing to behold. The body is placed atop
a stone altar outside of the high priest’s central
fpzyramid. Here, it rests for three days. On the

irst day, friends and companions of the de-
ceased assemble to mourn and offer gifts to the
fallen hero. On the second day, those who did
not know the hero come to mourn and also offer

gifts. On the third day, after a long ceremony by
the high priest, the body is set alight in a bonfire
that illuminates the entire city. The ashes from
the pyre are removed the next day and interred
in a special vault inside the city’s central pyra-
mid.

ResurrectioNn

To the Tiger Clan, there is nothing more sacrile-
gious than the use of magic to bring back the
dead. They find the concept wholly offensive,
and those characters who claim to have raised
others from the dead or to have been raised
themselves are instantly branded as criminals.
As a rule, such people never see a trial of any
sort; they are simply cartied by a mob to the
edge of a piranha-stocked pool and hutled to
their deaths.
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The Children of the Elk live along the southern
edge of the Atruaghin Plateau. Here, in a region
dominated by pine forests that gradually give
way to fields and grasslands in the north, they
tend their crops and live their lives as they have
since the time of Atruaghin. They have little or
no contact with the outside world, dealing
mostly through the Children of the Turtle to the
south or the Children of the Bear to the north.
From time to time, they clash with the dreaded
Tiger Clan, but generally they are a peaceful
people.

ENVIRONMENT

The lands in which the Children of the Elk dwell
are generally smooth, although the shock of the
plateau’s sudden creation by Atruaghin can be
seen in numerous cracks and fissures. The soil is
good, although somewhat rocky and strewn
with many stones, making it acceptable for
farming.

The weather is generally mild. Temperatures
are moderated by the thermal inertia of the Sea
of Dread to the south, but the altitude of the
plateau does have a cooling effect the year
round.

Rainfall is plentiful, for this region catches
the majority of the rain that manages to pass the
lands of the Turtle Clan and reach the plateau.
The vegetation shows the pattern of rainfall
clearly, for it begins in the south as a lush, dense
pine forest and gradually thins down until it be-
comes light woods and grasslands to the north.
By the time a north-going traveler reached the
last few groves and copses, however, he would
already be in the lands ruled by the Bear Clan.

In addition to the pine, which dominates the
southern forests, there are numerous other types
of trees in this land. Among these are ash, oak,
elm, hemlock, birch, and maple. As one moves
north, away from the Sea of Dread, these types
of flora become increasingly more common un-
til, at roughly the halfway point in a transit of
the region, they almost utterly replace the pine.

By the time areas of grassland begin to appear,
the pines are gone.

These gentle forests are home to countless
species of animals. Dozens of varieties of birds
flit back and forth among the trees, singing to
the tribes as they go about their business below.
All manner of deer, moose, and, of course, elk
make their homes here, as do a number of
hunters like the fox, wolf, and cougar. The nu-
merous springs and small lakes that dot this re-
gion are filled with fish, a fact not unnoticed by
the Children of the Turtle in their search for
food.

FarMiNG

The pride of any Elk Clan village is its great gar-
den. Bordered by a wall of flowering plants,
these agricultural plots often cover two or three
hundred acres. The crops grown in these gardens
can usually supply enough food to support the
entire village even without hunting and fishing.







However, because they naturally desire a variety
in their diet, no Elk Clan tribe would ever will-
ingly make its farmland into its sole means of
support.

When a new village is established, a central
area is set aside for the construction of the tribe’s
homes. This place is always far larger than cur-
rent needs demand, allowing the tribe plenty of
room for future expansion. The techniques used
in the construction of the village itself are de-
tailed below.

As the men of the tribe set about the con-
struction of the town itself, the women move in-
to the woods around the village site and begin
the back breaking labor of clearing the forest for
the great garden. The tribes make use of “slash
and burn” techniques to bring down the trees
and remove unwanted vegetation from their
would-be fields. Despite the size of the task be-
fore them, the Elk Clan women quickly clear the
land and are often ready to begin planting part
of the garden within a week. Even as the first
seeds are sewn, work continues to bring down
the forests and complete the garden.

For tools, the Children of the Elk generally re-
ly on wooden digging sticks. Occasionally, they
assemble primitive hoes, spades, and rakes fash-
ioned from the shoulder bones of deer or elk to
aid them. Like most of the other Atruaghin
Clans, they have a dislike of metal farming
tools. Thus, even when such implements have
been offered to them, they have been turned
down as potentially dangerous.

The primary crop raised in the great garden is
corn. The Elk Clans nurture a sweet corn that is
the rival of that grown anywhere in the world,
but also produce a special kind of ear they call
redakka or snow corn. On those occasions when
outsiders have come among they Children of the
Elk, they have always been greeted with a cer-
emonial meal at which snow corn was served.
Because of the way in which it is cooked—
roasting in a fire until the kernels burst into fluf-
fy, white blossoms—many outsiders call redakka
by another name: popped corn.

In addition to corn, the Children of the Elk

raise several varieties of gourds, including
pumpkins and squash. They cultivate numerous
types of beans, grains, and melons, the latter
being very popular on days of celebration and at
feasts to honor Atruaghin.

Large portions of their gardens are not de-
voted to growing food, however, for the Chil-
dren of the Elk grown another crop: tobacco. In
addition to having some value as an export item
that is traded both with other clans and, on oc-
casion, the outside world, tobacco is vital to the
mystical ceremonies held by the Children of the
Elk. Once harvested, the tobacco is dried and
chopped or shredded. A mixture is then formed
in which the flakes of tobacco are sifted together
with sumac leaves and dogwood bark to form a
blend known as kinnikinnik. The flavor and aro-
ma of kinnikinnik has acquired quite a reputa-
tion in the outside world, with some hin
merchants having made a fortune after just a
few trips to the top of the plateau.

In places where maples and similar trees grow,
the Children of the Elk set taps and buckets to
collect sap. The sap is boiled down to create a
sweet syrup that, like kinnikinnik, is popular
among both the Elk Clan and the outside world.

EIK ClaN Villages

The Children of the Elk usually establish their
homes on the shores of the small lakes and slen-
der rivers that are sprinkled liberally through the
region they control. They are never, however, far
from the forests, for it is here that the necessities
of their lives are drawn.

Two styles of building dominate Elk Clan vil-
lages. The first is the wigwam, a dome-shaped
dwelling used by matried couples and the most
important members of the tribe. The second,
known as the long house, is 2 communal build-
ing that shelters unmarried adults of all ages.

Wigwams ate begun with the smoothing of a
circular or oval shaped area of ground some ten
feet in diameter. A frame of wooden poles or
saplings is then assembled to form the skeleton
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of a dome. Over this, the Children of the Elk
stretch birch bark or cattail straw mats to form
walls. An opening is left in one side that, when
covered with a flap of leather, serves as a door.
At the zenith of the wigwam a circular smoke
hole provides ventilation for a fire inside.
Around the perimeter are several benches that
serve as sitting platforms during the day and
beds at night.

Longhouses are, as their name implies, rec-
tangular in floor plan. They are generally be-
tween twenty and thirty feet across and as much
as one hundred or one hundred and fifty feet
long. Like wigwams, they are built around an
arching framework of tree limbs and saplings.
The walls are fashioned from flat slabs of birch
bark, as are a number of interior partitions that
divide the longhouse into a number of square
and rectangular rooms, each of which is home to
roughly four individuals. A central corridor runs
down the long axis of the house, with fires
placed under a number of smoke holes left open
in the roof. Once again, bark platforms line the
walls of the long house and serve as benches and
sleeping places.

Between the village and the farmlands that
surround it, the Children of the Elk build a stu-
dy and challenging wooden palisade. Just out-
side the palisade, they dig a deep trench. With
these defenses in place, the village is fairly well
protected from outside attack.

ApPpPEARANCE

Nearly every item that is worn or used by the
Children of the Elk in their daily lives comes
from the animals of the forests that surround
their homes. Thus, it is easy to see why these
people value the wilderness so highly.

ClothiNng

Elk Clan clothing is largely fashioned from
tanned deerskins sewn together with deer sinew.
Both men and women dress in long tunics of

deercloth. A wide belt, also of leather, fastens
snugly around the waist to support a simple
breechcloth. In colder weather, buckskin leg-
gings and rabbit fur robes are added for
warmth. Rarely, sleeves are added. Moccasins are
worn all year round, though those worn in
winter are often lined with fur. Children gener-
ally run and play without the benefit of clothing
unless the weather requires it.

The Children of the Elk routinely decorate
their clothing with inks, dyed porcupine quills,
and moose hair. They also make great use of
beads and similar decorative elements sewn in
either geometric or floral patterns onto their
belts, headbands, tunics, and other garments.

Hair Styles

Women let their hair grow as long as possible,
believing that a full head of hair is not only a
thing of beauty but also 2 mark of fertility. They
often dress their hair with bear fat or similar
greases to hold it in place, fashioning it into a
long pony-tail that, on some, may reach to the
ground. The men also let their hair grow long,
although generally not far below the shoulders.
They shave it on the sides of their heads and
then braid the remaining center strip into a po-
nytail that, like the hair of the women, is
greased with bear fat. Both men and women or-
nament their hair with beads, trinkets, and oth-
er things of beauty.

Make-up

To the Children of the Elk, physical appearance
is everything. Thus, the women often cover their
faces and bodies with elaborate stripes and
paintings designed to make them stand out
from the others in the eyes of Atruaghin. To the
outside, the effect is exactly the opposite. Be-
cause of the myriad colors and images that con-
front the observer, most Elk Clan women
quickly blur into a mosaic of dark haired, lav-
ishly painted beauty.
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If the women of the Elk Clan take their make-
up to extremes, then there is no word for what
the men do. Even the most mildly painted and
decorated man among the Children of the Elk
will have body paints on the equal of any wom-
an. Geometric patterns, animal images, and
even primitive imitations of the writing of other
cultures will cover their bodies. Each member of
the clan wears a pouch on his or her belt at all
times that contains various paints and dyes used
in keeping the owner’s make-up in perfect con-
dition throughout the day.

CereMoONial Belts

The Children of the Elk fashion cylindrical
beads from the shells of various freshwater mol-
lusks and bivalves. These are known as wampum
and are often traded or used in a manner similar
to that of money in the outside world. While
the Elk Clans do use it as 2 means of exchange,
they generally prefer to think of it as a raw mate-
rial from which jewelry can be made. In fact, the
various colors of wampum are most important
for their role in the creation of wampari or shell
belts.

Wampari are created under the guidance of
shamani and come in several colors, each of
which has a special purpose. The actual creation
of a wampari requires one month of labor, while
its enchantment is completed in but a single
night. When the belt is assembled, it is brought
to a shamani and given into his care.

The shamani calls upon the person whom the
belt was made for and, using a sharp knife,
makes several cuts in the owner’s chest. The
symbols that the shamani makes are always re-
lated to the totem spirit of both the person who
made the belt and the person who will wear it—
this symbolizes the bond between the two. After
the cuts are made, the wounds are packed with
various colored herbs and several magical spells
are woven. When all is done, the belt is en-
chanted. All wampari have good effects upon
those they were made for, but anyone else who

tries to wear them will find himself cursed. Once
put on, a cursed wampari cannot be removed
without the aid of a dispel magic spell.

Red Belis

Wampatri fashioned from red beads are symbols
of might and power. They are normally given to
warriors and have the effect of increasing the
wearer’s Strength by +1 point (up to a maxi-
mum of 18) when worn. If someone other than
the belt’s owner puts on the wampari, the thief
loses —1 point of Strength.

GRreeN Belts

Green wampari ate symbols of sure-footedness
and agility. They bestow upon their rightful
owners 2 + 1 bonus to Dexterity (up to a maxi-
mum of 18) while being worn and upon other
wearers a like penalty.

Black Belts

Black wampati attest to the health and vigor of
the wearer. Thus, their owners gain a +1 bonus
to Constitution (up to a maximum of 18) while
the belt is in place. If the belt is donned by an-
other, a —1 Constitution penalty is imposed.

White Belts

Wampari set with white beads are symbols of
open-mindedness and clear thinking. They im-
part a +1 bonus to their owner’s Intelligence
score (up to a maximum of 18) and a like penal-
ty if worn by another.

Blue Belts

Wampati of this type are symbols of the under-
standing found in a truly wise person. They
grant 2 +1 bonus to their wearer’s Wisdom
score (up to a maximum of 18) while in place
and a similar penalty to anyone else.
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GOIDEN Belts

It is possible to fashion wampum that have a
golden tint. When such beads are made into
belts and enchanted by shamani, they increase
the Charisma of their owner by +1 point (up to
a maximum of 18). Others who wear them suf-
fer a —1 point penalty.

Tools aNd Utensils

The Children of the Elk are fairly talented wood
carvers. Although they work only with stone and
bone tools that are, by outside standards, crude
and primitive, they are able to fashion a variety
of tools and utensils ranging from ladles to ca-
noe paddles.

The average craftsman of the Elk Clan, how-
ever, prefers to work with bark instead of true
wood. The most common type of bark used in
their crafts is that of the birch tree, because of its
natural pliability and other useful characteris-
tics. Bark dishes, fashioned by folding or rolling
the batk, sewing it together, and then sealing it
with spruce gum are watertight enough to be
used as cooking vessels.

The Elk Clan also makes use of pottery,
though they are not especially skilled in its man-
ufacture. Many cooking vessels and storage con-
tainers are fashioned from baked clay and are
often painted and decorated. The majority of
their pots are pointed-bottomed, cord-marked
containers with flaring rims and rounded sides.

Political Structure

While a reading of the above text might give the
impression that the Children of the Elk are a
wholly peaceful and quiet race, this is not true.
Although the Elk Clan is seldom called upon to
do battle with outsiders, numerous feuds exist
between the various tribes that make up the
Children of the Elk. While these battles seldom
result in a loss of life, for such would violate the

laws set down by Atruaghin centuries ago, they
often end in bloody fights between numerous, if
unarmed, combatants.

The reason for these divisions is simple to un-
derstand when one digs deep into the culture of
these people. Over twenty separate tribes make
up the Elk Clan, each of which considers itself to
be an almost independent state. Because of the
agreements established so long ago when the
warring tribes were united under Atruaghin’s
leadership, they must all swear loyalty to a single
chief.

In any more orderly culture, such a ruler
could be selected in any number of ways: demo-
cratic election, divine right, simple heredity, or
even an aptitude test. Among the Children of
the Elk, however, the title of Great Chief goes to
the leader of the tribe that has proven itself su-
perior to all others in combat. Thus, politics
among the Elk Clan has become a sort of perpet-
ual “king of the mountain” game. Whenever a
tribe feels that they have the power to take con-
trol of the clan, they send out their warriors to
battle the warriors of the current ruling tribe.

Fights between the various tribes are always
resolved without the use of weapons. In order
for its ruler to fairly claim the title of Great
Chief and assume the leading role in this society,
a tribe must prove itself in unarmed combat.
Anyone who takes the life of another member of
the clan is expected to pay the ultimate price for
his offense to Atruaghin. If offenders do not
comply with tradition honorably and of their
own accord, others from the tribe will “‘assist”
them in doing what must be done.

Combat

The Children of the Elk wear only light leather
clothing, even in combat. While such garb is
sufficient to give them an Armor Class of 8, it
doesn’t offer the protection of normal leather
armor. They make no use of anything akin to a
traditional shield.

When in battle against outsiders or hunting,




the Children of the Elk chiefly employ toma-
hawks. These slender stone-bladed hand axes
inflict the same amount of damage as their
Known and Hollow World cousins, inflicting
1d4 points of damage and having a maximum
throwing range of 30 feet. Because of their devo-
tion to these weapons, all Elk Clan warriors who
throw a tomahawk in combat receive an addi-
tional +2 bonus on their attack rolls.

Battle Tactics

Elk Clan warriors are masters of hit and run war-
fare. When they battle outsiders, they will gen-
erally avoid direct contact with the armed forces
of their enemies and, instead, strike at unde-
fended flanks and unsuspecting support person-
nel. While this is considered dishonorable by
fighting orders that abide by codes of chivalry, it
is vital to the success of the Elk Clans in combat.

Because of the clearly superior weapons and
armor found in the rest of the Known World,
direct frontal engagements with armies of ene-
mies could not help but be disastrous for the Elk
Clan. By fighting when and where they want,

on their own terms, the Elk Clan has achieved
some stunning victories over superior forces.

Because of their skill in such things, all Elk
Clan warriors who set up any manner of ambush
or surprise attack gain a +1 on their initiative
rolls. If the attacking party is not made up whol-
ly of Elk Clan warriors, only these characters
gain the bonus, others do not.

ScalpiNg

Among outsiders, the practice of scalping ene-
mies (that is, cutting the skin and hair from the
top of a fallen enemy’s head and claiming itasa
trophy) is often considered barbaric. Its roots
date to the days when orcs ruled over these
lands. When examined as a means of striking
terror into a race of oppressive taskmasters, the
tradition seems less harsh.

Any Elk Clan warrior who has made an unas-
sisted kill in combat against an intelligent oppo-
nent will linger after the battle to claim his
trophy. These are often preserved and then worn
as ornamentation during ceremonies in the Elk
Clan villages.
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For many centuries, the Children of Atruaghin
have lived without meaningful contact. As such,
they are very much a mystery to the outside
world.

While each of the five major clans has been
detailed in the player’s book, there some traits
that all members of the Atruaghin Clans have in
common and that may not be fully understood
even by the most wise of shamani. In this book,
we will examine those aspects of clan life that are
propetly the area of the Dungeon Master, and
not his players.

This book is divided into several sections,
each of which is described briefly in this intro-
duction. With this information and the data
supplied in the player’s book, DMs should have
all the information they need to introduce the
wild and exciting Children of Atruaghin into his
campaign.

The History of the Clans

The first section of the Dungeon Master’s book
discusses the history of the Atruaghin Clans.
While they are a relatively unified people today,
they were not always such. In fact, the roots of
these isolated tribes can be traced back to the
days before the Great Rain of Fire that destroyed
Blackmoor.

The IMmmoORtals

Just as the Children of Atruaghin are isolated
from exposure to the outside world, so too are
the Immortals they honor. Unlike the other cul-
tures of the Known and Hollow Worlds, who
worship many of the same Immortals but call
them by different names, the Atruaghin Clans
have a distinct pantheon.

NoON-Player Charactens ———

The third section of this book presents a few citi-
zens of the Atruaghin Clans. The individuals se-

lected are drawn from each of the five major
clans. While some are good and some are evil,
each of them has a special interest in the com-
ings and goings of outsiders or in adventures
and explorations of their own. Thus, these are
people that player characters, either from the
outside nations or the Atruaghin Clans, are
likely to meet. Sometimes these NPCs might be
friends, sometimes they might be enemies.

Totem Magic

There is a great deal of interest in the outside
world about the rumors that the animals of the
forest obey Atruaghin shamani without hesita-
tion. While this is not wholly true, it does shed
light on an important subject. The Children of
Atruaghin are very much in touch with nature.
Each of them claims to be tied in to the powers
of the animals that share their wilderness
homes. In this section, we take a quick look at
the importance of Atruaghin Clan’s totems in
game play and as a part of their culture.

AtruaghinN's Mystic
CONVEYOR

Lastly, we examine a unique and powerful magic
item. Constructed by Atruaghin himself before
he became an Immortal, this device links the
known and Hollow Worlds. As such, it can be a
valuable tool for the Dungeon Master.

If a group of characters has been exploring the
surface world for a long time and the DM is
looking for a way to transport them, either per-
manently or temporarily, into the Hollow
World, this device is built to order. Similarly, if a
group of character has been exploring the Hol-
low World and is now seeking a way to return
home, this could be the key.
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Unlike many cultures, the Atruaghin Clans have
been very isolated from their nearest neighbors.
Living atop a huge plateau for the last 1,200
years has kept their society from changing
much. Some would argue that this proves that
the Children of Atruaghin are a stagnant, dead
culture. In actuality, nothing could be further
from the truth. Certainly the Atruaghin Clans
have changed little over the last few centuries,
but this is exactly the sort of life that they wish
to lead. They do not dream of conquest or tech-
nological advances. They are what they are, and
that is all that they desire.

Eanrly Roots

Of course, the Atruaghin Clans have not always
lived so peaceful a life. Long ago, some 5,000
years before the modern era, they began a long
and tortuous road to their current happiness,

The earliest ancestors of the Children of
Atruaghin began as the Oltecs. At the same
time that the elves of the southern continent
and Blackmoor were evolving and growing, the
Oltec culture arose. Living in a lush tropical ar-
ca, they had no contact with the other civiliza-
tions of the world.

Some 500 years after the Oltecs first ap-
peared, however, a split occurred. The Azcans,
an aggressive subject nation, revolted. A long
and bloody war followed, punctuated by the
Great Rain of Fire that destroyed Blackmoor and
the southern elves. In the end, the remains of
both the Oltec and Azcan people were trans-
ported to the Hollow World by the Immortals.

Only a handful of Azcan and Oltec refugees
remained on the surface of the Known World,
Seeking shelter from the shattered ecology
around them, they began to dwell in caves cut
into the side of a mighty plateau. It is important
to note that this is not the Atruaghin Plateau of
the modern age.

The AGe of Earthouakes

Roughly 1,000 years after survivors of the Azcan
state found refuge in the shadow of the grear
plateau a new age darkness fell upon them. The
region that they lived in, which is now the north
coast of the Sea of Dread, was geologically un-
stable. A series of violent tremors caused the
plateau to collapse and many of their lands to
break away from the continent and drift south.
Later, these places became the island chains that
are now known as the Kingdom of Ierendi and
the Minrothad Guilds. The survivors of the Az-
cans and Oltecs were reduced almost to barba-
rism,

The CoMiNGg Of StorMiaMeER —

A century after the collapse of the original pla-
teau, Tahkati Stormtamer united a number of
tribes (most of which now belong to the Horse
Clan). He waged a war of conquest and domi-
nated most of the other tribes for many years.
Upon his ascension to Immortality, this brutal
government gradually eroded and the tribes re-
turned to individual states that fought endless
petty barttles with each other.

The ComiNg Of AtruaGghin ——

Two hundred and fifty years after the dissolution
of Tahkati Stormtamer’s nation, a new presence
appeared in the Known World. Exiled from his
home deep in the Hollow World, Atruaghin
found his way to the surface and was adopted by
one of the warring tribes. Over the course of the
next several years he united these divergent peo-
ples into a single nation. Thus were born the
Atruaghin Clans,

Atruaghin taught the descendants of the
Oltecs and Azcans to live together in peace. He
urged them to study and respect the forces of
nature and instilled in them a love of all things
wild and untamed.
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Atruaghin Depanris

When Atruaghin was convinced that the gov-
ernment he had established was sound, he be-
gan to entertain thoughts of leaving the clans for
a time. Always curious and inquisitive,
Artruaghin decided that it was time for him to
explore the surface world and return, briefly, to
the Hollow World.

When Atruaghin left the clans in BC 1260, he
left wise and noble leaders behind to rule them.
Little did he know, however, that the Immortals
Atzanteotl and Tahkati Stormtamer were plot-
ting against him.

The HUMaNOIiD INVasioONS

In BC 1,257 a great wave of humanoids known
as the Red Orcs came crashing down upon the
peaceful followers of Atruaghin. For the next
350 years, Wogar and his descendants ruled the
Children of Atruaghin with the merciless crack
of the taskmaster's whip.

For many cultures, this would have been the
doom of their civilization. The countless ages of
hardship that had fallen upon these people was
enough to harden them into a more survivable
race. Thus, for 350 years they suffered and
died—but never did they give up hope or cease
plotting revenge.

AtruaghiN ReturnNsg ————

Eventually, Atruaghin returned from his wan-
dering and discovered what had befallen his
people. He located and contacted the pockets of
resistance that had been fighting the oppression
of the humanoids for the past several centuries.

In a marter of months, the Red Orcs were
overturned. Their power was broken, their arm-
ies shattered, and their leaders slain, The Chil-
dren of Atruaghin, their faith borne out, were
free again.

The Plateau Rises

In order to ensure that his people would never
again have to face invasions from the outland-
ers, Atruaghin called upon the most powerful
magics he could. Combining spells and en-
chantments he had collected from various
sources in both the Known and Hollow Worlds,
he called upon the Immortals to restore the
great plateau that had once sheltered the refuges
of the Azcan/Oltec war.

When the spells were done and the magics ex-
hausted, the grand plateau had not just been
replicated, it had been improved. Now standing
twice as high and covering an area three times
larger than it originally had, the Atruaghin Pla-
teau was a geological wonder.

The MODERN Era

Since the creation of the Atruaghin Plateau
some 1,800 years ago, little has changed among
the clans. Apart from the corruption of the Ti-
ger Clan by the Immortal Atzanteotl, life for the
Children of Atruaghin has continued unchang-
ed for countless decades.

Recently, they have begun to deal with the
Republic of Darokin, the Five Shires, the King-
dom of Sind, and the Kingdom of Ierendi.
While such commerce has been limited, it re-
mains to be seen what will become of it.

The Future

It is the business of the shamani to read the will
of Atruaghin and pass his wishes along to their
tribes. In recent months, the shamani have be-
gun to see visions of great wars and disasters.
Something is coming, but they know not what it
is. Those familiar with the history of the out-
landers say that a second Great Rain of Fire is
looming just over the horizon and that all of the
people who live in the Known World are about
to feel its fury.




Perhaps more so than any other culture in the
Known World, the Atruaghin Clans’ qualities
have been shaped and defined by their past. In
addition, the links between the Hollow World
and this nation are strong but, for the most part,
invisible. The following section will show, in
some detail, exactly how the people of
Atruaghin have come to be what they are.

Date IMmporianNt Events ——

BC 6,000 Dawn of the Sentient Races. This
is what modern scholars call the
“Stone Age.”

;000  Dawn of Civilization. The first
modern societies begin to arise
among the elves.

BC 4,500 The beastmen, ancestors of the
modern humanoid races (orcs,
goblins, etc.) arise under the guid-
ance of the Immortal Hel.

000 Blackmoor civilization (human
dominated) begins a meteoric rise
to power due to their great techno-
logical abilities.

4,000 The Oltec culture arises. They have
no contact with the Blackmoor cul-
ture or the elves and take a more
leisurely path to civilization.

500 A rift occurs in the Oltec culture.
An aggressive sub-culture, the Az-
cans, splits off and begins to battle
the Oltecs.

000  The Great Rain of Fire. Several
Blackmoor devices explode, shat-
tering their civilization and shift-
ing the very axis of the world.

BC 3,000 The Great Rain of Fire is seen by
Azcans and Oltecs alike as an im-
portant event in their mysticism:
the End of the Fifth Sun. The Im-
mortals transplant large numbers
of these peoples to the Hollow
World to save them.

800  The Azcans have shattered the
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BC 2,500

BC 2,000

BC 2,000

BC 1,725

BC 1,709

BC 1,700

Oltecs. However, the war and eco-
logical changes brought on by the
Great Rain of Fire has almost de-
stroyed the Azcans as well. A small
number of survivors take refuge in
the caves of a mighty plateau.
These are the ancestors of the
modern Atruaghin Clans. This
plateau, although impressive, is
nowhere near as grand as the one
that now stands in the lands north
of the Sea of Dread.

Climatic changes due to the axial
shift have rendered the lands of
Blackmoor and the elves uninhab-
itable. The area covered by the Ga-
zetteer series, on the other hand,
has become a hospital cradle for
future societies to grow in.

The Rise of Nithia. The great
Nithian culture rises from an agri-
cultural state to a mighty nation.
The beastmen have evolved into
the modern humanoid races of
orcs, goblins, ogres, giants, and
trolls.

Geological disasters—volcanic
eruptions and earthquakes—
splinter off much of the land south
of the modern day lands of the
Five Shires and the Atruaghin
Clans. The plateau under which
the surviving Azcans have been liv-
ing largely collapses, killing many
of them and leaving the survivors
in a shattered, hostile land.

King Loark of the humanoids or-
ganizes an army of humanoids
known as the Great Horde. They
move south, into the lands of men
and bring savage destruction to
these places.

Loark’s Great Horde settles in the
Broken Lands after ravaging and
destroying many human cultures.
Glantri elves discover a lost Black-
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moor devices and detonate it, de-
stroying their nation. The survi-
vors begin a migration deep
underground as the blast sends a
huge cloud of ash and smoke into
the air that does not dissipate for
many years.

Tahkati Stormtamer unites the
tribes that are now known as the
Children of the Horse and leads
them in conquest of the other
tribes that now make up the
Atruaghin Clans. Eventually, he
becomes an Immortal.

Atziann, one of the surviving
Glantri elves, comes across the
Hollow World Azcans. He spends
several years living among them
(in disguise) and studying their
ways before leaving to pursue his
dream of Immortality.

Atziann attains Immortality and
adopts the Azcan form of his
name, Atzanteotl. He begins to
manipulate the priests that rule
Azcan society, turning them to evil
and entropy. Only Atruatzin, who
would later become Atruaghin, re-
sists the Immortal.

Atruatzin, ruler of the Azcans,
and his most faithful followers are
driven out of the Azcan lands in
the Hollow World by his philo-
sophical and political rivals (who
follow Atzanteotl). They settle in
the fortress of Quauhnahuac.
Following the guidance of Atzan-
teotl and out of fear that Atruatzin
might reclaim the throne, the Az-
can usurper leads an attack on
Quauhnahuac. There is no trace of
Atruatzin or his inner circle,
Atruatzin and his loyal compan-
ions establish Mictlan, the “Land
of the Dead.”

Schattenalfen (the survivors of the
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Glantri explosion) begin to follow
the Immortal Atzanteotl. They
come across Mictlan, destroy it, and
build the city of Aengmor upon its
ruins. All of Atruarzin's followers
are slain; he alone escapes.
Atruatzin reaches the surface
world in his quest for meaning in
his life. He finds the lost descen-
dants of the surface world Azcans
and Oltecs living in the sharttered
lands north of the Sea of Dread.
Atruatzin, who now calls himself
Atruaghin, unites the warring
tribes he lives among. His skill as a
warrior and leader makes this a
challenging, but not impossible
task. The newly unified people be-
gin to call themselves the Children
of Atruaghin—the outside world
calls them the Atruaghin Clans.
Aengmor is destroyed by Atzan-
teotl as part of a grand scheme.
The Schattenalfen descend deeper
underground.

Ahmanni  Turtderider  and
Atruaghin  become  lovers.
Atruaghin’s ageless nature be-
comes apparent, making marriage
between them impossible.
Atruaghin leaves the Atruaghin
Clans to explore the surface world
in a search for the nature of his
seemingly eternal youth. He ap-
points new chiefs to each of the
Clans and establishes the Words of
Atruaghin that his people live by
to this day.

Tahkati Stormtamer, now an Im-
mortal, agrees to help Atzanteotl
in destroying the work that
Atruaghin has done in uniting the
Atruaghin Clans.

Wogar and his tribes of Red Orcs
conquer and enslave the people of
the Atruaghin Clans. His rule is




oppressive and savage. Tahkati
Stormtamer realizes that he has
been betrayed by Atzanteotl and
breaks all ties with the Immortals
of Entropy. He vows vengeance.
The Dark Ages. Humanoids from
the Broken Lands begin to boil out
of their overpopulated nation,
spreading chaos and war to neigh-
boring states.

Nithian empire is at its peak.

Orcs from the Broken Lands in-
vade and conquer the region now
known as the Five Shires. Their
reign is brutal, to say the least.
Atruaghin returns to the Hollow
World briefly. He visits the ruins of
Quauhnahuac and uses his ever in-
creasing  power to  create
Atruaghin’s Mystic Conveyor, a
powerful magical artifact thart links
the Known and Hollow Worlds.
Using the artifact he constructed at

Quauhnahuac, Atruaghin returns
from his exploration of the Known
and Hollow Worlds to lead his
adopted people in a revolt against
the Red Orcs. The conflict is sav-
age, but in the end the Children of
Atruaghin are successful.
Kingdom of Alphatia first estab-
lished.

The Milenian civilization is rapidly
expanding and evolving.
Atruaghin recalls the memory of
that great plateau that once stood
in the lands of his people. Using
magics and powers that he has ac-
quired from his travels throughout
the Known and Hollow Worlds, he
calls it back into existence that the
Children of Atruaghin might nev-
er again fear invasion. Atruaghin
becomes an Immortal in recogni-
tion of his lifelong struggle against
entropy.
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Atzanteot] begins to turn Danel
Tigerstripes against Atruaghin and
his followers. Atruaghin sends
Hattani Stoneclaw, leader of the
Bear Clan, to prevent his corrup-
tion. The intervention is too late,
the Children of the Tiger begin to
worship Atzanteotl and Hattani
Stoneclaw becomes an Immortal.
Nithian culture is corrupted by the
Immortal Thanatos and begins to
honor Entropy.

Inspired by the example of
Atruaghin and his people some
two centuries before, the Hin re-
volt against the humanoids and re-
claim their place as an
independent state. The modern
Five Shires are born.

Nithia is all but destroyed. Only a
single colony (Thothia) survives.
The first roots of the modern Thy-
atian culture begin to appear as
various people flee the expanding
Milenian Empire.

Mahmatti Running Elk becomes
an Immortal after becoming one of
the most powerful shamani ever to
exist atop the Atruaghin Plateau.
Early Thyatis is conquered by Al-
phatia.

Milenian Empire utterly collapses
after intervention by the Immor-
tals who dislike its current form.
Lucinius Trenzantenbium leads
the people of Thyatis in a bloody
uprising against their Alphatian
masters.

Dawn of the Modern Era. Thyatis
and Alphatia, their economies
wrecked by the brief but horrible
clash between them, negotiate a
peace.

First settlers (Ylari driven out of
their homes by Thyatian colonists)
move into what will later become

AC 500

AC 959

AC

1,000

the Republic of Darokin.

Thyatian and Alphatian colonies
in Ylaruam begin a series of wars
that will last for over three centu-
ries.

A new war erupts between Thyatis
and Alphatia.

The Present. All books in the Ga-
zetteer series are set in this time.




IMMORtals

The Immortals are an important concern in any
D&D® game campaign. These immensely pow-
erful beings watch over the affairs of human and
demi-human alike. The very fabric of the world
has been shaped by their manipulations since
the beginning of time.

Throughout the rest of the Known and Hol-
low Worlds, there exists a sort of standard pan-
theon of Immortals. Some are honored here,
others are honored there, but all agree on the
identities of the entities, if not their relative
power or prestige. Among the Atruaghin Clans,
however, a race of Immortals is honored that
have no followers in the outside world. In fact,
many doubt that the Immortals of the
Atruaghin Clans even exist. They couldn’t be
more wrong.

Over the course of the next few pages, we will
examine these unusual beings and their place in
the realm of the Immortals.

Characteristics ——mo—

Each of the Immortals is described in a fair de-
gree of detail. In order to facilitate a more rapid
understanding of them and their powers, how-
ever, a standardized system is used for the pre-
sentation of information.

Sphenre § AliGNMeNt

Immortals draw their power from their spheres.
The known spheres are: Energy, Entropy, Mat-
ter, Thought, and Time.

Like characters, Immortals have an align-
ment. They can be neutral, lawful, or chaotic.

ManNifesiation POWER -

There are three “levels” of Immortals: Aver-
age, Greater, and Ultimate. Each is more pow-
erful than the previous, and all are far more
powerful than any Player Character has a right
to be.

Average Immortals have an AC of 0, 15 hit

dice, make 2 attacks per round (for 2d6 points of
damage each), and a 50% anti-magic rating.

Greater Immortals have an AC of — 10, 30 hit
dice, make 3 attacks per round (for 3d6 points of
damage each), and a 60% anti-magic rating.

Ultimate Immortals have an AC of —20, 45
hit dice, make 4 attacks per round (for 4d6
points of damage each), and a 60% anti-magic
rating.

All Immortals, no matter what category they
fall into, save as 36th level magic-users, a
ground move of 60'(20'), an aerial move of
150'(50'), a morale of 12, and a THACO of 5.
Further, all Immortals share some common
powers, each of which is described below.

Aura Attack: This power allows the Immortal
to force any or all characters within 60’ to save
vs. spells (no bonuses of any type allowed) or be
awed. If the roll fails, the Immortal may choose
to invoke rerror (as a 3 turn duration fear spell)
or charm (as the spell of the same name, but
with doubled duration) his victim.

Communication: An Immortal can speak
freely to any living creature regardless of lin-
guistic boundaries. Further, an Immortal can
communicate with non-living things that are in
some way related to his native sphere (DM’s
discretion).

Magic Use: All Immortals can use spells as if
they were of a level equal to twice their hit dice
scores. Any magic-user, cleric, ot druid spell is
available at any time. Further, the Immortals
presented here can use any shamani spell,

Regeneration: All Immortals regenerate hit
points at the rate of 1 per combat round.

Weapon Defense: Immortals can only be
struck and harmed by artifacts or magical weap-
ons of +5 or better enchantment, In all cases,
such a weapon or artifact inflicts only the mini-
mum possible damage. Thus, a 3d6 weapon
would always deliver only 3 points of damage to
an Immortal.

Magic Resistance: Immortals are immune to
all spells worked by mere mortals. There is no
die roll, all enchantments simply fail to affect
them.




Travel Powers: Immortals are able to teleport
once per hour and travel ethereally once per day.
They never need fail to arrive where they intend
to.

Followers' AliGNMENTS —m———

In many cases, Immortals demand that those
who follow them have a specific code of values.
In game terms, this is represented by an align-
ment restriction on those who follow them.

Hic

StONY —————————eee—

This portion of an Immortal’s entry details the
events that lead him to become the powerful be-
ing that he is today.

Just as all people are different in their thoughts
and actions, so too do the Immortals have

unique views and traits. This quick overview of
the Immortal's personality will aid the Dungeon
Master in deciding whether his followers are
making him happy.

AppEanranNce

From time to time, Immortals make themselves
known to their followers. When they choose to
do this, they have a favorite form (usually their
natural one) that they appear in.

Symbol

Each Immortal has a specific symbol that his fol-
lowers can use to identify themselves. In addi-
tion, clerics dedicated to a specific Immortal will
use material versions of this image (known as
holy symbols) in their attempts to turn undead
and in the practice of their faith.
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AIRUAGHIN ———f

Father of the ClaNs) =

Sphere & Alignment: Matter & Lawful

Manifestation Power: Greater

Follower’s Alignment: Lawful or Neutral. His
clerics and shamani priests are 90% lawful
and 10% neutral.

|
Histon

Atruaghin (who was born Atruatzin) was a
great hero who came to power in the Azcan Em-
pire deep within the Hollow World. As a priest-
king, he ruled from the city of Chitlacan and
served the Immortals Kalaktatla and Otzitiotl,
His reign was long, just, and peaceful, but end-
ed when the chaotic Immortal Atzanteotl cor-
rupted the Azcan culture.

Cast out from his people, Atruatzin wander-
ed with a small band of loyal companions and
eventually founded a temple to his patron Im-
mortals known as Mictlan, after the mythical
land of the dead. For a time, he found happi-
ness there until the eyes of Atzanteot! fell upon
him again. The evil Immortal saw to it that
Mictlan was overrun first by elves driven under-
ground from the surface world and then by hu-
manoids. Details on these events can be found
in Gazetteers 10 & 13 (The Orcs of Tharand The
Shadow Elves).

With his companions slain, Atruatzin wan-
dered through endless caverns until he came at
last to the surface world. Here, he found a race
of people physically similar to those he had once
ruled. Arruatzin was quickly accepted into their
ranks and adopted the name Atruaghin.

Over the next several years Atruaghin
brought peace to the numerous warring tribes in
the region. Eventually, in fact, he became their
chief, governing as wisely and fairly as he had in
the Hollow World. But still, Atruaghin felt that
something was wrong,

Evenrually, his alien nature became obvious

to the people of the Atruaghin Clans. While his
subjects aged and died with the passing of time,
Atruaghin did not. He seemed to have been fro-
zen at the peak of his physical and mental devel-
opment, Determined to discover what was
behind his unusual longevity, the wise ruler of
the clans decided to travel the world in search of

an answer,

Appointing a wise and powetful ruler to gov-
ern each of the clans in his absence, Atruaghin
left his adopted nation behind and journeyed
throughout the Known World. As he travelled,
Atruaghin learned much. He studied the magics
of Glantri, the gentle ways of nature in Alf.
heim, the harsh life of a warrior seafarer from
the Northern Reaches, and the noble aspects of
the Alphatian court.

His journeys even took him back into the Hol-
low World, where he visited the deserted ruins
of Quauhnahuac—his last stronghold in the
days before Atzanteotl's machinations drove
him into exile. Aware that he could not yet chal-
lenge an Immortal, Atruaghin swore an oath of
vengeance against the evil creature that had so
affected his life. To that end, he created
Atruaghin's Mystic Conveyor—a powerful arti-
fact linking his domain on the surface world
with its inner counterpart. He took care to in-
sure that even the prying eyes of Atzanteotl
would never learn of this device by shrouding
the place in magics learned during his decades
of wandering.

When Atruaghin returned to his people, he
found that they had been overrun by evil. The
dreaded Red Orcs and a host of humanoids now
ruled the domain he had left behind. The proud
races that he had united under his banner had
been enslaved by inhuman monsters. Atruaghin
sensed the hand of Atzanteotl in this, but could
find no direct proof of it.

Working swiftly, Atruaghin assembled a force of
powerful warriors and a cadre of dedicated sha-
mani, When the time was right, he led a grear re-
volt against the orcs and humanoids. In battle
after battle, the fierce monsters that had enslaved
his people were driven back and defeated.
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When the war had been won, and his people
freed from their chains and the burning lash of
their taskmasters’ whips, Atruaghin vowed that
such a thing would never haﬁpcn again. To that

end, Atruaghin called upon his patrons, the Im-
mortals Orzitiotl and Kalaktatla, for help and
began to weave a powerful spell. When all was
said and done, the land on which the Atruaghin
Clans had once lived were thrust high into the
air atop a sheer plateau and Atruaghin himself
was elevated to the status of an Immortal.

Personality

Atruaghin has found friends, both in life and
as an Immortal, because of his kind and wise na-
ture. He is a soft spoken and patient man, as his
survival through years of wandering and exile
show. Although a stern and determined person,
Atruaghin appreciates the importance of diplo-
macy and negotiation. He never employs trick-
ery or subterfuge to accomplish a goal, but is
noted for honesty, open-mindedness, and a fa-
therly, commanding disposition that inspires
loyalty.

Although at heart a peaceful man, Atruaghin
recognizes the violent struggle is sometimes the
only way to accomplish a goal. He does not kid
himself about his destined showdown with At-
zanteotl, for he knows it will be violent and fi-
nal. Still, he does not consider it vengeance,
simply a return to the natural order of the uni-
verse. Atzanteotl, he feels, is an aberration in
the scheme of things and must, in time, be
eliminated.

Appearance

Atruaghin appears to his people quite often.
Asa rule, he visits them during the Gathering of
the Clans each winter. Although he stays only
briefly, he lingers long enough to insure that
they know he is still devour in his dedication to
their welfare. Atruaghin has been known to ap-
pear at other times, but a visitation during the
annual gathering is almost cerrain,

When Atruaghin does appear, it is usually in
the form of a middle-aged, wise-looking chief-
tain, He wears either a Horse Clan warbonnet
or, less frequently, a headband sewn with color-
ful beads forming geometric patterns. When,
for some reason, Atruaghin wishes to make a
dramatic entrance, he will cause his body to rise
up from a shamani campfire. Here, in the sha
of a great flaming warrior, he will make his wish-
es known and then vanish promptly. Atruaghin
greatly prefers the former method of visitation,
but understands the need for the latter one.

Symbol

Atruaghin's symbol is the warbonnet and
tomahawk. His shamani followers tend to em-
ploy the latter symbol in their ceremonies, as the
warbonnet is generally associated with the Chil-
dren of the Hotse. For Horse Clan shamani,
however, both symbols are used.

Atruaghin & the Azcans

Atruaghin has numerous followers in the Az-
can lands of the Hollow World. Organized into
a group known as the New Way, they seek to
overthrow Atzanteotl’s high priests and
butchers, restoring the Azcans to the just rule
that is Atruatzin’s legacy. Although Atruaghin
devotes most of his attention to the welfare of
his surface world followers, he has not forgotten
his Azcan people. Thus, he helps members of
the New Way whenever he can, knowing that
they will play an important part in his coming
clash with Atzanteotl and his minions.

13




The ImMORtals

AbMaNNi TUrtlerider

(PatrON Of the Sea Tuntle ClaN) —

Sphere & Alignment: Thought & Lawful
Manifestation Power: Average
Followers” Alignment: Lawful or neutral

History

Like the other lesser Immortals who have fol-
lowed Atruaghin's guidance, Ahmanni began as
a citizen of the clans. She was born to a whaling
tribe on the coasts of the Sea of Dread shortly
before the arrival of Atruaghin in the surface
world. At that time, her people fought con-
stantly against the other tribes to the north and
east.

As a young girl, Ahmanni found that she
shared an uncommon bond with the sea turtles
that her people often hunted. She soon found
that she could move freely among them, even
riding upon them as they raced across the open
sea, without fear or danger. Because of this, the
village shamani named her Turtlerider. Later,
when she came to rule this clan, they adopted
her totem and became the Children of the Tur-
tle.

Long after Atruaghin united the clans, she
travelled to meet him and study under him. For
a time, it is said, Ahmanni and Atruaghin were
lovers. They considered becoming man and
wife, but Atruaghin’s ageless nature had be-
come apparent and he refused to watch his wife
grow old and die while he remained ever youth-
ful and alive.

When Atruaghin decided to leave his adopt-
ed people, who now called themselves the Chil-
dren of Atruaghin, she was made chief of the
Turtle Clan in his absence. Under her guidance,
the Children of the Turtle fought against the
coming of the Red Orcs and the hordes of hu-
manoids that eventually enslaved Atruaghin's
people.

Although she died in battle against the hu-

manoids, Atruaghin sought the help of his Im-
mortal patrons and managed to bring her back
from the dead after the revolt that freed the
Atruaghin Clans. Under his guidance, she even-
tually followed Atruaghin to Immortal status.

As an Immortal, Ahmanni watches over the
affairs of the Turtle Clan and sees to it that they
continue to follow in the way of Atruaghin. She
takes pride in the fact that her people have cho-
sen not to live atop the protective plateau, but
face the surface world on its own level. Because
her people often battle with the corrupted Tiger
Clan to the east, she has no love of Danel Tiger-
stripes (the patron of the Tiger Clan) or Atzan-
teotl who led him and his people away from the
teachings of Atruaghin.

Personality

Ahmanni has been likened to the sea near
which her people dwell, for she has a tempera-
mental and fiery disposition. Just as the sea can
change quickly from passivity into violent storms,
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so too does Ahmanni. She is fiercely loyal to
Atruaghin and his causes, openly hostile to Danel
Tigerstripes and Aczanteotl, and utterly distrustful
of the various non-human Immortals.

Appearance

Ahmanni appears as a tall, slender woman
with beautiful, dark-golden skin, long braided
black hair, and colorhgal painted designs on her
face. She often carries with her a harpoon similar
to those used by her people. Among the Chil-
dren of the Turtle, the word 2hmannanna has
been derived from her name and means the
most beautiful of women. It is seldom used,
however, for few mortals are worthy of such a
compliment.

When Ahmanni comes to the material world,
she always appears at sea. Generally, he coming
is preceded by a dense, warm fog that lingers off
the coast. From this veil of mist, Ahmanni
glides forward in a fine dugout canoe. There are
no paddlers aboard this craft; it moves as
Ahmanni wills it.

Symbol

Ahmanni’s symbol is the whale tooth neck-
lace worn by so many of the Children of the Sea
Tartle. Among her clerics, one tooth is worn for
each level of experience acquired and, thus, the
power of a priest who serves Ahmanni is instant-
ly obvious from the nature of the holy symbol he
wears. Among other Children of the Turtle,
necklaces tend to contain one tooth for every
whale hunt that an individual has taken part in,

Tahkati StormtaMeRr
(PatroN of the Horse ClanN)
Sphere & Alignment: Energy & Neutral
Manifestation Energy: Average

Followers’ Alignment: Any. Clerics may only be
lawful (25%) or neutral (75%).

History

Tahkati Stormtamer lived long before the
coming of Atruaghin to the surface world. He
was, it is said, the first person to unite the tribes
that are now called the Children of the Horse.
Unlike Atruaghin, he united his people by force
of arms.

Tahkati's name comes from the accomplish-
ment that enabled him to seize the reigns of
power: the domestication of horses. Prior to his
coming, the Children of the Horse employed no
mounts. When Tahkati found that he could cap-
ture and pacify even the wildest of stallions, he
was dubbed “Stormtamer.” Leading his mount-
ed followers against the other tribes in the area,
Tahkati formed the first nation that survives to-
day as the Horse Clan.

Tahkati became, according to his people, the
greatest warrior that has ever stood upon the
plains and faced the thundering buffalo. In the
end, he chose to follow his military arts as the
path to Immortality.




When Tahkati learned that a great warrior,
namely Atruaghin, had come to the surface
wotld and was uniting the clans, he became in-
terested. As it became clear that Atruaghin was
using peaceful diplomacy to forge his surface
world nation, Tahkati became disgusted with
him. If it were not for the restraining power of
Kalakeatla and Otzitiotl, whom he knew as Ka
and Ixion, he would have seen the Hollow
World exile destroyed.

Instead, he turned to Atzanteotl and forged
an alliance with him. When Atruaghin left the
clans to explore the world, he aided Atzanteotl
in loosing the furies of the humanoids upon the
new nation. Atzanteotl vowed that Tahkati's
tribes of horsemen would be spared the ravages
conquest.

When Tahkati learned that his trust had been
betrayed and that the Children of the Horse had
been enslaved alongside the other clans, he was
enraged. He confronted Atzanteotl, but was
easily beaten back by the greater power of his
foe, So severe was his defeat, in fact, that he was
very nearly destroyed in the battle.

Decades later, when Atruaghin appeared to
liberate his people, Tahkati was there to help
him. Along with Ka and Ixion, he saw to it that
Atruaghin had the power he needed to drive out
the humanoids.

In the time since Atruaghin himself has be-
come and Immortal, Tahkati and he have
worked closely together. While they have not
become the best of friends by any means, they
have learned to understand and respect their
differences. Tahkati has learned his lesson well
and has vowed never again join forces with At-
zanteotl or any Immortal from the Sphere of En-
tropy. His loyalty to Atruaghin is fairly solid,
but he often feels that the former Azcan should
be quicker in seeking revenge against the hated
Atzanteotl.

Personality

Tahkati is as fierce and determined as the wild
horses he once mastered. His will is unbreakable

and he will allow no challenge to go unanswer-
ed. This trait has often been used to maneuver
him into difficult and dangerous positions by
his enemies. He never passes up a chance to aid
the enemies of Atzanteotl.

Appearance

Tahkati Stormtamer is shorter than most, but
so wide and heavily muscled that he appears
huge in comparison to any normal man. He
keeps the sides of his head shaved and wears his
remaining hair in a long, unbraided mane like
that of a horse, On ceremonial occasions, he
wears a warbonnet that has so many feathers in
it that is trails several feet behind him on the
floor. Tahkati seldom wears anything but a
leather loincloth held in place by a belt made
from the hair of his greatest enemies. In this
belt, he always keeps a knife fashioned from the
shoulder of a buffalo.

Symbol

Clerics and followers of Tahkati Stormtamer
identify themselves by the wearing of warbon-
nets and the wielding of buffalo bone knives in
combat. Thus, clerics who serve him may use
this particular edged weapon in combat, but
none other.

Hattani StoNneclaw

{(PatronN of the Bear ClanN)

Sphere & Alignment: Martter & Lawful

Manifestation Power: Average

Followers’ Alignment: Lawful or neutral. Hat-
tani’s clerics are always lawful.

History
Hattani was the ruler of what is now the Bear

Clan. He fought beside Atruaghin in the great
war to liberate the clans and, in reward and rec-




The Immonrtals

ognition, was made the father of his people.

The lands that Hattani and his followers had
ruled prior to the coming of the humanoids had
been all but destroyed by the time Atruaghin
led his people out of slavery. Thus, they opted to
start life anew in the challenging environment
atop the newly created plateau. Still burning
with the memory of their conquest, the Bear
Clan decided to settle on the rock ledges that
dotted the sides of the plateau.

Years later, after Atruaghin had left the mate-
rial world for life among the Immortals, Hattani
was visited by his former comrade in arms.
Atruaghin warned him that Danel Tigerstripes,
leader of the Children of the Tiger, was being
tempted to the side of chaos by the machina-
tions of Atzanteotl. He asked the leader of the
Bear Clan to travel to Danel and seek to undo
the evil that Atruaghin’s ancient enemy had
wrought.

Hattani did as Atruaghin requested, and lead
a party of his most trusted warriors to visit the
faltering Danel. When he arrived, however, he
quickly found that he had come too late, Danel
and the Children of the Tiger were now nothing
more than puppets whose actions were con-
trolled by the foul Arzanteotl.

Danel ordered Hattani and his warriors put to
death. Thinking quickly, however, the Bear
Clan chief broke free of Danel’s guards and
charged toward the Tiger Clan leader. Rather
than attacking him, however, he challenged
Danel to a private battle, known as eschxixi
among the Children of the Tiger. Danel had no
choice; he had to accept.

A week later, Hattani and his men found
themselves facing an attack by Danel and his
best warriors instead of an execution. The battle
was fierce, and casualties on both sides were
high. In the end, Danel and Hattani stood fac-
ing each other at the heart of the battlefield.
The two discarded their weapons and fought un-
armed, the ultimate test of their watrior's met-
tle. An hour later, the fight still undecided,
dusk fell across the combatants,

On into the night they exchanged blows, each

determined not to admit defeat. Dawn came,
and still there was no victor. Gradually the sun
crept into the sky and, just as it reached its ze-
nith, Hatrani fell before the younger man’s fero-
cious attacks.

At the moment of Hartani’s death, however,
Atruaghin again appeared to his friend. He
reached out the warriot’s fading spirit and guid-
ed him out away from the bloody barttlefield
and back to his people. Hours later, as Danel Ti-
gerstripes threw Hattani’s dead body into a pool
of flesh-eating fish, Atruaghin was leading his
spirit through the final steps on the road to im-
mortality.

Personality

Hartani is much like Atruaghin in his think-
ing. It is for this reason, perhaps, that the two
are so close. Hattani is somewhat quicker to bat-
tle than the Immortal he serves, but also seems
to have a better grasp of tactics and strategies
than his friend. Atruaghin often refers to Hat-
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tani as ‘‘my trusted war chief.”

Hatanni’s love for Atruaghin is unshakable,
and he will do whatever he can to assist his pa-
tron Immortal in his every endeavor. He pities
Danel Tigerstripes, a man who was once a pow-
erful and just ruler. He blames Atzanteotl for
what has become of his former ally, and vows
that Danel shall be avenged.

Appearance

Hattani Stoneclaw appears as a warrior chief.
While his angular body is in good condition and
he looks very much like a formidable opponent,
his face is lined and wise looking. His hair is
worn in a pony tail and his face is marked with
war paint.

He wears a bear claw talisman on a leather
cord about his neck and carries a heavy, stone
war hammer decorated with eagle feathers.

Symbol
Hattani’s symbol is the bear claw pendant. He

requires all of his clerics to wear them and to em-
ploy stone hammers in battle.
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DanNel Tigensiripes
(PatroN oOf the Tiger ClanN)

Sphere & Alignment: Entropy & Chaotic

Manifestation Power: Average

Followers’ Alignments: Neutral or chaotic. All
of his clerics are chaotic.

History

Danel Tigerstripes was born duting the days
of the humanoid domination the Atruaghin
Clans. His parents were both brave warriors who
fought against their hated masters. Eventually,
Danel’s parents were caught and killed. The hu-
manoids tortured Danel, who was then just over
four years old, and left his body scarred with a
series of marks that looked much like the tiger's
stripes.

Years later, when Atruaghin fought to drive
out the humanoids, Danel did his part. Leading
an army of mighty warriors into battle after bat-
tle, he won many and was a decisive figure in the
great conflict. Because of his service and leader-
ship, Danel became the father of the Tiger
Clan.

Danel, like the others who came to power un-
der Atruaghin’s watchful eye, was a just and fair
ruler. While he never forgave the humanoids for
what they did to his parents (or to himself for
that matter), he had so few dealings with them
that this darker side of his nature seldom sur-
faced.

One day, however, Danel was contacted by
the minions of Atzanteotl. Over the course of
the next few months, they worked their way into
his confidence and, eventually, turned him
against Atruaghin. Danel came to blame
Atruaghin for the humanoid conquest of his
people and the death of his parents. After all, if
Atruaghin hadn't left to wander the world and
explore, he would have been there to help fight
off the first advances of the humanoids.

Under the protection and guidance of Atzan-
teotl, Danel turned his people against the other
clans. He had them study the arts of war and
taught them the ways of chaos. By the time
Atruaghin knew what was happening, it was too
late—Danel had become a slave of Atzanteotl.

Eventually, Danel became so powerful and
evil that he attained the status of an Immortal
himself. He now serves Atzanteotl whole-
heartedly, for his hate has been used to destroy
any sense of compassion or mercy that remained
after his torture.

Personality

Danel Tigerstripes is cruel and sadistic. He
serves Atzanteotl faithfully because he believes
that working with his Immortal sponsor will en-
able him to inflict the greatest suffering on the
greatest number of people. He never passes up
an opportunity cause harm to the followers of
Atruaghin or his allied Immorrals.

Appearance

Danel is a slender but well-muscled man. His
lithe form has the graceful posture of an acro-
bat. Danel’s eyes have become those of a great
cat, with vertical pupils and gold flecked yellow
irises. His body is covered with the stripes from
which he takes his name.

He always appears dressed in the light tunics
commonly worn by both the Children of the Ti-
ger and the Azcans of the Hollow World.

Symbol

As might be expected, Danel’s symbol is a
cat’s eye. His followers identify themselves with
gemstones that look like cats’ eyes. They often
incorporate these symbols into other objects,
like the hilt of a weapon or a pendant worn
around the neck.
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Mahmatti RUNNING EIR

(PatronN of the EIR ClanN)

Sphere & Alignment: Energy & Lawful

Manifestation Power: Average

Followers’ Alignment: Lawful or neutral.
Mahmatti's clerics are always neutral.

History

Mahmartti lived several decades after
Atruaghin ascended to the ranks of the Immor-
tals. He was a shamani of great power who, it
was said, could command any force of nature.
While this may have been a myth in his mortal
existence, it is certainly true now, for Mahmat-
ti's magic is almost unequalled in power among
the ranks of the Immortals.

Throughout his life, Mahmatti sought the
power to overthrow Atzanteotl’s conquest of the
Tiger Clan. He studied the magic of the sha-
mani, the natural lore of the druids, the strange
incantations of foreign magicians, and the prim-
itive rituals of wokani and shamans. He seemed
to be on the verge of attaining the power he
needed when Atzanteotl’s minions brought him
down.

Under the guidance of their patron Immortal,
several thieves from the Tiger Clan sneaked into
Elk Clan territory and made their way to
Mahmatti’s village. Here, they murdered one of
the tribes most violent and abusive members,
planting evidence that implicated Mahmatti in
the crime. So skillful were they in the execution
of their plan, that Mahmatti could not prove
himself innocent.

Thus, despite the fact that the murdered man
was not at all loved by his fellow tribesmen,
Mahmatti was convicted of the crime. He was to
be executed, but vowed not to lose hope or give
up his quest to overthrow Atzanteotl’s theocracy
in the Tiger Clan. On the eve of his execution,
he used his magic to escape.

When the other members of the tribe found

that he had gone, they had no choice but to
hold a special ceremony that broke their ties
with Mahmatti and forever exiled him from
their lands. The most tragic aspect of all this is
that the ritual was overseen by his own daugh-
ter. Although she had never believed that her
father was guilty, she had no choice but to carry
out the laws of Atruaghin.

Mahmatti traveled atop the Atruaghin Pla-
teau for several weeks before he decided on a
course of action. Like the father of the clans
himself, Mahmatti vowed to travel the outside
lands and learn all that he could before return-
ing to the Children of Atruaghin and proving
his innocence.

Over the course of his travels, Mahmatti
learned many things. In the end, however, he
found himself caught in a web of evil magic and
deceit woven by a female magic-user deep in the
heart of Glantri. Although she had managed to
ensnare him and cause him to love her, she was
secretly draining away his power and vitality in
an attempt to learn more about the magic of the
shamani. When he finally escaped from her
clutches, Mahmatti found that, although he was
only in his late thirties, he had the failing health
and constitution of a man twice his age.

Knowing that his time was limited, now,
Mahmatti returned to the Atruaghin Clans. He
entered the lands of the Tiger Clan and tracked
down the thieves who had framed him. One by
one, he hunted them down and killed them un-
til only their leader remained. With the criminal
in tow, he returned to the Children of the Elk
and forced his enemy to tell of the foul deeds he
and his followers had done. Mahmatti's name
was cleared.

Within a few days, Mahmatti’s daughter was
called upon to hold the ceremony that would re-
instate her father as not only a member of the
tribe, but its leading shamani. Just as the ritual
ended, Mahmatti succumbed to his accelerated
aging and died. It is said that his face was fixed
in such a look of tranquility that none who saw it
could grieve for the man—he was clearly satis-
fied with his life and accepting of his death.




In actuality, Mahmarti's death was only the
beginning of his life as an Immortal. At the mo-
ment that his physical shell failed him, the sha-
mani was greeted by Atruaghin and given the
gift of Immortality. He has served the Father of
the Clans faithfully ever since.

Personality

Mahmatti is a patient man, as one can see
from his history. His thirst for knowledge, espe-
cially as regards magic, is unquenchable. He is
wholly devoted to his people and Atruaghin, al-
ways seeking to further their interests in what-
ever ways he can.

Appearance

Mahmatti looks much like one would expect a
shamani to look. He is tall and somewhat slen-
der, with a face cut by wrinkles and a warm, wise
look about his eyes. In the fashion of his people,
he is fond of tobacco and will almost always be
found with a pipe in his hand. He wears his hair
in the manner of the Elk Clan—shaved on the
sides and trailing back to a braided ponytail in
the center.

Symbol

As one might expect, this Immortal’s symbol
is the clay pipe. Whenever his clerics hold a rit-
ual, they begin it by passing around a pipe filled
with kinnikinnik and thanking Mahmarti for
the rain that makes this crop grow. All of
Mahmatti's followers are expected to smoke at
mystical ceremonies.
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Eleya MoOONSIAIRER ———

Age/Sex  30/F

Class Fighter

Clan Horse

Level 10

Align Lawful
Totem Vampire Bat
Skills Hunting—13

Survival (plains)—13
Endurance—15

Riding—18
Leadership—17
Stealth—18
St 15 Dx 18
In 13 Co 15
Ws 14 Ch 17
AC 4 MV 120
HP 67 #AT 1

Description

Eleya is a powerfully built woman with long,
black hair and a dark complexion. In many cul-
tures, she would be considered stocky because of
her well muscled physique, but among the Chil-
dren of the Horse she is an almost perfect beau-
ty. Her dark brown eyes are almost black and
give her an intense and commanding look.

In combat, Eleya wields the slender spear typ-
ical of her people. She always carries two stone
hand axes and a small bow for hunting.

As a symbol of the many battles she has won,
she often wears her warbonnet. She has over a
hundred feathers in it, clearly marking her as
the war chief of her tribe and of the entire Horse
Clan.

Eleya wears a makiki or medicine bundle on
her belt fashioned from the sewn-together
hearts of several vampire bats. She has been
careful to take good care of this pouch and never
allows it to be harmed or damaged in any way if
she can avoid it.

In addition to the Horse Clan sign language,
Eleya has learned a small amount of the com-

LAY
mon tongue. Because of this, she often acts as a
translator for her tribe.

Personality

Eleya is the most well-known of the modern
Horse Clan warriors. She is a masterful rider and
a powerful adversary. On numerous occasions,
she has led her tribe against the other tribes of
the Horse Clan, counting many successful
coups.

She is one of the few citizens of the Atruaghin
Clans to travel in the Known World. During her
teenage years, she left the Children of the Horse
on a quest to study new ways of fighting. Inter-
estingly enough, she made her way to the Re-
public of Darokin, a place noted for its aversion
to military conflicts. After spending only a few
months away from her people, she decided,
based on her encounters in Darokin, that all
outlander cultures were soft and weak. Outsid-
ers who encounter her atop the Atruaghin Pla-
teau will have to prove themselves to her before
she treats them as equal.
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Dyark Graycloak ——

Age/Sex 28/M

Class Thief

Clan Bear

Level 14

Align Neutral

Totem Mountain Lion
Skills Ledge Hopping—17

Mountaineering—17
Detect Deception—16
Bargaining—12
Nature Lore—15
Tracking—15

Danger Sense—16
Acrobatics—17

Thief’s Open Locks—72%
Abilities Find Traps—70%
Remove Traps—64%
Pick Pockets—85%
Move Silently—68%
Climb Sheer Surfaces—110%
Hide in Shadows—56%
Hear Noise—84 %
St 12 Dx 17
In 15 Co 13
Ws 16 Ch 12
AC 6 MV 120
HP 54 #AT 1

Description

Dyark is somewhat shorter than the average
male citizen of the Atruaghin Clans. His skin is
also somewhat darker than normal, but not
overly so. He has narrow eyes that seem to match
his slender body perfectly.

Dyark's most interesting feature is his cloth-
ing. While he wears the simple snakeskin jerkin
and loose cotton garb that is common among
the Bear Clan, he also owns an elven cloak.
Dyark obtained this unusual item from a half-
ling merchant several years ago. After he bought
the cloak, he learned of its magical abilities and
replaced the clasp with one fashioned from the

jaws of a rattlesnake. Dyark never goes anywhere
without his precious cloak.

Personality

Dyark is a quiet and somewhat quiet person.
He generally distrusts magic and magical items,
but seems to ignore the fact that his cloak is also
magical,

Dyark is not, in the traditional sense of the
word, a thief. He is more of a scout or an explor-
er and has a great curiosity about the world
around him. He is likely to become attached to
any group of outsiders that come to visit his
tribe simply out of curiosity.

Dyark seldom speaks except in answer to a di-
rect question, He uses his cloak to sit quietly in
the background and soak up all that is said
around him. By collecting information in this
manner, he always seems to be one step ahead of
everyone clse.
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Myrrh Mist DaNCER ——————

Age/Sex  45/F

Class Elf

Clan Turtle

Level 8

Align Lawful

Totem Dolphin

Skills Profession (seaman)—17

Craftsman (woodworking)—17
Treewalking—14

Blind Shooting—14

Quick Draw—14

St 15 Dx 14
In 17 Co 10
Ws 14 Ch 16
AC 6 MV 120
HP 50 #AT 1

Description

Myrrh is, to say the least, an unusual find
among the Children of Atruaghin. Although
she darkens her complexion with make-up, her
obviously light skin sets her apart from the other
members of her tribe nearly as much as her
pointed ears and other elven features do. Her
slender figure and light hair, features that would
make her a classical beauty in some cultures, are
considered unflattering traits among the Chil-
dren of the Turtle.

Myrrh's parents were on a merchant ship
bound for the islands of the Minrothad Guilds
when a savage storm shattered their vessel. Her
father was never seen again and is believed to
have drowned at sea. Her mother, who was preg-
nant at the time, was rescued by a Turtle Clan
whaling expedition. She lived just long enough
to give birth to Myrrh. One of the clan’s most
well respected families adopted the young elf
girl and raised her as their own.

Myrrh wears the traditional wood and leather
armor of her people and is often seen with her
war helmet (carved in the shape of a dolphin) set
upon her head. She seldom employs the har-

poons her peers favor, but is a master of the
short bow.

Personality

The interest in magic use that exists among
the Children of the Turtle has allowed Myrrh to
acquire a handful of magical spells. However,
she has had no formal training in spell casting.
Because of this, she employs spells as if she were
had attained half (rounded down) of the experi-
ence levels she actually has. Thus, she currently
uses spells as if she were a 4th level elf.

Mytrh is somewhat shy because of her clear
status as an outsider among the Children of the
Turtle. She greatly enjoys the fog that is often
found drifting among the trees of the rain for-
ests in which her people dwell. It is this that
earned her the name “Mist Dancer.”

Two things, archery and magic, will always
capture Myrrh's attention. Outlanders who
come among the tribe and show such abilities
will find Myrrh a constant companion.
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Hovar Duck Waltcher ————

Age/Sex  52/M

Class Shamani

Clan Elk

Level 18

Align Lawful

Totem Mallard

Skills Honor (Atruaghin)—17
Knowledge (History)—17

Nature Lore—17

Animal Empathy (mallard)—17
Fire Building—17

Healing—17

Animal Training—17
Endurance—5

Leadership—15

Story Telling—15

St 8 Dx 8
In 17 Co 5
Ws 17 Ch 15
AC 9 MV 90
HP 43 #AT 1

Description

Hovar is something of a shock to people from
the outside world the first time they meet him.
Anyone who has heard stories about the mystic
shamani expects to find Hovar a wise old man
who sits with a stern face before magical fires
and converses with the spirits of animals. Hovar
clearly does not fit this serious, melodramatic
mold.

In addition to being somewhat portly, espe-
cially about the face, Hovar seems to always be
smiling. He has a nod and cheerful word for ev-
eryone he meets and sees no place in his life for
negative emotions or hostility. His communion
with nature is so powerful that he never feels
threatened, alone, or frightened.

While Hovar wears the traditional make-up
of his people, he does not take it to the extremes
that others do. Similarly, he wears his hair in the
same style (shaved on the sides and a long strip
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in the middle), but seldom takes the time to
braid it or decorate it.
Personality

Hovar is a quiet and contemplative man. He
earned his name because of his habit of sitting
on the damp grass beside lakes and ponds for
hours on end, watching the ducks drift about in
search of food. He says that much of what he
understands about the wishes of Atruaghin he
has learned from watching the ripple that follow
a duck or swan. Since none can say what means
an immortal might use to communicate his
wishes to a follower, no one would dare chal-
lenge this assumption. Beside, Hovar is clearly a
powerful shamani and must, therefore, be do-
ing something right.

Hovar will take little interest in outsiders un-
less they are upsetting the natural balance of life
among his people. When that happens, he steps
in and, in the most positive manner he can, ar-
ranges for the strangers to leave, He will gladly
teach anyone who asks the basic tenets of
Atruaghin’s teachings.
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Ec¢lsha Spiver’s Kiss ——— —

Agel/Sex  22/F

Class Cleric

Clan Tiger

Level 8

Align Chaotic

Totem Black Widow Spider
Skills Honor (Atzanteotl)—18

Intimidation—14
Leadership—13

Knowledge (poisons)—14
Acting—13
St 14 Dx 12
In 13 Co 15
Ws 18 Ch 13
AC 9 MV 120
HP 36 #AT 1

Description

Eelsha is 2 minor cleric among the Children of
the Tiger. As such, the finery that she wears for
mystical ceremonies is less impressive than that
of her superiors. Still, it is rich and splendid to
those unfamiliar with her faith. Eelsha wears a
fair amount of gold jewelry, including some very
large earrings, and a sacred headdress set with
brightly colored feathers. She almost always
wears a necklace of fresh flowers. She almost al-
ways cairies a spiked war bolo on her belt.

On special or formal occasions, she dons a
special set of gold fingernails roughly six inches
long. In addition to being beautiful and exotic
ornaments, these conceal reservoirs of deadly
poison within them. Thus, their merest scratch
can be fatal.

Eelsha is a tall and striking woman. Her dark
complexion sets off her wide eyes and gleaming
smile very well. In fact, she has an innocent ap-
pearance that most assuredly does not match her
deadly personality. It is for this reason that, and
in honor of her totem, that she has adopted the
name “‘Spider’s Kiss.”

As one might expect from her totem symbol,

L W J/ e d
Eelsha is both beautiful and deadly—a danger-
ous combination in any culture.

Personality

Eelsha is a manipulative and resourceful
woman. She plans to become the high priestess
of a Tiger Clan city eventually, and will stop at
nothing to achieve this goal. She uses the power
she already has, her own personal beauty, and
her knowledge of toxins with great success in ac-
complishing her short and long term objectives.

In addition to her other dangerous qualities,
Eelsha is a superb actress. She can pass herself
off as anything from 2 common harlot to a lady
of rare sophistication.

Eelsha is always interested in outlanders. She
looks upon them as fools who can be directed to
do her bidding, valuable sources of information
or powerful magics, and fully expendable
dupes. Thus, she will often arrange for parties of
adventurers to undertake some mission for her,
only to betray them when they accomplish it.
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The Atruaghin Clans have beliefs unlike those in
any other part of the Known or Hollow Worlds.
Perhaps the most unique of these is their absolute
devotion to the concept of a totem and the influ-
ence of animal spirits. To many outsiders, totems
are an unfamiliar or misunderstood thing. In an
effort to shed some light on the subject, the fol-
lowing information is presented.

Whatisa TotemM? -———— 4.

This question, or some variation of it, is often
asked of the Children of Atruaghin by outsiders.
They will explain, generally patiently, that no
outsider can understand the link that a follower
of Atruaghin feels with the natural world. Vari-
ous sages have made the attempt, however, and
have come up with a fairly complete description
of the concept.

In short, the Atruaghin Clans believe that all
people are kindred spirits with a specific type of
animal. Because of this, they share some of that
animal’s characteristics. This link is shown in
both their physical capabilities (as demonstrated
by a character’s ability scores) and their mental
attitudes (as seen in the character’s personality. )

The link works both ways. Characters who en-
counter their totem animal in the wilds are sel-
dom attacked by them and, in fact, are often
aided by their kindred spirit.

PersonNal Tolems

In actuality, an individual has three totems. The
most important one is his personal totem. A
personal totem is the specific animal to which a
character is kindred. For the most part, when an
Atruaghin speaks of his totem, he is referring to
his personal totem. In this chapter, we are al-
ways assumed to mean a personal totem unless
otherwise specified.

Seilecting a Personal Totem

The guidelines for selecting a character’s totem
are presented in the character generation section
of the player’s book. To sum up what is found
there, however, the player rolls randomly to de-
termine the basic type of animal that will be his
character's totem (a carnivorous reptile, say).
The player then considers the character’s attrib-
utes, class, and the personality he has in mind
for it and selects a specific totem (an alligator,
perhaps). As in all things, the DM has the right
to veto or modify the choice.

The Effects of PensonNal Spirits —

The major benefit of having a totem spirit
comes from a natural affinity for the totem ani-
mal and its habits.

When a character encountets his totem spirit
in the wild it will not attack him or flee from
him. If the character opts to attack the animal,
then it will respond normally. In most cases,
however, this means that the character gets a
free first strike, and that can be very important.

While characters do have advantages over
their totem spirits in combat, there are negative
aspects to be considered. Since attacking one’s
totem is, in effect, attacking one’s own inner
self, no experience award is made for the battle.
In fact, a character who slays or injures his own
totem animal loses a number of experience
points equal to that which he would normally
gain from combat. Thus, if a character with a
wild eagle totem kills 2 bird of this type, he loses
175 experience points.

Characters who fashion a charm from some por-
tion of their totem animal receive a +1 bonus on
all saving throws while they wear it. In the case of
the Children of the Horse, who make use of spe-
cial medicine bundles, this bonus is in addition to
that they receive for their normal medicine bun-
dles. The charm can be any type. For example, a
chatacter with an alligator for a totem might
choose to craft a necklace out of alligator teeth.
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Tribal Tolems

In addition to his or her personal totem, each
character is influenced by respect for his tribal
totem. Each of the Atruaghin Clans is composed
of several tribes or communities. Every tribe,
like every character, has its own totem spirit.
Usually, this type of totem is drawn from the
animals native to the region in which the tribe
dwells. For example, a tribe of the Clan of the Ti-
ger that lives in a swampy region noted for its nat-
ural reptilian life might be the Tribe of the Viper.

Effects of Tribal Totems

Tribal totems play little part in the day to day
life of the average Atruaghin character. Charac-
ters who encounter their tribal totem animal in
the wild will find that the creature does not flee
from or attack them 50% of the time. In cases
where the animal opts to flee or attack (the
choice being made by the DM based on the ani-
mal’s nature) the remainder of the encounter is
resolved normally.

If the animal does not attempt to flee or attack,
it will go about its business just as if the character
were not present. (The animal ignores the charac-
ter.) This will change as soon as the character inter-
acts with the animal (by throwing a rock at it or
such), at which point the animal acts normally.

There is no experience award (but no pcnalry,
cither) for fighting a tribal totem animal. I
looked down upon by the tribe, however, for it is
believed that anyone killing the totem animal of
his tribe is flirting with hardship and ruin for his
people.

ClanN Totems

Each of the Atruaghin Clans has its own clan to-
tem. The type of totem is, obviously, what the
clan draws its name from. Thus, the clan totem
for the Children of the Horse is—you guessed
it—a horse.

The Druiv’s Tale ————

For many years I have studied the ways of na-
ture. All things of the wild, animal or plant,
magical or mundane, speak to me and I lis-
ten. I have heard the whispering of the winds
in the pines as it tells of distant lands and the
cold snows of the north. I have tasted the wa-
ter of the sea and sensed in its salty flavor the
events on other continents. To me, all of this
is wonderful and all life is sacred.

Thus, when I heard from the creatures that
share this forest with me that you were en
route to meet with the Children of
Atruaghin, I knew that I must speak with
you. For many city dwellers, and even well
travelled adventurers such as you must con-
sider yourselves to be such, the ways of the
Children are strange and unusual. If you take
a step down the wrong path, their punish-
ment is swift and deadly. Heed my words and
learn.

The Children of Atruaghin know much
about the natural world. They can sense the
coming of the seasons. They can speak with
the citizens of the wilderness. Many say, and I
do not dispute it, that their wise men, the
shamani, are as much in tune with the world
as we druids.

When you move among them, do not scoff
at their love of the simple things. They do not
work metal and shape the lands to suit them-
selves. Rather, they shape themselves to suit
the land. Watch them and learn. They know
much that is hidden and can show you things
that technology has hidden from your eyes.

My time is at an end here, the forest calls
me back to it. Remember my words. Open
your minds and hearts to the Children.
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The importance of clan totems is based on
their ties to the various patron Immortals who
watch over the Atruaghin Clans. So the Chil-
dren of the Turtle have the sea turtle as their to-
tem because of the importance of this animal to
Ahmanni Turtlerider, their champion among
the ranks of the Immortals.

Effects of ClaN ToleMs ———

An Atruaghin character respects his clan totem,
but it has little effect on his daily life. He can-
not, for example, expect it to ignore him as he
might his personal or tribal totem.

The customary respect for a clan totem is
strong however. It is forbidden for any individ-
ual to kill the clan’s totem animal. Those who
do become outcasts and are exiled from their
people. Usually, no other clan will take such
wanderers in and they become hermits or out-
casts.

QOutsiders who kill a clan totem animal are
simply put to death. The manner of their death
is based on the way in which they killed the ani-
mal. If the animal died quickly and without suf-
fering, then the execution is equally painless. If
the animal lingered, however, then the charac-
ters will suffer long and slow agonies before
dearth finally grants them release.

Totems IN AIruaghiN Culture -

In addition to the above effects and remarks, to-
tems play a series of important roles in the inter-
play between clans, tribes, and people. The
most important of these, from a role playing
perspective, is the way in which various totems
tie characters together.

Totem Brothenrs

The most direct relationship that Atruaghin
characters can have is that of totem brothers. To-
tem brothers are Children of Atruaghin who
share the same personal totem. In the beliefs of

the Atruaghin Clans, being related by totem
spirits in this way is far more important than be-
ing relared by blood.

Totem brothers are expected to be wholly loy-
al to each other, even to the point of laying
down their lives for each other. In addition, two
people who share the same totem must always
speak honestly to each other. No lies, omission
of information, or other forms of deceit are per-
mitted. In fact, the link that such characters
have is so close that one will always know if the
other is not telling the whole truth. To deceive
one’s totem brother in any way is a crime against
Atruaghin and nature.
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Tari cocked her head to one side and exam-
ined the altar more closely. Slowly, a broad
smile spread across her face and began to
laugh. “I think I've found it!"’ she called as
she pulled ourt a slender metal tool from her
pouch. She worked quickly, with an agility I
have seldom scen in all my days as an adven-
turer, and then stepped back. As she did so,
one of the gold pillars appeared to crack and
split open. Once again, Tari had found a door
the rest of us had missed.

Moon Hunter stepped over to it and looked
inside. His dark features looked concerned,
but he was obviously curious. I tried to com-
fort him, reminding the troubled warrior that
his own shamani had sent us here in search of
answers to our questions about Atruaghin's
past.

Like the outside of the pillar, the inside was
covered with skulls, serpents, and the faces of
the dead. Being somewhat familiar with an-
cient history, I was able to identify them as
Azcan in nature. Somehow, the knowledge
that the Azcans and Oltecs had died out
thousands of years ago seemed to offer no
comfort in this strange temple.

From outside, in the temple, we suddenly
heard voices. The Tiger Clan warriors who
had been hunting us before were here. Tari
snapped into action, sliding the door shut in
hopes that they had not yet discovered our
position.

As soon as the latch clicked shut,a sudden
sense of falling overcame us and areas of the
walls that had been opaque moments ago
were now transparent windows. Through
them, I could see that we were racing down a
shaft of some sort. What our final destination
might be, I couldn’t guess.

Far below the plateau on which the Atruaghin
Clans live are the ruins of an ancient Azcan city.
Known as Quauhnahuac, this is the place where
Atruaghin and his followers sought refuge when
they were forced out of power in BC 1494.

ConNsiructioN

In BC 900, Atruaghin returned to the ruins of
this once grand city and set about building a
powerful magical device that might permit him
to travel freely berween the surface and inner
worlds. After a century of effort, the device was
completed.

Sages have likened the artifact to a great ele-
vator, and this description is very close to cor-
rect. Atruaghin began his project by creating a
shaft that ran from the ruins of his palace tem-
ple in Quauhnahuac to the region of jungles
that stands between the lands of the Tiger Clan
and the Horse Clan. Once the shaft was com-
pleted, he built a temple on the surface world




that mirrored the one in Quauhnahuac in every
detail. Thus, like a long rope anchored at both
ends, he had connected the two worlds.

In order to travel between the two temples, he
began to fashion a large cylinder some 25 feet in
height and roughly 10 feet in diameter. The cyl-
inder was a vehicle built from the purest Azcan
Fo!d and decorated inside and out with the

aces of the dead and tortured souls of evildoers.
When the craft was completed, it was placed in
the tube.

In order to hide the nature of the device, the
craft was designed to be a part of the altar in
each of the temples. Thus, it is hidden from
sight when in one of the temples. When the ve-
hicle is not in the temple, a ceremonial flame
covers the entrance to the shaft. Thus, no one
has ever found and employed the conveyance.

UsiNng the Device

Using Atruaghin’s Mystic Conveyor to travel be-
tween the Known and Hollow Worlds is a simple
matter, assuming one has found the hidden en-
trance to the vehicle. As soon as one or more
persons (there is room for about ten) enters and
close the door behind them, the cylinder is acti-
vated. As an option, cight people are required
to pull the levers holding the vehicle in place.
These people stay l:lch:rldg

Travelling at great speed, it accelerates down
the shaft and toward the other temple. Air pass-
ing over the engraved surface of the vehicle
causes it to shriek like some tortured spirit. This,
combined with the sight of rough stone walls
racing by the car’s windows at hundreds of miles
per houtr is terrifying to those who do not under-
stand the nature of the artifact.

At the halfway point of the journey, the vehi-
cle pops out of the shaft and into a large “bub-
ble” in the world’s crust. Located at the center
of this bubble, exactly at the point where gravity
“flips"’ from the orientation that it has in one
world to the orientation that it does in the other,
is a huge whirlpool of fire. As the conveyor

AtruaghinN's Mystic CoNnveyOoR

plunges through this beautiful, but deadly,
spectacle anyone aboard it who is of chaotic
alignment is instantly slain. A saving throw vs.
Death Ray negates this power. This ensures the
artifact is not abused by those creatures that
serve the causes of Enthropy. see diagram on the
fold-up map sheet.

The Temples

Each of the temples is hidden from the prying
eyes of the outside world. Atruaghin did not
mean for his device to provide ready access to
the surface world for his enemies below.

The Hollow World structure is at the heart of
a ruined city filled with evil and dark legends.
Only the most brave (or foolhardy) of travellers
would ever have occasion to come across it. This
end of the Mystic Conveyor is handled in the
HOLLOW WORLD™ accessory, Sons of Azca.

The Known World temple is located at the
heart of a dense forest. In addition, it is ringed
by a magical aura that causes people to walk
around it. Thus, a traveller who is heading
straight toward the temple will be subconscious-
ly guided in a curving path around the struc-
ture. Once those following a shamani can pass
the magical barrier.

Once inside one of these structures, if some
means of safe access can be found, adventurers
will find that they are beautifully decorated in
gold and carved stone. Each is an example of the
finest in Azcan art and architecture.

At the hearrt of each temple is a vast altar. Sev-
eral ten foot thick columns, decorated with the
twisted faces of suffering evil souls, stand
around the shrine. One of them has a secret
door set in it that will open to reveal Atruaghin’s
Mystic Conveyor.




AdapliNg 1

Many of you may soon switch to the 2nd Edition
ADVANCED DUNGEONS & DRAGONS® Game. For
your convenience, we included this section to help you use
this Gazetteer in your AD&D® campaign. Changes in the
AD&D ¢ have been taken into account here.

The differences between the D&D® and the AD&D
games are small enough thar the adaptation should not be
much of a problem. However, for those of you who are not
familiar at all with the D&D game, there are a few details
that need to be clarified. For more simplicity, topics appear
in alphabetical order.

Keep in mind when adapring your D&D adventures that
AD&D characters are slightly tougher at low level, but
D&D characters can deliver much more damage at mid to
high level.

e D&D game is &tsi%ncd to handle very high levels of
play, up to a maximum of level 36. It is suggested that you
keep the same levels of experience in the two games, up to
level 14. Beyond that, assume that each five D&D game
levels equal one character level in the 2nd Edition AD&D
game, rounded up. Using this, a level 36 fighter becomes
level 20 in the AD&D game. Warch for discrepancies in
spell-casting abilities.

Gazetteer nations can be set up in other game worlds,
such as those described in the FORGOTTEN REALMS®
Campaign Set, or the WORLD OF GREYHAWK?® Fantasy
Game Setting. This offers interesting alternative develop-
ments to regions not yet charted, allowing you to continue
your campaign without having to switch to the other game.

Some of the more powerful shamani of Atruaghin are
capable of entering the ethereal plane and reaching other
worlds. Most often, shamani are atruned to places like the
Maztica setting in the FORGOTTEN REALMS c¢ ign

AD&D game statistics.

Encumbrance: See cn or Coins.

Experience: Total accumulated experience for characters
is also different berween the two games, but again, not
enough to have a substantial effect on play. Everybody un-
derstands the difference between a level 1 magic-userand a
level 15 wizard... hopefully!

Immortals: They are equivalent to the AD&D game dei-
ties. Immortals often are NPCs who reached level 36, and
completed a heroic quest of some sort. Immortals belong to
various mystical “spheres", of interest such as:

Marrer: usually related to lawful beings, fighter types, or
the earth element. Opposed to the Sphere of Time.
Energy: usually related to chaos, magic-users, or the ele-
ment of fire. Opposed to the Sphere of Thought.

Time: usually related to neutral beings, cleric types, or the
element of water. Opposes the Sphere of Matter.
Thought: usually related to any alignments, thief types, or
the element or air. Opposes the Sphere of Energy.
Entropy: not related to anything excepr destruction, it op-
poses all other spheres. It corresponds to AD&D game
lower plancs. Lotds of Entropy are fiends.

Morale: Whenever NPCs or monsters run into difficulties,
especially during combat, there is a possibility they would
surrender or flee. Use the 2nd Edition AD&D game morale
system instead.

Monsters: Some monsters mentioned in this supplement
do not exist in the AD&D game. Simply replace them with
another appropriate creature. Keep an eye on play balance;
differences in HD and special abilities may occur at times,
calling for adjustments.

! gy

world. Visitors accompanying ot sent by a shamani usually
seem to phase out of an animal when entering the other
world.

Alignments: D&D game characters have only three
alignments— Lawful, Neutral, or Chaatic. In the AD&D
game, assign Good, Evil, or Neutral alignments, depend-
ing on the context.

Classes: In the D&D game, elves, dwarves, and halflings
actually are character classes. D&D clves correspond to
AD&D elven fighter/magic-users. D&D dwarves and half-
lings are fighters. At high levels, D&D demi-humans use
Artack Ranks, which are abilities to fight better. Ignore
these in the AD&D game. Human fighters, clerics, magic-
users, and thieves are unchanged.

Coins (cn): The cn abbreviation stands for coin and is a
measure of weight. 50 cn are equal to 1 Ib in the AD&D
game.

Dominions: They are lands under a character’s rule, like
AD&D game baronies. Rulers receive taxes from inhabit-
ants as well as income from natural resources and services.
D&D dominion populations grow an average 15% - 5d10
people per mun(g‘.) At 50 inhabitants per square mile, the

growth tops out at 1d5% - 5d10 people. Use AD&D game
taxation.

Equipment: The terminology in the D&D game is very
similar to the AD&D game. Equipment cost, encum-
brance, damage in combat, or AC protection are slightly
different, but not enough to be worth mentioning. Use the

M (MV): Movement rates in D&D are given in
feet/turn, and then in parenthesis, in feer/round. In the
D&D game, 100'/tum equals 10 factors for the 2nd Edi-
tion AD&D game, or 10" /round for the older version of
the AD&D game.

Ranges: All distances are expressed in feet, rather than
inches, Assume 10 feet are equivalent to 1" in the older
AD&D gamec. The 2nd Edition AD&D game uses feet
rather than inches.

Rounds: Rounds and turns are used the same way in
both games. A D&D round equals ten seconds; a D&D
um equals 60 rounds — for more simplicity use the
AD&D game cquivalents, without converting.

Spells: Some D&D spells have slightdly digicn:nt names
than their AD&D game counterpart. Simply use what
comes closest. Modify the number of memorized spells list-
ed for spell-casters, to match the AD&D game rules.

War Machine: It is a mass combat system developed in
the D&D game, that has no equivalent in the AD&D
game. BR stands for Battle Rating and is only used for the
War Machine, We suggest the BATTLESYSTEM™ Fantasy
Combat Supplement which works for both games.

Weapon Mastery: Ignare derails for D&D game weapon
mastery and replace with the AD&D game weapon special-
ization.

Wokan /Wokani: Spell-casting monsters, The 2nd Edi-
tion AD&D game handles each type of spell-casting mon-
ster separately in the Monstrous Compendiums.
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OFFICIAL GAME ACCESSORY

The AtruaghiN ClaNs

By WilliamMm W. CONNORS

FrROM the ashes Of aN aNcieENt CUItURE Of PROUD WARRIORS RiS€s a RACE Of people
UNIlike aNy Oother iN the RNOWN WORID.

LONG aGO, the poweR of BIaCKMOOR all but destroyed the Mmighty AzcaNs. SOME Of
them, the bravest of the brave, sought REfFUGE UNDER the shadow oOf a Great plateau.
FOR Decades, they strRuGGled to preserve their lives aNd their culture. Now, ceNturies
later, their secrets are revealed. FROM the bugfalo hunting Horse Clans anNd the
whaliNnGg Turtie Clans to the pueblo dwelling ChildorReN of the Bear aNd the evil
ChildoreN of the Viper, five distinct AtruaghiN ClaN cultures are laid out iN Octail.

The AtruaghiN ClaNs is the fOurteeNth bOOK iN the best-selliNG Gazetteer series. It
PROVIDES a complete descriptioN Of the culture, history, aNd Ggoals of the Noble
ChilORrEN Of AtrRuagGhiN. INCIuded iN this product are:

* A 64-paGe Player’s BOOK that provides rRules fOR AtRuaGhiN character
CreatioN aNd iNtrRODUCES the ShamaNi, a New character class.

* A 32-paGge DM’s Guide that dctails the history of the AtruaghiN Clans,
the uNigue IMMORtals that they worship, aNd several sample
characters.

* A IaRGe, full-color map that dctails the Geography of the AtruaghiN
Plateau aN® the 1aNDs arOuUND it.

AIready Published iN This Serics:
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GAZ5; The Elves of Alfbeim GAZ12; The GoloeN KbaN of EtheNGaR
GAZ6; The Dwarves of RockhoMe GAZ13; The Shadow EIlves

GAZ7; The NortherN Reaches DawN of the EMpERORS Boxed Set

NOTE: This product is NOt iNteNDeED

fOR use with the D&D® INTRODUCTORY BOXED SET
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ISBN 0-88038-891-9

TSR, INC.
POB 756
Lake Geneva
WIi53147
USA

9306 XXX 1401 46363"09306"'" 8 $10.95 U.S. £6.99 UK.

TSR Ltd.

120 Church END
Cherry HiNntoON
Cambridge, CB1 3LB
UnNited Ringbom




	Front Cover
	Player's Guide
	DM's Guide
	clans
	MAP
	Back Cover



