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in forested Kanmcikos, wand& tht 9 
sands of Ylnruam, flitted among the trees wi the 
elves of Afieim, explored subterncan g r o w  
with the dwarves of Rockhome, and men, per- 
haps, adventured among the grunting hordes of 
the o m  of nu. 

If you haven’t adVCnNred on the Known 
World, you’ve st i l l  been adventuring on pur own 
world, another adventuresane planet futl of man- 
sten and high magic. 

Either way, the Hollow World is probably gomg 
to be a change for you. 

The planet, p u  see, is not the d i d ,  spinning 
spheroid you always thought it was. In fpcf, it’s a 
bubble-a thick-skinned, rocky bubble, one with 
a world’s worth of natiom nod adventure on its 
outer crust . . . and anorherworld’s worth on its 
inoucrust. 

Yes, inside the planet is another entire world. 
Magical gravity keeps its citizens on the h e r  
crust, and i d  but bright sun, a fieq red sun, 
hangs in the open center of the world. =de the 
Hollow World arc land and sea, cities and M&, 
men and monsters, just like the outer world bur 
things arc quite Werent. Here. you’ll find d- 
flourishing examples of civilizations which van- 
ished long ago on the outer world. Here, you’ll 
see vlimnls long thought extinct on the ounr 
world. Here, the sun shines 4 the time, nevet 
letting night or dvlmess hold m y ;  mngk ramc- 
times works difiFcrcntly, unpredictably; whole 
nations may be compktely u i l p l p ~  of the *a- 
tions to be found just on the &r side ofthe 
mountain range. 
In short, it’s an all-new setting for adventure 

and exploration. So tell your characters to dust pfT 

bye, and saddle up: It’s.time for them tefiod the 
Hollow World. 

their adventuring gar,  kiss their fpmilieJ good- 

d y o u m a y  be wondering: When 
vc haven’t done a Gazetteer for each and eug 
area of the outer world, why arc we stpnlng in on 
the Hollow World setting? 

a r i a  rhe Hollm W d .  

find . e Hollow World to their liking, because 
each Muey can be di&rent in its civilitadon. 
animal population, history, momters, and ma- 
s u t ~  from the valley before. 

society from one nation and the next tends to be 
pretty constant. Thc nations of the outer-world 
setting mostly tcaatbk h o c  of Europe and Asia 
in the Middle Aga. There’s nothing wrong 
that, but you don’t have to be limited to it. 

In the Hollow World, the llces and civilizatio 
run the gamut from ancient Stone Age cultures tlb 
very contemporary pirates; they’re ~xill~lplcs of 
civilizations throughout the history of the Knm 
World, each wry different from one another and 

+ m& is therulesandkl M &- 

P~JUY who enjoy exploration and discwery wiU 

On rhe outer d, tbc Iml of civilization and 

the Hollow World, though 

anywhere on the map . . . 
likes to develop his sming. 
pot all these reasons, and just kowse we tbink 

it wiU be a lot of fun, we’re doing the 
World. We’re not abandoning the o u w d d  
setting, byanymeam.. . b u t t h e r e d k m a p y  
future products developing pad elatmming rbc 
Hollow World, too. 

lots of new cultures, rpTcI, 

So haw fun! That’s what the HoUm l!$Zxld,& 
, l i  * tx. ,‘ all about. - 

A Nore f)om che Editor: In this product&* b 
one chpnge in tenninobgy. TS$m losoef ~gg 

the term “wicca!’ Humpnoid ma&-- npw 
called “wokani.” No change hac bcea mads rrklt 
b m  the name; they still do alldie rhhgsphy 

thought, and debuts in The wollaos woild w. 
plodutts. What do you think? F%asc, Ict w kpon! 

did before. This change is the Rsultsfcnaful 

set. ItwillcsngouuintoallfuaucDaDgrmc 
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1 the other worn-out warriors to his right 
his left were doing. 

Out there in the forest, a few hundred 
From the village walls, the memy was reg 
i g .  They were gnolls, hideous dog-faced 
rnanoids, hungry for land and human blood. 
Radion had neve 
before unknown 

. . or succum 

supposed it didn’t matt 
at some bard would survi 

tale of his village’s valiant defense 
W o n  glanced back down into th 

At the foot of the wall, other defend 
gathered: The sick, the infim, the u 
the too-young and too-old, carrying p 

the next assault. 

tly, Radion heard the sig 
&tic bellow from a tho 

rolled out of the forest. Behind it 

their time. 

down with a gnoll’s javelin in his throat; the 

waited for the inevitable. 

e distant as Radion lost sight of his 

fell on the village. All eyes SI 

e darkness, but it was not vue 
ere were no stars to bc seen, nor 

have been open sky . . . well, the vill 
could dimly see. through the haz 
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world, but natumlly cacb race prrfers a different 
Immortal led ucdio him or her with themakiag 
ofthe mu. ‘Ibc Immords thunscl~.  thwgh, 
know tbep did not shppe th world. 
When the world was formed, it was not created 

intheohopcmostpcoplc believe it takes. Most 
humans believe it to be a vast, d p & t  p h e .  
over which the sun and m c u m u a p ~ ,  but they 
arc wrong. Scholarsandmuonomen lcyl to the 
theory that fhe world is a d i d  spt4eh hengiog 
suspended in  pace; and though theybitelostr to 
the uuth, they llso arc partially wrong. 

Thc wotld was fonncd as a bo&w apherc, a 
balloon with a to+ skin about a thwpnpd des 
thick. Thc whole thing didn’t haw m ~ s s  d e n t  
to genome a pviq prhkh woub# hsld .m atmos- 
phere in place, so a &iq laget of& n w t d  
was imatcd at tbs ccntsr-&thr ploqct’s h, this 
Iaycrmightbededtkgq~.bCltk+y)Ybif 
they knew of io.uistcwp.,$&c bpqmds do, 
know of it; they c$l it &e W d s h i e M .  

Likaudth%inuaorrsls . 

CIS were uc4 

workings of magic, some 
path they could take to Immortality. A f q  of the 
ones who lepmcd of the path actually on 
it. A vcrg few of the ones who skt out 
nctually achieved Immorraliry. 

Ka the Presewer 
One of the oldest of Immortals born as a mortal 
b c i i  is Ka the Preserver, also known as the Am- 
ber Serpent and as Kalaktatln. 

Ka did not begin life as n humanor mar- 
human. In a time so ancient that most modem 
scholars known nothing of it, the Known World 
was occupied by great beass of all sizes and 
varietics-cspccially huge reptiles. Ka was one 
such, a carnivorous reptile 45‘ from head to 4. 
But he was no ordinaty cammu: He was a frent 
of MWC, born with the ability to think and to 
manipulate magic. 

Ka grew to adulthood in a s z ~ g e  environment, 
his greater intelligence and magical abilitiq 4- 
ing him long-lived and unbearable. Over the 
centuries, he became ‘pore fhan a hungry rcpqe; 
he achieved self-awareness and dmbpcd a &- 
ig about hlnsdf-why he was different from his 

He learned to USF his magic to reshape himself, 

of his environment. He began to systematize and 

ppth 

savage fellowJ. 

to put himself in the Eootprints of the other bcpsts 

possible. 
Bccnw of the Patti he’d taken (the P d d  

mus qvmi yearpin -t€o& and 
Werep abilitis), Kp davebppd a 
npprcciationofollhrmsoflifc..He 
dircamy a @ n  ob& nclRspfftr.*w 
when he saw a species oil- the btist of 
he took steps to pnsmre it, placing it 
imwdbk vaUq ormvrnto give it e+ to 
t l ? s i n . I t o r p g ; t b 4 ~ J L p t ~ b i m h i f ~ -  
th*pJ the “ P w : ’ <  1 

Discovety af t8e H d o w  %f1d 
It was Ka $IO discovered the fact that the d 
was hollow. A great meteor, a rock the sizcaf a 
large island, slrun;plal. into the Known World, 
causing mppsivc environmental changes, and 
threatening thous$a& of spcciu with extinction. 

as many species as possible, Kn, exploring the 
crater of the great meteor, &overed that the 
impact had created innumerable fissurrs in the 
surface of the world und a seucd ot cnclrr 
and gaps chat led in enter of the worid. 

A fear hundred miles deep, he found the 
W&d-Shidd, a belt of magical matter 
miles thick. The presence of the World-Shield 
explained why he’d never d m m d  the hollmtss 
in &e d before: The shield didn’t just 
the pull dgkiq %r the Known World, it also 
acted as an mu-magic barrier of incredible power. 
AI the saying magic in the world couM M# de- 
tect it, much less pcneuztc it; investigntive magic 
directed at the interior of the wodd could dnea  
nothing, not even the presence of the Vbrkf- 
Sh~dd. Why was itdwr& V&at had created it? 

find out. 
In those days, the h o ~  at thc cent& ofthe 

After the thousands of years it took to preserve 

Ka did not know . . . though he badly to 
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Rdapiqg the HoUow World 
Thc outer workl a an mer-changing, chaotic 
place. One had to wait only for hours for thc tight 
to change; one had to wait only minutes or days 
for the weather to become diffcrrat. Whole spe- 
cies and races ascended and declined in mere mil- 
lennia. Great rocks fell from the shy and cracked 
the world. It was not a peaceful place, and it was 
certainly dangerous to all life. 

rrfuge-a place where he could pmerve ?II the 
races, species urd cultures he felt were in danger 
of extermination. He’d remake the Hollow World 
so that it could lcEommodate different species 
from Werent ages, preserving thm unchanged, 
keeping them sopewhat isolated and “pure.” 

self. To sustain d som of life, the €€OH& World 
n d e d  its own sun, its own source of light and 
lifr: . . . but an Fmmortal ofthc Sphere of Matter 
is not the bcst choice to create a sun. He needed 
the caopendsn of ul hnhortd of the Sphere of 
Energy for that. And d o u b h s  Immortals ofthc 
other Spheres would become hostile to his project 
if they were excluded; they might conspire to 
destroy it or wrest it from his h&s. So the re- 
shaping of theHollow Worfd had m bc a c o o p  
tive effort, with dl interested Immortats help*. 

It proved td be compafativdy easy to pempck 
other hme& to help with his project. For his 

So Ka decided to make his Hollow Wrld into a 

However, he couidn’t do d this reshaping him- 

allies in reshaping the Hollow World, Ka chose 
h i n ,  theEncrgy-Sph&c fmmortll most closely 
tied to the magics ofsudght; Ordull, the Time- 
Sphere Immortal with the *test ties 20 fomt 
life lad plapit life; and Korotiiltu. pcrhkps the 
most bd!i&t of the ‘Jlmught-Sphefc Immoorcals. 
Most fmmottnls, other than thc Em*& ones, 

also W d  the idea of having a refuge whak they 
could p k c  and preserve the races and culnnes 
they loved, so they did not oppose W s  plan. 

Changes to the 
Hollow World / I  

k Nbecquent millennia, these four bmortds 
sculpted and altered the Hollow World, with Ka 
uitscbicf~tcct .  

Ision, the Sun--, opened up a small, per. 
manem h e  to the S p h  of Energy at the c ~ m  
cater of the Hollow Wodd; encfgics e&@ hy 
this gme’becnnre the central Sun dehc Hollow 
World. ! 

KZ altered the land, srmcnuing it sa that it 
wodd mom oadlp act as a zw or natural p r c ~ ~ m .  
Akmg the line oftheequatoE, he &an i n c d -  
ible series of mountains which &ective$ divided 
thaoonhem-hrmlphere fiam the swthwn; only 

~ ~ o u n t a i n c l i m ~  advcnnurrs, and tnagkd 
the hardiest d*ganimds, the brnscstDf 
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The g m t  mountpin,raagc 
M e r ;  Ka filled it witb vast. 
caves and caverns, ones wbich could house subta- 
rpscenrpces~drpccts. 

Northwptd pnd mthwartj from tbc e q e  
mountpiol. bccrrwadabraad bclt ofdeep, hid- 

atdy mpdc it difEcult to cross from one vdey to 
t h e m .  That way, eaeh volley could hwSc Po 
entire race or enviromcnt and be in liak bagcr 
of invasion from the valley ‘ha door.” 

Continuing on toward the poles, he made tcr? 
rain ranging from deep jubgle pnd brcs to +$de- 
open p1aji-u and prairies. T h F A d  be.* 
lands appropriate to species and mcs which 
nadrd open spaces andwhkhucrr iukredsnger 
of aniaction, 
The land turned much colder toIppFd tbe poles. 

Ka opened gmmt shpas r fmmi la  - from the 

dangmof t h c d  &a nllsde itrrmiadtat, 
accidental -from the outer 4 8  a o z h  
Hollow would bc rare and unlikely. 

Ordpan mok unto hcnelfrcmrpl j&s. She ar- 
atedtheocwns,lnLmandrivcrsdrhoHollor 
Wdd. aud set up the pnttem ofminsaud f3oods 

Because the inremrl sun IFW amstant and m+ 
changiq. ud the inhabitants of& fQallrrr 
World d d  hnn no way to mcmuc the pecwge 
of time, she set up a& d 

dmmOuA& and Mucys. ddiber- 

OUtCt W d d  t0 the HQbW WOd. The IlkWld 

t h C R .  

wmnmment, 

. K& of& spha OflBoupht did not db 



would gradually be altered until they no longer 
rcccmbled their original forms. Something had to 
bc done. 

At the same time, an I m m o d  ofthe Sphere of 
Entropy ut4ccd a race of horrible monsters and let 
them loose in the Hollow %rid. These creatum. 
the burrowers, had great meotal abilities and 
rivalled the average Immortal in power and cun- 
ning. They wcre Chao& crcltions and took many 
forms, usually featuring writhing tentacles and 
squidlike anatomies. They had the power to bur- 
row through the epnh and hide far from the eyes 
06 mortals or Immortals. Their rask: To corrupt 
and drive mad aU the sentient faces in the Hollow 
World. 

bcncath the homelands of the Brute-Men, hciting 
dole  UibeJ to war agaiast one another, to explore 
entropic magics, to perform a ~ a n c  d disgusting 
rituals in defiance of the Immortals. 

Soon, they had twisted mimy tribes n d y  out 

Men mortals on thc path to Immortality in the 
Sphere of Entropy. As Ka’s plvu and work for the 
Hollow Wocld began to unravel, ht dtsperptcly 
tried to batch a plan which would stop the 
COffUption. 

The SpeU of Pteservntion 
Ka and his Immortal allies had to choose one of 
two plans. 

The first vas to isohtc all the Hollow Wotld’s 
species and cultures completely-to cut them off 
from one anothcr so thoroughly that they would 
never again have contact, so thoroughly that the 
Entropic burrowers could m e r  make contact with 
thosc races. This w d d  rquire creation of impen- 

races and cultures apart. 
The second was a two-stage plan: To meddle 

with the magic of the Hollow World so that the 
cvil burrowers would be paralyecd or desuoycd, 
nevermore to plague the Hollow World, and so 
that humans and humanoids wen more liLely to 
reject the customs and traditions of other peoples, 
rnthcr than adopt them. This two-stage attack 
would keep the burroucrs’ corruption from 
spreading and would keep the human cultures 
from bcieg blurred 02 signifiantly altered by 
n o d  contact with other races. 

The Immortals chose the second course. Or- 
dam. the lmmeml of the Sphere of Time, was 
not so happy with the choice; it ran contrprjr to 
thc tendencies of the Sphere of Time, which pro- 
motes change and dcuelopment. But, outvated, 
she had thc choice of coming into conflict with 

World or acquiescing, and so she reluctantly 
W A .  

purged the corrupt elements of the Brute-Men 

They excelled at their task. They burrowed 

of &tion and stplfed powerful Brute- 

evpbl~ anti-magid “bUbbles” to keep all the 

the Other rhrCC pauOn ~ O l t d S  Of  the h b W  

So, about six thousand years ago, the b o r t d s  

cultures. leaving behind only unl&ned members 
of that race. 
They created what they called their S’ of 

Preservation. This was a d v e  outpouting of 
magid energy which was continudy fuclcd by 
the energies of the c c n d  sun (which it@ i s  just 
a’pinhoie-sized &e to the plane okIlnctgy), and 
it didsewrnl important things to the Hpllow 
World: . 

It Paralpad tbe Burrowers 
The’first and most direct effect ofthe spell was 
that it attacked the powerful bwmwirig c r e ~ ~ r e s  
and placed them in a state ofpunlysis, nearly of 
suspended animation. They were dimly aware, 
barely conscious, but basicdIy unable to do my. 
thing about their state, and &om by ImnionntS 
of the Sphere of Entropy would be un@c to free 
them. 
The Immortals believed that the Bumwcrs’ 

mental powers were completely shut down. Such 
was not thc ease; those powers were severely cur& 
tailed, limited in range and power, but were not 
completely ebmhatcd. At a vety short range, they 
were stili able to n&ct m o d  minds. So when 
human communities were built atop their burial 
places, the burrowers were wcntudy able, m e  
more, to pemndc m o d  magic-usen to do fix- 
bidden d e s - b u t  this time they d d  IC- 

zcsume their cvil. So far, the burrowers have not 
escaped from their imprisonment, but it is ody a 
matter oftime until they do. 

It Preserved Individual Cultures 

search ways t o f m  the burrown and k rhun 

Every thinking creature born in the Hollow World 

race’s own culture. This doesn’t mean that he 
hated or rejected other crrltum--just that he 
preferred his cnm:and would only teach his own 
to his dcsctndznts. 

der through S t p d  diffcrmt nations and civifiza- 
dons, but he’d dwm w a r  the dmhiq and 
obsmc the customs d his nation of origin. A 
skin-clad avrige visiting the very civilized Nithian 
Empire would always prefer to retain his owti 
clothing and weapons. 

A whole Uibe might be captured and enslaved, 
but they’d fmer t& oa thc aalrs .bf tho& captors; 
they’d teach their own customs and lvlpuage t ~ ,  

Thc Spell ofk‘twqwion was not an Mcxiblc 

MIIK pc?Ss=d an byate prcfcmce for a,or iter 

An advenn~er of the Hollow V6Md might wan- 

their childmen. even $&cy had tq inm alother 
lnaylgc to 9cIve their mnsscrs. 

I 
I 
I 

7 



never adopt their custom wholesale; he'd merely 
learn what hey considered mannerlp behavior and 
behave that way when necessary. He w d d n ' t  try 
to force his deople's cust'bms on his queen and she 
wouldn't try to force hen upon him. 

"hey would make some prrpogement coll~un- 
ing their driIdnn: Most commonly, all +e sons 
would be brought up with their father's adnuc, 
and all the daughters with their mother's. The 
warlord might be well-loved by the tribe he'd 
joined, but he'd always be distinctly Werent 
from them, like rfly pmhved m amber, newt 
blending in with the local pepdation. 

And, offourse, hc?rbuong individuals ofany 

ervqtion; they w d d  become outcaats ftopp their 
MUVC cultures, but could individually adopt 
habie, drcss, and other traits not origin& p m  of 
their culm. 

Though it would seem that the S'll of Pmm- 
vatian would make races with different cultures 
into inQcxibk enemies, and would promote un- 
ending ,wan of cultun and digion, quite the 
opposite was true. Culturea soon Lpmad the futil- 
ity of trying to convert another culture h u g h  
prosclytization; they learned thlt cnpauing @ 
enslaving another race w d d  ncpu eradicate itr 
culture, religion, or language; md  cy I e a m ~  
that no matter how many times they might tq to 
dcstroy another culture utterly, munben of thnt 
culture would always escapeand build thunoelws 
back up to power. Wars designed to dcstroy othr 
dturcs were dtimatdy futile. (Natudy, other 
types of wan were not; wars to take land, to 
avenge a real or imagined insult, to acquire shes ,  
and so forth occurred with more or less the apmc 
frequency as in the outer world.) 

c u l t ~ r ~  could dray the & C C ~  of the Sptu of&- 

but after thinkmg about it decided that 
did& mind. Mpgie which &id ad- the 

over the Hollow World had no 
their plans for the pmxrvah 
apccies, so the hnmortalsm not &may& tosee 
thost mngies limited. 

Set the Chmcta crentiaa 'chapter 'OP ttpl. I%+- 
en' Guide for denils onwhidr spttifk @Is ari 
a#ctcd by the Spell OfPrrsupnrion. 

Limits to the Sipu of fkserptitm 

op*rNdty to trawl quidap 

ZI -I 
Because the speu a f P i w e m . o a  made use ofthe 
anti-magic properties of  the Wd-sh iJd .  it 
made magic-use more difficult. bhgic-uxa and 
elves had to h e  a higher Intelligeacc in the Hol- 
low World than OD the outer worId if tbey were to 
1- magic; derico had to have a highw dymc of 
Wisdam. (In borh casea, a s c q d  16 is rqw.) 
COaKqwntly, ma the Hollow World 
feature fewer spsll-ustus than their counterparts 
on the outer world. 

to 

ZtAffQctedcen. inA4Urtal~ 
Also os a by-product of &spell's relationship 

affected the way that mortals could c n s ~  ma#& 
the'Ho&m World. S$& whidr allowed @i&, 
long-distihcc travel, which sumodd uienfuno 
from other planes, and ccpin othtr Jpelk would 
no l o r y r ~  work for m o d  (though hitmoids 

Ka and the others didn't anticipate that mult. 

with the WMd-Shidd, the S@ 0f-m 

'could cast th'cirmagic n o W y ) .  those high scores can still continue to cam arperi- 
enw lock in the Hollow Wbrld. 

! 
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thq h k n  sad-humanoid racp mtcrcd a ve& 
active phase. ~ n v e s r o s e q u i d g m d f d ~ *  
lently. Great wius wetc fought. H e w  had who 
later wue  to become legends. Lecr#liMe a d d -  
ties shaped the c o w  of history in the outer 
world. 

And, as aU ~I&C events were d i n g  p k ,  tbe 
Immortals were rcacting to them, pteJerving mcu 
and culnues right and left as they were threatened 
with deswction and artinetion. 

The histoties of the outer world and the H o w  
World are very much intertwined-after all, d- 
most mry culture and species now in the Hdov 
World first appeared on the wter world--so a 
great deal of the history below concern itseif with 
the wter world. However, you can always use the 
EWow Wd setting with a difkait aodd than 
the D m  gune w’ World. by c h h a t h g  dl 

from ywr ann campaign world; we discuss this 
more fully in the Gmpa~&ing chapter. 

the wm-world historg ~ n d  dBtitutbg hiaoty 

i &I addition, many littr FPCCS resulted from 
interbreeding between the races. The Ylui, 
Armnghin. Ethengar and Nithians were descended 
ftom NeatharlOltec cros~cs; the Tnldv were fur- . thpr descended from NeathaflNithia crosses. 

Dmrva liwd chicfly in hilly, rough territory of 
tbr nonhun continent, making their 
as ptherds. IIhcwd.cRureswm not like thc 
modem Rockhome dwarves: They liked mgged 
outdoor terrain as mwh as they Eked g k x b g  
caves, and were a m d t r ,  mre open m e  of 
dCmihumans. 

&er lived in a literal paradisc. Their deep- 
forested nation, in the temperate regions of the 
qwthem continent, was a land which did not 
know bad weather, illness, or hunger; the elves 
were nurtured by the nature-loving Immortal 
Ordana who had created them, and wanted for 
1pthiog. 

Gnomes did not yet exist as a race; their crea- 
tion cook place many centuries later. 

Halfling lived in the rolling hills and for- of 
the southern continent. some distance from the 

The Hol’tow World and 
History 
Not bng (by I m m o d  CakdatioQs) oftcr the 
cnotinn of the S D d  ofprrJent;ltion, the historp. of 

La Eprliest Time 
Before the dawn of recorded history (about 7,000 
years ago, 01 BC 6,000) all the sentient races were 
in their infancy: they were very primitive, very 

Huma~ were divided into three great races: 

prolific race, they multiplied quickly and spmd 
aU m r  their area of the world. Before the dawn of 
h h ~ ,  t b ~  hlcuhnr gibes WCKG J1 hmm- 
~ ! ~ B D u O m d ~ t h a r d s n f ~ ~  

simple p p l e s .  

Nmthpr WCR light-slrinncd humrtlk A ~ r r p  

rhroughopcnpLiostu~cs.TheNcath.rwarc 
the ancestors of the Blpcbnoor me, which nearly 
desuoyed the world; most of the light-slrianed 
later races M their descendants (including the 
Thyatians. with aU their descendants, the Hin- 
tcrlanders of the southern continent. and the men 
of the Northem Reaches). 

descended CUINICJ ak found d over the Known 
W d .  The original O l m  prrferteg deep jupgle 
and forest terrains, chough their descendants have 
adapted to almost every clime. Descendants &the 
Oltca iodpde thcAquPgbio and thcJmnira. 

7hgomme bksclr.stinnedhum9nr. Like* 

OI-WUC ~ ~ p p - s k i e n e d  h w .  nKp. wwc 
~r rp t  aploms, senf.ms, md &CIS; 0 1 ~ -  

Nenthu. theyhod ngrcatmdikc ttditioapnd 

ewr. thep were mt atptditie &Nelthpraad 
coasequentlf did not @ atl over the globe the 
way Nenthpr- d peoples did. Descdants 
ofthc %agofo include the folk of,Eulgo& on the 
continent cast 0fAlphat.k. and the P a l  lshndm. 

folloncd henl-bepsa 00 support &it tniba, HOW- 

elm, whom they respected greatly. 
%re were no m o m u s  humanoids in the 

world at this time-the ow, goblins, trolls, ogres. 
gnolls and Bipnts whicbwerekcr to plague the 
world did not yet Cxist. hid men wue hgd~ 
relegated to hi&en swamps, secluded valleys, and 
the most dcsQhtc of d a m .  far away from the 
other sentient ‘races. 

Known World from the dawn of the mbdem senti- 
ent races to the modem en. 

The timelinc Gelow, deJuibes the history of the 

Timeline of History 
Wowing is a tim&e of menp on thc outer 
world, which we know as the h w n  W d ;  witb 
it M the events taking place in the HoUop,Wd 

The timeline is given with Y ~ M  BC (Before 
Gowning) and AC w), referring to 
thc cmwning’9f the Fisc Emperor of Thyatis, 
which took DPCC in a war that modem historiaas - .  
call “AC 0.” 

As often as possible, cortcsponding daws in 
bosh worlds M dipeel: tbL d e s  it epcy to see 
where the “slow spots” fkll in either histmy. The 
left hand column is always Known %rid hmoby. 
The right hand column is always H o b  Wodd 

* /  
history. 

9 



Timeliae of tbe Kaown .World (Outet W d d )  

BC 6 , W B C  1,001 
Oldsur&cAgC 
TbeDo~dth~SmtiencRnca 

BC 6,wO: There is no true civilization in the Outer World. Humur~ 
M rribpl hunter-gathaw, liriag m d y  in plsins and light 
forms. Dwarves arc bsrbark mountah and foothill d m h ,  
mostly goatherds. Elm arc sheltered. protected and n d  
by the forest-spirits they worship; they do not need to wok or 
su&r. There arc no moactlous humanoids on the world to 
rhrcaten the danihumans. 

BC 5 , W B C  4,001 
The First Cidimtions 

BC 5,000: ’$be childhood of the elves k m r ;  the forest spirits stop 
shdnriag them, forcing them to leave paradisc and to seek 
tkir  own futures. The fun great elf civilization riscs on &e 
ao&m continent. 

BC 4,500: B e a s t m e n - r e i n d  souls of a d  beings-appear in 
the fbrcan Valley, a frosen land north of BlscLnoor. Thee 
Rcasunen arc wild, chaotic creatws which do not bmd true; 
whelps may have some or none of the traits of their pntmu, 
m y  k of different size and appearance. This is d b m d t  
ibwt by rhe magic of Hel. an Immortal of the Sphere of 
Enuvpy, who wants to introduce more confusion, dismay and 
da th  into the world. 

BC 4 , W B C  3,001 
TheEraofBhckmoor 

BC 4.m: The human Bhckmoor civilization begins a m d c  rise 
due wits great succes~ in developingpowerhl sciences and 
tedmdogics. It moquerr md nssimilatcs d sumtunding 
humd tribes and quickly g m  veq ppwcrful. 

w r  humpn civilization, the Olaes. begins's more stately 
ri+ maord civitizarion in lands fit to the south’ofBh&pxd 
Pmsoacd by deep forrm md sheltxring hills, they do not 
have my communication with Blackmoor. 

BC 3,300: The Blackmoor civilintion is flouriphieg. I! conducts 
uode and intermittent ww with the southem elves. at the 
other end of the world. Ibw clam of elves cdoaitc in & 
region n&r Blackmoor. Both the southun and the colonial 
elm anbrace BlPdrmoor’s technology. Blackmoor’s p r i m  
demand the extermination of the ‘‘unnatural’’ beprrmen in 
the Bpmo Valley, and promote holy wan to hunt down and 
dcsrrg those c m ~ z e s .  

A idt occurs within the Oktcc civilization; the more aggnssive 
Azcaq’dtier d d u c  their independence and begin to wage WPI 
on the Olters. 

The vidaprnd N& race is beghung to undergo develop- 
-$ the language in individual areas chnnger ~yidly into very 
a t  diakns, and the independent Neathat vibes no longer 
Icmgnize a kinship or a COmmoLl origin among thandves. 

Timefine of the Hollow World (Inner World) 

BC 6,000-BC 5,001 
Old Stone Age 
The Dawn of the Sentient Races 

BC 6,000: The Hollow World is very sparsely populated. Many IC- 

gions are inhabited by giant reptiles which arc now extinct in 
the Outer World; the only sentient race in the Hollow World 
is a species of Neanderthal-like near-human. 

C 5,>00: Powerful burrowing monsters created by Thanatos Xi- 
trate the Hollow World and begin to corrupt the Brute-Men 
culture there. 

C 5,300: The Brute-Men tribes begin to fall upon one another in 
savage. irrational wars. These wars rage, off and on, for three 
centuries. 

BC S,OOO-BC 4,001 
‘ The Fim Civilizations 

5,ooO: The Immortals destroy the corrupt elements of the Brute- 
Men culture, and then cast their SpcU of Pmemation on the 
Hollow Wod& now. scnucnt races placed within the Hollow 
World will always retain their distinctive characteristics. 

of m o d  knowledge in the Hollow B d d .  He ins- certain 



BC 3.200: The B- d e s  d f k  the Bennmcn fanbef north. 
into the land d i e d  Hybom; they adapt to the colder climate 
and swivc. 

BC 3,000.BC 2,001 
Bcmmmthestone Age; Early Bnrnze Aga 
-4- 

BC 3 , O :  Some Blackmoor devices cxplodc, rbitting the Pxir ofthe 
Known B d d  in an event lomcollcd &e Great Rain o f F k .  
Blackmoor becomes the nonh pole aud its cnirirptiOn dispp- 
pepn. TIX CIYCU civilization becomes t h c m ~ t h  p d ~ ;  t b b ' k  
arc &le to migrate to Mocdcd Gnrnlsnd (which now 
bcginsEennuiaof its being 
rrmmed VuIcMia). .w 
.&ring hardship, M not in immediate dpnger of ertiaction 
and so none M taken to the Hollow World. 

Sumivom of the ehnn colony ncpr Blndunoor flee to the Bro- 
ken Lonctc; they burrow deep into the ground to survive the 
afterrffects ofthe Great Rain of F k .  These arc the auccen~n 
of the shadow Elves. 

One of the most dangernus Blackmoor devices is I& un- 
touched in the B h  h& (ace module XI) .  

e Oltec aud AXaIl 

the numerous Neathv 

Bc3,000-1,500: Formerly nrctic ~ 4 1 1  ofthe Known W d ,  indud- 
ing most ofthe lands covered in the Geremurcrier, slowly 
bccome habitable as the ice mdea from former polar regia .  

Bc 2.m: n e  Immortal named Gad Glimfiode ucptes rhe gMw- 
ish race, phtiag colonies of them in the knd which would 
later bccome Rockhome and the mountains of the northern 
continent. 

BC2,8&?: A sqamisc brpnch ofthcsouthcm elors, kd by Ilsundal 
ck Wise, decides to & d o n  BlpcLmoor tahobgyxad 

bcgina~~t ioneonhnnrdinthchopcoff iodiagthc  
k u t c o l o n y o f k ~ h a d s c t t l c d n c a r B ~ .  

ThC Outer "odd Olrca have become d u c t .  A h u d y  branch 
ofthe Aacnas survive in the deep caves ofthe huge plateau in 
what would later bccomc Avupghin clvl Inn&. 

and d e  in its hills and mountaim as the continental ice 
shcct, mede. 

In Vuleoaio, the elvish civilization is losing its battle with the 
elements; it  ha^ forgotten most of its magic and its Blodunoor 
ceehnology is foiling. A second repntnrirC group d swthem 
ehes begins the long march northward. 

m t u n t o t h C n r m r C - O r i e n t c d ~ o f t t n i r ~ ~ . ~  

BC 2,500: Gnomes and d w m e  enter the Nonhern Reaches region 

BC 2,400: The tnnd thpt ws Hybom is uow UP; the Bclst- 
men migrate to the am that was once Blackmoor, which is 
llow thc northern pok, and thrive then. They M beginning 
to b m d  vue. in recognizable species. 

A g m t  volcanic explosion ocam in Vulcania, desuoyinp the 
remnants of tbt southem elvish CitrilLOtion. 

A human culture, the Antalian uibg (ducendpao ofrhe 
Nea th )  M flaurishmg in the am later to be COHcd Nomold. 
They arc a blond. warlike culture with bronze wcapom md 
armor. 

i BC 3,W-2.500: Ka and his ally-Immortals mqst spend hundreds of 

well away from their hills and mountains. 

C 2,410: It is obvious to the knmortpb that the southern clvcs are 
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BC 2,200: Some elws break off from Ilsundal’s migration and wen- 
n d y  find &ir way to the frozen VauCyJ of GIanai, where 
they d e .  A few Sursivors from the second migration from 
vukpnir also mch G b u i  and d e  among their cousins. 

BC 2,100: Meditor and V d e r  elf durs leave Ikundal’s nonhnord 
m i g m t i o l u o n d d e i a s o u t h ~ p n M n r t n n d c ( ~ i k ~ ) .  

Reokn,fartorheaestoflandSSUChpsKpFIlaeikosd~- 
ai# (sce module cbi7). 

The main fom of Ilsundpl‘s migration teaches the S y h  





~ 1 ~ 1 ~ .  though they don’t kn& this); the Schatterulfen hate 
these people. whom they sc as a d a y  of their cularcc, 
and begin an ages-long war with the Atcans. 

Kagyar places Denwarf in a state of suspended animation, 
vplufcmng him to a cavern deep beneath the Dengar cavern I 

I 

I,Oo-BC I 
Thc Dark Ages: The Age of Reb 

J3c 1,OOo: In the wake ofthe 
quite busy selecting endangered cu l tum for pmcmtion in 
the Hollow PPodd. Thc TrnMas and m ~ y  other ollnucs M 
pfcscrvcd in this fashion. The Traldar M placed on the c o a t  
of the Aztlm Omn right when the great e q u a t d  moun- 
ninS reach the oceon; they call that body ofwater the Atlasa 
Omn. They’re south ofthe Schattcndfen and north ofvirgin 
territories. They quickly spread out to inhabit P their m- 
tainous seelcopst lands. Not cooperative enough among them- 
sclva to form an empire, they J thernsclves with phte 
raids into Azcnn territotieJ. 
Many Makai arc transplanted World to ptesrrve 
their culture in the face of Nittiiati naaimilntion. placed in an 
dipelago d ofthe 





By now, the steppa whem Mealiden's e lm settled have be- 
come the mighty Gmolbartb forest. 
By m. the Th-. K C I W I ~  and &b h p ~ ~  C O ~ -  

quctcd and 8 s i m i k d  thc human tribes who opposed them; 
theyuclunrhfullc4nudofrheRgionwhkhdoneday 
bededThyatis. 

BC 493-3C 492: Queen Ud'1Jg of the Broken Ian& rpiKJ a new 
t)hbatomafc!ronfbbtkSbplc. 

 he &i of snrd~l next yeat, they arc routed, th 
onrdpaiout .  . 

Thyatian tribes. launch a camp$ip to co- Thyatis. 
BC 192: The Alphatiam, aanoyed by the piratical Pctjpitics of the 

PuunBrmcKnmOrp 
datheempktoiodoom 

: The Immortal Kamash takes 1 n a band of particularly 
.aliant o ~ . w a r r i ~ ~ ~  led by their chieftain, KNgel. Tripped by 
the dwarves during their assault on Rockhome, surrounded in 
the SPrQl Pas, and in inunincnt danger of being wiped out, 
they demonstrate ferocity and gallantry unusual inm- 
waaiors. Karaaah uvupas them to the Hollow World. to the 
atid plains north of the Kogolor 

the Hollow yorld ora, dies. In his life- 
<me, he has d o n n e d  a couple d hundred folltmers into a 
well-trained, well-motivated, well-supplied horde of conqucst- 
minded plains riders, who now take his name to honor him: 
They will be d e d  the -1 Horde. They continue to attack 
and sack communities of the Nathv to the west and the 
Kogolor dwarves to the sou do not a t  to conquer 
lands; they want loot. 

250: The Immortal Koroth, by the dcverncss and 

munities of them to the Hollow Xbrld, establishing them in 
quatorial islnnds not fat from the territories d e d  by the 
'Infdu. He has conceived an interesting experiment for the 
Hollow mid. He's decided that it would be interesting to 

NthlcssllesS Of the PhtCS of Thyatb, UVlsphtS W e d  COm- 

rating a new culnue 

begin to reforge their 
Placed on the virgin sea- 

AC 50: An Alphatian wizard, by magical experimentation with 
wood-imps and pixies, cmtu a mall humanoid race he calls 
the Kubitts. They avenge a foot and a half JI; he gives them 
their name from an old Mileninn word for the measurement a 
foot and a half. He makes them independent and strong, but 
when he tries to fom them to perform deeds against their 

Vanya. smitten by these diminutive warriors, transplants the 
cnrirC race to a hidden jungle valley in the Hollow World. 

wishes. theyrisc up against him liidkillhirn. The I m m a d  
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his sabre against the enemy-& thihc un 
brush. He groaned at what the branches an 
thick, gooey sap were doing to the 
favorite sword, but he still did hiq j 
one took turns cutting through the 
jungle vegetation; else they’d wod 
ten feet through this mess. 

And what a jungle it was! S t m  
gnarled trees the likes of which he 

Weird animal call 

but different-mindless, 
Navonne’s blade slashe 

curtain of leaves, and the 
he stood, dumbfounded. 
behind him, waiting for him to continue 

“Right here.” 

he symbols more c~ose~y, squinting. W ~ & I  
I& my guess, which I never do, they m p w  

con of those ghastly Schattenalfcn. 
“And there,” he pointed, “you’U see some- 

hing you won’t see 
iuter world. Actual 
opper-skinned p o p  
hem have elaborate 
he ornate gold-work 
ustifiably famous-’ 
Navonne sighed, rated. “That’s the 

irst thing I noticed. There are people there. 

he Imrnonal Atzanteotl, who is the ch ic f~p-  

ather a large group of those fellows seem to 
lave caught up spears add bows and are u --- 
ng in this direction. Rather swiftly, too.” 
Navonne cocked his head, stving in the 

“Send your unde up.” 
Thylandrian’s uncle, the aged elf Thyser- 

stian, pushed his way forward, frumping as 
jungle vegetation dung to his scholarly robes. 
“I’m coming, I’m coming. I hope you’ve 

a river. 1 badly need a bath. And no 
those rivers with the sharp-tooth 
’ He moved up beside Navonne. 
the delicate wire-framed spectacl 
d of his nose, and peered down at 

vista that had so stunned Navonne. 
“Oh, my,” breathed the elderly elf. “ 

that! The geometrical precision of the st 
Those buildings there. the big ones-they re 
:dled pyramids. Temples, most of them. Th 
looks like a city of the Azcan 
out on the outer world oh, 
e o .  Don’t just stand there 
Navonne, say something.” 

Navonnc managed to get h 
again. “But what’s it mean?” 

Thyscrstian shrugged. “I’m 
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showing both polar openings and everything in 
bawcen. 

We'll take an overall look at the Hollow World 
Eust. and then a d n e  a long belt of Hollow 

Physical Structure of the Hollow Rrld 
If you h k  the plpncw m p ~  znd the dih- 

gram on page 21, you'll get a good idea as to the 
physical structure of the Hollow World. 

Hollow World are two vast opcnisgS at the poles. 

M y ,  they curve around v ~ y ,  very g a y ,  A 
person waiking to OM ofthe poks would w+ 
into thc poh opening and m u d  the "lip," mto 
the Hollow World, without wen rcpLitiog that 
he'd left the outer world and entered the Hollow 
world. 

the lip, and because both poles uc covered in vast 
fog-banks. These fog-banks uc permanent caps on 
the poles: They nwer clear up to rweal the true 
nature of the planet's pola. 

In the Hollow World, just inside the poles, the 
t e d  is unic--wind-blaktcd iod icesovmd 
land and sea. It's not lifcle~s: k d  race, indud- 
ing tbc Beasuncn (near the northern polar open- 

Farther t d  the equator from &e pola, the 
land becomes more temperate. Freezing tundra 
gives way to plains, forests, and seas. Even farther, 
the land becomes more tropical, with rain forests, 
deep jungles, and desem predominating. 

Eventually, the land rixs and becows very 
mowminous; dose to the eqwtar, the Hollow 
World is thick with mountah uld mount&n 
valleys. Many of these mountain valleys uc HI- 
cult or impossible to & through nannd travel 
means; hundreds of them contain isolated tribes 
and nations which have little or no contact with 

& you can Me. the maill cnupnces into the 

That openings uc l i d y  tbousrodsof miks 
glyces. TtLey'rc KlQt sharp +fm cut into the poks: 

This is pasriblc ~ u s c  of the g m d d  curve of 

ing)have adapudto these fmziog dimes. 

surrounding peoples. 
Finally, the equator itself is an impossibly high 

range of moulltljlls *hi& the Hollow World peo- 
ples variously call the Great Wall, the World's 
Spine, Ind the Great Barrier. This d a m ~ ~ o t h  
mountain chain is c h d e d  by incredible 
chains of cavd and cavern, many of which are 
occupied by whole nations of Hollow World reSi- 
dents. The World's Spine dots cfom the oceans ht 
the quator, d d n g  in hugc mountainous is- ' ' 
I d  stretching in a stnight line from continent 
to continent, with mall sqiu afvhter banmi. 

That's just the land surface ofthe Hollow 
World. Iu sky has some u~lsrtal featu'ia, too'. 

dt the center ofthe HolIOw T&rl&'h?lfiPny 
brrweed the fioles, is the sun. The'sun is wtuatiy a 
permancat, magical, pinhde-sited. gate to the 
Elcmintll Plane of Energy, and the cloud of ra* 
energy which emerges from that hole. It brings 

raw light d heat into the Hollow Wid. It 
d m ' t  lo& mscb lite the sun of the outer world: 
It's smaller, nddef. and mole viokm. Cmt ~ W C S  

and spikes of magid cmcrgy ripout from it on a 
reg& bpsb; 00 any day of sun-watchhg. a Hol- 
low World astronomer can count dozens ob solar 
flues. averaging three per hour. 

The red sun gives the Hollow World a very dif- 
ferent look- the outer world. To the h - t i m e  
visitor. colors seem M e r ,  skin hues seem nddef, 
colors ark mwvivid and scun somcwht 
unrellirtic. 

High upm the sky arc the €!bating Continents, 
huge isbnds which orbit the red sun. These great 
chunks of lpnd ncze placed in ozbit around the 
sun by Inmortals ofthc Sphere of Timc. inorder 
to give thescaticos ~sccref tbt Hollow W d  an 
easy means to calculate the passage of time. Some 
of them are now populated by human and demi- 
human ma. 

Manv of these Floating Continents fly high 
above ;he bnnthpble &ts of the atm&h<&. 
Those which arc nectthelese inhabited pn pro- 
tected by m+ atmosphere-produciog spells, 
and tmveHen from those lands know how to use 
spells to keep them dive during theit Uips 
thmgb &less space. 

Becaust thc Hollow World curves "up," as if the 
viewer werc standing at the bottom of a bowl, 
rather than "down" (as the outer world does), the 
Hollow World has no horizon. Someone in the 
Hollow B r l d  staring off into the dicltum Wuld 
see land continuing off into the distnnce as far as 
the &e could see. und atmospheric haze blurred 
his vision and he could see ha finher; nowhere 
would he see a crisp, dnr horizon such as one has 
on the outer world. 

"here arc entrances into the Hollow World 
otha t h h t h e  p a t  polaropenings. Them are 
impossibly complicated series of cavetm and tun- 
nels stretching from the Known World to the 
Hollow World--eJpetiaHy from the Bmkm Lands 
of the Outer World, radiating to numwus exits 
in the Hollow Wotld. 

Additionally, various Immortals haw created 
their own physical openings bctwctn the worlds. 
The Immortals thcmsehm don't need thest optn- 
i d s ,  but establish dKm so that selected mortd 
servants can more easily c m  from one world to 
the other. 

the map, because they cxist 2s coaveniehccs for 
the DM. When you need a connection -en 
the worlds, you can usc the facton to justify 
one, and p k  it wh-er you Wt. 

climrte of tbe Hollow %rid 

The tocations of &ese opcningJ uc not given on 

The climate of the Hollow World is roughly , 

similar to that of the outer world. The poles are 
icy and frozen. Tnvelling toward the equator, the 
climate turns more ternperate, usually featuring 
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plains and fonsw Gctting into the PQPicrrl zones, 
the tlim?te becomes wazmcr and (rrsually) mxc 
humid; dtc terrain tends to include rpia forcsrs. 
jungles, swamps and deserts; thcsc &en g m d ~  
to high hills and &R mountains 8 the vers of 
the equmr. 

Then, at the equator. the des change. Tht 
Immonrls haw set up an impossibly hi& moun- 
tain range at the equator and have m a g i d l y  ad- 
justed the dimate ~ ( l  that thc quatorid r~unmin 
zone is a m d y  aooler and mon ce- than 
the tropical zones to either side. This was done to 
make the SepPMtiog betweea the northern and 
southern hemisphere more pronou~cd; jungfc I 

dwellers to either side ? ~ e  moee to be & 
sudd from trawlling dmugh thk dim cool 
zone, presuming chat there uc no jungles on the 
other side. 

The Main Map 
On pages 24-25, and on thc seppny foldout 

map included in this boxed ret, you’ll find a map 
of one great tract of H o h  Workl land. This is a 
broad strip of land running h m  pole to pole 
directly under the nations m r d  (or at last 
mentioned) by previous Gazcitca s u p p l ~ t s .  
For example, the Azcan empk of the Houow 
World is roughly beneath the lands of the 
Atruaghin &ms. 

This map covus a lot of Hollow worldmritoly, 
but obviously it details only about one Wd oQ.t&e 
entire Hollow World. We’ve done this for a couple 
of re?sons: First, to mer the ct~rirc HoUow World 
in any sort of detail would d t  in a supplanat 
you’d need a forkiift to wry around; mod, to 
cover the entire Hollow World in this supplement 
would make it di€&ult for ou, the DM. m h o -  
ducc huge new empires an d pqplcs into the Holi 
low World setting. 

proach we’ve taken.,you can DM a 
Hollow Worl T campaign in the d w  lands 
covucd in this supplement; then, +en you’re 
ready to add whole new lands, peoples, and em- 
pires. you have plenty of “blank map space” on 
which to do it. 

The rest of this chapter h d c v d  to gi+g 011 
detailed infomation about the main map of &I- 
low World temtoriq. The folowing enuics arc in 
alphabetid order. 

Here’s an knporcant thing to notice abgut this 
and all &her maps of the H o l m  dd: Etn ?Od 
West arc mersed. (This is done K I I E  the map 
can easily be coordinated with maps of the wter 
world.) So whgn North is *&e top of the m p ,  
East is always to the left, West to the right-a 
distinct difference from wxcr-world r p p .  This 

World. 

With the 

on a~ mops’dthe Wolfaw 

20 

name to give whit dir;cti6n. 

Note 

Antalian Wmes 

I 
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Hardy cvergrccn trees grow throu&out * 

Antalian Wastes. Giant reindeer of a race extinct 
on the outer world thrive in the Antalian ever- 

rod figh- mply  of them die vky young, by 
the sword or the axe. 

The A n t k  ye a hnrd-living, rough face. They 
eke out d i f f i i t  lives hunting, fishing, pirating 
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The Atcan lands graduate to lighter foKIt wjd 
plains in the north, northeast, and east. South- 
east, it imo tiark, forbidding -piand. 
Due west is the mcia the AZW IS the' A z ~ ,  
which others caH the AtlasJ, %the south, the 
land becomes hill and &ry tim with pfd:  Be- 
vond. Arther SOU ;6 . are thc hills of the 
ichatteden. 
The C O U ~ M  is dotted with cities and vilkes. 

cbnnected by'= elaborate web of rivers, cads,  
and rods. %vel is by foot on the d s ,  

culdvatcd fields ofthe Atcnns. g&g through 
the farmlands, often heedlea of the cffofts of the 
farmers rb,ciiaythun bar$ out. The camivord 
hunt the hdrbivori3 and one &other, add some- 
timts wander ai 1 & deep ftuizsc pad into the 
outsLitti of the human communifies, looking for 2' 
qui& silack. 

Other monstcrs and animals, of the Atcan 

e, and forest monkeys. 
A special danger in the Azcan 

vipr, a deadly winged s&e a h  
of the Immortal Aczantcotl. l?~ 
abounds with birds of mry demiption and 
coloration. 

The Aecaos 
The people of this land M the Azc*ns, zn asxicnr 
race from the outer d. 

The AECV~~ we smd, saong-lodring capper- 
skinnadpwpk. Masthprebmraorblpckhaix 
and bmwn eyes; they odten have pmdmnt, beak- 
like noses. The men wear their hair shoulder- 
length, and women wear theirs to che smplls of 
their bocb or lower; both ~oas  ofun wear 
headbands. 

hr-dnss A t n a  men wear norhing but &- 
white linea bwechdouts: the women 'RCPI plain 
off-white shifts (simple, short &-lite dmscs). 
Many wear I+lthetthoag d. 

Higher-dass,AzcPn mon wcpf braechclouts and 
sand& of acebt fut; higherdnss women wear 
shifts dyed in a w k y  ofcolom, cspcdly red or 
turquob blue. l%ey nlso wcpf a lot of jewelry and 
ornamtntation: Haulbands, enrrings, decorative 
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the lowor dassis not t d y  d; they have nointer- 
est in anything buteasingtheirlot. Btltmost ofthe 
uppcrdusdduulykwnsiiderrdcmdnndd, 
d d  followen oftheir dark fiarnonnl patcon. 

The AKvLIpIpdicc memonipl d e .  Ihe 
people they conquer and capture no h g e r  end 
up as h a d  Inbot: They are taken to the tops a€ 
the temples to Atzanteotl, where their hearts arc 
cut out of their bodies and then ceremonially 
burned-in p o ~ ~ l a i n  bowls. These ctrcmonies ~ J C  

necessary (or so the faithful believe) to keep the* 
sun burning. 

The commoners of the Azcnm have no tights, 
only duties. They may wear only plain clothes OB 
white. They must work as farmers aed mvaatn to 
the ruling dpg, who may 1611 them without fear d 
punishment. b o n g  the hzculs, just about any 
offensc committed by a commoner is puni&ble 
by death by sleiifice. 

idhaaxe with tbc noblemen, but d political 
powcr is o f f d y  vested in the men. Mm may 
take one wife and numerous concubines. 

The chief Immortal patron is Atunmefl. Hk 
worship is compulsory throughout the empire. 
There are distant Azcan cities where the pmyiws 
&can patrons KaIakutla and otzitiotl arc still 
worshipped, and where their worship is rdnctantly 
tolerated. 
The Atcans do not mint money; di their d e  

is barrel. 
They do not use &e whecl; rhq had not discap- 

World. and they disdain its use now. They have 
canoes and eommon~h to rmwpbR their goods. 

do not build h g c r  boats orsail the scpt; they are 
scared ofayelling on the open usner. 

T h e  arc very few thims among the ruling 
dus, while thm M many thievts among the 
common d w .  
The Atcans M i n t e d  in the astronomy of 

the HOWOW World and carefully measure the p ~ s -  
sage of rime. They believc that the history bf the 
world indudes four dam of mofiumentaJ impor- 
tance. The fm was when the Atcans “con- 
quered” (actually, just separated from) the Oltm; 
the second was when the world wed and the 
Azansfixmd thrmsclves in this new world; the 
third wps when the Immortal Atzantcgol appeared 
before them and turned them away from the “he- 
retical” worship of Waktatla and Chitid& and 
tht pdnrth wifi be when the Atcans have con- 
quered all the world and will receive && ulti- 
mate reward from the Immortal. The fourth dwt. 
of m. has yet to occur. 

The hzcans mummify their nobfc dead and 
entomb their bodies; commoncfs are simply bur. 
ied. They bclicvc thm they willbe niacmatcd, P 
Atcans of course, and that they will contiotte to 
serve Atzvlrcbtf from life to life. 

Among the Azcans, noblewomen wield a lor of 

ercd its we before being wnsported to theHolim 

Though the Empire reaches the wcsmn o tm l ,  they 

mdztH 
Azcan comoncrs are forcibly nuuited to lay a 
game g&d d d d .  It is p b d  in a dafcoun; 
a wkte iine ppintea on the day court aufPag, 
b k c s  ihe playing ficld. Mounred high OQ the 
end walls arc stcme baopr. ‘Ihey 
like basketball hoops; they’re 

The players wea~ leather gloves, a I 
Inrothisficldgotw9tcpmpofSir~~erdt. 

team rcpresent- 

In the middle of the season, the twms play one 

Toward h e  end of the season, 

ing one area of the’city. 

&&a; the nobtcs put up prizes, often jcwclq, 

get seri- 
ous. The prizes and stakes get bigger. The team 
M better trained. The competition gets more 
fierce. And soon enough, the seasonal t o m p a r n a g  
takes place. The eight leading teams &tiupate in 

tion toumyrtont 0f.thret fyruadr: asID&k-dM111p 
Qualteffii,  s e e ,  adfin& . 

each round earns guatprim and us#racr. The 
losing tturpQfca& r d  is QMltod, Enen’Bwd 
to A - d .  
If you’d &e to have y w  PCs eppnurd by tlu 

Atculs, but don’t arw them to be swificed 
immediately (the usual fate for captured for- 
eigners), you could hare a dever, ambitiaus &can 
no& decide to put them on a th&di tearst in- 

and wry heavily guarded in the d y  pm ob the 
sewn. Later, thoJrmightf~~appormnicycr, 
escape; or, lured by the posribilicp of ankg 
richcs, they might &y d&ds to play the 
s a s a  to. its conclusion. (Nnnunlly, since they M 
foreigners, their patron will bwpy them; ol~c 

which tbc, winping t d  gas. 

. .  

And thcoe fin& ace fmat. The %itming Fmm of 

s t c a d . ~ n o u M b e s t r i p p e d o f t h e i r ~  
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route of UnfGc through Chitla- 
can; at the p 9 d s  k, the bouipud d ~ n s  
out into the Gillsd P b .  

ore than two tho 

t d i c  dong t& riru and 
&e same, M i n g  crops fff*n 



City of Chitlacan 
s a k  1 in& = 8Oofm 

IL 

M I  



(6) The Grind plozz This plaza is dminated 
by the bulk of the Pynmid of Atzantcod and is 
Jutrounded by a sries of much d e r ,  decorative 
p e d s  abaut 40' high. 

At vntious places uwnd the P k a  ace high 
wooden radrs made up of hundreds of cubicles 
about 1%' squatc. Each cubicle, open to the 
Plaza, contains a decaying human head, the head 
of one of the Pyramid's swificipl victims. 
Tt#GmndPluPisnrmrdnt-plnremostofthe 

time. mngs ofmafh.nts scll jewelry, herbs, 
chocolate andvaniUa, tcakcclanduncookcdfaods, 
fruia, produce, weapns, and mony other items. 
In the center of the plaza, placed atop a short 

obelisk, is ~ I C  Calendar Stone. ThL is acarved 
stone disk fifteen feet in diameter, and bearing 
the image of the calendar wed by Azenn astrom- 
mers. 

' b e  design of the stone is cwed in four con- 
centric rings swoudngaccnd dcsign. That 
central desigu is a representation of the face of 
Auanteotl. It doesn't look much Lite the true 
Atztnteotl, having fuller checks, more Aae2n lips, 
nrd a more prominent nose than the t~uc Immor- 
tal, but that's whom it represents. ("'he origia?l 
calendar Stone, cproed thouspndr of years ago, 
boa the face of Ottitiocl, and was dedicated to 
him. The Azraas ttied m destroy thac stone, but 
couldn't; it was made UnbnnLnble by Otzitiod. 
So, they have rolled it away and buried it in the 
ground at the rear base ofthe High Pyramid.) 
The first ring out from the fw is divided into 

four ppm. k of them bear inscriptions in the 
&can tongue; these iaruiptions are the three 
great dates of Azcan legend which have a lmdy 
come m e .  The foureh section of the ring is blank, 
since that date has not come to p. 
The second ring is carved with Atcon picto- 

graphs, each rrpltstnting a pmiouJ material such 
as gold, emerald. and turquoise, aud is (to thac 
greedy modem+ &cans) a prayer for the acqui- 
sition of more of the same. 

The third ring ftom the center is carved with 
more symbols, in this case the actual astronomic 
idormation by which they can &me the posi- 
tions of the Floating Continents and the date. 

the Hollow W d  Azan, could not use; they 
referred to the positions of the sun, moon and 
s t a ~ ~  of the outer d d . )  

ing v i p ,  their tails twining at the bottom of the 
Stone hnd their hcnds m&g at the top. 
AU in all, it is an incredible piece of sculpture. 
(7) Thc'llsehtli Ccmrt. nK King and hiscourt 

a d  thc @una held here, eopecinlly those 
games ending crchda&tiiseason. 

(The original c*kadar smm had markings which 

Thc fourth, outermost ring conrias of two fly- 

otber cities 
The five largest Azcan cities other than chitlncln 
indude: 

Arrradi. This northclstcrn city is the main city 
bordering the lands of tbe N e a b .  It is the prin- 
cipal site for the hching of expeditions against 
those people and back Ncathar ptiponers 
for sacrifice. Ruler: Prince owlpodi, second (nu- 
viving) so0 ofthe King. Owppotli is a fat, grazs 
individual who does no r e d  wor4 and makes few 
d&ions. He is not Likcly to bc the next King of 
the ha l l s .  

Huitlaktk. This beleagud city is on the 
western shore. It is p uadc city, where ship from 
the M i l c h  Empire and more distant lands come 
to trade goods. It is llso charged with the defense 
of the empire from attacks from the west. How- 
ever, the city is the frecluent cugct of pirates from 
the Merry Pirate Seu. Its m y  can cope with gen- 

fnuanaf them. Ruler: Prince Tlachtatladan. The 
King's third (sulgiviag)son is eager to serve his 
father but is hopdesg incompercnt. H e  hates 
and w d d  like to compete with his eldest brother 
Totilupac fot the throne of the Empire. %-. ThL southern city is th #cond- 
largest io the Empire. It is near the hilly border 
with the Schamnalfcn. Here are the garrisam 
which launch attacks on those elves and which 
protect he  hundreds of mining camp and villages 
in the hills. Thar hilis arc rich with gold, and 
though host of the gold is sent on to Chitlncnn. 
much of it does stay hue; 'hpocatliotl is the 

Bziltipac. He is the oldest son of the King. Like 
his father, he is cruel and &cient. U& his 
fithcr,hebumsniththengeJandhlrtredstaught 
by Atzanteotl. It is believed that hc will be the 

Titlopocr. This northern city is far away h 

the northnestern gMkon nsponsiMe for scnding 
out expeditions lgiinsr the Nepthnr fvthtt north; 
the Ncathar arc not partirularly saoq rhue and 
this bae enrg b d c r  to dcfend. Here, there arc 

catcd to Kdaktada and Ottitiatl, and most of the 
population still worships those two Immortals. . . 
even though they do pcxform the obligarolll cere- 
monies to Atzanteorl. Ruler: Governm Oailapac. 
(The king has only four clerical sons, a d  90 oc 
signed the d d p  ofthis city to P noblunaa not 
of his family.) Otzilapac is not a clerk of Attnn- 
tmd; in fact, he is not in his hcur a follower of 
that Immortal, but must pretend to k in order to 
maintain his position in the Empire. 

ylltihB.ppc. ThL is a d r c q  Azcan city on the 
verge of& Mplphqggi swamp. It ismore humid 
thtn other Azcan cities. and fights acbnBPnt 
battle with the MMpchmedo ofthe vegetption of 
the sammp. It is the s f l u ~ m  ImtiOfbofdK 
Empire, chsrgcd with kaping the Wphggi 
lizprd IWI out (4 mrrting with thosc of the 
lizard men who will work for the kcan) and 

uinr i n d a ,  but h i t - ad -m p& baftier lad 

-d-khest city in& Em&. Rulm: P ~ C C  

nCXt Nkf Of the h p k .  

the tight-- dominvlce of the city. It is 

~dytemplaand8maupyramidsstiIlde8i- 
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em iratcs. dev hate the MalDhmgi lizard men scnkd . -  
into &e southcastem s w ~ m p s  1,500 ~cats ago. 
Hawtar,& fztldthelizardmenusefu.Many 
of.-k+ t reptile$ Bin their S e N i C e s  to 
the W an pct MBuidq and WRnniOrs in c*pe- 
ditioq a@nS the Oltecs. 

And they btc q humnopia races, but oeg- 
& d y  u n p l o y  cw& uplts ofthe Krugel Horde 
for expeditions against the plains Ncathar. 

lrme 
Ifthe PCS & the At- b&, rhsy d,@&m- 
bly hepr about or eyen mmf the Azcan king, Moc- 
titlapnc. I 

MortiJIQ0c;theKiaYp 
History! Bokn 50 years ngo. Mocatlapac was 

the youngest son of his father-the youngest, 
that is. who w d  capable of becoming a cIeric. 
Moctieapac wps also the most ~thless of his 
father's sbd, i&d arranged for accidents to kill 
all the other contend& for the throne of the 
Atcam. One brothet fell down the full length of 
the Ppmid  of Atzmotl w d  broke his ne&; 
another was chrshtd when the rope ntcile l&ug 
a huge block ofdnjstd stone snapped; and so 
on. Th& fint mutder took place when he was only 
14, and by tht h e  he as 18 he was the sole 

I b o d i  though a cleric of 
AtZSUltCOtl, catc about his knmor- 
tal, His ambithis are all personal. He wants 

to kifI whomever he plcvrs whenever he plcoses, 
women. & gold (4e really Iikcs gold), ctc. 
A t z a n t 4  hm rhat MoctitEnpec 9 not devoted 
to him, but dots not care; 1s long as the kingdoes 

, hewill remain the king and high 

cci Moctitlapac is ody about five an3 
a half feet &. He is well-musded, perhaps 
could even be Wed burly. His eves are hard and 

S W i v i n g d W .  

Things for himself: Pow&, goH, jewels. the right 

tipped dub which has id the chamcterhk8 sf 8 
war hammer; it was a gift from hh Immortal 

occurs. Some such rcmarkabk thing might be the 
inttusion of an Azevl magic-user, perhaps the 
daughter of the king, who pcrrras to 
fire the PCs so they can lead avillnge full of 
Ottitiod-worshipping Atcm out of the 
and to compsmipc decy in somt distmkInad. 
Naturally, such an escape w d d  make M&&w 
their mmpfar ti€&, but it's bemr thta bctng 
dead. 

Cembst Notew"Sth-level&rk; AC9; hp 52; 
MV 120' (40'); #AT 1 war hammer or magic; Dmg 
ld6+4,orbyspelltypc; S a v e C 1 8 + 2 : ~ A L  

colaboc Na(ur: 9th4$vel cleric: AC 9: hp 35; 
MV 120' (40'); #AF 1 by 
ld6 or by spell; Save C9 + 2; MLS; AL C. S 

or magic; Dmg 

la level-caw light wuuncis, dmim a&- 

T M  Tlrlr;frtliPlryet 
' 

C d ~ h t ' N m  3 d - M  Wh; Af: 6 (kpther 
mi&& dutdcy  bonus); hp 1 ? ; ' ~ . I Z O '  (Wj; 
#AT 1 barehanded; Dmg 0 +2; Save F3; MLIO; 
AL N. St6 110 WE0 D13-12 CkEK Ltm@agw 
A t m ,  Neithp~.' Gcnenit SLiHb: WtWing (S), 

I), A*@).' 3 

M e S s i r n ' ~ , . r ) .  Rofcss 

small, and his fnce is p i t d  with'the mulw o f a  
childhood S C ~ K  disease. He clhies a stone- ~. - 
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MogstcrS 

The mnsters whicb the PCs M most 
encauster in this pgbn indudc5juqek caw (w 
the mu for the llpoyntpin lion great cat from teio 
Bask Sa), all forcat and jungk-dwelhg dinoaaw 
and thc flying viper (see tbe Monnur chaptad ne dl&!ennue Book). 

Beastmen Wastes 

w 

Tkchbgy :  Iton Age. 

firhermen. 

of small villages. 

Uk-§qk: Igloo-dwelling pokr hunters and 

Popuhukw 100,080 divided among hundmL 

011ta-W O & h  NO& Pok. Q. 3C 2,400. 

Daraiptioa 
The &eranm wpsres M the icy l a d s  closc8t to 
the North Pole. 

ice-cxusttd seas; dig doam 
inevitably eqcountcr near-fmtlag sen-wata. 
Though the red sun is visibk, itisndta 
m e  sun but rather a gate to the E l c m d  P h e  
of Enqy, its energies PIC not dinned as mmgly 
at the p6k aa they M toward the temperate and 
equatoriaI zones. In pod weather, the oir is 
and very, very dw; one can view 
edged icy lands as far aa the eye 
weather, the wind shrieks through like haisling 

kct the sky, and &zing &io withh minutes. It is 
not accommodating, comforrpblc territory. 

Though it is a dangerow dimnt, it is inhrBirtd 
by polat bars, arctic nolvbr, wdna#smd d, 
and the ancient humpaoid race ofBrOffmc0. 

m&uuDen 
The Beastmen dqscendaae ofthc &nsanen 
m e  which a p e  it! the norrbem lands ofthe 
outer wotfd in the ten& before the Gnat. Rain 
ofFirc. 

*om of 
evil beings. Modem &namen arc m-kt L 
m e 1  d &n bnaalpee, but t h e y n m n o ~ r  
a specks suffering for thc evils they p+n&in 
earlier lives. 

“he Beastmen arc bumpnpids, meeeiDg t4at 
thq tend to have two umr, two lcgs,+tomo and 
a head, and d y  apuCrqrighr, buttbat’sabout 
the only consistent description one can & ob 
them. The &Pcrmen don’t breed m e  €ro r- 
ation to generation. A Bpsqnm stand@ 5 
weighhg 130 Ibs. with gmn skin, poind 
fm Icllorp tkc th,d lto -might mtewkli a 
BepsrnomrnbJokingrcrgmuchlikehira.. .k 

not look much like one another. The first whelp 

These hush, forbidding 

bansha, btineiOg dowls pnd foe-- co Mia- 

The original Beastmen were dl re‘ 

their spawn d Ret wlilrc dlcpfmm. and d 



WhCr is the Nk. 
However, adequate b u n e n  rulers tend to 

hold onto their icy &ones for several years at a 
time. X good ruler won’t face many chdenga in 
his liferime. A bad ruler will face m a y .  

With fear cntcrtainmcnts avnilobl to them, the 

t h e y b  agood story, especially tsu talesofin- 

m r ,  &e teller had best be able to produce some 
physical proof of his talc (a tooth taken from the 
bear he dew, M daw-math left on his hide from 
the dragon he fought, and so forth) or he’s likely 
to receive mockery and a friendly beating h m  his 
audience. 

’Lb the Beastmen, prowess 1~ a hunter and a 
fighter mpftcn more than any other trait. This 
meam a SkpSMpIlfs rank insociety is detcrmiped 
by his reputation as a hunter or fqhtcr (even if he 
is now too old to sustlin that reputation; older 
&osuncn heroes teach the younger generations 
their tricks). ihis means that among the   east- 
men, males and females enjoy roughly equal 
rights-a huge, formidable huntress will have a 
rank in the dan equal to a huge, formidable 
hunt= while a s d ,  skinny scholar of either sex 
will have much less status. 

The Beastmen live in igloo-like ice dwellings. 
They have become very acmmplbhcd at wing 
out and building thcsc dwellings, which arc often 
luge enough to accommodate dozens of family 
mtmbcn. (They don’t build h single domes; 
an atended fsmily‘s igloo dwe YE g will consist of 
srcrenl ice domes linked by scvcrpt ice t ~ ~ e l s . )  

Player chprphers coming puom a fkastmcn 
viUPge may be jiuerkcd.at the way they receioc 
the PCs. The &asrmen won’t attack them if they 
don’t attack the &pitmen. They will, in kt, 
welcomp the pcj, at least for a while. 
The PC tmder  will be invited to spend one 

sleep (equivalent to a day’s worth of time) among 
the Beastmen. Hc‘U be given one hearty m d ,  
probably of fkfi, d - m e a t  or even whale-meat. If 

any Iknsrmnn or Nithian, the FC will 
un d the bopsting stories told by the Beast- 
men, and will be cmmmgcd to ttll his own tall 
tales. This may d t  in inucdulous Bwanen 
challengiag the storyteller to a fricr~dly contest: A 
chnllcngc of arms, a contest as to who can kitl the 
polar bcar fastest, and so forth. 

If the PC is a humanoid (orc, goblin, bgre, etc.) 
ofa high chnrisma (13 or higher), or is a human, 
elf, dwarf, hltfling or pome  of particularly low 
Charisma (a CYwisma score of 3-7), he will fmd 
himseff the subjctt of much amorous attention 
b m  Beamomen of the tribe; likmkc. P high- 
Charisma humanoid, or low-Charismp humnn or 
demihumnn ftnule di find herselfvery &ve 
to the Beastmen. (This ii a ’situation with a lot of 
comic potential: Don’t tet such an opportunity 
slip away!) 

&ecrmen haw become accomplishc 3 storytellers; 
credible fights OT S U U ~ ~ ~ S  IZUIUT. How- 

by riel, an fmmornl (If.the‘seher;: afE!itrOpy, to 
h o w  the reinwnnted spidts Ofdl$&@. &- 

tlce i n t & t d  only ki fish- with and besnq- 
c a w  ofthis, tkcy e a  snrrgc, brutal, chaotic 

ing mdrc cnitized races. such as the human Block- 
moor race to the south. 

Like today’s Hollow World Beastmen, these 
UcaNIeS did not tmc. whelps did net 
usudy rcscmblc &cir sires and dams, This was a 
result of the chaotic magic that had bcen uscd to 
create them. 

Abouf a thouspad years nfcet the b t  appear- 

man Blackmoor civilization bcgon a CrUJqde to 
wipc the w n  offthe face of the earth. over 
a period of d q  hwp4rcd ycus, the BlncLmoor 
cruscrdesdrovethcBevuncnfvtherdfafther 
north, but t l ~  &IsaMn adapted to the polar 
d i m e s  and thrived tbnc. 

moor humans b 
Rain of Pln. In thiswasawq 
happy period-a Wdm Age. “4e h u m w  $ad 
been desuoycd by the will of &e Immorta4, leav- 
ing the entinwoddto the Beastmen (or so & 
Beastmen thought), and the wad changes to the 
d i  PadwCaJpet b-t on by thc Gmq&in 
of Fire are k d y  rempbcred as times of ‘:inter- 
esting weather.” 

MCC Of the Bwmre~, the high of the hu- 

A COUP~C Of h a  yents ?frer h t  , the Bid- 
in the Great 

The exploaian which desuoped B~&Iw~Pc~u- 
d y  changed the tilt of the plan- nris. rotying 
the h W l l C S  tCffhQ& into W?Mt W O d d  WN- 
d y  bccphae tcmpcrate zones. Those qnes &u- 
dy warmed. and the Scactmen decided they 
actudj preferred,+ d e r  climes . . . cqcci&y 
as it became obvious to thw chnt humapr hod 
returned to the world, So thcy migrated to the 
new North Pole. Actually, there was no actual 
land at the Pole: Iqrsnd, th~rc was sbe fog- 
wrapped lip to the aollow =Id. But the k t .  
men didmtrerlitcrky were Ktdingupon the 
opening to a great MW world, and did not mi- 
grate into the H o h  World. 

If the Pcs were just “passing through,” the 
Bevunen will bid them fvewell the next “day.” 
(One qr more p- admm &rrsnncn 
mpy decide to acc p than h&.) Ifthe PCs 
-t to say m u 2 T a w M e ,  ’p ~pccted 
to hunt ahgside tbc Bcastmm% ts, t opay  
their own way by bringing in foad for thi mbe. 

Natydy, if& PG arc hostile when bt they 
mect the Beastmen they‘ll receive hostility in turn. 

The Beasttnen of the Hdow World arc mo& 

he is the only I m m d  who coeccm himself with 
them, grants powas to their shamans, ea. 

&tory on the Outer mrld 
The Beastmen first appcared on the outer h i d  
around BC 4.50O-fhe and a hplfmifkndis ago. 
TheC’ didn’t evohe n a t u d v :  Thw nete created 

followers oftbe Immortll Ka, ptimvily becaw 
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elws. PMI e n  t7@t the 

It’s the inevitable conflict benpern mo w&ke 
races who couswcly have 
WenlmeJses. 

The Beastmen k in small, scpnrate plllneti 
communities of a h&d ofso members c&h. 
There arc scorrs or eve5 i l m w  of 
ssattered around thc pok. md they 
on good terms *th one another. vin*gcd often 
have feuds, or more friendly riv&ks, with om 
another. 

they live at the “border” to tbt Ou 
World, en?Imostnevrrr 
world or make contact with sentitpt 
few beapmrrn hema travel m the’outer *orid, to 
Zrpforc and adventure, 

lead outside races to the 
own. 

W l & ~ d t h  
the An-. Tlllswptfyeis notblngpcmnal: 

m e  sr‘wther fox 

the lands they come fro 

b 

1 
I 

c ‘  

By this time, the Beastmen were beginning to 
breed out the most chaotic Dtrpins of their generic 
patterns-in other words, they wen starthg to 
breed true. A whelp usually had some mits in 
common with its parents. 

considered the original Bemmp to be M her-  
csting race and decided to preserve it as such. 
Ka inspired a charismatic &bsmran to lead a 

colonizing expedition farther north, inro the for- 
bidding fogbank that concealed the top of the 
world. Ka inspired many other Beastmen to follow 
that leader. And when this Beastmen and his 
f o b a s  began thcir grandmarch no&prd, 1cn 
magk?lly &red thcm--rcorored them to their 
original genetic patterns, and made thosc 
permanent. This sligbtly~rqadified Beastmen ZDCC 
was now like the original hastmen, with their 
chaotic breeding patrcms prrocrvcd. Thip mcc of 
Bezstmcn would never bmd true: No whelp 
could ever be expected to have traits sim&r to i s  
parents. 

wtain Immortllr. including kp the hesemer, 

History in the Hollow k l d  , 

The colonizing party headed farther and farther 
north . . . or so it thought. In actuality, It curved 
around the lip at the top of the world and “de- 
scended” into the Hollow WotM, even- em- 
erging from the pcrmvlent fog bank which 
shrouded the North Pole. 

What they saw amazed them: The sun was now 
red and night never came; the h o h n  was gone, 
never to return. 

The Beastmen spread out and d e d  &is vir- 
gin, icy wilderness. Only atlimals lived here; the 
Antaliaa humans urd icevale elves had not yet 

the Beastmen grew popu~ow and strong as a pea- 
ple and became the domlnnm fotce in the fonds 
around the North Pole. 

Ef/entually, other races came, humans and elves. 
They came from the south and smled in the 
south. The Beastmen defended their lands from 
thcse inwdus; their n a d  wdke abilities and 
the shcer inhospitlbiliy of the Bensuacn Wutes 
have ensured that no other race could conquer 
thcse polar lands. 
Unlike many faces in the Hollow World, the 

Bcasuncn do not believe that the world w 
“changed.” They know they c* from some: 
where dse, and have a rough idea of the true 
shape of the world. Iiowcmt most other rates 
look on their b k m  bclicfs  wid^ derision. , 

settled into the alctic lad& south of the pole. so 

Relations With Other I 

The Beastmen d e  wirb d d e  w ngpinn 
the more southerly races, thc Antdim humans 
and the Icevale elves. They’re careful not ta wage 
w u  against both races at the same time; typidy, 
they’ll fight the Antatians while vnding with the 
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in cap&ty" and won died out. 
. 
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ABhckkmelfcwldkPmnmgk~kbnda 
high cnou& Inrrlligarcocon aadfaund msnclme 

regnrdicas ofhis Inallillmcc. Pndfiwadoitcadla). 
to& hLn (or if he -to theouprrald, 

Ral.tioas Wzh O t k R p t r s  

The Blacklore elves have no r&tions with My 
other Hollow World race, and afc not pcpt M y  
0th scn+nt race. 

N m  I ‘i 

One typical Blacklote elf &om the PCs will 
encounter is Deithryl Steelheart. 

Deitivpl Sredbearr 
Hbtorg: Deithryl’s mother Meidrys bsd a fd tp  

ham, which was repllccd by m vtifichl ow; her 
nicknamgwas UnUNlJ enough ht&%iw took 
it as her own. Long after Dcithryl wps =adult, 
Mcidrpswent a link mad with boredomend de-  
pcntion and~da idd  mand it d: &a ebbed up 
to where the valley cr&d and &a snuw hgm, 
andbcrmechpnicalhcaastoppcd,~.9sshc 
Lncv it would. 

is as doK tQ a scholar as thc l%ckbrc .&e$ haw. 
She’s &y aware that the e lm have dsaotutdy 
no u d w s d m g  . of the i Ise icnee .Sbcb9  
little about N d n r  and JcnnicC cultures, fmm 
ancient writings. 

is tenifrcd by the idea of leaving h a r d k y s n d  
abmdonhg all the machims tint Cuc foskr. 

here i n a m  o f W  boredom andfidity. 
She’s not awry happyelf. Hor interemrun te 
“pmwnl dccorntiw”*Bfie is pa IlmfrIpw. 
face-painter and4imaQ &, 

Appcmne Dcithryl is of ue~nge height and 
build for an df-womaa. shc uaaaUyncpmrahi# 
hose. li$ngrayboots, andaligbt gray& d e  
ntcdwithuia.oglesdbandsdblacknndnd. 
Her h?ir is golden, her eyes 1peen. nad &e bas. 
tattoo of a gold-and-bloct butterfly on ha I& 
check. 

enody learn whatever the PCs have to offer her 
and then wifl sympathize with them when tbc 
other elves kfuu to IK them leave. If the other 
elves manage to capture the PCs, Dcithryf dt 
always accompany the antimatons sent to bring 
them k id .  She can Be persuaded to help them 
escape . . . but it will be much harder to convince 
her to accompany the R.3 intd the outer world, a 

Cobhat Nmea: 1st-lml wartior-etf; 4C 9; lrlj 
6;  MV 120‘ (40‘); #&’ 1 ton%; Dmg Ida; Saw 
El: MIA: ALL. 59 I17 W l l  D12 CulO 

L.jk6 ha mother, Deithtjrl is a link ahc 

Fkmodicy: Like other Blacklore elves,Duithcyk 

She’s plso ttnified by the ptospc~t of- > 

DMiclg Nota: Dcithryl L the Clfwbo will WV- 

prospect which StPnJ hti. 

The Brutc-Mew 



Relmtions Witb OtherJbes 
The Ihapeon, men, late arrivds in thc forest$ and 
plaios to tbe oouthnm. v a y ~ y  WNPC 
into Brute-Men territory . . . but thw fhidt,tbe . 
Brute-Men are monsters and arc d y  ensy to 
chase back out of the hills. 

The Brute-Men do not venture into th 
of tho Hutmt* to& rat;.&e+dmti 
that thia area is bad, and say away 

NEQ 

The B ~ t e - M a n  most likely to talk to Pcs baud- 
ing into Brutc-Men territoty is Ug-rum. 

U@&, The Memory 

and would iicvu bacamc a Bmte.k% 
w m h .  However, he ‘IIP( wrg 3 i  andw&t&en 
in by his tribal shamaa, and later surrecdsd him I 

He’s the shaman for the Immortal Kpgyu, nad 
hterpm the immortal’s omens for the tribe. He’s 
also the Memory, the tribal historian, rho 

to it, 
and it on to 

tribe. When it is I&ed that intrudm have come 

HiRorlr: ug-ruar ww bornwitha ’ \ 

as shpmpn. ug-nun’hns n r 0 . h  W k h i i l  hbwibe: 

d y  Icnms the ornl 

PcrnmaGq: Ug-RUn M wry prate* of his 
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Mausrers 
IlaB~t~-M~n&.Cariatiias llce d by the 
sabretooth tiger (see uad& *'&at cats" 
Basic Ser), the cave beu (also in the Bpric Ser), the 

tuzes common 1 over the Hollow World ( s q  the 
Monsters chapter df The A & n m  B00,t. ' 

the 

wooly mnmmoth, and many of the dinasaur @rw 

Elflands of the Gwkle FQ&,= 
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Thcyoirvcga+ns, cotingfruimnad n m s d  
crrtnin mgctiblcs. seldom Baing to the botber d 
cookiagoro*papntiagtheirfood. They 
cat Joncoi in d group6. not g a w  tk 
feasts, though they samebss g d m  h a  p b h  
sophi~aldcbpmorpoccicC.  

And thq b h e l y ,  positivdy do not initkc 
or pesin Viokna. Thmtcn to cut down one&* 
Gentle Folk d*cs, and hc will mt mist, nor dl 
any of hid f e h .  If he is cut down, the & 
will burg &m ai the fgw of a me. If thq ammt 
permitted to do so. they will not forcc the h e ,  
nor d l  they undertake revenge. They are absolute 
-* 
As such, they epjoy the patronage of Alpha& 

uld Kotyis, -0 padistic Immortl$ best known 
in the Alphatian Empire on the omx world. 

Among the Gentle Fa&, gender has little 
mcming. Each elf docs almost everything for 
himsclf, gathering his owdw, cither mwviI3 
dothing in trade for food or gathering food to 
d e  for clothes. Whercaa most cultum have 
inchasin& specialized laborers as thq become 
more advanced, the Gentle Folk arc about as un- 
specialized as a people can be. 

The Imm0rtaJ.q have to inspire the few Gende 
Folks capable of it to learn magic; otherark that 
arc. too, wauld die out among them. 

The Gentle Folk ChaR a lclfftom a plant they 
call somnertis, this ny4o in days of a slacp-likb, 
dmrpks s+ where fhe df can d e r  about. 
answer q u d w .  forage for food. and otherwipe 
behave 1s if awake, but without thc borhern~,  
ncccssicy ofhaving rnghink or fee1 anything. ‘IS& 
somnostis plpst has a habit of entrapping and , , 
dcyouring tbosc who harvest io Icavcs. but elves 
so far gone as to usc &e p h t  don’t w d y  mind 
that fate. 

History on the Outer World 
How did the Gentle Folk become this passive, 

this peaceful, this colorless? It’s a long and &- 
tunate story. 
As you hm, around BC 1,700, a p u p  of 

Glanuian elves exploring the Broken Lands fwnd 
a device-a m& built by &e wicked techno- 
crats of Blackmoor. They activated the device. If it 
hadn’t been a bomb when built. it canioly wm 
now; it exploded, sending impencable d w  
clouds into the sky, causin a horrible rotting 

the land unlivable. 
The clvcs hid in deep caverns to survive chis 

pestilence, and found that the caverns led to an 
incredible 
ImmOnals  dejtioies through those 
CUMCIS, they descended into the earth. 

The Tiuedyl Clan of G h t &  e l w  evqtudly 
emerged a p h .  Ovet a p e a  dyerrro, they grv- 
cled hundreds of& to the south Wgh thae 
cavernous corridors, learning M survive in their 

disease among the elves o B Glanui, and rmking 

s and tunnels. laspired by 
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Refations With O t k  EEnan 
The d y  sentient r p ~ e s  who have wr discovered 
the Gentle Folk havc becn Ne* men. b- 
sionolly one, wounded and on the NP from a 
dinosaw, wilt stumble into the d e y ,  where the 
giant lizard will not UISUC. He wa be found lad 

Folk and r c l d .  m d n g  to his pde with a 
tale of the elves who we so m n g ,  so powefful, 
that they do not feel the need mer to p t  p u d s  
or c u t y  weapons. c.onsequcntly, the Neath 
think highly of the Gentle Folk nad somctknes 
reverently bring &rings to the border of their 
d e y .  

nursed back to h n$ by the ceric, quiet Gcntk 

b 

NPCS 
A typical Gende Polk elf i s  ydung D h m .  
should give the creeps to any player character &e 
dealsdth. 

Drianna 
History: 3om 18 yeprs ago, Drianna was bricily 
the object of gentle curiosicy (after all, W M 

rare among the Chtk pdt) .ad was m d y  b- 
noted thereafter by aU but her parents. 

prwmlity: Drianna has been thomu@dy 
schooled in the paapisle mind-sct of the Gentle 
Folk. If she is d o u a  about M-, it is her 
hope that *hen sheis adult all her thinting wiU 
rault in some answers; so far, they haven’t giwn 
her anything but laon qslestions. She &inks 
manly about vets, admiring their pcaccfialness 
and immobility, and has written muns of pocug 
which looks at the world from the pcne#dve of a 
uet. It’s awful d; M example (shoukI ony PCs 
bc arfoolish as to asktohcuone)musBDmethina 
like this: 

. -  

Then, of c o w ,  she will politely inqufrc as to 
what the PCs think of her work, and whether if 
has enlightened them. 
A- Drianna is 18, not yet biologicpuy 

m o m  by elvlsh standards; she I& about the 
same age as a $2-year-old human &I. He 
black, her eyes large, brow& andjoutful: 
wears a faded green tuaic belid P( the v&. 

signed xo UnCB the P G  just how far gone the 
GentleBokUc. s b c w i l l p a r a e r a l l q ~ t b c y  
put to her, dowly nad cqmfdy. She will dLcUs0 
her philosophy ofhow much batu it iq  to be a 

D ~ g ~ D r i o l l l r o b ~ a C a U n P m d e -  
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t h W c c b i p s p r e ~ ~ W ~ b w ~ ~ -  
bcrs, lQnircingm~kuding~;to,  decanad 

The Icev4Shes 

caves and c40ms. 

Thc people 4 thi5& are elves, thc rccsrqle 
elves, so-called because of the icy valley thcy sct- 
ded iniridy. U&ke their not-too-dist2nt +, 
the e n t l e  Fdk, they are a Vigotour. vcry much 
alive race of Clvirh warriors pod sqtlw. 

The rvpicplI~~~Olc clf k tou 2ad robusr, PhySi- 
Cpuy fit thmlrp $0 hb very aajvc life on the mom- 
& slopes. Mpst arc blond wish blue or gmn 
eyes, and very pale ofcomplcxiw. Males w w  
their h2ir shost (but often sport light bcardP9d 
mustaches); females wear theit 4air long, usu4y 
woven into a braid. 

Like most inhobitpnts of tho arctic and subarctic 
areas, they w w  garments offui: Deerskin U O ~ ~ C P  
and tuoics. wd-fitted bard b,p lined with 
d 0 W n . d  
and fceleld 
linings. 

spears, and broad rno& mdy-arc of 
steel. whidl they forge Jlcmsclves. They 
don't weat armor, but 
well-lincd,suits of chain mpil during times of 
warfare. 
They travel Fither on foot or by dogsled, with 

tauncdwobts twncsdur thase sleds, not dags. 
When on f a ,  tbcy M often aided by sqowshoes 
and skis; the Iscwde &s uc arfrut &en. 

These clues $peak normal elviob, a drawling 
dialect that often sounds wry 
listeners, plusNcathar, Antzlila, md Beastman. 
The written form of their language i s  the same as 
the written form of most other el@ dialects. 

CtwMw 
Unlike the Bevtmen and Antalians nos so far 
away, the Icevale elves ace not devoted to combat 
and seeking peisonal glory. They'll feht to pmtcct 
their p p l e ,  but not for the sheer fun of it. 
The Icevale elves make their living as hunters 

andfunierS. Nuvqpuimsthc); theirdiak 
mostly meat. They st i l i  have &a elf's hbom low 
offorest and ~tuter?ad don't ailow their h o w  
land to be expkited, 61 to grow discwed. 

'€bey M aery sociable pcople, ford ofmnts, 
music, and entertainments. The clam which live 
in the largest cave systems often hold merry dances 
and ftnsts, each gum bringipga lfish to rantrib 
Ute to the menu. 
They arc k n  competitors; their conrats in- 

clude ski, sled and dogsled races, comptxlrioac 
where lmghvmen ski from target to wgetpwd 
judged competitions On the quptitJr of their k& 
emsling, cooking, and br-. 

t8. lacy love the look 

Thek weapons or weapon hcads-long bows, 

Y 
tbe Antplivls wiUdon 

sarcastic to 
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Disease had taken its toll of fhclo. To keep thcir 

ney. they took on the custom of abandoning ' 
babies that were weak or non-vhble, a harsh mea- 
sure they felt was nccc.wuy for their ultimate sur- 
vival. But the clan which qmetged from their 
amazing trip was tough, mivald&ed, and 
mostly healthy. 

They emerged into grassbds and forests thickly 
populated by Ncathar men and g iq t  burs. 
Adapting quickly to the stmngenp 43.: Hollow 
Wbrld, and longing for their p& hQme to 
cold Glantri, they headed north, apd settled in icy 
mountains not occupied by sentient races. 

In the time since, they have borne yew nu- 
merous, spreading out dl over the ucl qow called 
Icevale. Though clashes with the Bcasuncn 4 
Antllivu arc inconvenient, they do not endanger 
the race as a whole. 

 pur^ and healthy, k from the sick- 

Relptioas With Other Races 
The Icevale elves have an on-again, &-again 
struggle with the &psunen and Antltinns. Rptely 
do they w a ~  against both cultures at mce; uaualI$ 
they arc at peace with OM and trading fun or 
metal goods to the orher, and in rsrc 6e21otld they 
an at peace with both. 

Many Neathu t r k s  live to the south. They 
largely keep away from the Icevale lands, though 
in leon ycpn  they sowtimcs hunt well up into the 

The Krugel ora €0 the southeast do not d y  
venture far enough north to mounter the Icevale 
elves, but h o w  they arc them pnd hate them with 
the passion o m  reeve for ehm. 
The I c d e  elves have never found the Gentle 

Folk elws. They would be hppallcd ifthcy &, 
saddencd that the events which made & ehes of 
Icevale so strong and dive had quite &e oppoditc 
effect on their Trucdyl cousins. 

NPCS 

elves' tcnitofy. 

One Npc: whom Pcs might encounter here is the 
Elder Thiotdma. 

The Elder Tbiordenaa 
Hkoty: ThiordnntlD was born about 400 y w  ago 
on the mounrain where she still be. She was one 
of the rare and lucky elves brilliant enough to 
learn magic, and became an impdKtaat elf in her 
clan because of hcr magid twwltdge. Ha ax+tc 
is the. well-kaown warrior Ironthew, 4 
their young (80-yept-dd) daughter is the Youager 
Thiordaaia. 

-: mob iuu.a wihl na&; raw, 
unchecked storms and the rUry of thedemcoa 
appeal greatly to her. If elves could be clerics, 
she'd have wanted to be a cleric of Donar, the 
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Dswtpth! 

fneen two hi& mountains fight on thewesrem 
The Valley dec Hutaaka is a deep gorge be- 

edgcofLakeMcnkor , thespurof the~~  
that reaches all the way to Nithia. Thaugh pot fpt 
ftom Nithis, the V d q  ofthe Humaka is avoided 
by thosc cmpirc-builders; it lig near the wild 
Brute-Men territories, and the Nithians do not 
care to inuude into those lands. 

The wcadm here is hot, swckcring. Cold rivers 
pour down of€ the mountains, but the ais tnpped 
in the Valley ofthe Hutaaka is m y  warm and 
humid, not at dl wmfottablc to most races. 

At the bonom ofthe d q  is Xyqata, the City 
oftheHutaah. 
Most of its the buildings arc a 

height, windowless, made of sturdy ut fconucless 
dressed stone blodrs. More such buildings arc 
built up on the valley waxls. 

T""'" 
'Ihaearcnumuwsdrompticwlwclsscnmred 

~ O f l g S t t h ~ ~ C f b U i l d i l l g S . T h f ! S C ~ d  
towus, tapcting, tpch story (l?mmer than the one 
&re. cpch story made obviow by anarrow lcdge 
on the d a r  of the bdding. These toweR arc 
the dwellings ofthe HueMLnrr clerics. 

Ab0 in *e b the great fcmplc building. 
Thir is a long, n a r r ~ ~  bud* 6th a two-st~ry- 
d dome in the center. The main entrance b 
ccntucd on the longer side; there arc k t  en- 
~ n e c s  on both ends. Statues on columns flank 2u 
thm entrances; they arc stamcs ofthe immortd 
Prim. The dome is supported by columns in the 
cenm of the building. 

t h e d q  bocrom; them6tismodc upobpanur- 
age and tillngC.Oxcn and shceppzc on the 
pmumgc; barley, beans, lentils d othcfclops 
grow in the tilied fields. 

The Hutiukaas 

oids. They look very manlike except hr their 
jackal-like heads and theu narrow, clawed hands 
and fm. Their eya reveal JKit i@igcncc. 

Soci~IIy, they are divided into three classes: 

their race), and workers (fpnmers, herdsmen. 
laborers and scrvaats). The priem are the rulers 
of the Hutaaka; the functionaries arc the middlo 
ckrs, and live very comforrably; the workers, the 
great majority of the Iiutaaka, do all the bard 
labor. 
The priests .peal elobontc toba: A cod&- 

able, long-sleeved under-mbc muhing to the 
ground, oftcn in a bright color such as yeflow, 
belted at the waist, and a slmelcss unfistencd 

The city of the Huarfn taka only a frPction of 

The Hu- scc Epu, Sltnder, €Wd -- 
P* (shnmpns offftrin), functionaria (the 
HtmUkam who oqpize, dirm and phn for 
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veywd,  fed and eatenrined, ptld 
pany dth the chief.) 
The JeaninS take prisoncs, but not for keeps. 

Thq &&e prisonas back to their encampment 
and execute tbem withthcirsnords. 
Among the Jcnnites, men d e  but women arc 

not chattel. Women fight alongside the men, and 
their counsel is heeded. 

"here arc few thieves among the JenOitcs. 
Those fen don't make their living as thieves: They 
fight as d o m .  But, in the rare occasiom w k  
Jcnnitcs need to sneak into enemy cities, theJCa- 
nite thief& able to use his skills. 
The Jenniw worship M a .  the paamess of 

justkc a d  rmagc. They have a kcen amse of 
teveoge and do Mt ICWC any insuh OT d WI- 
avenged. consepuently, wars between Jdte 
and other peoples, or b e e n  fcudingJenaitc 
clans, tend to go on for ages. On the other hand, 
bemuse of their appreciation for justice, thcit 
N~CIS do not sentence &enders camally M orbi- 
uprily; thq have swift but sophistimed ui&, 
with chiefs or advi.90~ Peting as formal judges and 
with the pccused given a few days to .c#mblc his 
c w  before having to argue it. 

(Of course, the usual sentence for any serious 
offense is death. The Jennies don't believe ia 
rehabilitation.) 

Nistory on tbe Outer MrId 
The Jcnnites arc descended from Oltcc men who, 
bdorethcGmtRainofFire, Mtoutonacdonit- 
ing nrpedition. There were many suck campaigns 
in those days, which is why ducendana of the 
Oltec men arc found in so many place on the 
outer world. 
These proto-Jennites landed on the fertile 

shores ofthe continent cas 0fAlphOtin. hfw of 
the proto~enniaa established farming communi- 
ties new the coast. Others beamc he& of 
the giant cattle herds inland. E t n m e ,  theK rwo 
factions ofthe race beamc distant in culm 
language. Ultimately, the nomd of the interior 
began to prey on the coeptland formers, pad 1 
but wiped them out; thecoasdine J d t e s  lived as 
doonnats for the nomads for gcnmtions. 

The nomads took to the horse and graduplly 
developed to the CUINR still found in the Hdlow 
World by about 3,000 yevs  ago. But in BC 1,600, 
a war erupted which n d y  destroyed the Jennie 
d N R .  

By then, the Jcnnites had deplcloped into two 
competing sub-culturcs, each emposed of m a y  

Rnthpaas, who belirved th.t namotl &odd be 
kept rubrefficat to their men, and inaiffed & 

lrnwKtdpatronofrhe~crdpns,iacitedher 
followers to wnquer t b s e  upstnrtc. But it m't 
that easy; the resulting war. going on for gmew 

d ~ .  One ofth~sc mb-culm- bd a u n ~ d  h 
their Mditions to the rcechings ofdK Immo& 

the rest ofthedams follow thtir Id. w, the 

Kips Tio&thar 



-ty: Tblatbar is whobout his I&, 

tors 4 rrrpcct &om cvuryw-b bb b t m  Qo 
the other hami, he is fait. His&dgemcnts m 
faannts in &e dm. Hc b true to bis wife andchwe 

least he makes sure he has sobered up bcfott d- 
ing my decisions dfecting others. 
A m :  The kingk about 6 ' d  k%n, IM~ 

so mudculol OJ: many ofthe J d e  WMim. His 
features M B.rpdsolac: his hair. mustache, nad 
beard arc black heavily etched with gray, led his 
c y c ~ p n .  brown. Hc is darker thanhisfdkvcry 
swartky cwn far a Jamice. Hk armor. when he 
wears it, i s  Wtcd h e .  He cmics.a lsrge war- 
hamrner. 

encounter for lower-level Po; ahcy'll be OMe m 
see his petty vanities but not his mozc stsdiug 
cbaracteristhwhen first they meet hiin, and this 
cauhl easily mrcy them. 

AC 9 (in everyday h) or 5 (in scale &I); hp 
40; hdv 120' (40'); #AT 1 ww hunmw; Dqag 
I&+%; SaveC10+2; AU7;M.L. S18ILOW17 
D12 Co13 (316. Languages: Jennite, NcptBPc 
General skillsc Intimidate IS), Wreding (S), Sur- 
vival (Plains, I), Animal ltPiner (Horn, W). 
Honor Ikrastia (W). Riding (Horsc, D). 

riip hod and water, misr cold. 2nd-bless, know 

dispd mqic, d e  poima. 5th-dispel cpil: 
~ I t e n u i E p o r e a m  : wsuhmrtmer *2. 

&d oftkrrclry. pod jdow ofu -6- 
of kiagshipsuch as mciving ~~ hia visi- 

to th& fhiklnn. when he d h h t o o  u 

DXing Nom: Tidpthpr is aa 

Cwrtwt Nota; loth-level MC (Of W k ,  

S@ Cpnisd: IS-- Light -qa& Y2, p p  

Iligameal;'find mp, spext wiith m w .  3rd- 
cure blin&cJJ, cure disnsc, ~ & C U I S c .  4th- 

Qrr- - 
Himay: Ruisa. now 38, was the daugbter of the 
prcviwskhg ofthis uibe, ThwphMuned by 
many wmitns when she was young. she acce 

fact that she wpp a better warrior than he; all tka 
others shrank from tlu prospect of wedding a 

the dan, she lars ElJren the rrspaesibility far 1 4 -  
bg the dan in &e situatioos, her tactid 
scnscisvuygood. 

PerSanslitJ: W& knot her lanin intcmt. 
She i a  a ianelrr. a finc crabam of elabntrte ret- 
thgs foc cut stones. When sitting as a queen, she 
is much quieta tbvr bu mote vohrile b h d z  
while he talks and holds the attention of the clan 
and visitors, she scam fpca, notes mwim, ppd 
watches where Tiohthar can't afford to look. 

is about 5'7" and Iqgctcd 
shape, %s dl a&veJonnite r i d e  must be. H& 
W k . h n  m d  sueakdaith gray; het +asre 
black. She is beautifid. 

D a g  Notcs: aUka is the quiet, when-she- 
spe;rks-people-listcn sort of co-der. p<s vi.gi&g 

TLokthprbefollsc be wqs notrhrrpawd by slfc"" 
WOnUa W h o  fought bcffcr thpa t k y .  lb qUWR Of 

Ikhn- Iron Age, steel forged. 
Lifc-Styie: Mountaineers and brewmeisters. 
Population: ~ ~ , o o O ,  many cindel- 

communitk of 1,000 or mere, nuIBcfolzlwwm 
of up to' 5 ,ObO, innurnarnbk smdk lad 
individual kddings. 

Outci-Wd Origin: Northern continent. cs. 
Bc 1,800. 

Description 
The lands occupied by thc Kq& I3wasves ate 
tall, beautiful mountains and surroundiq foot- 
m. Thcsc @y qpuntaiac arc k+cilppcd, with 
thick forrots ofp& and other evergrcurp op thc 
loarm dopus, fast-moving and cold mountah * 
st~r+ms, dea w d  elk. volvcs;rqdk, a v h d  1 

pvldisc forlyoun&-kwiag RcopLe-wh& the 
Kogolor Dwarves are. 
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The Kogolor Dwpkocis 

The Kogolor Dwarves are ph&y similar to 
outer-world dwarves. Short by human standards, 
usually about four and a half feet tall, md burly, 
they are a sturdy people well-suited to their rug- 
gcd environment. 

These dwarves wear brightly-colored tun& 
often in red, yellow, or orange, covered by a re- 
versible outer coat. One side of the coat is forest 
green, the other is slate-gray. The dwarf weius hir 
coat to suit the situation. If he’s trying to blend 
into his surroundings. he wears the green side out 
when in the forest and the gray side out when M 

rocky surfaces; when he’s trying to be seen, he 
wears it the other way around. 
The dwarves also w e z ~  sturdy pants, worn with 

suspenders, or lederhosen. Lederhosen are soft, 
doeskin shorts worn with suspenders; a dwarf 
wearing lederhosen will aIso wear knee-high seodr- 
ings. With either trousers or lederhosen, the 
dwvves wear short, stow boots. 

Rounding out the outfit is a short hat, w d y  
worn with a feather in the brim, and a wzlking- 
cane which can also serve as a weapon (it has the 
=ame weapon characteristics as the dub). 

In wartime, the dwarves wear d e  or chain 
mail, carry shield, and wield a variety of weapons, 
including swords. bows, spcus, and polearms. 
The less commonly use the weapons traditionally 
associated with the outer-world dwarves (cross- 
bows, axes, hammers) arc not very popular among 
the Icogolor dwarves. 

The Kogolor Dwarves speak their own lan- 
guage, which is called Kogolor to differentiate + 
from the outer-world dwarf language. Kogolor 
nothing like the outer-world Rockhome tongue. It 
has a written form, which is dso completely dk- 
tinct from the outer-world Rodrhome dph 

Krugel orc. 
The Kogolor dwarves irlso Ncnthu - 

Customs 
O u t e r - d d  characters who encounter the Kogdor 
dwarves arc gaing to be very rruptiscd if they 
expect them to resemble the dwarves of Rock- 
home. They don’t. 
The Kogolor dwarves are an outgoing, dKerful 

race. Like the Rockhome dwarves, they like caves 
and caverns, but only one dwarf family in four 
lives in a cave home. The rest build strong, defen- 
sible castle-like dwellings of stone on the n ~ u n -  

The Kogolor Dwarves like gold and ientlry, but 
no more than humans or ehra do. Their apfrs 
indude smithcraft, woodcdt. and InthmporL, 
but they ye best known for their brew& d q  
M justly famous for the quality of their been, 
mends, and liquors. 

Unlike the Rockhome dwarves, they arc not 
closemouthed or suspicious around outsiders; 

tain d o p .  

they ye vefy d l a i v e  lad B n g p t i a D p * d r  
visiting the K.ogolor mountains with p c e  os 
mind dl be wnrmfy n l c ~ m e d ,  cntmrincd; 
Eepsted, grilled at le- abcmvhlb beagtound 
and his himry, ihvited to go rn huntslor turLit 
the wodusaps. etl. This betaarior would .ppJ1 m 

PteoccupPtion with fq#mng, nlthou&all me 
supposed to how how to we a weapon. 
dwsdltnawrhow to we at last a spclrtimd n 
polennn. 

gets, wood-workers, trappets and furrka, 
herds, brewem, wcaponsrniths and farm 
Farmers have full status among the 
dwuecs, whereas they ate loaked down 

Among thcsc people, males d e ,  but 
ture does not actively suppress its women. 
M able to wield as much power as they M ma#t 
and capable enough to acquire md hold. 
Iwn to Sight and CM own property. 

They yodel-the Kogolor dwarves 
niute across vast mountain distances 

Their Immortal patrons indude F&, Frcdnris. 

out~-wodd d d  d Jlupricc O ~ P C  rba taOnr 
t h ~  out~r-wotld d m a .  

Thcsc dwarvcs)Imk- no milintyordctapnd w 

Thc Kogolor dmarves make their li* 9s log. 

out~r-world d m .  

yodelling. 

and Gpnl Glitterlode. 

History om the Outer Wbrk 
The Kogolor D w w  M direct ( a d  u n m w  

world. Thcsc dwarves rukd numtzous moynfoiir 

n e s s  u x d  by the Great Rain of Fire and the 
subsequent rise of the human culturcs sent &XI 
into dedine. 

At that time. the lnrmoml aiuncd Kagyac &, 
Anisvr decided to create a new dnvvm race. 
thought thn  something like the dwarves. but 
more resistant to the diseases caused by B1 
devices, more indined to live in safe bel 
ground homes. would have I greater &e of 
survival in case something like the Blackmo# 

He took the healthiest of them and modified 
them into the modern Roekbome dwmen race, 
establishing them io the Rockhome moUntiin 
ranges. The others hc UtKerCmOniOUJlJT dum 
in amountain range in the WbwU&&d. 

NIsroty in the Hollow World 
The Kogolors were dropped onto a tvlgr of 
mountains just north of the great equatolipl 
tnegc. They were high enough in the mountain! 
that the Neathar men of the mountain 
and the forests and plains beyond, 
them dom. 

d ~ e n d a n t s  Of the Originnl dwprf-me of the ouw 

ranges in thc ancicnt past, but persiottnt sick- 

disaster ever threatened the world again. ‘ I  

So Kagyar took up all the dwarves on the work& 
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ment d e d a  tabko. The tabah ES a c'itraht 
piece deb& about six f m  in diruirrtrr, with a 
hole in the center; rhc ort's head gtm thmugh the 
hole, with the material of the taw hanging in 
front d back. The tlbptto is light-cohd to 
reflect the sun, loose enotigh to pmnit &e skin to 
breathe. and bulky enough to hide a squad's 
WdKh O f ~ C a ~  btmnth. Their S d t !  or c h i 6  
mail armor is worn over the tunic and beneath the 
tabuko. 

signed to keep the sun off, a sword-belt, spyfr and 
a lance, and you have the typical audit of the 

rows arc held in sad T e quivers; h-'sboarandpr- thq also carry 
Krugel Orc. The 

lances, their most fearsome weapon. 

on the o u t c r ~ d .  A -1 OK and a non- 
Krugel orc can only undcatrnd one amhers' 

Add to this outfit P b r w d - m d  har d e  

I 
The Krugel o m  speak Krugel O K d l ,  their $le- 

c i f i c d i n l C C t O € t 8 e O * h g U S g C ~ s p d r c e  

Krugel Horde 
T k b d o g y :  Iron Age (steel forged). 

ness riders. 
Life-style Cavalry-based mercenaries; wilder- 

Popuiaaon: 300,000 in nderous h h & t i e s  
of 2.000 ot less, or&d in a k CQnfcCkrecy. 

o m c r - ~ ~ : w c a I t a d s . u . w : M o .  

Desaipton 
The h g e l  I d s  arc semi-arid p & s  
giving pny to d y m b  country q d  
desert& the cut e plains support Spam herds 
of bison and ponies, and the occa$~naI saurian 
pqdator, but arc not rich clDougb for Iorge bcapfs: 
Smaller mammals l i k  hyenas hnd rodenq axe 
moq common. 
Thc land's few western ,wands of uees can 

hardly be called foresco. Farther e&, ~c b d  
becomes rolling and'broken, rocky and incrcas- 
ingly ipfutile. Eventudy, it becomes true d-; 
not flat, barren desert, but land c h a m c t e M  by 
monumental mesas and 

gel Horde, q d y  inhoapitpblc o~c-+Q~.  
7 ,  

TbeKcugdorcs 
The Krugel om are much like outefi+orld o m  in 
appcarancc and manner. Thq averngc aboue five 
and a half feet d, d t h  yellow-bm skin aad 
hcaq mpmrbitd ridges and eye- which givt 
them a slupieiom look. Both mala nact females 
wear thcir hair fone and unbound. ' 

enormous army of apahumanr d made the I 

loaS. d&dt match to thq 40mchnd.s ofha 
enuqies. ~ 

The next year, at the end of her qm-. e 
and her horde were routed. The orcish u i h ,  the 



vangwud of& imy, were completely wiped out. 
The cnmpaigswas I dibpsnow hilure for the 
nonhumrms, mocbu reason for them to hate their 
h e n  enemies. 

Ninory in &e Hollow Hbrld 
However, PI. you might have mupamd, not nU the 
ora wen ovjped out. 

An elite OR: forcc. the cavalry unit of chiel 
h g e l ,  was ccrpia to be destroyed. They'd 
fought valiantly in the war. acquitted thcmxlves 
with great energy and ferocity. but now they. too, 
were trapped in a narrow dcfiie by armies of 
dwamsat either end. Surrounded. knowing 
thaasdves dead, they prqnucd fora final chugt 
againsttheemmy.. .dentotheirslup&cthe 
d q  pas was obscured by a dark cloud, and thr 
g r d  under their f m  bmme rough. dry gnss- 
Inad. 

Iclrmarh. anlmmortplwho had bcen an orcin 
life. s a d  them, Jeeing in thm something 6tmng 
and wild ihcl worth pmetving. He plopped them 
dona m hdsnfiich no other sentient M had 
bothered to occupy ~d I& them to their own 
devices. 

Krugel's organizsuioml abilities, ehcy thrived, 
with their superior mobility nad miding tech- 
niques making them a force to be radroned with 
in the epnem mashes of the northern hemisphere. 

KNgcl lhcd on another fony y c m ,  and the 
horsebound horde bc left bchind him chose to 
mkchisnpmeastheirona: They bcepmethe 
Krugd Horde. 

Relations Wfth Other Races 
In the Hdlon World, the Qag& found enemies 

bnrian N e a t h  humans to tk west, fierce blond 
An* warriors to the aMh ped nonbwesr, n e  
KN& don't get abng with any of thcm, looking 
upon 1 of them 1s prcy. 

They get dong better with the Azcans and 
Scbmadfen. who pay them in gold to sack and 

thw I~CCS, and would bpdanb thuu in a mo- 
ment were a k e r  d a l  to cmnc along. 

Not surprisingly, given their smngtb and Chief 

on dI ~ C S :  Kogalor Dnvrns SO the SOU&, h- 

loot ri#ir d e .  Bpt thcy have no loyalty to 

Npcs 
A KNgct w-r the PCs are likely to meet is 
Squad M e t  R a p  Eyshot . 
R4gl.w ikshot 

hgm, whelped 24 yaws ago, is a mp~tci 

horsewompn in a c u I t u r r ~ i n c q u s s s r h n  
110. Bmn with a natural af€"forboncs, she 
bcfrmds them, Upias them, rides thm, znd 
brr;eds &em: No one r r m e m b  for sun hou 
got her nickname, but it is pmbablyfrom one 
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Kubitt Wky 
-: lron Age (sed forged). 

ChaI. 
Poprrlacim: 1,OOO in o m  town. 
Oata-Wbdd M&: Alphatin; anifkinlly a- 

Life-style: Villrgt-dmltiry &IS; e- 

ated ca. AC 50. 

Descnjwjoa 
The Valley of the Kubitts is a hidden valley n o d  
of the Milenian Empire. It's a small dey-it 
doesn't netd to bc big-where thc foohiUs give 
way into rpin forest. Large, lclfy uces lpon high 
both in the valley qnd in the w o u d b g  bib. 
The atmosphcrc is warm and humid, the sun Been 
only faintly through the high bnnchcs and leaves. 

there is a village. 
bthu like the villnges o f z e  w o ~ d l ~ n d  elves, it's 
built up in the trees. 30' above ground. Rope 

passage between the dwclhgs. 
But unlike the villages of woodland elves, hcrc 

dozens of individual b d d i n p  arc built intp a 
single tree. M a s  of the buildings arc two feet OT 

so in hei&t; a few arc four f m ,  qnd the huge, 
&-story central hall of thp building is six feet 
tau. 
The catwalks stretching from tree to tree arc an 

avenge of nine inches wide, built with cord Pnd 
twigs instcad of cables and k d s .  
The valley has its sharc of the Hollow World's 

dinosaurs, but the village itxlf is  built hqh 
enough that few carnosaurs can ever reach it. 

The Kubitts 
The diminutive treehouses arc quite ample for 
their inhabitants, the Kubitts. The Kubitts look 
just like human men and women. but Iri only a 
quprtcr the height; they m r y p  P h o t  d ah& 
tall. 

They arc fair-skinned, with h&r ranging fFmn 
red to brownnnd black; both mmppdwomen 
wear their hpir short, iad curly hair is ronskkd 
pvticulprly attractive by the Kubim. 

d. Tunics worn ody in the sky ayut d v q  
horiKmtplly striped in alternating c o h ,  rpch as 
black and red or blue and yeflaw; the stripu arc 
about half an inch wide. 

But when wandering the surroundiag nin for- 
est, they switch to green tunics and trousers dcco- 
rated with asymmcuical brown splotches; thcsc 
forest suits allow them to blend in very effectively 
with the surrounding foliage. 

In times of war, they don miniature suits of 
mor:  Leather, scale moil, or chain mail, usually 
dyed or painted black. accompanied by black 
shields. black boots, and black helmets. They 

In the center of the vall 

catwalks stretch from uee to tree, allowing eyy 

They wcu thigh-lcngth, Short-sl~cd Nnics 
b&d P( the wt&t and w k ,  high-&& 

I 

I 
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If the advenmnm d, the Kubins will coun- 
terattack. using thcii ranged wmpns a d  trying 
to lead the intruders through their gauntlets of 
traps and ambushes. 

And if the advantucm leave, the SlcuPtiOn is 
r e s o l d .  
Among tbe Kubiw, ruledip is maaiorchol: 

The women rule and pass that rule 04 to their 
daughters. The kings they choose arc important 
functionaries but not rulers. Men may be military 
officc~~, and the miiiwy forces M about equally 
divided between males and funale, but only 
f d e  officers may negotiate with intruders. 
The Kubitts arc verg strong for thcir &e, so 

theit rnovcment specd is the same as filu-sited 
humans. #hen they’re Nnning full-out, each of 
th4r step is qmdigious leap of six feet and 
more, equivalent to thosc of a 

patron. 

Wmry on tbe Outer wbrld 
About a thousnad yew ago, an Alphatian wizard 
named Korubaarnth hiton an interesting plan to 
rid himself of his tinlo. He’d create a new race of 
servnat-Pss&. devoted to him: Litrle tiny men 
and wome~ who could uecp through wizardly 
deicaKs designed for full-sized i m d m ,  who 
could fpIl on and slaughter enemies. 

Uslng crrpnrred wood-imp and pkin, KON- 
b u n t h  bred and mutated himself a b m d  of 
dLniaudvt ’wadon. He cnlled them Kubitts &er 
a Miknim word for a foot-&-a-M measure- 

Howcw, for bia little men to be &ccrivc 
killen, they htd to be made aggrcssk. For them 
to be effective infilmtofs, they had to be quick- 
w i d ,  independent ChinLen. He made them so. 

And when he told his first generation of Ku- 
Mtcs that he’d made than to be his asssins and 
s c m t s f o r  ntl time, thcy rose up and killed him, 
a reaction wbicb he in his arrogance had not ptc- 
dicted. 

=tory in the Hollow World 
The Immotral VM~D noticed the Kubiw not long 
after they had slain their master, More that kill- 
ing had been noticed. She knew that the Alpha- 
tians would execute them: magic-uxa wen, after 
all, nobles in Alphatian society, and murder of a 
nobk WramPriCaily brought the depth penalty. 
Too, she admired the Kubins’ warrior spirit. 
So she magically tplMpoItcd them to the Hol- 

low Wbrld, whem they could forge their own m- 
uon in the wildemcss. 

That hasn’t k n  such an easy task. The Hollow 
W d d  wilderness is a dimgem place. But they 
have adapted to it and become masurs of their 
own little d l q .  

yh-. The Kubitts wopship the Immortpl anya, their 

ment. 

Relations Witb Other Ruce~ 
No race knows rbour the Kubitt d e y .  Oh, the 
lizldv and Milcnians bpw a 1 

. . . but stories of the diminutive warriors have 
not yet emerged from that valley. This m e w  tirez 
the p6 have the opportunity to bc the fitst to go 
inandmumwiththestory.. .iftbey‘resmart 
enough to do so. 

f i e  Kubitts pce loriour to team m o ~ r  of +e 
outer world and to exploit their abilities. They’d 
be willing to hire out 1s mercenary spie and war- 
riors, working for the PCs or anyone else . . . if 
themoncyisgoodura\yh.Witb~money, 
they’d buy raw materials, weapons, and mcchani- 

make th~msclws, and would hire hum- tb do 
heavy labor for them. 

Npc, 
The fm negotiator-Kubitt the PCs llic lilrely to 
wJk to is Lieutenant &ranthis. 

nd of a hrnmed 
valley where ndvnanucn go in IY Ut den’t rrtum 

Calpmfor trap$* cue wit far them to 
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Kubitt 
Combat Notes: lst-levtl Kubitt-fahw; AC 4 
(chain m d  and shield); hp 6; MV PO' (30'); #AT 
1 weapon; Dmg 1d2; Save F1; ML8; ALN. 

Monsters 
The most fcvsome predator in the Kubip Vdey 
is the thumper-lizard. Other matures fdund in 
the valley indude small riding animals (do&@- 
cated birds, foxes, ctc.). Sec the Monsters chapter 
of n e  Advcntue Book for their chulcteristieS. 

The Lighthouse 
'khdogy: Iron Age (steel forged). 
W t y k  City-dwelling atholm, h e r h e n  

and farmers. 
Population: 10,m in the Valley of the Light- 

h o w ,  m d y  settled neu the Lighthouse; another 
2,500 wandering the outer world. 

&t&Wdd M&I: N~ne.  

Important Note: The p l a p  don't have any due 
that the Lighthouse aiSq. itk not in any aftbe 
mate& which you normally hand our to them. 

Description 
The area ofthc Lighthou~ is a deep mountain 
d e y  whshosc top is permanently capped by a thin 
layer of fog. Below the fog, enough sunlight p e -  
tratcs for plants to grow and people to read, but it 
is still a bit dimmer and cooler than the lands 
beyond the fog. 
The valley floor is dotted with small buildiqs: 

Dozms ddwellings. mostly attached to large 
stables and warehouse-like storehouses. T h e  
buildings M consuucted in amkyofstylesand 
with all manna ofdecorptibns: Som look lik 
Miknian As, athers are p h s t a e d  and painted 
mud-brick in the Nithian tradition, =me arc 
complicated drcssed-stone &dings like the 
Oltecs build. ctc. There is no architectural conrist- 
ency hac. 
More dismnt are the farmlaads and farmhouses, 

where rich soil yields up paCntihI aops and NS- 
tains cade and sheep. 

nated by the Lighthouse iself. It's a tower 400 
feet in height, 100 feet in dinmcter at the basc 
and 50 ftet in diameter at thenmdc. with an 
Cxtcosne scries of rooms belolpgnxtnd. It's 
shaped lilre a traditional lighthouse, with a 
glassed-in top &or where the k o n  would shine 
( i f t h k w e r c d y a ~ , I f r h e r e ~ r  
were a nighdalQ. 

Monsters and predatory aniarnls don't en= rhc 
d e y  ofthe Ligt#horrse. Magical spelts phcad by 
the Immortals at the valley's perimeter turn them 
back. 

Butdl the buildings dthc  Muey M domi- 
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Malpheggi Swamps 



theRlmps. the w m e n  can be quite peace. 
ablciadeod. They rill ooc,horar, kid the 
adventurers near their KdodAt bomor. 

thrr lpewurs the h t d  men @&e human 
Ianguqgesbadly, thtyrmprrbesarpid, butthey 

to human average. 

femnkrurion am etpd iafipnue, but chphrve 
a quceswho is the aibd ruler of dl che 

Advamms4trcnmllrethemLPLcofthhhg 

-’I; &a rvap(le Mdpkggi U CqUd 

Among& Wphcggi, funaka ruk. bhle and 

nitinoflizardmen. 
QIsll quecn. 
CheImmOrtdKa. 

uged below, the Malphcggi 
haven’t accn any N i t h k  

ridria living msnorp; the Hollow akld Nichien 
Empire is CbnurnCLodmiks away and OLI the 
ottm side of the great equamrirl mountain rrry. 
But chey lrtnu~ber how the Nithiam look, &en 
d ~ t h p h d r c r i b d l ~ n & , m d i f ~ d e -  
t a t  sNithLn they will murder him in a genocidal 
mec. 

HistorJt on the Outer Hbrftf 
The Mdphcggi arc a race of ancient lizard man, a 
speck a d a p  to watery, swunpy envkonmcnu. 

mmca amy fiom the UIM, 2 some of the 

Arqwd 1,710, the bialph-i lived on a 
sUiesofrnMlpsoathe8oubcoMoftheouter 
wadd‘s nonhern continent. At that ciw, a d e  
ofcqhqwkaandvolanicm onasplitland 

homeland of the Mnlpheggi became an islpnd 
swamp raW than a concirend swamp. (Thcsc 
islapdakitu became the Iersrdicbpin.) 

& h g i  were sllrnd~d on those i s~pod~ 
with a human culture, the b&i. pn unusually 
pepccnble Qw ab pnthu tdhr*sen. Thc two 
mea kept to their own purrUm; on those cam 
0ecnSi0~ when they interacted, they did so pcncc- 
ably. 

But about 700 yem later, at the turn of the 
millennium, the Nithian Empire discovered the 
tkndvrutd*tddeabRicsthae. 

The Wphcggi liavd men d d  have been 
able so cope with lhor just fm, except that the 
Nithiam broaght with them s northem pamite, a 
tiny tickkc insect. That hem. m d y  h& to 
humans, carrid within it a disease ulrimntely fad 
to the lizud men. 

among the lizard men, whobegm dying ofthe 
disease. Pim one irolatrd Mdpkggi unnmunity 
puirhed utterly; the b u d  pen rho eve@ 
found out about it bore chc.pudacr back to then 
crwn communities, rad dm cycle ddknc bqm 
qpin.Thel iwrdmcatboa&irnudK4b 
anangcyImmorep\. 

By BC 500, the Mal- bad mcn knew thy 
lrrJe doomed. The kncomnmnity oftheir kind 

stanbgwry M y  at fiat. the p a m d t e s w  

was now infected. And they sowihm why they 
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The ~srs lapspbouodk*d imacm; 
see the MollffarctnpcCt of %AdrsamBbaL 
for scatistiu on those. 

Smaller but dangerous animd oppolmru aog 
mon to thew swamps arc the crocodiles (fram the 
hxpen set). 
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n targets ofthe Merrg Pinfg 

Sepcidc towns and shipping of the Milenian Em- 

Bccntse they’re predators, the M q  Piram 
have no allies, only enemies. Any nndon with 
cities on the w a t  COM ofthe Atlpr Occem  count^ 
itself as p11 enm ofthe Meny P h t e .  One crc~p- 
tion is the peaccli Mrdr~i Mtim; the ~ r r g  Pi- 
rates o f m  put in to dK idyllie M.Lni islands in 
order to ftmt md frolic with the loula. 

Npc( 

Pirates whom the NPCI might ewwter, on land 
or ea, indude Handlebat Bmilio and Carol0 the 
Grappler, both notorious ship-cap&. 

aur towns, dchwirh gold, and the 

pire to the fpr south. 

b o l a  the Grrppk 
W r y :  Camla’s mother was a M i l c h  woman 
taken from a c a p d  hipphg d her faJIcr 
waa a famous pirate, Kom the Brute, who died 
ten pcprr ego in action pkinn anpMu town. 

u r c h i n i n t h e a v e n s o f ~ , m d n v i f r l l ~ e d  
that she wanted more than anything to ply the 
seas her mde counterpnm did. But so ship 
would allow her aboard as a crewman; if things 
continued in that vein. she never would be able to 
snit under her own flag. So she devoted herself to 
her other profmion, that of thief, and became 
very s u c c d  at it. Her favorite tactic was to wait 
for the of ships laden with u e u u ~ c  aad rob 
their- blind when h e y  hit the taverns and 
bawdy-housrp. Twice, she was able to Id cndr 
teams of fellon-thims in capen +mat ahipe in 

c m l a  g m  up iodependem and ruoalt”illed, an 

the b h r  Aa the - d 20. she’d ~ & d  

since. 
P d t y :  Bmilio may or may not be the 

greatest p h t e  captain there is. but he’s c e d y  
the most ppin. He’s always impeccably groomed 
and dreaccd in the dchest. most luxuriant phte 
fashions. His nickname comes h n  the clsborate 
handlebat mustache he cultivam; it his ride 

women and secka every opportunity to prove it- 
female PCs in his company will inevitably ru&r 
his advances. 

Appamue: Bmilio, is mll, dark, and slender. 
Hchas black hair and deep brown eyes. His huge. 
benll*e nose protrudes over his elaborate handle- 
bpr mustache. His clothes arc rich, his weapons 
numerous; he d e s  a crrrlnrc ( n o d  sword) on 
his belt and a bacc of eight ttuuwing knives on a 
t-andoher. 

D W  N a a .  ThL p h t e  is a swaggering, self- 
anurcd, wealthy p h t e  king. He’s no more evil or + thaa any other pinte cap&, he’s jw morc 

and joy. He is convinced that he is irmiCti f IC to 

ship. 

and dexterity bonus); hp 50; MV 120‘ (40‘); #AT 
2 cutlpr or dagger; Dmg ld8 + 3 (astlnrr) or 
ld4+1 (dagger); sPveP12; ML7; ALN. S13 I12 
W10 D17 all Ch14. Lnngu-: Ne~thpr. Gen- 
erpl SkiUa: Knowledge ofthe Adpr Ocean (I), 
Mapping (I), Navigation (I). Profeasion of SPilar 
(I), Signalling (Pirate Plpe &des, I), DrinLiag 

* : cutlur (normal 
(a). 
md) +2. 

Combat Notes: 12th-level fighter; AC 5 (lenrher 

lrp&dIcemCinPa#lon 

Ip(t ten yim, become one of the best-known 

the life. 
P d t y :  Cmla is fasciiated by the unat- 

tainable dmm. She might not have become a 
p h t c  captain ifthat profession hadn’t been de- 
nied to her. If thm’s a city which no other p h t c  
has been able to d, it will b e  her @; if 
thm’s a Milden ship which no other pirate has 
been able to catch, it will become her w. She 
is very serious, not given much to amusements. , 
She has been unwilling to mamy because her suit- 
on generally insisted that she give up life on the 
sea, so she remains done. Emilio is convinced that 
she is still in love with him, a delusion which 
greatly anaagr her. 
A-: Camla is of average height and 

brunette, with ruiking blue eyes often compared 
to the Cdor dthe  sea. She has a bewty mort on 
her left check. 

DMing Nom: Camla’s nickname d e n w  trOm 
her pmnca as a w d e r .  which she will gf.dlp 
demonstrate to any character who d e s  dbpWg- 
ing rem& about her. 

Ship: n e  rCnp o f F a i t h  a nnndpld roiuOg ship. 

m o r  and dexterity bonus); hp 35; MV 120’ (40’); 
#AT 1 rapier (normd sword); Dmg Id8 + 1; Save 
T14; ML10; AL N. S16 I13 W10 D18 Col2 Ch13. 
Lmgwges: Neath=, Milcab, Gewnl skilb: 
Wrotlinl (S). Kaonl- of A b  Occan (I), 
Militpry ’Eutica (I), Pwbasiaq (Sailor, I), Signal- 

captains and has inspired other Women to aLc up 

combat NO~W 14th-Id thid; AC 2 (leuhcr 

ling (Thief coda. I), signalling (pirnn PLg 
Codes. I). h b O ( i 0  (D), affope Arrin (D), Lod- 

till 

II 
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magical Itelm in Poraiocl: lather mor +z, 
ring ofx-ray vision. 

TypicrlPInteCrmmu, 
combsc N ~ a r :  1 s t - M  -1; AC 7 (ICNbUr); 
hp 4; MV 120' (40'); #AT 1 short mrd cd sols- 
bow; Dmg ld6; Save P1; MU; ALN. 

%ate Wmls 

in the Merry P w c  Seaa. 
There M the m a t  common mm ofvclsclr f4und 

MerrypLnte * Galley 
MoMMm Rate 12 mileslday (72 if suiting), ot 60'1 
rntnd (120' if-), 300 Rorea, 30 SdOB, 75 
Muincs, 150 Hull Po., AC 7, clppd* sO,O@ CII. 

One b a l l i o n  the bow: AC4, HP 9, -of 
4, Rrngc 10012001300, dl0+6, Pkt 

One ram on the bow, below the waterline: AC 
Rate 1 per 2 rounds. 

-4, Hp IO, Damage &+E. 

Mtrry h t e  s.iliag Ship 
Movement Rate 72 &/day, or 12O'lround~ 20 
Spilon. 50 Marines, 190 Hull Pta., AC 7, wry 

I 

300,000 a. 
'Rvo ~ c n r h o n  bow and atem: AC4. HP 

9. cms of4, Rmgc 10012001300. Duwlc 
dlo+6, P i  Rate 1 per 2 rounds. 
Six light catapults dong each ride. AC 4. f i P  

18, Crew of6, Range 20012501300 (*up 
Range 150), Damage d8+& Fire Race 1 pn 5 
rounds. 

MOM~UY 
The momem found in the Merry Pirate Seaa M 
dl of the ocean-ping momem mentioned ib the 
Monsten chapter of Admnue h k .  

Milenian Empire - 
pchnolon: Iron Age. 

mtic politid processes. 

able villages and t m .  

Bc 100. 

Description 
The Milmian Empire ia a fpr- fhq civibtidm 
that occupies a long nmch ofmthm Arkh 
omn coaubd and territoficr inlnnd. 
ThelandoftheEmpirerangrafrmacropihl 

forest in the north to temperate forem and i+pa 
plains in the south; the eastern border of thc Em- 
pire reaches to a long, rumow mountain ma& 

lifc-sqk city-- imperial rodetp.; hem- 

Popul8tiall: 3,000,000 in many cities, innper- 

Chsa-Ubrid odde; Southern continent, p. 

So, cxccpt for dereft, one can tind 
kind of terrain within the bordcnoftheb(ikrirn 
h p i n .  

The diaosaura which plague d hurmn culnua 
d t h e  Hokiwworkl afe ~ o l n m o n  in t h e b  
pire; they have largely kcn drirrn out tv the 
O r g a n i Z e d ~ o f t h e M i l m h n d h  - 
Howma, it huprored imporiMetodd*tdyla 
out utterly; pnd diaomla&= in the eLItM 
mountaiw and o c 4 0 d 9 u ~ *  the+wan 
frontiers, bd&g  on the wild 
Jennitc territories. So dinosaurs M a fare chrru, 
but a threat nonethelers, in there I d s .  

The land b domdwith dth, m, andril- 

none mllr; none ia arpaed to the mtmmdhg 
countryside. 

These citics. like d human cities, have large 
tracts of homes of the poor: PGPrdcn 01 mad-bdrt 
dwellings with shingled or tiled d, e. Bui 

unlike that of any ocher Hatlor World culaur. 

and temples with great cdonnrdcr ofhuge u d  
stone columns. They pave large plntn, to act M 

awe ofmnrblc and ivory and guld. qtua un- 
paralleled in grace and rcnlirm in dl therald. 
Though their monumental UFhiacaUc ia nothing 
ptlarge u the Nichiuu' (sec the entry below for 
theNithinru),thcyarciadecdanccofbuiIdcw 
and plannen. 

Tbe Milcni.as 
The MileniarM seldom cxcccd.avcmgc height. As 1 
m, they M very Lan on pmpa mniw ad 
good Mth, from the youngto rhe W y ,  andm 
fh M i l h  arc oveillcieh( or lppar to k 
** 

MOa M i l h h n ~ o l i v e ~ ~ a n d  

any I 

d 

IlgaoftheMilenirnr.ThacUCdprwccocdbY 

rhe Prchitaturr of thedctlicf&oftamh 

The M i I d  buildairyprlnca,Eivic 

public p t h e a - p h .  They build v 

b m  hnirand cy~l. Some M bbnd or&- 
headed; blue eyes M fare but do appear. blik- 
niaa women weat rhcir h.ir l o q  but-mr 
it up, inh&qlcsfmm slmpkpoat.rrihtodrbL 
o n t e E & . M i l C p i u l m a ~ r h c i r h a i r ~ .  
often curly; maay mar bcoldr and m w u k a u  
beards without m d .  ("%e lrnasLyk. m the 
Hollow world, is vircuaUy unique to the Mile- 
niam.) 

Mileniaamen~drorr-demd,rhigh-la~@ 
linen nub, belted, and u&b. Wkh Milcnirn 
slaves, the tunicwill be a blnad, uakconad tan 
or white. But with Lrmred waltb fomQ in. 
crcn#ddemntion.Loner.dr*Milenhnrdeconrr 
theirnubwirhsaipanddajlnr;middkslu 
a n d b i g h e r . d u M i l d h a v e ~ i n p O d y  
colon, decorated with d manner of saip and 
pattern or with e m b m i d d  picturn of animala 
or momen. 

Mileniaa women wear Slmelers, long-skitted 
gowns, with the spmc som of color schema rcpm 
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scnting their pemd wealth. 
Wwkn doplu and lined boots are usually worn 

in w&r dimares. 
The Mileniuu wear a lot of jewelry, especially 

bracelea and necklaces; wen the lowliest daw Will 
have a necklace of cheap beads. 
h wartime. Milenipnr wear very sturdy leatbcr 

armor. This is not the sort of lather armor worn 
by most peoples: It is heavy cowhide boded in wax 
to be very hard and shaped to conform to the 

heavier than normal leather armor and hw the 
m e  chprscterltics Y d e  mail: AC 6, HK) cn 

lather gmm and vnmbncer. The Milcnipnr also 
carry a large round shield about 4’ in diameter; 
warriors individualize their shields by painting 
intereating duigns such as monster fnces on the 
shield-fronts. 

M i l d  warriors carry rpeon. pole arm 
(pikes), short swords, and long bows. Mileninns 
can use ocher weapons, but those M the fouf 

Though it k deacendcd from ‘Ikldar, it k not the 
spmc language. There is a wrimn form of the 
language, which is not at dl similar to the written 
form of Ihldpr. 

Mieniana also speak Neathar, the common 
tongue. 

CuStomJ 
The Milenians arc a strange people. Their whole 
culture ia a maze of contradictions which other 
races find maddening. 

emperor. (It would scnrccly be an 
empire without an emperor.) But thy do not 
pmecicc hereditnrg kingship: The Emperor is 
elencd trOm among eligiMe nobles by the Senate, 
the other d i n g  body of the MilmipnS. The Fan- 
peror, once appointed, may not be “voted out of 
office!’ On the other hand, an emperor who fmds 
himaelf opposed by the majority ofthe acnators 
and the people had best ~bdicate; e k  he will 
inevitably fmd himKLf thrown down and executed 
by a popular molt. 
The E m p r  decides on the empire’s politics: 

Whom to hate, whom to help, whom to launch 
uoopd against. The Senate decides on the cmpire’s 
laws: What M crimes, what M citizens’ rights. 
The Emperor may decide when to send the 
troop, but the Senate controls the budget and 
determines how many uoopa there am in the Em- 
pire. 
As the Senate elects the Emperor, the Citizens 

elect the Senaton. A Citiaen ofthe Milmian Em- 

within the empire. A Senator serves a &-year 
term and m y  be c o ~ ~ ~ ~ ~ t i v d y  reelc*cd dl 
through his life if he can persuade the Citizens of 
the area he represents that he should be. 

body of the rarer.  This type of armor is thus 

cncumbmclec.ThiaNirprsksMmpDnicdby 

principal weapons of the Milenian soldier. 
Mi& ia the luytulgc of these people. 

They have 

pire L any Mil~nian-bom d e  who  owl^ h d  

The Mileaipnr do not belictre in any sort of 
inherited position; dl their city N I ~  and officials 

The MilcniPns have great mpat for rhdnn,  
philosophers, ad mists. In a society of equnl, 
thorc types of people are a little “more qual” 

This, roughly, is the hienrehy of d clura 

M e k e d ,  d y  for rimil~ sir-y~lr terms. 

than OdICfS. 

among the Mil&% 

The Mi)mions do keep slaves. Many of ohcar are 
Milmian. But greater numbeta arc captured ‘ h a -  
goro and J c d t e  &n; some few are c a p d  
pirates, Azcans, Tmldar. Makai (a Nathar tribe) 
and even N i t h i .  Slaves in the Empire have L 
few dgho: Their owners m a y  not day or maim 
them out of hand, and the slaves may own a few 
items of pxsod pmpercy. S l a m  M not all jut 
menial worten; there M schokr-rlnvn who teach 
young nobk, for instance. 

In thecitk. most ofrhedsves will be native 
Milcniana. Foreign-born slam are d l y  kept 
outside the communiua, ganged togcrha with 
othm of thcii own kind. 

It is by force of umr that the Mil& main- 
tain their empire, keeping the mom distant md 
rekllioua communities in line. The Mil& 
have a large. mll-aspplicd army. The moa pomr-  
ful dement of that pnny k che infpnuy: The pha- 
lanxes of the Milaipns, advancing on the enemy 
in straight ranks with shields U c d  and piLa 
b&tlingoverbcad, M a sight to be frwd in the 
rwthernhmisphne. 

”he Milcnivv also keep c a d y  forces. cspc- 
cidly on the border with the horae-loving JcnnitcS, 
and a navy utihing wu-gnlkys. The navy’s god is 
to protect &ipphg againat the Men). Pinrcr (in 
which they ue only putiallyrucfeslful) mdm 
keep rhc ciria ofthe faf-fluq cnlph in line. 
Por che WeNam M notoriously independenr; 

their empW ia not m anc.likc bureaucracy like the 
A z w  nacioa. Individud ci t ia  do dat reprrrcnt. 
atives to tho Senate, but are contcactous pm 

chtmselvn. s o m ~  do not believe they need 3 c  
sending their taxes to the Empire. that thq  can 
get dong better Y independent cities and confe- 
decades, that the very Bmpite i d  h tophnvy 
and inefticicnt. Tbcrc M not new ideas; there 
have been times of such national organizarion in 
Milmian htrOry. 
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Women in the Empire M aecond-clus 
of society. They can 
land; thuefof~, 
c m o t  fury wcapon~ larger 
of thac mtrictiom, m e n  

I fm in their national nBFnLs. 

Corh  

clude: 

m n d  floor, which 
Senate. Within, in 

tion gallery, a h  and m u d  the Senate 1 
Wumbcr, and tor cenrin debiccr ~ i r i c ~ n  Prf al- 
lmed in toob#rve. The rest ofthe buil 
taken up with individual maton’ Otrrca 
&KCS of minor functionaries. 

(4) “he Thcwc. Hem, comedies, 
upeedi-r 
performe . The theatre, a 
rcctly into the bedrock 
10,OOO. It is always fded to 

opening week of any play, chnyh atfedancc 
swiftly CLOpr off for poor-quatity prod+. 

(5) The h p k .  The city of corhn t linercd 
with temples. There arc tempkc herr to a @at  
MunbcrofImmonaL,nocjurr~vladpca:if 
MY segment of the populrtioa norrhip a cenain 
Immorral, you can bc m ofhding a oempk to 
that Immod 8onlRherr in the ay. But only OIK 
holy hourc b d e d  rimplr “Tbc Thir U 

the g m t  building neu the foot dtbe WUPOUS: It 
is the major temple dedicated to both W v  ud 
P a .  Itsmninhau dwonhi can scat 5,ooo 

&ria and LOO0 smpno and r h ~ .  Its d l ~  sc 
lined with taputries ud ucauuas d d  m tha 

huge statues of Hnlrv and P a  seated on 4-t 
thrones and @g the audicl~u. The UUQd 
statues stand 40‘ t d ,  made of limestone plinood 
in n a n d  hues; H W s  “brona” rule umor k 
nnually gdd-plated, M b Pam’s skhmuhg 
golden k. 

(6) The Hubor. corirp’s huge hnrbor t pt 
natural, part pm’fkir. The b d h d ~ ,  plasaed 
b y 2 O ’ v r l l r , u c ~ ~ , b u i k ~ ~ t h e y ~ b y  
ambitiow nnpelm. The one CnMBCc into tbo 
hnrbol M guarded by achain mdcdauai*e 
bronze Linb: It is nomdy l o w e d 3  in de 
watufoidlip8 to posu ,  and t 
city defends itselt from magoing invaden. The 
hubor wall features numerow towen. each 
topped with one heavy catapult and two b+uLcrc. 

The Otber Cities 
Other cities important to the Pdupim iochrdc: 

Demmr. m inlrnd ciy of 75,000 t the grain 
capitd d the em*; the gradan& amund Dem- 
tor pmvidemughly 3096 of all the p i n  grm in 
the land. The govemofship of DuMar b aparrr. 
ful position, and k alwayspecoraplaicd by gmt 
neplrh. 

Dophim. ThL city of >O,OOO polka the b d  
River w w :  Dophius’ j,oOO-mm p h o n  is 
chnrged with aovelling up ud down the rim, 

taxed &. 
Lmon. Thk bn~thcm city of 100.00(1 b a revidc 

c d y *  trdl-loomin the EmpifeioF 
ia libraries and io rcbolm. The 7,500.mro gni- 
son hac t the hrpt thb farmtb h thecmpirr, 
and is charged with keeping the more dbaar 
southem drhr in line with CheBmPLe’S h. LB 
-kfar= h wurh that k h a o c  have my 
pmblcma with UI i n d o m .  

Pdri.Thiscityof20,00(1trhotbedofin- 
t w c .  Thc Irrll+rc M i l c n l n  city of any urc this 
farsouth, ittacentcrofthcrrbelusderground 
which IC& to dnuog the Empire, bmdtiq it 

confedeneia. The climate hue b d d u .  The 

wonhippus, and it t llll~ 2 by a d d  500 

Immomlr, and its mrin h d  ia - bY 

when the 

dirounging d f k  and of-- 

doun~to8dkCIhdhdividudCkkdCi7 
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very suong empire in a matter of a few ccn&,. 
even today, their borders M -ding, and the 

lieve that they mwt, ultimately, rule all the Hol- 
low World one day. 

Relatiom Wtb Other a c e s  
The Milcnians M enemies with the ‘Ihnypro and 

Mileninnr (like the Atcam to the fir nonh) be- 

one an&r on sight. 
whcnrdnions between them M at their beat, 

they cxcimge quick-witted ambnradors who can 
couch i d t a  in the most delicate bpw, and 
gifts which somehow M just a little ofkuive. If 
the Mil- unpcror cannot lcpm to ride a home, 
the Nithian pharaoh will give him a mrgnificenr 
statue of the cmpcror mounted OD a hocsc; if the 
Nithian pharaoh’s children arc dwap gkh, the 
Mileninn empcmr will give him a nug&ccndY- 
bound bkcon&ing  che norg ofa hem and his 
many sons. 
And when &dona arc at their worn, the in- 

fantry and cavalry ofthe Milcniaas march acmsa 
the castem p l b ,  oftm UcrkingJcnniCcf and 
%nagom in the proem, to crash mto the &try 
and chariota of the Nithiam. Epic aonlp and po- 
ems, with both ai& claiming to have won evety 
fight, often d t .  

The Mikniam an? PLcOencmia ofthe Mmg pi- 
rata, W b J d y p U y o n  thm. * M O C C O -  
sicad CnemiaandoccPcionnl apde parmnswithth 
Ikldu,fornfiomchyharc~Icrpca. 

The Miknipns have never discovered the 
Kubitu. 

NPCI 
The Emperor of the Mieniam is named Adrodus. 
PCs. unless they M of very high Icvel. M u n b  
sadon of some other notion, or perform some 
extraordinary feat within the Empire, M not 
likely to meet him. 
An “C whom they M more likely to meet is 

V d u r ,  a yououthful guide in the city of Corisa 
(though you can place bim in any other city where 
you wish the PCs to meet him). 

Smpuor Adronius 
Iiistoq: Adronius, age 50, was appointed cmpcmr 
when he m 35. He m, of COUIIC. no dosc rela- 
tion to the previous emperor, He’d brm a senator 
sine h e m  30, and had brm a military offictt 
and plcopcmw landowner before then; he is the 
ideal ofthe Milcnian ruling clans. Though he’d 
been an o f f k r ,  AdroNus is not much of a war- 
rior; he’s far mom interested in building pmjccta 
such ps ronds, dam. public buildings, and statues 

ofhinKdf. 

cian. and mon of his spare time goa into the 

pedcsuhn at bat, a& at wont. E m  moa 
unfortunately, he &co to want to hau h d y  
honest m i m ,  and will appear to take criticism in 
goodgrace.. . b u t h e w i l l e v e r u b e  
prejudiced qainst the person who gave him a bad 
m i c n , a n d m a y d t h a t p m o n ’ r M n . .  .OI 

send out bullies to beat the p n  up for petty 
revenge. However, d a t i o n  is a Little outside 

-Adroaiurfnneicrhimrelfamd- 

writingand la’ oflunrolyrforcbelua. 
“ n f o n u J ~ ,  Enotvcq good: his- ue 

PCa must help the Jennites against the dun- 
builders and their pmtcnivc garrison. or help the 
Milcniam a&ut Jennite pcsoulrr on their dam 

yiarrcilrs the Guide 
Hhory: Vnapcsius is 13, an orphrn puth who 
wanden the mecu of Cork IooUng forhwlwts, 
likely tugerr for a little thieving, ot rich r h i c ~ n  
who might need a guide. 

pcaoaulity: Vanusiur is a rhcma, b t d  
be very loyal to apenon or 

knows it or not, he’s looking for a kther-fieurc to 
replace the family he lost long ago. 

Appcanyw He stand8 a little under average 
height and u rail-thin. His hair and eyes M 
b m ;  his tunic is tan andmild. his belt a k -  
a d  length of mpe. He goa bptctoot. 
isn’t obviour, he hnr a knife and sheath 
intohis tunic and h h o w  to UIC it. 

foreign pc( who come to corirn (arhrmnciy 
they come to tint). He can rhew chrm the back 
allcysandbndiscovmdsh!opsofhisciy,and 
knows something about the SCHM and catacombs 
beneath. 

p who ahowed 
him some conaideration an r trust: Whether he 

?ZY 
DMhg Nom Vanaha is the pcrfkguidc for 
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M t  Nota  l d d  thi& AC 7; hp 4; MV 
120' (40'); #AT 1 knife; D q  ld4; Save T1; ; 
ALN. S11 I15 W12 D17 Colt Ch13. h g U $  
Miledan, Ncathar. G c d  Skills 
Knowledge (of his home cily, I), Lip 
Acrobades (D), Alemesa (D), olfc 

Elite C u d  I 

Thcsc elite g u d l  protect the Hmpuor 
family; many PIC prrigned to protect 
offidplsandMilcninnnmbaarpdols 
tiOllS.  

Mv 120' (40'): #AT 1 pike, longbow orahort 
1vord;DmgldlO+2@ie,-bonucfr0~~ 
Special Compensation). Id8 (longbow). Id6 11 
(short word): Save P8; bfL10; AI. L 

1 
IhgidItCllU in paadoa: None. 

combpt Nota  8th-level fighters; AC 5; hd 40; 

Description 
The Land of Nichia is the loqw. thinaar nation 
i n d t h e H o h W o r l d , .  , ~uaatiitanroathe 
outer world. The nation occupica u fer d a  of 
land on either bank of the Nithia, a bhnd, f d e  
river which flowa thowan& of milcl from wwh (0 

north, emptying into an enoimous lake th 
NithiamdkLeMenkoc 

On either aide of the river is desert--, 
sandy, numy, windy d a m .  The k Hurg iclelf 
is lush, shickly grown with rheat.mdh bean. 

the grpsslnndr. 

several lesser rim, and rhisffsion is a d 
b&r fenile am. 

T h C l a n d i s p r o c c * e d b y ~ f m m a w v t  
ofthe dinoswrs of the Hollov world. The deacn 

fi&, d m - w ,  md orhet u~pr; cudc g r a ~  h 

In the n o d ,  the Rkrcr Nithia bsrndrcloutmto 

Dmg Idlo+ 1 (pike, bonw damage from S 

sword); Save F1; MLe; AL N. 

m k r p i o n ,  and others. 

Under the CVerJhiniap nwnday mm, the sky m 

. 
Compensation), Id8 (longbcn), ld6 (short , Thcsleotherhercishu3gelarande#md. 

Movement Rate 12 milalday (72 if siding). 

75 Marina, 150 Hull Po., AC 7, Capcky 80 000 of& Menkor; &on d the buildings in Nithia 
en. M made of sun-dried mud bricks and stone. 
One bpllitta on the bow: AC 4, HP 9, C The dwcllinp of the common Nithian ate jm Tof whataaewouldacpectofthisi.nd:Mudbrick 

wnllr with rhatchcd d. But the dwelbga ofthe 
4, Range 10012001300, Damage ldlO+6, Pi 

One ram on the bow. below the waterline: IAC rich, and the monuments they em-thae M 
-4.W50.Damaecld6+8. unlike chose m n  in anv ocher in the H o h  

Wood is at aprrmirua here, non ofit fadad 
60'lround (120' if d i n g ) ,  300 h e m ,  30 SF t r o m t h ~ m o U n a i n f o r r r o O n t h e n n C m ~  

I Rate 1 pcr 2 rounds. 

Mllcniur Merchant Gelley 
Movuncnt Rate 18 milulday (72 ifrrilina), I 
W'lround (120' if soiling), 180 Rowers, 20 S * on, 
50 Marina, 120 Hull Po., AC 7, CopnCity 60,OOO en. I I 

I 

Nithian Empire = 
pchn0bn:lroaAgc. , 

Population: 4,000,000 aattetcd io m r a y  *, 
Iifc-Styk: City-dwelling monument-builddn. 

tow= and dags up and down the River Nithip. 
Outer-Bkld odlio: Northern Continent, 
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The temples are long, high &aim. Their roots 
M held up by numerous clooc-set column% many 
of than @y decorative; hen. too. M r(Mles of 
the ImmomL-. 
The Nithiana erect stawes and obelisk8 d over 

the nation. Made entirely of stone, some of the 
statuer reach over a hundred feet in height; the 
obelisks may be even taller. Their statues bear the 
frees of their g m t  p h d  (kinga) and herota, or 
of patron ho&, some M of monsters auch aa 
the *him. 

And then, ofcoursc, there M the wrpmids for 
which the Nithian lands M bea membered. 
Usually built outside the cities. thesc M enor- 
mow tombs where the gmtcst and richest 
Nithian rulm M laid to rest. Unlike the pyndds 
ofthe Ataas,  they M more smooth-sided, not 
arranged in distinctive steps; they M pointed at 
che apex, not truncated plrd capped with a cluicnl 
sanctuary; and they arc burid places. not temples 
for the faithful. Within, there arc uep~re-mm 
and dcathuaps; ouraide, there M pards who 
keep out the attempts of rireless graverobbers to 
loot the tombs. 

(Not d Nithian tombs M pyramids, by the 
way. Some M built aa s d  homer with no en- 
uances. Others M labyrinthine complexes built 
underground, sometimes far out in the Nithian 
desert.) 

The Ni th im 
The Nithiana t h c ~ l v e r  M a small, dark- 
skinned, dark-haired p p l e ;  thcir skin tone ia 
duskier than the olive-complexioned Mile-. 
W h e n  w m  th& hair long, often arrayed in 
elaborate coitrures; men wear it &OR. and seldom 
ifevcrrcufuialhair. 

Male common workers and slave wear nothing 
but a loincloth. pemrle common norkm aDd 
slaves wep~ a simple, alcernkg linen h. Some 
palace dam, mnle and female alike, w c u  nothing 
at d but a Mt. 
The wealthier clpr#s of Nithipnr wear similar 

garmenttibut of much better hbric. linen or 
cotton which is so sheer w to be diapbanow, 01 
dyed in a variety of beautiful colon. They plro 
wear 
rate necklacu of strung gold r ing  or made with 
n u m e w  rows of geminlaid gold plates, in- 
d b c d  bracelets and anklets. hanging wrings, 
headdmacs. belts . . . if it ia decondvc and made 
of preiiow materida, the d t h y  Nithinns will 
wear it. 

Nithhn &em wear long suits of d e  nuil 
and ncrpoac such ~1 apeur, rvuyecumd 

lor shields. The great Nithian army ir m d y  in- 
fanuy, though there .re dwiot diviaim. Some of 
the Nithians know how to ride horses. but do not 
do so in the m y ;  almost d Nithian hone-riders 
M measengem. The Nithians keep only a token 

Lnmense amount of gold jewelry: &bo- 

siclk.~~~&, and IO&OWS; they arng 

navy; they do not like the sea (or even a large lake 
such w Lake Menkor). 
Thc language ofthuc p p k  k del Nithim. 

There ir nwritan form ofthe Innyap, which is 
the same written language w d  by the Huhuk8; if 
a c h p M e r c r u r d N i t h i . n , h c c a n h d  
Hutaakm. mn if he cpI1ILo( speak the latter. 

Nithians plso speak Neathar, the comaon 
tongue. 

cunokm 
Just as the Nithinac think the Mile- to be 
strange, so do the Mileniana think the N i t h h .  

Among the Nithiana, the Pharaoh (king) and 
his chief wife, the queen, M always cluics. Only 
cleria may become rulers of this land. (The phnr- 
aoh's secondary wivu do not have to be clerk.) 
This mcana that Phpnohs fither M many children 
aa they can in the hopes that one or more will be 
w k  enough to bccome a cleric; consequently, 
every Pharaoh haa many, many brothers to 
to variow (pvemment poeo within the land 
Nithia. 

Ancient Nithian law decree that, unless they 
M killed too early in life, mlcn must (when they 
reach 36th level) undertake the Path of the Dy- 
nm. seeki Immorrality in the Sphere of Timc. 

greatest pemd wiadom (highest aperience 
level) dwap abdicate and disappear on their 
Patha. 

Nithian Queens may become p h d  in theit 
own right. It b uncommon; the Nithipnr prcfer 
for the chief ruler to be d e .  But a strong female 
candidate may be picked over a weak male one. 
The pharaohs are considered to be the Immor- 

tals' personal repreacntatiws in the HoUow 
World. Almost aU M clerics of Rathancu or 
Pflnn, and so arc representatives of the Immor- 
tala. However, that does that mean they perform 
thei duties without any hint of self-interest; they 
obey the Immortals, bur also interpret the Irn. 
mortals' cornman& in auch a way as to profit and 
advance thcmselvcs. Also. their patron Immortals 
make fen vue demands of them; consquently, 
the pharaohs have very few facton other than 
penond intemt and personal ethics to motivate 
them. 

Uericd concerns dominate the livca ofthe 
Nitbiana. H e o v y t a m o f g o l d d ~ f i l l t h e  
co&n and the gmin-norehowca of the temples. 
The do*rinc ofthe Nithian religion, which rngs 
that chose well-loved by the Immortals rill rmun 
from death in some distant day to m~cupy theit 
bodicsd  take up th&pomcsions, leadl to the 
Nithian pn*ices of mummificption and inter- 
ment with great hordes of trcasura and peaoapl 
e&nr. Horevcr, becwM the cl+ wield so veq 
much porn and receive so much ucuun, ele- 
ments of the clerical orders often become corrupt 
and worldly. 

7 

Thcrcfore, % e Pharaohs who have a c h i d  the 
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Long before the NirhiPns w e e  brought 
Hollow World, their culture was nearly sta 

Ir 

t 

ergy, and Ffiatr, r c p m & q  m& lepmio 
But the Nithiam have dwaya been interatmi I' 



The O b  Cities 
Other cities imporcant to the Empire include: 

LMlW. nil city of 100,OOO is the largut city 
of any size in the southern ppm of the Empire. 
Not much farther south, the uibutarica which 
form the River Nithia come flowing out of the 
upland mountains and form the g F t  river. 
Dashur is a pmpcrous grain-groumng city and is 
much cooler and more comfortable than other, 
more northern, Nithian c i t k  howcver, it is far 
away from the center of Nithian politid l i e  and 
an puignment here is tantnmount to exile to a 
Nithian &kid. Dashur faces frequent raids from 
the Jcnnites to the west, who can cmsa the s p m  
re& d the Nithian desert with lide diffimlty: 
the Bpnison here is charged with kccpii the 
Jcnnitcs out and keeping dinosaurs from *rat- 
ing farther north along the rivet. 

Hapa. This city of75,OoO is a bit u n d .  
Built on the River Hapta, a northern tributary of 
the River Nithia, it is in every detail a normal 
Nithian c i q  wirh one exception: Almost all the 
midents, including the governor and aU political 
figurn, M black. In ancient times, a pharaoh 
d e d  many thowand captured Tanagom daw 
here . . . and, because the main Tpnneoro culture 
WM in no danger of extinction, and becaw the 
Immortal Rathanos waa interrsted in the poasible 
results, Rathanos Lifted from these TMagoro dam 
the cultural bias of the Spell of Pmervation. They 
swiftly mok on chnrncccriaics of the Nithian CUI- 
nue, from the language to the Prrhitcrme to the 
clothing and forms of worship. and within a few 
centurica were more Nithian than the Nithians. 
The men of Hapra M lo$ IO the empire, and M 
self-governing liLe any other Nithian city. At the 
pharaoh’s request, their sprrison often sends puni- 
tive and slaving nrpeditions into both Jennite and 

Mcnkafa.Thiacityof200.OOOisthepottof 
Nithia. Built on the cast bank of the main 
Nithian rivet where it enters Lake M&r, this 
city handles mwr of the trade 8t the river mouth. 
All lumber coming in fmm the north 
through Menka~a; snftcd and prauvcd firh caught 
in the depths of Lake Menkor M traded south. 
The river-trade and the lake firhing M the life’s 
blood of this powerful city, and many nobles of 
Menkara think it should be the next Nithian 
capital-with them as pharaoh, of course. 

R n n n L . n i l c i t y o f 4 5 , ~ w a a ,  inancient 
times, capital of the  Empirr; in those days, it had 
four times ita current population. But its long 
lived p h m h  was a uifle inaanc, the r e d t  of 
inbreeding or the whirperiags of the Immortal 
Thanatos, and he waa quite long-lived; he devoted 
h m l f  to philosophical concern of lide worth 
(“Why do a fly’s winga look different from a 
bird’s? Come, and listen to my theory . . , no, 
don’t bother me with details of petty by 
thoac barbarians . . !’). All the while, his throne 

TMagoro lands. 

10s poucr 4 the unpin mmbled. Before it MI 
bcforr tbe aerneb OftheJennita and Tampro, 
though, a mrrhem n o b l c h  the+ ofTrnhb 
SdsPuiDBted him md forcibly took the ChnK, led 
the weakened form ofthe M n y  Fo viccocy, and 
saved the Empire. , . or so the legends have it. In 
the nenrlythowand ynnsincc, checapitdof the 
empire has been PI Tpnhis, and the nobles of 
Ran& rchenk to restore it to ita “rightful pke!’ 

History on tbe Outer Ubdd 
Thiec thous@ yenn ago, a thousand years after 
the Blackmoor k t c r  neatly desuoyed the world, 
primitive vibes rded along the banks of the 
River Nithim, which flowed through the deacm of 
the land now called Y1pruam. That p p l e  uuc 
just coming to the w of bronze after cennUin of 
Stone Age I&myles. They were descended from 
mixed vib ofOlecs and Nepthpr; consequcntlp, 
their akin vp( darker than the Neatbar and faker 
than the coppery 0Itr.c~. nKir ancient legend8 
spoke of the enormous pyramids of theit ances- 

In a period of five hundred years, thia Nithian 
culture progreaxd from the wielding of bmnze to 
the forging of iron. They populated the bpnb of 
the old River Nithiarc faras the banka rrauld bar 
crop. They began lwilding sopbiaicnccd dt# 
and aending out colonizing apedidoas to other 
lands (such aa the lands now called 
Iercndi, and the Me of Dawn). ‘ l l ~ G k ,  
devoted fim to the Immonnl Rarhnnoo and h e r  
nlroto,Pnur; took ponu and m a t u d l y  d 
that all kinga of the Nithim would I&& be 
Clerics. 

By BC 1.OOO. the Nithim were the mastem of 
their puc of the northem continent. Not eren the 
hordes of humanoids in the distant Bmkm kndr 
could c h a l l ~  them; 0 t h  races. such M the 

phatiana acmw the OCCPII, were not their rirrfi Ot 

cnemia. lhq were building pyramids (in a dis- 
tinctly Nithian ngk, much IQlloyed from thdr 
Azcan origh) to act 
formerly-barren Ianda, were di their colonLts 
aU over the b n  -Id. Theg wm rho fiar true 
empire in hundreds of y m .  

But auch a @  t h i i  couldn’t last. The Im- 
m o d  ’Ihpnatos. who hates any sort of gruwth, 
health, pmsperity. or brightness, decided amund 
BC 700 to- the Nithianculture. He started at 

aoh, pelsupding them to become hir clerics, not 
follawcrs ofthose more wishg-wnrhy Immoml. 
Then he p t d e d  one son to tiu hia om fithe 
and so the next phMoh WM a dnic of- 

Within 200 years, Thanatos had made good h 
plan. HiC cult ma gmwing stmng and numemu 
within the em k; now, dl major Nithian den 

squandered their wealth, deliberately insulted tk- 

tors. 

daruvts of ;Roculome and the ~ ~ ~ ~ l g - m n c d  Al- 

combs, rere 

the top, the  SO^ of the m t  phu- 

and politid P qum were hic followers. They 
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other Immorcnls with their rim, engaged in 
of mentination with sumomding Eulnues, 

they often make war on one Paochcr d p n y  tor 
the day they may wipe the other out. 

The Nithiam do not inremct much with the 
Brute-Men to the north. Thac hill, M not ti& in 
gold, but proIifemtc with dinoorun and very cun- 
ning Brute-Mm warfio~~,so the “M M not 

The Nithinns rlro bdim (correctly) that the 
HutpnLn, the b c i s  who bring thaD the abEd of 
Wnrr, live soracwhere to the aonh: m m p d d y ,  

intercsccd in expallding their hold& chcrc. 

Then. in order to keep other d ~ r n  from folk- 
inn the Nithinns’ e r p m ~ l ~ ~ .  thev concocted a SDCU 

they rtay away from the d c y a  beyond the moun- 
tnins on the w m  shore of Lake MenLor. 

Npcs 
Amon, 
meet a 

-- - 
M p m e f i  ps the speu’ ofprrs;rPrrion: me SB.U 
ofObl*ion. This povtefi enchantment aEccted 
every living, m o d  being on the &e of the 
world, robbing h m  them any memory of the 1 
Nithiw; it aought out and dcaroyed h o s t  *cry 
&t or piece of monumental architecture tHe 
Nithima had mr built, desuoying than uttedy. 
It did not nin the Thothian colony on the Idel of 
Dawn, but did causc the Thothiw to 
very little of their origins saw that oldcr brothen, ,,f molt filhwr (- 
came fiom far away and died out long ago. 

tbc Ph“h 
: RomoM, born 30 yem ago. VPIthe olde* 

r o f f i  fnther ~pmose m. ~e b 

R e n d  inhn armies); his m a y  & t a g  (nowof - 
them deb) nre mrricd to &y impomnt 
Nithian nobkmen thnnqhout the Bmpire. Hc 
took the throne eight ycur ago, upon the derds of 

monument8 and not a fen cities, 
hk father. S k  that h e ,  he haa built m a y  

wPI on Tnnrsoro to chc ~, cioht 
wives. 

penoanlicl: Rpmoseu ~innlligmt. brooding 
king. He k inarrsted in diRnnt lPMLand the 
cxpericncn of %e who’w mvcllcd tbmu&out 
the Hollow World. He ia OLO quite a builds; hb 
ambition k to be buried in a p p d d  biggq Chsn 
rhetofRa8icb. In the mnntlne, be bpil& new the outer world, do not today believe that th 

came from somewhere &; they smugly contend 
that they have been huc rll the dmc, and th~r rdleethk glory and EtaNa $0 cnn\mmra- 
other l p c ~  M latecomers. dm p- (* Mk; a 
ne dv of RS~J; VPI piad on a riW m,,+ prince, he on led chariot -1. clcpcditioru He is et;a* ducued the 

Ue the Rivcr N i ~ ,  md so named it &thlt J e d m  
waterway. They rebuilt the Nithian culture ddng and philmPb * &* Or the 
it8 old (pre-Thannnw) h, colouized dinrat jealousy his wife k playing (ace ptki. klpn), and 
m, built impmrive monumena, M 

which helw wmctuate hat Drobh. conquering surrounding p p l e r .  

That would haw been the end of 
Httory in tbe HoJJow WorJd 

hat hh-, pfl=, ~n md 
CaL L d e d  to pr‘cacrve the beau clancnes of 
Nithian CU~NIC. They mok up the entire town of P-& 
accc 

citiesto rite 

pm with his gucas. He’s aware * 2 the gama of 

bed I&$ to k h C r  K C  him dkO&ted by cbem, 

ReJatiom With Otber R a m  
Because the Nithim M conquerom at hem, they 
do not get dong weU with nearby race& Ib tht 
west of the Nithinns PIC the Jennim and ’Cam 
pro; the N i b  believe that they M just biing- 
ing culture to bubnrinns by conqueriq and 1 

Panher wert PIC the MileniuU. who appe d 
“dl of a sudden” a few hundred y e a  &rqe 
Nithiam. The Nithim immediately hated the 
Mil&, with their wry d k n t  (but q 4 y  
conauen-minded) culture and their atubbom 

enslaving thosc Iaccs. ~ 

Appeab&: h o s e  u a b k t  5’11” d, with 
brown hait and &ht bronn-nimwt yellow- 

waisted. HismPaiwqebrowridguudhca~ 
eycbmauggcst a and- rp- 
pc~rnnce most of the tiw. He p d e a  to wear 
c o l d  Ut8 and cl& to the more c u m b m e  
robe, and he &ea on hb belt a@ of en- 
chanted macer, one for each hand. He is very 
handmme in a dark. rinLtu aon ofway. 

Dlyial Nora: The P h d  of& Nithiam is 
not u dLepnc or inrccetliMe u the Bmpn ofthe 
MileniuU. Plam chlnner hema ue auirc l h l v  

CY-. He b brolld lhouldcm and & - -- 
unwhgncm to Nrmdcr to Nithian mperioqity. 
Though the Nithiw and Milcniana haw to 
h d e  Jennite and TDnngoro territory to do 

to be able to &e him. either chrou &e O&t d a 
valuable (5,ooO + gp) gift or of a t b q h  norg or 
song. It’s even wierfor than to ace hjm 8 they 
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M known to be d y  aotic foreignen (Le., from 
beyond the lands warred over by the Nithians, 
Jennius, Tmagoro and MilmiW). for he will be 
intercsad in learning of their origiiac and will 
summon hem to his c a m ;  no g* is then IC- 
quiml of them. 

AC 8 (unarmored) or 2 (in d e  mad and rhield); 
hp 45; MV 120' (40'): #AT 1: Dmg ld6+2: Saw 
C18; ML7; At N. S13 I15 W17 D14 Co12 (316. 
lanpngu: Nithian, Ncothar, Miknian. Gcned 
Skills: Knowledge (ofthc Am, I), Milicprg Tactics 
(I), SuMval (Desert, I), B n v q  (W), Honor Rn- 

D +2), PcnunSiOn (Ch). 

detect Nil, detect magik, pmmtMa e d ,  
nmove k. 2nd level-blear d, find uopo, si- 
Jenn 15'ndiucr2. speak with animals. 3rd 
ICVCI-NIT b l i n k ,  am direue, h c r  object, 

WoURds x2, dispel wit, mticks to &. 5th 
Icvcl--cmre hod, cure critical wounds ~ 3 ~ 6 t h  
level-hicr, c d ,  speak with moaners. 7th 
levcl--survivll, w*. 

MllgidltemrinPorcPon . : (vomr)m+1,  
&eJd +2, swab ofprotection. 

Wri, the Queen 

Httoq: Wi, the P h w h ' r  current chief wife, 
ww born 26 years ago, daughter of an important 
gened who waa Ramose's cousin. She was martied 
to Rpmosc. against her wishes, when he took the 
throne. Of the eight women Ramose mdcd up 

clerics, so Wui automaticdy bmme chief wife 
when Rpmcae discarded the other. She hec given 
him one ron, named NctucS. who is 5. 

Punnulity: Wiri is not a happy queen, and it 
is in luge put her g m t  beauty which has caused 
her unhappiness. As a child. she'd always been 
told to leun nothing, to do nothing: She waa so 
beautiful that she would have any husband she 
wanted. all the slaves she desired. But, rebellious, 
she turned m y  from the indolent life she was 
OM and began studying with the court cl&, 
and found she posscaed an e ~ l r m o u s  mtud 
ability with clerical magic. She was ordained a 
dcric of pfl.rr at 13 pnd became a clericd prodigy, 
rising very fu in the church hierarchy. Then, when 
she waa 18, the new pharaoh decided to add ha, a 
beautiful bauble or ornament, to hia harem and 
mnrried her @nat h n  wisher. She dirlikea pcoplc 
making the assumption that her beauty make8 her 
stu id or W o w ;  she dislike8 the fact that she 
d n o  choice in choosing her hisband; she dis- 
likes the fact that she must aharc her h& 
with six aheming ornaments who ac not her 
intellectual equals. (Often, she will shower atun- 
tion upon handsome visitors to her court in order 
to incite Ramose's jealousy, but he pretends not to 

camkc Nora: 18th-1~~1 d ~ r i c  of Rnth~UoS; 

thpnos (w), chprioceering +z (like Riding, 

spelt 1st Icvcl-cw light noun& d, 

ruIloye Nne, saiking. 4th levcl-am mous 

mplrlring, only two, she and the chiefwife, were 

CM, further infuriating her.) Ia awC, Tpfiri 
bored with the lie of leisure but is kept away 
from more inurrrting occupation, by too- 
~~licimur courdcis and advisors; she is unhappy in 
her marriage and her uwilling role M the Phar- 
aoh's quem. Her only happiness cornea from her 
son and her clcrical studies. 
A- Wi may be the moat beautiful 

woman m the Nithian Empire. She b nwly M td 
w her huaband, with straight, glossy black hair 
and flashing black eyes. Her skin is wry fnir, her 
featurn sand and aquiline; and, to her nmemc 
irritation, she M most attractive to men when she 
is unhappy and her face set3es into den, pouty 
linea. In her continuing &om to d e  her hu$- 
band, she dresKl in the sheerest of robes for d 
court occpciona: unlike many Nithian women, she 
doer not overpower the viewer with an access of 
jewelry, but only wears enough to accentuau her 
feorurcs. 
DMhg Nota: Wis habit of using handsome 

strangen to mnLe the Pharaoh jcnlous M a dragcr 
to player Chpmctcn. N a d y ,  she will settle on 
the most handsome of them to lavish her anen- 
cion upon. The Pharaoh will rnolutdy pretend 
not to C M  and will not pume the matter, but the 
members of his court M not so controlled. They 
M infuriated when their queen uies to embarmas 
their king; they will kill to make sure that &e 
king M not humiliated, and, ~erenirrlp~ to ensure 
that d Wu?s childten ate by Ramooe. A p k e r  
charactct who r d h ~  W s  attention will annoy 
her, while OM who accept8 it d pmbably find 
hLnrclf the nargct of a dent, deadly anwination 
plan. 

hp 36: MV 120' (40'); #AT 1 spell: Dmg by spell: 
Save C14; HL6: AL N. SB I17 W18 D10 W 
Ch18. h g u p ~ e r :  Nithian, Ncathar, Mileniu~, 
-10, Jcpniu. Gentlnl S k i k  bowl+ (of 
Hiscoy, I), Knowledge (of Nithira gaoenphy, I), 
Dacct Dctcptio4 (W), Honor Pflnn (W), (3* 
riotccriq +2 (like Riding, D +2), Acting (a), 
Deceive (a), Pcnun&m (a). 
spdt Canid: 1st level-cure light d, 

detect evil, detect magic, pmmon fiom evil, 
m o w f k  Zndlml-blessd,findurpcrZ, 
resintin. 3rd Icvel-cure blindnear, a m  diruc, 
loncr object, m o w   ne, sui&. 4th level- 
cure seriour noun& 1.2, dispel mrpk. 5th level- 
mate hod, NIT critical wounds rZ. 6th 
Ievel--naimrte objects, bulier. 

arderlbcrminpo#ron * : None. 

soidian 

and shield); hp 8: MV 120' (40'); #AT 1 longbow, 
btt sword, ot spear; Dmg ld8 (longbow) ot Id6 
(&OK sword or spar); Save P1: ML8: AL N. 

c4mboc N W  14Ch-1~~~1 dmK 0fMn~r; AC 9; 

cornbet N V :  I S t - l d  f&tCr; AC 5 (%de d 
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GUU&M Wcm 
There is at last one of mese young wsmour-uqrrw 
in every militnry unit, often aa io  d r ,  

Pflm); AC 5 ( d e  mail and shield); hp 15; 
120‘ (40’); #AT 1 mace; Dmg ld6; Save a; p ;  
AL N. 
SpelL cprricd: 1st level--curr light wound, 

detect m.gic. 2nd level-Hem. 

Monsters 
Among the momten found in the ~wulipn deserts 
M the sphinx (Muter Set) and the muacorplon 
(Companion Set). 

w COmbDc Nota: 4 t h - 1 ~ ~ ~ 1  cleric (of Rn 

Oltec Hills 
‘khndogy: Bronze Age. 

Life-Style Organized, agricultural city-dwc#ers 
and village-dwellen. 

Populrrcioa: 5W,ooO divided among 
large towns and innumerable individual viU+ 

Ollter-Ubrld C h i g h  Northern Continent 
(Auuaghin Area), ca. 3,000 BC. 

Description 
The Oltec Hills M forested, hilly lands on the 

southeastern verge of the Malpheggi Swampi due 
north of the great quatorid mouncpia mgei 
In these hills, the weather mges from temper- 

ate and mild in the mountainous south to m@re 
tropical in the north. 

Pucs of these hills are rich in gold, d other 

the Kogolor dwarves for their tin in order to make 
bronze. 

Though the land docs not Mcm suited to dti- 
vation, the humm here have ~errrrfully adapted 
it to agticulturc. They have turned sloping U- 
sides into series of level step or tiers on which 
crops grow; these fertile hillsides now yield up 
strong crops of maize (a colohl vuiny of corn). 

This very hilly territory, riddled with corn. 
canyons, md crcvascs, is better suited to humans 
than to dinoonun; humans can often find a place 
to hide and outwait a hungry lizud, and can cer- 
tainly scramble up and down hillsides more suc- 

dinosaurs tend to be PM in this tcrritoly Nothing 
keeps them from wandering into the Olac Hilh 
from the northern jungles, swamps. and forests, 
but they tend to find the pickings a bit thin bere 
and wander back out wain. 

In these hills, then w many other marks f the 
presence of man besides the termccd f a d  P$ s. 
Then PIC huge, carved mne heads. sometiales 
standing ten or 15 feet high, marking the en- 
trances to the territories controlled by specific 

and farms. l 

pnrrs in copper. The Oltecs d e  their coppcr to 

cessfully than the larger camouum. nus, 

citics and villages. And thcn there M the &r*r 
and villages themselvca. 
An Olac community b w d l y  built well up OD 

a hill, often at the sucamit, and irnrrro~adsd by 
a h i g h s t o n e n i l l . n K I c ~ M m u r r l r o f e ~ i .  
neering. They are built of rough, a q d  stona 
of hgular size; though they M not rmikrm in 
dimension, thece stonea M fitted tOga€h (0 

p&ly that a character cannot fK L knibbldc 
in between them, thoughwmortuburd. ”he 
walk M surrounded b d e c  , d r p m o n ~  d Sa. 

wooden gates at i n d .  
The community i d  is made up of- law 

stone houses. similarly built ofifccguhr stone, 
with thatched roofs. The howc M not rcpurocd 
from one another, but M built in bngrcriaof 
dwellings; a “nrcet” b jun the gsp bmren 
buildings containing numerous individual h l l -  
ings. Some buildings contain otdiny. d l -  
family dwellings; some arc d apuanmta or 
barracks for worken; UMC M u h .  

All thac buildinpnunwnd a g m t o p n  p b .  
Atoneendoftheplazaare trontcdrempkr 

High Priest of thc commuuiq Thcr M 

not noticeably wealthier than the bolnes of the 
common residents; they look much the same from 
the outside, but one entire building will be a 
single temple or the reaidme of a ringk tnmilv 

m e  high lookout towen a n i  hervillr-foniticd 

and the residences of the l o r  pnracc md the 

rather than of many families. 

Tbe Oltea 
The +ta ofthis lud M the Olacr. dc- 

sccndants of the oldm mviving h- Eulauc 
from the outa world. 

The ohas pa c~r-s l r inaed ,  dark.hd + n n t l  
and women, shorter than what u cauidacd rva. 

women may w head&, tie it in POgpiL. or 
wear comb in it. Men hat never have facial 
hair. 

M o a  Oltecs, men and mmea a b .  weas a 
S h ~ ~ t - s l d ,  knce-lmgth tunic, b s l d  OI un- 
belted. The tunic isoften a d d l  tan, but b ypw. 

cima dyed in bcighacr solid hua. 
T h e o f t a s g o o o r m y p n d d r .  somc 

men p& a Ut-like skirt ianerd ofthe runic. 
M a r  Oltaa ofcithw ICI .Ir, nepiorrlry (sziqs 
of txad~, golden bncdeo and nnUm am f a d ) .  

Oltecs enrrg bronze daggcn, bronae-eippcd 
s p c M , a n d h , ~ ~ e o t h c r a n p o n r .  
They don leather arm01 tunica and carry plain 
round shields when going into bade. 

tongue. dose enough to be conddnal thc rrme 
language though the Oi t s  dialect b las hnnh 
thaatheAzran.Thereisawrittenformofthe 
language, rlso identical to the Azcnn writing style. 

age height. Men andromm bahrev rheithrir 
long: mCn biad it onlywith hedbradh whilc 

The Oltec lplleuw is vely CLnilOl to the Azcnn 
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CIuromr 
The Oltca, despite their ancient re-p 

with the h a m ,  ue wry d i k e  thotc pcoplc. 
Most Olau M farnun radcnfosnen. Bwn 

nobluunonpchempduceurttr,inJudku 
jcwelty, acluuialy-WoVCn apenria, Fetuq. and 
bronze implements of aU UM. 

The O h ~ c h e m x l l * a  to be the 
bluscd children ofthe Immod Ouitiod, the 
Sun-Prinse, many nL0 wonhip Kalaktatk the 
Ambu Setpent. And, while the duiU of ouitiotl 
M v e r y ~ a m l n l g ~ O l N c n u i o n , t h c  
Olta kitq doa not haw to be ad& d tha t  
knm0-m dininnion h m  the AKW. 

The Olau ue p o d  at ru. but M not egg- 
s i d y  warlike. on the outer world, in the ancient 

cultural converts. However, in the Hollow Wxld. 
they haw found it next to impouible to convert 
foreignus to their way of Life, so they no longer 
try. They M not intasted in cmtiugan empire 

their borders; they wish merely to 

foreign invaders. such P the Atcpnr, khat- 
tenrlfcn. and Mdphcggi Lit.rd men. 

PlsyadwrnUr~FheOlta-swil l f ind 
them to be a peaceable and iiicndly me. The 
Oltea welcome peaceful visitors and would not 
rcfux chore rare outsiders who wish to join their 
nation. 

Among the Oltect, men wield the most power. 
though individual women m y  b e  g m t  
tighten, deriu, or magic-usrs if they arc n&- 
ciently determined. Thicvu M very uncommon 
mong the Oltecs. 
The Oltca M Muyd as a loorly-knit n a h .  

The Olrec Ling, who ir d e d  The Olrec, lived in 
the large town of Manac. By miem tradition, he 
ia advised by and sham a lot ofhic power with the 
High Priest ab Otzitid, the Immoral ofthe m. 

Each ofthe other O l ~ c  - and riurges h 
d c d  by a hereditary der with the tide of Ptincc, 
and cpch Prince haa his own duial advisor. 

Oltcc communities tithe a cuain 
their cmp to the town of Mnnrc, an muat scnd 
om young man in ten to M a w  to be put ofThe 
Oltcc's l rmy for five yean. But these msa and 
tither M not too egrrgiour. and the u m y  do* a 
decent job of keeping the i n d v e  Azcans and 

is not mucb rebellion within the O k  n a b .  
The Oltea don't have a lot ofmpihiud 

en*-m. They enjoy dancing, mry-telling. 
and playiog woodwid innruwno. 

The Oltect nonhi the Immoml ouitiotl. 

strength, rad +r. Their rcood Immortal patron 
L Kalaktatla, the Amber Scrpcnc, who represents 

living and to pmn their Ian& from 

r=+ 

other faeieKn fmm d i n g  Oltcc cities, so them 

Prince of the Sun, w x o repme energy, 

History Lo the HoUom Wrld 
The Oltea rppidly spread PMQ the cool, hiuy 
temia where they had ban placed. muming 
their a g d m  Lifatyle. They w n q u ~  and It. 
tan ted to'wiqihte aomeNearhu,tribu to the 

work, so they abandoned theiroldpolicin of 
conquut. 

with the Atcpnr. Gradudy, here in the Hollow 

no & ,butinthislurd,thatneprimmedto 

POI centuries. chry haw continued theu warfare 
IC 
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enough nation to challnyle the AZC~M. 

Rehtioas With 0 

Npca 

One NPC the PCS can meet in OIt&  an& b 
h c a  the Eagle. 

L a m  t h e w e  

tudc for magic were d i ~ o v  



The coal d e r  and s tep  dopa di6U-w 
intmionfnw p d w n y  diaonw. t b g h  ocha 
b, mch u bcm, gmccaa, d a loalda- 
conic b d  nkknwcd f4psrib, do annetimCr 
prey on mind and+lf.LiLc. 
AU in all, it is a beautiful place to live . . . M 

would be, if llot for the people who r l r n d y  liw 
thcm-the SchattenPlfcn (or SWw Elves). 

Thsc.hattea& 
The Schattennlfcn arc indeed 0 ~ 1  elvish race, but 
few ple who'd m r  wen othn elves would 

The SchomnaIfmaJa i v ~ g c  about 5' call and 
110 Ibs., with females an inch or two shorter and 
some 20 Ibs. lighter. 
They are vey, vey palealianed: Their skin is 

h o s t  white. Their hair mp from pure white to 
a light ae~l-gray~ and is usually worn long and 
unbound. whether male or female. 

Mort eyes are ice-blue or gray; a few arc light 
grccn or m n  yellow. But. though they look like 
albinos (except for the lack of pink eyes). they M 
not. 

Outside, in the open, Schatcennlfcn wear very 
concealing garments: Ha long-dmed tuniiu, 

hoodsthey cm pull well o w  tbcirfacca. They 
p d c r  dark colon to light, usually drrsring in 
blacks, browns. bhw, pwpb.  and deep rsb. All 
thee garments am accwuy to their concinucd 
survival: When hk skin ia apoccd to d i g h t .  a 
Schanen.lfdes 1 hit point ofd- for mry 
hour of "[poaure. 

Inride their cavnnoua h a .  the Schattenalfen 
remove che cloot and g h ,  but ochenvise mpin- 
cain che ome outh; caverns tend to be &Up and 
the SEhatcenalfen M a cold-blooded me. needing 
alltbeproacrionftomchiiltheyeu!(ler. 
In wartime, thcrc elves weaf clvish ckminmd 

andcpnyshields. Tbegurcawidevlricydnnp- 
om, especially b d  swords and pok.rmr, long 
bows and u o m h ,  luuca(botb dK hd and air 
cavslry), and man others. 

T h b i r ~ y t b e n m c e c r h c ~ c p o k c n i n  
Auheim on the outer world, and in M e  rad 
Blpddorelpndr in t h e H o h  Wdd, 4 is rd 
mon idatiml to the dialect spoken by the 
Shadow Elves ofthe C i ~ g  0fStrur. &It the seh.c. 
tendfen dialect is more sibilant; many hmiq it 
consider it sinister and threatening. There is i 
written form of the language. idcntiml to the 
written form of d e r  elvirh diakcs. 

sch.nenrlfen nlro lpnt Ncathu, Azun, 
Mdar, and Malpheggi lizard man because of 

C h i r L y  beloaged to the same species. 

uou~rs, high so* boou, g 1 o m ,  and do& with 

The Schm e n d n  lpnt the el* kay*. 

their P M Q  to thW peopkr. 

customs 

The culture of the Schnnenalfcn is unlike the 
culrum of &r clvco. 
Most e lm wonhip above-ground M~UW. Giar- 

ing crest green living things, flowing riven and 
thcshioinpgm. Not10 the Schatcmdkn; after all 
their ccnturiu of living below-prouad. they have 
become diaqncca from that world. They M p h p  
iobgkdy pad psycho1 i r d y  adapted to lifc 
belw.puad. The At bums chcm and can 
kill them; they M ~CIVOUS and 
there arc ucgr all mud inncad scone d. 
and when thm is no cavern ceiling abwc their 
heads-only, open sky and the distant sun. 

Evca this would not be 10 bad mept the Sdut- 
t&n long to be part ofthe gmn,  orowino 
world again. Ail their culture's legem% and s-cpira- 
tiom move them to desire life m o n g  the m. 
They racnt thek +al and mend limitncioas 
which keep them vuyt among the caves; m a  
m o m  &cy resent race which live candy,  enrily, 
COmtbrmMy in the world of nature. conreguently. 
they hate man races. 

The Schdcaalfen build ciries underground. 

and caverns chat make up their homa: Many of 
them a q  apert rs, miners. and eqbccn, 
like the dwawa 2@ the outer d d .  

Theirzlt&kwc is nlmort idcnticil to chat of 
the Ateuu (mad the envy on A m  coward the 
S t a n  ef thh chapter), facluing ymmidr, p h  
and heavy wnlls built of d s c o n e .  unli~e the 
Azcans. rhey don't use dried mud-brick for any of 
their building; they rely entirely on scow. 

The Schoncnaikn obscrve all rituals and cere- 
moniu in utm darkness. Th h they light their 
caverns with torches. Imps, Y an candles, their 
fonnal gachcfings @myera to Auancotl, mar- 
riages, celebraciom of birth, m.) ace dl hcld in 
complere d+ess. 

Among the SchatccnaIfen, males and females 
have roughly equal righta. Ebth m& and females 
learn mpoic and fight; the military ir about 60% 
male, 40% f a d e .  

But iahcprancc is matrilinear: Tbe f d y  name 
aad W y  property descends from mothn to 
daughter. When Schattcaalfa mafry, the male 
formally leaves bir own dpn and bccomsr a mem- 
ber of his d e ' s  d.a. Among rulea. paei rmln 

the most d9minmt; one 3 f y may whois be pemady ruled by 
oa the member of the 

ita mother, M e r  by iu father, and ~ o t h c r  by a 
marriage of equals. 

The schatcenolfen. like their dismllt ryvlrc 
coucinr. a p o ~  children who M born hideously 
deformed. Unlike the Icevale elves, many !khat- 
tc.Mlfchiidrm M born Monned, perhapa one in 
five. 

Blded SJwcenalfen, by ancient mdition, prc 
d c d .  9 e Schattenalf mchcs 800 y ~ n  of a&, he 
packs up a few belongings, makes his farcweIl to 

Y when 

p;h. 
* 

They cxppna 011 and modifv the caves. 
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The Schattendfen remunkr their origins 
among the Shadow Elves, but centuries ago lost all 
communiercion with the S h a h  Elves. h fu u 
they know. the original Shrdow Elves could be 
dead rad gone. 

One ~ a a t  note: b o n g  the Schattenalfen, u d k e  
the elves of Atfheim on-the outer world, a name is 
a m e .  They don’t conceal theif ml names un- 
der cover of use-names. 

zswthyl 
The largeat city of the Sdrattcnalfen is Isspnhyl. 

Issorthyl is a city of 60,OOO built in an enormous 
cavern lying a full mile beneath the foot of Mount 

I”arthx’. Wi in the cavern is a 200‘-tall stepped pyrp- 
mid dcvoted to the Immortal A t z a n d .  Below it 
lie the great plaza of Irslurhyl. surrounded by 
temples of Atzantcotl, the myd midence, and 
other building just as are found in the city of 
Chitlacan (see the enuy for the Azcan Empin, 
a b ) .  There b one major exception: The Schat- 
tenalfen don’t play the game of tlnchtli, and so 
there arc no courts here for that game. 

Around the p a t  plaza and its functionary 
buildings arc the homes of the common khat- 
tendfen. 

hintheAzcaacityofChiclncan,thercisa 

sarthyl. Though the S c h d e n  c d d  be com- 
letely self-s&ient (living on foods such as the 

k n p  which g m  in abundance in their cavern 
and the milk taken from a Vujety of giant slug). 

healthier food grown on the outside. So they mine 
preciow atones and craft wonderful gems. jmb, 
and precious  ION^, and d e  them for food- 
especially to the ‘Ihldat on the western coast. The 
SuealrM of Mi bear those d e  p c l s  out ofthe 
cavern and d p i l e s  of wheat. barley, wine, dried 
fuh. dried meat, dried fruits, and other goods 
fmm W d u  lands. 

History on tbe Outer Worfd 
At the time of the Great Rain of Pirc. in BC 
3.oOo, the anccston of the Shadow Elves were four 
ordinary elf-clans: The Cdebryl, the Podor,  the 
Fclistyr. and the Gclbalf. They lived not too fu 
fmm Blackmoor, having colonized thew new lands 
with the pe-on of the Blndunoor humans. 

Then thaw Blackmoor humans blm themselves 
up, scattered m e ,  cortuptbg energies to the 
four winds (poisoning many elves of the four 
clans), and altered the very c l ia te  of the world. 
These colonist elves fled for shelter, finding it in 
deep cavern beneath the area later called the 

S d y  S U C U n  of fOOt-cnffic in d Out of IS- 

they prefer to d e  their goodr for richer, 

Bmkn Lands. 
Perhaps subtly guided by the Immortal Rnficl, 

their new. SvmDathctic wuon. they discovered a 
remarkable berh of cakrn  i d  tunnels leading 

deep into the cuth-hundrrds ofmiles dccp into 
the euth, as a matter of fna. Then. they dircm- 
ered a &high cavern whcre @dty w u  b u m :  
the elves mild d on the c c i l i ,  on the floor, 
on certain d o n a  ofthe wall. 
Thk M, in fact, a cavern murkin the middle 

Hlstoq duper. The anti-magic c&ca of the 

weakened by the pmnce  of this cavernous bub 

of the mid-shidd, which M dacribed in the 

Wdd-Shidd WE very ~ c n L  here, hniq bsen 

bk. wi the SMOn Elves had no difticulty Cnaing 
their magic. 

The W o w  Elvcs built their City of San 
here, some of it on the ceding and wme on the 
floor. Thcv tamed animals living deep in the 
earth, including domesticable gknt dup and a 
spcciea of flying iirrrd they called alin-. 
They act about fouowing the moni and ethinl 
guidelines pmvided by the hmorul Rafid. 
Though they Longed m return to the u 
world, they were convinced that it w a s z o y c d ,  
hostile to dl life, and w lived sad, datk exin- 
ences deep in the earth. 
More than a thouund y n n  hter, ca. BC 1,700. 

another disaster took place on the surface: Elves 
living in the land now d e d  GlanUi found and 
accidendy detonated an old Blackmoor device. 
The multing catastrophe wasn‘t u p a t  as the 
original Rain of Fire, but it did drive all these 
elvish dana underground, and wme of those Nlvi- 
von discovered the cavern of the City of Stars. 

Adopted by the Shadow h a ,  they nnonirhcd 
their new p a m  with atories of an uppet world 
which had recowred ftom the Gient Rain of Fm. 
But they also fiusrntcd the Shadow Elvn with rhe 
knowledge that they couldn’t immediocdp wend 

Blackmoor device’s erphon might not d b p p  
for genemlons, 01 w Snid ah~ncm~ of the -01- 
tal Rptel. 

name shrmna&n, which mcana “Shadow 
elves” in their own el* dialect, and they were 
the ancmora of the Hollow Wrld khatren&n. 

The fim expedition to find the anhce word 
took place two hundred years later, when the 
Shadow Elves thought the surface world d d  be 
safe. Unformnately for them, the uploren didn’t 
fmd the Swf’ace World. Turned awiy when srill 
leaving the W n g  region of the IWld-Shield, 
they inatcad descended to the Hollow %dd. 
They werc fatally poisoned by the dintions of its 
red sun before they realized how dangemus it was 
to them. A few fiwd long enough to return to the 
City of Stars and share their story; then they died. 

At about the same time, an elf named Atziant~. 
another survivor of the Glantrian exploaion of four 
hundred years before. was arcpining 1~~~0ttPliy 
in the Sphere of Entropy. He chose the name At- 
zanteotl as an Immortal and decided to meddle 
with both the Shadow Elves and the Azcana, two 

to the surface: The Iotcin~ Mckncsa c a d  by the 

These ndopced Shadow Elm took the dnn- 

‘I 
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races in which he saw a h  of evil potential. (%e 
the cnay for A ~ t c o t l  m the I m m d  chapter.) 

A d m r m p a d m a n y o f t h e S h . d o n r  1 

B ~ W ,  pucicularly mcmbea of& new Sthat- 
tenden clan, promisiq them that &ey d lire 
on the bauciful &e world and be df 
their world if only they would abandon the wot- 
ship 0fWiel and 6dla him instead. Many did. 

CMI, which hadfwinucd him when h e w n  
mortal hidhg among those humans. Tbi, b w b  
the SchattennIfcn followen of Arturceod ham a 
different form of udritecnuc than the mmtrcil 
Shadow Elm. 

Annaaorl divided bia Sdwtcdffoilowea bto 
twogroupPandm#theminndi&rrnc dimtior. 

one groupw sent up to nuu thesurface of 
the outer world, thue to build a mylifieant dity 
cded Aengmor. Their fite b d n d  in tht 
hhnyctlllpm. and is dinured in g r e a t a d d  
inGAZ 10, TheOmofThac 

Hlstoty in &e Hollow Ubdd 
The other group w sent to follow the cxpcdi?im 
which had repdred theHollonworld. Thu ape- 
dition nL0 succeeded in reaching the Hollow 
World. Pnpprrd for the dnngu, ofthe sun by the 
deaths of their prcdccnsora, thcy drrrccd to SbJield 
themaelver from the mlnr radiation and m *ut 
conquering their new lands. 

Unfomanatdy for them, the Kogolor dapyr 
l l m d y  living there didn't feel lilv being COLLr, 

yeam and fmdy dmvc them out of their land#. 

He mughtthem newway8 to build in aider to I 
hmor h im-dg  the buildiDg Nyk of the k 

ucrcd. He1 d by the appcnrnacc of a golcm4kc 1 warf-hem r mm the outer world, the 
fought the Schattenalfen ova a 

The Scharccden fled wwcward, findicrs ' 
' 

larly fierce defendera among the Olreu, and? 
n d y  rcftled in mountains not yet occupied 
sentient ma. There, they aenled and built t+ir 
cities. 

Ironically, they found they couldn'r MupLl 

clvish ancestors had; this w a  a uuel uick plafpd 
on them by A t z n n d .  Their race hsd been dn- 
dcrground m long that they could not endure 
prolonged crpcauc. The suo- dangerous tp 
them; they were nervou when not wrounq by 
stone walk. So thq were vrpped in their old 
lifestylw when no other force kept them from, 
enjoying the upper world. 

Many Schpncnnlfen have managed to adapf- 
di&tly-to the Hollow Wbrld's nufncc, ThW 
bnve pioneem build dum above ground rod try 
tospcnd PI much cimc outside Y they can 

tend to be huge, impencuabk scone domes 
together by hUy.cndocd tunneb. with 

True, their cities M like di cavern; 

dows and few exits to the outside. And the clvm 
who live here haw learned to go ouoide for dnya, 

return to the uppu WQdd to live PI the4 d $ t  
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luring the inevitable Azcan pursuit into ambushes 
and avalanches. 

The &paails give the schuanalfcn a certain 
aerial advantage. S p u d  of elves mounted on 
flapaaila fly over Azcan cities, dropping fkmiao 
brands onto the poorer sc*io~ of town, where 

h o w  bum nicely. 
So the war, while bloody and conatant, is a 

guerilla war, nwer fought with divisions of infnn- 
try facing one another acma a field. 

they have enemies on d aides. Thus, though it 
galla them wen to be neutral to a human culture, 
they have llwryl apded peaceably with the 
'Ihldar, The Schattenalfcn and 'Ihldar do not like 
or trim one another. but their d e  has been 
peaceful and munrally profitable for centuries, 
and neither desirea to see it end. The 'Ihldar, 
however, do not send mercenaries to help the 
Schattenalfcn. 
The elves sometimes find mercenaries among 

the Malphcggi lizard men; though thole reptile8 
t jobs from the Ax-, they will turn on 

anyone &"s paid enough. The elves nlso pay the 
Krugel Horde to perform raids into northeastern 
Azcan lands, but the Knrgels more often work for 
the hcana t h d v e s .  

'RIG sduttennlfca know that there is a race of 
elves living to the far north, but don't bow much 
about them. If they were to learn that thaM elves 
M daccldrno of d w r s  of the Glandan disas- 
ter, ekes who descended dee into the earth, 

happily and rucccrbully, the Schanedfen would 
nlso hate the Icevale elm. 

The Schanenalfcn know that their MIXS~OIS, 
the Shadow Elves, probably still live hundreds of 
des down in the ground. but have long 
forgotten the path back to the City of Stan; there 
hnrbccnnocommuniucionwiththcCityofStan 
in over 2;Ooo p. 

NPCI 
One Schafccnrlf whom the Pcs might meet is Air- 
captain Tlylthyn. 

nylthyn, Aidaptah, PI.pJI.Ridcr 

that& d pod the bepmr mpponing m u d - b a  

The SchancllpLfcn know they cannot survive if 

found the Hollow World. an s adapted to it so 

Tkylthyn, born 150 p ago, hnr for 40 
p been a member of the Schattendf aerial 
corps. He's one ofthone "outside" sduncnrlfcn, 
the ones who live in a surface-built city. He has 
long been famous among the Schanenaifcn, a 
hem uno- them: He is a gmt warrior, a gmt 
flyer, and one of the rare magic-users to boot. 
However, he is not a follower of Atzantcotl, pod 
consequently his political future is limited; this is 
why he is a lowly captain rather than a general of 
Schanendf armies. 

Pammality: lkylthyn's mother was a follower of 
Rpticl, and his father was an agnostic. So he grew 
up away from the docuina of hate and revenge 
which dominate so many ofthe Schattcdfen. 
However, when it became clear &at hc hnd the 
intelligence necemty to be a magic-wr. hc vu 

qucntly, he haa often found htnrdf in conflict 
with revenge-minded superiors and fellows. Thia 
has d e  him moody and distant to hi8 felrow 
Schanendfen, preferring solitary pauols on hia 
flapsail to dinking and cunuing with the other 
officers. He is .Upieiwr of hu- (he born  
they blew up the world), and intensely didikcs the 
Azcana, bucwisheshispeople wae not inimial to 

Neathu. 
lkylthyn is big for a Mmtted f ,  

nearly 5'4" q d  130 Ibs. His hair is an iron-pay, 
his eyer a neatly identical hue. Hi, fnnuerare 
plain, but the intelligence evident in hia eya is 
very arming. He prefers to weaf d-W clothes 
set off with golden jewelry, especinuy neddrces, 
broad bracch, and  butt^^ on hia flying auit. 

Dnhg Nota: liylthyn can d y  be an ennny 
ofthePCI,butcoutdjwtudybceomethcir 
ally. U n h  they M mostly Azcana, he won't im. 
mediately attick inaudm into schpntndf terri- 
tory; confident in his abilides, he wiU descend 
near them on his &ped and order them to leave: 
if convinced that they have some W W  impor. 
tant tothe King a d  Queen, or to the Schattmaif 
race as a whole, he will guide them across the hills 
to the city of Isaarthyl. 

Combat Noar: lOth-lewl elf(amdr rank D); 
AC 2 (chain d and shield); hp 40: MV 90' 
(40'); +AT 2 broad sword or longbow; Dtng 
Id8 + 1; Save E10; ML8; ALL. S13 I18 W13 D10 
Co9 ChlO.  Ianguages: Elvish, Neathar, Axan. 
'Ihldar, Malphcggi, Kogolor, orcish, one unspent 
language slot. General SW: Military Tsccics (I), 
Pmfwion (Wcaponrmirh, I)$ Navigation (I), Sig- 
nalling ( S c b a t t e d  Air-cavairy handsoda, I), 

ness (D), Riding (fipaails. D), Leadenhip (Ch). 
spdt W 1st-dmct magic, pmtecuon 

fkvn evil# m d  mapi. 2nd-lm'mte. web d. 
3rd--dGpel mapi, flfi protauon fkvn n o d  
miad-. 4th-gromh o f p h a .  d of&, mit- 

~ I t U D # i n p o * c * i o l l : c l u i n d + 2 .  

IC&tCd CUI)' into ChC SchaKCdf  I I lkI) ' ,  Whhh 
is hh td  by f o l l ~ ~ ~ ~  of A ~ t d .  Cow- 

the Other Sunoundiag I%X8 SUCh US the OltCCJ pod 

Animal 'ItPiner (Flrpaaila, W), caving (w), Alert- 

nrd eye. 5th-dkIve, paw-&. 

Momtea 
The Schattcdf lands M occupied by moa of the 
momen inditated for mountain and hill tcmins 
in the M o ~ t c r s  Ctupcer of ?'?IC Admnuc Book. 
'Rro other mOnners (h that chapter) which M 

mp impomnt to the Schattenrlfcn M flap& 
and foot-ppd liwds. 
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Tanagoto Plains 
w: Bronze Age. 

rife-- Village-dweliiq wprrion, d e -  
herdsmen. and farmen. l 

I 

Popuhliom 500,000 rattered among a thob. 

Opra-Wd origin: Bnsvm continent ( d o n d  
sand or more individual village. 

hlphaua), ea. Bc 2,500. 

Desmption 

fomw in the southern hemisphere. The sun 
The lhagoro lands are broad. grassy plains 

hot, but northun winds often 

enough to produce gmwm to nupin the mas$ 
herds of aurochs living in these lands. The au 
rochr, in tum, M thc mPinfoodforthc 
warrim. Dinosaur predators Ibo 
r&. Many herbivorou, dinacw 
f o r d  Mps. 

ing crops of wheat. 

I 

I 

The land, though not 

The Tinngoro men ah farm this land, 

'bagom villager dot the land. 
community of 300  fo 700 pcople, 
500; these villages M surrounded by 
wnlk. The inhabitanta live in r d  
each one-- hut housing a single d f q i l y .  
Most village M along a river or have a ~ l i c ~ l o f  
web within their w&. 

Out beyond the Wnuc M fidb of wheat: be- 
yond those fields M the open p d d  w+ ' 

the aurochs graze. 
I 

The l&rypn, piksmcm i 
The people of this land M the Tnnngora ti&- 
men. This is a black race oftall, lean men anp 
women. I 

Tanagoro men wear leather or linen loind@rhs; 
women also wear loincloths, though same w ar 
simple strapless wraps reaching from torso J h i p .  
These garments are ofttn plain, but M so&- 
times woven with designs: aur& horns, wheat- 
shcafpatterns, and spiders arc prevalent 
patterns. 

Tnnrgoro wear their hair &OK. and it is n i p  
n l l y  tightly d e d  in most ma. 

Ihe Tanagoto like jeweb, they wear 
necklaces, tom (lengths ofcopper or 
into a circle and worn lie a 
armbands, bncdets, and anklcta; 
of copper, leather. gold, and silver, and deeoptcd 
with feathers, carved bone, and semiprccid 
stones. 

Turpgoro warriors carry spears, javelins, an$ 
knives. They UIC few othcr weapons. In bat&, 
they utilize shicldr but wear 110 body armor. 
Theu language is CPLLed Tanagoro. Ita 

guage. but arc not shared by any othcr hum 
the S P ~ C  o the outer-world PwI Llnndr Ipn 

, .  
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culam in the Wow World. Thm is no written 
form of the language. 

CUStOIi38 

The Tnnngoro M a simple pcopk. This does not 
mean that they M stupid, or a leuu cultwe; it 
means merely thac their culrure u a g d m  and 
uncomplicated. 

The Tnnagoro makc their livdihoodr fnrmine 
proliferate in tltc open gcdanda. Their lives M 
made up of finning, herding. their dcvo- 
tions to their patron b o d ,  music and b. 
and defending their lpnd from foreign inaudcm. 

Andrheyrregremtwarrion. 'lhgomwplriarr 
have enormous vitality and endurance; ab, they 

enemies. espcdnuy the Nirhiply and Mile*, 
look down upon them as savugm, but c u w t  deny 
that the TPIIPBOK) war-generals M PI intelligent 

Men rule the Tnnagoro; they arc the culture's 
hunters. warrim, and herdsmen. Women M che 
farmers and homekccpers. But npccinUy indcpn- 
dent women samerlnec NII aup from theu d- 

long enough to become pccomplthed rsprrion 
(Le., third level or above), they may renun to 
their villages with full warrior rank. 

Thc Tanagoro .Is0 speak Neathar. 

Wheat and herding the ~ r e n - l k  wroehr which 

M espedplly skilled EocticipM. mu rcclmalr 

and ~~phisricnad o any civilid wi- lcrd~~.  

lag= to live fm in the foreMs; i! they can "ive 

but'all answer to a c c n d  king m&. Individual villages M mostly self- 

TheImmodpauonofthc'Ibgorotribcsis 
KO& the Itidutu. They seek to foliar their 
patron's example by developing and s m q t h k q  
their mind8 as they have their bodies. 

History oa the Outer UbtM 
The Tnnrgoro tribesmen occupied thc penins& 
now called Tnngor in the distant puc. When the 
Blvkmoor men duuoycd themrlva and nearly 

maticdy &ccted: g m t  d e s  of VOW e- 
tions change& most of the plpiru poniot~ of 
Tangor into volcanic, mountainous, infmile re- 
gions. So Ka the Prewrver and KororiLu. patron 
of the Tnniigom, u o m d c m d  many Tnnrgoro uiba 
into the Hollow Wrld, estabfhhing them in vast 
plains hitherto occupied by no acnticnt me. 

HistorJr in the Hollow )ibiM 

The Tnnagoro were content in theu d for 
many centuries. Their only eIKmin were th giant 
lizards who ate their oxen, and enough Tiapeor0 
spearmen aad javelin-throwen could evcnnully 
chase cvm thce berms away. 

h n d  Bc 1,640. the b o r t &  establirhed 
another race nearby: They placed the horse-loving 
Jennites to the south. The Jennitca smled the 

wrecked the world. the Tnnngoro lands WCIC drp. 



colder sourhem plains and often uied to purh 
their borden fnrrher n o d ,  waging brief, incon- 
dusivcw8r!3wi?b thcpayyuo. Thir. howeva, was 
a somedmcr bbody tiwhy, not a rcnl clash of 
binuly-oppaed eulntns. 

A choluphd years later, the Immortals placed 
the Nithians dong the desert river to the cat, and 
a few hundred pori after thr, the Mileniw 
arrived along the d a n d s  to the west. Now, the 

ntns whodidn’t like one .nother and Wt 
mind -ping over the ‘Fanagom to confront om 

It was at thia time that the Tnnagoro really es- 
tabhhed tbci scputation u) nuriorS. They could 
nor keep the Nirhians and Miknians fmn ckarg- 
ing ngplast one another, but they cuuld MI upon 
the d v o r s  ofdashes. md could brudy avmgc 
any attacb rn their own viUagcs. The more 
"modem" inuu$ers came to respect the agmian 
Tmagoro; now, when d g  the p I h .  they arc 
far lers IikeIy to sack ‘Jhngoro villages when pruc- 
ing through, and never pgume that the path back 
to their nauw lands is safe. 

Relations With Otber R.ca 
As is obvious, theTpongon, ~ a t  odds with most 
of the cultures around than; the only ODC they 
don’t war agPina is the Bntte-Mcn. for they have 
asuprmhious dread ofrhcwbniry. gnarled near- 
humans. 

TMllgoro were situated benrcm (wo military d- 

ModrCr. 

& fQKW e th& hd8. OiJCIUliCC hUU- 
sionr on their southern border, but will d e  only a 
defensive p”uc against camvans or travelling 
partics which do not obviously bclonn to one of 
t h w  CUItum. 

Npco 
The great king of the Tanagoro is Doraka Tbgom. 

Dorrlu w r o ,  Tbe King 
H i w q :  Doraka, age nbout 50, is the son ofthe 

s pmiauTbgom.Inhkyouth,hewa~adtring 
warriot and mr-lmder, crpod.lly adept at out- 

& ay units. His father died 20 yeam ago, 
and Doraka took the title ofkiag then. His own 
son. Kordo. age 25, is not the UnLirm his faher 
is. but is mom adept at plantling forthe future by 
storing grain and drilling new wells. 

Pumnality: Doraka is a merry, mocking man 
with a sen= of humor and of the ridkulous. Hc 
enjoys meeting outaiders (other than the tradi- 
t i o d  enemies of the Tsmngoro) and “putting 
them through their paces:’ These es indude 
setting up a feast for the visitors, tr en, in the 
midst of the merriment, indicating to tiy visitors 

f l ~ a n d ~ c w h i n g d e f c n o o n b l i i e -  

thatdteymuncLMcethe~md.aeuand 
drink hr too much ofthe potent limnpro wheat- 
bm . . . ebe they d l  s$irrppoint kirp pa*.  He 
won’t be anywhere near aa offended ps he prc- 
tends if they &, but visitors scldan do, and 
ofcen make a rpectnde of themselves. 

Appanrma: Docaka is a big man, 6’4“, and 
dhtinctly overweight-pcrhnpa 280 b. He is 
balding and war5 a dose-cropped benrd. Hc 
wwa bright ytllow loinclotha and headbands, and 
a aaddpa of atrung tymnwsa~rus rextctth from 
a bqst he helped MI. 
c0mb.c Naa: 8th-Ievel fighter; AC 8 (with 

shield); hp 6s; MV 150‘ (50’); #AT 1 spar; l h g  
ld6 + 2; Save kS; =lo; ALL. S17 113 W15 D10 

nina. General S k i k  Wrestling (S), Mitiwy pniu 
+ 2  (I+2), Endurance (Co), Stotytelting (Ch). 

Co14 Ch9. LnQBupBp: -10, N ~ w ,  Mile- 

aapdcpl Items ie Poraion: None. 

Zuaqpro IRrriom I 

Cornbar Notsr: Z n d - l ~ ~ i  f i e h w  AC 8; hp 15; 
MV 150’ (50’); #AT 1 rpepr; Dmg ld6; Sow F2: 
ML8;N.N. 

Momten 
All of the moIuws C o d y  found in plrinrM 
to bc found in the TnrrpeOroM; see* Moa- 
sters chapter of 3 % ~  Adventure Book for molc on 

i 
\ 

I 

these. 

aaldor Khgdoa*, . .’ 

Wmlogy :  &oaEe Am. 
men, piram urd maw. 

large towns. 

~aoncr l ledKerpmuLBI  ’ .eO.Bc1,800. 

Description 
The ‘IMdar Kingdoms ue rocky, heavily forested 
mouacninow Ianda lying where the great eguplori.1 
mountah nq(~cntcntbeAdaa C h w ,  Hac, dw 

ISdtyk sneocrct.d*rllicle€armcrs, herds. 

Popdatiw )oO,OOO amueml aemg nuwlour 

outer-w oriri.: Norchm oancinooc, the 

watba h caol nnd ampence; the pnrwa 4 
fields ue Mtapedrl ly  w, but ue dccproec kr 

the oane yieldsup a g m t  wiq dfirh, 
T h c a d d u l i v e i n v i l l p o a . n d ~ ~  

m d 9  situated doq rhe rcprhore. Sard- 
Will bc aovdcdomrto the mprofhillr md asarll 
mounoinr, lpgu canuauniuerbrve a walled 
royal eadosure at cht mpofthe hill and walkd 
city rpnaled out bclow that. 

blocks of smooth. dressed stone, especially limc. 
stone. Even the buildinga of common men M 
made of rough stones strongly mowed together. 

the gnia and ppmupgc d ofthe men there; 

~ ~ a n d & M m d c o f l r g e  
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nomen, dfkyicd heioes. 
Thev w a Linfrt-akinned race. dcscendcd m b y  

from-N&thar &d m d t  Inr so from 01 
their akin is caucuinn but somewhat darker th 

loow if Uamuried. 

boou, depending on the weather and climate 4 nearly to the knees, and either sandah or hig 

WdardnatleMadaggerforeatbg); if& 

The women wear a sitnilat tunic gnrment, + 
ccpt that it reaches the ground and u often 
with a veil. 

Wdar  men wear long-slewed tuniu 

Their Nnier M lRom with Ronl.bdu(evclg 

air is cool, they will often weu  dooks. l 

vish, Mileninn, and Axan. 
I 

customs I 

barley, diva, and gram, blr 
d e ,  sheep, and goats, and 
olive oil. W b ,  pottery, 

But their c u l ~ t r  mol 
the Hero. 'h the Ihldrr, any no 
common fighter d uncommon a 
and they live to 
all som: clew 
manly strong btmcs, u n n a d i y  quick herob 

Ian&. 

PIC Wdaf her0r.d. 
politeintaenm -longnS9 eexplomdbcmof 

The ? k l h  bcgio teaching rheir 
fight at a verg early age, m b j d g  

-tory on the Outer Mld 
The Wdaf warrior cultwe rose on the Ourcrrprld 
around BC 1,400. Dcrcendapaofchc tndiar 
Nithian d o h .  they qukLly forgot their 
Nithian identity and dmlopcd thdc OM c u l d  
traits, mch aa a veneration of the ruling wurior- 



caste. (See the daription of the Hu& eatlin 
in thia chapter for more on the d y  history of the 
-. 1 

Around the year BC 1,OOO, a mighty innuion of 
gnolls thrrnceaed to denroy the 'Ihldprculture; 
not even the Immortals know whether the Wdar 
would survive. So the Immortals timaplanted 
scvcml whole villages of Mdat,  those who were 
doMst to extinction. to the Hollow World. 

History io tire Hollow Wrld 
The 'Ikldu hwld themrelw on nxky coprrpl 
lands situpad neat the Schatrmalkn to the n o d ;  
farther mnh wue the dmrg Azcan people. The 
W d a t  and Schattcnnlfen c o o p t e d  from d y  
on, tradiagltnldarfood 6 r  dvisb crafts, and so 
the W d u  decided to prey on the Azc-ms. POI 
many yeam, they camed a reputation as h m e  
reams, again and again sacking d d e  Azcan 
cities and (ozps. 

Eventually, the Immortal Korotiku d e d  Thy- 
atian piram in Mdar-occupied islands to the 
wm,  and manipulated thine so that the two 
culturn would merge into a siaglc, coherent pi- 
rate culture. Om the centuries, he added mom 
races to that mix Ostlandera from the Nonhern 
Reached of the outer world, and then Iercndian 
PiratCS. 

Relatiom With Otber R.cn 
The Wury Pintn M the mosc miow rivals ofthc 
Wdar. No match for the M d u  on land, they 
have superior ahips and cepfuisg tactics. Prom 
theit cprliert dnrher, the terrain d d  dictate who 
would win a MdaxlMenq Pirate dorh: If it took 
place on land, the M& would win, while a 
seagoing encounter would result in Merry Pirate 
victory. The 'Ihldpr and Merry Pirate do not likc 
one Mother. 

Eventually, too, the Milenirns wen nettled on 
the mcoast of the southern bcmiaphcrc. The 
lkldufound much to admire in rhe industrious, 
warlike MilenipnS (not too surprising, as the Mile- - wue their own descendants). "hat didn't 
keep them from o c c s d d y  raiding Milenian 
cities. but by aod lpge the Mdar and Mileninns 
left one another done. 

The 'Ikaldat trade with but do not trust the 
Schanennlfen, and still nid acapon Azcan cida 
whenever they can get away with it; naturally, the 
A z c m  despise the seagoing Wdar. 

NPCS 
One M d u  hem whom the player dmrrete~ 
might encounter is Prince Tirodon. 

Prinac Ticdon of Coresun 
Hiffocl: Tidon,  age 18, u the son ofKing Dora- 
don of the city of Comcor. An eatly bloomer, he 

left home nth age of 14 towandn rhelhldar 
lands (and bey nd) to see new sights. kill new 
monste~, and quire and demonstrate f&ting 
prowess. He vp led aa far south as the Mil- 

orthenst as the Schattenalf 
e 

dereasmagic. 1 

Commoa M~+ors 
These M rhe lesser .mrriorS, the on- who never 
could train up 4 Mdu standards; they acme as 

AC 7 (knther 
120' (40'); #AT 1 spar or sh 

Id4 (ding); Save P1; ML7; A -  

(36 ifaailing). or 
ROWCIS, 100 Hvll 



'I One ram on the bow, below the warcrhe: C 
t 1 -4,HP50,Drmnged6+8. 

Two moaners commoIllp found in anldar lut 

@err Set). (The gri~Ton is mote common than e 

Momtcn 

am the gtiffon and the hydra (both from the 

deadlier hydra.) i- I 

I 
The Tribes of Neathar & 
Tahw&gy: New Stone Age (growd stone 
weppon heads). 

1 

Bc 3,500. 

Debcn'ptioa 
The Neathar tribes live in mcat aom of territory 
mountaim, hills, forem, jungles, swamps, and 
plpins q e c i d y ;  they M less commonly found 
deem or w b i c  termins. 

The Nathar 

N e a t h  men wau thek hnit 
blue among them. 

from ahodder to thigh. They, too, weat splldpL or 

The Neathar also wear headbands. leather belts 

and simple jewelry, They wudly wear necklacs of 

M a d  women d ww *. Si& girls do 

brccchclouts, either with spndnls or no foornepc 
d1. Women generally wear bmhclouts or brief 
skimwith rhoartens which dose in fmnt; some 

p b d w t c d .  

from which hang pouches and dagger-ahen&, 

mung b e d  or shells, and nnnbanda, bracelns 

not. 
In most sicuatiw, including n o d  mwl and 

explodon, the Neath do not wear my sort of 

cany ~tangular shields. 
Neathar wnrriors and hunters carry spcm, jaw. 

lins, short bows, slings, Qssers, and several other 
fairly simple som of weapons. 

h e  NepdLpr language ia the most widely- 
@en language in JI the Hollow World; it is the 
common tongue of the entire Hollow World. Nen- 

Nnic-Jik, short-sled gpmrenta res~hhg 

and PDkleO ot leather or copp.  

PIIIIOI. kl foIDld lpidr OD CIlUtly dh@S. WatIbn 

thar tdbernen spc* chciiom hgwgc, W h k h  

t i d  hnguaga d y  lcom the poagucrofaca 

baa no written form. 
Those with enough inteltigmce to team add& 

who Live nearby; if one tribe liver near CbeOltcec, 
then thq will lcnm Azmb u their eamd ha- 
w*. 
Cuatoaw 
The Nenthat M simple huntdgathcrcrs. Neuhor 
warriors hunt whatever wifd game & m be foJad 
in their tribal hnb, whik themorrlcdcnouy 
members ofthe aibc (non-wwio~, cht 4, rhe 
vuy young) eather fruip, nua, wda. rb.ccw 
else may behvoeffcd foa foal. 

may abandon io lnn& when thne b nolacqla 
enough game toruSain them. The Ncirhu we 
wise cnwghnot to hunt an arcadenrdyoe, 

n a w  drives tbe game beam out d t h c  cegion. 
Each tribeb independent, d e d  by ioom 

chid.ThcNeath~urocn*imerrm*euwon~ 
another, but thea M d y  borderdirputcrand 
serrkmene dvmgs~ace; cheg do not @t to 
conquer one anoxha. 

Mon N e a t h  cr ib  wactp~t the mnior: it k 
the fighter-hunter, not the sage or the scholar, 
who u their greatest hero. A youtbful warrior 
docs not consider himrclf a mlti ostil bc &E 

scored some sort of cou qePinst an enemy, sufh 
ec defeating a warriot bpanothei tribe in dnple 
combat. 

One andition which cmesa lot of eonfficr 
between the tribes (but help lrcepdmn mp 
problem from inbreeding) b the mtom of mate- 
stenling. It ir a p"(ibllarly p a t  hwor for a Nca- 
tharwarriortobeablctornnLimoraenemy 
tribe's viHagc, srepl a matcftbm among that 
tribe's unmarried women, md escppe bd h e .  
Aa you might deduce fmm that custom, it ir 

custom, but not absolute pmraiprion: Same I%- 
dnu women become i n d q x n h  Miay. (IC n 
not eruromary for them to pinto eocmy Wto 
s t d  a mate rad bring him bwt to the krih.) 

Mwt Nenthar tribes M ruled by d e  chicfa. A 
few M matriarchies, where wcam bdd the chid- 

be a mtcd couple d n d q  qml rcqudbBty, or 
chot the chief be a female derk o f a  spaifk Im- 
moral, or that the chid be a d e  rietdet of 
magic.. .thcrcisalotofdiversitytobefound 
among the Nenthar, 

The race as a whole is d y  referred to u thc 
Thouand Bib &Neatha. lzlir b an caoncow 
designation; there M pfrudy dewnl thousnnd 
individual Nefthar tribes wttend all the 
northern hemicphue ofthe Hollon World. 
The Nenthar &an M wtimn language. Per 

exposed to other cultures lepm to write their 

ThCy M Mt l U O S 8 d k  PCOPh. thoU#ba tlik 

thOUgh; rhis SOK Of diwcter Occun e W b  

uue thlt most N& rrniots M mJa. 'Ibir* 

n i n s h i p . ~ e r s s t i u n q u i n t h s r t h e ~ b a d y  



lnnguages. though many learn to s p d  other 

them Diulanna, bkaf (Loki), Worn ( O b ) .  
PpIprmrLnn, and Donat (Thor). 

Individual l+ibes 
Each type of terrain in the northern hemisphere 
will be the home of dozens or hundreds of Mer- 
ent Ncothar tribes. Here M the names and indi- 
vidual characteristics of several of them: 
BeQni. Thee tribesmen live in the forcats due 

north ofthe Olteu. They trade with the Olucs 
and do some fightiiq with the Malpheggi lizard 
men to their west. They go barefoot, wear no 
headbands, and M very adept at climbing and 
walking among the uees. They build wooden 
villages with high palisades around them in the 
deepest arts of the forest, and set up elaborate 
traps an B anarcs to protect those villages from 
invaders. Their tribal general skills M Climbing 
and Becwnlldng. 

a Hollow World breed of giant eagle called hi&. 
From their original homelands in what M now 
the Kogolor dwarf mountains, they migratcd- 
straight up, to one of the Floating Continents, the 
lowest and largest of them, which is named Xak- 
lot (Eagles' Loft). They wear heavier hide tunics 
and knee-hi h leather boots against the chill 
winds they t c e  , and decorate their tunics and 
headbands with feathem and co per jorrlry repre. 

they occupy c W e  caves and caverns. Their 
tribal general lLillr M Animal Empath (Hidl 

Makai. These tribesmen M unuaudy p d u l  
for Neathar men; they can fight as well as most 
other uibes. but prefer peace. A friendly and 
amorous people, they occupy several islands south 
of the Merry Pirate w. Men and women alike 
wear only brecchdouts, often decorating them- 
selves with flowers in their hair or necklaces of 
woven flowers. They go barcfwt. They M accom- 

island to idand in outrigger CPIIOCS. sometime set 
up with sails. The Makai haw little concept of 
personal possesions and steal  thing^ back and 
forth fmm one another freely, with no ill will; 
though a d fraction of Makai are clerics and 
magic-users, the rest M evenly divided berueen 
fighters and thieves. Makai live in unwded vil- 
lages of g w  huts. Their tribal & sw u e  

Pearl-Diver. Profession of Pisherman (most M d a i  
have only one or two of these). 

'BaQi. These plnira.dwding tribes once l i d  
in the land now called Thyaric; the Ipte-arriving 
T h y a h .  Kcrendam, pnd Hattiana drove them 
out of their own lands or conquered and pasimi- 
latcd them, d but the Toralai tribes transferred to 

languages. 
The N c n h  wonhip many Immortals, among 

Hiakmi. These tribesmen long ago domcaicatcd 

senting their eagle friends. On ! opting Hid-lor, 

Giant Eagle) and Riding (HiakIGiant L agles). 

plished fishe- and pearl-divem and t r a d  from 

P d &  of -1 (CMOCkg). ~IOfCSdOIl of 

91 

the HoUow W rld. The % r a l a i ~  great N- 
and hunters bison. They lire in aemipemranenr 
viupBu ofw 4 -fnmc hutscowred in bLoa rlinr. 
They wear skin toot wraps instead of sandals. 
Their tribd general skills M Endurance and 
Backing. 

with wolves; ekerg Vdgrai warriot is myaFicaUy 
bonded to a W o u s  wolf who becomes his bar 
friend and co@stant companion. h Vdgni M 
deep forest hunters who trade and fight a little 
with the Andans and Iccwle elves to the lronh 
and dah co andy with the Azcpac to the south- 

hewn wood, W y  on hilltops protected by dry 
mq~w and d e n  d b .  Their tribal'& *ills 
are'Animal Edpathy (wolves) and TrocLing. 

History on h e  Outer World 
The Ncathar one of the thm g m t  origind 
races of men; they, the Tpnngoro. and the 01- 
were the fmt human inhabitants of the oum 
world. Ncnthw men wen the ancestors of the 
Blackmoa NIWC and M the ancestors of moat 
modem fiir-lliinani ma such as the T b p t i a ~ ~  
and the men of the Northern Reaches. 
la BC 3,500. hundreds of years b e f h  the 

Blackmoor dispsnr, it became obvious to the Im- 
mortals that the Ncathar wen in a stage of wid 
development; they had hgmentcd into thou- 
sands of tribes1 and each one UPI spcedily develop- 
ing dong its okn tines. Wishing to preserve the 
culture befordit vanished, Ka and other Immor- 
tpls transferred rcpresentativa o f t e v d  hundred 
Ncothar uibesl to the Hollow World. 

History in @e Hollow World 
Menaced by &maw and nanual dkasten but 
not by any sedtient race, the NeathaI men cpmd 
all over the northern continent. The originai mns. 
f e d  cukum, lxculse of the speu afprrrrrn- 
rion, stayed in their oligind stam, but the 
Immortals dowed splinter culturn to form and 
grow and d-p dong new dimxiona. 

Eventudy, a t h r  raw w m  a n n d c r n d  to cbc 
Hollow Worldj 01- and A z c a ~ ,  A n t a h a  rrrd 
Icevale elves, h g o h  and Krugelr and sch*t- 
tenalfcn. ofthem. the h c p n r  crpscitug, 
conquered or drove the Ncathu out d t h e u  Iradr. 
Others wen -tent to wage the occas id  ww 
against the Nehthar but otherwk leave them to 
their own devices. 

Relatiom with Other RMar 
'May, the the Nenthpr m01t uunmonly 
face arc the N+ath thcmrclver. M w  tribes M 

engaged in e g  teudr with d the tribes 
around. feuds fueled by centuries of ambuahes, 
mate-stealiogs, and border dispute. - 

Wgrai. This Neathar tribe has an unusual bona 

WCS. They li 3 in d-p-forest a b h  Of rJugh- 
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Itinerant NPC~ 4: 



Appamuc: Tkokalikos is about 5'8" and 
skinny, His once-black hair, mustache and beard 
are now shot through with gray. 0tmi& the Me- 
nian Empire or the Lighthouse valley, he wears the 
featurelnr gray r o b  of the Lighthouse and carries 
a st& in the aty of Lnroun, he wenn Mienian 
tunics. On his left hand he wean a featurclem 
silver ring* on the inside edge of which is inrribed 
a pi*w of a lighthouse. 

DMing Noes: Tkokalikoa is not a fighter, and 
no longer u incautious PI he was on his o w  
journey, and so he often hircs bodygunrb to con- 
duct him h u g h  dangerous terdtorica . . . and 
mmr of the Hollow World is made up of danger- 
ous temtorics. This is an easy way to bring him 
into the company of the player characten, and to 
bring the Pcs to the attention of the Lighthouse. 

C0mb.t Noes: N o d  Man: AC 9; hp 4: W 
120' (9490'); #AT 1 dagger; Dmg ld4; Save NM; 

gunges: Mileninn, Neothar, Azcan, ?hnngoro. 
clvish. General Skills: Disguk (I), Knowledge (of 
Hollow World geography, I), Mapping (I), Naviga- 
tion (I), Riding (hones, D). 

Lorpin &e Mad 

Thyatian adventurer from the Me of Dawn on the 
outer d d .  On an i l l - h d  naval expedition. he 
and his ship were swallowed up by a whirlpoOr in 
the vicinity of Nofwold. But it waan't just an 
ordinary whirlpool; it was a magical pre. What 
seemed like an eternity later, it apat win and a 
few fellow survivors up near the shore of the Aa. 
can nation. b+ spent a year among the Azcans 

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

bQh. 40 YCnn pB0. wp( 30-year-oId 

PI a slave cl.Cptii player, his mind tmuing from 

escaped don& hb fellowa remained behind, con- 
vinced they d cam a good h g  u dachdi 
players, and -re executed once the m n  w a ~  

In the year+ k, bph h a  Wnndmd from 
place to placd, uying to fmd the way back to hb 
home and hid family. Though he haa tnvelkd dl 
m r  the pia@ and wn many rhings, he haa Mvet 

found the rrpb. home. 
Pawnality b ~ h ' ~  mind is gone; he sees 

~ p n  rlo yeus #his I&. HC amcim hirme~to any 
likely-lookin$ band of explorers who ue d i n g  to 
put up with lhim; while with them, he co-tly 
seeks dues toithe way k k  to the outer world. 

Appanuw: b~in ir tall and spectrally skinny. 
In his youth, he w u  a strong, h.lldrome adven- 
turer and ret$ina m e  of that s&; he may 
look funny, ldut he's strong sad clrpetimed. He 
h u  long, matted gray hair and a full beard sad 
nustache (al* matted). and drcoa in whatever 

and from the Atcans' cruelty; corn- 
a Schmdfat tack,  he escaped. He 

over. 

things that p& n't there, cspccidy sccna from the 

ragshecanfkd. 

to the D ~ W  khup*en' encountem. but haa m- 
D t y  N m :  b~in would be only a nuisance 

Combat N k :  6th-kpel fighw; AC 9; hp 15; 
r; Diry ld4 + 1; Saw hfV 120' (404; #AT 1 

Fl; ML 8; AI/ C. S13 I14 d"$t: 6 DlO CO> ChlO. 
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chi dm-aroods. 
Another horse fell in step beside his, and 

it was an elf-woman of surppwing h y .  U 
like most elves, her hair was the de 
hue of spring leaves, and her tunic 
e woven of large, strong oak-Icaw 
rian wps awe-struck by her beauty, 
eep. ancient wisdom in her green cy This chapter’s descripdw, d the &womb do 

not indude individurlired chmctet h. IC’s 
woman whispered, ‘Twenty 
e south, io o hidden valley at 
-spired mountain, there is o v 

w I 



in Which an ImamdmgCMvnd to fight -- 
s u i l y w p n  thu the ImmMll icsodbb.PofsiNa. 
rioa,lilrcthb, and for playem whodon't bRc a 
d u M e r  chccc for bmortds, n ' U  pmvide wc a 
little later in thia chapter. 

b.lorcrrl&b.*ier - ., . .- . *...I 

The lmmomlr hare a rule pm01u chmrclra: 
Dimtcnioll &mambir&biddea. Th 
wiser o w  among them haw @ai most of 
the othem that they need to live with thic eodc 
and entorcc it w 0th- who um't so d b l e .  
And so the ImmorcnLc spend a lot of their magical 
energy "ICPDIJILB" for the tell-& cowmiom of 
direct hmortal inamention OIL the moml p b a .  
An lmmaul who jw rba up w Ck m o d  
~ l d u d n u c r ~ c h e m o m l r h c d b l i t a d  
iarunrly be norioed ~ddprobobllr be@- 
csdred. by the other lmmocab. 
ThL i¶* Immorcnlccd to limit cbanacha 

to spcsldne to mormls in dmma. or appearing 
m y  bicfiy and not ouduciq  very mudr en- 
ergy; ChL is why thq  tt). to conw m0ro)l to 
their own docuiner and let the m o d s  do nil the 
work. 

ofcouae, not d Immormls M happy to bow 
to the will ofthe mpaccs. They chafe at the "direct 
action" rule md do appear dimtly  whenever they 
thinkthq can getaway with it. F-, thirb 
~ ~ , a n d r r s l u l l y o n l y i n  -aIqypl.cer 

tala d not notice their pracncs. 
When an Immortal appeM on the m o d  world 

in ht MnnifestPton Form, a rhea hcwtemagic 
SpelL thmugll hia IncorporcPl Porn (Ke below), 
there ic a 5% cumulative chance per mod thu 

ImmomL d notice. If they no- 

erring ImmOml back out ofthe moml wodd. If 

and situations where thq 2 the other Immor- 

rhe-Fl cicc, they ptobrblydecidctoforciblgynnLthe 

topunlhhim; 6""1 heicanknmomlofBn~,he  

he in an Immamlof lesa than ultimate power of 
om ofthe four " 

d not d o w  himdfto be nunmaned into their 
ptrscnce md will simply csape m owe aouble 
liter OIL. 

" S p h u a ,  they may be able 

Qrrtarshm 
Immonntshmthrccoasicfomuinwhichthq 
can confront mormls. Thca at the M a m l  form, 
the Manirktauon form, and the Incoqwmd 
form. 

Mortal Form 
An Immod  can cma any m o d  iixm to how 
his inteuigcnce rhcn hc 
world. He can cma thia o m  aa just about any 

ucpto a human form for himself, he can a w e  

species, pnd rt the mlximm "$""" kvd (6h 
H D f i e u r r ) f b r h ~ . h  M W d  

4 . 
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they luenuecd to oil. he l w s ~ o f l l b ~  

o i d r o f t h c B m & n L D d r , ~ , . I d h -  
cans) dediaocdmhia eril gbq, mdhb+pl.nis 
to continue in the same vein mtilermg sentkit 
thing is corrupt and cvil nad chamiq his pnia. 
Hiadrimate gml is the destructionofdl Life on 
the outer world. apcdnuy the elm of Alfhcim. 
ALlia: Atzanteod has no &w. 
Enemies: Atzanteod's greatest enemies ace II- 

sundd (who deteas his cotmption of elves). hion 
and Ka the Pre~rver (who oppose his &co on 
theAzcpLLo,KoIpL(h(whotacmshisinatFchnce 
with the humanoid MI), Wiel (from whom he 
"atole" the wonhip of many Shadow Elves) md 

oidr). AI1 the other Idmomid patrons of the hu- 
manoid races, such M Butziluth, can be counted 
as his secondary enemies. 

: In m o d  form, Atzanteod taka 
t h e A ~ o f d t h e r a n c k n h c m o r a d a r k  
M. Hia ImmMCnlldemonic shape is that of a ja- 
black featbered serpent with the beautiful, solemn 
hceofanelf-afnccwhichoauionnllynrids 
with rage. 

Spabok The ailhoucttc ofn feathered sepent. 
D- Naa: Atzanteod M one ofthe movers 

and rhnLcrs of the Hollow World. He opporcr the 
spell 0fprrSurnlion and the f o u r h o d  spon- 
sors of the Hollow World at every m. He worts 

in chsm. He her built up dm Cultun, (humm- 

WV (an m~my of the pattom of the h m -  

L 

other cliltwdtbcy CIIcoullta. 

. 
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DWog Nota: In the Hollow Vodd, BpNiluth 
acu as a &or hitant to Atzanmtl. Pt3 who 
opposc Aaanmtl’s p b  may find themrclvcs 
unexpectedly aided by the bugbear h o d - a  
semi-berserk 5ghter is most l i u y  to rcceiw chic 
Immortal‘s blessing. 

wtha stubrow 
spbae md A&nmenc The;  Neuurl. 

Ub6bippcu’ Mipame Any. Clerics m w  bc 
neutral. 

HictaJ: In the mcknt elvkh horndad o f h .  

elves. She was fucin#+d widr the sea, with itr ebb 
and flow, nlrh i o  relatiomhip to h v k  pod 
time. and when she decided to quca fa immor. 
dity, she took the Path oftbcDynm for &e 
Sphere ofTime. As an nrpiiant m Immodty in 

&mm help h a  d c w e d m ~ ,  in her fp~c the 

them, to main their kingdbma. 
intererr is the Icp. 

The philorophy she created 3 sponron is allad 
“ekndacn”, whifh is elvish fa “the oeopll path:’ 
Thicphilasopbg cqireac# the beMthutheocaa 
is tbe undle ofdl lite; it cnmury her M l m m  
to pct 9s stmatda o f t k  sew, using themrbelp 
and not exploiting them. 

Allia: cplith~ is a friend and folloau of the 
knmomrl ordpnn. 
Bncmia: cplitha does not get dong with Pro. 

tius, the more elemend lord ofthe seas, ~CQIUK 

he is a wild thing who ap uneoncemnf nith 

Obni(batimR0rra:AVCMgC. 

KrUn, cslithp OOC ofthe6ht gCM&OU d 

that sphere, she mrrlled thou& time 011 chnc 

WnW& Who Minrothpd M d  f ie  

Femditp wwa prim 

the cnrrful prrrcrvndon r the eeaa and ar-life. 
: Wtha Pppepa as an elVal 

ing -nu ofr~r-planu and m-shelb, and with 
a glittering b o n d  aar worn in the mer of her 
forehead. 

Symbol: A pearl lying in nacre. 



of any plienmmc, but chpoties and Neutral8 M 
more common chpn Lawfub. 
Hirtg: Uyndulru an Elm Wprrior ia the 

Sylvan Rcdm*Lw, lbundd up( king there. He 
vo111’t ouch of a warrior; his fightbg nbilitics were 
negligible. lie was a drru ChinLer, d m  PcCoRI- 
pU&cdmyl-urer.Aacrrr-outcnn~hirown 
poplc, 
ccntaulirad d1+8. His anw at thc (LcI(wnt he 
raeivedfromhboanpcoplc*dhimto~ 

ao btb could t?gurc out how to 
&Wedhim to find anduaderrpLe 

wm c&iasd ofthe torat folk such as 

his liking. When~#-king Mcrlidcn h a t -  

Realm. about BC 800, Eiryadul lured one large 
dan, obe Sbiye, away figm Maliden and pu- 
aradcd dram to d e  in dicdap, darkhats of 
cenml -tin. He &pUy influenced them to 
become more secretive, miachicvws, more 
dangasbw and inde t chpn he perceiw the 
A l 5 l e b  elves to be. 

Hehr ah acted as thefriend of the forest 
raca, uitb whom he feel# a special W p .  

Pawdity: Biryndul is a pmnlsreer. He OCN ics 

alike. These pranks M inventive and somerime 
malicious. but not dangerom or Inhnl. A m o d  
who withstan& his mLEhirpous attention for rev- 
end pranka without becoming abusive ot breaking 
under the sapin will wn Eiryndul’s mpea and 
may receive a favor from him at some later date. 

M*l: Eiqndul’s l m m o d  &a include 
Paunus, who is PLO a patron ofthe foren race, 
KO&, with whom he has n friendly rivalry in 
the spirit of determining which of hem is dev- 
eter, and Zitchcv, a rotector ofthe fomt races. 

rivalry-in fact, it’s quite a bitter and malicious 
onc-with hki. the Nonhem Reaches Immortal 
who H ah a patron of miachid and uoublcma- 

as devcloprd an undempndpblc 

tionr; he has vowed either to win her n&*ions or 
to p u d  her for her rejection. 

Apcamnce Biryndul appears as a short, dy- 
lookmg elf d m d  in the most modem kingly 
styles and wearing a d-c ra fud  lden M v n  

cher Id the arpcditioor away from the Sylvan 

himaclfplrfi vicb on Immonala and mo A 

bania: Birynd 3 has a not-ro-friendly 

Lins. paation Tdd r Werias, but she has spumed his atten. 

em- with icnues of form r olk (cspeciplly 
fwnr and d& ) fplicking. 

sabal: A white, smiling act oft&, liked 

DMkq o(0: in the Hollow World, Biryndul is 

that the Cheshire cat lcpw behind, against a 

one of the v i a l  patrom of the ccnraw, drgads, 
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evcnrunlly bccDmc the men of the Northern 
M a .  Not so warlike u their feUowa. they w~ 
still pccompliabed wanion . . . but they kIiev+ 

not be u n d e z e n  mucly to f i i  drcso vrrb go itd that dl figh should how a noble purpc,  

or conquer new lands or gcr some m&. To- 
gether, they undercook the path of the Epic Hem, 
spoarored by Odin himaelf, and topether they 
won Immortplicy. Since then, M pwon-ImmomJs 
of the Norrhem Akacha, they have became the 

men:’ being worshipped much more by thnlLt 
and hemen rhan by the war.minded mb% 
They and to interact only with the o b  h o r .  
tnLcofchcNorthc~~Rercbcr,ThorandOdin, 
m v i q  the linerrrc his onut. Frcy ia odin’r w k  
rpnior.eounrclor, while Fqja Aim out in the 
great world Iceking for rpnrriots wbom Odin 
might wiah to rpoaror to Immondirg, pad tor the 
spiritsoffnllen huou whom Odin might want to 
rcincpmue to do gad in the world. 

RamoJiclr: Frq aad Frqja m d ,  colkad 
rurOn. llrey do not lae chem#fpato rh fury of 
batrle; they M thoughtful and pmbadollpI. They 
&nncdma aid Nortbnn Raeha wauiom rho pick 
dKi W y  and 601 noble reasom. 

Mia: Their diu indude Thor and Win. 
kmia: nLeu chief enemy ia the tlictffcr b k i ,  

who ploa Pu rhe other Northun Ree&g 
patmn-Immorcnl. 

App-uue: Ftcy and Frcyja appar u nro 
young, b d ,  hrurd*nnc Northern Revha war- 
riors in armor typical d thar m. They M lcrn 
rathcz thna hily-musled. They loot llLe the 
brother and sister they a. Freyja wean a 4. 

aoastd mpue and sickle; he ermrlly baa a giant, 

throu& the rL: Frcyja’s symbol is a pcguuc; the 
wingcd bone ia hufrvorin mount. 

DMiag Nom: In the Hollon World, F v  md 
Frcyja urpatrom and friend, ofthe Analirnr, 
the KoBolor druver. and the Iccvnlc elpa; thw, 
they M ktmn PI Frcdar and Ftcdpn. 

mox populnr Immomk .moBg the "common 

enblc qunlltity ofM. 

l lqwwkd eoldcn bonrwhich draws hischuior 

Spabol: Wc symbols PIC a golden bar,  and 8 
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Sphere and Alignment Thought; Lawful. 
Manihation Power: Average. 
Wonhippad AUgnmenc Any. Clerk8 mwt be 

LaWfUl. 
H b a q :  Halav was a great hem ofthe lhldar 

people, a Bronze Age society @ in what now 
Kara~neikos. The lkldar were then in rn of the 
viser humanoid Huraaka race (ree the Adw chap- 
ter for more on the lhldar and Hutaaka), and had 
learned quite a lot atrout metalworking and &- 
manahip Emm them. At chis time, a b u t  BC 
1,000, am& gnollish invasion m o d  into 
lhldar territories; the poUs m a b u t  spmuti- 
c d y  dwmying the lkldar c~mmunities. The 
Hut& retreated to their hidden valley in the 
no&, and the lkldar were left to d&nd them- 
SelveS. 
W n v  took the chieftahhip of hia village of 

Law fiom a Icsc mlute king and ogrnized a 
m a s h ,  Ikldar-wide defense againat the ob. 
With the help of hia confidanm Peap and%khev 
(sce ~ p r n c c  entries for them in thb chapter), he 
kept the lkldar Emm being obliantcd md 
turned the fight back on the gnollr. In the decid- 
ing bade ofthe w&r, Hahv led hia fom againat 
the poll-king and overran the poll-kiag's a- 
cmpment, k&g that humanoid lder. Hdav 
waa plro Wed in the flght. but hia friend Petri 
nipedhhnbacktolife. 
Now that the surviving g d h  were ih full re- 

treat, Wnv, Pnro and zirchcp. decided thnc they 
couldbea~thclrpeoplcbyacekingthcnis- , 
dom ofthe Immod. Each embarked on a path 
to hmodicy, with Wav choosing the puh of 
the Epic Hem, and dcv iag  lmmomlity in the 
Sphere of Thought. 

of the war, Ka the Pmerver saw that the lhldar 
While thb waa happening, during the fuut clap 

dimtion waa in 'Imminent danger of &on 
andm icptlgcradcmdafewlhldarviUegeato 

W n v  the Immortal became a p m n  and pm- 
teetor ofthe much-reduced lkldar race on the 
outer world, of the thriving Wdar  culture in the 
Hollow World. and of the new MilcnLn emeke 

the H & R d d  (as pou saw at the beginning of 
the Historg chapter). 

~~~~~~ 

riringon ~hewUthan wntiacnt(rce tbe &rip. 
tion ofthe Milcninnr in thc,AcLsdrppta). 

Pmonaliq: W n v  was a thhkiag man'r 
a master planner, a wirc king and djudkator. As 

is a patron ofhumaananiar.rPar; he u 
eat to dcmibumnar and forert r~ar, and is a 
mom enemy of the warliLc hwpaoid lllcc~ 
(gnolh espccirlly, but nlro om, UdL. goblins, 
ogm. nc.). 

chev; they form a close-knit triad and interact 

an ImmolcpI, he i d 1  w k  and far-^^ 

Auics: Halav's closest allies arc Peap and Zir- 
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in causing trouble through reincarnation of evil 
sods; &e ends to p&nt them in newborn chil- 
dren who will grow up to positions of power and 

Alia: Hel ha no d i e s .  Shc and Thpnatca how 
a grudging respect for one another, but ncithu 
htt*eres with ol  helps with the 0 t h ~ ' ~  doe. Shb 
likes Loki and watches hb plots with gqat pqluse~ 

mwt. 
Eaemia:Hcl'rEhicfmemiec~rcOdia,chief 

Lnmortpl of the Northern Reaches civilizations, 
pad Ka the Prcservcr, che chief arcbitcct ofthe 
H4uoa Wodd. for msona dLcursed in thc4e h. 
mortpLs' enuiu. 

iag; one half of ha face is tbat of  a bcDutifui 
woman, whilc the ocher half of h u  face is blank 
nod fipnuelw. she is d y  seen *rued on a 
dark rhmoe. 

at the oorners ofthe back. 

r 

influeace (such oc young p & C e  padprion*a). 

Appaumm He1 appcar~ dad in jet-bluk doth- 

Symbd: A dark stone throne with huau?a skuh 

DMb# Noccr: In the Hollow World, Hcl 
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Legends say of Irion that his union with 
Nephde, a female embodiment of the element of 
air, tcdtcd in the binh ofhtmanu. the father 
ofthe entire centaur race. Por thio rrp~n, Ixion is 
pmicululy venerated by the foren near, espe- 
cially the centaurs. 

Becaw of Ixion’s age. widom, and power. Ka 
the Prescrvcr enlisted hu aid in the formation of 
the Hollow World. Ixion’s main task was the ma- 
tion of a cenvrl sun for the world; he created one 
by opening a pe-ent gate to the Sphere of 
Bneqy, a gate which d d  alwags emit light and 
heat mto the world. 
Idon is one of the chiefImmom& of the 

Aznns. though most of the Azc~nr have a h -  
doncd his wonhip. 

Pmodiry:  Lion is i n t e d  in knowledge for 
its own sake, in the victory of Energy and the 
other positive S p k  OIU the Sphere of Emopy, 
and in etuxnmghg d p p e n  to follow him. He 
docsn’t dictate any spccifii m o d  or ethical code 
to his followers, so long as they do not help En- 
tropy and so long as they give Ixion the worship 
he is due. Elccausc ofthe chaotic nature ofEnergy 
and the fiery nature of the sun he embodier, Ixion 
has a fiery temper and a passionate nature; he is 

uickly and easily offended, but is nlso quick to 
zrgive and d. 

Mia: Ixion’s greatcat allis among the h o r -  
ds indude Anerius, Ka, and ValeriaC. Aacriua is 
his friend, d i n g  nothing of him but companion- 
ship; Ka is his comrade in the maintenance of the 
Hollow World; the passionate Valerias is his mate. 
Ixion’s nllier in the maintenance of the Hollow 
Wodd indude 0, Korotiku, and Ordana. 
Posmio: W s  chief foc is Auantcotl, who 

h a s d e n  much waahip of the Atcans away from 
hitn. 
-, kion appem as a member of 

whravsl  l p ~ c  he is ad- (if he a d h  a 
groupddyhumnnr,hewUappeatasahu- 
mm). Wlatmr  tWm be amarna, he hu golden 
hirlowt thrt it is hard to loaL at, flaming 
cywockm, and glowing golden &in, and ctmses 
in light ndR, of bight-giowing golden d k .  He 
carria a tlaning swrd as hu symbol of p e r ,  
and k mvela by maaa d a  giant, fkming char. 
iot wheel. 

Spbd: A &axing wheel, 
Dlyty N w  In the Hollow World, Ixion is 

best-knom as chticiotl, W U  b how the Olteu 
and some Atcnns d p  him. He is also a patron 
ofthe sun-loving 7hl#oro ghople. 

Janmuduu 
(Hprk, Riclcc of Nightmara) 

Olteu, and M once likmk wod.lippd by the 

sphcrr md Ali#mnmc Bnaopy; chaotic. 
h f d h a t h  Pome Average. 
V&m&pad Nigmwnt: N e u d  and chaotic. 

cleric8 (shamans) must be chaotic. 

Wq: Jabmudam, born an ogre, was m c d  
into a slimy, disgusting humanoid monster by an 
adventurer’s rprrible cursc. As revenge, be hunted 
down and cap(urrd those who curscd him. He 
then oet out dn a temble cunppien of deaauaioa, 
finding and devouring other h e m  and iaaoeencs 

‘on. Eventually bh formidable evil 
E E e $ % i o n o f h o d o f  Bntnopg. 
their sphere. 

Pawmalityl Jnmmudnru is the incamation of 
pure h d .  Be inspires his followera to phm 
cxtraordinay acts of violence to avenge o&nro 
made againat them. He is an advocate of tomre 
and revenge. ’ nmmudaru likes to lunge innarmt 
mottatsinto ,b‘,, cousnightmnm, f: encehisukk. 
name “priab ofNightmnrcs:’ 

h ~ t t a l ’ ~  cnemis include Ha- 

Justice and Revenge, is offended by Jlltunudnnr’s 
promotion o#scm~ea, djwt revenge and so 
oppo~a him ht every turn, while Kpwpr dcspires 
Jammudatu 4.1 iaCidtlg his followers to destroy 
monuments, ‘nrchicecture, and great work of 
c r a f t s m w  and art. 

A p p a f m p  Jammudnnr appears M a huge, 
bulky, ogrish humanoid whose skin is a cawtic 
grccn mess like acidic pond-scwn; no features 

uhosucc~ysponsomihimroImmornlnyin 

Udm ha8 no Immortal allies. 

humanoid-pmn Immortds, 
b t i a .  and Kyllnr. Tnrpctin, the Immortal ab 
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Immortal. he haa become a patron of the artd and 
creativity, As an Imrnorcpl of the Sphere of Matter, 
he ham Ka’s concau for the pmrvauon of 

tion and ita c8Fccwm the d. 

wn race. He took ~x&sPI@ of the old. Blackmoor- 
e n  dmncn me urd a k e d  them to make them 
more mhant to mpeic (aad to the non-magical 
radiationsthat wromprniedthedesvwcionof 
Blackmoor), rhapl apwtut low of& 

d aad & upreasion in 

thhg~, cspecinlly io Ji&t of8hekmoor’~ dewc-  

is the “htb” dthe R o c k h ~ m c  d w -  

an even greater 
holocaust. an anistic me would runivc. 

field dtbe plMlaion of the M). He hns little 
concern for Cbe life ot death of non-urntive mor- 
mls, but w&ften provide hapintion, motiva- 
tion, and help to a struggling artist who 
hns pat paontll. He is a mange, distant Im- 
m d ,  dtbking about Mircic expression 

paardity: I b g y d s  interest lia w l y  in the 

: In E, KaraMh vp( an orc-ting, the 
leader orckdeswhichmvagcdatierand - 
domr. He WM a gmt hem ofthe orc pcopk, 
a vety intelligent on; thm qualitiu kd him to 
quest for Itdondity dong the 

OK, it is ample p d t h a t  o m  ~IC not rlp slow 

complMnising w-lcadcr. He is not given to n(tt, 

3 T? 
of the Epic 

be considad unwud for an 

pcaonslicll Kuurh is the ultimate nem, un- 

motion ofany sort, though in 
proving his penond 

combat. He is a.nn#tic 
planner aad tly enjoys watchii his d p -  
pen blli i  s ty empires and gmt Lingdoma 
based on conquest. 

among the oiher  pa^^ ofhumanoid races. Ka- 
raash and Hqhv Red-H.ir have a decp.toocca 
dtuyraphnfoioacaaother th art neither 
e& norlllia, but ifthey d a  eo- 

it in the Sphere s o u g h t .  

thinlm. aa the me is usually pomyd.) 

m: Kuhuh h UI hdcpendCnt b d  8Bd 
ha# aorpcd& .uicr pmow theIlmOfd8, errn 

and not a h  what is s i  on m n d  him, and 
conxauentk doesn’t intmct much with the other 

god duy wodd coUahtc and probably c m t e  a 
~ l n n  of cpnknl brilliance to achieve their i h t  

Imm0;grlr. 
AUia: Iclgypr’r only ImmotcpI ally is Gonl 

Gtinulodc, whom he qauorcd to Immortality. 
BMII*I: Kagyds chicflcllcmy among the Im- 

mortals is Janunudw, who eapL.S his followers to 
denroy blindly: Jpmmudpru’s wodippen routinely 
dacrop art urdarfrunnnrhip, Which infuriates 

stmying bautitul Mhiaenuc by lazing cities), 
he’ll plot and conspire agaimt that knmorcpI. 

Appmm~=: Kpwpr appeun as a hairy. 
bearded, gnuled man wirh decpm. somewhat 
b a d y  eyes: he wcara plain gray r o b  and hood, 
and carries a b e r  and chisel aa hirncapons. It 
is not obpiow from looking at him chnt he w a ~  
born to the Brute-Men me, aa many uibca of 
Bmn-Men art very sitnilat in appcamncc to mod- 
em men. 

Spbok Hammer and chisel 4 in an “x!’ 
D M ~ J  Naa: In the Hollow mdd.  Kagyar is 

aor the patron of the Kogdor dwarvq he has 
nothing to do with them (though he appreciates 
their MisDns as much aa he does any other race’s). 
He will normally intact  with mortals only for the 
reason listed a h :  To pemade them to nave 
endangered art. He is the patron, and perhaps the 
only one, ofthe BNte-Men species, which now 
aim only in the Hollow m d d .  

Kuurh 
@ n w  

~ . ~ ~ r c c S M ~ ~ d ~ ~  
muJoar to datrop. WV& o f ~  (thb induda de- 

Spe and Alignment: Thought: Neutral. 
M.utacpaan P m  Average. 
Ub&ppadALicamcloc:Any.clnia(rha- 

mons) must be Chaotic or Neutral. 

bbjdve. ’ 
Bmcmia: Kuurh’s chidenem). b Aamccorl, 

who haaodiendcd him by intcdchg tbthe lircs 
ofthe hurmrpoid races. He has natcond mmiyin  
Ranivom, &e gnoll-patron, who kcepo‘uying to 
d away Klnu$’s -1 Horde followen. 

Appma&~ Kuwh ap- as a m n g  OR. 
king in the prime of his life. He has hdchy yet- 
low *in and pcrfeer tuska protruding from his 
1-1 jaw; hb head aad rhouldm art thick with 
black hair. He has exccptiondy intclligent c y a  
and a stem milimy manner. He draaa in custom 
made, spiky,, tl@ plan mpil armor urd Mia 
ht rpecirl sword (belon). 

l~rhdfoPthcMndeisnomnl,buttheuppcr 
halfofthebkdeha3anerrnmofmrayrkLed 
l ~ g n p n b e s w b o d l d p .  

Immoml od the outer world, in &e HolIow 
%rid Kurrrh isthepauon Immolul ofthe Knl- 
gel Horde. 

Korohu 

slmbd: 4 hup t ~ ~ e h p n d e d  -I& the 

DWQ Noar: Though he is c o i t d e d  a mieM 

cl’hespida;che-) 
sphas yd Ali.nnrsr: llmu#ht; chaotic. 
? b i f a m h ~ G m c e r .  
U b k i p a r ’  &lahalt: Any. &ria may be 

of any alignment. 
Hhry KorociLu is one of the oldest Immor- 

tals, and lik beiaga such aa ’Runam he may 
never have ken a m o d  being. He is a m;lmite& 
muon ofdchmec~ and aickeq urd is a favoke 
Immortal ofdever fightera and t h k s .  In the 
outer world! he is best known by the name 
Korotiku. under which he is womhippd in 

I,i l’i 
‘I 
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8 ,  the PwI Idads and 7hg~1, ID " ~ y  mca 
about h ~ n  the otbcrknm~rml. he iaT 
d c d  the Spider, but that t just his manifam- 
tion; he n e w  was actually P spider. 

&eaw Kororihr u one dtbe most intclliaeqt 
Immorcplr ofthe sphen ofThought, Ka the P#t 
semr puruadcd him to help in cht d c v c l o p ~ ~  
of the Hdlm Wodd, to contribute decoil, p m  , 
tnining to the Sphere of Thought. 
penonrli*: KolMikvisankbimnubcing. a 

PrpnLtCr. Hiagorl in knrnomlity ttorhltc up 
thc lives dtbe eomplwnc, to make the pompoa 
look silly, to ahattcr illuwnS, to 4 thc dmr 
and rcll.ru8Fident, 'Ibac tmiu uc rll related to 
his Sphere: Every h e  he rhprren LO. illusion, he 
form someone to chink about his belicfi; every 
time he dcu  someone look silly, he fkcu tbnt 

srnnlu the he ah& &at puson 01 Immol. 
tal out do non-thhkingstate. His true p a l  ia to 

much as possible; he simply 

individual to m&r his wluu; my time he 

aicL0Icnnlrinee mryscnti3lq rhiq tothhk 

god tiuoughslxmh&. 
random prplrlrc and &chief. 
Au*r: In the dcvclopmmt ofthc Hdow 

World. KoroCiLu's diu M Ixioo, Ka the Pn- 
sema, pnd OldpIIp. Hkpcrmnalfricnd~ include 
rhe dew knmonnlr Aatcriw and Eiqadd. 
Bnemia: Kmtiku, in dl the multivene, mat 

hatu the Immortal Lki. bki ia aka a pauon of 
mischief, but alwap for destructive and harmful 
purpoaa, and tbia galb Korotilru. He opposes 
L ~ k i  w h m r  he p e ~ e i v e ~  that Immortal at 
work. 
Appamlur:KorocilrumoaiaorrhiaueVasa 

huge black spidw, mmicpug dy-poly, with a 
Whumrrnfsa. 

Symbcd: A black spider silhouette. 
D e  Nota: Korotiku lootc on thc WOW 

WoridNhk ygroundcvenmonsodynthc 
OutunOdd, !!&sac he had a burdin ia sbaping. 
Evcnamllv. player charactem in rhe !Ww Wxki 
will draw his attention, and h e d  phyaruier of 
n0n.demuctive. * pnnl;ronthmwt 
ptctcntiow plap- the party; m n t w  
ally, hc wiU ga tired ofthe puty, kaw behind a 
medallion with his symbol as a "sipnanuc" for 
the pranks, and two his attention elewherr. 
Hmevu, if any of the PCI does some -ly 
dew thing while Korotqaa is obamiq the pnrrp, 
Korotjku will at some other h e  reward that 
ldlamcm-Iuuallybygnlncin#bimrow&d 
information or a pmiculdy a k n d  folbwcr 
(who will be a mioioo ofhmdku). 

Korpllr 
( p n o a o ~ p a a ;  RmonofPmrpaicl) 

SphTrrpOd AEgomm TbougllG lawful. 
Ild..lanuroo, Pomr. Avuagc. 
%dipped Mgnment: Neuaal or Laaful. 

Clerics must be Lawful. 



and gaunt, &ng simple rdns, bnring an ex- 
pression of long-suffering dctermiantioa. 

Symboh A handheld prkrfmsud, fingem up. 
repmmting a hcndrign of pnccful inteat. 

DMiq Naa: In the H o l h  World, Koryk 
keeps his eye open for A l p h a  recruit@ tactics; 
Koryia hopes to forestall MY major invasion 
of Alphatin by Alpbzkr' t h h ~  from the Hol- 
low World. He i a patron of the Gentle Polk 
elvca. 

Loki 
(Farbautida. tdmr) 

Sphere and Alignmne Entropy; Chaotic. 
h h i f e a a h  Pomr: Greater. 
PROnhiirpa' -c chaotic8 and Nm- 

trala. Clerics mum be chrocic. 
bkiwas acletnraidrsccrand magic- 

user in one of the Ancnlion tfibca (which mnN- 
dly banrse the peoples of the Northnn Retcha). 
A master of fm-magic, he 
Iolmodiy along the pth the pup(pn, bop- 
ing tor Immorality in the S p k  af Enem, But 
mmcwhercalonghkpath, hebganthningto  
the rmooth, Kductive, comaptjng Mldr of the 
ImwKclll Thanatos. He listened, and he betiwed, 
aad he e t n d y  awitched his allegiance to the 
Sphere of h p y ,  betraying Rathanw. the Im- 
mortal who'd rpooJorrd hitn. 

I.&, 1 mMtcrofbetrayal. of nvnirtg p p l e  
against one another, swiftly a c h i d  irmgorcdifg 
in Bnmpy. Perhaps the moat &arming ofBWr0- 
pic Immorcrl, he doa not coopcmc with the 
other Bwopics, krr d m d i y  does fa- fw 
the Immowt, ofother Spheres. to lure them into 
a h  sense o f d t y  orto pmuade them tba 

t btwawayfromhiacvil  spherr. fhis 
id hood;be~havingmomuchfhnith 

' mirhidcvcrcoabandonhis his ~&NCUVC 

Sphere. 
psnoadicl: Loti inot an ambidoustmmond. 

He ~ l ~ ~ ~ h i s  attentionstothemor- 
tala (and the Immonah)afthe Notrhcm Reach-, 

ddantaofhkownbmtribcc.Hedclightsinaick- 

mor( malicious sons. He doan't actively mnrit to 

m o d  who dmire his apirit d M o m .  He is 

l m m  arc, thieves, wublc-makm and sorid 

wondcrMly. but do not conrpire together. He 
sometimes convinasotber h r & a I a  that he is 
willing mrcnouna? the s p h m o f h ~ ,  rrmm 
to o m d  &nce, and quest foz h m o d i t y  in 
another Sphere, rhich prompts n*sc ImmM.lr 
to help hitn choose "the corrtct path"; but he 
alwap betrays (or at least humiliates) them and 
rewm to hk old ways. 

v to quea *Or 

he TL 

p ~ r c i l l g t o  bfing dinnay and cmbion to &e 

erg a d  pranks, mnging from the humtemto the 

hk ronhip, but find, nolshippca anpay, in 

the purW Of, a d  -m*maC ofhirtd- 

ou(Q(B. 
&: h n o a h .  He and He1 get along 

I! 1'1 
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expression ia wry memuial: Cheerful one mo- 
ment, angq p e  m, bricfty thoughdul, chcn 
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gate the El& P h e  o f P i  md the sphere of 

w l c l a m d n g  boaLladudfictlrf6Eh he 

actively rcai#t any &om of Immomlr like nuna. 
to l todar rogthednvc~ .  

Ruud 

hap  tofmha hb a h .  He may tappcC m 

hops will Ind him to PMCII. He is pho a patron 
ofthe Nitbans there, and, unlike Mur, will 

Sphae and Aigament: Bnergy: N e u d .  
M.nifantioa PaM: Greater. 
Ubbippa~' Alignment Any. Clerics may be 

&oq: In ancient times, on another world, 
Razud was a rrrm of the golden-skinned CrpriC 
pcople who were eventudly mqwred b y 4  

"pure" Alphatipnr (see the Dawn of& 

Alphatias). A poruhrl, thoughtful magkh, he 

O f  My d p e f l t .  

who ~ldmraly n*lniltd-&e prrle-&kd 

b O X C d S C t f O t ~ ~ & C d ~ ~ o f t h C  

d lmmorrplity h the Sphere ofBMrgylong 
before the Alphatian rrtconn; onec &e 
tipar h8d conqucrcd the CMC dnue 3&l 
adopted most of ita ways. they rlro adopted the 
worship of b u d .  In the millennia since, Ruud 
has ban a patron ofthe Alphacirns. He grants 
speUr to their c k i a  and guidance to chose who 
tsk, and itwas he who guided the Alphatiam 
fleeing the destruction of th& wotid to this 
world, but in geneid he imernco very li& with 
humankiad. 

su&ient; he kbbmcn W y o n  thac who seek 
guidance from him but arc bmw and d a  
enough to toge out on their own if he o&n 
none. 
AUia: Rorud has no doae allies among the 

Immortnlr, though AJpbadp and Koryia are usu- 
ally w m g  to coopcfatc with him. 

permulicT: Rntud to help the RE- 

One m a hillipII( lrobold 

Onehu uddaimcao 

helmn ofthe Nonhcm Rereber. 
horn, a d - l i k e  eleguu8, and 

ia a parmn. 



m l h n a c o s b a  rimolforccofaatur~. 
HeM thencatat Padodm lmown lmnaonelof 
the Sphere of)huopy. ho ld  M the ohica IUI- 
mods, he haa amagbr to spread d d  and pain 
s w c  rhe & m c m q  ofrhc mon ancient 
sentient being. 

P ~ m d t 7 :  Thnnatoa ham & Me, aod mh to 
end it &-but only on hb specific timeline nnd 
p9ttm; it hnr M be done roldy with his h d  of 
aubdcty. Unlike other Immomls, he hata dl 
peopla and d living things equally, and hnr the 

-. 
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ship to Thor but ended up uiciing him. stc- 
from him, and c m w  him. Thor baa, on 
occasion. replied by beating LoLi to an Immortal 
Pulp. r ed. rcd-bcarded wador, mightily muscled, 
&g arms like that worn in the N&rn 
Renches. carryin a huge Me-hammer, w&g 

D e  Nota: In the outer world. most of 
Thor'a worrhippcn M found among the men and 
dwnrvcs ofthe Nonhern Rcachcs; in fact, like 
Odin'r. Thor'a wonhip is compulsory in O4md.  
In the Hollow World, he is wonhi pcd undu the 

thar &and the Icrvrlc elws; he takes on a 
slightly different appearance for them, ah- 
his Northern Reach= armor and weprine the sldns 
ofaNca&atwpniol. Heisllroprayedtobythe 
Northern Reacha-deseended piraw of the M e q  
Phtc  SCPI. 

The W v e  vwltchsrs 

: Thor appam aa a huge, rcd- 

a stout metal a& and metal glovcs. 
spbok The war-hammcr. 

name Donol by many of the An & and Nea- 

sphac and Alipmcne Matter; Neuml. 
arplitaacion h w w  Avenge. 
W-' Mipuncot: Any. Ueria must be 

Lawful. 
H k t q :  The hktory of the Twelve Watchers is 

not known. It is known titat thq arc nnln trdnor 
immoEcpb who were ctpfomcn in life; aa h r -  
mt, they have become the pauona of &en. 
They are not wonhipped under their individual 
namca, which chcy have abandoned, but M called 
b thcir profdona. All c u l m  agree that rhrce 
dthem arc Smith, Miaer, and Stoocurver, but 
there is a wide Mliparc in the belicfs ofwho the 
other nine M; each culture belietres that the other 
nine repwent io own nine most important crafts. 

Ftmmaliq: untnasn. 
Au*r: Uaia of the lkelve Watchers sa that 

KagyartheAnirnnissaidtobeafriend o l  the 

Tdkm Rrelve Witchen, while dcria of 
that K q y u  docan't clue about the welve Watch- 
en. 
Ihcmia. None. 
A ~ c c :  Unknown. Probably human, prob- 

ably wearing the garmeno of and using the took 
of their individual crafts. 

SymW A mcdpLLion depicting two staring eyes 
without the suggestion of i fpcc. 

the building of rome g m t  monument or collpuuc- 
tion. such aa a d m  or city. If foreign forces 
threaten that construction, the Twelve may warn 
the PCs and prompt them to elLninatc the dan- 
ger. 

Nora: The P G  M not likely to ~ 1 1  
into D% the vc Watchen unlw they participate in 



I. Enda: If VaJerias has a specific enemy, it is 

all ImlTKdS of b p y ,  who M coMt80tIy + in r- 
Eiryndul, whose advances she spurns. She 

wpnecson the m d  world, but they 
fnine W k h  tbe rompneeS Md h p y  CII-rbt 

N M O p ~ t o f ~ d ~ ~ o I r h .  
h e  

V d h  dwaya PppeM to Inow 

them belong; if she is apppcacing to m a  of 

if she appcm to onlpnders &evil) be bwrom 
and hlondc. Shc will h dmoed in the most coldj! 
and aquisitc clothes and jew& of that culwe. 
whatever her form, ¶he always W C M  the golden 
eonings kpriao impfinta of the Ijrine 6wn. p 
present from Irion. 

S y d .  A delicon mse with cspaidly.rhrup 1 

thOmS.  
DMint Nom: VderiPa is apatrpn ofthe h. 

goro people in the Hollow World. Honner, &e 
docs not confine her otcention to than; she pap , 
aa much attention to mmancca and lovcn in the 
outer world. Hcr muk will h &It by the pc( 
when they M in trouble with l ~ m c  new uibe or 
UQ, md Weriw makes the king% daughw fill 
madly in love with the masthntuhme ofthe 
d e  PCs, or makes the king'a son fall for tbe 

thinksthiswill help the PC party, d she Uuru- 
ally right, it wil l  plro c a w  all rom of complica- 
tions to the PCs. which you asthe DM should be 
merciless in exploiting. 

m h  rhc WU be lithe and bh&*&iid. W M ~  

mofl bcauriful ofthe female pct. W g h  she 

Hinorl: ~n &t rimes, vanya wm a warrior- 
woman of &e Kucndan people, who later becmc 
part of the ThyUiM Bmph. While* Thptiana, 
K e d a n a  and Hattiam, then on &e =them 
continent, were 0t&g before the dvpnciDB m- 
ies of thc Milenian Bmpirr, h y a  was a warrior. 
p d n c e r y  ' tkldiknianforceaand 
ddyinethcir pulce. Herdcspuntecampaign 
PlM dl her kiaamcn to escppc acma the Sea of 
Drod. though her entire force waa killed by the 
Mileninas. 

Capwed by the Mikniana and forced ioto 
SCRinrde iunong them, rbe iyz~ befriended by a 
Milcnian cleric who hdpcd her eacope, then 
hdped her find the F'uh dthe D t, when she 
e r n n r d y  found Immmdty in s p h e r e  of 
Tim. Since hen, ahe br bceua patron ofwar- 
fm and conquest. seeing it os chafotemost i d u -  
cl*c Oarhe development ofhumamnn.hifforg and 
c u h e . .  .andaIotdfunforanin)momlto 
watch. 

pefionnlicl: Vanya is the perfm cxalnple of the 
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Aligammt: N e u d  and Chaotic. 
Cluicr (shamans) may be eithu N e u d  or w- 
OtiC. 

Hiacq Y& nec a hunnaoid (no one knod8 
whahtr k WIW a hobgoblin oc a yel low-&i~~~& 
ac) nko uw supposed to kve  been able tocame 
b a c k h  d~ dead nftcr beingkilled. Poc Aar 
foe thotight him killed, only to be toppled when 
he r u u d  from the dead to confront them 
again. X g r i  w ~ n c t u d y  in tbcpolMIIionof 
porcrtul m d c  item (such aa a h g  ofrn@era. 
tion) rhieh .uorcd him to Dccomplish theas feurs, 
but cb# fict im't r d l d  in the legend. Rgrai, 
the g m t  pcmmcrer, was able to find Irmwmplicy 
in the Sphere of Entropy, and since then haa been 
a Immoml widely womhippcd by all som of hu* 
manoid nccb. 

paoolllicl: Yagrai's greaten trait is hh stub 
bomncss. Neither very c l m r  nor, aa Che la@ 
danonnnter, a great fightez he h a  an indomi- 
table will. Once act on a path, he cannot be 
tumed from it. He has no p e d  go& for the 
outti world 01 the Hollow WMM (other rhnn the 
eventual dnauction desired by dl Immortals of 
Entropy), but he ttiU aider than who wonhip 
him kcnwehisvlnity ia tickled by their 

Auio: yIsni haa no individu.l die. 
Bacmia: Yagrai'a chid ally is Wav, the enemy 

worship. 

of all humsnoids. 
Y d  nppcna PI a Inrgchumon- 

oid of indetcrmiaatc specie (hobgoblin or ore). 

ing a blackrlull&ccd helmet, caqiag a black 

S p b o k  Black akull agaiagt a wbita back. 

DMhg 1yora: La the H o h  WarI4, Ylgmi is 
ofken the second most venerated Iminorml of any 
humanoid culturr, each humanoid me hpc at 
lean a lmdl following ofthe stubbfn Inimorcnl. 

Zircbev 
CnbCHWW) 

yelbw-skinnad, repainB blackhide auuof, wear- 

two-handed sn~rd. 

ground. 

* yd Mipncac B a q y ;  N d .  --.a. 
w d i p p a d ~ t : A n y .  usligmun be 

NCUap1. 
HLcr:lladthecncriaoaH.l.r.Id?am 

(diu i n t h i s d ) f o r  mom a h  ziahw. 
zircherru a ~ - l e * s l l k d d u  @-wet vrined 
bythcHutubncctihe'Italr&lolds. H e m  
plao a friend of elves and forcat-dwelling ~ c r ,  
and a k o f h & m u  &voted to befriending, 
S U I l l U W I l i O g d C ~ m O n n m ~ ~ .  

rmlr.wdmld.K~iardedaddumriaoties, 
Zkhw bcame d l i c f l q i c d  drboru, ilrlromd 
Pean and pPrricipated in many cam ' ns ngninsr 
the gnoll~. Once the gnoll~ were m u g  zi~hcv, 
Wav and Petra all embarked on patha to Immor- 
tality, and dl eventually mched it. 
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Perpetual Dn-t 
It’s dwaya daytime in the Hollow Wdd- 

alwap high o m .  Thi, help giw the e a 
cllq&s3, cimelas M. 

“he K$ might ask, “How long h u  it b m  
since . . !’ to which you hnvc a winy of con- 
founding replies: 

“You don’t how:’ 
“It w a  high noon then, it’s high 

how much time do you fbicJhUprrd?” 

miles since then. Thnt’r hm 
lookc like noon m you.” 

native mkl you chat youeouklwock OM tbe pc- 
lrPecofcimeby-chepopidon,dthorc 
iflmriagLLndr.Ifyoudon’thavctheskiU.. . 
d. yea:’ 

I 
ble rlecpiag bccuue it’o rk.gs bod daylight. 

1mth thc coc(IIpL WL and dmclrraor. 

now; 

“Well, you’ve rlcpc twice wl mnchcd faq 
ago it .y, Still 

“Do you bavc the Navigatk (lawri W? The 

I The DM can t r y  chat, initblly, tbq hwe MU. 

Ths K$ J l C h  toadop nenm*r to cope 

I 
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For iarmacc, with no nighttime, there can be 
no nighttime mi&. Thieving and MCI~ innsionr 
hrre to take place in broad daylight. The PCcwiU 

People in the Hollow Wold rkcp when they arc 
tired and cat wkn they arc huagry. Whik people 
living in the same house or trawling in the same 
adventuring party will eventually drift into the 
same acheduk, in a given community most people 
rill be living on their own individual scheduler. 
One shop in a Iarge city will be daed while ita 

nm wiU be open; one shop-owner will be having 
brenlfrrr, while nnother will be preparing for 
dinner. 

Don't forget, too, that the sun I& diffmnc 
from the sun of the outer world. It's red and char- 
acterized by continual rok flares. 

Thh gim everything in tbe world a dighrly 
different look. Colon arc different-deeper, 
ticher, darker, It's al drnmotic diacrclKe al the 
d&rencc between modem-day movie coloriq 
procaw and the lush %hicolor of the 194Or, 
thm things will give the pc( asenx that eve? 
thiag h a bit di&rcnt in the Hollow World. 

Strbk hh, No h n a  
Weather h Werent in the Hollow Wrld. 
There arc no K W ~ :  A land which h temperate 

and mild h that way d the time. Winter never 
k z c a  it; summer never d a  it. 
A given mwill have afairly nuron range of 

temperaturca, rptlrine perhap ten degrm Fahrcn- 
heit, but that Wirncc don not depend on some 
nonexisent m n :  it's just random. 
So, with no nighttime and no seasons, the da-  

em arc nlmpr hoc; the jungla ue h y a  warm 
and humid; the mountaim ue always cool. Here. 
q i n ,  re hm the timelcameg and Id of change 
WM mnLa the Hollow World feel di&rrnt h m  
the outer world. 

That's not to nay there's no weather ch;meer at 
d. Wild I&WIUU and th~~d~mm PIT C O ~ -  

mon in the Hollow W d ,  a m l t  dthe weather- 

have tochange theiraPakin$ Mcics. 

m e r  Ilceps, while ep.erg other shop in the tpmc 

prcmvation # laid by the Imm0mls. 

normwiU loll mr t h e m  and drop gmt  
MIOunta of-. some ofthmatomn arc mni- 
FemamIt, magic weather pattmrc which arc 
confined to aspccifii area. In the rain fom and 
jungles. for ixumnce. a raincloud will form once 
per day and rain for about an hour. 

k h e r e ,  huge. pc-t nindwdr rvye 
d over the Hollow World, traveling h m  place to 
plue, 8 d i q  moII other region# ep.erg fer days. 
~cawrpopicp lamsmoieco~th .n tem.  
peratc oaa,and selQmcro* o u r  tbe daemat 
d. They arc uuumndy repicnished by Immoml 
magic. Thcir mum arc not pndi*nble; not nm 
the Hollow World residenu know when and where 

Once~ry inrskcpa  in most ams, a huge 

theK miles.wide rainfronts will pas. 
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I&, or have kept its secret to tlianaelvca and 
never done anything about it. 

But the player chafacter hemg d piobpblv be 
the fira to fhd it (mm k l y ,  by d e n t ) ,  then 
findtheirwayout.. .andrheadeciderhatehey 
wult to do about the Hollow World. 

~ * ~ O p P r a r r c a  
S d  ofthe culturw in the Wow World arc 

ened by some nastier culm. POI instance. the 
Oltco md some NeDthnr tribes arc endangered by 
the Ascms. 

Many of the other cultures in the Adas chapter, 
though not l i e d  as oppressed, can be made so 
with a linlc modification. 

POI htance, the Makai (Ncathnr tribe) could be 
thmtened with merminrtion or Slnvery by the 
Merry Pirates. The Tnnagoto andlor Jennies, if 
r c d d a M  in sacngch, could be ea 
betwesDthcpmvubialrocLandthehPr place: 
The Nithismr qnd the Milenians. Ether culture 
could need a group of hardy, experienced. outer- 
world adventurers to lead them to victory against 
their ancient enemies. 

Mates in the €follow World 
The “lost worlds” genre that is the inrpiranion 

for the Hollow World is a very romantic one. €f 
you playen ate so inclined, you could apark one 
or w e d  ro~lp~lcw between outer-world p6 and 
Hollow World natives. 

And when it comes time for the player charac- 
ters to decide to return to the outer world, they’re 
faced with a hard choice. It should be obviou to 
them that their chorcn matea will not adapt well 
or at d to the outer world. They have the choice 
then of uying to persuade thcir mates to leave the 
only land they’ve ever known, the one they love so 
much; or to leave their mates behind when they 
return to the Outer world; or to decide to a b d o n  
the outer mrId and stay in the Hollow World 
permanently. Any of thac is a tough d d o n  to 
hare to make, and this will be an intercscing chap. 
ter in the lives of your p6. 

Forging Em- 
The player ehpnnur may decide that the Hd- 

low World La sating which is rife for exploita- 
tna. With cheir superior magic and outer-world 
militnrg knowledge, they could take chprge of one 
or more culnucs and build rJmwlves an empire, 
something they whr less likely to be able to do 
on the outer world. 

And thh h quitt d right: It’s per fdy  appro- 
p h t e  for the PCa to ag this, and pcrfmly rU 
right for you to let them succeed. 

Ifthcydoaucceed, it’ll be no kd d m  for 
them. On the outer world, natiom and empires 

oppressed peoples; they’re being b d k d  01 h t -  

Tin 

I 
tendtobeniarr~edandcataMirhukbordcm 
do not &a& comantly, and even unpins which 
w cncmiu(suchuThyacia and Alp-) arcnot 
conaandy 4 war. 

the ewe in the Hollow World. The 
PCwiUhavetoholdhisnuiom 

together thn+gh force, indigence, d sarngtb 
of personnli ; it will be a conatant rauggle. 

So if &$ do decide to build t h d v w  a 
nadon,Icc em.. .butmptetbeLlivesintarar. 

no Iong-teq goah or interests) that’s just fine. 
I 

with: it’s only ustful to them 

Once you’kc rend the A’ chapter, rend the 
Player’s ouiqk. h ’ r e  not going to v~lll thc ploy- 

I 
The Cult&d Birr 

hr you’ll *e in the Playet’s Guide, Hollow 
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welpar, mor, and Innguagc oftheit arigind I 
culm.  
Becpuse ofthe speu of PracNafion, thk k 

more than just apcaonrl pscfcrenoc. Tht Spdt 
I M k W  it hord for drn  to violare tbecultud 
biu. 

makea it harder for him to learn, which is where 
the experience penalty c o w  frolr. 

Once the character has earned only one tull 
experience kvel while earning hdfapcrience 
points. he k any Spcdnl Compenurionr (fmm 
the ChaMer Bndrgroundc chpptu) which perah 
to his NINE of origin. 

And while the chnnccu is adhering tq nucomc 
which arc alien tohis qltum, his own people 
consider him an outsider. What WL( gqa his 
home is no lo r his b e .  

bipr. Those who do hsvc urudly: 
Frillen in lase with a foreigner .ad dsidcd to 

a h d o n  home in d a  to xcon~panythe foe. 
e*; 

Bssrr caled from or escrped from dpvng from th~ 
rlaljvc daue; or 

Acquired a h  a perao~I debt to a kreigner h c  
the only way to xepay it M to ucol!apaqhLn 
Qva*ere s hia e(emrl folbncr. 

See t h e r m  on the culnrrnl birth the chnme- 

so very few L u x  cvu defg the cultural 

ter Crention chapter of the rYrpr% Guide 6 s  
more dmil on how this rill works. 

aping With the C u l t d  Biu 
Now, tbe errw bj, inlpoau some Mnrc 

rarrictiom on certain cultures 
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friends. Thay can’t tap into the I&& oforhcn, 
and m u ~ l  rely on theit own pcrccpciveners to fiad 
out what othera ue tbinkhg. Tbq can’t call in 
monsters from other p h u  to h l p  them tight; 
the WorId-Sield p m c ~ s  man& from paform- 
ing inccrplnarr tnnrponnrion of any M while in 
the Hollow World. T h y  can’t hurl ~msclvea 
with + abandon into fidro, we rhps 
beniwdiftheyfJI;here,dcadbdad.And ey 
C M ’ ~  just po d over the Hollow World map, or 

pkC, h m  to WnDmp Om HCy 
rndr ofground, and to leave the Hollow World 
they must fmd the phprid exit and travel 
thou@ it. Nothing‘s epcy in tbe Hollm World, 
and the &om on magic reae* hi8 fact. 

er’s Guide for a complete bring of rpellr which 
don’t work and ofrpells which do work but arc 
unknown by Hollow World magic-users. 

!Sped& Tlirt Aren’t Known 
On the other hand, ouccr-world magic-ursn 

have certain advantages over chcir H o h  World 
 counterpart^. They know mom d diffamvr 
wb. 
outer world ue UnLDOnn MY Hollow Wrld 
spcllaffsr; eirbn thq’ve baa ds*etopd in re. 
cent ~cnwriu, or the Hollow W d  &-wen 
have loa them. Timy nill work j m b  in the 
wdlorWd;it’sjundruhoneoftbcnauve 
&-umrimachrm. 

Thae indude w e  ofthe moa e&ccive com. 
bat spells: magic &e, k p ,  Ibr har, lightning 
bok polymorph &, doudtiu, 
telckinwis, dapbspeU,pomr~snm,nold. 
power rord blind, memu-. pomr aold 
kiu. 

This g i w  the outcr-world nqic-user a rig&- 
cant rdrurp(te in tbe Hotlow Warld; he probably 
know ~OIC purcly duuucth magics than the 
W o k  W megk-uwr. He’ll be mom etkcive 
in combat. Lihisc, he EM find audcnu willing 
t o f i r  him much ifhe’ll ody ccrch rhcm ht 

Ah, thb give3 chc outer-world ICs a emia 
amount offeuromcnt3a among the Hollor World 
natives. Imagincthc.rPnionofaprimitiwtribc 
who have ncver Ken MY of these spells; thq at- 
tack tbe FC pmy snd arc suddenly scattered by a 
td fy ing h b d ,  mmcchiq they bmIK*CI 
scen before. If you a t  the FCa to be able to 
intimidate a native altum, just give them a fear- 
N rcnctiOa toa rpeU which the outer-wofH he- 

(On the other hmd. the Nkis pnd d m  of 
the more sophhicacd culmm won’t be EO endl7 
intimidated. The PGcwiIl find that@ cncdc 

stadin# snd alarming to schmenrlfen, AZCEM, 

%‘ll 

in and out o! the Hollow World, at will; to ex. 

See the Chuacccr Creation chapter ofthe Play- 

Many qe& whkh PIC c o m m d y  known on the 

rpur. 

roescodefquiteotdiay. 

which worb wondm on primitive dbcs M merrly 

12s 
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live as they alwaya have. They &Id lad the 

chugcdsvb new uibr, but spin 1yn wing 
&*the society 01: culture ofthe c o n q d  

in w m  of conquest agaimt other m i ,  

+loa an-empire which is 1. tlniadooalrdarg 

i in&- uiba. 
At rhir point. if the pcbaraad to build 

selves a city and culture to suit themdva, chrg 
could-+, subject to certain considemtiom 
the spell of P m e d o n .  
They could have the workmen of their empire 

build them a capital city. Mort of thwc worhaen, 
unlw thcy *qe *Irepdy city-dwellen. would not 
want to live there, and would rctusn to tp with 
their uiba once it WM completed. 

The PCs muld w a b M  the law they 

new city. 

Dealing With the Inamon& z 

with it, and to make ND rhu whole dm 
aren’t destroyed by i n d o n .  &me, a the hrca 



- -  f 
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one-a youth, a 

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

years-stepped 

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

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

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

spite of hiqLulf, I<iprius grinned. The 

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

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

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

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

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

~ 

failed. 

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

Klyrius had lcamcd a few words of their 

Any you want to go?" - 



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

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

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

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

cleric can conceivably rwch 36th experience level. 

Limits on S+: Useless spells 

within the Hollow World. 

Sccoad Level: Hold Penon 

laud M: 
FifthIc*cl: Commune 

The following clerical speh simply don't work 

Know Alignment 
snake chm 
Speak with the Dead 

INect Plague 
Qu=t 
Rais Dead * 
'Itucsight 

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

SmnchIml: RpiXDcadFully' 
'Itpvel 
Wish 

Unaffected Speh 
The following'clcrical speh work in the Hallow 

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

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

Find %ps 
Resist Fire 

S c c o a d M :  Bless* 

15' Radius 
With Animals 

Third Level: ntinual Light * 
Cure Blindness 

cure Discssc * 
GmwchofAnimrl 
Locate Object 
Remove Cum * 
striking 

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

Cure critical wounds * 
Dispel Evil 

Barrier 
Cured 
Find the Path 
speak with Monsters * 

SmncbM: Earthquake 
Holy Word 
Ratoq * 
Suni*nl 
WiEprdty 

Fourth M; Animate Dead 

FifthLevck CreateFood 

S i z c h h l :  AnimateObjm 

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

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

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

druid can theoretically. reach 36th level of aperi- 

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

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

Limits on Spe& Uaelcss S p e h  

within the Hollow World. 

ence. 

i. 

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

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

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

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

ObSCUIC 
Produce Fire 
warp wood 

Protection from Poison 
Wata Bwthing 
Control Temperature 10' radius 

Protection from Lightning 
SummonAaimals 

Control Winds 
Dissolve 
ppu Plant 

h n m o n  Weather 
%rn Wood 

h t h d  CmpingDoom 
M d  to Wood 
Weather Control 

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

ThirdIml: CaULightning 

Founh M: 
P h t  h r  

Fifth Iml: Anti-Plant Shell 

stnh M: Anti-Animal Shell 

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

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

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

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

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

Score. 

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

magic-uxr can theoretically muh 36th experience 
Icvel. 

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

within the Hollow World, and arc unknown to 

4 



PiffhLsrd: AnimateDend 
ClOudLill 

Dieistegrate 
W d  0th 
Rk&AOllUOl 

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

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

Metcor Swarm 
Power Wonj Kill 
Rirmrsic WaJl 
Timcstop 

NinthIml: Maze 

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

P i  M: Detect Magic 
Hold P o d  

Protection from Evil 
Repd Magic 

Detm Evil 
Knock 
Levitate 
Locate Objm 
PhnnMIlnal Poree 
Web 
Wizard Lack 

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

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

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

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

Wt 

W M :  GntinwlIight 

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

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

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

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

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

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

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

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

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

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

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

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

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

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

ZmmOrtalMagk 

e for a 

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

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

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

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

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

New Races and Cbatlctet 
ClaSSeS 

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

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

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

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

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

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

6 
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E&ccon 
-if 

*of 
specbl 
compumtion C d d  Bia8 kViohtcd 

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

Ignores cultural bias None 

Thief ability 
bonwr Disappear 

Weaponbonuses Disappear 

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

his cultural habits, they will soon accept him 

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

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

unchanging and e t c d .  

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

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

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

This means that a stone age warrior who w( 

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

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

Thief abilities stop imptovine 

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

*. But if the character CMS three full @- 

fOKU Whkh keep the H d h  Wodd MditioM 

-_ 

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

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

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

11 

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

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

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

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

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

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

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

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

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

and the hone is wddcnly ked and begins 

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

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

suapk ski& 

Porexnmpk,ifthecharactcrisridingahone, 

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

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



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

pla er characters into doing what you want them 

into doing what you want. a may not be 

upon them arc not Litel ever to bccome fiicnda 

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

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

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

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

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

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

more dots and have md typw of 

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

with the intimidating p r ayet-chnnner. 

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

get with violence ot othet bod rebulo if the target 

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

3x2 
The chup*ercm makchis wnc thiapmb 

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

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

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

look like wmeone clsc. A succcrdul D i q k  

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

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

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



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

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

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

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

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

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

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



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

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

ApproPrintestillclraice 
Playm M moaly free to chocae their dune- 

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

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

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

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

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

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

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

must take the skills required of both dffnms and 

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

Each new skill slot may lued to buy a new 

RocLbame, and ham dmrf-deric chnrpncrs, thq 

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

foundinth&k=i%dd. 

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

phym chuvtar far many dthcsra d poplea 

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

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

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

dowd to Nn ceem lli playerchnacwr. scc the 

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

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

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

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

CuhdMidkWapmsrBow/long,bow/ 

Cultural 

claicr Can UK: Axes, hanuaen; all cultural 

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

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

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

arm (pike d y ) .  speu. jnvclin. 

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

shield (horned shield plro p l t d ) .  

armor, 

ding; leather armor. 

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

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

Antnlipnrhievcrgcta +lo% tothebasic 

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

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

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

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

stona, etc. 

ClMtOllM 

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

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

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

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

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

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





7 4'6" 
8 4'8,' 

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

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

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

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



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

3 - 10 Ibs Strength ModitiutoWeigh 

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

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

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

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

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

3-4 Pbinacdfip, N d  Sire 

Beastnren wastes 

'If w 

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

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

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

up too much of the hunter-wwhrs' time. 

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

NpmCd 

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

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

I d r d G c a d m  

in thew icy I&, cheauuggk forwsitnltakc8 

ThCBeasvncnMercat~ l l r rc ,  mdndmin 

ssntple mtmu (usable with uther 

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

will always d tkr 

el, thcsc M the rocirl nah 
in order chimponance: 

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

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

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

P i  A capable offishing but h p a -  

cions (RKh aschanter orfirhcr), but in RIch 

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

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

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

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

Brute-Men 

h the outer 

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

The Brute-Men M qcudc&& who haw beee 

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

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

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

CUStOlU# 

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

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

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

the Artisan, whom they c d  Ka-gar. 

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

in the Hollow Wbdd since bcfon the ILC of mod- 

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

The BNte-Mm ronhip rhe b o d  K W  

Dn-gor, M&-NI, ete. 

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

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

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

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

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

They nlso speak Ncathar. 

RtUidAbilitJMOdifisa 

M 18’s.) 
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h h 6  Thmrr %blC 

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

12 10 8 
12 10 

Mpsie- 
14 
16 14 12 
15 13 11 

D n s w B d  

Bxpcrienaw 

cording to the follming chart: 

Paralysis or Itm to Stone 

RodlSmffl Spell 

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

nit 
Ind Potro Dice 
la 0 Ids 

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

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

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

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

primcR?Xpi& 

w e p p o n , p a d ~  

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

CUlnunlMdS&bpWAS?d 

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

mace, dub. bhJticL, hunacrl 
spear, javelin. 

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

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

Sbnm4n.d- ~ 

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

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

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

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

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

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

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

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

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

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

Ralcs and G e n h  

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

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

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







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

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

Dragon Breath 16 14 
RodlStatTlSpell 15 13 

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

u lkpgiarc 
M panel 

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

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

GdOhgN~GcnmlSki l lSh  

400,oOo pinta nmed. 

Rimclklquidte 

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

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

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

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

HutnnLPnr M limited to the following rcppona 
MdfgperdPlmor: 

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

uossbowlhcavy, ding. \ 

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

CdtMlI xdec 7R.poltl: DqgU. mralrhon, 

CdtQIIl & b o a / ~ t .  

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

\ " 
.. .. 



. i .  

. . .  
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NewchumaerRw\rr:KrpgslO~ 

RpCiplAbiiiqHotlibca 

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

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

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

KNgcl om save as fighters of the same experience 
level: 

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

sa*ThrmTnMc 

Death Ray or 
Poison 12 10 8 6 6 

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

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

Spell 16 14 12 10 9 

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

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

Experi- 

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

16,000 
32,000 
64.000 

130,000 
260,000 

+200.000 

Paints 
Hit 
Dtc 
Id8 
2d8 
3d8 

4d8 
)de 
6d8 

7d8 
+2  hp * 
+2hp*  

- 

- 

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

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

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

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

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

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

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

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

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

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

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

P s p p r c d  

do much lar damyle chra the 

B=u- 
S N L  KUbitt Ihmyc 

=w- 
Bade Arc* 
Bow 

Club 1d2- 
cmgbow 

Roll 
ld6 

Anonz ld4 10 30 50 

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

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

( N o d )  164 
s w d  

(&on) ld3" 
S d  

(Wo-HaadCdY ld6 
Wu Hnmmcr ld4 

Id2"* 10 20 30 
Id4 5 10 20 

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

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

*** Roll 1d4, eollntiHg a 1-2 PI 1 pdnt and 3- 
aa 2 pointa ddamyle. 

L ,  



Mdph 
The M u d  srcaneedsrnl8hp-dwcIhg 

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

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

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

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

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

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

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

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

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

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

tal Ka, who is their patron. 

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

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

'*d& no@ fron *, 

mea ihnt mal ate tcrg ptotdw ofthcir 

They're mercenaries. They hire out their services 

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

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

4 

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

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

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

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

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

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

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

The M c q  Pirates WFU disciactive piratical garb. 

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

Many piram wear noodcn legs. cyc-pauhcs or 

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

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

CWtOlW 

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

uuth. 

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

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

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

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

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

Thc May Pirates M loud,*merg& 

bear only the most pmitlg rdptiDaship to the 

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

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

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

-#e 

the Nerrhnr tonpe. 

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

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

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

chactcrclaue8 

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

weppollldAmtor 

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

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

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

The Mile- a p e d  the Milenian Ianguagc and 

We- are humnnr and cau choose from any 

Milenians prrtu to w spears. pikcs. short 

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

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



Nithians 
The Nithiana are a race of monument-builden 

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

ApparuuepadDreg 
Nithiam M dusky-skinned, dubhaired peo- 

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

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

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

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

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

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

Cunolru 
The Nithinohare a theocmCic race: Their phat- 

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

any 80K Of 

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

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

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

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

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

me3 Pnd bde3 

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

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

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

By ancient tradition, the lhnagoro warriors w 

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

C u l d  Mkik WenponB: BowltoaK, bowl 

The WCfO M Mt the CIICIlliW ofthe north- 

WepporuPndArmar 

only a limited rpnite of wcaponr UKI m o c  

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

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

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

bows, *. 
spreinlcompauriwr 

they can wear Md w 

compcnsnr iOl lS .  

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

fore, they have a coup T e ofimprmn Special 

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

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

(quai to full plate and suit armor). 

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

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

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

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

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

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

Genarlskiuo 

General skills. 

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

Some lhldpr r rgt even heavier varitties of m o r  

m b  -: A.cibnle,  

coltprnl luiaik WkapoIU: Bowrlong, h l  

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

Ttaldar M not required to crte any specific 

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

ud noble Stone Age tribes. 

AppenrPDeeMdh 

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

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

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

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

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

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

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

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

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

layer characccr my belong to any of the liw 

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

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

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

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

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

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

spear, javelin, net. 

spcid Compuu4tion, 

mt special CMlpcImtions. 

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

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

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

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

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

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

Riyn w weapon: Long bow. 

tmcd byhighwoodenpahda. 

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

Hinkrni 

eagle called the bid. 

of the Hollow World’s Floating Conrincnu. 

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

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

corcllme Blcmcno: Heavy hidccunio, Imee- 

Rrquin?dGemd sldm; All cbamccca oftbia 

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

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

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

M a  
Nom: Vqpcaccful amtanmy nec; uagoauc, 

no cohception dindividud propuq; rbopl N% 
w thievcs. 

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

of w e n  flowers; buc8bor. 

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

lbrplpi 

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

Rimy’Ih’kl 

huucog(pad , 

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

W d  
Riyn aikl U4pm Sppar. 

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

and wooden d. 
Tarpin: Deep forest. 

fur for scent rcfognition. 

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

caalmc Bkmeno: smblr; hedbradr o f d -  

~ ~ ~ ; A l l ~ o f t h t  

wnun wikf !&OK W d  
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I- - DUNGEONS & DRAGONS@ Character Record Sheet 

. $ . > ' . I  . - Character's Nape:,.. , . I  class: , , $. .; , i- , - 
I .  I . . I .  

. Alignment: 
.. . , i Level.: - !,. 

,' Player's Name: 
Dungedn Misnr: 

I 

ABILITIES: Adjustments: 

Poison or I n  Dcnth Rav 

Turn to Stone 
or P d y s i s  

I: LANGUAGES: 

COMBAT NOTES: 
Am6r 

Armor VdUC 
Clpss: (if wd): 

Movement Rate: 
Dam~ae liken: 

Common: 
Alignment: 

1. 

€QUI ENTC 
Item 

RED: 
Enc. (cn) 

SPECIAL sKIIzs:- 
(Thief skills, Clerid turning, 
mid skills, etc.) 

1 HITROLLS: I AC: 
Target 

Hit Roll 
Needed: 

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

- ' 
N S  & DRAGONS. gnma.) 



DUNGEONS & DRAGONS@ Character Record Sheet 

CHARACTER INFORMATION: 

Pull Name: 

Additional N&cs and Titles: ' 

k c :  Age: ,a 

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

:ASURE: 

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

gems: 

CHARACTER SKETCH,' SYMBUL, ._ 
OR COAT Q€! ARMS 
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Introduction to the Adventure 
Book 
This Inn book of- Hollow Ubdd ir for the 
DM's q e s  only-players shouldn't mdy my fur- 
ther into it! 
The next fwo chapters contain a lot of +-to- 

play material. 
The first chapter is Advcnnrres; it c o h  of 

two full-sized advcatwca and rcrrnl ahorm ad- 
venture ideas. These scenarios will get your player 
charpaers into the Hollow World and launch them 
into a fifethnc of adventure there. 

The second chapter is Mohnen; it describes 
numerow moaner types found exclusively in the 
Hollow World. 
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This chapter contains rmd d m-tun sea- 

ten to the Hollow World sming and plunge them 
into danger and adventure. 

narim and a c e d o  ideas to in uod;cclMIf&pIy. 

That Sinking Feeliog 
( B k  Ad--. 3 4  C b ,  L+nL 1-3) 
This adventure gets the herow to the Hollow 

World through accident and catenrophc . . . or so 
they think. At adventure’s end, they arc smack in 
the middle of Hollow Word territory, with no 
idea of how to get home to the outer world. 

Stuting the Adventure 
By whatever means, get your hems aboard an 

ocenngoing ship. 
There arc lots of ways to do this, and most M 

pmty eaay. T h q  could already be aboard ship, 
rcnuning h m  some dircnac advenwa. They 
could be in need of employment. which leads to a 
lot of appraaches. 

In one, they heat of a trader in need of body- 
guards for his overseas voyage. He’s an indolent 
Thyacian nobleman with no combat abilities and 
no ml concept of what money is worth; he’s will- 
ing to pay bodyguards 200 gp each per month for 
their services. 

In another, they heat of a ship where plague 
killed h o s t  nll the crew. The m e n ,  losing 
money at a hn~ncertic rate, M dcapcmtc to get her 
launched again, but can’t hire any  d o n  because 
they have a superstitious dread of the disease that 
killed the last crew. The m e n a r c  willing to pay 
common d o n  a full share in the profits of the 
voyage, which could result in several hqrdred gp 
pet d o r  if the voyage is very profitable. 

H~wevcr you do it, once you have the Pc3 
aboard ship, their fate is scaled. 
The ship, a large sailis ship (see the Brperc 

sail from the ~ O K  most convenient to yoau charac- 
ten; in denination is the Ierendi Islands. B u t 4  
course-there’s a detour. 

debook, p~ge  43) ll~m the Serr-Gdop, KO 

Getring Them to the Hollow Wrld 
One day, the Seo-Mop has put into ~ O K  

briefly, taken on some cargo, and put out to sea 
again. While the Ser-Grrllop is far out from shore, 
a nasty storm brews up in the distance. 

The ship’s commander, Captain b e s ,  gives 
that distant storm a c k  look and orden that the 
ship make for shore. “That ’un’s (00 fierce for us 
right now,” he’ll say if anyone aaka. “We’re d- 
ready running coo low in the water, MO much 
a g o .  Don’t want to be swamped. We’ll fmd a 
cove to hole up in on the em!’ 

But, they don’t. The m d  on the ship stam to 
glow with the eerie lumineacence of St. -0’s 
fire, frightening the crew and any PCs who know 

what chat pomadr. With unnatural swifcncaa, the 
snmn bcM down on the ship and then is upon 

& am) with tons of water. Lightning 
crashes Ll om d around the ship, and we unlucky 
bolt hits the main maat, breaking it in two. Any. 
one on deck must make a s u d  Danerity 
check at a penalty of -4 to avoid b c i i  suuck by 
~ d , r i g g i n g , a a d ~ .  

The hemes M put to action immediately. The 
largest piece of mast fplk on the ship’s fo’c’sle, 
s a d k g  it halfway in and uap paaacngcn 

the mils, the h e m  must lever the maat off, get 
a e .  and rce to the wounded. 

While d chis happens. unknown to the h e m ,  
the Sa-Gdop has been heading d i rmly  coward 

which is now in its path. As the hemaatcdaling 
with the injured, trying to save o t h e r r i k a h  
being washed overboard, and so w, cvaytmc f d  
a sudden lurch as the ship him the edge of h e  
whirlpool. 
Now. it’s too late to escape. The ship lurBer 

again, then again, and the hema d k c t h n t  they 
M q* around the outer edge of& whirl. 
pool. The captain shouts for the h& to be 
battened and for ”cryone to get below-decks. 

Five rounds afterhe mrLa hL ordcr, the ship 
reaches the lowat pan of the whirlpool funnel 
and spina around and around. From now on, until 
the spinning mpa. each character at i l l  a h  decks 
must makc a aaving throw va. Death Ray each 
round; failure means he is m p t  overboard. (And, 
unless he hu some sort of water-breathing rrcpnve 
or spell, he’ll be dead; he won’t be able to swim 
up to the aufoce agaim the whirlpl’s M M t  in 
time to keep h n  drowning. If he does haw a 
treasure of apcll which dows him to nuvivc, he’ll 
jus be dragged down with the ship anyway, and 
cnd up where the ship docs. described immedi- 
ately below.) 

tbun, bett&g the Ser-Gdlop (and the sur- 

inside; while the ship coae an 8“ waves cmb over 

shore-md M y  u)wIud the g b t  whirlpool 

whcn the spilubg stop 
The spinning continues as the Sen-cntlop is 

suddenly sucked deep into the ocean depths. The 
deck is not covered in watec though there is 
water d around, the ship is now at the bomm 
of a narrow shaft of sea-foam-fded air. PCs find 
it difficult to breathe until they become accli- 
mated. 

Every chpcpcar mwt make a saving throw vs. 
death ray. A character who faih takes ld6 hp of 

*. If he succeeds, he takes only half damage- 
ld3. While chis is happening, the c h m n  = 
being taarcd dl over the place below-deck, the 

dm- from be& t d  around by the ~pin- 

lamps go out or set firc to cargo, the characten M 
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Brh dcrrh i s  idenrial to Piam's; the victim's 
body is a h p c d ,  lifeless husk, 01 ifexpordtoaa 
incredible h a .  The body'r dahr M ~ophad, 
but the mumding M bnot. 

U~ly ,chtPCsmurdooneofchne  
things: guard the box, thm is overboard, or lave 
it unguarded. (In thh QM, thedinghidethc 
boxcwsforoneofrbem. See lki&mnrr 
smika, below.) 

IfTkgGualdk 
If they guard it, two days later the q n s t e r  

h i d e  emerga and am& the H s ) .  Sec me 
Moastcr Suiln. below. 

I f T h e y ~ I f c h ~  
It they throv chc box overboard. them M M 

marc deadu. (However, the box docs not aink. It 
daes UrJl behind the ship nt quite ad inwe,  but 
CVCIIN&g ends up in the same p k  .c the SeO 
W P .  ) 

Tbe Monster Strikea 
The thing in the box L a sun-right. 
Every two dip, it uaerpg fmm iu box to SnL 

out and kill a new victim. If& beroes do ad 
pard it, it emerges each day, mrting with dre 

more inreradng P C s d  NFCS. 
Epmtupy: it comes for a PC, or a PC is on 

pudducf  when it emerges from ha box. NaN- 
dy, it arepdcr to destroy that PC. But pc( a 
hardier bred than the common uilors, md prob- 
ably put up a much h e r  fight. 

siM.wi&hc 
ArmorcIpu: 4 
Hit Dk. 6'. 
Hit Points: 20 
Move: 120' (40') 

Flying: 60' (20') 
Attt3CkS: By mxpon, toucll. or 

DPmnge: 

NumberAppe~r& 1 
Save As: F6 
Momk: 8 
'Itwurc TW: E 

common saiIol3 and gradually moving 011 to the 

specipl 

._ 
ALignment: 
THACO: 

chpodc 
l A  - _  

XP value: 721 

lem with sunlight; in fact, it is darheas which 
hum this creature. 

wight M become immaterial, squeeze but ofthe 

This is an u n o d  cmtylc which hpr no prob- 

The nun-wight currently resides in a mneiepl box 
W h W k i W s U h  g h d  rhe tim+. Ibew- 
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The sun-wight, like the vampire, will not come 
within 10’ o f a  strongly pmented holy symbol. 

The sun-wight must use ita fieq touch to kill a 
sentient being every day. If it fiils to do so, it 
sustains 2d6 damage every hour after that 24-hour 
period haa passed. 

Tbe Pip to tbe Hollow World 
The whole bdou-yound trip from the outer 

world to the Hollow Wodd fnLcs tm days. This is 
rhe dedule of eventa of those days: 

Day 1: The Sea-Gallop is sunk by the whirlpool. 
Day 2: The sun-wight kills Fiaro. 
Day 3: The sun-wight us Dyltian. 
Day 4: The sun-wight kills Hollis. 
Day 5: The sun-wight kills Tories. 

The ship Nm, topsy-turvy (see below). 
Day 6: The sun-wight kills Spddar. 

The ship wends a watery shaft. 
Day 7: The sun-wight Lrills Lorren. 
Day 8: The sun-wight kills ailiuim. 
Day 9: The sun-wight attacks a player character. 
Day 10: The sun-wight attacks a player chanutcr. 

The Sea-Mop emerges in the swamps. 

Now, many of these events-those relating to 
the sun-wight-can be averted by the player char- 
acters. If, on Day 3, the hemes throw the sun- 
wight’s box overboard, then the rest ofthc deaths 

won’t take place. Or if they leave it aboard but 
begin g u d i  it on Day I, then the sun-wight 
attacks the guard instead of Torim. And so on. 

sun-wight long before the tm days &cap; how- 
mer, they still arc not obk m get into the box, 
and the box remains hot. 

The Ship Ttzrns Topsy-Turvy 
On Day 5,  the descending ship enters the re- 

gion of the Wd-Shield. 
Firat, things get hot. The heroes M passing 

through an area what lava has crusted and be- 
come solid, but it is d l  hot. 

Then, gravity p e s  haywire. 
Initially, nothing changes m the naked ep, but 

the PCs and NPCs all feel a litdc scnnge-liie 

they aren’t sick and they aren’t hot. 

find t h e ~ c l v n  floating an inch or Wo ofT the 
deck, and the water all around them iC bmLing 
up into big, floating chunks. It’s hard to be- 
cause water entering this area pssa by hot rock 
and (urn t o m ,  so &e air is tilled with seamy 
douda obsnuing the vision. 

Soon, the Sca-Gdop starts slowly, majcsddy 
spinning, while d i n g  Mob of w m r  float by, 
sometimes urshing into and drenching chpnnm. 
chorpfccrs flont free of the ship unless they tie 

It is certainly likely that the chthmn lrill the 

they*re si&, dizrY, flmting. ~ ~ S I L  n-r. 
Then, things get weirder, The heroes somedmes 
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the sun-wight hr bccn emerging to teed on huge. 
white, blind Wrbid, lire in the underground 
river. A few mintma lrfrn &e box lands, the sun- 
wight cmcrga from che box and confronts the 
hema fppm where it is. 
If dw beam never coafmwd the sun-wight, it 

c m c g c r h  i t s d i o  in thehold, burns its way 
outch.jacoftherhipnichitsfieiymuch, and 
f l a a  &a hundrcd lndr a so betore confronting 
tbtkow. 
If the hemes &ed the eun-wight. that’s d 

right too. In such a case. on 1, the --wight 

chprgc ofthe billutne) and dragged hisbody into 
the stecl box, whidr M be opened fmm the in- 

d e n s .  AItrataatl whispers WO hir mind, 
PmmtiDg him thc dominance o w  thk eternally- 
~ I I U I ~  land whicb he’d prcvhdy promised the 
orhei sun-wight. The new -wight emerges from 
tke box. If the box i s d  .k*rd ship, he, too, 
buma his way out ofthe hold and DicsaEfaways 
arolotumhg to&t the h e m .  

The sm-wight taunts rhe heroes: 

had killed the ship’t gunnery % cer (the OM in 

&. NOW, mdr~ this ~unncty O&X --wight 

i 

&-ei 
With a mocking laugh. he rum OB into the 

swamp to begin his lite in this land ofthe eternd 

n e  Hemm In the Swamp 
The herow, if they ate truly heroes. should be 

motivated to go out after the sun-wight and de- 
suoy him before his &can spread. 

1 sun. 

Brm if they’re no( of budc M~UIC, they’ll have 

Halbr U U d  am-. fRhcrc they go and what 

to leave the &lip e w a d y ,  OI Itpcvc. 

At this point, they’” kcn h c h e d  into their 

they Q b now up tarhem. 

swnrqp. f* the urirmp on those swamps in the 
Por 1101, they‘re muting the Mdpheggi 

A h  dupttr of the hyl”” Muter’s 
SourcebooL.) ”hey dimrrr, h e r  a few hours, 
that the a~ is not deffnding: once they get a 
good loot at it, they rrrlia that it’s red and flu- 
h g ,  nos gddca and smooth, and know that 

on them. As they crosa a log spanning a4O’ 
river, it tmns out to be the mighty phobosuchus 

thing4 .IC very *rem. 
Tbm, p can begin droppiae other tittle hints 

(see the Monsters chapter). As they forge through 
the swamp, they spot a troupe of Azcan warriors 
being led IOU& by a Mplpbcggi lizard man. Even. 

have to bribc or fight drcir wa out ofthe 

aca in the s u m d i n g  lands. 
Ifrhcyheadnonheprtorepsr,theyem~into 

Neath p&a and fomts. If they head nonhwea 
o r a m , t h c g c n w t h e j u n g l a o f t h e ~ .  

rendfen, while south and southeast bring them 
into the Oltcc hills. 

If they pursue the sun-wight, it’s up to you to 
decide what hrppcns. 

he Lillr orhem and& them into aeaum &e 
himrck? In d r t  w e ,  f n c h c m d u p  to dr 
sun-wight. Perhaps they M apaucd hy phc 
Malpheggi and so is thc sun-wight; pahrp choy 
cat& up to him in chcmmp, the Stul-t 
having ovwcodii- uumd that  hi^ pumcn 
couldnevcrcntcbhim. 

or, ratld pnr prefer for the Sun-wightr to k- 
come athreatin rhc HoUowworld? In thrc awe, 
the heroa don’t ncrb him; they ptr too dbmned 
by running hlirrrrd men, humans dpecknt 
c u l n u a , d p o a d e r o u r ~  

Wha~rh.ppDI, d u y ~ n o a i n  &e Hollow 
World. and hnoe no way of knuaiq how to 
crape. T h y  mwc uavel, p e o r m v h c ~ ~  
dua, and face the myriad daagem o f b  land d 
m r  they- to rrmm to the outer world. 

Adventure Idem 

ofthischnpterforgamingpoaibilicitrlrcycdto 

NdY* chrv * rpoffcd bY W g u r r d r  and 

swamp. And there M more &a osaun and men- 

southncgbrirylthantochclandofrbosehu. 

Do you want thantorrop thesun-righc before 

Rcad the AdrenNrlderu presented u the end 

the I d a  the hema M e x p l a .  
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The Gem of Neathar 
(hpm Ad?enm: 3-6 chumerr, Imk 49) 

This adwnnue prcnunes chat the chPrPcten 
have been in the Hollow Wbdd long enough to 
gpin some experience and get agood idea asta 
what’s going on in thb setting, but d haven’t 
found their way out (assuming that’s even one of 
their gods any more). They have had time to learn 
the Neatha language and may have Hollow 
World followm or even Pcs accompanying them. 

Starting the Adventure 
Wherever the hema M, during one of thcir 

wildemgc crpvclr they stumbk acma N u  ECM. 
They dLeovcr an encampment-rbey r p t  it 

before the encamped pcople spot them and can 
conccplthcmsclwsifthcywiahto. 

In the encampment is a ppny of Schattendfen, 
the shadow elves of the H o h  World. They’re 
not an Mumy group, horrrrer: They‘re flaptail 
riders, and tethered nearby M cheir reptiiian 
flapsnil mounts. (Sce the Schattcnnlten envy in 
the A h  chapter of the Dungcon Wescer’s Sowre- 
bookfor mom on these elver and the flnpmilr.) 
As the h e m  watch, the Schomnalfcn M per- 

forming standard encampment d u b  One b 
l a d y  on guud. one is cooking a potful of food, 
one is sh@g hu sword on a stone, and the 
Inn is acfubbing down one ofthe flaps&. Then 
M only four elver hen. and then M nine flap 
SA. It loob M rhough a couple ofthcm beu 
only supplies, going by the two large saddles 
laden with gear. 
AU thcse shadow elves snap to attention when 

another of their kind, M &r (if the Pcs gauge 
by the number of ma-&pes on his outfit) enten 
the denring. The o f f i i r  is drpeeine an umrilling 
prisoner. 

The prisoner is quite remarkable to look at. It b 
a human woman--zortna, Princem of the Torplai 
Neathac uibe. 

20- Gem of Neatbar 
Hinarlr: Zarrrn & the fitstborn child ofzomk, 

chid ofthe plllri uibc ofthe Neathar ppk.  She 
wasbewcifulvsaWdradhhcrf.tbcrmppod 
around h u  little fineu; Bc indulged h a i n  every 
possible way, and, at kxcqugt ,  taught h u  to 
fkht and to live a rrmiOr’8 W. AI 8 young 
woman. she grew even m~rrkruciful, somuch so 
that she earned a ridaprrpd reputation among the 
Nenthar tribes: They d e d  her the “Gun of Nen. 
that,” an epithet they bestow on one they fed to be 
the mosf bcaudful of the entire me. Now, at 19, 
Zonna is the target of many armior-kidnnppas 
whowish to nenl her away to be their mate; she has 

Unfomnately tor her, the last wcuriol. to kidnap 
her knew many knots which confounded her CS. 

kame vciyadeptat acnpillgcnpton. Ir 
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cape attempts. He was d e  to mnrch her far, fpr 
a w a y h h c r n a t i v e i . n d . ~  .nndh.dnlmDst 
reached his own tribal territory when an upbM 
pnrcpdSchinenrlfendircoverrdcbem. 

That Schaconulfcn. flying tlapai&, had been 
chafgedrichmappingdirPntpprcsofcbeHollow 
World. They spotxed the two Neathar on the 
ground far below and swooped down to invnti- 
gna. 

Their leader, General Cnryldi~. saw Zorena 
and became infatuated with her. He ordered an 
attack on her ca tor and killed him. He then 

he and his flight group returning toward khat- 

However, he underrstimatcd the doer Zotcna. 
She penuaded him that she was just as a m e d  
to him as he wp( to her, and complained that her 
bonds were numbing the that longed to hold 
him. When he cut thw bonds, the fearless girl 
dropped right oiT the tlnponil and into the uen 
below, her acrobatic ability allowing her to aurvive 
the &dl unharmed. Thk was several hours ago. 
In the time since, the Schattcnplfcn landed and 

spread out to scolcb for Zorena. Many have now 
mumed to camp. And one of them, Captain 
Gekyl, was able to fmd her and capture her with 
a webspell. Now she is once again in Mat-  
te&n hands, though General Cptpldian has not 
yet returned to camp. 

peaoanlicl: Zotena is mry inch the jungle 
princw. She is proud and noble, aware of her 
status as a tribal princess and as a hmous f v  
among all the Neathar. She can be very haughty, 
particululy with capton and mangers, but dropr 
this manneb among friends, with M b  with 
nnimplr or with children. 

She L very independent-though not antisocial, 
she knm she can suMve on her OWIL and so dw 
not behave k e  a dinping, helpless victim. (She 
sometimes pmndr to be one, in order to &ect 
an escape, but only when that tactic would appear 
to have a good chance of success.) She does not 
acnpe from her capton because she objcce to the 
idea offinding a suitable ma% in fiut, the maon 
that she has been so often cqpnued is that she is 
willing to gauge the suitability of each captor. But 
so far none has lived up to her apefntions of the 
pcrfeet mate; OM ia too bmd.  one (00 rmpid. 
one too young. one (00 come.  

Naturally, should one of the player characten 
be handsome, intelligent, brave, and unwed, 
Zorena feels a great attraction to him. If mixed 
by a party of outa-worlden, rhc is very auspi. 
ciou of them (they M quite alien. after all) but 
only uies to escape them if they uy to capture 
her. If they don't try to capture her, she promises 
them a reward if they accompany her back to her 
own land: she doesn't believe she needs such 
company, but she is now farther away from home 
than ever before, and she is very curious about 

swept the b u n  B Zorena up and carried her away, 

rcllnlfcn territory. 

thcsc aliens. (The m d ?  She can offer many 
stone-tipped weapons, g m t  amounts of fun or 
salted bison mea(: her uibe docs not lean much 
to U e m s . )  

A v :  Zorena is 5'6" and 130 Ibs. She is 
w e l l - d e d  (though not mde-bound) and in 
arrrllent condition. Her skin is tanned wry dark 
(the Tarplai M a plrias-dwclling people), but her 
hak and eyes M darker still, both midnight 
black. She wean a short skirt, a short, doscd vest. 
a headband. and he-high dt bow oflion*in 
decorated with we. Normally, she nlro weam a 
thin lionakin belt holding a knife-shcath, carries a 
hide backpa&, and h o b  anone-tipped ~pcu. 
but cunmrly she L a captive and h u  been strip. 

chains. Her w h  M secured behind her, and her 
&-shackla M attached by a duin to the linka 
around her waist. A third chain attaches to a 
shackle ~ u n d  her neck at one end and M held by 
her captor at cbe other. 

DMiq Noca: Zorcna is a dnrsic jungle prkrer 
drprpctn--a bcwriful native h&rhoua 
become romantically involved with one of the p6 
iftheeunpaignhindincdinthatdirection. 

Gnulmt Naa: 6th-level thief; AC 4 (Dexterity 
bonus and Special Compensation); hp 17; MV 
120' (40'): #AT 1 spear or dagger; Dmg ld6 
(spear) or ld4 (dag& Save T6; hag; AL N. 512 
I13 W10 D18 CollCh18. Languages: Ncuhu, 
Azun. G e d  SLillr: Navigation (I), Survival 
(porn, I), %ding (I), Acrobatia (D), Brrpc 
Artist (D), Endurance (Co). 

First View of Zorcn. 
When cnptpin Geiayl Zorma into the 

daring, h e h o r d u r  to themen tohwy up. 
get packed, and prepare tor departure; they'll all 
leave as soon as the Gurcrnl arrives. Ifrhe FQ 
understand elvish, they understand his orden; if 
they don't, they just hear what sound like d e n  
and ace the elves suddenly get busy. 

their foll- undentands Neath,  thh is what 
she says: 

ped ofthcse things. Ionend, she is well.aayred in 

~ l r m u i n p o * a t o a  ' : None. 

Then Zorena addrewed him. If any ofthe PCI or 

hoid me. I'U cut your-boat t&d that o 

Zorcna. whom they call the Gem of 
My farher is Zurok, chieftain of the 

send his warriors to rescue me. 

"Let me w now and YOU puffer no h m .  
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DotbePCIAtuck? 
The Kh, ifthey're rrd-blded hemic rons, 

probably want to attack Geicayl and the h a t -  
tendfen for their inthy, Perhaps they're didom- 
ested typu aad don't uihc to. Hac nre some of 
their &ly optiow to choose from: 

The PCa Attack Now 

tcnnlfen encam ment. If they do, they hce Cap- 

warrior4w. only G&yl hu mssiepl knowl- 
e*. 

fiw oftheir fLYmin(l nnd go f l y b  off, while the 
rest just d through tbek muzzlesand my 
wheretheynre. Tbeydonotjointheiightvnlas 
fightm brawl amoagst them; in clut fcue. tbq 

r. attack PC and S c h t t c n a l f i n ~  
Ifthehcroerwin,theymndowhetmrtbey 

arena's Shnddes. 
hd WldiM I b a U p  & t h e C n d o f  

the fight. He won't nml himself to the PCS; he 
stays outside the 
crq .  unsure of the 
hic time and attemp to aenl Zorenr m a y  at 
some &r h e .  He b able to find and mptw 
one ofthe f4winga that acrped, nod fdsa the 
PCppngfKmfiapWiag-~ .  

The hema could launch an attack on the &bat- 

tain Geiayl Jh 1st-lml SchDttOlullen 

TheflPprnib nre alarmed by thefyht; some tcu 

W a n t  to with the cmp; Geigyl hu tbe kqa to 

The PCa A t t a u p t ' I b R a c n e H a ~  

t h y  maywish tolacueZorcnarcuctly. opcnin 
GciaSyl chains Zorcna to a uee by her neck& 
and mostly pays attention to his men and their 
pccpanrions for dcparmn. 

A P C M c o u k l n s u c h e r b y m  upto 

dmtlyvrdb: hihue duw the S d m t c n d f ~  to 
their presenc~), and picking & &cka that chain 
her. Just u d m i i h g  ha MeLchrin won't atlow 
her to mcwc rileatly; ber mlc.chriac dint, w. 
Ab0,rheb idourafrqoaewhoammpato 
rtcnl her am% tbc schutenltrakn not 

If the Pca nre sneaky (or just think thq nrc), 

her uce (thiarouM rcguin two *- 
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Cnryldian continues to dog the adventuwrs' 
pa& until he hss cap& & m a  and flm 
away with her, or b been d e t e d  or Lined by 
the Pcs. 

If he's glled by the p6, this adventure L e&- 
t i d y  ova. Thc hema continue on theis wte,  
su&r dinmsur attach and emuptm with fibled 
races. aod cventudy reach their next destination. 

If he does capture Zorena, the P& have a~other 
choice. arena has told them that Cntpldi~ was 
going to tnke her bptk to the Schanennlf ca id.  

againwhen~acapa),ordotheydaiier,~ 
about &eir own burj.essP 

In rhe c w o f t h e  famn droicc, you an nus 
the adventure into a aaaanntry race. ?he pcs ' 
know that they- aot henough to catch cnryt. 
dian w his h w i  

Do they follow and hope to rescue her (or P i d  her 

so, t h e p m r y ~ f l y i n g m ~ o o f c h e u o l m :  
Peg& @furc, &t pcannodoar, W h t  

t h i n k t h e y ~ ~ p c u r r m d q L i c L 1 y ~ . T h k  
wMJd&inthemcptchinguptorhr~. ' 

flyine G r y b  many d.$ flying away, md end 
in an acrid dogfight against the Schattendf gem 
e&. 
On the pdrer h a d ,  they might not be able to 

fmd flying bana. In this-, k thmn pcocad 

bmk into the s d r d  capitd to mcrn her. 
But long btfon they resch that ccrsimy, thq 

come a c m  the bodp of tho downed nopnit. It 

omkediepurrpitof~ganenl, intendin@SO 



Pdlowing M numennu short 8dveflNre idw 

Almost all of thcsc M keyed to one of the nations 
or cultures described in the Arhtchrptet ofthe 
Dungeoll Mutu’sSourcebooli. 

repmen J here; Many of that chapter’s d d p -  
t i o ~  already contain adventure i d w  for thosc 

which you CM adapt (0 any party upcfienee Icvcl. 

Not M culhrre from the Atlas chapter is 

smings. 

In the Antalian Wastes 
When the huoer M nearing Antalian country. 

moving through the snowy forests, they come 
acm the path of someone who has recently 
headed westward. The upclra M of a single indi- 
vidual on fwt. 

M come u n by a war-party of Antalian fighters 
led by Kj 3 ar Itiudar’s son (see the Atlas section). 
ThC Antaliam M suspicious and h d e  and de- 
mand to be able to take a good look at every 
member of the PC party . . . but once they’ve 
seen each member’s face, they lase interest in the 
Pcd. 

They ask if the Pcd saw the maker of these 
tracks. It turnsout that the tracks were left by an 
escaped slave, one Olgaf the Huge. Olgaf stum- 
bled out of the wilderness into Kjodar’s village 
scvcrd yeam npa and stayed pmoq them as a 
rtve;  he was rm, dlcnt rmn end a 

emotio&)kilkd duecpcople whocooodbe- 

+ Kjcdua&ifthePCsrpntmjcvhrhunoa 

while the Pcd M expminiog the tracks. they 

worka. But just two d.gt ngo he 4 t h e  
dnesollnr from hi# fleck. N d d 4  (but W 

meenhim and thrci9gmr, uld lagrhea Wt 
Outofthevihgc. 

’their hunt of--. 

and the p6 conrime 
head into -*ad 

more hhc+ta&le wikianw. The winds bceome 
more fierce, the land more mwn- and 

O f d m C .  
Thc hnocr and Kjodu’s men begin su&ring 

wolf-acucb. Thus aren’t he attacks of dapcr- 
ptely hungty wolves; they’re concerted attacks 
whcrc the d v a  pick off one d r  and then 
run oft, not bothering to further mucilce the 
bod 

where they must run for - behind stands of 
boulders. 

glacier-w. ThL *ta two or tsfisakcpd ronh 

d e p r t y a i s o ~ t h r o u g h m i n o r a ~ m  

All the time, though, they .rp cptchiq up with 
ukimucly they see 

b o * l b c u , ~ i n g p n s r  

Soon. they are able to’catch up to him. He’s 
standing at the base of a large outcropping of 

boulders. But he’s changed: He’s now wearing 
chain d armor and carrying a huge sword and 
shield. 
A the h e m  get nearer, he nunu them. shout- 

ing: “Bu’re too late. I’ve d e d  my people. 
“My father was a dwarf of his kind, mi&y 

Kjodar, My mother was a human. And I pass for 
human w i l y  enough. So I was sent toynukind 
to Inm about them, m thu we might better de- 
m y  them!’ 

And just as the herow M getting to within 
bowshot range, he c o n b ,  “Now, I want you 
to meet my brothers!’ 
From behind the outcropping of boulders nand 

two i4rrsr giants-huge, armored, and very bappily 
ready to kill player chprncten . . . 

The giants and Oiopfrnnck the p6 to destroy 

KjodarraommenbJlDt they leave this land as 
moa as pwsible; if this is frost giaat tercitory, 
they’d be bmrr oft leaving now. 

them. If the p6 pad thCk b d M  *Will, 

coluhdq on 
If the Pcd decide not to nccompany Kjodu’s 

men, th continue on their path and cvennmlly 

warrior Tkiudar. 

warlike M~UICS allow, and, once they‘ve daw- 
mined that the Po M good fightm and b m  
heroes, put them up and entertain them. 

A few deep later, Kjodar return from the 
wild. He’s wounded and trosrbinm, and he’s the 

He recounn tbe encounter between his men, 
Olgaf, and the twotrosrgimts. He maaagcd to 
escape when it became obvious that the Annliam 
could not win. But he knows that he was putsued: 
the giants want to eliminate him md the entire 
vilt e (Olgnfs memorim of the dagc  M not 

fmd Kj & ’s vihgc, which is d e d  by &e aging 

The Antaliam ut PI hospitable to them PI their 

sole sunnor ofhis apcdition. 

ton 7 ). 
So, the P O  get to join in the defense of 

’Itiurlnr’s viuagc. Before another dcep M past, 
Olgaf and a party often tmoC giants appear and 
attack tbcvilIage. ‘fhedagcnnlls M as W n g  
to the iants; they tear these down like h e  
paper. hey must be confronted and defeated in 
one-on-one combat. 

o w  
Combu N o m  8 HD d d g i u r r ;  AC 4 (chain 

mail d shield); hp w, MV 120’ (40’); #AT 1 
two-handed d; D q  Idlo; Save F8; ML10; 
AL C. 

Plwt Giant# 

rulebook. 
Use the Frost Giant stariariec from the Brpur 
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In the Beastmen Wastes 
If the Pcd perccaMy interact with the Bcut. 

men. they M sheltered, fed and entemincd by 
these birrne peapk. 
And they inevitably meet the “hiddm shame” 

of the chicferin’a kmily. This is Obbok’s young- 
cat daughter, D q l u ,  called The Reincarnated. 

D q l u  is about I‘ d, gran-slrinned. with 
pointed cam and completely yeUow eyes. She is 
desperate to talk with the pc( away from the em 
of her family, and eventually find, some way to do 
this. 

She says that she lovu her clan. but that she has 
mently remembered a pmiow life. Some time 
ago, and she doer not think it wan too many ycam 
ago, she was Dryllwia, a btitul, but cold- 
hearted elvish prWcg who lived in a land rk, tnr 
to the south, where it was always wann and trm 

In this life, she loved an elf-hero Lolandrian, 
but he loved anothu, a she-archer elf named 
Sylvistria, who was tpmouS for her fair beauty. 
Dtyllusia, jeploua and hpaful, cast a mighty en- 
chantment on Sylvistrin and placed her in a deep 
trance from which she could never awaken without 
m&aI help. Then DtyUusia placed Sylvisuia in a 
g h q  cpee within an enchanted cave which morcnl 
maa could never fmd. Lolandrian, hearing that 
Dryllwia had “killed” his true loved, killed her in 
an act of vengeance. 

D q l u  feds very sorry for the actions of her 
previous incarnation and wanu to make amends. 
She wants to find Sylvistcia and restore her to 
Mandrian. She says her family refuses to let her 

take her with them when they depart? They don’t 
have to m e  her or anything; she’ll sneak out a 
few hours before they leave. and meet them on 
the path southward. She is obviously very broken 
up about h a  p m  life’s action and begs the heroes 
to help her. 

If the h e w  ask uuund, they hear from the 
other Beastmen that they think D q l u  is crazy. 
Their shamam say that Beastmen once wee dl 

g m  thick. 

leave to do this. cpa the player choncten pkuc 

reincarnated from the apiria of evil beings, but 
chat’s not the C U e  any more. They’re not willing 
to accept che fact that it could happen again. 

If the heras decide to r d k  hdp to her, that’s 
the end of the situation. 

But if they decide to help her, she doer, PI she 
promised. meet them on the trail south and ac- 
compania than wh- they go. 

The Bcut-Men do DO( f o h  them. They’ve 
been trying to keep Dtaglu here for ycam, but 
have long known chat she would escape sometime. 

h g l u  theacinepma td 
combrc Nota: 1 HD beunnnnnn; AC 8;  hp 6: 

MV 120’ (40’); #AT 1 dagger; Dmg ld4-1: Save 

guagu: Beastmen. Ncathu. &nerd Skills: None 
(four untilled doe) 

Dqlu’s memories of her previous life are 
vague. She knows she would rcmembct how to get 
to Sylvinria’s cave if she got within a fen d u  of 
it. And she knowa she would remember how to 
get to her former peoples’ forested land if she got 
within a fen hundred miles of it. She doesn’t 
remember how to speak dvish. 

She mompanics the hemes as long tu they haw 
her along, and continues ro remember thine all 
the while. She remembers her childhood PI an elf. 
Though she doesn’t know how it compares to the 
lives of other elves, her elven dnue was unlike 
any other in the Hollow World: they lived in uys- 
Muine utiu and had so much gold that they had 
to stop mining it. (This may be more motivation 
for the Pc( to keep her with them.) 

Unfortunately, the fact is D q l u  is D loon. She 
never was an elf-prjnccaa in a previour lifc; this is a 
demented htuy which has come to dominate 
the life of an unattractive &nrunm female. She 
believer it wholly, but the fact is chat her qtd- 
city dvca never existed and she never enchanted a 
romantic rid. 

It m y  take the heroes quite some time to ml. 
izc rhir. Maybe they never do, and this ~ s y  
Beurmpn fcmplc forever taga along with them, 
looking fot her enchanted cave. 

F1; ML6; AL C. SE I10 Wll  D9 Coll Ch9. I.n- 
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munity. She waa a +-using clf touchrd with 
evil; she used her magical arts to term& ha 
people. She was baeirhed and bu lived in a 
nwby uvcsincc thn. ploninl mcarga. 

In thia time, she hu bcm &dog& aspell 
which she cdlc the fmsc4 dad. ThL ia a v k m t  
on the 5th-kvd rpell aniomtc dcd. 

FifthLdl&giC-Umspall 

Range: 601 
Thc Frosm. Dad 

Duration: Permanent 
B&n: crrotes Ice-Zombies 

~ h i r s p c ~ ~ r l l m ~  thecarmmpnimrpc zombies 
from dead bodierwichin range. nK bod*rmun 
have been i n d  .in fro& gouad; t h C , M y -  
dead may not be animated. 

These animated undead imtum, called &st- 
zombies, obey the magic-user until thcg M de- 
stroyed by ad&. An undudmrgicrpclt andor 
destroy them. 

POI each lcvel ofthe magic-wr, one Hit Dic of 
froat-zombie may be animucd. The druMciktia 
of ha-rombia M given belo*. 

One lam, groteqw e&er ofthclhacm dad 
spell ia chis: It mtom the bodyof.frcrlnihpcrson 
to ita h e r  pthful appamacc. A tmt-zombie 
loo& cold and icy, but ia n a  eormptine 01 boaible. 

Froat-zombia 
Armor class: 
Hit D k  
Hit Poima: 

l w  orltouch 
By-. or Id6 + 

Save h. 

THACO: 
XP Vdue: 

Pmt-zombies M immune to deep and charm 
spells (not that cham spUs work in the Hollow 
World anyway). 

Pmt-zombies CM c q  and w uepponr. 
Pm-rombiu do not have any spells, but they 

have a special pwcr: ? l e  Icy zbucb. Their touch 
intlicta ld6 damage and ha a special cffm: 
Numbneas. Whenever a fm-zombie udc~ its 
touch on a victim, roll ld6 to determine the locn- 
cion it muchcs. The victim must makc a saving 
throw va. Paralysis. Ifhe succndr, there is no 
further &; if he fails, that body part goes 
numb and cannot be used for 1 full turn. Thia is 

, and elves M not im- 

B In the Brute-Men Territories = 
In the 1anda ofthe BNte-MCn, the Pcs can 

lows them around, not ofking to join them, but 
tclliag them where m find game and water. 

But Pa-gar ia not some kindly middle- 
bNte n n j o U s  to help outaides. He's a fo mer of 
the Immortal Tha-to (Thncutop), and 7bn-m hu 
given him a gmt gift: The ability to nun into a 
mighty sabmooth tiger. 

When he ha a good idcaas to the PCI' 

cam a krmevilor dcrcctmagicor any mrt of 
spell at him-h-gu makcd hb tmashrmation and 
a& them. He hu no maser plan; he intends 
only to kill and cat them. 

m m  h - w ,  Pded Brute-Men 
who sap he ia M outcnn from hi, aibe. He fol- 

P 

SKCUgthIdW&lWa-OI,~h,ifchePCI 

~ l u w o o t b  
Armor Class: 
Hit Dice: 
Hit Poinu: 
MOW: 
AttPcka: 
Damage: 

Number Appearing: 
Save As: 
Morale: 

Alignment: 
ma: 
ztepnue Type: 

2 
12 
50 
150' (50') 
2 dawsll bite + spednl 
1-8/1-8/2-16 + I- 
1 
PI2 
10 
V 

h P Y  

C h U O t i C  
9 

XP Vdue: 1,100 

The wuc-sabmooth h a  a form oflycnnthropy 
which only appears in the H d m  World; the 
victim's Iycanthmpe form takes on charactcrircica 
of the sabretooth riger. 

nal human (or humanoid) form, a m e  sabmooth 

have most ofthe characteristics ofn sabremoth but 
stand on their hiad ley. In rhir latts form, they 
atand about 12' tall. Both the sabmooch fom M 
wild, Mtnnliaie, and unintelligent. 

moon, because there never is one. But they cannot 
cat in their human form; they may only eat in a 
sabmooth form, and may only cat freshly-killed 
meat. A were-sabmooth who goes for more than a 
day (one deep) without caring becomes very hun- 
gry; he changes spontaneously into the sabremoth 
form and cannot change back until he has eaten. 

WerC-=bmoO& ~ W C  rhm forms: " h i r  orid- 

tiger form ad an intermediate form where they 

Were-sabmooths M not by the full 

In the Elflands of Icevale - 
On a mountainside (not mo far h m  the fm 

I c d e  community the Pcs encounter) is a cave. 
In it lives Sudeyryl. an d e  from the Icevale com- 
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1 Head: Character is Blinded - Off-Hand: Character drop in that 
hand, cannot fight with that arm, sffiela ia 
UMlcss 
Weapon-Hand: Character drop anything in 
that hand, cannot fight with that arm 

4 Left Leg: Character muat make a aecond 
w i n g  ~ ~ I U W  m. Breath Attack failure 
m e m  he fpuI down; chnrncrer is reduced to 
'/a normal movement speed 

5 Right Leg: Same P( Left Leg; if both le M 

and ia reduced to *Is normal movement 
numbed, character automatically fpuI r own 

sped (cmling) 
6 Tom No additional Effect 

Sudcyryl's Plan 
Sudeyryl'a plan ia a simple one. Ddy, for sev- 

eral days. she haa viaitcd the graveyard wed by the 
I& clvn who banished her. She haa now accu- 
mulated a smdl army of the h e n  dead, and her 

So. when thc hema M fmt meeting with the 
Icevale elves, or M being entertained by them, 
pc- *,with tbem, the fm-zombica attack 
the I c d e  village. Sudeyryl is with them, leading 
them, enjoining them to attack. 

Sudeyryl continues to lead the attack until she ia 
reduced to half her normal hit pinta, at which 
time she flw to plot fhher revenge. Her frost- 
zombies continue to fight. 

The I c d e  elm qud  and retreat before the 
frost-zombie attack . . . becnuM they rreogaiEe 
these zombies, and can't bring thuluelves to hack 
on their dead fricnda and mmora. It's up to the 
PCI to lead the attack and stop the froat-zombie 
march until the living elves can mitome their 
horror and join them. 

plan ia to lead tbem pepinst her fonner p p l c .  

SU*rlrl 
combat Nota: 9th-lcvcl elf; AC 9; hp 35; MV 

120' (40'); #AT 1 dagger or spell; Dmg 1-4 or by 
spell; Save E9; ML6; AL C. S9 117 W10 D12 Coll 
ChlO. 
sptll Catrial: In-hold@, Light, prom- 

tion h evil. 2 n d - p h a a a ~ d  fke, web s. 

&ea. 4th-cu1sc x2.5th-d~~ hzen  dad. 
3rd-diapel mllgii, fly, plvtection fmm 4 

In the Lands of the Dwarves 
and the Krugel Horde 

The om of the hp l  Horde have learned to 
tame and ride a rpeeial kind ofcunivorow dino- 

17 

B o d e n  
Armor am: 5 
Hit Dice: 4 
Hit Pointa: 16 
MOW: 150' (50') 
AttiUk% 2dPmand1bitc 
Damage: 1.2/1-2/2-12 
N~mb~~AppePCing: 2-20 
save As: P2 
Mode: 9 
llmnue Tgpc: Nil 
Alignment: N C U d  
THACO: 16 
XP value: 15 

The bounder d about 12' tail and can wry 
up to 4,000 cn ofcncuslbrancc at full movement 
speed or 6.000 at half-spced. The bounder tuna 
around on two 1r.p and is capable of enormow 
lap. 

A boundcr normally mvcL by making mighty 
50' leaps through the air. A bounder EPD makc 
single leap of up to 100' once per round; thin is 
donu than their n o d  mQvcmcIlt race, but 
allows them to CKJM wider cmaucs. 

Bounden M eminently auitcd to rocky, M y  
terrain. and the h g e l  om haw caned than in 
order to haw a mount which is &cccive in IC=-. 
101 d d - t e ~ t o t y .  
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At thia point, i ts  up to me ruMving Kogolon 
and (if they wish) the P O  to follow them, pickiag 
up more mops from dwarven setden found dong 

The Krugels rage through the counuyside, 
sacking and buoying und d d  communitier 
with abandon. 

During the fint deep after the Kru e& entered 
the Kogol~r Ian&. the most devout $the P a ,  
probably a cleric, receives a vlitacion in hia 
drcnmr: It L m image ofthe Immortal Gad 
Glinerlode. Gad infomu him of the Krugels’ 
bmding plan urd teb him what rhd happen if 
only one Krugel OK maka it back to Krugcl lands 
to dcscribe their dmructive a u ~ :  The bounder. 
b d n g  plan shall be conaidered a aucca and 
the Kogolors ever-after shd be facing Krugels on 
bounders. Gad also tells him whae the Krugcls 
arc now. 

Therefore, after the sleep, the PCI and their 
Kogolor dies come acm the Kmgcb agh. The 
PCs and their d d - &  constitute about 30 in 
number; the Kmgcls number about 35. 

This is a fight to the death. The Krugcls arc 
headed back out of Kogolor turitory. POI the rea- 
sons describcd just above, and just to preserve 
tbdr om lives, the Kmgels fight f i e ~ ~ l y ;  the 
drnrm arc just II f ie~e .  Run a satisfying, lerhd 
combat bctlreen thm dwarves rad their tradi- 
tional onirh enemia. 

Ifthe PCI lore, theICrug& pmbably win. and 
the ICogoIor dnwcr’ p b h s  arc no longer their 
m. If tkey win, they chould be able to wipe out 
hia inmdon k c  of Knagcla. One or two may 
iccaapt to bolt adcontinue their escape, mult- 
ing in a hell-for-leather me between the om and 
Ube m. 
If the Dwma Don’t h u t  

the way. 

In all likelihood, the p6 defeat their atmetax. 
If they decide to foUow rhc main body of om, 
they fmd the pus w h r e  the d m r m  made their 
stand.. .aadknt.Thedefrodenarcalldead, 
and the Krugels uc now rtampcding &eftdly 
throughout the K o g h  Ian&. Kokur L dead with 
a d d . -  ia hi, bwk. 

At chic point, if the PCI decide to pwue the 
OKI, you can mume the adventme dcwribed 
a h .  The hema follow the path of the mupap 
ing om, picking up d d - a l l i a  don8 the way. 
On their nar deep. one PC raceipec the word of 
Gpnl Glinerlode, and thw replwr what the 
staka arc and where to fmd the Ktugcls. 

h g d  Ridm 
The staciatics for the Krugel cavalrymen arc 

given in the U p t i o n  of the Krugd Horde in 
the Atlaa Qapw of the D v n  Muw’s Sowre. 
t 

Ilmnrb 
in chic 

campaign .kinst the Kmgels. at adventure’s end 
the dnnrf-king N ~ ~ O M  them before him and 
preseno them with rewards comme-te to thci 
cffom. 
If thc pc( routed the Knagels at the IWOV pan, 

they receive 1,ooO 
fine, dwIIven-fo$ brosd mrd. The hem whom 
the DM th ih  pcrfomred mor( nobly in the sight 
ofthe dnuva m i v a  arpedPlnePpon: his broad 
aword L a magicel bnmdsroml + I  (or bntu, if 
magic mrb arc already Eommon among the pas. 
wsionr of the player chunctur). chur*en who 
cannot use broad snordr mxiw weapons appmph 
ate to their clan md backgmud  the^ dwuva 
mpkcmpnY~ofwepponr .  

If the p6 do accompany L.. 

each. and each rccciver a 

The h g d  Attack PCd On their Own 
If the p6 don’t nccompany the Kogolon, and 

arc requested to leave the Kogolor lands. they are 
C* i  

‘ > . S r l  
traveling on their way when the Krugcls sweep by 
on their way into the hills. 

The Krugela won’t bother overrunning the PCI 
in force; they’re in a hurry. They send a quad of 
riders, one for each PC. out to demolish the PC 
party. The main body of Krugels goca leaping on 
by, not bothering to see how well the squad docs. 

E 

> 

. 
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Armor Upa: 
Hit Due: 
Hit Points: 
MOW; 
A t t h :  
DPmage: 
Number AppePring: 
Terrain: 
Save As: 
Mode: 
ltwure Type: 
Alignment: 
THACO: 
XP value: 

0 (top) or 8 (under&+) 
7 
40 
60' (20') 
ltd 
2-12 
1-8 
Porest and Jungle, Plain 
P4 
6 
Nil 
N e u d  
10 
450 

Thic beast is a four-lcgged plant-eatiag dinosru- 
weighing about four tom; its back and sides arc 
protected by bony m o r  plates. The end of its t i  
is a heavy clublike protrusion which the ankyle 
saum swings like a ntil. 

The nnlylosnu~~ is very hard to hurt when 
attacked normdy; its underaide is much c a s h  m 
damage. If the charactem can upend the beast, 
they'll have a much Wier time ofhamling the 
pnLlloonunrr. 

Apatarrr (Brontarrurus) 
h o r  C l L .  5 

Move: 60' (20') 

AttncLs: 1 bite/ 1 td 

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

Save As: P13 
Mode: 8 
ltcnsurc Type: Nil 
Alignment: Neutral 
THAm 12 
XP value: 3,750 

This is ahup, hebiwmw dinosaur; it h u  P 
~ s d  head atop a bog, dmder neck, a ponder- 
loudy huge body, and a long, slender td. Alm. 
gether. it's about 70' long and weighs 35 tons. 

The apntosnunu k# h mmpl md forcats. 
suipping kavu from uees and drm~ds from fern- 
plants. Though it can swim, it is not limited to 
life in the water and can walk freely on land. 

Hit Dice: 26 i <  

Hit Points: 100 1 :  

slimming: 60' (20') 

Damage: 2-12/3-18 

swamp 

h o r  Upa: 
Hit Dice: 
Hit Points: 
Move: 

A t t h :  

Number Appearing: 
Temin: 
Save hs: 
Mode: 
T h u r c  Type: 
Alignment: 
THAm 
XP Value: 

Flying: 

DPmage: 

7 
1 
4 
30' (10') 
210' (70') 
1 beak or 2 daws 
1-2 or 1 p./1 p. 

Forest and Jungle. Plain 
Normal Man 
4 
Nil 
Ncutd 
20 
10 

1-16 

This is a very primitive type of bird, the ances- 
tor of d modern bkds. It loots likc a amd 

would look a lot litc a d dbomw. 
Arehpcopcerpx u not likely to a& player 

charactem, but PCs may hunt it for food; it will 
prefer to flee in such a case. but will fw 
UnPPed. 

winged mptile cased in feathem; plu&cd, 

, : 

A& 
hop ri.... 5 
Hit D 6 
Hit Pc 20 
Mwe: 210' (70') 
AWLS: 1 butt 
Damage: 2-12 
Number Apped~~g:  20.200 
Terrain: . I  Plain 
Save As: F4 
Morale: 9 
Ikpnrre Type: Nil 
Ai- NCUd 

THACO: ,r . I  1 )  I i4 
, 1 ,  

.- .. . 
Anex snvnals M large, powerf ' :mom or 

modern oxen; they fght with fom d. 
blunt-ended horns. They M biggt. r ~ r l  d e r  
than later species of Oxen and cattle. . . and cven 
modern-day oxen and cattle M not hc-- &* 
their evcn tempera and passive natures. 
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Autom8toas of tlre Bla 
Armor class: 4 
Hit Dice: 2 
Hit Points: 8 
MOW: 90' (30') 
Att& 2 (flailing nrms) 
Damage: 1-611-6 
Number Appenrkrg: 6-36 
Terrain: Blacklore Elf Valley (tbey 

Save As: M4 
Mode: 12 

THACO: 18 
XP value: 20 

do not function outaide 
the valley) 

ltemre Type: Nil 
Alignment: NCUd 

The auto ma^ of the Blneklore Elf d e y  M 
magKal4y-povcred robots. Moa M man-sized; 
ulme M slightly larger, with larp flatbeds fbr 
upnspo* crpecirrlly lazy elves. 

c l v e k  
Armor class: 
Hit Dice: 
Hit Points: 
Move: 
AttdS:  
Dam*: 
Number Appearing: 
Teffaia: 
Saw As: 
Mode: 
lteaaurc Type: 
Alignment: 
THACO: 
XP value: 

5 
7 
30 
120' (40') 
2 dam/ 1 bite 
2-8/2-8/2-12 
1-2 
Hill, Mountain 
P4 
9 
V 
Neutral 
13 
450 

d1. It docs nc 

meat. and lives in caws. 

well at all but it hunw 
by Kent. AI. p&fen a diet Of fresh-k&u zsd 

Bison, Giant 
Armor CIPls: 
Hit Dice: 
Hit Points: 
MOW: 
Attacks: 
Damage: 
Number Appearing: 
Prrpin: 
Saw As: 
Morale: 
'Ikaaum Type: 
Alignment: 
THACO: 
XP Value: 

4 
8 
28 
240' (80') 
1 butt or 1 trample 
2-12 or 2-16 
10-100 
Plain 
P4 
10 
Nil 
NCUd 
14 
650 

inwspccicsisananccstorofthen n. 
It looks just like the modem variety I 
about 10' tall at the shoulder; it taka P VCV ome 
band of hunters or cavplrgmen to b t iq  than 
down. They foam the plains in huge herds and M 
normally only hunted by men, sabre-tooth tigers, 
nllosaurun and tymnamunrs. 

Giant Eagle (Hi&) 
Armor class: 
Hit Due: 
Hit Points: 
Move: 
A- 
Damage: 
Number Appcnring: 
affaia: 
Saw As 
Monk: 
Tksure Type: 
Alignment: 
THACO: 
XP Value: 

5 
4+2 
20 
390' (130') 
2domor1bcak 
1-6/1-6 01 1-10 
1-20 
Hill, Mountain, Plaia 
P4 
9 
U 
NCUd 
14 
125 

The @t Cl&, Of hi&, 111 eaOrmOUr 
of eagle: it is large enough to carry a full-grown 
human rider. It feeds on dreep and goats apc. 
cidy, but will m p  to feed on humans in lean 
times. 

at hU flying speed, and up to 2,000 cn at half 
flying speed. 

The giant eagle can c ~ n y  up to 1,O0O cn night 
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F h l ~  

Hit D 
Hit PI 
Move: 

Attndw: 
Dpmrrge: 

Number Appearing: 
Terrain: 

Save i 
Mod 
Bean pc; 
Align ~ 

THAL. 
XP value: 

Flying: 

2 
8' 
30 
90' (30') 
240' (80') 
2 daws/ 1 bite or bmth 
1-811-813-18 O t  30 PU. 
dmPgc 
1-4 
Forcst and Jungle, I-IIII, 
Mountain 
F8 
10 
Nil 
Neutral 
12 
1,200 

plapsnils PIC a Hollow World variety of small, 
unintelligent red dragon. They may be an ancestor 
ofthe modem red dmgon, or just an &shoot 
which some Immortal placed inside the Hollow 
World when they began to p extinct. 

Rcgardleac, the flaps& were hcavewnt for the 
Schattcnalf. The elves had trained a reptilian 
mount in their home caverns, and the flapsail, 
intelligent enough to be trained and not too fierce 
to be domesticated. was an admirable substinate. 

Flapsails grow to about 25' long. Adult flapails 
can cpny 4,000 cn of weight aloft at hull flying 
speed, or 6,000 cn at halfspeed. 

Like red dragons. they have daws, tmh, and 
fiery breath weapons. Unlike dragons, they haw 
10 spells. 

Though many M encountered as Schattenalf 
tiding beasts, there PIC many more living wild in 
the hills and mountaim. 

Foot-P.d Lizmd 
Annot Class: 6 
Hit Dice: 2 + 1  
Hit Points: 9 
Move: 120' (40') 

Climbing: 60' (20') 
Attach: 1 bite 
Damage: ld6 
NumberAppePriag: 2-5 
Terrain: Hill, Dcsee 
Save As: F2 
Morde: 7 
lleerure Type: Nil 
Alignment: Neutd 
THACO: 17 
XP value: 25 

These look like ordinary desur lizards: Long, 
slender, with an awkward waddling gait, two pro. 
truding horns on the head, a ridge ofwry short 
spines along its back and tail. However, they're 
huge. about 12' long (not indudiag the d) and 
Can be tamed. 

Thcse lizards have sticky pads on the #KI of i s  
feet, and thcse pads dow the lizards to climb d 
but the smoothest o f ~ ~ r f n c ~ ~ .  UP to 90-degtre 
faces, or up to 60-degree f k m  when mounted. 

They can carry up to 2.500 cn at their n o d  
movement rate, up to 4.000 cn at halftheir not- 
mal rate. 

Though they can be tamed, they M atupid aod 
aggressive monsters. They M inclined to take 
bites out of anyone standing in front of them; 
thcse nren't fierce attacks. but a "get out ofmy 
face" warning. 

I& tbymaurus 
I upss: 5 
ice: 10 

rut roinu: 40 
Move, S w h m h g  240' (80') 

1 bite 
>amage: 2-16 

1-4 
Terrain: ocean 
Save As: €3 
Mode: 11 
' l k a s u  Type: Nil 
Alignment: NCUd 
THACO: 10 
XP value: 900 

This is a sen-dwelling dinosaur shaped much 
like a shark but with flippers near the front of its 
body. It has a long, tooth-tllled. bepL-liic mouth 
and enormous, plate-sized eycs. It g r m  anywhere 
from 10' to 30' long, but it is the longer variety 
described in these statistics. It eats fish, squid, and 
SWimmets. 
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L i d ,  Th PaChp?phdosclUrUS 

Armor Class: I Armor Class: 5 (head is AC 2) 
Hit Dice: 1 Hit Dice: 8 
Hit Points: 6 Hit Points: 
Mow: 150' (50') 
A&: 2 claws or 1 bite 
Damage: 1-211-2 01 1-4 Dunage: 3-18 
NUII~CI Ap~Pring: 2-5 N~mberAppcPri~: 2-8 
Tcmin: Forest andJungle 
Save As: Normal Man 
Mode: 5 
'Itcssure Type: Nil 
Alignment: Neutral Alignment: NCUd 
THACO: 19 THACO: 10 
XP Value: 10 XP value: 

The thumper-bud is a small brcsp UI two- 
legged carnivorous dinosaur. It's commoIl to many 
secluded jungle d c y a ,  pnrciculnrly the Kubitt 
Valley. 

By human standards, it's a menace only to the 
very young or weak, but this reptile is pretty teni- 
fying to the Kubim. It stands 3' d, or twice 
their height, and has a nasty bite. It nL0 NLU wry 
h. Its prey indudca all the Kubitt Valley's small 
mammals, Kubim included. It warns its fellm of 
danger or prey by thumping its tail against the 
ground, hence its name. 

enemy. 

klunmotb, Wboly Ph&u&m 
Annor Class: 3 Armor Class: 2 
Hit Dice: 15 Hit Dice: 10 
Hit Points: 55 
Mow: 120' (40') 
A&: 
Dam=: 2-1212-12 014-32 
Number Appc~ring: 2-16 
T%rairl: Hill, Mountain, Plain 
Save k F8 

8 save As: 
TI CTW: 'Ilulp h2OO-800~ Morale: 
A rrl 
T 
X 

2 m b  or 1 trample 

iggcr and shaggier than the m pdyde 
id it benn nw huge, fomu-+thg twka 
ith which it is profcient in combat. 



PJhlaUW 

Armorckg: 
Hit Dice: 
Hit Points: 
MOVC: 

A& 
Dunage: 
Number A p p k  
%&: 
Save As: 
Mode: 
ltcnnue Type: 
Alignment: 
THACO: 
XP Value: 

Prurnodon, Giant 
Armor UPg: 
Hit Dice: 
Hit Points: 
Move, Flying: 
AtcoccI: 

Number Appearing: 
Te&: 

Save As: 
Mode: 
'Itepnrre Type: 
Alignment: 
THACO: 
XP value: 

Dmagc: 

7 
1 
4 
120' (40') 
1 bite 
1-2 
4-24 
Forest and Jungle 
N o d  Man 
10 
Nil 
NCUd 
18 
10 

ThL is a mall dinomw about 4' long. Like 
animnlrruchasthcall~,itnrnsaboutonits 
hind legs. A single pisanosourucl is no match for a 
trained adventuru. but a whole pack ofthem can 
be pmty dangerous. 

Pk?siaUurus 
Armorc1pss: 
Hit Due: 
Hit Points: 
Move: 

A&: 
Duryy: 
Number A p p h  
T e d n :  
Save As: 
Mode: 
'Ifwwc Type: 
Alignment: 
THACO: 
XP value: 

Swimming: 

7 
16 
60 
60' (20') 
210' (70') 
1 bitell flippen 
2.811-411-4 
1-2 
0- 
F8 
8 
Nil 
NCUd 
10 
1,310 

This sea-dnslling dinosaur h u  a heavy body 

limbs) and a h g  ne&. It g m  to about 40' 
long, about half of which is neck. Plesiosnun dive 
to hunt fish and quid, but raunlly spend most of 
their time at the m r r r ' s  nuhcc. An aggrmive 
plerioaur may rbc up underneath a smd vessel 
and tip ita don and 

ichthyosaurs. 

featuring two set# of flippers (forelimb8 and hind 

ngen into the sea, 
redung in a feeding E= my of plcaiosnurs and 

3 
20 
70 
240' (80') 
2 tdons or 1 bepk 
1-811-8 01 3-24 
1-2 
All (nests in Hill, Moun- 
d) 
F10 
9 
v x 3  
N e u d  
6 
2,OOO 

Thisisavuiantoftheptcrornurwhichhu 
never been rccn on thc outer world it evolved 
here in the H o h  World. It is enonnous. with a 
wingapan of 100' or more. It flies, rather than 
glides; it can flap its wings and take o f F h  clif- 
hpa, the ground, or evcn &IC surface ofthe wa- 
ter. It is a m n g  enough flyer to fly at full speed 
when bearing loads ofup to 2,OOO cn, or at half 
speed when c q h g  up to 4.000 cn. 

The giant p t emdon  lives in nesrs on clif€tops 
and mountaintopa, and huna live game to drop 
in those nata for ita harchliags to cat. 

f 4i A 

c 
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Annor apu: 
Hit Dice: 
Hit Points: 
Move: 
A&: 
DnmPge: 
Number Appearing: 
pmin: 
Save As: 
Mode: 
lkasurc Type: 
Alignment: 
THACO: 
XP Value: 

7 
2 
10 
210' (70') 
2 hooves 
1-411-4 
5-50 
Plain, Daen 
Normal Man 
7 J .  

Nil , . ,  

N C U ~  ' ~ , Ur 
18 I ,l!, ': 

20 

, .  

, ,  

R e i n k ,  Giant 
Annor Upu: 
Hit Dice: 
Hit Points: 
MOW: 
Attpclrs: 

Number Ap- 
Termin: 
Save As: 
Mode: 
lkasurc Type: 
Alignment: 
THACO: 
w Value: 

Damage: 

7 
2 
7 

1 antlers, 2 horn 
1-811-411-4 
8-80 
Arctic 
P1 
7 
Nil 
NCUd 
18 
20 

240' (80') 

The preferred Knrgel mount is a large @a of 
pony. Not so fleet as a riding horsc, it u vcy nim- 
ble, apecirlly good at taking the bzoh t 
the h g d  Ian& and sourhem toothills. 

p M . a s r U r S  

Armor cIp(s: 7 6 5 
Hit Dice: 1 5 10 
Hit Pointd: 2 18 35 
Mow. F l y h  180' 240' 180' 

(60') (120') (60') 
Attacks: lbeak lbcpL lW 
D-: 1-3 1-12 3-16 
Number Appearing: 2-8 1-4 1-2 
Terrain All All All 
Saw As: P1 F3 F5 
Monk: 7 8 9 

Nil Nil Nil 
-Tlpe: Mgnnlcnt: N c u d  N N ~  N c u d  
ma 18 15 10 
XP value: 10 175 900 

Thm wc halkr.boned flyin and glidhg 

smnll Mcdimlprfe 

nurinru. Thv haw long benh F llled with numer- 
oua rmh, and reptilian arm structures with skin 
webbing which conaritutc their wings. Some spe- 
cia m m l y  glide; others a c d l y  flap theit wings 

Many pterosaun M as SmDtt as birdr, and five 
by eating insects on the fly; they arc rhckm below 
as in the S m d  column. 

Some, the pteranodons, have wingspaa of 20' 
and more and live by catching fish; theic mtiaicr 
M giwn in the Medium column. 

Some have wingspans of up to 45' and livc 
scavengers; they M shown in the Luge column. 

to fly. 

SdRidingAeimClls  
Armor Class: 7 
Hit Dice: 1-1 
Hit Poina: 4 
Mow: 120' (40') 
A&: 1 bite 
Damage: 1-2 
NumberAppuirY: 1-4 
Termin: Poreat and Jungle @Cubkt 

Save As: Normal Man 
Mode: 4 
lkasurc Type: Nil 
Alignment: NCUd 
THACO: 19 
w value: I 

nnLnnL the Kubim ride: Pons, smd dogs, h e c -  
tivwou ridicy liurdz, especidy large birds of 

V d q )  

use thae game rtncirria for the d o l l s  rgpa of 

preyorpccnwdolu,ete.Thcg'ledLrthud' 
la#. 

Note t h u d  mind hssonlyoneoftbcno 
listed moscm~n( ratc~. Thoktha fly don't hpre a 
gmluld me, and theacrichrhc& Mdoo't 
fly. 
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soma.s& Plant 
Armor Class: 
Hit Dice: 
Hit Points: 
Move: 
Ana&: 
Damage: 
Number Appearing: 
Tanin: 
Save As: 
Mode: 
aeprure Type: 
Alignment: 
THACO: 
w value: 

6 
2* 
20 
0’ 
2 I 
1-3/1-3 
1-6 
Isolated Forest v a m p  L 
P1 $ 
i a  
K 
N 
18 
25 

Thir plant, W y  tooted in place, looks like a 
large, dosed pink mebud, three yards acm, 
sprouting ri ht out ofthe ground, awmunded by 

induces drcmineg. 
Its law, when chewed for an hour or so, mak- 

the 1Mt enter a deepUnlLia0 state. He is aware d 
what t going on around him. He can answer 
questions ut to him, but will not if they M not 

Polk M so pwive, of come, that they’ll m e r  
anything). He does not think and does not feel 
any emotion in chis smte. The state h 1-3 
(ll2d6) days. 

Someone forced to chew the Icavn or cake a 
drug bpKd on them can make a saving throw vs. 
Poison in order to resist its effects. He gets a + 2 
bonus to his roll. It’s fairly easy to rcsisr: most 
Gentle Polk uaing the leaves voluntnrily forfeit 
their saving throws, because they desire the leafs 
e&cts. 

If a character under the leafs influence is at. 
tacked or confronts a aimation where he dcfiitely 
would like to break out of its &ects, he m w  
make an ordinary saving throw n. Poison; mcceg 
mcplw he breaks out. He can only make one sav- 
ing throw attempt per nun. 
The mmnutis plant is uunivomw. It waits until 

its pmy L lulled to deep by its odor, and then 
opens the bud of its flower. Inaide M tough tend- 
rilr which can reach up to 30’; they F n d  grasp the 
prey and k r  it into the flowcr bud. d e r  that 
the prcy taka dpmpee at the fate of ld3 per A d  
I . . but the dpmpee is completely painless, an- 
rhetie, and a deeping victim will fed nothing. 

When a potenrid victim comn within 30’ of 
one of thew plants, he will smell its bewitching, 
flowery fragrance. At that time, 1011 ld6. The 
d t  is the number of turt~ before the aroma 
gerr to him. When the rolled number ofturn is 
m, he must make a saving throw n. Poisons or h deep. If he faUa deep, he will not awaken 

for an hour. If he make his saving throw, the 
Pht’s  mcfl  cannot again &ea him until he goes 
out of its range and mumr to me11 it again. 

a bed of its ! caw. It a u d n  a meet aroma which 

quntions R e would ordinarily m u  (the Gentle 

I 

szegosrunu 
h o r  class: 
Hit Dice: 
Hit Points: 
Move: 
Attndu: 

Number Appeuing: 
Terrain: 
Save As: 
Mode: 
awUre Type: 
Alignment: 
THACO: 
w value: 

Darn*: 

6 
12 
60 
90’ (30’) 
1 tail 
4-32 
1-4 
Form and Jungle, Plain 
P6 
10 
Nil 
Neuunl 
9 
1,100 

This is a hcaviiy.annd rpefies of herbivom 

ground on four legs; it hu two aew oflcnfahaped 
or diamond-shaped lfm01 p h m  N D ~ S I ~  down its 
spine ftom its neck to its tail. 

The ncgoauw spikes with ita fcanomc tdl. 
which ends in a ser of from four to eight upward. 
pointing spikes: it swings that tail like a dub and 
can damage the latgest carnosaw with it. 

The negosaurus is about 25’ long and weigh 
four tom. 

dinosnur. The 6tcgosauw rpnlk lor IlgaiMC the 
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Diceratops 
Armor class: 
Hit Dice: 
Hit Pointd: 
Move: 
Anado: 
Damage: 
Number Appearing: 
%&: 
Save As: 
M d e :  
Itcecum Type: 
Alignment: 
THACO: 
w value: 

4 
20 
90 
90' (30') 
3 born 

Forest and Jungle, pirin 
F10 
9 
Nil 
Alignment 
6 
2,000 

1-812-16/2-16 
1-6 

This is an armored herbivorous dinosaur. It's 

like armor pIoa g m  from io head to protect its 
ne&, and ics weapons indude a short horn gon- 
ing from its anout and two long horn g- 
above iu eyes. It is heavily armored and a aingle 
tricuatopa is a mtcb h all but th hugest of 

nbout 30' low and WC@M 10-12 tons. A C O ~ ~ U -  

umosayn. 

Armor Clnat: 
Hit Dice: 20 
Hit Points: 

-9 Value: 2,OOO 

dinosaur ofthe Hollow World. It's at lcut 40' 
long (and c p ~ l  be longer), weighhg in at 8 towi 
when standing, it M about 18' high. 

ics heavy tail held out W i d  aa a countcrbrlu 

The "tymt l i t e  is the largc$t c h m u  

 he ryrnnnaraunrs on iu hind legs, w$d' 

Io forelimbs M mall, bearing two clam ea&, 

than make up for that d 

horizontal with the ground 
alloswnu. It is more beavil 



V i p ,  Flyiqg 
Atmor Clw:  
Hit Dice: 
Hit Points: 
MoVe: 

plline: 
A&: 
h p g e :  

Number Appeplhg 
Terrain: 

Save As: 
Monk: 
Thsute Type: 
IUipnent: 
THACO: 
XP Value: 

6 
2'' 
8 
60' (20') 
300' (1W) 
1 bite or 1 spit 
Id6 of ld4; m va. Poi- 
mn for halfdamage 
1-3 
Fomt and Jungle, cspe- 

AIclnr  
P1 

cinuy in the area d the 

10 
Nil 
C h P o t i C  
16 (18 when spitting) 
30 

Thii beast is a m u o n  of Atzanteotl. It is a joke 

E. at the npmx of Knhkmtla. the Amber Se 
Immortal. one of whose forms is a winged, 
ered d e ;  it is nunored by the Azca that there 
wu once a di&rmt. more admirable species of 
flying d e ,  but that they have become extinct. 

The flying vipm arc winged. black-feathered 
poisonous a n h  which inhabit the forma and 
juneles of Arcan lands but do not range much 
beyond them. They arc not very common. but can 
be very dangerous. 
They fly swiflly and very nimbly among the 

branches of the forest. Their bite is not instantly 
fad for most, but can instantly kill children a d  
the weak. (A saving throw vs. PoLon results in the 
victim taking half damage.) Hoamt, they can 
also spit their venom up to 30' for slightly less 
damage. 

arc negresaivC and resent intruders. . . such as 
anyone walking into their d u d e d  fona areas. 

They ljvc d y  on the birds ofthe fomt, but 

Wolves, Amic 
Armor cleu: 
Hit Dice: 
Hit Points: 
MOW: 
Attncks: 
Damage: 
Number Appearing: 
Tertsini 
Saw h 
Mode: 
l t e ~ l r e  Type: 
Alignment: 
THACQ: 
XPVPLIK: 

6 
6 
20 
150' (50') 
1 bite 
1-10 
2-8 
h t i c  
F3 
9 
Nil 
NCUd 
14 
275 

These great wolves, discan* datcdzo din 
wolves, are huge nnimnh with purc-whitc coats. 
They nan in pndu jua &e lcuuwolva. Thcg are 
large enough to serve as dding-beuo (they can 
carry Zoo0 cn at full speed. up to 300 cn at half- 
speed). but they cannot be trained with n& 
animal-training a*, a chnncter must have the 
Animrl Empathy p e d  SLill with nohes in order 
to befriend an rucuc wolf. 

They feed primdy 011 the giant dodew, 
though they will fhll upon and brinE d m  a hu- 
man they catch out in the open. 
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btner Monsters 
Many monsters previourly pubbhcd in D O  
game producra plso appeu in the Hollow World. 
In the linr below, they're d arranged by rennin. 

Arctic 

any of the Hollow world's dinorours to aurviw. 
Horcvcr, many d and other species can 
survive in that cold lands. 
Monsters which you can IMC in Prctic encountera 

include: 
(Ba#ic h) Ape. white; bear, polar; dragon, 

white; dragon. gold; lycanthrope, werewolf; lycan. 

The arctic and SUWC climates am too add for 

thrope, werebenr; wolf, dire. 
(Bxpac sn:) Giant, h t .  
(Compuion sn:) Snow ape. 
(Maser Set:) Dragon, cryrtnl; lycanthrope, 

werefox: Iycanhpe, vmcscal. 

Dgvt 

include: 

varieties); lizard man (drwr species, cannot 
breathe water). 

trice; djinni, cfmti; leech, giant; mummy; mr- 
pion, giant. 

Daee monsten found in the Hollow h l d  

(eu* sct:) Dragon, blue; lizard, giant (d 

(B+SC Set:) B&; camel; chln~ra; c&- 

(Companion Set)  Manacotpion. 
(aruCa Set:) Dragon. sapphire; sphinx. 

Forart rad Juagle 
Fom monsters found in the Hollow W d  

include: 
(W sct:) Ant. giant; bear (black md ghzly): 

boar; cat, gmt (panther, lion. ubre-tooth tiger, 
tiger); dragon, green; lizard, giant (chameleon); 
lprpnthro (rueru, wcIcwolf. rcreboar, mmi. 

(spitting cobra, giant mcer. pit rip&, giuu d e r ,  
mdr python); spider, giant; spritq w o l f ( n o d  
nom. 
(Bxpac s*:) centaur; dryad; elephant (nor- 

E 
.. 

fame; Ilernrhrope, d o x ;  ucqurtch. 

Hill 
Momcn typically found in the hilb of the 

Hollow World indude: 

zly); boar; cat, great (mountain lion, sabre-tooth 
tiger); dragon. ml; gargoyle; harpy; lycanthrope 
( w c r e h ,  werebear); nnnderthal. 

(Bxpac sct:) Centaur: chimera: cydops; giant 
(hill, stone, cloud, storm); griffon; hippogriff: 
pegan?s; troll. 

ger, rue E ar); minoour; pixie; rat, giant: makc 

hgdn;uaicom. 
uta Set:) Dragon, jade: dnLe (wooddc); 

(WC Set:) k h n ,  rock: bear (blrck and g i b -  

(Companion Set:) Gargantua ( W k  and 

(Manu Set:) Dragon, rub. 
troll). 

Mountain 

taim indude: 

(mountah lion. aabmtooth tiger); 
dragon, white; garpyk; harpy; trog 
( n o d  lad dire). 

(Bxpn sct:) centaur; chimera; cyclops; giant 
(hill. stone, f m ,  C h U l  rtorm); griffon; hippo. 
@, pegam; rock (d &a); unicorn. 
(compnion Set:) Guganmn (gpgoylc): ma 

ape. 

(colddnLc); sasquacck. 

ocl?an 

Monsters found in the Hollow World's maw- 

(Bask h) Ape, white; bear, grizzly; cat. great 

=;% 

(Mnna s*:) Dragon (cryscnl and tub); dnLc 

Water-going momem found in the Hobw 
World include: 
(W sct:) h a r d  m ~ n  (sea-dwlling vari-). 
(B+SC Sec:) Crab, giant; fd, giant (all vari- 

eties); men (buccanm and pirate); merman; ni- 
xie; termite, water (At  water). 

manta ray (normal and giant); ahark (bull, great 
white, or mako); whales (d rnricria . 
(W-W. 

PLin 

low World include: 

?bat k) Animrrl hed, ~emrur; elephant 

(compsniw scr:) Dolphin; &agon turtle; 

(Maata Set:) Dcvikkh; hag (sea); I yuathropc 

Plaim animals and monstcII found in the Hol- 

(hit sa) &etle, @t: cat, great (lion); 
on. blue; l m ,  giant. 

( n 0 - U :  pFeM.. 

swamp 

( c o m p n r O n s c l : ) G n b ~ .  
(Muter Set:) Dragon, sapphire. 

Swampdwelling monsters found in the Hollow 

(Bask h) Dragon, b l d ,  lizard man; lycan- 

(B+SC Set:) crocodile ( n o d  and large); 
hydw insea swafm; leech, giant: termite, water 

World include: 

thrope (wererat). 

(-PI. 
( C o M  sn:) Wcnxl, giant. 
(Mnmz Set:) Dragon, onyx; spx1uatch. 
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