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Milenian soldiers defeating our mighty war- 
riors upon occasion are false. Even if they were 
true, such losses must be the divine will of the 
Pharaoh, whose wisdom is endless, and not 
due to the skill of the Milenians. 

“The typical Milenian spends too much 
time worrying about his social status and ‘bet- 
tering’ himself. Too much change, and too 
little ttadition. A baker’s son should become a 
baker as his father and father’s father before 
him. In Milenia, it is different. They do as 
they please without regard to family tradition. 
How unnatural! 

Milenians are too independent, chasing 
after misplaced goals and squabbling among 
themselves over ‘philosophy.’ They also spend 
much of their time performing the arts of 
drama, poetry, and sculpture. While most of 
the arts are performed to honor the Immortals, 
many are done simply for pleasure, which is 
very hard for me to understand. 

“Milenians seem to have little respect for 
family lineage or preparation for the afterlife. 
However, it must be admitted that they are a 
people of great faith. Milenians pay homage to 
many Immortals with festivals and celebra- 
tions. They erect grand temples to honor the 
Immortals, but, of course, none are so grand 
as the temples and pyramids of Nithia. 

“Milenians seek council from holy men 
called orades. These clerics are said to have 
great power, and the means to see into the 
future. This intrigues me. If it is true, than we 
Nithians must discover this power and use it 
for ourselves. Alas, so far we have had little 
success. You see, Milenians hide their oracles 
in remote places protected by strong magic. 
Our attempts to bring an oracle before the 
Pharaoh have always failed. But we do not 
give up easily . . .” 

Milenia according to a Jennite wzrior: 
“Long ago, our tribes roamed much of the 

land that is now the Milenian Empire. Their 
ranks of soldiers marched like cold, heartless 
statues and drove the a u r d  herds away. We 

“ 

followed the herds, as is our custom. 
not forget this injustice, and pray to 

“Milenians are never satisfied. Wh 
they not ride the plains, hunt the a 
be content with life, 
for nothiig but con 

good riders and some can use the 

beneath their boots. 
“It must be admitted that Mile 

been to the land of the Milenians. 
great stone cities where Mildans sw 
like ants. Between their cities are ri 

they are not human bein@. 
“I have also heard it said 

Tabstia! Grant us the revenge we 



“But there is yet room in my heart for 
hope. I know all Milenians are not this way. 
Their traders once came to my tribe. They 

s, we tend to avoi 

blooming, and crops growing. It is like living 
in an eternal season of spring or summer. Ha- 
lav and Peua have uuly blessed us with their 
Immortal grace. 

“Toward the east, the pastures become tem- 

slopes of these mountains grow dense 

can be quite chilly. I typically wear a woo 
cloak and fur-lined boots when uaveling to 
this region to visit the libraries of Laroun. 

“Along the northern coast, and inland 
along the River Silvius, are tropical forests and 

north (my uncle Tyron among them) make a 
fortune growing and seUig exotic plants and 
lumber. 

“Except for desert (praise Petra!), 

swamps, grasslands, plains, an 
though the land is varied and 

I I 



The followin, _--- .. 
among nearby races, such as the Jennit , 
kagoro ,  and Nithians: 

... nmonly told t Rumors these creatures are very real. 
"Legends tell of faerie folk who dance with- 

in the deepest forests. It is believed that those 
who witness their frolicking become cursed to 
wander the forests forever. There is also a fa- 
vorite tale concernine a coven of medusae who 

D 

live in a cave in the mountains, where they 
guard the treasure of a long-dead hero. The 

When walking in tight formation Mile. 
nian soldiers fear nothing and c d o t  be 

legend states that some of the mountains are 
actually giants who were turned to rock by the 
stony gaze of the medusae. Once again, I warn 
you that these are merely tales to frighten 
young children, and I greatly doubt their ve- 
racity. 

"As I mentioned before, I live in Corisa. 
Ah, the metropolis! To truly understand us, 
you must visit one of our cities. Culture 
abounds. Theater, sculpture, architecture, 
scholastic achievements and discussions, all 
will reveal to you the greatness of our civiliza- 
tion and understanding of the world. Come to 
Corisa . . .  and heamazed!" 

killed. 

slaves and boiled in their blood. 
Milenians ride flying lio 
Oracles are blind but h 
see the future. 
Orades are really Imm 
Orades require human sacrifices 

There are no oracles anymore. 
Shrines are hidden p 

ute. 

devour their followers. 
Shrines are secret pl 

from it. 

by weak men called Senators. 
Milenians eat a special foo 
them from getting sick or 
Milenian ships sai l  to many 
lands, where they have many 

tals. 



lciety 
rrom the journal of Senator Mhonon of 

"Our society is composed of a strict 
hierarchy of social classes. Advancing to a 
better class is very difficult. It can be a lifelong 
commitment involving much intrigue; you 
must learn who to t r u s t  as a friend, and who 
to fear as an enemy. It is much easier to lose 
ground, tumbling down the sodal ladder to a 

that we Senators 

o is anenemy, aad who 

Adronius. Most of 

elf from the Senate 

Except from the journal of Senator Minonon 
of Laroun: Senator = 



to pass laws creating more than 100 provinces. 
Each new province means two more Senators, 
which means less power per Senator and less 
land to control. Typically, as OUT Empire 
grows, the boundaries of the 100 provinces are 
changed to accommodate the new territory. 
This is always a time of heated debate in the 
Senate, with much argument, bribery, and 
even deadly treachery. 

a Senator’s political power. Those from cities 
have the most power because they have the 
support of a greater portion of the population. 
A Senator whose province holds only a small 
hamlet populated mostly by farmers and 
herdsmen is rather low in status. This is why 
the re-drawing of province boundaries is so 
important-a Senator may be able to bring 
another village or town under his jurisdiction 
and increase his personal power and prestige. 

“Senators are the lawmakers of the Mile- 
nian Empire. They decide what are crimes and 
how those aimes should be punished. They 

“The province he represents is a measure of 

i 

, 
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Citizen 
Excerpt from We, the Empire by Ciuzen 
Kyrhamos of Corisa, a Milenian ScholAr: 

Milenian-born men who own !and in the 
Empire are officially Citizens. Those 
are not fortunate enough to own’land 
commoners in the eyes of the Empue. 
and slaves cannot own land, and, ~ th  
cannot be Citizens. 

“It is the right and privilege of Ci 
elect Senators and other politicians. 
Citizens may run for political offjce. 

towns. They get the best seats at public 
and meetings. 

“A Citizen who cannot pay his taxes with 
money or goods must sell enough of his land 
to cover what is owed. If all of his land must 
be sold, the hapless Citizen becomes a 
commoner and loses all of the righ 
privileges of being a Citizen of the Enipire. 

“By strict defiition, the Empemr and 
Senators are Citizens, but they are above the 
law and have rights beyond those of other 
Citizens. Of course, this does not mean that 
the Emperor or Senators can wantonly commi 
crimes-there is always the threat of assass- 
ination. Direct your attention to my previous 
work, Shadows of the Heart, for more infor- 
mation about the darker side of our political 
system. 

“Throughout this work, and my previo 
publications, I have capitalized the word 
‘Citizen’ because it is a formal title. For 
example,. someone might say, ‘Greetings, 
Citizen Grippa of Corisa.’ Notice that th 
is also given with the person’s n 
reveals the province from which 
and where his taxes are paid. 

“The sodal class of Citizen has many 
subdivisions, which I have described below,, . , 
Although ideally all Citizens have equal 
rights, in truth, some are a bit ‘more equal 
than others. The following subdivisions 
listed from highest to lowest in rank.” 

“ . . . As I stated earlier in @s work, all 

“Citizens live in the best sections of th 



Kythamos of Corisa, a Milenian scholar: 

affairs are tm much for a High Magistrate to 
handle alone. Magistrates are elected by the 
Citizens of their province and serve four-year 
terms. A province can elect as many 
Magistrates as the Senate deems necessary. 
Magistrates serve as subordinates to the High 
Magistrate and act with his authority. A 
Magistrate does not have the authority to pass 
judgment in court without fmt presenting the 
case to the High Magistrate, who can overrule 
or accept the Magistrate’s recommendation.” 

“In the larger provinces of our Empire, legal 

General - 
Excerpt from We, the Empire by Citizef 
Kythamos of Corisa, a Milem’an scholar: 

“A General is the commander of a single 
phalanx or garrison. A phalanx usually consists 
of 3,000 to 6,000 uoops. A garrison is often 
simply a phalanx that is permanently stationed 
within a province of the Empire. 

“Generals take orders directly from the Lord 
High General and carry his authority. 
Occasionally, a favored General will receive 
orders from the Emperor himself, which is 
considered an insult to the Lord High 
General.” 

- zholar - 
mcerpt from We, the Empire by Ciuzcn 
Kytharnos of Corisa, a Milenian scholar: 

arts (painting, sculpturing, musicianship, 
acting, singing, and so forth) are highly 
respected, as they should be. The most 
talented become celebrities, and receive gifts 
of money and goods. Some acquire wealthy 
patrons who pay their bills and keep them out 
of trouble with tax collectors. In exchange, the 
scholar or artist agrees to give the patron and 

“Citizens knowledgeable in the sciences and 

his family private instruction or pe 
“Academician magic-users who 

as scholars. Even though they 
and mistrusted, academicians 
respected for their knowledge 

religions are usually given the sam 
consideration as commoners.” 

Artisan 
Excerpt from We, the Empire by Ciu. 

greatly admired, though not so m 
scholars and artists. They seldom 

buildings, roads, bridge 
other grand structures.” 

Excerpt from We, the Empire 
Kythamos of Corisa, a Milem 

elected by the Citize 
“A Legalus is a pub 

Excerpt from We, the Empire by 
Kythamos of Corisa, a Milenian 

“The bulk of the Empire’s 

commoners labor to produce 
kinds, and merchants sell 

considerable influence on the Senate. 

Merchant 



Merchants are always concerned about new tax 
laws and uade agreements between provinces 
and other counuies.” 

Commoners 
Excerpt from a treatise by Citizen 
Cydadnomus of Corisa, a Milenian scholar: 

“It is my belief that the majority of the 
population falls into this social class, mostly 
men who do not own land. Commoners are 
the menial laborers and the very backbone of 
our Empire. They are not granted the respect 
and privileges that Citizens enjoy. 

Citizens, becoming so dependent upon 
landowners that they are little more than 
slaves. The average soldier is also a commoner. 

“Commoners cannot vote, but must s t i U  
pay taxes. They cannot legally refuse 
enlistment into the military. A male 
commoner who cannot pay his taxes is usually 
forced to serve a stint in the army or navy. 
Women who forfeit on their taxes, or those 
men who are too old or unfit for military duty, 
become indentured servants of the state, until 
they have paid off their taxes with labor. 

“I say this must change. For our Empire to 
truly flourish, it must strive to serve the 
majority, and not the select few.” 

“Many live and work on the land owned by 

Slaves 
Many slaves are Milenian. Most are captured 

Azcans, Jennites, Makai (a Neathar tribe), 
Merry Pirates, Nithians, ’luagoro, and 
Ttaldar. 

In cities and towns, most of the slaves are 
Milenian. They work in households and fields 
as menial laborers. Generally, they are treated 
much better than slaves of other cultures. 

Foreign slaves are most often kept outside 
communities. They work in gangs, performing 

haw can a soldier ain that a slaw w 

for faithful slaves to 

? 

the most hazardous and strenuous labors, such 
as mining. 

However, not all slaves are menial 
Some are scholar-slaves who teach tho 



- ___- 
Tymus, a Milenian scholar: 

people with a bright outlook on the future. 
We have built a strong nation with many 
unique customs. These traditions are what we 
are. To be as one with the Empire, you must 
take an active role in its culture. I cannot mess 
this enough . . .” 

..ritings of Citizen Graniknos ,,- 

“We Mileniam are a wealthy and proud 

Athletics 
Sporting events are at the core of Mllenlan 

culture. All warriors are expected to be 
athletes. These men are driven by the spirit of 
the games and the joy of competition. 

Besides simple enjoyment, there are several 
other reasons why athletics is so crucial to the 
Milenian way of life: 

As education. Mileniam believe that in 
order to have a healthy mind ripe for 
learning, one must fEst have a healthy 
body. Children begin athletic programs at 
the tender age of three. All during their 
education, students participate in athletic 
events, building their bodies as well as 
their minds. 

sporting events is an excellent way to 
remain physically fit. Milenians place 
much emphasis on daily regimens of 
exercise and eating healthy diets. The 
Empire is a nation of athletes. 

warrior race. In times of both war and 
peace, athletic events allow soldiers to 
train and keep fit. Sports are an integral 
part of the military, and one of the 
reasons why the Milenians are such a 
deadly and disciplined force on the 
battlefield. 
To honor the Immortals. A victorious 
Milenian athlete does not consider his 

As exercise. Obviously, uaining for 

As military training. Milenians are a 

Many cont sts are held to hon one or 
more are very Immo pof als. *awing These athletic large 1 f stivals of 

spectators an the best athletes fr m ’ 

across the E pire. 
To honor the dead. When an im ortant 
aerson dies. thletic events mav e held 

Gymnasiarcbs 

are older men w 



frown as I pass into the CourtyGd; I had best 
fmd them exercising when I return. 

“In the courtyard, the scholar Kassandion 
draws figures in the sand, likely demonstrating 
some new mathematical problem for the 
youths gathered around him. It fius my heart 
with joy to see the courtyard crowded with 
athletes boxing, wrestling, and practicing the 
parkation. Crasedeus plays his flute, giving a 
rhythm for the athletes to move by. Nearby, a 
youth digs with a pick. This not only loosens 
the sand, but is a valuable form of exercise. I 
recommend it highly. 

“As I move into the antechambers, I hear 
someone striking a punch-bag. In the bath 
house, men are bathing and oiling themselves. 
Tams has a thorn in his foot, and Panosos is 
helping to remove it. I believe I will take a 
massaee now. before beeinnine mv own 

A Milenian gymnasium, often called a 

knuckle-bones in the comer. I give them a etes train. Gymnasia are 
to schools and colleges. 

courtyard is a large hall 
ing place for athletes and 

e benches here for 

elves with oil before 
is also used for massage. 

. . . .  ~. . .  



Outside the gymnasium may be running 
tracks, jumping pits, and areas for throwing 
the javelin and diskos. There is also space for 
horse riding and parades. 

The Stadium 

with room for many more spectators. On the 
outer rim of the courtyard is an ernbirnked, 
paved track for horse and chariot racing. The 
inner part of the courtyard is covered with 
sand and used for boxing, wrestling, the 
pankration, running, jumping, and javelin 
and diskos throwing. 

Along the sides of the courtyard, stone 
bleachers hold spectators. Tunnels lead into 
the gathering halls and antechambers. 

Only the largest cities of the Empire have 
stadia. They may be found in Corisa, Demtor, 
Dophius, Laroun, and Tyrnus. The stadium of 
Corisa is the largest and can hold 50,000 
spectators. The others hold between 10,000 
and 30,000 spectators. 

Prizes 
Milenian athletes compete not only for a 

personal sense of achievement, but for 
valuable awards. Prizes are generally given 
only to the fust and second place winners of a 
contest. Typical awards include livestock, food 
and wine for an entire circle, a slave skilled at 
a craft, money, cups and bowls made of 
precious metals or other works of art, and fine 
weapons and armor. An especially desired 
prize is land, which grants the victorious 
athlete the social status of Citizen. 

The most coveted prize of all has no 
monetary value, however. It is a wreath of 
olive leaves given to the champion of each 
event by the Emperor. This takes place in 
Corisa during an athletic festival called simply 
“the Games.” Thus, the greatest prize of the 
Milenian athlete is the honor of victory. 

A stadium is simply a very large gymnasium 

Breaking the Rules 
Becahe success in comaetitions is 

dishonesty in the games brings down/ the m 
wrath of the ~mmortah. 

Repeat offenders may be 
Violators are disqualified 

and on rare occasions wen 

The Event$ 
The following are desc 

common athletic events. 

Archery: There are several 
archery. Some involve 
winner being the archer who shoo 
farthest. Others concem accuracy, 
archers shoot at diffic 
leather bags hung from a spear or 
tethered to a stake. Most archery c 
performed on foot, but some invo 
at targets while mounted. 

plenty of room to maneuver, 
virtually impossible to comer 
opponent. This discourag 
fighting, and ,encoyages 
waiting tactics. 
‘Ihere are no rounds. Occasion 

fighter who forces a quick 
up on the ground. 
‘Ihere are no weight cl&cau 



Boxers wear two types of gloves. Both ate 
made from the hide of an ox, and are between 
10 and 12 feet long. The glove is wrapped 
around the boxer’s knuckles several times, 
then wrapped diagonally up to his elbow. 

Soft thongs are most commonly used for 
sparring and practicing with a punch-bag. 
They serve more to protect the fighter’s hands 
than to inflict damage. 
Sharp thongs are used in competition. A 

ring of hardened leather with sharp, projecting 
edges fits over the boxer’s knuckles. It is 
possible to bludgeon a man to death while 
wearing sharp thongs. 

Boulder Lifting: This is a contest of strength, 
in which contestants struggle to lift a boulder 
or other heavy object. Usually, merely lifting 
the object off the ground is enough, but some 
contests require the boulder to be raised above 
the athlete’s head. 

Engraved boulders may be seen throughout 
the Empire. A typical engraving might read, 
“Bruteus of Peli  lifted me from the earth.” 

diskos is a circular stonc 
‘cker at the center 

d by a line across the 

e diskos as far as 

track. Riders do shoes or use stumps, 

Chariot Racing: A chariot is a light cart 
mounted on two wheels. It has a rail at the 
front and sides. Passengers in a chariot stand. 
A racing chariot has room only for the driver, 
while war chariots hold a driver and javelin 
thrower or archer. 

Chariot racing is a SPON of the wealthy, for 
only the rich can afford a stable of racing 
steeds. The most common chariot race is with 
four horses, which stand side by side. The two 
middle horses are harnessed to a yoke 
extendiag from the chariot, and the two outer 
horses are harnessed by traces (leather lines). 

Competitions take place in stadia with 
banked, oval tracks or in open fields. In either 
case, a wooden or stone pillar, called a 
turning-post, stands at each end of the track. 
It takes great skill and steel nerves to make a 
fast, tight turn around the turning-posts. 
Accidents are most common in the turns, : 
chariots might flip or collide with one another. 

in which athletes hurl 
(usually a shield with a 
at serves as a 



Jumping: Milenians practice both a running 
long jump and a standing broad jump with or 
without hand-held weights called halteres. 
These weights are made of stone and weigh 
between two and 10 pounds. By swinging his 
arms, the athlete adds impetus to his jump 
with the weights. Halteres also serve as 
dumbbells in weightlifting exercises. 

Jumpers leap from stone or wood slabs set 
into the ground. The turf beyond the take-off 
is either sand or loosened soil. Each jump is 
marked with a wooden peg. 

The Pankration: This brutal event is a 
combination of boxing and wrestling. Nearly 
anything goes, with only biting and gouging 
the eyes or other tender spots being 
disallowed. Strangleholds and arm or leg locks 
are the norm, and are designed to induce 
pain, causing the opponent to admit defeat. 
Pankratiasts do not wear boxing gloves. 

The Pentathlon: This is a competition of five 
events: diskos throwing, javelin throwing, 
jumping, running, and wrestling. The 
pentathlon is used to decide the best 
all-around champion. Pentathletes are highly 
regarded because of their skill in numerous 
sports. 

Running: Milenians practice both short sprints 
and long distance running. Some contests 
require the runner to wear leather armor and 
carry a round shield. The start and fmish lines 
of stadia and gymnasia are marked by stone 
pillars. 

Wresding: This is the oldest Milenian sport, 
and is viewed as both an art and a science. 
Grace and style are the most important factors. 

Milenians practice two types of wrestling. In 
the first, a wrestler wins by throwing his 
opponent to the ground, at which point the 
match is ended. This style takes place on sandy 
ground. 



C11 ing 
The Milenian man wears a short-slewed 

linen tunic that reaches his thigh and is belted 
at the waist. He also wears leather sandals, or 
fur-lined boots and a woolen cloak in colder 
climates. 

linen or silk with a woolen cloak in cold 
weather. She wears leather sandals, or silk 
slippers if 
she is wealthy. 

colors of their clothing reflect their status. A 
wealthy person's attire is dyed in bright 
patterns or embroidered with designs of 
animals or monsters, and made of high-quality 
material. A poor person's dothing is typically 
off-white and made of coarse linen. 

greatly enjoy wearing jewelry. Finely engraved 
bracelets and necklaces of rare metals are most 
popular. Even slaves have jewelry of bright 

The woman wears a long, sleeveless gown of 

For both men and women, the quality and 

Milenians of both sexes and all classes 

government treas ries and are the coins 

memans mint coins of platinum, gold, 
electrum, silver, and copper. These coins are 
made in two sizes: the medallion and the 
emperor. 

Medallions are the same size as stand 
D&D@ coins and have the same values. 
(Remember this when referring to the 
conversion table below.) They are the 
common type of coin. One side is usu 
stamped with the date and a symbol 

ent is an excuse for 

pick, etc. The other side is stamped with the 
symbol of the Milenian Empire (a griffon). 

The emperor is much bigger; one emperor 
the equivalent in size and weight to 10 
medallions. They are most commonly found 





Sweeteners: cinnamon, ho 
Vegetables: beans, carrots, 
Viticulture: grapes for wine, various plants 
shells for dyes, flax for linen 

(see above) is a staple 
Milenians also eat bread and goat or auroch 

cheese. They are very fond of sweetcakes made 
with honey and bran. A common dish (which 
most foreigners find repulsive) is okla, which 
consists of whole, ground f d  mixed with 
various spices. The concoction is buried in clay 
urns for up to a full week, allowing it to 
ferment. Okla is served cold. It is believed to 
be very healthy and a natural aphrodisiac. 

Funeral Practices 
is assodated with a 

Milenians have several methods of laying 
the dead to rest. Citizens are most often 
buried in family tombs, where many 
generations lie. These are built into the sides 
of hills or diffs and capped by a heavy stone. 
Some are very elaborate with carved arches and 
stone pillars. 

The family tombs of commoners are little 
more than mass graves. A deep (10' to 15') 
rectangular hole is cut into the bedrodt, the 
dead laid to rest, and the grave filled with 
layers of clay and pebbles. With each new 
death, the grave is re-dug to a depth just 
above the previous occupant. Thus, the 
corpses rest one atop the other, with a layer of 
day and pebbles between them. 

be burned on ritual pyres. This occurs most 
often in times of war, when many bodies must 
be dealt with quickly. Slaves are typically 
burned, rather than entombed. Exceptionally 
loyal or beloved slaves may be entombed as a 
-=+-re of resper 

L~~~ and J ,ce 

eaks on behalf of 

proceedings. 

Alternatively, commone 
the crimes comm 

in the Empire, 

s are common 



Punishments Defined 
Death is execution, and takes many I 

different forms, depending upon the 
compassion or cruelty of the High Magistrate 
and the details of the crime. 

Enslavement is for life. The criminal is sold 
at market to the highest bidder, with the 
proceeds going to the government. 

Exile means the criminal must leave the 
Empire, either for life or for a specified time. 
An exile who returns before his time is up may 
be legally slain by any Citizen of the Empire. 
Fines are paid to the government; a set fee 

in money or equivalent goods. Those who 
cannot pay usually receive a sentence of 
indentured servitude. 

Hogging is a public beating with a whip or 
flail. The number of lashes corresponds to the 
severity of the crime. 

Indentured servitude is the equivalent of 

being a temDo 
off in labor.* 

Mysticism 



Major Orders 
Halav (Patron of Warfare and 

Matera (Patroness of Childbirth and Women) 
Peua (Defender of the Holy Empire) 
Protius (Patron of Sea Travelers) 
Zargos (Patron of Darkness and Magic) 

Weapon-Making) 

Minor Orders 
Asterius (Patron of Trade and Merchants) 
Faunus (Patron of Wine and Herdsmen) 
Ixion (Patron of the Sun and Harvest) 
Khoronus (Patron of Timekeeping) 
Koryis (Patron of Slaves) 
Palartarkan (Patron of Magic) 
lhrasda (Patroness of Justice) 
Twelve Watchers (Patrons of Twelve Crafts; 

armor-making, baking, bow-making, 
jewelry-making, leatherworking, mining, 
shipbuilding, smithing, stonecarving, 
weapon-making, wine-making, 
woodcarving) 

Valerias (Patroness of Love) 
Zirchev (Patron of Forest 'Iiavelers) 

Science and Philosophy 
Milenians are thinkers. They excel at 

alchemy, botany, mathematics, physics, and 
zoology. Philosophy is best described as both 
an art and a science. 

Schools and colleges are located around the 
Empire for the study of each branch of science. 
The most gifted students often go on to study 
magic at the Imperial Academy of the Arcane 
in the city of Corisa. Common theory 
postulates that magic is the very essence of 
creation. Thus, since magic is part of 
everything, an understanding of all of the arts 
and sciences is needed to truly comprehend 
magic. 

The sciences of mathematics and physics 
have had a tremendous impact on 
architecture. Milenians have a keen 
understanding of structural strength and how 
to form straight lines. This is evidenced by 

ir!homes with potted 



General Skills 
The following are skills available to Mile- 

nian characters. Players must spend skill slots 
for them as usual. See pages 81-86 of the 
Rules Cyclopedia for complete information on 
skill rules. 

Appraising (Intelligence) 
This skill is commonly picked up by gem 

merchants, thieves, and others who deal in 
valuable objects. A successful skill check allows 
the appraiser to correctly estimate the value of 
an antique, art object, piece of jewelry, cut 
gemstone, or other crafted item. 

If the roll is failed, refer to the following 
table to determine the character's wrongly 
appraised value. 

Failed By 0fT BY 
1-2 10% 
3-5 50% 
6-9 100% 
10 + dlOO X 10% 

If the roll was even, add the percentage to 
the object's value. If odd, subtract the per- 
centage. If the result is zero or less, the ap- 
praiser imagines the object to be worthless or 
fraudulant. 

The character can also identlfy fakes by suc- 
ceeding at a skill check. If the appraiser fails 
his roll, he simply can't determine the authen- 
ticity of the item. 

Boxing (Strength) 
The character has received training in me 

Milenian art of boxing. Use the rules and Box- 
ing Unarmed Combat Mastery Eble on pages 
11 1- 112 of the Rules Cyclopedia. A boxer 
wearing sharp thongs inflicts ld3 points of 
damage plus any Strength bonus. A sharp 
thong is similar to a cestus (see pages 62 and 
64 of the Rules Cyclopedia). 
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not possible to both trample and slice an op- 
ponent at the same time. 

other chariots. By succe 
the driver maneuvers i 
blades rip into the opponent's wheel or horses. 
The enemy must immediately make a skill 
check at a -4 penalty or crash. The attacking 
driver must then succeed at another normal 
skill check or sash also. 

If the driver flips or crashes his chariot, he 
may attempt a skill check. Success means he 
has landed without injury. Otherwise, he suf- 
fers 3d6 points of damage, which may be 
modified further by the DM depending upon 
the circumstances. 

Take careful note of the differences between 
the Chariot Combat and Chariot Driving 
skills. Chariot Combat enables a person to 
make attacks from a chariot, Chariot Driving 
allows a character to attack with the chariot 
itself; conversely, only Chariot Combat helps a 
character make missile attacks from a moving 
chariot without penalty. 

Diskos Throwing (S 
The character has studied the various tech- 

niques of throwing the diskos. During compe- 
titions, the athletes roll a skill check. The one 
who succeeds by the most is t 
diskos is never used as a weapon; it is simply 
too inaccurate. 

Blades and spikes may also be used to attack 

Etiquette (Charisma) 
A person skilled at Etiquette knows proper 

table manners, styles of dance, how to dress 
properly, and how to address officials. Por 
unusual situations, such as when meeting the 
Emperor or a Senator, a skill check should be 
rolled. If successful, the DM can make sugges- 
tions to the player to help his character avoid a 
blunder or insult. If the roll is missed, the 
playm is on hi own, and must role-play the: 
situation however he sees fit. 

skill can create dupli- 
documents, and can 

The most commonly 

so on. Th; Empire is 
of paper shuffling. 
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es the character's rol 
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Knot Tying (Dexterity) Oration (Charisma) 
This skill is commonly learned by seamen. 

but is also a favorite of thieves. A character 
with this skill can tie all kinds of knots: ones 
that slip, hold snug, slide slowly, or come un- 
tied with a rug. This skill is also useful for 
escaping knots. If the character is bound with 
a knorted rope. he can attempt a skill check 
with a - 3 penalty. If he makes it, he's free. 

An oration is a specch given in a f o p a l ,  
dignified manner. Characters with this skiU arc 
able to swag large crowds of people with verbal 
persuasion. The DM should modify the skill 
check by taking the nature of the oration and 
rhc mood of the crowd into consideration. 
Typically, successful oration will impcqve the 
crowd's reaction by one step. Remember that 
when a crowd disperses, they will havq time to 
think more clearly about what has bean said, 
and doubts may creep in. 
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Milenian Character 
Specializations - 

The following information expands upon 
that found about Milenian player characters in 
the HOLLOW WORLD” boxed set. This chap- 
ter introduces specialized subclasses of the 
common classes of cleric and fighter. 

sen during character generation. Specialized 
Characters perform a specifc role in Milenian 
society. They have benefits and penalties that 
make them unique. These characters perform 
their specialized tasks to the exclusion of all 
other careers or professions. A PC can have 
only one specialization. 

Unless stated otherwise, a specialized char- 
acter must still follow the rules of his standard 
class. For example, a specialized fighter still 
uses the Fighter Experience Table, gains the 
same number and type of Hit Dice, etc. 

Special Compensation: Remember that all 
Milenians receive a + 2 bonus to hit and + 1 
bonus to damage when using spear-type weap- 
ons (javelin, pike, spear, and trident). 

If a specialization is desired, it must be cho- 

Clerics of Halav 
(Patron of W d u e  and Weapon-Making) 

Specialty clerics of Halav, known as “Red- 
Hairs,” are skilled at making war: devising 
tactics, training soldiers, raising morale, outfit- 
ting troops with arms and armor, and so forth. 
Many of them serve as officers in the Imperial 
Army or Navy, as well as high-ranking posi- 
tions in the temple of Halav. 

Customs: Red-Hairs gain their name because 
they dye their hair blood-red in honor of Ha- 
lav. Their helmets are adorned with red crests. 
Motto: “Stand before one’s enemies as a brave 
leader of men.” 

Benefits: Red-Hairs gain a + 2 bonus on attack 
rolls (not damage rolls) when battling human- 
oids (such as Beastmen, gnolls, goblins, ogres, 

orcs, trolls, etc.). These clerics receive a few 
general skills that do not cost any skill slots, 
and can be learned in addition to the& normal 
maximum number of skills. At 1st level, Red- 
Hairs gain the Leadership general skill. At 5th 
level, they get the Military Taxtics skill. At 
loth level, they receive the Craft (weapon- 
making) skill. Bonus skills can be improved as 
per the standard rules. 

Penalties: When battling humanoids (see 
above), a specialty cleric of Halav must make a 
Wisdom check. A cleric who fails flies into a 
blind rage. An enraged cleric musf attack 
(with spells or weapons) and will not retreat, 
surrender, nor take priswers. 

If all humanoids are slain, the cleric must 
make another Wisdom check to regain control. 
Failure meam he continues to attack the near- 
est target, possibly even his own comrades! 
After each round, the cleric may uy to snap 
out of it by rolling a Wisdom check. 

Cultural Weapons: Red-Hairs use spears, short 
swords, and the special sunbolt javelin (see the 
Arms and Armor section). 

Cultural Armor: These clerics use cuir-boulli 
armor, helmets, and anyshields. 

Typical Skills: If the optional skill rules are 
used, a Red-Hair must take Ceremony (Halav) 
at 1st level, and must learn Etiquette before 
other skills. 

Clerics of Matera 
(Patron of Childbirth and Women) 

Matera is an enigmatic figure whose history 
is unknown. She is thought to be a primordial 
spirit, and has appeared to her followers as a 
ghostly woman concealed by an aura ck &e 
Light. 

Her specialty clerics are known as “Mid- 
wives.” They aid in childbirth and care for 
women’s needs in general. Their order is cdet 
the Cult of the Mqtera. I 



Customs: Midwives wear full-length, flowing 
gowns of white linen, elaborate headdresses, 
and white veils. They often make pilgrimages 
to the Shrine of Fertility (see the Milenian 
Campaign Book) for ceremonies involving the 
birth of “chosen” children. Midwives are very 
secretive about their ritual practices, much of 
which remains a mystery to the men of the 
Empire. 

Motto: “The pain of childbirth is a bitter 
fruit, but one whose seeds are the very future 
of the Empire.” 
Benefits: Midwives are respected members of 
society. As such, they can ask and expect (by 
law) to receive hospitality at the home of any 
citizen of the Empire. Once per sleep, Mid- 
wives can employ a special hypnosis power that 
affects men only. It is in all game details simi- 
lar to the cham person spell except that the 
effect cannot be dispelled. It can be detected 
by the detect charm spell and can be removed 
by an oracle. 
Penalties: To be a Midwife, a character must 
have a minimum Charisma of 14. A Midwife 
must come to the aid of any woman who is 
being abused or threatened, even at the risk of 
personal injury. Failure to do so results in the 
Midwife being stripped of all clerical spells 
until she repents by praying at the Shrine of 
Fertility for one full sleep. 
Cultural Weapons: Midwives can only wield a 
special weapon called a stiletto, which is usu- 
ally concealed as an ornament in their head- 
dresses. See the A m  and Armor chapter of 
this book for details about this weapon. 
Cultural Armor: The specialty clerics of Matera 
wear no armor or shields. 
Typical Skills: If the optional skill rules are 
used Midwives must take Ceremony (Matera) 
at 1st level. They must acquire Healing before, 
learning other skills. 

, Petra’s specialty clerics, called “Holy De- 
fe dets,” are reno ned warriors and the pro- 
te tors of the Emp e’s many cities, towns, and 
vi i t  lages. Her temp es are usuallv the first 

seldom refuse a 
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Cultural Weapons: Specialist clerics of Petm 
can wield javelins, spears, shortswords, and 
the special ffange mace (see the Arms and 
Armor chapter for details). 
Cultural Armor: Holy Defenders can use cuir- 
boulli armoc, helmets, and any shields. 

Typical Skills: If the optional skill system is 
being used, Holy Defenders must spend a skill 
slot for Ceremony (Petra) at 1st level. They 
must learn Bravery before other skills. 

Clerics of Protius 
(Patron of Sea Travelers) 

Protius is an ancient Immortal who is the 

tiful, terrifying, and treacherous. His specialty 
clerics, called “Mariners,” perform ceremonies 
to appease Protius and protect seafaring Mile- 
nians. Because of the large population of fish- 
ermen and sailors in the Empire, the religion 
of Protius has a strong following. 
Customs: Mariners wear linen tunics dyed 
green and adorn themselves with necklaces of 
seashells or pearls. They often serve in the 
Imperial Navy as navigators who use skill and 
ceremony to avoid the hazards of the sea, no- 
tably storms and monsters. 

Motto: “The sea is fickle: She can be your 
best friend, granting life and prosperity, or 
your worst enemy, bringing death and desuuc- 
tion.” 

very embodiment of the sea: bautiful, boun- 

Griffon R1 

aerial 

without permissio 
mands: one who 
a traitor to the Benefits: Mariners have a swimming move- 

ment rate equal to their ground movement 
rate. If a Mariner begins to drown, he might 
receive aid from the sea itself, such as help 
from a friendly dolphin, a strange current that 
sweeps him up andonto a beach, etc. The 
chance of this aid is 20% + 2% per experi- 
ence level of the cleric. The DM may modify 

the Mariner’s past deeds into consideration. 

Mariners also have access to the following 

this percentage, taking special circumstances or 

of griffon feathers. 
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lhis hook is jammed witn information con- 

cerning the Milenian Empire: its history, its 
holdings, and its secrets. Additionally, the 
book presents the DUNGEON MASTER’” 
with rules, information, and adventures for 
running a campaign within the Empire. 

If you are a player, stop reading now! This 
book is meant for the DUNGEON MASTER’S 
eyes only. The DM should also read the Ad- 
venturer’s Guide carefully, preferably before 
reading the Miledan Campaign Book. 

Within these pages, the DM will fmd a 
detailed history of the rise of the Milenian 
Empire in the Known World, its subsequent 
fall and its rebirth in the Hollow World. The 
average Citizen of the Empire has only a vague 
understanding of this history, while scholars 
know considerably more. It is up to the DM to 
decide how much information to give the 
players at first, and how much to keep secret 
until discovered by the player characters dur- 
ing play. 

In brief, the Milenians are a strongwilled 
race of scholars, artisans, artists, and warriors. 
However, above all else, they are a race of 
conquerors. While the Senators and Emperor 
may quarrel over many issues, all are united in 
the belief that the Empire will one day rule all 
of the Hollow World. 

Milenians place great emphasis on maintain- 
ing good physical health. The majority of 
them exercise daily and adhere to strict diets. 
Personal hygiene is also very important to 
these people. Even the smallest villages 
throughout the Empire have bath houses, 
which are very popular gathering places for the 
Citizens. 

Milenians also realize the importance of 
education. Whether the son or daughter of the 
lowliest commoner or a Senator’s child, nearly 
every Milenian can receive a formal education 
at very low cost. In virtually any  city, at virtu- 
ally any hour, groups of young men and wom- 
en can be found sitting on the steps of the 

words of a scholar. 
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History of the Milenian 
Empire 

To understand the workings of the complex 
machine that is the Milenian Empire, one 
must first understand the functions of its 
parts: its history, its places, and its people. 

Our story begins long ago in the Known 
World . . . 

Exodus 
In 1000 BC, gnolls invaded Tradaran lands 

in a region of the Known World now called 
Karameikos. Though the Traldar were a 
Bronze Age culture with a proud warrior uadi- 
tion, the surging tide of gnolls overwhelmed 
their battle lines and began to destroy the 
entire nation. The war ended with both sides 
nearly obliterated. The Traldar were plunged 
into a dark age that lasted until AC 900, when 
the Empire of Thyatis ultimately conquered 

Halav of Luln banded 
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stepped forward and led the immigrants slowly 
inland to the deep forests of the continent, 
which reminded them of their homeland. 
Here, they formed a nation called Milenia in 
honor of their late king. 

Empire 
King Milen left no heirs. Open councils 

were held, and several nobles were elected to 
represent various factions of the populace. 
These men devised a democratic system of 
government consisting of two ruling bodies: 
the Senate and the Emperor. These same men 
were elected by popular vote and formed the 
fmt Senate. They, in turn, elected the first 
Emperor, Androsar I. Thus, the Milenian Em- 
pire was born. 

Androsar had served King Milen as the cou- 
rageous Lord High General of his army during 
the gnoll invasion of 1000 BC. Androsar's 
prowess as a military leader, and his reluctance 
to retreat from the invaders, is well recorded in 
ancient texts, which are still read by Milenian 
scholars to this day. Some of these sources even 
hint that he may have had something to do 
with King Milen's death during the exodus. 
Even so, the fm Senate recognized Androsar's 
talents, and unanimously elected him Emperor. 

Under the guidance of Emperor Androsar, 
the Milenians conquered and assimilated 
neighboring tribes of men. Most of those van- 
quished were fair-skinned descendants of Nea- 
thar and darker-skinned Oltecs. The mixing of 
these races resulted in the olive skin and 
brown hair common to Milenians today. 

Tribes that resisted conquest and absorption 
were driven forth. In a historical time frame, it 
was not long before the strength of the Mile- 
nian Empire in the Southern Continent was 
well established. 

As centuries passed, Milenian culture di- 
verged from that of the ancient Traldar. The 
Milenian dialect evolved into a language in its 
own right. Milenian warriors utilized iron 
weapons, but kept the traditional types of 
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coast of the southern Atlass Ocean, far south 
of the Traldar Kingdoms. They returned to the 
democratic system that had made the first 
Empire strong and swiftly elected a new Sen- 
ate. A man named Titanion, who adhered to 
the beliefs of the earliest Emperors, was elect- 
ed hy the Senate to be the fmt Milenian Em- 
peror in the Hollow World. 

Emperor Titanion I returned the Milenians 
to the path of conquest. They routed the Jen- 
nites from the southern plains and erected 
fortresses to ward off the fearsome Tanagoro 
warriors of the northeast. They virtually exter- 
minated the dinosaurs of the region; these 
beasts are rarely found in the Empire today. 

Because of their location on the coast, it 
became crucial for the Milenians to develop a 
navy. While on the Southern Continent of the 
Known World, they had no need of ships. The 
Milenians had forgotten the shipbuilding skills 
of their ancient Tradaran ancestors. They had 
to relearn the craft from the musty archives of 
cultural memory. It was a slow p~ocess, hut 
one required to ward off the menacing vessels 
of the Merry Pirates. 

Now, the Milenians have a strong navy, and 
have become comforrahle traveling the sea. 
Fishermen have also taken to the ocean, and 
fsh is one of the staple foods of the Empire, as 
it had been for the ancient Milenians. 

The first real test of the Milenian navy oc- 
curred in AC 422, when a tremendous sea 
battle (known as the Battle of Corisa) took 
place in the Gulf of Corisa. An invading fleet 
of Badarm ships was met by the Imperial 
Navy and defeated. Scores of the ancient hulks 
still litter the ocean floor. The graveyard of 
ships has become a haven for aquatic monsters 
of all sons, and a potential treasure trove. 

The Battle of Pharos took place in AC 535 
within the Bay of Laroun. A fleet of Merry 
Pirate vessels pillaged the town of Pharos. The 
pirate fleet was intercepted hy the Imperial 
Navy on its way to the city of Laroun, where 
the Merry Pirates planned to continue their 
rampage. Caught in the channel between the 

em. These wrecks have 
clean of treasure by local 

om, Milenian armies 
formations across the have marched in 

raided or allied with 



Inters 
h e  rouowing are some 01 me most impor- 

tant locales in the Empire. More special areas 
can be added if desired. Note that all Milenian 
settlements, even the smallest villages, are 
surrounded by stone walls. 

Agrisa Fort 
Built on the hilly slopes of the northern 

shore of Lake Agrisa, this fortress protects the 
Empire from rare intrusions from the south. 
The fort holds a garrison of a 3.000-man army 
and a 2,000-man navy. The fleet of war galleys 
plies the waters of Lake Agrisa, protecting the 
fshermen of neighboring Phos from arnphibi- 
ous dinosaurs and other aquatic menaces. 

The Empire’s southern expansion initiates 
from Agrisa Fort. Galleys from the fort travel 
Lake Agrisa’s tributaries, ever searching for 
n.- realms to conquer and new lands to settle. 

irisa = 
This is the capital city of the Empire, aLu 

has agrowing population of 250,000. It is a 
marvel to behold (due mainly to the taxes 
collected from other cities). Its monumental 
structures are fashioned of white limestone 
quarried from the mountains southeast of 
Laroun. The streets are paved with this same 
stone. The Citizens of Corisa boast that it is 
the cultural center of the Empire. 

ing places of the city: 
The following are some of the most interest- 

Academy of the Arcane 
This building stands two stories tall with 

many balconies and walkways supported by 
elaborately carved stone pirmars. It is made of a 
strange red stone, and is said to have been 
conjured from thin air over 1,000 circles ago. 
In the flickering light of the Hollow World‘s 
sun, the crimson stone appears to pulse with 
an inner light. 
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T I I Over a dozen magical and alchemical 
laborarories are scattered around the 
Academy. In these, students gain "hands 
on" training. 
The entrance to the library is guarded by 
two obsidian golems. Only those speak- 
ing the current password may enter un- 
molested. If these golems are reduced to 
0 hit points, they shatter, causing an in- 
credible noise that can be heard up to 
300' away. The library is a huge, window- 
less chamber illuminated by continual 
light spells. Scores of towering shelves 
hold thousands of scrolls and books. Most 
pertain to philosophy, history, magical 
theory, mathematics and the other sci- 
ences. No spell books can be found in the 
library-the academicians are much too 
secretive about their magical research to 
allow others to see their books. Scribes 
can be found here at all hours, working 
to translate, catalogue, and update the 
archives. 

Obsidian golems (2): AC 3; HD 6; hp 48 
each; MV 120' (40'); #AT 1; Dmg 2d4; Save 
F3; ML 12; AI. N; XP 500. 

At the srudenr marker, high quality mag- 
ical and alchemical supplies are sold at 
about half the price of similar merchan- 
dise found in the rest of the Empire. 
Only enrolled students may purchase 
items here, which include such things as 
blank spell books, scroll parchment, scroll 
cases, writing utensils, rare inks, spell 
components, and a wide variety of glass- 
ware and other laboratory equipment. 

The Acropolis 
The traditional residence of the Emperor 

stands majestically on a tall, flat-topped hill. 
It is a three-story palace made of spotless white 
limestone. Its western facing is lined with tre- 
mendous pillars reaching from the ground to 
the roof high above. The Emperor enjoys a 



breath-taking view of the Atlass Ocean. 
The Acropolis also houses temples to Halav 

and Petra, as well as a garrison for the Emper- 
or’s highly trained personal guard. The entire 
Acropolis is shielded by a stone wall 20‘ tall 
and 15‘ wide; warriors can actually ride their 
horses along the top of the wall. 

The Agora 
The open heart of the city is a vast plaza 

where crowds may gather to talk, make 
speeches, and market their wares. This is the 
place to go to hear rumors concerning nearly 
anything, from such trivial matters as gossip 
about celebrities to important issues, such as 
impending elections. 

The Harbor 
The city’s harbor has undergone considera- 

ble construction over the years. The headlands 
are protected by 20’ walls topped by numerous 
towers, each equipped with one heavy catapult 
and two ballistae. The one entrance into the 
harbor is guarded by a huge bronze chain. 
Normally, the chain is lowered deep into the 
harbor so ships may pass over, but it is raised 
when the dry must defend itself from invad- 
ing fleets. 

The Senate 
Like the Acropolis, the Senate is a titanic 

three-story building. Huge steps lead up from 
ground level to the second floor, the main 
entrance. The Empire’s 200 elected officials 
gather in the impressive Senate Chamber, 
where they heatedly debate current issues, pass 
laws, represent their people, and engage in 
political intrigue. 

An observation gallery NnS above and 
around the Senate Chamber. Occasionally, 
important visitors and Citizens are allowed to 
observe the Senate in session. The remainder 
of the building contains the various Senators’ 
offices and those of minor functionaries. 

The Temple of Petra and Halav 
Milenians honor many Immorta 
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A 5,000-man garrison protects the city and 
its mines. The best metal-crafters in the Em- 
pire reside in Demtor. Their precious wares are 
transported overland and down the Dophius 
River for sale throughout the nation. 

Dophius 
Standing on the hanks of the Dophius Riv- 

er, this city has a population of 50,000. The 
3,000-man garrison is responsible for pauol- 
ling the river to as far south as Phos and as far 
north as Corisa. Known as the “River Watch,” 
they control virtually all river uaffk and hoard 
ships in the name of the Emperor to search 
cargos for untaxed goods. 

Because of its central location. Dophius is a 
favorite stopping place for both overland and 
river traffic. News from all across the Empire 
converges on its busy streets and docks. 

Emperor’s Walk 
This city of 30,000 is where the wealthiest 

Citizens of the Empire come to vacation. 
Standing proudly along the road leading into 
the city are the 30’ tall statues of every Emper- 
or since the first, Androsar I. 

The fabulous homes of rich nobles and poli- 
ticians stand on the slopes of a tall hill, at the 
top of which is a bubbling hot spring. The 
warm waters cascade down the terraced hill, 
forming naturally heated baths of varying 
temperatures; those toward the top are warm- 
est, while those near the bottom are quite 
cool. The custom is to begin bathing at the 
lowest tier, then slowly move upward taking 
warmer and warmer baths. The pool at the top 
is hot indeed! 

The homes of commoners and civic build- 
ings (the true city proper) are clustered at the 
base of the hill. A force of 3,000 soldiers is 
garrisoned here, and charged with keeping the 
peace, as well as protecting visiting nobles and 
their luxurious homes. 
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River. Here, construction of a new fort has 
begun. The Dagol River is surrounded by 
many miles of rich farmland; a prize the Em- 
pire is willing to fight for. 

Lake Agrisa 
The briny waters of this huge lake are un- 

naturally warm, and as a result, fog banks 
continuously swirl on its surface. The lake is 
said to have no bottom; this is not true, 
though it is very, very deep. 

Over the centuries, scholars have been in- 
trigued by the lake and its strange properties. 
Some theorize that it is warmed by fiery drag- 
ons sleeping within its greatest depths. Others 
claim that the lake is the birthplace of the 
Sun. and as the waters continue to grow warm- 
er, someday a new Sun will emerge in a geyser 
of steam and fue to take the place of the old. 
While these theories make for amusing tales, 
the majority of Milenian scholars who have 
investigated the lake correctly believe it is 
warmed by volcanic activity on the bottom. 

Even so, Lake Agrisa is indeed a strange 
place. Aquatic dinosaurs do swim in its 
depths; their long, graceful necks and huge 
fins can sometimes be seen cutting through 
the fog. The fuhermen of Phos are very super- 
stitious, as might be expected since they never 
know what they might catch in their nets: 
Odd fsh of all shapes and sizes thrive here, as 
well as unique mussels and astaceans. At the 
bottom of the food chain are unusual bacteria 
and plankton that metabolize the minerals 
from the volcanic springs at the lake bottom, 
or manufacture food with heat energy the way 
normal plants make food with sunlight. 

It is rumored by the fishermen of Phos that 
a hidden underground waterway winds 
through the mountain chain known as the 
Emperor’s Rampart, connecting Lake Agrisa to 
the Bay of Lvoun and the open sea. It is be- 
lieved that this mysterious canal is known to 
the Merry Pirates. A favorite tale on the fuh- 
ing docks of Phos pertains to sleek, white 

“ghost” ships that have ‘been seen 
waters of the lake like pqowling 
ever, the Imperial Navy has never OEC 
reported encountering shch vessels. 

A decade ago, a small; expedi 
to locate the hidden river, but returne 
failure. The Empire oEc!ially d 
canal exists, and that reported 
foreign vessels on the lake are 
the fog. But to the disgnuntle 
have seen them, the ominous ships re 
mystery. 
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This coastal city of lOD,OOO is high1 
ed for its libraries, schol+s, 
A trail from the city lea& to the s 
mountains, where limestone is quarrie 
sive slabs of the white s h e  are taken 
city to be worked by ,+om, then 
by land and sea to be used in ci 
the Empire. 

Laroun’s garrison of 1,500 so 
ors serves to govern this Ici 
boring Pelai. Tlme war gil  
responsible for keeping 
from k o u n  to Grisa +en, 
the Bay of Laroun free df marauding 
and monsters. 
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the hot spring of the Emperors’ Walk. 

Lentys Fort 



from the thick forests and mountains to the 
southeast. They also serve as reinforcements in 
the event of a Jennite, kagoro,  or Nithian 
attack on the Tythus Fortress to the north. 
Mining and logging communities are begin- 
ning to spring up in the nearby mountains 
and forests. The men of Lentys Fort are alr 
charged with overseeing and protecting th 
settlers. 

Moreus 
With a population of 3,000, Moreus is a 

seaside community of fishermen. Though 
under the protection of the Imperial Navy, the 
fshing vessels of Moreus are often harassed by 
the Merry Pirates. 

Pelai 
Though this is a relatively small city of 

20,000 people, it is the center of an under- 
ground movement to establish a new govern- 
ment. The rebels, secretly led by a group 
called the “Kings of Milenia,” wish to break 
up the imperial government into a collection 
of independent city-states. 

The main liveliihood is fshiig, while many 
farmers live and work in the surrounding 
counuyside. Pelai is not a wealthy city, and is 
drab in comparison to the rest of the Empire. 
A feeling of oppression lingers here. 

Pharos 
Located on the Island of Amora, Pharos is a 

small town of 3,000 individuals. Fishermen 
and farmers comprise the majority of the work 
force. Herd animals and other livestock roam 
the length and breadth of the island. Al- 
though the garrison of Laroun maintains a 
presence here, the people of Pharos feel cut off 
from the rest of the Empire and greatly fear 
attacks by the Merry Pirates (though such at- 
tacks seldom occur). 

Phos 
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This snrine is at the bacK or a box ciu~yun. 
Here, many circles ago, a tribe of m 
Beastmen was totally wiped out by the Mile- 
nians. The bones, rusting weapons, 
ting armor of the dead still litter the g 
In the midst of this carnage stands the 
Halav, a clay image, finely crafted. 

Over the.many circles he has been here, the 
oracle of Halav has covered the walls of the 
canyon with paintings depicting Halav’s great- 
est victories. Though the oracle is blind, his 
hand is sure and his imagination keen; the 
paintings are masterful works of art. 

He often comes here alone to reminis 
the past and Donder the future. 

, who enjoy bathing in th 
upon the moss-covered te 

The shrine is one of Halav’s favorite places. 

@‘-rim VI Shadows (Zargos) = 
This shrine is a darkened cave; the only 

light being a blood-red glow from the Icon of 
Zargos. Few ever come to this place, as it is 
greatly feared. Legends state that the oracle of 
Zargos is of the undead, and as likely to eat 
you as read your future. It is rumored that the 
oracle mumbles insanely in the darkness, lis- 
tening for omens to the wind passing through 
a mound of skulls. It is also whispered to chil- 
dren on stormy nights that tunnels at the 
shrine go so far into the ground that they open 
upon another world of cannibals and scream- 
ing fiends. Whatever the case may be, Zargo- 
sian magic-users and clerics occasionally visit 
the shrine to consult the oracle. 

Shrine of Whisper Winds 
(Petra‘ 

A smal,, d u d e d  .--, ... k e s  this shr-.... 
difficult to find. A hot spring bubbles at the 
heart of the shrine, surrounded by stone ledg- 
es blanketed by moist, green moss. On one of 
these flat outcroppings stands the Icon of Pe- 
ua, a clay statuette. 

Tromeas is a farming town with a 
tion of 10,000. Much of the food 
produced here are sold to the 
tress Tythus and Fort Lentvs. 

> -  

Housing 150 ,___ =--= ~ - ,  the city 0- 
is second in size only to Corisa. Built 
coast where the River Silvius spills 

forests. It has become the logging 

The 5,000-man navy of Tyrnus 
with keeping the shipping lanes 
Kingdoms open and free of 
the skill and tenacity of the 
naval garrison has not been 

Atlass Ocean, Tyrnus is 

crafting capital of the Empire. 

the centuries. 

- - Valley of Night I 

This is a rocky place of stunted trees 
sinkholes, where undead creatures and 
other evil monsters 
above this region, casting the 
shadow. Perpetual fog 
Night even more and tricks the eye, m 
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the gnarled trees and strange rock formations 
look like leering monsters. 

Within the valley stands the Tower of 
Night. This spiraling tower of obsidian was 
created by Zargos (alias the Immortal Nyx) to 
house the dreaded Book of Zargos. Clerics and 
magic-user followers of Zargos, known as 
Zargosians, occupy the tower, working in their 
dark laboratories and temples to further the 
goals of the longdead Zargos; most notably to 
extinguish the Hollow Worlds sun. 

An illusion causes the tower look like a 
huge, dead tree; just like many of the other 
trees looming in the fog. Exactly what aw& 

. .  

within the alien 

Xprda 
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Political intrigue runs rampant in the Mile- 

nian Empire. Political assassination does OCCUT; 
and not even Emperors are immune. 

Thefollowing are four of the most influen- 
tial factions struggling to change the status 
quo. Many other guilds, brotherhoods, and 
secret societies exist. Generally, however, rather 
than trying to bring about a major change in 
the political order, they seek to gain power on 
a local scale by electing off~uals who support 
their cause. Many of these organizations will 
do whatever is necessary to see that their man 
is elected, such as rigging the elections, or 
using force IX blackmail. 

Cult of Matera 
Women cannot own land, and therefore 

cannot be Citizens of the Empire. In general, 
women come second in all things to men. 
While most are content with their role in sou- 
ety, a growing number of women don’t like it 
and are doing something about it. 

Centuries ago the Immortal Vanya sensed 
this discontent, and seized upon it as a means 
of destroying the Empire from within. While 
she was a mortal, Vanya was a wartior-princess 
of the Kerendan people, and fought in the 
Known World against the Milenian Empire on 
the Southern Continent. She was captured and 
forced to become a slave. After suffering at the 
hands of the Milenians, she eventually escaped 
and later reached Immortality in the Sphere of 
Time. Vanya has always held a grudge against 
the Milenians. 

Not long after the Milenians were trans- 
ported to the Hollow World, Vanya took the 
form of a woman made of blue light, and 
appeared in the dreams of the most influential 
and rebellious women of the Empire. Calling 
herself simply “Matera,” Vanya told the wom- 
en that she would help them achieve domin- 
ion over the Empire, if they would in turn 
honor her. The clerics of Matera, who are 

When the women 
Senate, the Empew 
Myrina will unanimo 
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Of course, the women's plan has not gone 
totally unnoticed. Hearing strange rumors 
through their networks of spies, a few Senators 
have become suspicious. A secret imperial 
investigation has begun. It is now a race: Will 
the Emperor and Senators uncover the conspir- 
ators and their plot, or is it already too late? 

Female player characters can be clerics of 
Matera, as described in the Player's Book. 
However, like other Midwives, player charac- 
ters should not be aware that Matera is also 
Vanya. How much these player characters 
know about the cult's influence over the Sen- 
ate is up to the DM. They might only be 
aware of the cult's general goals: To gain inde- 
pendence for women and control over men. 

The Followers of Zargos = 
Over a century ago, a wizened old man 

came to the Academy of the Arcane in Corisa 
and petitioned for membership. He claimed to 
be a scholar named Zargos from Laroun, where 
he studied magic alone for many years. Zargos 
demonstrated spells never seen before-he was 
quickly admitted and given a teaching posi- 
tion at the Academy. 

The old man was not what he seemed. In 
truth, Zargos was a mortal form of Nyx, an 
Immortal of Entropy. Nyx wanted to bring 
darkness to the Hollow World so that her un- 
dead minions and other creatures of the night 
might flourish. 

It was not long before ZargoslNyx began 
teaching a strange philosophy: That the magic 
of the Milenian mages of the first Empire (in 
the Known World) was more powerful than 
that of today due to an anti-magical effect of 
this world's sun. Zargos claimed that the 
Academy should put all of its efforts to dim- 
ming or extinguishing the sun, and thus 
plunging the Empire into an eternal night 
where magic could flourish unhindered. 

world with no sun? How would the crops 
This theory hordfied most academicians. A 

e iwlf apart. The mages 

ent reaction, and was 

dreams of her followers 

and continwed the dead 
.darkness may yet com 
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countered in populated areas. They rely on 
spies and other hirelings for news of the Em- 
pire, especially with regard to the Academy of 
the Arcane. 

Clerics of Zargos 

are controlled by the DM as NPCs. They 
should be used as the enemies of the player 
characters. 

Some of those who left the Academy gave 
up their study of magic to become clerics of 
Zargos. They believe that Zargos grants them 
their spells, and do not know that Zargos is 
really Nyx. 
Benefits: In addition to their normal spell 
casting abilities, at 1st level, clerics of Zargos 
can cast a darkness spell (a reversed light spell) 
once per sleep; at 2nd level twice per sleep; 
and at 3rd and higher levels, three times per 
sleep. Though not undead themselves, these 
clerics can, at 5th level, control undead as a 

Because of their evil name, clerics of Zargos 

Cultural Armor: They 
cuir-boa armor and 

As with the clerics 
users are only NPCs. 
suuctive, and feared 
characters. 
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ofZargos. Their ultimate goal, and that of the 
clerics as well, is to destroy the sun, bringing 
eternal darkness to the Hollow World. 
Benefits: Because they possess the Book of 
Zargos. these sorcerers have access to a few 
spells not normally found in the Hollow 
World. Zargosian sorcerers (of the appropriate 
level) automatically add to their spell books 
the following spells: 1) shield, 5) lightning 
bolt, 9) animate dead, and 12) weather 
control. 
Penalties: Due to exposure to the Book of 
Zargos. sunlight burns them, causing 1 hit 
point of damage per round. Normal light 
(such as from a candle or torch) or magical 
light has no special effect; only the rays of the 
sun harm them in this way. Zargosians wear 
heavy robes to protect their pale skin. 
Cultural Weapons: Zxgosian sorcerers may use 
the dagger and staff. 
Cultural Armor: They wear no armor and do 
not carry shields. 

- ”ings of Mileni - 
inere exists a group of 13 powenui uuzens 

who believe they have the hereditary right to 
rule the Empire. Having failed to climb the 
politicd ranks, these men have saught another 
means of gaining power outside the estab- 
lished system. Using ancient genealogies and 
history texts (and often a bit of creative for- 
gery). these 13 Citizens have traced their an- 
cestry back to the ancient Tradaran kings. 

calling themselves the “Kings of &enia:’ 
these men have formed a rebel organizat 
based in the southern coastal city of Pelai. 
Here, where anti-imperial sentiment was al- 
ready the norm, the 13 “kings” found eager 
followers. The kings also have the backing of 
the Traldar Kingdoms to the north, whose 
leaders see this as the perfect opportunity to 
bring the Milenian Empire undec their sway. 

The kings have about 1,000 followers in 
Pelai, and another 1,000 scattered throughout 

s on land and sea, 

both Pelai and Pharc 

bellion is successful, 

The Kleon 



anger, Kleon struck his master and tried to 
strangle him. Archeos survived and saw to it 
that Kleon was executed. 

At that time, there already existed in the 
Empire an underground movement of slaves 
whose goal was to overthrow their oppressors 
and claim independence for themselves. Kleon 
was heralded as a mmyr to the cause. The 
rebellious slaves took the name Kleonite to 
describe themselves and honor the dead slave. 
Membership in this secret society has swelled 
to approximately 20,000. 

There are about 5,000 Kleonites in the 
southern city of Laroun, where their leader, 
Suabos, work in the limestone quarries. The 
remaining 15,000 Kleonites are scattered 
around the Empire. 

When the Kleonites take aggressive action, 
it is usually against especially cruel masters. 
The slaves are subtle, disguising the killings as 
accidents or political assassinations. For the 
moment, however, aggression is not their main 
objective. Suabos and his followers are pa- 
tient. They realize that as the Empire grows it 
becomes more and more dependent upon 
slaves to feed it and build it. The Empire’s 
expansion shall be its undoing. One sleep, it 
will have spread itself too thin. Disgruntled 
slaves will greatly outnumber their masters, 
the mperial garrisons will be stationed even 
farther from the Empire’s core. Then, at the 
capital city, rebellion will burst forth with the 
strength of a volcano. 

The Kleonites are expert at gathering and 
spreading information. Many of them are the 
slaves of Senators, and even the Emperor him- 
self. Their eyes and ears are always open. Spo- 
ken in passwords and hushed whispers, news 
travels across the empire by the slaves of cargo 
ships and wagons. 

The Empire is fully aware that many of its 
slaves are discontent, but has no idea of the 
extent of the Kleonites’ subversive activities. 
In the arrogant eyes of the Empire, this secret 
society is not a threat. 

I 
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LAIC lullowing are JUUS of the movers ~ U U  

shakers within the Empire. Some seek to keep 
the Empire functioning like a well-oiled ma- 
chine, while others seek to throw a wrench in 
the works and bring about change for their 
own purposes. In either case, these people 
affect the daily lives of nearly all Milenians. 

Amnethon of Corisa 
High Magus of the Imperial Academy of the 
Arcane 

History: Amnethon was born 53 circles ago 
into the family of a commoner living in the 
city of Corisa. His father worked as a scribe, 
and taught his brilliant son how to read and 
write at the astounding age of three. Because 
of his intellect, Amnethon received an educa- 
tion with the most talented philosophers of 
that time, an education that his father could 
not normally have afforded. 

At 12 years of age, Amnethon became the 
youngest pupil ever accepted into the Imperial 
Academy of the Arcane. His comprehension of 
magic even surpassed his acute aptitude for 
the sciences. Over the circles that followed, he 
rose through the ranks of the academy, eventu- 
ally becoming its High Magus (i.e. headmas- 
ter). Amnethon has held this position for 23 
circles. 

As High Magus, Amnethon serves as the 
Emperor's personal mage and counselor on 
matters of a magical nature. He is also respon- 
sible for the training of battle-mages, those 
students of the Academy who also serve in the 
Imperial Army. 

Personality: Amnethon is a spritely old man 
with a good heart and a keen eye. He pursues 
the study of magic as if it were his own person- 
al religion. Even so, he is a devout follower of 
both Halav and Peua. 

Amnethon can be a grueling taskmaster at 
times, but he truly cares about the welfare of 

uite fond of Emperor 
not care for Myrina, the 

he suspects of being a 



1st-analyze, darkness, detect magic ( X 2). 
light, protection from evil, read magic, sure 
strike. 2nd-continual light, detect evil, 
knock, levitate, locate object, phantasmal 
force, web, wizard lock. 3rd-create air, dispel 
magic, fly, haste, infnvision, protectinn from 
normal missiles, sunstrike. 4th-clothforrm, 
curse, growth ofplants, remove curse, shrink 
plants, wall offire, wizard eye. %h-dissolve, 
harden, pmall ( X 2). wall of stone ( X 2), 
wooaKorm. 6th-anti-magic shell, flesh to 
stone, move earth, projected image, stone to 
flesh, stoneform. 7th-ironforrmm, magic door 
( x  2), magic lock ( x 2). statue. 8th-done, 
dance, permanence, steelform, symbol. 9th- 
contingency, heal, immunity, shapechange, 
survival,. 

Magical Items: staffof wizarolq ring of 
protection + 4, ring of spell turning, talisman 
of the chimera, talisman of the golem (obsidi- 
an), and the skullcap of the High Magus, 
which acts as a helm ofreading. 

History: In the small coastal town of Xarda, 
Dagos was bum into a fsherman’s family 28 
circles ago. Here, as a boy, he helped his fa- 
ther, older brothers, and uncles repair their 
nets and dean their catches for market. The 
docks of Xarda are a tough place for anyone, 
but especially for a timid boy such as Dagos. 
He was often bullied and teased, sometimes 
even by his own family. Even so, Dagos did 
not become bitter, but remained good-natured 
and strong-hearted. 

Dagos soon realized that his future was not 
to be found in nets, but in books and study. 
When not working for his cruel father, he 
spent his time with an elderly priest of Halav, 
who tended a local shrine. The priest saw the 
untapped potential within Dagos, and taught 
the boy to read and write. In return, Dagos 
helped the old man tend the shrine, and 

quickly became a devo 
On his twelfth birtb 

many circles. I 
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wears leather sandals and the golden Helm of 
Halav. He seldom dons armor or carries weap- 
ons within the temple. 
DM Notes: Dagos does not yet know that 

the Cult of Matera honors Vanya. However, he 
has been receiving omens from the Immortal 
Halav which have made him suspicious of this 
cult. Dagos has begun his own investigation 
into the cult’s activities. 

Combat Notes: Dagos is a 23rd level cleric 
of Halav (see the Adventurer’s Guide for ben- 
efits and penalties): AC 1 (cuir-bo& +2,  
shield +3); hp 52; M V  90’ (30‘); #AT 1; Dmg 
ld6 + 3 (spear + 3  ofreturning) or ld6 + 1 
(short sword + I ) ;  Save C23; SA spear ( + 2 to 
hit, + 1 damage); ML 12; A L L ;  S 13, I 12, W 
18, D 10, Co 15, Ch 14. Languages: Milenian, 
Neathar. General Skills: ceremony + 2 (Halav. 
W +2), ceremony + 1 (Petra, W + 1). healing 
(I), knowledge (Milenian theology, I), leader- 
ship (Ch), persuasion (Ch). 

1st-cause feu, cure light wounds, detect evil, 
detect magic, light, protection from evil, pu- 
r f i  food and water. 2nd- bless ( X 2). find 
traps, resist fire ( X 2). silence 15‘radius, speak 
with animal. 3rd-continual light, cure blind- 
ness, cure dhease, locate object, remove curse, 
striking. 4th-create water, cure serious 
wounds, dispel magic, neutralize poison, pro- 
tection from evil IO’ radius, speak with plants. 
5th-create food, cure critical wounds ( x 2), 
dispel evil ( X  2). 6th-animate objects, barri- 
er, cureall, remove barrier. 7th-earthquake, 
holy word, restore, survival. 

electricity, spear + 3  ofreturning, and short 
sword + 1.  Dagos wears the Helm of Halav 
(see page 36). 

Spells Canid 7/7/6/61514/4. 

Magical Items: cuir-boulli +2, shield + 3  of 
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ing comments, and sometimes even vaguely 
disguised threats. 

Appearance: Helentia is a beautiful young 
woman of average height and weight. Her 
long brown hair is typically worn braided with 
engraved bands of silver. She has bright brown 
eyes and lightly olive-toned skin. 

The High Priestess weam a linen gown dyed 
bright blue with the symbol of Petra (a circular 
shield with a round boss in the center) embroi- 
dered in silver. She also wears silk slippers and 
the silver Helm of Petra. 
DM Notes: Helentia has recently received 

numerous omens from Petra, which she has 
interpreted as a warning against Myrina, the 
Emperor's wife. She now has spies watching 
Myrina, and may eventually uncover Myrina's 
involvement in the Cult of Matera. 

Combat Notes: Helentia is a 17th level cler- 
ic of Petra (see the Adventurer's Guide for 
benefits and penalties): AC - 1 (cuir-boulli 
+2, shield +3, Dex); hp 44; MV 90' (30'); 
#AT 1; Dmg ld6+3 (javelin + 3  offlaming) 

guages: Milenian, Neathar. G 
ceremony + 1 (Halav, W + 1). 
(Petra, W +2), healing (I), 
nian theology, I), leadershi 
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yrina 
wlfe of Emperor Adrooius 

History: Twenty-seven circles ago, Myrina 
was born in a wealthy home standing on the 
lush slopes of the Emperor’s Walk. She, like 
her mother and grandmother before her, was 
initiated into the Cult of Matera as a child. At 
birth, Myrina was affected by the magical bath 
called the “Tears of Matera,” which gave her 
the ability to hypnotize power one time per 
sleep that affects men only. 

Believing herself to be one of Matera’s cho- 
sen, Myrina became a devout follower and 
eventually a midwife (i.e. cleric). Her charm, 
beauty, and wisdom enabled her to rapidly rise 
through the hierarchy of the order. By the age 
of 24, she reached the pinnacle of the cult, 
and secretly became known as “Matera’s 
Handmaiden.” 

Even before she became a midwife, Myrina’s 
beauty and musical aptitude were well known. 
She often entertained visiting dignitaries from 
Corisa. In this way, she met Emperor Adro- 
nius. Smitten by her, the young Emperor took 
Myrina, who was then only 14, as his wife 
without delay (possibly due in part to her hyp- 
notize ability). 

While married to the Emperor, Myrina has 
secretly continued to follow the ways of the 
Cult of Matera. As their plot unfolds slowly, 
Myrina and her followers look forward to the 
day that she is named Empress of Milenia. 
Personality: Myrina is wise and cunning. 

She knows how her stunning beauty affects 
men, and how to use it as an advantage. She 
can easily make the Emperor jealous, and thus 
bring about the doom of any man who offends 
her by pretending to be attracted to him. 

As the wife of the Emperor, Myrina has 
considerable “unofficial” power. Over the 
years, she has done much to advance the goals 
of the Cult of Matera. makine this secret socie- - 
ty  one of the most influential in the Empire. 

Even so, the Emperor seldom seeks her ad- 

red skin and her deep 

the finest gowns, seldom 
e twice. She adorns herself 
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r’s regret if the Emperor 
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speak with plants. 5th-cause critical wounds, 
cure critical wounds ( X 2). dispel evil. 6th- 
barrier, cureall, remove barrier. 

tion + 3  and a needle dagger +2 .  
Magid Items: Myrina has a ring ofprotec- 

Pythion of Dophius 
“King” of Milenia 

History: Forty-three circles past, Pythion was 
born in the home of a wealthy and respected 
Citizen of the city of Dophius. Here, Pythion 
received an excellent education and wanted for 
nothing.. .except power. 

Pythion put all of his effort into meeting 
the right people and making the right friends; 
all in an attempt to establish a political career. 
When his legitimate effom failed, he resorted 
to illicit and desperate measures-bribery, 
intimidation, and even assassination. Unfortu- 
nately for him, the public saw through his 
smooth veneer to the rotten core beneath. 
Pythion never won an election of any sort. 

Having failed to gain power through the 
established order, Pythion decided to go about 
destroying the Empire and building his own 
political system. He hired a scribe to uace his 
family tree, in the hope of finding a blood tie 
to the kings of ancient Traldar. When the 
scribe could find no legitimate connection, 
Pythion paid him to forge documents, thereby 
giving him “proof’ of his royal heritage. 

Realizing that strength lies in numbers, 
Pythion approached 12 other men whom he 
knew to have similar feelings toward the Em- 
pire. Three of them have real family ties to the 
ancient kings, as discovered by Pythion’s 
scribe. Those who do not were also given 
forged documents. In this way, the secret soci- 
ety known as the Kings of Milenia was born. 

The “kings” discovered sympathetic ears in 
the town of Pelai, where their underground 
movement is based. Though Pythion resides 
on his family estate in Dophius, he often trav- 
els to Pelai to meet with his conspirators and 

their leader and spokesman. 
During the time that he was establish 

magic could greatly aid him in his quest 
kingship. 
Personality: Pythion thirsts fo 

magical and mundane, and will 

while others follow 

but very thin and emaciated. His hair ’ 



Combat Notes: Pythion is a 7th level magic- 
user: AC 9; hp 18; MV 120' (40'); #AT 1; 
Dmg ld4 + 1 (dagger + 1 of draining); Save 
M7; ML 10; AL C; S 9, I 17, W 12, D 10, Co 
9, Ch 13. Languages: Milenian, Neathar, 
Nithian, Traldar. General Skills: alchemy (I), 
deception (Ch), detect deception (W), intimi- 
dation (S), knowledge (Milenian history, I), 
knowledge (Tradaran history, I), magical engi- 
neering (I). 

1st-darkness, detect magic, light. 2nd- 
phantasmalforce, web. 3rd-protection from 
normal missiles, slow. 4th-wall of fire. 

spells carried: 3121211. 

Magical Items: dagger + 1 of draining. 

Krameos of Tyrnus 
Sena to1 

History: Krameos was born into one of the 
Empire's wealthlest families 32 circles ago. The 
family estate consists of hundreds of acres of 
timberland near the city of Tymus. Krameos's 
great-grandfather made the family fortune in 
logging, and the business continues. 

Krameos received a fine education, and 
showed an aptitude for politics and military 
tactics. After a short stint in the Imperial Ar- 
my as a low-ranking officer, he began his polit- 
ical career in earnest. 

His family had many contacts throughout 
all levels of the government. When combined 
with Krameos's military connections, and the 
family wealth, it was not long before he was 
elected Senator. 

Krameos has served the Empire faithfully 
for sm circles, and is up for re-election this 
urcle. Only the people of Tyrnus, the city he 
represents, can vote for him. With the contin- 
ued growth of the Empire, the lumber indus- 
try in Tyrnus is booming, which helps all of 
the people of the city prosper. If he can live up 
to his promises to protect fBherman and cargo 
shipments from the Merry Pirates, he is almost 
certain to be re-elected. 

os has a keen wit, and 1s 
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History: Fdty-three circles ago, Strabos was 
born in the fields of a peasant farmer near 
Laroun. Here, he lived and worked with his 
large family until the age of 13. It was then 
that disaster fell upon the family of Strabos. 

Strabos’s father, Pelius, was a good man 
who paid his taxes and always had enough left 
to feed his family. Early one sleep, a fright- 
ened boy came running across Pelius’s fields. 
The young lad was missing an ear, to which he 
held an old rag crusted with dried blood. Be- 
tween sobs and gasps for breath, the boy ex- 
plained how his hateful master had taken his 
ear because the boy had spilt a flagon of wine. 
Pelius owned no slaves, believing that every 
man should be free. He graciously took the 
boy, Andion, into his family, though he knew 
the risk. 

Over the many sleeps that followed, Strabos 

was a powerful Citizen with m 
Pelius and his entire family were sep 
and forced into slavery. 

Strabos was sold to a wealthy Citizen 
owned a quarry south of 
and hauling slabs of limestone, Strabos 
spent his entire adult life. 

fate, but Strabos is a man of ideals 
actions. He secretly became a follo 

who has an interest 
tals. Strabos soon became a cleric 
His wise words were whispered across 
pire to the ears of slaves eager 
and independence. It was not 
Strabos had a stron 
come to be known as the Kleonites. C 



rmonality: Suabos nas not rorgotten wnat 
it is to be free. He is a wise man with an un- 
breakable spirit. He will not rest until all 
slaves of the Empire are free. 

Though a natural leader, Suabos does not 
relish his power over others. People follow him 
willingly. To many, Suabos is a mythical f ig  
ure, something like a living Immortal. This is 
due partly to the fact that few ever get to hear 
him speak or see him in person. For the most 
part, his words are spread by word of mouth. 
This also helps to keep his identity secret from 
those who would have him killed. 

Slaves content with their lot who meet Stra- 
bos go away feeling uneasy. Perhaps they have 
seen in his eyes the freedom they are missing. 

Appearance: Suabos stands 5’8’’ tall and 
weighs 151 pounds. His wisdom and pain are 
evident in his weary eyes and hardened mus- 
cles. His long gray hair is tied behind his head 
by a ring of engraved tin; his only adornment. 
Strabos wears the off-white tunic of coarse 
cloth common to slaves, along with leather 
sandals. 

DM Notes: Because only his closest allies 
know who he is and where to find him, the 
humble Strabos is a legendary figure through- 
out the Empire. Even so. the rulers of the 
Empire consider him to be just another slave, 
though one talented at philosophizing an(‘ 
bemoaning his servitude. Strabos and the 
growing number of Kleonites are not taken as 
a serious threat . . . yet. 

Combat Nota: Strabos is an 8th level cleric 
of Koryis: AC 9; hp 28; MV 120’ (40’); #AT 
1; Dmg 0 (punch); Save C8; ML 12; ALL; S 
14,112, W 16, D 11, Co 12, Ch 16. Lan- 
guages: Milenian, Neathar. General Skills: 
ceremony (Koryis, W), endurance (Co), labor 
(stonecutting, I), leadership (Ch). 

1st-cure light wounds, purifvfood and water, 
remove feu. 2nd-bless, silence U’radius, 
speak with animal. 3rd-cure blindness, cure 
disease. 4th-cure serious wounds. 

Spells Canied: 3/3/211. 

Magical Items: None. 

an excellent stu 
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concerned with their budget than with the 
needs of the average soldier. He respects the 
fact that Emperor Adronius was once a mili- 
tary officer, but believes the Emperor is a weak 
ruler who does not utilize the army to its full 
potential. 

Tythus looks back upon his days as a young 
soldier with great joy. He has been known to 
disguise himself in order to carouse with his 
men. Though his disguise is usually seen 
through, the soldiers play along out of respect 
and fondness for their leader. 

Appearance: At a height of six feet and a 
weight of 210 pounds, Tythus is a giant of a 
Milenian. He is very muscular and as fit as an 
athlete due to his strict diet and regular rou- 
tine of exercise. Tythus has the brown hair and 
olive skin common to Milenians, but his eyes 
are steel gray, which is unusual. 

bright blue tunic with the symbol of his rank 
embroidered in gold. When addressing his 
troops or preparing for battle, he dons a suit 
of boiled leather armor shaped to fit his huge 
frame, a metal helmet, and leather greaves 
and vambraces. 
DM Notes: Though he doesn't know it, 

Tythus is being Froomed by a majority of the 

He typically wears fine leather sandals and a 

Senate to be the next Emperor. He is the 
ing candidate due to his great military pi 
and his lack of interest for political intrig 
the Senators feel he will keep his nose ou 
their business, and concentrate upon leac 
the army to greater conquests. 

Not all of Tythus's men hold him dear 
their hearts. Some of his officers are very 
ous of the adoration poured upon him b: 
men and the general populace. Conspira 
are beginning to gather, and a plot of ass 
nation is starting to brew. If Tythus sbou 
fall, the resultant grief and chaos could e 
into civil war. 

Combat Notes: Tythus is a 25th level 1 
er: AC 0 (cuu-boulli +2, shield +2, Dc 
hp 107; MV 90' (30'); #AT 1; Dmg ld6 - 
(shortsword +3)or ld6+2 (spear +2); 
F25; SA spear (+2 to hit, + 1 damage); 
15; AL N; S 18, I 13, W 10, D 16, Co It 
16. Languages: Jennite, Milenian, and B 
thar. General Skills: bravery + 1 (W + 1) 
gambling (W), knowledge (Milenian mil 
history, I), leadership + 2 (Ch + 2). milit: 
tactics + 2 (I + 2), profession (military 08 
I), riding (horse, D). 
Magical Items: cuir-boulli +2,  round 

+2, shortsword +3, and spear +2 .  
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Milenian Magic 
Iagic-users of the Milenian Empire are both 

respected and feared by common folk. They 
are respected for their knowledge of philoso- 
phy and the sciences. They are feared because 
of their control over the mysterious force 
known as magic. 

Milenian magic-users can be divided into 
three distinct categories: 

Academicians are students and alumni of 
the Academy of the Arcane in Corisa. They are 
easily distinguished from the general populace 
by their dress; academicians wear linen skull- 
caps embroidered with mystical symbols that 
denote their rank. They always carry an air of 
superiority, believing themselves to be intellec- 
tual giants compared to people without magi- 
cal training. Academicians are typically lawful 
or neutral. 

Peasant mages are magic-users who have 
never attended the Academy. These spell cast- 
ers are looked down upon by academicians, 
who refer to them as “peasants” due to their 
la& of interest in the popular magical philoso- 
phy of the Academy. UsuaUy, these mages are 
more concerned with using magic to help com- 
mon people lead better lives. They tend to 
dress like ordinary Milenians, and cannot easi- 
ly be identified as magic-users. Peasant mages 
are usually neutral, but can be of any align- 
ment. 

Zargosans are also called the “Followers 
of Zargos.” They honor Zargos, whom they 
mistakenly believe was a Milenian mage before 
attaining Immortality. Actually, Zargos is one 
of the mortal forms of the Entropic Immortal 
named Nyx. Zargosian sorcerers wear hooded 
black robes that conceal their features and 
protect them from the sun’s rays, which burn 
their skin. Zargosians are the most feared 
magic-users (and clerics) in the Empire. They 
are always chaotic. 
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throughout coiisa rapidv grow to twBe ": - A lab0 
their normal size and bear huge fruits, 
nuts, and vegetables-all within a matter 
of moments. 
All tin within two flights of the Academy 
turns to silver. When this occurred in the 
past, a poor tinsmith awoke one sleep to 
find he was a rich man. Since then metal 
workers have set up shop all around the 
Academy, but this effect has never hap- 
pened since. 
A monster has escaped from the Academy 
during an experiment and is terrorizing 
the city. This creature can be anything the 

7 

Known World. This 

their calculations and 

DM cares to create, such as a quivering 
blob of flesh, feathers, and talons that 
was once a normal griffon. This abomina- 
tion might have been freed by a failed 
attempt to develop a workable telejwrt 
spell. 

major structural damage, but does make 
loose objects fall from shelves and tables. 
The wavering image of a huge, alien head 
hovers above the Academy for several 
minutes. Looking afraid and amazed, the 
head screams unintelligible threats in a 
booming voice before vanishing. 

Tremors shake the city. This causes no 

A gigantic (12' diameter) wheel of goat 
cheese materializes in front of the Acad- 
emy, and proceeds to roll toward the Ag- 
ora. Anyone it its way may be run over 
for ld4 damage. In the Agora it rolls over 
and bursts open, revealing a small army 
of mice that have been eating their way 
out from the inside. 
A group of Academy students are seen 
around town speaking among themselves 
in an unknown tongue. They have 
forgotten their native language, and all 
attempts at communication with them 
fail. After one sleep the strange effect 
vanishes. 

more than a few 

ages have developed 
are very secretive about 
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which can avoid the effect with a successful 
saving throw vs. spells. If the save is failed, the 
victim is cursed. This is a weaker version of the 
curse spell; its effects are limited to a - 1 pen- 
alty to attack rolls or saving throws, or a penal- 
ty of equivalent power (as determined by the 
DM). 

This spell was developed by the Zargosians. 

Sure Strike 
Range: Touch 
Duration: 1 turn 
Effect: Enchants one missile 

The caster simply touches a single missile or 
hand-hurled weapon, and that weapon will 
automatically strike its next target; there is no 
need to roll to hit. The target must be within 
the weapon’s normal range limit. The en- 
chantment only lasts for one attack, and wears 
off if the weapon is not used within one turn. 
A sure strike will allow a non-magical missile 
weapon to hit a monster that otherwise can 
only be hit by magical weapons. This spell was 
developed by an academician at the Academy 
of the Arcane. 

Third Level Magical Spells 
Fertilize (Reversible) 
Range: Touch 
Duration: 1 season 
Effect: Makes a 1-acre plot of ground fertile 

After plowing and before planting, the 
ferilize spell is cast on the soil. It makes a 1- 
acre plot rich and fertile for one circle. The 
plants grown here will be healthy and bounti- 
ful, doubling the normal hamest. If cast on a 
single plant or plant-like creature (such as a 
treant), this spell has the same effect as a cure 
serious wounds (healing 2d6 + 2 points of 
damage). 

the town of Tromeas over 100 circles ago. It 
has seen widespread use by peasant mages 
throughout the Empire since then. 

This spell was created by a peasant mage in 

points of damage). 

Steal Breath 

Sunstrike 

Magus of the Academy. 



Magic2 ems 
It can be clltticult to enchant magical items 

in the Hollow World. Even so. academicians at 
the Academy of the Arcane have been success- 
ful at creating magical items known collective- 
ly as Milenian talismans. 

Talisman of the Chimera: Typically worn on a 
silver necklace, this talisman is the actual drag- 
on head of a chimera, shrunken to the size of 
a walnut through magical and alchemical pro- 
cedures. The talisman enables the wearer to 
breathe fue like a chimera-a cone 50’ long 
and 10’ wide at the end that inflicts 3d6 
points of damage. This can be done three 
times per sleep. 

Talisman of the Cockatrice: It is made from a 
cockatrice’s chicken-like foot, and usually worn 
at the wrist, dangling from a bracelet. If the 
wearer touches a creatufe with the hand 
adorned by the talisman, the creature must 
roll a successful at a saving throw vs. turn to 
stone or he petrified. This talisman can be 
used one time per sleep. 

Talisman of the Faerie: This talisman is a 
small, hollow piece of yellow glass or crystal. It 
is usually worn from a headband of woven 
vines, dangling at the wearer’s brow. The own- 
er can use each of these powers once per sleep: 
assumegaseous form (like the potion), return 
to normal form (from gaseous), and create fog 
(a 100’ square, 10’ high, around the caster). 

Talisman of the Golem: There are five varieties 
of thii talisman, each corresponding to a dif- 
ferent kind of golem (amber, bone, bronze, 
obsidian, or wood). Each talisman looks like a 
1” tall golem, and is made of the same materi- 
al as the type of golem it affects (a bone talis- 
man affects bone golems, etc.). The wearer of 
the talisman can try to control one golem of 
the matching type within 60’. The golem is 
allowed a one-time saving throw vs. spells. If 

ver be controlled 
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Zombie Broth: This is a foul-smelling m a g d  
potion. Zargosians typically brew it in large 
iron cauldrons, adding unspeakable ingredi- 
ents. They use this concoction as the first step 
in the process of turning people into zombies. 

Any human, demihuman, or humanoid 
who drinks zombie broth must immediately 
attempt a saving throw vs. poison. If success- 
ful, there is no effect. 

If the saving throw is missed, the character's 
Intelligence drops to 3, and he loses all self- 
motivation and willpower. His movement rate 
drops to 60' (20'). The character is effectively a 
sluggish, mindless automaton. 

A victim of zombie broth must obey the 
commands of anyone without hesitation, and 
will even kill himself if told to do so. He can 
perform only very simple tasks, such as talk- 
ing, walking, opening a door, picking up or 
dropping objects, or rowing a boat. The char- 
acter automatically misses in combat; he is 
simply too "out of it" to fight. Spell casting is 
out of the question. The potion also acts like a 
truth serum; the character will answer any 
questions to the best of his ability. 

The effects of drinking zombie broth last for 
one full sleep. During this time, the character 
cannot hold down nor has a hunger for normal 
food and drink-the hapless victim craves only 
more zombie broth. If the character should die 
from lack of food and water while under the 
influence of the broth, he becom'es an undead 
zombie. 

Milenian Artifacts - 
The following objects were made by the 

Immortals and hold strong magic. Only one of 
each exists. They are not to be taken lightly, 
and should never be handed out as random 
treasure. An artifact should only come into the 
possession of a mortal for a specific reason of 
paramount importance. 

For more information about artifacts in 
general, see the Rules Cyclopedia and the 
Wrath of rhe Immortals boxed set. 
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Other Powers: Througfr aI: ct 
ics and magic-users of Zargos become “at- 
tuned” with the book. This allows them to 
draw upon any of the following powers, but 
only while they are within two flights (420‘) of 
the artifact: 

Animate dead (50 PP). 
Cause fear (10 PP). 
Create poison, reverse of neuualize poi- 

Idmvision (20 PP). 
Speak with monsters (60 PP). 

The following powers are actually spells 
written in the book. Because of the coded 
language in which these spells are written, not 
all of them have been deciphered by the 
Zargosians. Those marked by an * may be 
used by Zargosian magic-users, and may be 
found in their individual spell books. The 
others have not been deciphered, and cannot 
be used ...y et. 

son (30 PP). 
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lent in goods), the clerics of Peua give out 
small, blue, glass vials of the fountain’s pre- 
cious water. Though the water remains en- 
chanted, it does not retain its full potency. A 
single vial can be used to cure blindness, cure 
disease, or to damage undead monsters like 
normal holy water. 

Vessel: The fountain is exquisitely beautiful 
and made of multi-colored marble. The ornate 
bowl is supported by the likenesses of Halav 
and Petra, whose arms are clasped around the 
rim. A stream of shimmering water reaches 2‘ 
into the air and cascades down into the bowl. 
The water originates from thin air, and does 
not spill out of the fountain. The anifact 
stands 4’ tall. 

of materials. 
Monetary Value (of Vessel): 1.000 gp worth 

Weapon Qlaracteristics: None. 
Armor Characteristics: None. 
Powers: Mortals who have been chosen by 

their Immortal to become oracles may drink 
from the fountain and receive its powers. Al- 
though it was created by Peua, the followers 
of any Immortal can become oracles by sipping 
from the fountain. Oracles gain the following 
permanent powers: 

a vessel for an Immortal’s power. 

the future. 

Create Icon (50 PP), the ability to fashion 

Divination (80 PP), the power to “see” 

Immunity to disease (20 PP) 
Immw‘ty to poison (40 PP) 
Slowed Aging (50 PP): Oracles age at 

one-tenth the rate of normal mortals. 
Handicaps: When an oracle drinks from the 

fountain, he becomes permanently blind. He 
also immediately feels compelled to fashion an 
icon in honor of his Immortal, and to seek out 
that I m m o d s  shrine. He must do nothing 
else until these tasks are complete. 

Penalties: Oracles s&er no penalties. How- 
ever, any mortal who drinks and was not cho- 
sen to become an oracle is cursed, becoming 
blind (no saving throw). A remove curse spell 



negates this effect. Those who drink also suffer 
a - 2 ptnalty to all attack tolls and a -4 pen- 
alty to all saving throws for ld6 sleeps. 

Total Cost: 240 PP. 
Notes: The Fountain of Tomorrow cannot be 

moved by mortal hands or transported by mor- 
tal magic. It will be destroyed if the Heart of 
Entropy is thrown into its waters. 

Helm of HaJav 
Sphere of Thought 

Greater Attifaet: The helm has 265 Power 
Points and recharges at the rate of 20 per turn. 

History: This artifact was created by Halav. 
Five circles past, it miraculously appeared on 
the head of Dagos during the ceremony in 
which he was named Lori High Priest of Mile- 
nia. It was created as a weapon to be used to 
defeat the schemes of the Immortal Vanya, 
who is plotting the destruction of the Empire. 

Vessel: The finely crafted helm is made of 
gold and completely covers the wearer’s bead. 
The visor looks like the face of Halav. A crest 
of bright red feathers adorns it. 

Monetary Value (of Vessel): 5,000 gp worth 
of materials. 

Powers: The wearer gains the following 
powers: 

Detect Lie (50 PP): The wearer knows 
when someone is lying to him. 

Mind Barrier (80 PP) 
Sunfue (85 PP): Golden light bursts 

from the helm, affecting everyone within 120’ 
as ifa power word blind spell were cast. 

Telepom (50 PP): Operates in spite Qf 
Spell OfPreservation. 
Handicaps: The wearer of the Helm of Ha- 

lav is filled with haued for Beastmen, gnoils, 
goblins, ogres, om, and trolls. He interprets 
their actions in the worst possible light and 
wili attack these creatures upon the slightest 
provocation. Also, for every 100 PP used, the 
wearer ages one circle. 
Penalties: The wearer suffers an extra Id6 

damage and a - 2 on saving throws vs. cold- 
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power is used, the wearer has a 50% chance of 
being stunned also. 

Total Cost: 300 PP. 

Icon of Petra 
Sphere of Time 

Greater Artifact: The icon has 405 Power 
Points with a recharge rate of 20 per turn. 

History: An icon is a special type of artifact 
that is made by the hands of an oracle and 
enchanted by an Immortal. The Icon of Petra 
was crafted by the very first Milenian oracle 
over 1,000 circles ago. The artifact sd rests at 
the Shrine of Whisper Winds. 

Vessel: The icon is made of red clay and 
stands 2‘ tall. It is crudely fashioned in the 
shape of a woman (i.e. Peua). For an artifact, 
it does not look exceptional or magical. 

Monetary Value (of Vessel): None. 
Powers: The icon’s powers can only be used 

while it remains in its shrine. Removing the 
icon causes it to cease functioning (though it 
still radiates magic) until it is returned to the 
sacred ground. 

used. As long as the user remains within the 
boundaries of the shrine, the icon’s powers 
may be called upon by speaking command 
phrases. 

The icon does not have to be handed to he 

The Icon of Petra has the following powers: 
Create Food (35 PP) 
Create Water(20 PP) 
Lightning Bolt (60 PP) 
Meteor Swarm (100 PP) 
Protection from Evil 1O’radius (25 PP) 
Raise B a d  Fully (85 PP): Automatically 

raises the orade if he has been slain and his 
body is within the boundaries of the shrine. 

Weather Control (80 PP) 
Handicaps: The oracle suffers no iu effccrs 

from using the icon. Others who take posses- 
sion of the icon without the consent of the 
oracle or Petra suffer the effects of a perma- 
nent slowspell (no saving throw). Those who 
have taken the icon also attract hostile mon- 

sters; roll twice as often for random 
ers, which always attack. Finally, the 
of the artifact suffer a - 3 penalty to 

when using the icon. Others who 
use the icon must first succeed at 
throw vs. spells or be confused 
If trying to use the icon’s raise 

swarm power is used, there is 
that all magical items touched by the 
(except the artifact) become 

Total Cost: 405 PP. 

Petra’s love for Halav is brough;.to an ehd. 
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men and women with the power to divine the 
future. An oracle also gains certain powers 
through an icon, a physical representation of 
an Immortal. The place where an oracle lives, 
and where his icon stands, is holy ground and 
is called a shrine. 

Oracles 
Those mortals who can peer into the future 

are greatly respected by all Milenians; their 
prophecies are accepted as undeniable truth. 
The Senate and Emperor look to oracles for aid 
in resolving difficult decisions concerning such 
things as migration and colonization, war and 
peace, and even guilt or innocence. In this 
way, oracles have considerable power, though 
power and political gain are of no interest to 
them. They live only to serve their people as 
guides into the future. 

To the leaders of the Empire, oracles are 
seen as a natural resource, much like farm- 
land, mines, or timberland. As a result, Ora- 
des are protected by law; bringing harm, 
whether directly or indirectly, to an oracle is 
punishable by death. 

Orades are clerics who have received a spe- 
cial calling from their deity. In response to the 
call, the deric must make a pilgrimage to Cor- 
isa and drink from the Fountain of Tomorrow. 
Though he is given sight into the future, he 
can no longer see into today, and is stricken 
permanently blind. 

The oracle must then fashion an icon to 
represent his deity. When the icon is com- 
plete, the oracle must take it into the wilder- 
ness, alone. His journey can take many sleeps, 
or even circles. There is no predetermined 
destination: the oracle simply knows when he 
has reached his journey’s end. This place is 
sacred ground to the oracle’s patron Immortal. 
Here, at this shrine, is where the icon is 
placed, and it is here that the oracle will spend 

the rest of his sle 

continue to gain ex- 

e used as non-player char- 

to your game. Oracles 
ous NPCs who give the 

M e r  adventurc 

tools to aid him 

to find a shrine, the 

b. At the journey’s 

omen or vision. 

Immortal leaves ect, but fmt perma- 
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d a m  as described 
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When choosing powers for an icon, consider 
those that will best defend the shrine and 
oracle, such as the various protection spells or 
an anti-magic effect. Also pick spells that will 
provide for the oracle’s needs, such as create 
water and create food. 

An icon’s powers can only be used while it 
remains in the shrine. Removing an icon 
causes it to cease functioning (though it still 
radiates magic) until it is returned to the sa- 
cred ground. 
Range: Normally, artifacts must be handled to 
be used. Not so with icons. As long as the user 
remains within the boundaries of the shrine, 
the icon’s powers may be called upon. This 
usually involves speaking aloud brief prayers or 
supplications to the Immortal (and the oracle 
is typically the only living mortal who knows 
these command phrases). 
Handicaps and Penalties: While the icon is in 
its shrine, the user suffers no handicaps or 
penalties, but only if the w r  is a follower of 
the icon’s Immortal. Others who use the icon 
suffer these effects as normal. If the icon is 
removed from the shrine, its powers cannot be 
used, but its handicaps and penalties are still 
in effect, and may even be more severe! 

An Immortal is attuned to his icon, and 
knows immediately if it is removed from the 
shrine. The deity will typically send a powerful 
follower to investigate, but may even take 
direct action. The Immortal’s objective is to 
hunt down and punish the thief, and see that 
the icon is returned to its proper resting place. 

Shrines - 
A shrine is always a natural setting of virgin 

beauty, one never before tread upon by mortal 
feet. For this reason they are typically in se- 
cluded wilderness areas on the fringe of the 
Empire. Shrines, for example, can be located 
at a spring, the top of a mountain, or in a 
cave, subterranean grotto, or gmve of trees. 

Shrines do not encompass vast areas of 

at the center. 
For creatures and 

upon a shrine, it is ob 
a special place: colors 

birds sing more merr’ 

lowers or lovers, avoid 
to be alone. As with 
Prime Material Plane, 

enter a shrine, there 



each sleep). 

truders” is up to the DM. Consider the align- 
ment, religion, and past deeds of the PCs with 
regard to the Immortal’s aims and personality. 

If the Immortal has taken a liking to the 
PCS, he might make his presence known and 
even speak to the adventurers directly. Other- 
wise, the Immortal might simply remain hid- 
den, and allow the PCs to enjoy the comforts 
of his shrine undisturbed. It is even possible 
that the Immortal was expecting the PCs, and 
has information for them or wants to ask a 
“little favor.” 

likely be driven off with threats or displays of 
power, but usually not attacked outright. Re- 
member the law of the Immortals: Duect 
Action Against M O K ~ S  is Forbidden. If the 
Immortal really dislikes the PCs. he can UT- 
cumvent the law by commanding the orade to 
attack them with the powers of his icon. 

Even the most passive Immortal will be 
angered when spied upon by gawking mortals, 
especially if the Immortal is bathing or pursu- 
ing a romantic interest. An offended Immortal 
might even risk breaking the law of direct 
action by cursing the “peeping Toms” and 
making them blind, erasing their memories, 
or bestowing some other creative malediction. 

One of the easiest (and sometimes acdden- 
tal) ways to make an Immortal really mad is to 
defile his shrine. There are several ways to do 
this: harming the orade, disturbing the icon, 
or marring the natural beauty of the shrine 
(cutting trees, littering, trampling flowers, and 
just mucking about in general). The Immortal 
knows every rock, plant, or grain of sand in his 
shrine, and does not l i e  these things dis- 
turbed. A shrine is not a campsite! 

Mortals who defile a shrine can expect enmi- 
t y  and interference from the offended Immor- 
tal and his religious order for the rest of their 
lives, and sometimes even beyond. However, it 
IS possible to seek retribution. This typically 
involves fmding a high-level cleric of the Im- 

Exactly how an Immortal reacts to “in- 

Followers of an enemy or rival Immortal will 

~ 

Peering in1 he Future 

as sbpk as ayes or no. 



Monsters of Milenia 
Many creatures live in the Empire. In the 

deepest sylvan glades may be found sprites, 
dryads, centaurs, and the rare minotaur or 
unicorn. Noble lions prowl the plains. Cy- 
clopes and giants live in the hills and moun- 
tains, while the highest peaks boast chimerae 
and griffons. The following special aeatures 
are also found here. 

Agrisian Jellyfish 
Armor Class: 9 
Hit Dice: 6* (L) 
Move (swim): 60’ (20’) 
Attacks: 1 sting 
Damage: 2d8 + poison 
No. Appearing: 0 (Idlo) 
Save As: F3 
Morale: 12 
Treasure Type: Nil 
Alignment: Neutral 
Intelligence: 0 
XPValue: 500 

These giant aquatic creatures are non- 
intelligent blobs of flesh measuring from 5 to 
30 feet in diameter. They are nearly transpar- 
ent; glowing veins and organs can be seen 
pulsing within them. 

Agrisian jellyfish are carnivorous and will 
eat virtually anything that swims, including 
adventurers. They emit a ghostly light that 
attracts fish and other creatures to them. 

An Agrisian jellyfish typically envelopes its 
prey, then stings it into submission. Anyone 
stung by a jellyfish suffers 2d8 points of dam- 
age and must succeed at a saving throw vs. 
poison or be rendered unconscious for 2d6 
rounds. Unconscious characters usually drown 
in short order. 

Though they can be encountered in the 
open sea on rare occasions, Agrisian jellyfish 
are native to Lake Agrisa. Due to volcanic 
activity on its bottom, the lake is unnaturally 
warm. Fog banks continuously swirl on its 

surface. The volcanic a c ~ v i t  
pools strong enough to cap 
Agrisian jellyfish ride des  
mals” up from the bottom. Beca 
eerie glow, the jellyfish ;Can he se 
the water in these areas. 

“swarms” of jellyfish m 
whirlpools and avoid th 
often gets the best of le 
ors, who are attracted b 
and become stuck in 

The ffihermen of Lake Agrisa reali 

Amorian Hound - 
Armor Class: 6 
Hit Dice: 3 + 1 (M) 
Move: 180’(60‘) ’ 
Attacks: 1 bite 
Damage: ld8 
No. Appearing: ld4 (2d4) 
Save As: F1 
Morale: 8 
Treasure Type: Nil 
Alignment: Neutral 
Intelligence: 4 
XPValue: 50 

These large dogs are a type of pr 
canine. Milenians discoaered them 
Island of Amora. At that time, th 
were near extinction, with only one 
pack remaining. Milenims began b 
them, and eventually domesticated 
Herdsmen have trained them to protec 
drive their flocks. Amorian hounds are 
used as guards in forts, temples, and 
private businesses. They are high1 
their courage and loyalty. 

covered by tough reptilian hide. 
scaly skin runs down its back an 
under its belly. The dog‘ 
covered with short black 
ian hounds have exception 
are feared for their ferocious bite. 

An Amorian hound’s,head and snout 



Shaggy Auroch 
Armor Class: 6 
Hit Dice: 4 (L) 
Move: 180' (60') 
Attacks: 1 butt 
Damage: 2d4 
No. Appearing: 0 (2d100) ' 
Save As: F3 
Morale: 6 
Treasure Type: Nil 
Alignment: Neutral 
Intelligence: 2 
=Value: 75 

These animals are related to the larger au- 
rochs found in the Hollow World, but are 
smaller and covered with thick, shaggy wool. 
Both types of aurochs are the ancestors of 
modern oxen, though bigger and meaner. 
They have forward-curving horns like that of a 
ram. Shaggy aurochs are not as temperamental 
as their cousins. Milenian herdsmen tend them 
for their meat, milk, and wool. 

I 

Zargosian 
A h o r  Class: 6 
Hit Dice: 4 + 3* 
Move: 30' (10') 

Flying: 180' ( 

XF'Value: 200 



Zargosian sorcerers and clerics use these 
monsters as flying mounts. A Zargosian bat 
can carry up to 750 cn and fly at full speed. 
With up to 1,500 cn it can fly at halfspeed. 

Only Zargosian characters know the proper 
means of controlling the bats. A Zargosian bat 
will not normally let other characters ride it, 
but would much rather drain them of their 
blood! 

A Zargosian bat can spit poison up to 30‘ 
away at a single target. If hit, the victim must 
succeed at a saving throw vs. paralysis or be- 
come unconscious for Idlo rounds. Anyone 
bitten by a Zargosian bat must also succeed at 
a saving throw or suffer the same effect. 

Usually these monsters feed on unconscious 
vicums, draining ld8 points of damage 
(blood) per round. Anyone who dies from 
having his blood drained by a Zargosian bat 
must succeed at a saving throw vs. spells or 
become an undead zombie one sleep after 
death. 

within the Valley of Night. They are almost 
never found outside the valley, unless being 
ridden by a Zargosian sorcerer or cleric. 

Zargosian bats dwell in caves and sinkholes 

Za I Changeling * 

ArmvL b1m3. d 
Hit Dice: 1* (M) 
Move: 120’ (40’) 
Attacks: 1 bite or 1 weapon 
Damage: ld6 or by weapon 
No. Appearing: 2d6 (ld3) 
Save As: F1 
Morale: 7 
Treasure Type: (U) C 
Alignment: Chaotic 
Intelligence: 10 
XPValue: 13 

These evil humanoids were created by 
Zargosian sorcerers to act as servants, spies, 
and assassins. They are used to infiltrate the 
Milenian society. 

consume a bit of the 
dipped fingernail, a 
a comb, or a drop of 
a battle. This can 

ral Armor Class of 8. 

reverts to its normal 



Campaign Guidelines 
This chapter is designed to help the DM 

start and run a campaign set in the Milenian 
Empire. When combined with the rest of the 
information found in this book and the Ad- 
venturer's Guide, the information below 
should give you a good feel for a Milenian 
setting. 

It is also a good idea to visit your local li- 
brary. The Milenian Empire is loosely based on 
the culture of the ancient Greeks. Many useful 
books have been written on this subject, and 
can give you countless ideas for new monsters, 
magical items, adventures, and campaign 
goals. Use the library to spice up your world 
and make it come alive. 

Adapting the Game to a 
Milenian Setting 

The Rules Cyclopedia is full of ideas, con- 
cepts, monsters, characters, treasures, and 
rules for the D&D" game. Not everything in 
that massive tome is needed to run a campaign 
in the Milenian Empire. It is up to the DM to 
decide what parts of the D&D@ game best fit 
this nation. The following guidelines can help 
you adapt the game to a Milenian setting. 

Character Classes 
Milenians are humans. Thus, any of the 

human character classes (cleric, fighter, magic- 
user, and thid) are open to Milenian player 
characters. There are several specialized charac- 
ter classes described in the Adventurer's Guide 
which can add depth and flavor to a Milenian 
campaign. As the DM, you have final say as to 
whether or not these specialized classes will be 
allowed in your game. You also have the o p  
tion of creating more, but try to keep them 
balanced with existing specializations. 

Dwarves, elves, and halflings are very rare in 
the Empire. Players should be discouraged 
from choosing these classes. If you allow them, 

none of the PCs are 

cess to most of the 
the Adventurer's 

are typically met with 
n contempt, by the gen- 



tions, and possibly make a friend or two, by 
talking with Milenian intellectuals. 

Milenian politicians are also interested in 
foreigners. As might be expected, they are 
more concerned with the resources, military 
suength, and politics of the player characters’ 
homeland. The Milenian government always 
has an eye open toward nations ripe for con- 
quest. The PCs might find themselves spied 
upon. They might even be taken captive by a 
nefarious politician who plans to use their 
‘‘secret knowledge” to advance his own career. 

Ambassadors: Foreign player characters might 
be part of an ambassador’s entourage, or even 
ambassadors themselves. This is the perfect 
opportunity for a campaign involving political 
intrigue and espionage. The PCs are in a posi- 
tion to hobnob with Milenian ambassadors 
and politicians-a position that can be quite 
dangerous. 

The Empire typically receives ambassadors 
from the Kingdoms of Nithia and Traldar, and 
the uibes of the Jennites and Tanagoro. Player 
characters would most likely be from any of 
these cultures, but could be of virtually any 
Hollow World race. 

Slaves: Milenians keep slaves from many dif- 
ferent races, including the Azcans, Jennites, 
Makai (a Neathar tribe), Nithians, Tanagoro, 
and Traldar. Player characters could be escaped 
slaves. Some might even still be slaves, and 
part of the campaign could involve them gain- 
ing their freedom. 

In either case, the PCs will likely come into 
contact with the Kleonites, an underground 
society determined to bring freedom to all 
slaves of the Empire. Helping the Kleonites 
with their rebellious activities could make for 
many exciting and dangerous adventures. 

However, you should think hard before 
designing a campaign for player characters 
who are slaves or escaped slaves. The Empire 
does not allow slaves to carry weapons, and 
grants them few rights. Escaped slaves are 

criminals, who can expect to be 
caught. Both of these factors pr 
ers with serious handicaps. 

The Zmmortals 

tera (Vanya), Peua, and 2 
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of their influence on the player charac 
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don’t work here will not work themselves 
while in the Hollow World. Refer to the 
HOLLOW WORLD@ boxed set for a listing of 
magical items that won’t function. Avoid plac- 
ing these items in treasure hordes, as it is very 
unlikely that they would have come to be here 
in the first place. 

Generally, Milenians only enchant weapons 
and armor of the same type as their cultural 
weapons and armor. It would be highly unusu- 
al to fmd a magical crossbow or plate mail, for 
example. 

Milenians cut gemstones of all varieties, and 
use them to ornament beautiful jewelry made 
from precious metals. They are also very fond 
of pearls and seashells. 

Some Milenians collect antique coins. The 
adventurers might find an old chest fded with 
what look like ordinary copper coins, but they 
might be worth five or ten times their value to 
a collector. 

Setting the Tone 
The campaign tone is the overall feel of the 

campaign. It gives the DM and players an 
understanding of what sorts of adventures to 
expect, and how to role-play during those 
adventures. The following are four campaign 
tones that would be suitable for the Milenian 
Empire. 

High Fantasy: The PCs have the potential to 
become legendary heroes, defeating mythical 
beasts and acquiring great treasures. Powerful 
magic and daring deeds are common. 

l ow Fantasy: “Realism” is more important for 
this campaign. Spells and magical items are 
rare or limited in power. Fantastic beasts are 
more scarce, and may only be thought of as 
myths or legends. 

Swashbuckling: Milenian sailors are constantly 
harassed by the Merry Pirates and others. PCs 
can be Milenian seamen or pirates themselves. 
Lighthearted derring-do is the norm. 

Hollow World’s 

hinder the Cult of 

ust help or hinder the 

and place themselves as 
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immediately snap out of it 
the metal horn tips will disappear. 

ventures 
Garr: 3rd leveiminotaur shaman; 

(battle axe + Strength); Save F6; 

Spells carried: 1st-cause light 

HD 6; hp 30; MV 120‘ (40’); 
bite or 1 weapon; Dmg ld61 

c; XP 500. 

cause fear 

inis chapter contains several ready-to-run 
scenarios set in the Milenian Empire. Feel free 
to elaborate upon them in order to tailor them 

The Revenge of Garr 

to your own campaign and style of play. 

For 3-6 Characters. Levels 2-3 

Several weeks ago, a minotaur slave named 
Garr slaughtered his guards and escaped with 
the members of his work gang. The former 
slaves took refuge in a system of caverns. 

Before moving on, Garr and his band of 
cutthroats plan to pillage the countryside until 
their thirst for revenge is quenched. Success- 
fully using the caves as a hideout, they have 
yet to be caught. Perhaps the adventurers can 
set things right.. . 

Getting Started 

tryside near any small town 
Empire. It makes for a good “side 

This adventure can take place in the 

one used while the PCs are 

venture or 

road, they suddenly hear loud barking 

cy approach, they see a herdsman lying on 
the ground. He is bleeding from a wound in 
his shoulder. Three Amorian hounds are pro- 

G 

shaman of the Immortal of vengeance, Jam- 
mudaru. Over his lifetime. Garr has had many 
reasons to seek Jammudaru’s aid for venge- 
ance. However, none has been so strong as his 
need for revenge against the Milenians, the 
people who enslaved him. 

that he would slay 100 Milenians in the Im- 
mortal’s name. In return, Jvnmudaru upped 
the minotaur’s horns with metal, endowing 
them with artifact-level power. They give Garr 
the power to charm one person for each Mile- 
nian he kiUs. 

To charm a person, Garr must uace a scar 
along each of the victim’s cheeks with his 
horns. This is a very potent chum; the victim 
receives a - 3 penalty to the saving throw vs 
spells. It has the same duration as the normal 
charm person spell. However, strong emouon- 
al bonds will allow another saving throw with 
no penalty, if the victim is confronted by the 
loved one. If Garr should be killed, all victims 

Recently, Garr swore an oath to Jammudaru 

tecting him from two rough lo 
the PCS watch, the cutthroats strike 
of the dogs, leaving 6 d y  one to prote 
master, 
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odor and appearance, it 
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Running down both 
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Besides their weapons and clotbing, the 
escaped slaves have only one other possession: 
A wooden pendant worn around their necks. 
Crudely etched into the wood is the image of a 
horned skull. Several runes are traced around 
the edge of the pendants. A read languages 
spell will reveal what the words mean, “Be- 
ware the servitors of Garr, for vengeance is 
theirs!” 

Of the herdsman’s three Amorian hounds, 
only one, Cassia, is still alive. The dog growls 
at the PCs when they approach her master. 
The herdsman, named Herlios, whistles a 
command, and Cassia heels at his side. 

Herlios has a bad spear wound, but does not 
appear to be in mortal danger. Speaking weak- 
ly, he thanks the P C  for rescuing him from 
the thugs. He asks them if they would be so 
kind as to help him to his cottage, which is 
just over the next hill. In return, the herdsman 
offers them a warm meal and a soft bed. 

If the P C  refuse, Herlios thanks them once 
again and stumbles off toward his cottage. 
That’s the end of this adventure. 

If the adventurers accept, Herlios thanks 
them heartily, and allows one of them to sup- 
port or carry him. Before leaving, Herlios 
sends Cassia off to roundup his small herd of 
sheep. 

Herlios: normal human; AC 9 ;  hp 5 (cur- 
rently l); MV 120‘ (40‘); #AT l; Dmg 1dG 
(staff); Save normal man; ML 7; ALL. 
Cassia: Amorian hound; AC 6; HD 3 + 1; 

hp 18; MV 180’ (60‘); #AT 1 bite; Dmg ld8; 
Save F1; ML 8; AL N. 

At the Her&man’s Cottage 
Herlios’s home is a house with a thatched 

roof. It is small, but comfortable and cozy. 
As the PCs approach, they notice that the 

front door has been smashed open. Cassia’s 
hackles rise and she growls at the shadowy 
doorway. A young man wearing a simple tunic 
steps out. On each side of his face, a red 
wound trickles blood. 

e the following boxed 
text. 

as happened? Where is 

e here, father . . . to 

g. He might even use his 
If they kill his son, Her- 
y. He is more sad than 

Darios, the young man 
frothing at the mouth. 

Darios tried to 

Darios across the face. 



Herlios admits he is too hurt to go after his 
missing wife and two daughters. He enters the 
cottage and returns with a cloth doll. The 
herdsman tells the PCs that his dog, Cassia, 
can use the doll to follow his youngest daugh- 
ter’s scent. He begs them to rescue his family. 

If he is free of the charm, Darios is willing 
to join the PCs, but he should probably stay 
behind to tend his father’s wound. Whether 
or not he goes along is up to the DM. 

Darios: normal human; AC 9; hp 6; MV 
120‘ (40‘); #AT 1; Dmg ld6 (spear); Save 
normal man; ML 8; ALL. 

Gam’s Hideout 

(5 miles) from Herlios’s cottage. Cassia has 
little trouble keeping the scent, and leads the 
PCs right to the entrance. 

The numbered areas below correspond to 
the numbers on the map of Garr’s hideout. 

1. Enmnce: The cave entrance is a hole in the 
side of a low hill. It is concealed by bushes and 
blocked by a boulder. Only two characters can 
get a hold on the boulder at one time. They 
can move it if their Suengths add up to 19 or 
greater (Garr can move it by himself). 

The boulder is trapped. In a depression in 
the opposite side of the boulder sirs a stop- 
pered clay urn filled with angry wasps. If the 
boulder is moved without first removing the 
urn, it falls to the ground and breaks open. 
Garr and his allies know where the urn is. 
When returning to their hideout, they simply 
reach in through a gap between the boulder 
and the cave mouth and remove the urn be- 
fore moving the boulder. A thief who success- 
fully uses his Find Traps ability discovers the 
urn (though he may not know what’s in it 
until he opens it!). 

Wasp Swarm: AC 7; HD 2; hp 12; MV (fly. 
ing) 60‘ (20‘); #AT 1 area effect; Dmg special; 
Save normal man; ML 11; ALN, XP 25. The 
swarm fills a 10’ x 10‘ x 10‘ area. See the Rules 
Cyclopedia for more details. 

The cavern are about one-fourth of a march 

2. First Guard Room: Standing i 
of this small cave is what appe 
sized mushroom. Behind it is 
of r& and a tunnel heading 
ing is 10‘ above. 

light shines into this cave, c 
to shriek. This alerts the guards in area 

The shrieker is tethere 
er thong which is staked 
niche in the west wall 
with beetles and grub 

Shrieker: AC 7; HD 3; hp 14; 

35. 

3. Second Guard 

bows with 12 arrows each. 

ld3 rounds if it begins to shriek. All of 

tattered gray tunics, sandals, and a woo 
pendant. 

Atpocay: 1st level Azcan fighter; 
14; MV 120’ (40’); #AT 1; Dmg Id 
sword or spear); Save F1; ML 9; AL 

Karuku: 1st level k a g o r o  fighter; 

I 



5; MV 120’ (40’); #AT 1; Dmg ld6 (short 
bow) or Id6 (spear); Save F1; ML 8; AL C. 

4. Living Quarters: This large cavern is illumi- 
nated by a pair of flickering torches. Stalactites 
hang from the ceiling 15’ above. 

There are 11 beds of tattered blankets, 
leaves, and straw in this cave. This is where 
Garr’s men sleep when they are not on guard 
duty or out hunting and killing. Currently, 
five of them are here, either sleeping or dean- 
ing their weapons. Note that if the two slaves 
who attacked Herlios at the start of this adven- 
ture escaped, they will be here also. 

Eriladar: 1st level Jennite fighter; AC 9; hp 
4; MV 120‘ (40’); #AT 1; Dmg ld6 (short 
sword); Save F1; ML 12; AL C. 

120‘ (40’); #AT 1: Dmg ld4 (dagger) or ld6 
(spear); Save T3; ML 8; AL C. 

9; MV 150’ (50’); #AT 1; Dmg ld6 (spear); 
Save F1; ML 8; AL C. 

Sanis ih:  1st level Jennite fighter: AC 9; 
hp 7; MV 120’ (40’); #AT 1; Dmg ld6 (short 
sword): Save F1; ML 10; AL C. 

Tikabi: 2nd level ’hagoro thief; AC 9; hp 
10; MV 150‘ (50‘); #AT 1; Dmg ld6 (spear); 
Save T2; ML 7; AL C. 

5. Pens: The ceiling of this long cave is 10’ 
above the ground. A pair of torches cast eerie 
shadows. 
In this cave, Garr’s men have dug three 

holes 10’ deep and 10‘ in diameter. The holes 
are covered by interwoven branches weighted 
down with IO&. There are a total of 43 sheep 
in the holes. Straw has been thrown into the 
holes for the animals to eat. 
In one of the pens are Herlios’s wife, Kas- 

sandea, and his youngest daughter, Vixi. Garr 
has not attempted to charm them-he intends 
to eat them instead. 

Also in this chamber are seven tall, earthen- 
ware urns filled with wine. Three large sacks 
are full of bread and cheese. 

Jod: 3rd level Makai thief; AC 7; hp 9; MV 

hbidu: 1st level k a g o r o  fighter; AC 9; hp 

AC 9; hp 2;  MV 120’ 
(sling); Save normal 

cted a crude altar to Jam- 

zcm of skulls of the 
Immortal’s name. 

this cave, they see a 
the ground near the 

t the back of this small 
a bed ofsheep’s wool. On 



Deasure 
To preserve game balance, it is up to the 

DM to decide exactly what treasures may be 
found in Garr’s hideout. You can either delib- 
erately choose treasure from the lists in the 
Rules Cyclopedia, or roll randomly on the 
Treasure Type Tables in that same book. Con- 
sider Garr, like other minotaurs, to have uea- 
sure type C. 

The charm ability of Garr’s horns is lost 
when he dies, and the power they grant re- 
turns to Jammudaru. 

Ending the Adventure 
By returning his family to him, the PCs 

have gained the undying loyalty of Herlios. 

Other than his hospitality, he has 

tempts to charm them v d  
“army.“ Escaping from p e  
is another adventure 

Jammudaru. The Immd 
seek revenge of his own, 
to plague the PCs in th 





The Tomb of Astius 
For 3-6 Characters, Levels 3-5 

A network of passages has been uncovered 
by miners. Claiming to have seen ghosts and 
humanoids with glowing eyes, the supemi- 
tious miners have refused to continue working. 

The passages are actually part of the tomb 
of a Zargosian sorcerer named Astius who died 
long ago. A kgosian cleric named Keosus 
learned of the tomb’s location, and has come 
here to look for anything that might help him 
and his fellow Zargosians unravel the mysteries 
of the Book of Zargos. 

Getting Started 
For this adventure, it is assumed the player 

characters are traveling along a uail through 
the hills or mountains near Demtor or Laroun. 
However, with a little tinkering, you can locate 
the adventure just about anywhere. 

Uphill from their position, the PCs see the 
entrance to a mine. Milling around the en- 
trance are about 20 male slaves. They are talk- 
ing among themselves anxiously with obvious 
expressions of fright on their faces. 

If the adventurers move closer, they hear a 
few snatches of conversation, such as “They 
had glowing eyes, I tell you!” and ‘‘We’ll all 
be hanged for certain.” 

When the miners notice the PCs, they rush 
toward them. “Good masters, help us please!” 
The slaves explain that their master and two 
other slaves were captured by “ghosts” in the 
mine. If their master, named Pellnos, is not 
found, they fear they will all be blamed for his 
death and executed. The slaves plead with the 
adventurers to go into the mine and rescue the 
others. 

None of the slaves will go with them, as 
they are much too frightened by what they 
have seen. If the PCs request it, several of the 
slaves will return to their mining camp (several 
miles away) for help. One of the miners warm 
the PCs that time is of the essence by saying, 

“By the time they get back with he 
be too late!” 

Note that if the PCs are associated 

Typical slave: normal 
MV 120’ (40’); #AT 1; 

Into the Mine 
The numbered areas 

the numbers on the m 

1. Mine Enmce: St 

the mine if they wish. 

timbers and are 10’ high. The main tun 

rubble. If the PCs approach and look 
they notice a human foot sticking out 
rocks. Buried underneath is a dead SI 



see that the inner walls (those with the secret 
doors) of this square passage are painted with 
nightmarish scenes of monsters devouring 
humans in a world with a black sun. 

5 are two Zargosian changelings who have 
made themselves look like the two missing 
slaves. Any PC who saw the body in tunnel 2d 
may attempt an Intelligence check. If success- 
ful, the adventurer realizes that one of the 
changelings looks exactly like the dead slave. 

The changelings act happy and relieved to 
see the PCS. They tell the characters that they 
are lost. The changelings want the PCS to 
leave, and try to persuade them to do so. E 
pressured by a lot of questions they can’t bluff 
answers to, the changelings attack with their 
pickaxes. 

8, 6; MV 120’ (40’); #AT 1; Dmg ld8 (pick- 
ax); Save F1; ML 7; AL C XP 13. 

4. Astiw’s Tomb: In the center of this cross- 
shaped room, which is 30‘ tall, is a box made 
of black stone that measures 3’ X 3‘ X 6’. Tbe 
casket is adorned with bas-relief faces of un- 
dead creatures. Inside rests the body of Astius. 

Standing on a small stone pedestal at the 
head (north end) of the casket is the skeleton 
of a cyclops. In each hand it holds a red orb 
about 1’ in diameter. At the foot (south end) 
of the box is a vacant stone pedestal. The cy- 
clops is actually a bone golem. The red orbs 
are rusted iron balls. 

Keosus is fiddling with the casket. He is 
uying to figure out how to open it without 
setting off any mps. When the PCs enter this 
room, Keosus uses his talisman of the bone 
golem to make the cyclops attack. 

Cyclops bone golem: AC 2; HD 6; hp 34; 
MV 120’ (40’); #AT 1 claw or 1 thrown icon 
ball; Dmg ld1013d6; Save F4; ML 12; AL N; 
XP 500. 

Societies section for benefits and penalties); 
AC 6 (cuir-boulli); hp 23; MV 90’ (30’); #AT 

Standing in front of the seaet door to room 

Zargosian changelings (2): AC 8; HD 1; hp 

Ke~sus: 5th level cleric of Zargos (see Secret 

an of the bone golem 

are chamber is 15‘ tall. 
the walls. All are cov- 

s, flasks, a d  urns con- 

phs and symbols are 
oor of this room. In 

blackened and sooty, 
at. At other places the 
r melted. Astius used 

e spells and chemicals 

, wine, water, etc. 

se two were ca 



entrance to the tomb is concealed from the 
outside by overhanging vines. In the center of 
the chamber is a day urn filled with 100 silver 
medallions which Keosus was planning to 
take. Hanging upside down in the darkness 
30’ above the urn are the three Zargosian bats 
Keosus and the changelings rode here. E the 
PCs enter and explore this room, the bas 
swoop down and attack. 

17, 14; MV 30’ (lo‘), flying 180’ (60‘); #AT 1 
Zargosim bats(3): AC6; HD 4+3; hp ~ 7 ,  

mine, be figures he owns the tomb 
contents also. If the PCs threaten 
will not fight for the treasure. 
will file a complaint with the 
The adventurers may find 

the slaves expect the 
their mining camp. 
they will be blamed 

ble with the law. 

bite or 1 spit; D“g Id8 +paraly&; Save 
ML 8; AL C; XP 200. 

and want the adventurers to explain to 
family what happened. 

Besides the 500 sm (silver medallions) in 
area 9 and Keosus’s talisman of the bonego- 
Iem, it is up to the DM to decide what other 
treasures (if any) may be found. 

Perhaps jewelry, a magical item, or a scroll 
containing a new spell is buried with Astius. 
In this case, the casket should be locked and 
motected by a eas t r a~ :  Evervone within 10’ 

Astius built his 
sible that there are other, secret 
levels to the dungeon. Peel free 

If the PCs defeated Keosus, 
Zargos will want revenge. It is 
that the Zargosians believe the 
valuable object 

map, if you desire. 

must succeed a i  savin; thr0w.v~. Doison or them downto get it bak. 
suffer Idlo points of &amage. c e r e  might 
also be valuables in his laboratory (area 5), 
such as gemstones, pearls, or rare herbs. 

If you want to roll randomly on the Treasure 
Types Table in the Rules Cyclopedia, consider 
the dead Astius to have been buried with trea- 
sure type E or 0 (your choice). 

Ending the Adventure 

and puts them in the storage room (area 8) 
If Keosus defeats the PG, he binds them 

with Pellnos. He quickly loots the tomb, then 
flies away on his Zargosian bat. The bone go- 
Iem (if not destroyed) remains on its pedestal 
and is programmed to attack anyone who at- 
tacks it or approaches within 5’ of the casket. 
Eventually, if the PCs have not freed them- 
selves, the slaves outside the mine get up the 

are rescued. 

1 

courage to come looking for them. The PCs I 

If the adventurers rescue Pellnos, he is very 
gracious-and offers them half of any treasure 

r 





The Ship of Bones 
For 3-6 Characters, LevelssPl 

‘ I  
Recently, fshing boats and their 

Phos have been disappearing on Lake Agris 
The PCS come to the town of Phos to meet 
with a friend, and soon discover that he is 
missing also. 

turers into an encounter with a strange ship 
made from the skeleton of a dragon turtle. 
The dragon ship has an undead crew con- 
trolled by powerful Zargosian clerics and sor- 
cerers. The evil Zargosians also have a 
stronghold in the cliffs along the lake. 

There is a legend which states that Lake 
Agrisa was the birthplace of the sun. When 
the sun finally “dies,” the lake will supposedly 
bear a new sun to replace the old. 

The Zargasians have come to the lake to 
ensure that this prophecy never comes true. 
Using the dragon ship, they scour the bottom 
of the lake searching for any  clues to refine or 
confrm the legend. 

They also use the ship to capture fshermen. 
After being questioned about the lake and its 
legend, the fishermen are forced to drink zom- 
bie broth, a magical concoction that makes 
them into mindless automamns. Perhaps the 
adventurers can put a srop to this evil . . . 

Getting Started 

The search for their friend brings the adven- 

The PCs’ friend is a fisherman named Palo- 
menes who lives in Phos. Exactly how they 
know him and why they want to meet wi 
him is up to the DM to decide. Here are r 
couple of suggestions: 

Palomenes has learned some valuablc 
information concerning an adventure or cam- 
paign goal the PCs are currently involved in. 
The adventurers must speak with him to to 
further their quest. 

Palomenes is an uncle of one of the PCs. 
Not long ago, the PC received a strange letter 
from Palomenes, who stated that something 

odd Wa&ppekn t f ie r -  
men are missing. Haviqg heard of his nqph- 
ew’s brave exploits. Palomenes has requ sted 
that the adventurer come to Phos to invisti- 
gate the disappearances. 

The adventure begins when the PG Five 
at the docks of Phos. They are supposed to 
meet Palomenes’s ship, the Pearl, at tha 
eastern-most dock. 

Palomenes and his boat are not at tha dock, 
but there is another boat here called thq Smil- 
ing Shark. On board is p crusty old fsharman 
named Dracarnos. 

If the PG ask him about Palomenes. pra- 
carnos says something like, “Well. his bat’s 
not here, so, of course, he’s not here! He’s 
probably still f h ing  the lake. You might try 
the Lucky Mermaid, though. Old Paloqenes 
likes to have a drink now and then. but k 
doubt he’s there.” Dracarnos can also tell them 
how to fmd Palomenes’s home, which 
the do&. 

120’ (40’); #AT 1; Dmg ld4 (dagger); SCve 
normal man; ML 8; AL 1. 

near 

Dracarnos: normal human; AC 9; hp 6; MV 

At the Lucky Mermaid 

open-air, cafe-like establishment. Patrom 
stand nexf to a long bar, where they eat, 
drink, and gossip. There are three fuherpen 
here now, eating fish stew and drinking pine. 

The men can tell the PG that they h en’t 
seen Palomencs since yesterday. “The g I% st 
ship probably got him, [oo,” says one of the 
fishermen with a frown. ‘There’s no s u q  
thing,” says another. “It’s only a trick ofithe 

This place is very closc to the docks. Io is an 

fog.” 
If questioned about the ghost ship, 

fuhermen tell the PCs that five boats have 
vanished in the last month. Some peoplq have 
told tales of seeing a ship made of boneslthat 
sails beneath the waves and swallows fuying 
boats whole. They know little else about.it or 
about Palomenes. . 



At Palomenes’s Home 
The fsherman lived in a small mud and 

brick cottage near the d&. Inside are Palo- 
menes’s haggard wife, Tassia, and six young 
children. 

Tassia is already nervous because her hus- 
hand and two oldest sons are several hours 
late. When the PCs relate that they are look- 
ing for Palomenes, and haven’t been able to 
fmd him, she becomes frantic. “Oh, blessed 
Protius, please protect my men from the ship 
of bones,” she wails. She has heard the tales 
about the ghost ship, but has not believed 
them until now. 

b i a  welcomes the PCs to wait here until 
Palomenes returns. However, she would rather 
they went to the dock to look for him, and tell 
him to get home when they fmd him. 

Back at tbe Dock 
If the PCs went to the Lucky Mermaid or 

Palomenes’s home, Dracarnos is still at the 
dock when they return. He’s not surprised that 
they didn’t find Palomenes. 

While the player characters are talking with 
Dracarnos, they hear a cry for help coming out 
of the fog on the lake. (The warm waters of 
Lake Agrisa are perpetually covered by swirling 
fog.) Holding onto a barrel and paddling to- 
ward them is a weary looking young man. 

After the PCs help him onto the dock, the 
man speaks to them between gasps for breath. 
“Please help me,” he says. “My father’s boat 
was attacked . . . He and my brother are still 
out there somewhere.” 

The adventurers will have lots of questions 
for him. Here are a few of the most likely 
questions and answers: 

Who are you? 
-“I am Laergos, the oldest son of Palo- 

menes. I was fishing with my father and youn- 
ger brother when it happened.” 

What happened? 
-“It came from below without warning, 

lifting our boat into the air. I was thrown over 

g as I was We must go 

father’s favorite 

et the p%s use his fish- 

ers that he will alert 
do& in order to 



enchanted creature; it is merely a lifeless boat. 
The ship measures 180’ from its nose to the up 
of its bony tail. At its widest, it is 90’ across. 
At the center of its shell, it is 30’ tall. 

Slup oftlanes: AC 0; Rowers 250; Capacity 
80,000 cn; Move MilDay 12; Move FtlRnd 60; 
Hull Points 200. 

The map of the ship shows it with the top 
half of its shell removed. This is simply to 
facilitate reading the map. The shell is actually 
whole and watertight. The following num- 
bered areas match the numbers on the map of 
the ship of bones. 

1. Skull. The dragon’s eye, ear, and nose holes 
are sealed with copper and wax. Its jaws can be 
opened by chains running through its ne& to 
a pair of crank mechanisms located in the 
main body. The skull can be used to ram ene- 
my ships, to capture small boats, and to scoop 
items from the bottom of the lake. 

When the PCs and their fshing boat are 
engulfed, the water in the skull is only knee- 
deep. It is pitch dark. The little boat leans 
heavily to one side with its mast broken. There 
is no sign of Palomenes or his fishing boat. 
The air smells slightly rotten. 

The PCs have the defiite sensation that 
they are moving through the water. From the 
popping in their ears, the dragon ship has 
evidently taken them quite deep. Be sure the 
playen realize that unless all of their characters 
can breathe water, breaking out of the skull is 
a suicidal undertaking. 

2. Neck The neck bones have been hollowed 
out, forming a tunnel 10‘ in diameter. Midway 
down the tunnel is a heavy, iron portcullis. 
Any PC who succeeds at his Open Doon roll 
with a - 1 penalty lifts the portcullis. How- 
ever, two zombie guards stand behind the 
portcullis opposite the PCs. They prod any 
adventurers who approach the portcullis with 
their long spears. 

Zombies (2): AC 8; HD 2; hp 14, 12; MV 
90’ (30‘); #AT 1; Dmg ld6 (spear); SD Always 

3. Viewports: Holes 
been cut in the shell 



four limbs and the banks of oars are used si- 
multaneously. 

5 .  Tail: The dragon’s skeletal tail is used as a 
rudder, steering the ship right, left, and 
straight on. Positioned at the rudder is a 
kgosian cleric. Another cleric beats out a 
rhythm on a drum standing near the rudder. 
With each beat of the drum, the rowers pull at 
their oars. If the drummer stops, the rowers 
stop and the ship slowly (within lodl0 
rounds) rises to the surface. 

GJnhnos the Steersman: 4th level cleric of 
Zargos (see the Secret Societies section for 
benefits and penalties); AC 6 (cuir-houlli); hp 
22; MV 90’ (30‘); #AT 1; Dmg ld6 + 1; Save 
C4, special; ML 8; AL C. 
Spells Carried: 1st-cause light wounds, 

cure light wounds. 2nd-blight. 
Xanthipon the Drummer: 4th level cleric of 

Zargos (see the Secret Societies section for 
benefits and penalties); AC 6 (cuir-boulli); hp 
18; MV 90’ (30’); #AT 1; Dmg ld6 (mace); 
Save C4; ML 10; AL C. 
Spells Carrid 1st-cause light wounds, 

light. 2nd-resist f ie.  

6. Oars: Two banks of 10 wooden oars extend 
from slots cut in the shell. The slots are made 
flexible and watertight by a combination of 
oiled animal skins and wax. 

Standing in ankle-deep water at each oar 
(including the four limbs and tail rudder) are 
10 rowers, for a grand total of 250 rowers. 
Some of them are undead skeletons and zom- 
bies, but most are living humans under the 
influence of zombie broth. The broth is a 
magical fluid that saps the imbiber’s will, 
making him a mindless automaton. Zargosians 
use the liquid as the fmt step in making hu- 
mans true undead zombies. For more informa- 
tion about zombie broth, see the Milenian 
Magic chapter of this book. 

MV 90‘ (30’); #AT 0; Dmg Nil; Save normal 
man; ML 6; AL N. Because they are affected 

200 Normal Humans: AC 9; hp 3 (average); 

1 weapon; Dmg Id6 
5D Ahays lose iatia- 

shield. 2nd-hock, 
~~. 3rd-create air, 

forms from the ankle- 

1 



., ~ 

I% i , t : , : \ ,  . .  : ". ..* ' .. . , .; .) , , , . . ., . .  
, .. 

, ,e:. ; .:.:: 2. , : 
~ . ,. 

;.. , '  
. '. : 

Battle for the Sbip 

and copper door in the ship's neck, they can 
enter the body of the vessel. The Zargosians 
believe they have captured another fishing 
boat with a few meek fshermen on board. 
They are not expecting powerful adventurers. 

When the battle begins, the clerics com- 
mand the skeletons and zombies to leave their 
oars and engage the PCs in combat. The hu- 
man crewmen keep rowing as long as the 
drummer continues to beat a rhythm. 

Zargosian clerics can control undead just 
like "lieges." (See the Rules Cyclopedia.) This 
makes turning the skeletons and zombies more 
difficult. When a character tries to turn un- 
dead pawns, he must make two attempts. The 
fmt is checked as if against the liege, who is 
normally an undead creature himself. If the 
liege is a Zargosian cleric, consider the cleric to 
he the equivalent of an undead with the same 
number of Hit Dice as the cleric's level. For 
example, a 4th level Zargosian cleric would be 
the same as a wraith because wraiths have 4 
Hit Dice. If the first attempt is successful, the 
control link between the cleric and his pawns 
is broken with no other effect. For the former 
pawns to be turned, the PC must make an- 
other attempt with normal chances and re- 
sults. 

While the adventurers battle the undead, 
the Zargosian clerics and sorcerers harass them 
with their spells. If the PCs defeat the skele- 
tons and zombies, Katnonius might use his 
staffof an element (water) to conjure a water 
elemental (DM's option). 

If the PCs defeat the Zargosians and their 
undead pawns, they can take control of the 
ship. The human crewmen will obey their 
command to row if they beat the drum. If the 
PCs simply do nothing, the ship will rise to 
the surface on its own. 

Palomenes and one of his sons are among 
the crew. Because of the magical broth, the 
fisherman does not recognize the PCs or even 
his own son. If the PCs have sought Palomenes 

If the PCs manage to get past the portcullis 

If the PCs defeat 
return to Phos in th 

the humans are 

The adventurers 

forced to drink zo 

miles), the ship fin 



hold. If the PCs are captives, each sleep they 
are given another dose of zombie broth. The 
adventurers may attempt saving throws vs. 
poison to resist the potion’s effects. 

It is up to you to decide if the ship has any 
random encounters during the journey on the 
lake. An encounter might give the PCs an 
opportunity to take control of the ship, if they 
are captives (and are not under the affect of 
zombie broth). 

The numbered areas below correspond to 
the numbers on the map of the Zargosian 
stronghold. 

1. Subterranean River: The entrance to the 
river is concealed in a shadowy cleft in the cliff 
walls along the northwestern coast of Lake 
Agrisa. It is very difficult to spot without a 
map. The Empire has never discovered its 
existence. 

The underground river twists through the 
chain of mountains called the Emperor’s Ram- 
part, and eventually connects with the Bay of 
Laroun. Traveling the length of the river is 
hazardous due to rapids, waterfalls, monsters, 
and changes in the width and height of the 
channel. The ship of bones is much too large 
to navigate all the way to the Bay of Laroun. 

The Zargosian stronghold is located about 
one mile up the river from Lake Agrisa. The 
current is very slow here, and the river reaches 
a depth of 100’. Anchored near the stronghold 
are five fshing boats that have been captured 
over the last month. 

If the PCs are the captives of the Zargosians, 
the ship’s oars are retracted and the vessel is 
rotated to rest the skull on the beach. The jaws 
are opened, and the human crew (including 
the PCs) is forced to disembark and taken to 
the stockade (area 4). The 50 skeleton and 
zombie crewmen (if they have not been de- 
stroyed) remain on board. 

If the PCs are in control, it is up to them to 
decide how to disembark. They might decide 
to row the Smiling Shark (if it is sd l  in the 
dragon ship’s skull) to the beach. 

ombie guards stand- 
ce. They will attack the 

es, they are taken here 
man crew. All of them 

er to themselves, others 

ade and remove six of 
random. However, none 
t. The six humans are 

zombies. They are now 

willpower. Some of the 
stockade may also be free 
help the PCs overpower 

7; HD 1; hp 8, 7, 7, 6, 
0’ (20‘); #AT 1; Dmg 



Eumennon: 3rd level cleric of Zargos (see 
the Secret Societies section for benefits and 
penalties); AC 6 (cuir-boulli); hp 15; MV 90’ 
(30’); #AT 1; Dmg ld6; Save C3; SA spear 
( + 2  to hit, + 1 damage); ML 7; AL C. 

Spelts Carried: 1st-cause lighr wounds, 
cure light wounds. 

Gedros: 2nd level cleric of Zargos (see the 
Secret Societies section for benefits and penal- 
ties); AC 6 (air-boulli); hp 8; Mv 90’ (40’); 
#AT 1; Dmg ld6; Save C2; SA spear (+2  to 
hit, + 1 damage); ML 8; AL C. 

Spells C a n i d  1st-cause fear. 

5 .  Living Quarters: This cave is lighted by a 
torch. The ceiling is 15’ above. 

Eight wooden bed frames covered with mat- 
tresses of sheep’s wool are in this chamber. The 
Zargosian clerics and sorcerers, except Helikion 
and Vixnalia (see area 9). sleep here. A large, 
iron brazier filled with burning coals and in- 
cense keeps this cavern warm. No one is here. 

At the back of the cave, a large rodc 
(Strength 13 required to lift it) covers a hole. 
In the hole are two iron chests measuring 
1’ X 3‘X 3’. The chests belong to Byzaron and 
Karnonius, the two Zargosian sorcerers en- 
countered on the ship. Each chest has been 
wizard locked by its owner. Inside are the sor- 
cerers’ spell books. 

6. Treasure Chambec This cavern is not light- 
ed. The ceiling is 20’ above. 

Not long ago, the Zargosians discovered a 
shipwreck on the bottom of the lake. They 
recovered three huge chests, which sit in the 
center of this cavern. The chests measure 
3’ X 3’ X 6‘ and are covered with dried sea- 
weed. They have been wizard locked by Heli- 
kion (see area 8 for his game statistics). 

If the PCs were captured, their belongings 
are here also. Whether or not their items have 
been locked in a chest is for the DM to 
decide-the PCs may need their magical 
weapons to defeat the wraith (see below). 

Exactly what may be found in the chests is 

for the DM to determine. You can eith 
liberately choose treasure 
Rules Cydopedia, or roll 
Treasure Types Eble in that 
decide to select randomly, co 
to have a different t r e w  
ed that the treasure types be A, B, 

The treasure chamber is guarded 
etons, sanding quietly around the 
circle. Hovering in the datknes 

(see area 8 for her game statistics). 

has a low ceiling (6’). It is filled with b 

8. Temple: This large cavern is lighted b 
torches. The ceiling is 20’ above. 

nalia and her husband, Helion. An 
Zargosians who have not previously be 
feated during the adventure are takin 
the ceremony also. 

six humans into zombies. If the 

Unless the PCS interfere, the ce 



HeWrion: 1 lth level Zargosian sorcerer (see 
the Secret Societies section for bendits and 

M11; ML 9; AL C. 

1st-detect magic, dyinggdsp, fight, shield. 
2nd-detect evil, levitate, wizard lock. 3rd- 

spellscarried: 4/3/3/3/211. 

Magical Items: wand of lightning bo1 

nturers can return to 
Some time in the C11; SAspea1(+2tohit, 
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Weapon 
Axe, Battle 
Boxing Thongs (sharp) 
Club 
Dagger 
Javelin* 
Mace 
Mace, Flange 
Pike* 
Lance** 
Short Sword 
Spear* 
Staff 
Trident* 

Damage 
Id8 
ld3 
1 d4 
1 d4 
Id6 
Id6 

Id6 + 1 
Id10 
Idlo 
Id6 
Id6 
Id6 
Id6 

Cost (PPI 
7 
1 
3 
3 
1 
5 
10 
3 
10 
7 
2 
5 
5 

* Special bonus: + 2 to hit, + 1 damage. 
** Used mostly by Griffon Riders. 

Weapon 
Bow, Long 
Bow, Short 
Dagger 

Needle 
Javelin * 
Javelin, 
Sun bolt* 
Javelin Thong 
Net 
Sling 
Spear* 
Eden t * 

Dagger, 

Damage 
Id6 
Id6 
1 d4 

1 d3 
1 d6 

1 d8 

Nil 
ld4 
1 d6 
1 d6 

- 

Enc (cn) 
30 
20 
10 

5 
20 

15 

25 
20 
30 
25 

*** 

Enc (cn) 
60 
10 
50 
10 
20 
30 
30 
80 
180 
30 
30 
40 
2 5  

Range 
70/140/210 
50/100/150 

10/20/30 

10/20/30 
30/60/90 

30/60/90 
40 I80 / 120 

10/20/30 
40/ 80/ 160 

20/40/60 
10/20/30 

Italicized weapons can be used in hand-to-hand fighting. 
* Special bonus: + 2 to hit, + 1 damage. 

** Sunbolt javelins cannot be bought. 
*** No significant weight. 

Cultu~al ARMOR 
aNb Snielbs 

Type Armor Class cost Enc (cn) 
Cuir-Boulli 6 30 gm 300 
Leather 7 20 gm 200 
Shield, ( - 1 t o A C )  10gm 100 
Round 

Brief Timeline of Recent Events 

The schemes of the Immortals brought 
about dramatic changes to many countries 
on the surface of the Known World during 
the WRATH OF THE IMMORTALS cam- 
paign. Though the Immortals’ struggles 
seldom involved lands of the Hollow World, 
the Milenian Empire was not left unaffect- 
ed. This timeline lists some of the most 
important events. 

AC 1,004: A Heldannic skyship arrives at 
Corisa. Trade negotiations are begun in the 
Senate, but personalities soon collide. The 
Milenian leaders realize the Heldanns are 
bent upon conquering all nations of the 
Hollow World. Talks end with the skyship 
impounded and its crew imprisoned. 

AC 1,005: The Heldanns brought an invisi- 
ble menace with them-plague. Thousands 
of Milenians perish before the disease runs 
its course. Heldannic spies arrive to investi- 
gate the disappearance of the skyship. They 
find allies among the “Kings of Milenia” 
and agree to support a revolt. Long sympa- 
thetic to the Kings, the people of the city of 
Pelai revolt, declaring independence from 
the Empire. Weakened by the plague, im- 
perial forces are driven from the city. 

AC 1,006: Backed by a flotilla of Heldannic 
skyships, the rebel army grows, sacking the 
city of Laroun and taking the Island of 
Amora. The Empire nears collapse as minor 
revolts spring up in other border provinces. 
However, Emperor Adronius fully recovers 
from the plague, as does as the rest of his 
massive army. To regain the confidence of 
his people, Adronius himself takes to the 
field of battle himself. Zealous Milenian 
phalanxes storm the cities of Pelai and La- 
roun, reclaiming them. The Heldannic 
flotilla retreats in defeat. 

AC 1,007: A year of relative quiet and res- 
toration follows. Though tension remains 
high among the formerly rebellious prov- 
inces, the Milenian Empire is whole once 
again. 

AC 1,009: As a side effect of the doomsday 
machine of the Brotherhood of the Radi- 
ance, the Hollow World’s sun is extin- 
guished for one sleep. The people of the 
Empire panic. Riots, murder, and madness 
grip Milenia. 
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The Milenian 
Accessory 

Empire 
IMPERIAL 
INTRIGUE! 

Once a great people in the Known World, the Mile- 

World. Loosely inspired by classical Greece, this is a natioi 
of philosophers, oracles, architects, and mighty pikemen in 

a strange land where Citizens elect their own leaders, and ulti- 
mately the Emperor himself. 
A society as political as Milenia cannot avoid intrigue, and the 

land is rife with conspiracies. From the would-be Kings to the lowly 
slaves, to the dark, grasping servants of chaos. It seems everyone in 

/ nians now administer a mighty Empire in the Hollow 

Milenia belongs to one secret society or another. 
But even on the surface, there's plenty of drama: from the legendary 

Acropolis to the eccentric Academy of the Arcane in Corisa, adventure 
calls you to the Milenian Empire! 

L 

The HOLLOW WORLD@ Boxed Set is required for use with thi5 

This product includes a 32-page Aduenturer's Guiae, a 64-page 
Campaign Book, and a full color poster map of Milenia, complete 
with imperial monuments, colossi, and mysterious temple sites. 

0' New magic, monsters, and character types are included. A 

to spice up your Milenian excursions 

1 

Look for Sons of Azca and Kingdom of Nithia, 
other accessories already published in this 

series; available at your favorite hobby 
1 

store now! 
a10.95 US. 813.50 CAN €6.99 U.K. 

51095>  

TSR, Inc. 

Lake Geneva 
POB 756 

Wt 53147 USA 

120 Church End, Cherry Hinton 
Cambrige CB1 3LB 

TSR Ltd. 9 781560 763376 
* DUNGEONS & DRAGONS and HOLLOW WORLD are registered tradamalks owned by TSR. Inc. 

The TSR logo IS a trademark owned by TSR, Inc 
OW92 TSR Inc. All Rlgha Resewed Primed In the U S.A. ISBN 1-5b076-337-X United Kingdom 
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