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CHAPTER 1:
THE LOST LANDS

As Lost Prehistorica is intended to be more of a toolkit for
introducing exotic lands with a prehistoric flair into cam-
paigns, the setting is quite open as to where the lost lands
can occur. Whether you intend to use Lost Prehistorica
for a single remote location in a pre-existing campaign or
as an entire campaign itself, there are many different op-
tions in regards to choosing a location and the exact type
of geography. The majority of the possible locations are
presented below.

REMOTE, ISOLATED AREAS

These are places on the existing active landmasses in a
campaign, such as a jungle, valley, canyon, or other areas
that need a touch of savage flavor.

Advantages: The use of the contents of Lost Prehistorica
to such areas really allows these places to stand out and
become rather interesting environments to explore.

Disadvantages: This can be considerably limiting as
to how much content can be included. Plus, it could raise
questions as to why the savage beasts and tribes native to
Lost Prehistorica haven't bothered to move on and settle
elsewhere.

ISLANDS

Islands allow the lost lands to be separated from other
landmasses, thus requiring one to travel to the lost lands
in order to discover the prehistoric flavor. This format
is typically common, and allows one to run those fun
“island of doom” style nautical/land style adventures. Due
to their size, islands are also reasonably easy to incorporate
into pre-existing campaigns.

Advantages: Islands are easy to incorporate into
existing campaigns and have a true “lost land” feel
to them.

Disadvantages: Islands, unless several dif-
ferent islands are used, typically limit one
to a small selection of diversity in regards to
climate and geography. Also, particularly
small islands could have a rather “cramped”
feel in regards to the appearance of several
new races and prehistoric beasts of gigantic
proportions.

SUBCONTINENT

The subcontinent is a decently sized area of land
that is a bit easier to shove into a pre-existing
campaign world. Though perhaps lacking in
enough space to allow all the possible elements
of geography and climate that the entire con-
tents of Lost Prehistorica thrives upon, several
different subcontinents and large islands could

accommodate this problem. With a subcontinent, you
have just enough space to keep the adventurers wandering
and searching the lost lands for years.

Advantages: Subcontinents are reasonably easy to
shove into campaign worlds and require little effort to
populate with prehistoric, savage flavor. Likewise, in the
event that different climates and geographic regions are
desired, several islands and subcontinents can be located
on the map of an existing campaign world without too
much of a hassle.

Disadvantages: Subcontinents are somewhat large to
shove into campaign worlds that are already heavily pre-
defined. Likewise, the typical size of these landmasses tends
to limit the diversity of climate
and geography somewhat.




CONTINENT

This is actually quite a good area for the contents of the
lost lands to thrive. With the addition of “Americana” style
flavor in the contents of the lost lands, it would be possible
to not only introduce prehistoric themes into an existing
campaign but also a whole new sense of culture that exists
on “the other side of the world”. The introduction of Poly-
nesian, Native American, Mayan, Aztec, Eskimo, Carib-
bean, and African flair to the already common elements of
European, Arabic, Greek, Norse, and Asian fantasy styles
helps round out a very multicultural world.

Likewise, a large body such as a continent allows for
all conceivable types of terrain and climate. This allows
the full contents of Lost Prehistorica to be completely
utilized.

Advantages: The use of a good sized continent to the
contents of Lost Prehistorica allows for considerable room
for flavor and variety. Likewise, large landmasses such as
continents provide enough room for alternate cultural
styles.

Disadvantages: Continents are, quite simply, big.
Likewise, they may be rather hard to shove into a
campaign that is already well developed. On the other
hand, however, if a homemade campaign has an existing
continent that has not yet been defined, the addition of
a savage, prehistoric world may be an easy way to fill up
the space. As Lost Prehistorica is well suited for creating
savage lands with a lost sense of history or development,
these areas often require significantly less effort to plot
and define.

LOST UNDERWORLD

The prehistoric, savage lost lands actually exist in the cen-
ter of the campaign world. This concept has been made
popular in fiction in the past and could work for a fantasy
campaign.

Advantages: A lost underworld would provide an inter-
esting twist to underground adventuring.

Disadvantages: A lost underworld poses a lot of ques-
tions, such as where light comes from, if there is any form
of light.

ENTIRE WORLD

In this type of setting the contents of Lost Prehistorica
becomes the central basis for the entire campaign. More
advanced lands, if any, would be limited to small, secluded
areas and most likely be inhabited by the lost ancients. In
this format, the prehistoric, savage nature of the lost lands
is the standard environment for most of the world.

Advantages: This allows full use of the contents of Lost
Prehistorica with no regards to limitation of space as far
as geography is concerned. Likewise, the intelligent races
that inhabit the lost lands could be more spread out, thus
holding a dominant degree of influence over greater por-
tions of land.

Disadvantages: There are not a lot of disadvantages to
this format other than perhaps limiting some of the more
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common elements of fantasy gaming. Likewise, the sense
of “lost culture” that the lands described in the contents of
Lost Prehistorica is not really all that “lost” at all.

MULTIPLE WORLDS

This is most likely either intended to be a very large cam-
paign in itself or to merely flesh out the other possible
worlds that would exist alongside the campaign world in
the prime material plane. Either the main world could be
more developed and the rest of the worlds to be explored
would be lost lands with a primitive, prehistoric flair, or all
of the worlds, including the main campaign world would
be lost lands.

Advantages: This format allows a diversity of campaign
selections and utilizes the contents of Lost Prehistorica as
filler material for different worlds on the prime material
plane.

Disadvantages: There are no real disadvantages to this
method.

LOST PLANE

In such a setting, the lost lands are actually an entire plane
of existence, possible infinitely stretching in all directions
rather than a world, series of worlds, or a land mass.
Advantages: A lost plane would naturally give one
unlimited space.
Disadvantages: None other than that such an idea
might raise a few eyebrows from the players.

GEOGRAPHIC ELEMENTS

ALL TOO FAMILIAR CAMEOS

One particular, almost eerie, twist that can be added to
any lost land is the appearance of structures and cultures
that are extremely all too familiar to the explorers. Hiking
through the dense, prehistoric forests, hills, and valleys for
days only to come across a long abandoned castle bearing a
design and structure similar to that found in the character’s
native lands can be rather intriguing if not entirely unset-
tling. The discovery of the remains of wrecked ships and
lost colonies can add a sense of mystery and intrigue to
the otherwise savage, primitive flavor that the lost lands
have to offer.

BITTER WEATHER

Though many associate the prehistoric lands with hot,
sunny weather and lush, tropical forests, there are also
the elements of the bitter cold to be dealt with in the cold
glacier encrusted climates. Even the warm environments
are not immune to the effects of cruel weather. Tornadoes,
hurricanes, dust storms, and drought can make life a
misery in the lost lands. As the characters make their way
across these uncharted lands, it is likely that they might
come across situations where adequate resources of water,
warmth, proper clothing, and shelter could pose more of
a life or death situation than merely fighting oft savage
beasts and hostile natives.



DISEASE AND NATURAL POLLUTION

While the lush environment of the lost lands can provide
the characters with many natural resources and sources of
food and water, these environments also tend to carry a
hefty degree of disease. Likewise the big creatures of the ar-
eas tend to leave behind large quantities of waste, whether
it be through bodily digestion or simply rotting carcasses.
Combined with the climates, this can lead to a variety of
hazardous illnesses that the characters may often have to
overcome.

In addition, the lost ancients left behind the aftershock
of strange, hazardous magic that has tainted a few places in
the lost lands, particularly the ruins of these races.

Sometimes it is not just disease that the characters must
be aware of. Volcanic action can spit forth various forms
of hazardous gas and mineral compounds that can be
conflicting with the health of the natives and the explorers
alike.

EDIBLE OR WORTHY CRITTERS

Lost Prehistorica has a format for minute living creatures
that are typically diminutive to fine in size called “critters”.
While critters are unsuitable for combat and there is no gain
in experience points for defeating, many are edible or hold
some measure of value. Most of the critters in Lost Prehis-
torica are found in the wild, with a good number along the
coastlines. As these critters might provide a means of keep-
ing wandering characters from starving to death, it might
be interesting to place them in different locations for the
characters to possibly stumble across. While finding and
identifying such critters might require some form of skill
check, particularly Spot, Search, or Knowledge, their pres-
ence and discovery might be important.

Likewise, some of these creatures may provide a chal-
lenge or “trap” of sorts as they could either carry disease or
be found in waters or other areas infested with disease.

SOURCES OF MAGIC

While powerful magic is sometimes a bit of a rarity amongst
the natives of the lost lands, this does not always have to be
the case. Some natives may have discovered higher, more
educated forms of spell craft and could then hold a degree
of dominance over the savagery of the lands. As such, the
environment surrounding these individuals might be alittle
bit different. There may be fewer amounts of dinosaurs and
other great beasts in the area, cleared off and defined trails,
roads, or paths, and evidence of an advanced civilization
with impressive architecture. Also, there should be signs of
the tribe’s use and depletion of natural resources.

RUINS OF THE LOST ANCIENTS

The lost ancient races presented in the contents of Lost
Prehistorica provide the perfect backdrop for the addition
of ruins, lost cities, and even dungeons. Likewise, ancient
magic and advanced forms of weapons and armor such as
carefully stored swords and platemail could be obtained
at these locations. Likewise, these areas give a sense of

mystery, culture, and intrigue as well as suitable areas
of ruin for foul, spine chilling monsters and evil races to
dwell in.

BEDS OF PETRIFIED WOOD AND AMBER

While many of the insects and plants that are popularly
found as fossils are alive and well in the lost lands, it should
be possible to find wealthy chunks of petrified wood and/
or amber lying about in dried up swamp beds and such.
Though these areas may also be the home of a variety of
vicious beasts, such natural occurrences give that much
more potential for the adventurers to harvest the natural
resources and wealth that the lost lands have to offer. Below
is a random chart to help one determine the exact amount
of materials that could be found from such areas and the
exact value of these findings.

Roll  Treasure Type Plus Value

1-4 | Very little to be found other than a few fragments
of petrified wood. These pieces are lying in the bot-
tom of murky swamp water. A total of 3 to 9 (2d4+1)
small pieces of petrified wood can be found here,
valued at 2 to 16 (2d8) sp apiece.

5-6 | A decent offering of petrified wood is lying about
here, some more or less in close appearance to the
wood’s original shape. A total of 5 to 11 (2d4+3)
various pieces of petrified wood can be found here,
valued at 1 to 8 (1d8) gp apiece.

7-8 | There are a few chunks of amber lying in the bot-
tom of the mud and dead vegetation. These pieces
are fairly small and lacking in interesting detail. A
total of 2 to 5 (1d4+1) pieces of amber can be found,
valued at 10 to 40 (2d4x5) gp apiece.

9-12 | There are several chunks of petrified wood and am-
ber lying about. These pieces are broken up quite a
bit and a bit plain, but a decent find all the same. A
total of 2 to 24 (2d12) pieces of petrified wood can
be found, valued between 1 to 4 (1d4) gp apiece.
Likewise, there are 2 to 8 (2d4) pieces of amber here
as well, valued between 10 to 40 (2d4x5) gp apiece.

13-14 | There are some interesting chunks of amber with
insect inclusions lying about here. These pieces are
quite collectible and make quite a worthy find. A to-
tal of 1 to 8 (1d8) pieces of this amber is here, valued

between 20 to 160 (2d8x10) gp apiece.

15-16 | There is an interesting mix of valuable amber and
petrified wood lying about in the dirt and debris
here. This natural treasure includes 2 to 24 (2d12)
reasonably decent sized chunks of petrified wood,
valued at 2 to 8 (2d4) gp apiece. Also there are 2 to
8 (2d4) interesting chunks of amber, mostly with

insect inclusions, valued between 30 to 160 (3d8x10)
gp apiece.

This area contains a great deal of petrified wood,
ranging in all sizes and shapes. There are a total of
12 to 26 (2d8+10) chunks of petrified wood, valued
between 3 to 36 (3d12) gp each.

17-20




As this treasure is in a sense “free findings”, the discov-
ery should require two or three skill checks to spot and
identify (Spot, Search, and Appraise, with DC ratings of
10 to 15 for each being suitable). This should also be along
with some form of nasty beast that’s presence is uninten-
tionally guarding the area.

EXISTING COLONIES AND ESTABLISHMENTS

While the presence of abandoned castles and colonial
dwellings might be enough to spark curiosity or dread in
the characters, the existence of functioning locales such as
these may prove to be even more bizarre. For the natives,
such a presence may prove to be somewhat threatening
to the lost lands; for the explorer, a sign that they are not
alone in such expeditions. While the discovery of a remote
trade colony might introduce the appearance of a rival
nation from the explorer’s home, a more popular example
of the appearance of advanced culture would be through
the form of pirates. If the lost land adventure happens to
take place on an island, subcontinent, or even a previously
“unknown” continent, it is possible that nautical pirates
may have been using the coastal areas as havens for quite
a good while.

FOssSILS AND BONES

While the natives of the lost lands may not have much
practical use for a fossilized trilobite when live ones are
scurrying about the coastal waters, the fossilized remains
of such creatures might still inspire feelings of awe and
superstition. The natives could believe that these hardened
fossils are not the remains of creatures from ages ago but
rather the fatal product of evil magic. Likewise, ammonite
shells, fossilized teeth, and other remains might be worn as
adornment or used as a form of currency of sorts.

The fossils and bones of animals and plants should be
relatively easy to find in the lost lands, especially if there is
a high degree of unstable geographic activ-
ity such as earthquakes. These
items can often be taken
home upon the explorer’s
return to their homelands
and sold at a decent
price. Due to this
potential de-
gree of natu-
ral “wealth’, it
might be inter-
esting to occa-
sionally reward the
characters with a
bed of fossils and
bones. Though such
loose, random find-
ings should be rea-
sonably rare for the
characters to eas-
ily stumble across, it

might inspire the party to wander about more and explore.
When placing such a random find upon the characters, use
the below chart to determine the quantity and value of
such fossils and bones.

Roll  Description

1-2 A few old, broken fossils lie about, mostly of vari-
ous sea creatures and a dead bird or two. There are
a total of 5 to 14 (3d4+2) fossils here with a value of
1to 4 (1d4) SP apiece.

3-5 There are several fossils and valuable bones here,
mostly of small creatures. If the characters bother to
carefully Search (DC 10) about, they should find a
total of 8 to 17 (3d4+5) fossils valued between 2 to
12 (2d6) apiece.

6-7 | Judging by the scattered bones lying here, it looks as
though dinosaurs or some other form of great beasts
once battled here in the past. The bones are now half-
buried in the soil and for the most part bleached out.
There are some reasonably interesting specimens in
the mix, however, including some large, nearly per-
fect teeth that some of the natives or collectors back
home might take a particular liking to. If a Search
(DC 8) is made through this debris of bone, the
characters should find 6 to 27 (3d8+3) interesting
pieces valued at 2 to 9 (1d8+1) sp apiece.

8-9 Half-buried in the dirt/sand the characters stumble
across a great fossil (roll 1d6 for type: 1- ammonite
shell of Small size, 2-trilobite of Small size, 3- skull
of a gastronis, 4- encrusted bed of 3 to 9 (2d4+1) tri-
lobites, 5- foot claw of a tyranosaurus, 6- encrusted
bed of 9 to 29 (4d6+5) ammonite shells. This fossil
is worth 7 to 13 (2d4+5) gp in value.

10-13 | The characters stumble upon an old shell bed con-
taining 3 to 18 (3d6) trilobite shells. Each of these
pieces is worth 3 to 9 (2d4+1) SP each. In addition,
if the characters Search (DC 12) about with great
care, they should be able to find the fossilized jaws
of a medium sized shark buried under the sand/soil,

worth 5 to 17 (4d4+1) gp.

The characters stumble across an old shore bed that
has long since been drained. Judging by the looks of
this area, ocean water has not touched the ground
for several generations. Amongst the pretty shells,
there is a chance that the characters might find the
following (Search, DC 10): 2 to 8 (2d4) fossilized
jaws of small sharks worth 1 to 4 (1d4) gp apiece,
3 to 24 (3d8) fossilized trilobite shells worth 2 to 9
(2d4+1) sp each, and 2 to 5 (1d4+1) broken bits of
red coral worth 4 to 24 (4d6) gp apiece.

14-15

16-20 | Hanging from the side of a rock cliff are several
broken bits of fossils from the bones of many great
beasts and dinosaurs. Though the pieces are mostly
incomplete and damaged, they are none the less
somewhat valuable. With a decent Search (DC 10)
and digging about, the characters should be able to
recover 4 to 32 (4d8) pieces of fossil worth between

3 to 12 (3d4) sp apiece.




CHAPTER 2:
SURVIVAL

Nya stood before the children of her tribe and nearly shook
her head in laughing disbelief. In just over ten more harvests
or so, her students would be fully-fledged druids with goals
and dreams of their own. Today, however, the children were
little more than wide-eyed youngsters, curious of their sur-
roundings and unaware of its many hidden dangers.

Leading her students away from the safety of the village
Nya passed through the ferns that danced along the stream
near the edge of the forest edges. Just a brief journey along
the ancient trails the children will first see the abandoned
stone temple of the village’s ancestors. In the walls of this
sacred site Nya will spend the next several days teaching her
students in the same manner and fashion as she was once
taught by her druid elders a dozen harvests ago. The children
would learn to respect the nature of the plants, water, soil
and sun and what these elements mean to their people. Like-
wise, the children will be properly taught the customs of the
village, as passed down from their ancestors from generation
to generation.

DISEASES

DESCRIPTIONS

Bawling Fits: Bawling fits is a form of bacteria that thrives
in waste areas. Scraping one’s skin against a sharp object in
such places can cause the infection. Those who are inflicted
with a case of bawling fits suffer from both physical and
psychological symptoms. Hideous reddish pink splotch
marks form along the skin and the eyes of the victim appear
bloodshot and somewhat glassy. In addition, the victim
suffers constantly from crying fits that are uncontrollable
and occur sporadically and without cause or reason.

Blue Giggles: Blue giggles are caused by a strange,
somewhat rare fungus that thrives on the vegetation and
animals that are killed off due to the flow of lava from
volcanic activity. After the lava has had time to cool down,
within a matter of 2d8 days, strange bluish green patches of
the fungus forms on the jagged lava formations and dead
material.

When someone happens to scrape themselves along the
rocky formations where the fungus infestation is, the indi-
vidual is at risk of the fungus getting in their bloodstream
and infecting their bodies. Victims with a blue giggles
infection show physical signs of patches of the fungus
breaking out of bleeding, pus dripping lesions on their
skin. Likewise, the fungus affects their ability to properly
think, often sending the individuals into strange fits of gig-
gling and cackling.

Cannibal Fever: Cannibal fever is a dreaded disease
that instills a vicious form of insanity amongst its victims,
causing them to tremble for the taste of the flesh of their
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own kind. Believed to be the curse of the ancients for their
acts of debauchery, cannibal fever is contracted by com-
mitting the taboo act of desecrating ancient ruins.

While simply visiting such locations does not inflict one
with cannibal fever, being wounded by a sharp object (such
as a spear trap, falling down and scraping a leg against an
area of jagged stone, etc.) in certain ruined areas can inflict
an individual with the cannibal fever virus. This disease is
somewhat magical, and could very well have been a curse
inflicted upon the ancients. Though most of these ruins
have not seen any degree of activity within hundreds of
years or more, the virus is still lying about dormant, just
waiting to find its way into the bloodstream of an intel-
ligent creature.

In addition to the cannibalistic urges, victims also ex-
perience a variety of physical symptoms. Bouts of violent
shaking are common, and the eyes are heavily dilated and

Disease Infection DC Incubation Temporary
Damage
Bawling Fits | Injury 14 | 1d3 days 1d6 Cha
Blue Giggles | Injury 18 | 1d3 days 1d6 Wis
Cannibal Injury 14 | 1 day 1d6 Wis**
Fever
Carcass Film | Ingested 10 | 1d3 days 1d4 Con
Clammy Ingestion | 14 | 1day 1d6 Con**
Crud
Ear Blisters | Contact 14 | 1d3 days 1d6 Dex**
Fish Muck Injury 14 | 1d4 days 1d6 Dex
Foot Worm | Contact 10 | 1d3 days 1d6 Dex**
Fright Contact 18 | 1d3 days 1d8 Int**
Leeches
Green Nose | Inhaled 14 | 1d3 days 1d8 Con**
Ice Bumps Inhaled 14 | 1d3 days 1d4 Str
Jungle Fever | Injury 12 | 1d4 days 1d6 Con*
Leaf Inhaled 12 | 1d3 days 1d4 Str
Trembles
Lingering Ingested 18 | 1d3 days 1d8 Con**
Quivers
Night Flu Inhaled 16 | 1d3 days 1d8 Wis**
Stinking Ingested 14 | 1d3 days 1d8 Cha
Drip

*The character makes an additional Fortitude save (DC 12), if
they fail this second saving throw they lose 1 point of Constitu-
tion permanently.

**Special Illness Effect. See Description.



bloodshot. The victim may experience excessive drooling,
and may have slight urges to constantly gnash their teeth
together.

Special Illness Effect: For the full duration of recovery
from cannibal fever, the victim must succeed a Will save
(DC 12) anytime a member of their own race approaches
within 5 feet of them, or otherwise enter an uncontrollable
cannibalistic rage. Victims who fail this role make any at-
tempt possible to capture the target and devour them while
they are still alive. If the target manages to flee, the victim
infected with cannibalistic urges returns to normal
within 1d4+2 rounds. Victims who are
under the influence of the disease’s
rage will fight to the death. If
killed, their bodies will rise
up as ghouls in 1d3 days
unless somehow pro-
tected from doing so
by a special means.

Carcass Film:
Carcass film is ac-
tually a bacterial
rot that forms
on the meat and
flesh of dead
animals that are
left to lie in the
sun for several
days. Usually the
carcass film thrives d
particularly well on #
the carcasses of large
mammals and reptiles,
and typically accompanies
maggots. Due to the environment
from which carcass film thrives, the
infection is mostly common amongst starving
tribes. Symptoms include the swelling of face and stomach,
cold sweats accompanied by trembling, high body tem-
perature, and mild hallucinations in the worst of cases.

Clammy Crud: Not to be confused with the various
ailments from eating bad shellfish, clammy crud actually
comes from eating food that has started to spoil in dun-
geons and underground environments. Usually the tainted
food has a mild film of grayish-black scum that is often
mistaken for mold and mildew. The film is actually a bacte-
rial infection that is the cause of the ailment clammy crud.

Once the clammy crud has made its way into a person’s
system, the affected individual starts showing signs of the
crud’s infection. Symptoms include constant nausea, diar-
rhea, cold sweats, and cool patches of the skin that appear
grayish in tint and feel clammy to the touch. Likewise, the
victim remains in an exhausted state during this time and
usually has trouble staying awake.

Special Illness Effects: Those infected with clammy crud
are treated as being exhausted until they fully recover and
thus have all Constitution points fully restored.

Ear Blisters: Ear blisters are actually infected areas
under the skin where nearly microscopic parasites have set
up home. These parasites are contracted by walking under-
neath large quantities of rotting vegetation in moist, hot
jungle regions. Additional symptoms include temporary
deafness, a mild change in the victim’s disposition and also
their inability to hold a steady sense of balance.

Special Illness Effect: The victim is deafened by the
infection until cured.

Fish Muck: Fish muck is a virus that thrives on the

decay that is often found around still, coastal waters

where crabs and shellfish gather. Usually it

is contracted through injury, most

often when crab fishers or shell-

fish gatherers scrape their

ankles and feet against

the collection of end-

less mussel shells and

coral that gather on

the shallow surface.

Fish muck causes

swelling and

pain in the in-

jured areas, and

usually renders

one to slower

movements. Of-

ten the illness is

accompanied by a

mild fever and ach-

ing joints.

Foot Worm: Foot

worm is a collection of

minute parasitic worms that

often thrive in piles of refuse and

other such waste. When someone steps

into such messes barefoot, they run the risk of
contracting Foot Worm.

Foot worms attach on to the underside of one’s foot and
burrow their way up through the flesh. Once underneath
the skin, they lay their eggs. The eggs hatch in a matter
of a day or two and full infestation takes place. The foot
and ankle becomes swollen, reddish in color, and lesions
of pus form on the underside. The infected individual has
great amounts of difficulty walking as a result and feels
somewhat out of balance.

Special Illness Effect: Though somewhat easy to avoid,
foot worm can be a serious disease once the worms have
managed to take hold. The character’s base move speed is
reduced in half as a result of the infestation and foot worm
is reasonably hard to heal and usually takes a great deal of
time to overcome. Even with full rest and treatment the
infested character has only a 15% chance each day of heal-
ing back a lost Dexterity point. As a result, recovering from
a foot worm infestation can take weeks.

Fright Leeches: Fright leeches are minute brownish
black leeches that thrive in areas of still, murky water. The



leeches are commonly found in warm to hot areas with a
moist environment. When an intelligent creature happens
to enter the leeches’ waters, these tiny creatures trail the
individual and burrow beneath the skin of the prospective
host’s neck, back, and scalp.

In addition to the natural symptoms of bodily infection
from the wastes and presence of the fright leeches, the host
also behaves in a jittery fashion and is apt to run in fear
from the most trivial of things.

Special Illness Effects: In a situation where the inflicted
target happens to encounter some event that is stressful or
otherwise exciting (DM’s choice), the inflicted target must
make a Fortitude save (DC 12) or behave as though they
had cause fear placed upon them. Targets that are immune
to fear are naturally unaffected by this symptom of fright
leeches and targets with fear resistance apply their resis-
tance to fear checks but not towards avoiding the infesta-
tion of the leeches.

Green Nose: Green nose is named not for the color-
ation of one’s nose, as the nose is usually a bright pinkish
red, but rather for the infected mucus that constantly oozes
out of the nasal openings. Green nose is actually caused by
the spores of a type of mildew. These spores get into the
sinuses and set up infection. The mildew that causes green
nose is commonly found in the caves and underground
areas of warm, moist areas.

Special Illness Effect: Green Nose is fairly hard to get rid
of. Even with full rest and treatment the infested character
has only a 30% chance each day of healing back a lost
Constitution point.

Ice Bumps: Ice bumps are contracted from an airborne
virus that thrives in cold regions. The disease causes small
bluish purple splotches to form on the skin and is accom-
panied by an aching, stuffy feeling that is comparable to
having a very bad cold.

Jungle Fever: Jungle fever is a bacterial infection that
occurs in the polluted drinking waters of livestock and is
often carried by mosquitoes and certain forms of monstrous
vermin. A sting or bite by such a creature can cause Jungle
Fever. The infection can harm most varieties of mammals
and humanoids and has numerous symptoms. Those who
are infected with Jungle Fever break out into sweats and
suffer from sporadic fits of diarrhea and stomach cramps.
Their skin becomes jaundiced and some may have a slight,
filmy buildup of pus like infection around their eyes and
in their saliva.

Leaf Trembles: Leaf trembles is named as such as the
airborne illness is active in the autumn when the leaves
are falling from the trees. The disease is mostly exclusive
to temperate climates, and is more commonly a problem
in cooler, mountainous areas. Symptoms include a weak,
achy feeling combined with running sinuses and a lack of
energy and overall strength. Diarrhea is common, and leaf
trembles often causes either a loss of appetite or inability
to hold down anything but liquids and simple varieties of
broth. Usually those who are infected with leaf trembles are
either burning up or feeling cold and shivering, and often

break into violent sweats when the illness is finally being
wiped out by their body’s immunity system. Leaf trembles
is somewhat similar to common forms of influenza.

Lingering Quivers: This horrible form of viral infection
is found on meats that have been poorly cured and is most
often associated with temperate to cool regions. Lingering
quivers is a vitality sapping illness, and often takes many,
many days of rest to overcome. Those suffering from the
virus experience constant shakes and chills, have sporadic
bouts of diarrhea and nausea, and often appear either pale
or flushed in the face.

Special Iliness Effect: Even with proper rest the Lingering
Quivers are hard to get over. Every day that the character
rests the individual still only has a 20% chance of regaining
a lost Constitution point.

Night Flu: This variety of influenza causes the victim
to be unable to think clearly. Unless restrained, they often
become extremely active at night, and behave as though
they were inflicted with a form of insanity. Victims of night
flu have been known to break out into murderous rages,
attack loved ones, or even attempt suicide. Unlike most
forms of influenza, however, the victim doesn't seem to
suffer any physical weakness though many symptoms are
quite noticeable. Such symptoms include violent sweating,
dark patches under eyes, discoloration of lips, and in worse
cases, the victim’s hair falls out in places and their finger-
nails and toenails become brittle and chip away.

Special Illness Effect: For the full duration of the night
flu, the victim must succeed a Will save (DC 16) during
the dusk of each evening or be treated as though they were
inflicted with insanity until sunrise. The risk of night time
insanity can be treated to a mild degree, however, with the
administration of a special broth made of the leaves of the
gingko biloba plant each evening before the victim of night
flu lies down to rest. Drinking this broth gives the victim a
+4 to their Will save against the risk of such insanity.

Stinking Drip: Though somewhat harmless in com-
parison to other infections, stinking drip is none the less
a repulsive and horrible disease that affects the victim
both mentally and physically. The infection is caused by
drinking from polluted waters, especially when the source
contains bodily waste.

Individuals with stinking drip are quite undesirable to
be around. A repulsive clear fluid that’s full of infection
drips from their sweat glands and orifices, and the smell
of this fluid is horrible. Likewise, the face and body of the
individual breaks out with acne and the victim suffers
constant bouts of diarrhea.

Stinking drip also affects the character’s chemical bal-
ance to a mild degree, often causing them to be moody and
unsociable.

ENVIRONMENT

While the inhabitation of intelligent beings provides a
wide range of artificially designed traps, there are plenty



of similar hazards that exist through the elements of
nature. Likewise, the presence of abandoned magic can
create new “pseudo-natural” hazards that can be consid-
ered more of the effects of arcanic pollution rather than
pre-planned trap.

NATURAL HAZARDS AND THEIR
STAT DESCRIPTIONS

The following is a description of the different statistics of
natural hazards.

Name: This simply identifies the type of natural hazard.
CR: The challenge rating of the natural hazard. As a gen-
eral rule of thumb, every 2d6 points of initial damage that
a natural hazard has, their challenge rating increases by 1
level. Likewise, though most forms of natural hazards have
some variety of secondary damage/effect, those with par-
ticularly harmful secondary effects can cause an increase
in Challenge Rating. In addition, if the natural hazard is
extremely easy or difficult to avoid, the CR can be increased
or decreased due to such elements.

Attack/Effect Range: This statistic states the physical range
of the natural hazard’s “attack’.

Initial Damage/Effect: This indicates the type of “attack”

and the damage of the attack. In addition, if a saving throw
is allowed to avoid such damage, the saving throw is listed
along with the Difficulty Class. Some natural hazards may
not cause actual hit point damage with their Initial Dam-
age/Effect but rather some form of effect instead (such as
blindness or paralysis).
Secondary Damage/Effect: This statistic lists any form of
secondary damage or effects that are caused by the natural
hazard, if any. In addition, if a saving throw is allowed to
avoid such damage, the saving throw is listed along with
the Difficulty Class. The secondary damage/effect is most
often weaker than the initial damage and is usually easier
to avoid.
Setoff: This is what causes the activation of the natural
hazard’s effects and attacks. Many are “self” activated,
meaning that they occur at random intervals. Other forms
of natural hazards might be set off by the presence of
movement or noise.
Aversion Skill Rolls: While most of the damage and effects
of these natural hazards allow for resistance through sav-
ing throws, many such hazards may be avoided altogether
through the careful use of skills. Normally a Spot, Search,
Listen, or Knowledge: Nature Check is appropriate when
avoiding the presence of natural hazards.
Description: This is the description of the natural hazard.
Terrain: This is the type of terrain that such a hazard may
be found in. Unlike the terrain listed in typical monster
stats, the terrain of natural hazards usually requires more
specific details.
Hazard Type: There are three different versions of hazard
types.

Natural: These are normal, natural hazards that can be
found in various locations on historic Earth.

Exotic: These non-supernatural hazards are very similar
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to normal natural hazards, but are not found on historic
Earth. An example would include Stench Boulders, which
are located both underground and openly sitting around
above ground and emit a steady stream of poisonous, cor-
rosive gas.

Arcane: These are “pseudo-natural” pollutants and
leftovers from the use or misuse of magic and other super-
natural elements.

BLAST CRYSTALS

CR:2

Attack/Effect Range: Shock Wave Blast Spread: 60 ft Ra-
dius, 40 ft height

Initial Damage/Effect: Explosive blast (4d6), Reflex save
(DC 18) avoids

Secondary Damage/Effect: Chain reaction potential, any
other blast crystals with 200 feet of the exploding crystals
are also set off.

Setoff: Noise/Vibrations And Handling/Tampering
Aversion Skill Rolls: Move Silently (DC 10)

Descriptions: These mineral based crystal cluster forma-
tions usually stand between three to six feet in height and
are usually around 4 to 5 feet in diameter. While they may
be confused for valuable gemstones (DC 15), blast crystals
are usually of varying shades of bright, fluorescent colors
and glow softly (treat light emitting properties of one clus-
ter as having the strength of one lamp) in the dark.

A composite of highly explosive chemicals and miner-
als, blast crystals are extremely dangerous and can be set of
by vibrations and touch. Usually they are encountered in
areas that are reasonably isolated though under the right
conditions, the needed compounds can come together and
react to form a new mound of crystals in as little as seventy
two hours time. Often the particles of exploded crystal
colonies began reproducing new colonies, causing even
more of a potential hazard than before.

Terrain: Warm To Hot Lands plus underground
Hazard Type: Exotic

BLOOD MUCK

CR:3

Attack/Effect Range: Pool Spread: 6 to 8 ft Diameter, 3 ft
deep

Initial Damage/Effect: Flesh consuming (2d6), Fortitude
save (DC 18) avoids (each round trapped in muck)
Secondary Damage/Effect: Temporary paralysis (2d4+1
rounds), Fortitude (DC 12) avoids.

Setoff: Self (constant)

Aversion Skill Rolls: Search (DC 12)

Descriptions: Blood Muck is a terrible, foul smelling
pool of reddish brown mud, dried blood, and decayed
muck that is found in areas where extensive works of dark
necromancy have taken place in the past. As a result, the
very ground itself began to reject the corpses and elements
of death magic, turning into a puddle of flesh devouring
blood and filth. When detect magic is placed upon the
pool, the blood muck will radiate figments of magical



energy, proving that it is the hazardous remains of arcane,
necromantic practices.

Though non-intelligent and non-living, blood muck has
a hint of terrible evil about it. Often resembling little more
than a puddle of reddish mud, some characters may fool-
ishly step into it not realizing its depth or actual properties.
When doing so, the mystical properties of the blood muck
begin to slowly consume flesh and bone and the target
must also succeed a Fortitude save or become paralyzed by
the attack. Once a victim has suffered the paralysis or suc-
ceeded a saving throw, they are immune to the paralyzing
effects of any pool of blood muck for the next 24 hours.
Terrain: Any
Hazard Type: Arcane

GAS BUBBLE
CR: %
Attack/Effect Range: Burst Spread: 15 ft Diameter

Initial Damage/Effect: Victims within diameter are over-
come with nausea (1d4 rounds), Fortitude save (DC 16)
avoids

Secondary Damage/Effect: None

Setoff: Self

Aversion Skill Rolls: Survival (12)

Descriptions: Gas bubbles are usually composed of volca-
nic or other rotting gases incased in a thin layer of mud or
organic film.

Terrain: Warm To Hot Lands plus
underground

Hazard Type: Natural

GEYSER (LESSER)
CR: 1

Attack/Effect Range: Hot Steam Blast Spread:
20 ft Diameter, 2 ft height

Initial Damage/Effect: Hot steam (2d6), Reflex
save (DC 16) avoids

Secondary Damage/Effect: None

Setoff: Self

Aversion Skill Rolls: Survival (16)
Descriptions: Geysers spew up the oc-
casional blast of steam from a hot, under-
ground water source. Usually this liquid

is a result of volcanic activity.

Terrain: Warm To Hot Lands plus under-
ground

Hazard Type: Natural

GEYSER (GREATER)

CR:2 :
Attack/Effect Range: Hot Steam o A

Blast Spread: 40 ft Diameter, 3 ft 'ﬂ':‘}f"

height

Initial Damage/Effect: Hot steam % o .
(4d6), Reflex save (DC 18) avoids o
Secondary Damage/Effect: None

Setoff: Self
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Aversion Skill Rolls: Survival (15)

Descriptions: Geysers spew up the occasional blast of
steam from a hot, underground water source. Usually this
liquid is a result of volcanic activity.

Terrain: Warm To Hot Lands plus underground

Hazard Type: Natural

MUDPOT (LESSER)

CR: 1

Attack/Effect Range: Cone Spread: 5ft Radius, 12 ft
height

Initial Damage/Effect: Stream of hot steam (2d6), Reflex
save (DC 16) avoids

Secondary Damage/Effect: Character overwhelmed with
nausea (1 round), Fortitude save (DC 12) avoids

Setoff: Self

Aversion Skill Rolls: Spot (DC 18)

Descriptions: Mudpots are build ups of rotten smelling
gases under a layer of wet, warm to hot earth. As they
randomly go off without warning, spot checks serve as a
safer means of avoiding the damage from a mudpot than
actively searching does.

Terrain: Warm to hot areas of moist earth where sub-terra
heat and volcanic activity is present.

Hazard Type: Natural



MUDPOT (GREATER)

CR:2

Attack/Effect Range: Cone Spread: 10 ft Radius, 20 ft
height

Initial Damage/Effect: Stream of hot steam (4d6), Reflex
save (DC 18) avoids

Secondary Damage/Effect: Character overwhelmed with
nausea (1d4 rounds), Fortitude save (DC 18) avoids
Setoff: Self

Aversion Skill Rolls: Spot (DC 14)

Descriptions: Mudpots are build ups of rotten smelling
gases under a layer of wet, warm to hot earth.

Terrain: Warm to hot areas of moist earth where sub-terra
heat and volcanic activity is present.

Hazard Type: Natural

QUICKSAND

CR:1

Attack/Effect Range: Pool Spread: 6 to 12 ft diameter, 6 to
12 ft deep

Initial Damage/Effect: Drowning hazard: -4 penalty to
swim checks

Secondary Damage/Effect: None

Setoff: Immersion

Aversion SKkill Rolls: Search (DC 12)

Descriptions: Though resembling normal patches of
ground and moist sand, quicksand is a combination of
sand and water that can cause drowning and has suction
like properties when a victim attempts to thrash about in it.
It does allow a victim a degree of buoyancy, and with calm,
careful motions the victim’s upper body should be able to
remain somewhat afloat. The victim may be able to paddle
to the edge of the pool provided that they do so slowly and
with a minimal degree of activity.

Terrain: Marshes and underground

Hazard Type: Natural

SHELL BED

CR:1

Attack/Effect Range: Stationary Mass: 15 to 80 ft diam-
eter

Initial Damage/Effect: 2d6 cutting injury, Reflex save
(DC 12) negates

Secondary Damage/Effect: Disease: Fish Muck

Setoft: Slip/Fall

Aversion SKkill Rolls: Search (DC 10)

Descriptions: Lying at the bottom of still coastal waters
are formations that contain large buildups of fossilized
corral beds and the abandoned shells of salt water mussels,
clams, and oysters. This mass of shells forms a surface that
is nearly razor sharp and causes slashing wounds. Often a
film of decay and debris covers this mound, causing poten-
tial disease infection as well as a slipping hazard. Though
usually found in saltwater areas, such similar buildups can
also exist in freshwater lakes, ponds, and rivers.

Terrain: Aquatic

Hazard Type: Natural
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STENCH BOULDER (LESSER)

CR:3

Attack/Effect Range: Fog/Mist Spread: 10 ft Radius, 10 ft
height

Initial Damage/Effect: Acidic (5d6), Fortitude save
(DC 18) avoids

Secondary Damage/Effect: Character blinded for a
temporary duration of time (1d4 hours), Fortitude save
(DC 14) avoids

Setoff: Self (constant)

Aversion Skill Rolls: Spot (DC 10)

Descriptions: Lesser stench boulders are unusual looking
rocks of medium size that constantly emit a steady fog-
like mist of corrosive gases. This gas is terrible in odor and
often stings the eyes slightly at even reasonably safe dis-
tances of 30 feet away or more. Their texture is rough and
porous, and their coloration is often extremely unnatural,
with shades of brilliant fuchsia, yellow, blood red, purple,
or even green and light blue being common. Though
somewhat more pale and weaker in shade, the fog-like
mist of these boulders has the same general coloration as
the rock itself. The rocks are actually a hard composite of
base minerals mixed with compounds that slowly break
down when exposed to oxygen. As such, many of the
lesser stench boulders were much larger and a fine layer
of the powdered mineral can be found along the ground
surrounding the boulder.

While greater sized stench boulders have the ability to
corrode metal objects, the lesser variety has long since lost
a good portion of its potency. The emitted gases are still
hazardous to most creatures, however, and can cause seri-
ous burns to the flesh and even blindness should one come
into contact with the fog.

Terrain: Temperate to hot lands plus any underground.
Hazard Type: Exotic

STENCH BOULDER (GREATER)

CR: 4

Attack/Effect Range: Fog/Mist Spread: 25 ft Radius, 30 ft
height

Initial Damage/Effect: Acidic (7d6), Fortitude save
(DC 22) avoids

Secondary Damage/Effect: Character blinded for a tempo-
rary duration of time (2d8 hours), Fortitude save (DC 18)
avoids; Metallic armor, weapon, and shield damage (de-
stroyed if affected: non-magical items only, Character’s
Reflex save (DC 10) avoids)

Setoff: Self (constant)

Aversion Skill Rolls: Spot (DC 8)

Descriptions: Greater stench boulders are unusual look-
ing rocks of large size that constantly emit a steady fog-
like mist of corrosive gases. This gas is terrible in odor
and often stings the eyes slightly at even reasonably safe
distances of 60 feet away or more. Their texture is rough
and porous, and their coloration is often extremely un-
natural, with shades of brilliant fuchsia, yellow, blood
red, purple, or even green and light blue being common.



Though somewhat more pale and weaker in shade, the
fog-like mist of these boulders has the same general col-
oration as the rock itself. The rocks are actually a hard
composite of base minerals mixed with compounds that
slowly break down when exposed to oxygen. As such,
many of the stench boulders have a fine layer of the pow-
dered mineral can be found along the ground surround-
ing the boulder.

While greater sized stench boulders have the ability to
corrode ferrous based metal objects, particularly weapons,
armor, and shields, the potency is reasonably weak and a
character that can move away from the fumes in time can
prevent this destruction. Any of such items that have not
been removed from the fume successfully, however, are
completely destroyed and thus useless. The emitted gases
are also hazardous to most creatures, and can cause seri-
ous burns to the flesh and even blindness should one come
into contact with the fog.

Note: This corrosive is different than most forms of acid
and while its misty odor is quite foul, it’s toxin levels are
less harmful than most acids. In addition, the mucus lining
of one’s respiratory system seems to function as a shield of
sorts to the corrosive mist and as such protects the throat
and lungs to a fair degree.

Terrain: Temperate to hot lands plus any underground.
Hazard Type: Exotic

TAR PITS

CR:3

Attack/Effect Range: Pool Spread: 8 to 30 ft diameter, 8 to
16 ft deep

Initial Damage/Effect: Drowning hazard: -10 penalty to
Swim checks

Secondary Damage/Effect: None

Setoff: Immersion

Aversion Skill Rolls: Search (DC 10)

Descriptions: Though often hid under a layer of still
water, tar pits are quite dangerous and difficult to escape
and navigate out of once a victim has become stuck in the
sticky tar. Quite often a good tell tale sign of such tar is in
the form of various half-submerged bones and carcasses
in the tar.

Terrain: Any temperate to hot land

Hazard Type: Natural

PLANTS AND FUNGI
OF THE LOST LANDS

BOLETES

Though not as delicious as morels, boletes are none the less
a popular form of edible fungi that is quite often gathered
by the natives. These mushrooms commonly grow in the
temperate areas of the Lost lands, particularly in the damp
forests.
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FERNS

Ferns make up a great deal of the ground foliage in the lost
lands. These plants are commonly grazed upon.

HORSETAILS, COMMON

A diminutive offshoot of the giant horsetails, the common
horsetail is usually found in the marshy regions of the lost
lands.

HORSETAILS, GIANT

Ancestors of the common horsetail, giant horsetails grow
up to fifty feet in height and provide a staple supply of foli-
age for the massive herbivores that exist in the lost lands.

KAava

Kava is a tropical plant with heart shaped leaves that the
natives consider sacred. The roots of the mature kava plant
are ground up and prepared for drinking. This consumed
substance has mild narcotic properties and is used for re-
laxation, ease of pain, and as an aphrodisiac.

MARAVILLA

Maravilla or Mirabilis multiflora, is one of the few flower-
ing plants found in the lost lands. Usually growing in or
near the warmer plains, these plants are consumed by the
natives for their vision inducing, psychotropic properties.

MOss

Mosses, particularly club moss, are quite common in the
lost lands. Like the ferns, these plants are typically grazed
upon. There are many different varieties of mosses to be
found, and some are edible to both humanoids and beasts
alike.

PEYOTE

A curious flowering cactus found in the desert regions,
“buttons” of the peyote cactus are consumed by the tribal
adepts, who hope that they might gain mystic visions and
insight.

TEMPSKYA

These tree like ferns have a “trunk” that is actually made up
of various small, ramifying stems. From these stems come
a soft covering over the mass that is actually the production
of multitudes of tiny rootlets. These rootlets travel down
the body of the tempskya and into the ground. In addition
to the rootlets leaves form on the sides of the stem mass.

WILLIAMSONIA

These bizarre looking plants have seed bearing cones and
palm-like leaves. In order to properly spread out and re-
produce, the williamsonia relies on animals to consume
the fruiting cones and then deposit the seeds elsewhere in
their digested droppings. While the natives usually have
little use for this plant themselves, the williamsonia is re-
spected as being an important food source for the many
beasts that the natives hunt.



CHAPTER 3:
CULTURES

Ela stopped and sniffed the air. Though faint, the smell of
smoke was obvious. Careful and quiet with her footsteps Ela
trekked through the tangled forest until she found the hint of
a trail just a few a paces to the east. Her instincts were right;
this smoke was not from a naturally occurring fire but rather
a sign of civilization.

Though the dinosaurs and other great beasts are the true
rulers of the lost lands, civilizations of humans and other
intelligent creatures still somehow manage to exist. Unlike
the developed societies of other lands these social units
tend to be isolated from each other for the most part, and as
such, there is little knowledge of who or what exists beyond
a few nearby tribes or chiefdoms. While such little contact
with the rest of the surrounding civilizations prevents ac-
curate records regarding history many of the cultures that
can be found within the lost lands have certain distinctive
elements about them that separate these tribes from the
rest of the groupings of intelligent creatures.

When creating a tribe of humans or other group of
intelligent creatures in the lost lands it is important to take
many factors into consideration. What kind of climate
surrounds the culture and what is the geography like? Do
these individuals wear a great deal of clothing and how do
they go about adorning their bodies? What is the basis of
their social order? Though answering a few of these ques-
tions might help flesh out the society to some degree there
are still many other issues that must be addressed. The
following information in this chapter is intended to help
one establish cultures to exist within the lost lands.

SUBSISTENCE PATTERNS

OF PRIMITIVE SOCIETIES

All cultures have a means of acquiring and distrib-
uting food among their members. Since
everyone needs to eat and drink, the
subsistence pattern of a culture is

one of its most basic organizational

systems, and most, if not all, of the

other social and technological charac-
teristics of a culture derive from the way it produces
and distributes food. In the most general terms, four
major subsistence patterns exist among primitive cul-
tures: hunter and gatherer, pastoral, horticultural,
and agricultural. While most cultures
exhibit a few traits common to
two or more of these subsistence
patterns, every culture has one
dominant subsistence pattern
upon which its society functions.

Random innovation and outside technological or cultural
influences are the reasons why cultures demonstrate overt
signs of multiple subsistence patterns. Nevertheless, the
four subsistence patterns listed above form a solid basis
upon which to construct primitive cultures.

HUNTER AND GATHERER

Hunting and gathering tribes (also called foragers) are
nomadic and their survival depends upon the availability
of natural food sources. Although these groups are known
to hunt wild game, fish, and domesticate animals for food
their diet is primarily vegetal, consisting of fruits, berries,
nuts, and naturally occurring vegetables. These groups live
in diverse environments, migrating as the supply of ani-
mal and plant food determines. Necessarily, hunters and
gatherers possess extensive knowledge of animal migra-
tion patterns, edible natural foods, safe sources of drinking
water, and naturally available shelter.

Hunting and gathering tribes are egalitarian. There is
little difference within a tribe in terms of social rank and
power or wealth, and all members of a tribe have equal ac-
cess to the tribe’s resources. Some tribes, particularly those
that frequently interact with other tribes through trade,
have a designated leader or leaders. These people are well-
respected heads of families or those with a unique role in
the tribe, such as a shaman or exceptionally gifted warrior.
A tribe is just as likely to have an informal council leader-
ship, composed of family heads or knowledgeable elders.
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Aside from gender and age divisions, there is little oc-
cupational specialization in hunting and gathering tribes.
All able-bodied men devote their time to hunting and trap-
ping, fishing, and building shelters, while women collect
and process plant foods, skin animals, make clothing, and
tend to domesticated animals. A tribe’s children are cared
for by their mothers until they are old enough to work
and hunt alongside the adult men, and the elderly tribal
members teach children survival skills, as well as the tribe’s
traditions, language, and customs.

The hunting and gathering lifestyle does not support
a large population density and the land a tribe occupies
is normally vast, often hundreds of square miles for the
smallest tribe. A tribe consists of many related families,
or kin-groups, with a flexible membership—new families
join and leave the group as resources become plentiful or
scarce. In times of hardship, a tribe will split to form two or
more smaller tribes known as bands, usually along lineally
related lines (or directly descended families).

The freedom of movement that exists in hunting and
gathering tribes is also important in maintaining social
harmony. Lasting conflicts are rare because one faction of
the tribal group is generally able to leave whenever they
wish. Individual conflicts are as common in these societies
as they are in more advanced societies, but rarely do they
ignite into full-scale tribal warfare. Social isolation is the
most efficient means of dealing with troublesome tribe
members—the whole tribe meets and agrees to banish an
individual that cannot get along with the others.

PASTORAL

Pastoral tribes depend upon the products of domesticated
herd animals, and either cultivation or trade for subsis-
tence. Domesticated animal products, such as milk, meat
and eggs provide the majority of food sources for the tribe,
while animal hides, wool, bones and sinew provide tools,
clothing, and building materials for shelter. The cultivation
of some plant foods is common and a necessary addition
to the tribe’s diet. Alternatively, vegetal foodstufts are ac-
quired through trade with neighboring tribes.

Pastoral tribes are nomads by necessity, as domestic
herd animals require large areas of vegetation for grazing.
The degree of mobility in a tribe largely depends on two
factors: the availability of land for their animals to graze,
and the geographical and environmental conditions in
which the tribe lives. If a tribe inhabits a mildly seasonal
environment with plenty of land for grazing, it leads a semi-
nomadic lifestyle. The men of the tribe drive the animals to
seasonal pastures while the women, children, and elderly
remain at a permanent settlement or village. Tribes that
live in regions with radical climatic changes from season
to season are generally permanent nomads. The entire
tribe moves with the herds year round and does not build
permanent settlements.

Like hunters and gatherers, pastoral tribes are gener-
ally small populations with egalitarian authority structures.
The nomadic nature of their lifestyle does not support rigid
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class divisions or large populations. Aside from herd inheri-
tance traditions that exist within individual families, there
is little distinction between rich and poor or leader and
follower, and all members of the tribe share the resources
available to them. The tribe actually benefits by allocating
its resources efficiently and equally. If members starve or
go hungry, they become too weak to herd animals, pro-
duce food, or travel with the tribe. If there are designated
leaders within a tribe, they are usually the heads of families
that have inherited control over the largest animal herds,
or those who possess the best trading skills and are able to
secure essential resources from neighboring tribes.

HORTICULTURAL

Horticultural tribes, also known as extensive cultivating
tribes, are characterized by the dependence on animal
products and the cultivation of numerous crops, as well
as shifting or permanent tribal residences. Typical domes-
ticated animals among horticultural tribes include cattle,
chickens, sheep, pigs, and water buffalo; common crops in-
clude wheat, barley, corn, rice, beans, and cotton. Numer-
ous other vegetables are also grown in smaller, household
gardens. Horticultural tribes generally grow enough food
to support the local population (which is on average larger
than either foraging or pastoral tribes), but are also known
to grow surpluses for trading with neighboring tribes. The
settlement patterns of horticultural tribes vary: some shift
residences as they move from field to field to harvest crops,
while others maintain permanent residences and return to
them on a regular basis once crops are harvested.

Horticultural tribes have more formalized group
leadership and social divisions than hunter and gatherer
and pastoralist tribes. Extended kin-groups and families
collectively own cropland, but the rights to use the land
are often exclusive to important household leaders. These
family heads often form the tribal leadership along with
certain respected elders, and are responsible for adjudicat-
ing or allocating land rights—giving them a measure of
control over the other members of the tribe, and a more
prestigious status within the tribe.

Occupational specialization is also more developed
in horticultural tribes than foraging and pastoral tribes.
Tribe members focus more intently on various “jobs,” such
as food production and harvesting, management and
distribution of tribe resources, the protection of the tribe
from hostile outsiders, and the establishment of laws and
conflict resolution procedures (or legal systems). As these
social roles become more defined, favoritism develops and
gratuities are sometimes exchanged for access to croplands
and resources, as well as the leadership’s attention to per-
sonal conflicts. Thus, resentment, inequity, and hostility
may develop along status lines within the tribe.

Consequently, organized warfare is more common in
horticultural tribes than in hunter and gatherer and pasto-
ralist tribes, particularly in regions with high populations
and minimal productive farmland. With the increased re-
liance on delineated territory to separate tribes (and even



families within a tribe), conflicts inevitably arise. If tribal
leaders cannot settle these conflicts peacefully, outright
hostility settles the matter.

The agricultural technology extant in horticulture
tribes is primitive, consisting primarily of simple digging
sticks and hoes for cultivation, but also wood-haft and
stone-blade sickles and machetes for clearing fields. The
fields cultivated by horticultural tribes are not permanent;
they lie fallow for long periods enabling soil nutrients to
replenish. Swidden cultivation techniques (also known
as “slash and burn”) dominate the horticultural way of life.
Through this method, felling trees and burning the brush
clear fields, and the remaining vegetation is left on the
soil to prevent drying and to act as a fertilizer. Typically,
crops rotate between four to five years of fallow period and
one year of cultivation. Consequently, horticultural tribes
require numerous fields to support their populations from
year to year.

AGRICULTURAL

Agricultural tribes possess sophisticated food production
techniques and technologies, generally large populations,
and sedentary, highly organized societies. Unlike horti-
cultural tribes, agricultural tribes permanently cultivate
the same land with a variety of crops to ensure that soil
nutrients are replenished continually. In addition, field
irrigation in dry lands, terraced cropping in mountain-
ous regions and natural fertilization by animals ensures
that agricultural tribes produce large quantities of food
to feed their populations. Plows, draft animals, and ad-
vanced tools such as the scythe are also indicative of the
advanced production technologies utilized by agricul-
tural tribes.

The agricultural lifestyle is labor intensive and requires
large capital investments. Many workers are needed to cul-
tivate the plethora of crops grown in an agricultural society,
and the manufacturing and maintenance of plows, har-
vesting tools, and draft animals is expensive. Thus, private
ownership of land in agricultural societies is widespread
and, to compensate for the costs involved in cultivating the
land, surplus food production is retained by the landowner
not the workers. Not only are laborers responsible for cul-
tivating crops, but they also must build their own homes,
maintain their own gardens (or crops if they possess a
small plot of land), and raise their families. The life of an
agricultural tribe laborer is a harsh one compared to that
of a forager, horticultural or pastoral tribesman—his ac-
cess to resources depends on his wealth and status within
the tribe instead of his ability to work the land.

The control of materials and labor is a significant fac-
tor in the social development of agricultural tribes. It in-
evitably leads to highly developed authority structures and
social stratification. In the most basic form of agricultural
tribe, there are food producers and non-food producers.
The food producers, or laborers, support a landowning
class, which, by virtue of its control over food surpluses,
can enjoy a more leisurely and “rich” lifestyle. Additionally,
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the labor class supports non-agricultural specialists, such
as full-time tribal warriors, tool and weapon craftsmen,
and spiritual or religious orders.

Warfare is very common among agricultural tribes as
the competition for territory, food and animals increases
as tribal populations rise. Arable land is a commodity, and
those tribes that control the greatest amount of arable
land are the most likely to survive, particularly in times of
drought. Thus, protecting existing land and acquiring new
land are of prime importance, and agricultural tribes have
the most developed military structures of any subsistence

group.

KIN-GROUPS, FAMILY
AND MARRIAGE

All cultures organize themselves into a network of inter-
related groups and subgroups. The importance of these
groups to one another and the way in which they interact
largely depends on the social divisions, religious beliefs,
and subsistence patterns extant in the culture. When creat-
ing primitive cultures, two important basic group defini-
tions need to be addressed: the family and the kin-group.
Furthermore, the marriage traditions that exist in a culture
play an important role in the development of that culture’s
social groups.

FAMILY

At its most basic level, a culture is organized around the
family unit, or the nuclear family. The family consists of
a married couple and their children that live in their own
residence, either independently or as part of a larger group.
Families may also be composite families or extended fami-
lies.

A composite family is a group of nuclear families linked
by a common spouse, either male or female. Typically,
each wife and her children live in separate residences and
the husband will rotate his residence (and thereby the time
spent with each of his wives) by prearranged schedule.
Alternatively, the wife remains in one residence and her
husbands rotate their visitations. Because women almost
inevitably rear children in primitive cultures, it is extremely
rare for a woman to alternate her residence between vari-
ous households if she has multiple husbands.

An extended family is composed of two or more kin
of the same sex and their spouses who occupy a single
residence under the authority of a household head. In an
extended family, lineal ties, or ties of blood, are more sig-
nificant than ties of marriage. Extended families are either
patrilineal or matrilineal, depending on the traditions
of the culture, but are rarely mixed. So, for instance, in a
patrilineal culture, a father and his sons and their spouses
live in the same household. It is unlikely that a father,
his daughters, his sons, and all their spouses would live
together; if daughters are of marrying age, they live with
their husbands’ fathers.



KIN-GROUPS

Kin-groups are groups of families, related
through blood and marriage, that form a so-
cial web of rights and obligations. The extent
of a kin-group, or the size of the web of obli-
gations, is determined by the values and
traditions of a culture. Some cultures,
particularly agricultural ones, tend to-
ward tightly knit kin-groups of nuclear
or extended families, while the web ofa |
hunter and gatherer kin-group typically i-_
extends to a larger number of families,
often the entire tribe.

Kin-groups serve two primary func-
tions in a culture. Firstly, they provide gen-
erational continuity. That is, they provide
a system by which children are educated
and cared for, and by which property and
social position are transferred from one
generation to the next through inheritance
or succession rights. Secondly, kin-groups
define whom one can depend upon for aid in times of need,
and who has the obligation to care for others in the kin-
group. For instance, in some cultures, a husband’s brother
might be obligated to marry and care for his wife if he dies
while on a hunt. In other cultures, the responsibility of rais-
ing a child when both parents die falls to the closest blood
relative, usually a grandparent or sibling.

At
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MARRIAGE

The word marriage refers to the customs, rituals, obliga-
tions, and rules that establish a relationship between
sexually cohabiting people. Marriage also encompasses
how this basic family unit cares for its children and how
it functions in society. Like kin-groups, marriage exists
to further develop generational continuity by establishing
rights and obligations between husbands and wives, and
parents and children.

Marriage is also different from a kin group system in that
it clearly regulates sexual access and competition within
society. While an extensive knowledge of his family tree
may allow a tribesman to identify the past six generations
of his blood relatives, it’s the marriage customs of his tribe
that dictate whether he is able to marry a distant cousin,
three times removed. Incest taboos, exogamy (marriage
outside certain groups) and endogamy (marriage within
certain groups) all develop out of the marriage practices
that exist within cultures; these social rules serve to define
which members of a cultural group are appropriate mates
and which are not.

The exchange of goods between the families of betrothed
individuals is a common practice in primitive cultures.
There are several forms of goods exchange, including bride
wealth, bride service, and dowries.

Bride wealth involves the groom and his kin giving
material wealth or goods to the bride’s kin. If one of the
parties in the marriage fail to fulfill their duties as a mate,
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the bride wealth is either returned to the groom’s kin or
kept by the bride’s kin (depending on who fails to live up
to their marital duties) and the marriage is annulled. This
exchange is common in many societies, particularly pasto-
ral and agricultural societies.

A bride service is a period during which a husband
works for the bride’s family in exchange for marital rights.
This type of exchange is common in hunting and gathering
tribes where material wealth is limited or nonexistent.

Dowries are exchanges of wealth or goods from a
bride’s family to the grooms, and have different meanings
in different cultures. Sometimes, the newlywed couple
establishes their own household using the dowry;, as it rep-
resents a brides share of her family inheritance. In other
cultures, it is considered a payment to the husband and
his kin, presumably to compensate them for their newly
acquired responsibilities—namely caring for the bride and
any children born to the couple.

Regardless of the form of exchange between families
of married couples, they perform a vital cultural function:
they publicly legitimize the marriage and the newly formed
family alliances. Other public aspects of marriages are the
festivities and ceremonies associated with them. Groups of
people inevitably gather at weddings to not only celebrate
the occasion but also to bear witness to the joining of two
people, thereby rendering the union a socially legitimate
marriage.

POLITICAL
ORGANIZATION

Primitive societies are organized not only by subsistence
strategy, as discussed above, but also by political structure.
The primary political structures found in primitive societ-
ies are as follows: bands, tribes, chiefdoms, and states.



BANDS

Bands are the least organized political entities. They are typi-
cally formed by several nuclear families of twenty to thirty
people that live together, forage, and hunt on the same land.
Bands are independent of each other for the most part,
though many maintain trade relations with other bands,
tribes, and chiefdoms (but rarely with other states). Band
societies lack formal leadership—“leaders” of a band are
experienced men who head a family and whose knowledge
of the environment, hunting techniques, and animal migra-
tions earn them respect in the eyes of other band members.
In some bands, the leader will have a spiritual advisor, such
as a shaman, seer, or witch doctor. Band societies are almost
exclusively found among hunter and gatherer tribes.

Order is maintained in band societies by combination

of public ridicule, social isolation, and established custom.
Since bands have few codified laws, often the mere threat
of public ridicule is enough to keep members of the band
in line. When conflicts do arise, they are mostly personal
in nature—arising between two individuals. Often these
conflicts can lead to violence, particularly if allowed to
fester over time, but the tightly knit nature of band societ-
ies usually prevents quarrels from expanding to the entire
group. If a heated conflict arises and threatens the entire
band, individual families from the band may split up and
go their separate ways to avoid unnecessary (or prolonged)
bloodshed. In some bands, conflicts between individuals or
families are settled by peaceful competition. Such competi-
tions may involve feats of strength, organized duels with
“blunt” weapons made of wood, debates, tests of skill, or
singing and storytelling. An arbiter—be it the whole band
or a select few individuals—is chosen and the two parties
have at it, with the winner of the competition claiming
legitimate victory in the dispute.

TRIBES

Tribes are groups of culturally distinct people that believe
they are descended from common ancestors or are part of
the same cultural group. Like band societies, tribes possess
few social strata and are structured around kin groups or
extended families. Well-defined political roles are rarely
found in tribal societies and tribal resources are generally
shared equally among all members of the tribe, with some
limited hierarchical division of resources existing by virtue
of inheritance rights or special privileges. For instance,
in honey collecting tribes, the tribe members who first
harvest the honey from the treetop beehives traditionally
get to gorge themselves before returning the spoils to the
rest of the tribe—such is their right for risking hundreds, if
not thousands of bee stings. Tribal societies are most likely
to possess pastoral and horticultural subsistence patterns.
Tribes with a population in excess of two or three hundred
members are extremely rare.

Kin-groups within tribal societies often act indepen-
dently of one another, forming their own complicated net
of alliances (and adversaries) through marriages. Tribes
often function more like loosely allied bands, coming
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together only in times of food scarcity or for mutual pro-
tection. In some cases, tribes do not have cordial relations
at all, and a permanent state of war exists between them
over territorial issues, resource theft, past insults, and any
number of other issues.

Depending on the geographical or social conditions
of a tribe, some central authority figure (or chief) might
exist to regulate or guide a tribe’s activities. For example,
in nomadic pastoral societies, tribes often herd animals
through the territories of other tribes. In such situations,
an effective chief is a crucial asset. He must be able to keep
the tribe and its animals moving as well as negotiate ef-
fectively with the neighboring tribes to prevent hostilities.
In essence, he can determine whether the tribe survives a
migration cycle or perishes. Tribe members could starve
during lengthy travel delays around neighboring tribal
territories, or they could die in a series of protracted skir-
mishes thorough unfamiliar terrain.

From time to time, a tribal chief may also emerge
because of his personal achievements. These leaders don't
hold an official position of power per se; rather they hold
sway over tribe members through a series of public actions.
Such actions include loaning food, animals, or other forms
of wealth to fellow tribe members. Garnering followers
and favors through such actions, these leaders are able to
command loyalty and even obedience in other tribal mat-
ters, such as the planning of marriages, resolution of ter-
ritorial disputes, and so on. Because these chiefs have no
formal offices, their tenure solely rests on the strength of
their personalities, and their authority is not passed down
to their children through inheritance.

CHIEFDOMS

Unlike bands and tribes, chiefdoms are ranked societies,
both by power structure and by genealogy. In a chiefdom,
the rulers, nobles, and commoners are distinguished by
their lineal closeness to a single chief, and they hold dif-
ferent privileges, obligations, and status based on their
relationship to the chief. Chiefdoms are found primarily
among pastoral and horticultural groups where food re-
sources are plentiful, and typical have populations in the
hundreds or even thousands.

The primary power structure distinction between bands,
tribes and chiefdoms lies in the office of the chief. The chief
is the ultimate authority in his realm, and he dominates
all aspects of society. The chief’s control is sanctioned and
codified in the laws of the society. He is responsible for the
distribution of economic resources to the group’s members,
he metes out punishment to those who break the laws, and
he commands the labor and military forces. The chief’s
control over food surplus distribution and the military are
the primary administrative means by which he retains his
position. However, a healthy dose of fear mongering and
intimidation, as well as a genuine respect for his position
also help maintain his rule.

To help in his duties, the chief typically has a small group
of noble administrators with blood or marriage ties to his



family. These include priests or shamans, expert herders,
farmers, warriors, and so on. If food resources become
scarce, the chief has clearly neglected his duty to the group,
and he may be removed through legal processes or by
organized rebellion. The military usually precipitates such
rebellions, as it is the most organized segment of society
and the most capable of filling the power gap. Rebellions
are rare, though, as crimes against the chief are always
punishable by death. If a rebellion fails, the chief tends not
to play favorites because of bloodlines—all transgressors of
his authority are killed.

STATES

The state is the most sophisticated and complex form of
political organization. States only arise out of agricul-
tural societies that possess rich surpluses of food resources,
ample material goods, and large, sedentary populations.
Characteristics of a state include clearly defined social
classes, a strong centralized government that controls the
military and the means of food distribution, and the ability
to expand without fragmenting its inherent political struc-
ture or social groups.

Social ranks and authority roles in states are not defined
by blood relations as they are in chiefdoms. Members of a
social class in a state society tend to marry within their own
class, and it is generally difficult to move upward from one
social class to another. Furthermore, the legitimate author-
ity in a state is the state itself—the complex bureaucracy
established to allocate the societies economic resources
efficiently and to administer the day to day operations
of the society as a whole. The most marked difference
between states and other political organizations—aside
from sheer population—is the fact that the economic
surpluses of a state society are not distributed back to
the society’s members directly or even in their original
forms. Surpluses, whether financial wealth or subsistence
resources, are kept by the state to keep its bureaucracy
operating, and are most commonly collected in
the form of taxes. Taxes are used to maintain
the administrative branch of the state, the
military, the priesthood, artisans and crafters,
public construction projects, and so on.

States are organized into highly structured adminis-
trative divisions called districts, cities, provinces,
and so forth. The size of a state determines the
groupings of subdivisions it has: smaller states,
such as cities, typically have only districts and
neighborhoods; larger states encom-
passing vast territories have a multitude
of provincial divisions, estates, regions,
and possibly dozens of cities.

In a state society, the government
has a monopoly on the use of force,
both against its own citizens and its £ =T S

neighboring states or societies. The ""“-h:ﬁ-_-:y_‘h

use of force is regulated by a series
of laws enacted by duly appointed w o1
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and authorized legislative groups within the state. These
laws are overseen by a court system and are enforced by
a state-operated police force. The right to fine individu-
als who break society’s laws, confiscate their property, or
otherwise punish, imprison, and kill them rests solely with
the state.

TECHNOLOGY

ARCHAIC SETTLEMENTS

The most primitive nomadic hunter and gatherer tribes
use a variety of naturally occurring shelters to protect
themselves from the elements, as well as simple construc-
tion methods. Depending on the regions where a tribe
migrates they utilize shallow caves, overhanging cliffs, and
deep cavern complexes. Fire pits for heating and cooking
are usually built or dug out near an entrance or in high-
roofed caves to keep the spaces well ventilated. If the tribe
is fortunate enough, a cavern complex might also provide
a continuous source of fresh spring water.

In forested or jungle regions, simple huts are built with
tree-branch poles, covered with animal hides or broad
leaves, grass, and brush. Tribes in these regions also build
sleeping platforms in the treetops by cross-thatching
branches and covering them with leaves, vines, and other
foliage. These high-perched beds offer minimal shelter
from the elements, but they do protect the tribe from noc-
turnal, forest-floor dwelling predators.

Plain or steppe nomads face tougher challenges when
searching for shelter. If the tribe hunts large wild game
(such as wooly mammoths), the tusks or large bones are
used to build crude frames and then covered with thick
hides. If the slain animal’s bones aren’t too massive, such
shelters may be portable. The tribe carries the shelters
throughout their migration routes on pack animals, set-
ting them up and taking them down as needed. If the tribe
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cannot hunt large wild animals, they must rely on natural
shelters, including rocky outcroppings in hilly regions and
caves in mountainous regions. Sparse growing trees can
even assist in building makeshift shelters—animals skins
slung between two trees provide a measure of protection
from the biting steppe winds if nothing else.

VILLAGE SETTLEMENTS

Cultures that develop agriculture inevitably build per-
manent village settlements. The organization of these
settlements varies widely, but the most basic structures are
designed to house a single family. Several homes may be
grouped together around a rough courtyard, with a cer-
emonial hut or shrine at the center. In larger settlements,
clusters of a dozen or so such homes are organized like
satellites around a public area, typically a tribal leader’s
home, a temple, or some other ceremonial or community
building akin to a public meeting hall.

The village crop fields usually stretch out beyond the
village proper in a series of divided plots. Semi-permanent
huts designed to store harvested foods are built alongside
the crops, as well as beside the home of the villagers that
work the individual field plots. If the tribe has domesticated
animals, pens are built near the homes and storage facilities
to house the animals—close enough to keep watch over the
animals, but far enough to keep the residential and storage
huts clear of the odors and noises of the animals.

The homes of primitive agricultural tribes are typically
built on permanent earth and stone platforms to keep the
floors clear and well drained. A pole framework fastened
with vines provides a basic structure and the walls are
plastered with a variety of mud, reeds, small branches, and
sometimes even small undressed stones. The roofs are
built of thatched leaves and grass, and are angled steeply
to prevent water from pooling. The interiors
feature simple furnishings, such as straw
mats and low wood benches. Mobile
wood or reed partitions typically divide
the home into separate areas for sleeping
and for cooking, food processing, and eat-
ing. Household items are functional, consist-
ing of a range of wooden or bone utensils,
stone hearths for cooking and simple
pottery for eating, storing grains, liquids,
and other foods.

CITIES

Technologically advanced agricultural
societies build cities for housing and

protection. The central districts of cities
feature open plazas, temples and shrines,
government buildings, and the homes

of high-ranking city officials. Impor-
tant buildings are elevated on earth and

stone mounds, emphasizing their sig-
nificance to the society. These structures
are usually built of quarried stone and fea-

ture elaborate decorations like friezes, sculptures, complex
fagades, and even brightly colored paintings. Intricately
carved obelisks in cities typically depict religious scenes or
the lineage of the city’s ruling family. Large courts or the-
aters with tiered seating are also common and are used for
a variety of entertainment like sporting games, gladiatorial
combat, and public sacrifices and executions.

Roadways and avenues link the administrative core of a
city with its outlying residential districts. These roads are
constructed on raised causeways and consist of stone and
rubble surfaced with a variety of cements to keep them
level. Other roads are simply hard packed earth topped
with flat stones. In the wealthiest cities, roadways extend
beyond residential districts to the crop fields surround-
ing the city. State societies maintain permanent highways
connecting various cities to each other, though these are
seldom more than packed earth roads lined with trees or
distance marker stones.

An enormous amount of physical labor is needed to
build a city. Consequently, most city rulers have a healthy
supply of slaves and paid laborers to construct buildings
and roads. The laborers are farmers from the outskirts of
the city or poor craftsmen, and are paid in food for their
toil. Since much of these laborers’ crops are collected as
taxes by the city administration, the supplemental income
from public construction projects is greatly valued. The
slaves put to work by a city are usually prisoners of war.

TRADE AND COMMERCE

Trade is the lifeblood of culture. Trade is important not
only because it allows cultures to exchange needed re-
sources and goods, but also because it promotes peaceful
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relations and the sharing of ideas, technology, and experi-
ences between differing cultures.

All advanced agricultural societies engage in trade,
and even the most primitive pastoral and horticultural
societies trade goods to obtain food and resources not
immediately available to them. The only groups that don't
regularly engage in trade are hunters and gatherers. These
foraging societies tend to be geographically isolated from
one another, which inhibits trade, and they are gener-
ally self-sufficient and therefore don’t produce the surplus
goods needed for trade.

Long distance trade is usually the province of the elite
classes of a society: the rulers, chiefs and wealthy mer-
chants. Since the elite classes take the greatest financial
risks by organizing trading caravans to neighboring ter-
ritories, they also benefit the most from trade by keeping
the profits. In this respect, the surplus goods produced by
a village or city serve to reinforce existing social divisions
and power structures.

Often these trade ventures have diplomatic purposes.
Neighboring villages, cities and tribes make high-ranking
contacts because of their trading relations, establishing ever
wider and wider trade networks. Military alliances also
result when trade relationships prove profitable, ensuring
stability between neighboring cities, villages or tribes.

However, poorer merchants, artisans, craftsmen, and
farmers in a society dominate local trade. City markets
are crowded to overflowing with “common” folk, plying
their wares or what little share of the local crops they are
allowed to keep, haggling for clothing, tools or other goods
they need to support their families. In sparsely populated
regions, temporary marketplaces arise at regular intervals
throughout the year where villagers from different areas
meet and exchange goods.

TOOLS AND TRADES

The tools utilized by primitive cultures are simple and
crude, but very durable and precisely edged. Foraging and
pastoral tribes use the same types of tools for the same
purposes, though they are made of varying substances
depending on the environment the tribes live in. Common
to both groups are sharp edged flint scrapers for scrap-
ing, cutting, planing and smoothing animal hides, wood,
and tough fibrous plants. Also common are flint drill-like
implements used for fine drilling as well as planing and
wood shaving (with a widened end). Awls are used to
puncture tough animal hides and are fashioned from long,
thin animal bones. Delicate wood carving work is done
with razor sharp flint shards, and pine needles or minute
animal bones are used for threading stitches in clothing.
There is little differentiation in primitive tribes between
occupations. Everyone in the tribe learns survival skills,
how to hunt, prepare and cook food, and manufacture
clothing, weapons, and tools. While some specialization
exists between the sexes (such as women cooking and
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making clothes more often than men do), each tribe mem-
ber needs a diverse set of skills to live and survive without
hardship. Tribe members, especially men on a hunt, are
often separated for long periods, and without the requisite
survival skills, death is inevitable—either by exposure to
the elements or in the maw of a hungry, predatory beast.

While horticultural and agricultural cultures some-
times retain the use of primitive tools that work efficiently,
they also possess implements that are more sophisticated.
In societies that utilize stone to build homes, temples and
other structures, stone working tools develop. Such tools
include stone chisels, stone hammers, wooden mallets, and
hard-edged stone axes. The tools and technologies needed
to build with stone also include strong fiber ropes, log roll-
ers, the plum bob to accurately align walls, and accurate
mathematical instruments to measure distances, angles,
and to level stone.

Occupational specialization also increases in more
advanced horticultural and agricultural societies. Profes-
sional trades develop as some men and women specialize
in stonework, pottery, weaving, farming, sculpting, and
myriad other trades. In addition, professional religious and
warrior classes emerge, as men (and sometimes women)
are brought into the expanding ranks of the priesthood and
military. In general, as a society becomes more economi-
cally diverse, its range of professional occupations follows
suit.

CLOTHING AND
DECORATION

The clothing worn by members of primitive societies is
linked to their wealth, social status, and the climate in
which they live. Commoners and low class men in agricul-
tural societies in warm climates typically wear loincloths,
simple tunics of cotton, bark cloth, and animal skins, while
women wear short skirts and shawls of cotton. Buckskin
boots and shoes or rawhide sandals are common footwear,
and are often insulated in the cooler seasons by attaching
small plant fiber webbing to the sole and stuffing it with
grass, moss or other insulating materials. Decorations
worn include simple necklaces, earplugs and rings, pen-
dants, nose buttons and rings, beaded fringe, adornments
of dangled feathers, hair beads and small, elaborate man-
tras that are also known as dream catchers. Typical materi-
als for such jewelry includes raw gems, carved jade, beads
of turquoise, seashells, amber, bone, fossils, teeth, feathers,
and obsidian.

The rich or upper classes wear elaborate cotton tunics
and robes dyed a variety of colors. Rare or imported ani-
mal skins are also popular, as are high quality sandals and
footwear similar in style to that worn by commoners. The
decorations and jewelry worn by the rich is similar to that
of the commoners, though manufactured to much higher
standards and of rarer, more valuable materials, such as
gold, silver, ivory, pearl, and many gems. The rich also



sometimes inlay their teeth with jade, obsidian, gold, and
other materials to further accentuate their lofty social
status.

The clothing worn in extremely warm climates also
varies widely. In rainforest regions, for example, clothing
is typically minimal, and nudity is commonplace, particu-
larly among men. In desert regions, clothing tends to cover
most of the body, both to prevent sunburn and to help the
body retain moisture.

The poor and wealthy in cooler climates utilize thicker
animal hides and skins, wool, fur boots with hardened
leather soles, as well as insulated hats and gloves. In the
coldest climates, numerous layers of animal skins and furs
are worn to maximize heat retention. In cold climates, one
of the primary distinctions between the rich and poor is
not so much the clothes they wear, but the quality and
warmth of the shelters they live in—the poor generally
can't afford to build well insulated homes.

WARFARE

The propensity toward war increases as a society becomes
more technologically advanced. Hunting and gather-
ing societies seldom engage in organized warfare, as the
means of training troops, feeding and equipping them,
and employing them on a battlefield simply don’t exist. In
these cultures, violent conflicts occur between individuals
and small groups for the most part, and larger skirmishes
between bands and tribes are rare. When war does break
out, it is typically short and with minimal casualties. Often,
the death of one or two warriors or tribal leaders is enough
to initiate a truce.

Similarly, primitive pastoral societies don’t wage war
often. Battles between tribes do occur from time to time,
but the nomadic nature of pastoral life isn't suited to pro-
tracted engagements—tribes are more likely to move to
different lands than fight a lengthy battle over one locale.
Wars between pastoral tribes occur most often when good
land is scarce or when a tribe’s animals have died from dis-
ease and new ones are needed to ensure the tribe survives.

Horticultural societies fight more wars than both pasto-
ralists and hunters and gatherers. Since horticulturists lead
sedentary lifestyles and need good land to raise animals
and crops, warfare usually breaks out in times of drought.
Tribes raid neighboring territories for animals and food
stores. Consequently, most horticultural tribes have groups
of trained warriors to protect the lands and crops. These
warriors don't constitute a permanent standing army per
se, but they are usually adult men who have had training
with several weapons and rudimentary military tactics.

Agricultural societies frequently engage in warfare,
mostly over land and food. Plentiful arable land and food
resources are needed to support a large population, so,
in times of drought, agricultural societies often have no
choice but to attack neighboring settlements to acquire
food, animals, and land.
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Another principle goal of primitive warfare is to capture
as many enemies as possible. Prisoners are condemned to
slavery, forced to work in crop fields, on construction proj-
ects, or as servants in the household of nobles and lead-
ers. When enemy officers are captured, they are typically
reserved for sacrifices to the gods because of their higher
status and worth. Presumably, the gods look more favor-
ably on a wealthy or high-status sacrifice than a poor, low
class one.

As a government increases the amount of good land and
people under its control, the society it supports becomes
richer—through trade with allied neighbors, the levying
of taxes on its population, and by its increased labor force.
Ultimately, a society administered by a government with
vast lands under its sway is more likely to survive drought,
hardship, and the aggressive actions of other societies.

In advanced societies, warfare occurs for other reasons
as well—namely religion and ideology. A society may
engage in war not just to acquire resources, but because it
doesn’'t condone or support another society’s way of life or
belief system. These “holy wars” are sometimes the most
bloody, as the aggressors often seek to destroy their enemy
utterly, not just convincingly.

The employment of professional and semi-professional
warriors is common in advanced agricultural societies.
Standing armies are maintained in almost all cities and
troops are conscripted from the local peasantry when
needed. Typically, the standing armies of societies that fre-
quently engage in war are well trained, well fed (compared
to the general population), and have the best available
equipment.

WARFARE AND RITUAL

In primitive societies, warfare is often a ritualistic activity.
Tribes engage in ceremonies to enlist their gods’ support
and blessing before engaging in war, warriors paint their
bodies with symbolic colors or patterns to denote their
rank, status, or prowess, and the act of war itself is some-
times thought of as necessary to win the favor of the gods.

After a victorious battle, warriors will often cut body
parts from slain enemies or skin them entirely. The bones
and skins of the dead are worn like elaborate, gruesome
costumes in ceremonies honoring the tribes victory. The
warriors of some tribes also wear bones and body parts (or
even the heads) of slain enemies as war trophies or tokens
of their prowess.

FOOD AND DRINK

Bread: The making of breads and various grain products
is a fairly ancient process and is most likely also used by
the natives. Such breads may often be made of a variety of
ground meals but may often be a bit flat and hard as the
use of yeast may be unknown or somewhat limited.



Cheese: Though one might mistake this to be a more
advanced form of food, the processing of simple cheeses is
actually quite easy and possibly originated by accident. If
a tribe has managed to utilize the milk of a herd mammal
for food and learned to use the sewn stomach bags of such
animals for drinking vessels, then chances are the tribe has
also discovered how to make forms of soft cheese. Such
simple cheeses are made by an interaction with enzymes
that are commonly found in the digestive systems of differ-
ent creatures. Given a decent temperature, a good amount
of milk, and several hours to work out the process, these
enzymes can curdle the milk into an edible dairy product
that is more or less a form of soft cheese.

While this cheese would most likely be more than satis-
fying enough for many tribes, it is possible that other tribes
may have gone as far as improve the taste of the curdled
product with a variety of herbs, fruits, or such additives.

Fermented Drink: Though its process is not exactly
difficult to learn to do, there is a good chance that many
of the tribes may not have discovered the benefits of the
fermented fluids of fruits and vegetation. Chances are that
even if the accidental bubbling mixtures of plant, juice,
and naturally occurring yeast have tapped into the curios-
ity of the natives, it is quite likely that the blend probably
becomes contaminated or turns to vinegar before the tribes
bother to try drinking the formula. Sometimes this lack of
brewing knowledge becomes a great weapon against the
natives. There have been more than a few legends in the
past of primitive natives becoming enslaved to the “fire
water” that the men of the ships have brought to trade.

As for the tribes that do know how to harness the prop-
erties of yeast, the resulting drink will probably be quite
unlike what an adventurer visiting the land would be used
to drinking in the taverns and inns back home. Either the
drink is considered crude and quick to cause discomfort,
or is unusually powerful and contains the essences of psy-
chotropic plants.

Meat, Domestic: It is quite likely that more than a few
tribes have managed certain types of animals and beasts
as livestock. Depending on the exact elements of the sur-
rounding environment, such creatures could be the same
as normal livestock or quite different. While tasting the
meats of exotic livestock would seem appealing in itself
to a visiting explorer, trading for the more unusual of live
domesticated creatures could prove to be profitable upon
the return to the trader’s homeland.

Meat, Fermented: While probably considered foul and
disgusting by the civilized world, many coastal tribes enjoy
praghok, or fermented fish paste. This substance is eaten in
much the same way that some cultures enjoy soft cheeses
and its taste and smell usually has to be acquired in order
to enjoy.

Meat, Preserved: As their travels are long and difficult,
most natives are reasonably well developed when it comes
to preserving meat. Usually the processes involve both
smoking and salting, and the variety of meat can vary
greatly.
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Meat, Wild: Though the primitive tribes may not enjoy
the luxuries of the more civilized world, the results of their
hunting expeditions allow the natives to enjoy foods that
even the greatest of kings have never tasted. Often visiting
explorers are treated to the meats of both giant lizards and
rare mammals alike.

Salt: Not only a valuable flavoring, salt is also known as
a vital mineral that the bodies of man and beast alike crave
from time to time. While the coastal inhabitants have
no problem gathering salts from evaporated ocean water,
those who live in the higher elevations typically have to
seek out caves and mines that are rich in saltpeter. While
the simple refined salts used by such natives may not be as
fine in quality as the table salt of the more civilized world,
explorers to the area may find abundant salt mines worthy
of setting up trade routes.

Sugar: While sugar may be held as a highly valuable
item in the civilized world, it could be considered to be
quite common amongst the lost natives, particularly if the
tribe is located in warmer climes where sugar cane flour-
ishes. Quite often such sugars might be a bit less refined
and it would not be too odd of a sight to see a native cut-
ting a bit of cane to chew on after having a meal.

Vegetation, Domestic: While most of the natives are
probably gatherers, some may have developed decent
enough agricultural skills to cultivate various fruits and
vegetables. Such domestic plants would often include
various tubers. Corn is also a good choice for domestic
vegetation.

Vegetation, Wild: The gathering of fruits, nuts, vegeta-
bles, tubers, herbs, spices, and edible plants is a common
practice by most primitive tribes.

CANNIBALISM

While cannibalism is wholly regarded as being a practice of
evil amongst the more civilized cultures, there are various
reasons for its existence in the more primitive lands. In fact,
many tribes actually justify certain acts of cannibalism. For
such reasons this unwholesome act of dire evil might actu-
ally exist, if not thrive amongst neutrally aligned tribesmen.
Below are the various beliefs and reasons that accompany
the existence of cannibalism.

THE INCREASE OF INTELLIGENCE

Many savages who have had a long history of eating the
brains of apes naturally adopted the cannibalistic act of
eating the brains of their own kind. Usually this practice is
ceremonial and performed only by the men. The eating of
brain is held to cause an increase of intelligence, the gift of
psychic and supernatural powers, and increased reproduc-
tive drive and vitality.

Note: Any real benefits bestowed from eating brains
should be allowed at the option of the DM. An example list
of benefits would include the transfer of the memories of
the victim to the eater or a minor increase in the cannibal’s



Intelligence or Wisdom score for a temporary amount of
time.

SYMBOLISM OF WAR OR REVENGE

While the threatening phrase “I will eat your heart” has
been muttered amongst enemies in many cultures, the
meaning is quite literal in many lands. Often certain acts
of cannibalism are used as rites of war and victory amongst
tribes. To eat the heart of a rival is to show a final display of
dominance over that individual.

THE PASSING OF THE DEAD

Many tribes recognize the continuation of their dead
through the consumption of their body parts, brains, or
burial ashes. The most common form of this cannibalism
involves mixing the cremated ashes of the deceased with
water and perhaps a few special plants into a ceremonial
bowl. These ashes are then drunk amongst the members of
the tribe, in hopes that the abilities and knowledge of the
dead will be passed on to them.

DECADENT ACTS OF PLEASURE
AND MADNESS

Most often where evil ancient races have left behind
elements of their culture, certain acts of decadence and
debauchery will thrive amongst the primitive natives.
Often included in this mix of foul pleasure and ritual are
the elements of cannibalism. It's not uncommon to see
the members of the tribe kill a victim of their own race
and consume certain body parts to either satisfy a bizarre
craving, a dark ritual, or for pleasurable sensations. The
brain in particular is popular as certain areas are claimed
to have chemical properties that bring great pleasure to the
cannibal.

SURVIVAL

Often the act of cannibalism is simply out of the need
for food, or to preserve certain elements that are key to
survival. Usually. if not for food. victims are eaten to keep
the population down in a specific area while cutting down
on the chances of disease building up amongst the rotting
corpses.

PSEUDO CANNIBALISM

Pseudo- or quasi-cannibalism involves the eating of intel-
ligent races other than the one that the eater belongs to. Liz-
ardfolk eating humans and humans eating mandrillions are

good examples of pseudo cannibalism. Pseudo cannibalism

has the same reasons for existing as cannibalism has.

LANGUAGE

In the history of real world exploration, language has
always presented a cultural barrier of sorts between the
explorer and the native. Quite often such populations were
well isolated from the rest of the known world and as such,
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they had a language and form of writing that was quite
unique in comparison to other cultures.

In many fantasy settings, however, Common is more or
less regarded as a universally spoken language, especially
amongst humans. While the use of the Common language
by such an isolated tribe would seem rather odd, there are
several factors that can ease the obvious questions regard-
ing its use, and perhaps make the cultural flow somewhat
more interesting at the same time. Below are some helpful
guidelines regarding the handling of the Common lan-
guage with tribal natives.

INFLUENCE OF THE ANCIENTS

Though they are certainly not required to be used in any
prehistoric or lost land setting, lost ancient races can fill up
alot of cultural gaps and add to the mysterious flavor of the
gaming experience. It is quite possible that such ancients
also spoke Common, and the last of the race’s elders (or
few remaining members, if the race still exists) taught this
language to the tribes. In such a case, Common is definitely
spoken but the actual use of the alphabet for writing could
be held in question. Some tribes may have carried on the
teachings of such writings; others may have been reduced
to keeping history orally or by cave drawings.

FOREIGN VISITORS

While the island, subcontinent, etc. may be more or less
isolated and unknown by the civilized world, various sail-
ors or pirates may have made port or even shipwrecked
on the island at one time or another. These visitors could
have managed to form some sort of bonding orientation
with the tribes and through such relations passed on the
Common language to the natives of the land.

LANGUAGE GRANTED BY DEITY

It is quite possible that the deities that the tribes worship
could have set forth the structure of language and writing.
While the natives may be isolated from the rest of the cul-
tural world, the deities of the tribes would certainly not be
as hindered by limitations of travel and natural borders.

ALTERED COMMON

While the exact learning of the Common language still
remains a mystery, the natives have long since deviated
from this language somewhat. While many simple words
and phrases are still understood, others may have taken
on a more local flavor. This could either mean descriptive
phrases for common words (such as “great lizard of kings”
for a t-rex) or the Common language could be mixed with
a more native tongue. When handling a later native lan-
guage, the DM might want to consider using a broken mix
of words and phrases from another spoken language when
speaking as the tribe. Coastal tribes could actually use a
mix of simple Polynesian words and phrases while the DM
may want to research the assorted languages of the Native
Americans when dealing with the tribes of temperate or
arid regions.



CHAPTER 4:
TRIBES

Nya sat around the bonfire of the strange village and watched
as her newfound friends danced about and performed their
bizarre rituals. Nya’s people were worshippers of the plants,
water, soil, and sun, while these villagers offered forth their
sacrifices to some strange idol. Though grateful for their
hospitality Nya couldn’t help but to feel a bit out of place. It
would be time for her to be moving on soon...

CREATING NEW TRIBES

While it would be easy to populate the prehistoric lands
with simple tribes lacking in detail and culture, such en-
counters quickly become rather boring in the game. Pretty
soon, it’s easy to find yourself dropping the actual tribe’s
name and simply referring to them as “that good tribe” or
“that evil cannibal tribe”. Adding flavor to the tribes through
further development is relatively easy to do and often helps
spice the primitive adventure.

Below are the various statistics and their notes for cre-
ating new tribes. Instead of forcing definite calculations or
restrictive choices down the creator’s throat, the stats for
the tribes are set up in a much less restrictive manner. After
all, these are tribes that survive in a world of natural anar-
chy; enforcing needlessly strict structures of logic would
just kill the flavor and fun of creating tribes.

THE TRIBAL STATISTICS

Tribal Name: The name of the tribe can vary greatly and
such limits are left up to the boundaries of one’s imagina-
tion. While names such as the Tribe of the Sleeping Bear or
the Lizardfoot Tribe are perfectly nice, you might want to
come up with more creative or different sounding names.
For example, making a name like the Yamo Huka would
be perfectly acceptable for such a tribe and would likewise
add a dash of mysterious flavor to the local inhabitants.

Population: This is an average population figure, divid-
ed into two parts. The first part consists of the fit adults (or
combatants), and the second part consists of the children,
elderly, and other such non-combatants.

The exact amount may vary from time to time at the op-
tion of the DM as the population score reflects the normal
average amount of inhabitants. Sample: Population: 500
adults/150 non-combatants.

Government: This is a description of the means of
government within the tribe. Such forms can vary greatly,
from laws being passed down from the eldest of the tribe
to staring into the swirling muck of stirred pond water
in hopes that the ancient gods will bring forth a decision
on an important matter. As such, this tends to be more
descriptive than statistic. While a few cultures have risen
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up to the typical standards of a well run imperialism, most
tribes are too busy running from predators to adopt much
more than the old “do taboo and die” system of law and
order. Sample: The Lizardfoot Tribe has a system of ruling
that is an unsteady merger of cooperative anarchy and a

“strongest shall survive” pecking order. A dominating chief-

tain exists but usually he is removed from the position of
ruling when a more suitable leader is acknowledged within
the tribe. As some of the ex-chieftains in the past have caused
great quarrels and trouble within the tribe, most are now
usually exiled or killed.

Dominant Alignment: This is the most dominant
alignment in the tribe, such as lawful neutral.

Religion: Most tribes have some sort of religious
viewpoint, but some may be druids instead of clerical in
belief. Those who do worship a deity of some sort, how-
ever, might do so in different ways. While most may follow
an “active” deity a few may even pay homage to the old
crumbling monoliths and idols that the ancient races left
behind. While the deity of such tribes may actually be non-
existent or dead, these can often be the tribes that are the
most superstitious and religiously structured. Many are so
desperate to see a sign from their deity that they are quick
to believe that any occurrence, natural or not, is somehow
linked to their worship (or lack of). Sample: The Clan of the
Stingray are devoted followers of Puka Kul. Hoping to gain
the highest of favor from this deity, the clan members offer
regular human sacrifices by throwing such victims into the
various openings of active volcanoes.

Major Trades/Skills: Many tribes rely on one another
as well as outsiders for trading of various goods. Others
may be more self-sufficient but still have a few trades or
skills that are dominant within the tribe. Sample: The Liz-
ardfoot Tribe is commonly known for their excellent fishing
and spear making skills. Usually most tribe members have a
couple of ranks or more in the following: Craft: Spear Mak-
ing, Profession: Fishermen.

Currency: This includes how the tribe normally trades
and if it's a means other than bartering, what they use for
coin. Sample: The Black Ravens typically use minute raw
chunks of aventurine or smoky quartz for their trading. Due
to the various sizes and quality, a piece of such stone may be
judged to be anywhere in value from 3 cp to 1 gp.

Dress: This is the customary manner of dress by the
tribe members. It can be as simple as merely listing the
common items of clothing or as complex as including the
various ornaments, trimming, and so forth. Sample: Mem-
bers of the Tribe of the Sleeping Bear are fond of clothing
made of various skins and suede. These are often fringed at
the trimmings and sometimes the trim of such clothing is
knotted with beads of turquoise.



Preferred Weapons: These are the more dominantly
used weapons of the tribe. Sample: Members of the Walking
Elk tribe prefer to use clubs made of the bones of large ani-
mals. While they respect the benefits of other weapons, the
tribesmen value the fact that such clubs are easy to obtain,
which allow them to quickly outfit their warriors.

Description: This area is left to discuss the various as-
pects of the tribe and whatever interesting details might be
left. Included could be important NPCs who are members
of the tribe, interesting bits about the tribe’s history, the
tribe’s enemies, and so forth.

CLAN OF SHARKS

Population: 500 adults/1250 non-combatants

Character Types: 30 Warrior: 1, 50 Warrior: 2, 30 War-
rior: 3, 40 Warrior: 4, 10 Warrior: 5, 1 Warrior: 6 (Chief-
tain), 50 Commoner: 1, 70 Commoner: 2, 100 Commoner:
3, 30 Commoner: 4, 25 Adept: 1, 20 Adept: 2, 10 Adept:
3 (Witch Doctors), 1 Adept: 4 (Elder Witch Doctor), 10
Expert: 1, 10 Expert: 2, 3 Expert: 3, 5 Cleric: 1, 4 Cleric: 2, 1
Cleric: 3 (High Priest/Priestess)

Government: The Clan of Sharks functions under a vi-
cious “pecking order”, where the chieftain and elder rulers
are usually selected from the toughest and cruelest of the
tribe’s aging veterans. When such a ruler dies off, the tribe
holds the “ceremony of pigs” where prospective rulers are
placed in a pit with several feral pigs. Those that die from
goring and fighting are needless to say “unfit” for ruling
and thus their carcasses are not buried but rather devoured
by the terrible beasts. The one individual who shows the
most violent, vicious behavior towards the animals is
elected as the new tribal ruler.

Tribal members are expected to show full obedience to
their elder rulers and any refusal to do so is considered to
be a terrible taboo. Usually punishment for such involves
a sick and depraved act of live cannibalism. During such
ceremonies of “tribal cleansing” offenders are secured
to a large boulder and struggle in pain and terror as fel-
low tribesmen begin to devour this individual. Though
some may use bits of rock and bone to cut away portions
of the guilty party’s flesh, others are known to go into a
trance-like fury and literally bite away at the bound and
dying victim. While such acts would normally be seen as
displays of absolute utter madness, the clan elders view the
cannibalistic trances as being sacred rites of power from
their deity, Makodae.

Dominant Alignment: Lawful Evil (most of the Ruling
Elders, however, are usually Neutral Evil)

Religion: The Clan of Sharks is a devoted, fearful fol-
lower of Makodae, god of sharks. Often the clan can be
seen down at the coastline, slashing great wounds into their
herded pigs and offering these screaming, dying animals
to the foamy tidal waves. This spillage of blood usually at-
tracts nearby, shallow water sharks who often begin strik-
ing at tribal members during the feeding frenzy. Rather
than helping these struggling tribesmen, the rest of the
clan cheer them on and offer forth their blessings. While
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being eaten alive by sharks is considered to be a terrible
fate by most individuals, the followers of Makodae view
it as being one of the highest rites of passage that a fellow
tribesman could obtain. To be chosen by one of Makodae’s
children is considered to be a sign of purity and valor, and
to try to refuse the tribesman such an honor would be the
most offensive of actions.

Major Trades/Skills: While the clan members are
naturally skilled fishermen, many actually fear taking up
such a trade. To catch or spear one of Makodae’s children,
even as an accident, is a serious taboo and thus punish-
able by death. The women of the tribe usually perform the
various chores and gather shells and other items of interest
that the ocean waters spit forth. Due to the many wrecks
of pirate ships along the nearby reef lines, some of these
treasures are quite unusual to the tribe indeed. Naturally,
the best of such items are given to the ruling elders, as they
are considered to be precious gifts from Makodae and thus
intended only for those who are truly “worthy”

The youngsters of the tribe are usually given the task of
herding pigs, and these beasts are often marginally domes-
ticated. Many of the clan’s children have died as a result of
goring from these creatures.

Common skills include Profession: Fisher, Profession:
Herdsman, Knowledge: Religion, and Intimidate.

Currency: It’s a rare occasion that The Clan of Sharks
ever bothers to use any form of currency. They have rea-
sonably poor relations with other tribes and if they cannot
take something from these folk by force then they usually
try to steal it. Within the tribe, things are bartered or openly
taken away by the rulers, who naturally impose a threat of

“cleansing” to anyone who bothers to object. When faced
with an outside faction that the tribe must trade with and
cannot gain needed goods otherwise, they usually attempt
to use dried sand dollars or the various coins that wash up
upon the beach.

Dress and Adornment: The clan typically dresses in an
assorted manner of crudely stitched boar hides with little
coverage. Simple loin cloths are quite common, the women
often have little to no coverage of their breasts, and such a
manner of dress differs only in the cooler of seasons, where
a simple draping of hide and animal hair is considered suf-
ficient garb. Some of the clan’s women at one time were
reasonably skilled at making tapa, or bark cloth, but that
art has fallen more or less by the wayside with the tribe.
What the tribe lacks in actual clothing, however, they
make up for in ornaments, crude jewelry, and personal
adornment. War paint consisting of a mixture of various
dyes and blood is commonly worn, with the inks of the
octopus being a common additive. Necklaces of boar tusk
and interesting shells are commonly worn and a few ruling
elders are permitted to wear objects of jewelry that have
sharK’s teeth in their workings.

Ritual scarring and tattoos are often reasonably com-
mon among the tribal members. Many members of the
clan also file their teeth to points. This is usually done as a
symbolic gesture to their worshipping of Makodae.
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Preferred Weapons: Spears, fighting nets, and bone
clubs dominate most of the choices of weapons for the clan’s
warriors, and a few of the elders utilize various weapons
that have washed up upon the beach as a result of nearby
shipwrecks. One such item, the trident, is considered to
be a sacred gift from Makodae and a few of the highest-
ranking tribe members, the chieftain included, wield the
tridents.

Description: The Clan of Sharks is rather unpopular
with other tribes and seems to have some skirmish or
another going on with such individuals. Usually the clan
dominates a few miles of the coastline, where they can
continue their rituals and day-to-day practices with little
interference. Though brutal savages, they recognize the
most basic of needs and tend to find shelter in some of the
nearby coastal caves. Often these dwellings are somewhat
damp and cold but usually feature a well-tended bonfire.

The clan members are a medium tanned, smooth
skinned race with hair that is usually straight and a glossy
raven black in color. Oddly enough, they have piercing
steel gray eyes. Despite having little bodily hair, the men
of the tribe can grow facial hair, although most keep this
shaven oft with scrapings of specially formed rock and
bone or allow themselves only a moustache.

EMPIRE OF THE COYOTARRU

Population: 20,000+ adults/40,000+ non-combatants
Character Types: 3,000 Warrior: 1, 500 Warrior: 2, 200
Warrior: 3, 200 Warrior: 4, 100 Warrior: 5, 10 Warrior: 6, 5
Warrior: 7, 5 Warrior: 8 (Royal Guard), 8,000 Commoner:
1, 2,000 Commoner: 2, 500 Commoner: 3, 500 Com-
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moner: 4, 335 Commoner: 5,
200 Adept: 1, 100 Adept:
) 10 Adept: 5, 2,000 Expert:
l 1, 500 Expert: 2, 200 Expert: 3,
L A 150 Expert: 4, 100 Expert: 5, 50
: Rogue: 1, 10 Rogue: 2, 100 Cleric: 1,
' 50 Cleric: 2, 20 Cleric: 3, 15 Cleric: 4,
| Cleric: 8, 4 Cleric: 9 (High
AT — Priests/Priestesses), 20
% in Aristocrat: 1, 10 Aris-
s ' tocrat: 2, 5 Aristocrat: 3
(Royal Heirs), 1 Warrior:
Luchadors (Variant Levels) and 5d100+
_ 1,000 Slaves (50% Commoner: 1, 50%
/ \ Non-Combatants)
y Government: The Coyotarru
th KE is ruled under a government
™
! and clerical order, neither of
which offers any sign of mercy or
patience towards the common citizen.
The laws are strict, and the punishments
for breaking them are harsh. Though there are no acts of
bulls are usually the choice offering, ritual human sacrifice
is a fairly common practice. Usually the sacrifice involves a
criminal or slave, but in desperate pleadings with Dystorro,
the emperor and clergy are known to demand the sacrifice
of several innocent citizens, particularly young, female

Dominant Alignment: True Neutral (The Aristocrats,
Emperor, Clerics, and Royal Guard are Lawful Evil)

Religion: The Coyotarru worship Dystorro, the evil

god of law and destruction. Dystorro is a demanding deity,
who insists on regular sacrifices of both bulls and humans.
ments in their culture, Dystorro is quite envious of other
deities and thus keeps the Coyotarru Empire somewhat
isolated. Travel across the waters is forbidden and Dystorro
will do what he can to make horrible examples of those
who break his law.
Coyotarru hold for sporting entertainment, and occasion-
ally “Sacrifice Matches” are dedicated to him. Though
usually the pit fights are reasonably non-lethal, during the
sacrifice matches the battles are to the death.

Major Trades/Skills: The Coyotarru Empire is uncom-
other ways. They have created a sense of indoor water
works and have reasonably developed forms of canals and
irrigation. The Coyotarru calendar is intriguing and their
language, alphabet, and mathematics are quite complex.
As for the craftsmen, the trades within the empire are quite

2, 50 Adept: 3, 20 Adept: 4,

10 Cleric: 5, 10 Cleric: 6, 5 Cleric: 7, 5

5/Aristocraft: 4 (Emperor), plus 3d8-+45

lead by a demanding emperor

known cannibalism within the members of the empire and
virgins.

While the Coyotarru are allowed to enjoy certain advance-

Dystorro is particularly fond of the pit fights that the

monly advanced in certain aspects yet quite barbaric in

diverse and mostly capable of supporting the whole struc-



ture. This is a good thing since the Coyotarru have gained
many enemies but very few friends.

Though not so much of a trade as it is a cross between
gladiator combat and performance entertainment, the
luchadors, or pit grapplers, are perhaps some of the most
exciting characters to be found within the culture of the
Coyotarru Empire. These self styled warriors typically
wear snug fitting facemasks and outfits that are flashy in
design yet durable. It is the custom for the luchador to not
only train for the brutal contests of might, dexterity, and
cunning but also have a sense of style about their appear-
ance and performance. Though it would seem that survival
in the spike lined pit would be all that matters, a sense of
flair and showmanship is also important if the luchador
wishes to gain additional gifts of coin from the crowds.
Likewise, it takes a real sense of character for one to be
worthy of mention one day in the legends of the Coyotarru
descendents.

While not all of the luchadors are citizens of the empire,
the ones that are the most successful come from the stock
of the emperor’s people.

Due to the heavy variance in trade and social rank, there
are no particularly common skills amongst the Coyotarru.

Currency: The Coyotarru recognize coinage in addition
to bartering. The empire has its own coins in copper, silver,
and gold. These are similar in weight and size to normal
currency.

Dress and Adornment: The Coyotarru favor cloth that
is lightweight, and thus cool on the body. They live in a
reasonably hot climate so often such clothing can be some-
what “revealing” at times. The aristocrats garb themselves
in jewelry, rare feathers, and fine furs. Though tattooing
and other such adornments are not exactly unheard of
amongst the Coyotarru, it is not entirely common either.

Preferred Weapons: Though reasonably advanced, the
Coyotarru have little iron resources, nor the capability to
work a great deal of steel weapons or armor. There were
a few weapons left behind by the ancients, particularly
swords, and these are carried by the royal family. Most of
the empire’s warriors are limited to simple weapons.

Description: Having cultural roots that were borrowed
from the lost ancients, the Coyotarru Empire considers
itself to be superior to the more primitive, neighboring
tribes. Both vicious and arrogant, the Coyotarru usually
do not take very well to outsiders. Usually foreigners are
captured and thrown into the fighting pits or sacrificed.

The Coyotarru have medium skin and usually have
dark colored hair. The men and women alike are smooth-
skinned though some of the males can grow facial hair.

FEATHER DANCERS

Population: 200 adults/350 non-combatants

Character Types: 20 Warrior: 1, 20 Warrior: 2, 10
Warrior: 3, 5 Warrior: 4, 1 Warrior: 5 (Chieftain) 100
Commoner: 1, 20 Commoner: 2, 5 Adept: 1, 2 Adept: 2, 1
Adept: 3 (Elder Medicine Man), 10 Expert: 1, 4 Expert: 2,
2 Expert: 3
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Government: The Feather Dancers hold in high respect
elders, chieftain warriors, and the spirits of nature. Rather
than making harsh, exacting rules, the Feather Dancers
prefer to show honor to that which naturally deserves
respect. These people can be either friendly, trustworthy
allies or fierce enemies who offer no quarter and show
no mercy. Usually the Feather Dancers are peaceful folk,
however, and are rather easy for strangers to approach.

While every member of the tribe universally observes
this philosophy, the Feather Dancers do have a few selected
individuals within the tribe that they look to for guidance.

Dominant Alignment: Chaotic good

Religion: Though not having a particular clerical struc-
ture, Feather Dancers believe in a single higher power that
they claim brings them great visions, signs, and blessings
through various aspects of nature. Such beliefs form the
basis of their government and social cultures. They prefer
to let the wisdom of the spirits of nature guide them. In
the eyes of a Feather Dancer the “laws of man” are binding
tools only best used on those who are blind and ignorant
to the forces around them, and thus cannot make proper
judgments on their own.

Major Trades/Skills: Feather Dancers are skilled in
many trades, and are expert hunters, fishers, and gatherers.
The young tend to a few livestock or work the fields while
the women weave and dye garments. Most every male in
the village has some degree of hide working and there are
a few experts who have a decent amount of knowledge and
talent with jewelry, tribal art, stone working, and the study
of the nature that exists around them.

While some of the goods of the Feather Dancers would
appear to be rather simple and quaint, the clothing and
beadwork is quite beautiful and very functional. In addi-
tion to such items, the Feather Dancers are known for their
dream catchers, a simple charm-like object that’s rumored
to be able to catch one’s dreams. Though arcane scholars
have found no real proof of such claims, the structure
seems to be decent material for the creation of new won-
drous items. Divination magic seems to take rather well to
dream catchers.

Common skills include the following: Profession:
Fisher, Profession: Farmer, Profession: Herbalist, Profes-
sion: Tanner, Craft: Weaving, Craft: Gem Cutting, Craft:
Leatherworking, Survival

Currency: The Feather Dancers prefer to barter rather
than trade. They recognize the foreign currency, value it
to some degree actually, but quickly tend to work such
coinage into jewelry so thus it’s rare to ever find a Feather
Dancer purchase an item with such currency. Though
they have on a past few occasions accepted the dried sand
dollar of the more coastal tribes, they usually refrain from
such payments. These too have become ornaments and the
Feather Dancers have collected more than enough sand
dollars in the past to decorate their people for generations
to come. Raw shards of semi-precious stones are usually
taken or given as payment in trading but the Feather Danc-
ers value actual foreign goods the most. Swords are held in



high awe and respect (and often can purchase 200% their
worth in goods) as are daggers. Though looked upon with
curiosity, the tribe tends to show little purchasing interest
in medium or heavy armor. Feather Dancers hold pride
in those who are agile and quick, and many of the tribe
members hold such heavier armors to be little more than
a burden.

Dress and Adornment: Feather Dancers traditionally
dress in garments of deerskin or other similar hides. Their
clothing is often fringed and most tribe members wear skin
boots or moccasins. Colorful beadwork usually decorates
their clothing and quite often the more prominent mem-
bers of the Feather Dancer tribe are known to wear the
teathers of various birds, especially during ceremonies.

Preferred Weapons: While the Feather Dancers hold a
high degree of awe and respect for swords, these are usually
only carried by the chief and a couple of the higher-level
warriors. Most of the rest of the tribe use spears and bows.

Description: The Feather Dancers are a reasonably old
tribe with early ancestors that can be traced back to thirty
generations or so. Though they move around every few
generations to new hunting grounds, the tribe favors set-
tling in the higher elevations of temperate lands. Though
capable of making sturdy tents of hide, Feather Dancers
prefer caves and caverns for shelter whenever such places
can be obtained.

The skin tone of the average Feather Dancer is a red-
dish brown and members of the tribe have straight black
hair. Their skin is quite smooth and almost hairless, and
the men likewise do not grow facial hair. Their eyes are
brown in color.

THE STONE WATCHERS
Population: 2,366 adults/4,000 non-combatants

Character Types: 200 Warrior: 1, 200 Warrior: 2, 50
Warrior: 3, 50 Warrior: 4, 500 Commoner: 1, 200 Com-
moner: 2, 100 Commoner: 3, 100 Commoner: 4, 100
Commoner: 5, 300 Expert: 1, 200 Expert: 2, 100 Expert:
3, 50 Expert: 4, 50 Expert: 5, 50 Adept: 1, 50 Adept: 2, 10
Adept: 3, 10 Adept: 4, 5 Adept: 5 (High Adepts), 20 Cleric:
1, 10 Cleric: 2, 5 Cleric: 3, 5 Cleric: 4, 1 Expert: 4/Warrior:
3 (Tribal Leader)

Government: The Stone Watchers have a developed
structure of law where the tribal leader and the high priests
of the clergy share power with the high adepts. The tribal
leader oversees all the tribe and has a specific nature of
reign over the warriors of the tribe while the clerics and
adapts work out the issues of magic and studies on the
ways of the ancients. The clerics of the tribe hold specific
homage to Quartikos, High Maker of Golems. Though
the adepts are naturally inferior to the ways and studies of
wizards, they nonetheless do their best to try to study the
texts and manuscripts of the ancients in an attempt to learn
the ways of crafting golems.

Dominant Alignment: True Neutral

Religion: Though the Stone Watchers pay regular
homage to a wide assortment of deities as well as the idols
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left behind by the ancients, the bulk of their theology is
centered on Quartikos. The tribe makes huge stone heads
resembling the solemn, constantly staring face of Quar-
tikos, and often these monoliths are placed near the shore
cliffs of the Stone Watchers’ island home. These faces are
positioned towards the waters, and the Stone Watchers
believe that these staring faces ward off rival tribes, hostile
pirates, and assorted evil forces.

Major Trades/Skills: The Stone Watchers are reason-
ably self-sufficient though many spend a great deal of time
and effort constructing huge stone monoliths as either a
means to scare off invaders or to pay homage to Quartikos.
Fishing is also very common, as is farming and horticul-
ture. Most of the women make cloth or pottery. Common
skills amongst the tribe include: Craft: Stonemasonry,
Craft: Weaving, Craft: Pottery, Profession: Farmer, Profes-
sion: Fisherman.

Currency: The Stone Watchers recognize the coins of
strangers but usually trade amongst themselves with raw
or polished gems. Usually the typical tribe member has
several of such gems around, and specific value depends
on the exact size, quality, and type of gem. Examples range
from pieces of rough quartz that are 8mm or less in size (1
cp) to heavy clusters of peridot, amethyst, and citrine (300
gp +). Various grades of rock crystal are also commonly
traded amongst the tribe.

Dress and Adornment: Though hides are fairly com-
mon, many members of the Stone Watchers wear simple
clothing made of dyed tapa, or bark cloth. Tattoos and
piercing of one’s ears or nose is reasonably common
amongst the tribe members, and the men and women
wear jewelry made of gemstones and shell. As fishing is a
common source for food, the young men often wear a styl-
ish and function fishhook around their necks on a leather
cord.

Preferred Weapons: As the tribe is not very advanced
in the art of developing weapons and armor, most weapons
are limited to clubs and spears.

Description: Though quite formidable during times
of war, the Stone Watchers are fairly peaceful. They can
be very suspicious and cautious towards strangers, and
a haughty or threatening approach to their lands usually
ends at spear point.

WANDERING DOGS

Population: 850 adults/1500 non-combatants

Character Types: 100 Warrior: 1, 30 Warrior: 2, 20
Warrior: 3, 1 Warrior: 4 (Chieftain), 300 Commoner:
1, 100 Commoner: 2, 50 Commoner: 3, 20 Adept: 1, 10
Adept: 2, 5 Adept: 3 (Witch Doctors), 4 Adept: 4 (Elder
Adepts), 50 Expert: 1, 50 Expert: 2, 20 Expert: 3, 10 Expert:
4, 30 Rogue: 1, 5 Rogue: 2, 10 Cleric: 1, 5 Cleric: 2

Government: The Wandering Dogs have a very loose
form of government where some degree of respect is paid
to the greatest of warriors and adepts but otherwise the
tribe members act as they please. In addition to the influ-
ences of the warrior chieftain and the adepts, most of the



Wandering Dogs look up to the clerics of the lesser deity
Chunda Nol.

Within the cultural system of the Wandering Dogs there
is little desire or need for taboos or regulatory structure.
The tribe as a whole works as a cooperative; anarchy and
negative actions within the tribe are treated with just reac-
tions. If one is caught stealing from another tribe member,
then the victim is allowed to beat the thief to a pulp. If
the tribe member can’t accomplish this, then he is allowed
to murder the rogue in their sleep for the wrongful theft.
While some have been known to abuse such freedoms, the
rest of the Wandering Dogs tend to quickly rise up and
exile or kill of the offender.

Dominant Alignment: Chaotic Neutral

Religion: There is no single, defined religion that the
tribal members are required to follow, but most pay their
respects to Chunda Nol, The Lizard Thief. Chunda Nol
has a handful of clerics within the tribe who help cultivate
more worshippers through subtle influence.

Major Trades/Skills: Due to the diversity of the tribe’s
members, and the wide assortment of climates that the
nomadic Wandering Dogs have settled in, the trades and
skills of these members are greatly diverse. While all the
simple methods of hunting, gathering, and fishing are
common skills, the more cultivated trades such as pottery,
jewelry making, weaving, and even alchemy are also pres-
ent. Pick Pocket and Innuendo are very common skills
amongst most of the tribe members.

Currency: All forms of known cur-
rency have passed amongst the
hands of the Wan-
dering Dogs, but
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bartering is the most popular form of trade. In fact, trading
as such is often a day long process, as one might have to
start out with one type of item and work their way around
the village, trading all the while in the process. This is often
accepted as a common chore in order to gain something
that is sufficient enough to use in bartering for the original
object of one’s desire.

Dress and Adornment: Much in the same way that the
actual tribal members vary, the general style of dress and
adornment varies as well. Tattoos, ritual scars, and pierc-
ing are common and the ornaments and jewelry also vary
greatly. Though hides are naturally the most typical form
of garb, there are several members of the Walking Dogs
who prefer woven wool or bark cloth.

Preferred Weapons: The most preferred weapons of the
Wandering Dogs are those that can be easily come across.
Clubs of wood and bone are obvious choices.

Description: The Wandering Dogs never named their
tribe, rather it was given to them as an insult by other tribes.
Wandering Dogs are outcasts, exiles, the descendents of
lost explorers or shipwrecked pirates, and those who have
difficulty fitting in with their native tribal customs. As
such, the body features and accents of these people vary to
a great amount, and it is difficult to point out a lone scout
for the Wandering Dogs simply by tribal standards.

The Wandering Dogs are greatly nomadic and have lived
in a variety of climates and regions. Though often staying
in an area for at least a few years, they are ready to move on
once the resources start to dwindle. Usually during such
stays they tend to pick up new members while a few former
members may decide to stay and settle down with another
local tribe or fend for their own in the wild.




CHAPTER 5:
ITEMS

Captain Bloodpatch greedily eyed the approach of the native
traders. While other pirates had tried unsuccessfully to tap
into the vast resources of the lost lands in the past through
capture and force, Bloodpatch had found a much easier ap-
proach. By introducing the natives to something as simple as
the barrels of distilled whiskey that his men were unloading
from the ship, Bloodpatch was able to enslave the tribes in a
manner that no other captain had managed to think of.

The chief of the tribe approached Bloodpatch with open
greetings. Due to minor earthquake tremors, the recent
mining attempts had been quite successful. In exchange for
Bloodpatch’s firewater the chief had managed to recover over
50,000gp worth of raw amethyst from the caverns. In addi-
tion the village was able to capture three female slaves from a
recent raid upon a rival tribe. These women bound in crude
rope were lovely prizes to gaze upon, all having smooth,
rounded curves and good teeth. Captain Bloodpatch smiled
lustfully, his heart filled with a lu