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Redwall 
The Redwall was once an outpost of the Duchy of Selern in the Stilleto Peaks that guarded the 
northern approach into the nation. It was called Redwall for the amount of blood the Broken 
Skull hobgoblins and the Bloody Claw gnolls spilled trying to breach it. Now Redwalll refers to 
the entire territory seized from the Duchy when the humanoids finally overran the Redwall. The 
area is divided in two, with the hobgoblins occupying the towns and cities and the gnolls 
swarming across the rural areas.  
 
To the south of the gnoll and hobgoblin lands lie the remains of the Duchy of Selern. After the 
massive humanoid invasion overwhelmed the small kingdom, only the destruction of the 
bridges that span the canyon that cuts the nation in half saved the fleeing citizens. All attempts 
by the hobgoblins to construct a bridge between the two lands has so far failed. 

Ecology 
Redwall is ruled, if you can call it that, by the Broken Skull hobgoblin tribe and the equally 
savage Bloody Claw gnoll tribe. Even though the combination of these forces that allowed the 
humanoids to seize much of the Duchy’s territory the bonds that hold these savage forces 
together has frayed since their victory. 

  
The hobgoblins struggled initially with the loss of their leader in the siege and the gnolls were 
quick to capitalize on the hobgoblin’s weakness. The gnolls expanded throughout the 
uncivilized areas of Selern, killing farmers and capturing territory. The hobgoblins focused on 
the towns and cities, capturing humans and enslaving them.  
 
The collapse of order has encouraged the spread of other creatures. Pugwampi now infest the 
countryside, bringing ruin to any attempts the hobgoblins have made at rebuilding or fortifying 
their new lands. The gnolls hate the pugwampis as well, but see them as little more than a 
nuisance to be ignored. 

Sites of Interest 
The ruins of the outpost formally known as Redwall may hold many treasures lost in the war. It 
is said within the ruins of the old Redwall 
outpost is hidden a legendary shortsword 
named Guardian that was wielded by Arnold 
Steelwind during the final siege of Redwall.  
Bulitor, the former capital of Selern was 
known to hold many arcane secrets and 
weapons. The trench that divides the Redwall 
from southern Selern has never been 
successfully investigated by either human or 
humanoid forces. 
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OPEN GAME LICENSE Version 1.0a 

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved. 
1. Definitions: (a) “Contributors” means the copyright and/or trademark owners who have contributed Open Game Content; (b) “Derivative 
Material” means copyrighted material including derivative works and translations (including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be 
recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d) “Open Game Content” means the game mechanic and includes the methods, procedures, processes and routines to the extent 
such content does not embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as 
Open Game Content by the Contributor, and means any work covered by this License, including translations and derivative works under 
copyright law, but specifically excludes Product Identity. (e) “Product Identity” means product and product line names, logos and identifying 
marks including trade dress; artifacts, creatures, characters, stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, 
symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; 
names and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, 
environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or 
registered trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically excludes the Open Game 
Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or 
the associated products contributed to the Open Game License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, 
edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee in 
terms of this agreement. 
2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used 
under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game Content 
distributed using this License. 
3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License. 
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, 
non-exclusive license with the exact terms of this License to Use, the Open Game Content. 
5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License. 
6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT 
NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright 
holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute. 
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed 
in another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or 
coadaptability 
with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly 
licensed in another, independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in 
Open Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open 
Game Content shall retain all rights, title and interest in and to that Product Identity. 
8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open 
Game Content. 
9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of 
this License to copy, modify and distribute any Open Game Content originally distributed under any version of this License. 
10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You distribute. 
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have 
written permission from the Contributor to do so. 
12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game 
Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected. 
13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days 
of becoming aware of the breach. All sublicenses shall survive the termination of this License. 
14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to 
make it enforceable. 
15. COPYRIGHT NOTICE 

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. 
System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on 
material by E. Gary Gygax and Dave Arneson. 
Pathfinder 19: Howl of the Carrion King. Copyright 2009, Paizo Publishing, LLC; Author Erik Mona. 
Book of Fiends.  Copyright 2003, Green Ronin Publishing; Authors Aaron Loeb, Erik Mona, Chris Pramas, and Robert J. Schwalb. 
Nyambe: African Adventures. Copyright 2002, Trident, Inc, d/b/a Atlas Games; Author Christopher W. Dolunt. 
Tome of Horrors. Copyright 2002, Necromancer Games, Inc; Authors Scott Greene, with Clark Petersone, Erica Balsley, Kevin Baase, Casey 
Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick Lawgiverm and Bill Webb; Based on original content from TSR. 
Lands of GOW. Copyright 2010 by Mark Gedak and Stefen Styrsky. Published by Purple Duck Games. 

 


