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Introduction 

“Behold the land of a thousand tombs, 
where water is the staff of life and the rulers 
descend from the Immortals. Much has 
happened in this magical land. Divided and 
reunited as the Kingdoms of Nithia, it is 
now the greatest nation in Iciria.” 

above the desert sands, and great mages 
scheme to wrest supremacy from the hands of 
the Pharaohs. They command unnatural forces 
and tap into the power of their pyramids. Even 
the lowliest are capable of tapping into this 
pool of ambient power. 

And still, secrets of power and wealth yet 
untapped lie in wait for those who are brave 
enough to explore the Kingdom of Nithia. 

For over one thousand five hundred circles, ADOUX This Book 
the people of the Nithian River valley have 
toiled under the hot desert sun. They mine 
gold, till the soil, and fight great battles for 
wealthiest and most powezful rulers in the 
Hollow World, the mighty Pharaohs. They 
labor for decades forming great monoliths that 
scrape the bottoms of the floating continents 
overhead. All this and more is the lot of the 
common Nithian folk. 

Throughout history, Nithians have go 
about their daily routines with the fecun 
and patience that only a people assured of a 
place in the afterlife could maintain. 
Throughout the ages, parents have passed on 
their names and occupations to their children. 
This process has promoted such 
individualization that the bread from one 
baker can be easily distinguished from the 
bread of mother and is identified by 

akers’ family name. 
Upon entering Nithia, time stops. 
ifting sands of the desert work to mas 

This product contains source material on the 
Kingdom of Nithia, located in southeastern 
Iciria of the D&D@ game’s HOLLOW 
WORLD“ campaign setting. The 
information contained within expands upon 
the information listed in the HOLLOW 
WORLD boxed set. Cultural weapons 
armor are discussed, specialized charac 
within the four human classes are covere 
and the Nithian 
examined. 

Altogether, 
framework upon which many fascinating 
adventures in Nithia can be created. Afie 
reading these books, you will understand 
how pyramid power works, what glyphs c 
do, and how to write any word you want in 

e Nithian hieroglyphic system. 
An effort has been made to create many 
n options for Nithian players. They can us 

special weapons and armor and may select a 
specialization to the character class. This 
a new dimension to the standard D&D 
campaign. Nithia is also a very magic 
intensive land. This is reflected by the 
household magic spells and items that are 
---.L.--~.I L +I., nu*= hnnL F;~.,II., ., 

evidence of time and travel as footprints vanish 
in the wind. The clerical rituals of Rathaim 
and F‘flarr are carried on in the same manner as 

were centuries past. Nithia is a nation 

orrow by keeping all aspects of life as the 
ing to serve the dead of yesterday and 

are this sleep. 
Yet, it is a kingdom alive with secrets, 

intrigue, and co&ict as the great cities of 
Menkara, Enhis, and Ranak vie for power and 
control of the land. Gained assassins, sly 
diplomats, and powerful mages travel from one 

the other, playing a dangerous and 
times deadly game. Always the goal is the 
to acquire the ultimate title, that of 

* 

is a magical land, where battle-barges float 
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number of interesting secrets, societies, and 
powers have been included. The DM ma 
slowly allow players to discover these, 
providing them with a true sense of mystery 
and danger. 

If you don’t use the HOLLOW WORLD 
setting or don’t play the D&D game, the 
information within is easily adapted to your 
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The Nithians and those around them also 
speak of the “long march” indicated above. 
This is the maximum distance an army can 
cover during a sleep without having adverse 
effects upon the troops. It is equal to 24 
miles, roughly 600 flights, or 42,000 paces. It 
also corresponds to three hexes on an 8 mile 
per hex map such as the map of Nithia in- 
cluded in this product. Most player characters 
cover ground at this rate when traveling on 
foot. Thus, each sleep (1 day) of travel by the 
PCs will advance them 3 hexes. With this in 
mind, a feel for the vast size of Nithia be- 
comes evident. 

Direction 
Because the Hollow World is within the 
sphere of the Known World, east and west 
are reversed. When a person stands in the 
Hollow World facing north, east is at his left 
hand, and west is to his right. This provides 
the DM with a fun tool to confuse the 
first-time visitor. It is a good source of 
adventure, and is sure to get outlanders into 
interesting predicaments. “I’m sure she said 
to go east three marches, and we’d be at the 
Bay of Tlapac. Well, I don’t see any bay, but 
we’re up to our necks in Beastmen!” 

Common Language 
The common language spoken in the Hollow 
World is the same tongue spoken by the 
hundreds of small Neathar tribes 
(Neanderthal men). It is appropriately called 
“Neathar.” Most non-isolated Hollow World 
societies will speak Neathar in addition to 
their native tongue. Thus, Neathar is the 
best language for outsiders to pick up and 
will likely be the first language they learn as 
it is easier to grasp (due to its fundamental 
nature) than most national tongues. 
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What Everyone Knows 
About Nithia 
Nithia according to a Jennite trader: 
“Nithians are an odd, dark-skinned pe 
to the east of us. My band often trades 
crafted golden items in return for raw 
linen, and grain. 

“Their entire society seems centered 
around the lesser Immortals they follow. In 
fact, Nithians actually believe their leader, 
the Pharaoh as they call him, to be an 
Immortal. Just goes to show how weak their 

“Nithians are also preoccupied with death. 
The people work all their lives to erect giant 
pyramid shaped tombs just so 

e locked away within them o 
en a king does die, all his wives, close 

ends, and many of his servants are stain 
d buried with him. A brave man would 

t heroically to prevent such a horr 
, but the Nithians actually find it 

nor to die and be entombed when their 
passes from this world. A very strange 

“I once asked a Nithian in Ranak what 
so honorable about being killed 

ed with their king. The man looked 
eer Nithian manner and 
nonsense about returning to 

a reborn world in the far off future. I guess 
believe that all the dead will one day 
en and walk the land again. This 

ains why they bury so much gold and 
ir dead. I suppose they 
en with all the comfort 

“Nithians also go about change and 
improvements in a very strange manner. 
Once something is finished, it is never 
‘changed even if they could improve it. I 
heard that a farmer’s wife nearly beat a slave 
to death for trying to refit the family’s 
chariot with better wheels. She claimed that 

if her great grandfather were to awaken and 
find his chariot altered, he would be very 
displeased. She said it as if she really 
expected to see the dead man walk out of the 
house behind hep. 

“The thing which most strikes me about 
Nithia (other than them baking bread 
without firewood, and the terrible floating 
boats) are the huge standing stones they 
build. Some take centuries to finish, so I’m 
told, but others grow out of the ground. Get 
that look off your face, I’m not lying! 
Everyone seems to have a different reason as 
to why they are made. One thing is for sure, 
the rumors about them possessing strange 
powers are true. Once I rode too close to one 
and all my horse’s teeth turned to pure gold! 
Since then I’ve had to fight men off just to 
keep my horse alive. If they had their way 
they’d pull all his teeth and he’d die of 
starvation! 

“As far as history goes, I hark to the wor 
of my elders. They tell of a time in the 
ancient days when the Plains of Teuz ran all 
the way to the mountain range that the 
Nithians call Pflarr’s Wall. Then one circle, 
the very sun itself separated and part of it 
came down and rolled across the land, 
burning the grass and transforming it into a 
great desert. Not long after, a magical bolt c- 
lightning shot through the newly formed 
valley and the river Nithia was formed. 

“My people stopped traveling in that 
direction, for our horses died in the heat or 
from lack of drinking water. Then one sleep 
circles later, a scout reported back to his 
elders that he had found an entire city large 
than any he’d ever seen resting on the 
banks of the distant river. 

“The elders sent a band to investigate, bL 
none returned. Assured that the great 
journey across the desert had claimed them, 
they refused to send more and decreed the 
desert to be no-man’s land. Only those who 
were exiled from the Jennite Holdings 
traveled there. Thus it was that contact with 
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the lithiam wasn’t made for many circles. 
But their lust for conquest eventually led 
them to lay claim upon the land that is sa- 
cred m my people. Upon hearing such an 
absurdity we sent a small band of messengers 
to negotiate wuith their kmg. However, the 
band was slaughtered by the Haptans, a city 
of black Nithians who look and fight like the 
Gnagoro. Ever since, my people have hated 
the Nithians and are awaiting the day of 
revenge .” 

A Znagoro waffior on the Nithian military: 
“The Nithian army is a mighty force, but 

they are soldiers, not warriors like the Gna- 
goro. On a one to one basis, a k a g o r o  can 
best ten Nithians. Hawever, my peo- 
ple are strong, the Nithim the 
batubu-ants of the Dju-Dju Hills; they have 

endless supply of soldiers. Even th 
’hagor0 warrior cannot defeat en 
m to make a Merence. 

y also use strange magic in battle, 
burning-glasses to set our camps 

cowardly tactics. But we are 

tactics are far superior to theirs. 
‘‘Occasionally we attack their 

part. In such cases, we 

demand is that the enemy hates us, and we 

A Miienian Senator on Nithia and its govern- 

“I have never been to Nithia, and have 

m l y  seen a few of their ambassadors, Seal 
Bearers, they call them. They are a secretive 
lot, most distasteful. However, I can give an 
accurate account of these people due to the 
many informative briefings I have had from 
field officers who have fought against their 
nation. Of course, I realize that these bri 
ings are tainted with the hatred and rape 
h e  a worthy enemy, but I am wise enough 
to see through all that, and will now give you 
my objective viewpoint. 

“I believe my people hate-well, hate is 
such a strong word-pity the Nithians so 
much because they have managed to build a 
nation nearly as great as ours. In fact, if it 
wasn’t for their primitive fascination with 
trecting great stone monuments, they might 
wen be on an equal footing with Milenia. 

“It’s the people and their style of govern 

I 
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many of the people bel 

and any rumors you may hear about Milenian 
forces being defeated by Nithian magic are 
purest drivel. We’ve simply had some bad 
luck with those primitives. 

“It is obvious that Nithians are a rather 
simple-minded race in which the r 
type can quickly rise through the r 
take control. Why, I suspect that our 
have more intelligence and confidenc 
their noblemen! Fools, fools, I tell yo 
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Rumors 
Other rumors commonly overheard about 
Nithia while patronizing a tavern or setting 
around a campfire follow: 

Nithian soldiers wear magical bracers on 
their arms and legs that protect them in 
combat. 

are impervious to arrows. 

heat, keeping him cool on the hottest of 
days. 
Nithians foolishly wear their shields 
upon their backs, even in combat. 
The Nithian Immortals bless all their 
missile weapons, making them the 
deadliest weapons imaginable. 
Nithian statues come alive at night and 
protect the kingdom from invasion. 

0 Nithians are such savages n that they 
haven’t learned how to make metal 
armor or shields. 

pieces by the Immortals in a 
never-ending unfathomable game. 
The monoliths of Nithia are cursed 
offerings to the Immortals of Entropy. 
Nithian warriors use a strange magical 
sword called a khopesh. Its blade is 
curved like that of a scythe. 
Some Nithians worship the sun and can 
cause anything nekr them to burst into 
flames. 
Pyramids have vast mounds of treasure 
within them, but it is all cursed. 
Evil monsters of unstoppable power live 
in the broken lands of Nithia. 
Nithians believe that death is a higher 
state of existence than life. 
Never kill a Nithian, for his undead 
spirit will curse you and your family. 

0 The Pharaoh owns several magical items 
giving him the abilities of an Immortal. 
There are no magic-users in Nithia, and 

Nithians make enchanted shields that 

The dark skin of a Nithian reflects the 

The statues of Nithia are used as playing 

even the clerics do not use many spells. 
There is a whole city of slaves in 
southern Nithia. 
Nithia has always e k e d  in the Hollow 
Wwld since time kga. 
Nithia 4s actually two combisled 
kingdms who hate eaeh other. 1 

ramkhare haunted ,b 
dog-men. 

linked by a magical releporral. 

amrher dimension. 
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boxed set. Here, we look beyond 

most foreigners. The rules below 

ince almost all Nithians are human, 
of dwarf, elf, and halfling are not 

Nithia has a sophisticated society in which 

brewers, etc. Specialization in all 
is the norm. This is often over- 
reigners and considered unim- 

, yet it has great ramifcations in the 

y IS more than the sum of its parts.’’ 
To bring this aspect of Nithian c u l t u ~  into 

the game, specializations are presented below 
under each character class. Characters that 
use these specializations have certain benefits 
and penalties that separate them from stand- 
ard character classes, producing unique char- 
acters that improve the flavor of the game. 
These specializations are chosen during char- 
acter generation, and are permanent unless 
steps are taken to renounce them. If this 

Throughout this section, references to new 
skills, armor, and weapons will be made. 
These new terms are fully discussed in the 
sections following specializations. Whenever 
a new skill, weapon, or unit of armor is men- 
tioned, simply refer to the following sections 
for a complete definition. 

Clerics 
The most influential and powetful specializa- 
tions in the kingdom of Nithia abe the clerics 
of Pflarr and Rathanos. Almost every Phax- 
aoh follows one of these two Immortals, as 
does a majority of the population. Other 
Immortals followed by Nithians include Ix- 
ion, Kagyar, Ranivorus, Thanatos, and Vale- 
rias. However, those who follow Ranivorus 
and Thanatos are hunted down and elimi- 
nated wherever they are found. 

Clerics may wear any cultural armor, and 
use the following weapons: normal daggers 
(not throwing daggers), staves, slings, maces, 
clubs, all swords (except the khopesh), and 
throwing sticks. NOTE: Few clerics use 
slings, preferring the dagger and throwing 
stick for missile weapons. Nithian clerics 
consider it improper to fight with a weapon 
that isn’t held in or directly released from the 
hand. 

The bonuses and penalties listed under 
each specialization only apply to those clerics 
who have elected to take the specialization 
There are Nithian clerics who are not special- 
ists, but these clerics do not gain the benefits 
listed under their Immortals’ specialization. 
Of course, they are also not subiect to the 
special penalties inflicted upon specialists. In 
the final analysis, however, non-specialized 
clerics are considered to be less devout, re- 
sponsible, and generally less important than 
those who have “truly devoted themselves” 
to a particular Immortal. Also, note that a 
specialization does not take the place of the 
Honor (Specific Immoffd) general skill. 

The Immortals 
Before the actual clerical specializationrare 
discussed, the seven most followed Nithian ’ 
Immortals are discussed. As is often said, 

ear many masks.” Because 
m have namfes and ap- 
Nithia. To keep the 
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distinctive flavor of Nithia, the local names 
of the Immortals are used in this product. 
However, their “generic” Hollow World 
names appeaa next to their Nithian appella- 
tions. For in-depth explanations of the Im- 
mortals’ areas of influence and power, see 
“The Immortals” section of the- HOLLOW 
WORLD” Dungeon Master’s Sourcebook. 

Horon (Ixion) 

Sphere: Energy. 
Appearance: Horon appears 
en hawk with eyes like stars, 

as either a gold- 
or a beautiful 

human male with radiant golden skin and 
eyes of flame. His traditional Nithian head- 
dress  is emblazoned with the signs of both 
the sun and the hawk. He wears brightly 
glowing linen seemingly made from spun 
gold and wields a magical throwing-disc in 
the shape of a flaming wheel, which is 
Horon’s symbol of power. He travels about 
Nithia in a giant float-chariot borne aloft by 

Sphere: Matter. 
Appearance: Ptahr walks the deserts and 
badlands of Nithia, but is rarely seen and 
almost never recognized. He appears as a tall 
(6’) figure, covered in a gray linen robe and 

ing on a gnarled staff, with his turban 
wrapped around his face to conceal his fea- 
tures. Most who see him hobbling across the 
desert consider him to be a madman or per- 
haps a ghost, for most would die of heat 
exhaustion in such dress.  However, those fm 
who have looked him in the face found na- 
row eyes containing the deep fire of creativit 
and patience. He wears the tight and stiff 
beard associated with Pharaohs and nobility, 
and suspended on a chain around his neck 
Ptahr wears a crystal pendant in the shape of 
his symbol, a crossed hammer and chisel. 

Pflarr 

Sphere; Energy. 
Appearance: Pflarr has no Nithian alias due 
to the fact that he is a survivor of the ancien 
Nithian Empire of the surface world. The 
statue on the front of this product is in 
Pflarr’s honor and is an idealized version of 
his appearance. There is also a good picture 
of Pflarr in the HOLLOW WORLD Dungeo 
Master’s Sourcebook. Pflarr appears as a sev- 
en foot tall humanoid jackal. He is covered 
in fine brown fur and wears the typical whit 
linen robes of Nithia. Harr is also fond of 
jewelry and other magical adornments in- 
cluding Pflarr’s Puissant Pyramid, an arufar 
of immense power. Pflarr’s symbol is a jacka 
head with human eyes. 
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Sphere: Enuopy. 
Appearance: Ranivans also goes by his given 
name. Ranivorus is M a d s  Immortal enemy, 
and does everydung he can to thwart and 
torment his rival. In his true hrm, Ranivorus 
appears ils a giant (12 to 18 feet tall) poll .  
Gnob  are hornas  dog-men due to their 
appearance, and Ranivorus exploits this phys- 
ical shnikity to mislead and corrupt Pflarr’s 
followers. Often Raniwrus will don white 
linen robes and jewelry to mimic the appear- 
ance of his a d v c q ,  but when he is being 
himself, he wears spiked black plate mail and 
wields twin flails in combat. His emblem is a 
human head with five snakes coming from 
the mouth. 

Sphete: Energy 
Appeuance: Although most Nithiam call 
Rathanos by his g i w  name, some refer to 
him simply as IEa. nkough he is originally of 
Oltec ~righ, Rathanw’ affinity for the 
magic-rich Nithian Empire caused him to 
manifest as a Nithian noble. He, along with 
his aliy Pflarr, is portrayed on the cover of 
this product. Together, they rescued what 
they could of the fallen Nithian Empire, and 
transported Ranak to the Hollow World. 
Rathanos always appears in the form of fire. 
He may occupy a campfire, bonfire, or even 
the flames of a torch, animating it with his 
magical essence. If he must appear by him- 

self, he will take 
fire elemental, or a 
Ra’s symbol is a burni 

Sphere: Entropy. 
Appearance: Thanatos has no other name 
among Nithians. When he appears, he takes 
the form of either a mummy or a withered, 
blackened corpse. In either guise, he is clad 
in the voluminous black robes he typically 
wears, and the diseased and rotten black 
wings that are his trademark can sprout from 
his back at will. He typically carries a rusty, 
pitted sword-staff or scythe that is stained 
with blood and dark filth. He, along with 
Ranivorus, seeks the destruction of Nithia. 
His symbol is the scythe. 

Sphere: Matter. 
Appearance: Isiris appears as the most beauti- 
ful Nithian woman imaginable. Her white 
linen gown is as clear and supple as flowing 
water, further accenting her flawless beauty. 
She adorns herself with the most exquisite 
jewels and golden accessories. Most noticeable 
of these are the pair of golden earrings given 
to her by Horon, her main lover. Isiris’ symbol 
is the rose, and she has been known to appear 
to her followers by stepping from the petals of 
a giant rose. She is also known for her most 



pcmwful weapon, the Heart-thorn, which 
causes victims to fall madly in love with the 
first living dung they encounter. 

Clerical Specializations 
Although any cleric may take the Honor 
(SpecZc Immorrd) general skill, Nithian 
clerics may actually specialize in serving their 
patron Immortal. 

Although there are a few scattered groups 
who follow other Immortals in Nithia, they 
are so small that they have not amassed the 
knowledge and wisdom necessary to create a 
specialization. Thus, only those Immortals 
previously mentioned have specializations 
available to clerics at this time. 

Yoron 

Horon specialist clerics, or Horonii, gain 
several benefits. They gain a + 1 bonus to 
heat exhaustion checks (discussed in the 
DM’s Tome) for every three levels of experi- 
ence; i.e., at first level they have a + 1 bo- 
nus, at fourth a + 2, and so on. Eventually, 
this bonus becomes so great that checks al- 
ways succeed except on a natural 20 (which 
always fails). However, this bonus only ap- 
plies when the heat exhaustion is due to 
sudden exertion, such as combat. Running or 
walking endlessly still makes one very tired 
and Horonii must eventually rest just as all 
people do. 

All Horonii gain the ability to use infra- 
vision at will. When this is done anyone star- 
ing into their eyes notices that they appear to 
be aflame. At fifth level, a Horon specialist 
cleric can automatically cast a light spell once 
per day, in addition to his normal daily spell 

list. At 10th level they can cause their mer& 
to burst into flame at will, causing an addi- 
tional ld4 points of damage upon a success- 
ful hit. 

Of course, there are penalt’ 

well. When not involved in life’s trials, 

works in an attem 



P t d r  

great statue is being built in the desert, you 
can rest assured that Ptahr’s priests are near- 
by. However, these priests do not work on the 
great pyramids, for they are the domain of 
the Templar rnages. 

will. When using this power, the Artificer’s 
hands (palms and firtip) glow with a 

At first level, Aitifkers can detect magic at 

the devices he has solved. 
Ptahr Anificep produde more magical 

items than any other class in Nithia. Each 
new level, these clerics learn how to make 
magical charms ofresource. These have the 

to fabricate. (Both of thew magical items are 
explained in the DM’s Tome.) 

one charm of &e same type. 
can only d e  one charm at 
The priest may give a cham 
but t h i s  is seldm d 
truly deserves a bles 
charm be passed on 
given away frivolo 
profit. Even when giving one away, the cleric 

’s 

Never will a Ptahr cleric make 

does not inform the recipht of the 

devices, once activated, mimic the movement 
rates, attacks, etc. of whatever creature they 
are crafted to resemble. However, due to 
their metallic construction, automata do 
damage by size: S (6”-1’) ld4, M (1-4’) ld8, 
L (4-8’) ldl2. They are immune to dispel 
magic and heat metal spells, and obey only 
their creator, or whomever they are “as- 
signed” to. Once an automaton is assigned 
to the recipient, they perform their duties 
tirelessly until ordered to stop. Needless to 
say, they never check morale in combat. 
Their construction takeg ten sleeps per foot of 
the creature’s length, making it a lengthy 
and complicated process that would keep an 
adventuring Artificer away from heroic quests 
for long periods of time. 

At twenty-fifh level, the Artificer must 
begin to sculpt an egg of wonder. This proc- 
ess requires a precious or semi-precious gem 
of at least 2,000 gp size. The arcane process 
by which this is done is unknown, but ac- 
cording to legend, the process takes a full 

their work, Artificer 

work of art, he must 
in atonement for his 



done, a full five Intagence points are per- those reserved for wizards), and in the special 
manently stripped from the A&icer, making 
him the cretin his actions indicate him to be; 
At an Intchgmce of 2 or less, the &ric him- 
self becomes a puppet under the full cotatrol 
of the Immortal. 

Ptahr clerks spend their spare time creat- 
ing attistiC igems d all sorts. When they are 
not involved in art, they we thinking a b u t  
artistic e x p k n  and sqch. Thus, some are 
quite eaea& and lea$ rather reclusive lives. 
Even their common dress of gray boded 
r d m  indicates this. They are the epitome oi 
the philosophic artist. 

Pflarr’s specdkt clerics, referred to as the 
“Children of Pflarr,” are 
in magic 
ity to cas , use magical items (even 

abilities that they have. They are encouraged 
to use magic whenever possible to further 
Pflarr’s causes, and increase his following. 
However, they generally refrain from making 
large public displays of their powers. Also, 
though they appreciate the extensive network 
of pyramid energy collectors, and the mighty 
powers that run them, the Children of Pflarr 
disdain their use in the casting of spells. For 
a Child of Pflarr to use a collector in spell 
casting is believed to impair one’s magical 
development, and is therefore an insult to 
the philosophy of Pflarr. 

The Children of Pflarr automatically gain 
the ability to speak Hutaakan and are treated 
as near equals by them. At first level, the 
Children of Pflarr can read magic at will. At 
the 5th level, a Child of Pflarr receives the 
spell-like ability known as the Javelin of 
Pflarr. The Javelin is an energy-bolt akin to 
the magic missile, but is more powerful, and 
also can affect non-living matter. Like the 
magic missile, the target has to be in the 
cleric’s line of sight, but the bolt does not 
miss once fired. This can be done once per 
sleep. At the outset, the Javelin of Pfl&r does 
Id6 + 1 damage. The damage increases to 
ldlo + 1 at 10th level, ld12 + 2 at 15th, 
2d8 + 2 at 2Oth, and Id20 + 3 at 25th level 
and above. The Javelin’s range is the same as 
that of a magic missife. 

The most significant ability of Pflarr’s 
Children is their ability to cast magic-user 
spells. Each time spells are memorized, the 
cleric may request that Pflarr bestow upon 
them one magic-user spell in place of one 
clerical spell of the same level. They must 
have first acquired that spell in a book or 
scroll elsewhere before petitioning their Im- 
mortal for the exchange. 

Clerics of Pflarr must protect magic when- 
ever they find it and help it to grow through- 
out the land. In an adventuring party, such a 
cleric often attempts to befriend the group’s 
magic-user, to learn and to obtain spells. 



When it comes to magical treasure, however, 
the Children of Pflarr can be quite conten- 
tious, doing nearly anything to obtain such 
items for the service of Pflarr. If a Child of 
Pflvr mistreats magic-users without reason, 
he gains no spells until the infraction has 
been repented. 

The downside to all this ability is that 
Pflarr’s Children inherit their Immortal’s 
incomplete mastery of magic. This is reflect- 
ed by their being “magic magnets”-i.e., 
the specialty cleric’s saving throws vs. spells, 
breath weapons, and wands do not improve 
with experience. 

Finally, Pflarr’s clerics must destroy any 
and all gnolls they come into contact with if 
possible (barring situations where such com- 
bat would obviously cause the cleric’s de- 
mise). If this is not done, they are stripped of 
their clerical powers for one sleep. 

The common dress for a cleric of Pflarr is a 
simple white linen robe. Their favored armor 
is either white textile or, more preferably, 
bracers of defense. In all circumstances, the 
ultimate goal of the Children of Pflarr is to 
develop fully magical defenses. To this end, 
non-magical defenses are continually re- 
placed by magical spells and items. In their 
spare time, they research magic, hunt down 
old legends about lost artifacts, and improve 
their libraries. Temples of Pflarr often contain 
hidden rooms of magical items including 
magic-user spell books. 

Ranivorus’ clerics are a deceptive and foul 
lot. The specific information for these spe- 
cialty clerics is provided in the DM’s tome as 
they will likely be encountered as NPC onno- 
nents. 

The many Nithian clerics of Rathanos are 
obsessed with energy, especially that of 
flame. Fire always burns in the braziers of 
their temples, and they constantly research 
spells and magical items that produce flame. 

Rathanos’ specialty clerics, hereafter 
known as Flame-Bearers, exemphfy Ra- 
thanos’ ideal. They live their lives devoted to 
the principles of Energy. In return, Rathanos 
provides these people with special benefits. 

exhaustion like most Nithians, they are ex- 
tremely tolerant to fire. At first level these 
priests are able to walk across a bed of hot 
coals without damage, and gain + 1 to all 
saving throws vs. heat-or fire-based spells, 
breath weapons, wands, and other magic. At 
fifth level they automatically take half dam- 
age from all energy-based attacks (if their 
saving throw is failed). At 10th level they are 
not only immune to flame or fire damage, 
but can regenerate lost hit points with fire, 
be it magical or normal. 

Anytime one of these specialty clerics casts 
a fire based spell, he rolls a percentage die. If 
the result is equal to or less than his level, 
one aspect of the spell is doubled. The player 
may choose whether it is double damage, 
double duration, double area of effect, etc. 

Clerics of Rathanos do not harm beings 
that have a fiery nature unless they have no 
choice. At 20th level, Flame-Bearers gain an 
effect similar to a charm spell when dealing 
with flame-or energy-based elemental beings. 

In return for these abilities, Flame-Bearers 
must continually honor Rathanos by contem- 
plating and researching magic related to en- 
ergy and fire. Their beliefs also place them at 

Although Flame-Bearers are subject to heat 
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erally followed by I 
being. The inform; 

ent with its current borders and cease a1 

tion should be sending envoys of peace and 
love to enemy states. (It is rumored that the 
Tanagoro enclave of Hapta is part of a move 
by Isiris to unite Nithia and the Enagoro 
lands). Apparently in reaction to this dislike 
Isiris’ specialists are known as Thorns. How- 
ever, these priests have the grudging respect 

honor Rathanos. At  least one flame must 
burn in their chambers at all times, and th 
Flame-Bearer’s entire life is devoted to the 
quest for a means to transform the human 
body into a vortex of intelligent energy. (Un- 
fortunately, any successful means to this end 
generally results in the Flame-Bearer proceed- 
ing along the Immortal path of Energy, never 
to divulge the secret to other mortals.) 

daily hasis, he has been known to remove his 
gifts-at the worst possible time for the luck- 
less Flame-Bearer. In addition, the perma- 

__ _ _ _ _  __ ~t properly honored on a 

inner beauty unlike any other people (mini- 
mum Charisma score of 16). Their passion 
for love and romance is so great that anyone 
they make advances toward may fall madly in 
love with them. They may attempt such ad- 
vances once per sleep and the effects are 
identical to a charm spell. If this attempt is 
made while handing the person a rose, the 

--*---- 

mal folk, and are usually in the company 

radiates from the specialty cleric ass 
the company of handsome people. 
person is of the opposite gender to 
treat the situation as if the cleric just 
charm spell on the person. 

At fifth level of ability, the Thorns o 
can cast a spell known as lovesong. When 
lovesong is cast, all combatants within a 1 
foot radius per level of the cleric must s 
- 4, or lay down their weapons and 
together in peace and brotherhood, 

fast friends. This, of course, does nothing 
endear the Thorns of Isiris to warrior-parti 

At 10th level, Thorns of Isiris gain the 

+Lis fell Immortal is not gen- T iL, R,.+.i.7fi-q~ 

Although not persecuted like the clerics 



than the cleric’s level (20 d w q s  faiis), armor 
and weapons (of a random culture) appear. 
At 15th lwei this request is usually answered 
with magical or eyrt~a-plaaat weapons and 
armor, as required by the siwtion ( + 1 if &e 
foe can only be hit by + 1 of better weapons, 
etc.). At times, one or more warriors of first 
to-sixth level may appear to fighkfm &e I 

cleric.  mew^ as soon as the items or war- 
riors are no longer needed, they return to 
their home culture or plane in a shower of 
rose petals. 

Ckrics d Isiris are particularly fbnd o€ 
those who follow Horon and oftep fall in love 
with them. However, Isiris’ clerics always 
spread their charm around mmg all whom 
they meet. They are also particularly ataact- 
ed to tlw ebony s h e d  hagoro an 
these p p i e  fascinating. 

cerned with their a p p m ,  d 
their best at all times. They are parti 
fond of costly clothtng a d  jewelry, w 

. 

The Thorn of Isiris must h a y s  be coa- 

which their wealthier followers continually 
supply them. Horticulture, especially the 
growing of roses, is also important to the 
Thorns. Temples of Isiris are outfitted with 
sumptuous gardens, and apiaries are usually 
kept to not only provide bees to pollinate the 
roses and other flowers, but to provide a 
continual supply of honey. Honey, of course, 
is a rare commodity in Nithia. In this way is 
Isiris honored. 

Isiris is also honored by offerings of food, 
and to take in strangers or homeless children 
and feed them is to honor this loving Immor- 
tal. If Isiris is not properly honored, she has 
been known to blast 2d6 points of Charisma 
from a character, reasoning that ugliness 
within should be reflected on the outside. If 
the victim’s Charisma is reduced to two or 
less, he becomes an ugly, mindless brute, 
completely beneath the Immortal’s con- 
tempt. In addition, Thorns must spend at 
least 1,000 gold pieces per level before being 
able to reach the next level of experience. 



d bulky. In game terms, full 

tection in combat. 

negates the bonus, and shields ( 
buckler) cannot be used at all- 
sible to fire a bow one-handed! 
exception to this rule is archers wh 

oteer, heavyman, runner, or spearman. 
When a Nithian fighter is first rolled up, 
field of specialization may be selected. A 
particular character may have at most one 
specialization. Of course, there are generic 
Nithian fighters as well, but they are greatly 
outnumbered by specialists. 

Specializing requires a lot of extra time 
and devotion to a narrow band of studies. 
This results in both benefits and restrictions 
as explained in the sections below. To reflect 
this extra time spent in practice and training, 
a specialist only starts with two, instead of 
four, general skill slots. 

Fighters may use any armor or weapon 

the specializations place specific restrictions 

ly selected general skills include 
, shield back, Nithian Armor, an 

tain them and use them as only a char 
accepted to their culture. However, some of Can. 

Charioteers dress in heavier armor than 
most as they do not always have to walk. 
Typical armor includes full scale / textile ar- 

Archer 
Nithian archers are arguably the m a t  compe- 
tent bowmen for countless marches in all 
directions. Their function is paramount to 
the military’s formations, strategies, and 

mor with a light shield and helmet being 
optional. Highly skilled charioteers equip 
themselves with scale mail, helmet, and a 
common shield, but this is a 
to novices. Only those of 5th 
can use scale mail without losing 

chers generally dress in harness armor 
the elite employing a breast plate as 

well. They wear their hair short and do no 
use helmets. Both of these aspects improv 

to both fight and drive (see below), and only 
those of 8th level or higher can use a com- 



mail, heavymen’s training builds 
rance necessary to we 
mail and battle-helms 

common shield, although half of them 
never take their shields off their backs. This 
reflects the fact that all heawmen have the dice. and onlv inflicts half damam. 

The main disadvantage of being a chario- 

ain a + 2  attack an 
ing any cultural melee weap- 

. They enjoy a + 1 bonus when us 
hurled weapons in melee (such 
rs, spears, axes, etc.). Howeve 
a - 1 penalty when hurling a spear 

light spear, or javelin and a - 2 penalty 
teer is that general skill slots must be spent 
on chariot driving and chariot combat. Fur- 
thermore, there are a lor of places in which 
the special charioteer benefits do not apply, 
such as inside dungeons, caves, or tombs. 
Besides this, chariots are not cheap. 

Those who are lucky or wealthy enough to 
purchase a float-chariot enjoy a + 1 bonus to 
their attacks and defenses when riding. This 
reflects the increased speed and maneuver- 
ability of the float-chariot Skills commonly 
selected by charioteers include shield back 
and chariot w e a p q .  

Heavyman 
Nithians consider heavymen to be the strang- 
est specialization although most foreigners 
can identify with them more than the others. 

with the only ranged weapons being a few 
light hurled types. However, their combat 
prowess greatly makes up for their lack of 
ranged attack forms. 

sing any type of bow or sling. No penalty is 
applied for hurling a dagger, throwing dag- 
ger, throwing stick, light eye-axe, or hand 

pend a skill slot to gain 
ommonly selected skills 

esh , Nithian Armor, 
Nithian Weapons (see 

‘Nithian Starting Skills” section). A 
arrior is one of the 

deadliest people in Nithia as the combat 
bonuses of the two are cumulative! 

man or a javelin thrower. The 
of spearman includes both. In 
all spearmen study the art of 

Heavymen train in hand to hand combat, and spear. a 
Spearmen wear different armor depending 

upon their current role. When armed with a 
spear, they typically wear partial armor or 
textile armor and carry a great shield. When 
armed with javelins, they wear on1 
armor and almost always carry a c 
shield. They rarely wear helmets in ei 

A spearman is highly trained at th 
spears, short spears, javelins, and shi 
f i e  biggest weakness of a spearman 
limited ammunition. Though spears c 
used in melee, once ,a javclin is throw, it IS, 

/‘\ 1x1 
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Heavymen wear *’forms of armor. 
~ Thou& the most common form of armor is 



gone, often irretrievably lost due to distance, 
danger, or breakage. In addition, only a lim- 
ited number of javelins (ld6) can be carried 
at any time. Thus, spearmen work hard on 
making every throw count. When a spearman 
hurls a spear or javelin at an opponent, two 
attacks are rolled and the more gavorable of 
the two is selected. Furthermore, spearmea 
roll their damage dice twice and again take 
the most favorable when using a spear or 
javelin. 

It should be noted that carrying more 
one spear, two short spears, or a quiver of & 
javelins is very awkward and causes a spear 
man to loose all of the above combat bo- 
nuses. The Same is Vue if they are wearin 
armor other than those types listed above 

Spearma practice with spears enough t 
gain a + 1 bonus to hit and damage when 
using them in melee (the bonuses of the 
above paragraph only apply when hurled). 
The common practice is to throw spears and 
javelins, and then fight in hand to hand 
combat with a light melee weapon. However, 
since lugging a shield and spear around is 
awkward, spearmen primarily train with ,very 
hght weapons. Thus, any weapon weighing 
more than 30 cn causes them to suffer a - 1 
penalty on attack and damage die. But, 
when hurling weapons of 30 cn or less (be 
sides spears, short spears, and javelins), they 
gain a + 1 bonus to hit (not to damage). 

SpeTmen commonly become proficien 
all three bmcerskills, as well as Nithian At- 
mor, Nithian Weapons, and Nithim Shields. 

Runner 
Only the hardiest people are able 
ners. To reflect this, d y  character 

8 

Constitution scores of 12 or higher may sele 
this specialization. During great milit 
campaigns, a runner is assigned to e 
iot as its personal ground infantryman. 
individuals must have the stamina to keep up 
with a chariot and still be able to fight. 

restricting armor. 
harness, bracers, 

Runners typically wear very light, non- 

twice the normal 

wearing metal armor, a common or great 
shield. 

Runners also spend a lot of time rrainh 
in fast kills and wounding to debilitate as 

runners gain a + 3 bonus to hit an oppone 
the first time they attack. If this attack hits 
d20 is rolled against the number of the ch 
acter’s level, and special effects result. 

ld20 
Roll speaal meet 
13-20 Normal damage Z 

6-12 Save vs. paralysis or be stunned 
for 146 rounds* 

1-5 Double dama 

* Regardless of the save, 
fer normal damage. Of course, if they die, 
this is a moot point. 

If a runner is encumbered in any way, or 
wearing full armor of any type he loses the 



+ 3 initial strike bonus and the resulti 
special effects, in addition to a -2 “to- 
penalty. 

ber of additional skills. Commonly selec 
skills include bracers, bow shield, chario 
combat, khopmh, shield back, Nithian ar- 
mor, Nithian weapons, and Nithian shields. 

K h o p h  
Among the Nithians are those who have 
studied the use of this sword so intensely that 
they have developed an enure philosophy 
around it. These are the great Khopesh War- 
riors. They are not a type of soldier, nor a 
specialty of fighter. Instead, they are a small 

range is only 10/20/30, 
it then becomes the most damaging mis 

Runners, like other fighters, have a num 

War-Clerics are a popular type of Nithian 
cleric. They generally patrol pyramid com- ~ 

plexes and guard tombs from robbery. Only 
clerics who follow the current Pharaoh’s Im- 
mortal may select this skill as only the Phar- 
aoh’s clerics may receive this special training. 

War-Clerics are allowed by Nithian law to 
se the mace-axe. Furthermore, they gain a 
onus of + 1 to hit and damage with this 

organization bordering on the e 
itual order. It is impossible to become a 
pesh Warrior without first knowing the 
Nithian Weapons skill. Even then member 
ship is restricted to those who have fought 
with a khopesh sword in many battles (any 
character who uses a khopes 
weapon for the duration of 
fies). Petitioning to becom 
rior succeeds on a d20 roll e 
than the chamcter’s level (20 alw 
course, a skill point must still be 
Petitioning to join the order c 

e per experience level. 
L Khopesh Warrior gains a + 1 bonus 
ck and damage dice with a b p e s h  

sword. Furthermore, he gains a + 1 ar 
class bonus while wielding the sword. 
round is spent entirely defen 
attacks), the armor class bonw increases to 

+!  
Khopesh warriors also gain 

‘‘hd.” This is the act of throwing the sword I 

viagic-User s 
4ithian magic-users lead an unusual life as 
ompared to those of other nations. Nithiam.’ 
Lo not like sudden powerfuk displays of mag- 
c unless they are associated with the Pharao 
)r the Immortal he follows. Thus, magic- 
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users often lead a life just under the surface 
of public awareness. Their primary work is 
often in a field other than pure magical re- 

Similar restrictions are placed on the weap- 

of 13 or greater to be a mage-scribe. Mage- 
hieroglyphics better than 
people in Nithla. As 
ancient hieroglyphics skill 

without expending skill slots. Many for- 
eigners, and even natives, wonder why the 
Nithian writing system has to be so complex 
tlnd hard to l e m .  Mage-scribes know the 
answer; the ancients who created hieroglyph- 
ics must have been magical beings, for within 
this system of writing lies vast magical poten- 
tial. If the ideograms are drawn properly by a 

-scribe, they are able to convey magical 
erties. Many mage-sc 

modern day magical s 

Dungeon Master's Erne. AH that the player 
needs to know is that at each level, a mage- 
scribe learns how to make one new type of 

1 
1 

Without using detec 

5 1  the rtlvphs reveal volu&s of information. 

less than their level on a 20-sided die (20s 
always fail). If a mage-scribe identifies a 
glyph, he may cancel its effects by making an 
Intelligence check. 

Mage-scribes spend a lot of time poring 
over old volumes in an attempt to unlock 
more of the ancient secrets contained within 
their covers. They normally carry a roll of 
papyrus, quill and ink with them. 

Montoth 
The Montoth is one ofthe oldest and m o s  
secretive societies in Nithia. Its origins pre- 
date Nithian history and actually go back to 
the time when Nithians lived on the outer 
wodd. In the Hollow World, survivors of 
what was known as the Lithomancers' Guild 
hid out among the stonemasons of the King- 
dom of Nithia. As rime went on, these stane- 
mages split from the stonecutters and 
resurrected their arcane order under the 
name Montoth, which means "masters of 
mystic stones." 

Montoths also know a lot of secrets about 
the Nithian monoliths, and can identify 
them by sight. If a montoth rolls equal to or 
below his level on a d20, he is able to iden- 
tify a monolith's powers before they affect 
him and his companions. If the roll is a 20 it 
always fails, but on a 1, the montoth knows 
some special secret about the monolith (this, 
of course, depends on your DM). 

At 5th level, montoths may make a saving 
throw versus spells to negate the effects of any 
monolith if so desired. At loth level a montotl 
may gain the powers of a monolith by touchin 
it and making a saving throw vs. spells. Th 
duration of this cancellation or absorption 
one hour per level of the montoth. 



sand, or earth as if these spells were a level 
lower. For example, as soon as a montoth can 
cast 5th level spells (3th level of experience), 
he may learn the 6th level spell stone to flesh 
as if it were 5th level. 

The real power of montoths is the secret 
information they gain as a society member. 
This is an aspect of this specialization that 
your DM will adjudicate. The price for all 
this power is rather high: Montoths have the 
complete enmity of aerial beings due to their 
intense alignment with earth. In short, crea- 
tures of air attack the montoth on sight, and 
will likely fight to the death. Furthermore, if 
a montoth is ever foolish enough to leave the 
sect, he must make an oath to the Immortals 
not to reveal any of his knowledge else he 
will be hunted down and slain if caught. 

Templar 
Templars are the most popular specialist 
magic-users in Nithia as they are the engi- 
neering masterminds behind the great pyra- 
mids. Their superior intellects are filled with 
engineering secrets passed up from the an- 
cients. They understand what rock to use, 
how to cut it, and how to lay it to form a 
pyramid capabk of containing the special 
powers associated with these tombs. kcause 
of the enormous amount of knowledge neces- 
s a q ,  the minimum Intelligence score for the 
templar character is 16. 

There are many beneficial side effects to 
being a templar. At 1st level, a templar is able 
to make an Intelligence check in order to 
identify any type of rock. At 5th level, Intelli- 
gence checks are used to find secret doors set 
into stone walls, ceihgs, or floors. At loth 
level, they can engineer the complete con- 
struction of a pyramid and a successful Intelli- 
gence check indicates that the structure is able 
to contain pyramid power. At 10th level they 
are also able to discover traps if they are of a 
stone nature such as concealed pits in the 
floor, dropping blocks of stone, etc. by mak- 





manipulating What is 

The Lockmaster’s chanc 
ate a flowkey begins at 

master. 

Guardian 

use their specid talents 
complex uaps found in 

Like the Lockmaster, 

plain how it works, purchase the materials 
needed, and spends the time required to 
make it. During this last phase, the thief 
checks his ability to set traps (which is identi- 
cal to his ability to removR them). If the 
check succeeds, the trap is set, otherwise, the 
trap malfunctions. 

If the trap fails, the guardian makes a 
Dexterity check. If the roll succeeds, the trap 
simply doesn’t work. If it fails, the trap acci- 
dentally springs upon the thief; the thief is 
subject to all effects of the trap. 

Besides traps, guardians also know tricks 
such as noisy trip wires, shadow illusions, etc. 
These are often much quicker to make than a 
trap, but the process of determining their 
success is the same. Guardians often set trip 
wires around their camps at night to protect 
against unwanted visitors. 



Nithian Starting Skills 
The following section explains the 
aforementioned skills and abilities peculiar to 
Nithia. As a note, it is suggested that Nithians 
with an Intelligence Score of 13 or more spend 
a slot on the Modern Hieroglyphics skill. 
Literacy is important in Nithia. 

Bow Shield (Dexterity) 
A person trained in the art of firing a bow while 
having a light shield strapped onto his arm has 
the bow shield skill. Normally, shooting a bow 
with a light shield negates the defensive bonuses 
of the shield and causes the bow shot to suffer a 
- 1 to hit penalty. This skill negates that attack 
penalty. Furthermore, a successful skill check 
allows the shield’s AC bonuses to apply on the 
same round in which the bow is being shot (vs. 
missile weapons only). 

Bracers (Dexterity) 
This skill allows a person to gain a + 1 bonus to 
armor class for wearing any non-magical 
armlet, bracelet, or anklet. However, only one 
of these three is gained (and must be 
specified). To gain the benefits of the other 
two, this skill must be taken again for each. 
Thus, if 3 general skill slots are used, a 
character can put on armlets, bracelets, and 
anklets for a net + 3 armor class bonus. Of 
course, bracer skill can only be used in 
conjunction with partial armor (see chart under 
“Combat Gear”) and has no benefit if worn 
with any type of full armor. In the case of 
bracers of defense, this skill enhances the 
bracers’ magical protection. 

The bracers skill is a form of martial arts. 
The wearer quickly maneuvers the armored 
section of his arm or leg to deflect missile 
weapons or physical blows. Thus, if the victim 
is attacked by surprise, no armor class benefits 
apply. Due to this active defense form, bracers 
can’t be used during any round in which the 
wearer is firing a bow. 

Chariot Combat (Dexterity) 
This skill is paramount to anyone desiring to 
fight from a chariot or float-chariot. Without 

this skill, all attack rolls are made at a - 2 and 
damage is cut in half. Those who have this skill 
attack without penalty. 

It should be noted that a person with this 
skill cannot fight and drive a chariot by 
themselves. This skill is useless without another 
person acting as a chariot driver. This is true 
even if the person also knows charioteer 
driving. Only those fighters who have taken the 
charioteer specialization can both drive and 
fight from a chariot at the same time. 

As a cultural note, Nithians rarely use melee 
weapons while riding a chariot. Chariots are 
used as a highly mobile platform from which to 
fire bows and hurl javelins. This is one reason 
that there is no damage bonus for attacking 
with a melee weapon from a chariot. 

Chariot Driving (Dexterity) 
Those skilled in chariot driving understand how 
to properly hook up and unhook a chariot and 
horse. They can also drive the horse in order to 
maneuver the chariot as desired, and are skilled 
in falling to avoid damage in case of a crash. 

If an enemy is close enough, a skill check can 
be made to maneuver into him and knock him 
down. Success allows an attack roll to be made 
to cause actual damage. A one-person chariot 
and horse causes 2d6 damage while a 
two-person chariot causes 3d6. If something 
bad happens such as flipping the chariot, 
breaking a wheel, or being tossed out, the 
driver must make another skill check to avoid 
injury. The chariot driving skill is also necessary 
when driving a float-chariot. 

Hieroglyphics, Ancient 
(Intelligence) 
Because of the complexity of this writing 
system, only characters with an Intelligence 
Score of 13 or better may learn this skill. Each 
time an ancient text is encountered, a skill 
check must be rolled in order to understand it. 
The DM modifies this check based on the text’s 
age and contents. Very old texts employing 
strange ideograms can have up to a - 5 penalty. 
Familiar texts using current day ideograms in 
the ancient style can have up to a + 10 bonus. 

No matter what skill level a character is at, 
he can always read his own writing. This can 



form of martial art and does no 
the shield bearer is actively dZfen 
@e., not attacking someone els 
only the standard + 1 bonus to 

Nithian Weapons (Intelligence) 
Like the bracers skill, Nirhian weapons can be 
selected multiple times. Each time a skill slot is 
expended, the character is able to use the 
enhanced attributes of one more Nithian 
weapon (the specific weapon must be selected). 
These enhanced attributes are listed on the 
weapons tables below. 

Resist Heat Exhaustion 
(Constitution) 
A person skilled in resisting hear exhaustion 
can “take the heat” longer than most. This 
skill doubles the time limits on heat exhaustior, 
triggers. Thus, a skilled person can perform an 
8-hour forced march through the desert before 
checking for heat exhaustion. 
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Players may find this my 

Normal Skilled 

Mace-axe ld4 
Sword-staff Id8 Idlo 
Sword, Short ld4 1 d6 

Two-Handed Sword, 
Great- +4 vs. Sword, Khopesh ld4 2d4 

Khopesh 1 d6 
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Combat Gear 

Armor 
Although Nithians have a mastery of iron 
technology, they do not employ iron in the 
making of most armor. This is primarily due 
to the environment. Walking across the 
desert in plate mail armor is an act of 
veritable suicide. (The plate mail of the 
heavymen is an exception to this rule, and is 
discussed later.) 

Thus, many strange and unique forms of 
armor have been developed. These special 
Nithian forms of armor are listed in the 
inside cover along with armor class, costs, 
encumbrance, and heat exhaustion penalties 
of all forms of armor. 

Nithian Shields Defined = 
Most Nithian shields are made of thick hard 
leather stretched over a wooden frame. The 
hide is specially treated and cured to assume 
the properties of metal: very tough, very hard, 
yet without the weight of metal. Many 
Nithians haven’t gone to metallic shields due 
to their weight and the fact that holding a 
metallic shield against one’s arm is very 
uncomfortable in the 110 + degree climates of 
northern Nithia. Unlike metal shields, 
however, mated leather does not turn sharp 
edges and stabbing points very easily. 

Nithian common shields are rectangular 
and can be slightly curved. Light shields, or 
“small shields” as they are also called, are 
either round or rectangular and can be 
strapped onto the forearm like a buckler 
shield. They are generally no wider than the 
length of a man’s forearm. 

The most famous Nithian shield is the 
great shield employed by the ranks of 
spearmen. This shield is rectangular with a 
slight curve in it. The top may be flat or 
slightly rounded. They are slightly wider 
than the wielder’s body and just tall enough 

that he can see over it if the base is set upon 
the ground. 

In combat, great shields are often set on 
the ground or stuck into the sand. The 
spearmen behind them can then wait in 
relative security until a foe approaches within 
hurling range. Another option is to form a 
shield wall with great shields, with spears 
protruding through the cracks, providing a 
formidable obstacle to opponents. (For shield 
statistics, see the Weapons Chart on the 
inside cover of this product.) 

Nithian Armor Defined = 
From a combat briefing given by the 
Milenian Navy: 

“There are two general classifications of 
Nithian armor. Partial armor is composed of 
various odd pieces that can be used in any 
combination, while full armor is a complete 
suit of armor. Partial armor cannot be mixed 
with full armor as the two protect the same 
areas, and partial armor relies on the 
defender being able to move very 
dexterously, which is not the case in full 
armor due to its bulk. 

“Armlets, anklets, and bracelets are not 
merely forms of jewelry in Nithia. Rather, 
they are stiff bands of textile, leather, or 
metal that cover four to eight inches of an 
appendage. It is very difficult to master their 
use and they provide no protection to anyone 
who has not specifically trained with them 
(see the bracers general skill). These 
defensive adornments may at times be 
magical in nature as well. 

front and back that provides minimal 
protection but is quite useful to attach 
quivers, shields, packs, and other gear to. 

attach a breastplate to it. A breast plate can 
also be hung about the neck, but wearing it 
in conjunction with a harness is much more 

“A harness is a simple crossing strap in the 

“A great improvement on the harness is to 
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comfortable. This is not the large form- - 
fitting breast plate of plate mail, but a small 
perfectly round disk only 12 to 18 inches in 
diameter. Anything larger would be com- 
pletely impractical in this climate. 

“ Textile armor is quite popular among 
Nithians as it is easy to make, cheap, light 
weight, and relatively cool to wear. It is a 
two-piece garment composed of a linen-type 
fabric that is hardened by various plant juices 
to form a light weight, resilient material. The 
armor garment is left flexible in places so 
joints have mobility while other areas are 
protected by the added durability of the 
stiffened textile. 

“Nithian plate mail armor is comparable 
to the plate mail we are most used to. It is 
composed of worked metal sections that are 
bound with finely meshed chain mail. These 
worked metal parts may have individual 
magical enhancements. The one difference is 
that it can be worn only in conjunction with 
a Nithian battle helm. The battle helm, in 

addition to providing full head and facial 
protection, acts as a magical cooling device, 
protecting the wearer from the effects of the 
hot weather.” 

“The strange Nithian armor can tell a 
trained observer much about his opponent. 
Anyone wearing armlets, anklets, or bracelets 
is usually a seasoned combatant as their use 
requires special skill, and if all three are 
worn, they are likely a master fighter (PC 
quality). A Nithian wearing a helmet is never 
seeking peace, as helmets are only worn when 
combat is forthcoming. The same can be said 
of all the full armor forms. Helmets and full 
armor are simply too hot to wear as everyday 
gear.” 

Although sandals do not provide for armor 
class benefits, they are considered to be ar- 
mor among the Nithian populace. The rea- 
son has to do with the harsh desert sands. 
Anyone walking in the open desert without 
foot protection suffers burning damage from 
the hot desert sand. In game terms, a bare- 
foot person loses one hit point for every eight 
hours of desert travel. As with shields, full 
statistics for Nithian armor are listed in the 
“Nithian Armor” chart on the inside cover of 
this product. 

Weapons 

Nithians use a variety of weapons, but unlike 
most other cultures, nearly half of them are 
missile or hurled weapons. The damages and 
ranges of Nithian weapons are increased in 
conjunction with the Nithian weapons skill 
previously mentioned in this book. Full 
statistics for Nithian weapons are listed in the 
“Nithian Weapons” chart on the inside cover 
of this product. 

Eye-axes are a less bulky axe intended to 
make desert campaigns an easier affair. Their 
blades are mounted on the inside curve of an 
S shaped suck. When the axe is viewed from 
the side, the shape suggests the Nithian 
hieroglyphic for the human eye, hence the 
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age as a standard spear, but is lighter, 
cheaper, and can be thrown farther than the 
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ourse, they are not quite as long, ranging 
from one to two paces (3-6 feet), but this is 
not seen as a hindrance since Nithians throw 
their spears as often as they use them in me- 
lee combat. 

The staff-bow is an innovative weapon first 
designed by the peasant class ages ago, but is 
now used by the populace at large. When 
unstrung, a staff-bow is a straight heavy staff 
that deals ld4 points of damage in melee 
combat. The suing is either detached alto- 
gether or tightly coiled around one en 
When strung, it functions as a rather st 
hard pulling bow. Due to its shape, it has 
severe range penalties, but tales have been 
told of magical staff-bows that are as good 
or better than the outer world longbows, an+ 
may perform as staves of striking. It should 
be noted that not just any old staff can be 
strung up and made into a staff-bow. Only 
wood with the special properties of resilienc 
and flexibility will suffice and most simplp 
staves do not qual&. 

ago introduced by the peasant class and 
adopted by the populace at large. Throwing 
sticks are a very practical weapon as they 

The throwing suck is another weapon long 

hour. They have a curved knot at one e 

ld2 damage in melee and ld4 if they th 
it while skilled Nithians cause ld4 
and Id6 if it is thrown. The entire 
very narrow and does not have a usa 
for grasping in melee. It does have an 
larged disk as a pommel, giving it a d 
tive and odd look. 



Heat Exhaustion 
Heat exhaustion is also a very real threat th 
all natives are familiar with and know how 
safeguard against using either by bringing 
their own water, or by using household 

Heavy manual labor 4 hours 
Activity without water 4 hours 

Making a Heat Exhaustion Check 
A heat exhaustion check involves making a 
saving throw vs. death ray. A d20 is rolled 
applying all bonuses and penalties. The total 
must be equal to or greater than a character’s 

The most talked-a 
eather is the wind. 

een force-marched for the last five hours 
without water, he has a - 2 penalty (forced 
march & no water). Of course, he must have 





previously succeeded at a 
check after the first four 
march ended (at which 
penalty due to going 4 

Heat Exhaustion 
The effects of a failed 

the same 

on the following table. 

Result Effect 
1 or less Heat Stroke 
2-3 Delirious 

4-5 Heat Stroke 

6-7 Delirious 

8-9 Heat Stroke 

10- 11 Delirious Continue current 
activity until 
collapse* 

12-15 Heat Stroke Id6 points of 
damage 

16-17 Collapse Die in ld4 hours 
unless water is 
drunk 

18-19 Passout Awake in Id6 turns 
20 + No effect 
* Every turn (or round if during combat) a 
Constitution check is made. Failure means 
the person collapses as per the result above. 

Once a heat exhaustion check has failed, 
all future checks automatically fail until all 
heat exhaustion triggers are eliminated for a 
length of time equal to that of the 
exhausting activity. For example, if Ahmed 
the Barbarian has failed his Heat Exhaustion 
Check after running for four hours, then he 
must rest for at least four hours before 
leaping to his feet to run again. 



ation strip that suddenly ends. 

western border is defined by 

about 18 marches wide (360 miles). 
The exact borders of the Kingdom of 

Nithia are a thing of constant dispute. The 
Pharaoh claims the right to all lands that he 
or any of his representatives view. However, a 
more realistic border of the Kingdom cuts 
across the middle of Lake Menkor to the 
north, runs down the spine of Pflarr’s Wall 
and across the Plateau of Anhur, and circles 
below Lake Thufu to the edge of the Great 
Southern Shield, running along it until just 
west of Fort Amonsur. From here it runs 
across the Hutaatep Highlands until it meets 
the southern arm of the World Spine on the 
south side of the Valley of the Hutaaka, then 
back to the western shore of lake Menkor. 

The only border that is truly undefined is 
Nithia’s western line across the Hutaatep 
Highlands separating Nithia from the Jennite 
Holdings. This point is a source of constant 
war between the Jennites and Nithians. Most 
Nithians claim the Hutaatep Highlands for 
themselves, clear to the western border of 
this region, while the Jennites have set the 

border so that it runs right through the old 
Hutaatep ruins. It is unlikely that this 
particular point will ever be settled as it is a 
cultural cornerstone that the Nithians must 
always work to expand their empire. 

Desert Lands 
The lands of Nithia are quite varied. Inaeed, 
the River Nithia 

shapes. 



seem to blow constantly 

rt.” It is flat and 

natural causes o 

for explorers. A few canyons conceal Ius 
oases that are actually miniature forests. 

The Nithian word for badlands direct1 
translates to mean “land of the ancient 
silence.” Most modern day scribes inform thc 
inquisitive foreigner that this refers to the 
strange way in which sound seems to echo of 
the cliff faces and canyons, reverberate 
around the speaker, and then fall silent i 
such an ominous way that m 
before creating another such sound. Others 
explain the effect as the residue of a magical 
battle fought in this region 
ago. The acoustics of the area cau 
sounds to travel along the canyon 
heard nearly a quarter march aw 
times, the loudest shout is 
wds ,  reverberated around the 
person around a bend just a fli 
hear nothing. This explanation does not, 
however, account for tales of adventurers wh 
suddenly find themselves unable to hear 
their own voices or foo 

regional Kings, and other important officials 
were entombed in chambers built into the 
canyon walls and naturally occurring 
pyramids. They are guarded by the 
labyrinthine mctures of the region. 

entrances are protected by the moa 
and deadly traps ever designed. 
ry circle, there are a few would-be 
robbers who enter the badlands. Most 
ver seen again, but a very few return 

e into the ranks of nobility. Conversely, 
at same laborer may trigger one or a series 
magical traps that will plague him and his 

The Badzanss of Ni 
Nithivl badlands 

ends), while others sud 
n%turat bowls often 
pypsypids. These are 
layers of ncldr ptecnng 
from the ravages of 
great rock monolid- 
like some ancient rp- 
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canyons are sand-fi 
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very few people are brave or foolish enough 
to risk “hamesting” the Nithian badlands. 

The Broken Lands 
The barren Nithian broken lands are perhaps 
the most awe-inspiring terrain in all Nithia. 
When Nithians speak of the “underworld”, 
they refer to one of two things: either the 
lands of the dead, or the broken lands. It is 
said that ancient powers lie dormant in the 
broken lands. Most Nithians do not venture 
far into such places alone and even feel 
uncomfortable here with a large amount of 
people, such as a military company. 

badlands (explained above), however, they 
are even more harsh and inhospitable than 
the badlands. It almost appears as if they 
were once badlands, but some great force 
smashed and twisted them beyond 
recognition. Rocks lie at odd angles, usually 
in great sheets or splinters that jut upwards at 
unnatural angles. The canyon walls have 
been shattered in places causing house sized 
clods of aged clay to litter their floors. Even 
foreigners unexposed to Nithian legends feel 
uneasy walking in the broken lands. 
Vegetation is (apparently) non-existent here, 
and wildlife is scarce, mostly made up of 
desert rats and the occasional bird of prey 
that feeds upon them. 

The broken lands are much like the 

The Nithian Itills 
The rolling hills of Nithia appear very much 
like static dunes. Those near the river are 
composed of silty dirt and are covered in 
light vegetation. The soil composition 
becomes finer and eventually turns to clay as 
the hills roll towards badlands or underworld 
regions. If the hills border open desert or 
mountains, the hills are more sandy or rocky 
appropriately. 

Most of Nithia’s mineral wealth lies in the 
hills, perhaps a result of all the different soil 

types and rock formations that seem to meet 
in their midst. The minerals most mined are 
gold, silver, iron, and copper. Of course, 
Nithia is famous for its great wealth in gold. 
Some of the largest deposits found in the 
Hollow World lie beneath this baked land. 

Some Notes on BuiUing Materih 
Stone of all types is found throughout 
Nithia-from the sandstone of the desert, to 
the obsidian of the underworld and 
badlands, to the limestme of &e 
Besides these, marble, serpentine 
granite can be found in abundance in various 
regions. The most precious building stones 
are those that can best weather time. Of 

be found, but none are harder 
iron-like quartzite rocks. Quarries are a 
common sight as these “noble stones” are in 
constant demand for monuments, obelisks, 
or tombs. 

All the great buildings throughout the 
kingdom are made of rock. The material and 
workmanship of a building is a symbol of its 
occupants status in society as well as the 
building’s inherent worth as a strumre. 
Stone buildings are the m a t  elite, with the 
quality of the stone i m p v h g i t s  level even 
more. Greatest of all are those structures 
comprised of great blocks of stone carved and 
placed so their seams va&h due 

buildings falls to the order of the 
since the most perfect construdons ate 
created with the rod of budding. 

lesser stones, and stacked rocks in which gaps 
and seams are evident. Then cwne structtms 
made of earthen walls, which are considered 
to be the domain of c o m n  folk. 
Reinforcing these walls with wood or reeds 
makes them stronger, butis very unorthodox 
in the eyes of locds. Stone reinforcement is 
infinitely preferable to vegetable matter as 
structural support, and there %re better 

these, alabaster, porphyry, and all 

craftsmanship. The construction t 

Next come buildings 
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I Nithian barn owl. Land birds like the sand 
grouse, red partridge, bustard, quail, and 
snipe abound, and water birds such as the 
flamingo, crane, heron, spoonbill, and king- 
fisher inhabit the shores of the Great River. 
Even everyday birds like swift, martin, lark, 
finch, bulbul, and many species of ducks and 
geese are evident. Of course, one of the most 
revered species is the ibis with its legendary 
ties to the Immortals. 

“The many birds of Nithia are no doubt 
attracted to the warm moist waterways and 
fields along the great river as well as the nu- 
merous types of insects that always accompa- 
ny moisture and heat. Among these are 
mosquitoes, grasshoppers, praying mantis, 
and a wide variety of moths (yet no butter- 
flies have ever been seen in Nithia). The 
desert and badlands are also perfect habitat 
for both common and huge specimens of 
scorpions, tarantulas, and centipedes. The 
more “domestic” pests are the houseflies, 
fleas, and cockroaches found in the cities 
(particularly in wooden buildings). Wasps are 
common, but bees are scarce, making honey 
a luxury and form of currency in certain 
Nithian circles. 

and Nithian perch found in most of the ac- 
cessible waters. Fish constitute the main 
source of protein among these people. 

“Typical land herbivores include the dor- 
cas gazelle, ibex, and oryx as well as the gi- 
raffe, ostrich, and wild cattle. These are 
preyed upon by hyena, jackals, jungle cats, 
caracals, and panthers. Cleaning up after 
these or chasing smaller game (like desert 
hare) are the desert fox and fennec. The wa- 
ters of Nithia support also non-piscine wild- 
life such as crocodiles and hippopotami. Rats 
are fed upon by mongooses, desert monitors 
(a 1-2 pace long lizard), and snakes including 
the viper (both horned and normal), echis, 
and the deadly Nithian cobra. Finally, bats, 
barbary, and jerboa are sometimes seen. 

“Insects are also devoured by buolti, carp, 

“Nithians have domesticated a wide varie- 
t y  of animals for transportation, labor, and 
occasionally to adorn the dinner platter. 
Horses, oxen, camel, and ostriches are all 
owned and used for transportation or labor 
(usually by the upper class and wealthy). Of 
these, all but the horse are native and can be 
gathered in the deserts or badlands for profit. 
Sheep and goats are raised for meat, milk, 
cheese, butter, and wool, while pigs and 
cattle augment the herds. 

“Stalking the fringes of the Nithian ecol- 
ogy are the truly exotic creatures such as di- 
nosaurs. Luckily for the populace, their 
ranges are limited to the northern regions of 
Nithia, where the heavily-forested land is 
more hospitable to lifestyles. However, 
smaller, hardier breeds are known to the 
south. In some cases, it is rumored that there 
are Nithian outlaws who have even domesti- 
cated these beasts for riding purposes. Also 
inhabiting the outlying regions are the down- 
right weird creatures, things that may be 
escaped magical experiments that bred true, 
or caprices of the Immortals. In this category 
fall beasts like the refractor, man-scorpion, 
and the chimer.” 

It would seem that all Nithians live for one 
purpose, to serve their Pharaoh and their 
Immortals. These two edicts are 
indistinguishable, as the Pharaoh is 
considered to be a lesser Immortal serving 
either Pflarr or Rathanos. Indeed, all 
Pharaohs are clerics of Pflarr or Rathanos. All 

ioh and 1 1 r%* ..- . -_. . . Me in Nithia centers arouna me rnara 
his policies. The Pharaoh is head of the 
temple, leader of the military, and king of 
the lands. To disobey the Pharaoh is to 
disobey the Immortals. 

However, to dismiss Nithian society as a 
static, mindless gaggle of servitors to a 
supreme central authority would be worse 
than wrong. Nithian society is a living system 



that, though strange, 
functions that make 
people. 

The Caste System 
Nithian society is mad 
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Nomarchs. Each city and its surroundin 
makes up a nome. The three major citi 
also nomes. The rest of the nation is di 
up into nomes as decreed by that kingdom 
King. These nomarchs are accountable to 
Upper or Lower Kings, but are relatively 
autonomous. 

Nobles 

Nobles, which make up the top five p 
of Nithian society, are broken down in 
sub-levels. For the sake of convenience 
sub-levels have been separate 
categories of Clerical Nobles, 
Nobles, and Military Nobles. Furthermor 
those on the same lint have a similar ran 
among the noble caste system. 

Commoners 

Commoners include all private landholder 
and business owners. Commoners make 
40% of the Nithian population, a great 
percentage than any other caste. As su 
they tend to have the greatest range of 
conditions and mobility. A great mer& 
magnate who controls all imports into 
Menkara on Lake Menkor is a commoner 
as is a lowly baker who lives, sleeps, and 
works in a one room mud-brick hovel. In 
addition, the baker has the opportunity, 
through hard work or successful investment, 
to rise to the level of the merchant magnate. 
The wealthiest and most influential 
commoners can call upon nobles for favors 
and have even been known to dislodge 
nobles from their place in society. 

however, that Nithia 

easants 

above slaves. They 
are not owned by any one individual and 
Cannot be individually sold, but they are 
eonsidered to be owned by the land or 

erne. Thus, when a 
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current Delta Kin 
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Geese are used as ’ w d  dogs,’ as they honk 
with a gmtt clamor whenev 
ocm.” 

Entertammen 

Although Nithians are 
they also enjoy their spare time. Perhaps du 
to the hot climate in which they live, 
Nithians love gardens and gardening. In 
some cases, such as the priesthood of Isiris, 
these gardens are both symbolic and 
economical in nature. The general rule, 
however, is that any Nithian worth his salt 
has a garden that is assiduously taken care of. 
Most nicer estates have a large walled garden 
as an entrance courtyard. Noblemen are 
known to pay handsomely for exotic or rare 
species of plants to add to their collections. 

According to Narab, “Nithians’ love for 
life extends to animals as well. Some of the 
more common pets are listed above. Besides 
these, personal menageries, and aviaries full 
of all varieties of beautiful and strange birds 
are very popular. Respect for all forms of 
plant and animal life is taught at an early 
age. The Nithian curiosity for new forms of 
plants and animals is often a source of 
income for those who dare both the deep 
deserts and faraway lands in search of exotic 
birds and animals. Because of this, animals 
and piants from all over the Hollow World 
can be found in the menageries of Nithian 
nobility. 

“Some claim that Nithians love birds for 
the elegant songs they sing. Indeed, their 
love of music would back this up. Great 
outdoor choirs are formed during festivals of 
all sorts. Master musicians bring forth their 
flutes (both normal and double), harps, 
trumpets, and drums to produce the strange, 
haunting music so loved by the natives.” 

Other arts are also patronized. Among the 
most popular are sculpting, carving, and 
painting. The great Nithian cities, filled with 
enormous monoliths, statues, and pyramids 

are testament to this fact. Like the 
stonemasons, mages, and other tradespeople, 
Nithian artists are a well-trained caste, and 
have created schools and universities to 
educate the populace at large. This education 
has allowed the Nithians to produce some of 
the most striking art in the Hollow World. 

Another unique aspect of Nithian artists is 
their ability to think and act as a group. A 
large statue may be worked on by several 
dozen master craftsmen all at once. Yet, 
when their various surfaces meet, they join 
with such precision that the finished product 
looks as if it was made by one person. 

Besides the quality, an art connoisseur can 
also identify Nithian art by the colors used. 
They believe in only using basic colors: red, 
yellow, green, blue, white, and black. These 
are felt to be more pure allowing their 
magical properties to function unhinderec 

Palace entertainments are even more 
exotic. Seductive dances are performed in 
sheer white linens, and captured slaves are 
forced to perform their native dances and 
rituals for the nobles’ entertainment. Foreign 
mages are also requested to perform their art 
(under the strict supervision of the Nithian 
mages, of course). 

Nithians even enjoy games of various sorts. 
Among the most popular are senet (a game 
similar to backgammon) and nine pin. These 
are sometimes played for very high stakes 
such as slaves, or even a person’s life. 

-- good 
The great open air markets lining the bazaars 
of Tarthis and other Nithian cities carry the 
following food and related items: 

Meats: Cattle, pig, goat, sheep, fish, 
waterfowl, duck eggs (no chickens) 
Preservatives: Natron (a soda-like substance), 
salt 
Sweeteners: cane sugar, cinnamon, honey (a 
luxury) 



: wheat (primary), arley, rice, and 
orn d 

Most buildings are single-story structures 
made of adobe or rough stone coated in 
hardened mud. They are designed to catch 
the wind and funnel it through the house. 
This provides for a cool breeze, but also 
tends to blow dust into the building. These 
structures are also flat roofed as rain falls 

dom and snow is an unknown. On top of 
e roof is kept a grain bin, bread oven, and 

During the windy seasons, Nithians sleep 
lly a sun shade. 

In fact, over 50 varietie 
in ‘Emhis alone. 

The primary commodity 

fine silt that flows in it. 

minor sickness that has a 
becoming a serious illness 
magic of pur+ water is a 

water scrolls are 

water from wells that 

is drawn out, the well’s 

water table. This wa 

absolutely safe water 
tage being the slow r 

&wehold spell call moistu 
rocess . 

on top of their houses on mats located under 
the sun shade. This location is often cooler 
than sleeping within the building. Another 
odd aspect of sleep is the Nithian pillow. 
They do not use goose feathers stuffed in a 
linen sack as would be expected. Instead, 
they use a wooden neck support carved in the 
shape of a “Y.” Foreigners find this device so 
uncomfortable that they usually don’t use it. 
Yet, it does elevate the head and allows for 
body heat to be dissipated in all directions. 
Those foolish enough to use down pillows 
will awake in an uncomfortable sweat after a 
few hours. 

Nithian furnishings are considered spartan 
by most. Only the wealthy own tables, and 
even then, they are used to hold valuables, 
not to eat from. Chairs are rare and couches 
are almost never seen. Instead, they use reed 
mats and permanent mud or rock benches 
extending out of the walls. Chests, on th 
other hand, are common. In Nithia, a chest 
is not always a hardened container designed 
to store gold. Usually it is a box shaped 
container made of reed, more of a square 
basket than a true chest. Such chests of all 
sizes can be found, for Nithians are very tidy 
people who like to keep their homes simple, 
clean, and organized. 

Of course, the wealthy do use some of th 
luxuries found in other nations such as stool 
chairs, and even beds. 
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aquatic shipping purposes, Nithia is actually 
blessed with a river that flows slowly 
northwards while the winds continuously 
blow in a southerly direction. Thus, sails can 

Although most corn 
to their dest..bations, there ate a number of 

be used to move upstream while current is 
ready for the return trip. 

As noted on the map, there are several 
rough areas in along the river’s length.. 
However, all of these cataracts and rapids can 
be maneuvered through if the craft is not too 
bulky or overloaded. Fortunately, there is a 
town near each of these that hires out river 
guides as well as boats with a more shallow 
draft. 

It should be stressed that there is .little 
wheeled transport in Nithia. Chariots are 
reserved for the military and wealthy as 
owning a horse is uncommon. Wheeled 
wagons are almost never seen, and even hand 
carts aren’t popular. Instead, items are 
carried by hand or by hovering palettes 
pulled by slaves or draft animals. 

transportation when speed is required. For 



a revered state of 

criminals. Such a fate often leads to 

happier existence. Of course, a sentence to 
the mines is often only for a duration. In 
such a case, the criminal may survive the 
“sentence” to return home in good health. 

I 
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alered geqwpb,  beasts that 

the unrest aused by tiVal seas uf clerics who 
followed pflatr and R?rhams. Rough the 
om Immonals were sllies, 
necessary to vie for domimace beween the 
Spheres oZEneqg, symbolized by Pfl 
Life, champbd  by lhhams. F&tmg 
among theh overzealous foUowers broke into 
warfare, threatening a replay d the camage 
that put Nithia in the H o h  War1 
Though it cost his life, Kepher uncovered 

the entropic artifact respons 
flict and was rewarded with 
Time went by, and Ran& 
pered. 

The second Pharaoh was Tur-Ah. Upon 
ascending to the throne, Tur-Ah immediately 
set s e v d  great projects in motion. Plans 
were drawn up and constnaction began on a 
great Pharaoh’s palace several marches south 
of Ranak. It was to be located on the western 
shores of the river that had come to be 
known as the River Nithia, Although the” 
palace was not completed until after Tur-Ah’s 
death, it was later named Turd in his bonor. 

theyenoount&, lrad to quell 

town has grown into the 

Nithia met (about 700 years hter the west 
fork was tenamed “The River Hapta”). The 

a pknue of them can be 

a major expansionist 
movement n 

after the hills that 

e minerals and the 

-Ah was called to the path 
turned over rulership of 

of forming a city so far 

numbers of people were 
sent her foot soldiers and 

enure city were uprooted 
stream to the site of 

thia realize that this 
conflict that would 



War Empts 
Burned by the Pharaoh’s capricious 
maneuver, Hathep was suddenly forced to 
provide for thousands of people, and use 
them to build a city besides. Hathep was 
well-versed in the magical arts, and used 
these abilities to carve a city from the 
wasteland of the Nithian river delta. He 
called on other mages in the colonial 
grouping to help in this project, and 
e v e n d y  formed the Inna Circle, a secret 
organization that exists to the present day. 
Unfortunately for Hathep,‘his efforts and 
those of the Inner Circle had one prime 
motive-revenge against Kifara for the 
uprooting of his people, and the thcyusands 
lost in the Delta wilderness. This left both 
Hathep and his followers open to the 
seductive wiles of Thanatos and Ranivorus. 
Both Immortals and initiates welcomed this 
unholy union. 

Wirhin forty circles, Enhis grew ftom a 
group of crude huts to a full-size city. The 
Inner Circle had also grown-from a 
benevolent grouping of mages and clerics to 
a despotic cabal of overlords who drove the 
entire populace along the path of revenge. 
The towers of ’Emhis soared high into the 
sky, the pyramids and minarets 
gleamed-.but its people lived in fear, both 
of Kifara’s anger, and of the Inner Circle. 
Within another ten circles, ?grthis had 
developed an army and navy of size and 
power comparable to that of Kifara’s. Armed 
with this might, and aided by the 
re-discovered war-magic of ple-Hollow World 
Nithia, Hathep descended upon Ran& and 
wrought his vengeance. Kafiri retaliated, and 
once again the demons of war danced in 
Nithia. When the smoke cleared, ‘Emhis was 
severely damaged, and Ranak lay in ruins. 
Kifara’s rule was crushed, but only at great 
price. 

Saddened by this return to old barbarism, 
pflarr and Rathanos once again began the 
process of healing and purging the evil from 

the surviving peopie and lands. In time, the 
cities were rebuilt. This time, however, the 
Immortals placed a block in the minds of the 
Nithians. Though the magic which gave 
Nithia its splendor would return, never again 
would the Nithians be able to wield the 
awful energies that could erase whok cities 
from the face of the Hollow World. Nithian 
society would live-in spite of itself. 

The Entwining 
After the battle, the kings of both sides met in 
the now-ruined city of Bisur to make peace 
between their regions and reunite Nithia. A 
great document known as the Entwining was 
drawn up. Many provisions and laws were laid 
out in it settling scores of age old disputes. 

One of the more significant results of the 
Entwining was the agreement that Nithia 
would remain two kingdoms joined as one 
nation. A mighty fortress was built atop the 
ruins of Bisur and marked the north/south 
boundary between the two kingdoms. At all 
times, it was to have a joint garrison of 
military personnel to signlfy the peace 
between the reunited factions. 

It was also agreed in the Enrwining that 
the nation would be renamed “The 
Kingdoms of Nithia.” That name is used to 
this sleep although the “s” on Kingdoms is 
only used in documents and interactions 
between the two kingdoms. 

Both Southern Nithia and the Delta were 
to be ruled by a “king.” A Pharaoh would 
still wield absolute power over all Nithia. He 
would be selected by a joint group of high 
priests from the two regions. The priests 
selected Rasiris of ‘Iirthis as the first new 
Pharaoh, due to his impartiality in his 
previous dealings with both kingdoms. 

The vast influx of wealth that Rasiris 
enjoyed as Pharaoh prompted him to 
construct the largest and most elegant 
pyramid in all Nithia. It was located a 
hundred flights south of Enhis. The 
complex has expanded immensely as of today 
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and is known as the Necropolis of 
The reign of Rasirig was short, 

followed to power by his son Ramme (E 

reign as Pharaoh was passed OQ tahis son an 
so on up to and i a c h h g  the present Phar- 
aoh, Barnose IV. Thm, since the.- 
all Pharaohs haw been patrons of Rath 
the Delta region has been in contfoll of 
Nithia, and the capital has been 'Emhis. 

knmri as Ram0Sc:I). Likewise, I b l w : s  

Rnrnose I mjoyed a flourishing reign dur 
which Tarthis' popliatian increased be- 

yond Menl-an, d l& treasq welled so 
much that be b d t  a palace on the. way tor 
ward the mine that was 
aad his father's ~ i g n  1s 
it after himself, and dl 

en their fathers nam 

All this has lead to sever 
DM should be aware of 

nt political stage. The Ramose Pharaohs 
all been strong leaders, causing the 
Kings to be nothing more than puppet 

rulers. In fact, Ramose IV is ofien referred to 
as both Pharaoh and King. This Ras causeha 
lot of dissention between the current Delta 
King, Senkha, and Ramose W. In 
Senkha has taken a bold step and 
herself and her political power to Menkara. 

nrest in the Southern tegion has aim 
growing as the Delta is growing rich o 

e grain, gold, linen, and other goods, th 
ey must constantly pay in taxes to the 

Pharaoh. Every city, town, and even village 
has temoles or at least a shrine to both. 

e History of 
Euthis might not stand today if not for a 

s ship bearing supplies that 
on the River Nithia at a most 

rtuitous time. Attempting to rebuild after 

the ruinous Wis-Ranak War, the surviving 
Nithians were hard-pressed. The desperate, 
hungry workers were amazed to see an 
iridescent, flame-red-and-black vessel which 
was loaded with greatly needed food and 
building materials sail out of the sky and 
settle onto dry land. Legends claim the ship 
was of gargantuan size, far larger than a 
conventional hover-barge, and seemed to 
have bottomless cargo storage. The ship had 
no crew, but was easily unloaded. Even 
today, although clerics of Rathanos remind 
the populace that it was sent by their patron 
Immortal to save them, there are persistent 
whisperings that it was actually sent by 
Ranivorus. Indeed, it is not clear who was 
responsible for both the magical boat, and 
the now-legendary rod of budding which was 
also aboard. 

In any event, it is written that those few 
who watched as the ship departed claim to 
have seen the ship lift off and sail toward the 
sun. Other forbidden writings say that the 
ship burrowed into the ground, leaving no 
hole to mark its passage. 

With renewed strength and supplies, and 
aided by the mysterious"artifact, the people 
completed the outer walls of the city. This 
was fortunate, for 30 days later a Tanagoro 
raiding party crossed the desert into Nithia, 
killing all those caught outside the walls. 

This event prodded 'Emhis into building 
up a sizeable army. Even then the Tanagoro 
continued to raid the area, killing the 
outlying villagers, farmers, and plundering 
the much needed crops. Finally, it was 
decided that a fort should be constructed on 
the edge of the desert the 'Exnagor0 came 
from in hopes of stopping their adv 
before they could cause more harm. 
Fort Ruma (now The Fortress of Kufneh) was 
built and heavily manned. This was a great 
risk, but fortunately, for the Nithians, it 
worked. 

From that point on Wis thrived. First it 
grew crops in the lush delta area, expanding 



into food crops not available in the south. 
These were traded with Ranak and Bisur. Not 
long after this, a boatload of Hutaakan ex- 
plorers sailed into Tarthis. Limited trade was 
set up b e e n  Tarthis and Xyqata (the Hu- 
taakan capital). Soon other traders heard of 
&this through Xyqata and Tarthis started to 
boom. The influx of commerce began to shift 
the balance of power from Ranak far up- 
stream to ’Emhis .  

’liurhis Tday 
This metropolis of over 350,000 has been the 
capital of Nithia for over 1,000 years. Located 
on the east bank of the Nithia River delta, 
&this is home of the pharaohs-living, 
dead, and otherwise. From Tarthis comes the 
rule of the present Pharaoh, and the 
Ascension ceremonies of those whose rule has 
ended are always held here. The Necropolis 
of Wis a&ts those pharaohs who &e in 
office. 

Library of Mysteries, repository of texts on 
nearly any subject, is located here. Books, 
both mundane and arcane, fill the shelves 
and vaults of the Library. Some date back to 
before the transport of Ranak to the Hollow 
World. (It is rumored that some of these texts 

anos and Hart during 
d have great power.) 

enter of culture. The 

Theater, dance, and other arts are 
encouraged and flourish in %his. This 
lively atmosphere extends to the sciences and 
philosophy. New ideas are constantly 
nurtured and challenged in these 
communities, resulting in a constant flood of 
new theories, concepts, and inventions. The 
system of lenses that lights the fires of the 
Ascension ceremony came about as a result of 
Ikthian science. 

unequaled among Nithian cities both in its 
size and the variety of goods sold there. From 
tent-pegs to slaves, from river-turnips to 
magic spe& the Marketplace is a place where 

The Grand Marketplace of Tarthis is 

anything can be found-for a price. The 
hucksters here can be very friendly, and 
oh-so-helpful, but remember this old 
Nithian proverb: “The perfect deal satisfies 
both buyer and seller; value is relative.” 

As was stated before, ?grthis is home to 
the nation’s leadership. Decrees affecting all 
parts of Nithia issue from here, bearing the 
royal seal of the Pharaoh. The issuance of 
various decrees is so swift, subjects are left to 
speculate about the Pharaoh’s precognitive 
powers. Indeed, “the All-Seeing Eye” has 
become another name for the Pharaoh. This 
fact is instrumental in keeping the Northern 
and Southern kings in line. 

Nithian flooding ceremony. This ceremony, 
which marks the beginning of the Nithian 
year, is presided over by the Pharaoh, whose 
power, it is said, causes the Nithia to flood, 
bringing fertile river silt to the delta crops. 
The entire ceremony is preceded and 
followed by festivals, feasts, and games such 
as the ‘Igsthian floatchariot races. 

More infrequent is the Ceremony of 
Ascension, which takes place when the 
Pharaoh’s time is done. According to legend, 
when the Pharaoh has seen and done all that 
he is destined to do on earth, he is called by 
the Immortals to join them in the higher 
planes. The special fue is lit at the base of 
the Royal Obelisk with a spark from the sun. 
Both the old Pharaoh and his successor climb 
the stairs to the obelisk’s base, and perform 
the Ritual of Farewell. After this is done, the 
old Pharaoh turns and walks into the flames, 
never to be seen again. As this is done, the 
flames grow brighter, becoming a fireball 
that leaps into the sky, streaking out into the 
void to become one with the Sun. Though 
this ceremony is more somber than that of 
the Flooding, it, too is celebrated with feasts 
and festivals. 

Thousands flock to Tarthis annually for the 



Dasbar 
From its h m b k  beginnings as the 

artisans’ encampment for the build 
T d ,  Dashur has become the 
premier schools for the training of 
architects and engineers. It is a h  the 
principal smngbold of themages known as 
TWphfS. 
Art is king in Dashut. €t 

city entapshe and public we 
reflecsthismtemern. R;ltEner than &e 
haphazard urban sprawl dnmt.&tks, 
Dashur was from the be- laid out in a 
geometric p e m  c a l h d  ta 
eye. As Mur-ah, the W’s 
‘‘Ihhur wifl not be a mere wxker ’s 
Shewdl be a splendid set t ing 
Turak! ’’ 

The quest for artistic pedkioa is evident 
in everydung fiom the exquisitely cmd jars 
and POW of the C d  Guild m the 
geommkdy accurate, mu- work of the 

control othes arts such as 
calligraphy, and theater. This distinction of 
the arts is so complete that one 
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Stonemasons’ Brotherhood. g r o w  

insipia. 
The admkhmio  

by a council c amps  
artists’ Gdds. %g&r, they wieM enough 
political dcrrpt to ensure &at art and 
archiiamre nationwide remain the bailiwick 



Nithian army and royalty. Hover-barges and 
float chariots are two of the Enchanters’ 

Like its southern neighbor, Nithys is also a 
mining town. Unlike Tothys, however, 
squalor and mistreatment are not in evidence 
here. The copper miners of Nithys are a 
privileged group-in light of the fact that 
those same miners are also the clerics who 
create pyramid energy collectors. 

for the production and export of these 
expensive magical devices. Steel rods are 
transported north from Tothys, where they 
are prepared and wound with the thin wire 
made from the extracted copper. Copper 
sheeting is also exported to Tothys to make 
the hulls of hover-barges. 

Nithyii miners are forbidden to wear 
jewelry or clothing ornaments made of any 
metal other than copper. To do otherwise 
would be to “silence the voice of the 
pyramids”, according to the town’s high 
priest. Pyramid energy resonates in copper, 
and harmonics from the jewelry are said to 
indicate the location of new veins. 

The town’s population is fured at 8,000 
people. Foreigners are not allowed to settle 
here, and no child is born until there is a 
corresponding death in the community. This 
is controlled by the Master Scribe, the high 
priest of the town, who keeps constant tally 
of birth and death rates. The Master Scribe 
also handles the affairs of inter-city 
commerce, along with two administrators. 

In addition to copper mining, Nithys is 
home to the Society of Glaziers, whose task it 
is to create not only the glass spheres for 
pyramid energy collectors, but many other 
items of glass both mundane and magical. 
Exports of both glass and copper keep the 
Nithyii coffers ever-full. 

The entire town of 8,000 people is geared 



Menkara : 

Menkara is a great trading city on the shores 
of lake Menkor. Lumber, fish, and other 
goods are harvested from both the lake and 
the surrounding forests. The town itself 
straddles two islands near the eastern bank of 
the river Nithia. The islands are joined by a 
series of immense bridges. The two largest 
spans are known as the Bridge of Commerce, 
and the Bridge of Shadows. 

The Bridge of Commerce is covered on 
either side of its span by shops dealing in 
nearly any object, animal, or preparation 
available in Nithia. Cblorful flags, glowing 
magical signs, and noisemaking kites give the 
Bridge of Commerce a continual carnival 
atmosphere. As new establishments crowd 
onto the bridge, more mass is added to the 
span, making the entire bridge an enormous 
creaking construct continually on the verge of 
collapse. 

The Bridge of Shadows is the domain of 
priests and mages. At either end of the span 
are huge temples to Pflarr and Rathanos. 
Their stonework makes up the foundations of 
the bridge. Along the span are towers and 
apartments devoted to clerical and magical 
study. Even the bridge’s stone supports 
contain catacombs devoted to some aspect of 
clerical or magical dctivity. Occasionally 
explosions, fires, or other flamboyant 
mishaps signal that some mage or cleric has 
made a serious “mistake.” 

Hapta 

the youngest Nithian city. Its origin, during 
the reign of the Pharaoh Karnak, is quite 
unique. To appreciate this fact, we must shift 
our gaze to the west, to the lands of the 
’Ibagoro. Backward in time we go, to the 
small holding of a groundnut farmer named 
Mtuko. On one particularly sweltering day, as 
Mtuko and his family labored to bring in 
their crop, a runner wearing the armband of 

At a little over 1,000 years of age, Hapta is 





secretly concentrate their evil powers . 
nevex-ending w m p t  to W g  about 
of all Nithia. The tower of So& is home tq 

ImmcMtlls to mor 

According to those fm m o r s  that seem to 

to use &*of his b m l  powers to mask 
Sehrhaba's true nature as the othtx 
were purging the evil from Ran& 
transition. 

Upon arriving in the Hollow World, 
Sekhaba fled h a k  and entered the ne 
broken lands. M e  he eve 
a great black tower seeping 
hatefulness. Here Sekhaba 
seed of evil within the infant nation of 
Nithia. He d e d  to those% af evil intent, 

establishmg a cabal of d e  cleJcics 
to further "hmat0.s' will. Those of &e inner 
circle (hq$ desics of Thamtos) claim that 
they axe responsible foJ. causing +e 
submergence of Nithia, the 3hhis-Ranak 
War, and all unrest in Nithia from the 
ancient times to the present day. 



the volkano, 

Hu taatep 
After the Old Pyramids debacle, Hutaatep 
decided to build his own ’necropolis to the 
west. Again, he insisted that rhe designs 
dictated by “the voices” be used in its 
construction. Rumors claim that caravans 
laden with gold and jewels were sent but to 
the site and buried. However, before the 
complex was comfileted, the Jennites staged a 

ky raid, WImg thousands and 
e deep desert. They 
€a, arid Hutaatep‘has 

ruins. Yet, some tell 
of deep secret vaults where the majority bf 
the treasure was stored. These tales drseiv 
bath Nithian and Jennite adventurers to the 
ruins, making exploration even more 
dangerous as the two factions kill one 
another on sight. 

Qther tales say that Wore the site was 
built, another of the sumge glass-and-metal 
artifacts was buried deep below the 
foundations of Hutaatep. ?b 
of strange manifestations, d nkisted 
dinosaur-like monsters occasi+xdly come 
from the region. It is ah0 said that the 
mcige-followers of Ranixorus have a . 
stronghold hidden in the ruins. 

Th lis of 3ilrthis 
The most modern site of mdtiple py 
is the Necropolis of lhthk. This site 
open and being added to all the time. Most 
of the major pyramids in this area house the 
Pharaohs who have died in office or were 
killed in battle. Of course, no 
grand as the fnst, the tomb 
standing over 166 paces ( 5 0 0  feet) high. All 
in all, there are about 30 pyramids in the 
area. The total actually depends upon ones 
definition of a pyramid-some are very 
small, while a few others are bddly shaped. 
The entire area is patrolled by Medjay 
(guards) and crack squads of Rathanos 
war-clerics. 



Personalities 
Now that you know something of the cities 
and sigdkaat places in Nithia, we will now 
acquaint omehes with the b o u s  
personalities of today. These are the powerful 
rulers, devout clerics, heroic warriors, and 
evil miscreants who shape the lives of most 
Nithians. 

Al Fatmah Nikita-ked 
Vizier of Internal Security in Zwthis 

History: AI Fatmah Nikita-Ahmed has 
risen from the rank of cctmmomr, working 
the fields along the banks d the River 
Nithb, to become the second most powerful 
military personality in Nithia. S 
drafted into the army 40 circles 
Twenty years later, she joined the medjq  or 
secret police. Since that time, she has worked 
her way up the ranks to became an h w t y ,  a 
knight in the direct service of the Pharaoh. 

As such, she has used her hQuence to 
secure a better existence for all Nithians, 
from captured slaves to the highest of the 
common folk. This will toward fairness has 
earned Al Fatmah Nikita-Ahmed enemies 
among variaus factions of the Nithian 
rulership, but her military connections allow 
her to keep watch and a tight rein on those 

thwart her plans. 
ty: A1 Faunah Nikita-Ahmed is 

one of the most practical, 
nt, reasonable women in d l  Nithia. 

She is-dso a woman on the edge. In the 
course of her cateer, she has come to realize 
that there are outside influences that wish to 
see Nithia destroyed. The medjay’s loyalty 
notwithstanding, Al Fatmah Nikita-Ahmed 
has undertaken what she believes to be a lone 
war against these forces, and works within 
the system to thwart them at every turn. She 
sees herself as the true guardian of the 
Nithian people. A1 Fatmah Nikita-Ahmed 





yal seal bearer specialty thief: AC 3 (brac 
and Dexterity); hp 61; Mv lZO'(40'); #AT 
Dmg ld6 (throwing dagger); SA T2O; ML 
10; AL. C; S8 I16 W14 D18 ColO Ch18. Lan- 7 

guages: Nithian, Neathar, Hutaakan, &a- 
goro. General Skills: bracers (all 3, D), 
Nithian weapons (throwing dagger, I), 
reading (I), signalling, (I), escape mist 

for the Kingdom's sake, but forks  own 
aggrandizement, 

Appeatarice: AI-Bel& is a tall, lean man 
standing 6' 11" weighing about 190 pounds. 
He is lighter complexioned than most 
(having Miknian blood in him) with dark 
blonde hair and small scheming eyes. He 
carries a pa$ of throwing daggers with him at 
all times along with a small vial of poison 
(save vs. death or die). 
DM Note: A4-Belak has worked in secret 

to wrest the title of Pharaoh from the Ramose 
family line for the past 10 circles. His 
ultimate gaal is to abolish both the Southern 
and Delta kingdoms, and forge a new 
Nithian Eapire with himself as sole ruler. 
Secondary 40 this mission is the revitalization 
of the Southern Kingdom beginning with 
the city of Ranak. 

Combat Notes: Al-Bel& is a 14th level 
royal seal bearer specialty thief: AC 6 (learhel 
+I); hp 47; MV 120'(40'); #AT 1; Dmg Id6 
(throwing daggers) or Id6 + 3 (short sword 
+3); SA T14; ML 7; AL N; S12 I15 W9 D18 
C012 Ch14. Languages: Neathar, Nithian, 
Jennite, and '€bagom. General Skills: 
Nithian Weapons (throwing daggers, short 
sword, S), dertness (D), signalkg (assassin, 
I), Detect Deception (W). 

Magical Items in Possession: .t 1 leathe4 
short sword + 3. 

Senkha 

Magical Items in Possession: Djemun wears 
and a &g of spell turning 

The Southern fi 

History: Al-Bel& was born 34 circles ago 
to a field peasant south of Dashur. He soon 
found the farmer's life boriag, so he ran 
away to Ranak. There he fell in with 
criminal element and worked his way 
the position of apprentiee in the ass 

achieved the honor of serving as the King's 
persod consultant. In time, poison again 
changed Al-Belak' life as he caught a 
Mii& diplomat sprinkling a deadly pollen 

a wealthy m d  powerful noble family in 
Menkara. Early on she was fascinated by 
magical and political power. She also 
discovered Ithat she was one of those few 
individuals' who could successfully wield it. 
She has used her knowledge and ability to 
work her day up through the echelons of the 
Northern Kingdom until, at 30 circles of age, 
she has bedome King of the Delta Region. 

and so lost his life. 

l.'I 
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to become the next Pharaoh, either by suc- 
cession or by marriage. This would leave the 
throne open to direct manipulation by the 
forces of Thanatos and Ranivorus, thus giving 
them a hold over the enure Nithian nation. 

Combat Notes: Senkha is a 12th level 
mage-scribe: AC 8 (glyph ofprorection); hp 
34; Mv lZO‘(40’); #AT 1; Dmg ld4 (dagger 

11; ALL; S10 I17 W15 D14 co9 Ch17. Lan- 
guages: Nithian, Nea&ar, Hutaakan, Tina- 
goro. General Skills: knowledge (Nithian 
power structure, I), profession (scribe, I), 
science (metallurgy, I), detect deception (W), 
leadership (Ch) , persuasion (ch) . 

Spells Carried: 4-lst, 4-2nd, 4-3rd, 3-4th, 
2-5th, 1-6th. 1st -read magic (X2),  light, 
hold portal. 2nd -locate object, wizard lock, 
levitate, knock. 3rd -dispel magic, infra- 
vision, protection from normal missiles. 4th - 
wizard eye (X 2), hallucinptory terrain. 5th 
-pass-wall ( X  2). 6th -miG-magiG shell. 

Magical Items in Possession: Senkha has a 
glyph of healing tattooed upon her left wrist 
and a glyph of sustenance tattooed upon her 
right wrist. She likely carries other glyphs 
upon her person and items. These should be 
constructed by the DM before the party en- 
counters her. 

+ 1d4 -glyph of wornding); SA M12; ML 

Permon 
Priest and Vizier to Ramose IV 

History: Permon has always been a lax 
follower of Rathanos. He is more of a warrior 
than a priest and prefers the military life 
more than the holy life. However, he is a 
close personal friend of Ramose and was 
appointed to the high priesthood in return 
for saving Ramose’s life. Permon is a man of 
some 40 circles who was raised by a Rathanos 
cleric stationed at the Fortress of Kufneh. 
Perhaps this accounts for his divided inwrests 
between Rathanos and the military life. 

man who gets his way by force and by 
Personality: Permon is a m&er:brutish 







From the mor& of Narab, an Antalian ex- 
plorer, in the Nithian Broken Lands: 
“And lo, we pasfed the last ofthe 
stone pillars, when d d d y  our 
the mast woldrous of sights! An entire bQx 

sunhght into a thousand colors! The very 
rocks, stones, and evth in this canyon were 
c d  with a fine web of diamond dust, 
and over it all stood SLr trees-no, I am not 
drunh--trees of sopid diamond! 

veins of gold and s k r .  Their branches 
spread to a distance of-abocmt twenty feet, 

Within their crystal trunks, I could ice fme 

out voices. “bey seemed to says ’Come!, &est. 

frogn care and want!’ k & y  fm the 
a n d M ~ ~ k a d f i d a 3 3 l S i c ! B e f ~  2 

disks &-lw e m  veim m my head 

As be e n t d  the 



Nobles - 

used to bring sunlight into the creatures’ 
underground world. My digging, I was shown, 
was causing serious damage to these people. 
Far from being mere ants building complex 
hills, these people lived in vast cities, lit from 
above by these great lenses. 

“Eventually, we were brought to an 
audience with the Pharaoh of this colony. She 
was an immense creature, surrounded by 
warriors and young, her abdomen distended 
with thousands of young waiting to be born 
Her adjudication was that in return for the 
unwitting damage I caused, we had to leave 
half of our supplies with the Refractors, as 
they called themselves, in payment. Seeing we 
had no choice, I agreed, and we were returned 
to the surface forthwith. When we awoke, we 
were disoriented and liberated of half our 
supplies, but we had escaped with our lives 

The insectile refractors are represented it 
three main castes: warriors, workers, and 
nobles. The warrior caste, in addition to 
having a poison bite that deals ld4 damag 
(saving throw vs. poison for half damage), 
also wields swords (1-6 points damage), 
shields, and lances (damage Id6 + 2). Their 
“steeds” are specialized versions of the 
warrior caste marked by their greater size (6“ 
and their strong razor-sharp mandibles 
(Id8 + 2). Refractor siege engines deal 3d8 



range of 50, Let (beyond 
dive=, and the beam is 
frte one “shot” per rowid. 

The workex caste form the rank andefile of 
the refhaor society. These aeatyres pedorm 
the labor a d  day-to& nuia 
colony. Using adhesive saliva, 
cement aad bricks that they use to build 
complex, intricate buildings and cities. 
W&m also operate the smelting devices 
used to creaue tbe glass that mzkes up the 
majority of Eefhmx C Q ~ ~ X ~ U C ~ ~ Q I W .  Lilne the 
warrim, there are specialized workers whose 
sole task is to move eatth, lift hewy objects; 
and perfom other feats of cid engineering. 

Over d the rest is the nd& caste. These 
insects are reqpized by their enlarged tho- 
racic shells. In addition, the cacapaces are 
etched and mnarked in pattems amazingly 
similar to the jewehy of the Nithi 
Noble refractors conmi the, daily 
the colony. Specialized nobles ench 
millions of tiny crystals that mak 
giant solnr le- that lighd their cities as 
well as the smaller lenses &a power: 
miniature siege ggines. ( M e n  
these solar kmes that form &e “city- 
breaker’’ wcapolis on N i W  hover-barges.) 
In addition, other d k s  apparently know 
speik such as create water. 

sun rays 
ey can 

t 

Over allis the Phataoh, Like the queen in 
an ant’s cololny, she I s  
the colony. Her entire 
birth, but it is ;dso spent d d g  wit4 the 
af%&s of ha nation. The Pharaoh is &o the 
most powedul magic-user &the colony, ca- 
pabk of wieldmg spells ftmm fim tu €341 
level. Unlike ants, however, refractor Phar- 
aohs m d  colonies are able to form alliances 
and work together. Because of this, it is far 
more diffic.lllt to obtain the solar lenses that 
cap refractar colonies than it used to be. In 
recent days, the refractors have begun to 
patrol the surface, making passage near the 
Hutaatep r u i n s  a very dangerous proposition. 

Treasure Type: D (in stomach) 
Alignment: Neutral 
Intelligence: Low (4) 
XPValue: 1,600 

From the journals of N&ab: 
“This ground-dwelling creature first came to 
my attention when one of my pack mules 
stumbled and fell as we crossed the Nithian 
Badlands. We thought the poor beast had 
stepped into a mole-rat hole, but when its 
leg was swdllowed to the knee, I knew this 
was no animal burrow. As my slaves and I 
rushed to the poor animal’s aid, six supple 
arms rose from the sandy soil, both to gr 
the beleaguered mule, and to batter at its 
would-be rescuers. 

“I knew that we were running out of time. 
the mule was braying in pain and fear, and it 
appeared that the maw was opening wider in 
an attempt to swallow the poor beast whole. 
As my slaves battled the thrashing tentacles, 
I dashed forward and began to hack at the 
underground mouth with my spetum. 
Finally, in desperation, I thrust the spear 
with all my might into the fleshy maw. With 
a cry of pain, the beast flung the mule away. 
The flailing arms, all at once, fell to the 
ground, witching fitfully. Fortunately, the 
little mule was not seriously injured. 

“Later, after we had seen to the mule, 
dug up the corpse of the beast. We found an 
immense, sac-like body, covered in leathery 
skin studded with thick spikes to anchor it into 
the ground. Six sinewy tentacles surrounded a 
four-sectioned beak that was set into fdds of 
rubbery skin. Behind this hellish maw was a sac 
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Nithian Writing 
Cultures such as the Nithians and Hutaakans 
use an ideographic (literally “idea-sign”) 
method of writing. This language is very 
different from phonetic (“sound-sign”-like 
our alphabet) writing systems because every 
word in the language is represented by a 
specific picture or ideogram. Both the 
Nithians and Hutaakms use an ideographic 
writing system known as hieroglyphics. 
The interesting thing about ideographic 
systems versus phonetic systems is this: If two 
different cultures use the same system, then 
the concepts conveyed by the pictures are the 
same, therefore the two cultures can 
communicate. Thus a literate Nithian can 
read ancient Hutaakan ideograms and vice 
versa. However, the word that the two 
cultures use to describe the concept shown by 
the ideogram may be completely different. 
Therefore, though a literate Nithian may be 
able to red Hutaakan hieroglyphics, it 
doesn’t necessarily mean he can speak 
Hutaakan. The sounds used to represent the 
same ideogram are quite Werent. For 
example, in the Nithian tongue, “imy-er” 
means commander or leader while it is 
pronounced “hutat” in Hutdan. Yet, the 
symbol for commander is the same in both 
cultures. 

Hieroglyphic Forms 
Actually, Nithians use two entirely unique 
systems of writing. Nithiam refer to them as 
the “ancient” and “modem” forms. One 
should not be misled by these terms, as both 
forms have existed throughout all of Nithian 
history since the reign of the second Hollow 
World Pharaoh. The difference is this; the 
ancient form uses pictures to describe whole 
words, while the modem form uses pictures 
to describe single sounds. To c l a r ~  this, both 
forms are discussed and demonstrated below. 
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Nithian 

1 -  Modern Hieroglyphs 

mere - 

veer - 

- I  Jl 
I 

T c l -  

4 mess - machine - 

peer - a 
0 

there - 

I 4 pleasure - 



Of course, the phonemic ideograms can also 
be used to represent exactly what they 
symbolize. To indicate this, a single 
horizontal dash is placed under the 
ideogram. Thus the ideogram of an ear with 
a dash under it means “ear”, not the sound 

In the modern system, plurals are easy to 
indicate as the desired word is simply written 
out. Thus, the difference between swan and 
swans is that the second will have the “sun” 
symbol as its last ideogram. However, in the 
ancient system, this method is not available. 
Instead, plurals are indicated by drawing 
three vertical dashes under the ideogram. 
Thus a swan (represented by a drawing of a 
swan) would be made plural by drawing a 
swan with three dashes under it. 
Also, both forms of hieroglyphics can be 

drawn so they are read in any direction: left 
to right, right to left, or top to bottom in 
columns. They are never read from bottom to 
top. It is easy to determine the starting place 
as all ideograms having a face or head face 
the starting place. 

ee.” ( 6  

Nithian hieroglyphics also allow for artistic 
balance. Unlike most other cultures, they do 
not always place one written symbol after the 
other in a straight line. Often they will stack 
two short symbols to make the appearance of 
the whole more aesthetic. 

Nithian Numerals 
As might be expected, Nithians also write 
their numerals ideographically. The following 
table indicates the relationship of various 
ideogram to various numbers. 

Hieroglyphic Rules 



To tap into erm, 
collector was i ned a 



feel free to &vise roore well-mended lis@ for 
your own campaign. 

HaK-P&t spdls 
Chop 
Groom 
Knead 
Prepare 
Dress 
c o s r n ~ c s  
Erase 
Oae-point Spe& 
cut 
Comb 
Grow 
Pleat 
Write 
Two Point Spells 
Clean 
Wash 
Dry 
W e  
C&if 
T h r c e - p o i n t ~ "  
B i d  
Cook 
Fout-hklt Speus 
Pur* 
Breeze 
Five-Point Spells 
Illuminate 
Lift 
Set h e s  
Sterilize 

H o d A d  S#dl Desu+tions L 

Chop 

Range: 10' Duxation: P e m m t  
Effect: Chops food items 

This spell is used as an i d  to prepare meats, 
fruit, and vegetables for salads or cooking. 

Range: Touch 
Duration: Permanent 
F f f w :  Erases ink writing 



h g e :  1 foot 
Duration: 1 how if*+ 

Effect: Kneads bread dough, clay 

The knead spell is especially useful whe 
baking. It saves time and muscle power, 
lowing the artist or baker to concentrate on 
other things. 

One-Pokt Soells 

point! In the wrong hands, style has been 
known to result in consequences as dire as 
execution. 

Grow 

Range: 0 (Touch) 
Duration: Permanent 
Effect: Head hair growth 

When using this ~pcu,  VIIC IIFCU umcly -- 
sage the scdp of the subject. Hair will grow 
at the rate of one foot per round. Three 
rounds of hair growth will occur for one , 

point of pyramid energy expended. 

Pleat (Reversible) 
Range: 0 (Touch) 
Duration: Until garment is removed 
Effect: Pleats cloth 

Pleat is used as a part of the morning dre 
ing regimen. The spell m @ d y  folds ow’s 
clothing fabric in the accordion-like c r e w  
essential for proper Nithian dress. The re- 
verse of this spell removes wrinkles frolff 

Duration: Permanent clothing and fabric. 
Effect: Cuts cloth, hair, rope, etc. 

Write 
Range: 
Duration: Permanent 
Effect: Writes text on surfaces 

Scribes use the write spell to 
text. One need sbpiy thin$ of 
tive, and the spell does the 
CANNOT be used for magical writing. 

Two Point Spells 

Clean 

the desired result (i.e., a pattern 

Effect: Creatively arranges hair and makeup 

m I 
I I 
I I 

NOTE: This spell is usually found in 
Duration: Instant 



The dean spell scrubs, polishes, and aEranges 
all things in a room. Floors are wept; cloth- 
ing is folded and stacked, w& we scrubbed, 
and the room is left much tidier &m it was 
before. 

dhsh 

Range: 6' 
Duration: Instant 
Effect: Leaves clothes spotless! 

This magic is usually appli 
prior to the aforementione 
gallons of water are nece 
ticular magic. 

Dry 
Range: 6' 
Duration: Permanent 
Effect: Removes moisture 

of water per round. This spell is also dandy - 
for quick-drying fruit. 

Bake 
Range: 4' 
Duration: Permanent 
Effect: Bakes bread and other bods 

The bake spell dms the 
pastries, and other foods withQut fire or risk 
of burning for up to six hours. An open- 
ended stone box large enough to accommo- 
date the food is necessary €or the magic to 
work. 

Color 
Range: 10' 
Duration: Permanent 
Effect: &lots hair, skin, &ab * 
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Common Items 
Ankh: Many ankh talismans are worn in 
Nithia. A few ankhs are magical tokens given 
by the Immortals. They are usually given in 
times of need and as rewards for worthy 
deeds. 

Immortal formed the talisman. However, 
regardless of which Immortal created the 
ankh, its power only works once. When a 
magical ankh is grasped, it glows with a 

Ankh powers vary depending upon which 

ld6 Dmg/ level 
Walk through stone 
Memorize twice the norma 
number of spells 

Rathanos Summon a fire elemental 
Valerias Enchant a weapon to +.I 

Bracers of Defense: These items 
indistinguishable from normal arm, wrist, or 
ankle bands. Their magic bestows an 
effective Armor Class equal to someone 
wearing armor and shield. If armor is worn, 
the bracers have no additional effect, but 
they do work in conjunction with other 
magical items of protection. The Armor Class 
bestowed by bracers of defense is determined 
by making percentile roll and consulting the 
following table: 

DlOO Roll Armor Class 
01-05 8 
06-15 7 
16-35 6 

’36-50 5 
51-70 4 
71-85 3 .  
86-00 2 

Charms of h u r c e :  Like m I 
chams of resource temporarili imbue th ‘ 
owners with certain powers and abilities. 
These are generally in relation to survival 
skills as opposed to offensive or defensive 
abilities. Some provide resistance to nigh 
time desert cold, for instance, while othe 
increase sight and hearing. Some e w p l e s  d 
charms of resource are provided below: 

Charm Abili I 
I ASP 

Bread 
Fennec 
Hawk 
Raindrop 

Surprised only on a 1 on 
Vision is enhanced 100 t 
Provides a full day’s water 

I 
The DM should feel free to create more 
charms of resource as he or she sees fit. 

Eyes of the Immortals: Many sarcophagi and I 
burial boxes have a pair 
them near one end. The 
entombed can see through these eyes 
within, like a window, in 
signs of the time of rebirth. 

eyes are magical paintings 
to “keep an eye” on intruders. 
a permanent wizard eye spell. 

In the lands of the living, some of the 

- 

Guardian Tzils: Guarai _. . 
normal animal tails from native creature 
such as the desert fox, hyena, or caracal. 
thong is attached to one end so that 
can be attached to a chest, bow case, 
quiver. 

Once so attached, the guardian tail w 
protect the container’s contents. The t;u 
instantly knows who the owner of the 
container is, and protects i 
being molested by any 
owner. 

tail causes the container to polymorph into 

I 

If the contents are molested, the guardian 





fiiqfmirrors and magndjmg ienses to rocus 
the sun’s rays into a destructive energy beam. 
(These h o r s  and lenses are, incidentally, 

in any event, a Vue (magicd) red arrov 
provides an equal bonus to hit and damq 
They come in various qualities as follows: 

created by the refractors (see Monsters) t 
light their underground cities. They are 
“harvested” only at great danger to Nithian 
life and limb, and are therefore quite valu- 
able.) In game terms, the artillery officer 
aboard a city breaker barge must make a roll 
to hit (against AC5, focal range 2 miles, no 
m&iers) to “lock on” a given target. If 
either the ship or the target is moving, the 
roll is macle at a - 2 penalty (if both are in 
m o ~ o n ,  the roll is made at - 4). If the roil i 
successful, the target explodes in a 12d6 fire- I 
ball (no saving throw). NOTE: The magnify- 
ing optics of the sun burner are worth 10,000 
gp per lens or mirror. The pyramid energy 
coUector that powers the device is a rare 40- 
point model that costs 100,000 gp. If one 
component of the sun b 
entire device is useless. 

In normal use, hover- 
aung ceding of 50 feet. 
vessel can float is 10’ off the ground. All 
hover-vessels can land regardless of type. 
Steep mountain ranges, and areas of bizarre 
magical energy (The Frozen Sands, Nithian 
Broken Lands, etc.) are dangerous to travel in 
hover-vessels. Since all hover-vessels are pow- 
ered by broadcast pyqmid enerm, their oper- 
ating range is limited to the Nithian border. 
Outside this border, hover-vessels shut down 
and simply plummet to the ground, with 
corresponding damage to all aboard. 

ld6 Bonus 
1 + 1  
2 +2 
3 + 3  
4 +4 
5 + 5  
6 cursed, - 1  

Standards: Magica Nithian standards are 
elaborately carved representations of animals 
used for troop identification in battle. 
Nithian standards usually resemble native 
animals or monsters. They are mounted atop 
long, lance-like staves and carried into battle. 

Each standard has its own special power 
that is indicated by its form. Standards at 
extremely powerful and rare magical item 
that convey their power to all within view 
the standard who wear a corresponding 
charm. For example, in battle, an ibis stand- 
ard affects all within easy view who wear an 
ibis symbol or statue upon them. 

Effective range is limited to those who 
could idenufy the standard’s form if they 
looked in its direction (e.g., distinguishing 
an ibis from an owl). Thus, the standard’: 
size indicates its range of influence. 
A few standard examples follow. 

Standard Effects 
Camel Half normal water intake 

require - 

Fox Troops move silently as 
level thief 

Hawk Javelins gain - 
damage bonusLa 

Red Arrow: Red shafted arrows are not un- 
common in Nithia. Some are made from red 
colored reeds while others are dyed. The 
common belief is that a red-colored arrow I 7  -” 
seeks blood, m 
cause damage. 

i a 1st 

k 1 attack and 
.PC 

Hyena war cries cause enemes to save 
ws. spells or run in fear - 

exhaustion due to 
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occasionally, the Pharaoh dies before hi 
tomb is complete. I 

“Pharaohs are not the only people wno 
make pyramids, but they are the only ones 
who may authorize their construction. Few 
have the wealth and power to bring such a 
project to completion without the Pharaoh 
aid. 

“All this simply supports the fact that the 
Nithians, though proud, are essentially 
simplistic, superstitious people who are blind 
to the light of reason. They are obsessed with 
death. Only a backward, barbaric culture 
would promulgate the belief that flinging 
oneself into an open grave would impart 
’mystical powers’ .” 

I 

The Duth 

From a conversauon with Jedda, an ancien 
Nithian high priest of pflarr: 
“In truth, pyramids do radiate magica 
power. The full origin of this energy is 
shrouded in uncertainty. Although death is 
an enlightening thing, even I, having been 
here lo these many centuries, do not know 
all the mysteries of the afterworld. However, 
the effects are of importance here, not the 
cause. 

“What I am about to tell you is known to 
only a few, and even they do not understand 
it all. It would take the living many lifetimes 
to piece together the knowledge I shall reveal 
in this little conversation. And it is just as 
well! Remember, keep t h i s  to yourself, lest 
the Immortals grow annoyed at your folly in 
revealing it. Are you taking notes? Well, stop 
it! 

“Once a pyramid is completed, it begins 
to accumulate p y m i d  power. This is a slow 
process, taking circles before a significant 
amount of energy has built up. The 
interment of the dead contributes to ailu 
accelerates this energy buildup. Upon 
entering the lands of the dead, those who 
pass on find that their service of thc 

Immortals has not ended; indeed, it has truly 
ust begun. 

The exact duties of the dead, from the 
-owest slave to the old Pharaohs themselv- 
are unknown to me, and I cannot fully 
explain my own tasks. What I can say is this 
after being placed in the soil of Nithia, we 
are a part of Nithia, and must serve her 
cause. The exact ends of this servitude, I do 
lot know. I have a great suspicion that the 

Immortals themselves are in turmoil over 
this. Suffice to say, however, that our 
illustrious patrons, Pflarr and Rathanos, store 
and nurture the souls of the dead, teaching 
is what we need to improve our power now 
that we have shed the casings of flesh. Yes, 
little one, we are trained at the feet of the 
very Immortals themselves! 

“No, I shall divulge nothing of what this 
raining entails. That is not something you 
lieed to know. You will find out once you get 
here. But I can tell you that what you know 
ts “pyramid energy” is both our payment 
and gift to the land that gave us birth. The 
Immortals teach us that in return for living in 
Nithia, we must pay her back by giving af 
)urselves to power her magical needs. Now, 
vipe that worried look off your face! Believe 
me, we are proud to serve the Twin Powers 
by helping the living. It does my heart good 
to know that I am helping to bake the bread 
if a humble Nithian family, or am powering 
L mighty sun-burner to torch the camps of 
he evil Jennites! We are pleased and proud 
o help you live folk in so humble a fashion 

“However, (and this, especially, you muSl 
keep to yourself) there is turmoil even here, 
‘n the afterlife. Those fell Immortals, who= 
lames I cannot mention lest they hear me, 
dso have access to the Nithian folk of the 
dterlife. Oh, there are those miscreants who 
Follow them willingly-your garden-variety 
:riminah and those guttersnipe Pharaohs of 
he  Ninth and Tenth Dynasties immediately 
:ome to mind-but most of their victims are 
;educed to follow the forces of Entropy. I 



1 
believe that this is the reason we we 

Our ancestors w 

tropy. The price for their folly was 
domination by the Lords of Rot 
and Conquest. Because of our 
ways, we were placed here to learn many 
lessons. Yes, the lords of ancient Nithia stilb 
work their foul deeds 
time is c0ming when they sh 
task for their evil. There will 
oning! Help the living to take heart, little 
one, and to avoid the clutches of the Dark 
Ones! Use the powers we give you wisely, and 
shun those who; abuse them. Go, child, an 

USe :at 
Healing ! points per round 
Control c+a+ I points per round 
Research .O points per hour 
Create Undead Warria .M points 
Activate Undead 

Ranivorus . 

g: This use of pyramid energy allows 
the user to heal one hit point of damage per 
every two points of pyramid energy used. Fo 
most people, this means a swift drain on the 
day’s pyramid energy charge. However, whei 
there is no other way to help the severely 
injured, many people use this power withou 
hesitation. It is especially useful when used 
in conjunction wih th 
spell, set bones. 

Control Statue: This ap 
ntrol” a statue into which 
collector has been buil 

Using conuol statue a statue can be made to 
walk around and perform simple tasks, like 

(and misuses) are outlined below. Of course‘: 
a pyramid energy coUector is necessary to 
perform any task involving pyramid energy. 
If something is desired that is not on this list, 
the DM must determine if it is possible at 
all, and how much it costs. To do this he 
must use the following examples as a base. 
Pyramid power can be used to perform 
almost anything associated with mvsticism 

- 

Statues cannot speak, and have no 
telligence. No statue smaller than 
an-sized can be controlled wi 

Furthermore, the point cost g 
control statue is a median, based on a 
man-sized statue. Individd strength, k 
dice, damage, and pyramid point cost to NI 
is adjusted based on their size as follows: 

and magif.. The primary uses of piramid 
power involve household magic, and 
powering the engines of hoverdzariots 
the mighty hover-barges. Other more 
expensive uses of pyramid energy a~e liste 
below, along with their point costs. 

I 



Man-sized statues usually have an AC of4 
(due to being stone). The statue’s Armor 8 .*, 

Create Undead Warrior: This magic is used 
by followers of the Immortals of Entrop 

Research: This application allows the mage or 
zleric to access a “spirit libraty:’ consulting 
with wise folk in the afterlife to gain insight.,,, 
into new magical and clerical spells. To use :: t 

this skill, one must first invest 10 points of 
pyramid energy per hour of “consultation,” 
then roll on the following table, or pick a 
result as you see fit: 

D10 
Roil Result 

Egyptology section. However, in game term 
the process involves special enchanted lac- 
quers, and a complex curing process. During 
this time, the mummy is bathed in pyramid 
energy (100 points per week) for 9 weeks. At 
the end of this time, the final 100 points are 
shunted into an amulet that places the un- 
dead warrior under the creator’s conuol. 

Undead warriors fight and cast spells at the 
same levels of ability as when they were alive. 
Movement rates are also the same. They react 
to clerical “turning undead” at the level of a 
vampire. It is also immune to spells such as 
charm. Due to the enchanted lacquers and 
special drying processes used in their crea- 
tion, all undead warriors have a base Armor 
Class of 2. They can wear armor and use the 
same weapons they used in life. 
In combat, the undead warrior is a tireless 

fighting machine. It does not check morale, 
‘ilor does it give quarter. If the party chooses 
to retreat or run away, the undead warrior 
pursues, not stopping until it either destroys 
, h e  party to the last character or is itself de- 

Spirits cannot be bothered. Find out 
for yourself. 
You receive a small hint. Reduce 
research time by one sleep. 
A capricious mage (or cleric) lied to 
you! Double your research time. 
You contacted the wrong spirit. Your 
spell will be successful, but add 114 

to your research time. 
You contacted a real weirdo! Your 
spell will yield results quite different 
from what you intended (DM adju- 
dication) ! 
Your spell is very important in the 
scheme of things. Halve your re- 

1 
2 

3 

4 

‘ 

Destroying an undead warrior can be a 
difficult proposition. Simply beating on the 
construct may damage it, but the pieces re- 
main animate, imbued with a sense of deadly 
purpose. Burning the thing is an option, 
since the lacquers used in the undead war- 
rior’s construction are quite flammable. The 
final option is to destroy the thing’s control 
amulet, which causes the warrior to crumble 

your spell effects by half. 
Cosmic censors really don’t like your 
spell! Everythmg works (Le., special 
effects, light, sound, etc.), but your 
spell is a dud! 
Hard work pays off. Research time 
reduced to 114 of original amount. 

8 
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This adventure opens at the palace of Turak. This 
ancient building has not been entered since 
Hutaatep, the last of the southern Pbu;lohs, 
from Raaak nearly 500 circles ago. After Hutaa 
assassinatiOn, Turak was sealed. In was decreed that 
none shaald enter it until a F’hamoh shouid once 
again reign from Ran&. 
Recently, a diplomat from the Jennite Holdings 

has met with AI-Bel&, the southern king. The 
Jennites have secretly idmed AI-Belak that they 
are interested in striking a truce with Southem 
Nithia. They want to settle the boundaries between 
these two nations once and for all. Furthermore, 
they are sending ’Eulaman, a JetEnite prince, and his 
escort to meet with King Al-Belak if the Nithians 
d e r  them a suitable meeting place. 

Al-Bela4 has decided to break the decree set on 
Turak and hold the meeting there. The main reason 
he is doing this is to salve wounded pride. He is 
e m b a r r d  at Rand’s attrition from a city of 
200,000 to one of 45,000, and feels that it is an 
unsuitable place from which to rule. He has always 
wanted to reopen Tunk and establish it as the seat o 
the southem throne. Also, AI-Bel& is banlcing on 
the shock vdue of Turak. He hopes that the 
grandeur of this ancient and vast palace will 

of damage each round unti 
successful saving throw vs. poison. 

AI-Bel& is also escorted by Tishet, a cleric o 
Pflarr who sew& as his counselor and aide. Tishet 
a 7th-level female specidty cleric of Pflirr. A C  d 6- 
three bracers, hamess, and breastplat,,, ..~ I, , 
120’(40’); #AT 1; Dmg ld6 (staff) or ld4 ( tho 

’ 

hen Tutak was abandoned after the reign of 

semants in A l - W ’ s  employ. Where outlanders are 
concerned, Al-Belak may h e  hired foreigfi 
mercenaries (the PCS) to act as’retainers during tbic  
meeting. 

At this point in the adventure, it matters not 
whether the various KS hm each other or have the 
same background. Thus, it makes a wonderful Fm 

Setting. 
AI-Bel& is deeded in the Personalities section of 

this tome. His two bodyguards, Atoom and Hatom, 
are twins. They itre 8th-level fighterlheavyrnen 
specialists: AC 1 (plate mail with battle helms and 



behind the huge linen curtains that hang in numer- 
ow places throughout the palace. The curtains are 
all old and partially decomposed. Once temporary 
wall ~artitions, the curtains now form a great maze 

to Tu&, palace of sbuthem Nithia. Though both 
leaders behave in their best formal manner, they want 
to begin negotiations immediately. 

The Giving of Gifts of m-m, degenerated walls. The rotted &tains 
cover entrances, lay across tables and statues, and 
ding to pillars. 

away, keeping the servants in abject terror, and the 
PCs in suspense. 
Shadows: AC 7; HD 2 +2; hp 14, 13, 12,6, 6, 5 ;  

MV W’(30’); #AT 1; Dmg ld4 + sped; SAF2; ML 
12; AL c; XP 35. . .  . 

Once the combined party reaches the confetence hall 
and seats themselves about the negotiating table, 
Trulaman brings forth a tiara of wonderfully set 
stones. He offers this gift to AI-Belak, informing 
him that the jewels were selected and set by his 
mother, Queen Truisa. AI-Bel& accepts the g 
per Jennite custom. In return, AI-Belak of“ 

The shadows a d  for only one round, then dart 

3 ------- -- -- 
If characters or NPCs may of f  over the next six 
hours, they are attacked by four shadows (see above). 
During the cleanup, three giant scorpions are also 
found hiding under a heap of fallen curtains. 

150‘(50’); #AT 3; Dmg 1dlo/ldlO/ld8 + poison; 
SA F2; ML 11; ALN;  XP 125. 

Though the servants work quietly, they are 
constantly on the alert, and speak only in hushed 
whispers. At this point, if the PCs talk to the 
servants, they are informed that “the ancient spirits 
are displeased with the king’s presence.” Further 
auesuoninrz uncovers the name “HutaateD.” but 

giving the Jennites an imaep nf 
such statues are  know^ __ -- - 
swallows his disgust, accepts the 
meeting continues. 

Wasting no time, liularnan speaks. “My father, 
King Tiolathar, is willing to make peace with you 
Nithians. His terms are simple: the border betwee 
the two nations must be established as running 
through the exact center of the Ruins of Hutaatep.” 
AI-Belak’s response is equally terse: he wishes to set 
the border at the far edge of the Hutaatep 
Highlands. Neither side is w i l h ~  to romaromise. 

Giant Scorpions: AC 2; HD 4; hp 17, 17, 12; MV 

The Arrival of the Jennite 
Hutaatep 

After six hours, a Nithian trumpet is heard in the 
distance. It heralds the Jennites’ arrival at the docks. 
They are on board a Nithian Ahaw (Man-of-war 
class hover-ship). Soon the Jennites are escorted to 
the palace by eight Nithian fighters. 

3, 2; MV 90‘(30’); #AT 1; Dmg ld6 (short spear or 
bow w/ sunet); SA F1; ML 10; AL N. 

With them will be Trulaman, a prince of the 
Jennites. Tiulaman is a 10th level fighter: AC 3 
&mite  scale +2); hp 78; MV 120‘(40’); #AT 1; Dmg 
ld6 (war hammer +2)  or ld6 (Jennite short bow); SA 
F10; ML 16; ALN;  S17 I11 W12 D13 col3 Chll. 
Trulamah is escorted by seven Jennite fighters of the 
3rd level: AC 5 (Tennite scale); ht, 25, 23, 22, 17, 17, 

The discussion over borders goes on for nearly an 
hour. Just as a compromise is about to be reached, 
sudden gust of cold wind blows through the hall, 
causing the curtains to shift ominously. Suddenly, 
both leaders draw weapons, calling on their 
entourages to do the same. The hall erupts in 
combat. Just as battle begins in earnest, another g~ 
of cold wind rushes through the hall, turning 
everyone but the PCs into stone statues. No magic 
will revert the statues to their ---mal f--- -me =’ 

further damage harm them. 
As if things aren’t complicated enough, an 

glowing image slowly coalesces and addresses t.- 
Pfh “I am Tur-Ah. Pharaoh of centuries DSt .  You 

Fighters: AC 6 ( t d e  armor); hp 9, 8, 8, 8, 6, 5 ,  

’ Al-Belak and his three top escorts watch Trulaman’s &des. i have contaiGd the e f h s  of the ma 

o-- -- - - -  E -  
Jennites h&ay. When Trulaman’s entourage reaches plots with the Immortals of Entripy. Hutaatep 





point of damage per round. The walls of the pit are as 
smooth as glass, causing thieves’ climbing checks to 
be made at a - 50%. The only hope is for the vic- 
tim’s comrades to toss down something to help him 
dimb out of the pit, or to throw up a rope in hopes 
that those above them will see it and grab hold. 

Crypts 
This room is filled with sarcophagi, containers of 
ancient dried food, and other provisions of everyday 
life. Most of the people in this room were lesser 
servants of Hutaatep. Two members of his personal 
guard are also contained here. They have been 
transformed into undead warziors who open their 
sarcophagi and attack if the room’s secret door is 
discovered. The “secret door” is actually a magic 
door activated by pressing a small stone block. 

Two 8th level fighters: AC - 5 (plate mail armor 
over lacquered bodies); hp 80, 73; MV 90’(30’); #AT 
1; Dmg Idlo + 3 (sword-staff +3); SA F5; ML 12; 
AL L. 

A Tomb with a View 
The PCs enter this room through the magic door 
activated in the previous room. It disappears once 
the party comes in. A grand sight stretches before 
them. This oval room is 100’ long and twice as high. 
Most of its expanse is taken up by a great man-0-war 
boat. Although not visible from the floor, 
Hutaatep’s sarcophagus lies in the hold of this boat. 
To either side of the boat are long stone benches 
containing small sarcophagi and burial treasures. At 
the far end of these two benches are great mounds of 
treasure totalling 10,000 gp each. Eight grain bins 
also stand in the room as well as woven chests 
containing all forms of royal clothing, dinner wear, 
etc. A small series of rooms stand off to the PC’s 
immediate right. Finally, a small pyramid rests at the 
far end next to an enclosed altar to Ranivorus. 

The gorgon statue that the PCs seek is mounted 
on the man-0-war much like a figurehead. Its size 
would make it weigh 500 pounds, but it is easy to 
remove (taking but a round) and instantly shrinks to 
palm size weighing but 2 pounds. 

A deep voice suddenly echoes around the room, 
saying, “Greetings. You now stand before me, the 
great Hutaatep. I know of your mission, and am 
prepared to counter my adversary’s offer. Leave the 
statue, and I will give you all that you see before 
you. If you persist in your folly, you will not leave 
this room alive.” If the party looks for the source of 
the voice, they find it issues from the desiccated, 
bandaged-wrapped corpse of a gnoll that is standing 
on the deck of the man-0-war. He waves the staff he 

wields, and the far end of the room dissolves into a 
giant (50’ X 50’) magic door. The view within the 
door shifts every few seconds to reveal wondrous 
landscapes and panoramic vistas. 

Hutaatep is a 28th level cleric of Ranivorus. 
Because of this, what the party faces when the 
sarcophagus opens is a spellcasting undead gnoll. In 
combat, Hutaatep tries to herd the party toward the 
shifting magic door. He hopes to maroon the party 
separately in various planes of existence, and on 
various worlds. If the adventurers stand and fight, 
they must endure the punishment for three rounds 
before help arrives in the form of the bronze cat 
automaton. It takes three rounds before Tur-Ah can 
“solve” the magic door spell and control it. This 
beast is also quite capable of rescuing those who may 
be trapped by the magic door in otherworldly 
surroundings. 

Hutaatep: 28th level cleric; AC - 7 (plate mail 
armor); hp 197; MV 90’ (30’); #AT 1; Dmg Idlo + 5 
(mace-axe +5)  or by spell, bite for ld4; SA C28; ML 
8; AL C. 

Spells Available: First Level, 8; Second, 8; Third, 
7; Fourth, 7; Fifth, 7; Sixth, 6; Seventh, 5 .  Due to 
his mental instability, Hutaatep may use literally any 
clerical spell at any given moment. 

Magic Items in Possession: mace-axe + 5 (on 
person), potion of ethereality (2 vials), wand of 
negation (in boat). 

In Closing 
The rest of the adventure is very straightforward. The 
PCs return to Turak. The great cat again lies down by 
the steps of its master’s palace, turning back into a 
statue after magically reopening the palace. The PCs 
find all the members of the meeting in stone form. 
As soon as the gorgon statue is placed upon the 
ground, or touched to any of the people, it grows to 
the size of an adult gorgon, animates, and breathes 
on the victims, returning everyone to normal. After a 
few tense moments, everyone realizes that they have 
been affected by magic, and the negotiations are 
brought to a swift conclusion. It is decided that the 
Jennites have no use for a place as dangerous as 
Hutaatep. The Nithian-Jennite border is established 
well west of the offending site. Trularnan then 
prepares for the return trip to the Jennite Holdings. 

Though AI-Bel& offers honorary noble positions 
to the PCs in gratitude for their great work, the PCs 
should remember that they have thwarted the plans 
of Ranivorus. This insolence is something that 
neither AI-Belak nor the fell Immortal will forget, 
and should provide a springboard for any number of 
exciting and dangerous Nithian adventures. 
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Cultural Melee Weapons Chart 
Encumbrance Standard Skilled* * 

Weapon cost Notes 
Axe, Bsttle 7 s P  
h, xcsvgt Eye 5w 
ckrb Za 
Mace 5gP 30 1 d6 
Mace-axe Special * 40 1 d8 1 d8I1 d10 Combined mace E axe head 

Sword, Short Khopesh 80 1 d6 2d4 Sickle-shaped blade 
Pnlearmq . - . - 

Halberd 7gP 150 ldlO 

rm ld lO 
40 ld6 

Pike 3w a0 Id10 
Pok Axe 50P 

Staff 5gP 
Sword-staff 4gP 100 1 d8 ldlO Similar to a Bill in construction 

Cultural Missile & Hurled Weapons 
Encumbrance Standard Standard Skilled Skilled 

Dagger 3 SP 10 1 d4 1Ol2Ol30 
Javelin 

Throwing Stick 10 1 d2 1Ol20130 1 d6 15130145 

* Mace axes cannot be purchased. They are ceremonial gifts from the Pharaoh. 
* * Improved weapon statistics refer to use of the Nithian weapons skill with that particular weapon. 

Arrows Heat Exhaustion Triggers 

Name cost Damage Description 
Setu 1 SP ld8* Heavy, barbed Condition Check Every: 

war arrow 
Sunet 1 SP 1 d6 Standard 

arrow 

(Save vs. Death Ray) 

* Refers to a range penalty. When using the setu, bow 
ranges are reduced by half due to the weight of the arrow 
head. i.e.. short bow ranaes are reduced to 25150175, 
long bow.ranges 35noiio5. * Nithian battle helms negate this penalty. 

Heat Exhaustion Effects 

. .  
8-9 Heat Stroke 1 d6 points of damage 
1n.i 1 nplirinirs Cnntiniip mrrent artivitv until Collaose (see below) -, - - -  - - - - -  r - - \ - - -  - -  - I _-  .. - -. . . . - _ _  - -. . -. . . - - - - - - - - - 
12-13 Haat Stroke 1 d4 points of damage 
14-15 Deititous Victim hallucinates until water is drunk and shade is found 

Die in Id4 h Q u r $ ~ ~  uhater is dnurk 8nd rkpds irr found 16-17 cdiyffn 
18-19 Pass out Awaken in ld6 turns 
20 i- No effect 



One hex = 40 miles (2 marches) 
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MYSTERY 
The Nithians have long been the stuff of legend on the 

uuter world; they are a little less mysterious in the Hollow 
World. Ruled by powerful pharaohs, said by some to be Im- 

mortals in mortal form, they are the most changeless of all the 

What are the fabled powers of the Nithian pyramids? Is there still 
cultures in this realm. 

1 a relationship between the Haptans and the Tanagoro tribes? Do the 
tales of fabulous floating chariots drawn by fiery beasts contain more 
than a kernel of truth? The answers to these and many more questions 
are contained in these pages. 

The HOLLOW WORLD" boxed set is required for use with this acces- 
sory. 

L This product includes a 48-page DM's booklet, a 48-page players' 
booklet, and a special four-color, double-sided, poster map of 
Nithia. 

Details on new magical items and Nithian character 
:lasses are presented for use in your campaign. 

TSR, Inc. 
POB 756 
Lake Geneva 
WI 53147 USA 

A 

f6.99U.K. 

L 

TSR Ltd. 
120 Church End, Cherry Hinton 
Cambrige CB1 3LB 
United Kingdom 
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Look for Sons ofAzca, the first cultural ac- 
cessory in this series, at your favorite A 

hobby store now! 
v ISBN 1-56076-145-8 
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