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The Hollow World has many constraints on character creation and development that are not found elsewhere because of restrictions imposed by the Spell of Preservation.  

Files:

1) Mystara HW:  This file can be used to generate and maintain characters from the Hollow World who have broken with their cultural biases.  Restrictions imposed by the Spell of Preservation and common cultural limitations are provided.  See more specific notes for limitations imposed on particular races and cultures.

2) Other:  More specific files for various Hollow World cultures may be created in the future.
General Restrictions:

Languages:  Neathar is Common language.  Non-humans learn their racial languages unless they are overridden by cultural requirements.

Classes:  The Invoker, Sorcerer, and Wizard classes are unavailable to Hollow World natives, as is the Artificer class unless otherwise noted.  Other class restrictions may be imposed as a consequence of armor restrictions or by specific cultural restrictions.  Multiclassing is unrestricted with the exception that no Hollow World character may multiclass into the Artificer, Invoker, Sorcerer, or Wizard class unless trained to do so by a member of the class in question.

Powers:  Powers with the Charm, Summoning, and Teleportation keywords do not work in the Hollow World.  Since new powers are being created and added to the Character Builder on a monthly basis, I have made no attempt to edit out the powers that do not work.

Rituals:  Rituals of the Binding, Divination, Scrying, and Travel categories as well as the Comprehend Language, Raise Dead, Shadow Walk, Speak with Dead, Spirit Idol, and Walk Crossroads rituals do not work and thus are unknown.  The Raise Beast Companion ritual is known, but it summons a new beast companion of the same type rather than actually bringing a dead beast companion back to life.  Rituals are not added as often as powers are, so I will attempt to filter out rituals that do not fit into the Hollow World.
Armor Limits:  

Conversions:  Convert maximum armor as follows:
None:  Leather

Leather:  Hide

Scale Mail/Chain Mail:  Chainmail

Banded Mail/Plate Mail:  Scalemail

Suit Armor:  Platemail

Add shield if applicable.

Feat restrictions by maximum armor:  Feats that grant proficiency with prohibited armor or shields are unavailable.

Class restrictions by maximum armor:  Class restrictions apply only to primary class (whether solo class or one of hybrid options).
Hide (no shield):  The following classes are prohibited:

Assassin

Bard

Cleric (except as hybrid option)

Fighter

Paladin

Runepriest

Warden

Warlord

Chainmail (no shield):  The following classes are prohibited:

Assassin

Bard

Fighter (except as hybrid option)

Paladin

Runepriest

Warden

Warlord

Leather and Shield:  The following classes are prohibited:


Barbarian

Bard

Cleric

Druid

Fighter

Paladin

Ranger

Runepriest

Warden

Warlord (except as hybrid option)

Hide and Shield:  The following classes are prohibited:

Bard

Cleric

Fighter

Paladin

Runepriest

Warlord (except as hybrid option)

Chainmail and Shield:  The following classes are prohibited:

Fighter (except as hybrid option)

Paladin
Runepriest

Scalemail and Shield:  The Paladin class is prohibited except as hybrid option.

Platemail and Shield:  No classes are prohibited for maximum armor.

Weapons Allowed:  Weapons allowed are determined by source material as follows:
Axe Group:  No Hollow World culture makes use of Double Axe or Urgrosh.  Axe/Hand grants access to Handaxe.  Axe/Battle grants access to rest of group (but see Heavy Blade Group for Khopesh and Polearm Group for Halberd).  

Blowgun:  Allow if listed
Bow Group:  Bow/Long grants access to Greatbow and Longbow.   Bow/Short grants access to Longbow and Shortbow.  Jennite special bows are Longbows. 
Crossbow Group:  Crossbow/Light grants access to Hand Crossbow.  Crossbow/Heavy grants access to rest of group.

Flail Group: 
Bola:  Allow if listed

Net:  Allow if listed

Whip:  Allow if listed

Other:  The Double Flail, Flail, Heavy Flail, Scourge, Spiked Chain, and Three-Headed Flail are not used by any Hollow World culture.

Garrote:  This weapon is used only in Shahjapur.
Hammer Group:  Hammer/Throwing grants access to Throwing Hammer.  Hammer/War grants access to rest of group.
Heavy Blade Group:  Sword/Bastard grants access to Bastard Sword.  Sword/Normal (Broad) grants access to Broadsword, Longsword, and Scimitar.  Sword/Two-Handed grants access to Falchion, Fullblade, and Greatsword.  Only the Nithians use the Khopesh.  See Polearm Group for Glaive and Talenta Sharrash.  No Hollow World culture uses Double Scimitar, Drow Long Knife, Scythe, Talenta Tangat, or Zulaat.  
Light Blade Group:  Dagger grants access to Dagger and Parrying Dagger.  Sword/Short grants access to Rapier and Short Sword.  Horned or other non-standard shield grants access to Spiked Shield.  The Kukri is used by the Nithians and in Shahjapur.  The Katar is used only in Shahjapur.  Only cultures with AC bonus as special compensation use the Double Sword.  No Hollow World culture uses the Claw Fighter Claw, Cutting Wheel, Shuriken, Sickle, Talenta Boomerang, or Xen’drik Boomerang.
Mace Group:  Blackjack grants access to Club.  Club grants access to Club and Greatclub.  Mace grants access to Mace and Morningstar.  Only Blacklore Elves have access to Battlefist.
Pick Group:  No Hollow World culture uses any weapon from this group.
Polearm Group:  Halberd or Pole Axe grants access to Halberd.  Pike grants access to Greatspear and Longspear.  Polearms (All) grants access to all polearms except Talenta Sharrash, which is not used by any Hollow World culture.
Sling:  Allow if listed.
Spear Group:  Harpoon grants access to Tratnyr.  Lance grants access to Spear.  Javelin, Spear, and/or Trident are each allowed if listed.  See Polearm Group for Greatspear and Longspear.
Spiked Gauntlets:  Access to Spiked Gauntlets is granted automatically to cultures with access to Chainmail or better armor.  Cultures limited to hide armor or less do not have access to Spiked Gauntlets.
Staff:  Staff grants access to both Quarterstaff weapon and Staff implement.
Traditional priestly Weapons:  Lists common weapons for classes that use both implements and weapons but that do not have access to all martial melee weapons.

Implements Allowed:  All non-weapon implements are allowed.  Weapon implements are allowed only if corresponding weapons are allowed.

Custom Feats:  Custom feats are limited to Secret Society 1, Secret Society 2, and Titled.

Cultures:

Elvenkind:  Traditional priestly weapons do not apply to any of these cultures.
Blacklore:  
Race:  Use the Eladrin race for Blacklore Elves.

Languages:  Any Blacklore Elf who knows additional languages learns the Jennite language.

Class:  Select Artificer as initial class.

Patron Immortals:  None
Armor Limit:  None (maximum of leather/no shield by initial class)

Weapons Allowed:  All.  Initial weapons are Dagger and Quarterstaff.
Feats:  Unarmored Agility is required feat.  A Blacklore Elf may retrain this feat at any time after 1st level.

Suggested Background:  Scales of War/Imbuer
Gentle Folk:  
Race:  Use the Elf race for Gentle Folk Elves.

Languages:  Additional available local languages include Abyssal, Giant, and Goblin.
Class:  Select Shaman as initial class.

Patron Immortals:  Alphatia and Koryis
Armor Limit:  None (maximum of leather/no shield by initial class)

Weapons Allowed:  All.  Initial weapons are Dagger and Javelin.
Feats:  Unarmored Agility is required feat.  A Gentle Folk Elf may retrain this feat at any time after 1st level.

Icevale:  
Race:  Use the Elf race for Icevale Elves.

Languages:  Available local languages include Giant.
Class Restrictions:  Select any available weapon using class or Hybrid of any two available arcane or weapon using classes.  
Patron Immortals:  
Frey and Freyja

Ilsundal

Odin

Ordana

Thor

Armor Limit:  Scalemail and Shield
Weapons Allowed:

Axe Group:  All
Bow Group:  All
Crossbow Group:  All
Flail Group:  Net only
Heavy Blade Group:  Bastard Sword, Broadsword, Falchion, Fullblade, Greatsword, Longsword, Scimitar.
Light Blade Group:  Dagger, Parrying Dagger, Rapier, Short Sword, Spiked Shield.  
Mace Group:  All except Battlefist.
Sling
Spear Group:  Javelin, Spear
Suggested skills:  Athletics, Bluff, and Nature
Feats:  Armor Proficiency (Leather) is required for any character not proficient with leather armor.  Unarmored Agility is not an available feat in this culture.  Cold Adaptation is recommended feat.
Schattenalfen:  
Race:  Use the Drow race for Schattenalfen Elves.

Languages:  Available local languages include Milenian, Oltec, and Primordial.
Class Restrictions:  Select any available weapon using class or Hybrid of any two available arcane or weapon using classes.  

Patron Immortals:  Atzanteotl and Rafiel
Armor Limit:  Platemail and Shield
Weapons Allowed:

Axe Group:  Handaxe only
Bow Group:  All
Crossbow Group:  All
Flail Group: Net, Whip 

Heavy Blade Group:  Bastard Sword, Broadsword, Falchion, Fullblade, Greatsword, Longsword, Scimitar.
Light Blade Group:  Dagger, Parrying Dagger, Rapier, Short Sword.  
Mace Group:  All except Battlefist
Polearm Group:  All
Sling
Spear Group:  Lance, Spear
Staff
Required Skill:  Dungeoneering
Feats:  Armor Proficiency (Leather) and Mark of Making are allowed feats.  Armor Proficiency (Leather) is required for any character not proficient with leather armor.  Unarmored Agility is not an available feat in this culture.
Suggested Background:  Scales of War/Warsmith

Humans:  
General:

Race:  Use the Human race for all Human races.
Class Restrictions:  Most Human cultures may select any available single class other than Swordmage.  Hybrid combinations are limited to combinations of non-arcane classes unless culture has Foresters, in which case the Swordmage class and Hybrid arcane classes are also allowed.
Antalians:  
Languages:  Required local language is Antalian.

Class Restrictions:  Human standard.  Avenger, Monk, and any other class not proficient with leather armor is unavailable.  Arcane characters are outlawed and exiled until paragon tier, at which point they may force their people to accept them.
Patron Immortals:  
Frey and Freyja

Loki (illegal)

Odin

Thor

Armor Limit:  Chainmail and Shield
Weapons Allowed:

Axe Group:  All
Bow Group:  All
Hammer Group:  All
Heavy Blade Group:  Broadsword, Falchion, Fullblade, Greatsword, Longsword, Scimitar.
Light Blade Group:  Dagger, Parrying Dagger, Spiked Shield.  
Polearm Group:  Greatspear, Longspear
Sling
Spear Group:  Javelin, Spear
Traditional priestly weapons include all available weapons in Axe and Hammer groups.

Skills:  Athletics (for climbing) is required skill.  Suggested skills include Endurance, Nature, and Perception.
Feats:  Unarmored Agility is not an available feat in this culture.  Cold Adaptation is recommended feat.
Azcans: 
Languages:  Required local language is Oltec.

Class Restrictions:  Human standard.
Patron Immortals:  

Atruaghin

Atzanteotl

Ixion

Ka

Others possible

Armor Limit:  Hide and Shield
Weapons Allowed:

Bow Group:  Longbow and Shortbow
Flail Group: Bola only
Light Blade Group:  Dagger, Parrying Dagger, Rapier, Short Sword.  
Mace Group:  All except Battlefist
Polearm Group:  Greatspear, Longspear
Sling
Spear Group:  Javelin, Spear
Staff
Traditional priestly weapons include the Sling, Staff, and all available weapons in the Flail and Mace groups.
Feats:  Toughness is required feat.  
Jennites: 
Languages:  Required local language is Jennite.

Class Restrictions:  Human standard, but no Rogues.
Patron Immortals:  Tarastia
Armor Limit:  Chainmail/No Shield
Weapons Allowed:

Axe Group:  All
Bow Group:  Longbow only
Flail Group:  Net, Whip  

Hammer Group:  All
Heavy Blade Group:  Bastard Sword, Broadsword, Longsword, Scimitar.

Light Blade Group:  Dagger, Parrying Dagger, Rapier, Short Sword.  
Mace Group:  All except Battlefist
Spear Group:  Javelin, Spear
Traditional priestly weapons include the Net and all available weapons in the Axe, Hammer, and Mace groups.
Feats:  The following feats are required and must be taken before taking more than one other feat:
Mark of Handling
Versatile Expertise (Bow/any implement) or Weapon Expertise (Bow)

Weapon Focus (Bow)

Jennite characters must also take Weapon Proficiency (Longbow) if initial class does not grant proficiency with that weapon.  

Suggested Skill:  Nature

Makai: 
Languages:  Required local language is Makai.

Other:  All other cultural characteristics are as for Neathar culture.
Milenians: 
Languages:  Required local language is Milenian.

Class Restrictions:  Human standard.
Patron Immortals:

Asterius

Faunus

Halav

Ixion

Khoronus

Koryis

Palartarkan

Petra
Nyx

Protius
Tarastia

Twelve Watchers

Valerias

Vanya

Zirchev

Armor Limit:  Hide and Shield
Weapons Allowed:

Axe Group:  All except handaxe
Bow Group:  All
Flail Group:  Net only  

Light Blade Group:  Dagger, Parrying Dagger, Rapier, Short Sword.  
Mace Group:  All except Battlefist
Polearm Group:  Greatspear, Longspear
Sling
Spear Group:  Javelin, Spear, Trident
Staff
Traditional priestly weapons include the Shortsword, Sling, and all available weapons in the Spear group.
Feats:  The following feats are required and must be taken before taking more than one other feat:
Versatile Expertise (Spear/any implement) or Weapon Expertise (Spear)

Weapon Focus (Spear)

A Milenian character must also take appropriate Weapon Proficiency feat if class does not grant proficiency with any weapon in Spear Group.
The Mark of Handling feat is available in this culture to character who have taken all of their required feats.

Neathar: 
Class Restrictions:  Human standard plus Foresters.  Valgrai must be Beastmaster Rangers (either as sole class or as part of Hybrid class).
Patron Immortals:  
Diulanna

Odin

Palartarkan

Thor

Armor Limit:  Leather and Shield
Weapons Allowed:

Axe Group:  Handaxe only
Blowgun
Bow Group:  All
Flail Group:  Net only
Hammer Group:  All
Light Blade Group:  Dagger, Double Sword, Parrying Dagger, Rapier, Short Sword.  
Mace Group:  All except Battlefist
Sling
Spear Group:  Javelin, Spear, Trident
Staff
Traditional priestly weapons include the Club, Javelin, Spear, Staff, and all available weapons in the Axe and Flail groups.
Feats:  The following feats are required and must be taken before taking more than one other feat:
Versatile Expertise (tribal weapon and any implement) 
Weapon Focus (tribal weapon)
Weapon related feats must be for selected tribal weapon as follows:

Balarai:  Bow (Longbow)
Hiakrai:  Spear (Spear)
Makai:  Spear (Trident)
Toralai:  Spear (Spear)
Valgrai:  Light Blade (Shortsword)
Character who is not proficient with tribal weapon but who uses Staff as implement may select these feats for Quarterstaff (Staff) instead.  Character who is not proficient with tribal weapon or Staff implement may select these feats for Spear (Spear) instead.  Character who is not proficient with Spear or indicated tribal weapon or with Staff implement must take an appropriate Arcane Implement Proficiency or Weapon Proficiency feat.
Hiakrai are also required to take Animal Empathy (if possible) and Mark of Handling.
Valgrai are also required to take Animal Empathy (if possible).
The Mark of Warding feat is available in this culture.  

Required Skills:  Required skills are determined by tribe as follows:

Balarai:  Nature

Hiakrai:  None

Makai:  Athletics (for swimming)

Toralai:  Endurance and Nature

Valgrai:  None
Nithians:  
Languages:  Required local language is Nithian.

Class Restrictions:  Human standard.  Females are limited to implement using classes.
Patron Immortals:  
Ixion

Kagyar

Pflarr

Ranivorus

Rathanos

Thanatos

Valerias

Armor Limit:  Chainmail and Shield
Weapons Allowed:

Axe Group:  All
Bow Group:  All
Heavy Blade Group:  Khopesh only
Light Blade Group:  Dagger, Kukri, Parrying Dagger.  
Polearm Group:  All
Sling
Spear Group:  Javelin, Spear
Staff
Traditional priestly weapons include the Sling, Staff, and all available weapons in the Heavy Blade and Light Blade groups.
Feats:  The Mark of Making feat is available in this culture.  Head Adaptation is a recommended feat.
Oltecs: 
Languages:  Required local language is Oltec.

Class Restrictions:  Human standard, but no Rogues.
Patron Immortals:  Ka and Ixion
Armor Limit:  Chainmail and Shield
Weapons Allowed:

Axe Group:  Handaxe only
Blowgun
Bow Group:  All
Flail Group:  Bola only
Hammer Group:  All
Light Blade Group:  Dagger, Double Sword, Parrying Dagger, Rapier, Short Sword.  
Mace Group:  All except Battlefist
Sling
Spear Group:  Javelin, Spear
Staff
Traditional priestly weapons include the Sling, Staff, and all available weapons in the Flail, Hammer, and Mace groups.
Required Skills:  Athletics (for climbing) and Stealth.
Feats:  The Mark of Warding feat is available in this culture.

Tanagoro: 
Languages:  Required local language is Tanagoro.

Class Restrictions:  Human standard plus Foresters, but no Swordmages.
Patron Immortals:  Korotiku
Armor Limit:  Leather and Shield
Weapons Allowed:

Bow Group:  All
Light Blade Group:  Dagger, Parrying Dagger.  
Mace Group:  All except Battlefist
Polearm Group:  Greatspear, Longspear
Sling
Spear Group:  Javelin, Spear
Traditional priestly weapons include the Staff and all available weapons in the Mace group.
Feats:  The following feats are required and must be taken before taking more than one other feat:

Bloodied Fleetness
Toughness

Fleet of Foot is required at 11th level.
The Mark of Passage feat is available in this culture to characters who have taken all of their required heroic tier feats.
Traldar:  
Languages:  Required local language is Milenian.

Class Restrictions:  Human standard plus Foresters.
Patron Immortals:  Halav and Petra
Armor Limit:  Scalemail and Shield
Weapons Allowed:

Axe Group:  All except handaxe
Bow Group:  All
Flail Group:  Net only 

Hammer Group:  All except Throwing Hammer
Light Blade Group:  Dagger, Parrying Dagger, Rapier, Short Sword.  
Mace Group:  All except Battlefist
Polearm Group:  All
Sling
Spear Group:  Javelin, Spear, Trident
Staff
Traditional priestly weapons include the Staff and all available weapons in the Axe, Hammer, and Mace groups.
Feats:  The Mark of Sentinel feat is allowed in this culture.

Mixed:

Merry Pirates:  

Races:  Merry Pirate races include the following:

Halfling (Hin)

Human (Antalian, Makai, Thyatian, Traldar)

Languages:  Available local languages include Antalian, Lalor, Makai, Milenian, and Thyatian.
Class Restrictions:  Human standard.
Patron Immortals:  
Frey and Freyja

Halav

Korotiku

Odin

Petra

Thor

Vanya

Zirchev

Armor Limit:  Platemail and Shield
Weapons Allowed:

Axe Group:  All
Bow Group:  All
Crossbow Group:  All
Flail Group:  Net, Whip
Hammer Group:  All except Throwing Hammer
Heavy Blade Group:  Bastard Sword, Broadsword, Falchion, Fullblade, Greatsword, Longsword, Scimitar.
Light Blade Group:  Dagger, Parrying Dagger, Rapier, Short Sword, Spiked Shield.  
Mace Group:  All except Battlefist
Polearm Group:  Greatspear, Longspear
Sling
Spear Group:  Javelin, Spear, Trident
Staff
Traditional priestly weapons include the Net, Staff, and all available weapons in the Hammer and Mace groups.
Suggested Background:  Forgotten Realms/Windrise Ports.
Feats:  The Mark of Scribing feat is allowed in this culture.

Shahjapur:  

Races:  Races in Shahjapur include the following:

Dwarf

Elf

Gnoll

Halfling (Hin)

Human (Sindhi)

Languages:  Required local language is Sindhi.

Class Restrictions:  Human standard.
Patron Immortals:  Ixion; most others possible
Armor Limit:  Scalemail and Shield
Weapons Allowed:  All weapons are allowed if they are used anywhere in the Hollow World.  
Other Racial Cultures:
Beastmen:

Race:  Use the Orc race for Beastmen.

Class Restrictions:  Any available weapon using class, or Hybrid combination of any two available classes.
Patron Immortals:  Ka
Armor Limit:  Hide and Shield
Weapons Allowed:

Axe Group:  All
Flail Group:  Net only
Hammer Group:  All
Light Blade Group:  Dagger, Parrying Dagger, Rapier, Short Sword, Spiked Shield.  
Mace Group:  All except Battlefist
Sling
Spear Group:  Javelin, Spear, Tratnyr
Traditional priestly weapons include all available weapons in the Flail, Hammer, and Mace groups.
Feats:  Cold Adaptation is recommended feat.

Brute-Men:

Race:  Use the Mul race for Brute-Men.

Class Restrictions:  Any available weapon using class, or Hybrid combination of any two available classes.

Patron Immortals:  Kagyar and Thanatos
Armor Limit:  Hide/No Shield
Weapons Allowed:

Axe Group:  Handaxe only
Bow Group:  Longbow and Shortbow
Hammer Group:  Throwing Hammer only
Light Blade Group:  Dagger, Parrying Dagger.  
Mace Group:  All except Battlefist
Sling
Spear Group:  Javelin, Spear
Staff
Traditional priestly weapons include the Staff and all available weapons in the Axe, Hammer, and Mace groups.
Suggested Skills:  Nature, Perception, and Stealth
Dwarves, Kogolor:  
Race:  Use the Dwarf race for Kogolor Dwarves.

Languages:  Local languages include Giant and Secret Language (Yodeling).
Class Restrictions:  Avenger, Monk, and any other class not proficient with leather armor is unavailable.  Any other available martial or divine class or hybrid combination of any two available martial or divine classes is permitted. 
Patron Immortals:  
Frey and Freyja

Garl Glittergold

Armor Limit:  Scalemail and Shield
Weapons Allowed:

Axe Group:  All except handaxe.
Bow Group:  Longbow and Shortbow
Crossbow Group:  All
Heavy Blade Group:  Bastard Sword, Broadsword, Longsword, Scimitar.
Light Blade Group:  Dagger, Parrying Dagger, Rapier, Short Sword.  
Mace Group:  All except Battlefist
Polearm Group:  Greatspear, Halberd, Longspear
Sling
Spear Group:  Javelin, Spear
Traditional priestly weapons include the Broadsword, Dagger, Longsword, and all available weapons in the Crossbow and Polearm groups.
Suggested Skill:  Athletics (for mountain climbing)
Feats:  Unarmored Agility is not an available feat in this culture.

Garls:  

Race:  Use the Goliath race for Garls.

Languages:  Select Dwarven as initial secondary language.

Other:  See Brute-men entry for other details.

Gnomish Halflings, Oostdok:  
Race:  Use the Halfling race for Gnomes of Oostdok.

Languages:  Select Gnomish as initial secondary language.

Class Restrictions:  Any available weapon using class, or Hybrid combination of any two available classes is permitted.  Artificers are allowed.
Patron Immortals:  Garl Glittergold
Armor Limit:  Chainmail and Shield
Weapons Allowed:  
Axe Group:  Handaxe only
Bow Group:  Shortbow only
Crossbow Group:  Hand Crossbow only
Hammer Group:  Craghammer, Throwing Hammer, Warhammer
Heavy Blade Group:  Broadsword, Longsword, Scimitar.
Light Blade Group:  Dagger, Parrying Dagger, Rapier, Short Sword.

Traditional priestly weapons do not apply to this culture.

Hutaakans:  
Race:  Use the Razorclaw Shifter race for Hutaakans.

Languages:  Select Nithian as initial secondary language.  Other local languages include Abyssal and Giant.
Class Restrictions:  Any available weapon using class, or Hybrid combination of any two available classes.
Patron Immortals:  Pflarr
Armor Limit:  Scalemail and Shield
Weapons Allowed:

Crossbow Group:  All
Flail Group:  Whip only  

Hammer Group:  All
Heavy Blade Group:  Broadsword, Longsword, Scimitar.
Light Blade Group:  Dagger, Parrying Dagger, Rapier, Short Sword.  
Mace Group:  All except Battlefist
Sling
Traditional priestly weapons include the Dagger, Sling, and all available weapons in the Crossbow, Flail, Hammer, and Mace groups.
Required Skills:  Religion and Stealth
Feats:  The Mark of Shadow feat is available in this culture.  Heat Adaptation is recommended feat.
Kubitts:  Kubitts are size Tiny and thus not suitable as 4E player characters at this time.
Lizardfolk, Malpheggi:

Race:  Use the Bullywug race for Malpheggi Lizardfolk.

Languages:  Local languages include Draconic and Primordial.
Class Restrictions:  Any available weapon using class, or Hybrid combination of any two available classes.
Patron Immortals:  Ka
Armor Limit:  Leather and Snield
Weapons Allowed:

Axe Group:  All
Crossbow Group:  All
Flail Group:  Net only
Hammer Group:  All
Heavy Blade Group:  Bastard Sword, Broadsword, Longsword, Scimitar.
Light Blade Group:  Dagger, Parrying Dagger, Rapier, Short Sword, Spiked Shield.  
Spear Group:  Javelin, Spear, Trident
Traditional priestly weapons include all available weapons in the Axe and Hammer groups.
Required Skills:  Athletics and Nature.
Feats:  Heat Adaptation is recommended feat.

Orcs, Krugel:  
Race:  Use the Orc race for Krugel Orcs.

Class Restrictions:  Any available weapon using class, or hybrid combination of any two available classes is permitted.
Patron Immortals:  Karaash
Armor Limit:  Scalemail and Shield
Weapons Allowed:

Bow Group:  All
Crossbow Group:  All
Flail Group:  Net, Whip 

Hammer Group:  All except Throwing Hammer
Heavy Blade Group:  Bastard Sword, Broadsword, Longsword, Scimitar.
Light Blade Group:  Dagger, Parrying Dagger, Rapier, Short Sword, Spiked Shield.  
Sling
Spear Group:  Javelin, Spear
Traditional priestly weapons include the Net, Spear, and all available weapons in the Hammer and Mace groups.
Feats:  Mark of Handling is required feat.
Other Races:  Traditional priestly weapons do not apply to any of these races except as noted.
Ancestor Rakastas:  

Race:  Use the Goliath race for Ancestor Rakastas.

Terrain:  Any

Languages:  Select Dwarven as initial secondary language.

Class Restrictions:  Any available melee weapon using class, or Hybrid combination of any two available classes.  Classes and builds that specialize in the use of missile weapons are not allowed.
Armor Limit:  Hide/No Shield
Weapons Allowed:  All weapon groups are allowed except for the following:
Blowguns

Bows

Crossbows

Slings
Drakes:  
Terrain:  Forest, Mountain
Races:  By terrain as follows:
Forest:  Elf or Halfling (Hin)
Mountain:  Dwarf or Halfling (Gnomish)

Class Restrictions:  Must be Hybrid Druid/Rogue.
Other:  As 4E Rogue.
Dryads:  

Races:  Use the Wilden race for Dryads.
Terrain:  Forest
Class Restrictions:  Must be Druid, Shaman, or Hybrid Druid/Shaman.
Armor Limit:  Hide/No Shield
Weapons Allowed:  Dagger, staff, and non-weapon implements only.
Fauns:  

Races:  Use the Wilden race for Fauns.
Terrain:  Forest
Class Restrictions:  Any available class with weapon powers, or Hybrid combination of any two available classes.  No arcane class other than Bard is allowed.
Armor Limit:  Hide/Shield
Weapons Allowed:  As 4E Bard class.
Lizardkin:  

Races:  Lizardkin sub-races in the Hollow World include Dragonborn, Lizardfolk, and Sis’thik.

Terrain:  Desert, Ocean, Swamp
Other:  As Malpheggi Lizardfolk.
Lycanthropes:  

Races:  Use Human race for Lycanthropes.
Terrain:  Arctic, Forest/Jungle, Hill.
Class Restrictions:  Must be Hybrid with Druid as one of class options and other option legal for adopted culture.
Other:  As Human of adopted culture.
Minotaurs:  

Races:  Use the Minotaur race for Minotaurs.
Terrain:  Forest/Jungle
Class Restrictions:  Any available weapon using class, or Hybrid combination of any two available classes.
Armor Limit:  As 4E Barbarian.
Weapons Allowed:  As 4E Barbarian.
Tepictoton:  

Race:  Use the Gnome race for this race.

Terrain:  Azcan lands
Class Restrictions:  Select Hybrid as class, with Druid as one hybrid class and a weapon using class as the other hybrid class. 
Armor Limit:  Hide/No Shield
Alignment:  Select alignment of Good or Unaligned.

Weapons Allowed:  As Azcan Human of Small size.
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