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The Empire of Selhomarr: A Gazetteer

by Geoff Gander, 1997



If you are a player, stop reading now!  All the information that you need to play in the Empire of Selhomarr is available in the Player’s Guide of this gazetteer.  This book is intended for the use of DMs only, and your enjoyment of the game could be greatly reduced if you were to read of the secrets contained within.  Should your DM feel that some of the information in the DM’s Guide is useful to you, he or she will share it with you.  If you are a DM, read on, and learn about the awesome and ancient Empire of Selhomarr!



Introduction:



Very little in known about the people of Selhomarr - Lhomarrian or Ilarnnian - by current Mystaran sages.  In fact, if asked, many would doubt their existence.  Only the DM has the full story of who they were, but players can discover this if they venture to the Hollow World…



Unlike many other cultures detailled by TSR and by enterprising DMs and players alike, the Lhomarrians do not have a direct correspondence with any real world cultures. This is because they are based upon mythological accounts of the people of Atlantis, as written by Plato and others.  In their general cultural outlook, people will be able to find similarities with the Greeks of the Classical era, the Phoenicians, and other cultures, but overlaid by that of mythic Atlantis.  The Selhomarrians are a combination of these and more.  With this in mind, I will describe them as a people, their values, their way of life, and their society.



As a final note, this gazetteer will concentrate primarily on the Lhomarrian culture, history, and general outlook.  This has been done for two reasons.  First, the Lhomarrians constitute the overwhelming majority of the population of Selhomarr, so much so that  not focusing on them would be highly inaccurate.  Second, in terms of how both cultures interact with the world, the Lhomarrians are by far the major players in the affairs of Selhomarr; the Ilarnnians are just too isolationist to be a major presence in most campaigns, though do not by any means let this restrict you in your own game play.  Generally speaking, nine out of every ten Selhomarrians encountered by visiting player characters will be Lhomarrian.  Please note that more information is available in the Player’s Guide on the peoples of Selhomarr.



The Lhomarrian People:



This is a brief review of the essential characteristics of the Lhomarrians, to aid you in describing them to your players, especially of they do not come from Selhomarr.  Contrary to many existing theories expounded by contemporary Mystaran sages, the Lhomarrians are not a race of demihumans; but a fourth branch of humanity, largely vanished from the surface world except for small enclaves in the Lost Valley region, and other regions of Davania.  Though they are now long gone, for the most part, the Lhomarrians did intermix with other branches of humanity long ago.  In fact, many modern humans carry the blood of ancient Lhomarr in their veins, especially those who spent any amount of time on Davania, such as the Milenians, and possibly the Thyatian peoples (as well as those related to them).  Other subgroups of humanity known to be partially descended from the Lhomarrians are the Yanifey people, who once inhabited the continent of Alphatia before the Alphatian Landfall in BC 1000, and who now live on the Yannivey Islands and Qeodhar. The section on the history of Lhomarr on the surface world provides more detail on this topic.



As a people, the Lhomarrians are of average height, but are stockier than the average human, and also tend to have more hair on their bodies.  In terms of skin tone, they range from a medium olive to a light pink complexion.  Despite their appearance, however, the Lhomarrians are not a people who live in hot climates.  When the Lhomarrians first arose on the surface, they developed in southern Skothar, which was then near the equator, and very tropical.  They eventually migrated to old Lhomarr, which, although far to the south, was blessed with milder temperatures thanks to both warmer ocean currents, and a microclimate, much like that enjoyed by Blackmoor during its heyday.  Otherwise, old Lhomarr would have had a climate much like that of northern Norwold and the modern Thonian Marches.  Thus, they arose in a tropical land, but migrated to more temperate climes.  Their constant exposure to the sun, and its reflection over the sea, allowed them to retain their pigmentation.  Most Lhomarrians have brown hair and eyes, although hazel or green eyes, and reddish-brown hair, are not uncommon.  Lhomarrians with blond hair or blue eyes are quite rare, and people having such a hair and eye colour combination will not escape notice.



Lhomarrian Dress:



Generally, Lhomarrian women wear their hair long, with the wealthier ones often tying it up with delicate, wire-like jewellery made from precious metals and stones.  The most common form of dress for women is an ankle-length dress with sleeves reaching down to the elbows, belted at the waist.  They are often white or brown in colour for the average woman, but richer ones will have dresses with vibrant colours.  Over top of this dress many wear  a long vest, extending below the waist, which often has colourful patterns dyed into it.  Again, richer women will wear vests made from better fabrics, and having more colours.  Counter to what many would expect, there is nothing forbidding women in lower economic classes from wearing upper-class garments -  as long as they can afford the clothes, they can wear them.  In terms of footwear, most women wear stockings (of finer fabrics for the wealthy) underneath sturdy leather shoes. 



Lhomarrian men generally keep their hair short, although many have short, well-trimmed beards.  Most commoners wear simple cloth sleeved tunics, belted at the waist, and pants.  They will also wear boots or shoes.  As with women, the richer the man, the more vibrant and well-made his clothing will be.  Commoners generally wear clothing that is white, grey, or brown in colour, although colour choices are not limited to these.



Military Dress and Equipment: 



In times of war, Selhomarrian soldiers will wear bronze helmets and arm and leg greaves, combined with a bronze scale mail hauberk.  Often, tabards depicting national symbols, or division emblems, are worn over the armour.  Most warriors arm themselves with bronze spears and shields, as well as short swords or hand-axes.  If distance weapons are needed, the Selhomarrians can equip themselves with short bows or slings.  Two-handed weapons, as well as long swords and crossbows, are unknown to them.  Less offensive weapons include staves and daggers.



Selhomarrian sailors wear leather armour, as this is light enough that they can still swim if knocked overboard.  Many use the short sword as the weapon of choice, but some will use tridents as well.  More information on the armies of Selhomarr will be provided in a later section of this book.

�Lhomarr: The Land, Its People, and Their History:



Overheard at a public lecture by Gallos the Aged, at Myiad:



“…and as I said earlier, the history of the Lhomarrian people has been shaped by many things, not the least of which was our survival of the destruction of the old world.  As some of our surviving records state, our old world was a wondrous place, filled with nature’s bounty.  But our war with Y’hog nearly destroyed us.  All of us here learned the Tale of the Homecoming by rote, how our fair land was destroyed by their powers, how only a handful of villages, filled with the most virtuous among us, were picked up by Xeron Himself to be brought to this new world, and to our fair continent of Selhomarr, which He created for us.



“We have not squandered His bounty, but have expanded in our new realm only when overcrowding demands it, for we were far too acquisitive in the Old Times.  Thus we ensure there is plenty of nature’s bounty for all to enjoy, for there can be no wilderness, no animals, and no free lands to enjoy, if we cover all we see with our roads, our houses, and our public buildings.  Truly Selhomarr is paradise on our world.



“Xeron has also taught us the value of co-operation.  Never in the Old Times would the good of the people come before the good of the individual, but now we know it cannot be otherwise.  Only if we band together, help others as we would help ourselves, can we hope to survive the challenges Xeron has set before us.



“Now, before I accept questions, let us briefly discuss the importance of the Codex of Ilyonior, and its ramifications on our current legal system…”



The History of the Lhomarrians



Old Lhomarr, The Migrations



In the ancient times before recorded history, there was a mighty human civilization, one which predated even the elves, and expanded to unprecedented proportions. This was Lhomarr.  None but the most learned sages know of it now, and even these doubt much of their information, diluted as it is through the passage of over 8,000 years.



The people who were to become the Lhomarrians first appeared on the southern coast of the landmass that we know as Skothar, some 12,000 years ago.  In those times, a large series of islands, some of them very large, ran from that coast almost to Vulcanian Peninsula of Davania.  The early Lhomarrians were simple hunter-gatherers, living off of the bounty of the rich southern savannahs and forests, and occasionally exploring the coasts of these lands in their tiny dugout canoes.  Some migrated south, colonizing the uninhabited islands to the south, slowly leapfrogging their way towards Davania.  There they would have ultimately settled, were it not for the discovery of a very large island - almost a small continent - not 200 miles north of the tip of what we now call the Vulcanian Peninsula.  This was approximately 11,500 years ago.



While the early Lhomarrians of the south were exploring their world, those of the north - those who remained in southern Skothar - suddenly found themselves in competition with a people known as the Tanagoro, who also lived off of the savannahs and forests.  While the Lhomarrians were brave, the Tanagoro were far more numerous, and much more proficient at combat.  A series of wars erupted between the two peoples over the next 200 years, in which each side inflicted great suffering on the other.  Ultimately, the northern Lhomarrians were beaten, some fleeing to the southern islands, and others migrating to the northwest.  Those who went south joined their fellows on the islands, and those who went northwest travelled for many years, until they came upon a rich land, with great forests and plains.  Here they settled, and, before long, met the natives of this new land, who were fair-skinned and pastoral.  The two peoples, having no desire to fight each other, learned to co-operate.  Soon, their cultures mingled, and they became one people.  This new people, who called themselves the Yanifey, would enjoy a peaceful existence on proto-Alphatia until BC 1000, when they were pushed aside by a new set of newcomers - the Alphatians.



The southern Lhomarrians, free from the conflicts of their northern brethren, were able to concentrate on improving their own existence.  They eventually settled down, and converted from a semi-nomadic lifestyle to that of pastoralism.  They domesticated many kinds of crops, as well as animals, and began a rapid rise to civilization that was to see them build stone houses, wooden sailing ships, and forge bronze weapons.  These achievements were completed some 9,800 years ago, around BC 8800.  By this time they had also taken to the sea, collecting great catches of fish, and exploring farther and farther away from their homes.  Within 200 years, the Lhomarrians had explored the entire Davanian coast from the Vulcanian to the Cestian Peninsulas.   It was also around this time that the melting of the large polar icecaps was well under way.  As a consequence, many of the smaller islands south of Skothar sank into the sea because of the rising sea levels.  Eventually, only the small continent of Lhomarr still existed, and even then many low-lying coastal plains were inundated. By this time (around BC 8600-BC 8400), the Lhomarrians had become well-established upon this land, which they named Lhomarr, meaning “Land of the Sea”.



The Old Kingdom, The Tyranny of Galhossian, and the Rebellion



The early stages of Lhomarrian civilization were marked by periods of imperial expansion, global exploration, and sometimes peaceful relations with other peoples.  Lhomarrian colonists had already sparsely settled the Cestian Peninsula by BC 8400, as well as the peninsula we know as the Vulture Peninsula, then a land of verdant forests and pastures.  The Vulcanian Peninsula, although much closer geographically, had poorer soils, a more severe climate, and more hostile animals than the more distant Lhomarrian colonies.  No large numbers of Lhomarrians settled Davania at this time.  Only after the edict of Galhossian, Emperor of Lhomarr, was announced in the capital city of Regemnon in BC 8397 were large numbers of colonists sent to Xerothyni (the Lhomarrian name for the Cestian colony), and Prys (the old name for the Vulture Peninsula) on Davania.  



That such an edict came to be only because of the machinations of Galhossian, who ascended the throne due to an accident at sea that claimed the life of his older brother, Yoros.  Never a very stable man, Galhossian constantly sought to root out traitors in his midst, and often passed judgements indiscriminately, for he saw enemies everywhere.  The most common means of getting rid of opponents (both real and imagined), was to deport them to the Lhomarrian colonies on Davania.  At first, only a trickle of people went to the continent, but after the edict was announced, hundreds were shipped away every week.  Many of these people were simply dumped on the shores of their new homes, and told to make do with what they had.  Few survived this treatment.



At home, high taxes were levied against the people, and the powers of the regional princes were curtailed severely.  By BC 8392, Galhossian ruled with an iron fist.  As he ever more zealously defended himself from imagined enemies within the capital, real opponents arose in the countryside, demanding fair taxation and more autonomy.  The event that touched off the rebellion happened in early spring, BC 8389, when the emperor, while touring the southern countryside, received a less than hearty welcome at one of the villages.  The local garrison had just requisitioned the commoners’ tools and food stores for their own purposes, and many were starving.  Outraged at this reception, Galhossian had the entire village burned, and its people put to the sword.



Such actions would never have been conceived when Lhomarrian society was developing.  Understanding the need for co-operation, and the fact that no one person could administer every region of the continent, and its colonies, a federal system was set up, where a council of twelve regional princes looked after local affairs, and reported directly to the emperor, who handled affairs of state.  Such as system had been in place since BC 8600, when the first emperor appointed ten of his best warriors to rule in his stead across the continent.  Two princes were later appointed in BC 8395 to look after the two colonies.  Galhossian’s actions circumvented the rights of his princes, and violated the balance of power that had existed for centuries.



Word of this event spread like wildfire throughout the countryside, and ten regional princes, along with their supporters, declared an open rebellion.  The two princes in the colonies declared themselves for Galhossian, and sent their forces to his aid.  Over the next 12 years, a vicious civil war spread all over the continent, and in the colonies to a lesser extent.  The hostilities ended in BC 8377, when Galhossian and the two loyal princes were killed in the palace by a rebel disguised as one of his personal guards.  In the aftermath, the ten victorious princes redivided the Lhomarrian empire into ten regions, wherein each would look after local affairs.  Galhossian’s successor and son, Tylios, was only 14 years old at the time, and could only accept what was being decided.  The princes only wrote a series of binding laws, which explicitly divided the national powers between the two ruling groups.  Now it would be illegal for a usurpation on the scale of Galhossian to happen again.



The New Kingdom, The Golden Age of Lhomarr



In the centuries that followed, Lhomarr settled into a new peace.  The regional princes looked after the people, and the successive emperors remained within their allotted sphere, dealing with foreign rulers, concluding new treaties, and enacting legislation.  Colonization of Davania proceeded in a leisurely manner, with colonies existing on the Vulcanian Peninsula, what would eventually become the Lost Valley, and on the aforementioned established settlements of Xerothnyi and Prys.  Relations were also concluded with the Tanagoro of Skothar to the north, the Oltecs to the northeast on Brun and northern Davania, and with the kingdoms of the lizard men around the Aryptian Basin region.  Trade increased, the people prospered, and explorers went further afield.  



It was near the end of this period, around BC 8260, that word of a strange land far to the northwest became known. Tales were told of a large island near the great Western Sea, upon which were built cities of blackest basalt, obsidian, and marble.  The inhabitants were said to be like those of the lizard man realms, but unlike them in many ways.  They were said to be very reclusive, refusing to respond to requests to dock at one of their harbours, while it was obvious there was much wealth there, as strange-looking ships laden with riches continually arrived, crewed by those queer people.  Tales were also told of columns of refugees fleeing their communities in the area, of great wars and destruction. Many of these were not believed by the average Lhomarrian, content as he was in his security.



The emperor at the time, Mordalios, decided that this land required study, and ordered the furnishing of an expedition to this land. This expedition had several diplomats and other officials come along as well, in the hopes of concluding formal relations with these people, if they existed.  After many years of searching, the island of Y’hegg-T’uhath (as it was called by the locals) was discovered in BC 8250.  Upon being guided to the capital, the mysterious city of Y’hog, the representatives of Lhomarr were treated to a sumptuous banquet by the island’s masters, a degenerate breed of Carnifex.  Unknown to them, the food they were served was laced with sleeping poisons, which took effect quickly.  Once asleep, the Lhomarrians were sacrificed by the Carnifex to their dark gods.  One of the envoys, who was feeling ill, had declined to eat and had gone outside, only to witness the foul deed. He fled to the ship, and ordered the crew to head back to Lhomarr.



The Time of Isolation, The First War



The Lhomarrian ship returned home by BC 8249, and the tale of the diplomatic mission was shared with Mordalios.  Not a particularly brave man, he decided that Lhomarrian lives were too precious to waste in an obscure corner of the world, and so did nothing in terms of reprisals.  He maintained close ties with the various nations on Davania, such as Nevumm and Orimul, in order to ensure that his colonies’ western flanks would be well-protected from any menace originating there.  So this situation persisted, with successive emperors relying more and more upon the willingness of the Davanian nations to keep the peace on the continent, while the Lhomarrians retreated within their own nation and its colonies, venturing into the world only to trade occasionally, unwilling to risk confrontation.  This arrangement suited many commoners just fine, as they had no desire to lose their sons in far-off wars, or to forsake the comforts of their homes.  



By BC 8100, the tales of destruction grew more frequent. At this time, Carnifex colonies on Davania were growing mighty, and expanding their holdings at the expense of their neighbours, who all too often found themselves sacrificed to the blasphemous gods of Y’hog.  As the years passed, contact with the nations to the west became sporadic, then ceased entirely as city after city fell to the hordes of Y’hog and its colonies.  The last city of Nevumm was sacked and burned in BC 8006, and with its destruction the ruin of an entire nation.  Orimul shared its fate not long afterwards, in BC 7962, though some of its Oltec inhabitants fled, escaping northeast across the Serpent Peninsula to the future lands of the Atruaghin Clans.  By BC 7903, the kingdom of Ilarnn found itself under the Carnifex heel, and its people enslaved. With its conquest the way was clear to the rich lands of Xerothnyi, prize colony of Lhomarr.



Kirthos, the emperor at the time, did not share his predecessors’ isolationist tendencies, but found it incredibly difficult to get the regional princes to co-operate with him in his plan to aid Davania.  With the conquest of Ilarnn, opposition to his plans dissolved, as rumours spread of an imminent invasion of Xerothnyi, and of Lhomarr soon afterwards.  In BC 7900, a massive fleet of Lhomarrian ships landed at Xerothnyi, and disgorged a large force of soldiers to push back the Carnifex horde. Within five years, they managed to push their enemies out of the kingdom of Ilarrn, thus liberating it.  There were enough people left for Ilarrn to constitute a nation, and these numbers were bolstered by Lhomarrian settlers, who aided in the reconstruction of the country.  For King Dirdani of Ilarrn, ruling what was effectively a protectorate of Lhomarr was infinitely better than dying at the hands of the Carnifex.



Over the next 400 years the battle lines moved east and west across the northern portion of the continent, with many large cities switching hands several times, decimating the numbers of those who survived the initial onslaught of the Carnifex.  Over these years, many large portions of northern Davania were effectively depopulated, entire cultures wiped out.  By BC 7500,  Lhomarr found itself almost broken by the wars. Too many young men had left their homes, never to return.  It soon found it necessary to form an alliance with other surviving human nations in the region, insisting upon a crusade to push the Carnifex out of Davania.  Nations such as Ilarrn and Suur eagerly contributed what forces they had, realizing that Lhomarr could not do this alone.



The push to the west resumed with renewed vigour, as the allied legions liberated more cities and regained more land.  Lizard man mercenaries also gave their aid, for their nations were also endangered by the Carnifex.  A great victory was scored in BC 7465, when Azhat-Ith, the largest Carnifex city on Davania, and a main transit point for their armies, was taken after a two-year siege.  No compassion was spared the inhabitants, and the city was razed and then resettled by Lhomarrians in BC 7460, naming their new city Eldamir.  With such a great setback, the Carnifex could not co-ordinate their armies as well, and soon found they had no secure landing point for their troops.  By BC 7380, the Carnifex had been pushed out of Davania, save for scattered bands in the Adakkian Mountains, as well as underground.  A time of peace and rebuilding began, but this was cut short less than 200 years later, as a second great horde swept down from Y’hegg-T’uhath, sowing the seeds of destruction once again.



The Dark Years



In BC 7200, a new horde of Carnifex and their servitors landed on the northwestern coasts of Davania, and destroyed all they found.  Such was their fury that they swept across the continent with great speed, besieging and destroying Eldamir in BC 7178.  The advance was halted here, and the newly-rebuilt Azhat-Ith was taken in BC 7153, but this time no other cities were built upon this site, such were the memories of the destruction of Eldamir.  By BC 7140 Davania was once more freed from the hold of the second horde of Y’hog.  This time, it was decided that the menace of the Carnifex must be destroyed once and for all.  In the early spring of BC 7037, a great naval force of Lhomarrians and their allies gathered at the ruins of the Lhomarrian port of Valannir in northwestern Davania, and crossed the Straits of Mist to the island of Y’hegg-T’uhath. Once there, they systematically destroyed every settlement they found, until they made their way to the capital, Y’hog itself.  By BC 7033, Y’hog was surrounded, the siege succeeding two years later, in which much of the city was laid to waste.



Only a couple of years later, a third and final horde of Carnifex and their minions swept out from the catacombs beneath Y’hog, and laid Davania to waste once more.  In BC 7027, a valley near the ruins of the city-state of Pelenzor was the scene of one of the worst battles Davania had yet seen, in which Brell, the great general of the Lhomarrian armies who masterminded the siege of Y’hog, was slain.  The Lhomarrians and their allies were routed, and they retreated the south and east, with their enemies in close pursuit.  Just two short years later, those same armies were fighting to maintain their hold on the eastern coasts of Davania. Xerothnyi and Prys were evacuated, and the line held for a short while - long enough to rout many of the invaders at the Battle of Okhtor Pass.  Ultimately, Xerothnyi was lost, and the survivors fled to Lhomarr, to begin preparations for an anticipated invasion.  This was not before a scouting party discovered what appeared to be a magical device in the possession of some Carnifex wizards, whom they slew, after which they destroyed the device.  This destruction was the undoing of Lhomarr on the surface world, for the device was an artifact belonging to the Outer Beings worshipped by the Carnifex.



The Destruction and Rebirth



In retaliation for the destruction of their artifact, the Outer Beings decided to destroy Lhomarr personally, and, in BC 7022, marshalled their powers to create a breach in their prisons, one which lasted long enough to allow them to send their power unhindered against Lhomarr.  In midsummer of that year, the skies grew dark, and torrential downpours flooded many coastal towns.  Earthquakes shattered cities, caused landslides, and destroyed the landscape; while volcanoes spewed lava upon the populace.  Finally, a tremendous earthquake shook the continent to its foundations on the sea floor, causing it to collapse over several hours into the sea.  This was not before Ka the Preserver, seeing what was happening, gathered several villages’ worth of people, including the entire town of Pergamnos, and sent them to the continent of Suridal in the Hollow World.  Among these people was a cross-section of the Lhomarrian people, from princes to commoners, such that the new nation that would arise would represent all aspects of Lhomarrian society.   He also reinforced those attributes which he believed marked the golden age of Lhomarr - a sense of wanderlust that led them to explore most of the world, tempered by a non-imperialist and generally peaceful nature.



Those few Lhomarrians who still survived on the surface were doomed to an even quicker end now that Lhomarr proper was not there to support them.  No one lived in Xerothnyi or Prys anymore, and those scattered settlements on the Vulcanian Peninsula and in the Lost Valley regions soon lost contact with each other.  Many of them succumbed to invasions from neighbouring peoples, while others destroyed each other in civil wars. Some decided to leave north for greener pastures, settling briefly in the Adakkian Sound region, but these were eventually wiped out by barbarian raiders, who had taken over northern Davania in the absence of any organized authority.  Some isolated villages in the Lost Valley managed to survive, banding together when they had to, but shunning contact with the outside.  What their condition would be today, if they survived to the present day, is up to the DM, though a suggestion is given below.



Other Remnants



Apart from isolated communities in far southern Davania, most traces of Lhomarrian culture have been wiped clean either by war, or by the passage of time.  Adventurous people, should they dig deeply in the Aryptian or the Izondian deserts, the Vulture Peninsula, or on the Isle of Cestia, might find foundations of buildings, as well as remnants of paved roads.  But this would tell them nothing.  Some travellers have related tales, while trekking across the Izondian desert, of hearing the sounds of a great battle, and the screams of the dying. Still others claim to have seen a spectral battle somewhere in that desert,  between lizard-like creatures and strangely-clad humans, with one majestically-armoured figure overseeing the humans, who is killed by an arrow.



Sailors venturing in the region where Lhomarr once lay can make fabulous discoveries.  The seas in that region have long been known to be shallower than others, though no one knows why.  Some enterprising divers have been able to dig up bizarre pieces of pottery, and well-preserved pieces of metal (although these are still unidentifiable) some 200 feet below the surface.  Furthermore, at every low tide, a tiny marshy islet surfaces, no more than 500 feet across.  Sailors have described this islet as solid, and not just floating vegetation.  Some have even claimed to have dug up foundations of a building of some sort, but such claims are often dismissed as fantasy.  This islet is, in fact, the tiny plateau-like summit of Mount Masalior, the tallest peak of Lhomarr.  On its peak was the oldest temple to Xeron, otherwise known as Ixion, whose foundations still exist to this day.  It is by the will of Ixion that this place survived the cataclysm relatively intact.



Summary Timeline of Lhomarrian History on the Surface



BC 11000:  The early Lhomarrians arise on the southern plains and forests of Skothar, where they lead a simple hunter-gatherer existence.  The sea levels are much lower at this time, due to an ice age.



BC 10700:  Some Lhomarrians migrate south along an island chain connecting Skothar with the Vulcanian Peninsula of Davania.  They lightly settle every island they come across.



BC 10600:  Southward-migrating Tanagoro begin to encroach upon the hunting grounds of the Lhomarrians who remain in Skothar.  Wars erupt.



BC 10500:  The southward-migrating Lhomarrians discover a large landmass, almost a small continent, just 200 miles north of the tip of the Vulcanian Peninsula.  The forests and plains here are very rich, and they settle here.



BC 10400:  The Lhomarrians of Skothar are defeated by the Tanagoro.  Some migrate south to join their fellows on the islands, and the remainder head to the northwest.



BC 10200:  The southern Lhomarrians take up pastoralism, and begin to build permanent settlements.  Domestication of plants begins.



BC 10150:  The northern Lhomarrians find a new home in proto-Alphatia, where they encounter the local population, and mix with them.  The Yanifey develop as a result.



BC 8900:  The first king of the Lhomarrians is declared, taking the title due to his prowess in combat.  His armies force other villages to recognize his authority -a dynasty begins.



BC 8800:  By this time the Lhomarrians in what will become Lhomarr have developed an early Bronze Age culture.  Agriculture is widespread, as well as the domestication of animals.  Small towns are present, and more complicated forms of government arise.  Sailors explore their surroundings.



BC 8750:  After centuries of expansion and progress, the Lhomarrian king, Uripos,  names himself emperor.



BC 8600:  Lhomarrian explorers have made simple maps of the Vulcanian coast, as well as the rest of the Davanian coast up to the Cestian Peninsula.  A refined alphabet is developed, as well as improved bronze weapons and armour.  The Middle Bronze age has arrived for Lhomarr.  The polar ice caps, already melting due to rising temperatures, start to make their effects known.  Some Lhomarrians settle on the Cestian Peninsula, naming it “Xerothnyi” (New Coast).  Emperor Santhalis divides Lhomarr into ten provinces, and names ten of his bravest warriors to become regional princes, to rule in his stead in the provinces, and to take care of local affairs.



BC 8563:  The first Lhomarrian settlers reach the Vulture Peninsula, then a verdant land, which they name “Prys” (Garden).



BC 8500:  The climate warms up at an even faster rate.  Many of the small islands between Lhomarr and Skothar have sunk by this time.  Some low-lying coastal plains in Lhomarr begin to flood.



BC 8405:  Emperor Theros falls ill and becomes bedridden.  He abdicates in favour of his eldest son, Yoros.



BC 8401:  Emperor Yoros drowns at sea due to a mishap.  His younger brother Galhossian takes the throne.



BC 8400:  The increase in temperatures slackens, but Lhomarr finds itself alone in the sea, having lost about one-quarter of its landmass.  The Lhomarrians are accomplished sailors by this time, so the developments over the past centuries are not catastrophic.  The Lhomarrians also have developed a national consciousness, and name their land “Lhomarr” (Land of the Sea).



BC 8397:  The Edict of Galhossian is pronounced in the capital city, Regemnon.  Anyone suspected of political subversion is deported to the colonies, or executed.  Many people “rat” on their neighbours in order to settle longstanding grudges.  The flow of colonists increases from a couple hundred per month into the thousands.  Many are thrown into Prys and Xerothnyi with little more than the clothes on their backs, and hundreds die during the winter, especially in Prys, where the climate is more severe.  In Lhomarr proper, taxes are increased by an average of 40% to fund extravagant civic works projects, such as roads,  bridges, and monumental statues of the emperor.



BC 8395:  Xerothnyi and Prys are elevated to full provinces of Lhomarr, receiving their own princes to represent them.  This is also a ploy to curry favour with the colonists.



BC 8392:  The last public opposition to Galhossian is crushed, having been sent to Prys the previous winter.  He now rules with an iron fist, randomly arresting the people in his court.  Discontent increases in the countryside.



BC 8391:  Prince Albassis of Burienos publicly criticizes the emperor, making demands for lower taxation and more regional powers.  Many commoners agree with him, having seen their own situation deteriorate since Galhossian ascended the throne.



BC 8389:  Galhossian, while touring the southern countryside, visits the village of Brissalithos, and is scorned by the struggling villagers and farmers.  Enraged, he orders the entire village executed, and its buildings razed.  Word spreads quickly of the deed, and the ten princes of the continent of Lhomarr rise up in open revolt, along with their supporters.  The princes of Xerothnyi and Prys declare themselves for Galhossian, realizing they owe their positions directly to him.  A civil war ensues.



BC 8377:  The Lhomarrian Civil War ends, with the rebels being victorious.  Galhossian and his two loyal princes are killed by a rebel disguised as a guard.  The realm is redivided, giving the victorious princes an equal portion of the total area of the empire (including the colonies - they are no longer separate provinces).  Galhossian is succeeded by his 14 year old son, Tylion, who is forced to sign the new political division of power into law.  What was once a verbal agreement between the emperor and the princes is now written down.



BC 8350:  The first group of colonists goes south to the Vulcanian Peninsula, where they found the port city of Erkalion.  A minor population explosion occurs in Xerothnyi, forcing that region to expand westwards, onto Davania proper.  Formal relations with the kingdom of Ilarnn, which now borders Xerothnyi, begin.



BC 8299:  A group of explorers lands in what will become the Lost Valley, they found a small trading post, and do business with the Oltec inhabitants.



BC 8289:  Peace treaties and trade pacts are established with the Tanagoro on Skothar, the Oltecs of Brun and Davania, and the lizard men kingdoms of the Aryptian Basin region.



BC 8264:  The permanent settlement of Thallios is built upon the old trading post in the future Lost Valley region.  The Lhomarrians have entered the Late Bronze Age.



BC 8260:  Word reaches Lhomarr of a large island far to the northwest, upon which are built great cities of obsidian and basalt, inhabited by lizard-like people.  There are also tales of the fabulous wealth that lies in abundance there.  Word also spreads of many wars in that region, and of refugees fleeing southwards and eastwards.  Many Lhomarrians do not know what to make of this.  Emperor Mordalios sends a diplomatic envoy to where this island is said to be, in the hopes of concluding relations with them.



BC 8250:  The Lhomarrian envoys finally locate Y’hegg-T’uhath.  They are guided to Y’hog, the capital city, and are treated to a banquet.  The food was drugged, and those that partook of it are sacrificed.  One man does not eat, but witnesses the sacrifice from a secure vantage point.  He flees to the quay, and orders the Lhomarrian ship’s crew to head for Lhomarr immediately.



BC 8249:  The Lhomarrian ship returns from Y’hegg-T’uhath, and the tale is told to the emperor.  Mordalios decides to do nothing, relying on the military might of Nevumm, Orimul, and other Davanian nations to keep any threats from the west at bay.



BC 8006:  Nevumm is conquered by the invading hordes of Carnifex and Troglodytes.  Those who do not escape are sacrificed.



BC 7962:   Orimul is destroyed by the Carnifex.  Some survivors flee to the Serpent Peninsula, and go to what will become the Atruaghin Clans.



BC 7903:  Ilarnn is occupied by the Carnifex.  Xerothnyi now borders the enemy.  Panic spreads thorughout the peninsula, and in Lhomarr proper.



BC 7900:  Emperor Kirthos sends a large naval force to Xerothnyi, and lands 30,000 soldiers there to hold the peninsula.



BC 7895:  Ilarnn is liberated by the Lhomarrians.  It becomes a protectorate of Lhomarr.



BC 7500:  Lhomarr, almost broken by the strains of war, demands assistance from its neighbours, who have been rebuilding themselves behind the Lhomarrian shield.  Ilarnn and Suur send military aid.



BC 7465:  The Carnifex port city of Azhat-Ith is conquered.  Both it and its inhabitants are destroyed.



BC 7460:  Eldamir is founded on the site of Azhat-Ith by the Lhomarrians.



BC 7380:  By this time the Carnifex have been pushed out of Davania.  The time of reconstruction begins.  The great fortress-city of Valannir is built on the northwestern coast of Davania by the Lhomarrians.



BC 7200:  A second horde of Carnifex and their servitors sweeps down from Y’hegg-T’uhath, landing near Valannir and destroying it utterly.



BC 7178:  Eldamir is besieged and destroyed.



BC 7153:  Furious Lhomarrian forces take vengeance and destroy the rebuilt Azhat-Ith.



BC 7140:  The remaining Carnifex-led forces are thrown out of Davania a second time.



BC 7037:  Lhomarr decides to end the Carnifex menace once and for all.  The emperor orders Brell, a legendary Lhomarrian general, to lead a force of 120,000 men to Y’hegg-T’uhath, and to destroy everything they find.  The Lhomarrian armies, and their allies, gather at Valannir and cross the Straits of Mist to the island.



BC 7033:  Y’hog is surrounded.  A two-year siege begins.



BC 7031:  Y’hog is looted and burned.  Many of its inhabitants are slaughtered, and those who survive flee into the catacombs beneath.



BC 7029:  The third horde arises from the ruins of Y’hog, overrunning coastal settlements on Davania.



BC 7027:  The City-State of Pelenzor is utterly destroyed by the Carnifex horde, who now possess the rich Izondian grasslands.  The Lhomarrian Fifteenth Legion, and the Suurian Second Legion are dispatched from the Adakkian Sound to meet the force.  They do battle amidst the ruins of Pelenzor, in which Brell is killed by a poisoned arrow.  The Lhomarrian and Suurian forces are routed, and flee to the southeast.



BC 7026:  Suur falls to the Carnifex hordes.



BC 7025:  By this time the fleeing allies have been pushed into eastern Ilarnn and Xerothnyi, as well as Prys.  The southern front, manned by Lhomarrians and lizard men, is holding, allowing the people of Prys to evacuate en masse to Lhomarr - a flight of some 250,000 Lhomarrians and 5,000 lizard men over eight months, with ships arriving and departing almost around the clock.  The western front is continually in danger of collapsing, as it is facing the brunt of the Carnifex military might.  The evacuation of Ilarnn and Xerothnyi is not nearly so organized, with many overcrowded ships sinking in the harbours.  While the front holds, about 180,000 Lhomarrians, 50,000 Ilarnnians, and 28,000 Suurians manage to flee to Lhomarr.  The Battle of Okhtor Pass is also fought this year, which routs about half of the Carnifex horde, and buys valuable evacuation time.



BC 7024:  Late in this year, the last port in Xerothnyi, Pirolos, falls to the Carnifex after bitter house-to-house fighting.  Many thousands of Lhomarrians were not fortunate enough to escape during the evacuation.  Those who are discovered are killed, though a couple thousand manage to flee into the forests, ready to conduct a guerilla campaign.  Before the land is lost, a band of Lhomarrian warriors ambushes a Carnifex encampment, which is guarding an artifact of the Outer Beings.  Not knowing what it is, but guessing at its importance, the Lhomarrians destroy it.



BC 7023:  Lhomarr is already feeling the pressure of having to house and feed over 500,000 refugees from the wars.  Many died the previous winter, and plagues become widespread due to the inability of the authorities to remove the dead in time.



BC 7022:  The Outer Beings are enraged over the destruction of their artifact, and decide to destroy the Lhomarrians themselves.  They gather and channel their powers, and are strong enough to break free of their prisons long enough to concentrate their power unhindered upon Lhomarr.  Earthquakes, torrential rains, and volcanic eruptions destroy the land, which sinks within 48 hours into the ocean.  This is not before a few villages’ worth of people, including the entire town of Pergamnos, are gathered by Ka the Preserver and sent to Suridal, in the Hollow World.



BC 6500:  Some residents of Thallios (in the Lost Valley region), realizing that Lhomarr is well and truly gone (many surviving colonists searched vainly for it over the centuries), decide to move north to better lands.  The local climate has been getting cooler, and it is harder to survive.



BC 6415:  Thallios is destroyed by a volcanic eruption.  Both it and its inhabitants are preserved in the falling volcanic ash (sort of like Pompeii).



BC 6300:  Survivors of the northern migration from Thallios reach the shores of the Adakkian Sound.  They settle here for a while, and trade with the locals.



BC 6130:  The Lhomarrian settlers in the Adakkian Sound region are annihilated by roving barbarians.  A few stragglers are absorbed into the local tribes.  This is part of a plan by the Immortals the remove the Lhomarrian presence from the surface world, as their Hollow World counterparts are flourishing.



BC 6000:  By this time the settlements on the Vulcanian Peninsula, including the city of Erkalion, have been destroyed by wars amongst themselves, the worsening climate, or by barbarian hordes.



BC 5800:  Some scattered villages in the Lost Valley region still survive, although they have reverted to an Early Bronze Age existence.  Since they are so isolated, and so few, the Immortals decide to allow them to remain.  These people have forgotten much of their history, telling tales of their legendary ancestral home which are more exaggeration than fact.  Frequent invasions by neighbouring peoples prevent them from expanding.



BC 3000:  The Great Rain of Fire.  Many surviving Lhomarrian settlements in the Lost Valley are destroyed, many others are decimated by the climate change as temperatures drop considerably.  Those that survive revert to a hunter-gatherer existence.



BC 500:  The Lhomarrians of the Lost Valley attain Early Bronze Age technology once again.



AC 300:  The Lhomarrians meet Milenian refugees, who fled the collapse of their empire.  The newcomers are cautiously accepted, once they prove they mean no harm.  The two cultures gradually combine, and a new nation is created, albeit a tiny one, once the language barrier is overcome.   By this time legends of Lhomarr are all but forgotten.



AC 1000:  The present day.  The Confederated Kingdom of Niscosenia enters the Middle Bronze Age.  No contact with the outside world is yet established, save for those with the Tanagoro tribespeople to the east, with whom the Niscosenians trade and war.  Rumours are spread of a tall ogre-like people over the mountains to the west.



�Selhomarr in the Hollow World:



Arrival in the Hollow World



Upon their arrival on the continent of Suridal, the Lhomarrians found themselves in a land much like their old one, except that the skies were red, and the sun never set.  Pergamnos was made a temporary capital, pending the construction of a new palace to house the young emperor, Timorian (he was the youngest son of the final emperor before the sinking of Lhomarr, who happened to be in Pergamnos when it was sent to the Hollow World).  Construction and settlement proceeded quickly, until a new capital city, Calimnis, could be founded on the shores of the Bay of Lokam in BC 7015.  The palace was not completed until BC 6992, when Timorian was already well into adulthood.  Exploration of the continent proceeded soon afterwards, and it was found that they were currently inhabiting the central portion of the continent, near the “western” coast - by surface reckoning (the absence of a setting sun played havoc upon their navigational skills, but they adapted).



The Lhomarrians were not alone in this new world, for small group of Ilarnnians had also been swept up along with them.  They, too, wondered at their new home, and stayed near the Lhomarrians, for protection and for a sense of continuity.  Before long, they migrated north, and founded their own villages and towns, but remained closely allied with the Lhomarrians, to the extent that, when a new Lhomarrian nation, known as “Selhomarr” (New Land of the Sea), was formed, the Ilarnnians willingly joined it as an autonomous region.  This was, in fact, a continuation of the relationship they enjoyed with the Lhomarrians on the surface.  As Ka and Ixion saw no danger of the loss of Ilarnnian culture, this was permitted.  For over 800 years on the surface world the Ilarnnians had lived within the confines of the Lhomarrian sphere, and had maintained their language, culture, and a good relationship with their larger neighbour.   Never being very numerous, and sharing many traditions with the Lhomarrians, the Neathar-descended Ilarnnians had almost become Lhomarrian themselves, in many ways, by the time they were sent to the Hollow World, though different enough to see themselves as distinct.  



The largest difference between the two was the relative absence of wanderlust among the Ilarnnians.  While the Lhomarrians were intensely curious about what lay over the next hill, the Ilarnnians were content to look within themselves and be satisfied with what they had at the present.  Thus the Ilarnnians largely remained within their towns, looking after their own affairs, and confident that, if there were any threats in the outside world, the Lhomarrians would deal with them.  Ilarnnian towns were clean, prosperous, safe places to live, where everyone found satisfying work.  Ilarnnians also found their way to power within the new Lhomarrian state.  Where Lhomarrians made up the bulk of the explorers, soldiers, and citizenry, the Ilarnnians were often the top bureaucrats, diplomats, and administrators.  Whenever a dispute arose between two provinces, the often impartial and objective Ilarnnians sent a magistrate to hear the case and deliver judgement.  So these roles solidified with the assistance of the Spell of Preservation, such that few citizens of Selhomarr question how things are now run.



Meetings



Encountering no other cultures, the Lhomarrians and Ilarnnians concluded that they were the only peoples on this new world, or at least on their continent.  They had also determined that Xeron, their chief god (another name for Ixion) had favoured them by saving their lives.  Determined not to fail him, they made extra efforts to live justly and to take no more than what they needed.  Over the centuries, Suridal had been mapped out, as well as the surrounding islands.  With each newly discovered land, their sailors saw another island, or piece of coastline, farther away.  By BC 5000, a great continent had been discovered, far to the “west”.  There, explorers discovered tribes of primitive humans, who communicated in a guttural language.  They were at suspicious of the newcomers from over the sea, but they soon were able to establish that the strange sailors meant them no harm.  That party of explorers stayed among the Brute-Men for the next fifteen years, learning their language.  Soon afterwards, the party returned home, full of tales of other inhabitants on this world, as well as spreading knowledge of the Brute-Man tongue.



The Time of Growth



Millennia passed, a sporadic meetings took place between the Lhomarrians and the Brute-Men, and also with Neathar tribes, who had arrived in the Hollow World not long before a Lhomarrian visit to Iciria in BC 3300.  At these meetings, valuables were exchanged, as well as tales.  Thus, the Lhomarrians were kept informed as to what was going on in Iciria, albeit sporadically.  With the coming of the Neathar, the Lhomarrians also acquired knowledge of the language of those people, a move by Ixion to ensure that the Lhomarrians would be able to communicate with their neighbours.  This period was also marked by a steady growth of the Lhomarrian culture on Suridal,  which had covered one-third of Suridal’s landmass by BC 5200.  Great civic works were built, such as roads, aqueducts, sewers, canals for irrigation, and statues.  Within three centuries, no settlement with a population greater than 1,000 people was without running water of some sort, and smaller settlements were always a short distance away from places that had such amenities.



Accompanying this time of growth was also a time of increased contacts.  In BC 2800, a Lhomarrian expedition, while exploring the “western” coasts of Iciria, came upon a people who called themselves the Azca.  Although their reception by the villagers was courteous, local priests had deemed the newcomers to be infidels, and ordered the local militia to kill them.  Although many Lhomarrians escaped, they did not forget what happened to those who were not so lucky, and spread the word about the inhospitability of the Azcan leadership.  To this day, no Lhomarrian sailor will willingly sail in Azcan waters, nor will they have any dealings with them.



It was also around this time that certain Lhomarrian sages felt an incredible urge to voyage to Iciria, and from there to the World Spine mountains.  This was in fact prodding from Ka for the greatest Lhomarrian sages of the day to make their way to the Lighthouse, where they would join like-minded people from other cultures to preserve the lore of the Hollow World.  These sages were the first Lhomarrians to go, and those people recruited their replacements later on, beginning a period of formal Lhomarrian involvement in the affairs of their world.



In BC 2347, another Lhomarrian expedition landed on the southern coasts of Iciria, and there encountered the Tanagoro people.  The initial meeting, although strained due to a lack of understanding, was peaceful enough, once the Lhomarrians had established that they had no territorial designs upon the Tanagoro.  They exchanged gifts, and news of recent happenings, over subsequent visits.  Although contact between the two remains infrequent, no animosity has existed.



No Longer Distant



Only once in their entire history in the Hollow World did the Lhomarrians ever see another people come to their own shores.  In BC 1590, a small fleet of Antalian ships crossed the Sea of Rax from Iciria to land near the Lhomarrian port of Nevora, which was then sacked and burned by the raiders.  Few people died in the raid, but many homes were destroyed, and countless relics disappeared into the sacks of strangers.  The Antalians managed to flee before an organized response could be sent, but the deed had been done.  The next year, empress Disana assembled a council of her top generals, and discussed the prospect of such an attack happening again.  They all agreed that Selhomarr had grown too complacent in its relative isolation, and must take steps to ensure that its security did not become threatened.  It was decided that more frequent envoy missions be sent out into the world, as it appeared to them that more and more cultures were making themselves known.  Unlike the peoples of the mainland, the Lhomarrians and Ilarnnians had nowhere to run if their island continent came under a concerted attack.  They also decided to send out regular naval patrols to scout the Seas of Rax and Keleb within a 100 mile range of the coast, in order to ensure a buffer zone within which no hostile forces could gather.



Within two years’ time a Lhomarrian patrol encountered another group of Antalian raiders, whose longships were unmistakable.  The Lhomarrians chased their enemies down, and captured the crews of those ships they did not sink.  They allowed one crew to take one of the surviving Antalian ships back to their homeland, where they could warn their masters not to attack Selhomarr ever again, or face dire consequences.  They were also sent with the message that the other surviving sailors would be held indefinitely if the riches taken from Nevora were not returned.  Those who were captured were imprisoned, but treated well.



Within a year, one of the more powerful Antalian warlords sent a delegation to Selhomarr, both to claim the captured warriors and to return what remained of the loot.  The exchange was civil, and from this meeting a more peaceful relationship developed.  Although incidences of Antalian raiding still occurred from time to time, they recognized that, beneath their “soft” exteriors, the Lhomarrians were not a people to be trifled with, and were indeed quite capable of defending themselves.  The Lhomarrians, for their own part, learned about the fragmented nature of Antalian society, and that peace with one warlord did not necessarily mean the same arrangement with others.  So it has remained to this day, that about one-quarter of the Antalian populace is at peace with the Lhomarrians, with whom they trade their furs and crafts for those of Lhomarrian make.



The Second Period of Exploration



Emperor Haldassos, an emperor of note during the history of the imperial dynasty in the Hollow World, took it upon himself, in BC 895, to commission a comprehensive exploration of the world, thus far not undertaken.  In the past, exploration of many of Iciria’s coasts had been done, but not so extensively that useful maps had been drawn of the areas.  By BC 893, a large fleet of ships, with non-perishable trade goods, diplomatic envoys, soldiers, and cartographers left Selhomarr.  They set sail near the end of that year, the majority headed for Iciria, and the remainder sailing further “east”, to the continent of Jomphur, which had been briefly visited long before, but not explored extensively.



In BC 891, a Lhomarrian expedition penetrated far enough into Iciria to make formal contact with the Kogolor Dwarves.  An envoy was posted in the capital city of Kolmstat, and formal trade relations were concluded in BC 890.  In exchange for dwarven stonemasonry skills, the Lhomarrians would provide rare spices, preserved fish, and fine woodworking.



In BC 890 as well, a party on the other side of Iciria made contact with Jennite herdsmen.  They had stopped near the shores on their way towards a meeting with the Tanagoro, and encountered a clan of Jennites who had migrated to the coast, the first of their people to do so (hence, the reason why they had not been encountered before).  After it was found that Neathar was a language both could understand, the formalities of opening relations between the two people was carried out.  In exchange for rare spices and fine bronze weaponry, the Lhomarrians received many fine horses, which they took home with them.



This period of peace continued for many centuries more, until, by AC 100, the Lhomarrians had met the Nithians, the Milenians, and the Krugel Hordes.  The Nithians were first encountered in BC 393, when an expedition commissioned by empress Jehannia came across some Nithian fishermen in Lake Menkor, who reacted with surprise.  That same day the explorers were conducted to the capital city of Tarthis, where they met the local priests and elders, who determined that the Lhomarrians meant them no harm.  Since then, a peaceful, albeit sporadic, relationship exists between the two cultures, who trade in magical research and foodstuffs.



The Krugel Hordes were first encountered in BC 287, when another Lhomarrian expedition landed on the shores of the Sea of Eadh in order to replenish some supplies.  They found themselves in a barren land, apparently devoid of inhabitants.  Before long, a roving group of Krugel orcs happened upon them, and tried to drive them away.  The Lhomarrians fought back, and decimated the orcs.  Word spread quickly among the various orcish tribes of a strange group of humans from over the sea, who were dangerous.  Although the Lhomarrians never returned to those shores, the orcs have always maintained a detachment to keep watch over the sea, fearful that humans could appear so suddenly and do so much damage, as the memory of the Battle of Sardal Pass was fresh in their memories.  Should the Lhomarrians ever return, they would find concerted resistance to any explorations further inland, but would not be harassed should they remain on the coast.



In AC 227, another expedition under the command of emperor Xanthos was restocking depleted supplies on what is now the Island of Amora, which had not been visited for many centuries.  Upon landing on the shores,  the expedition members saw some figures in the distance converging on their ship, the only large object near the otherwise empty shoreline.  These figures soon resolved themselves into local Milenian farmers and shepherds, who had seen the strange-looking ship approach their island many hours before, and had waited until it finally came to shore.  Both groups found they had the Neathar tongue in common, and they used it to convey who they were and where they were from.  After initial stories and pleasantries were exchanged, the Lhomarrians were surprised to find that they shared many cultural similarities with these people - moreso than most other peoples they had met thus far during their time in the Hollow World.  Over the following years, a friendly relationship developed between the Lhomarrians and the Milenians, but it was tempered by the reluctance of the Lhomarrians to take the Milenians’ side in their disputes with the Jennites, who also happened to be on friendly terms with the Lhomarrians.



Indeed, the Lhomarrians were dismayed to find that so many of the different peoples in this new world were seemingly in perpetual conflict with each other, such that they could not logically take anyone’s side, at the risk of jeopardizing ties with other peoples.  This dilemma has dimmed some people’s views of the Lhomarrians over time, since they have proven themselves reluctant to take anyone’s side against another.



The Modern Era



With the arrival of the Shajapurans and the Merry Pirates since AC 0, the Lhomarrians have met almost every culture that has arrived in the Hollow World, with the exception of the Oltecs, the Schattenalfen, the Gentle Folk, the Kubitts, the Beastmen, the Malpheggi Lizard Men, the Icevale and Blacklore Elves, and the Traldar.  They have listened to the tales from each friendly people as to how they arrived on the world, and have been amazed that each of these people came from a world so much like their old one, of which many legends are still told.  Of course, the vast majority of Lhomarrians believe that their own world was destroyed when their old continent sank, so any legends of sunken continents from these other people must be coincidental.



In general, the Lhomarrians bear no ill will towards any other people, and will go to great pains to avoid conflict; for the memories of the old wars with the Carnifex of Y’hog are retold to each generation, and details of each battle are still meticulously kept.  Such is their aversion to war that they will refuse to involve themselves in the conflicts on Iciria.  Those foolish enough to attack Selhomarr will pay with their lives, however, as memories of the wars with Y’hog are also rich in the accounts of the destruction of the old nations of Davania.



As implied earlier, the Lhomarrians are generally accepted most places they go, not only because of their generally non-threatening nature; but also due to the fact that it is widely known they will not take sides in any dispute, due to their diplomatic position.  This perception is a double-edged sword, however, because many people also see them as aloof of other people’s affairs, and uncaring of anything outside their own sphere.  Some even resent the Lhomarrians for their geographical distance - secure as they appear to be on their own continent half a world away - and consider any involvement by them to be unnecessary interference.  Such perceptions are relatively rare, but many view the Lhomarrians with some degree of suspicion.  After all, they are located far away (and who knows what they do in their own land?), they have a foreign culture, and they claim to have been on this world for millennia.



Such suspicions and suppositions even extend to their homeland, which is either viewed as a mighty empire poised to conquer the world, an idyllic paradise that only the Lhomarrians can safely find, a nightmarish realm that the Lhomarrians wish to keep secret, or some combination of the three.



This, then, is how the Lhomarrians developed in the Hollow World - as a people wanting to get involved in the world, but at the same time held back by geography, history, and by cultural differences.



Summary Timeline of Lhomarrian History in the Hollow World



Below is a timeline summarizing the more important events in the history of the Lhomarrians in the Hollow World:



BC 7022:  Some Lhomarrians are rescued by Ka the Preserver and are sent to their new home, on the continent of Suridal.  The entire town of Pergamnos is taken, along with several thousand Lhomarrians and Ilarnnians.  Young Timorian is now emperor of the Lhomarrians, having been in Pergamnos at the time of the sinking.  Pergamnos is also made the temporary capital of the new realm.



BC 7015:  The new capital city of Calimnis is founded on the shores of the Bay of Lokam.



BC 6992:  The Imperial Palace is completed.  It is a veritable work of art, and an almost perfect replica of the old palace at Regemnon, the original capital.



BC 6920:  By this time the Ilarrnians have migrated to the northern shores of the Bay of Lokam, where they found their own communities in order to maintain their culture and traditions.  This is also encouraged by Ka, as it ensures greater cultural diversity in the Hollow World.



BC 6912:  The Empire of “Selhomarr” (New Land of the Sea) is officially created, although it has existed in the peoples’ hearts for decades now.  The Ilarnnians on the north shore, recognizing their historical ties with the Lhomarrians, willingly join the new nation as an autonomous region.  Both ethnic groups agree to share a common currency, obey similar laws, and recognize the Lhomarrian emperor as the sovereign.  Apart from that, the Ilarnnians are free to administer their region as they see fit.



BC 6730:  At this time, the entire Tylerian Peninsula (the large peninsula that juts into the Bay of Lokam from the south) has been settled by towns and villages of varying sizes.  Some settlers head south, towards the Lhomarrian Range (the mountains along the “southeastern” - by surface reckoning - coast of Suridal).



BC 6400:  Many Lhomarrian settlements have by now been established along the northern shore of the Bay of Lokam.  The Ilarnnians are no longer cut off from the rest of the empire, and are, in fact, surrounded by it.



BC 6022:  The thousandth anniversary of what the Lhomarrians and Ilarnnians call “The Homecoming” is commemorated.  All year long, songs are sung of old Lhomarr, and of the battles against the Carnifex of Y’hog.  The mark the occasion, some carefully preserved seeds, taken from the Holy Grove of the Great Temple of Xeron in Regemnon just before the sinking of Lhomarr, are planted along the central highlands of the Tylerian Peninsula.  This land most resembles old Lhomarr in climate and layout.  From these seeds grow the Great Forest of Marinnir.



BC 5800:  The Great Forest of Marinnir has become a living landmark, open to all citizens of the empire, no matter what their social station.  The great oaks and Dillianora (a type of tree found only in old Lhomarr) are hundreds of feet in height, and of great width.  Empress Camindria, by imperial edict, forbids the harming of any tree in this forest, as they are sacred.  She also commissions the main druidic order to care for the forest, a task they accept.



BC 5467:  The city of Annurios is founded, on the “eastern” coast of the Bay of Lokam.  This is the easternmost extent of Selhomarr.



BC 5300:  Suridal has been fully mapped out by this time.  Explorers are now venturing out into the Seas of Rax and Keleb.



BC 5250:  The uninhabited Wintlian Islands have been visited by the Lhomarrians, mapped, and left behind.



BC 5236:  The southern coast of Aerical is reached by the Lhomarrians.  As these shores are very mountainous and severe, they elect to return home, believing that no one could possibly live there.  They are also short on supplies, making further explorations of the continent impossible.



BC 5200:  By this time Selhomarr has attained its present borders, centring largely around the Bay of Lokam.  Ka ensures that the Lhomarrians do not expand any further.  Any settlements that appear outside these borders tend to be destroyed by the elements or by rampaging animals, or they simply disappear.  Ixion also sends a message to his priests that the lands they occupy now are all they are to be allotted in this new world.  This message is taken as the Word of Xeron, and, by order of the emperor, further settlements outside the current borders are forbidden.  Attention is now paid to developing the lands already possessed, in order to maximize their use. 



BC 5000:  The continent of Iciria is discovered by Lhomarrian sailors.  Over the next few weeks, inroads are made into the mainland, where groups of Brute-Men are encountered.  After initial suspicions are overcome, the meeting becomes friendly.  The Lhomarrians are grateful to have met anyone at all, and do not think about trying to elevate the Brute-Men out of their primitive state.  The explorers take back with them, after a 15-year stay, gifts from the Brute-Men, as well as knowledge of their language.  This information will be studied by Lhomarrian scholars for decades to come. This is also a period of cultural development in Selhomarr.  Roads are built, and aqueducts stretch across the countryside - integrating the entire empire.



BC 4000:  The Lhomarrians visit the Brute-Men many more times by this time, learning that, for some reason, the Brute-Men seem to prefer their own, more primitive weapons and items to those offered by the Lhomarrians.  This is, in fact, the Spell of Preservation at work, although the Lhomarrians do not know this.  The two peoples nevertheless manage to set up a trade in certain goods, such as the preserved foods made by the Lhomarrians for the simple, but attractive, jewellery of the Brute-Men.  This trade is appreciated, but each group still prefers its own products (although the preserved fish saves the lives of some Brute-Men during poor hunting seasons) .



BC 3300:  The Neathar are encountered by the Lhomarrians.  They note that the Neathar are a fragmented, but more advanced people.  Ixion ensures the Lhomarrians learn the Neathar tongue, so that they will be able to communicate more easily with other peoples.  Trade is established with the Neathar as well, and tales are exchanged with them.  The Lhomarrians now have two sources of news for events on Iciria.



BC 2800:  A Lhomarrian expedition meets a group of Azcans while exploring the “western” costs of Iciria.   Although the people themselves seem quite friendly, the local priests deem the Lhomarrians infidels, and have the local militia try to kill them.  Most of the party escapes, but the memory of this event does not die quickly, such that, today, no Lhomarrian will willingly sail near the Azcan empire, nor will they do business with them.  It is also around this time that leading Lhomarrian sages hear the call of Ka the Preserver in their sleep, and head, by his guidance, to the Lighthouse, where they meet other knowledgeable people from the other inhabitants of the Hollow World.  Ka has determined that the Lhomarrians are ready to play a part on the protection of the world’s lore, and its cultures.



BC 2347:  The Tanagoro are encountered in southern Iciria.  The meeting is friendly, although awkward due to cultural differences.  Once it is established that the Lhomarrians have no territorial designs upon the Tanagoro, tensions ease.  Gifts are exchanged, as is news of local events.



BC 1590:  After almost a thousand years of quiet, the Selhomarr is attacked for the first time since the arrival of the Lhomarrians in the Hollow World.  A small fleet of Antalian sailing ships, exploring uncharted waters, lands near the northern town of Nevora.  It is sacked and burned, although relatively few people are killed (most fled their homes upon sight of the armed strangers).  News of the event reaches nearby settlements within hours, although the raiders are long gone before concerted resistance can be brought to bear.



BC 1589:  Empress Disana, along with a council of Lhomarrian generals and princes, decides that Selhomarr has grown too complacent in its isolation, and that it was not prepared for any military emergency.  As a result, the standing army is increased, and patrols of the surrounding waters, to a distance of 100 miles, are stepped up.



BC 1588:  A small Antalian fleet, thinking that Selhomarr would be an easy raid (news of the raid on Nevora spread quickly throughout the Antalian settlements), runs afoul of a Lhomarrian patrol.  After a fierce battle, half of the raiders’ ships are sunk, and one ship and its crew are allowed to return home, with the message that the other survivors would be held indefinitely unless the plunder from Nevora was returned.  They were also told that any further raids on Selhomarr would be dealt with harshly.  The prisoners are taken to Selhomarr, where they are treated well.  The Lhomarrians learn about Antalian society during this time.  Later this year, another group of Antalians comes to Selhomarr under a truce to take back the prisoners, and to return what remains of the treasure.  Neutral relations develop with this group of Antalians.



BC 1550:  By this time the occasional raid by Antalians has occurred, but the Lhomarrians realize that, because of their fragmented nature, total peace with these people is impossible.



BC 895:  Emperor Haldassos commissions a comprehensive exploration of the world, which will fill in some gaps on the Lhomarrian maps, as well as update their information.



BC 893:  The great exploration fleet, now provisioned, sets sail.  Half of the ships go “west” towards Iciria, and the other half go “east” towards Jomphur.



BC 891:  Contact with the Kogolor dwarves is established.  Relations are friendly, with formal relations being concluded the next year.



BC 890:  Contact with the Jennites is made.  Both are able to communicate in the Neathar tongue, and an exchange of gifts is made.



BC 500:  By this time much of the Hollow World has been mapped out by the Lhomarrians, and volumes of texts are written on the various flora, fauna, and peoples encountered.



BC 393:  Empress Jehannia commissions another fleet to voyage to Iciria, which had not been visited for over 100 years.  The Nithians are contacted on this voyage, and formal relations develop, which are largely peaceful.



BC 287:  The Krugel orcs are encountered for the first time, after the orcs tried to attack some Lhomarrians who had landed on nearby shores to replenish supplies.  The orcs lose the fight, and, although no Lhomarrians are met again, they remain watchful for further Lhomarrian activity, fearing their might.



AC 227:  Contact with the Milenians is established.  The two cultures find they have much in common, and a peaceful relationship develops.



AC 1000:  The present day.  The Lhomarrians have successfully avoided involvement in the major conflicts of Iciria, but because of this they are seen as a distant and aloof people by others.  The people of Selhomarr realize that, in order to dispel these beliefs, they would have to take an active role in Icirian affairs, something they feel would be resented, and would cost them the friendship, or at least neutrality, of several peoples.  They have also encountered the Shahjapurans and the Merry Pirates by this time, but no one else.



�

Life as the Selhomarrians See It:



This section discusses the pillars of society in Selhomarr, and the fundamental reasons for why the Lhomarrians venerate the things they do.  Lhomarrian characters will not necessarily know these things themselves; they will follow their beliefs because it has always been that way.



The Self and the Community:



A father speaking to his children the evening before their Wandering:



“As in the olden days of Lhomarr, and of today, the life of the average citizen of the realm is one of striving for accomplishment.  All other benefits in life, be they wealth, happiness, or a long life, are all products of a striving for personal achievement.  Strive for this one virtue, and all others will come in their time, if you are truly deserving of them.



“Now, the only way to achieve what you desire in life is to focus yourself totally upon your goal, whatever it may be.  You must be totally loyal, absolutely devoted to your task.  Your concentration must not falter by the tiniest amount.  Then, and only then, will you see the results of your efforts.



“Yet another pillar of our lives is devotion to those we love and cherish.  When you have families of your own, you must provide for them to the utmost, give of yourself so that the next generation may build upon what you have accomplished.  If you do not, you will betray the trust and labour of countless generations before you.  Remember the tales that Gallos the Aged told you in the town square, about the Homecoming?  In them is the reason why we fight for our families and for our people above ourselves.  When our people came to this new world, we had nothing but each other.  Only by sacrificing for all were we able to rebuild our shattered homes and lives..



“Remember that Xeron watches over us all, and especially those of us on our Wandering.  Do no unkind act to your neighbour, and help the helpless.  Render unto the weak your entire spirit, and Xeron shall protect you.



“Now, why don’t you two go to sleep? The hour is late, and unless you get a good rest, you will be too tired to meet up with your friends on the Wandering tomorrow!”



As the above passage implies, the notion of devoting oneself to personal accomplishment is highly important to the Lhomarrians.  It does not matter what you do - as long as you devote yourself to your task, and give your best effort.  Going hand in hand with this is the idea that, as long as you devote yourself to these principles, all things you wish to accomplish will come to pass in their own time.  This national drive for development and accomplishment is tempered by the realization that the common good must come before that of the individual.  Thus, the average Lhomarrian strives for perfection in everything that he or she does, so that his or her efforts will benefit the rest of society the most.



This belief was in existence even when old Lhomarr still existed, but was reinforced by the war with Y’hog, and by the early years of hardship in the Hollow World - not to mention the Spell of Preservation.  As a result, the perception that the good of the people must come before that of the individual was firmly entrenched in the Lhomarrian psyche.  This does not mean, of course, that a Lhomarrian will sacrifice his or her life for any cause; it has to be for something that will have an impact on those he or she cares about, or on the people as a whole.  Neither will a Lhomarrian willingly risk his or her own life for something trivial or pointless. 



For example, a Lhomarrian would lay down his life in order to ensure the escape of his friends from danger, not only because it is better to lose only one person as opposed to a group; it is also because, in Lhomarrian culture, friendship is among the most sacred bonds, and he would want his friends to live.  Lhomarrians do not make friends easily, not because they are inherently unfriendly; but because, to them, friendship implies a willingness to sacrifice one’s life for another.  Therefore, they do not make such a commitment to just anyone - a true friend is someone who has proved himself over time to be loyal, trustworthy, and open, and who respects such a bond.



In the same light, a Lhomarrian will not sacrifice his life for a pointless cause.  If nothing will be gained by sacrificing one’s own life to hold off a foe (i.e.: all of his friends would die anyway, or that such a sacrifice is not needed when other solutions are available),  then a Lhomarrian will not do so.  In some cases, it is better to fight and run away, so that one may fight another day.  This is to say that Lhomarrians are not a fatalistic people - they have a definite sense of self-preservation, and know when sacrifices would only cause more harm.



Lhomarrians who act selfishly (at least, by Lhomarrian standards) are not ostracized by their people, as some might expect.  Instead, they are looked upon with pity, as though they are flawed beings - missing some vital element in their being.  They are treated the same as foreigners would be - people who are closed-minded, unaware of the higher purpose of serving the community, so that it might serve them when they are in need.  Some attempts might be made to bring them into the fold, but such “aberrations” are largely left to themselves, as it has been deemed by the high priests that it is the will of Xeron that such people exist, to test the resolve of the majority.



Of course, none of this means that a Lhomarrian PC, for example, would be totally bound by such beliefs.  The player is free to control his or her player as they see fit; you, as DM,  should keep the above information in mind.



The Role of Xeron (and Other Immortals):



From a prayer by Thessia, High Priestess at Calmnis:



“Blessed be the wonders of Xeron, for He is the light.  Blessed be the powers of Xeron, for He is the shaper of all things.  He is the maker of the trees, the sky, the earth, the very mountains.  He is all.”



The centre of Lhomarrian culture revolves around Xeron, otherwise known as Ixion.  He is the provider of the Hollow World’s sun - this the Lhomarrian priests have learned.  Thus, the Lhomarrians believe it is by his will that all life survives - proof of his superiority in all things.



They also believe that they were saved by Xeron for their virtue on the “old world” (the surface), and that they have been given a second chance to prove themselves worthy of his praise.  This is incorrect, for it was Ka the Preserver who brought them here - Ixion had nothing to do with it, though he certainly didn’t mind the salvation of a nation of his followers.



The Lhomarrians are also aware of Xeron’s temperamental nature - like a fire, his emotions change and flicker.  They realize this, but they forgive him for it, and try to live their lives in as balanced a fashion as possible.  This is because they both respect and fear his power.  Beyond this, however, Xeron is revered as the creator of all - all living things of the world are his creations, no matter how malevolent they may be.  If his creations attack the Lhomarrians, then it is a test of the Lhomarrians’ faith and spirit as a people.  The only exception to this is the Carnifex, acknowledged as evil incarnate and the products of blasphemous Beings beyond the realms of sanity.  Although none have been encountered since the sinking of Lhomarr, they are remembered, and cursed, through the mourning of the loss of the old land.



Xeron is then looked upon as the provider of all, the creator of all, and the protector of all that is good.  Such an attitude evolved over millennia of trials and tribulations.  Thus, while the Lhomarrians are not a fatalistic people, putting all of their faith on the will of one Immortal, they do see Xeron as a controlling power, but one whose rules are flexible enough to work with, and to allow a good measure of free will.



Likewise, just as qualities favoured by Xeron are valued by the Lhomarrians, those opposed to him are regarded as evil.  For example, the very concept of the undead is considered abhorrent, and such creatures are destroyed wherever they are found.  Also considered evil is the Immortal Thanatos, and all related worship of him.  The Outer Beings worshipped by the Carnifex, and that race in particular, are also considered abhorrent in the extreme, to such an extent that those found honouring these beings are either exiled or executed.



Xeron is not the only Immortal honoured by the Lhomarrians.  The fastest-growing religion in Selhomarr is the worship of Diulanna.  In recent centuries she has taken notice of the strong-willed character of these people, and has become well acquainted with their history and culture.  Seeing the Lhomarrians as a people who unwittingly follow her own principles, she has appeared in recent centuries to more open-minded priests, who have converted to her ways.  Now, temples to Diulanna are slowly spreading across the empire, though still in the shadow of those to Xeron.  The priesthood of Xeron, seeing that the priests of Diulanna pose no threat to them, have allowed this worship to exist.  Also worshipped by some Lhomarrians are Thanatos and the Outer Beings, though this is illegal, and ceremonies are held in secret.  Their rituals are dark and blasphemous, involving experiments on the undead, and plots to seize power. 



The Role of the Priesthood:



From another speech by Gallos the Aged, at Myiad:



“Without the illumination provided by our sagely priests in all matters spiritual, I have no doubt that we would be lost to the world of Men, for they showed us the true way of Xeron - and of salvation.” 



For many Lhomarrians, the priesthood has been the only social force that has remained largely unchanged over time.  The imperial dynasty has been overthrown once, with the execution of Galhossian (even though his son assumed the throne afterwards), and the land of Lhomarr itself has been destroyed by sinking.  Only the people themselves remain, and their memories and beliefs.  It was the priesthood that helped the Lhomarrians rebuild in their new home, and it was the priesthood that has kept alive numerous traditions, as well as preserved the accumulated lore of the Lhomarrians intact (some ancient scrolls date from the time before the sinking of Lhomarr, but these are truly rare, and guarded closely).



The priesthood is the centre of most Lhomarrians’ daily lives.  Whether it is to celebrate a new birth, the coming of age called the Wandering, or a marriage, or to commemorate a death, the priests and priestesses of Xeron contribute to their communities by reminding people of their duties to society, to Xeron, and to themselves.  Finally, many Lhomarrians look to their local priests and priestesses for guidance, or just for someone to hear them out.



The majority of Selhomarr’s priesthood, about 65%, is female.  Because of this fact, religious and spiritual matters are often held by the average Lhomarrian to be the province of women, believed to be the more spiritual sex.



Perhaps the most important aspect of the priesthood’s role is its duty to educate the young, assisted by the elderly.  Under Lhomarrian law, all children are required to attend school between the ages of 6 and 14.  Most schools are one-room affairs, located throughout the towns, cities, and villages so that all families will have a school within two or three miles’ distance.  The curriculum consists of mathematics, reading, writing, singing, basic nature lore, geography, and history.  The end result is that almost all Lhomarrians have a solid, albeit subjective and basic, understanding of their history, as well as their part of the world.  The above skills learned in school do not necessarily translate into actual attribute-based skills; rather, they provide a benchmark by which other can assess how educated, or well-rounded, a person is.  As a result of this system, which originated on the surface, the priesthood has strong influence over the young, which it takes very seriously.  Due in part to tradition, and to the Spell of Preservation, no priest would dream of using his or her position to influence the minds of the young towards a malign goal - though this does not mean it never happens.  For this duty to the young, then, the priesthood is doubly honoured.



This duty is also performed by the elderly, as mentioned above, though to a lesser extent.  Lhomarrian society does not make light of the great potential the elders of a community have towards influencing the young.  As a result, venerable citizens are often encouraged to get involved in the community, to share what they have learned, and to provide extra guidance.



The Role of the Druids:



Part of the Druid’s Chant:



“We are the keepers of the sacred trust.  The trust of the trees, of the rivers, of life itself.  We guard them as we would guard our loved ones, for there is no difference.”



Just as the priesthood has the role of safeguarding the spirituality and the souls of the people, so the druidic orders scattered throughout Selhomarr protect the sanctity of the land itself.  The druids venture into the wilds to heal the sick and wounded flora and fauna, discourage hunters from taking more than they are due, and educate the people on nature’s bounty and what they are given in life.  This role of protector originated on the surface world, not long before the sinking of Lhomarr.



In the closing days of the war with Y’hog, the stresses of keeping up the war effort, and of feeding and housing the thousands of refugees that came to Lhomarr began to make themselves known.  Conditions were so bad that citizens, desperate for wood to burn and food to eat, would go into the wild to fell trees by the dozen and hunt animals by the herd.  The druids, alarmed at the prospect of mass extinction, and further misery, protected the pristine lands as best they could, so that nature’s bounty would not be plundered forever.  Small battles were fought in the forests, and the formerly indifferent druids became involved in the affairs of the nation through their experiences.  Ka the Preserver saw this trait developing in the druids - this involvement in the state at large - and realized that it would be for the better, since all people could be made aware of what was happening in the wilderness.  Thus, those druids he brought to the Hollow World were those who most strongly followed these principles.



In the Hollow World, the druids guided the people by showing them what foods were safe to eat, when to hunt, and when not to.  As a result, the Lhomarrians, under the tutelage of the druids, began to practice an early form of “sustainable development” - taking only what they needed from nature, and making sure that something is given back in return.  The druids also, as with their surface counterparts, took care of the wild.  They made sure the ecosystem did not get out of hand, and that no one destroyed anything wantonly.  Currently, almost every reasonably-sized forest has a council of druids living within its bounds.  



The druids also have an important advisory role to play.  Each year, all of the councils meet to determine who their High Emissary to the Emperor (or Empress) will be.  This person is then sent to the capital city for one year, to advise the ruler on what sort of policy or action is required regarding the wilderness.  They will tell him or her how many animals should be hunted, where the breeding grounds will be in a given year (so they can be avoided), and any news about events in the wild - such as diseases.  The choice, determined by consensus, is then announced, and the new emissary is then dispatched to the capital.  Just outside of Calimnis  is the Imperial Grove, measuring 200 acres, where the emissary actually lives, and cares for the local wildlife.  Once the emissary’s term is up, he or she will return home, and a new emissary will be chosen.



The Role of the Ruler:



Spoken by Aymaranos, personal attendant to the emperor:



“Our emperor is a man of great responsibility.  On his shoulders rest the interests and the security of the state.  He must do battle with political foes at home, and occasionally in the outside world.  He must balance the will of the people with that of the priesthood and the druids, and that of Xeron.  He does many things, but for all that I do not envy him.  His is a lonely life, indeed.”



The ruler of Selhomarr, whether it is an emperor or an empress, has important and taxing duties.  The primary responsibility of the ruler is to ensure the interests of the people, the priesthood, the druids, and of Xeron are all balanced as much as possible.  This is done through the use of numerous advisors from each of these groups, who brief the ruler on the important issues of the day.  Each of the ten regional princes also sends a representative to Calimnis to inform the ruler of what is happening in each province, as well as convey personal messages.  Hopefully, the ruler can arrive at compromises that provide some satisfaction for all parties, though this does not always happen.  



For example, the druids might be upset that the princes in the northern provinces are allowing increased hunting, but this has been advised because the harvest was poorer than expected, and the priests have said that Xeron has decreed no one must go hungry this winter, because of ill omens for the future (perhaps a war or some other development that will require healthy people).  This might anger northern farmers, who do not wish strangers traipsing around their lands looking for game.  Such events as these, while a headache for the ruler, must be dealt with in order for Selhomarr to prosper.  Normally, all parties concerned realize that concessions must be made on all sides if everyone is to ultimately benefit, so truly difficult situations are rare.



The ruler must also see to the security of Selhomarr.  Each prince must report to the ruler once per year to announce how many soldiers are available for combat, how many weapons are available, how shipbuilding is progressing, and so on.  Using this information, the ruler can decide whether or not to beef up patrols, or to furnish another exploratory mission.  These external concerns are also related to dealing with other nations - it is the ruler’s duty to meet with any foreign dignitaries, and to represent his or her country’s interests, and to defend them.



Finally, as the embodiment of the nation, the ruler must ensure that he or she does nothing that would disgrace the imperial family, its legacy, or Selhomarr as a whole.  This means that he or she must act courteously in public at all times, and provide an example for others to follow.



Although the ruler is held accountable to the princes, the priesthood, the druids, and the people in the above manner, his or her power is determined by succession - the eldest son or daughter of the current ruler will be the one who sits on the throne, barring any accidents.  For many rulers, ascending to the throne is the first time in their lives that they have any measure of autonomy.  In most cases, marriage is determined before the future ruler gains power, often to the progeny of one of the regional princes - though these marriages do not confer any extra status on that prince.  



Politically speaking, the imperial consort has no real power, except in the case of the death of the ruler, in which case he or she assumes power until an heir is of age to assume the throne.

 

Lhomarrians and the Hollow World, and Other Peoples:



As has been discussed to a degree, the Lhomarrians are a fairly religious people.  It is necessary to understand how these beliefs concerning Xeron and his role in their history affect the Lhomarrians’ perception of the world, and of the other peoples in it.



The general view among the Lhomarrians regarding the Hollow World is that they were the first people here, and they were brought here because of the will of Xeron, because he saw that some elements of Lhomarr were worth preserving, and that those who were saved were his chosen people.  Other peoples, while generally deserving of respect, are not the chosen of Xeron, and so cannot possibly hold the same degree of favour with him enjoyed by the Lhomarrians.  This is through no fault of their own, since they obviously came from other worlds, because the old world of Lhomarr’s day was certainly destroyed with the continent’s sinking.  This does not mean that Lhomarrians consider themselves superior to other peoples, just different - closer to Xeron, the “true “ god.



As for other religions, they are also accorded some respect, as it is generally impolite to insult those things held dear by others.  This is tempered with the knowledge that these other gods, or Immortals, cannot possibly be as powerful as Xeron, or as old.  Otherwise, these other peoples would have been here before the Lhomarrians, and Xeron obviously created this world, according to the Lhomarrians, as he brought them here.  Many Lhomarrians also see Xeron as the power behind the Hollow World’s sun (which is true), but they accord him with the power over all forms of life, because, to the Lhomarrians, life is impossible without the sun’s light.  They have never met any race, nor seen any intelligent creatures, that live their lives underground, away from the sun’s rays.  Thus, according to Lhomarrian philosophy and theology, nothing can exist without Xeron.  It is partially the Spell of Preservation, and also the will of Ixion, through his Lhomarrian priests, that this belief is held.  Otherwise, the Lhomarrians would have begun to question how they were brought here - and where “here” is - and might eventually have figured out the truth behind the Hollow World.  After all, they have spent enough time here to think long on the subject.  Ixion realizes that this belief - that Xeron is the most powerful and oldest god - may make relations difficult, but the Lhomarrians are a peaceful people who would never warp such a belief into a notion of superiority.  The other Immortals see that this solution is far from ideal, but it will hold off curiosity.



The people of Selhomarr have also explored vast tracts of the world, and have reached the conclusion that they are living inside a sphere.  The priesthood has thought long on the subject of what might lie on the other side, and has concluded that the domain of Xeron must surely lie there.  If this is so, then all virtuous Lhomarrians will go there after they die, making this realm forbidden to mortals.  This is another move by Ixion to discourage curiosity.  By making the outside world taboo, only the most independent-minded Lhomarrians will venture forth, but many of these never return, anyway.  Claims by “insane” veteran explorers who ventured south, beyond the Lands Without Light, that there is a cold world with blue skies and a yellow sun are refuted, for they ventured too close to Xeron’s domain, and he chose not to let them see Paradise.



How all of this applies to personal interactions is up to the individual (and to the DM).  Most often, Lhomarrians will be polite to strangers, and accord them the respect due a human being.  On theological issues, a Lhomarrian will also be polite, but very inflexible.  They will calmly listen to what the other person has to say, but will insist that Xeron is the only “true” god, since their people came to the Hollow World before anyone else, and saw no evidence of the works of other gods.  This is a result partly of the Spell of Preservation, which ossifies belief systems, the will of Ixion, as discussed above, and of the Lhomarrian education system, which has a definite bias.  The results of such meetings are those described in the Hollow World DM’s Guide.



So, generally speaking, the Lhomarrians have used their long time spent here to explore their surroundings.  The fact that they have been here so long, and that they have seen so much of the Hollow World, has led them to ask many questions about the nature of their home.  Fortunately, the Spell of Preservation, and suggestions made by Ixion to his priests, have discouraged active contemplation of the true nature of the Hollow World, so that there is no danger of them finding out the truth.



The Family and Domestic Life:



To the average Lhomarrian, the family is the most important part of a person’s life.  Even a person’s love and fear of Xeron, and for the people as a whole, must come second.  Though one may not be able to live without sunlight, it is inconceivable to these people that a person could live without the love of another, or one’s family.  Likewise, if the family unit is weak, so too is the nation.  Therefore, many Lhomarrians of all walks of life view the family as the central focus of one’s life - without which nothing else is possible.



In Lhomarrian society, both men and women are generally considered equal in the home.  Both parents are expected by law, and by tradition, to share in the duties of raising children, and in maintaining a stable environment.  This equality exists in almost all sectors of society, such that it is not uncommon to see women working as shopkeepers, entertainers, officials, and so on.  Also, though women are free to pursue careers, Lhomarrian society strongly encourages men to do so.  The belief is that, although both parents are equal, men are considered the main financial supporters of the family, and those who do not work are neglecting their duties.  The only restrictions between the sexes that exist in Lhomarrian society concern the military.  Officially, only men may serve in the army or the navy, though women who have trained themselves (up to second level or so) will find their services accepted, should they apply.  Beyond that, just about every opportunity is open to both sexes.



Just as duties towards the family are taken seriously by Lhomarrians, marriage is also an important responsibility.  There is an unspoken expectation in Lhomarrian society that everyone will wed - those who do not are either considered to have a higher calling from Xeron himself, or  

odd, depending on how they behave in public.  Marriage is invariably a serious event, but one full of joy.  Each family assesses the other - how large their homes are, how much land they own, what their professions are - in order to determine the other family’s social standing.  This is not elitism; rather, it is done out of concern for the children that are sure to come.  No Lhomarrian would want to enter into a family where the children are not provided or cared for properly, as such environments are not conducive to the youth achieving their potential.  Society would ultimately suffer.  Marriage is a lifetime commitment - there is no legal system of divorce.  Thus, prospective partners also have to be sure about each other, as much as is possible, and even then to be prepared to work all their problems out.



The Lhomarrian family is an extended one - it is common to see parents,  two or three children, grandparents, and possibly unwed aunts and uncles living under one roof.  Even when this is not so, almost all family members often live within walking distance of each other.  All members of the family contribute to household chores, and for children, the word of their parents is law.  This arrangement provides children with opportunities to learn from their grandparents, and to keep in contact with a larger portion of their family than is the case in other cultures.  Also, this situation makes it far easier for women to earn a living - grandparents, aunts, and uncles are often available to look after the children for a few hours each day, when they are not at the local school.  



Most people in Selhomarr are either farmers or fishermen, meaning that the days are long and hard.  This burden is lightened somewhat by having an extended family - there are many people around to help with the work - so the general mood is a quite happy one.  Those living in the towns and cities have preserved this traditional social arrangement, through no small part by the Spell of Preservation. Whenever people find themselves with free time, the entire family gets together to tell stories, play various games, sing songs, or visit neighbours for an evening of revelry.  The latter activity happens most often after the harvests are over, or the catches are in.

�The Selhomarrian Year and Events within it:



As with other cultures, the Lhomarrians keep track of time.  On the surface world, their year was measured by the phases of the moon, such that a full cycle of phases would constitute one Lhomarrian month.  Thus, the old Lhomarrian calendar was much like the current Thyatian one in use in much of the Known World.  Since their arrival in the Hollow World, the Lhomarrians have adapted to the lack of any moon or night sky.  They have found that the various floating continents have cycles similar to that of the moon, such that their calendar remains essentially the same as before.



The Lhomarrian year is divided into twelve months of 28 days each.  Each month begins on the equivalent of the first day of the new moon, and ends with the equivalent of the final disappearance of the last of the “old moon”.  Of course, this is now measured by the positions of the floating continents.  The months are as follows:



Month�Thyatian Equivalent�Month�Thyatian Equivalent��Haristar�Nuwmont�Saklatar�Felmont��Thallistar�Vateront�Gelmintar�Fyrmont��Arristar�Thaumont�Brethitar�Ambyrmont��Meneltar�Flaurmont�Dilmuntar�Sviftmont��Ormintar�Yarthmont�Rostar�Eirmont��Yhemtar�Klarmont�Gallotar�Kaldmont��

The year’s seasons are divided as follows:



Winter:  Meneltar, Ormintar, Yhemtar

Spring:  Saklatar, Gelmintar, Brethitar

Summer:  Dilmuntar, Rostar, Gallotar

Autumn:  Haristar, Thallistar, Arristar



Below is a list of the various important days in the Lhomarrian year, and what events happen on those days.



Haristar 1st (Lhomarrian New Year): This is the first day of the Lhomarrian new year.  On this day no work is done, and many families throughout the empire will gather together at each other’s houses for the afternoon for feasting, singing, and other festivities.  In the evening, local talented people put on song and dance shows, and travelling bards sing songs of epic tales.



Haristar 4th (First Day of Autumn): This day is recognized throughout Selhomarr as the first day of autumn.  The leaves have begun to change colour on some of the trees, and the harvest is almost complete.  Druidic circles all over Selhomarr perform their autumn ceremonies for all to see



Thallistar 4th (The Battle of Pirolos):  On this day everyone in Sepirolos observes one hour of silent contemplation about the battle that destroyed the colony of Xerothnyi forever, in BC 7024, and the roles their ancestors played in the battle.  Flowers are picked from the fields and laid in a great wreath in the town square, which is then burned at nightfall, to commemorate the passing of the dead.  Elsewhere in the empire, people observe the hour of contemplation, but do not perform any other acts of commemoration.  Military units put on parades to salute the fallen.



Thallistar 11th (End of Harvest):  Although the actual ending of the harvest varies year by year, most Lhomarrians have chosen this day to mark its official ending.  In the evening, country folk sing and dance, and a great feast is shared by all - sometimes an entire village will set up a large row of tables and feast together.  All money owing on the previous year’s taxes is also due on this day.  Livestock is often gathered on this day in southern regions for herding into winter shelters.



Thallistar 22nd (Emperor Tamaris’ birthday):  Today is the current emperor’s birthday.  According to tradition, the ruler must, on his or her birthday, give a voucher to every poor person in Calimnis, redeemable for a healthy supper at any eating establishment in the city.  This is paid for out of the ruler’s pocket, and the princes often do the same thing in their own provinces on their birthdays.  This forces the ruler to come into contact with the least fortunate, and to remind him or her of a ruler’s duties towards all citizens, no matter what their social station might be.  In the evening, the ruler is treated to entertainment from the most talented actors and bards in the empire.



Arristar 3rd (Battle of Pelenzor):  Soldiers hold parades on this day to mark the anniversary of the Battle of Pelenzor, in which Lhomarr and its allies were routed in BC 7027.  It was also in this battle that Brell, the legendary general of the Lhomarrian armies, was killed.  After the ceremonies commemorating the battle are over, soldiers recite the life story of Brell.



Arristar 14th (Beginning of the Wandering):  Today marks the first day of the Wandering, when all youths who have turned 18 in the previous year must embark on a year long trek to find themselves.  They are forbidden from returning home until the year is over, and must prove that they have learned something of the world, of others, and themselves.  After a great breakfast and private celebrations with families, the youths fill their backpacks and leave home by midday.



Arristar 15th (Ending of the Wandering):  Those youths who started their Wandering the previous year come home by the end of this day.  They will be welcomed as adults, having proven themselves as independent members of society.  After being welcomed by their families, they are treated to two whole days of feasts, celebrations, and opportunities to share their experiences.  From this day forth, they are officially citizens of Selhomarr, with all the rights and privileges of that station.



Meneltar 1st (First Day of Winter):  According to Lhomarrians, today is the first day of winter.  The leaves have mostly fallen, and the harvests have been completed.



Meneltar 23rd (Discovery of Prys):  On this day sages and bards commemorate to discovery of Prys, which is now the Vulture Peninsula, around BC 8600.  Details of the voyage of discovery are recounted.  



Yhemtar 18th (The Sinking):  This day marks the anniversary of the sinking of Old Lhomarr.  Sages and bards recount the last great battles of the war against the Carnifex, and rail against the wickedness of the Outer Beings for destroying the Old World.  The ruler leads a remembrance ceremony at the Great Temple of Xeron in Calimnis, and reads off a list of the greatest heroes of those days.  This day is a very mournful one.



Yhemtar 19th (The Homecoming):  This day marks the beginning of the Lhomarrians’ time in the Hollow World.  Bards and sages tell the Tale of the Homecoming, an epic poem which takes hours to recite, and details the war with the Carnifex, the sinking of Old Lhomarr, and the founding of Selhomarr.  Many people give thanks on this day for their prosperity, and set aside a portion of their meals for those less fortunate than themselves.



Saklatar 15th (Winter’s Bane):  In the southern regions of Selhomarr, where the climate is more severe and the winters less forgiving, people break free of winter gloom for the day and celebrate the coming spring.  Hot drinks are shared by all, and many families go outside to experience nature’s beauty in winter, sometimes aided by local druids.



Gelmintar 1st (First Day of Spring):  Today marks the first day of spring, though the more southern portions of Selhomarr will see snow for several weeks yet.  Many people celebrate the warming temperatures and sprouting leaves with dances and feasts, and this day is believed by many to be an especially lucky one for marriage, such that many wed on this day.  Priests of Xeron and the various druidic circles throughout the empire mark the occasion with ceremonies.



Gelmintar 12th (Discovery of Xerothnyi):  This day marks the commemoration of the discovery of the land that became Xerothnyi, now known as the Isle of Cestia, around BC 8600.  Accounts of the great voyage are recited, and bards sing about the difficulties of the journey, and the wonders of the discovery.



Gelmintar 18th (Battle of Okhtor Pass):  Soldiers go on parade throughout the empire to celebrate the heroism of those who fought in the legendary Battle of Okhtor Pass, in BC 7025.  Surviving accounts of the battles that day are read out, and spirits of those who survived the battle are thanked by priests of Xeron through offerings of food and drink.



Brethitar 13th (The Sowing):  This day is chosen by many Lhomarrian farmers to begin preparations for this year’s planting.  Seeds are purchased or taken out of storage, and fields are tilled.  Animals are also let out into pasture at this time in southern regions.



Dilmuntar 1st (First Day of Summer):  Today is officially the first day of summer in Selhomarr.  The sowing of the crops is well under way, and the plants are already in their full glory.  Many druidic circles throughout the land celebrate the changing of the seasons.



Rostar 14th (Midsummer’s Festival):  During the evening of this day, people all over Selhomarr celebrate the high point of summer with feasts, dancing, singing, and the telling of tall tales.  It is a time of joy, to celebrate life, for winter is not far off.



Rostar 19th (Day of Communion):  Throughout Selhomarr, every Ilarnnian spends the entire day in meditation, trying to contact their ancestors in order to gain spiritual guidance.  After a modest dinner, families will gather to revel in the joys of life: singing, drinking, and feasting.  These festivities last well into the next day, the remainder of which is spent resting.



Gallotar 27th (Tax Assessment Day):  On this day the ruler’s taxmen go throughout the empire and visit every citizen, no matter what their social position.  Each household is required to present documents attesting to how much money was made that year, and the taxmen calculate how much is owed in that amount, and how much property tax should be paid.



Gallotar 28th (End of the Lhomarrian Year):  On this day people all across the empire celebrate the ending of the old year, and the coming of the new one.  At feasts during the evening, people recount funny anecdotes of the year’s happenings, and others make resolutions for the coming year.  The celebrations carry on into the night, in time for the new year to be ushered in by the revellers.



�What Everyone Knows About the Selhomarrians:



A Krugel orc to his sons:



“You think yer tough, Grikk? Well, you just wait, ‘cuz one day the Selhomarrians’ll be back from over the sea! Yep, it was quite some time ago that they came, real quick-like, too.  They was comin’ over the waves in their long boats, an’ they decided to land on the shores over there.



“Was I there?!? Shaddup Urk, ya stoopid whelp!! One more smart remark like that an’ I’ll make you wish you was in the Selhomarrians’ hands! It was hundreds of years ago, not long after we came to this new world.



“Well, them Selhomarrians, they was comin’ outta their ships to get some food - must’ve been at sea for a long time.  That’s one way we know they ain’t smart - no one with brains leaves dry land, it’s too dangerous out there!  Goin’ by sea’s also a stoopid way to attack someone - ‘cuz you can see where they’re comin’ from a long way off, but anyways…



 “So they was scroungin’ around for somethin’ to eat, an’ one of my ancestors, Hurggrik One-Hand, saw his chance an’ set up an ambush with two hundred warriors to get ‘em if they came too close.  So them stoopid Selhomarrians did, an’ we whupped ‘em good - collected twelve scalps that day.   ‘Course, over half of us got wiped out, an’ old Hurggrik with ‘em, but we still got what them wimpy folk call a “moral victory” - we showed ‘em who owns this land - right boys? They may have sharp little swords and good armour, but we’re orcs!



“Am I afraid of ‘em? Nah! I could kill five of ‘em, easy! With one hand tied behind my back! What? How many Selhomarrians were at the battle? I dunno, about thirty or forty, according to legend, what’s your point?”



Yorl Agmundsson, to his fellow reavers before landing at a Selhomarrian port for a night’s work:



“Get ready, men! In a few minutes we land at Sepirolos to get some booty.  We’ve been lucky to make it this far already - I’m surprised their patrols haven’t found us!  We should’ve been caught and chased away miles back! Their loss…



“Just a few words of wisdom from someone who’s done this before.  The Selhomarrians are unlike any other people you’ll meet on this world.  For one thing, they’re half decent sailors.  They know how to build a good boat, and how to use it well.  Some say they’ve been here for a very long time - longer than we’ve been here, I’m sure.  Maybe that has something to do with it.



“Another thing.  Never ever let them get you into a pitched battle! Stick with skirmishing tactics; they seem to enjoy marching about like turtles, tightly packed together.  Just draw them out and pick them off, one by one.  Even if they capture you, you have nothing to worry about; they have too much compassion for a fallen enemy - you’d practically be a guest! Just wait and eventually you’ll be ransomed for some trinket we relieved them of some time ago - and then you’ll be free to loot them again! Not too bright if you ask me - bloody cowards!.



“They may be weak, they may be soft, but they can fight and sail, and their towns have good plunder for the taking. Alright, men! Beach this craft and let’s earn our living!”

�

Aurius, a Milenian diplomat, to a longtime friend:



“One thing you’ll learn soon enough if you ever go to Selhomarr is that the Selhomarrians are very single-minded, and slightly intolerant.  They may be nice, but never, ever try to discuss theology with them.  They believe in no Immortals but their own beloved “Xeron” - a faker if you ask me.  They attribute everything to him, they obey his every wish, as interpreted through his priests.  They are so convinced of their own closeness to this “Xeron” that they are quite condescending to others - they never mean to be cruel, mind you, they just consider all other cultures to be like children.



“Still, for all that they have a beautiful country.  Paved roads go everywhere, great forests are tended by druids, and everything is so pristine.  It’s too perfect, if you ask me.  Don’t get me wrong, they’re nice people, but they’re so…strange - they must be hiding something, but I can’t put my finger on it.  I wouldn’t trust them too much if I were you, I’m sure they want something from us.



“What really makes me suspicious is that, if they have been here as long they claim - several thousand years - why haven’t they tried to conquer us all? We should be seeing Selhomarrian cities everywhere.  No, I definitely think they’re up to something, all right, the pitiful puppet-emperor and his scheming priests.  Still, you can never shake the feeling that the Selhomarrians are nice, they’re so open and friendly, they want to learn everything about you.  I think the Immortals put them on that isolated continent for a reason - to protect us.



“Another thing is their political system.  Their emperor, while hereditary, obtains advice from ten regional princes, who really have more power than he does, and the druids and priests.  They dangle him like a puppet on strings, telling him what to think, what to say, what to do.  It’s sinister, if you ask me.  If they are so powerful, why don’t they take our side in any disputes?  Just what are they up to? Even during my time there, I could never find out…”



Khemenut, a Nithian scribe, on his trip to Selhomarr:



“My friend, should you ever find yourself in Selhomarr, I warn you, be prepared to witness the unthinkable!  Never in my entire life have I been in such a place! Unending farms, towns, villages, and roads spanning the countryside as far as the eye can see - surely the populace of that nation must dwarf the whole of the rest of the world! And if this sprawl were not enough, the omnipresence of their temples devoted to Xeron, that heathen Immortal they worship, blots out everything else.



“That is what struck me as most strange, that such an apparently rational people would venerate such a ludicrous Immortal.  They attribute almost everything to this ‘Xeron’, from the eternal sun itself to the growth of crops in the fields, from their very existence to their continued prosperity! Indeed!  Oh, some of them pay lip service to other Immortals, but believe you me, nothing sways them from their falsehoods!



“Another thing that is odd about them - they don’t practice slavery! Oh, certainly there is indentured servitude for those who fall into debt, but they claim to have never enslaved anyone.  I think they’re either lying through their teeth, or they are that naïve; slavery is what conquered peoples are for!!  To top it off, they even give their commoners a say in local government! That did it for me, I tell you, who in their right mind could stand living in a nation where the common rabble - including madmen I’ll wager - dictate to their social betters? Bah! Don’t let them fool you, the Selhomarrians are little more than barbarians well-versed in the arts of deception!”

�Geographic and Biological Overview:



This section will discuss the geographic layout of Selhomarr, and identify the major regions of the empire, and what one might find there.



The Layout of Selhomarr:



Selhomarr is a large land, taking up fully one-third of the landmass of the continent of Suridal.  It is largely centred around the Bay of Lokam, which is the largest body of water on the continent.  Selhomarr is not a contiguous nation - that is, it is not one large landmass.  It is in fact broken up into three sections, each separated by part of the Bay of Lokam.  Ships regularly ply the waters here, though, effectively eliminating any division that might otherwise exist.



The largest portion of Selhomarr is also the southernmost.  It ranges along the southern shores of the Bay of Lokam, including the Tylierian Peninsula, which reaches into the bay itself.  From here, it reaches due south, to the very foothills of the Lhomarrian Range, which runs along the “southeastern” coast of Suridal.  It also encompasses part of the Forest of Garithor, to the “southeast”, the Plains of Aymira near the coast, and large portions of the Ferennis and Disarna rivers, and the Rethelnis Forest in between - also in the south - along with a piece of the Bogs of Disania.  The fabled Great Forest of Marinnir, with its great oaks and Dillianoras, dominates the Tylierian Peninsula, and further south, just “west” of the capital city of Calimnis (number one on the map), lies Brell’s Wood.  Between Brell’s Wood and the coastal Plains of Aymira runs the ore-rich Sorathi Hills.  The vast majority of this region is clear land, however, about half of it tilled.



The second largest portion lies to the north of the Bay of Lokam, and does not approach the Kordithos Mountains to the north very closely.  It contains large tracts of the Forest of Veroxith to the “east” and the Lorethii Forest to the “west” - a large portion of which is in the Ilarnnian autonomous region.  The northernmost portion of this region reaches to the area around the town of Sepirolos (number 12 on the map), and contains most of the Bay of Xerothnyi.  Again, large portions of this region are comprised of clear land, about half of which is also tilled.



The third, and smallest, portion lies on the “eastern” shores of the Bay of Lokam.  Of all areas of Selhomarr, this is the least settled region.  The majority of it is dominated by a portion of the Korvoris Forest, a great forest running north-south along  the continent, in the shadow of the Lhomarrian Range.  The only cultivated region lies on the tiny Prexirian Peninsula, upon which the city of Annurios is built.



Vegetation and Topography:



In terms of vegetation, Selhomarr is a rich land.  Venturing north from the Lhomarrian Range, a traveller would pass through hardy mixed coniferous and deciduous forests of pines, maples, birch, and evergreens.  Going further north, and down into the lowlands towards the coast, these trees would give way to more deciduous forests, with great oaks, maples, poplars, and birches.  Such trees are also common in the Rethelnis Forest, as well as the Garithor Forest.  As well, one would also notice the development of grasslands, much overshadowed by the towering trees.  Journeying further north, the trees thin out almost entirely, save for a few thickets here and there, and Brell’s Wood.  Here, clear land and plains dominate, though a great stand of oak trees lie to the “east”, within the section of the Forest of Garithor that lies within Selhomarr.  By this point the grasslands are tall and vibrant, no longer overshadowed by the trees.  One would also see farms and villages dotting the countryside.



Venturing further north, one would begin to see the Bay of Lokam on the horizon, as this land is quite flat, and runs straight to the water with few interruptions.  From this point, also, one would notice the population density increasing, as hamlets give way to towns, and ultimately to cities along the coast.  This area is also where the Ferennis and Disarna rivers merge, and become the powerful Calimnissian Flow, which swiftly moves northwards to the Bay.  Further “west” of here, near the Bay of Lokam, we would also see the Sorathi Hills, the only rise between Brell’s Wood and the coast - the remainder of the land taken up by the Plains of Aymira.



North of the coast, we see the deep waters of the Bay of Lokam, broken only by the great mass of the Tylierian Peninsula, in the centre of which the aforementioned Great Forest of Marinnir grows, bracketed by the Gorimnis Hills to the south, and the Amanis Hills to the north.  The Great Forest is home to oaks of legendary height and girth, as well as the fabled Dillianora trees, whose white berries can sustain a traveller for days without having to eat or drink.  Further north on the peninsula lie the Hills of Tremiros, but apart from this most of the land is flat and tilled, broken only by the occasional stand of oak, maple, and apple trees.  Far to the “east”, isolated from the rest of Selhomarr, is the enclave of Annurios.  Much of this tiny region is dominated by the hardy oaks, yews, and ironwoods of the monolithic Korvoris Forest.



Leaving these lands and going further north, we cross more of the Bay of Lokam, to land on the northern shores.  From the coast, the land gradually rises towards the north.  The coastal regions are dominated by clear land, a large portion of which is tilled.  This area is not heavily settled, though there are large population concentrations.  The first vegetation apart from grasses and shrubs one would see would be the forests of Veroxith and Lorethii, both of which are deciduous, with great concentrations of fruit trees - which produce apples, pears, peaches, cherries, and even some oranges and lemons.  Mixed with these fruit trees are magnolias, oaks, and fir trees.  From this region the land rises still further - into the foothills of the towering Kordithos Mountains - but Selhomarr does not approach these heights.  The only region of Selhomarr further north lies around the tiny Bay of Xerothnyi, near which the town of Sepirolos (number 12 on the map) stands.  Here, the land is tilled and flat.



Climate:



Generally speaking, Selhomarr is a temperate land, with mild weather almost year-round.  Toward the south, as altitudes increase, the winters are colder and longer.  Here, one can expect an annual snowfall of about one or two feet in the winter, and rainfall of about 12 inches in the summer months.  Toward the north, snowfall decreases and rainfall increases, as temperatures become warmer.  In the lowlands, annual rainfalls can be as high as 50 inches during wet years - sufficient to allow rich harvests.  Rainfall becomes heavier towards the coasts, where temperatures are cooler due to moderating effects from ocean currents from the south.  The weather and temperature  along the coast of the Sea of Rax are much like those we find in northern Europe, around England and the Netherlands.



Along the coast of the Bay of Lokam itself, the temperatures are very mild, with warm, humid summers and cool, dry winters.  Rainfall in this region becomes heavier towards the Sea of Rax and towards the “east”.  Areas such as the city of Annurios and the interior of the Tylierian Peninsula, which are more like Mediterranean rainforests in terms of climate, are like this year-round.  North of the Bay of Lokam the climate becomes warmer and more humid still, almost subtropical.  In less humid regions, towards the Kordithos Mountains in the north, one can find the fruit-growing areas, where the soil is more suitable for such things.  Towards the coast, the temperature drops considerably, so that it is much like that of coastal regions further south - cool and damp.



Despite its generally temperate nature, Selhomarr’s climate can go to extremes.  The entire continent is occasionally subjected to abnormally cold winters, as wind patterns sometimes change, bringing far more cold air north from the south pole.  On a couple of occasions during Selhomarr’s history, the entire nation has been hit with cold weather, even freezing the entire Bay of Lokam one winter.  Fortunately, such events are extremely rare - only happening three times in the past 4,000 years - but when they do occur, the empire is devastated as crops are killed, and many go hungry.  Likewise, great droughts and intense heat have hit the land, turning the rich central plains into a dustbowl.  This happens about as often as extremely cold winters do, and is no less dangerous to the people.



Animal Life:



Just as Selhomarr is rich in vegetation, it is also filled with many species of animals.  The forests are home to many forms of mundane and not-so-mundane life.  Travellers can find everything there from foxes and squirrels to displacer beasts and owlbears.  The plains are also teeming with life, with herds of aurochs and buffalo, ranging alongside rare species of giant rat (sort of like door mice).  The swamps are filled with insects of all sorts (some of the giant variety), as well as isolated tribes of lizard men, who were here before the Selhomarrians came, and who still remain unknown to them.  These lizard men are concentrated primarily in the Bogs of Disania, and live in simple tribal communities.  The hills and mountains are known to harbour mountain goats, eagles, and rodents of various types.  Much more noteworthy creatures, such as griffons, rocs, and hippogriffs, are also found in these regions, though for the most part their eyries are situated high up in the Lhomarrian Range.  Finally, the seas are filled with fish of all descriptions, ranging from trout and salmon in the rivers to sharks, dolphins, and sea serpents in the Bay of Lokam.



Even underground, Selhomarr is filled with life.  Natural limestone caverns near the foothills of the Lhomarrian Range and the Kordithos Mountains are known to house all sorts of jellies, slimes, oozes, and molds, some of them being very large in size.  Underground rivers, lakes, and streams beneath these hills and mountains teem with blind cave fish.  Also present in these caverns are carrion crawlers, giant insects, and undead of various forms.



There are a few dragons living in the region, mostly reds high up in the Lhomarrian Range,  a handful of greens in the Forest of Garithor, and blacks deep in the Bogs of Disania.  These are mostly reclusive, and very rarely venture far into Selhomarr.  Also present throughout the  surface region are various sorts of undead, who, although not occupying any ecological niche, still are a factor in events in the wild.  Large concentrations of them are known to exist south of the Plains of Aymir, not far outside the borders of Selhomarr proper.  Some legends tell of a great wizard, who in ages past sought to found his own realm in defiance of the other spellcasters of Selhomarr.  Although his fate is unknown, some claim that he was won over to the worship of dark powers, and raised an army to destroy his former homeland.  Those same legends claim that since that time, undead have always existed in large numbers in the region known as the Forsaken Steppes, a region of blighted plains, crumbling escarpments, and fetid swamps along the coast.



�Selhomarrian Settlements:



This section will discuss the distribution of the Selhomarrian population, and the appearance and structure of their homes.



Due to their long settlement on Suridal, most Selhomarrians live in cultivated, well-settled regions.  Villages and towns literally dot the landscape, and the network of roads connecting them would look much like a spider’s web from above.  Despite this fact, however, there are still many open spaces free of settlement, as well as pristine woodlands.



The majority of Selhomarr’s Lhomarrian population of about five million lives in such seemingly-innumerable towns and villages, while around 628,000 people live in the capital and other large towns and cities.  Most of the population (about 45%) are farmers or herdsmen, while another 30% are involved in fishing, and another 1% are miners.  The remainder are politicians, shopkeepers, blacksmiths, soldiers, and other sorts of more urban tradespeople, who live in the cities.



Most Lhomarrian houses are single-storey affairs, being built of stone and covered with plaster.  Most often, the outside walls are covered with colourful murals and frescoes depicting heroic scenes or beautiful visions, or even telling a story.  Even the smallest homes will have some such adornment - a home is just not a home without it, according to the Lhomarrians.  As a result, the streets of any reasonably-sized settlement are virtually a riot of colour, as images of all sorts crowd each other on buildings.  The roofs of buildings are also colourful, built as they are of baked clay tiles of various shades of red and brown.  The average Lhomarrian would find settlements on the surface world to be drab by comparison.



The layout of the average Lhomarrian home is based upon the idea of a courtyard - all of the rooms open onto a pillared central room, which is often open to the sky at its centre - though there is often a means of covering the opening during storms.  Most Lhomarrians decorate their interior walls by hanging family heirlooms on them, or by growing small plants in hanging planters, so that the leaves and stems grow to cover portions of them.  The tiled stone floors are often covered with carpets, and brass lanterns often hang from the ceiling in each room.  Lhomarrian furniture is almost always wooden, and functional in appearance, though many do sport the occasional decorative painting or carving on them.  Great use is often made of tables and benches - they are present in almost every room of a house.



In larger settlements, where space is at more of a premium, it is possible to find taller buildings - some up to three storeys high.  Even with the greater height, many buildings have decorative images on their surfaces, with some of the tallest buildings being used to tell epic poems and tales using colourful pictures.  These taller buildings often lack the central chamber common in single dwellings, though there is often a large room somewhere in the building where people may gather to talk or relax.  In most cases, the ground floor houses a business of some sort, while the upper floors are occupied by the family of the business owner, tenants, or both.  The roads are also different in proper towns and cities.  While all roads are paved in Selhomarr, they widen considerably in urban areas - sometimes wide enough to accommodate four horse-drawn wagons abreast.  Frequently, trees and shrubs are planted along the middle of the road.



One feature that remains constant in almost every settlement is the temple of Xeron.  In the centre of each urban area, there will be a central intersection, in the middle of which a temple to Xeron is built.  Unlike the other buildings, temple walls are unadorned, built of the purest quartz - seeming to glow in their own right.  The interiors are truly inspiring, with graceful pillars and statues, and rows of polished wooden benches upon which the devoted may pray.



Ilarnnian Settlements and Buildings:



Compared to the Lhomarrian towns and cities, Ilarnnian ones are a study in contrasts.  Where Lhomarrian buildings are brightly painted and spacious, Ilarnnian structures are far more subdued, bordering on austere.  In most Ilarnnian towns, the streets are very narrow - no wider than two chariots at most, thronging with people and dotted with tiny merchant stalls.  Ilarnnian architecture is also notably different - buildings tend to be tall and thin, with three storeys being the average height, and most roofs being dome-shaped.  The facades of most buildings are unadorned by Lhomarrian standards - there are no frescoes, and few statues.  Instead, most buildings are whitewashed, with the outer walls so clean that they almost shine in the eternal sunlight.  Only hand-painted signs, in the curling Ilarnnian script, indicate what the various buildings contain, whether they are shops, taverns, government offices, or private dwellings.  



Another unique feature of Ilarnnian settlements is that many buildings are linked at upper floors by narrow stone bridges.  Most often this is the case for public buildings, where several adjacent buildings receive a lot of traffic between them.  Most of these bridges cross the streets themselves, giving the average street a very “busy” appearance, with people going about their business in all directions, both on the ground and above it.



Ilarnnian rural dwellings also have this crowded aspect.  Even the smallest village will be a collection of tall, narrow buildings (perhaps two or three storeys), centred around narrow streets.  Farms will be located outside the “urban” core, as well as any other buildings such as storehouses, stables, and the like.  As a result, Ilarnnian farmers do not actually live on the land they till.  These farmlands are separated neatly by low stone walls, and are arranged in a hub-and-spoke pattern, with the residential zone as the hub.



Unlike the interiors of Lhomarrian buildings, which are centred around a courtyard, Ilarnnian interiors are a hive-like collection of rooms of varying sizes, separated by fine cloth curtains.  Generally speaking, most rooms are very sparse as far as furnishings are concerned, with small pieces of furniture, ornate lanterns, and elegant carpets serving as the main forms of decoration.  The most common items of furniture are cushioned stools, low tables, shelves, and sleeping pallettes.  Also present are low, ornate cabinets and cupboards, which are used to contain the personal belongings of the occupants.  In most rooms the walls are not decorated, though they are often painted in vibrant colours, such as red, gold, green, or blue.



The most important room in an Ilarnnian home is the kitchen, which is also where the family will meet to socialize.  This arrangement is also repeated in taverns and other public houses; kitchens are not separated from common rooms.  In both cases, large braziers and ornate stoves are set in the centre of the room, while the surrounding area is filled with stools and low tables.  Family members, or patrons in the case of taverns, will relax around the periphery of the room, while the cook prepares the meal.  Even when the occupants are finished eating, the kitchen serves as a place to relax and socialize, often well into the night.

�Notes on Various Selhomarrian Cities:



The information below will detail the various settlements numbered on the colour map of the empire of Selhomarr.  Each settlement will be detailled in terms of its population, date of founding, and notable features.  These descriptions are not intended to be exhaustive; rather, they should provide a general impression of what goes on in the place.  The various towns and cities are coded with numbers, which match those on the map of Selhomarr.



Calimnis (pop. 350,000 - 96% Lhomarrian, 4% Ilarnnian):  This is the capital city of the empire of Selhomarr, founded in BC 7015.  It is a large, walled city, with many stone quays opening onto the Bay of Lokam, just to the north, and many more canals worming their way around the city itself.  It is a city of great tree-lined boulevards, market squares, and the inspiring Imperial Palace.  Another notable feature here is the Great School of Arts and Magic, where all aspiring mages and artists come to study with the masters, and hope to make a name for themselves.  Within its walls, the city’s streets are lined with ancient two and three-storey buildings, which, due to their quality and materials, still stand to this day.  The streets themselves are filled with people form all over the empire, and a visitor will be able to hear almost every known dialect of Lhomarrian.  Outside the city walls sits the ancient town of Pergamnos itself, now little more than a suburb of the capital.  It is this town which was whisked by the Immortals from old Lhomarr to the Hollow World.  Another notable site outside the city walls is the 200 acre Imperial Grove, where the druid emissary to the emperor lives, and cares for the animal and plant life there.  Visitors to the city will find much to see and do - what with a city full of history and inspiring architecture, and political intrigue…



Garith (pop. 22,000 - 100% Lhomarrian):  This large town, the southernmost large settlement in Selhomarr, lies about 20 miles “east” of the Ferennis river, nestled by the Forest of Garithor.  It was founded in BC 6934 by a group of adventurous Lhomarrian settlers who wanted to escape the placidity of city life in the capital.  To this day, it remains a refuge for many wealthy families wishing to escape the hustle and bustle of Calimnis for a few weeks, and enjoy the wilderness.  Compared to the capital, Garith is indeed rustic.  Although the streets are paved, there are few parks or public houses, though shops are in abundance.  What is available is the open wilderness - from this town a person can hire a guide to show them the most magnificent sights the forest has to offer, from the breathtaking Haldassos Falls (measuring 400 feet in height, with rainbows dancing in the mist) to Nature’s Palette, a rock wall where natural chemicals have exuded themselves over the centuries to create multi-coloured patterns.  Many wealthy families also have their own retreats nestled in the forest, away from everyone else.  These are often simple affairs, resembling a commoner’s farmhouse.  Visitors, unless interested in sightseeing, will have little to do, though people living in the outlying regions will be troubled by the occasional griffon or owlbear.  Garith is also the regional capital of the province of Ardeth (the southernmost and least-populated in the empire), and thus is home to one of the regional princes, Aymir of Garith.  Aside from this, Garith is a hub for mining and logging activities.



Olathis (pop. 27,000 - 98% Lhomarrian, 2% Ilarnnian):  A peaceful port town, Olathis was founded in BC 6882 by the great philanthropist, Prince Caltir of Pergamnos, who used his own fortune to build a great mansion to house 150 children orphaned by freak storms the previous year.  As such, a 40 foot tall granite statue of this man now stands in the town square in his honour.  Such is his fame that even today, people wishing good fortune make pilgrimages to this statue.  Aside from this, the town is known for its good fishing, and its reputation as an export area for goods made in nearby villages.  The people here are generally content, living out their lives in relative peace - running their shops, and bringing in their catches from the Bay of Thass.  Recently, however, the local peace has been shattered on occasion by rumours of sea monsters rising out of the Bay and attacking nearby fishing villages, often under the shadow of flying continents.  All that is known is that, when under the shadow of a flying continent, ships at sea tend to disappear, and homes on the coast tend to get destroyed.  What is actually happening is that nearby there is a community of aquatic lizard men, whose hunting grounds are increasingly threatened by the Lhomarrians.  They are attacking in retaliation, and will continue to do so unless something is done.  Olathis is the capital of the province of Regelnis, whose current ruler is Prince Caltir XXVI of Olathis.



Belothis (pop. 24,000 - 95% Lhomarrian, 5% Ilarnnian):  This fishing, farming, and textiles centre sits on the northernmost point of the Ilannir Peninsula.  It was founded in BC 6350 by religious dissidents who disagreed with the teachings of the priesthood of Xeron.  In fact, these people secretly worshipped Thanatos, who had a small following among Lhomarrians even on the surface world in ancient times - a fact which only the most senior clerics know.  Currently, there are several temples of Thanatos located in the sewers beneath the town, whose meetings are always held in secret.  Overall, about 35% of the town’s populace worships this Immortal.  The clerics of Thanatos are lying low for the moment, but are busy researching prayers that will invoke chaos and destruction, as well as give them enough power to seize control of the empire.  They are also carrying out numerous experiments on new forms of undead, unsuccessful thus far.  This town is also a regional capital, for the province of Varannis, and is home to Prince Hethion of Belothis - secretly a cleric of Thanatos.



Annurios (pop. 38,000 - 91% Lhomarrian,  9% Ilarnnian):  This city was founded in BC 6457, as the “easternmost” outpost of Lhomarrian civilization.  The city, famous for its School of Forestry - where all those hoping to become foresters are trained - is also home to one of the most powerful druidic circles.  Here, the druids of the Kovoris Forest tend the local flora and fauna, and ensure the woodcutters do not take too much wood.  The foresters range far and wide, even outside the borders of Selhomarr, in pursuit of rogue animals and monsters, such as green dragons, who have attacked the city in the past.  The city and its surrounding region is also a full province in its own right.  The resident prince is named Balathor, and he rules the province of Annurios with an even hand.  Apart from the occasional monster or rampaging animal, life is quiet here.  Fishing is good, the soils are rich, and the city is prosperous, and the people want it to stay that way.



Rethnaris (pop. 18,900 - 67% Lhomarrian, 33% Ilarnnian):  This town was originally founded in BC 6290 by Lhomarrian settlers wishing to settle new land north of the Bay of Lokam.  The original town was in fact a city, having a population of about 36,000.  In BC 6115, a flight of red dragons descended from the Kordithos Mountains, in response to the theft of some eggs by some adventurous Lhomarrians.  The entire city was destroyed during the three weeks of attacks, and only 743 people lived through the ordeal.  It was not rebuilt until BC 5802, when people were sure that the region was safe.  It is settled mainly by people descended from Xerothnyian Lhomarrians, and a substantial number of Ilarnnians.  The only notable features here are the Imperial Naval Academy, where Lhomarrian naval officers are trained, and the palace of Prince Jurannir of Rethnaris, regional prince of the province of Sexerothnyi, of which Rethnaris is the capital.  Overall, this is a quiet town, though red dragons are sighted occasionally…



Myiad (pop. 14,400 - 87% Lhomarrian, 13% Ilarnnian):  This quiet fishing and farming town was founded in BC 5421.  Apart from its friendly shops and peaceful setting, what draws people here are the inspiring debates that can be heard daily in the front courtyard of the Imperial Guild of Philosophers and Scholars - covering all subjects from the nature of humans to the true history of the world.  It is also here that the renowned scholar, Gallos the Aged, gives his public lectures on various subjects to any who will listen.



Prymenon (pop. 12,000 - 92% Lhomarrian, 8% Ilarnnian):  This town, founded in BC 6739 by descendants of Lhomarrian residents of Prys, is in the region of the Great Forest of Marinnir, and the foresters and druids who care for it.  Also, this town is the centre of all druidic knowledge.  It is here that visitors can seek knowledge in the Great Library, where scribes have painstakingly noted down the accumulated lore of the druids.  It is also here where the coveted vials of Dillianora berry essence are made, whose liquid contents replicate the effects of eating a handful of the berries themselves - the imbiber will not require any food or drink for the next 24 hours - but with the advantage of being able to keep the mixture indefinitely, for the berries rot within days of being picked.  Aside from this, there are occasional troubles with wild animals, but on the whole this is a very peaceful, relaxing place.  This town is also the location of the Imperial School of Foresters, which competes with Annurios as a centre of forester lore.



Xirenyos (pop. 15,200 - 100% Lhomarrian):  Founded in BC 4230 on the northern reaches of the Tylierian Peninsula, Xirenyos is a medium-sized fishing and mining town.  The metals extracted here are gold, silver, copper, tin, and some platinum.  Iron ore deposits are also here, but, due to the Spell of Preservation, they are not used to their full potential.  Some people do use iron to an extent, mainly for making nails and hinges for doors, but this is about it, and the practice is not common.  The people who started using iron on a large scale died with the sinking of Lhomarr long ago, so the culture remains in the Late Bronze Age.  Those who are not employed mining or fishing live off of land, as elsewhere, though the soils around the Amanis and Tremiros Hills are quite poor.  Some enterprising individuals have tried to start up vineyards, to some degree of success, but the vintages here are not in the same league as those produced by the Ilarnnians further north.  Overall, this is a peaceful town, with no pretensions towards being anything else.  Xirenyos is the capital of the province of Atlissini, and Prince Galen of Xirenyos has his residence here.



Prenos (pop. 9,800 - 100% Lhomarrian):  Positioned on a narrow abutment into the Bay of Lokam, Prenos is one of the newest larger settlements in Selhomarr, having been founded in BC 2370.  This town subsists almost entirely on fishing; for the soils here are exceedingly poor, and the climate is so cool and damp that nothing apart from thorny bushes and a few hardy trees and grasses can grow here.  The people themselves are descended from former Lhomarrian colonists living in the old city of Erkalion, on the Vulcanian Peninsula of the surface world.  Through the millennia, they kept to themselves, travelling between towns until they found a place most like their old home, and far enough away from everyone else.  They are a very reclusive lot - they will not open up to strangers, even if they have been living in town for over 10 years.  No one ever leaves town willingly, and few newcomers settle here.  The reason for this reclusiveness is that these people harbour an active sect of worshippers of the Outer Beings.  Since the time of their coming to the Hollow World, they have been constantly migrating - searching for a place that is sufficiently isolated so that they can worship without being disturbed.  Those who do not share this religion remain silent out of fear, or “disappear” for being too vocal in their opposition.  Often, lone visitors to the region, such as youths on their Wandering, are kidnapped for the cultists’ vile ceremonies.  Though the government does not know what is going on, it is only a matter of time before the cultists are forced to go farther afield in search of sacrifices.



Dirdassos (pop. 36,000 - 98% Ilarnnian, 2% Lhomarrian): This small city, established in BC 6946, is the administrative centre of the Ilarnnian Autonomous Region, a semi-independent homeland for the Ilarnnian people.  This region is not a province, and so does not have a regional prince.  Rather, it is ruled by an elected council of elders, who run for 10-year terms by popular vote.  Visitors will notice that they are in a distinct region, as the language, culture, architecture, and way of life are all different here.  The streets are narrower and quieter, the buildings are taller and less ornamented, and everything has a more subdued atmosphere to it.  There are several notable features to this city, not the least of which is the Legislature, where the council sits daily and debates the day’s business.  Other important features are the Great School of Diplomacy, where promising future diplomats (many of whom are Ilarnnian) are given rigorous training in understanding the cultures of the Hollow World, and instruction in the theory of diplomacy; and the University of Dirdassos, where one can gain the benefits of a classical education combined with instruction in the basics of magic.  Unlike Calimnis, Dirdassos does not have much political intrigue, primarily because there is very little division of authority beyond the council of elders.  Thus, there is no room for opposing interests to jockey for power.  Overall, it is a much quieter city than its Lhomarrian counterpart, a testament to the character of the Ilarnnians.  Despite this, there is a large thieves’ guild in the city, as well as a handful of Thanatos worshippers, working behind the scenes to influence the affairs of the region.  Also, there is a small but determined band of adventuresome Ilarnnians dedicated to severing all ties with Selhomarr, and declaring an independent state.



Sepirolos (pop. 16,000 - 65% Lhomarrian, 12% Ilarnnian, 23% Antalian):  This average-sized town, founded in BC 4921 by Lhomarrians descended from colonists of Xerothnyi, was named in honour of the port of Pirolos, which, in BC 7024, fell to the Carnifex hordes after vicious house-to-house fighting.  It was the last Lhomarrian settlement in the colony of Xerothnyi to fall.  The people here make their living fishing and farming.  Life is hard, but the townspeople here know how to make the best of it.  Occasionally, Sepirolos has been raided by Antalians, who will sometimes make the perilous crossing to Selhomarr in search of great plunder.  The one thing that sets this town apart from all others is that it has a resident Antialian population.  In AC 357, a large fleet of Antalian raiders landed at Sepirolos, but were routed by the town’s defenders.  A considerable number of raiders were captured, and found, during their time here, that they liked the environment, the rugged southern seas, and the people here.  The Immortals noticed this, and decided to let this change happen, as it would make this town special, and much more interesting to watch.  Since then, a small Antalian community has grown up here, whose members retain their language and much of their culture, but have also adopted the dress, language, and part of the outlook of the Lhomarrians, thus creating a people between the two cultures.  Sepirolos is the capital of the northern province of Tynerii, and is administered by Prince Olaf of Tynerii, whose name, large stature, and blond-haired, blue-eyed appearance belie his strong Antalian heritage.



Nevora (pop. 11,600 - 94% Lhomarrian, 6% Ilarnnian): Nevora is a relatively peaceful town, founded in BC 6224, that subsists off of fishing and farming, located on the shores of the Sea of Rax.  The shores here are gentle and sandy, which not only allows fishermen to leave and return without fear of shipwrecking themselves; Antalians have also found these shores ideal for landing their ships for a raid.  This town has been subjected to more raids than any other port in Selhomarr, averaging one large raid every 20 to 30 years, and numerous skirmishes at sea.  When they do come here, the Antalians prefer to take the trading goods, and gems and jewellery here, and failing this the large stores of food, as well as the occasional slave.  Mainly, they have found that this town is just easy pickings, with a high payback considering the effort expended in coming here.  The general mood of the town is of reasonable contentedness, but frustration over the government’s inability to completely hold off the Antalians.  No matter how many patrols sail the seas, some raiders ultimately get through and wreak havoc.



Heressina (pop. 28,000 - 100% Lhomarrian):  This town was founded in BC 6192 by enterprising miners seeking new finds from which to profit.  Soon enough, the nearby Gorimnis Hills yielded rich veins of silver, copper, and tin - the last two metals being the ingredients for bronze.  Also, rich veins of diamonds and emeralds were found, which soon fell into the hands of skilled jewellers, who set up shop in the growing town.  Today, Heressina is the main metal- and gem-processing centre in Selhomarr, where the best weaponsmiths, jewellers, and gemcutters ply their trades.  The finest weapons are those made in Heressina, as are the best gems and pieces of jewellery, such that owning anything of the sort made in this large town is considered something of a status symbol.  As a result, this town has become very rich, and very competitive.  In is not unheard of for jealous individuals to “remove” their competition by indirect means.  Heressina is also the capital of the province of Soroth, and Prince Brell of Heressina has his residence here.



Ayrissom (pop. 13,000 - 98% Lhomarrian, 2% Ilarnnian):  This quiet town was founded in BC 6057 by adventuresome Lhomarrian farmers seeking new land to till.  Over time, a town gradually grew up in their midst, providing the comforts of urban life that they can take advantage of should they desire, but still be able to ignore.  The soils of the Morinna Peninsula are very rich - so rich that, in a good year, two crops can be raised in one growing season.  This, coupled with a milder climate than the surrounding region, makes this town a rather nice place.  The nearby bays and rivers and also full of trout, pike and salmon; no one has ever gone hungry here.  What distinguishes this town from the surrounding settlements is its Great Temple of Xeron, truly a masterpiece of architecture.  Within its halls and chambers many people from miles around come to pray for a better harvest, health for their families, and to be healed.  This temple also houses Xeron’s Pool - it was built to house this phenomenon, though this fact has been long forgotten.  The Pool lies in the central chamber of the Temple, and the faithful may come to bathe in its softly glowing blue waters in order to cure themselves of ailments and injuries, and also to cure madness.  The Pool is in fact a collecting point for some of Ixion’s power (sort of like a battery), where local clerics can tap the energy to boost their powers.  The effect is that a cleric of Xeron may cast one spell per day at one level higher than his or her real level.  As a result, this site is viewed as a place of miracles, where the priests wield the power of Xeron to carry out great acts.  This town is also the capital of the province of Ilyoris, and its prince, Valinir, lives here.



Dedremii (pop. 31,000 - 96% Lhomarrian, 4% Ilarnnian):  This city was originally founded in BC 5560 by Lhomarrians in search of fresher fields to till and bountiful seas to fish.  Today, many of the inhabitants derive their wealth from exporting the resources of the city - from its rich crops to its bountiful catches, and to its valuables finds of silver, tin, and rubies in the nearby Sorathi Hills.  This is the main port from which goods originating in “western” Selhomarr make their way to the outside world.  Due to its wealth, and past troubles with Antalian raiders, considerable amounts of money have been invested in building an extensive series of defenses.  The city is ringed by a great wall - even into the sea, where there is a single great gate allowing access to the ports - topped with towers upon which are a series of catapults and ballistae.  The Great School of Navigators, the main centre of learning for those who would wish to learn how to safely travel the seas, is located in this city, as is the residence of Prince Aymir of Dedremii, governor of the province of Akalis, of which Dedremii is the capital.  The southern reaches of this province have suffered increasing raids by unknown assailants in recent years, with caravans and outlying settlements being destroyed utterly.  The people have been pressuring Aymir to do something about it, though he has yet to do so, preferring to send army patrols into the region to deal with the problem.  Aymir is, in fact, under the control of Jurandis, the lich who controls the Steppes, and the undead army that inhabits it.  So long as Jurandis possesses an artifact given to him by Thanatos, he will be able to control the province of Akalis indirectly through its ruler, and use it as a staging ground for an invasion of Selhomarr.  His undead armies have conducted the raids, and the disturbances will only increase over time, until the chaos is so prevalent that Jurandis will be able to assume control himself, once Aymir is deposed by Thanatos-worshipping sympathizers to his evil cause.

Currency and Trade:



Coinage:



As with many other nations, Selhomarr has its own currency and trading system.  Selhomarrian currency consists entirely of coinage.  Each coin is square in shape, with a small hole in the centre which can be used to hang numerous coins on a narrow wooden or metal rod.  Each rod has the capacity to hold 20 coins of any denomination, and has a cover that can be attached at each end in order to secure the coins.  Thus, a sum of 20 coins is called a “rod”.  This arrangement is used in order to make the storage of coins easier, since they can be stacked in this format.



The coins themselves are made out of platinum, gold, silver, and copper.  The unit of currency is called the alin, with the plural being alinni.  A copper coin is one alin, a silver coin is 10 alinni, a gold coin is 100 alinni, and a platinum coin is 1000 alinni (platinum coins are extremely pure, such that one platinum alin coin is worth twice as much as a surface world platinum piece).  The abbreviation for each coin is as follows:



platinum alin=pa, gold alin=ga, silver alin=sa, copper alin=ca



It should also be noted that the exchange rate, with the exception of platinum coins, matches those in the standard rules.  In terms of equipment, housing, food, and weapon prices, the standard rules can be used, substituting alinni for surface coinage.



Trade:



Realizing that they are an isolated people, the Selhomarrians have always been eager to meet other cultures, and to trade with them.  Also, as an isolated nation, the Selhomarrians realize that there are some goods - such as horses, and rare spices and herbs - that they cannot produce in a sufficient amount in order to meet local demand.  As a result, Selhomarr trades its surplus production as exports in order to obtain those items it normally cannot obtain in large numbers.    Selhomarr’s primary exports are preserved fish, wood, worked leather, common spices, copper, tin, and silver.



Currently, Selhomarr imports horses from the Jennites, fine metalwork and minerals from the Kogolor dwarves, sheep and rare wood from the Milenians, rare spices from the Nithians, the Tanagoro, and the Shahjapurans.



Generally speaking, most of the participants in this southern trade are content with what they are getting out of this arrangement.  Occasionally, disputes will arise over issues such as allegedly unfair trading practices, but usually, Selhomarr’s diplomats have been able to handily deal with any suspicions concerning its behaviour.  This does not stop other nations from being suspicious of the Selhomarrians in general, not least because they are far away from everyone else, and relatively few outsiders have visited their realm.



Taxation:



As with other cultures, the Selhomarrians also have a system of taxation.  Towards the end of each year, all citizens are assessed according to how much they earned during the year, and by the value of their land.  Usually, the rate is 25% of yearly earnings, and 10% of total land value.  Most citizens have no problems with taxes, as most can see where their money is being spent - on building and maintaining public roads and buildings, for example.

�Selhomarrian Politics and Laws:



The Selhomarrian people base their political state, and their laws, upon thousands of years of precedents, edicts, and agreements.  At the very base of their body politic is the Codex of Tylios, named after the young emperor who, after his tyrannical father, Galhossian, was executed following a civil war, signed the new political arrangement into law.  It was signed in BC 8377 - the original copy of this document still in existence, safe in the vault of the Imperial Palace in Calimnis.  The Codex explicitly delegated all of the executive powers of the state between the emperor and the ten regional princes.  This was done both to restrain future emperors from taking total control, and to eliminate confusion that could result in another civil war.



Before the rise of Galhossian, there was an unspoken agreement, evolved over the centuries, between these two executive bodies.  The princes were largely responsible for domestic affairs, while the emperor (or empress) saw to external affairs of state, and reigned as the symbolic head of government.  This arrangement was re-asserted, but this time on paper, where no one could question it.  As the centuries passed, and new areas of political authority were needed, the Codex has been consulted in order to find out which executive body should have jurisdiction.



As it stands right now, the ten regional princes have control over the powers of tax collection, domestic production of trading goods, the training and command of soldiers, and administering justice.  The emperor has control over conducting relations with outside nations, setting the tax rate, assenting to new legislation, providing last appeal in legal cases, declaring war, approving the appointment of public officials, raising people to the nobility, administering the capital city through a mayor, and drafting legislation.  In the case of the drafting of legislation, a panel of experts is normally summoned by the emperor to act upon his ideas, usually combined with suggestions from the princes.  As mentioned above, however, the ruler may also draft his or her own legislation - though this is rare.



The Princes and Other Nobles:



Although the princes have responsibility for many domestic issues, functionaries and bureaucrats often do most of the work of administering policies and laws.  For the average prince, most of the day is taken up by touring the province and talking with the commoners - and providing a travelling court of law.  When this is not going on, a prince is often meeting with the emperor, or other princes, in order to decide on major issues of the day; or supervising soldiers or leading them in training exercises.  Basically, the princes’ role is to ensure that all is quiet on the domestic front, while the ruler concerns him or herself with the affairs of state.



As with other members of nobility, the princes derive their power from their bloodlines - from those men who were chosen around BC 8600 by emperor Santhalis for their bravery and loyalty to be his personal assistants, who would rule in his stead in the countryside.  Along with the princes and their families, there are other nobles in Selhomarr.  As mentioned above, the ruler has the power to appoint commoners to the nobility.  This is invariably to the rank of “Lord” or “Lady”, and the title conferred is hereditary.  Such an event is very rare, and is often the occasion for public celebration.  The main reason why this is done is to recognize the great service an individual has done for Selhomarr, or to the ruler him or herself.  This practice also helps the regional princes, as this provides new noble families for their children to marry into.  As it stands right now, there are about 200 lords and ladies scattered across the nation.



Unlike the princes, the lords and ladies have no special powers under the Codex, and are considered common citizens, aside from the fact that they are titled and may marry into a prince’s family.  A prince is, however, free to delegate authority to a lord or lady, subject to the ruler’s approval.  Currently, many lords and ladies are given the authority to act as judges in legal cases, where the prince in question does not have the time to do so.  These minor nobles do have one important responsibility, though.  In times of war, they are required to assist the prince in assembling the military forces of the province, as well as provide suitable commanders, if none are otherwise available from among the professional soldiers.



A Note on Succession:



It should become clear that, with so many nobles living in Selhomarr, there are simply not enough lands or positions for all of them to exercise their powers to their fullest.  In the case of the imperial family, the eldest child of the current ruler, boy or girl, will assume the throne, barring any accidents.  Younger siblings are usually appointed to important positions in the imperial household, such as strategic advisors if their skills lie in that direction, or they might be made into ambassadors to the most important Hollow World nations - at least, those most important to Selhomarr.  If all else fails, a brash sibling of the current ruler can always find a place as an officer in the Selhomarrian military.  This situation is much the same in a regional prince’s family, except that only the eldest son, or another male sibling, may assume the throne of a province.



As for the numerous lords and ladies, only the eldest child will succeed the current local ruler, again, barring any accidents.  Younger siblings can either petition the regional prince to grant them a stretch of untamed lands on the fringes of the province, to mold into a new dominion, or they may be granted rulership over a dominion whose recently-deceased ruler has left no heirs.  As a general rule, both of these situations are exceedingly rare.  In the case of larger dominions, territories can be divided by the regional prince into enough pieces that all the children may be landed lords or ladies, though most larger dominions have long since been divided.  In most cases, the only options open to younger children of petty nobles are to join the military, or obtain a position in the government - imperial or provincial.  It is not unknown, though, for young nobles to have their elder siblings assassinated, in order to gain land.



The Selhomarrian Political System at Work:



With this information in mind, one can easily classify the nation of Selhomarr as a federal state, with a constitutional monarch at its head.  The empire is divided into ten provinces, each ruled by a prince, who in turn delegates part of his authority to local lords and ladies, but both directly deal with the populace.  The capital city, Calimnis, is directly ruled by the emperor or empress through the mayor.  The only region that is outside this structure is the Ilarnnian Autonomous Region, which has all the trappings of an independent state without statehood.  All portions of the empire, including the Ilarnnian region, share common foreign and trade policies, a common currency, a common army and navy, and a common legal system.



This does not mean that the Selhomarrian Empire is harmonious - far from it!  The constitutionalized division of political power has created friction; past emperors have tried to usurp more power for themselves, at the cost of increased friction between the Calimnis and the regions - almost to the brink of civil war.  In other periods, regional princes have tried to wrest power from the centre, and occasionally remote provinces have requested the level of autonomy enjoyed by the Ilarnnian Autonomous Region.  In the imperial court, nobles from the provinces exhibit behaviour along this spectrum, and many form political blocs, lobbying influential bureaucrats, and the emperor himself, in support of their goals.  There are literally dozens of such blocs operating in Calimnis at any given time, and their membership and goals are highly fluid; any potential political goal has advocates somewhere among the ruling elite.  Rivalry between political blocs is also highly variable, ranging from shouting matches to occasional assassinations.





The Selhomarrian Legal System:



As mentioned earlier, the Selhomarrian political and legal system is based largely upon precedent.  In any legal case, attempts are always made to find records of a similar case, in order to provide a better perspective on how judgement should be carried out, if the recorded sentence in the precedent was deemed fair by both prosecution and defence.  This does not mean that there are no hearings in court, or testimony; only that guidelines are always sought.  Where this is not possible, then extra care is taken, as what is decided at that case may become tomorrow’s precedent.  This has produced a marked tendency towards slowness in rendering decisions - it is not unusual to wait weeks, even months, before a final judgment is rendered.



The Selhomarrian legal system classifies people according to social classes, each having the same basic rights.  At the lowest level are the citizens, who may own property, live wherever they wish, and keep the money they earn - less the amount taken in taxes.  Being a citizen also entitles a person to vote for the administrators of their place of residence - often mayors or reeves.  Both men and women can be citizens.  Apart from this, though, there is no political franchise per se.  Citizens also have a few fundamental freedoms - namely, the freedoms of expression, association, and privacy.  These freedoms are, however, subject to the will of the ruler, and may be suspended when the need arises.



Within the class of citizen are several gradations of prestige, defined by profession.  Those involved in manual labour, such as farmers, fishermen, or miners, are at the bottom.  Above them, in order of prestige, are smiths of various kinds, shopkeepers, soldiers, lawyers, scholars, politicians, explorers, and priests.  One’s position on this scale determines how the public perceives that person - how sophisticated they are, their potential to advance themselves, and how much they are respected; it does not confer any extra powers.  There is, in fact, very little social mobility in Selhomarr between the classes; one who is born a commoner will likely remain so, though they may climb within their social stratum by becoming a leading cleric of Xeron, a military officer, or a government official.  All of these require almost a lifetime of dedication and service.



Above the citizens are the lords and ladies, as mentioned earlier, though they are legally on the same level as citizens.  They do not have any extra powers, apart from those delegated from a prince.  Above these nobles are the princes, whose powers, rights, and duties have been discussed earlier.  Finally, at the top the scale of power is the ruler, whether it is an emperor or empress, the details of which have also been discussed earlier.



Unlike many other cultures, slavery does not officially exist in Selhomarrian society.  Those captured in war are detained in prisons, but are otherwise treated well.  Falling into debt, however, leads one into a legal nether region, where the debtor must forfeit their wealth and non-essential assets.  If not enough money is raised in this manner to pay off the debt, then the debtor is required to work for the creditor, at a rate of repayment equal to the salary that would be otherwise paid out.  Once the debt is paid, the servitude ends.  Technically, this is indentured servitude, though the debtor is still considered a citizen under the law, and retains all rights thereof.  In reality, though, many indentured workers are treated little better than slaves.



Crime and Punishment:



The table below summarizes what is considered illegal, and what one can expect in terms of punishment.  All Selhomarrians are considered equal before the law, even the emperor.  There is no lenient set of punishments for nobles - in Selhomarr, the law is the law, period.





Criminal Act�Punishment��Theft (1,000 alinni or less)�Restitution of stolen property, 1 year in prison��Theft (1,001 - 10,000 alinni)�Restitution of stolen property, 5 years in prison��Theft (over 10,000 alinni)�Restitution of stolen property, 10 years in prison��Tax Evasion (per 100 alinni in taxes)�Seizure of property, 1 year in prison��Publicly Denouncing Xeron�Public Censure��Publicly Denouncing the Ruler�Public Censure��Assault (non-lethal)�20 lashes��Sexual Assault�75 lashes or 7 years in prison��Attempting a Coup�Death by Hanging��Manslaughter�75 lashes or 7 years in prison��Murder�Death by Hanging or Exile for Life��Worshipping an Outer Being�Death by Hanging��Worshipping Thanatos�Death by Hanging��

This system of punishment is followed throughout Selhomarr.  While the execution of a person for worshipping the Outer Beings may seem harsh at first, one only need to learn of the history of the Selhomarrians in order to understand why the punishment is so severe.  The Lhomarrians and Ilarnnians are aware that the machinations of the Outer Beings ultimately brought them to the Hollow World, and, they believe, destroyed their old world.  They fear that such an event could happen again, and they feel the Outer Beings are listening, waiting for worshippers to give them strength.  As a result, there is no room in their societies for those who would venerate these Beings, who would bring ruin onto everyone.



This fear of the machinations of the Outer Beings is so ingrained in the Selhomarrians’ collective psyche, that even the accusation of being a worshipper of them is enough to ruin a person’s reputation, and condemn them to a life of ostracism.  Even families have been known to cast out relatives who have been so accused, out of fear for the consequences that may result from harbouring a suspected cultist.  As such, one of the deadliest threats one can make to a Selhomarrian is to threaten to provide “proof” of Outer Being worship to the authorities.  This tactic has been used in the past to remove political opponents, and to force nobles to abdicate.



Political Groups:



In any political system, various groups are formed of like-minded individuals who band together to advance their own views.  Selhomarr is no exception, and the groups below are the ones that are the most active, and have infiltrated the government to some degree.  Feel free to add your own groups to those listed.  Each group is described in terms of their membership, who can join, what their essential beliefs are, and what they do in terms of activities.



Fellowship of the Leaf



Members: Approximately 12,000.

Who can join: Any citizen of Selhomarr; druids and foresters welcome.  There is no annual cost.

Beliefs: The Fellowship of the Leaf is devoted to the protection of Selhomarr’s wilderness regions, and all creatures who inhabit them.  Although they do not discourage woodcutters, trappers, and hunters in their activities, they do try to ensure that no one takes more than they need from nature’s bounty.  As a result, they are not above intervening in such activities that they deem excessive.  They usually do so by melting out of the woods, and warning the interlopers against continuing what they are doing.  Another important task undertaken by the Fellowship is to patrol the wilderness in search of evil monsters and other corrupting forces, such as undead or foul magical experiments, and destroy them.  Of the roughly 12,000 members, about 1,000 druids and 3,500 foresters form a “core” membership.  The remainder are Selhomarrians from all other walks of life, who support the principles propounded by the Fellowship’s “core” members.

Activities:  The Fellowship spends most of its time patrolling the wilderness regions on the outskirts of the empire, keeping watch over its charge.  The Fellowship also assists local druids in their ceremonies, and forester members serve as bodyguards to high-ranking druids, as well.



Fist of Xeron



Members: Approximately 40,000.

Who can join: Any Lhomarrian or Ilarnnian who worships Xeron.  Cost is 50 alinni per year.

Beliefs: The Fist of Xeron is a radical movement composed of Lhomarrians and Ilarnnians who have become alarmed at the profusion of “outside ideas” within Selhomarr.  The primary objects of dislike are worshippers of “false gods” - such as those who worship Diulanna or other Immortals - but anyone who follows non-traditional ideas or philosophies will also be blacklisted by this group.  Selhomarrians who follow “the wrong path” are insulted whenever encountered, and efforts are made to persuade people in positions of authority, and people on the street, to ostracize them.  Members believe that only by following Selhomarrian traditions to the letter, and by embracing Selhomarrian culture, will the favour of Xeron be gained.  There is no room for “foreign” religions or ideas.   A xenophobic, conservative group, but relatively non-violent.

Activities:  Largely confined to haranguing people in the streets, insulting those more open to new ideas, and occasionally burning temples to other Immortals.



Hunters of Righteousness



Members:  Approximately 24,000.

Who can join:  Any Lhomarrian cleric of Xeron.  There is no annual cost.

Beliefs:  The Hunters believe that the evil influence of the Outer Beings is omnipresent, and only through constant vigilance can the people of Selhomarr be protected from their foul machinations.  They call themselves the Hunters of Righteousness because they believe their divine mission is to seek out those who might be a servants of the Outer Beings, and destroy them.  Those accused of being Outer Being cultists, whether accurately or not, often find themselves on the receiving end of their abuse, often resulting in the death of the victim.  The Hunters also think that people of other races and cultures - including Ilarnnians - are not as inherently virtuous as the Lhomarrians, and are thus more susceptible to the whiles of the Outer Beings.  As a result, the Hunters consider Selhomarr’s current policy of openness a mistake.  Far better, they believe, to close the borders, expel all foreigners, and place someone on the imperial throne who will fight for the purity of Selhomarr.  They also find the official clergy of Xeron to be too lenient; Selhomarr should not be advised by the personal servants of Xeron, it should be ruled by them.  The Selhomarrian government and the clergy of Xeron do not sanction the Hunters’ activities, but they realize that these thugs have struck a chord among the more conservative elements of society.  As such, attempts to curb the Hunter’s activities are covert, out of fear of inciting a revolt if it becomes known that a prominent conservative group is being “repressed”.  This, of course, hinders their attempts at curbing the excesses of this xenophobic group.

Activities:  Hunters spend a great deal of time preaching to those they deep to be receptive to their messages:  the poor who seek scapegoats for their problems, and the devout.  They also track down and “purify” suspected Outer Being cultists - leaving very little behind after they finish their dirty work.  When not doing either of these, they send death threats to, and occasionally attack, known foreigners.  Unbeknownst to them, the Hunters receive their clerical powers from Atzanteotl, who delights in seeing the discord that this group is sowing.







Order of the Homebound



Members:  Approximately 8,500.

Who can join:  Any citizen of Selhomarr who worships Xeron.  Cost is 250 alinni per year.

Beliefs:  Members of the Order of the Homebound believe that certain principles of the teachings of the priests are flawed - that the realm on the outside of the Hollow World is the paradise of Xeron, and is reserved only for him and those he deems most virtuous.  They believe that the “other side” is indeed a paradise, but that it is not closed to mortals; rather, Xeron has placed it like a prize, and only the purest people will survive the perilous journey to live with him in splendour.  They hope to gain Xeron’s favour by proving their mettle - by staging a great pilgrimage to Xeron’s realm, where they will live for eternity.  They see the priests’ warnings merely as an effort to keep this great destiny out of the reach of the masses.  The great pilgrimage will commence once 10,000 people have sworn the oaths of secrecy and loyalty.

Activities: Most members discreetly seek out others who would be sympathetic to their cause.  Meetings are clandestine and infrequent, and often concern progress reports on gathering supplies for the journey ahead.  Should this group ever gain enough members, they would arrange to leave at a prearranged time, meeting in the southernmost region of the empire.  From there they would sail south into the polar region.  Any survivors would find themselves nowhere near any paradise, stuck in far southern Davania.



Order of the Laurel



Members:  Approximately 7,500.

Who can join:  Any female citizen of Selhomarr.  Cost is 35 alinni per year.

Beliefs:  Members of this conservative group believe that the more “permissive” society tolerated by the Selhomarrian government is bringing the empire ever closer to chaos and destruction.  The long-established, yet unspoken, tradition of allowing young women who have proven themselves in battle to join the military is of particular concern to them.  They believe that it is the man’s duty to fight for the empire, while women should raise the next generation of loyal citizens.  Needless to say, this attitude has brought the Order into conflict with the Warmaidens on numerous occasions.  Generally, the Order of the Laurel believes that Selhomarr should withdraw from the outside world, and discourage its youth from going on “dangerous adventures in savage lands”.  Members are also strong supporters of the clergy, and they frown upon anyone who does not show proper deference and respect to the religious class.

Activities:    Most members spend their time preaching on street corners and passing out leaflets.  They lecture passers-by on such topics as the ills of alcohol, the virtues of isolationism, and the benefits that are to be had through adherence to the faith of Xeron.



Soldiers of Free Ilarnn



Members:  Approximately 9,000.

Who can join:  Any Ilarnnian citizen of Selhomarr.  Cost is 40 alinni per year.

Beliefs:  The Soldiers of Free Ilarnn base their philosophy on highly subjective views of Selhomarrian history.  According to history as they know it, Ilarnn was forced into the Lhomarrian fold against its will during the wars against the Carnifex of Y’hog.  They believe that Ilarnn could have settled a separate peace with the Carnifex, and let the Lhomarrians fight their own battles.  They feel that the Ilarnnian people are occupying a similar subservient role in Selhomarr, and that the only solution is to fight for independence from the empire, once and for all.  Only then will the Ilarnnians truly be a people unto themselves, free to develop their culture as they see fit, without being forced to live under the wing of the Lhomarrians, who outnumber them greatly, and will ultimately assimilate them.

Activities:  Most members spend their time gathering weapons, and training for the battles they feel they will have to fight once independence is declared.  They also frequently hold meetings to discuss what Ilarnn must have been like as an independent nation, though in the process they have developed an idealized vision of how things once were.  Occasionally, less tolerant members will beat up lone Lhomarrians (especially those on their Wandering), or small groups of them.



Warmaidens



Members: Approximately 47,000.

Who can join:  Women who have chosen fighting as a profession.  Cost is 100 alinni per year.

Beliefs:  Members of the Warmaidens believe that women should also have the opportunity to serve the empire in the army or the navy, and not be forced to train themselves to a level where they will be accepted as having “proven themselves”.  The Warmaidens feel that too many aspiring warriors are put at needless risk by this outdated tradition, possibly robbing Selhomarr of tomorrow’s top military leaders.  To this end, they have established academies in the countryside where women may go to learn the arts of war, taught by veteran female soldiers.  Despite the large membership base, and the growing number of such academies, demand still outstrips supply, such that many young women are still forced to go out on their own to get the training they need.

Activities:  Officially, the Warmaidens’ activities are illegal, as only men are allowed to enlist in the army or navy and receive basic training.  The military, religious, and political leaders realize, though, that the Warmaidens are providing a valuable service - that of providing professional soldiers.  In recent minor battles with the Antalians, units comprising Warmaidens, or those trained by them, performed at a much higher level, and sustained fewer casualties, than conventional forces.

�Important NPCs:



In this section is a sample of NPCs that the DM can use in order to confront the players with recurring characters during their time in Selhomarr.



Arthanell, High Mage of Selhomarr:



STR 8, INT 17, WIS 15, DEX 14, CON 11, CHA 14, 21st level human male magic user, aged 157.

AC 5 (DEX bonus + ring of protection +3), MV 90’ (30’), #AT: 1 dagger or spell, Damage: 3d4, Hit points: 36, AL N.

Languages:  Lhomarrian, Ilarnnian, Neathar, Nithian, Carnifex (INT +1).

Skills:  Mapping (INT), Ancient History - Lhomarrian (INT+3), Ancient History - Nithian (INT), Detect Deception (WIS), Danger Sense (WIS), Alchemy (INT+1), Science - Physics (INT +1), Science -  Chemistry (INT), Science - Botany (INT+1), Navigation (INT), Stealth (DEX), Outer Being Lore (3).

Weapon Mastery: Dagger (Grand Master), Staff (Skilled), Sling (Skilled).



Born to a moderately successful merchant family in Dedremii in AC 843, Arthanell displayed a tremendous interest in magic from early childhood.  Seeing that he would be unhappy with a future as a merchant, and that his brothers displayed more aptitude towards commercial matters, Arthanell’s parents arranged for his apprenticeship to one of the local wizards once he had completed his Wandering.



For 20 years Arthanell studied under Myneris the Enlightened, gaining valuable insights into the secret world of Selhomarrian wizardry.  Afterwards, Arthanell tried his hand at adventuring, using his already considerable collection of spells to combat fierce dragons, brave the Bogs of Disania, and plumb the mysteries of the Forsaken Steppes.  It was in the steppes, amongst the blackened ruins of a great tower, that Arthanell discovered a small pile of mouldering tomes and scrolls, all of which hinted at the existence of malign entities known as the “Outer Beings”.  Though he had considered them to be a folk tale, what Arthanell learned in those books he could read convinced him of their existence, and of the menace they posed to civilization.



The ensuing decades of his life were spent in painstaking research, both in trying to discover new spells that would unveil and combat the minions of the Outer Beings, and in deciphering ancient scrolls written in a language he had never seen before.  It was not until he was 120 years old that Arthanell had finally managed to decipher the Carnifex script, as well as gain the necessary knowledge to learn how to speak the incantations contained within those scrolls.  Since then, he has worked without cease in his tower, located in the foothills of the Kordithos Moutnains, feverishly trying to find the lore needed to protect the world he loves.



Arthanell, being a recluse, has no relations with any of the other major NPCs.



Appearance:  Arthanell is tall and thin for a Lhomarrian, being 6’ tall and weighing 160 lbs.  Though he has prolonged his life through magical means, Arthanell has a worn look about him - his hair is white, and his beard is often unkempt.  He has dark circles under his brown eyes, as though he has not slept for days.  He dresses in long black robes, covered with silvery runes that appear to dance about if looked at for too long.  When in the presence of others, Arthanell is slightly taciturn and guarded; even around his apprentices.









Lord Seneschal Aymir of Calimnis, son of Brenar:



STR 8, INT 12, WIS 15, DEX 10, CON 13, CHA 12, normal human male, aged 58.

AC 9, MV 90’ (30’), #AT: 1 dagger, Damage: 1d4-1, Hit points: 5, AL N.

Languages: Lhomarrian, Ilarnnian, Neathar, Antalian.

Skills: Mapping (INT), Law and Justice - Selhomarr (WIS), Detect Deception (WIS), Lawyer (INT).

Weapon Mastery: None.



Born to a wealthy family in AC 942 in Calimnis, Aymir has always been interested in politics.  After completing his Wandering, he studied law at one of the local institutions of higher learning, and became a lawyer.  He won most of his cases, and gained a reputation for being fair-minded and incorruptible.



Emperor Amaran recognized these traits as good qualities for a leader, and so appointed him Lord Seneschal of Calimnis in AC 988 in recognition for his work in upholding the law.  Aymir takes his job very seriously, and wants to give his best for the city that gave him so many opportunities.  As a result, he tries to meet community leaders on a regular basis, and has frequent discussions with Empress Dinaria, whom he finds a fascinating person.



Aymir is on good terms with Dinaria, whom he respects greatly.  He also thinks kindly of Mirinasi, whom he sees as a good counterbalance to Thessia’s influence.  He is neutral towards Tamaris, primarily because he has only had a handful of discussions with him, and even then on a purely formal level.  The only public figure he is unsure about is Thessia, whom he finds overbearing at times, but admirable for her devotion to her principles.



Appearance:  Aymir is of average height for a Lhomarrian man (5’9”), and has short, thinning grey hair and light brown eyes.  He has a slightly swarthy complexion, and is slightly overweight for a man of his size.  He is almost always wearing his grey and green mayoral robes, and carrying the golden scepter of office.  Aymir is a gentle, soft-spoken man, who tries to see all sides of the issue at hand before making judgements of any sort.



Brenil, Prince of Selhomarr, son of Tamaris:



STR 7, INT 14, WIS 8, DEX 14, CON 8, CHA 11, normal human male, aged 6.

AC 8 (DEX bonus), MV 120’ (40’), #AT: None, Damage: None, Hit points: 2, AL N.

Languages:  Lhomarrian, Ilarnnian, Neathar.

Skills:   None.

Weapon Mastery:  None.



Brenil was born in AC 994, the second son of Tamaris and Dinaria.  Even at this tender age, Brenil at times shows a maturity far beyond his years, as well as an inquisitive mind.  For his entire life thus far, Brenil has lived in the shadow of his older brother, Calnir, who is already being groomed by his parents for the imperial throne.  



A sickly child at birth, Brenil was held back by his parents from endangering himself, out of fear that he would be grievously injured, or killed.  Never having the opportunity to engage in running and playing with the other noble children his own age, Brenil prefers to read sagas of long-dead heroes and powerful wizards, and explore the wonders of nature.  He also spends a great deal of his time playing with puzzles, as well as drawing.  His main fascination, though, is with magic.  Whenever in the presence of visiting wizards, he can always be counted on to shyly ask to see some “magic tricks”.  Imperial magicians have privately told Tamaris that Brenil likely possesses an almost innate affinity for magic, and that his proper calling may lay in that direction.



Brenil has not developed any relations with any of the NPCs given here, aside from his parents and his brother, all of whom he loves greatly.



Appearance:  Brenil takes strongly after his mother, Dinaria.  He is slight for a boy his age, and stands 4’2” tall.  He has tousled light brown hair and pale blue eyes, and his skin is quite pale for a Lhomarrian - partially due to the fact that he spends a fair portion of his time indoors with his books and puzzles.  He is very shy around strangers, and will often hide behind one of his parents if he has reason to fear someone he does not know.  Around his parents, Brenil is highly inquisitive, asking questions about almost anything.  He often wears clothing that is dark green in colour - preferring hues reminiscent of the forests his mother loves to visit.



Calnir, Crown Prince of Selhomarr, son of Tamaris:



STR 11, INT 14, WIS 10, DEX 13, CON 12, CHA 12, normal human male, aged 9.

AC 8 (DEX bonus), MV 120’ (40’), #AT: 1 sling, Damage: 1d4, Hit points: 4, AL N.

Languages:  Lhomarrian, Ilarnnian, Neathar.

Skills:  Navigation (INT), Survival - Forest (INT).

Weapon Mastery:  Sling (Basic).



Calnir was born in AC 991, the first son of Tamaris and Dinaria.  Upon his birth, the attending cleric of Xeron pronounced that Calnir’s birth was an auspicious one, and that Xeron had marked him for great deeds in his adult life.  Tamaris had then decreed that Calnir would be his successor to the throne when he was of an appropriate age. 



As soon as he could walk, Calnir has been educated in the arts of rulership by his father’s advisors.  Even after the birth of Brenil, this has not changed, and Calnir now assumes that, one day, he shall rule the empire.  This has led Calnir to think along political lines at times - he studies his father’s dealings with the regional princes and ponders what he might have done were he emperor, and he is being exposed to the political factions that compete in the Imperial Palace for political favours.  Some of these factions have turned their attentions to Calnir.



When not learning the ways of politics, Calnir enjoys playing with the other noble children his own age.  Owing to his knowledge of his own destiny, Calnir frequently takes control of any game, playing emperor in his own little court.  He enjoys playing war with toy weapons, hunting, exploring the palace, and engaging in active sports, such as dilianath.  He has little patience for books or for speeches, preferring active play.



Calnir deeply loves his parents, but occasionally he thinks he would make a better ruler than his father - a sign of the impatience of childhood mixed with his own upbringing.  He also loves his brother, Brenil, but occasionally finds him “weird”, because he prefers books and magic to active pursuits.  He has no relations with any of the other NPCs.



Appearance:  Calnir is a robust, active boy, standing 4’10”, with a light olive complexion, dark brown hair, and hazel eyes. He is not shy of strangers, but he tends to study then - almost appraising them.  Around his parents, Calnir is open and playful.  He tends to wear clothing patterned after military uniforms - a sign of one of his interests.



Dinaria, Empress of Selhomarr, daughter of Inaria:



STR 12, INT 13, WIS 15, DEX 13, CON 13, CHA 11, 3rd level female druid, aged 34.

AC 8 (DEX bonus), MV 120’ (40’), #AT: 1 staff or sling, Damage: 1d6 or 1d4, Hit points: 14, AL N.

Languages: Lhomarrian, Ilarnnian, Neathar, Antalian, Jennite.

Skills:  Navigation (INT), Ceremony (WIS), Nature Lore (INT), Tracking (INT), Survival - Forest (INT), Healing (INT).

Weapon Mastery: Staff (Basic), Sling (Basic).



Dinaria was born in AC 966 to Prince Manaran of Annurios.  Always a bright and inquisitive person, she looked forward to her Wandering, and spent a great deal of it with the druids of the Veroxith Forest in the northern regions of Selhomarr.  There she learned the ways of the druids, becoming one herself.  Her life after her return home was relatively uneventful, save for the occasional foray into the Korvoris Forest, where she occasionally assisted the local druids in their efforts to protect the local flora and fauna - though her status as a druid formally ended when she returned home after her Wandering.



Eventually, her family made arrangements for her to marry Crown Prince Tamaris.  Unhappy at first, she eventually came to love her intended match after they had been allowed to spend time together - though her first love has always been the forest and its treasures.



Dinaria still misses the forests to this day, though she has come to enjoy some of the benefits of life in the capital city.  She meets the mayor of the city regularly in order to discuss civic improvements and other municipal matters, and so channels her energies into something she feels is worthwhile.  Whenever she has the opportunity, Dinaria spends time in the Imperial Grove, helping the druid Mirinasi in her duties, or just enjoying the tranquility of the place.



She is good friends with Mirinisi, the current High Emissary to the Emperor, whom she met during her Wandering, and is neutral towards Thessia, whom she finds rather preachy.  Dinaria deeply love for Tamaris, but finds him annoying at times because of his fondness for his past adventuring days.  She hopes her sons, Calnir and Brenil, will be more “level-headed”.



Appearance: Dinaria is 5’5” tall, and is of average weight (130 lbs.).  She has a pale complexion for a Lhomarrian, with light brown hair and blue eyes.  Soft-spoken, Dinaria does not believe in wasting her breath, but will not hesitate to berate anyone who insults her, her family, or her nation.  Generally, she is a cheerful individual.  She often wears flowing gowns of forest hues, but has been known to wander about in more rugged clothing when venturing to the Imperial Grove for some fresh air.



Gallos the Aged of Myiad, son of Alyir:



STR 8, INT 16, WIS 15, DEX 14, CON 12, CHA 10, 4th level male thief, aged 74.

AC 5 (DEX bonus + ring of protection +3), MV 90’ (30’), #AT: 1 dagger or sling, Damage: 1d6-1 or 1d4-1, Hit points: 9, AL N.

Languages: Lhomarrian, Ilarnnian, Neathar, Thyatian, Cestian, Antalian.

Skills: Swimming (CON), Mapping (INT), Navigation (INT), Boating (INT), Alertness (DEX), Ancient History - Lhomarrian (INT), Tracking (INT).

Weapon Mastery:  Dagger (Skilled), Sling (Basic).

Thief Skills: Open Locks 30%, Find/Remove Traps 25%, Climb Wall 90%, Move Silently 35%, Hide in Shadows 24%, Pick Pockets 35%, Hear Noise 45%.



Born in AC 926 to a family of dockworkers and sailors in Dirdassos, Gallos learned early on in life what it meant to be a minority.  Harassed by Ilarnnian street thugs in his youth, young Gallos made up his mind early on in life to leave his home and seek his fortune elsewhere.  Passing through Sepirolos during his Wandering, he decided to stow away on an Antalian ship during a raid.  Through sheer luck, he managed to avoid detection until he was halfway to Antalian lands, where he avoided being thrown overboard by showing his seamanship skills, which saved the ship from sinking during a storm.



Reaching Antalian lands, he was allowed to go free out of the ship captain’s gratitude.  Gallos the wandered among the various towns, until he fell in with a thieves’ guild in the town of Willnja at the age of 20.  There he stayed for two years, plying the thief’s trade and earning himself a reputation for being agile, and light-fingered.  He also fell in with some adventurous Antalian youths, and the four of them gained reputations as adventurers of some repute.



Not long afterwards, a crazed wanderer came into town from the south, telling of great riches lying beyond the dark lands in that direction.  Showing some impressive baubles as evidence, the four young men made preparations to trek to this far-off land.  The journey from Selhomarr lasted four months, which they survived only by scrounging and hunting (they even killed a young Vulcanian sloth), and from assistance provided by the wild elves living in the region, who were grateful for the assistance they unwittingly provided.  Ultimately, they came to a realm where there were blue skies, and a yellow sun that set.  They made their way northeast to steadily warmer climes, ending up in the region known as the Lost Valley.



From there they separated, with Gallos heading north, ending up on the Isle of Cestia.  There he stayed for five years, learning the language and culture.  After hearing of great empires to the north, he made his way northwest, and found himself in Seagirt, on the largest of the Pearl Island chain.  He went further northwest from here, ending up in Thyatis, where he stayed 15 years, plying his trade to support himself, learning the language, and collecting choice pieces of lore to satisfy his curiosity.



Eventually longing for home, he decided to return to his homeland.  By the age of 43, Gallos had returned home, and went to the town of Myiad as a seeker of knowledge.  There he learned the arts of discourse and philosophy, and he soon acquired a reputation for having controversial views on the nature of the world, though few believed him.  There he remains to this day.



Gallos does not have any real relations with any of the other major NPCs listed here, though he does find Thessia to be closed-minded about how the world works.



Appearance:  Gallos is an average-sized man for his age, with a slightly ruddy complexion, grey eyes, with white hair and a neatly-trimmed white beard.  He often dresses in blue or light grey robes, and is often seen carrying a book in the crook of one of his arms.  He always carries a dagger hidden in his robes, and wears a ring of protection +3, a souvenir of his adventuring days.



High Emissary Mirinasi, daughter of Aluniria:



 STR 11, INT 14, WIS 16, DEX 13, CON 12, CHA 13, 15th level female druid, aged 35.

AC 8 (DEX bonus), MV 120’ (40’), #AT: 1 spell or staff, Damage: by spell or 1d8+7, Hit points: 33, AL N.

Languages: Lhomarrian, Ilarnnian, Neathar, Nithian, Tanagoro.

Skills: Nature Lore (INT), Healing (INT), Ceremony (WIS), Tracking (INT), Survival - Forest (INT), Snare (INT), Navigation (INT), Boating (INT), Singing (CHA), Dancing (DEX), Ancient History - Lhomarrian (INT), Area Knowledge - Veroxith Forest (INT).

Weapon Mastery: Staff (Grand Master), Sling (Skilled).



Mirinasi was born in AC 965 to an Ilarnnian farming family on the outskirts of Rethnaris.  Always mystified by nature, she decided to join the druidic circle that cared for the Veroxith Forest to the north once she came of age.  There she met the future empress, Dinaria, who was training with the druids during her Wandering.



After a few years, she decided to move to the province of Annurios, where she could assist the druids living in the Korvorian Forest in their efforts to protect it.  Over the following years, she became highly respected across the empire for her skills and her devotion, and for her wise counsel to Prince Manaran of Annurios on all matters relating to nature.



At the beginning of AC 1000, she was voted at the annual gathering of druids to be the next High Emissary to the Emperor, a great honour for someone as young as Mirinasi.  She has adopted her new duties with relish, and works very hard to represent the interests of the druids to the ruler.



Mirinasi is a good friend of Dinaria, though she is more neutral towards Tamaris (she serves him out of devotion to her nation and out of respect for the will of the druids in choosing her) - primarily because she does not know him very well.  The only other notable NPC she has met is Thessia, whom she finds representative of all that Ilarnnians dislike about Lhomarrians - narrow-minded, imperious, and fanatical about Xeron.  Despite this, she has been able to build a working relationship with Thessia, but one that is cool nonetheless.



Appearance:  Mirinasi is a typical Ilarrnian, being rather short (5’3”) and slim, and having a dusky skin tone (someone from the Known World might mistake her for a short Alasiyan).  She has dark brown eyes, and short, dark auburn hair.  She almost always wears the brown robes of the druids of the Korvoris Forest, and her staff is always by her side.  Mirinasi is a friendly person who always takes time to talk to anyone visiting the Imperial Grove, and to listen to any tales of the outside world.  She is a veritable fountain of information concerning herb lore, healing, the wildlife of Selhomarr, and the properties of the Dillianora tree.



Premiran of Heressina, son of Oromir:



STR 12, INT 12, WIS 14, DEX 13, CON 16, CHA 14, 2nd level male cleric of the Outer Beings, aged 26.

AC 8 (DEX bonus), MV 120’ (40’), #AT: 1 spell or mace, Damage: by spell or 1d6, Hit points: 14, AL C.

Languages: Lhomarrian, Ilarnnian, Neathar, Nithian, Carnifex.

Skills: Ceremony - Outer Beings (WIS), Deceive (CHA), Ancient History - Lhomarrian (INT), Drinking (CON), Swimming (CON).

Weapon Mastery: Mace (Basic), Sling (Basic).



Premiran was born in AC 974 in the poorer section of Heressina, where lack of opportunities turned him towards the path of petty crime and debauchery.  As a youth, Premiran was always bullied by the tougher children, and since that time craved a means of avenging the slights, no matter how small, that he feels he has suffered.



It was not long before a local chapter of the cult that worships the Outer Beings noticed him, and, believing him to be a useful pawn, sought to entice him with promises of power and riches if he would swear loyalty to them.  Premiran joined the cult, learned the Carnifex tongue (the language used in the cult’s ceremonies) and during his initiation ceremony beheld a manifestation of Akh’All, one of the Outer Beings.  The sight of this creature drove him to the brink of madness, and he wandered the streets of Heressina for several weeks as a derelict, drowning the ghastly image as best he could with drink.



Since then he has recovered somewhat, though he is often plagued by images of Akh’All in his dreams and in the corners of his vision, which he tries to banish with alcohol.  A loyal member of the cult, he has brought in many victims for the sacrificial altars, including those men who, as children, made his life miserable.  Using charm and deception, he entices potential victims with promises of good times, and leads them to one of any number of abandoned buildings, where he overpowers them and drags them underground, where the cult has its temple.



Premiran has no relations with any of the other NPCs.



Appearance: Premiran is tall and thin (he is 6’2”), and has an ashen complexion.  He has pale grey eyes and sandy blond hair.  Despite his unhealthy appearance, he attracts victims with his soft and soothing voice, and penetrating stare.  Due to his frequent hallucinations, he often has a haunted look about him, and sometimes mutters and giggles to himself.  He is quite mad. 



Tamaris, Emperor of Selhomarr, son of Amaran:



STR 16, INT 13, WIS 11, DEX 9, CON 16, CHA 9, 12th level male fighter, aged 37.

AC 8 (1 with armour), MV 120’ (40’), #AT: 1 short sword, Damage 1d6+8, Hit points: 72, AL N.

Languages: Lhomarrian, Ilarnnian, Neathar, Milenian, Nithian.

Skills: Navigation (INT), Boating (INT), Ancient History - Lhomarrian (INT), Swimming (CON), Military Tactics (INT), Bravery (WIS), Ceremony - Xeron (WIS), Riding Horse (DEX), Leadership (CHA + 1), Detect Deception (WIS), Survival - Forest (INT).

Weapon Mastery: Short Sword (Expert), Trident (Skilled), Short Bow (Skilled), Hand axe (Basic).



Tamaris was born in Calimnis in AC 963, the only child of then-emperor Amaran.  As a youth, he was exceedingly precocious - a veritable “holy terror” to both the palace staff and the imperial family.  A very active boy with an incredibly short attention span, Tamaris could not wait until he could go on his Wandering, and when he finally did so, it was with great reluctance that he returned home.



Even after his Wandering was over, young Tamaris was always in search of adventure, covertly leaving the Imperial Palace whenever possible to meet up with his friends for a few days’ adventuring in the wilderness.  Occasionally he would pretend to go on diplomatic missions (claiming to be training himself for rulership), only to go adventuring in foreign lands for weeks or months at a time).



Eventually, Amaran grew ill, and abdicated in favour of Tamaris.  Thus, Tamaris found himself enmeshed in the politics of his nation at the age of 28.  Not long after ascending the throne, Tamaris found himself in an arranged marriage with Dinaria, daughter of the Prince of Annurios. Although they came to love each other, Tamaris feels that his new life has been forced upon him.  



Unhappy with ruling Selhomarr, Tamaris fondly remembers his days wandering the Hollow World in search of adventure - he would give almost anything to go back to his old life.  He realizes that his duty is to his people, though, and to his family, so he has resigned himself to his role.  Nevertheless, Tamaris still finds the time to go on secretive hunts with his old friends by delegating some of the less glamorous duties of rulership to his many officials.



Tamaris is in good terms with most if the people he meets.  This is mainly because his political opponents know his heart is not set on rulership, so he is not seen as a threat to anyone.  He has two sons, Calnir and Brenil, both of whom he hopes will take to rulership better than he has.



Appearance: Tamaris is tall (6’1”), and slightly paunchy (he weighs 200 lbs., most of it muscle) from the relaxed lifestyle he has come to live.  A restless individual, Tamaris often paces about, or fidgets with any nearby item.  He has lively hazel eyes, and wears his long brown hair in a ponytail - a form of rebellion against his short-haired political colleagues, and as a reminder of his adventuring days.  His left cheek is heavily marked with white scars, which he got during his Wandering from an encounter with a dire wolf in the Rethelnis Forest.  He often dresses in rich leather and silk clothing, cut to resemble standard adventuring garb.  Tamaris always wears a ring of protection +1, and when in battle he wears a suit of bronze scale mail +2 and carries a shield +1.  His personal weapon is a short sword +2, +4 vs. dragons.



Thallia of Calimnis, daughter of Disalia:

 

STR 14, INT 12, WIS 13, DEX 9, CON 13, CHA 11, 1st level female cleric of Xeron, aged 20.

AC 9, MV 120’ (40’), #AT: 1 mace or short sword, Damage: 1d6+1, Hit points: 7, AL L.

Languages: Lhomarrian, Ilarnnian, Neathar, Nithian.

Skills:  Ceremony - Xeron (WIS), Navigation (INT), Ancient History - Lhomarrian (INT), Leatherworking (DEX), Teaching (WIS).

Weapon Mastery:  Mace (Basic), Short Sword (Basic).



Thallia is an initiate in the priesthood of Xeron, having grown up in Calimnis to a family of leatherworkers.  After completing her Wandering at 19, she felt the calling of the priesthood, and joined within weeks of completing her rite of adulthood.  She saw too many people within Selhomarr’s countryside who still lacked what many in the capital consider the basic amenities of life, such as opportunities to grow and develop, and an education of similar quality to that provided in Calimnis.



She has now made it her life’s mission to improve the lot of country folk.  She is currently working at the temple in the village of Pesinnir, about 10 miles south of Calimnis, where she helps educate the local children, helps the farmers with their sowing and harvesting, and does some leather repair in her spare time - all to help the people of this village.  As community service is one of the central tenets of the priesthood, her profession agrees with her admirably.



Overall, Thallia is a cheerful, independent, and somewhat naïve young woman, who tries to see the good side of everything.  She is fiercely passionate about her faith, and would not hesitate to lay down her life to protect her culture, her religion, or especially the villagers of Pesinnir.



Thallia does not have any relations with any of the other NPCs except for Thessia, whom she once met, and has admired ever since.



Appearance:  Thallia is slightly taller than average (5’10”) for a woman, and is very willowy in build.  She has short brown hair and hazel eyes, and a light olive skin tone.  Thallia is slightly clumsy, and anyone watching her will notice she is always dropping things - but this is partly because of her shyness, and anxiety about being in front of other people and trying not to look silly.  She wears a white robe over a brown tunic and breeches, and sturdy leather boots.



High Priestess Thessia of Sepirolos, daughter of Lorissa:



STR 11, INT 13, WIS 18, DEX 9, CON 14, CHA 11, 29th level female cleric of Xeron, aged 52.

AC 8 (ring of protection +1, 2 with armour), MV 120’ (40’), #AT: 1 spell or mace, Damage: by spell or 2d4+6, Hit points: 67, AL L.

Languages: Lhomarrian, Ilarnnian, Neathar, Antalian, Milenian.

Skills: Navigation (INT), Riding Horse (DEX + 2), Leadership (CHA + 3), Ceremony - Xeron (WIS), Healing (INT), Detect Deception (WIS), Danger Sense (WIS), Survival - Forest (INT), Ancient History - Lhomarrian (INT + 2), Law and Justice - Selhomarr (WIS), Art - Mosaic (WIS), Boating (INT), Swimming (CON).

Weapon Mastery: Mace (Grand Master), Staff (Basic), Sling (Skilled).



Thessia was born in AC 948 in Sepirolos, to a family of fishermen.  Her father was a member of the Antalian community, and her mother was a Lhomarrian.  From an early age she learned the rigours of a life at sea, learning both how to sail and how to swim before most other children her age did.  The part of town that she knew as home was quite poor, and she was resigned to a life at sea when, at 15, she had a dream in which a shining man addressed her, and told her she had to sail over the Sea of Rax and render aid to an old man in need.  That night, she sneaked off with some provisions, and set sail for Iciria.



Luck was with her, and she reached the shores of Iciria, and was “guided” to an area where she fought off a small group of roving Krugel orcs, who were attacking an old man.  The old man was in fact a priest of Ixion, who received word from his Immortal that a promising champion would come to be tested.  Thessia’s survival was her test, and so began her path to becoming a cleric.



Thessia rose rapidly in the clerical hierarchy over the years following her Wandering - foiling the plots of the priests of Thanatos, and those of the Outer Beings, from time to time, and eliminating rogue wizards who experimented with the undead and other black arts.  She also spent a great deal of her time serving her fellow citizens by feeding the poor, helping farmers with their harvests, and hunting monsters that threatened communities.



In AC 998, Thessia became High Priestess of Xeron, crowning her prodigal career as a cleric.  She is devoted to Xeron and Selhomarr, and feels that Xeron himself has guided her to the position she now occupies for a special purpose.  In this she is correct, though she is unaware of the reason - Ixion has been girding his followers for the impending resurgence of the Carnifex.



Thessia is on friendly terms with Dinaria, though she is neutral towards Mirinasi, whom she sees as interloping too much in her own role as spiritual advisor to the imperial family.  She is loyal to the emperor, but her first loyalties are to Xeron and to Selhomarr, in that order.



Appearance: Thessia is tall for a Lhomarrian woman (5’11”), but this is most likely due to her Antalian heritage.  She has long blond hair (in a single braid to her waist) and blue eyes, and is of average build.  Anyone speaking with her will recognize instantly the clipped tones of the Xerothnyi dialect of Lhomarrian, though her voice is smooth and rather quiet.  Thessia is a determined individual, unwilling to admit defeat in anything presented to her, lest it be a test from Xeron.  She also has a matronly air about her, few can meet her gaze and remain defiant, and her voice seems to carry a finality with it, as though she knows what is good for you, even if you do not.  This grates on some people.  Thessia always wears her ring of protection +1, and when in battle carries a shield and wears bronze scale mail +1.  Normally, she wears the flowing red and yellow robes of a senior cleric of Xeron.



DM Note: You may have noticed that many of the higher-level NPCs seem to have more skills than would otherwise seem possible.  This is because they have been created according to a modification on the rules for skills.  Instead of only applying bonus skill slots for high Intelligence at first level, I have done so at every level at which skill slots are gained.  I find this far more accurately reflects an adventurer’s experiences as he or she advances in level - highly intelligent people would learn more from their experiences than would less intelligent people.  If you choose not to adopt this rule, please feel free to take off whatever skills you do not wish the NPCs to have, keeping in mind that the Navigation and Mapping skills, where they appear, are part of a Lhomarrian’s special compensation, and should remain.

�Dark Worship in Selhomarr:



As mentioned earlier in this book, as well as in the Player’s Guide, the vast majority of Selhomarr’s five million inhabitants worship Ixion in his manifestation as Xeron.  Though this is in fact true, there are many people in this nation who either worship other Immortals, or who mask other, darker devotions.  According to the Player’s Guide, roughly 90% of Selhomarrians - Lhomarrian and Ilarnnian alike - worship Ixion.  This is what Selhomarrian PCs should believe, and this is what will strike visitors to Selhomarr as apparent.  The other faiths of Selhomarr, in order of magnitude, are worshippers of Diulanna (5%), Protius (3%), and Halav (2%).  Again, this is what the players should think.



In truth, Ixion’s following is not nearly as large as most people would believe.  Many worshippers only pay lip service to him, in order to conceal their true leanings; only 77% of Selhomarrians are true followers of Ixion.  This is not so with the minor faiths, as most of them are comparatively new, and their adherents are far more energetic in promoting their beliefs.  The remaining 13% of the population, or approximately 650,000 people, are followers of evil Immortals, the Outer Beings, or have no faith at all.  Thanatos’ following is by far the largest - 5% of the population as a whole.  His faith is also known to exist by many common citizens; why else would it be explicitly forbidden by law to worship him?  Worship is done in secret, often in cellars or in dark forests, and the rites have involved the creation of undead, as well as sacrifices.  



The second-largest following is that of the Outer Beings, comprising 3% of the population.  Due to Selhomarr’s long history of combating these entities, worship is done deep in the wilderness, securely hidden away in abandoned buildings, or underground.  Most ceremonies involve sacrifices, and on occasion servitors of the Outer Beings have been summoned.  For the most part, worshippers aid their clerical leaders in finding ways to weaken the magical barriers that seal their evil masters away from the Prime Plane.  As with Thanatos, it is known by some people that the Outer Beings do, in fact, have a following in Selhomarr.  This is never discussed openly.  Not only is it considered bad luck to mention them; it is also considered a private mark of shame that this blot on Selhomarrian civilization persists, despite all that has happened.



Of the remaining 5% of the population, 2% venerate other evil Immortals, while 3% do not worship anyone.  Atzanteotl commands a considerable following, at 1% of the population.  Most of this worship, however, is concentrated through the Hunters of Righteousness and their followers, who mistakenly attribute their clerical powers to Ixion.  As a result, only the highest-ranking clerics of Xeron are aware of Atzanteotl’s presence, though they do not as yet know what to do about the situation.  Atzanteotl’s incursion into Selhomarr is very recent - less than 500 years ago - and he built his faith by “stealing” less devout worshippers of the Outer Beings.  He enjoys the prospect of destabilizing this well-established, generally lawful nation.  



The remaining 1% of the population are followers of Loki, Alphaks, and Ranivorus, all of whom consider their followers in Selhomarr as nothing more than additional playing pieces in their manoeuvring in Pandius.  They have no plans to expand in Selhomarr at the moment, due to the tough competition, but none have ruled it out, either.



Finally, there are those who do not worship any Immortal at all.  Most Selhomarrians, being highly religious, tend to look down on those who do not venerate any Immortal.  Although they will not say anything about this where foreigners are concerned - they realize that other cultures have their own practices - many Selhomarrians, especially the clergy of Xeron, take a dim view of their own people “straying from the path”.  At best, known atheists can expect indifference, and at worst, violence, from their fellow citizens.  As a result, many pretend to be devout, out of fear of ostracism, or even persecution.

�Selhomarrian Wizardry and Magic:



Arthanell the Magus, to his apprentice



“Thenamir, listen now, and listen well! I will say this only once to you - what you do with the knowledge I impart to you now is up to you.  There are certain things we have learned during our time on this new world, since our Homecoming - the way magic works on this world, for instance, and the power that Xeron grants to His followers.  While it is true that we have lost much of the magic we once had in Old Lhomarr; we have learned much since our arrival here.”



Selhomarr is justifiably well-known for its powerful clerics and wise scholars, as well as its brave explorers, but few people are aware of the might of its wizards.  Even before their coming to the Hollow World, the Lhomarrians and Ilarnnians had more than their share of legendary wizards, who researched spells now only dreamed of by many spellcasters of the Known World.  Then, as now in Selhomarr, magic users were solitary figures, meeting only rarely to share news relating to their craft, choosing to spend much of their time in isolation.



Among Lhomarrians there are no schools of magic as such; those wishing to learn the craft must seek out a known spellcaster upon the completion of their Wandering, and make their case to him or her.  If the mage deems to petitioner worthy, in terms of potential and attitude, then he or she will be made an apprentice.  Most apprenticeships last until the young magic user reaches the 2nd level of experience, after which learning must be done on one’s own.  Even so, the period of apprenticeship itself is not easy; many wizards treat their apprentices as servants - having them clean their towers, buy essentials in the markets, and hunt in the wilderness for rare ingredients needed to make potions and other items.  Always, however, the wizard will duly consider the task to be assigned before giving to the apprentice; a Lhomarrian wizard who sends his apprentices on highly dangerous tasks will soon become ill-regarded among his or her peers.



Among Ilarnnians, magecraft is far more structured.  They believe that the magical arts should be treated as another academic discipline.  As a result, Ilarnnian institutes of higher learning also incorporate basic magic theory and principles. Even if the student is pursuing philosophy or history, and has no potential for spellcasting, they will still be taught the basic principles of magic - how it works, the effects of mental discipline on spell effects, and so on.  For those who have the potential to learn the art of spellcasting, they receive a formal education in it, and graduate as 2nd level magic users.  Due to their more formal education, Ilarnnian spellcasters tend to regard their Lhomarrian counterparts as unrefined.  Likewise, Lhomarrian wizards consider Ilarnnian mages to be overly arrogant, on top of being “glorified librarians”.  Despite this, however, no open conflict has arisen between the two groups; rather, there is a constant undercurrent of rivalry, to determine which spellcasters are the most powerful, inventive, and respected.



Regardless of where a Selhomarrian magic user learns the craft, all of them are accorded respect, primarily because of their powers.  Few Selhomarrians actually know what their wizards do, but there is a general feeling that it must be important, and dangerous.  Spellcasters have no social obligations, nor do they have a defined role in society, though they do serve as advisors to nobles on occasion, as they are generally regarded as highly educated.  Though some wizards lend their skills to the defence of the empire, they do this of their own accord.  



Duelling



There is, in fact, only one restriction placed upon spellcasters in Selhomarr:  any duel between two spellcasters within a settled region must be resolved within a duelling ring, upon punishment of exile for life, and revocation of the spellcaster’s standing among his or her peers.  There is, by law, one duelling ring, measuring exactly 20 feet across, present in every Selhomarrian city with a population greater than 30,000.  It is engraved into the paving stones themselves, and is surrounded by softly-glowing runes of warding and protection.  Once two wizards step within the ring, the runes glow brighter and an invisible field surrounds the combatants, which serves to shield passers-by and onlookers from any fallout from the duel.  As a general rule, almost all duels last until one combatant submits, though death is not uncommon.



As mentioned above, duelling outside of a ring is a serious offence, one which results not only in exile for life; the offending spellcaster’s standing among his or her colleagues is revoked.  This means that the offender is no longer recognized as a true wizard, and his or her name is struck from all records, and no practicing spellcaster is permitted to mention the person in another wizard’s company, upon penalty of censure.  The offender’s possessions must also be forfeited to other wizards if they are not removed from the empire.  Finally, any exiled spellcaster who returns to the empire is considered “fair game” by his or her former colleagues.  This penalty, known as “The Unnaming”, is not written in any legal document; it is enforced by Selhomarrian spellcasters voluntarily.  The government, not wishing to meddle in the affairs of wizards, turns a blind eye to this practice.



Selhomarrian Spells



As with other cultures, the Selhomarrians have had to deal with the effects of the Hollow World on the laws of magic.  Many of their old spells, now all but lost to the surface world, did not function in the new environment.  As a result, some spells were created.  As worshippers of Ixion, much of their magic is based on fire, light, and the power of the sun.



First Level Spells:



Cause Pain:

Range:  50’

Duration:  Concentration

Effect:  Causes extreme pain to anyone within range.

This spell allows the caster, through concentration, to inflict severe pain on an opponent.  The opponents may make a Save vs. Spells each round to ignore the sensation.  The pain itself causes no physical damage, though the person affected will have a penalty of +5 to his or her AC, as well as a further -5 penalty to all actions.  The caster is also able to switch targets at the beginning of each round, though only one person at a time may be affected.  If the caster is injured in any way, the spell fails.



Lightbeam:

Range:  0’ (caster only)

Duration:  1 turn or until dispelled

Effect:  Produces a beam of focused light.

This spell allows the caster to produce a beam of light from either of his or her hands, in the shape of a cone.  It is the width of the caster’s palm at the source, and gradually widens over its 50’ length to a width of 20’.  The light moves with the caster’s hand, so he or she can shine it wherever desired.  To turn off the light, the caster need only close his or her palm, though the spell may be terminated early by thought.  If the light is shone directly into the eyes of an opponent, they are considered blinded for 1d4 rounds.  This spell is also available as a first level clerical spell for Lhomarrian clerics of Xeron.









Map:

Range:  Touch

Duration:  Permanent

Effect:  Produces a detailled map of an area 30’x30’ on a piece of paper.

This spell allows the caster to create, on a blank sheet of paper, vellum, parchment, or any other pulp-based medium, a precise map of an area no bigger than 30’ on a side.  The caster must have at least walked around this entire area, or have otherwise been there before.  Unknown areas may not be mapped in this way.  What is produced by this spell is an exact overhead view of the area in question.  Secret passages, traps, inclines, and other features are not shown.



Restore from Fire:

Range:  Touch

Duration:  Permanent

Effect:  Restores burned non-magical items 5’x5’x5’ or less to their original state.

This spell originated in Old Lhomarr, and was so simple, but so useful, that it soon became the staple of any starting mage’s spellbook, next to read magic.  Upon completing this spell, any one item measuring less than 5’ cubed may be selected, and any burns on that item will be instantly removed, and the item restored to its original condition.  Even a fragment of the item is sufficient, so long as it is more than 50% of the original item’s size, and any other remains are available.



Second Level Spells:



Navigate:

Range:  0’ (caster only)

Duration:  10 hours + 1 hour/level of caster

Effect:  Tells the caster where his or her destination lies while at sea.

This spell was invented by Lhomarrian wizards during the first years after the Homecoming, after the older means of navigation by the stars and the position of the sun had proven themselves useless in the Hollow World.  Upon casting this spell, the caster need only think about his or her destination, and its location in relation to his or her current position will become known.  Impressions gained from this spell are vague, and the caster will only feel a certain “tugging” in the direction of the destination - as though he or she is being pulled there.  In order for this spell to work, the caster must remain on deck for the duration of the spell.  This spell only works at sea, and the caster must have visited the desired destination in question before, or at least have been given detailled instructions on how to reach it. Otherwise, this spell will not function.



Sun Trap:

Range:  70'

Duration:  Special

Effect:  Traps sunlight

The spell - devised thousands of years previously in Old Lhomarr, and later adapted for use in Selhomarr - stores the power of the Hollow World’s eternal sun for later use.  A small bronze hand-mirror - of the type often carried by adventurers - is required as a focus.  Additionally, the spell may only be cast in the absence of any obstructions between the caster and the sun’s light; large floating continents overhead cast enough of a shadow to inhibit this spell.  The caster holds the mirror above their head while standing out in the sun, chanting the spell under their breath. For every 15 uninterrupted minutes of exposure, one "charge" of solar energy is stored in the mirror - a caster cannot store more dice worth of power (in charges) than he or she has levels.



At any time during the next 48 hours, the caster may hold the mirror before him- or herself, and recite the command word (chosen during casting); the mirror will belch forth a bolt of brilliant sunlight, which causes 1d6 hit points of damage per "charge" to one individual target.  Vampires and their ilk take an additional two hit points of damage per die from the concentrated sunlight.  For example, a bolt cast by a fourth level caster will do 4d6+8 damage to a vampire, and 4d6 damage to living things.  The mirror is exhausted of Sun Trapped power after one bolt is fired - the caster cannot release part of the stored energy, reserving the rest for later.  A target that is hit by this bolt may save vs. Spells for half damage; vampires and other undead still take two hit points of extra damage, even if they Save). 



The same mirror may be used indefinitely as the spell focus, if desired.  If it is broken, and this spell was cast by a cleric of Xeron, the stored power fades away harmlessly.  If the caster was a magic user, the fractured mirror releases the power in a 10' diameter ball, centred on the mirror itself.  Everyone within the area of effect takes damage as though they were the target of the spell. Sun trap is available as a second level spell to both clerics of Xeron and Selhomarrian magic users.



Wall of Smoke:

Range:  30’

Duration:  1 hour + 1 turn/level of caster

Effect:  Produces a wall of smoke up to 10’x10’x10’.

This spell allows the caster to create, up to 30’ away, a wall of smoke measuring up to 10’ cubed.  The smoke ranges from light grey to black in colour, and is totally opaque.  The smoke is not dense, but anyone passing through it must Save vs. Dragon Breath at a +3 penalty or spend the next 1d4 rounds (determined by the DM) coughing in order to clear his or her lungs.  Should this happen, the person in question will not be able to do anything else for the duration.  All attacks within the wall are made under the rules for blindness, and any projectiles thrown through the wall are treated as being blindly thrown, with appropriate penalties (anywhere from -4 to -6 would be a good range).



Third Level Spells:



Acidic Blast:

Range:  100’

Duration:  Instantaneous

Effect:  Shoots a stream of acid at a selected target.

Devised by wizards loyal to Galhossian the Tyrant during the Lhomarrian Civil War, this spell was intended as a means of weakening even the strongest and most heavily-armoured fighters.  The caster is able to shoot a stream of acid, which hits the target automatically and clings to him or her, doing 1d8 damage per round.  The victim may Save vs. Dragon Breath for half damage, but will continue taking damage until the acid is nullified by immersion in water, which renders it inert.  In addition to taking damage, the victim’s clothing and armour are also affected - leather armour  takes 3 rounds to dissolve, scale mail takes 4 rounds, chain mail takes 5 rounds, and so on - with every one point increase in armour class equalling an extra round before the armour becomes useless.  For magical armour, add one round for every plus - i.e.: leather armour +1 takes 4 rounds to dissolve.  Generally speaking, only evil wizards tend to use this spell, and some priests serving the Outer Beings have been known to cast it as well.



Aura of Fire:

Range:  Caster, or one person within 10’

Duration:  1 turn

Effect:  Creates ring of fire around recipient.

This spell has proven its effectiveness on the battlefield, when melee combat becomes necessary.  Upon casting this spell the caster is able to creates a ring of fire around the recipient’s body, that moves as he or she does.  This fire does not harm the caster or any possessions carried, but will do 1d6 points of damage per round to anyone in contact with it.  If cast on a warrior, then anyone damaged by him or her will take this fire damage in addition to the damage received from the weapon.  Also, any flammable items touched by the fire have a 50% chance of igniting in that round.  This spell is also available to Lhomarrian clerics of Xeron as a third level spell.



Blazing Armour:

Range:  Caster, or one person within 10’

Duration:  1 turn

Effect:  Creates fiery armour around the recipient.

Recipients of this spell will find themselves encased in glowing, fiery armour that encases them totally.  This armour renders the recipient impervious to all flame-based attacks (including the breath of a red dragon), but he or she will take double damage from cold- or water-based attacks.  The armour confers an AC of 2, and has no weight.  Anyone (apart from the recipient) who touches the armour takes 1d4 points of fire damage for that round, and any combustible items coming into contact with it have a 50% chance of igniting.



Gust of Wind:

Range:  20’ + 10’/level of caster

Duration:  Instantaneous

Effect:  Flattens everything within a 20’x20’ area, + 10’x10’/level of caster.

Casting this spell creates a small gust of wind that flattens everything within at least a 20’x20’ area that is not made matter that is unliving, or that has never lived.  Thus, a wooden shack would be affected by this spell, but a stone tower would not.  Living beings are also affected by this spell, blown off of their feet by the force of the impact.  In either case, everything within the area of effect must have a save vs. Death Ray at a penalty of -2 or suffer the full effects of the spell.  Living creatures are blown over by the blast, suffering 1d6 damage and being stunned for 1d4 rounds.  Structures that are poorly constructed are destroyed, while those that are better-built lose 50% of their hit points.  If you prefer not using saving throws for structures, assume a base 40% chance that the building suffers damage, modified by its quality and structural integrity.  In either case, making a successful save negates the spell’s effect; the victim or object is buffeted by the wind, but nothing more.  This spell may not be cast underground, and it is also available at 3rd level to clerics of Xeron.



Identify Servitor:

Range:  20’ + 10’/level of caster

Duration:  6 turns

Effect:  Reveals any servitors of the Outer Beings within range.

This spell allows the caster to identify the servitors of the Outer Beings, no matter what form they choose to take.  Affected creatures are outlined with a greenish halo, which only the caster can see.  Even human worshippers of the Outer Beings will have this effect appear on them.  Also, the caster will be able to see the true forms of these servitors, if they are disguised.  Those beings illuminated by this spell will not be aware of its effects, except in the case of more powerful servitors, who may be unaffected by the spell, but might notice it.



Fourth Level Spells:



Contact Outer Being:

Range:  0’ (caster only)

Duration:  One question or one insight

Effect:  Allows the caster to ask one question of an Outer Being, or to gain one insight.

This spell was originally used by the Carnifex wizards and priests of Y’hog to contact their masters, the Outer Beings, in order to gain instructions or to have questions answered.  This spell fell into the hands of Brell’s crusaders, who arranged to have it sent back to Lhomarr.  There it fell into the hands of worshippers of the Outer Beings, some of whom were sent to the Hollow World.  The caster of this spell has a chance, determined on the table below, of contacting the Outer Beings, imprisoned as they are away from the minds of mortals.



D 100 roll�Result�Notes for Caster (what DM tells player)��01-40�Nothing�Feels only blackness.��41-75�Disturbing images�Vague impressions, nightmares for 1d4 nights. ��76-90�One insight�Learn something about current events that only They know.��91-95�One question�One question gets answered (answer comes in a weird dream).��96-99�Insight & question�Same as above two, but both happen together.��00�Sharing of minds�For one instant caster’s mind becomes one with Them - insanity.��

Needless to say, the insights or answers gained from the Outer Beings are both highly abstract and disturbing - the caster could see bizarre vistas on unknown worlds, or other-dimensional realms occupied by the Outer Beings where things like gravity and geometry have no meaning.  It is up to the player to find whatever hidden meaning there might be.  In the final result, the caster, for the briefest moment, sees everything as the Outer Beings do, and knows what They know - something the average mortal mind is not equipped to handle.  The caster would immediately go irretrievably mad, and would most likely spend the rest of his or her life muttering nonsensical but highly disturbing things.  This spell is used primarily by worshippers of the Outer Beings, both in Selhomarr and on the surface world.



DM Note:  While it may seem highly unfair to have a character get written off in this fashion, these rules do reflect what would most likely happen when a mortal mind tries to understand things that do not have any parallels in an normal universe - even in a fantasy universe.  If you wish to give the character a chance, you should play things up until this spell is obtained, have him or her learn about the potential dangers - as with most other spells, one would normally learn the theory before the practice.



Light Bridge:

Range:  20’ + 10’/level of caster

Duration:  Two turns

Effects:  Creates a bridge of light.

This spell will create a bridge, made of light, that is capable of spanning chasms, ascending heights, and descending to lower levels.  The bridge itself is a translucent, but solid, railed bridge that glows bright yellow.  So bright is the illumination that everything within 50 feet is treated to light that is one-fifth the intensity of the sun.  The bridge’s dimensions can be modified by the caster at will, so long as the total area does not exceed 100’ per level.  Thus, a 10th level spellcaster could create a bridge 100’ long and 10’ wide, or 50’ long and 20’ wide, for example.  So long as the bridge lasts, there is no limit to the amount of weight it can bear, so long as the object or occupant can fit onto the bridge itself.  As mentioned above, this spell may also be used to scale heights, though the angle may not exceed one-third of the length; for example, a 100’ long bridge may not angle upwards or downwards by more than 33’.  This gradual incline is intended to allow for the safe passage of animals and wheeled objects, such as carts.  This spell is available to both Selhomarrian magic users and clerics.



Fifth Level Spells:



Immolate:

Range:  50’ + 10’/level of caster

Duration:  Instantaneous

Effect:  Affects an area 10’x10’x10’ area, + 1’x1’x1’/level of caster.

First employed by Lhomarrian wizards in ages past as an offensive spell for use against the Carnifex of Y’hog, this spell has largely fallen into disuse, though many Selhomarrian wizards today have it in their collections.  Should Selhomarr ever find itself embroiled in a war, no doubt it would be employed upon the battlefield once more.  When cast, this spell produces a large, white-hot ball of fiery plasma, which shoots towards the designated target area.  When it hits, it explodes outwards, shooting globs of the material at all things within the affected area, the size of which is determined by the caster’s level.  Everything within the area of effect takes 1d6 damage, initially, for every level of the spellcaster (up to 20d6 maximum), but then proceeds to take an additional 1d4 damage per round, for the next three rounds, per level of the spellcaster, halved (rounding up as necessary, 10d4 maximum).  This is because the fiery material clings to the victims as it continues to burn.  Victims may make a saving throw vs. Spells each round to take only half damage.  As an example, a 15th level spellcaster’s bolt of plasma would do 15d6 damage initially, and the 8d4 per round for the next three rounds.  Due to the nature of the plasma, any flammable material that lies within the area of effect has a 90% chance of igniting.



Sunsword:

Range:  0’ (caster only)

Duration:  6 turns

Effect:  Creates a sword of light.

This is a ancient duelling spell among Lhomarrian wizards of great power - one that was popular long before the Sinking.  It allows the caster to create, around the hand of his or her choice, a 4’ long blade of white light, almost as bright as the Sun of the surface world.  No proficiency is needed for this weapon, which does 2d6 points of damage upon a successful hit. 



Sixth Level Spells:



Alter Gravity:

Range:  50’

Duration:  6 turns + 1 turn/level of caster

Effect:  Alters the gravitational forces affecting one object or person.

Originally created by a Lhomarrian wizard 200 years ago as a means to amuse himself, the alter gravity spell has become very useful in many different situations.  It enables the caster to “fool” an object into believing that another direction is “down” for the duration of the spell, with predictable results.  Living beings are also affected, with their bodies suddenly finding a wall or the ceiling to be a floor, and falling sideways - or upwards - in that direction.  This spell can be quite deadly in large rooms, where the walls and ceiling can be quite a distance away.  Normal falling damage rules apply for any living being affected by this spell.



Solar Chariot:

Range:  0’ (caster only)

Duration:  6 hours + 1 hour/level of caster

Effect:  Creates one flying chariot.

This spell creates, for the duration of the spell, a fiery chariot, complete with steeds resembling flaming pegasi, which is capable of great speeds on the ground or in the air.  The chariot, though dangerous in appearance, is actually harmless; no one touching it takes any damage whatsoever. The chariot can carry up to 6,000 coins of encumbrance at normal speed, or up to 12,000 coins of encumbrance at half speed. The chariot cannot hold more than two people with their belongings. Note that the stuff loaded in the chariot can fall down if the rider performs "acrobatic" maneuvers while flying. 









SPEEDS



Level of Caster�Ground Speed�Air Speed��1-12�210’ (70’)�360’ (120’)��13-15�240’ (80’)�390’ (130’)��16-19�270’ (90’)�420’ (150’)��20-23�300’ (100’)�450’ (150’)��24-27�330’ (110’)�480’ (160’)��28-31�360’ (120’)�510’ (170’)��32-34�390’ (130’)�540’ (180’)��35-36�420’ (140’)�570’ (190’)��

If you are using the manoeuvrability rules as per the Dawn of the Emperors boxed set, the solar chariot has a Manoeuvrability Factor of 3 (b).  When the chariot takes off, the flaming pegasi will run, flap their wings, and then lift off in two rounds.  The solar chariot also produces its own pocket atmosphere, enabling riders to fly into the airless void of the Hollow World.  



Seventh Level Spells:



Share Consciousness:

Range:  200’

Duration:  Special

Effect:  Allows the caster to share the consciousness of another.

This spell allows the caster to enter into another person’s mind, and see, hear, taste, smell, and touch what that person does.  The range for the spell applies only to distance at the time of casting - the target may travel farther after the spell succeeds and the caster may still remain “inside”.  If the target in question is willing to co-operate, the spell is automatically successful, and the caster may remain “inside” the other person’s mind until that person wishes them to leave, or until the caster wishes to return to his or her body.  If the intended target is either unwilling to co-operate, or is unaware of what is intended, then he or she can make a successful Save vs. Spells to maintain a “closed” mind.  Even if the caster succeeds in getting in, the duration of the spell is one hour/level of caster in this case.  In either case, if the “host” body is killed, the caster must make a Save vs. Spells or die, with a successful check indicating a safe return to the original body.  While this spell is in effect, the caster’s original body is in a trance-like state.



Eighth Level Spells:



Evilbane:

Range:  Touch

Duration:  6 turns

Effect:  Enchants a weapon.

This spell will enchant any weapon for its duration, giving it a +5 bonus to hit and damage against any servitor of the Outer Beings, no matter what their race might be.  It should be noted that even human cultists would fall into this category.  This spell is also available as an 8th level spell for clerics of Xeron.



Ninth Level:



Acid Rain:

Range:  ½ mile

Duration:  6 turns

Effect:  Creates a downpour of acid rain over a 100’x100’ area.

This spell was first cast by Lhomarrian wizards against the Carnifex of Y’hog during the siege of that city.  It allows the caster to create, up to half a mile away, a downpour of acid rain lasting 6 turns, covering an area 100 feet square.  Anyone within this area takes 1d8 points of damage per round, with armour affected as with the acidic blast spell.  As with the acidic blast spell, anyone within the area of effect may Save vs. Dragon Breath for half damage, though the only way to avoid the worst of the effects is to leave the affected area altogether and wash off the acid with water.  One nasty side effect of this spell is that the land upon which the acid rain falls becomes blighted due to the poisons it absorbs, rendering it unusable for 100 years.  Modern Lhomarrian wizards, with their greater appreciation for nature, would not even consider using this spell, and it has been banned by the various wizard councils across Selhomarr.  Unscrupulous wizards have been known to use it, especially those in the service of Thanatos or the Outer Beings.

�Selhomarrian Relics:



Excerpt from one of Gallos the Aged’s many discourses:



“…and so there are many today who think that Selhomarr is a nation of fishermen, farmers, and shopkeepers.  Nothing could be further from the truth!  Truly, our nation has among the largest standing armies in the world - over 200,000 men willing to lay down their lives for their emperor, their nation, and for their families.  But, you may ask, what of other forms of power? Did not our ancestors on the Old World manage to hold back greater foes than exist today, with fewer men and weapons of war?



“In fact, my friends, they did.  How, may you ask? To begin with, our people of old were the champions of Xeron - no other culture embodied His ways so perfectly as ours.  We were verily made in His own image.  That is another discourse, but he did render to us aid in the form of a great many magical works, the likes of which this world does not know.  Many of these gifts are, unfortunately, lost to us with the destruction of the Old World, but some were brought with us to our new land.  Look to the capital, my friends, to the Imperial Palace and the Grand Temple of Xeron! There you will find what you seek.



“These are but a fraction of what we once had.  It is even said that Xeron Himself saved some of the gifts we believe lost - by taking them back, saving them for the day a new champion comes forward deserving of His grace.  Others say He has hidden them in our very realm, to be discovered when the time is right, when Selhomarr needs a champion.  Let us hope that such a day never comes, for the evil that would require of us these items would be fearsome, indeed!”



As with many other cultures, the Lhomarrians have been given, and have produced, many magical items of great power over the millennia - especially during their time on the surface.  Most of these items were lost during the sinking of Old Lhomarr, others were saved by Ixion for a day when a deserving champion would have need of them, and some were hidden throughout Selhomarr, guarded by fierce beasts and traps to test all who would seek them out - reserving them for the true champions.  A handful were saved by the Lhomarrians, and have been brought to the Hollow World with them.  These rest in the Imperial Palace, or in the Grand Temple of Xeron, both in Calimnis.  Below are some of the various powerful items that can be found within the empire of Selhomarr, one of which is an artifact.  Other items no doubt exist, and DMs are free to create their own, and place them wherever they wish.



Each item is described according to its weight, its general appearance, how many the Selhomarrians know are in existence, its powers, some notes for the DM on its use, and a brief note - also for the DM - on the origins of the item.  It is up to the DM to decide how much of this information will be available to the players, though Selhomarrian PCs will surely know some myths associated with them, as all of these items are major elements of folklore.  Many tales are told of these items - and of the people who used them - which may be used as a hook in adventures to recover them.



The Bracers of Arminir:



Weight: 1.5 lbs. (15 cn)

Appearance:  A pair of silver wristbands, with the pattern of a starburst on each one.

Number Known:  Only one pair is known to exist, others rumoured.  

Powers:  The bracers of Arminir allow the user, when exposed to direct sunlight, to channel the sun’s energy into magical bursts of destructive energy, controlled by thought and gesture, and activated by a command word.  Upon speaking the command word, the user points in the direction of the intended target, and wills the attack to happen.  A fiery streak of light emerges from the outstretched hand, and unerringly hits the opponent, as with a magic missile.  Each attack does 4d6 damage (reduced by half with a successful save vs. dragon breath), and one attack can be fired per round.  This attack is capable of burning flammable objects, such as wooden doors, thatched roofs, etc.

Notes:  In order for this device to function, both bracers must be worn.  Also, there must be no obstructions between the user and the sun - if even a cloud intrudes, the bracers may not be used.  For every full hour of exposure to the sun, the bracers store up enough energy to fire off one burst, which may then be fired at any time before 24 hours have passed.  If the energy is not consumed, it dissipates as heated air.  In any case, the braces can only store up enough energy for eight blasts - any extra energy is dissipated.  The command word will not be present with the item, and it will be in Lhomarrian.  One pair of these bracers exists in the Grand Temple of Xeron in Calimnis, and rumours abound of other pairs in existence (there are, in fact, at least two more pairs lost in the wilds of Selhomarr, and at least one more in the sunken remains of Old Lhomarr).

Origin:  Little is known about these enigmatic and dangerous weapons, which were created by the ancient wizard Arminir circa BC 7900.  There are accounts of their use in the siege of Y’hog, and at the Battle of Pelenzor.  It is also believed that Brell himself possessed a pair.  It is thought that less than twenty were made by the long-dead wizard, who sought a means to better equip Lhomarr’s armies.  Each pair was known to have its own command word.



The Chalice of Xeron:



Weight: 2.5 lbs. (25 cn)

Appearance:  A golden chalice about ten inches tall, with a cup six inches in diameter.  It is studded with rubies around the base and the lip, and has colourful mosaics along the sides.

Number Known: One, location unknown (lesser artifact).

Powers:  The possessor of the chalice of Xeron does not require food or drink for as long as the item is owned.  Also, he or she gains the abilities of infravision and truesight, as long as the chalice is held in both hands.  Any liquid poured into the chalice will gain whatever potion-like effects to possessor wishes, but it must be consumed from the chalice directly (it cannot be poured into a container for later use).  The possessor may also use the chalice as a scrying pool, by pouring water into the chalice and concentrating, with the effects being similar to that of a crystal ball (the chalice must be held in both hands for this to work).  Finally, the chalice can be used as a focus for an effect similar to contact outer plane, except that it is limited to contacting Xeron (Ixion) - of course, there is no guarantee he will respond.

Notes:  All of the above powers are activated by the use of command words, with the exception of the obviation of the need to eat or drink, and of the scrying power.  The words are all different, and are, of course, in Lhomarrian.  It is unlikely they will be apparent if this item is found.

Origins:  The origins of this item are lost in the mists of history.  It was, in fact, given to the first high priest of Xeron by Ixion circa BC 9000, as a display of his generosity towards them in their early days.  Ixion took it back before the sinking of Old Lhomarr, and has since deposited it within the bowels of one of the mountain ranges of Suridal, awaiting a worthy individual.



The Sword of Thessia



Weight:  3 lbs. (30 cn)

Appearance:  This short sword has silver etchings along its blade, in ancient Lhomarrian runes.  The hilt is engraved with images of sea serpents, and a perfectly-shaped piece of aquamarine is set into the pommel.

Number Known:  Unique item, location unknown.

Powers:  The possessor of this sword will be able to breathe while under water, as per a potion of water breathing, for as long as the sword is held.  The owner will also be able to comprehend all languages spoken by merfolk, and will be able to converse with them.  Finally, this sword functions in combat as a short sword +2, +4 vs. sea serpents (this includes sea hydrae, dragon turtles, and other seagoing reptiles).

Notes:  Although not intelligent, this sword does radiate a strong aura of lawfulness, such that chaotically-aligned creatures will be reluctant to touch it.

Origins:  The sword of Thessia was forged by a now-unknown Lhomarrian weaponsmith, not long before the sinking of Lhomarr.  He had befriended a tribe of merfolk living near the shores, who, out of friendship, taught him some of their arts in making enchanted weapons.  Out of gratitude, he forged a short sword which would destroy the enemies of the merfolk - aquatic reptiles of differing types who were destroying their undersea homes.  It was given to a brave young woman, named Thessia, who used the weapon and her legendary sailing skills to destroy the aquatic threats.  Not long afterwards, Old Lhomarr sank, and though Thessia was lost, the sword and its story was not.  Around BC 2200, a freak storm hit the city of Annurios, where the sword was resting.  It ended up in the Bay of Lokam, where it remains today, no doubt lying in the lair of some aquatic beast.



The Sextant of Hendaris



Weight:  3 lbs. (30 cn)

Appearance:  This greatly resembles a normal sextant, except that it is made out of bronze chased with platinum filigree.  All along the main eyepiece, flowing Lhomarrian runes are inscribed.  The lenses themselves are of finest glass, mixed with diamond dust.

Number Known:  One kept in the throne room of the Imperial Palace in Calimnis, others rumoured to exist. 

Powers:  The sextant of Hendaris is a truly remarkable navigational aid - it was one of these relics that helped the early Lhomarrians traverse the oceans near the Davanian coast, and find the virgin lands of Xerothnyi and Prys.  As long as the sextant is held, the possessor’s ship will have its hull points increase by 50%, no matter what type of ship it is.  These additional hull points are removed first when the ship is damaged.  The sextant also has a powerful effect on the weather, such that, within a two-mile radius of the ship, all bad weather is treated as one degree less severe - as per the chart in the Rules Cyclopedia.  When used for the purposes of navigation, the lenses of the sextant are able to see the stars and sky through even the densest cloud cover - even that which is created by magical means.

Notes:  The sextant uses no charges when these abilities are used, and no command words are necessary.  The only vulnerable parts of the sextant are its lenses, which, if damaged, will render its navigational powers useless.  Dropping the sextant would be sufficient for this to happen.

Origins:  The sextant of Hendaris was created by the legendary arch-wizard named Hendaris, who was also famed for his sailing skills, circa BC 8800.  Although his skills were superb, he was determined to best the elements, and thus created this item to aid him in determining where he was, and also to protect whatever vessel he happened to be using.  The first sextant was used by a now unknown mariner to find his way to the shores of what is now the Isle of Cestia.  Finding his way back, he reported his discovery of verdant, unsettled lands, which paved the way for the colonization of that portion of Davania.  So useful was this device that the emperor ordered Hendaris to make more, so that Lhomarrian naval prowess would be augmented still further.  Over the course of his life, Hendaris managed to produce two more (the process of creating one is long and draining), both of which are now thought lost by the Selhomarrians.  After the sinking of Old Lhomarr, a second sextant found its way into the Hollow World, hidden away by Ixion somewhere within Selhomarr’s borders.  The other sextant remained on the surface, and was dredged up by Nithian fishermen in the Western Sea of Dawn circa BC 750.  It passed through the possession of numerous sailors, pirates, and explorers of differing nationalities - most recently in the hands of a band of halfling pirates from the Five Shires (who may still possess it).



�Adventures in Selhomarr:



Selhomarr presents a unique environment to the players; it is a land that brings new meaning to the word “ancient”; its “newer” towns and villages have stood longer than most other nations have existed!  It is essential that the DM conveys this aura of antiquity to the players, yet portrays it as the vibrant place it is today - a place not without danger.  Raucous street parties take place in the shadow of a 5,000 year old temple, touching renditions of ancient ballads are heard in lively taverns, and danger still lurks in the shadows of the empire, as ancient evils stalk the land.



This section will provide some adventure outlines for the DM to flesh out, and integrate into his or her campaign as smoothly as possible.  The format used is based on the system presented in some of the Gazetteers published by TSR.  Each contains the following entries:



Adventure Level:  The level range suggested for a party of 6-8 adventurers.

Topic:  The aspect of Selhomarr (such as a custom, place, or NPC) covered by this adventure.

Interesting Features:  Elements of the adventure that should prove memorable for the players.

Outline:  A description of the adventure, and ways of having it lead to a possible campaign.



All of these adventures are designed to be played by both foreign PCs, native Selhomarrians, or a mixture of both.  If the DM is running a campaign with foreign PCs, the linguistic barrier may pose a problem, but most Selhomarrians presented in these adventures will be willing to speak to the party in Neathar if necessary, or someone will be there who will translate for them.  Of course, the DM could have an NPC retainer make his or her services available, or a new PC could join the group.  The DM should make the appropriate judgment. 

 

1. Aldaris’ Trident



Adventure Level:  1-3,  Basic (total party level of 5-6)

Topic:  An old Selhomarrian legend, the PCs learn about the Lhomarrians’ passion for tale-telling.

Interesting Features:  Learning the truth to this legend may spur the party to explore Selhomarr’s secrets.

Outline:  The PCs, while staying in a seaside tavern or inn, overhear the beginnings of what promises to be a tale.  As the nearby patrons make themselves comfortable, and encourage the teller, an old man, to proceed, the PCs should sense an air of expectance.  The old man, named Eldemnis, proceeds to tell the tale of Aldaris, a warrior who came from a town not far from this one, long ago.  Aldaris had just completed his Wandering, and decided, against his parents’ wishes, to become an adventurer.  One day, while strolling along the seacoast, he heard screams nearby.  Wishing to prove his bravery, Aldaris rushed to investigate, and saw a beautiful maiden being dragged into the sea by a “fish-like” being.



Having nothing but a trident in his hands, Aldaris charged the beast, and impaled it upon his weapon’s tines.  In a dying gurgle, the beast slashed the maiden, mortally wounding her.  Feverishly, Aldaris gathered up the woman, and tried to take her to the nearest temple, where she could be healed.  Sadly, the lady was too far gone, and bade Aldaris listen to her.  Telling him her time was at an end, she reached into a pouch, and sprinkled some silvery dust upon his trident, causing it to glow softly.  She then kissed him gently on his brow, saying that he would be forevermore her champion.  Upon uttering those words, she died.



Aldaris became a great hero - wherever he went, he wielded his legendary trident, which was said to glow with a silvery light and always strike true.  Despite his deeds, he was never at peace with himself, and one day, he walked out to sea, near where the maiden died, and never returned.  It is said that, when the floating continents are in the proper alignment, a ghostly figure, bearing a shining trident, can be seen striding out to sea, towards a tiny islet, not two miles distant.  That time, as it turns out, is but a few hours away.



The party’s interest should have been piqued by the tale, and if they ask Eldemnis for directions as to where the ghost is supposed to be seen, he will tell them.  If they arrive at the proper time, the PCs will see a ghostly figure, dressed in ancient armour and bearing a softly-glowing trident, striding silently out to sea.  It takes no notice of the party, and if they follow it, they will find that the sea is very shallow here (only waist-deep), allowing them to come within a few hundred feet of a large crag jutting above the waves.  They will have to swim the remaining distance, but the ghost walks on.  Once there, they will see the ghostly figure ascend the crag, and stand before a bone-littered depression.  If the party follows, they will find a tarnished, silvery trident resting in the middle of it.  The ghostly figure tries to touch it, but his hands pass through it.



Across from the ghost is the spectral image of a young woman, being held by a ghastly icthyoid being.  She looks at the party screams mutely at them for help, as Aldaris’ shade tries to grasp the trident.  If any PC tries to grab the trident, they can, and in doing so causes the bones scattered in the depression to rattle about and assemble into 8 skeletal “fish-men” (treat as normal skeletons), who attack the PCs.  If the party wins the battle, the icthyoid ghost will shriek silently and dissipate, and Aldaris and the maiden will embrace, and slowly fade away.  His shade will not appear again.



The PCs, if they succeed, will have successfully put to rest two tortured souls, and they will gain a magical weapon in the process.  Aldaris’ trident functions as a trident +2 against chaotic creatures.  This should drive them to investigate events going on in the waters off Selhomarr’s coasts, possibly leading to a campaign against the undead remnants of the Servitors of Ubbeth, many of whom have their lairs in the Bay of Lokam.



2. Mistaken Identity



Adventure Level:  1-3, Basic (total party level of 5-6)

Topic:  Thievery, underworld intrigue.

Interesting Features:  Exposure to Selhomarr’s underworld, and a chance to do some good roleplaying.

Outline:  While passing through a city, preferably on a deserted or less-frequented street, one of the party members is suddenly attacked by three thugs.  The fight should not be overly dangerous, once the party steps in, but it should provide a good deal of shock.  Try to ensure that at least one thug escapes, screaming, “Traitor! You would sell out your own family for mere gold! You will pay dearly - that I promise!”



Before the party can fully recover, have another group of three thugs attack the PC in question.  This fight should not be overly difficult, either.  The thugs shout at their intended victim, demanding to know where the “goods” are being kept.  This should begin to worry the party;  twice within a few hours one party member has been attacked, seemingly for different reasons.



What the PC in question is facing is a case of mistaken identity.  Ironically enough, the PC looks a lot like a local Lhomarrian thief, who double-crossed his (or her) own criminal organization, a band of smugglers, by selling information on its illicit freight movements to a rival gang, and then diverting the shipment before the rival gang could obtain it.  Both groups want the thief dead, and unfortunately for the PC, the attacks will continue until the real thief is produced.  Even if the PCs leave town, they will be pursued.  It is fortunate that the town guard does not know what the thief looks like, as he (or she) is wanted for other crimes.  If the PCs try to capture one of the thugs, they should be able to get at least one group’s side of the story through interrogation, as well as the thief’s name.  This encounter should be roleplayed.



Allow the party members to think over their strategy, though if they take too long have another attack made against the PC.  They could try to seek out the thief on their own, but the best strategy would be to ask strategic questions of the right people (ie:  people who might know where the thief is hiding), give the town guard a “hot tip”, or they could try to draw the thief out with a ruse, perhaps posing as representatives for a merchant wishing to buy “unmarked” goods.  If the party comes up with a different strategy that might work, the DM should give them the benefit of the doubt.  Regardless, the PCs should either find their way to the thief’s hideout in an old warehouse, lead town guardsmen to it, or entice him (or her) to meet them.  



If the PCs turn the thief over to the town guard, they will be rewarded once it becomes clear that their quarry was wanted for other crimes.  Unfortunately, the increased attention on the part of the town guard towards smuggling operations in the future will harm the smugglers’ operations, for which they will blame the PCs.  Somehow, they will try to settle the score...



3. Mission of Mercy



Adventure Level:  4-8, Expert (total party level of 16-24)

Topic:  Explore the southern fringes of Selhomarr.

Interesting Features:  The PCs learn about the lizard men of the Bogs of Disania, and the threats they face.

Outline:  While venturing about the province of Ardeth, in southern Selhomarr, the PCs meet a frantic young man, named Calar.  Seeing the party, Calar, a young man hardly out of his Wandering, rushes towards them, babbling about “horrible monsters” attacking his village.  He pleads with the party to help his people, who, he is sure, are already dying horrendous deaths.  This seems like a chance for heroism!



Calar’s village, Xerathnis, lies roughly four miles down the road from which he came.  The terrain here is forested hills, but as the party approaches the village, the land flattens out, and swamps begin to intrude.  What is going on is that, over the past few decades, the Selhomarrians have been steadily draining the eastern fringes of the Bogs of Disania, in order to open up more farmland.  While they have been doing this, one of the local black dragons, Almeniarenoth, has decided to expand his power base.  To do this, he has recruited one of the lizard man tribes, the Blueclaws, to do his dirty work by invading their neighbouring tribes.  He hopes to build a kingdom of his own in the bogs, and ultimately to plunder southern Selhomarr of its riches, using the lizard men as his armies.  This has forced the easternmost tribe in the bogs, the Silvercrests (who are being attacked increasingly by the Blueclaws), to attack Xerathnis, in an effort to regain control over their lands, so that they can better fight off their foes, and feed themselves.



When the PCs arrive, they will find Xerathnis half in ruin.  What has not been destroyed is partly burnt, and many injured villagers lie about.  Also present are what appear to be a handful of dead lizard men.  When the villagers see Calar returning with the party, they will approach them, and hurriedly describe the attack by those “fierce demons of old reborn”.  PCs familiar with Selhomarrian history will realize that the villagers think the lizard men are the legendary Unclean Ones of Y’hog reborn, due to their reptillian nature.  The villagers will also tell the party that their valuables have been looted, and several people have been abducted.



If the PCs pick up the trail left by the attackers, they will be covertly observed by them, until they are far enough from the village.  They will be surrounded, bound, and escorted to the main Silvercrest village, where they will notice the captured (but unharmed) Selhomarrians, as well as a fair portion of the village’s wealth.  The party should try to find a way to communicate with the lizard men, after which they will learn the background given above.  The Silvercrests hope to give the loot and the villagers to the Blueclaws as “gifts”, so that Almeniarenoth may leave them alone.  The PCs should realize how desperate the Silvercrests are, and they should try to think of an alternate solution.  Before they can do this, however, the Blueclaws invade!



This is a chance for the party to prove its mettle.  The Silvercrests will be too busy fighting off the Blueclaws to pay the PCs any attention, and none of the captured villagers have any combat skills.  The party will have to protect the villagers, and help fight the fierce Blueclaws.  This battle should be difficult - the odds are strongly in the Blueclaws’ favour - but not impossible.  If the defenders win, the Blueclaws will have taken enough losses to be reduced in strength for many years to come, and the Silvercrests will be safe for the time being.  The party will also have earned the respect of the tribe, and the gratitude of the villagers, which may benefit them in the future.



There is still the unresolved issue between the Selhomarrians and the Silvercrests.  After the battle, the villagers will want to return home, the PCs should encourage some of the lizard men to accompany them.  Once back in Xerathnis, there will be a tense meeting between both groups, and the party should do the best it can to explain the situation.  This should be roleplayed, and if the PCs do a good enough job, and propose a reasonable compromise, both sides should be willing to put aside their differences.  One possibility could be that the lizard men help rebuild the village, but the Selhomarrians promise not to venture further into the bogs, or even pull back and allow the bog to expand to some degree.  It is the DM’s role to play the villagers and the lizard men, and if the PCs come up with a solution, to react accordingly.  The party’s troubles do not end, however.  Word will find its way to Almeniarenoth of the PCs’ deeds.  He will not take the setback of his plans kindly, and he can be counted on to be an enemy in the future.



4. The Voyage Home - Almost



Adventure Level:  6-10, Expert (total party level of 24-30)

Topic:  Large scale wilderness adventure.

Interesting Features:  Players learn more about Selhomarrian legends, Order of the Homebound involved.

Outline:  This adventure could be run for a party wishing to leave the Hollow World, but not knowing how to do so.  As mentioned earlier in this book, the Order of the Homebound is a secret organization that believes the outer world exists, and that it is a veritable paradise.  For many years, they have been quietly gathering supplies, and recruiting new members to their cause in preparation for the great pilgrimage.  



The PCs happen to be in Selhomarr just when this journey begins, though there was a dispute amongst the Order’s leaders.  There was disagreement as to whether the time to make the pilgrimage was at hand, and despite orders to the contrary, 3,000 members have decided to do so.  Though these would-be adventurers are great in spirit, none of them are skilled leaders or planners - there is not enough equipment for everyone, and already they are running low on food.  This is where the PCs encounter them, several miles away from any settlement of significance.  Recognizing the party as foreigners, the travellers hail them, and ask them cryptic questions as to the whereabouts of “the Realm of Wonder and Light, whose Gates are said to be marked by eternal darkness, and by great bounty beyond.”  PCs who arrived in the Hollow World via the polar openings may be able to decipher the true meaning of this question, but they should all realize that none of the voyagers have the slightest idea what they are getting into.



Attempts to dissuade the Selhomarrians from their journey are pointless, though PCs trying to leave the Hollow World may realize that this is their opportunity, and that there is strength in numbers.  By pooling their resources with the Selhomarrians, the party should be able to cook up a viable means of venturing to the southern polar opening, whether by taking several boats (by theft, purchase, magic, or otherwise), venturing across a great ice floe, or something else.  Fortunately, the pilgrims have plenty of cold weather clothing.  This should be played out as an epic journey - the party will soon be elevated to a position of leadership among the Selhomarrians, who will soon defer to the PCs’ wisdom in the ways of wilderness travel.  All sorts of dangers, from Vulcanian sloths to wild elves and worse, can be encountered.



Provided the party plans its strategy well, the group should be able to cross into the outer world without too many casualties, and along the way, the PCs could become living legends among the Selhomarrians.  Where the group goes from there is up to the PCs, but the consequences of introducing a large number of people to the outer world should not go unnoticed.  This group might even be the core of a new nation.



5. What the Steppes Hold...



Adventure Level:  15-20, Companion (total party level of 60-80)

Topic:  Fight an ancient evil, unmask a threat to Selhomarr.

Interesting Features:  Party encounters a high-powered lich, they could learn spells unique to Selhomarr. 

Outline:  As the party is travelling, they hear strange tales about events happening in the southern Plains of Aymira; merchant caravans plying the trade routes near there have disappeared under the shadows of floating continents, and isolated homesteads have been ravaged as well.  Despite frequent calls for action, Prince Aymir of Akalis has done nothing, saying that he will have the provincial army look into the matter.  This should pique the party’s interest - most of those caravans that vanished were said to be quite large!



What is going on is that, deep within the Forsaken Steppes, which lie not far south from the region of Selhomarr in question, lies the sanctum of the lich, Jurandis.  Unnamed over 700 years ago for crimes now long-forgotten, Jurandis fled with his evil lore to the Forsaken Steppes, where he proceeded to build up a host of undead servants.  Seeing Jurandis as a potentially useful tool in his quest for destruction, especially in a land as seemingly stable as Selhomarr, Thanatos granted him a minor artifact that allows him to cast his influence to any individual he wishes within 300 miles.  Jurandis has used the artifact to good effect, corrupting many officials in Akalis, and bringing Prince Aymir under his control, though he does not know he is being used by the lich.  Under Jurandis’ control, Aymir’s policies have become more erratic - raising taxes for no reason, arbitrarily sending people to prison without trial, and generally enacting policies that serve to alienate his people.  This increased strife has led to outbreaks in violence, which serves Thanatos’ interests.  Jurandis is likewise aided - once discord increases to such a level that Akalis becomes ungovernable, his undead hordes will sweep into the province, and use it as a stepping stone to overrun the rest of Selhomarr, creating a nightmarish empire devoted to Thanatos.



The PCs’ initial investigations should lead them to the southern regions of Akalis, where they may encounter the odd caravan.  Jurandis’ forces do not attack every caravan; the DM should determine whether or not an attack actually comes to pass.  If the PCs venture too close to Jurandis’ citadel on the Forsaken Steppes, or if they spend too much time along the caravan routes, he may send mid- to high-level undead against the party to test their strength, and to drive them away.  Further questing on the PCs’ part should reveal the presence of the citadel (it is concealed by magical means), and they should soon come to the conclusion that the citadel is where the almost palpable evil appears to originate.



The attack on Jurandis’ citadel should be dramatic, and highly dangerous.  Not only is he protected by high-level undead; Jurandis has also experimented on his charges, creating new forms of creatures to hinder the party.  DMs should use their imaginations here, but such creations might include spectres that act as batteries for stored spells, releasing them at the nearest target, tougher versions of revenants, or worse.  Finally, the PCs should gain access to Jurandis’ inner sanctum, and the evil artifact it contains.  The DM should design the artifact as desired, but it should be large and imposing.  At such a close range, its ability to bring people under Jurandis’ influence is much stronger; PCs may have to make checks every round to avoid the lich’s control.  The battle should be difficult, and Jurandis should be played intelligently (in life he was a 32nd level magic user).  If the PCs appear to be winning, he will flee using a ring of wishes, abandoning the artifact.  With Jurandis no longer controlling it, the artifact ceases to function, and its domineering effect ends.  The adventure is not over yet, though.  The PCs must still find a means to destroy the artifact to end its menace permanently, and they will have a new enemy in Jurandis, who will not soon forget the setback they dealt him - nor will Thanatos, for that matter.



6. The Darkness Inside



Adventure Level:  26-30, Master (total party level of 90-110)

Topic:  Combat the machinations of the Outer Beings, and perhaps meet them.

Interesting Features:  Party has the chance to learn about the Outer Beings.

Outline:  As a preliminary note, the adventure could be played as a stand-alone adventure, as the culmination of a long campaign, or as an introduction to the Outer Beings for upper-level PCs.  In the second case, the DM will have to stage several adventures before this one, allowing the PCs to encounter some of the Outer Beings’ lesser servants and sympathizers.  These adventures should take them all over Selhomarr, and possibly into other nations, as well.  The structure of this adventure will have to be altered as well.  Regardless, it is assumed the PCs will have developed a considerable reputation in Selhomarr, such that important people will know them by name.



There has almost always been the occasional disappearance around the town of Prenos, on the Tylierian Peninsula.  The locals, close-lipped about the matter, often attributed it to incautious youth on their Wandering running afoul of wild animals or bandits.  This time, however, the person who goes missing is Maridis, sole heir of the ailing Prince Galen of the province of Atlissini.  Not to be placated by the tales of the locals, Galen contacts the PCs, in the hopes that they will help him recover his son.  Without a son to take his place, Galen’s throne will become open to contention upon his death, and there are many unsavoury would-be Princes in the wings.



The PCs are not only motivated on compassionate grounds; one of their patron Immortals also sends them a message in their dreams, warning them of a great, ancient evil that is slowly awakening.  The dream should be cryptic, but the basic message is clear; a great, festering evil lies not far from the town of Prenos, and the PCs must put an end to it.  Upon reaching Prenos, the party should find it as described in the Settlements section - the inhabitants are close-mouthed about the issue, and make no effort to make the PCs feel welcome.  While the PCs are sleeping, after it becomes clear that they are not about to leave the area, the local Outer Being cultists send a small group of assassins to where the party is resting.  This attack should fail, as the assassins are low-level thieves, and the cultists underestimated the PCs’ strength.  Since the attack seemingly came out of nowhere, the PCs should be suspicious.



How the next section progresses is up to the players.  Somehow, they should try to find out who sent the assassins after them.  Asking locals about the attack will only bring more icy stares, and more attacks - this time by slightly more powerful opponents.  Either by capturing an attacker, or by investigating on their own, the party should eventually find out where the local Outer Being cultists are based, and go there.  By this time the cultists will have more accurately assessed the party’s strength, and attempts to delay or prevent the discovery of the cultists’ base of operations will be that much more formidable.  Alternatively, one of those innocent locals who are kept silent out of fear might approach the party with information, in exchange for protection.



The final part of this adventure is the infiltration or invasion of the cultists’ base.  Either way, the DM should drive home that this group is evil to the core - whether through horrible room descriptions or the cultists’ tactics.  Due to the presence of so many devout worshippers, the Outer Beings have managed to use their powers to bring in several lesser and greater servitors of Yurrgh-Thal, and these creatures are present in the altar room, where young Maridis is about to be sacrificed!  This is the first time that the PCs will come face-to-face with the servitor races of the Outer Beings; it is essential that the creatures be described in their full horror, and that they are played intelligently.  Equally sickening to the players is how corrupted the human worshippers of the Outer Beings truly are; it should be made clear that these people have literally sold their souls to utterly evil creatures.



If the PCs survive the encounter, and manage to rescue Maridis, they will have the eternal gratitude of Galen.  They will also, through their deeds, have become aware of the Outer Beings as a force, and of the degree to which they have infiltrated Selhomarrian society.  Through their actions they will have acquired another implacable enemy - one that will hound them even as they attain Immortality.
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