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Introduction —

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

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

Throughout history, Nithians have gone
about their daily routines with the fecundity
and patience that only 2 people assured of a
place in the afterlife could maintain.
Throughout the ages, parents have passed on
their names and occupations to their children.
This process has promoted such
individualization that the bread from one
baker can be easily distinguished from the
bread of another and is identified by the
bakers' family name.

Upon entering Nithia, time stops. Even the
shifting sands of the desert work to mask all
evidence of time and travel as footprints vanish
in the wind. The clerical rituals of Rathanos
and Pflarr are carricd on in the same manner as
they were centuries past. Nithia is a nation
living to serve the dead of yesterday and
tomorrow by keeping all aspects of life as they
are this sleep.

Yet, it is a kingdom alive with secrets,
intrigue, and conflict as the great cities of
Menkara, Tarthis, and Ranak vie for power and
control of the land. Trained assassins, sly
diplomats, and powerful mages travel from one
city to the other, playing a dangerous and
sometimes deadly game. Always the goal is the
same, 1o acquire the ultimate title, that of
Pharaoh.

It is 2 magical land, where battle-barges float

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

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

About This Book

This product contains source material on the
Kingdom of Nithia, located in southeastern
Iciria of the D&D® game's HOLLOW
WORLD™ campaign setting. The
information contained within expands upon
the information listed in the HOLLOW
WORLD boxed set. Cultural weapons and
armor afe discussed, specialized characters
within the four human classes are covered,
and the Nithian land, history, and culture is
examined.

Altogether, the product provides a sturdy
framework upon which many fascinating
adventures in Nithia can be created. After
reading these books, you will understand
how pyramid power works, what glyphs can
do, and how to write any word you want in
the Nithian hieroglyphic system.

An effort has been made to create many
fun options for Nithian players. They can use
special weapons and armor and may select a
specialization to the character class. This adds
a new dimension to the standard D&D
campaign, Nithia is also a very magic
intensive land. This is reflected by the
household magic spells and items that are
reviewed in the DM's book. Finally, a
number of interesting secrets, societies, and
powers have been included. The DM may
slowly allow players to discover these,
providing them with a true sense of mystery
and danger.

If you don't use the HOLLOW WORLD
setting or don’t play the D&D game, the
information within is easily adapted to your
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own campaign world and may even be con-
verted to the AD&D® 2nd Edition game
system with minimal effort.

This product is divided into two books, a
Player's Tome and a Dungeon Master’s Tome.
If your campaign includes non-Nithian PCs,
let them see the ““What Everyone Knows
About. . " and the “Rumors’ sections of
this book—nothing clse. The rest of this
book contains information for players of
Nithian characters. The information in this
book is available to Nithian PCs even during
game play.

The Dungeon Master's Tome should be
read in its entirety by the DM. Some of the
information contained within it should be
shared with players of Nithian PCs. This is
left up to the DM to determine, but infor-
mation found in the Nithia and Society sec-
tions is suggested. Much of the information
in the military section may also be shared
with any Nithian fighter PCs.

Also included is a two-sided map depicting
Nithia in the standard 8 miles per hex scale
used in the D&D® game. The inside cover
contains a condensed view of the entire king-
dom along with some helpful tables.

A Word on Female
Characters

In traditional Nithian society, the position of
women is a “'protected"’ one—they
traditionally do not engage in pursuits that
would involve possible physical injury.
However, part of being a player character in
this or any other DUNGEONS &
DRAGONS® setting is having the power to
break with tradition. Nithia is no exception
in this regard. In the ancient days (when
Ranak was transported to the Hollow World),
there were a number of female wizards,
warriors and other professions. There is no
reason why female PCs cannot be created for
any of the sub-classes offered in this book.
In terms of game play, the presence of

female clerics, warriors, and mages would
generate interest (for good or ill) in NPCs,
due to their scarcity. Situations arising from
this can only serve to round ourt and spice up
a campaign. Please feel free to play female
characters in this setting with no fear of
penalties.

A Review of the Hollow
World

For the convenience of those who are new to
the Hollow World, and those who do not
play in this specific setting but wish to enjoy
the information contained in this source
book, some Hollow World conventions are
revisited in brief below.

Time

In the Hollow World, time is usually
measured in beats of a drum (one second per
beat), the time span between sleeps (24
hours), and the time required for the floating
continents to make 2 full circle about the
Hollow World sun (one year, as engincered
by the Immortals).

Distance

The measurement of distance within the
Hollow World usually uses labels peculiar to
non-natives. Distance is measured in the
length of a pace (or step) of a marching
soldier, the long range of an atrow, and the
distance traveled by an army during one
sleep’s standard march. These distances and
their corresponding length in English

measurements are as follows:

Pace - 3 feet

Flight - 210 feet (70 paces)

Match - 20 miles, (about 500 flights, or
35,000 paces)

Long march - 24 miles




The Nithians and those around them also
speak of the “long march” indicated above.
This is the maximum distance an army can
cover during 2 sleep without having adverse
effects upon the troops. It is equal to 24
miles, roughly 600 flights, or 42,000 paces. It
also corresponds to three hexes on an 8 mile
per hex map such as the map of Nithia in-
cluded in this product. Most player characters
cover ground at this rate when traveling on
foot. Thus, each sleep (1 day) of travel by the
PCs will advance them 3 hexes. With this in
mind, a feel for the vast size of Nithia be-
comes evident.

Direction =

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

Common Language

The common language spoken in the Hollow
World is the same tongue spoken by the
hundreds of small Neathar tribes
(Neanderthal men). It is appropriately called
“Neathar”’ Most non-isolated Hollow World
societies will speak Neathar in addition to
their native tongue. Thus, Neathar is the
best language for outsiders to pick up and
will likely be the first language they learn as
it is easier to grasp (due to its fundamental
nature) than most national tongues.
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What Everyone Knows

About Nithia

Nithia according to a_Jennite trader:
“Nithians are an odd, dark-skinned people
to the east of us. My band often trades
crafted golden items in return for raw gold,
linen, and grain.

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

“Nithians are also preoccupied with death.

The people work all their lives to erect giant
pyramid shaped tombs just so their kings can
be locked away within them once they die.
When a king does die, all his wives, close
friends, and many of his servants are slain
and buried with him. A brave man would
fight heroically to prevent such a horrible
fate, but the Nithians actually find it an
honor to die and be entombed when their
king passes from this world. A very strange
folk indeed.

"I once asked a Nithian in Ranak what
they find so honorable about being killed
and buried with their king. The man looked
at me in that queer Nithian manner and
mumbled some nonsense about returning to
a reborn world in the far off future. I guess
they believe that all the dead will one day
awaken and walk the land again. This
explains why they bury so much gold and
food with their dead. 1 suppose they want
them to awaken with all the comforts of
home about them.

“Nithians also go about change and
improvements in 4 very strange manner.
Once something is finished, it is never
changed even if they could improve it. I
heard that a farmer's wife nearly beat a slave
to death for trying to refit the family's
chariot with better wheels. She claimed that

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

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

“*As far as history goes, I hark to the words
of my elders. They tell of a time in the
ancient days when the Plains of Teuz ran all
the way to the mountain range that the
Nithians call Pflarr’s Wall. Then one circle,
the very sun itself separated and part of it
came down and rolled across the land,
burning the grass and transforming it into a
great desert. Not long after, 2 magical bolt of
lightning shot through the newly formed
valley and the river Nithia was formed.

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

“The elders sent a band to investigate, but
none returned. Assured that the great
journey across the desert had claimed them,
they refused to send more and decreed the
desert to be no-man'’s land. Only those who
were exiled from the Jennite Holdings
traveled there. Thus it was that contact with




the Nithians wasn’t made for many circles.
But their lust for conquest eventually led
them to lay claim upon the land that is sa-
cred to my people. Upon hearing such an
absurdity we sent a small band of messengers
to negotiate with their king. However, the
band was slaughtered by the Haptans, a city
of black Nichians who look and fight like the
Tanagoro. Ever since, my people have hated
the Nithians and are awaiting the day of
revenge.”

A Tanagoro warrior on the Nithian military:

“The Nithian army is a mighry force, but
they are soldiers, not warriors like the Tana-
goro. On a one to one basis, a Tanagoro can
best ten Nithians. However, though my peo-
ple are strong, the Nithians are like the
batubu-ants of the Dju-Dju Hills; they have
an endless supply of soldiers. Even the great-
est Tanagoro warrior cannot defeat enough of
them to make a difference.

“They also use strange magic in battle,
such as burning-glasses to set our camps
alight, and other cowardly tactics. But we are
not afraid, for their armies are slow and easily
seen. They also pose no threat to us for they
do not function well in rough ground. Our
tactics are far superior to theirs.

“Occasionally we attack their smaller forts
and raid their outlying villages in response to
hostile actions on their part. In such cases, we
can avoid their large armies and our fighting
prowess overcomes them.

“I do not understand why the Elders gave
a number of our people to the Nithians lo
these many years ago. Now they use our own
fighting skills against us. It makes it harder
to fight them. "Keep living,' the Elders tell
us. "You will understand in time.” All I un-
derstand is that the enemy hates us, and we
hate the enemy.”

A Milenian Senator on Nithia and its govern-
ment:
I have never been to Nithia, and have

only seen a few of their ambassadors, Seal
Bearers, they call them. They are a sectetive
lot, most distasteful, However, I can give an
accurate account of these people due to the
many informative briefings I have had from
field officers who have fought against their
nation. Of course, [ realize that these brief-
ings are tainted with the hatred and respect
due a2 worthy enemy, but I am wise enough
to see through all that, and will now give you
my objective viewpoint.

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

“It’s the people and their style of govern-
ment that really cause the problems. They
have foolishly given their leader, the Phar-
aoh, total control over the entire nation. He
leads the military, decrees all laws, and even
assigns the next ruler (who is often one of his
sons). These benighted people actually allow
this injustice to take place. In fact, they pro-
mote it. Some sort of fol-de-rol about mak-
ing the river rise, and making the crops grow.
As if this weren't bad enough, their Pharaoh
claims to be some form of Immortal and
many of the people believe this lie.

"“Because of their fanatical devotion to this
numbskull Pharaoh, it is impossible to en-
lighten or liberate the Nithian people, either
by diplomacy or more stringent means. Oh,
and any rumors you may hear about Milenian
forces being defeated by Nithian magic are
purest drivel. We've simply had some bad
luck with those primitives.

“It is obvious that Nithians are a rather
simple-minded race in which the rare leader
type can quickly rise through the ranks and
take control. Why, 1 suspect that our slaves
have more intelligence and confidence than
their noblemen! Fools, fools, I tell you!”
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Rumors

Other rumors commonly overheard about
Nithia while patronizing a tavern or setting
around a campfire follow:

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

Nithians make enchanted shields that
are impervious to arrows.

The dark skin of a Nithian reflects the
heat, keeping him cool on the hottest of
days.

Nithians foolishly wear their shields
upon their backs, even in combat.

The Nithian Immortals bless all their
missile weapons, making them the
deadliest weapons imaginable.

Nithian statues come alive at night and
protect the kingdom from invasion.
Nithians are such savages that they
haven’t learned how to make metal
armor or shields.

The statues of Nithia are used as playing
pieces by the Immortals in a
never-ending unfathomable game,

The monoliths of Nithia are cursed
offerings to the Immortals of Entropy.
Nithian warriors use a strange magical
sword called a khopesh. Its blade is
curved like that of a scythe.

Some Nithians worship the sun and can
cause anything near them to burst into
flames.

Pyramids have vast mounds of treasure
within them, bur it is all cursed.

Evil monsters of unstoppable power live
in the broken lands of Nithia.

Nithians believe that death is a higher
state of existence than life.

Never kill a Nithian, for his undead
spirit will curse you and your family.
The Pharaoh owns several magical items
giving him the abilities of an Immortal.
There are no magic-users in Nithia, and

even the clerics do not use many spells.
There is a whole city of slaves in
southern Nithia.

Nithia has always existed in the Hollow
World since time began.

Nithia is actually two combined
kingdoms who hate each other.

The Old Pyramids are haunted by
dog-men.

The Towers of Soth and Sekhaba are
linked by a magical releportal.

Passages beneath Mt. Khufiri lead to
another dimension.

5
=

o
ol
ol

B




Nithian Character
Specializations

This section is an in-depth expansion on the
information listed in the HOLLOW
WORLD™ boxed set. Here, we look beyond
the four classes allowed to humans and delve
into specialized subclasses that are not evi-
dent to most foreigners. The rules below
apply to all Nithian player characters. Of
course, since almost all Nithians are human,
the class of dwarf, elf, and halfling are not
covered.

Nithia has a sophisticated society in which

“every person has a specific niche. The idea of 2
“jack-of-all-trades” is complerely alien to
them. For example, there is no such thing as a
Nithian “cook" Instead there are bakers,
pastry chefs, brewers, etc. Specialization in all
walks of life is the norm. This is often over-
looked by foreigners and considered unim-
portant, yet it has great ramifications in the
Kingdom of Nithia. The success of the various
branches of Nithian government can largely
be attributed to specialization. This tendency
is summed up by the Nithian proverb, “The
body is more than the sum of its parts.”

To bring this aspect of Nithian culture into
the game, specializations are presented below
under each character class. Characters that
use these specializations have certain benefits
and penalties that separate them from stand-
ard character classes, producing unique char-
acters that improve the flavor of the game.
These specializations are chosen during char-
acter generation, and are permanent unless
steps are taken 1o renounce them. If this
occurs, all powers that are part of the special-
ty class are lost.

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

Clerics

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

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

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

The Immortals

Before the actual clerical specializations are
discussed, the seven most followed Nithian
Immortals are discussed. As is often said,
“The Immortals wear many masks.”” Because
of this, some of them have names and ap-
pearances unique to Nithia. To keep the
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distinctive flavor of Nithia, the local names
of the Immortals are used in this product.
However, their “'generic”” Hollow World
names appear next to their Nithian appella-
tions. For in-depth explanations of the Im-
mortals” areas of influence and power, see
“The Immortals™ section of the HOLLOW
WORLD™ Dungeon Master’s Sourcebook.

Horon (Ixion)

i

—-——ﬁ-—-—

Sphere: Energy.

Appearance: Horon appears as either a gold-
en hawk with eyes like stars, or a beautiful
human male with radiant golden skin and
eyes of flame. His traditional Nithian head-
dress is emblazoned with the signs of both
the sun and the hawk. He wears brightly
glowing linen seemingly made from spun
gold and wields a magical throwing-disc in
the shape of a flaming wheel, which is
Horon's symbol of power. He travels about
Nithia in a giant float-chariot borne aloft by
golden pegasi with hooves, nostrils, and eyes
of flame.

Ptahr (Kagyar)

k_%\
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Sphere: Martter.
Appearance; Prahr walks the deserts and
badlands of Nithia, but is rarely seen and
almost never recognized. He appears as a tall
(6') figure, covered in a gray linen robe and
turban. He often walks hunched over, lean-

ing on a gnarled staff, with his turban
wrapped around his face to conceal his fea-
tures. Most who see him hobbling across the
desert consider him to be 2 madman or per-
haps a ghost, for most would die of heat
exhaustion in such dress, However, those few
who have looked him in the face found nar-
row eyes containing the deep fire of creativity
and patience. He wears the tight and stiff
beard associated with Pharaohs and nobility,
and suspended on a chain around his neck
Ptahr wears a crystal pendant in the shape of
his symbol, a crossed hammer and chisel.

e
W/

Sphere: Energy.

Appearance: Pflarr has no Nithian alias due
to the fact that he is a survivor of the ancient
Nithian Empire of the surface world. The
statue on the front of this product is in
Pflarr’s honor and is an idealized version of
his appearance. There is also a good picture
of Pflarr in the HOLLOW WORLD Dungeon
Master’s Sourcebook. Pflarr appears as a sev-
en foot tall humanoid jackal. He is covered
in fine brown fur and wears the typical white
linen robes of Nithia. Pflarr is also fond of
jewelry and other magical adornments in-
cluding Pflarr’s Puissant Pyramid, an artifact
of immense power. Pflart’s symbol is a jackal
head with human eyes.
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Ranivorus

)
A

Sphere: Entropy.

Appearance: Ranivorus also goes by his given
name. Ranivorus is Pflarr’s Immortal enemy,
and does everything he can to thwart and
torment his rival. In his true form, Ranivorus
appears as a giant (12 to 18 feet tall) gnoll.
Gnolls are known as dog-men due to their
appearance, and Ranivorus exploits this phys-
ical similarity to mislead and corrupt Pflarr’s
followers. Often Ranivorus will don white
linen robes and jewelry to mimic the appear-
ance of his adversary, but when he is being
himself, he wears spiked black plate mail and
wields twin flails in combat. His emblem is a
human head with five snakes coming from
the mouth.

Rathanos

A
“
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Sphere: Encrgy
Appearance: Alchough most Nithians call
Rathanos by his given name, some refer to
him simply as Ra. Though he is originally of
Oltec origin, Rathanos’ affinity for the
magic-rich Nithian Empire caused him to
manifest as a Nithian noble. He, along with
his ally Pflarr, is portrayed on the cover of
this product. Together, they rescued what
they could of the fallen Nithian Empire, and
transported Ranak to the Hollow World.
Rathanos always appears in the form of fire.
He may occupy a campfire, bonfire, or even
the flames of a torch, animating it with his
magical essence. If he must appear by him-

self, he will take the form of either 2 manlike
fire elemental, or a whirling vortex of light.
Ra’s symbol is a burning brand.

Thanatos

Sphere: Entropy.

Appearance: Thanatos has no other name
among Nithians. When he appears, he takes
the form of either 2 mummy or a withered,
blackened corpse. In either guise, he is clad
in the voluminous black robes he typically
wears, and the diseased and rotten black
wings that are his trademark can sprout from
his back at will. He typically carries a rusty,
pitted sword-staff or scythe that is stained
with blood and dark filth. He, along with

Ranivorus, seeks the destruction of Nithia.
His symbol is the scythe.

Isiris (Valerias)

Sphere: Matter.

Appearance: Isiris appears as the most beauti-
ful Nithian woman imaginable. Her white
linen gown is as clear and supple as flowing
water, further accenting her flawless beauty.
She adorns herself with the most exquisite
jewels and golden accessories. Most noticeable
of these are the pair of golden earrings given
to her by Horon, her main lover. Isiris” symbol
is the rose, and she has been known to appear
to her followers by stepping from the petals of
a giant rose. She is also known for her most
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powerful weapon, the Heart-thorn, which
causes victims to fall madly in love with the
first living thing they encounter.

Clerical Specializations ——

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

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

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

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

list. At 10th level they can cause their swords
to burst into flame at will, causing an addi-
tional 1d4 points of damage upon a success-
ful hit.

Of course, there are penalties as well. Like
their patron, Horonii are quite hot-tempered
(pardon the pun), If they are insulted, treat-
ed rudely, or demeaned in any way, they
must make a Wisdom check (at —4) or go
berserk for a number of rounds equal to their
level. However, they are just as quick to for-
give and forget and do not hold grudges.

Horon demands a lot of time spent in
honoring him. If at least one hour each sleep
is not devorted this endeavor, all benefits are
lost until a full sleep is spent repenting. All
standard clerical spells are lost as well. Fur-
thermore, Horonii must combat the forces of
entropy wherever they are found, even if it
places them at grear personal risk. However,
they will avoid obvious suicidal situations in
hopes of returning to fight another sleep.

All of Horon's clerics are particularly fond
of the sun, light, and the life that it provides
to plants. As such, they spend a lot of time
growing elaborate gardens around their tem-
ples and helping the local farmers. Their
passion for life extends to relationships as
well. When not involved in life's trials,
Horon's clerics can usually be found poring
over scholarly works in an attempt to gain the
knowledge from which wisdom is derived.

The Horonii wear as much gold as possi-
ble, as it is Horon's favorite color and it
pleases him, It is also considered highly hon-
orable for these clerics to acquire the chario-
teer driving skill.
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Ptahr
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Specialist clerics of Prahr, referred to as Artif-
icers, are master craftsmen and artisans. If a
greart statue is being built in the desert, you
can rest assured that Prahr's priests are near-
by. However, these priests do not work on the
great pyramids, for they are the domain of
the Templar mages.

At first level, Artificers can detect magic at
will. When using this power, the Artificer's
hands (palms and fingertips) glow with a
cool, blue light. They also gain the ability to
intuit the nature of complex devices (55 %
chance). This ability does not, however, allow
the Artificer to deacrivate traps, or operate
the devices he has solved.

Ptahr Artificers produce more magical
items than any other class in Nithia. Each
new level, these clerics learn how to make
magical charms of resource. These have the
same effects as standards and even look like
them, bur convey their power only onto the
one wearing them. These devices take a sleep
to fabricate. (Both of these magical items are
explained in the DM's Tome.)

Never will a Prahr cleric make more than
one charm of the same type. Furthermore, he
can only make one charm at each new level.
The priest may give a charm of resource away,
but this is seldom done. Only if the recipient
truly deserves a blessing from Prahr will a
charm be passed on to him. Charms are not
given away frivolously, and are never sold for
profit. Even when giving one away, the cleric
does not inform the recipient of the charm'’s
magical property.

At tenth level, the Artificer gains the
power to create magical auromara that act as
companions, servants, and defenders. These

devices, once activated, mimic the movement
rates, attacks, etc. of whatever creature they
are crafted to resemble. However, due to
their metallic construction, automata do
damage by size: S (6”-1") 1d4, M (1-4') 1d8,
L (4-8") 1d12. They arec immune to dispel
magic and heat metal spells, and obey only
their creator, or whomever they are “as-
signed” to. Once an automaron is assigned
to the recipient, they perform their duties
tirelessly until ordered to stop. Needless to
say, they never check morale in combat.
Their construction takes ten sleeps per foot of
the creature's length, making it a lengthy
and complicated process that would keep an
adventuring Artificer away from heroic quests
for long periods of time.

At twenty-fifth level, the Artificer must
begin to sculpt an g8 of wonder. This proc-
€ss requires a precious of semi-precious gem
of at least 2,000 gp size. The arcane process
by which this is done is unknown, but ac-
cording to legend, the process takes a full
cycle (year) to complete. Once the cgg is
finished, the Artificer can once again go ad-
ven[urmg

To properly honor Ptahr, an Artificer must
complete a drawing, painting, sculpture, or
other work of art every 10 sleeps. To protect
their work, Artificers are issued a papyrus art
wallet. This pouch is similar to a bag of hold-
ing, but will only take the cleric’s artwork.
Any other item placed in the art waller will
cause the papyrus to tear, destroying the
wallet and its contents utterly. He must work
diligently on the piece for at least two hours
per sleep. If this is not done, all creativity
and abilities are lost until two full consecu-
tive sleeps (per level of the cleric) are spent in
repentance. The paintings and statuary of the
Ptahr priests are fantastic works (worth 100
gp per level of the cleric).

If any cleric of Ptahr knowingly destroys a
work of art, he must spend a full ten sleeps
in atonement for his ctime. For Arrificers,
the penalty is more severe. If this is not
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done, a full five Intelligence points are per-
manently stripped from the Artificer, making
him the cretin his actions indicate him to be.
At an Intelligence of 2 or less, the cleric him-
sclf becomes a puppet under the full control
of the Immortal.

Prahr clerics spend their spare time creat-
ing artistic items of all sorts. When they are
not involved in art, they are thinking about
artistic expression and such. Thus, some are
quite eccentric and lead rather reclusive lives.
Even their common dress of gray hooded
robes indicates this. They are the epitome of
the philosophic artist.

Pflarr

Pflarr’s specialist clerics, referred to as the

*“Children of Pflarr,” are extremely interested
in magic of all types. They revel in their abil-
ity to cast spells, use magical items (even

L

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

The Children of Pflatr automatically gain
the ability to speak Hutaakan and are treated
as near equals by them. At first level, the
Children of Pflarr can read magic at will. At
the 5th level, a Child of Pflarr receives the
spell-like ability known as the Javelin of
Pflarr. The Javelin is an energy-bolt akin to
the magic missile, but is more powerful, and
also can affect non-living matter. Like the
magic missile, the target has to be in the
cleric’s line of sight, but the bolt does not
miss once fired. This can be done once per
sleep. At the outset, the Javelin of Pflarr does
1d6 + 1 damage. The damage increases to
1d10 +1 at 10th level, 1d12+2 at 15th,
2d8 +2 at 20th, and 1d20 + 3 at 25th level
and above. The Javelin's range is the same as
that of a magic missile.

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

Clerics of Pflarr must protect magic when-
cver they find it and help it to grow through-
out the land. In an adventuring party, such a
cleric often attempts to befriend the group’s
magic-user, to learn and to obtain spells.
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When it comes to magical treasure, however,
the Children of Pflarr can be quite conten-
tious, doing nearly anything to obtain such
items for the service of Pflarr. If a Child of
Pflarr mistreats magic-users without reason,
he gains no spells unul the infraction has
been repented.

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

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

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

‘e

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

Rafhanos
)/-p‘“"\\'

The many Nithian clerics of Rathanos are
obsessed with energy, especially that of
flame. Fire always burns in the braziers of
their temples, and they constantly research
spells and magical items that produce flame.
Rathanos’ specialty clerics, hereafter
known as Flame-Bearers, exemplify Ra-
thanos’ ideal. They live their lives devoted to
the principles of Energy. In return, Rathanos
provides these people with special benefits.
Although Flame-Bearers are subject to heat
exhaustion like most Nithians, they are ex-
tremely tolerant to fire. At first level these
priests are able to walk across a bed of hot
coals without damage, and gain +1 to all
saving throws vs. heat-or fire-based spells,
breath weapons, wands, and other magic. At
fifth level they automatically take half dam-
age from all energy-based attacks (if their
saving throw is failed). At 10th level they are
not only immune to flame or fire damage,
but can regenerate lost hit points with fire,
be it magical or normal.
Anytime one of these specialty clerics casts
a fire based spell, he rolls a percentage die. If
the resulr is equal to or less than his level,
one aspect of the spell is doubled. The player
may choose whether it is double damage,
double duration, double area of effect, etc.
Clerics of Rathanos do not harm beings
that have a fiery nature unless they have no
choice. At 20th level, Flame-Bearers gain an
effect similar to a charm spell when dealing
with flame-or energy-based clemental beings.
In return for these abilities, Flame-Bearers
must continually honor Rathanos by contem-
plating and researching magic related to en-
ergy and fire. Their beliefs also place them at
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direct odds to any followers of Entropy, and
to defeat such beings in combat is to further
honor Rathanos. At least one flame must
burn in their chambers at all times, and the
Flame-Bearer's entire life is devoted to the
quest for a means to transform the human
body into a vortex of intelligent energy. (Un-
fortunately, any successful means to this end
generally results in the Flame-Bearer proceed-
ing along the Immortal path of Energy, never
to divulge the secret to other mortals.)

If Rathanos is not properly honored on a
daily basis, he has been known to remove his
gifts—at the worst possible time for the luck-
less Flame-Bearer. In addition, the perma-
nent price tag for these abilities is rather
high: Flame-Bearers have no saving throw
against, and always take double damage
from, water-based and cold-based magic.

Thanatos

I\

Like Ranivorus, this fell Immortal is not gen-
erally followed by PCs as he is a dark and vile
being. The information for this NPC special-
ty is provided in the DM’s tome.

Isiris

N
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Although not persecuted like the clerics of
Ranivorus and Thanatos, the specialty clerics
of Isiris are not popular among the ruling
class or military. This stems from their belief
that the Kingdom of Nithia should be con-

tent with its current borders and cease all
attacks on its neighbors. Instead, the popula-
tion should be sending envoys of peace and
love to enemy states. (It is rumored that the
Tanagoro enclave of Hapta is part of a2 move
by Isiris to unite Nithia and the Tanagoro
lands). Apparently in reaction to this dislike,
Isiris’ specialists are known as Thorns. How-
ever, these priests have the grudging respect
of the powers that be, for they have negori-
ated the Kingdom of Nithia out of some very
dangerous confrontations. The maxim of the
Thorns is, “Conquer with peace.”

Thorns of Isiris have a certain charm and
inner beauty unlike any other people (mini-
mum Charisma score of 16). Their passion
for love and romance is so great that anyone
they make advances toward may fall madly in
love with them. They may attempt such ad-
vances once per sleep and the effects are
identical to a charm spell. If this attempt is
made while handing the person a rose, the
subject saves at a — 2 penalty.

Isiris clerics are almost irresistible to nor-
mal folk, and are usually in the company of
one to four followers. The aura of appeal that
radiates from the specialty cleric assures them
the company of handsome people. If the
person is of the opposite gender to the cleric,
treat the situation as if the cleric just cast a
charm spell on the person.

At fifth level of ability, the Thomns of Isiris
can cast a spell known as lovesong. When the
lovesong is cast, all combatants within a 10-
foor radius per level of the cleric must save at
=4, or lay down their weapons and join
together in peace and brotherhood, talking
out their differences and generally becoming
fast friends. This, of course, does nothing to
endear the Thorns of Isiris to warrior-parties!

At 10th level, Thorns of Isiris gain the
ability of girding. They may call upon Isiris
to give them a weapon and armor if they or a
lover is in a life-threatening situation that
might be avoided with these items. A d20 is
rolled, and if the result is equal to or less
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than the cleric’s level (20 always fails), armor
and weapons (of a random culture) appear.
At 15th level this request is usually answered
with magical or extra-planar weapons and
armor, as required by the situation (+ 1 if the
foe can only be hit by +1 or better weapons,
etc.). At times, one or more warriors of first
to sixth level may appear to fight for the
cleric. However, as soon as the items or war-
riors are no longer needed, they return to
their home culture or plane in a shower of
rose petals.

Clerics of Isiris are particularly fond of
those who follow Horon and often fall in love
with them. However, Isiris” clerics always
spread their charm around among all whom
they meet. They are also particularly attract-
ed to the ebony skinned Tanagoro and find
these people fascinating.

The Thorns of Isiris must always be con-
cerned with their appearance, and must look
their best at all times. They are particularly
fond of costly clothing and jewelry, with

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

Isiris is also honored by offerings of food,
and to take in strangers or homeless children
and feed them is to honor this loving Immor-
tal. If Isiris is not properly honored, she has
been known to blast 2d6 points of Charisma
from a character, reasoning that ugliness
within should be reflected on the outside. If
the victim's Charisma is reduced to two or
less, he becomes an ugly, mindless brute,
completely beneath the Immortal's con-
tempt. In addition, Thorns must spend at
least 1,000 gold pieces per level before being
able to reach the next level of experience.
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This money must be spent improving either
oneself or others, not on frivolous things. 1f
this is not done, not only will the next level
not be reached, but there is 2 55% chance
that the awful Charisma loss occurs as well.

Fighters

The most prevalent class in all Nithia is the
soldier. The Nithian military is one of the
most organized societies in the Hollow
World. In their wisdom, the military leaders
throughout the ages have realized that spe-
cialization is the secret to military greatness.

The player who chooses a Nithian soldier
need not be just a fighter. The player may
choose from subclasses such as: archer, chari-
oteer, heavyman, runner, or spearman.
When a Nithian fighter is first rolled up, a
field of specialization may be selected. A
particular character may have at most one
specialization. Of course, there are generic
Nithian fighters as well, but they are greatly
outnumbered by specialists.

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

Fighters may use any armor or weapon
accepted to their culture. However, some of
the specializations place specific restrictions
on this aspect.

Archer

Nithian archers are arguably the most compe-

tent bowmen for countless marches in all
directions. Their function is paramount to
the military’s formations, strategies, and
success.

Archers generally dress in harness armor
with the elite employing a breast plate as
well. They wear their hair short and do not
use helmets, Both of these aspects improve

their vision, assuring a clean shot neatly every
time. They never wear full armor as it is too
restrictive and bulky. In game terms, full
armor cancels zll bonuses that accrue to the
archer character. Archers may, however wear
bracers of defense (see DM's Tome) or other
magical protection in combat.

The benefits of these restrictions are that
Nithian archers gain a + 2 attack and damage
bonus with the bow. Helmets of any type
reduce this bonus by 1. Armor completely
negates the bonus, and shields (excepting the
buckler) cannot be used at all—it is impos-
sible to fire a bow one-handed! The only
exception to this rule is archers who have the
bow shield skill. In this case, a buckler or
light shield can be used.

Commonly selected general skills include
bow shield, shield back, Nithian Armor, and
Nithian Weapons.

Charioteer

The charioteer is a very special type of fighter
that fills the Nithian niche of cavalryman.
Charioteers are skilled in both driving and
fighting from a chariot, Besides their combat
skills, they are knowledgeable about horses
and chariots. However, this doesn’t extend to
the degree of riding horses (a skill few
Nithians have) or making chariots, only that
they understand both fully enough to main-
tain them and use them as only a charioteer
can.
Charioteers dress in heavier armor than
most as they do not always have 1o walk.
Typical armor includes full scale/textile ar-
mor with a light shield and helmer being
optional. Highly skilled charioteers equip
themselves with scale mail, helmet, and a
common shield, but this is a great hindrance
to novices. Only those of Sth level or higher
can use scale mail without losing the ability
to both fight and drive (see below), and only
those of 8th level or higher can use a com-
mon shield.

The benefits of being a charioteer include
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the ability to use weapons from a chariot
without attack or damage penalties, and a
knowledge and mastery of chariot-mounted
weaponry. Anyone else attempting this deli-
cate procedure suffers a — 2 penalty to attack
dice, and only inflicts half damage.

| )
~

The main disadvantage of being a chario-
teer is that general skill slots must be spent
on chariot driving and chariot combat. Fur-
thermore, there are a lot of places in which
the special charioteer benefits do not apply,
such as inside dungeons, caves, or tombs.
Besides this, chariots are not cheap.

Those who ate lucky or wealthy enough to
purchase a float-charior enjoy a + 1 bonus to
their attacks and defenses when riding. This
reflects the increased speed and maneuver-
ability of the floar-charior Skills commonly
selecred by charioteers include shield back
and charior weaponry.

Heavyman

Nithians consider heavymen to be the strang-
est specialization although most foreigners
can identify with them more than the others.
Heavymen train in hand to hand combat,
with the only ranged weapons being a few
light hurled types. However, their combat
prowess greatly makes up for their lack of
ranged attack forms.

Heavymen wear all forms of armor.
Though the most common form of armor is

scale mail, heavymen's training builds the
endurance necessary to wear their distinctive
plate mail and battle-helms. They often carry
a common shield, although half of them
never take their shields off their backs. This
reflects the fact that all heavymen have the
shield back general skill.

Heavymen gain a +2 attack and damage
bonus when using any cultural melee weap-
on. They enjoy a +1 bonus when using cul-
tural hurled weapons in melee (such as
daggers, spears, axes, etc.). However, they
suffer a — 1 penalty when hurling a spear,
light spear, or javelin and a — 2 penalty for
using any type of bow or sling. No penalty is
applied for hurling a dagger, throwing dag-
ger, throwing stick, light eye-axe, or hand
axe,

Heavymen must spend a skill slot to gain
shield back. Other commonly selected skills
include bracers, khopesh, Nithian Armor,
Nithian Shields, and Nithian Weapons (see
the “Nithian Starting Skills” section). A
heavyman khopesh warrior is one of the
deadliest people in Nithia as the combat
bonuses of the two are cumulative!

Spearman

There is no real difference between a spear-
man or a javelin thrower. The specialization
of spearman includes both. In other words,
all spearmen study the art of both the javelin
and spear.

Spearmen wear different armor depending
upon their current role. When armed with a
spear, they typically wear partial armor or
textile armor and carry a great shield. When
armed with javelins, they wear only partial
armor and almost always carry 2 common
shield. They rarely wear helmets in either
role.

A spearman is highly trained at the use of
spears, short spears, javelins, and shields.
The biggest weakness of a spearman is his
limited ammunition. Though spears can be
used in melee, once a javelin is thrown, it is
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gone, often irretrievably lost due to distance,
danger, or breakage. In addition, only a lim-
ited number of javelins (1d6) can be carried
at any time. Thus, spearmen work hard on
making every throw count. When a spearman
hurls a spear or javelin at an opponent, two
attacks are rolled and the more favorable of
the two is selected. Furthermore, spearmen
roll their damage dice twice and again take
the most favorable when using a spear or
javelin.

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

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

Spearmen commonly become proficient in
all three bracer skills, as well as Nithian Ar-
mor, Nithian Weapons, and Nithian Shiclds.

Runner

Only the hardiest people are able to be run-
ners, To reflect this, only characters with

Constitution scores of 12 or higher may select
this specialization. During greatr military
campaigns, a runner is assigned to each char-
iot as its personal ground infantryman. These
individuals must have the stamina to keep up
with a chariot and still be able to fight.
Runners typically wear very light, non-
restricting armor. Commonly this includes a
harness, bracers, and possibly a light shield.

A runner’s benefits are many. They never
check for heat exhaustion during combat. All
other heat exhaustion checks are made after
twice the normal amount of time has
elapsed. They also gain twice the normal
Constitution bonus to these checks. However,
these benefits do not apply if the runner is
wearing metal armor, a common or great
shield.

Runners also spend a lot of time training
in fast kills and wounding to debilitate as
they typically attack an opponent once, and
must then move on to the next. As such,
runners gain 2 +3 bonus to hit an opponent
the first time they attack. If this attack hits, a
d20 is rolled against the number of the char-
acter’s level, and special effects result.

1d20

Roll Special Effect

13-20 Normal damage

6-12 Save vs. paralysis or be stunned
for 1d6 rounds*

1-5 Double damage

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

If 2 runner is encumbered in any way, or
wearing full armor of any type he loses the
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+ 3 initial strike bonus and the resulting
special effects, in addition to 2 -2 “to-hit”
penalty.

Runners, like other fighters, have a num-
ber of additional skills. Commonly selected
skills include bracers, bow shield, charioteer
combar, khopesh, shield back, Nithian ar-
mor, Nithian weapons, and Nithian shields.

Khopesh

Among the Nithians are those who have
studied the use of this sword so intensely that
they have developed an eatire philosophy
around it. These are the great Khopesh War-
riors. They are not a type of soldier, nor a
specialty of fighter. Instead, they are a small
organization bordering on the edge of a spir-
itual order. It is impossible to become a Kho-
pesh Warrior without first knowing the
Nithian Weapons skill. Even then member-
ship is restricted to those who have fought
with a khopesh sword in many bartles (any
character who uses a khopesh as their primary
weapon for the duration of one level quali-
fies). Petitioning to become a Khopesh War-
rior succeeds on a d20 roll equal to or less
than the character’s level (20 always fails). Of
course, a skill point must still be expended.
Petitioning to join the order can only occur
once per experience level.

A Khopesh Warrior gains 2 +1 bonus to
attack and damage dice with a khopesh
sword. Furthermore, he gains a +1 armor
class bonus while wielding the sword. If a
round is spent entircly defending oneself (no
attacks), the armor class bonus increases to
+3.

Khopesh warriors also gain the ability to
“hurl.” This is the act of throwing the sword

like 2 hand axe. The range is only 10/20/30,
but it then becomes the most damaging mis-
sile weapon known.

War-Cleric

War-Clerics are a popular type of Nithian
cleric. They generally patrol pyramid com-
plexes and guard tombs from robbery. Only
clerics who follow the current Pharaoh’s Im-
mortal may select this skill as only the Phar-
aoh's clerics may receive this special training.

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

Magic-Users

Nithian magic-users lead an unusual life as
compared to those of other nations. Nithians
do not like sudden powerful displays of mag-
ic unless they are associated with the Pharaoh
or the Immortal he follows. Thus, magic-
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users often lead a life just under the surface
of public awareness. Their primary work is
often in a field other than pure magical re-
search. These are indicated in the specializa-
tions below. However, these specializations
often allow the magic-user to tap into ancient
arts and lost powers known to only a few.

Magic users may not use full armor and
the only partial armor allowed to them are
bracers.

Similar restrictions are placed on the weap-
ons they may use. These include the dagger,
throwing dagger, short sword, staff, and
throwing stick.

Mage-Scribe

A character must have an Intelligence score
of 13 or greater to be a mage-scribe. Mage-
scribes understand hieroglyphics better than
any other group of people in Nithia. As
such, they gain the ancient hieroglyphics skill
without expending skill slots. Many for-
cigners, and even natives, wonder why the
Nithian writing system has to be so complex
and hard to learn. Mage-scribes know the
answer; the ancients who created hieroglyph-
ics must have been magical beings, for within
this system of writing lies vast magical poten-
tial. If the ideograms are drawn properly by a
mage-scribe, they are able to convey magical
properties. Many mage-scribes theorize that
all modern day magical symbols, runes, si-
gils, and glyphs originated from the ancient
Nithian hieroglyphics.

[nformation on how glyphs are penned
and what they can do is listed in the
Dungeon Master’s Tome. All that the player
needs to know is that at each level, a mage-
scribe learns how to make one new type of
glyph.

Without using detection spells, a glyph is
indiscernible from a typical hieroglyphic
symbol. To the trained eyes of a mage-scribe,
the glyphs reveal volumes of information.
They can always identify their own glyphs
and can identify others if they roll equal to or

less than their level on a 20-sided die (20s
always fail). If 2 mage-scribe identifies a
glyph, he may cancel its effects by making an
Intelligence check.

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

Montoth

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

Montoths also know a lot of secrets about
the Nithian monoliths, and can identify
them by sight. If a montoth rolls equal to or
below his level on a d20, he is able to iden-
tify 2 monolith's powers before they affect
him and his companions. If the roll is a 20 it
always fails, but on a 1, the montoth knows
some special secret about the monolith (this,
of course, depends on your DM).

At 5th level, montoths may make a saving
throw versus spells to negate the effects of any
monolith if so desired. At 10th level a montoth
may gain the powers of 2 monolith by touching
it and making a saving throw vs. spells. The
duration of this cancellation or absorption is
one hour per level of the montoth.
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Montoths learn all spells that affect stone,
sand, or earth as if these spells were a level
lower. For example, as soon as 2 montoth can
cast 5th level spells (9th level of experience),
he may learn the 6th level spell stone to flesh
as if it were 5th level.

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