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The man who stands at a strange threshold should be

cautious before he cross it glance this way and that: who

knows beforehand what foes may sit awaiting him in the
hall?

~The Havama
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INTRODUCTION

Somc tell a story how the Amazonian women dislocate thcjoints of their male children while mere

infants, some at the knee, and others at the hipjoint, that t}weg may be maimed, and that the male sex
may not consPirC against the chalc, and that thcy use them as artisans to Pchorm any scdentary

WOF!(.‘.

f“]ippocrates, On the Articulations, Part 53, written 400 B.C_.[.

Amazon. For nearly four thousand years the word alone has come to represent a woman who not
only embraced such noble ideals as courage, strength, and independence, but also contempt,
hatred, and outright cruelty towards Man. To men, she is often mocked as a woman who does not
know her place, treated as if she will never equal or exceed a man despite any true skill or level
of achievement she may attain. Even among women she is at times ridiculed rather than admired,

for the Amazon has also defied their perceptions as to what a woman should be.

Where the majority of people have defined their own boundaries, borders, and perceptions as to
just what makes a man or a woman, they do so largely influenced by the perceptions of those
around them. In this sense, both men and women frequently permit themselves to be defined and
quantified by others to some degree, often more so than by truly determining their own self worth
and potential. The Amazons did not allow the rest of the world to do this to them. As a result, men
feared being conquered by them, while women felt shame for not being like them at all. This fear
and shame was largely expressed through ridicule and misunderstandings that still exist to this

day.

Sadly, it was widely believed by others that the Amazons were beneath both men andwomen
who felt that they were correct in their assumptions. However, the women who inspired the

Amazon myths were perhaps in some ways closer to truly being human than them both.

Amazon Adventures is divided into two sections, the first of which will help you gain an
understanding of just who the Amazons were, what they likely believed in about themselves,
men, and especially non-Amazonian women, and their relations with the encroaching world
around them. It is not supposed to be a historical, mythological, or scholarly work on the
Amazons of Greek Mythology, nor does it assume to surpass, challenge, or replace anyone
else’s perceptions on just who the Amazons were and what they represented. This material is

also left generic enough so that it can apply to any d20 campaign setting.
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The second section is specific material for the Maidenheim. The Age of Scorn Amazon Campaign
Setting, such as the races available for use as player characters, goddesses and deities for

priestesses, and modified styles of armor for Amazon warriors in this particular campaign.

Amazon Adventures and Maidenheim: The Age of Scorn were both designed for use with the d20
System. In order to use this material, you will need access to the Player's Handbook, Dungeon

Master’s Guide, and the Monster Manual published by Wizards of the Coast.

~ 5T KcamCﬁj Dccember 2001

\/\/lna’c Opcn (iame Contcnt is included with Maidenheim?

You will notice that there is only a small amount of material in the way of actual rules, tables, and
charts in this book. It is assumed that you will already have the d20 Dungeons and Dragons
Player's Handbook, Dungeon Master's Guide, and the Monster Manual published by Wizards of
the Coast if you intend to use Maidenheim as a campaign reference or setting. The material
found within those books that are considered Open Game Content can be used as is with this
product. For space considerations, that material has not been reprinted and has been
intentionally left out of the three Maidenheim Core Books. This also encourages players and
game masters to purchase and support Wizards of the Coast and the d20 System that has made

Maidenheim possible.

Material that has been presented as Open Game Content within this product has been outlined in
gray shaded boxes. At the end of this book is a copy of that license, which clearly states what

material is considered Open Game Content and what material is specifically Product Identity.
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WHY AMAZON ADVENTURES?

This may seem like a question not worth
addrcssing, butitis an imPortant one to
consider and even responcl to. Put quite simplg,
the first and most obvious answer is because it
has never been done before. T he answer

extends }Jeyona that, however.

Women have not tru13 been rePresentea
throughout history as bcing capablc as
warriors, and even what credit tlﬁeg are given is
always done soina way to serve as second-
rate when tl"lé!j are comParea to men of the
same trade. Slﬁou!cl awoman haPPen to best a
man in a martial contest, he is ncarly a!ways
mocked for being “ess of a man,” or more
accuratcly, being more like a woman himself. |n
this regard, not on|3 is he the ob_ject of scorn
and riclicule, the woman is also bcing P!accd ina
situation of having her own credit and triumplﬁ
belittled as well. |f the man she had achieved
victory over truly “beena man,” it is thought to
be certain that she would have lost, with no

contest.

|n art, Particu|arlg Pair\tings and c{rawings,

women are still Por‘traged as ob_jects of

affection even if t}ﬁeg are suPPosecl to be
warriors. Surc, artists will draw these women in
armor, wielcling a sword ora weapon and
conquering and overcoming some beast ora
man. Yes, she is a warrior, but she will nearlg
always be wearing, armored underwear, or armor
that exposes and even enhances her feminine
form rather than Protectfng it. [ ither that, or
she will be naked, Fu”g cxposcd and vulnerable.
FeoP|e have a tenc‘ency to behave in a way
that thcy will onlg conquer that which thcy feel
does not represent a &anger to t!ﬂem,

something vulnerable or wcal<, and at the first

sign of areal threat thcy will flee or surrender.
|s it mere|3 coincidence then that warrior
women are Prcsentcd only as bcing a slight
threat as warriors, and that }35 rclying upon the
belief that women are “the weaker sex” theg are
drawn in a fashion that may be c{csigncd to

remind us of this?

Jn any case, Amazon Adventures should I’IéIP
game masters and even Playcrs to Portray not
only Amazon women, but non-Amazon women
who also haPPen to be warriors far more Fairlg
and accuratclg, with more of a sense of what it
is to be a aignified human than itis to be a
battle-hardened warrior. V\/ith this sourcebook,
you will atleast have a hanclg reference that will
certain]y add a new sense of dcpth to these
largcly misunderstood and umcairlyjudged

women.

WHO EXACTLY WERE THE
AMAZONS?

The Amazons were women who lived outside

of and aPar‘t from the !arger societies ruled [33

men in the Ancient \World, éatfng back as far
as 2000 BCE Although there is some
arclﬁaeologica! evidence that indicates there
ccrtainly were tribes of women warriors who
existed during this time Perioa, most of what is
known about them has been Passcd onto us
tlﬂrouglﬁ mgth, legenc{, and sPecuIation rather

tlﬁan concrete evic{ence.

Since there are many such stories that tell us
what the Pcoplc of the Ancient World thought
about the Amazons, it is difficult to say exactlg
who thcy were. Some stories portray them as
haters of men who would )Cight with and kill
those who tlﬁeg could find, sometimes after

mating with any male Prisoncrs of war. Some




Maidenheim: T he Age of Scorn

Amazon AAVe ntures

certain13 could have been this violent, but there
are also stories that tell of the Amazons
aPProaclﬁing Gireek cities under a banner of
truce so that theg could conceive children. T he
fate of these children would also be different
accorcling to the Particular story or the teller of
the tale. ]n one version, the Amazons would
either return the male infants to the (Greek
communities, while others would raise them as
domestic servants or even slaves. Some would

be killed outright.

What can be said about them with cer‘taint3 is
that thcg were dcxcinitcly not the women thcg
were “suPPosed” to be accorc{fng to the social
cxpcctations of their dag. Thcy were thought
tobea seParate race of warriors
extraordinaire, with the blood of the war god
Avres in their veins. Along with their prowess in
battle came extreme courage and the
determination to conquer advcrsity without
hesitation or fail. \With the belief that the
Amazons had divine origins, it is easy to
understand wlﬁg the mgtlﬁs Portragea them as
ncarly invinciblc, and whg no mortal man could
defeat them while divine or blessed heroes like
[Hercules and Achilles could.

]t can also be assumed that there were several
different Possibilitics }33 which the Amazons
interacted with the male-dominated world
around them. Thc best relations the Amazor\s
would have had with their ncighbors would have
been that of seParatfsts or !argelg matriarchic
tribes and communities that shared roles
equa”g between men and women, keeping to
themselves and to their own tcrritorg. With
their own gunctioning governments to rule their
communities, there was 1i1<615 to have been
some form of c{iP|omac3 between nearbg tribes

and the rest of the Greek wor|d, Perl’laps for

establislﬁing economic and mating relations.
Thc onlg time these Amazons would have
Prepared for war would have been when
territorial disputcs with their ncighbors became
evident, or when Political or Pcrccivcd
misunderstandings influenced one side or the
other to attack. At these times, the Amazons
would riglﬁtlg defend their territory as any
nation would, or t]ﬁcg would invade their
enemies until either side won a decisive victory.
Thc way the myths Prcscnt the Amazons,
howcvcr, gencra”g shows these women as the
victors until the (Greeks had one of their
mythical heroes to Protcct them. Thcsc typcs
of Amazons would have been the ones most
m«ily to maintain good, if distant rclationships
with the Greeks so |ong as no actions were
taken to invade their territory or to threaten

their way of life.

T he worst relations the Ancient world would
have had with the Amazons is that of these

women remaining a constant and lingcring

tlﬁreatjust over the horizon. Whenever the

Amazons were in need of men to mate with, or
Pcrhaps for the wealth of an unsuspecting
community the Amazons would attack, Plunder,
and raid their ncighbors to simplg take what
theg needed or wanted. With this PercePtion,
the Amazons would represent a similar threat
to the Greeks as the Huns were to the
Romans in a later era. These types of
Amazons are 1ikc|3 the ones that earned them
all the fierce and crueler rePutations that we

are familiar with today.

V\/hcn using Amazons in your campaign, it will
be necessary to determine exact!g what kind of
rclationships these women will have with the
rest of the campaign setting. Will thcy be

violent and aggressive tribes of raiders, or small
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communities of seParatfsts and isolationists
who largcly wish to be left alone? Will thcg be
somewhere in between? Knowing who these
women are, what thcy think of the world around
them, and how the rest of the world sees them
will give you and your Plagers betterideas on

how to rolc~Pla5 Amazon NFCS and

characters.

AMAZONS: RACE OR
CULTURE?

Since the Amazons were often believed to
have been a scparatc but human-like race that
Possessed some divine qualfties, it will also be
imPortarxt to decide if the Amazons in your
campaigns are also somewhat of a superlﬁuman
race of warrior women, or mcrclg mortal women
who have develope& into Amazon cultures.
Since giving the Amazons enhanced abilities
and powers could give them an unfair
aavantage over the other races, it will have to
be up to the game master to decide if she wants
to Permit her Amazons to have any sPecfal
powers or acﬁustments to their abilities. (Good
examples include bonuses to their abilitg
scores such as Streng’ch, Dexteritg, and
(onstitution, or Pcrhaps free feats, attack
bonuses, or extra ranks in skills relating to
combat or war. Ferhaps they could also have
bonuses to initiative, extra }Jeginning Hit Dice,
or other ways to enhance their Pchormancc
and survival in battle. |f the game master wishes
forher Amazons to remain NFCS, then she
can c]evclop them as a separatc monster race,
|eaving their abilities a surPrise for the Plagers

to discover on their own.

If the game master decides that she would
rather have the Amazons in her camPaign
simpb bejust like the rest of the other races
Physica”g, then her Amazons can be of any

race Permittec{ within the camPaign. These
types of Amazons are cultural Amazons, which
would require them to live in areas where theg
would be somewhat isolated from the rest of
the campaign world that is M«tly dominated }33
men and where women have variable degrees of
power. [Hidden vancgs, mountain cities, and
thick_jung!es orforests would |fl<elg conceal
their communities and shield them and their way

of life from the rest of the known world.

AMAZON ARCHETYPES

Amazon mcntahty is !argc|3 misunderstood and
often stereotgpeé. To many, she is a hater of

men, a mere bitch Iasl’xing out with contempt

akinto a bu”y. Thisis an umcairjuclgmcnt,

however, even if there are real women who do
behave in such an aggressive, rude, and foolish
manner. ]t is appropriate to say that Amazons
likelg Posscsscd the same variety of
Personalities that non-Amazon women and
even men c{ic{, from the rude and the cruel to the
comPassionatc and the gcntle. Somc
Amazons cer“tainlg would have behaved as
bullies due to simplc maliciousr\css, fear, or
misunderstandings, while others would have
Posscsscd a dcgrcc of wisdom, Paticncc, and
tact clespite acknow!eclging the differences
between themselves and otlﬂers, Particularlg

bctwccn thcmsclvcs and men.

These Pcrsonality differences would also have
affected the Amazons within their own
communities. Some Amazons would have seen
themselves as better than their fellow sisters,
regar&|ess of any truth to the contrary.
Rivalries,jcalousies, and trcachcry would be
Just as Possib!e between Amazons as theg
would have beenin any other Greck tragcdy.
The queens were |f1<elg the wisest of the

Amazons as well as the most charismatic,
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caPaHe of keeping the rest of their sisters in
order.

In your campaign, detailing any signiﬁcant
social affects these differences in Personalitics
may have within the Amazon communities
should also be addressed. Amazon
communities are |il<clg to be rc|ativc13 small
vi”ages rather than Iarge cities and nations in
most camPaigns, and the varying Personalitg
conflicts and factions between these Amazons
are 1i1<c|3 to affect them all. thn one Amazon
warrior sPcaks against her queen for not going
to war with the men of a neig}wboring community
dueto a Pcrccivcd offense or encroachment
upon their territory, there are numerous
oPPortunities for intrigue, imcighting, and civil

war within a single Amazon community.

THE AMAZON PERSPECTIVE

|t cannot be said Prcciselg how these women
would have seen themselves in relation to the
world around them. T here are several
assumptions that can be maclc, howcvcr, since
tl"l@!j did share many of the same qua|ities and
cxpcricnccs that male warriors did during the

same Perioc‘ of time.

Tl’xe Amazon would have abso|ute|3 thouglﬁt

that she was tru|3 what a woman was meant to
be. 5}16 would have Posscsscd feminine traits
that were found in women, but she also would

have shared many of the same masculine

qualities that were found within men. T o the

Amazon, the role of warrior wasjust as much

the woman’s P|ace as it would have been a
man’s in (Greece, and this model of womanhood
wasjust the way things were and even cxpectcc]
133 the Amazons. [Due to this, women in the
Ancient World who lived under the rule of men
were also like!g to have been seen as somewhat

“lacking” in womanly qualitics when viewed

under Amazon scrutiny, and many Amazons
could have felt that thcg were more complctc as
a People or race than the rest of the men and
women of the Ancient Wor|c]. The very idea of
awoman bcing the warrior, an archer, or a
Power‘Ful and respectec{ queen, as well as a
nurturing mother at the same time were all a
part of the Amazon being a woman, while the
rest of the women of Grcccc were defined as
women accorc{ing to the roles |argely
determined bg the men who controlled the
society. Thc Amazons lived their own lives as
theg P|eased, Fulxci”fng their Potential as a
PCOPIC without any outside or ovcrbcaring
interference and resistance }33 men. | he rest
of the women throughout the Ancient World
were not raised to think that tl'leg could or

should live in such a way.

T his solid Perspective on who theg were and
what thcy thought of themselves is 1i!<c|3 to
have given the Amazons their reputation for
“not }Jcing women” since thcg did not fall within
the expectations that men believed women
should be confined to. ln the modern world,
very athletic women often receive a taste of this
as well, from both men and more “feminine”
women. Yes, even other women who had given
in to and accepted their roles under the rule of
men would have lil«ily found the Amazon an
outsider, and were |fi<el£j to think of the
Amazon as bcing “less of a woman” and more

like a man than angthing else.

thn Playing Amazons in your campaign, it
would be most accurate to give these women
qualitics found in both women and men.
Women can cer‘tainb be courageous, even if
courage in battle is largelg seen as bclonging to
men alone. Yet the Amazon would possess this

form of courage and still remain a woman forit
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in her own eyes, and Perl’laps be more of one
without losing any of hcr]ccmininity. She would
certafnly be a capable and vicious combatant,
yet still possess a sense of humor, compassion
for friends, or even mercy for enemies wi”ing to
surrender. Fla3 herasa complete human or
demihuman being rather than how you might
think a “woman” would act, and you will !ike!g
see the Amazon as she truly felt that she was.
Keep in mind that our Personahtg traits and
emotions like courage, determination, bravery,
comPassion, and ambition are not gcnc]cr
SPCCiFfC. Amazon women embraced tlﬁemjust as
rcaclily as men did; thcy were simply not blinded
133 Predegined and limited gen&er roles.

AMAZONS AND THEIR
RELATIONSHIPS WITH MEN

Jt should not be overlooked how Amazons
would Pcrccive men in the camPaign as well.

T he most obvious Perception about men that
these women would have is a disdain for male-
dominated societies, cultures, and
governments, although the dcgrec to which this
contempt exists would vary between Amazon
tribes or even individual women. At best, the
Amazon would onlg have contcmpt forthose
men and socicties that did not Permft women to
live as thcy chosc, and to Partakc in the roles
of those socicties at an equa| level to men.
This would make her somewhat of a feminist,
altlﬁough the mgtl’ls and !egenas of the
Amazons do not necessari!g tell stories of
Amazons attcmPting to liberate women Iiving
undera sociaug oPPressive rule. T he most

severe examples of Amazonian sPitc would be

a|ong the lines of sexism, hatfng all menjust for

bcing men rather than having contempt for their
actions. | hese Amazons would have |il<elg felt
that Woman should rule the world, and that

Man’s Place was to serve her or die. [t is from

these tgPes of Amazons that we hear stories
of Amazonian mothers criPPling their male
infants so t}weg cannot grow up to be stronger
than women, or so that thcy could not
cgcctivcly use weapons against them. Thcsc
Amazons would have raised their sons as
domestic servants or slavcs, Forbidding them
from Partal(ing in roles within an Amazonian
socicty that thcy would have otherwise been

able to pursue in another culture.

At both extremes, and Iikcly cvcrywhcrc
between, the Amazon would still see men as
caPch warriors, far more of a threat than the
women who lived under them. Amazonian
women ccrtainlg knew that men could kill thcm,
and due to this tlﬁey did not treat them as being
inferior in war. |f the stories of criPP!ing were
true, it would indicate that the Amazons even
feared the greater strengtlﬁ of men. The
Amazons were also too wise to allow any
contemPt tlﬁeg may have had for men to blind
them to what thcy could accomplish in war.
Men were like!g seen as the best and most
cha”cnging oPPoncnts that Amazons could
have faced in battlc, and the oPPortunity to
achieve g|or3 and valorin a war against such an
enemy would have bccnjust asmuch a sgmbol
of their own greatness as women as men would

feel against an enemy thcy also felt was worthy.

V\/hat would have hclpcd the Amazons greatlg
in their battles against men is the simp|e fact
that theg were caPaHe of instf”ing doubt within
them. Jt has been a long tradition among men
that “any man who strikes or kills a woman is a
coward”. | his may ccrtainly sound noblc, but
think of where it M(elg evolves from; “women are
weak and /'ncapaé/c of Io/‘otccting themselves
against or c/cfcaf/ng men.” | hereis a subtle

5
s|ap in the face behind this otherwise
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compassionate and Protective tradition, and
the men who faced the Amazons would have
been Placed into a Position to have that belief
cha”engcd. T hese women were warriors

through and through, and even though thcy

could have felt fearin battlejust as men did,

these women would not surrender to it)'ust for
being women. | heir courage at the very least
matched that of the men who they fought with,
but when these men realized that tl"lé!j were
Facing women any doubts thcg would have felt
about the women and themselves were likelg to
have Progressec! into hesitation and fear. |f the
men attacked the Amazons, their own tradition
branded them as cowards for giglﬂting a
“weaker” enemy. [f the men were killcd, thcg
risked being mocked in their deaths for being
slain }33 “mere women.” [f the Amazons won the
battle or the war, would others ridicule the men
who lost, claiming that tl'leg were “lesser men?”
This conflict of Perceptions and the fear of
being clisgracea would abso!ute!g work to the
benefit of the Amazons. | he men were much
more Ifkely to be blinded by their arrogance
and attack carelcssly, expecting an easy
victory and bcing Fata”y surpriscd bg the
Amazons’ capabihties Some would also
hesitate and hold back in battle }33 adhcring to
a mi5P|acecI sense of compassion. Mang of the
myths involving Amazons tell of their victories

rather than their defeats.

I ven though many Amazons were known for
their hatred of men, these women also knew
what love was as well. Since their vi”agcs and
cities are often Por‘traged as Eeing Iargelg
Populatcc] }33 women, many assume that
Amazons are all Eomosexuals, mating with men
only when it is necessary to have a child. This
certainly wouldn’t be true for all Amazons, and

it may have been a Possibilitg that the

Amazons who insPired the mgths did live with
menina truly cqual society rather than a strict
matriarclﬁg. T he most recognizable story of an
Amazon in love is that of Quecn Hippolgta
Fa”ing for r'icrculcs, stating that if he could
beatherina wrestling match she would share
her bed and heart with him. Dcspitc their
Ferocitg in war, Amazon women were no
strangers to matters of the hcart, and it
shouldn’t be assumed that t}weg would all
abusc, berate, and belittle men out of spite.
thn clecic]ingjust how Amazons will rcspond
to men on more intimate levels, it would be
Plausiblc and even cxpcctcd that these women
could and would fall in love with men who theg
felt were their equals and were wi”ing to
reciprocate the sentiments. | here is no way
that an Amazon would tolerate abuse at the
hands of a man, nor would she be likclg to
tolerate for long any man who could not stand

up for himself when faced with confrontation.

DIFFERENCES BETWEEN
AMAZONS AND NON-
AMAZON WOMEN

Manﬂ women in the modern world feel that thcg
can be Amazons or that tlﬁeg a|rea&3 are, but
dcspitc their admiration of the Amazons’
courage and determination to live as she
Pleases, the closest most women will ever come
to bcing an Amazon is in name. | his is not
meant as an insult, but mereb a means to
illustrate the differences between Amazons
and non-Amazonian women and the influences

under which they both live.

Ohne of the most imPortant factors in
dctcrmining who we are is the society and
culture we grow up in. 'rom our childhoods,
both men and women are csscntia”g raised to

believe that “men are this” and “women are
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that” and that angthing outside or begonc‘
these expcctations is “not a man or a woman.”
T his is how we are raised in our world, and it is
just as likcly how men and women are raised in
your rolc~P1a5ing camPaigns as well. T his fact
leads to the Point that Amazons are notjust
women warriors, and that all women warriors are

not necessarily Amazons.

Cer“tain!y, a peasant woman raised in a male-
dominated culture could pursue a life of
adventure, attain great skill with a sword or
other weapon, conquer a kingclom bg her own
hand, lead armies into battle, and not at all
conform to what the rest of her world would
cxpect of a Pcasant woman. Would this
necessari!g make her an Amazon? I:or the
purposes ochmazon Aa/vcnturcs, the answer
to this qucstion is no. [~ ven if our peasant
woman became a caPaHe warrior akin to Joan
of Arc, this woman will lil«il}j sPcnd her entire
life trying to fulfill the need to prove herself to
the men who do not feel she can be as skilled or
as caPaHe as tlﬁeg are at the same tasks. An
aPProach to life such as this is always centered
on selﬁdoubt, Fcar, and shame to some c]egrcc]
with the Iingering t}woug}wt of “what /}[everﬂone
else is r/g/n‘”somcwhcre in the back of her mind.
Tl’xis does not mean that our Peasant woman
cannot overcome these Psgchological
obstacles or accomPlislﬁ many great and heroic
deeds in her lhcctime, but these doubts will
follow her the entirety of herlife since t!ﬁcy
have been Placec{ inside of her }33 the society
into which she was raised. This type of woman
is M(elg to become her own worst enemy,
holding herself back from a Potential that the
society sheis a part of does not desire her to

achieve. Shc lives her life aIwags sccking to

overcome notjust the world around hcr, but

}wersehc as we”

The Amazon is raised in an entire!g different
world. 5]’16 would feel no doubts as to her
P|ace and riglﬁt to be a warrior or a leader of
women and even men. | here would have been
absolutc|3 no inhibitions set into her at an carlg
age bg her mother or communitg that would
have conditioned her not to pursuc the arts of
war, arclﬁery, or ridfng into battle with her
sisters. Amazonian mothers would never have
said to their claugl’lters “you can’t do that, war
/s a man’s a’uzy”or other similar statements
dcsigncc] to mold the mind of a child. As the
Amazon grows older, bg the time she attains
the same age as our Pcasant woman she will be
far more accePting of her role as a warrior,
incluc{ing against the men who would still see
her otherwise. ] he peasant woman will be
further behind from a Psychologica! standpoint
than the Amazon woman, with the likelihood of
her ever attaining the same sense of self that
the Amazon possesses bcing cxtremclg slim.
Unlike the Peasant woman who must alwags
seek to conquer her own sense of self and
&oubts, the Amazon has a|reaa3 done so }33 an
carly age.

T hese differences bring up another
considcration;just how would an Amazon feel
about non~Amazonian women? A!though some
may cer’tainlg think of them as women who have
more to learn, many Amazons arejust as Iikelg
to have a c]egrcc of contcmPt for thcm, sccir\g
them as lesser women without a true sense of
self and an absence in dfgnitg‘ This is a direct
comParison to attitudes found in both men and
women in the real world. Men sometimes feel
that they are “more of a man” if thcg excel
othermen at a Par‘ticular task, exPressing
contempt and ridicule toward other men thcy
feel are lacking. Women do the same also, even

over such tlﬁfngs as beautg and the size of their
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breasts. Many Amazons would not get a!ong
too well with non-Amazonian women because
of these comqictfng behaviors, and any Feeh’ngs
they have for these women would Iikcly be
directed back at them also.

For rolc~PIaying purposes, these will be
imPor‘tant considerations to think about when
the game master and the Plagers of female
characters decides who is an Amazon and who
is not. Amazon Ac/vcnfurcs assumes that
Amazons will not be women who have to
struggle to overcome themselves and the
expectations that the societies and cultures in
which tlﬂeg live demand of them. T his will Ifkelg
lead Amazonian cultures to exist bcyond the
|arger Par‘t of the campaign world that the rest
of the P|a96rs will dcvclop their characters
from. Women raised outside of an Amazon

culture will not be Amazons.

GODDESSES AND DEITIES OF
THE AMAZONS
Much like the rest of the Pcoplc of the

Ancient World, the Amazons worshiPPecl
go&s that rePresented some meortant aspect
of their da5~to~day lives. Amazons were
Primarib known for their skill at war and
hunting, leading them to hold the traditional
Greek goddesses of Artemis, [Jera, and
Athena as deities they worshippcc]. The
go&dess Cybde or Rhea was also a very
Prominent cleit3 among the Amazons. | he
Gireek Panthcon is filled with several dozen

ma’jor and minorgoddesses, all of who like!g

FCCCiVCd some ngFCC O]c Praycr and worship }Dy

the Amazons.

Amazons in your campaign should also worslﬁip
a variety of goc{desses and deities that center

around warFarc, horscs, hunting, archcry, and

Perlﬂaps Fer‘ti!ftg and virginity as well. The
traditional goc{dcsscs of (Greece can be used
since we are familiar with them, as theg will give
the Amazons an casilg rccogm’zablc idcntity.
On the other hand, game masters are
encouragea to either create entire!g new
deities for the Amazons in her campalgn to
worslﬁiP, or even borrow goddesses from other
rcligions and mgths. Kunning into a tribe of
Amazons that WOFS}"IiP a goclcless of death and
necromancy can ccrtair\|3 Prcscnt adventurers
with a different type of advcrsary than the

traditional Amazon warriors would.

AMAZON STYLED
CAMPAIGNS

Thc stories of the Amazons Portray these
women as befng a minority, contro”ing several
small tribal cities and vi”ages and ruling
territories that, although |arge cnough on their
own, were always dwarfed 133 the rest of the
known world. T he encroachment of male-
dominated cultures is likelg to have conquered
or assimilated any real societies that the
Amazons were based upon, which would
certafnlg explain wlﬁg the Amazons are often
Portragcd as vicious and cruel enemies; thcy
were so cruel in war large|3 because t!—weg were

struggling to defend their way of life.

When using Amazons in your campaign, it will
be imPor‘tant to decide if the camPaign will
either be entire|3 based upon the adventures
of Amazon women, or if Amazon women will
simpb be rePresenteé as Foreigners in the
campaign world as Plagers or non-payer
characters. Campaigns centered entireb within
Amazon territories can contain ac{vcnturing
Parties made up entirelfj of these women,
Perhaps with a single man or two who has come

from bcyond their lands. Amazons can face the
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same cl’xa”enges that other characters face in
their own worlds; rampaging monsters, c{isputcs
between Amazon tribes, cities, and queens,
and the encroachment of Foreign men or
humanoids into their territory that threaten to
&estrog their way of life are all excellent
backgrounc]s and themes for campaigns based
entirely around Amazons. Maidenheim is an
cxamplc of this stglc of camPaign,
incorPorating all three of these clements as an

exciting background for the setting.

Slﬁou!cl onlg one or two Plagers decide to take
on the role of Amazon charactcrs, then they
will Iil(e|3 be the outsiders who have left their
homeland sccking adventures and glorg in the
lands of men. Wl’letl’xer or not theg left by their
own choice or due to banishment for some
crime is up to the Playcr and the game master,
but it will certainlg Provicle the ac{venturing
party with a bit of cultural flavor as well as
P!entﬁ of great oPPortunities for role~Plaging
when their Pcrspcctivcs, cxpcctations, and

beliefs clash with those of the outside world.

Thc game master may also decide to
incorPorate Amazons as NP (s into an
existing camPaign world }33 scnding his Playcrs
to their lands in the course of one of their
adventures. Fcrhaps the Amazons are
guar&ing a magical artifact that the P|ager5
need to end a threat in their own |anc]s, and
they have to either bargain with or steal the
artifact from the Amazons‘ Maybe tlﬁeg have
to pass through Amazon lands in order to
reach a Par“ticu|ar destination, and can either
rcqucst that the Amazons assist them or seek
to avoid their wrath for invading their territory.
T here are several (Greek mgths of Amazons

Fa”ing in love with men, and game masters who

have Plagers who erjog role~Plaging canlead

them into stories where an Amazon and a male
character fall in Iovc, while his home nation

decides to go to war with the Amazons.

No matter how you decide to use Amazons in
your camPaign, it will make no difference
whether or not thcg are Playcr characters or
NFPCs. T hese women will certafn!g Provide
game masters and P|a36rs alike with endless

hours of excitement and ro!e~Plaging memories.

AMAZONS BY ANY OTHER

NAME
Should you decide to use Amazons in your

campaign as Plagcr characters or when
&eveloping Amazon territories in the camPaign
wor|c], it may also be worth the effort to decide
exact13 what theg will be ca”ecl, both bg the
Amazons themselves and 133 outsiders. Tl’le
word Amazon itself is a (Greek word that
|oose|9 translates into “without breast,”
a|though this is ccrtainly a Figurative
&escriptfon of these women rather than a
Physical one. Accor&ing to the lcgcnc{s, even
these women referred to themselves as
Amazons, but the women who insPirecl these
myths may have had other names for
themselves, Feelfng no similar iclentitg with

« Amazons” from other regions. The

T hermodontine Amazons may not have
considered themselves allies or friends with the
Gorgon Amazons. Fer}waps tlﬁeg simplg called
themselves | hermodonts, while it was on!g the
Grceks who coined the word Amazon to
describe them.

Maidenheim shows an examP!e of Amazons by
different names. | he word Amazon is or\|3
used to describe the setting and the women,
and is not used at all !33 these women or the

men who have encountered them. The women
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dor’t think to call themselves angt!’xing other
than their national or rcgional names, such as
Aegonian or Mesonian. | he name of their
continent is Marpcsia, not Amazonia as may
be exPected, and theg call the cntircty of the
world 5c3thae. The men who have begun to
encounter them refer to them as wa”<uric, a
variant sPe”ing of \/a”(grie from the Norse
myths. T his is due to their mistaking them for
the \/a”(yrie SPirits who lead the fallen warriors
to \/alha”a. ]gnorant of the name 133 which
Marpcsia has always been called, these men
have taken to ca“ing the lands Walkuria due to
their misunc{crstanc]ing. |n this manner, the word
Amazon does not need to exist in the setting
at a”, but the women who dwell there are

certainly Amazons !33 our definition.

Taking the time to c{cvclop some unique names
for Amazons in your campaign will cer‘tainlg
add some c{iversitg to them, but there is no
need to stop with a name. Give these women of
different tribes and nations scparate and
distinct cultures and even ethnicities and races.
Maiderheim achieves this by dctailing Amazon
cultures based on notjust the Grecks and the
Romans, but also the Celtic and (Germanic
tribes, the Ancient Egﬂptians, the African

K ushites and Nubians, the Persians and other
Middle [ astern nations, and even Asia and
|ndia. T he added cultural c!iversity will greatly
enhance the overall camPaign, and givc
Amazon characters an unmistakable iclcntity
that may otherwise be lacl(ing in other

campaigns.

NEW FEATS

Amazon Ao/venturcs Presents several new
feats for characters that come from Amazon
backgrouncls. ]t will be up to the game master
J’ust which characters will be Pcrmittcd to take

these feats, since tlﬂey are c!esignecl
sPcciFicallg for Amazons. Remember, not every
woman warrior is necessari13 an Amazon, and it
is suggcstc& that non~Amazon women not be
allowed to take these feats at all unless theg
are wi”ing to have spent a goocl number of
years living among the Amazons and casting
away their entire upbringing in the culture tlﬂey

were raised in.

Some of these feats rely upon the arrogance
of men who feel that women will never be as
goocl as theg are in combat. Tl’le game master
should decide which NFCS fit into these ro|cs,
and should consider the behavior of a
Par’ticular P!aycr character should he confront
an Amazon. Even i a Plager velﬁementb states
that his character respccts women as warriors
after he has mockcd, ridiculcc], orinsulted them
for being women, the game master is well within
her rights to say that he will be exactlg the type
of man to fall victim to these feats. As |ong as
his behavior remains biased, obnoxious, and
chauvinistic against women, it is suggestecl that
he will a/ways fall victim to thcm, relcusing to

learn from his errors injudgmcr\t.

Since these feats may mirror or c{uplicate feats
Presentecl in otherd20 sourcebooks, game
masters are free to use whichever ones thcy

Cl"lOOS@.

Amazon Archcrg

Prerequisite: Amazon background, Expertise

(any bow)

The Amazons are traditionally regarded as
being exceptional archers, both on foot and
while charging from horseback or chariots in
war. With this feat, the Amazon increases

her attack bonuses with a bow by +1, but
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she receives no bonuses to damage. This
bonus does combine with other bonuses to
hit that the Amazon receives from her
Dexterity score, other feats, and magical

items.

Amazon Figl"lting

Prerequisite: Amazon background, Improved
Unarmed Strike

The Amazons were also skilled in the arts of
boxing and wrestling in addition to their
mastery of the bow, spear, and horse.
Amazons with this feat may receive a +1
attack bonus when making unarmed
punches, trips, and grappling attacks, and
her Critical range increases by 1. This feat
compliments other feats such as Improved
Unarmed Strike, and can be combined with

them.

Amazon |nitiative

Prerequisite: Amazon background, Improved
Initiative

Since most men do not feel that women are
as skilled in the arts of war, they tend to
attack women more slowly feeling that they
will be able to defeat them rather easily. The
Amazon has learned to exploit Man’s
arrogance against him, and can quickly
outmaneuver him to obtain the first strike.
With this feat, the Amazon gains a +3 bonus
to initiative in the first round of combat
against such men, and if she wins initiative,
she gains an attack of opportunity. For the
rest of the combat, she only receives her
normal initiative bonuses. Women never fall

for this deceptive trick, and men who

witness or survive an encounter with an
Amazon who successfully used it will have
learned his lesson well, and will never fall for

it himself.

Amazon Kiding

Prerequisite: Amazon background, Handle
Animal, Riding

Often believed to have been the first
warriors to use horses in war, the Amazons
possessed a skill on horseback that is still
legendary. Amazons with this feat may add
an additional +3 bonus to their skill rolls
when making Handle Animal and Riding skill
checks with horses. They may also
decrease their penalties for firing the bow
from horseback or a moving chariot by one
half, possibly negating the penalties
altogether. If the game master permits, the
Amazon may also be able to use this feat
when riding horse-like animals and
creatures similar to the pegasus and the
unicorn, or perhaps riding dogs if a race of
smaller demihuman Amazons exists in the

campaign.

Amazon Strike

Prerequisite: Amazon background, Combat
Reflexes

Men have a tendency to underestimate
women, particularly at tasks that are
believed best handled by men. The Amazon
is living proof that they are wrong. Amazons
gain extra bonuses to combat rolls when
making attacks of opportunity with this feat,
receiving +3 to attack and damage rolls

whenever they are permitted to make such




Maidenheim: T he Age of Scormn

Amazo n Aclve ntures

attacks against men during an entire
combat. Women who are not Amazons
already see them for who they are, and
Amazons will not be able to use this feat
against other women at all. Experienced
male warriors know enough not to
underestimate Amazons, and any man who
happens to witness or survive an Amazon
making these types of strikes against men
will have learned his lesson, with or without
shame; no Amazon will ever be able to use

such strikes against him again.

PRESTIGE CLASSES

No campaign setting would be comP]ete
without several new Prestige classes umque to
herworld. Amazon Adventures and
Maiderheim are no exceptions. Below are new
Prestige classes that can be used not only in
the world of chtlﬂae, but on other worlds with
similar Amazon cultures. lrcgou PreFer to use
Prestige classes from other sourcebooks and
suPP]cments, then feel free to adapt them to
the Maidenheim setting. Since these Prestige
classes all represent different tgPes of
Amazons, thcg should on]y be available for
women who were born and raised in Amazon
cultures. Non-Amazonian women should not
be Permittecl to take them unless tl’xey spencl

g solel3 among Amazons,

several years [i\/irx‘j

sl’xec{cling away their Previous upbringings.

Amazon Ambassador

It is wise for every leader to be aware of the
status of foreign nations and neighbors;
even with the Amazons, this is so. Knowing
just what the rest of the world thinks of them
and any dangers that may rise to threaten

the Amazons is very important to the

survival of these people. The Amazon
Ambassador serves this role, speaking on
behalf of her queen and acting as the eyes
and ears of the Amazons in the courts and
throne rooms of distant lands. Not only does
the Amazon Ambassador serve to keep her
queen updated on foreign affairs, but she
also serves to seek out weaknesses in the
defenses of other nations, possibly
determining the right moment for the
Amazons to conquer their disrupted
neighbors. Amazon Ambassadors often
come from aristocratic and noble
backgrounds, but sometimes a hardened
warrior, wise priestess, brilliant sorceress, or
skilled rogue can also find her way into this

profession at the request of her queen.

chuircmcnts

All of the following are class features of the
Amazon Ambassador prestige class.

Skills: Diplomacy (8 ranks), Any 2
Knowledge skills (choose from Geography,
History, Local, Nobility and Royalty, or
Religion; at least 8 ranks in both)

Feats: Skill Focus (in Bluff, Diplomacy,
Gather Information, Innuendo, Knowledge,
or Sense Motive skill)

Class Skills

The Amazon Ambassador’s class skills
(including the key ability for each skill) are
Appraise (Int), Bluff (Cha), Diplomacy (Cha),
Disguise (Cha), Forgery (Int), Gather
Information (Cha), Handle Animal (Cha),
Hide (Dex), Innuendo (Wis), Intimidate
(Cha), Knowledge (all skills taken
individually; Int), Listen (Wis), Move Silently
(Dex), Perform (Cha), Read Lips (Int,
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following feats: Alertness, Blind-Fight,
Improved Critical (with her bow), Precise
Shot, Quick Draw, Rapid Shot, Sharp-
Shooting, Shot on the Run, or Zen Archery.
Improved Far Shot: This feature permits the
Amazon Archer to double the range
increment with her bow only. It does not
apply to thrown missile weapons.

Improved Point Blank Shot: With this
feature, the Amazon Archer may receive +3
to hit and damage rolls upon her targets
when they are within point blank range, up
to 30 feet.

Improved Range Increment: The Amazon
Archer may now treat the range increments

of her bow as one increment less for

Amazon Archer Frcstigc (lass Abilities

purposes of determining the range penalties
to hit her targets; Long range becomes
Medium range, Medium range becomes
Short range, while Short range is now Point
Blank range.

Improved Rapid Shot: With this feature, the
Amazon Archer now only suffers a —1
penalty to hit with each multiple arrow she
fires in a single combat round. She must
already have the Rapid Shot feat in order to
receive this bonus.

Improved Mounted Archery: The Amazon
Archer is now exceptionally well trained in
using her bow from horseback. All penalties
associated with firing a bow from horseback

are cut in half for the Amazon Archer.

Class Level | Base Attack | Fort Save

Ref Save

Will Save | Special

1 +1 +2

+2

+0 Improved Point Blank Shot

+2 +3

+3

+0 Improved Far Shot

+3 +3

+3

+1 Bonus Feat

+4 +4

+4

+1 Improved Mounted Archery

+5 +4

+4

+1

+6 +5

+5

+2 Improved Range Increment

+7 +5

+5

+2 Bonus Feat

+8 +6

+6

+2 Improved Rapid Shot

O | o | N[ojo | b |lw |DN

+9 +6

+6

+3

N
o

+10 +7

+7

+3 Bonus Feat

Amazon DCFC ndcr

The Amazons live by a code of honor and

behavior that is radically different than the
cultures and societies dominated by men.
Amazons from different tribes, cities, or

nations may also have their own opinions on

just what that code should be, and may war
with other Amazons over these differences.
In order to uphold and strengthen these
ideals, the Amazon Defender has become
the champion of the ways of the Amazons.

Whether they believe that the Amazons
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should simply remain separate from the rest
of the world, or should they envision dreams
of conquest against their male neighbors,
the Amazon Defender is the stalwart
guardian of their right to do as they please
and to live as they choose. It is important to
note that the Amazon Defender will not
necessarily seek to liberate women from
male-dominated societies or to reform
oppressive ones; many will have contempt
for women who they feel are not fit to be

called Woman or Amazon.

chuircmcnts

All of the following are class features of the
Amazon Defender prestige class.

Base Attack Bonus: +7

Feats: Dodge, Toughness, Weapon Focus
(any melee weapon, traditionally a spear or
short sword)

Class Skills

The Amazon Defender’s class skills
(including the key ability for each skill) are
Craft (Int), Listen (Wis), Ride (Dex), Sense
Motive (Wis), and Spot (Wis).

Skill Points at Each Level: 2 + Int modifier.
Hit Die: d12

Class Fcaturcs

All of the following are class features of the
Amazon Defender prestige class.

Weapon and Armor Proficiency: The
Amazon Defender is proficient in all simple
and martial weapons, all types of armor, and
shields.

Bonus Feat: At each indicated level, the
Amazon Defender may take any one of the

following feats: Blind-Fight, Cleave, Combat

Reflexes, Endurance, Expertise, Great
Cleave, Great Fortitude, Improved Bull
Rush, Improved Ciritical, Improved Disarm,
Improved Trip, Improved Two-Weapon
Fighting, Improved Unarmed Strike, Mobility,
Mounted Archery, Mounted Combat, Power
Attack, Quick Draw, Ride-By Attack, Spirited
Charge, Spring Attack, Sunder, Trample,
Two-Weapon Fighting, Weapon Finesse,
Weapon Specialization, or Whirlwind Attack.
Defensive Awareness: Starting at 1st level,
the Amazon Defender gains the ability to
react to danger before her senses would
ordinarily allow her to be aware of it. She will
retain her Dexterity bonus to her AC
regardless of being caught flat-footed or
struck by an invisible or otherwise concealed
or unseen creature. This does not apply if
she is immobilized. At 5t level, opponents
can no longer flank her since she can react
to enemies on all sides of her as if she were
facing a single attacker. This prevents
rogues from using their ability to sneak
attack her, although rogues who are at least
4 levels above the Amazon Defender can
certainly flank and sneak attack her. At

oth level, the Amazon Defender gains an
intuitive sense that alerts her to dangers
from traps and concealed hazards, giving
her a +1 bonus to her Reflex saves made to
avoid traps. Defensive Awareness is
cumulative with Uncanny Dodge. If the
Amazon Defender has another class which
permits the Uncanny Dodge ability, add
together all of the class levels that grant

these two abilities and determine the
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chuircmcnts

All of the following are class features of the
Amazon Horse Whisperer prestige class.
Base Attack Bonus: +6

Feats: Amazon Riding, Mounted Combat,
Ride-By Attack, Spirited Charge, Trample
Skills: Animal Empathy (6 ranks), Handle
Animal (6 ranks), Riding (6 ranks)

(Class Skills

The Amazon Horse Whisperer’s class sKkills
(including the key ability for each skill) are
Animal Empathy (Cha), Handle Animal
(Cha), Craft (Int), Listen (Wis), Ride (Dex),
Sense Motive (Wis), and Spot (Wis).

Skill Points at Each Level: 2 + Int modifier.
Hit Die: d10

Class Fcaturcs

All of the following are class features of the
Amazon Horse Whisperer prestige class.
Weapon and Armor Proficiency: The
Amazon Horse Whisperer is proficient in all
simple and martial weapons, light and
medium armors, and shields.

Armor Class Bonus: When mounted on
horseback, the Horse Whisperer receives an
Armor Class bonus that she can use for
attacks against either herself or her steed.
She can also split the bonus between
herself and the horse to better protect them
both during combat. She achieves this
through her better control of the animal,
maneuvering her steed out of harm’s way or
by placing her own body in such a way that
the horse conceals it.

Damage Reduction: The Amazon Horse

Whisperer can reduce the damage of

attacks made upon her horse by moving,
stepping, or otherwise placing her horse’s
barding between the attack and her body. At
6th level, subtract 3 from the damage the
horse sustains from an attack every time it
takes damage. At 10t level, this Damage
Reduction rises to 6. Damage Reduction
cannot reduce damage below 0.

Horse Whispering: At 1st level, the Horse
Whisperer receives a +6 bonus to her
Handle Animal (horse) skill rolls, and
automatically understands when the animal
is hungry, tired, scared, alert, angry, etc.
She can also train the animal much easier
than other horse trainers, and can double
the number of horses she is training during a
period of time, and she receives additional
abilities at higher levels. At 1st level, she also
gains the effect of the Animal Friendship
spell when dealing with horses. At 31 level,
she can simulate the effects of the Animal
Trance spell with horses, and at 5t level,
she can simulate the effects of the Ca/m
Animals spell as if she was a druid of equal
level. At 7t level, the Horse Whisperer gains
the ability to use the effects of the Charm
Animal spell against horses, and at 9t level
she can also achieve the effects of
Dominate Animal. The horses are entitled to
make saving throws to resist the effects, but
the Horse Whisperer can always make
additional attempts. Unlike the spells used
by druids, these abilities are non-magical
effects gained by the Horse Whisperer's
empathic ability to bond with horses.
Coerce Speed: The Horse Whisperer can

motivate her horse to push itself at a higher
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Amazon Scout

The Amazons always need to patrol their
lands in search of humanoids, beasts, and
monsters that may present a danger to
them. They are also concerned with any
incursions of men that may wander onto
their lands. The Amazon Scout fulfills the
role of keeping aware of the goings-on in the
lands of the Amazons. In times of war with
neighboring cultures and kingdoms, the
Amazon Scout is sent behind enemy lines to
discern the locations of encroaching armies
and fortifications, and to sabotage, harass,
and hinder the efforts of their enemies as

best they can.

chuircmcnts

To qualify to become an Amazon Scout, a
character must fulfill all of the following
criteria.

Base Attack Bonus: +6

Hit Die: d8

Skills: Wilderness Lore (at least 6 ranks)

Feats: Skill Focus (Wilderness Lore), Track

(Class Skills

The Amazon Scout’s class skills (including
the key ability for each skill) are Animal
Empathy (Cha), Balance (Dex), Climb (Str),
Craft (Int), Disable Device (Int), Handle
Animal (Cha), Hide (Dex), Intuit Direction
(Wis), Jump (Str), Knowledge (Nature),
Listen (Wis), Move Silently (Dex), Read Lips
(Int), Ride (Dex), Search (Int), Spot (Wis),
Swim (Str), Use Rope (Dex), and
Wilderness Lore (Wis)

Skill Points at Each Level: 2 + Int modifier.
Hit Die: d10

Class Fcaturcs

All of the following are class features of the
Amazon Scout prestige class.

Weapon and Armor Proficiency: An Amazon
Scout is proficient with all simple and martial
weapons, light armor, medium armor, and
shields.

Cover Tracks: The Amazon Scout can
attempt to cover the tracks that she or her
companions make. She must remain behind
her companions, and can only move at %
her normal movement rate for as long as
she is covering the trail. Every time she
receives this feature, use the bonus to
increase the DC of anyone attempting to
follow her with the Track feat.

Nature Walk: The Amazon Scout only
suffers half of her movement penalties when
in hazardous natural terrain as long as she
is wearing light or no armor. This also
applies to magical spells such as Enfangle,
but not Web.

Cloak of Nature: The Amazon Scout
receives a +2 bonus on all Hide and Move
Silently skill rolls when she is in the
wilderness, and as long as she is wearing
light or no armor.

Natural Instincts: The Amazon Scout can
use the natural instincts of the animal
kingdom to alert her to danger. She cannot
be caught flat-footed while in the wilderness.
Uncanny Dodge: Staring at 2" level, the
Amazon Scout is able to react to danger
before her senses would otherwise make
her aware of it. She retains her Dexterity
bonus to AC even if she is caught flat-footed

or attacked by an opponent who is invisible
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Amazon Scout Frcstigc (Class Abilities

Whg no Amazon Friestess or Amazon Sorceress?

Well, to put it {:ranklg Pricstcsscs are as diverse as their religions, and a single Prcstige class for
Amazon clerics or druids would harc”g clojusticc to the Potentia] these women could achieve while
serving their goclclesscs‘ |n a similar manner, Amazon wizards and sorceresses are likelg to be as diverse
as their range of sPe”s and schools, so Prescnting Prcstige classes for them would great]g increase the
size of this book. FPuture supplcmcnts will detail new Prestigc classes for Priestesses of sPcchcic deities

and wizards 5Pccializing in different schools of magic.
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THE MAIDENHEIM CAMPAIGIN

As a bog, | heard the skalds sing of men and heroes who
Fought and died as legenc}s in a distant land across the
Western Sca. Their songs told of the walkurie, warrior-
queens drunk on the blood of the gods of war, who
claimed our heroes with howls of lust and deafened the
halls of Valhalla. Our search for gold and the glory of
deeds lured us to this distant land, fearless as our fathers
and brothers before us, certain our sagas would be
immortal. | too set sail across the Western Sea to this
distant land of sPite and Furg, of decadent queens who

trembled mountains and women who warred like gods.

And ] called it Maiclenheim.

Jirick of Leaghs
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INTRODUCTION

So begins the saga that is Maidenheim. With these words, Eirick of Leaghs, the skald and
warrior-poet of Normagh, east of Bernia passes onto us the Huskarlsaga, the account of his

adventures in this “distant land of spite and fury.”

Although the full extent of the Huskar/saga will be released at a later date, the following pages

contain information that will allow you to develop your own d20 characters this fantasy world.

This material does require the use of the Dungeons and Dragons® Player’'s Handbook, Dungeon
Master’s Guide, and the Monster Manual, Third Edition, published by Wizards of the Coast® in
order to develop player and non-player characters and to run adventures set within this campaign

setting.

Perhaps the most difficult part of writing Maidenheim as a campaign setting is including actual
game statistics and material used beyond the realm of role-playing. Game mechanics are argued
over incessantly by players and game masters alike, with any true answer as to what works best
left more to opinion than fact. With this in mind, | have done my best to present the actual
mechanics within this book as best as | could. Should you, whether you are the player or the
game master in your own campaign feels it necessary to change, alter, or completely replace
anything that | have presented here to suit your own tastes, then feel free to do so. After all, it is

the story that is most important, and that the players have fun beyond what the rules can govern.

~ ST Keameg, December 2001
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THE RACES

The world of chtlﬁae is inhabited 133 avariety

of inte”igent sPecfes. |n the past, it was the
males of these races who dominated the

cultures and societies that ruled chthae‘

Now, centuries after the /\ge of Scorn and
the Wars of Man have ended, women have
grown to dominate the world. A” of the races
below have the standard abilities as detailed in
the Flager‘s Hanc[book, cxccpt where noted.

Dwarvcs

Dwarves hail from the region of Mithia, north
of the Maidenlands and begona the [Frontier.
From the c]cpths of their towering mountain
halls and the thrones of their fortified cliff
cities, the dwarves seek out a hard life in search
omcgold,chcls, and steel. Of all the races, it is
the dwarves who number the least. T!’xeir
sterility rates aPProach 40% in both men and
women, and conflicts with humanoid tribes in
the region Frequently reduce their numbers
even more. DDwarven priestesses pray and
offer sacrifices to their gods for Fcrtilitg,
}wopfng that their prayers will be answered.

[ lves

Tl’xe elves of Scytl’lae are as a&aptable as
humans are, and have proven quite ac]ept at
surviving in a variety of climates. [T Iven cities
can be found in the forests of Thcssac to the
hills of ngraonia, and the verdant nation of

T eichosia is theirs alone. [ lves are distinct
among the races in that their bodies are
affected bg the changing seasons. |n winter,
when the snows blanket the lands and the

temperatures will freeze a woman's bones, the

elves' hair changes color to white, while their
eyes take on an fcy blue color. |n sPring and
through the summer, thcy again changc, their
hair turning into brilliant shades of green or
soft bcige reminiscent of grass or wheat, while
their eyes clﬁange to match. Wl’len autumn sets,
their hair and eyes alternate through a variety
of brilliant oranges, rcds, }Jrowns, and the
shades in between. [T lves also unciergo similar
changcs in the Pigmcntatior\s in their skin.
Altlﬁougl’l this is the standard for all elves,
where thcg sPenA most of their time also
determines which clﬁanges occur and when. An
elf from the Summara Desert will have a deep
tan and Howing hair and shining eyes the color
of the dunes for as !ong as she remains, while
an elf in more temperate regions will Aisplay the
full range of hair, skin, and eye alterations.
With a low number of elven men, women often
take as mates any human or half-elven men they
can find. Elvcs are Prmccrrccl to preserve the
integrity of the sPccics, but humans scrvcjust
as well, even if t!ﬂeg age rather quicug | ike
humans, elven women treat their men according
to the laws of their Particular cities. Some are
born as second-class citizens, while others are
treated as notl’ling more than servants. \/erg
few are actua”g slavcs, and those who are
received this status as a Punishment fora

variety of crimes.

DccP/Darlc [ lves

Decp, or “dark” elves also exist in the

subterranean realms of chtlﬂae, and tlﬁeg are

just as evil and corruPt as their sisters on other

worlds. They call themselves the Dalharil in
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their own language. A|though tlﬁey often Figlﬁt
and war among themselves and their own
families, many c{eep elf cities are }Jegfnning to
negotiate trade alliances with the women of the
surface world. T he idea of Powchul,
matriarchal socicties existing both above and
below Scythac amuses thcm, mair\|3 because
t}ﬁey never felt that the surface elves and
humans had it in them. Dark elven males are
very Popular as slaves, commanaing lﬁigl’l Prices
on the surface. Not only are thcg a handsome
race, they are also extremcly |orxg livcc{, and
Autlﬂoritg over them can be handed down
through many generations of inheritance. |n
Thessae and | eichosia, deep elven merchants
and traders are incrcasing|9 encountered in the
same cities as the surface elves, and half-elves

OF Aeep ACSCCﬂt are Frequentl& being born.

(nlike the surface elves, dark elves do not
experience changes to their skin, hair, and eye
colors to reflect the Passing seasons. Tlﬁeg
are dark skinncd, although thcy range from a
dark slate gray to obsidian black, with a rare
few having dccp indigo Pigmentations. Thcir
hair colors are often sflverg white, althouglﬂ
some have grayer shades of hair. Egcs range
from gray, dccp bluc, rcc{, and violet.

(Gnomes

(Gnomes Pre?er to dwell in the foothills and
forests, Favoring the lowlands of Marpcsia
rather than ruggecl mountains and coastal
regions. Thcy tend to kecp to thcmsclves,
remaining !argelg within the nation of Llyrdonia,
but theg are also found in (annoria more than

anywnere else. ome gnomes travel rar an
ywhere else. Some gnomes travel far and

wide in search oFgolcl,JeweIs, and magic, and

they are excellent merchants and traders who
Fierceb compete with the l’lamfngs. (nomish

women don't usua”g treat their men harshlg or

with bitterness, althougl’l theg do not Permit
them to control any businesses or work in any
other caPacit3 than to support the gui!cls and
merchants. Agnomish man doesn't have too
much room for social a&var\ccmcnt, a|though he
does enjog a bit of freedom. T he women
Prcuccr to mate amongst their own, but thcg
sometimes select a dwarf or hahqfng instead,

both of which will 5ielc1 a halﬁgnome‘

Half-F Ives

[Half-I Ives have been around for over a
thousand years, but are more numerous now
than theg were cJuring the /\gc of Scorn.
HaH;elven women rule the nation of Tlﬁessae,
and have traveled far cnough to be common
evergwhere‘ Un!ike elves, who exPerience
altcmating hair and eye colors, half-elves do
not, and rather keep an aPProPriate shade
dcpcnéing on which gcographical region and
season they were born into. Thcy serve as the
briclge between humans and elves, and are
cqua”y welcome between both races. Hal\c~
elven women can make the best choices of
mates between human and elven men, including
men of mixed elven blood, and will treat them
accorcling to the society in which tlﬁeg are

accustomed.

Half-Gnomes

The child of a gnome and a dwarf or l’la!ﬂing is
a ha|1c~gnomc, standing taller than a gnome and
twice as }Jroad, but shorter than the other
Parent and not as hcavg. Hallc~gnomes can
indeed propagate their species, and have
numbers into several hundred thousand after
only a few centuries. Hah@gnomish women
Participate equa”g in whatever society tlﬁeg are
a part of, while the men tend to be treated

according to the societg‘s norm. Ha!F~gnomes




exist in three subsPccies, those born from a ing, or those of two half—gnomcs. [Fach

pure gnome Parent and either a dwarf or a subspccics has different racial abilities.
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+1 racial bonus on saving throws against poison.

+1 racial bonus on saving throws against spells and spell-like effects.

+4 dodge bonus against giants.

+1 racial bonus on Climb, Jump, and Move Silently checks.

Once per day a half-gnome can use "Speak with Animals" [per the spell] as a spell-like ability to
speak with a burrowing mammal (a badger, fox, rabbit, etc.). This ability is innate to half-gnomes.
It has a duration of 1 minute (the half-gnome is considered a 1st-level caster when she uses this
ability, regardless of her actual level).

Half-gnomes with Intelligence scores of 10 or higher may cast the 0-level spells (cantrips) dancing
lights, ghost sound, and prestidigitation, each once per day. These are arcane spells. Treat the half-
gnome as a 1st-level caster for all spell effects dependent on level (range for all three spells and
duration for ghost sound).

Automatic Languages: The Ridd

Favored Class: Illusionist, which is a wizard who specializes in casting illusion spells.

Aging [ ffects for Ha|{:~6nomcs

Subspecies

Middle Age*

Old Age*

Venerable***

Maximum Age

Gnome/Dwarf

112 years

165 years

225 years

+3d% years

Gnome/Halfling

75 years

110 years

150 years

+1d% years

Mixed Half-Gnome

90 years

138 years

183 years

+2d% years

*.1 to Str, Con, and Dex; +1 to Int, Wis, and Cha.
**_2 to Str, Con, and Dex; +1 to Int, Wis, and Cha.
**%_3 to Str, Con, and Dex, +1 to Int, Wis, and Cha.

Random Hcight and Wcight for Ha|{:~6nomcs

Random Modifier
+2d4
+2d4
+2d4
+2d4
+2d4
+2d4

Random Modifier
X 1d6 Ib.
X 2d6 Ib.
X 11b.
X 11b.
X 1d4 1b.
X 1d4 1b.

Subspecies
Gnome/Dwarf, male
Gnome/Dwarf, female
Gnome/Halfling, male
Gnome/Halfling, female
Half-Gnome, male
Half-Gnome, female

Base Height
34
32
2’107
2’8
31
2’117

Base Weight
85 1b.
68 1b.
35 1b.
30 1b.
60 1b.
49 Ib.

would raid neighboring Thessae and

Half-Ores

Jn distant Tgyrhan, a re|ative13 new race of
beings has dominated the region. The Wars of

Fersaeclon for male stoc&c, but another
alternative came to replace their raids. Orcish

Man decimated the region, and maraudfng men, clespite their hideous features and foul

tribes of orcs carved their way into the fallen brecding were compatible with human woman.

territory. Al’though the surviving human women Using what remaining orcish Prisoners theg

had takcn, the Tyyrhan women were able to

were able to rePel the vicious assaults of the

orcs, their husbands and sons were all but PFOC{UCC anothcrgencration of daughtcrs and

dead, leaving them with no mates to propagate sons. |n time, theg chose to begin raiding orcish

settlements still in the region for more breeding

further generations. At first, the T\ngrhan
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stock, and assimilated the oPPressed orcish
women into their own society. (Centuries
Passed, and now Tyyrhan is dominated 53
women and men of half-orcish blood, with a few
full-blooded orcs and humans with orcish
features among them. [:ortunate!g for the rest
of Marpcsia, the Tyyr]'van did not dcgcncratc
into the brutal orcish culture. [alf-orcish
women arcjust as cultured and civilized as the
rest of their Marpesian sisters, althouglﬁ t!ﬂeg
are known for their fierceness and Particu|ar
crucltg in }Dattlc, if not their inhuman

appearances and rumors of cannibalism.

Hallqings
Alwags afertile Pcoplc, the halﬂings were able

to recover their numbers within a century.
Halfling society was always matriarchal, with
women ho|ding very imPortant and eciual
Positions as their men did. [ ven though few
halfling men today hold such positions, the
oPPortunitg is still there for them. T‘lalﬂings

anofd trade and wealth over war, and compctc

with the gnomes for valuable trade routes and
contracts. Dcspitc their Pcrccivcd laziness or

cowarclice, halﬂing women and even men are

quick to defend their lands and t}wefrgolcl from
those who would try to steal them. Thc
}wamings rule the nation of (Cannoria, and men
of any race tend to live with a bit more freedom
here than angwhcre clsc, even in tolerant
Lgcaeon‘ Man3 taller Halﬂing women have
mothered claughtcrs and sons through c|vcn,
half-elven, and shorter human men, Proc{ucing
the sub-race of Ta”]ce”ows. Fu”~blooc{cd
hahqings are either Stouts or Hairpoots.

Humans

By far the most numerous of the races, humans
still dominate most of the MarPcsian and

T hentian mainland. Tlﬁeg are as diverse as
they are widcspread, with a variety of ethnic
features and Phgsical characteristics that give
their race a beautg no other race has.
Un{:or‘tunatelfj, many human women sece this
bcauty as uglincss, and a tragic c{cgrcc of
racism and Prcjudice often drives these women
apart. Human men experience a varietg of
social stan&ings, from second-class status in
Lgcaeon, to the rigicl lives of servants and

slaves in Acgonia, and the pure brecding stock
in Tyyrhan and Mesonia.

CHARACTER CLASSES

Flagcr characters in the Maic]enhcim camPalgn setting can use any of the basic character classes found
in the d20 Flaycr’s Hanc”)ook Publishcd }33 Wizards of the (oast. Maidenheim itself offers no new

individual character classes as of this Publication‘ Should the game master Permit basic classes from

other d20 campaign settings, supplcmcnts, and rulebooks to be used, kccP in mind the nature and

intent of both Maidenheim and the rules from which these new classes are taken. Jt will be up to the

game master to decide what classes she will Pcrmit within her Maidcnhcim campaign, and not every class

from other d20 sourcebooks would be aPProPriate. Most could Probably be ac{apted with a few

acﬁustments, but some may rcquirc a bit more work.




Barbarian
bacl(ground: T here are dozens of tribes and

settlements of barbarians across Scythac,

most of which are found in the [Frontier.

| _anthia’s women tend to make up the majoritg

of these barbarians, altl’xouglﬂ tl'leg do have
Frcqucnt contact with more the civilized nation
of T hessae. Small Pockets of barbarians still
remain isolated in the wilderness as wc”, many
of which hold the few men who remain among
themin a !’ﬁgh regard not found elsewhere
across Marpcsia. The T urmen nomads on the
Armen F|ateau and the Turmen Deser‘c are
considered to be barbarians, as are the
Sum’ma nomads who make their living in the
Summara Desert. Many of Calaecia’s
settlements also Producc barbarian warriors,
and there are many tribes of half-orc hgbrids in
Tyyrhan on the stcppcs.

Bard

Baclcground: Whetlﬂer theg PerForm dramas
and tragedies in the forums of Lgcaeon or
Aegonia, pass on the sagas of their PCOPIC in
| _anthia and Calaecia, or Perform artistic
ceremonies in Tygrhan’s courts, the bard is

common enouglﬁ to be Founé angwlﬂere across

chthac.

Cleric

bacl(ground: As ordained Pricstesses of their
religfons, clerics are almost always from civilized
nations such as those found in the
Maidenlands, |~ astern Marpesfa, and across
the continent of | hentia. | here are fewer
clerics to be found in the [Frontier and among
barbarian tribes unless theg are serving as

missionaries or ambassadors of their faiths.

backgrounc]: Druids are considered to be
members of the oldest religions, but their

ancient ways are slowing Passing away with the
encroachment of civilization. Druids are the
Priestesses most !fke!g to be found in the
Fronticr and among }Jarbarians, although the
civilized nation of | eichosia does maintain a
rather even mix of elven druids and half-elven

clerics.

]:ightcr
Backgrounc]: Most nghters come from civilized

nations or from regions with cnough contact
with civilization to allow amPIe oPPor‘cunities for
women to hone their skills in combat, even if
they remain a bit rustic. Fightcrs can come from
any region, but barbarian settlements tend to
Proc]ucc few actual Fightcrs due to their

isolation.

Monk

Backgrouncl; Monks come from monastic
communities dedicated to selﬁenlightcnment
and Perf:ection, most of which are found onlg in
Tyyrhan’s remote mountain regjons. The
monastic orders of Tﬂyrhan are the on13
examples of existing communities where monks
can attain their ski”s, and the concept of such
dedicated warriors is Practica”y non-existent
outside of Tyyrhan. Jtis from the orders that
many half-orcs have learmned a great deal of
civi|it3 and cnlightenment, and thcg often serve
as ambassadors for Tgyrlﬁan when dea!ing with

Forefgners.

Paladin

backgrounc]: Paladins are warriors who have
answered the call of the deities theg serve, and

as such tlﬂey are not restricted to being of
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lawful and gooa a|ignments on 5c3thae. Wl’len
choosing a goddcss fora Paladin charactcr,
the Paladfn must be of the same a|ignment as
the goddess she serves. ththcr thcg
dedicate their sword and shield to Athena or
their spears to Morrigan and bows to Artemis,
Palac{ins are rare indeed, either serving as the
means of war orjustfce of their faith or
unc]ertaking quests in the name of the deities.
Gamc Kulc InFormation: When deciding what
powers and abilities to give paladins of
different alignmcnts, there are onlg a few basic
c}ﬁanges that need to be made. A” Pala&ins
maintain the (lass [Features of Aura of
Courage, Detect [ vil, Divine (Grace, Divine
Hcalth, Lag on [Tands, Remove Disease,
Smite [ vil, SPecial Mount, and Spe”s The
ability to | urn (ndead is on]g grantcc{ to
Palac{ins if their matron dcity has power over
the domains of Death, = vil, (Good, | ife, or
Sun. Paladins of evil a!ignmcnt can altcmatelg
use their Lag on [Tands abi!it3 to [nflict FHarm
on 1iving creatures instead of healing c]amagc,
tlﬂey can on|3 Detect Goocl and Smite Good
rather than Evil, and if their c{eity grants it thcg
can use their | urn (Jndead ability to Rebuke
or Command (Jndead as an evil cleric can.
Future supplcmcnts will Provic{c more details
on the Palaains of sPechCic deities in the
Maidcnhcim camPaign.

Kangcr

backgrounc]: The ranger can come from any
civilized or uncivilized region, and tl’xeg are
found cqua”y in the Iegions of Lycacon as
tl"lé!j are among the remaining T urmen nomads.
Unlike ?ightcrs and even barbarians, rangers
are found in small numbers and have a

tenaencg to oPerate alone orin small groups.

bacl(ground: The guilcl concept of rogues has
been around for quitc some time, originating
with the multitude of secret socicties that have
come into bcing with the rise of civilization after
the Age of Scorn. Kogues can be found
ncarly cvcrgwhere there is go|d to be made,
from the markets of Tl’lessae and Aegonia to
the bazaars of Persaedon and Summara.
Along the Road of Qpecns rogues and
bandits are also common, and the wilderness
Provic{es more than cnough territor3 forthem

to hide from authorities in.

Sorceress
Bacl(grounc]: SOFC€F€SS€S are VCT‘B rare, but

due to theirinnate spcluikc abilities they are

Just as likeb to come from uncivilized

communities as thcg are to call civilized lands
their home. Rumors state that fﬂecate has
blessed the blood of certain women with innate
magic that often sl(ips a generation or two

before revealing itself at Puber‘tg.

Wizard
bacl(grouncl: Wizards only come from civilized

lands, at least fnitiaug‘ Several nations do
maintain formalized institutions that instruct the
brightcst 3ounggirls and teenagers in the
mgstfca| arts. Aegonfa, (Gandhara, Lgcaeon,
Fersaedon, T eichosia, Thcntyr, T hessae,
and Tﬁgrlﬁan are the on!g nations that have
such schools of lcaming, and as such wizards
are more common in these lands than
elsewhere. Wizards found in less civilized
regions such as | anthia and Calaccia have
|1'l<elg scttled there to secure their Privacg and

to pursue their magical studies undisturbed.




Woman and Mar7 come from the earz%, from the
gods of the earth. /n the Age o)[\S(:orn, Man
ruled over Woman, who was his servant. Vith
t/vejac/edru/e of Man camegreeo{ and t/zcy
warred with each other, and Lilled thousands
upon thousands in the Wars of Man. Woman
cried then, cried for her husbands and sons lost
in battle.

7776 goc/s of Man did noi’/w'ng, for t/zeﬂ were
/o/cascc/ with the wors/w'P t/ney had received, the
attairs of mortals meaning little to them. Put
Woman was not alone in the /7@avcn5, for the
goa/a/csscs of the carth and the 5ky heard her
cries in the wind, and tasted her tears at her

feet.

7_/7@ goc/c/csscs écggca/ the goa’s of /\/Ian to
end the sufferirlg that Mar7 had érougfzi' upon
Woman. Put the goa’s d/dnoi’/ﬁng, /aug/w’ng at
the goa’a/csscs for their compassion.

50 the goc/c/esses grew angry, and cast the
goals of /\//an from the heavens so that none
remained. Upon Man the goc/c/csscs
unleashed their fury, demons in twisted and
bestial forms who descended upon the cities

and burned the kin‘ga/oms of Man beneath their
bloodied feet.

But the demons /Laalgrown too Powcn[u//n

their rage, and after L///irlg/\//an t/zey preyed
upon Woman. 50 the goa’a’csscs again grew
angry, andgave Woman the secrets o)[magic
and courage to drive them back into the carth

from where t/my came. 7_/76 goc/c/csscs went

back into the ﬁeaven@ and left for us on the
battletields the secrets of magic.

[/[/if/7 the g/')[ts from the goa/alcsscs, Man was to

now serve YWoman.
And thus t/7/ngs are so.

50 the legencl says. Scythae‘s Pantlﬁeons
mostlg consist of female deities, although there
were many male divinities in the past. Bclow are
the goé&esses who the Scytlﬁaens still
worship, giving thanks and praise to daily.
Shrines and temples to most of these
goclclcsses can be found almost anywhcre

across the continents of Marpesia and

T hentia.

Of all the goddcsscs on chthac, the Fcrtility
go&&esses tend to have the most numerous
Fo”owings. T hese deities receive the most
worship, prayers, and tribute from hopcgul
women seel(ing &auglﬁters and sons in a world
with few men. Mang of these prayers are
answered, and more than a few women are
blessed with twins or triPIcts. The ratio of
women to men has changeci little, }wowever,
which has led the Pricstcsses to suspect that
the goddcsscs are delibcrately Prcvcnting too
many men from }Jeing bornin an attempt to
kcep Scythac under the rule of women. ”matar,
a goc]&ess of mothers, is also very influential
with the chthacn women as she watches over

children for their mothers.

(Goddesses such as Athena, [ecate, [Hera,
| oviatar, KiPutytto, Hcl, T unoetar, and
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]slﬂtar (]nanna in Tﬂgrl’xarﬂ are almost equa”g
Powchul, more so because the queens and
nobilfty lend them much of their support. Jn
cxchangc for their worship, the Pricstcsses of
these deities work to keep the queens and
nobility in power.

The women of 5(:3{?1’186 are very diverse in
their faiths, and over 60 deities make up the
entiretg of their religfons. |tis no accident that
male deities have been excluded from
Prominence in the Pantlﬁeon‘ T he women of
chthac are still aware that male deities and
divinities certainly do exist, but the |egenés
that reveal their failure to end the Wars of

Man and the Age of Scornis |argely

responsible for the contempt that most women
feel towards the "(Gods of Man." Male deities
are not given any worsl’lip or Praise in human
lancls, and thcg are sPoken of with sPite if even
considered in a conversation at all. T he (Gods
of Man have been cast from the heavens, and

tl"lé!j have no Place on chtlﬁae any more.

Thc entries below are modeled after those
found in the d20 Flager’s Hanc”aoo!(, alt}wough
other than the mention of specific spell
domains for Priests, the information Provi&ed
should give game masters cnough of a starting
Place to grant clerics of these faiths their own
specific abilities. Should any of them be found
within other d20 sourccbooks, feel free to use
whichever entries are aPProPrfate to your

campaign.

DWARVEN GODS
Thc dwarves still opcnlg acknowledge and

WOFSl’liP their male deities. |n fact, most of their
goc{s are indeed male Figures‘ A!thoug}ﬁ the
religious nature of the world around them has

changec‘, tl’le clwarven gOClS are consi&erec{

timeless, even older than the earth itself. T he
dwarves stubbornlg believe that 5c3thac was
born from the labors of the dwarven gods, and
so it is that even if queens rule the dwarven
PcoPlc, those queens will alwags be gratcxcu| to
their male goas. What the rest of the humans,
elves, gnomes, and hahqings think about it is not
a consideration when it comes to matters of

dwarven faith.

Athor

Neutral | vil

Thc god of evil greed, Athor is one of the few
male deities still worshipped on Scythac, and
even then his followers keep their main|3 faith
to themselves. Dwarven thieves and rogues all
pay tribute to Athor's Priesthoocl, and his
followers are rcsponsiblc for many of the

tensions and dissent within dwarven culture.

Thc domains At]ﬁorgovcms are Evil, Luck,

and Trickerg. His symbol is ajewelecl clagger‘

Bcrroan

LawFuI (Good

Thc goc]c]ess of sa]cetg, truth, and the homc,
the Keverecl Mother Berroan is the matron
deity of the dwarves. ]n abundant times when
dwarven males were more numerous, PDerroan
was a matron of marriage and |ove, altlﬁouglﬁ
now she only receives prayers concerning
matters of the heart rather than marital unions.
f'icr Priestcsscs also pray to Protcct homes
from thieves and the evils of other goc{s.
Bcrroan governs the domains of (Good,
Healing, and Protection. [er 53mbo| is two

linked silver rings.

Ged
|_awful Good
(Gedis worslﬂfppeé bg dwarven warriors before
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combat, and during the midst of battle and war.
Thc battle-axe is his sgmbol, and the favored

weapon of his Priests‘ (Ged has power over the

domains of | aw, Strengtlﬁ, and War.

Dath

Neutral

Tl’xe dwarven god of secrets under the
mountain, | Dath is revered for his wisdom and
know|eége; it is said that there isn't angtlﬂfng
that he doesn't know or understand. O\thn
called the Silent | ord, his Priests and
Pricstcsscs are alwags welcomed as advisors to
the dwarven queens and kings. T he domains
Dath is associated with are |~ arth,
Knowlcdgc, and Protection. [is sgmbol is a
faceted gemstone, often ciepictecl against a

silhouette of a mountain Peak

Garamar

LawFul Neutral

Tl’xe god of Protection, Garamar the
(uardian is a minor c]cit9 who looks after the
well being of all dwarves across the world, even
those who no |orxgcr live in the halls of Mithia.

(Garamar also receives prayers from warriors in

battle to Provic{c them with strcngth and

endurance. [ e governs the domains of | aw,
Protection, and Strengtlﬁ. His sgmbol is either

a bronze or brass mask with ﬂaming eyes.

Dain

[ awful Good

Thc patron goc] of dwarves, Dain is called the
50u| I:orger, the AlH:atlﬁer, and the
(reator. Dain is said to have created the
ear‘tl’l, and the dwarves from the ores and gems
found beneath the mountains. Tl’xe war hammer

is his symbo!. T'ic has power over the domains

of Earth, CJood, Law, and Frotcction.

haotic (Good
Thc goddcss of Iti, mercy, 1ovc, and Fcrtilitg,

Aerin has also been called the Ladg of | ife.
Thc dwarves pray to her to bless the wombs of
hoPeFu| mothers with children, but aespite the
largc sacrifices made and idols built in her
honor, the dwarves still remain large!g and
infertile Peoplc. Some of the dwarves who
have more rcadilg embraced the ways of their
human neighbors have shunned Shaer for the
mercy and compassion she has for all Iiving
beings, in Par‘ticular men. [Ter Priestesses are
grantcd power over the domains of (Good,
Healing, and | _ife. Shaer's sgmbo| is aflame

rising from a steel an‘

(Gadin

Neutral

Dwarven merchants and non-evil rogues
worship (Gadin, the god of wealth and luck. As
a master of tricl(erg and deceit, (Gadan lﬁelps
his followers to outwit and overcome their
enemies and other obstacles, Partfcular!g
humanoids, humans, and other demihumans who
have money to be bilked of. Gadin grants his
Priests power over the domains of [~ arth,
[Luck, and T rickery. [His symbolis a circular

coin oFgold, carved with dwarven runes.

ELVEN DEITIES
Althougl’l the elves Iargelg give Prafse to afew

go&clesses, theg have not Forgotten the male
deities of their ancestors. | he elves of
chtlﬁae appear to WOFSl’liP on13 female
divinities, but thcg have simplg changcd the
appearance of their male deities in order to
accommodate their human ncighbors. | orellan
is an anclroggnous éeitg, aPPearing as either
male or{:emale, or neither. I:or the Past 800

years, | orellan has adoptcc{ afemale identitg
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in order to maintain a more accePtaHe image

for the elves of chthae.

| orellan

(Chaotic (Good

The Lac‘y | orellanis the matron deit9 of
chthacn clves, and is revered as the sgmbol
of the l’lighest ideals an elf can strive for.
Lorc”on Pricstcsscs take an active role in

T eichosian Po|ftics and the defense of the
nation, and are the most active clerics in the
nation. |_orellon Presicles over the domains of
(Chaos, (Good, Magic, Protection, and \War.
f'icr Priestesscs use the long sword as their
favored weapon. | orellon's sgmbol is a si!very

ciuarter moon.

Aeraen
Chaotic (Good (Neutral)

Aeraen is the elven goddcss of air and
weather. [er worshiPPcrs give her Praisc to
bless them with favorable weather at land at
sca. [ler sgmbol is a wreath of feathers. She
has power over the domains of Air, (Good, and
Watcr.

[lese

(haotic Neutral

llese is the Laclg of Mischief and Cl’}ange,
whose worshippers include chaotic elves and
thieves. [Her symbo! is the nig!ﬁt star. 5!’16 has
power over the domains of Chaos, Luck, and

Trickerg.

Andira
(Chaotic (Good
Anc]ira is the elven god of archcry and hunting,

WOFS}’]iPPCd }35 gOOCl ancl neutral 6|V€S. HaIL
elven rangers ancl a ]CCW !’mmans a!so ]Clnd

themselves as her worshippcrs. Hcr symbol isa

fletched arrow. f“]er Priestesses may use the
longbow as their favored weapon. 5}16 has

power over the domains of Animal, (Good, and
Flants.

Stracl

(Chaotic (Good
The goclcless of c{eep elves who live above

ground, her Priestesscs often referto her as
the Deep Maiden. Strael‘s Fo”owing is rather
sma”, but half-elves of dcep blood are bcing
born in Iarger numbers and more cleep clves are
moving from their realms to the surface world.
Strael‘s Pricstcsscs are grantcd power over
the domains of (Good, Knowledge, Magic, and
Frotcction. Her sgmbol is a circle of silver

filaments.

Celana
(haotic (Good

The godcless of romantic love, (elana is one
of the more wideb known deities of the elves,
and she is said to have a very good relationship
with the other goclclesses of love in the
Panthcon such as APhroditc and I:reﬂa.
Marriages and formal re|ationships between
elves, half-elves, and the occasional human are
given blessfngs bg Celana’s Priestesses‘
Celana governs the domains of (Good,
Hcaling, and Protection. [er symbol is a

circulargarland wrcath O]c roses.

[ nora

Neutral Good
Tl’xe elven goaaess of Iongevitg, the elves know

that |~ nora still exists because thcg still cnjog

life spans measuring in centuries. Altlﬂougl’l
very few have ever become Priestesses or
Pricsts in her name, the elves take Forgrantcd

that the is with them. Since even long life ends
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in death, [ norais also revered as a minor
death cleity with the intent of Provicling the

souls of deParteé elves an afterlife more

cnjogaHe and eternal than their mortal life.

I nora rarely receives clerics, but the few she
has are grantea power over the domains of
Gooc[, Death, Knowledgc, and Magic. Hcr
53mbo| is avine of ivy twisted into wreath,

encirc!ing asun.

Raesheen

(Chaotic | vil

Thc queen of the dark elves has very few
adherents on the surface world, although the
Demon Qpeen‘s servants have managed to
hide among the few surface c{ecp elves that
have managec{ to find a Place among the
Tcichosians. Exactly what Kacshccn has in
store for the surface elves is unknown, and as
long as Lore”an is Prcsiding over | eichosia
Raesheen will have a difficult time comcronting
}wergreatest enemy. Raeslﬁeen rutlﬁless!g rules
over the domains of ("haos, Destruction, |~ vil,
Knowlec]ge, and Magic‘ Her sgmbol is the
spi&er‘

Rallas
Neutra|

Rallas’ Priestesses are clerics and druids who
tend the carmcu”g restored and guarc{ed
woodlands of T eichosia. Ladg Rallas is said
to be as old as nature itself, and it was her
worshiPPers who began the Iong and arduous
process of the Hcaling; Miclikki mcrelg
Provic‘ea assistance. Rallas’ clerics are grantec{
power over the domains of Air, Animal, [ arth,
Plant, and Water. [Jer sgmbol is the mightg

oal<.

HALFLING DEITIES
Much like the dwarves, the Iﬂal]qings still

Provicle WOFSl’liP to a few male deities. [For some
time after the Agc of Scorn it was whispcred
among the l’lamfngs that \/oren the DeFencler
was not able to protect them durirxg the Razing
and the Salting, and that Prand hit the trails
and traveled far enouglﬁ away to save himself
while abandoning his fellows. chcnc{ has
revea|ed, however, that \/oren manifested on
the ficlds of battle and sacrificed his own
&ivinitg to give strength and skill to the
hahqings. |t was his sacrifice that enabled the
hahqings to drive back the humanoids by the
end of the wars, and althouglﬂ he has no Form,
he still exists in the courageous hearts of the
}walxqfngs. As for Brand, he had instead taken
the orPhancd children and babies sa]celg to a
secret P|ace where the humanoids could not
harm them. Priestesses and Pricsts of Voren
and Prand still walk among the halflings of
(Cannoria, and are still caPable of worlcing

miracles in the names of their Patrons.

Thc hallqings also pray to a thousand other
ancestors and SPirits common to a Particu!ar
area or task. Evcry town and shire has atleast
a few dozen local deities, the sPirits of the
founders of the communities or local heroes
who have since Passeé on but still watch over

their loved ones.

Voren

|_awful Good

\Voren the Defenderis the halxqing goc! of
stern defense and aggressive watchmculncss, but
heisnota gocl of war even thouglﬂ he Partal(es
in them. e grants his Pricstesscs and Pricsts
power over the domains of | aw, [rotection,
and War. His Priests can use the short sword
as their favored weapon. Vorer’s symbol isa

stout wooden shield with bands of iron.
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Brand

(haotic (Good

The hallqinggoc] of adventure and
misadventure, Prand has also been accredited
with bcing the protector of children. Halmqing
children and young adults )Creciuentlg call upon
Brand to lead them to the next great
a&venture, while Parents pray for Brand to
lead them away from it. He has power over the
domains of | uck, T ravel, and Trickcrg. [is

symbol isa Pair of worn leather boots.

Cylee
Neutral Good
Tl’xe goc]cless of the hearth and home, Cglee is

said to have a shrine in every burrow and
bui!c{fng built Eg the ha!ﬂings. Halﬂing
hospitality comes from the tcachings of
Cﬂlce‘s Pricstcsscs, who insist that the
goddess herself could be among the guests
one receives at one's table. f'icr Pricstcsses
have power over the domains of Good(,
f'icaling, and Frotcction. C3|ec’s sgmbo! is a
bumir\g hearth !og.

Sl'lagla

Neutral Good

Thc goddcss of agriculturc, nature, weather,
Feasting, celebrations, and romance, Shayla‘s
clerics and druids were rcsponsiblc for the
successful Cleansing of the earth which has
since restored (Cannoria to her more bountiful
past. A!thouglﬁ many Iﬂal]qings believe that
Shayla and Da”a are one and the same,
Shayla's clerics and druids insist that the two
are not. 5%3313 has power over the domains of
Air, Flant, and Water. [er sgmbol is a farmer's

sickle.

|_awful Good

Thc matron goddcss of halﬂings, Da”a has
been called the Frovider, the Nur‘turer, and the
Blesscd Mother. Sheisa symbol of harmony
amongst l'lallqings and a strong defense against
their enemies, and her Pricsthood consists of
both clerics and druids. Dalla grants power
over (Good, | _aw, and Frotcction. Her symbol

is a sheaf of wheat.

HUMAN GODDESSES

The goc]c]csscs of the humans are numerous
and diverse, a reflection of the multitude of
cultures and societies from which thcg come. A
few are rather unique to their own Partfcular
cu|tures, alt}wouglﬂ most goc{desses have at
least a few small shrines and tcmplcs within
most of the human controlled regions‘ Tl‘le
gocldcsscs of Ghandhara, for cxamplc, have
very little influence on Marpesia and T hentia,
while Hera and Athcna have Pricsthoo&s that
extend as far west as Calaecfa and to

Mesonia in the east.

Amatcrasu

|_awful Good

Tl’xe goddess of the sun, Amaterasu is one of
the more Powchul goclclcsscs in the Pantheon.
Althougl’x most of her temples are found in
Tyyrhan, her Pricstcsscs have sPrcac{ her faith
across the rest of Marpesia as far west as
Lgcaeon. T he domains she governs are [ire,
(ood, Hcaling, Strength, and Sun. Her

symbol is an cighbsic{cd mirror.

Am Pl'litritc

(haotic Neutral

The goddess of the sea, Amplﬁitrfte is also
called the Lady of Rcmcs, Mothcr of Wavcs,
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and the deen of the Nereids. Sailors,
Pirates, and seawomen all offer sacrifice to
Amphftrite to bless them with calm seas, and
coastal vi”ages have at least a nominal shrine to
the goclclcss so that thcy are not Plagued bg
violent storms. Amphftrite governs the domains

of Air, Chaos, Destruction, and Water. [er

symbol is a silken shawl.

Aphroclite

(haotic (Good
The goddess of love, beautg, and Passion,

Aphroéitc is worshippcd across most of
Marpcsia. Although she Frequcntly Presic]es
over formal re!atfonships between women,
Aphroclitc‘s Pricstcsses are not very well liked
bg other Priesthooés, Particularb those of
[Hera, [ecate, and | oviatar. Aphrodite‘s
compassion for Man is seen as rather
troublcsomc, and her attcmpts at restoring love
between Woman and Man is bcginning to earn
her priestesses some very Power‘Ful enemies.
Aphroditc governs the domains of (Good,
Frotectfon, and Trickerg. Her sgmbo! is a

multicolored seashell.

Artemis

Neutra|

Kangers and huntresses worsl’xiP Artemis, the
goddess of the hunt. She is sometimes
associated with the moon. [Druids revere her,
and make up ncarly half of her priestesses. As
such, her worsl'lippers are found in more rustic
areas such as Calaccia and the less settled
regions of Lgcaeon and Aegonia. Artemis is a
mistress of the domains of Animal, Plant, and
Tricl«irg. Although thcy have no access to the
War domain, clerics and druids of Artemis can

use the short or long bow as favored weapons.

[Her sgmbol is an ivorg bow in front of a full

moon.

Astraca

_awful GGood

The goc]c]ess oicjusticc, Astracais
worshippccl 135 all and denied }33 no one. | rom
the heavens she sits, watching all that happens
across chthac, and her Pricstcsscs often
serve to remind the noblewomen of their
goddcsses‘juclgments. T his earns her the
favor of the People, but sometimes the enmity

and wrath of those sccking injusticc. Astraca

governs the domains of (Good, | aw,
Protection, and Strengtlﬂ. [Her sgmbol is the

hammer‘

Athcna

LawFul Neutral

Thc goc]c]ess of wisdom and war, Athena is
one of the most wfde!g worshipped godc{ess on
Scytl’lae, altlﬂougl’l her center of power lies in
Acgonia. Warriors and those sccking
guiaance in battle all Praise Athena for her
wisdom. Athena's worshippcrs are very
aggressive in the sPreacl of her faith, and hold
all other clerics in contempt. She is associated
with the domains of Destruction, Knowle&ge,
Law, Frotection, 5trengtl‘1, and War. Her
Pricstcsscs can use spear (hallc spear, short
spear, or |ong sPear> as their favored weapon.
Hcr sgmbol is either an owl or the eyes of the

OWI.

Bast

(haotic (Good

The cat goddess, Pastis worshfpped as
Protector and guarc{ian of the home and all
cats. Hcr sgmbol is the cat, anditis whispcred

that every cat serves as her eyes and ears.
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Bast has power over Chaos, | uck,
Protection, and T rickery.
Y

Brigit

Neutra|

Thc godclcss of fire and poetry, Brigit is
worshippcc] in the more rustic nation of
(alaecia. Her Priestesses are almost all
druids, known for their battle chants and songs,
and theg can Frequentlfj be heard singing on
the fields of battle. Brigit has power over the
domains of Fire, Frotection, and War. [Her
clerics can use the |ong sword as their favored
weapon. Brigit’s sgmbol is the form of a woman

wraPPcd in flames.

Cybclc /Rhea

Neutral

Tl’xe mother of the goclclesses and nature,
Cﬂbelc is the ancient goclclcss who was far
more PowerFul in the Past !ong before the Age
of Scorn. Religfous scholars claim that it was
Cﬂbelc who cast the Gods of Man, even
those who were her sons out of the heavens for
their sins against Woman. Cybclc has little to
do c‘irectlg with the ciay~to~&a3 affairs of
mortals, but the druids who revere her still offer
sacrifices and prayers to her name. As a
Primeval goé&ess dating back to the beginning
of time, Cﬂbelc has no clerics. [ ven the druids
of Gaia acl(nowlec!ge that Cybde‘s orderis
much, much older. [Her sgmbol is a goldcn circle

or ring.

Dcmctcr

Neutral Good

The goddess of agriculture, Demeteris
worsl'liPPecl to Provicle bountiful harvests of
grain and crops for farmers, and to bless the

wombs of mothers bearing children. Priestesses

of Demeter also serve as midwives for
chilclbearing women, and the goddcss is most
commonlg worshipped in Aegonia, Calaecia,
Lycacon, and T hessae. [ Jer order also
includes a number of druids. Demeter has
power over the domains of Air, " arth,
Hcaling, and Flants. Her sgmbols include

shcaves OF corn, POPPiCS, ancl snakes.

[Cirine

LawFuI Good

The goddess of peace and genﬂeness, I irine
is commonly worshippcc{ in the more civilized
regions where peace is more rcac{ilg desired.
On the [Frontier and in regions where armed
conflicts are common, [ _irine's Pricstesscs
offer to heal the in_jurec{ and ogerf:orgiveness
to the dying. I irine governs the domains of

(Good, Healing, | aw, and Protection. [Her
53mbo| is the olive branch.

[ ris

(haotic Evil

The goddess of discord and strife, [ ris has
been called the Maiden of Chaos and the
Mother of (alamities. She serves to sow and
create dissension and misfortune among
mortals t}wrouglﬂ her Priestesses, and to Protect
those who offer her tribute from such fates.

I ris governs the domains of (Chaos, |~ vil,

| uck, and Tricl(erg. [Her sgmbol is a sPinning

silver coin.

Frcya

Neutra! C]oocl

Thc godclcss of love and ?ertihty, Frega is
worshiPPec‘ in |_anthia and T hessae. | ike

Aplﬁroc]ite, Freya‘s Priestesses seek to

restore love between Woman and Man, even

t}ﬁouglﬁ this does earn them the resentment of
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the Priestesses of Hera and | oviatar. ]:rega
has power over the domains of (Good, f'ica!ir\g,
and Frotcction. r’icr sgmbol is the falcon.

f:ﬁgga

Lawxcul Ncutral

Thc goddcss of the atmosphere, f:rigga is the
matron cleitg of the | anthians. She is also
called the Mother of Storms and Lady of the
[Helm (as in the helm of a Lantl’lian |ongship).
Frigga is also called upon to bless formal
relationships of women. She governs the

domains of Air, |_aw, and Water. [Her symbol

isa large cat.

(Gaia

Neutra|

Although other druids may claim that their
nature goc{dess orgocl is the oldest in the
worlc], Gaia the Earth Mother truly is the
second oldest faith beneath the druids of
Cﬂbele‘ [Her Priestesses are all druids; she has

no clerics in her name, as she is one of the most

Primeval go&cless on 5c3tl‘1ae. As inthe Old

Timcs when men were the majority of her

devotees, men toaag may still be druids of
Gaia, a!though now thcg number much less
than tlﬁey used to. The Reparations mean
not}wing to them, and isolated druidic
communities treat their male residents and
relatives as equals. (Gaia's druids have a
tenclcncy to shun civilization, and only deal with
druids of othergo&&esses and rangers on a
rcgular basis. Thcy can be found all across
Marpesia, T hentia, and even (Ghandhara, but
one would never know they were there unless
they revealed themselves. Gaia's sgmbol is the

oak tree.

(haotic (Good

The goc]c]ess oicjoy, love, and chtivitg, Hathor
is also called the Ladg of Dance and the
chcn of Song in Thcntyr. Hathor's
priestesses Frequent[y arrange for !arge
celebrations throughout Thentgr to celebrate
the mzijestg of their go&&esses. [Hathor grants
power over the domains of Chaos, (Good, and
Protection. [Her symbol is a go|den harp.

r1ccatc

|_awful | vil

Thc godclcss of magic, ﬁccatc is said to have
shared the l(nowledge of magic with Woman so
that she could overcome the humanoids during
the Age of Scorn. [For this, she has received
much thanks and Praisc, and is worshippcc{ with
zeal across Marpcsia. Hecatc grants power
over the domains of [~ vil, Know|eage,
Protection, and Magic. [Her sgmbol is a setting

moon.

Hel

Neutral }:_vil

The goddess of death, el has also been
called bg the | anthians as the Queen of the
Slain. Dcspite her status as bcing associated
with evil, [Hel is still oPenb Prayea to so that
she may take mercy on mortals and spare them
the ravages of death and &ecag for one more
day. Hel has power over the domains of
Death, Destruction, Healing, and [ vil. Her
symbol is her own face, colored black on the

riglﬁt and white on the left.

Hera

LawFul Neutral

Thc goc]dcss of authoritg and intrigue, Hera
is deemed resPonsiHe for Passing the
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Keparations down to the earth so that Woman
could live free from the influence of (Gods of
Man and their male worshippers‘ As such her
influence has sPrcac] to every civilized nation
across Marpesia, CJhanthara, and Thentia,
making her the most Power‘Ful goddess in the
entire world. [Jera has authority over the
domains of | _aw, Know|edge, Protection, and
Tricl«iry. Her sgmbol is either the Pcacock or

the feathers of one.

Hestia

Lawucul Ncutral

Thc goc]dcss of the hear‘th, home, and altars,
[Hestiais a Popular local cleitg worslﬂfPPeci to
varying c]egrccs from serfs and commoners to
noblewomen and queens alike. Fragers to
Hcstia are offered to Protcct one's home and
Propertg from thieves, and to keep the home
safe from disease, fire, or other tragcdics. Just
as Hcstia PreFers not to become involved in
the affairs of othergoc{c{esses and women, so
too do her Pricstcsscs try to remain as
uninvolved as PossfHe in the affairs of women.
[Hestia governs the domains of rﬂcaling, | aw,
and Frotcction. r’icr sgmbol is a lit candle.

[dun

(Chaotic (Good

The goddcss of sPring and eternal gouth, |dun
is worshiPPed across | _anthia and T hessae.
Her Priestcsscs include both clerics and druids
who say prayers over newborn children so that
they may live long livcs, and over the fields so
that farmers may bring in more bountiful
harvests. |dun has power over (Good, Heahng,
and Plants. [Her symbol is an aPP!e.

]lmatar

The goddess of mothers and childbirth, [Imatar

has also been called the Daugl’xter of the Air‘
“matar has little influence among governments,
a|tl'lough every woman who secks a child will
offer [Imatar worship for the duration of their
Pregnancies. I|matar has power over the
domains of (Good, Tﬂealing, and Protection.
Her sgmbol is a cross with |ooPe& ends.

|nanna/]shtar

As a goddess of both war and love,
]nanna/]shtar grants different powers to
different sects of her Priesthooc{‘ As |nanna
she leads Tﬂgrhan into war against her
enemies from the Bastarc”ands, and as ]shtar
she rules over miglﬂtg Persacdon as a T‘lolg
Nation. |nanna's Pricstcsscs have power over
Destruction, |_aw, Protection, and \War, while
]shtar‘s Pricstcsscs receive power over the
domains of | _aw, Healing, Protection, and
V\/ar. Fricstcsscs of both sects can use the
scimitar (normal or great scimitar) as their
favored weapon. As |shtar, her sgmbo| is a blue
crgsta! rod, while those who know her as lnarma

use the symbol of a staff.

Jris

Neutral

The goddess of messengers and rainbows, |ris
is also called the Ladg of Words and the
V\/ingcd Messcngcr. [Her Pricstcsses are
surprisinglg well informed of events in
ncighboring nations, and thcy often serve as
couriers to ambassadors and cliPlomats

between nations. lris governs the domains of

Knowleclge, Frotection, and Trave!. rﬂer

symbol isa goldcnjug.

|sis
Neutral
The goclcless of Fer‘tilitg and magic, |sis is said
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to have been sitting on the throne of Thentyr
for centuries, her avatar ruling the women of
the Power‘Fu! desert nation airectlg. [Her
priestesses are said to have among the safest
methods of ensuring childbirth anywhere in the
world, and that men in Tl’lentyr are under the
sole Authority of her tcmplcs. |sis grants
power over the domains of Know|edge,
Hcaling, Frotcction, and Magic. Her sgmbol is

that of a s}'lining star set above or behind an
ankh.

K ali

(haotic Evil

As the PowerFul goddess of death and
destruction in GHandhara, Kali has also been
called the black Eartl'} Motlﬁer and the

Canni})al Qpccn. [Her Pricstcsscs oPcnlg
Per‘Form human sacrifices upon SPeciaug
Preparcd and raised slaves in order to Prcvent
K ali's wrath from coming down upon them. [Her
PowerFul cult includes many assassins, thieves,
and warriors. Kali grants power over the
domains of (Chaos, Death, Destruction, [ vil,
Healing, and War. [Her Pricstcsses can
choose one martial weapon as their favored
weapon (choose one weapon at st !evel, most

often a sword). K ali's sgmbol is a human skull.

Ki

Neutra|

Thc goddcss of nature, Ki is worshippccl
wic‘eb in the [ astern nations of Mesonia,
Fersaedon, and Tﬂgrhan. [Her Pricstcsscs are
clerics and druids, both of whom are defenders
of nature, found equa”y in the Turmen
Descrt, the Hua Yan Swamps, the
Dumeaens, and the Han 5teppes‘ Ki governs
the domains of Air, Animal, [ arth, Flant, and
Water. Ki‘s symbol is an iris.

KiPutgtto

(haotic Evil

Thc goc]c]ess of siclmcss, Kiputytto is also
called the Motlﬁer of the Flague, the Laclg of
Flagues, and the chcr chcn. DcsPitc her
caPaci’% for evil, she is Frequentlg given a form
of token worship to spare children and the
elcler!g from the ravages of disease. KiPutgtto
has power over the domains of Chaos, Death,
Destruction, and [ vil. [Her sgmbol is a

battered metal bowl set over a flame.

Kish_ijotcn

Neutral Good

Tl’xieves, rogues, amblers and anyone else
& g Y

clcsiring or necc{ing Juck and goo& fortune offer

prayers to Kislﬂgoten‘ Her Priestesses are

common throughout Tyyrhan, and rarely found
outside of the T wisted chendom. Kis}ﬂjotcn
has power over the domains of Protection,

| uck, and Travcl. Her sgmbol is a white
faceted diamond.

Kuan Yin

|_awful Good

The goc!c!ess of mercy, K uan Yin has on!g a
small cult Fo”owing in Tygrhan. Her
Pricstcsscs oppose the Hobbling and work to
bring relief and mercy to the men, bogs, and
infants born in Tgyrhan. As aresult, Kuan
Yin's priestesses are very unPoPular and often
arrested and hunted bg the priestesses of

| oviatar and Jnanna. Kuan Yin has power over
the domains of (Good, [Healing, and
Frotection. Her sgmbol is that of the godclcss

holding a newborn child in her arms.

| _akshmi
(haotic (Good

]n Ghanc”ﬁara, merchants and those seeking
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luck and fortune worslﬁip Lakshmf‘ Her
Popularity among the Vaisia caste in
(Ghandhara has also earned her an association
with business and wealth. Lakshmi has power

over the domains of (Good, | uck, and
Frotcction. r’ier sgmbol is the lotus flower.

| oviatar

|_awful [ vil

The goddess of sugering, | oviataris also
called the Lady of Fain, the chcn of

T orture, and the |ce Maiden. [Her Priestesses
readily sever their right breast as a sign of
humiliation and faith in |_oviatar, proudly
bearing their scars as signs of theirfavor. T he
effectis cnough to strike fear into the hearts
of theirless dedicated sisters. | oviatar's
priestesses are very influential across
Marpesia, serving alongsfde the Priestesses of
r’icra and Inanna. Thcir strongest rcgions of
influence include Tyyrhan and Mesonia.

| oviatar grants power over the domains of
Evi!, fﬂcaling, Law, Strcngth, and War. f"lcr
priestesses can use the dagger as a favored
weapon. | oviatar's sgmbol is a white or ivory

daggcr.

Ma‘at
LawFul Neutral
Thc goc]c]ess oucjusticc, Ma’at’s tcmplcs serve

as houses oFJustice and courtrooms in

Thcntyrjust as thcg do as Placcs of worship.

Ma‘at has power over the domains of
Knowlcdgc, Law, and Frotcction. r’icr sgmbo[

is a tilted scale.

Mielikki

Neutra! Goocl

Thc gocldcss of nature, Mielikki is also called
the Mistress of the ]:orest and the Laclg of

Trees. Her Priestesses are clerics and druids,
and are ?rcqucntlg found guarclirxg the
woodlands in T hessae, | _anthia, ngrc{onfa,
and Calaecia. Mielikki has power over the
domains of Animal, Plant, Water, and Sun. |n
T eichosia, Mielikki's druids cooperate with the
elven druids, but in the east they often clash
with druids serving the goc{c{ess K, sometimes

with violence. [Her symbo! is the evergreen tree.

Mncmosync

Neutra! Goocl

The goddess of memory, knowledge, and
bards, Mncmosgnc is regarc{cd as Lady of
Leamfng and Mother of the Muses. rﬂer
priestesses are among the best scholars in the
wor|<:{, and are often retained as tutors for the
claughters of noblewomen and wcalthg
merchants. Mnemosgne governs the domains

of Good, Knowlcdgc, and Magic. [Her symbol

is a bound scroll.

Morrigan

Neutra|

Thc goc{c{css of war, Morrigan is also called
the Spearmaiden. [Her Priestesses are clerics
and druids who Fight side by side with warriors
alike, and thcy are among the staunchest
defenders of Calaccia. Morrigan has power
over the domains of Destruction, Frotcction,
Strengtlﬁ, and War. Her Priestesses can use
the spear G‘)ahc spear, short spear, or long
spear) as their favored weapon. Morrigan‘s

sgmbol is two crossec{ sPears.

Nemesis

Lawxcul Ncutral

The goclcless of retributivejustice and
vengeance, Nemesis is Praycc] to for Hcssings

in acts of revenge against those who have
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wronge& others. T‘ler Priestesses often assist
those with their acts of vengeance, making them
afeared sect by criminals and murderesses.
Nemesis governs the domains of Destruction,
Law, Strcngth, and War. Hcr symbo| is an
uPriglﬁt gladfus. Priestesses of Nemesis can

a|so use the S}TOI"t sworcl as a Favored weapon‘

Ncphthys

(Chaotic (Good

Thc goc]c]ess of wealth and the Protcctor of
the &eac‘, Nephtlﬁys‘s Priestesses serve to
guard the countless burial tombs and Pgramids
of Thcntyr from the grccc] of grave robbers.
Tl’xeg also ensure that the dead do not rise
again to inflict their wrath upon the Iiving. She
is the twin sister of |sis, and her priesthooc‘
holds the second most Powchul influence in
Tl’xentyr. Nephtlﬁgs grants power over the
domains of (Good, Dcath, and Frotcction.
Her sgmbol isa Pair of horns wraPPcd around

alunar disk.

Nike

Lawucul Ncutral

Warriors and mercenaries seekfng victorg over
enemies in battle worship Nike, the goddcss of
victorg‘ Her Priestesses are likewise warriors
themselves. Ni‘(e grants power over the
domains of Destruction, | _aw, Frotcction,
Strengtlﬁ, and War. Her Priestesses canuse
the short sword as their favored weapon.

Nike's symbol is a wingcd woman.

Nin-Hursag/Hursa

Neutral

As a goddess of the ear‘tl’l, Nin~}"lursag is
wic‘e|3 worslﬂippea in Persaedon, Tﬂyrlﬂan, and

Mesonia. Somc sects often call her Hursa or

Hursag. Most of her Priestesses are clerics,

but a few druids also revere the godcless. Nin-
Hursag‘s Pricstcsses claim that the earth itself
is anJ"lursag, and as such she is the greatest
goddess of them all. T his puts them at odds
with the Pricstcsses of T ouMu, who claim that
tlﬁeirgoc{c{ess is the endless heavens above.
Nin~Hursag grants power over the domains of
E_arth, Frotection, and Strength. rﬂer sgmbo|

is a blue white diamond.

FPheme

Neutra|

Thc goc]c]ess of Famc, rumors, truths, and
Falschoods, Fheme is a mixed blcssing among
go&&esses and immortals. [Jer Priestesses
serve as her eyes, ears, and tongue, sprcading
words of deeds and names of women and men
regard|css of their veracity. PBards are
Frequentb found in the company of Flﬁeme‘s
Pricstcsscs, and often hclp to sPrcac{ their
words. Fheme governs the domains of
Know]eclge, T ravel, and Trickerg‘ Her sgmbol

isa qui” and an unbound scroll.

Ratri

Neutral | vil
Thc goc]c]ess of thieves, robbcrs, and the

niglﬂt, Ratri orfgina”g came from (Ghandhara
butis }Jeginning to sPreac{ herinfluence onto
the Marpcsian mainland and T hentia. Her
Priestesses work alongsfc{e \aisia merchants
and thieves, robbing and murdcring in order to
increase their own wealth and fortune. Ratri
grants power over the domains of Evi], | uck,
and Trickerg. [Her symbol is either a black or

dark robe or a woman wraPPcc{ inone.

Selene

Neutral Good
Tl’xe goddess of the moon, 5elene is also
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called the Silver Laag. [Her Prfestesses are
found in civilized regions of the Maidcnlands
Just as often as theg are in less settled areas
along the Frontier. Shc governs the domains
of Air, T"!ealing, Frotcction, and Sun. T"lcr

symbol is the full moon.

SCkhmct

Lawxcul Ncutral

Tl’xe goddess of war, Seklﬁmet is the matron
goddess of (Gambdalla, and a powerful
goé&ess in Tl’}entgr in her own riglﬂt. Her
priestesses are also warriors and Fight
alor\gside them in battle. Sekhmet grants
power over the domains of Destruction, |_aw,
Frotcction, Strength, and War. Her
Priestesses can use the scimitar (normal or
great scimitar) as their favored weapon. Her

symbol is the chariot.

Sif

(Chaotic (Good

The goclclcss of excellence and skill in battle,
Sifisa very Popular c{eitg in |_anthia. [Her
priestesses are said to be the most skilled
swordswomen and warriors in the world,
a|though clerics and warriors of Athena,
Morrigan, and |shtar would be qufcl( to
&isagree‘ Shcgovems the domains of (Good,
[ uck, Frotcction, and War. Her Pricstcsscs
can use the !ong sword as their favored

weapon. Sif's symbo| is an upraisecl sword.

ch-nut

_awful Good

The goc]c]ess of storms and ﬂowing water,
Tefnut is called the deen of the Naptra and
the Maiden of Rain. [Her Priestesses are
chargcd with monitoring the level of water along

the flood banks of the Naptra River, and to

ensure that proper worslﬁiP is given to the
goc{c{css to Provic{c rain for the growing
seasons. | efnut governs the domains of Air,

Flant, and Watcr. Hcr sgmbol is that of a

lioness head.

T ouMu

(Chaotic | vil

Thc goc]c]ess of the north star, | ou Muis
said to make up the entirety of the heavens and
the night sky, and that all goddcsscs live
beneath her. T his arrogance makes her
Pricsthooc[ very unPoPu|ar (Pcrhaps because
they posca good argumcnt), but sailors and
navigators in Tgyrlﬂan must all relg upon Tuo
Mu to provide them with sight of the stars
when sailing at night‘ T ou Mu has power over
the domains of Air, Chaos, [ vil, Sun, and
Water. [Her sgmbol is that of a vine of lotus

ﬂowers wrapPec{ arounc! a }JOW.

Tunoctar

(haotic Evil

Tl’xe goddess of the unclerworlé, Tunoetar is
also called the CJhoul Qpccn and the Lacly of
Bones. A fierce competition between
Tuonetar and Hcl over who shall rule the
underworld has been raging for millennia, and
the sightings of undead in the world of the
living is said to be the workings of one goddess
or another attempting to gain more power over
the other. Tuonctar‘s cults are very small
comParecl to rﬂel‘s but theg are evergwl’lere.

T uonetar grants power over the domains of
(Chaos, Death, Destruction, | vil, and
Hcaling. Her sgmbol isa clccapitatcc] head.

Tgchc
Neutral
Tl’xe goddess of good )Cortune, prayers to
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Tgchc are sPol(en by most PeoPlc atleast a
dozen times in their lives. [ Jer Pricsthood is
relativc]g small, but shrines to her name have
been built across the Maidenlands and into the
Frontier. Tgche grants power over the
domains of Luck, Frotcction, and Trach Hcr

sgmbol isa rccl Pcntagram.

(Ushas

Ncutral Goocl

The godcless of the dawn, (Jshas is
worshiPPccl cxc!usivclg in Ghandhara.
Althouglﬁ some re[igious scholars suggest that
Amaterasu and Ushas are one and the same,
the Priestesscs of both faiths Politelg agree
that tlﬂeg are not. USlﬂas governs the domains
of [Fire, (Good, Healing, and Sun. [Her sgmbol

is a rising sun.
NEW DIVINE SPELLS

Since Fcrtilitg is PcrhaPs the most imPortant

aspect of life and survival for women and men in

Maidenheim, there are several new divine 5Pe”s

included to reflect this imPortance.

©POVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVOVODO®



Amazon Advcntures

Thc Age of Scorn

m

Maidenhe

PO®




Maidenheim: T he Age of Scorn

Amazon AAVe ntures

LANGUAGES

There are many languages on 5c3thae.
[Humans sPeak different clialects, and the
demihuman races bear languagcs of their own
as well. |n order to tru13 communicate with
Foreigners, itis often necessary to gain Flucncg
in several languages or to hire the services of

an fnterpreter.

Archac
Also known as a trade languagc, Archac is

common enough evergwl'lere that it is almost
cxplicitlg used as a universal means to Purchasc
or sell trade goods‘ Ordfnarg conversations

are very difficult using Archae.

T ruscan

As the old language used in the Age of
Scorn, | ruscanis no 1ongcr in common usage,
but many modern words derive from this
|anguage. |t can often be found inscribed into
the walls of ruins and ancient tombs. T ruscan
was a human |anguage origfna”y, but many

demihumans are aware of how to interpret it.

Alcinan

Namea after one of the earliest queens of
Lycaeon, Alcinan is a common languagc

sPoken in Lycacon, Acgonia, | anthia, and
T hessae.

Yond

T he native language of the halﬂings in
(Cannoria, (alaecia, and Llyrclonia, Yondis
also Fairlg well known across Marpcsia, for

man3 merclﬁants are hahqmgs themselves or

Frequentlg do business with them. (Gnomes

from these regions are also familiar with Yond.

[ noris
The elves, half-elves, and humans of T eichosia
and T hessae speak the elvish !anguage of

Enoris. Elves in other nations and rcgions on
the surface world are lil(e|3 familiar with [~ noris,
but thcg may sPcak different elven Ianguagcs
or dialects that have evolved into cntircly new

elven tongues.

Dalhari

Thc dark elves sPcak an entirclg different
|anguage altoget!ﬂer called Dalhari, althouglﬂ
there are some ancient ctgmo|ogica| similarities
between the two |anguages that reveal a

common root.

Dcthark

Thc dwarves of Mithia speak Dethark, a runic
|anguage said to be as old as the carth itself.
(Gnomes from Mithia are also fluent in the

language.

The Ridd

The gnomes speak a bizarre Ianguagc that,
when translatea, consists of an exclﬂange of
Plaglcul riddles and word Puzzles that when
solved reveals what the sPcaker is asking or
saying‘ Humans have given the !anguage the
name "the Ridd" for short, which the gnomes
glaab acceptea, since it rea”g was easier than
saying that the language was called "\What
|anguage am | sPeakfng? | am sPeaking the

|anguage of the gnomesl” Gnomes can Freeb
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speak chlcl amongst themse!ves, but other
races can find themselves confused and
frustrated when trging to )Cigure the language

out.

T urmen

Turmenis an old Ianguage, sPo‘«in in

Fersaedon and Mesonia bg all their Pcoplc.

Han

This dialectis a blend of an older human
|anguage and that of the orcs, yetitis very
sophisticatcd and well c{cvclopccl, with over a
thousand icleograms used in their alplﬁabet.
Orcishideas and values were refined for use in
Han, and even though the words may sound
articulate, theg still carry their rough meaning in

a subtle way.

(hand

This raPidly spoken language is sPoken almost
cxclusivcly in Ghandhara. Although its

a|Phabet is relativeb simple and
straighhcorwarc{, Ghandharans spcak and read
very fast, and it is often hard For]corefgners to
keeP up with them.

(Gambdi
T}TC common Ianguage fﬂ Gamb&a”a.

Summaran

T he human nomads of Summara &eve|oped
this cloqucnt Ianguagc, which is now spokcn
tlﬁrouglﬁout Summara, (Gambdalla, and
Thcntyr. Just about every merchant in

T hentia knows Summaran, and it is used
Primarﬂg as a trade language like Archaeis,
except that sophisticated spccch and ideas

can be communicated with it.

Thcntian
Thc common languagc in Thcnt\gr. Dcspitc its

name, it is not the most common !anguage

spol(en on the T hentian continent.

CURRENCIES

Moneg and commerce are the life and blood of
any civilized nation, and the 5c3thacns are no
cxccption. Below are the standard and other

tyPﬁS O)C currencies USCd }35 a” across

Marpesia and T hentia.

STANDARD CURRENCIES
(Gold Fiece (gp)

The gold coin is the standard currency used
bg the nobility, merchants, and adventurers. A

golcl coinis valued at 10 silver coins and 100

copper coins.

Silvcr Ficcc (sP)

Silver coins are used more often }33

commoners and craftsmen. A silver coinis
valued at 10 copper coins and 1/10th of a
gold coin.
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Coppcr (CP)

COPPcr coins are used Primarily bg the poor,
or }35 wealthier individuals for small Purchascs
and tithes to the temples‘ As the coin of least
value, 10 copper coins equals i silver coin,
while it takes 100 copper coins to value 1 go|d

coin.

RARE CURRENCIES

Platinum Piece (PP)

More valuable than golc[, a Platinum coinis
valued at ]Ogo|d coins. Platinum is not in
common use, and is most often found in ancient
treasure hordes or used between merchants

and individuals for large transactions of goocls.

[ lectrum Piece (cP)

Although thcy are ccrtainlg more common than
Platinum coins, electrum is used by wealthier
individuals who do not wish to carry as much
silver in their POUCI"IéS. An electrum coin is
worth 20 silver coins and is onlg 1/2 the value
of a single golc[ coin.

Obsidian Fiece (OP)
After the Wars of Man ended, for a time in

some rcgions there was a shortagc of go]d,

silver, and electrum coins. Fieces of obsidian
were used as an altcmative, and after centuries

OF use tl"]@!j l’laVC changed From mere PiﬁCCS O]C

uncut gemstone to rounded and Po|fsl'led coins.
With engravings of their own, thcy aPPcarjust
as any other coin save that the entirety of the
coin is obsidian. Due to the work and time put
into obsidian Pieccs, these coins are rare
indeed, worth more than P|atinum at 20 go|cl
Picccs each. Theg are also |ightcr than
traditional coins, mal(ing them a favorite among

noHewomen anc! merchants.

Jadc Piece gp)

| ike obsfdfan,jade was also carved into coins
in Tyyrhan, and thcg are still used today. Jade
coins are valued at 50 golc{ Picces each, and
are largeb used between merchants and

ﬂObI@S.

Trade chclry

An economical and decorative way of carrying
wealth is tradcjcwclrg, which serve as an
additional form of currency and is much |igl’1ter
than carrying actual coins. Wealthier women
Frcqucnﬂg use rings, bracclets, and chains of of
golcl and silver as a fair means of exchange.
Thcg have different values dcpcnding on their
tgpe, shown below.

King: 5 gol& or silver
Bracelct: io gold or silver
Chain: 20 gol& or silver

WEAPONS AND ARMOR

The use of weapons and warfare has been
|ong traditions on 5c3tlﬂae, even in the days
when men ruled the earth. Amctcr the Agc of
Scom had ended and the need to Protect

themselves from future enemies as well as each
otl’ler, the women of chtl’lae continued to
carry on the traditions handed to them from
their fathers and mothers. Modern
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weaponsmitl’ls and armorers craft countless
varieties and c]esigns of swords, spears, axes,
arrows, knives, shields, and suits of armor for
the use of soldiers and mercenaries in service
to queens and noblewomen. Although most
weapons listed in the F/ayeﬂs [Handbook can
be found somewhere, below are the more
commonlg used weapons and the different

forms of armor used }33 the women of Scythac.

ARMOR AND WEAPON
AVAILABILITY
Since Maidcnhcim o]CFicia”g has an Ancient

World, Classical, and an earlg Dark Ages feel
to it, there are several guidclincs setforth for
the various types of arms and armors. [Full suits
of armor similar to those in Mec]icva! and most
Fantasy settings have not 361: been Aeve|opecl,
but there are hauberks of hide, leather, or mail
that Protcct the boc]g and solid brcastplates
and segmented Plate armors that cover the
torso, which can be further enhanced }33
scparate additional Pieces of armor for the
arms and Icgs. This means that while there are
no lﬂeavg armors like ha!ﬁplate or field Plate
existing within the campaign, there are many
suits of medium and light armor. [~ull chain mail
armor or Plate mail armor isn’t available, but
chain mail shirts and Ilghtlg Platcd armors are,
for examPle, which Provide less Protection but

more mancuvcrability in combat.

The types of armor materials available in
Maiderheim include banded, }Jriganc]ine,

bronze, chain mail, hide, lamellar, leather,

Paddcd, Platc, rir\g, scale, and studded leather.

Swords (short, long, bastard, scimitar,
and two-handcd)

Certainlg the favored sword of warriors from
Lycaeon and Acgonia, the drusus, orglaclius
has become the most Popular and easily
obtainable sword across Marpcsia and
Thcntia. Although longcr swords with further
reaches are also Forgecl, par‘cicu|ar13 the |ong
swords of Tcichosia, the | anthian bastard
sworcls, and the great c!agmore of Calaecia,
the drusus carries with it the reputation ofa
weapon used up close, where combat and duels
are far more dcac”g. ]t takes a courageous
woman to step within arm’s reach of anotherin
orderto kill her, and the short sword functions
far better in close quartcrs than longcr swords
do. Mang eastern and | hentian nations will
use a variety of curved scimitars rather than the

swords of the rest of Marpesia‘

Spcars

Another favored weapon througlﬁout the world
is the spear or/oi/um, of long, short, and mid-
sized lengtlﬂs‘ Soldiers are often issued spears
to Providc them with a Iongcr reach than their
swords Pcrmit, and the spearserves as a
deterrent to enemies while keepfng the wielder
rclatively out of harm’s way. A|tematelg, they
can be thrown with more power tl'lanjavehns
dcspitc Fa”ing short of the latter weapon’s
range. Lgcaeonian and Aegonian warriors re|9
hcavily upon the spear in war, which also serves
as a makeshift lance cluring a cavalrg or chariot

clﬁarge‘

Bows (shor‘t, |ong, and comPositc

bows; hand, light, and hcavy

crossbows)

T he short bow has been a traditional weapon

of warriors for over a mi”cnnium, and is the bow
of choice bg most women since it is caPabIe of

being used both on horseback as it is on foot.
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The Han tribeswomen on warl—]an have
dcvelopcd the short compositc bow, which

grants them a better range than the standard
short bow. |n T eichosia, the elves have
clcvelopcc] the long bow and the 1ong
composite bow, and a|tl'lough these fine
weapons make an excellent choice for imcantry
archers, theg are considerablg more expensive
than short bows and cannot be used from
horseback. Tl’]e dwarves developea the |igl’1t
and heavy crossbows, and these weapons have
only reccntlg }chun to be seenin use }33 the

| _anthians, T hessaens, and bandits. T he
gnomes devcloped the hand crossbow for
themselves, but many halﬂings also erjog their

use.

Shields

No warrior wi”ingly does without some form of
shield to protect herself with. T wo-handed
weapons are often frowned upon due to their
unwieldiness and lack of grace, s0 the second
hand is almost alwags used to maneuver a
shic]d, if not another weapon. Archcrs Prmccr
to use bucklers and parmas which straP to the
forearm or which can be held withjust the hanc{,
while most other warriors will use either a
rounded hoplon ora 1ongcr and heavier

rectangu!ar scutum.

Musculata, Statios, or Hoplitc Armor
Tl’xe Aegonfans have a strong Prelcerence for

a combination of armors consisting of a two-
Piece metal musculata or statios, metal greaves
for the lcgs, a close Fitting metal helmet, and a
rounded hoPlon shield fashioned from wood
and steel reinforcements. | he shield can be
carried with one hand, but it also has a leather
straP as a shoulder suPPor‘t that enables the

warrior to rather easilg maneuver the shield

without undu13 straining the arm with its weiglﬁt‘
Thc }Drcastp|atc and greaves were made of
bronze |ong ago, but steel has become the
metal of choice for the Past several centuries.
r’ioplitcs often comPIimcnt their armor with
leather or studded Ioteur‘gcs‘

| orica Armor

I Lﬂcacon, the Jorica segmentatais the most
commonly used armor by Icgionaries and
centurions serving the queen. Fashioned of
scgmcnted steel P]atcs over a leather coat, the
loricais essentia”g a breastplate of banded
armor. Lgcaconian |cgionarics also carry a
|arge squarecl scutum shield and wear close
Fitting metal helmets often decorated with
Plumcs of horschair. T here is also the forica
hamata, a torso armor of chain-linked mail that
is also used bg soldiers and mercenaries.
Another Lgcaeom’an armor, the Jorica
5quamafa is a torso armor of scales worn by
|1ghter imcantrg and officers in the legions.
Since the lorica armors leave the arms and lcgs
bare, soldiers may sometimes be issued sing[c
or cloub|e~|ayerecl leather/:)teurges to Protect
the shoulders and waist, as well as metal

greaves for the !egs and a baltium or tace belt

for the hips and waist.

Manicae

]n order to Protcct cxposcc] arms, armored
sleeves called manicae are used to further
enhance the warrior’s armor, covering her
shou|c|er, bicep, e”aow, and forearm. Gauntlets
are oPtionaL but not standard with manicae.
Manicae are tgpically fashioned of iron bands,
P|ates, or scales, but some soldiers also use

cuirass leather P!atcs and studded sleeves.
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Fasciae

To protect the knees and shins of soldiers, the
fasciae have been devclopcd and are often
fashioned of bronze oriron P|ates‘ Some
soldiers have also used scale fasciae, while
relative|3 c}weap leather fasciae are often
reserved for 1ight ingantrg. Some fasciae may
onlg cover the shfns, but others also have
guards for the ‘mcecaps and the upper Part of
the foot.

Ftcurgcs

Origfna”y designeé as ornamental additions
for the loricae armors, Pteurgcs have
devc!opcd into a minor addition to the armor
that offers a small degree of Protection to the
thighs without sacrhcicing mobihty. 5hou|c]er
pteurges Provicle no Protection, and are used
as ornamental Picccs for ceremonial armor or
as signs of rank }Dﬂ officers. Fteurges can be
arrangcd in singlc or double rows of leather
and studded striPs, covering the shoulders
where the breastp|ate ends and a|ong the
bottom of the armorin front of and along the
waist. Fteurges for the waist cannot be
combined with the tace skirt, although shoulder

Pteurges can be worn as ornamenta| Pf@CﬁS.

Baltium or T ace Pelt

T he baltium or tace is a skirt of leather strfps,
studded with metal reinforcements to offer a
simple degree of Protection for awarrior’s
waist. |t is strappcd around the waist beneath a
brcastplatc, tgpica”y with loricae armors. |t can
be reasonablg worn with hauberks, since some
hauberks Proviclc little protection for the
thigl’ls. T he baltium is also used for

ornamentation, and maxngcwclcc] belts have

been made.

chthacn warriors use many stglcs of helmets.
Lycaconian soldiers will wear a coolus helmet
with hingeci cheek Plates, or the brimmed ga”ic,
fortina, or Corinthian helmets with stiff cheek
P|ates‘ Aegonfan warriors wear the close
Fitting (Corinthian helmets that reveal either the
eyes, nose, and mouth of the soldier, or
sometimcsjust the eyes. A variety of other
helmets are also fashioned bg other nations,
cach with their own distinctive stgles and

markings.

Gasthcnc Stccl

Thc Gasthcne Mountains in northern
Mesonia contain ores of iron that can be
smelted and Forgecl into a stronger, more
durable gracle of steel than iron found in other
veins. Mctal armors fashioned from Gasthcnc
steel can add an additional +1 AC bonus
regarc”ess if tlﬁeg are }Jreastplates, loricae, mail,
manicae or fasciae. This also multiplics the
cost of the armor by x2, with the weigl’xt being
10% less. WcaPOﬂS Forgcd of Gasthcnc steel
also cost twice as much as weapons Forgecl of
standard stccl, cxccpt that thcy crjoy a non-
magical +1 bonus to Attack rolls due to the
sharpness of their edges or Points. No
increases to c]amage are gainecl from
(asthene weapons. (Gasthene steel is widely
used bg humans rather than the steels

Proc‘ucea !33 clwar\/es or €IV€S.

Mithian Steel (Dwarven Steel)

Mithian steel is Proc{ucec{ by a process known
among the dwarves, which is not shared with
outsiders. | he resultfng cost of a suit of metal
armor fashioned of Mithian steel is five times
more than standard costs, but the armor grants

a non~magical +1 bonus to A while
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clecreasing the wcight of the armor bg 25%.
Weapons receive a non~magical +1 Attack
bonus, and likewise weigh inat25% less, but

their costs are also increased.

T eichosian Steel ([ Iven Steel)
T his fine gracle of steel is smelted and Forgcd

using the best craftsmen and a touch of elven

magic, resulting in a brilliant silverg sheen

Available Armors T able

comParccl to the dull gray surfaces of other
steels.

I ven within T eichosia, armor and weapons
Forgcc[ of T eichosian steel cost ten times more
than the same items fashioned of orclinarg
stcel, and wcigh on]g 50% of similar items.

T eichosian steel is rarclg ever seen outside of
its mother nation, and is often used onlg for
armor and weapons that are bcing Preparcd for

cnchantmcnt, or as glFts and awarcls ‘FOF heroes‘
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Fasciae/Manicae | Cost | Weight Armor Armor

(includes per per Bonus Check Check
materials they are | Piece Piece (Both Penalty | Penalty

fashioned from) Arms or (1 Arm (Both
Legs) or Leg) | Arms or

Legs)

Banded Plates

1

Brigandine

1

Bronze Plate

-1

Chain Mail

-1

Hide

0

Leather Cuirass

0

Padded

0

Plate Armor

1

Ring Mail

1

Scale Mail

-1

Splint Mail

-1

Studded Leather

(=] f) (o] fo) [o) (o) fo) fo) (e ) fa) Fe]
(=] f) (o] fo) [o) (o) fo) fo) (e ) fa) Fe]

0

Magic was a giFt from the gocls given to Man
long ago. During the Wars of Man, [ecate
and |sis gave Woman the secrets of magic, and
they used this kxwowlcdgc to drive back the
hordes of humanoids that threatened to
annihilate all the races of dwarves, elves,

gnomes, halﬂings, and humans.

With magic being such an imPortant part of
Woman‘s survival after the Agc of Scom and
the Wars of Man, women across chthac have
ensured that its know!eclge was made available
for all those who desired to learn it. Jn the
Maidenlands, there are several magical
universities where l"lOP(ﬂCUl young girls and

women study in the libraries of Lgcaeon and

Acgonia, with dreams of }Jecoming Powchul

sorceresses themselves. Thcntyr and
Gl’landhara also boast their own Proucl

universities, and compete for recognition with

the co”eges in the Maidenlands. More than a
few enchantresses maintain estates in

T eichosia and T hessae, while the gnomes in
Llrgdonia and (Cannoria have a Pcnchant for

i”usionary magjc and trickerg.

Wizards are respected and admired for their
skills on chthac, and thcy are often called
upon to assist in the clailg affairs and defense
of the cities and nations where they live. As
the women become more PowchuI, thcy often
receive oPPortunitfes to instruct the claughters
of noblewomen in the magical arts, or to serve
their queens as advisors. \Wizards are also
called upon to uncover lost magic from the Agc
of 5com, lost cluring the Wars of Man‘ Tl’}ese
items add to the quccns’ power and increase
the glorg of their nations, as well as the wizards’

repu’tations.
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T he life of a wizard in 5c3thae canbea very

rewar&ing one.

The level of magic in Maidenheimis at a low to
average level. Wizards and the magical items
they discover and create are still uncommon at
best, with on!g a few very rare and rare items in
existence. Still, everyone believes in magic and
what it can accomplish, and only virile men cciual

magic in trade.

Future suPPlements will reveal more
information on the magic and artifacts that
wizards and sorceresses have rediscovered
from the devastated and Forgottcn ruins left in
the wake of the /\gc of 5corn. ]n the
meantime, game masters can add in as much or

as little as thcg see fit.

MEN AS CHARACTERS IN MAIDENHEIM

chthac is a world ruled and largelg Populated
bg women, and as a result the Plagers should
expect to encounter far more women than men
cast in the roles of NFCS The characters
who the Players take on the roles of need not
be women, although a party 1argclg consisting
of women would certainlg be the most M(elg
situation. Agroup of adventurers in Scythac
could easi13 contain men within it, but in order
to preserve the nature and intent of the
setting, it is suggestec{ that the women in the
group should outnumber the men. Ang Par‘tg
consisting largcly or entirely of men could very
well find themselves in more trouble than tlﬁeg
would otherwise expect, dcpcnding on which
part of the world thcy were in.

Itis Possfble to use men as characters within
the Maidenheim campalgn, although certain
considerations will have to be taken
beforehand. T he casiest way by which Playcrs
can portray men in Maidenhcim is to have the
men related to some of the women in the group,

Pcrhaps as brothers or cousins of another

Plager’s character. This would establish not
only a clear matter of which women in the group
have Authority over them, butit also gives
them relatives that theg have somewhat equal
relationsl’lips with. Whether or not the men
have been Hobbled should be up to the
Plagers; it may seem foolish to portray a cripple
as an ac{vcnturcr, but what an adventurer he
would become by overcoming his Phgsical
limitations. On the other hand, a
compassionate mother may also have sPared

him the effects of the Hobbling, and he has
since grown up unhindered }33 such crippling

irjuries‘ | ike the woman in a male-dominated

world who becomes an intrepid adventurer, so
too does the man in Maidenheim who
accomplishcs the same. [He is more likclg to be
scen as a threat than a misunderstood or
foolish and naive man, and in many areas of
Marpesia and cht]ﬁac he will have to hide the
fact that he is indeed a swordsman or warrior in
order to Protcct not orx|3 himsel\c, but the
women he travels with as well. Decic{ing

whether or not he is virile or sterile is also an
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imPor‘tant consideration, for this will determine
how useful other women will see him as and

affect the manner in which thcy treat him.

Since little to no oPPor‘tunity exists for men to
take up ac]venturing Prolcessions, the most
difficult classes for them to take would be
those of Palaain, cleric, monk, wizard, or
sorcerer. Thc tcmPIcs do not accept men as
Paladfns or Priests, save forin the dwarven
culture. Monks, wizards and sorceresses on!g
accept 3ounggfrls and learned women as
aPPrcntices, not boys ormen dcspitc any signs
of abilitg in them. OF course, the game master
could make an exception for a male character,
but kecp in mind that should his Proiccssion be
learned he will !ikeb be slain when discovered,
even if he is virile. Men are more likclg to
pursuc the classes of bard, druid, Figlﬂter,
ranger, or thief since these classes can be
found nearlg evergwlﬁere, Par‘ticularb in rustic
and less settled regions like Calaecia and
(Cannoria in the [Trontier. | here are even
isolated settlements where druids and rangers
live bcgonc{ the reach of the charations, but
their &ags are tragica”g encling and their
numbers slow!g dwind!fng.

Of course, these considerations largclg affect
onlg those men who were born and raised
under the wcight of the charations. Men
from the Bastarc”ands across the oceans in
the east are a different storg. These men are
far more anng the lines of what we would

expect aaventuring men to be, akin to \/il(ing

cxplorers of the 9th and ]Oth centuries or

(eltic barbarians. \Warfare and g!ory in battle

are very imPor‘tant to these men, and ncarly
every woman sees them as brutal enemies.
Since these men cannot truly be tamed !33

Marpcsian slavcrs, those who are caPtured

auring raids are [obbled to the worst clegrees,
almost alwags involving the loss of a hand and
the severing of tendons behind the ankles, as
well as the gracturing and improper scttings of
knees and elbows. Eges are often removed
from these men who dared to look their caPtors
in the eyes as cquals or defiant bcings. To
P|ay a man from the Bastardlands roaming
around as an adventurer with a band of women
mercenaries will require the P!ager and the
game master to work out some spccial situation
bg which he has cscapcc{ the fate his fellow

barbarians shared.

You could use Maidenheim as the basis fora
campaign bg using a group of adventurers from
the Bastarc”anas as well. ]n this stgle o)cgame,
every Playcr takes on the role of one of the
barbarians that the women of Marpesia are
Prcparing to war against. The Plagers should
have some other purpose other than simple
raicling, however. Ferhaps theg are looking for
a Iegendarg artifact that was believed to have
been lost across the sea, all the while avoiding
bands of ngrhan slavers and even humanoids.
T}wese tgpes o{:games are best desfgned for
one-shot ac{vcntures, but a determined game
master and dedicated P|a36r5 could decide to
stay in the lands of the “walkurie” to try and
understand them. Diplomacy rather than war
could become the focus of the campaign, and
any efforts to gain the trust and respect of
these women could become far more of a
cha”cngc than the labors of Hcrculcs. Thc
&egree of Pre_juclice and social limitations
against men Preva|ent in the Maidenheim
campaign is intentional, and is part of the
setting as a role~Playing c}wa”enge aswell as a
reflection of how dcspcratc and tragic the
women of this world live their lives. At the

dcepcst core of the charations lies the fear
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that Man will once again conquer Woman,
bringing them back to their c]ags of sumcmccring
&urfng the Age of Scomn. Adventuring men,
trained in war and magjic, armed with weapons
and skilled in their use all represent grave
threats to not on|3 the queens and the nobles
who support thcm, but to the cvcryday woman

as well. The game master could decide to lift
some of the restrictions against ac{vcnturing
men in her campaign, but do keep in mind that
the more which is gorgivcn, the more that
Maiderheim bccomcsjust anotherlcantasy
setting.

HUMANOIDS & MONSTERS

.. demons in twisted and bestial forms who
descenc/edupon the cities and burned the
A/’ngc/oms of Man beneath their bloodied feet.”

So the lcgcnc]s describe the humanoids.
[Humanoids were much more bountiful in the
Past c]uring the Agc of Scorn, and for a time
Man did prevent these beasts from imqicting
great ciamage upon the civilizations of humans,
clvcs, and dwarves. As time went on, howcvcr,
be|ieving his hideous enemies defeated, Man
turned on himsclxc, wcakening his own kingdoms
tlﬂrouglﬁ wars and decreasing his numbers to
the Point that the humanoids were almost right
to return and claim all of 5c3thae for
themselves. Woman has cl'aangec{ all tlﬂat, and
drove them back beneath the earth.

r’iumanoic{s still exist, and thcg make their
presence known tlﬁrougl’l vicious raids and
blooclthirsty acts of murder and Plundcr.
Fer}ﬁaps a dozen raids will occur across
Marpesia in a year, but some women in Lanthia
and Mithia believe that the worst is yetto
come. | he humanoids rcproducc much more
quickly than humans and demihumans do, and

their male-dominated sPecies Procluces more

males than females. Y:ortunatelg, itis believed
that theg kill each other for mating rigl’lts which
hclps to kcep their numbers down s|ight13, but
since their defeat auring the Wars of Man,
they have Probab|3 Proc[uccd amuch larger
gencration of Prescnt day humanoids than the
rest of the races have Proéuced numbers of

their own PeoFJe.
Tl’xey are correct.

With the iron determination of the dwarves in
Mithia and the skill of | _anthia’s warrior women,
the humanoids have two strong nations to get
t}'}rouglﬁ before tlﬂeg can relive the g|ories of
the ancient wars that dcstrogcd Man‘s
civilizations. Not all of these humanoids are dull
witted, howcvcr, Particularlg the orcs, gno”s,
and hobgoblins. T!ﬁcg have all learned that the
"surface frails" are not so frail after a”, and are
aware of their skill in war and battle. T he
wisest of the humanoid shamans fears that their
own females may try to follow in the cxamPlc of
the surface women, Pointing to the successful

assimilation of orcish women into human socictg

in Tﬂyrlﬁan. Tl’leg hope t}weg are wrong,
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[Humanoids & (Goblinkind

Of the humanoid races, Hinc{s, gno”s, goblins,
hobgoblins, kobolcls, lizarc{mcn, ogres, orcs,
and trogloclgtes are the most Frequentb
encountered of the humanoids. Tro“s are also
encountered in more remote regions, but theg

are so clisorganizcc] that few of them ever

actua”g Par‘takc in raids.

Gia ntkind

There are very few giants known to exist, but
the dwarves in Mithia and the Pcop|e of

| _anthia and L!grclonia have Fougl’lt off
numbers of hill giants, vcrbccg, and fomorian
giants in their borders, as well as stone giants.
Thcg have rarely encountered cloud giants,
but the dwarves have Fougl’lt off frost giants
who tried to raid their cliff cities.

Dragon‘cincl

Dragons. Ask a chthacn what a dragon is
and she'll Probablg tell you that t!ﬂey don't
exist anymore. That‘s onlg because no one has
encountered one in centuries. Dragons
ccrtainly do exist, but thcy are almost extinct,
}waving been rutHesst hunted down 53 Man
&uring the Age of Scorn. T hose who remain
slumberin a hibernation that lasts for decades

or centuries. T}wey may soon rise, however, in

search of food and P|unc{cr for the vast hoards

they are said to rest upon.

And t}wey remember who killed their ancestors
and children.

(ndead

Tl’xere are undead creatures on chthae,
thanks to the efforts of goddcsscs like
Tuonctar and the necromancers who revere
her. Encounters with the undead are
imcrequent at }Jcst, for when thcg are known to
be wa”(ing about, women will once again Pfck up
the sword and the wand to seck them out and

Put them back in their graves.

Othcr Crcaturcs

T here are other types of magical and mgtlﬂical
beasts on Scythae, although most of the
|arger and dangerous ones are rare indeed.

T eichosia's forests are home to Iargc numbers
of brownies, Pixies, male and female nymplﬁs
and dryacls, and other fae bcings, while
Aegonia‘s roci(y cliffs are home to sg!Phs and
}warpies, with nereids and sirens |ur1<ing along
the rocky coastlines. Ankhcgs are common on
the Plafns, giant eagles and perytons make their
nests in the Maic{cnpcaks and the MarPcsians,
and there are many otl’xermcascinating and
clcac“g creatures for brave and foolish

adventurers to encounter.
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USING OTHER CAMPAIGN SETTINGS

Scytl’lae does not rule alone in the universe,

and there are countless ways by which you can

connect your own Preexisting d2o camPaigns
with the world of Maidenheim. Bclow are

examples of how game masters canjoin their

own homebrew camPaign settings with the
Maidenheim setting. You will need any
additional books for sPechCic d2o campaign

settings in order to use these options.

]Fyou are the game mastcmcorgour own
homemade camPaign world, there are also ways
in which you can use Maidenheim in your own
games as well. ]Fgour world has not 3ct been
Fu”g explored, then Marpesia, (Ghandhara, and
Thcntia can casilg be Placcd as continents on
the other side of the world. Bg cloing this, you
can even arrange for the lands your Plagcrs
come from to be the “Bastarc”ands” the

Marpcsian women spcak so vchcmently of.

Rumors of entire civilizations controlled by
Powcncu] matriarchies and queens can lure
adventurers there, or Perhaps you could
somehow arrange Forgour Playcrs to arrive
there during the course of one of their own
adventures. A gooc{ way to do this is when
they get lost at sea due to Faulty navigation or
a brutal storm that shipwrecks them a!ong the
coasts of one of the continents of Marpcsia,
T hentia, or (Ghandhara. Magfcal mfslﬁaps and
sPc”s gone awry may also transport them to

this new setting.

Thc first adventures the Plagcrs will have

against these women could Iil(e|3 involve

B S

attempts bg the women to caPture and enslave
the characters. Thc sight of a band of several
dozen determined slavers should be a sfght
unlike any the P|agcrs have seen before, and be
a far more memorable encounter than a
standard battle with orcs or ogres. Thc
existing language barriers can easilg be
overcome with magic, but slavers only negotiate
when dctcrmining the amount of
Compensation tlﬁey will expect to receive from
other women. f:orcing the Playcrs to be
caPtureci and Hobbled cer‘cainlg wor’t make
forafun game, so even if they do get captured,
allow them a chance to escape from the slavers

with their heels and bones in tact.

A]Cter the adventurers get a taste of
Maidenhcim’s more brutal and grim aspects,
have them run into a more tolerable group of
women adventurers, bandits or brigands, or
even outcasts and banished thieves or warriors.
The T urmen nomads in Persacdon and the
Sum’'ma in the Summara Desert are known for
treating their men well, Permitting them equa|

status as warriors and even chieftains.

There are also several groups of druids and
sgmpatlﬂetic women who may be wi”ing to help
protect the Foreigners from the armies and
agents of any of the queens, noblcwomen, or
other women who desire to obtain Autl’loritg
over the male characters. Jtis likcly from one of
these groups that the Players can actua”g
obtain a chance to understand where exactly
theg are and what t!ﬁeg are up against. Tl‘le
Players can then decide to find their way back
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}wome, oreven attempt to help the women who
hclpcc{ them to make some changes in the
current Politica| structures across Marpesia.
This could then lead the Plagers into an cPic
camPaign that will end in altcring the events
that affect the entirety of this part of the

world, truly earning their P|ace as heroes rather

thanjust adventurers.

Rather than sendfng the Plagers to Marpesia
and bcyond, the game master couldjust as
casily include one of the women from these
lands as an NP in his own game. Ferhaps an
ambassador from one of the « Amazon” nations
has entered a local kingc{om seeking atreaty of
some kincl, and later on she asks for the help of
local adventurers to assist her in some task.
Another cxamPIc would include a banished
thief or warrior from any of the nations who has
traveled to new lands seeking a new life, or even
a qucst she needs to fulfill. Shc could even
have been lost at sea and sl’lipwreckecl, and

needs to rely upon the Plagers to gct her home.

Another way to use the women of Maidenheim
is to have them begin landing their own ships
along the coasts of the P|agers’ }wome|and,
raiding and plundering villages on their own.
When the Plagers investigate, tlﬁeg find near!g
all of the women have been slain, but very few
bodies of grown men remain and no bogs or
girls are to be found. As the Playcrs further
investigate, thcg will learn that the raiders are
not humanoids as miglﬁt have first been
cxpcctcc{, but women warriors sceking slaves
and gold. The P|ayer5 will quicug learn not to
underestimate these women at all c{uring their
first encounter, and theg will not be able to
deal with them as simPle bandits since thcy will
likelg have skilled sorceresses of their own.

A)Ctﬁr enouglﬁ rai&s l’lave been maae and

PossiHy stoppeé, alocal nobleman or ldng
could ask the P|a56rs to head across the sea to
the lands these women came )Crom, to either
strike back at thcm, to serve as advance scouts

fora Fo”owing army, or to engage in c{iplomacg.

With a bit of thought and imagination, there
are more than enouglﬂ adventures to use the
women of Maidenheim in your own existing d2o
campaign world. Since these encounters will be
with human and demihuman women rather than
monsters and bcats, there will be far more
exciting role~P!aging oPPor‘tunities between the
Plagcrs and these women than there would be
with humanoids and magical creatures, requfring
a different st3|e of P!ag. |f your Playcrs are in
need of an adventure to cha”enge and excite
them, givc them one not bg incrcasing the Hit
Dice or numbers of wandcring monsters or
aaclfng in gigantic and gargantuan beasts;
consider using the women of Maidcnhcim or

Amazons OF 3our own design‘
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If you're interested in reading some great information about the Amazons of Greek legend, below

is a list of excellent resources from which many ideas for Maidenheim were drawn.
Amazon Related | inks
| do not maintain these links, so | cannot verify if they are always active.

http://www. 1freespace.com/women/alexiares/amazons.html

http://emuseum.mnsu.edu/prehistory/aegean/amazons/amazonindex.html

http://www.speakeasy.org/~music/amazon7.html

http://www.speakeasy.org/~music/amazon8.html

http://classics.mit.edu/Hippocrates/artic.53.53.html

http://whoosh.org/issue12/ruffel3.html

http://www.eliki.com/ancient/myth/amazons/

http://www.cybercomm.net/~grandpa/chapter5.html

http://members.tripod.com/~ancient_history/101amazons.html/

http://members.tripod.com/~ancient_history/101amazonslinks.html

http://www.gendergap.com/military/Warriors-1.htm#amazons

http://www.mmmpcc.org/jerrywalkosz/greek/myth1.htm

http://www.virtualscape.com/rbedrosian/Gmyth.htm

http://www.womanwarrior.co.uk/

An lnteresting Manifesto

After doing most of my research and writing for Maidenheim, | stumbled across this document

that was published in the late 1960's by a woman named Valerie Solanas, an extreme feminist
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and quite an interesting character. In between the statements she proposed, | saw a lot of
"Maidenheim" in her own ideology after | had already developed and finished a lot of the ideas
behind the setting on my own. This woman really isn’t a feminist at all. | suppose that even
though the fictional world of Maidenheim is purely so and is done for entertainment and creativity,
the tragedy here is that many, but certainly not all women in the real world would possibly
consider living in such a setting. Valerie’'s “SCUM Manifesto” has been reprinted on the following

webpage: http://gos.sbc.edu/s/solanas.html

you can purchase them

online at Amazon.com.

I
On the Trail of the Women Warriors.: The Amazons in Myth and History by Lyn Webster Wilde

Islands of Women and Amazons: Representations and Realities by Batya Weinbaum

Warrior Women. The Amazons of Dahomey and the Nature of War by Robert B. Edgerton

I I
Amazons of Black Sparta. The Warrior Women of Dahomey by Stanley B. Alpern

I |
Wives of the Leopard: Gender, Polifics, and Culture in the Kingdom of Dahomey by Edna G. Bay

I I
Women Warriors: A History by David E. Jones
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http://classics.mit.edu/Hippocrates/artic.53.53.html
http://whoosh.org/issue12/ruffel3.html
http://www.eliki.com/ancient/myth/amazons/
http://www.cybercomm.net/~grandpa/chapter5.html
http://members.tripod.com/~ancient_history/101amazons.html/
http://members.tripod.com/~ancient_history/101amazonslinks.html
http://www.gendergap.com/military/Warriors-1.htm#amazons
http://www.mmmpcc.org/jerrywalkosz/greek/myth1.htm
http://www.virtualscape.com/rbedrosian/Gmyth.htm
http://www.womanwarrior.co.uk/
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All
Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content;
(b)"Derivative Material" means copyrighted material including derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute; (d)"Open Game Content" means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content does not embody the Product Identity and is an enhancement over the
prior art and any additional content clearly identified as Open Game Content by the Contributor, and means any work covered by this
License, including translations and derivative works under copyright law, but specifically excludes Product Identity. (e) "Product
Identity" means product and product line names, logos and identifying marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of characters,
spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, creatures,
equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered
trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically excludes the Open Game
Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its
products or the associated products contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" mea#st0
use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game Cerrtent. (h) "You" or
"Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open-Gatie Content that contains a notice indicating that the Open Game Content may

only be Used under and in terms-of s License. You must affix such a notice to any Open Game Content that you Use. No terms may

be added to ossubtracted from this License except as described by the License itself. No other terms or conditions may be applied to
v Onen Game Content distributed usine this Ticense.
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3.UTICL auu favoep i P Tleina the Onen Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worlawiac,
royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the
copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another, independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to that Product
Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing
are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized
version of this License to copy, modify and distribute any Open Game Content originally distributed under any version of this
License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless
You have written permission from the Contributor to do so.
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12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so
affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

Open Game Material from the Dwarf, Gnome, and Halfling included in the System Reference Document, Copyright 2000, Wizards of
the Coast, Inc. was used to determine the statistics for the Half-Gnome.

Amazon Ambassador, Amazon Archer, Amazon Defender, Amazon Horse Whisperer, Amazon Scout, Amazon Archery, Amazon
Fighting, Amazon Initiative, Amazon Riding, Amazon Strike, all of the divine spells, the contents of the Available Armors Table, and
the specific game statistics presented for the Half-Gnome are all Trademarks and Copyright 2001, S.T. Kearney. They are hereby
considered to be Open Game Content, and are bound by the terms of this license.

Maidenheim and Maidenheim: The Age of Scorn are both Trademarks and Copyright 2001, S.T. Kearney. Aegonia, The Age of
Scorn, The Age of Wrath, Amazon Adventures, Authority, the Bastardlands, Calaecia, Calaecium, Cannoria, Cannorium, Carthia,
Carthian, Catia, the Compensation, Gambdalla, Ghandhara, the Hobbling, Lanthia, Lanthium, Llyrdonia, Lycacon, Maidenheim, the
Maidenheim logo, the Maidenlands, Marpesia, Mesonia, Mitan, Mithia, Persaedon, the Reparations, Scythae, Summara, Sum’ma,
Teichosia, Thalonia, Thessae, Thentia, Thentyr, Truscia, Turmen, Tyyrhan, Walkuria, Walkurie, and all current and future associated
Derivative Material are considered to be Product Identity, Trademarks, and Copyright 2001, S.T. Kearney.

THE D20 SYSTEM® LICENSE VERSION 1.0

By downloading the enclosed graphic files and/or by returning the Confirmation Card as presented in the file "card.pdf," the Licensee
("You") accept to be bound by the following terms and conditions:

1. Copyright & Trademark

Wizards of the Coast, Inc. retains title and ownership of the d20 System trademark logos, the d20 System trademark, and all other
copyrights and trademarks claimed by Wizards of the Coast in The Official Wizards of the Coast d20 System Trademark Logo Guide
version 1.0, incorporated here by reference.

2. License to use

You are hereby granted the non-transferable, non-exclusive, royalty-free license to use the d20 System trademark logos, the d20
System trademark, and certain other trademarks and copyrights owned by Wizards of the Coast in accordance with the conditions
specified in The Official Wizards of the Coast d20 System Trademark Logo Guide version 1.0. (the "Licensed Articles")

3. Agreement not to Contest
By making use of and/or distributing material using the d20 System Trademark under the terms of this License, You agree not to
contest the ownership of the Licensed Articles

4. Breach and Cure

In the event that You fail to comply with the terms of this License, You will be considered to be in breach of this License. Wizards of
the Coast will attempt to notify you in writing by sending a Registered Letter to the address listed on the most recent Confirmation
Card on file, if any. You will have 45 days from the date the notice (the "cure period") to cure the breach to the satisfaction of Wizards
of the Coast. If no Confirmation Card is on file, you will be considered to be in breach of this License immediately.

5. Termination
If, at the end of the cure period, the breach is not cured, Wizards of the Coast may terminate this License without further written notice
to You.

6. Effects of Termination

Upon termination, You shall immediately stop all use of the Licensed Articles and will destroy any inventory or marketing material in
Your possession bearing the d20 System Trademark logos. You will remove any use of the d20 System Trademark logos from your
advertising, web site, letterhead, or any other use. You must instruct any company or individual that You are or become aware of who
is in possession of any materials distributed by You bearing the d20 System Trademark logos to destroy those materials. You will
solely bear any costs related to carrying out this term of the License.

7. Penalty for Failure to Comply with Termination Instructions

If You fail to comply with the Effects of Termination, Wizards of the Coast may, at its option, pursue litigation, for which You shall
be responsible for all legal costs, against You to the full extent of the law for breach of contract, copyright and trademark
infringement, damages and any other remedy available.
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8. Updates

Wizards of the Coast may issue updates and/or new releases of the d20 System Trademark logos without prior notice. You will, at the
earliest possible opportunity, update all material distributed by You to use the updated and/or new version of the d20 System
Trademark logos. You may continue to distribute any pre-existing material that bears an older version of the d20 System Trademark
logo.

9. Changes to Terms of the License

Wizards of the Coast may issue updates and/or revisions to this License without prior notice. You will, at the earliest possible
opportunity, conform in all respects to the updated or revised terms of this License. For a period of 90 days You may continue to
distribute any pre-existing material that complies with a previous version of the License. Thereafter written consent should be
obtained from Wizards of the Coast. Subsequent versions of this License will bear a different version number.

10. Updates of Licensee information
You may transmit an updated version of the "card.pdf" Confirmation Card at any time to Wizards of the Coast.

11. Notices to Licensor:

Wizards of the Coast

d20 System License Dept.
PO Box 707

Renton, WA 98057-0707

12. No maintenance or support
Wizards of the Coast shall have no obligation whatsoever to provide You with any kind of maintenance or support in relation to the
d20 System Trademark logos.

13. No Warranty / Disclaimer

THE d20 SYSTEM TRADEMARK LOGO FILES ARE MADE AVAILABLE ON AN "AS IS" BASIS. WIZARDS OF THE
COAST DOES NOT MAKE ANY REPRESENTATION OR WARRANTY, WHETHER EXPRESS OR IMPLIED, AS TO THE
FITNESS FOR A PARTICULAR PURPOSE, USE OR MERCHANTABILITY. WIZARDS OF THE COAST MAKES NO
REPRESENTATION OR WARRANTY THAT THE d20 SYSTEM TRADEMARK LOGO FILES ARE ERROR-FREE.

If you enjoyed Amazon Adventures™, visit our website at

Here you will find information on upcoming releases for new supplements and sourcebooks,

campaign errata, and news concerning our products.

Thank you for your purchase.



http://www.users.nac.net/corporal/skaldbooks/skaldbooks.htm
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