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This regional supplement for the Known World Character Builder conversion provides additional details for characters born into the savage society of the Broken Lands.  
Suggested restrictions:
Races:  
Common Races:  The following races are commonly found in Broken Lands society:

Bugbear

Giant, Hill (monstrous race)

Gnoll

Goblin

Half-Orc (red or yellow orc, or mixed orc blood)

Hobgoblin

Kobold

Ogre (monstrous race)

Orc (common orc)

Troll (monstrous race)

Members of these races nearly always come from societies similar to that of the Broken Lands and, unless otherwise noted, should use the guidelines in this regional supplement.

Mixed/Unusual Races:  The following races are native to the Broken Lands but are rare because they are hybrids of two different races or for other reasons:

Drow (deformed shadow elf)

Goliath (mixed ogre blood)

Half-Elf (mixed shadow elf blood)

Longtooth Shifter (mixed troll blood)

Razorclaw Shifter (mixed goblinoid blood)

Mercenary Races:  Other races suitable for a campaign set in the Broken Lands include the following (with nearest appropriate native region given):

Dragonborn (from Highlands)

Human (from Glantri)

Other Races:  All other player character races either are not native to any regions near the Broken Lands or are traditional enemies of the dominant races of the Broken Lands. 
Monstrous Races:  The races described above as “monstrous races” are created using the “companion character” rules from DMG2 as described in the file for monstrous characters.  Since these three races are the example races in that file, they are not further detailed here.  These three races are otherwise too large to work as standard player characters.

Languages:  If race gives a free choice of language, select any Forgotten Realms language to represent the character’s tribal or racial language.  In addition to the listed languages, Broken Lands characters speak one additional language – Oenkmarian if from Oenkmar or Tharian if from the Broken Lands proper.  Savage humanoids from outside the Broken Lands learn one local human language.  Convert Dwarven, Elven, Giant, or Goblin to any appropriate tribal/racial language.
Classes:  All classes except for those using the psionic power source are freely available in the Broken Lands.  Outside of Oenkmar, weapon using classes are far more common than implement using classes, and arcane classes are especially rare.    
Deities, Backgrounds:  Defer selection of these items until social details are determined.  

Social details: Determine race and class (including hybrid class and initial multi-class feat, if appropriate) before assigning social details.  Defer background selection until after social details are determined.  While many social details call for die rolls, a player who has an idea what sort of character he wants to play should feel free to pick any result desired.  Determine social details as follows:
Homeland:  There are three possible homelands for the savage humanoid races of the Broken Lands:  Broken Lands, Oenkmar, and elsewhere (“Outsiders”).  One of these three should be selected as the homeland of all of the player characters.  The savage humanoids rarely fit in well in more civilized lands – exceptions are noted in the appropriate regional supplements.
Tribe:  Tribe and is not applicable to Oenkmarians.  The DM should select or create a suitable tribe for an Outsiders campaign.  For the Broken Lands, the DM should select or roll d10 to determine tribe for all player characters:

d10





Dominant

Chief’s

Roll

Tribe



Race


Horde
  1

Republic of Kol

Kobold

Killer Claws
  2

High Gobliny

Goblin

Wolf Riders
  3

Orcus Rex


Common Orc

Skull Smashers
  4

Red Orcland


Red Orc

Drippin’ Blades
  5

Yellow Orkia

Yellow Orc

Storm Raiders
  6

Hobgobland


Hobgoblin

Night Bringers
  7

South Gnollistan

Gnoll


Black Moons
  8

Bugburbia


Bugbear

Yellow Eyes
  9

Ogremoor


Ogre


Bone Crushers
 10

Trollhattan


Troll


Grim Rippers
Horde:  Horde is not applicable to Oenkmarians.  For a Broken Lands campaign, roll d20.  On a roll of 1, the character belongs to the chief’s horde.  Otherwise, roll d20 again to determine horde from Broken Lands Horde table below.

d20
Broken Lands Horde
 1   
Night Slashers

 2    Heart Rippers

 3    Black Axes

 4    Hell Raiders

 5    Skinheads

 6    Storm Rovers

 7    Cave Scourges

 8    Hide Grinders

 9    Havoc Bringers

10    Elf Slayers

11    Black Thugs

12    Winds of Death

13    Blood Thorns

14    Howlin' Dogs

15    Night Stalkers

16    Vile Runes

17    Evil Eyes

18    Rottin' Hands

19    Leg Breakers

20    Flesh Renders
For an Outsiders campaign, the DM rolls d20 or chooses a horde from the Outsiders Horde table.  Each player then rolls d20 to determine horde from same table as given below:
d20  
Outsiders Horde
 1    Deathmongers

 2    Blood Grizzlies

 3    Hill Striders

 4    Night Crawlers

 5    Hounds of War

 6    Rambling Cavers

 7    Fire Spears

 8    Broken Shield

 9    Devil Swines

10    Shadow Blades

11    Cave Marauders

12    Hell Hounds

13    Saber Punks

14    Dwarf Smashers

15    Tunnel Creepers

16    Bloody Hands

17    Leprous Heads

18    Halfling Rippers

19    Death Drifters

20    Hook Flayers

Each horde comprises 1-10 clans, each named after its chieftain.  Each clan comprises members of a single race.

Tribal Standing:  To determine Tribal Standing, roll d20, add initial strength and constitution, subtract initial intelligence and wisdom, add or subtract the appropriate racial adjustment, and interpret total as follows:

Roll   Result

01-    Master is Shaman or Wokan

02-05  Pariah (no Master)

06-20  Master is Minor Chieftain

21-30  Master is Major Chieftain

31+    Master is Horde Chief
Racial modifiers:

-20:  Ogre

-18:  Troll

-16:  Hill Giant

 -8:  Drow

 -6:  Goliath, Half-Elf

 -4:  Orc

 -2:  Bugbear, Gnoll, Half-Orc, Hobgoblin, Kobold, Longtooth Shifter
  0:  Goblin, Razorclaw Shifter
Shaman or Wokan's Retainer:  Master is Shaman (divine or primal caster) if wisdom is greater than intelligence, otherwise Master is Wokan (arcane caster).  

Pariah:  Character has no master (and also no support).

Other:  Character has master of indicated rank.

Fitness:  Roll fitness on d6 and consult one of the following tables as appropriate:

Fitness

A

B

C

D

Skinny

1-

2-

2-

3-

Normal

2-3

3-4

3-5

4-5

Fat


4+

5+

6+

6+

A:  Goliath, Kobold, Ogre, Common Orc

B:  Goblin, Hobgoblin, Red Orc

C:  Bugbear, Half-Elf, Half-Orc, Razorclaw Shifter

D:  Drow, Gnoll, Longtooth Shifter, Troll, Yellow Orc

Modifiers:

-1 if pariah

+1 if major chieftain’s retainer

+2 if tribal chief’s retainer

Name:  Names are of multiple origins as indicated below.  The full form of a savage humanoid’s name is "(Rank) (Given name), (Horde Name) of (Tribe Name), (Son/Daughter) of (Parent's given name)".  
Rank:  Ranks are as follows:

King

Tribal Chief

Horde Chief

Clan Chieftain

Khaa ("Private")

Mhaa (pariah)
Given Names:  Savage humanoids tend to have crude, rough sounding given names regardless of their cultural origin.  Choose given names according to race as follows:

Kobold, Goblin, Bugbear:  Use appropriate racial names from Character Builder.

Common Orc:  Use Orc or Half-Orc names from Character Builder.

Hill Giant:  Use Gnoll names from Character Builder.

Red Orc:  Use Atruaghin (Native American) names.
Yellow Orc, Hobgoblin:  Use Ethengarian (Mongol) names.
Gnoll:  Use Ylari (Arab) names.
Ogre:  Use Sindhi (Indian/Pakistani) names.

Troll:  Use Northern Reaches (Viking/Scandinavian) names.

Drow:  Use name from race that raised character.

Hybrid:  Use name from either parent race.
Religion:  The following patron Immortals are commonly revered in the Broken Lands:

Atzanteotl:  Patron of Oenkmar

Bagni Gullymaw:  Patron of trolls in Trollhattan

Bartziluth:  Patron of bugbears in Bugburbia

Jammudaru:  Patron of ogres in Ogremoor

Karaash:  Patron of common orcs in Orcus Rex

Ranivorus:  Patron of gnolls in South Gnollistan

Shining One:  Patron of kobolds in Kol

Wogar:  Patron of goblins in High Gobliny and red orcs in Red Orcland
Yagrai:  Patron of hobgoblins in Hobgobland and yellow orcs in Yellow Orkia; also revered in Oenkmar.
Immortal to Deity/Domain Conversions:  Convert Mystaran Immortals to the following deities or domains in the Character Builder:
Atzanteotl:  Lolth
Bagni Gullymaw:  Domain of Destruction
Bartziluth:  Hruggek
Jammudaru:  Vaprak
Karaash:  Bane
Ranivorus:  Torog
Shining One:  Kurtulmak
Wogar:  Maglubiyet
Yagrai:  Cyric
Backgrounds:  Use the following checklist to determine background options:

Geography:  Select one of the following General/Geography backgrounds according to region as follows:

Broken Lands:  Broken Lands

Oenkmar:  Underwild

Other:  Howling Plains

Tribal Standing:  Select one of the following General/Occupation backgrounds according to tribal standing as follows:

Master is Shaman:  Revered Elder

Master is Wokan:  Sage

Pariah:  Renegade

Other:  Wild Hunter
Race:  

Bugbear gains Scales of War/Wandering Mercenary background.
Drow gains the General/Drow – Underdark Survivor background and the General/Birth – Among Another Race background for any one of the major Broken Lands races.
Gnoll gains the Scales of War/Haunted Veteran background.

Goblin gains the Scales of War/Forest Warden background.
Goliath gains the Forgotten Realms/Extra Muscle background and the General/Birth – Among Another Race background for any one of the major Broken Lands races.
Half-Elf gains the General/Race – Spirit of Two Worlds background.
Half-Orc gains background as follows:

Red Orc gains the Scales of War/Silent Hunter background. 
Yellow Orc gains the Scales of War/Gritty Sergeant background.
Actual Half-Orc gains the General/Race – Orc Birth background.

Hobgoblin gains the Scales of War/Detective background.
Kobold gains the Forgotten Realms/Nelanther Isles background. 
Common Orc gains the Forgotten Realms/Narfell background.
Shifter (any) gains the General/Birth – Among Another Race background for any major Broken Lands race. 
Campaign Option – Poor Orcs:  While it is possible to run a standard campaign among based on the savage humanoid races of the Broken Lands, much of the material in the Orcs of Thar gazetteer might better support a less serious campaign where the player characters and their equipment are seriously defective compared to those of the more standard races.  This option should not be used in Oenkmar or in a serious campaign that mixes savage humanoids with more standard races.  For this option, make the following changes to character creation:

Tribal Standing:  Since tribal standing affects starting equipment in this campaign, it should not be determined randomly.  Instead of rolling d20, use base of 5 for a member of an implement using class, 15 for a member of a class proficient with all martial melee weapons (if not also from an implement using class), and 10 for a member of a class that is neither.  Characters from mercenary races automatically begin play as pariahs.
Starting Equipment:  Starting equipment is determined by tribal standing as follows:

Shaman or Wokan's Retainer:  Starting equipment comprises one non-magical non-weapon implement of choice plus a light shield (if proficient) and one simple weapon worth 5 GPs or less.  Roll once at +2 on Weapon Defect Table for each weapon when it is first used in combat (1/+2).  

Pariah:  Starting equipment comprises one simple weapon worth 1 GP or less.  Roll twice at +2 on Weapon Defect Table for that weapon when it is first used in combat (2/+2).
Minor Chieftain's Retainer:  Starting equipment comprises one light shield (if proficient) and two simple or martial weapons worth 10 GPs or less each.  Roll twice at +2 on Weapon Defect Table for each weapon when it is first used in combat (2/+2).
Major Chieftain's Retainer:  Starting equipment comprises light or heavy shield (if proficient), leather armor (if proficient), and two simple or martial weapons worth 15 GPs or less each.  Roll twice at no adjustment on Weapon Defect Table for each weapon when it is first used in combat (2/-).
Horde Chief's Retainer:  Starting equipment comprises light or heavy shield (if proficient), leather or hide armor (if proficient), and two weapons of any type worth 20 GPs or less each.  Roll once at no adjustment on Weapon Defect Table for each weapon when it is first used in combat (1/-).  Armor is automatically inferior.
Starting equipment above 1st level:  For every 5 levels beyond 1st, select one of the following options for improving starting equipment:

· Reduce weapon defect modifier by -2 (to minimum of 0).

· If weapon defect modifier is zero, reduce number of weapon defect rolls by 1

· Increase weapon type availability (from simple to martial to any)

· Increase maximum weapon cost by 5 GPs
· Increase shield availability (from none to light shield to heavy shield)

· Increase armor availability (from none to leather to hide to chain to scale to plate)

· Remove “inferior” quality from armor received

Enhancement Bonuses:  Since savage humanoids seldom have access to normal (let alone magical) equipment, give them the enhancement bonuses to attacks and defense suggested in DMG 2.

Unfortunate Legacy:  At the beginning of the first encounter of the campaign (or after a new character joins the party), each player rolls d20 and consults the following table to determine one or more defects.  Player characters repeat this process at the start of the first encounter of each day until each player character has the maximum number of defects (2 at levels 1-10, 1 at levels 11-20, and none at level 21+).  As the character gains levels, he may eliminate one of his defects upon reaching 11th level and the other upon reaching 21st level.
d20    
Effect

 1-5

None

 6-8   
Addiction (alcoholic) – must succeed on Insight roll

of DC 15 + ½ level to avoid becoming drunk whenever


possible.  On failure, character is dazed, slowed,


and grants combat advantage to all enemies until end

of next extended rest.

9-10
Allergy (weakened and grants combat advantage to all enemies while in presence of allergen).  Roll d8:

       
1 
Flowers

       
2 
Halfling tobacco

       
3 
Elven/eladrin music/poetry

       
4 
Dwarven beards

       
5 
Perfume

       
6 
Lycanthropes

       
7 
Dragon scales

       
8 
One beast of type chosen by DM

11-12  
Vision impairment (-5/-2 to Perception checks based


entirely/partially on sight)
13-14  
Chronic disease, which flares up after each extended rest on failed Endurance check at DC 15 + ½ level.  Roll d6 for specific disease and affected ability score:

       
1 
Rheumatism (Str)

       
2 
Brain rot (Int)

       
3 
Nervous breakdown (Wis)

       
4 
Orkinson's disease (Dex)

       
5 
Head cold (Con)

       
6 
Stuttering (Cha)

Penalty of -2 is applied to all checks modified by or indicated ability score.  Character recovers temporarily on successful Endurance check at DC 20 + ½ level.  Disease can be cured permanently by Cure Disease ritual – but that leaves a slot open for another defect to be rolled later.
15-16  
Hearing impairment (-5/-2 to Perception checks based

entirely/partially on hearing)
17-18  
Phobia:  Must pass DC 10 + ½ level Charisma check to avoid panic (refuse to approach, or flee in panic on failure by 5+) whenever object of fear is encountered.  Success suppresses fear for 5 minutes.  Failed check can be repeated once per round if not panicked or if fleeing has removed character from sight of phobia.  Roll d8:
1 
River or large body of water

      
2 
Cliff

       
3 
Large open space

       
4 
Flying

       
5 
Humanoid

(DM chooses race not native to Broken Lands)

       
6 
Swarm 
       
7 
Beast (DM chooses type)
       
8 
Magical Beast (DM chooses type)
19-20  
Multiple afflictions:  Roll twice more on this table.  

Weapon Defects:  For each weapon defect check, roll d20 and consult the following table, with results of multiple rolls being cumulative as follows:

d20

Effect      
 1-2   
No defects            
 3-9   
-1 damage   
10-14  
-1 to hit   
15-16  
Shift die   
17-18  
Break check 
19-20  
Roll again twice        
Shift die:  Reduce base weapon damage by one die type, from d12 to d10 to d8 to d6 to d4 (minimum).

Break check:  On natural roll of 1 or on critical hit, roll d20.  Result must exceed number of break checks made so far for this weapon (including current check) or weapon falls apart completely and becomes useless.
Armor Defects:  Inferior armor is subject to random armor failure whenever a foe scores a critical hit against the wearer.  The hit is resolved as a normal hit (not a critical hit), and the effect of the resulting armor failure is resolved by rolling a d8 and consulting the following table:

d8  
Effect

1
Armor piece is knocked out of place.  -1 to speed until armor is fastened back in place (standard action).

2
One random piece of armor is ripped off and flies d6 squares.  -1 to AC until armor piece is retrieved and then reattached as above.  
3
One random piece of armor is totally and permanently destroyed.  -1 to AC until armor is removed or replaced.
4
Armor is badly shaken and makes serious rattling noises (increase armor check penalty by -1) until repaired.
5
Armor is severely beaten.  Reduce unmodified to hit score for critical hit by -1 until armor is repaired.

6
Armor straps are rotten.  Treat as roll of 2, but every subsequent hit (not just critical hit) has the same effect until armor is removed or replaced (it cannot be repaired).  The next critical hit destroys the armor (as 7+ below).
7+
Armor completely absorbs damage but is totally destroyed (increase AC penalty to equal armor bonus).
AC penalties are cumulative but cannot exceed armor bonus of armor.  Once AC penalty equals armor bonus of armor, the armor provides no protection and cannot be repaired. 

Command:  In this campaign option, all savage humanoid NPCs and player characters of level 2+ have a natural ability to command other savage humanoids.  The maximum XP value of a commanded retinue is 1/10 of the character’s own XP total. A character may attempt one charisma check per day to take control of one or more other savage humanoids.  The DC of this check is 10 + half total levels of creatures he is attempting to gain control of.   The following adjustments apply to DC of these charisma checks:

If potential followers are commanded by another chief, add level of chief to DC; no attempt is possible in presence of that chief.
+1 to DC if subordinate belongs to another horde.
+1 to DC if subordinate belongs to another tribe.
+1 to DC if subordinate's horde or tribe is at war with that of character.
+2 to DC if character is pariah.
+3 to DC if character or potential follower is dragonborn or drow.

+2 to DC if character or potential follower is giant, half-elf, or other hybrid.

+3 to DC if character and potential follower are of races that hate each other (kobold vs. goblin, orc/half-orc vs. hobgoblin, gnoll vs. bugbear, or ogre vs. troll).

+2 to DC if character and potential followers are of races that dislike each other (one is kobold, orc, half-orc, gnoll, or troll and other is goblin, hobgoblin, bugbear, or ogre); not cumulative with hated race penalty.

+1 to DC if character and potential followers are of different races (not cumulative with any other racial penalties).
Subordinates will remain in service until they are killed, dismissed, or stolen away by another chief.    
--
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