Hunfrithi
Elder

Male Hunfrithi


525#, 12’ 6”

	AHP
	39
	OCV
	13  
	DCV
	4
	NWI
	-2

	S
	81 (+4) 
	St
	29 (+1)
	D
	10
	A
	8

	MR
	11
	NAV
	0
	C
	45 (+2)
	NF
	*

	EnL
	84
	DTV
	-4
	CDF
	4
	CL
	NA

	SS
	Diurnal Omnivore
	MDV
	10
	INT
	7

	
	
	PR
	18
	SIZE
	4
	HC 
	37%


Female Hunfrithi


430#, 11’ 8”

	AHP
	39
	OCV
	12  
	DCV
	3
	NWI
	-2

	S
	78 (+4)
	St
	29 (+1)
	D
	10
	A
	9 

	MR
	11 
	NAV
	0
	C
	47 (+2)
	NF
	*

	EnL
	85
	DTV
	-4
	CDF
	4
	CL
	NA

	SS
	Diurnal Omnivore
	MDV
	10
	INT
	7

	
	
	PR
	18
	SIZE
	4
	HC 
	38%


Male “Cursed” Hunfrithi

315#, 8’ 1”

	AHP
	26
	OCV
	8  
	DCV
	3
	NWI
	-2

	S
	47 (+2)
	St
	21 (+1)
	D
	10
	A
	9 

	MR
	10
	NAV
	0
	C
	35 (+2)
	NF
	*

	EnL
	61
	DTV
	-3
	CDF
	3
	CL
	NA

	SS
	Diurnal Omnivore
	MDV
	7
	INT
	7

	
	
	PR
	18
	SIZE
	3
	HC 
	28%


Female “Cursed” Hunfrithi

270#, 7’ 9”

	AHP
	26
	OCV
	8  
	DCV
	3
	NWI
	-2

	S
	45 (+2)
	St
	21 (+1)
	D
	10
	A
	10 

	MR
	10 
	NAV
	0
	C
	37 (+2)
	NF
	*

	EnL
	62
	DTV
	-3
	CDF
	3
	CL
	NA

	SS
	Diurnal Omnivore
	MDV
	7
	INT
	7

	
	
	PR
	NA
	SIZE
	3
	HC 
	NA


*Not normally found outside of the Sanctuary.  If found at all, 1d2 scouts.

Appearance — Hunfrithi are an ancient race of elder giants, somewhat related to dwarves. Due to their long exile from the middle world they are pale skinned with blonde or red hair, though the rare sport in their population has brown hair.  Eyes are almost always a dark steel grey or jade green.  Both males and females are muscular and not unattractive (in a stocky, dwarvish way -- use dwarf reaction modifiers, -5 for normal Hunfrithi). 

Special — Hunfrithi are a peaceful race of farmers and artisans who were forced by circumstances to become warriors. In general they tend to be quiet while solitary or when working, but gregarious and jovial at play.  Most are willing to give non-koththi strangers the benefit of the doubt, but if proven wrong they have learned to be swift, deadly and unrelenting.

Over 40,000 years ago these peaceful beings fought a losing war against the giant forces of Kototh in the Elder mountains, and remnants of their cities can still be found in remote valleys.  In the final times a small band of survivors created a hiding place, a sanctuary, located beneath one of their plundered cities, the intent being to wait out the offensives and come back after they had been forgotten as exterminated.  However, due to the efforts of a traitor in their numbers their refuge became a prison.

The sanctuary is a lower world pocket that takes the form of a 20 mile wide bowl valley with mountain walls 10 miles high.  In the center is a rock spire that stretches up into the milky-white sky, holding aloft an ever-glowing light.  It is forever an overcast noon in the sanctuary. Small rivers flow from cascades down the bowl walls to accumulate in a lake close to the spire, a lake that drains through cracks in the lake floor and never overflows. Thick forests cover most of the bowl not taken for homes and farms. The edges of the bowl have mines for iron and precious metal ores, and the Hunfrithi have reverted to their older passions of sculpture and carvings.

The entry to the sanctuary begins with a mile long tunnel down from the plundered city into the pocket that ends on a ledge 1 mile above the bowl floor.  A 10’ wide staircase winds its way to the bowl floor over 2 miles of mountain edge.  There are no railings -- it is not a path for the agoraphobic.

In the past 400 years (their time -- outside time passed at 100 times that rate) the small enclosed world has had an effect on the population of the sanctuary (initially less than a thousand, grown to nearly five-thousand in the past 4 generations) where a small proportion of their births have been “cursed”, becoming members of their race smaller and less powerful then the norm (though still quite strong and large when compared to men).  These “cursed” are looked on with pity by the larger members and they have largely self-exiled themselves to the northern-most part of the bowl.  With the proportion of “cursed” to “normal” births increasing as the centuries pass, the clan has started to become concerned for the purity of their race and look increasingly for a way out of their trap.  At present, cursed population is 430.

Outsiders that enter the sanctuary operate under it’s time constraints…upon leaving they are aged 1 year for every 3 days spent within (and that is how much time passes outside)

Hunfrithi weapons tend toward axes and hammers, with spears for ranged weapons.  All weapons are DOUBLE normal size and weight, with 50% better FV (weapons for the “cursed” are 50% heavier with 25% better FV).  Armor is usually chainmail or platemail and is 50% heavier with +1 AV and +25% DR. “Cursed” armor is usually Brigandine. Helms are metal or full (as fits the armor used).

The remaining clan is lead by an elder of the refuge times.  Bruhufo Yngwyth is over 400 years old and was a youth when he entered the sanctuary with his family.  He is doted over by the residents of the sanctuary as an almost holy figure.

The defense of the sanctuary is lead by Tyril Hworgam, a true monster among his brothers.  

Tyril Hworgam


650#, 15’ 0”

	AHP
	78
	OCV
	20  
	DCV
	8
	NWI
	-2

	S
	162 (+6) 
	St
	58 (+3)
	D
	8
	A
	7

	MR
	11
	NAV
	0
	C
	90 (+4)
	NF
	*

	EnL
	129
	DTV
	-8
	CDF
	8
	CL
	NA

	SS
	Diurnal Omnivore
	MDV
	12
	INT
	7

	
	
	PR
	42
	SIZE
	4
	HC 
	37%


As head weaponthane of the sanctuary, Tyril leads the defense militia (a group 800 strong) on mock battles and training.  Militia units have +4 OCV and +4 DCV and an average weapon skill of 5.

One of the female cursed, Elia Thergok, is abnormally short, even for a cursed member and only reaches a “mere” 6’ 4”.  She is desperate to leave the confines of the bowl and would jump at any opportunity to escape.

--- end write up, begin flesh out vial mail sessions between games.  Note, some of the “how much treasure do they have” notes is due to the characters trying to figure out how to get them out of the bowl within a fixed time, and needing cash to set them up elsewhere ---

Hunfrithi Cursed Generation

Characteristic
Male

Female

Strength

x2 +25

x2 +23

Stamina

x1 +8

x1 +8

Dexterity

x1 -1

x1 -1

Agility

x1 -2

x1 -1

Intelligence
x2 +1

x2 +1

Will

x2 +4

x2 +3

Eloquence

x1 -1

x1 -1

Empathy

x1 +1

x1 +2

Constitution
x1 +7

x1 +8

Appearance
x1 +0

x1 -1

Use Dwarven Con and App maximums. Poison bonuses are as for dwarves.

Portage ability x2

+2 OCV “bonus”

Male Height 8d6 + 69
Weight x 3.25

Female Height 7d6 + 68
Weight x 2.9

Mail Notes:

You have to consider that yes, they do a lot of the work themselves, but that is tame taken from "generating wealth".

They are not completely Dwarven in outlook.  For one thing, they are less inward looking than the dwarves (who have had 40,000 years of bunker mentality while the Hunfrithi have had only 400 years), so they have not gone the "master miner" route (also tougher when you are 12' instead of 4').  Hunfrithi skills tend more to skilled timberwork and stonework.  Their armor is tougher and provides more protection simply because it is physically thicker and heavier, not due to better armor skill.

For the Hunfrithi, It's not like they are going to have gold bars littering the place.  For their population they may have a small coinage base to determine who owes what (their organization is somewhat socialistic, given circumstances -- work is performed and the person who ordered the work "owes" a similar amount of work credit.)

Other than some nominal coinage to determine who owes what to whom, given no outside trade most of their wealth will be in creature comforts.  There may be various artworks that can be quickly gathered as well, but they will be delicate and bulky

· Keep in mind we are not talking the middle world – it’s a pocket of lower world that has middle world properties.  It was not created to be a mining paradise, it was created by the last powerful mages of the ancient Hunfrithi as a sanctuary, and a short term one at that (they were thinking 50-100 years, not the 400 they got stuck with).  Now, the rock that forms the mountain bowl is mostly granite, and will have some metals in more-or-less random concentrations, but it’s not riddled with gold veins or diamond shafts.  Think over the entire continental US, how many areas were big on gold…not that many.  California, Colorado, Alaska.  And in those states, very small regions.  What percentage of all the mountains in the US have gold, silver or gem mines?  Not a lot.  And that is taking into account the variety of mountains here in the US, not the single-purpose “build-a-bowl” the ancient Hunfrithi used.

Now, that all said, the residents are not without wealth.  Over the years they would have found the signs of  mineral ores (through prospecting or magical detection) and mined what they could find.  Most of the iron found has gone into their compliment of weapons and armor (Hunfrithi tend toward axes and hammers, with spears for ranged weapons.  Armor is chain or plate).  Other iron has gone toward household use (cooking implements, nails, etc).  Gold, silver and copper was also found, in much lesser amounts, and pretty much used for artistic purposes.  Remember, given their society they could use anything as a marker of value – they were not bound by precious metals since they had no trade lines – but must likely whatever marks of trade that were used were probably represented with silver coins bearing the seal of the Elder.  Gold was primarily used as jewelry and artistic ornamentation in the homes.

Consider that only 1% is probably available on hand as immediate wealth (coins and jewelry), that gives you 500GC in swag to work with for the expedition team.  The other villages tend to be at station 3 wealth.  The Cursed are effectively Station 1, though they are station 0 in influence.

The other 99% of wealth is harder to classify, as there is nobody to sell too.  Probably at least half of that is furniture and household, if not 2/3rds.  So you probably have another 33% in portable artworks and melted down gold/silver ornamentation for when the remainder is ready to leave.

· Actually, the Hunfrithi are primarily an above-ground race, despite their proto-dwarven ancestry.  They don’t like caves and prefer cathedral-style construction with large open spaces.  Hunfrithi homes tend to be built like churches, with a large common room and small side alcoves for sleeping or private activities.  Roofs tend to be high and buttressed.  This is why they are skilled in timber and exterior stonework – the flying-buttress construction is quite complex.
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