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For millennia the men of the north were pitted against one another in 
ceaseless battle, one city-state against another. In due time, the men of Yal-
Garok gained the upper hand, dominating the minor city-states through 
arranged marriages and then striking at its greatest rivals militarily and 
forcing them to sue for peace. The rise of Yal-Garok ushered in the Age of 
Peace, allowing the clever, hard-working Northmen to focus their energies 
on building rather than destroying one another. Most of the country was 
brought under cultivation. Towns and cities fl ourished. Colonies were 
established in the eastern mountains, western prairie and, unsuccessfully, 
the icy woodlands of the far north.

The Age of Peace ended last winter, when Emperor Brodred passed 
into the Land of the Black Water, leaving his three daughters to squabble 
over the crown. And squabble they did. In short order, the youngest of 
the princesses, Petal, had her armies razing the city-state of the Princess 
Peahen and besieging the city-state of the Princess Pearl. Success on the 
battlefi eld, however, was not enough. To gain the throne, Petal needed to 
obtain the imperial regalia of her father – the scepter, orb and crown of 
the Empire. Naturally, her sisters also sought these items, sending agents 
throughout the land to seek them out.

This then, is the Shattered Empire, a land of marching armies, desperate 
refugees, highwaymen and bandits and encroaching humanoids from 
across the White River. A band of adventures might come into this land as 
seekers after lost treasures, common bandits or even mercenary captains 
seeking to join the winning side in the civil war.

The Shattered Empire is a hex-crawl, referring to the hex-shaped units 
that divide the map. Just as dungeon adventures take place on a gridded 
map, wilderness adventures can be conducted on a hex map, allowing 
players the freedom to decide where their characters roam and giving 
them the thrill of discovering the many places and people that have been 
placed on the map. This map represents a large area fi lled with numerous 
places to discover and explore, and can be used as a campaign area in 
its own right, or dropped into an existing campaign. Referees can place 
adventures they have purchased or devised on their own into empty hexes 
on the map.

Adventures in the 
Wilderness

The hexes on this map are 6 miles wide from one side to the other. 
In open country, adventurers should be able to see from one side of the 
hex to another. In wooded hexes, vision is much more restricted. Random 
encounters with monsters should be diced for each day and each night, 
with encounters occurring on the roll of 1-2 on 1d6. The exact monster 
(or monsters) encountered depends on the terrain through which the 
adventurers are traveling. Unlike dungeons, in which the monsters on 
the upper levels are usually less powerful than the monsters on deeper 
levels, wilderness encounters are quite variable in their challenge, and 
low level characters face death every time they step out of the confi nes of 
civilization. Well-traveled adventurers will discover, however, that settled 
lands are not as dangerous as the rugged wilderness.

The Imperial Regalia
The Imperial Regalia are the three ancient artifacts of the Northmen and 

their empire. Each of the objects was forged by one of the three great cities 
of the Empire and blessed by that city’s priests. The fi rst to bear these 
objects was Beroldern, King of Yal-Garok and founder of the Empire.

The Orb of Yal-Kirith is made of brownish marble and covered in a mesh 
of gold wire decorated liberally with citrines and rubies. When placed in 
a vessel of water, the orb turns that water into a scrying pool (treat as a 
crystal ball). When requesting a vision from the pool, an adventurer must 
roll 1d20 and compare it to his character’s wisdom score. If the roll is 
higher than the adventurer’s Wisdom, the pool shows the person what they 
want to be true rather than what is actually true. The Orb is hidden in the 
tower in hex 0418.

The Scepter of Yal-Zanath is a gold rod four feet long topped by a 

By John M. Stater
— The Shattered Empire —

Roll Farmland Highlands Swamp Wooded Hills

1 Ankheg (1d4) Bandits (1d6 x8) Catoblepas (1) Black Bear (1d6 x4)

2 Bandits (1d6 x4) Black Bear (1d6) Carrion Fly (1) Bugbears (1d6 x8)

3 Black Bear (1d6) Bugbears (2d6) Halfl ing (1d10 x10) Centaurs (1d6 x4)

4 Giant Ant (2d6) Centaur (1d4) Goblins (1d10 x10) Goblins (1d10 x20)

5 Giant Toad (1) Goblins (1d6 x10) Grey Ooze (1d6) Hobgoblins (1d6 x30)

6 Goblins (1d6 x8) Hill Giant (1) Shambling Mound (1) Men-At-Arms (1d6 x30)

7 Men-At-Arms (1d6 x4) Men-At-Arms (1d6 x8) Skeletons (1d8 x10) Orcs (1d6 x30)

8 Ogre (1) Ogres (1d6) Stirge (1d8 x10) Owlbear (2d6)

9 Wolves (2d6) Wolves (1d6 x4) Wight (1d6) Wolves (1d6 x6)

10 Zombies (2d6) Zombies (1d6 x4) Zombies (1d6 x8) Zombies (1d8 x10)

Note: For large bodies of humanoid troops, feel free to organize them into squadrons and companies using the army composition suggestions below.
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platinum bear rampant with amethyst eyes. The length of the rod is 
studded with amethyst intaglios of past emperors and empresses. The 
scepter allows its wielder to use the following spells, each three times 
per day: Hold person, cause fear and cure light wounds. The scepter can 
also be wielded as a +2 mace. The Scepter is hidden in the nature temple 
in hex 3503.

The Crown of Yal-Garok is a band of gold adorned with silver spikes 
tipped with sapphire orbs. The wearer of the crown can command the 
obedience and fealty of creatures within 120 feet. Creatures totaling 300 
Hit Dice can be ruled, but intelligent creatures are entitled to a saving 
throw to negate the effect. Ruled creatures obey the wielder as if she were 
their absolute sovereign. The crown can be used for 500 total minutes 
before crumbling to dust. This duration need not be continuous. The 
crown is in the possession of the angel Tzaqiel in hex 3822.

The Princesses Imperial
The Emperor Brodred was not only a fortunate man, but a fecund one. 

His empress Gurdolena gave him five surviving children, two sons and 
three daughters. His two sons, Brene and Beorwin, left the comfort of 
the Empire to adventure in the mysterious west. After they crossed the 
western border of the Empire they passed from the knowledge of men and 
some folk still pray for their return.

The three daughters of Brodred and Gurdolena are called Petal, Peahen 
and Pearl. Pearl was the eldest. Born holy, she grew up to sup with 
demons. Her blazon is a purple six-pointed star on a field of gold. Peahen 
was born plain and grew to be beautiful. The darling of the seven cities, 
her blazon is a peacock on a field of green. The youngest daughter was 
Petal, who was born pretty and grew up to be shrewd. Ignored by her 
sisters, it is said she had foreknowledge of her father’s death. Certainly 
she moved the most swiftly to usurp his power and launch the elements of 
his army that were loyal to her against her sisters. Petal’s emblem is a pink 
rose on a field of white.

The Armies
The armies of the Shattered Empire hex crawl are defined as being made 

up of squadrons of 10 warriors or companies of 20 warriors. Horsemen are 
organized into squadrons and foot soldiers into companies. Each squadron 
is made up of nine men-at-arms under the command of a sergeant-at-arms, 
while each company consists of 17 men-at-arms under the command of a 
captain and two sergeants-at-arms. There is a 1% chance that a sergeant-
at-arms is actually a hero (i.e. a fighting-man of 3rd to 6th level). There 
is a 5% chance that a captain is actually a hero. Humanoid armies are 
organized using the same basic system, save their captains are called 
chieftains and their sergeants are sub-chiefs.

The precise elements of an army can be generated using the following 
tables:

Mounted Soldiers
Goblins are always mounted on wolves and orcs on giant boars. Among 

the savage humanoids, only hobgoblins have tamed the horse and even 
then rely on light, swift horses rather than heavy destriers.

Roll Northmen Hobgoblins

1 Hussars Hussars

2 Hobelars Hussars

3 Cataphracts Hobelars

4 Knights Hobelars

Hobelars are light horsemen who sometimes dismount before battle. 

Hobelars wear leather armor and carry longsword and lance.

Hussars are mounted archers capable of firing their bows from 
horseback at a full gallop. Hussars wear leather armor and carry shortbows 
and longswords.

Cataphracts are heavy horsemen wearing chainmail hauberks and 
carrying light steel shields, lances and longswords.

Knights are the heaviest horsemen, usually drawn from the nobility. 
Knights wear plate armor and carry heavy shields, lances and longswords.

Foot Soldiers

Roll Northmen Goblins Orcs Hobgoblins

1 Militia Archers Archers Archers

2-3 Archers Archers Archers Light Foot

4-5 Light Foot Light Foot Light Foot Light Foot

6 Longbowmen Light Foot Light Foot Longbowmen

7 Heavy Foot Heavy 
Foot Heavy Foot Heavy Foot

8 Special Special Special Special

Militia consists of peasants rather than men-at-arms. A militia company 
numbers 40 men, each carrying light wooden shield, spear and possibly 
(50% chance) slings.

Light Footmen wear scale armor and carry shield, spear and short 
sword. 

Heavy Footmen wear chainmail and carry polearm and short sword.

Archers wear leather armor and carry short bow, 20 arrows and 
hand axe.

Longbowmen wear scale armor and carry long bow, 20 arrows and 
short sword

Special troops might include pikemen, war mammoths with handlers, 
berserkers armed with battle axes or scouts. Scout companies are 
composed of 10 troops wearing leather armor and armed with daggers 
and short bows.
Gear Hide armor, battleaxe

Armies in the Field
At the start of any campaign in the Shattered Empire, there are three 

armies in the field, those of Petal, Pearl and Peahen. 
The army of Petal is currently engaged in the siege of Yal-Kirith [3411], 

and thus encamped around that city. Petal’s army consists of 10 squadrons 
of horse and 15 companies of foot, as well as siege engineers and their 
war engines.

Upon hearing the news of her father’s death, the Princess Peahen split 
her army into three legions and sent them to secure the lesser city-states 
of Xom-Cahar [0208], Xom-Yeric [0803] and Xom-Iforn [1607]. Leaving 
only a small garrison to defend Yal-Zanath [1007], that city-state was 
swiftly taken and razed to the ground by the army of Petal. The three 
legions of Peahen’s army remain in the field. The Legion I consists of 2 
squadrons of horse and 3 companies of foot and is headquartered at Xom-
Yeric awaiting its mistress. Legion II consists of 2 squadrons of horse and 
4 companies of foot and begins the campaign at Xom-Cahar. Legion II 
will begin moving towards Xom-Yeric, managing to cover one hex on a 
roll of 1-2 on 1d6 made each round. Legion III is headquartered at Xom-
Iforn and consists of 1 squadron of horse and 2 companies of foot.

Princess Pearl was slow to act upon learning of her father’s demise. 

The shattered empire
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