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1. DESCRI PTI ON

Thi s packet is designed to provide general information about Hoblingss, and sone
nore detailed i nfornmati on about Hoblingss that have been born and raised in the
Evendarr area. The information included is fromthe Hoblings point of view and
may differ significantly fromthe scurrilous lies told by other races.

2. PERSONALI TY:

The following is an attenpt to describe a "typical" Hoblings, although the race
does vary wi dely.

First, the principal objective of nbst Hoblingss is to enjoy |ife, Enjoynent is
generally considered to require two things: confort and anusement. However,
Hoblingss are willing to put up with considerable difficulties and problens to
obtain future confort. (Enjoynent can come fromtelling stories about "the old
days" when |ife was tough.)

Second, many Hoblingss have a ot of artistic talent and all Hoblingss like to
tell and listen to GOOD stories, songs, jokes, entertainnent, etc. The

entertai nment value, or occasionally noral education value, is considered to be
much nore inportant that historical accuracy. Hoblingss assune that other races
behave in a simlar manner, although they aren't as good at it, and therefore
will virtually never believe that sonething is definitely true nerely because
sonmeone told themso. It should also be noted that some Hoblingss becone
adventurers principally because they are not good storytellers or because they
want to travel to get the basis for new stories. Also note that the |love for

i mproving stories does not extend to business records.

Third, Hoblingss recognize that they are not great fighters that can take
infinite damage (except for a few historical figures). Wen Hoblingss fight,
either individually or in groups, they generally try to take advantage of
terrain for protection and to anbush or surprise those trying to kill them
(Note that Hoblingss consider humans and other races part of the terrain to duck
behind.) A Hoblings that acts |like a heroic figure will be adnmired for his
bravery and considered insane. He or she will not be accepted into polite
society, even if made into a Knight by hunans or other races. On the other hand,
Hoblingss that are willing to take intelligent risks are also admired for their
bravery and tend to get invited to the best parties, especially if they can tel
the stories well.

Fourth, Hoblingss tend to be social. Hoblings hermits are rare, and generally
consi dered insane.

Fifth, Hoblingss are proud of their furry hands. Hoblingss never shave this off
and, if sonmeone else did it to them would be so enbarrassed that they woul d not
show their faces, unless the hand was covered.

Si xt h, Hoblingss generally have, in sone ways, |ess of a sense of persona
property than many other races. This is not to say that they are thieves, in
fact, the Hoblings will be offended at being called a thief. Thieves take
something with the intention of depriving the owner of the rights of ownership



In contrast, a Hoblings may borrow sonet hing assum ng that the owner will not
obj ect since the Hoblings intends to return it when he is finished with it and
is prepared to give it back at any tinme, if the owner asks for it.

Sevent h, Hoblingss tend to be curious. Note that this can | ead Hoblingss into
adventuring, and also to picking up things along the way with the intent to
exam ne them and the expectation of returning themto the owner in the future
when the Hoblings gets around to it.

3. TYPI CAL PROFESSI ONS

Most Hoblingss end up in a linmted nunmber of professions. These tend to be in

t hree areas:

Soci al (innkeepers, perforners, storytellers, con nmen, etc.)

Mechani cal / Fi ne craftsmen (Locksmith, trap nmaker, clock nmaker, etc.)
Agricultural (orchards nore than fields)

4. Social Structure

Hobl i ngss tend to have fairly flexible social structures. In the greater
Evendarr area they now live in either (a) human domi nated cities and town, or
(b) Hoblings villages and towns in human (or dwarf) controlled areas. Q der
Hobl i ngs villages and towns, generally located in the hills of NWBI ackstone or
N Nordenn, are often quasi-independent and operate on the ancient system a
Rangatira (headman) is selected by consensus of the Yohunga (heal ers, mages, and
schol ars), Kaitoa (heroes), and Tauira (el ders and skilled people) and |oosly
governs the village or town with their advice and assi stance. (The principa
duties are dealing with nobles, organizing civic work parties, acting as the
Sheriff, and presiding over festivals.) Decisions affecting nultiple villages or
towns tend to be made by consensus of the Rangatire. Even at their nost

i ndependent, the Hoblingss generally pay sonme taxes to the |ocal baron, count,
duke, etc. However, Hoblingss do not believe that others have the right to
interfere with their internal affairs, regardl ess of what title the person may
bear, and attenpts to do so can lead to resistance, such as ridiculing songs and
stories or even nmugging the tax collectors. Resistance is unlikely to be nore
open than this, except in the nost extrene cases.

An ol d style Hoblings village or town tends to be centered around a tavern or
inn. The hones are often half buried in the ground with pointed roofs and

wi ndows (of some type) on the southern exposure. Each hone is generally
surrounded by a garden and sone fruit trees. The entire village or town is often
surrounded by a thorn hedge for protection, and both the hedge and the gates
tend to be well trapped.

5. STATI STI CS

Li fe Expectancy: 90-100 years

Child -Bearing Years: 20-50 years old

Fairly even nunbers of males and fenmles

Current population in greater Evendarr area: 20,000
Current worl dwi de popul ati on: 100, 000

6. LECENDS/ HI STORY

The following is a description of the | egends and history of Hoblingss in the
Evendarr area. This information is taken from The G een Book, and encycl opedi a
of Hoblings lore. Hoblingss in other areas have very sinmlar |egends, although
the nanes may be different and generally fairly simlar history (with the
contributions made by the Hoblingss woefully underappreci ated by other races).
ANCI ENT LEGENDS: In the earliest days, before the elves and dwarves wal ked t he
world, there was a great battle between the Hoblings Tohunga and their allies
agai nst the Tupua (evil nonsters). In those days the Tupua were bunerous and

m ghty, nuch greater even then they were in the old days of what the elves
foolishly call the First Dinensional War. This war |asted for generations and



t he Hoblingss fought bravely, but they were heavily outnumnmbered and | acked they
force at arnms of their opponents. Finally, one of the greatest Hoblingss, Taa
Oni hoo, | earned that the Tupua were preparing to cast a great spell that would
allow their |leader total access to the world. He conceived a brilliant plan to
repl ace the mmgical scroll containig the spell with one that would sunmon the
Atua, the greatest of the Elenentals, to help battle the Tupua. The spell was
cast, alnobst as Taa Oni hoko planned and all of the Tupua were killed or fled
fromthe world. However, the force of the magic was so great that the sun itself
changed color, much |ife on the planet was changed, nost of the Hoblingss were
destroyed, and magic itself changed.

EVENDARR- AREA LEGENDS: Not much | ater, Hoblingss began to have problens with
strange green, half-intelligent creatures, possibly the nuch reduced descendents
of the Tupua. To defend thensel ves agai nst these creatures, the Hoblingss grew
| arge hedges of thorns around their villages and al so nodi fi ed many cl ever
tricks into deadly traps. Some Hoblingss al so sought out the hol es where these
creatures lived and bred and filled these with traps. Soon, npbst of these
creatures had died or fled, but the Hoblingss stayed aleert for their return.
Years |l ater, a party of Hoblings scouts |located a party of hundreds of bearded
bei ngs, including children (and maybe women), fleeing fromthe nountains under
constant attack by the green creatures. Taa Tumehoti, who |ed the Hoblings
scouts, offered the bearded creatures sanctuary. The bearded ones, who called

t hensel ves dwarves, had a long history of fighting the green creatures, who they
call ed orcs and goblins. The goblins had driven the dwarves fromtheir honmes in
the nmountains. Hoblingss took in the wonen and children and raised a force, |ed
by Taa Tumahoti, to aid the dwarves in recovering their hone. Taa Tumahoti and a
few dwarves, using a conbination of children's toys and nmagi c, convinced the
goblins that the caverns were haunted by the ghosts of the dwarves, and the
goblins fled directly into a conbi ned Hobli ngs and dwarf anmbush. Hoblingss and
dwarves together hunted out nopst of the remmining orcs orcs and goblins in the
nmountai ns and hills in what has ever since been referred to as the Great Goblin
War. Hoblingss and dwarves have forever after been bound as allies by this war.
(Dwarf records state that this war started in VII1/435)

For many years thereafter the Hoblingss |ived mainly peace, with only occasi ona
probl enms from goblins or orcs. During these years many Hoblingss travell ed,
often with dwarves, to visit other dwarf strongholds. Quentari elves, or even a
few human vill ages. These travelers were often entertainers and/ or nmerchants,

al though a few were heroes | ooking for adventure. The greatest of these

travell ers was Tas Pi ahoko, many of whose deads are contained in The G een Book
Hi s deeds incl ude:

killing a War Troll barehanded by picking it up and throwing it off a cliff;
drugging a Greater Vanpire with kobold blood and pulling its fangs;
out-bargaining a dwarf so that he got sonmething for free;

selling an elf a forest;

stealing the crown of the Goblin King (it was disgusting that he put it back);
and i nventing w nenmaki ng.

During these years Hoblingss al so expanded, generally to places in close
proximty to dwarf strongholds. The reason for this is that the Hoblingss
recogni zed that the dwarves were much better fighters than they were, although
the Hoblingss were better at tricks and traps and also at |earning celestia
magi ¢ (which may have been originally |earned from Quentari elves). [Records
obtai ned fromthe Dwarves place the Hoblings expansion fromwhat is currently
Bl ackstone to Nordenn at around VII1/497 and their expansion to Anym at around
| X/ 277.]

The stories indicate that sometine after the expansion to Anym significantly
nmore humans began to live in the area currently known as Bl ackst one and Evendarr
and forned small kingdons. At around this tinme, sonme Hoblingss noved into the



| arger human towns. The woul d generally live in an area predom nantly occupied
by Hoblingss and work as inkeepers or fine craftsnen. In sone cases, this was
notivated by a desire for safety, since humans, |ike dwarves, are better
fighters than Hoblingss. Another, nore conmon reason, is that nany humans desire
to be heroes and forma rich source for stories and jokes. The Hoblingss, of
course, had a significant civilizing effect on the hunmans.

Finally, it is inportant to recognize the role that the Hoblingss played in what
the Quentari refer to as the First and Second Di nensional Wars. The nopst

i mportant fact is that other races' histories, especially the Quentari's, tend
to woeful Iy underval ue the contributions nade by the Hoblingss during these
wars. The Green Book records in great detail the actions of Taa Piahoka during
the First Di nensional War in appropriating a powerful weapon and a great many
rare ritual conponents fromthe Elenentals i mediately before they were to be
used in casting a ritual magic spell. Taa Piahoka and ot her Hoblingss also acted
as scouts and mages with the dwarf expeditionary force that was aiding the
Quentari. However, it was during the Second Di nensional War that the Hoblingss
contributed in a manner that they Quentari should not have forgotten. In the
climactic battle, Tono Tian bravely and cunningly managed to trip Guxx, giving
the warrior (Sir Nork of Eastwyck in Ravenholt) a chance to use The Great \Wapon
on him Wthout the selfless actions of Tono Tian, the Quentari warrior would
undoubt edl y have been kill ed.

7. EVENDARR AREA HOBLINGS'S OPI NI ONS OF OTHER RACES: (Note that this is not the
opi nion of all Hoblingss or all nmenbers of the other races.)

Dwarves: There are lots of stories from ancient history about how dwarves are
friends and allies of Hoblingss and, in general, Hoblingss will expect dwarves
to be trustworthy and allies. The Hoblingss do have difficulty understandi ng why
anyone woul d al ways want to |ive underground and are amazed at the dwarves
conplicated systemof rules. But this is all OK since it is easier to make up

j okes about them

Quentari Elves - These elves are nore understandi ng than dwarves, since at |east
they like sunlight. However, they sonetinmes seemto have a strange tendency to
like trees better than people.

O her Elves (especially Stone and Drae) - Generally snobbish and often really
wei rd.

Humans - Interesting and at |east they Iike sunlight and people, but extrenely
vari abl e, unpredictable, and dangerous.

Saar - Saar are funny, hot tenpered creatures. They don't even |like the Hoblings
story about their race's origin, which deals with an elf that was westling
lions and tigers bare.

8. MAG C

Most Hoblings spell casters use earth magic. Cccasional casting of necromancy is
bad, but it can be justified. Being a regular practitioner of necromancy is
considered to be insanity. Some Hoblingss use celestial magic, but this is not
respectable since it tends to lead to too nuch of a "fight fromin front"
attitude.

9. LANGUAGE

Hobl i ngss have al nost conpl etely adopted the common tongue. Retaining old words
for titles, nottos, and cerempni al oaths. Some scholars also use or study what
is still known as the old tongue. Sone of the npbst commn terns are:



Rangatira- headman of a group of Hoblingss

Tohunga-a heal er, nage, or schol ar

Kai t oa- hero

Taui ra-a teacher, elder, or skilled person

Rahi -a term neaning great, used rarely to prefix the above four titles
| hi-internal power of force

| po- bel oved one, darling

Tupua- an object of terror, s.a a gross nonster, Death El enental, etc.
At ua-extrenely powerful being, s.a, a greater elenental

Rare-dul |, stupid

Hoi - deaf, obstinate

Angi tu-1 uck, success

Par akeat 0-a pi ece of dung

Haakari - f east

Ki no- evi

Pai - good

Hau- search

Pi a- beer, wi ne

The ol d names for some of the other races are

VWena-dwarf (loosely translated as firm or steady)

Raakau- Aroha - Quentari elf (loosely translated as tree-|over)
Haakokel ka - human (|l oosely transl ated as wandering fighter)

Sonme nanes of villages and people are also corrupted fromthe old tongue:
Whepaa from Whenapaa - dwarf stockade

Temaka from Tengi mat ati kaai nhga - three spring country

Atu from At ahuaakau - beautiful coast

Raute from Rautete - lots of scrub

Tapaa from Tat angapaa - al ert stockade

Ti kau from Ti niraakau - very nmany trees

Pronunci ati on:

General rules: Pronounce each vowel separately, along with any preceding
consonants. The only exception is a double vowel such as "aa" which is
pronounced as a long " for exampl e, Tengi matatikainga is pronounced Te-ngi -
ma-ta-ti-ki-kaa-i-nga

a .

Consonants are pronounced |like in comon, except that r is not trilled and ng is
like in singing. Vowels are pronounced as follows: ashort art; eshort epic;

i short wee; oshort orb; ushort ruby.

(The | anguage is based on Maori.)

10. PLAYI NG A HOBLI NGS

This section is a few out-of-gane comments on playing a Hoblings. First,
Hobl i ngss are distinguished in-game by the furry backs of their hands. This fur
is best if it made either out of real fur, such as froman old coat, or fake fur
whi ch can generally be obtained fromthe linings of some old coats or fromcraft
or fabric stores. Note that if you are wearing gloves so that the back of the
hand is not visible, there is no need to wear the fur. The best way to wear the
fur is by either attaching it onto fingerless gloves or straps of elastic. It
can be glued to the hand, however this tends to cone off easily, especially if
it is hot.

The personality section above gives sone guidelines for rol e-playing Hoblingss.
One of the nost inportant characterictics is that there are no fighters in the



entire race and therefore Hoblingss have been forced to be nore creative and
subtl e than sone of the other races, for exanple, the half-orcs. The other nost
i nportant factor is that Hoblingss |like to enjoy thenselves, so have fun.



