ave your players wandered off the

beaten path yet again? Didn't
have time to map out that castle?
Just open SEVEN STRONGHOLDS to
find forts, castles, and other well-
fortified locations, fully detailed
and ready for insertion into your
D20 game world.

SEVEN STRONGHOLDS features:

The Barrows: A troop of gnomes
hold at bay the misshapen monsters
of the subterranean world.

Castle Briar: An elven wa
tects his livir e from jealo

Gloom Keep: Under a sur
grim-faced humans protect lhen
senile, madd d deity from the
outside world.

Old Mound Fort: An Iron Age
ditch-and-rampart fort, refurbished
by halfling adventur offers a
treacherous way station for treasure-
hungry dungeon explor

Steelface Point: An imposing dwar-
ven fortress
mountain p: n goblinoid inv:

The Perch: Keen-eyed bird-men

zealously guard their domed lair.

Uthront Fort: In a newly-built
le, ambitious
raiders into a

hether you’re looking for a

onvenient refueling station
after a hard day of plundering
or a quiet little town to call
home, SEVEN CITIES provides
communities full of politics
and intrigue, love and hate, life
and death.

SEVEN CITIES features:

* Detailed rules and insights for
generating fan
own, delving into the politic
commerce, g history,
power
that make ¢

unique personaliti

tee PC interaction.

SEVEN CITIES help:

to work better in your campa
add new to it, and let it throb
with the pulse of the people who
make it their home.

Like all Penumbra products, SEVEN
STRONGHOLDS and SEVEN CITIES
pm\lde material adapt"ible to any

VISIT OUR WEBSITE AT

“WWW.ATLAS-GAMES.COM
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