
Hollow Earth Expeditions 

Relief Breather Revisited 
This is an Unofficial supplement to the world 

of Hollow Earth Expeditions and the Ubiquity 
system.   

Forward;  The Alchemy rules found in  
Mysteries of the Hollow Earth are wonderfully 
written, easy to use and add greatly to the game.  
However, my view is that they are more the 
Rumpelstiltskin type of ability, spinning straw 
into gold.  This article expands on Field Notes 
Day 77, which covers medicinal plants and 
concoctions made from nature. 

A day in the field... 
Thur-Long looked at the three-pedaled 

flower closely.  It was orange, had a long 
stem and smelled warm and sweet.  “Is this 
the one Nanya?” 

His grandmother walked calmly over 
from the scrub, looked for a moment, then 
smiled and said “It looks like it, but no 
Pacca, it is not.  The one we seek has small 
thorns under the flower.  But we shall keep 
this one, I can use it to sooth Tal’gs rash, he 
has suffered enough for his mistake.” 

With that, she calmly took a flint knife 
from her basket and cut the flower.  “Come 
now, look over here in the bushes, this is 
where we shall find what we seek.” 

“And then you will make Na’Bocca feel 
better?” 

“With these things, and the blessings of 
the ancestors, Na’Bocca’s fever will be gone 
by the next rest.”  Thur-Long smiled.  “Come 
now, little one, and use more eyes and less 

voice.  Naroo’ta Flower only blooms for a 
short time each day...” 

Medicinal Mixtures 
Natural Healers, so-called Medicine Man, 

Shamans, Herbalists and the like, have passed 
on through the generations the gifts that nature 
around them has provided, the secrets of good 
health and how to combat disease.  Many of 
these secrets have yet to be discovered by 
“modern” medicine as scientists and doctors 
race to understand that which these people have 
known for ages. 

In the vast, untamed world found within the 
Hollow Earth, such wisdoms would be of more 
value then gold, silver or precious gem stones.  
Indeed, one tribesman might trade a valued 
great-bow for an ointment crafted by a 
neighboring Herbalist in order to cure a friend.    

But not everyone would possess such skills, 
only a select few might be taught the secrets of 
relief for the suffering as the understanding of 
these skills would take a lifetime of continuous 
teaching and field work in order to master. 
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Students are chosen by the elder herbalist at 
a very young age (perhaps 5 or 6 years old in 
Surface World terms), and would spend every 
available moment walking the fields with their 
elder, learning the secrets of plant, rock, animal 
and earth.  Listening to story and practicing the 
techniques to cut, harvest or otherwise obtain 
those precious things.  In many cases 
spiritualism and personal faith are combined 
into ritual, which must be practiced exactly if the 
sick are to “receive the blessings” of their deity. 

In Hollow Earth Expeditions game 
mechanics, this understanding comes from three 
skills; Craft, Medicine and Survival, and how to 
combine those skills. 

Medicine.  During character creation, the 
Skill Specialization; Medicine Herbalist must be 
taken.  This represents the training, from youth, 
in the stories and practices of curing the sick.  
After creation, the ability to take the skill is lost. 

Survival Foraging.  This skill is used to find 
those things needed to craft the specific 
medicine.  The difficulty of the skill check is 
dependant upon the Potion Creation Difficulty 
(discussed below). 

Craft Medicine.  This is used to prepare the 
components in the proper manner, mixing just 
the right amounts together.  

Crafting A Potion* 

There are three steps in crafting and using a 
potion.  The components must be gathered, then 
mixed or prepared in the proper manner, and 
then finally applied. 

Gathering.  Finding the materials necessary 
requires the Herbalist to make a Survival 
Foraging skill check, with the number of 
successes needed being determined by the 
Difficulty of the potion being made (see below). 

  It is important to understand that the 
difficulty may be modified, perhaps 

significantly, by the Game Master, if the 
Herbalist is not in his home environment.  A 
Herbalist from the deep jungles might find it 
hard to find compatible materials in a temperate 
forest, and almost impossible to find anything  
of use in the desert! 

Preparation.  Once gathered, the components 
must be mixed in the proper manner (cut or 
chopped, crushed, mixed, steamed or brewed, 
etc).  This requires a Craft Medicine roll, with 
the number of successes needed also set by the 
potions Difficulty.  If successful, the potion is 
ready to be applied. 

Failure could mean the loss of some, or all, of 
the materials used, requiring more to be 
gathered.  A Critical Failure could result in all 
the materials being lost, or perhaps the herbalist 
realizes he doesn’t know how to make the 
potion after all, or worse yet, the potion is 
crafted, but ends up having the opposite effect 
when used.  No matter the result, failure means 
the process must be started from the beginning. 

Application.  This is more of a role-playing 
element to the crafting of a potion.  Most RPG 
players are used to just saying “I feed him the 
potion, and he gets...” <<roll>> <<roll>> “...8 hit 
points back.”  A creative player might realize 
that the potion must be applied in the correct 
manner, or it is lost (eating a paste that should 
be spread on a burn will not cure it, and it may 
taste funny too).  It is up to the Game Master to 
decide if a potion must be applied in a special 
way.  If so, then a Medicine Herbalist skill check 
is used, with a number of successes required 
being determined by the Game Master. 

Role-playing may be used if the player 
wishes to add unique elements to any, or all, of 
these steps.  Rituals, such as singing or prayer, 
are good examples (and hopefully will not 
offend those sitting at the table).  An (Average 2 
or Tough 3) Intelligence check may be used to 
make sure the ritual was performed correctly.   

*Dozens of names are used for these various natural remedies (salves, elixirs, balms, creams, 
liniments, teas, ointments, lotions, unguents, etc), but for simplicity, the generic term “Potion” will be 

used to cover all. 



Perhaps “the spirits” were displeased with the 
intended recipient of the potion and a penance 
must be performed before the potion will work.  
At the Game Masters discretion, such elements 
could be worth additional Style Points. 

Potion Difficulty 

A potion will have a difficulty assigned to it 
(Common, Uncommon, Rare or Exotic).  
Common potions have materials that can be 
found easily, while Rare potions have unique or 
hard to find materials (the heart of a fully grown 
Wooly Mammoth or a pedal from a flower that 
only blooms on the top of some mountain).  The 
appropriate Survival Foraging skill check is 
needed to successfully gather just enough 
materials for complete one potion. 

With Exotic potions, all of the materials are 
unique or near impossible to find, and usually 

require great effort or adventure to obtain even 
just one sample of the material, making failure 
not an option.  The Survival Foraging skill check 
for such potions will be set by the Game Master. 

  The Difficulty also determines how hard it 
is to prepare (requiring the listed number of 
successes in Craft Medicine skill) and the 
amount of time required in it’s preparation.   

No matter the result of the crafting of 
potions, remember they are not always a 
magical “Cure All,” they are medicine and may 
take a great amount of time and rest in order to 
be effective. 

...A Cure For The Devout 
Thur-Long watched his grandmother for 

a day and a rest as she crafted both a tea for 
Na’Bocca’s fever and a salve for Tal’gs rash.  
With calm practice she forced Na’Bocca to 
drink, singing to the spirits all the while.  
Afterward, she sought out Tal’gs and gave 
him his salve. 

Within a rest time Na’Bocca was feeling 
better, eating and trying to return to 
hunting.  It was a good sign. 

“Nanya” he asked, “Why has Tal’gs not 
been cured of his rash?  Is it a stronger 
medicine?” 

“No Pacca,” she replied.  “It should have 
worked at once.  Perhaps the spirits are not 
pleased with his drinking from the sacred 
waters...” 

Sample Mixtures 

A few (suggested) sample mixtures and their 
effects are listed below.  Three are reprinted 
from the original Relief Breather article. 

Grey Sands (Common/Drink).  This thick 
drink is crafted from special desert sands and 
plants.  Easily prepared, it will sooth symptoms 
of aliments of the stomach, allowing the person 

 

Potion Creation Difficulty   
           Survival   Craft          Time 

Common       2              3        A few moments. 
Uncommon   3             4        Several minutes or an hour. 
Rare               4              5         Perhaps several hours. 
Exotic             *              6+       Several hours or days. 



to eat and drink normally so as to keep up his 
strength.  Each crafting will produce up to 3 
doses that may be stored indefinitely. 

Thunderlizards Blessing (Uncommon/
Drink).  This warm drink is brewed from roots, 
spices and the blood of a great lizard, such as a 
Tyrannosaurus or Allosaurus.  When drank, it 
has an intoxicating effect, adding one 
(temporary) point to the persons Body and 
Willpower Attributes.  The amount of time he 
can run or perform actions before tiring is also 
doubled.  However, at the end of one-half day, 
the points are lost, and he must make a (Hard 4) 
Body roll or be reduced to 0 Health (Exhausted) 
until he rests for one-half day.  Each crafting will 
produce up to 6 doses that may be stored 
indefinitely. 

Niok’la Flower (Rare/Eaten).  This flower 
grows only on the tops of great trees, high above 
the canopy where it can get eternal sunlight.  A 
dozen blooms must be harvested to be used, and 
each plant has only one bloom, so several trees 
must be climbed.  When prepared, Niok’la 
Flower will restore 1 point of lethal injury, if it is 
drank within 1 minute.   Each crafting produces 
up to 2 doses and the mixture can be stored for 
two weeks before it becomes useless. 

Spongum Moss (Common/Drink).  This 
thick moss can be found in most wet or damp 
temperate locations, growing in low light areas. 
When properly prepared, this drink will cure up 
to two points of Lethal damage caused by toxins, 
but only if given within a few minutes of 
poisoning.   Spongum Moss must be kept damp 
and fresh in order to be used.  Each crafting 
produces only 1 dose. 

Mammoth Fat (Uncommon/Ointment).  This 
thick paste is primarily made from the fat of a 
Mammoth.  When spread thickly upon exposed 
skin when in an arctic environment, it prevents 
any injury from exposure for up to one-half day.  
Each crafting will produce enough to cover one-
half a normal man (or one child) completely, but 
must be stored in a solid container (clay, metal, 
glass) in order to be kept fresh.  Note:  
Mammoth Fat smells Horrible.  An (Average 2) 
Body roll must be made when it is applied or the 

wearer will vomit. 

Spongum Moss (Rare/Ointment).  Made 
from the excrements of various greater reptiles, 
along with tree sap and spices, this fouls 
smelling paste must be spread over most of the 
body of a creature to be effective.  Any insect 
attempting to attack the wearer must make a 
reflexive (Hard 4) Willpower check or be 
repelled.  The ointment lasts for several hours 
before fading and may be stored in a for several 
months before becoming useless.  Each crafting 
produces up to 3 doses. 

Myoky Root (Uncommon/Eaten).  This 
heavy root requires great effort to dig as it can 
be up to 4 feet deep, although only the “heart” of 
the root is used.  Cooked with the correct herbs, 
Myoky Root paste grants a (+1) bonus to (Body) 
rolls made to shake off infections.  This bonus is 
cumulative for each consecutive day Myoky is 
used when dealing with a disease, up to a 
maximum of (+4).  It can be stored for several 
weeks before going bad and each crafting 
produces only 1 dose. 

Fire Blossom (Rare/Ointment).  This thick 
ointment is made from the nectar of various 
great blue Orchids and Lilies.  When properly 
prepared and applied to a burn (within minutes 
of being injured), it instantly relieves 1L wound, 
with up to 3 doses being produced each time.  
Fire Blossom can be stored indefinitely.   


