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DwaRrves have a reputatioN that is boih

GOO0D aNDd bad. ON the GOOD side, they are
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aND fierce defFENDERS Of their homes. ON the
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well, a little dull.
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Rockhome from the Outside

The following descriptions can be seen by players in the campaign; they describe the opinions that representatives of dif-

ferent nations have about Rockhome and the dwarves.

A Thyatian trader, speaking to his apprentice before entering the Sardal Pass:

“Tidy yourself up, youngling. We're about to enter dwarf country and you shaald be
need to tell you a few things to remember about the dwarves we'll be mcctlng

“First: Don’t be boisterous or boyish or loud. The dwarves can be a mer
first. And thar takes years. I've gradually become a friend ro members of o
Syrklists, and so I've been accepred; by association, you'll be treated with
erwise. But they still don't like total strangers being too friendly, too fast—
place, you know.

"“Second: When you're shown dwarven craft goods, speak your mind. Don't plimentary if the
work doesn’t deserve it. That works in human countries, but not here. The dwarv Spect quality and
minds that can recognize and evaluate it. If you compliment shogdsmg ;ods. Lhcy'll thin you re an idiot. If
you speak your mind, criticize fairly, compliment when apprg

“Third: Should you happen to see other humansgerformiy the dwarf-cities don numphmcm
it. The dwarves aren’t comfortable around magi red the magicians themselves

Fourth: Don't be alarmed if the dwarves in y ose their faces up and seem to

become emotionless and strange. They may have seen 2 - midst, ora member of a clan they

do not like, and so they have withdrawn into shells like ises do. Once the ‘threat’ is gone, they will
teturn to normal.
“Fifth, and last: They like for visitors to Ig

¢ research. The little fellows seem to have an innate resistance to sorcery—
ore experienced ones—and it’s vital that we find out why, to further the causes of

e of this is sufficient cause for the entire nation all but to declare war on Glantri, Outside
khome dwarves (and even some humans) provoke fights with Glantrian mages, or even

xcept for their scientific value...and now, because of their random and inexplicable atracks.

your eyes open, dear, that you don't fall prey to one of these strange acts of violence. And if you

ever do find out why these diminutive lunatics so hate the Glantrians, please pass the word back to me. I am
s %

curious.

“1988 TSR, Inc. All Righis Reserved




An Alfheim Elvish adventurer, speaking to friends in a tavern in Selenica:

“Dwarves? Yes, we have our problems with them. They're a wild bunch over in Rockhome, all working
away day and night and still having enough time to bring grief to us.

"On the one hand, they just ignore Alfheim on an official level. Alfheim doesn’t exist. If, b
mity, thcy absolutely have to communicate with the Elf-King, they send word through the Darg
dor, won't even deign to have dwarves deliver the messages.

“Then, on the other hand, they keep sniping at us—on an unofficial basis. Fo
they undercut our trade with the human realms—other than Darokin. Of ¢
- same to them.

“And then there are the raids. They have some sort of secret pass thro
part of their realm. We've never found it. Every so often, a mad bunc
Alfheim.

“Usually, we just chase them out again. Sometimes, though, they get

"Once, when [ was growing up in the village of Greenleaf, we were all surpr see a full-grown dwarf
warrior walk into the village, bold as brass, a bucket in his hand. He walked right the village leader and
heaved the bucket's contents into his face. It was nothing han crushed grapes, but it was quite an
affront.

“Then he turned and ran, and those dwarves can run their scumpy liccle legs.

"“We gave chase, all of us howling mad. Bu e forest; they'd haul us up into the
air and dump other things down on us, more ants, mud, whatever.

“*And while the village sat there, nearly emptie
disassembled half the village dwellings, then wande
bruise.

“This goes on all the time. Sometimg

‘ 'd probably miss it. The dwarves are surly, cunning,
persistent, and thoroughly disagreeal ake life interesting...”

arves live in their cities built of stone.
many ways they are like the men of the Emirates, more like the city-

different from ours, but they have customs, and not wild and random behavior like so
men. And they are polite to strangers, even if it is hard to learn their hearts.

not led by Al-Kalim and the Eternal Truth, and do not have the vision of the Desert Garden,
ey have a similar quest. They work tirelessly to make their land into the type of garden they love

tion. As do we, they have their own clerics who maintain the pursuits of their faith.
“And by their own campaigns they keep down the number of the lesser races which infest the mountains:
orcs, goblins, kobolds, and the rest of that revolting litany of inferior tribes.

“So they are our allies—not necessarily close, but allies. Be respectful around them: do not harm them
unless they attempt first to harm you. This is how we deal with the dwarves, and so long as this is done we
have nothing to fear from our northern frontiers.”
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Welcome 1o Rockhome

The Dwarves of Rockhome is a source-
book. Some of it is written for players,
the rest for the eyes of Dungeon Masters
only. It describes, in great detail, the
dwarven nation of Rockhome, its great
cities and other important sites, and its
people: the dwarves.

Dwarves have been mentioned
throughout the D&D® game system’s
series of rulebooks and modules, but
always on a bit by bit and piece by piece
basis. In one place, we explained how to
roll up a dwarf character; in another, we
told how to build strongholds; else-
where, we presented little facts and rules
about dwarven non-player characters
and dwarven life.

In The Dwarves of Rockhome, we put
it all together. You learn the history of
the dwarves; you're introduced to a new
character class, the dwarf-cleric, a rare
specialist responsible for the philosophi-
cal well-being of the dwarves; you learn
why dwarves are the way they are (gold-
mad, work-mad, fonder of stalactite
roofs than open skies, suspicious and
surly one moment, open and merry the
next).

You'll see the homes of the dwarves,
both their open cities and their subter-
ranean capitals; you'll pierce the veils of
secrecy which shield their politics and
master craftsmanship from prying eyes

You'll also learn how to use
dwarves and their cities in yo
paign: as friends and places
the sites of important adve
even as the setting of an all-d
paign, if you wish.

ARRANGEMENTL Of the
Gazetteer

The Dwarves of Rockhome is arranged
in this fashion:

The Players’ Section is written for
everyone who will be playing in a dwar-
ven campaign; anyone can read it.

The first chapter is “Welcome to
Rockhome," which you're reading now.

The second chapter, **Character Crea-
tion,' shows how to create dwarven
characters from Rockhome, how to ¢
ate an optional character class, the
dwarf-cleric, and how to use the
optional rules for general skills.

“Dwarven Society and Politics’ dis-
cusses just what it is to be a dwarf. Here
are the explanations on the extensive

and more.
“Special

pn is the Dun-
d travel-book to

so discusses what the dwarves and
er historians think they know, where
e wrong and where they're right.
‘The Nation of Rockhome' is a basic
description of the dwarven homeland,
its geography, and its geological
makeup.

“Dengar’’ describes the capital city of
Rockhome—both the surface-level
Upper Dengar and the subterranean
Lower Dengar.

“Other Sites of Interest” describes
the other notable sites within the bound-

aries of Rockhome: its other cities,
towns, forts, and settlements.
"“Characters”’ expands on informa-
tion presented in earlier chapters by
providing character she
important and inter

isting player-characters to
s a setting for an all-dwarf
campaign.,

After that chapter follow three full-
length adventures written specifically
for dwarven characters—though, with
information provided in the text, you
can adapt them for existing heroes who
are visiting Rockhome.

At the end of the book you'll find
numerous adventure ideas both for
dwarf-characters and for visitors to the
nation of Rockhome.

And in the inside covers, you'll find
handouts which you may give to your
players: descriptions of Rockhome from
the viewpoint of foreigners.

FiNnal Notes

This sourcebook, and in fact this whole
series, has been written for you to use in
your campaign and to your own ends.
This means you can, and should, change
whatever you don'’t like before fitting it
into your campaign. Do you want your
dwarves to be friendly and outgoing to
strangers? Do you not want to deal with
dwarf-clerics? Change whatever you
want, and have fun.




Character CreatioN

In this section, we'll show players and
the DM how to create dwarven charac-
ters from Rockhome.

Rockhome

Rockhome is the name of the ancestral
nation of dwarves. In the D&D® game’s
Known World, Rockhome lies in the
northeastern part of the continent, bor-
dered to the north by the Ethengar
Khanate and Vestland, to the east by the
Soderford Jarldoms, to the southeast by
Ylaruam, to the west and southwest by
Darokin. It's a landlocked mountain
region, beautiful with its ice-capped
mountaintops, green valleys and large
clear lakes.

Though the human eye first notices
the land’s natural beauties, it is the
nation's mineral resources which endear
it to the dwarven inhabitants. The
mountains are riddled with caves and
extensive cavern networks, the preferred
homes of the dwarves, and are rich in
various metal ores.

Additionally, the rough and rocky

nature of the land—there are only three
major roads which enter Rockhome, all
along easily-defended mountain passes
—makes Rockhome easy to defend.
Standing garrisons, and in some places
the terrible winters, keep the nation safe
from invasion.

Dwanrves

Rockhome is widely known as the King-
dom of the Dwarves. Though the hardy
dwarven race is not confined to Rock-
home, and can make a home just about
everywhere (excepring the politically
dangerous Principalities of Glantri),
this nation is the dwarven homeland,
celebrated in legend as the birthplace
and cradle of the dwarven race.
Dwarves, of course, are tQughmshort
humanoids. As a race, thef dre expest
miners and engineers, smiths offpre-
cious metals afithjewelwrights, agwell as
fierce fighters. Wlilmans réga@’them as
particularly greedyihen it cQfies to i€
acquisition of gold dqdjewels. Dwarves
tend to be suspicious and 8ullen around

strangers, giving them a reputation for
rude behavior and standoffishness.

A little later in this section, we’ll show
you how to create dwarf characters—
and what these characteff#f@ies, real and
imagined, actually #i€an ©the dwarf
character,

Histonry

A§ the dwarf 0f Rockhomegknows ir,
here isd@ brief hi§tofy of the land and its
inhabi@ants,

In cheldim, ages ofithe world’s past,
the land chag Was to become Rockhome
lay hoder thicklige It was not devoid of
life, fobmonsters and creatures suited to
icy exigtence lived and bred beneath the
frosty cruse, but it was inhospitable to
human and demihuman inhabitants.

The Immortal known as Kagyar—
celebrated in different parts of the world
as Kagyar the Artisan and Flasheyes
Kagyar—saw this dim landscape as
nothing but an unpainted canvas. He
whipped the currain of ice from it and
began to alter it to his liking.




Character CreatioN

To begin, he created a creature which
would be master of this land and cele-
brant of Kagyar's philosophies. From a
boulder, with his magics and consum-
mate artistry, he fashioned a powerful
mortal being, short of stature, strong of
thew, clever of mind, long of patience.
He called this being “Rockborn”—in
the dwarven language, Denwarf.
Denwarf was the first of the dwarves
and their first king as well.

Kagyar created many more of
Denwarf’s folk, separating them into
males and females in the fashion of
nature’s creatures. He infected them
with a desire akin to his own, a desire to
craft beauty from all things which come
from the land. He gave them a language
which was uniquely their own. He
taught them about both hunting and
agriculture, as he had seen them prac-
ticed by humans and demihumans else-
where on the continent. He gave them
abilities which would allow them rto
thrive both above and below the ground
—and to enjoy and revere the subterra-
nean world as no other intelligent mor-
tal race could. Then he withdrew from
the land of these folk to see what they
would do.

In the ages which followed, the
dwarves increased in population and
explored their mountains, learning
mine out precious materials, to
them into wondrous things. I
times, they believed that thei
tains were the center of thei
that there were no other wor
gent races to be found: the

, they drove the
e mountains and

er did grow old. Decade
after decade he served the dwarves as
king. He was known for his stony impas-
siveness, his merciless fighting ability,

his chilling impartiality in judgment of
crimes. Larger than the other dwarves,
more hardy, just but unsympathetic, he
was revered but was never precisely
loved. In the 400th year of his reign, he
discovered a massive cavern complex in
the foothills east of Lake Stahl, and com-
manded that the clans he directly gov-
erned move to this lovely subterranean
land. He named the place “Dengar’
which translates as Rockhome in other
tongues, Then he set about exploring
the deeper and darker passages of th
caverns, and was never again seen by
dwarven eyes.

Eventually the dwarves, in their
explorations of the lands surrounding
Rockhome, encountered the higher
forms of life known to the world—
higher, in their eyes, beca 2
crafts and made things of]

The huma i
ration and
because they wi
fancy and imagi
those of d

stered; scorn,
really were cre-
visionaries, most

nd humans varied greatly
clan to clan and dwarf to human.

e elves mainly elicited scorn—and
a grudging envy. These tall and light-
hearted folk could craft gold and silver
and jewels as well as dwarves, and in
fashions and designs far different from
those of the dwarves. But they were such
a shallow race, imagining that they saw
as much beauty in a song as a crown, or
in an abstractly-carved piece of wood as
an inlaid axe-head. They were impos-
sible people: too friendly too fast, no
sense of restraint, no idea of the slow
and comfortable pace which the
dwarves needed to learn the character of
another before showing him inner faces
and inner thoughts. The elves were too
free, too embarrassing, too flighty—a

pity all that craftsman brilliance had to
be locked up in a silly and vapid mind.

In the gnomes, the dwarves found
kinship—if the gnomes did not bear the
mark of Kagyar's creati :

radually began trad-

s and states. For its exports,

received foods, drinks,
leather and wooden goods, work ani-
mals, and more. Information, too,
flowed from all directions. The dwarves
had become quite expert in the tech-
niques of mining and engineering; as
this expertise was sought by the human
lands, so they learned from the humans
more sophisticated means of growing
food, recording facts, waging war, and
many other things.

By the time the first emperor of Thy-
atis was crowned, the king of Rock-
home, too, was widely known in
surrounding lands. Rockhome was
known as a small but strong and well-
defended land; fine profits could be had
from working with the dwarves there.
The great city of Dengar, built in the
caverns found by Denwarf, thrived, and
a new city—called Upper Dengar—was
built in the lands above the caverns, as
the trade city from and to which all these
goods moved.

In the centuries that followed, the
kings of Rockhome began a determined
and aggressive program of sending
dwarves out into the surrounding lands:
to learn and send their learnings back,
to colonize, to establish relations with
human lands, even to establish com-
munities within human communities.

This was successful in some areas,
unsuccessful—even disastrously so—in
others.

Dwarven clans made inroads and





<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /None
  /Binding /Left
  /CalGrayProfile (Generic Gray Profile)
  /CalRGBProfile (Adobe RGB \0501998\051)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Warning
  /CompatibilityLevel 1.5
  /CompressObjects /Tags
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJobTicket false
  /DefaultRenderingIntent /Perceptual
  /DetectBlends true
  /DetectCurves 0.1000
  /ColorConversionStrategy /sRGB
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams false
  /MaxSubsetPct 100
  /Optimize true
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo false
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo true
  /PreserveFlatness false
  /PreserveHalftoneInfo true
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Preserve
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile (None)
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages false
  /ColorImageMinResolution 300
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 150
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages true
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.40
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /ColorImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasGrayImages false
  /CropGrayImages false
  /GrayImageMinResolution 300
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 150
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages true
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.40
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /GrayImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasMonoImages false
  /CropMonoImages false
  /MonoImageMinResolution 1200
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 600
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /CheckCompliance [
    /None
  ]
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile (None)
  /PDFXOutputConditionIdentifier (CGATS TR 001)
  /PDFXOutputCondition ()
  /PDFXRegistryName (http://www.color.org)
  /PDFXTrapped /False

  /CreateJDFFile false
  /Description <<

    /BGR <>
    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000410064006f006200650020005000440046002065876863900275284e8e9ad88d2891cf76845370524d53705237300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef69069752865bc9ad854c18cea76845370524d5370523786557406300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /CZE <>
    /DAN <>
    /DEU <>
    /ENU (Use these settings to create Adobe PDF documents best suited for high-quality prepress printing.  Created PDF documents can be opened with Acrobat and Adobe Reader 5.0 and later.)
    /ESP <>
    /ETI <>
    /FRA <>
    /GRE <>

    /HRV (Za stvaranje Adobe PDF dokumenata najpogodnijih za visokokvalitetni ispis prije tiskanja koristite ove postavke.  Stvoreni PDF dokumenti mogu se otvoriti Acrobat i Adobe Reader 5.0 i kasnijim verzijama.)
    /HUN <>
    /ITA <>
    /JPN <FEFF9ad854c18cea306a30d730ea30d730ec30b951fa529b7528002000410064006f0062006500200050004400460020658766f8306e4f5c6210306b4f7f75283057307e305930023053306e8a2d5b9a30674f5c62103055308c305f0020005000440046002030d530a130a430eb306f3001004100630072006f0062006100740020304a30883073002000410064006f00620065002000520065006100640065007200200035002e003000204ee5964d3067958b304f30533068304c3067304d307e305930023053306e8a2d5b9a306b306f30d530a930f330c8306e57cb30818fbc307f304c5fc59808306730593002>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020ace0d488c9c80020c2dcd5d80020c778c1c4c5d00020ac00c7a50020c801d569d55c002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /LTH <>
    /LVI <>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken die zijn geoptimaliseerd voor prepress-afdrukken van hoge kwaliteit. De gemaakte PDF-documenten kunnen worden geopend met Acrobat en Adobe Reader 5.0 en hoger.)
    /NOR <>
    /POL <>
    /PTB <>
    /RUM <>
    /RUS <>
    /SKY <>
    /SLV <>
    /SUO <>
    /SVE <>
    /TUR <>
    /UKR <>
  >>
  /ExportLayers /ExportAllLayers
  /Namespace [
    (Adobe)
    (Common)
    (1.0)
  ]
  /OtherNamespaces [
    <<
      /AsReaderSpreads false
      /CropImagesToFrames true
      /ErrorControl /WarnAndContinue
      /FlattenerIgnoreSpreadOverrides false
      /IncludeGuidesGrids false
      /IncludeNonPrinting false
      /IncludeSlug false
      /Namespace [
        (Adobe)
        (InDesign)
        (4.0)
      ]
      /OmitPlacedBitmaps false
      /OmitPlacedEPS false
      /OmitPlacedPDF false
      /SimulateOverprint /Legacy
    >>
    <<
      /AddBleedMarks false
      /AddColorBars false
      /AddCropMarks false
      /AddPageInfo false
      /AddRegMarks false
      /BleedOffset [
        0
        0
        0
        0
      ]
      /ConvertColors /ConvertToRGB
      /DestinationProfileName (sRGB IEC61966-2.1)
      /DestinationProfileSelector /WorkingRGB
      /Downsample16BitImages true
      /FlattenerPreset <<
        /PresetSelector /MediumResolution
      >>
      /FormElements false
      /GenerateStructure false
      /IncludeBookmarks false
      /IncludeHyperlinks false
      /IncludeInteractive false
      /IncludeLayers false
      /IncludeProfiles true
      /MarksOffset 6
      /MarksWeight 0.250000
      /MultimediaHandling /UseObjectSettings
      /Namespace [
        (Adobe)
        (CreativeSuite)
        (2.0)
      ]
      /PDFXOutputIntentProfileSelector /UseName
      /PageMarksFile /RomanDefault
      /PreserveEditing true
      /UntaggedCMYKHandling /UseDocumentProfile
      /UntaggedRGBHandling /UseDocumentProfile
      /UseDocumentBleed false
    >>
    <<
      /AllowImageBreaks true
      /AllowTableBreaks true
      /ExpandPage false
      /HonorBaseURL true
      /HonorRolloverEffect false
      /IgnoreHTMLPageBreaks false
      /IncludeHeaderFooter false
      /MarginOffset [
        0
        0
        0
        0
      ]
      /MetadataAuthor ()
      /MetadataKeywords ()
      /MetadataSubject ()
      /MetadataTitle ()
      /MetricPageSize [
        0
        0
      ]
      /MetricUnit /inch
      /MobileCompatible 0
      /Namespace [
        (Adobe)
        (GoLive)
        (8.0)
      ]
      /OpenZoomToHTMLFontSize false
      /PageOrientation /Portrait
      /RemoveBackground false
      /ShrinkContent true
      /TreatColorsAs /MainMonitorColors
      /UseEmbeddedProfiles false
      /UseHTMLTitleAsMetadata true
    >>
  ]
>> setdistillerparams
<<
  /HWResolution [300 300]
  /PageSize [612.000 792.000]
>> setpagedevice


