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OPERATION: CHAOS #26 ’ *

A personalzine by Nicolal Shapero * -

728 South Atlantic Blvd *

Alhambra, Calif, 91803 =

phone: 213-BUCK~-JR-1 (do not call before 0900 hrn *

or after 2200 hours during weekdays). =
*--‘**************************

All Runes In Space material copyright 1980 by Korld
Nicolai Shapero o ;
The Altani. adapted for use in Runeguest

tor of th

STR 4D6 % 28 ; || R K\
INT 20649 15 24 b
POW 3D6 10-11 21 \..\" ' 4 LR 1§

CON 36 . 10-14 21 D B g R NP 2 S S
DEX 4p6 14 28 Ugquei e

CHA 306 10-11 21 :

siz  2D6+1 8 16 L

Expected valu (o} riou; £33

Attack  +10% Knowledge - +5% Stealth +15%

Parry +5% Manipulation +10% Oratory 0%

Defence +10% Perception i +5%
h:}:b points expected = 9-10 ' expected damage bonus = O,

In RQ I, it is stated that certain weapons and skills can be used with a base chanee

5% due to simplicity of handling and shared common knowledge within the culture.
As the eultural background of the Altani is assumed to be quite different from that of ihe

n and humanoid societies of Glorantha, a somewhat different set of basic akill
probabil ties is necessary,

. The 'following chart shows the basic chance to atitack and parry with the weapons listed. ;
the basic chance to parry with the shields listed, and the baslc chance to use the skills
listed in an affective manner,

10% chancet : Weapon Shield Skill

: " Axe, small{thrown) Small Camouflage
FPoleax Hide Item
1 hd spear :
Axe, heavy
thrown knife

; shortsword

20% chance: _ _ ,
Small Axe Jumping

2 hd spear
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Skills chart (continued) : ;

2574 chance ~ deapon Skill
-reatsword i climbing
katana listening
darf_rer + - sskiing

3 I st/c.lau/bite
' e kic.»:

i i

New ueapons and skills:

~-Katana = damages2Ik:, equivalent to an impale capability allowed for 't.his jgea.po "
“hit peints = 12, cost = 300 lunars, training cost is 1.5 x greatsword cost,
2 handed cutting weapon, . Strike rank as per greatsword,

Skiing handled as per horsemanship for humans and humanoids of Glorantha. NOTE
for the &Jta.m, riding is a 04 base skill.

Fist/claw attacksi do 1D4 damage base, Training cost is as per, humn/humanoid but
is ONLY. available from Altani masters for Altani trainees, %

Bite attacks: do 1D6 damage base, Training cost is 200/1000/1?50 and is availqble
only from Alta,ni masters for Altani trainees,

Kick attacks: do 1D8 damare base, Training cost is 300/2000/3500 and is availahle_...
only.from Altani masters for Altani trainees, g kT

(= guimming (for Altani): fFor Altani, swinming is
. " a 0% base skill, Further, their long thick
fur is highly water absorbant, so that an
Altani will quickly drown if left in deep
water. Thus, for each melee round that an
Altani is in water that is deeper ‘than he
_is tall, a suc(-essf‘u’l swimmipp roll must be
ma.de or the character will’ berin to, drown, .
Due to a natural inborn fear of water,
the Altani tend to panic when in deep
-« water. Thus, 4f the swimming roll is
- not made, a .die roll of INT x 2 must be
made on D100 or the character will take -
2D8 points of damage from inhaling wa.ter _
that melee round: (This compax :
unfavorably with huma.ns/huma" LdsS,
allowed an INT x 5 roll to avoid
taking damape under similar cir "umstances )

Armor {for Altani): .‘tani fu

is treated as 2 poin* amor.
_ . may .wear ring mail or chain on a.rmS.
%227 3 legs, chest, and abdomen, may only
U wear leather on the tail, and pay
e Weal no armory no more ency :
or protective than open ‘heln on
H’:n head, ..

Hit p_cd ntu per, Jocation: As per

“ humar, zave that a new loéation is
" added--the tail (with same numbar
of hit points az the arms). NE:
Tf the Altani ever has his tail
severed, he must make'a roll of -
DEX % 5 sach nelec rour‘%i or fall,

g

A
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For determination of hit location, use the hit location chart published in
TLOC #9, et

Determination of Soelal Class:

Decimal Die Roll Background . Available Funds

01-25 Herchant : 35D100 + 500 Lunpars
26-60 Peasant Z2D100 Lunars

61-85 - Townsman/Freeman 3D100 Lunars

86-95 Poor Noble 50100 Lunars/game year

96-00 Rich Noble 20D100 Lunars/game month

PREVIOUS EXPERTENCE FOR ALTANT __ i %y

MERCHANTS~-Can buy skills and equipment with their initial funds.

PEASANTS AND TOWNSMEN--Mzy attempt to join the Mountain Assault Forces
(Altani mountain mercenary ski troops), If they fail to join, they
may Join the Mountaineers (though peasants again chance rejection).
Failure to join the Mercenary ski troops and the Mountadneers means
the character must Jjoin the militia,

POOR NOELES-~Can attempt to Jjoin the Fountaln Assault Forces or, failing
that, with thelr yearly stipend attempt to live and buy training,.

RICH NOBLES--Can buy skills and eguipment with their monthly incones,
(Remenber to divide stipend by 10 to determine spendable inconme
as per human rich nobles,) J

To Join the Mountain Assault Forces: Roll the average of all characteristics

times 5 on Di00,
Increas se in characteristicss 4s per humans during this five year “"growth perioed.”

Results of : owth period

Militia

Weapon Training Personal Armor Magic Use
Halberd ' Leather body & limbs & tail None
2 hd spear cap
learned at 107 '

above natural ability

Mountain Assault Forces -

Weapon Training Other Skills * Roll D10 for each
CGreatsword* Skiing" -l Natural Ability + 5%
Katana* Sense Ambush** 5-7: Natural Ability + 10%
+ 2011 06 Tracking** 8~9: Natural Ability + 15%

Hide in cover¥* 10: Natural Ability + 204

1: 80% Camouflage*¥ ; :
2-3170% love silently*s o R"il o

61 50: ; : -lpy,
M . MegleVes ., ... TR 2
’;? _Ho.’!.}.--fDé o - Xenohoaling 2# i 8-9s 70%
1s° 42 points Bladesharp 1# 10: 75%
2=3:1 +1 point Countermagic 1#

 4=5 40 points Farsee
61 . -1 point Mobility
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Mountelrn Assault, Forces (continued)

Other Spells: Roll D6 - Armors
1 2 Bxtre points Ring mall chest and abdomen
2~3 1 Extra point. - cuirbolll limbs
4-6 no Extra points PR compogite heln

Those who fall to enter the mercmaries may attempt to enter the Mountaineers
earning 1 skill at 60%, and 3 skills at 40% from the following list:

Eig Glimbing . Esg"'itme silently : Esg Tracking
2) Skiing .~ (&) Hide in cover 6 Jumping
Nﬂbleﬁ &

Poor nobles who cannot: join the Mountain Assault Forces and who decide
not to Join the Mountaineers, should total thelr stipend for the five yaar
growth period and a.ttenpt to’ b‘,l.w gkills an;:l naglc as they wish, .

Rich noble stipends should be divided by 10 (a;é per RQ I’ hmn Rich Hobles)

In addition, as part of their ata.tion, 'the nobles Jhave. ’bha fo]loﬁ.ng akills:

Weapdn 'h‘a.ining ) * Roll D10, . _ . LBy s wl  as e g
Katana (Rﬂ){ g SRR T TR Na.tural A'htlllty + 20% e S © '
Greeteword (RH)(PN)* 5-? Natural AMility + 258
Composite Bow (RN)* ' '~ 8-9 Jatural AMdlity +30%. .-

Claw (PN)* ' “7 10 Natural Ability + 358 N

Armox i . : ;
m:ainmil body, lega, and arms. Lsa.thasr on ta:u., and open heln. =

mﬁg gg'e 1 ) ALy L
Padding (PN) (RN) Rladesharp 1: E ; . M«hﬁuﬁg 2 (m) (H} i’
Protection E i Bladesharp 2 # Countermagic 1
Disruption (PN) (RN) Ironclaw 2 (BN) # Countermagic 2. alf'. #

# Roll D6 Other Skills ' o

1  +2 points " oratory (RN).-- 2D10 * 5%
2-3 +i point Skiing (PN) (RN) -~ (208 + 4) * 55
4-6 40 points Evaluate Treasure -- (1D + 2) * 10%.
Languages:

A1l Altani spesk thelr own language (L Doxran Univemsal) at BO% + knouledge
bonus, - In addition, all merchants speak tradetalk at Intelligence * 4 in percentsge
score (round to.nearest 5% mark), All mercenaries’ with intelligence of 111- spank
!D’{-l-i additional la.ngua.ges (Levels as follows)s

. ¥

Roll 11310#. SRt as

5-? Bog tm i
& 8-9 0%
T A 10 60%

Altani nobles speak AD4 additional languages as par mergenaries if intelligence

is 11+, In additidn to reading thelr own langtza,ge at. ?‘0% + knowleﬁge ‘bonus, T
if the nobles’ intelligences.are sbove 12, then they read i1D4 languages at skill: ‘_
levels derived by rolling on above table. Roll 1D10 tos determine writing skill > 5.
in each language that the noble reads (n.b.: writing skill cannot exceed reading sk‘.ill)
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What fellows iz a ouli Frow ny Ner¥hold Campedsn, 2 variant Qloranthan
world,..hopefully Greg Stafford will not be too displeased whth my mangilngs
of his world/universe, This cult is, needless to says; intended to be included
only in a campaign using the Altaui as PO s per description glven earlier
in this edition of Operstion: Chaos,

CULT OF THE BURNING BARTH / GULT OF FARTH AND SKY du Lfisre Oult
Hythos and History :

A. Before Tinme

Legend says that the Altani are the mous and daughters of Yelmalio by
his mate, the Earth, and favored by bim above all others, The Altani legends -
tell of a time when they fought at Yelmalic's right band in the time of the
Gods VWar, smiting hiz enemles with a power of fire second only to Yelmalic's own,

But thelr pride in their posiiion was thelr omn downfall., In thelr vanity
and thelr hubris they canme to Tegard themselves as equals to the Son of the Sun
and for this they were cast down. Legend tells of thedr fall to Harth on pillars
of fire (the last remnants of thelr own flame power) and of the fires with which -
Yelmallo, in his anger, smote thelr new mountain homes.,

dnd these once favored sons and daughters of Yelmalio hid beneath the Eerth
a8 the Son of the Sun smote their great sky chariots and took baek the fire rowers
he had once granted them. But Yelmalio stayed his hand in the end, and let the
Altand live on--even granting them the use of his favored weapons, the sword and
the bow (though he allowed only the highest born of the dltanl nohles the use

‘of this latter weapon),

To this day, the Altani bear the flame marks of Yelmalio's power in Fireseason,
and the protective coloration of the snow-covered mountains of Kerth in :
dark season,

B, After Time began

The Earth-Sky Cult has worshipped both Yelmalic and Erualda~~he who fathered
them, and she who bore them and motected them in their time of trial,

When they have been able, the Earth-Sky cultists, and in fact all the Altani,
have kept themselves apart from most of the struggles of the world, They' yrefer
te spend thelr lives in pesce and worship in thelr mountain homes, But their
overvhelming pride, and their undying hatred for the forces of Dariness and
Chaos, have forced them time and time agaln to strike out into the werld in
full battle array, -

€, Iife after Death

As per Sun Domers, though thelr pride does not permi’é ‘them to be ressurected
for they musi accomplish all needful in order that they gain final contentment in
a2 single attempt,

D. Runic Associations
The cult is connected with the Runes of Fire and Barih
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Hatura Rf the Cult
Ax Reasons for continied exisiance

The cult has continued its exdistance by sexving as the closeat thing to
a central religlon/eult that the Altani have--and it pwovides a ree.dy source
for soldiers that the race needs so desparaicly to survive,

B. Social/Political position and power

The influence of this cult upon all Altani-clora.nthan society is conslderatle,
Its Funelords and Runspriests form the core of ths Army's Ceneral Staff and.-
Planning sections. And higher level members of the cult tend to have rather
inflated egos as & result, (This is viewed as an entirely accepteble mode of
behavior by the rest of the Altani, many of whom lock to the cul'b to bolster
thelr already consliderable yace pride.)

A rich cult, with many weapons masters, the Burning Earth Cultists provide
meny mercenaries for the incessant wars with the trolls, creatures of the dark, -
and with the spawn of chaos' that still threaten the world,

c. Particular Idkes and Disglikes

Trolls and all Kygor Idtor culiists are detested by szrnins Earth cultista.
~ who will attack them without warning and invariatbly to the death, .

.. Sun Dome cultists are looked upon, somewhat condescendingly as “m
huma.n/hma.noid worshipers of Yelmalio,. the great father of the Altani."

Sun Domers, needless to say, do not particulatly appreciate this attitude.

In consequence, relations between members of the two cults can bedoxe
somewhat strained at times {often to the point of h}.ona) evenn though the g
cults aai-e theoretically friendly (both being slementel cults with a similer :
worship).

@rganization
A, InterCult Organization
As per Sun Dome Qulapln
B, IntrdGiTt Organization
As Pexr Sur Dome Cult
G. Genter cf Power, Boly Places

The Hill of Cold is considered sacred {for the same reason that the Sun
Dome Cult considers it sacred). In addition, the Blasted Place near the
town of Landing near the center of the Altani territory is also a hely place.
For it was there that their god's fire power siruck most strongly when the
Atani. were cast down from thelr former favored place in the sky. .

D, Holy Days and High Holy Days

High Holy days: Fire Season, Movement Week, Flreday
Barth Season, Movement Week, Clayday

Holy Days: Each Fireday in Fireseason (a total of 16 days)
Each Clayday in Earthseason (& total of 16 days)
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Lay Membership
A. Reguirements to Join

Lay membership is open to elves and humans as well as Altani, though humans
risk rejection (and have a ~10 charisma adjustment on attempting to enter the cult).
Hlves and #ltani must pay 50 lunars to Jjoin, humans must pay. 500 lunsrs to. join.
(Note; these payments are above and béyond any bribes to the cult.)

All creatures of the dark. and underground are barred from membership.
Other races not mentioned may Jjoin on payment of ‘1000 lunars (and, iike humans,
rigk rejection by the cult), .

. Reguirements to belong

As per Sua Dome, but cult lay members may attend services on Glayday in
place of the services on Fireday., Further, cult nenbers need KOT support Truth

& Eﬁmdane beqeﬂts”

4s per Sun Dome - - - T
D. &kills '

The cult teaches the following skills to La.y members at three qt.a.rters
of normal cost:

Skiing '
clinbing
katana

SO

E. Battle Magic ' . :

Rednced cost (5 normal cost): Coordination, light, repair, farsee

Prohibited: Bludgeon, Darkwall .
Initiate Membership : _ {' _
A. Requirements for initiation

Ktani {or non-Altani who have been 1a3r members for at least one ge&r) Ry
become Initiates after they have served with the temple mercenaries for a period
of at least two years., Altapi who have served in the temple mamenaz:_'ies for
flve years must becone Iniﬁia-tes or leave the cult, Humans and elves w6 have

served the t.emple for a tota.l of six years must become Initiates o'r ieave the
Gult- e oy B T o

B. Bequiremefxts to remain initiated

Initiates must sacrifice four points of POW ('Eempo-"""‘"-""f-"-_ly, of caﬁrse) on
each holy day, and must sacrifice half. thelr. power: {a = )
high holy days, Further, Initiates must work for the cult : a:h 1gast ten weeks
cach’ CThisTue i Ehent dn tr

Ghetsvdl grase 4p detaln, thele. I a;_f,e statis, Iiitlates Mg
1mmedia"bely challenge all members of any.darkness cul (tﬁcm@ the cha.lla.nge
may be only to, ﬁfi:st bloud, _gnd need not ngcfessaril Fo J»

"k pét.Sun Dohe, Tiltintes mist acoept a d -
cifts and gea.._eﬁ‘as pexr: Sunf Dotie, save that: iza pla.ce of 4...Nevqr3 ga.t mea.t,
and 32-33.. .S}?eak only Truth to everyone, use “Favored by Yelmlio no geas
in Yelmalio S geases.
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C, - HMundane Benefits
As per Sun Dome
D, Skills . o
'i‘raining in Firespeech, Skiing, and katana is free up to 40%.
Training in lMove Silently and Hide in cover is free up to 30%.
E. Spells ‘ :-
Reduced cost (% cost)s Lightwall, coordiration, repair, farsee.
Prohibiteds Bludgeon, Darkwall,
Specials ‘Ihey may learn the special cult tattlemaglic spell Thermal Iance.
It costs 1500 lunars to leaxrn, Durations instantanetus, Range 80m,

2 point spell, effect--as per disruption, save that instead of 1D3 damage
done, 1D6 damage is done.

Initiates may also sacrifice POW for one time use of Rune Magic spells., They
may obitain any of the standard spells available to the Cult save one time only
use Rune spells of the Cult,

Rune Lords of the Cult of the Burning Earth are fighters (as per Sun Dome).
but fighters well versed. in the use-of: 'bhe mind as well as the ever _t,c:esent
sword.

B. Reqairemants for Accepta.nce

acce;ptance as a Warrior of Fire requi:r:es 'l'.hat the person have proved a
loyal Initiate for a period of at least five years, thther. 'bhey must have
at least 90% proficlency in the following: skillsa

cholce of katana or greatsword - Ey &

claw/fist

climbing

Flus three skills from the follovﬂ.ng lists .
 Skiing. . Tracking -

. Spot Hidden & 4 ‘:'.T  Camouflage
Move Silently - @ i . Hide in Cover
'Senseﬁmbush_ ' Z.;_} SetAmsh '

An Initia.te mist also know the battle ma.gic spell Ehz'see. or ha.ve 'l;he POwWEr. as
a Yelmalio gift before he may apply for admissiqn to Rune Lord sta,tus.

c. Restrictj.ons of ‘bhe Status . . NP b g s
As pex; &m Dome, ui‘l‘-h ‘aha i‘ollowing excsptiarxss .

(1) There 1s no F!‘Dhibitibn aéai st tHe uﬁ‘e oFf the 0%61: rgd. or Q
objects by Warriors of ¥iré, as ‘I‘.hey are s"bm B ently f
_ b&’ ’felmalie that i:hey Reéul not WOTT) disturb Y

(2) here. 13 o ;r:eat:rictlan on ﬁe:r:ture ---"\ ot'é: ﬁ’ -'
s oty NOT sl low themselves £0-be c”a.pfﬁﬂrgdéifaﬁieiﬁe
Y ca.pture e ﬁﬁah mﬁtreault 121 1b§"5 all

) gt LE
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D. Benefits of the Status

Apart from the usual benefits of Rune Lord .status, they are granted certain
additional benefits, They may chose up to five Initiates of the oult as their
personal guards, and these Initiates will attend the Warrior of Fire at all times
and pay loyalty io him before all others., This loyalty ends only upon the death
of the Warrior of Fire, NOT upon attainment of Rune Lord status by the Initiate
(who would, then, acquire followers of his owm).

RBune Priesthood
A. General Statement : _ .

As per Sun Dome, save that older Triests will attempt to seek a oneness with
BOTH the sun and the REarth, During the day, the priest wlll remain in a roofless

tower, gazing at the sun, much as do the older Sun Done Light Priests, However,
when night falls they will proceed to bury themselves in the edrth, leaving only

the tip of thelr nosses exposed for zir,.
B. Requirements for acceptance

Only -Altani.and Blves may become Rune Priests of this cult, The usual
Power and Literacy requirements as per R§ I must be met, In addition, the candidate
mist have been an initiate for a period of at least four years, and must have
an unblemished record during that time. The candidate must either know the spell
Farsee (or have it as a glft from Yelmalio) and know the spell Lightwall, :

2 Further, the candidate must forever forswear the eating of any meat save
that of fish (which may never be cooked over a fire, but may.be smoked). AaAnd
the candidate must do so at least one year before he wishes to be considered
for the priesthood. & B g, et & % e .-

C. Restrictions

Rune Priests of this cult may not eat beef or any otheé: meat, save fish{which
may be elther smoked or raw), ' -

Unlike Sun Dome Light Priests, Rune Priests of the Cult of the Bm:rﬁng‘ m:;th
need not' divorce a mate after becoming a Rune Priest, In fact, 1f they are single,
~ they MUST find & mate within five years of taking thelr priestly vows. -

Priests of this cult have heavy responsibilities and, like so many other -
Rune Priests in other cults, all their Dexterity based skills will be reduced
to DEX times 5. - : G WS
D. Benefits

Priests of the ‘eult may take three Pilerimmages to the FBlasted Flace in each
twenty year period of thelr priesthood. They nay NOT return from such a pilgrim
until they can bring back one of the Stones-of-the-Fire-that-burns~without-heat, .
When-they return -from such a pllgrimmage, they will receive a four-point D.I, .
for each Stone that they bring back to the cult. ~The bazards of the Blasted Place :
belng what they are, approximately 40% of those going'on Pilgrimmages theré will ! .0

s

return{ | |
E. Runs Spell Compatibility e e Lt
a“%-ﬁky Y tists have access to 21l Standard Rune Magic sp%;l_.ls, “dneluding

e gt
A

7

us¢ OF Small, medium, and lavge fire and earth clememtals, ' - |
ﬁ F ol "4. H 5 : -

s 4. % |

b e ¥ i ;‘i 1 I.

" |
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F. Cult Special Rune Spells '
Rune Priests of the Burning Earth Culi have one cult special spell, to wit:

FIREBOLT: 2 point spell., Duratien, instentaneous. Range, line-of sight.
‘Reuseable. Does 306 fire damage to target (armor helps<-but the armor and
weaponry enveloped in the fireball will take damage). . Damage is directly

against CON, Single target spell only.

QUAKE: 2 point spell. Duration, 15 minutes, Range, 160m. Area of effect
is 160m radius circle centered on target point, All individwals (friend and
foe alike) must make DEX x 5 roll each melee round that they are in the
effected region or they will fall down, Regaining footing once lost requiree
a DEX x 2 roll on D100 while the effect lasts, . ' S

Subservient Cults

_ None
Associated Cults _ :
Aldrya, Sun Dome, and Vrimak (see Cults of_i’ra_.x)._.l o . \

H;.seell&_ziéoua_mtés : . : ver : R
| Altanl are natural telepaths (Mind Speech 1s antomatic) that could go far .
with formal training (of which none is available), Telepathy (80m tange) and |
ESP detection (locates minds Yo within 6m radius out to a raige of 100m) are
also natural capabllities of the species. g & ¢ g e B o
Some Preliminary notes on th

of other Punes in Space § s to RQ
Characteristic Baoran Characteristic

Strength 60643 |
Intelligence i LWl e
Power 306
Constitution 3D6
Dexterity: - 3D6+1
Charisma 306

Size € 806

Characteristic = - H'Reli Chavacteristic

Strength 3D642

Intelligence 306

Power 306

Constitution: | 306

. Dextberity . 30642 .
Charisma: W gph !

BorTi Gheracteristic
36 |
I0642
3]36 y 3t -;g_v;f\?-' 3




of the type of intebest 6 the players, Prelininiry System Surveys are

BUNES IN SPACE ~- PART I PE 1
The Ships of Runes In Space .
Warships ~~ CGrew sizes

Ship Type Crew Range Standard Crew complement
Flghter 13 2
Scattership 1-8 , L
Armored Scout . 6~20 : 1
Frigate . 20-%0 - 33
Destroyer 40-80 - 60
Light Crulser 120-250 ' 180
Attack Cruiser 200-350 260
Heavy Cruiser ' 500-1000 . 700
Carrier 4500~-5500 5000
Battlecrulser 1200-1500 1400

. Battleship 2500-3500 3000

- Pocket Battleship 2800-3200 _3000

' &11:3:’: ]lreadnaught 5000~-7000 6000

£

i-hrshipa -~ new types listed above (characteristics)

M&g Attack = 15° Screen = 15 Normal Space Firing ra.nge 3 light
. seconds, Jump Space Firing range = 6 pseudo-light years, Maximum °

acceleration is 1100 g8 (counteracted to 11 gs), with a s_'peed in junp

space of 25 psly/hr ; :

Corrections to ship characteristics glven in part I

Fighters -~ maximun acceleration should be 2500 gs instead of 20,000@5.
counteracted to 15gs (instead of 10),

Sca.‘ttershiﬁ -~ maximum acceleration should be 1530g instead of 10,060 e
~ and the counteraction is to 12,5 gs internal ins‘head of 10,

Heavy Cruiser ~- normal. -space ﬁx.’mg range should be 4 ligirb seccnds, nct
3.5 1ig,ht seconds.

Caxxler ~- normal space firing range should be 3 light secondg, not 4 light seconds.

Battlecruis =~ normal space firing Tange - should be 5 11@1'& seconds
ratha: than 4,5 light seconds.

Battleshig -~ normal space firing range should be 5 11@:1'1; sacond.a
ra:bher than 5 1light seconds,

Super Dreadnaught -~ normal space firing range should 'be 4 light
- seconds,. yather than 6 light seconds, :

Some Notes Concerning Ships of Immediate Importance’ to P ers
“The Armored Scout is the ship most commonly’ use& for” eacplora.tcry aﬂssions

; LY
performed by the smaller, faster Scatterships. The Scatterships determinie which
Systemg have pl&nei;g rﬂ:;ich mght be of interest but, 1a.clclng sufficient crew for
any form of‘ &etaileci s;mvey, leave this job for the la:x:ga:' Armored Scout,

© e Armored séout w1l usually have a eamman&ing off‘icar ’whose rark is in
the %08-120 raz;ge, and =n°executive officer whose rank is ‘in"the 100-110 range.
Iis nisSion'is tb pa}fﬂm initial planetological and biola@.tzal surveys in those
's.ystems discevered to ha,ve planets by Scattershig ﬂrst smgveys. c -
< ; "k .
. R g = Y e ) NN . s

T 1 - P e R LT R SR S T
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RUNES IN SPACE -- PART II ' PAGE2
Notes on Ships {continued)

In addition, Armored Scouts are frequently called upon for courler duty

and, as a resull of thelr primary survey mission are oftern involved in flrst
contact situatiocns,

The Frigates of the Fleet are usually commanded by officers in the 120-135

rank range (with XOs in the 112-119 rank range), Thelr duties are often more
of a military than scientific nature (screening larger warships or serving as
commerce raiders in time of war). However, they have sufficient room on board
for larger scientific teams than Armored Scouts and, as a resuli, are often
used for more in depth studies of worlds that have already undmf.'@ne rreliminary
survey {usually by Armred Scouts).

Major Ship Systems . : .
1. Primary Wespons System {TC battery), For each salve fired from a battery,

B ném*raliz'e 90% of this acceleration internal
. ;f'___,cou,.ﬂ be, aceﬁlera'hed at 10 .gs but.would, "fﬁ'
. d CG-1 mmit is1 Eaérgy Unit . pe re di ffieris
. ¥iétors are dfesiz:ea, the cost of«the unit is Ig;tﬂﬁplied by 10

- capable of generating

of the shields,

failure at 1/10. max shielding Level. ...

there 1s a 1% chance of system degradation. If such occurs,.roll D100,
divide this roll by 100, and multiply the previous system reliability

. by this amount to determine current reliability. If the reliability level

is below its starting value of 100%, each further salvo fired resulis in
system degradation if rellability level is not rolled as a per centage roll
on Di00, System relizbility below 10% results in catastrophic system failure
if roll not made when battery is fired (treat as battary Imockad out-=h w2,
all hope of repa.ir} :

¥here R 1s the range in pseudo-light years divided by & (normal apace mga
belng 1 1ight second per 2 psly range in Jump spa.ce} and A 18 atta,ck factorx,

Cost of Battery is BZ*A m1lion SMU {system mometary units), the mass of
the battery is 400%4 mé R%ris tons, and the battery requires a power plant
*47%1000 fEheer Units per Hm:r. =

‘A trained weapons officer is able to direct the fire of i hﬁttemy pu' 25%
in skill (dropping fracticns) with ship weapons systems (his speeia.liaa.ti&n)

- Shiclds MNean time o failure for this system is 5000 hours glus or minus 10%
“when the shields are set to screen at 1/10 their theoretical maximim, At
0% of maximum, rmzltiply mttf by 10/n. Where D is the maximum screen value

Gost of the shislds is D2 miliion SMU, mass of the geneu:'ating equl paent

is D ¥ 400 metric tons,zand the shielding gear will require a power plantis

capable of generating D~ ¥ 1000 Energy Units per hour to run'at fll

screening power. Yo more than one shield genera.tion unit may be in
operation on board a ship at ane time, and shield effectiveness is cut

to zero in any atmosphere thicker than a reasonably hard vacuum, = - :

To determine HTTF, roll 1D1000 a:ad add 4900 tﬁ‘or the numbe:' of hburs to

I*;,ea.tﬁ time. 1o fa;llxxre at 1‘ luaﬂ.ing (accelera.tiﬂn of 9,8 m/secz)-

hours (plus or nﬁ.nus 50 Ug,eia- n*g loading; aivide m‘b‘%’f

oo % & ima.sses 2"7:ne'-i:r:1.c s, - costs 6{.}0@ S?{U, a,nd w‘iil a.ccel 1:. QQO
-metﬁc tdrns 2% 908 me’hers/sec* A 2., ’F‘urthe:r, a | -1 mﬁi‘f 1s a

nl? 1@53. Bergy. of
'f-gna;trai 75

f%

Thus, a 907 neutralization results in 2 cos‘c mul‘bipiier of 10/(10 =9 -Q)—i,
and a 9974 neutralization results in a cost miltiplier of 10/(100-99)-10.

A Gf"‘-n uni‘t casts n times as much as a GG*‘l unit wi‘i‘:h corresponéing

r hout, .

. 3 5
5 . g & e !‘.-




I == PART I PAGE 3
Major Ship Systems (continued) '
3. Qontragravity {continued)

neutralization gactor, and reguires n times the power of the {G-1 unit.

To determine METF at 1 g loading, roll 1D1000, multiply. by 10, and add
5060,

4. Power Systems Mean time to fallure is 20,000 hours (rlus or minus 10%).
To determine precise mttf, roll DI000, multiply by ¥, and add 18000,

4 Pi-1 unit costs 1 miilion SMU, masses 1 metric ton, and ‘generates 750
Energy Units per hour., A PW-N unit costs N million SMU , erates 750¥N
Energy Units per hour, and masses (W)**(1/3) metric toms (round up to nearest
0.1 netric tons), ; : :

5. Jump Fneines The mean time to failure for the standard Jump Engine is
3000 hours (plus or minus 20%), To determine precise mttf, roll 11000,
mltirly by 2, and add 4000, (This assumes no overload of engines,)
For each 10% increment of speed added above safe cruising speed, divide
mttf by 2. “Thus, at twice the safe cruising speed; mitf is reduced by
a factar\ Of 102)‘1‘0 ’ '

A J-1 engine costs 250,000 SMU, masses 100 metric tons, and will handle _
100 Eiergy Units per hour safely. 4 J-N engine costs(N**(3/2))*250,000 SMU,
mssea(ﬁ**%}*;oo metric tons, and can handle N¥100 Energy Units per hour.

sa.fely.-.

¥here i iz the mass of the ship in metzic tons, and V is the pseudo-velocity
of thg ship, then the number of Energy Units that must be handled per hour
is = ux/ioao)*(v**z)_., '

6. Iife Support Syst The mean time to failure of the 1ife support system
is % hours (roil 1D1000, mltiply by 8, and add 4000},
-#n LS-1 unit costs 20,000 SMU, masses 2 tons, and requires 0,001 Energy
Units par hour to éperate (and will provide all life support-and food
production capabilities necessary tc support one individual)., 4n LS-N
udt will provide for the needs of N people, and:will cost N*20,000 SMy,
will require N*0,001 Bnergy Units per hour to operate, and will mass
2%(N*(1/3)) metric tons acuna up to the nedrest 0.1 metric tons),

mputer Systems: Mean time to fallure is 10,000 hours (@lus or minus 10%).
(To determine precise mttf, roll 101000, multiply by 2y and add 9000),

Where 4 is the maximun acceleration, and V is the MAXIMUM POSSIBLE

pseudo velocity, and R is the range factor of the ships iweapons system,

the miniwun allowable grade computer is given by G=(a¥ ) +(Viid 4R :
(round fractions up to the nesrest integer), < Cost of unit is G*10,000 sMy,
mass is 0.1 metric tons, and 001 Energy Units per Hour is required for

operation, : N R
Other itenis of interest in determlning ship cofbs . b
Staterooms/Cabins: wlll hold 2 rassangers (or four crewmen--very trowded)

mass = 2 metrie fons, cost 15 2000 SW | e
Hull of Ship:' 10% of ship total mass capabllity must be in hull material

as a minimun, Starship hulls cost 1000SMU/ton of ship (thus a 15000 metric

ton ship--cquivalent t0 an Armored Scout--would cost 4.5 mllion SMU for the
hull which would take up 1500 netric tons of the shiph total mass). '




ZERO GRAVITY TDILET

PASSENGERS ARE ADVISED TB
READ INSTRUCTIONS BEFORE USE

' Ed

* 1 The tollet is of the standand zero-yravity lyps. Depeading on reguirements, system & znd/or
systam B can be wsed, details of whick ars clearly miaskad -in the tolle} compariment. When
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Sthem | in Ilmr cmﬂmr

5 e réd h:ht mm ‘this ml! is. en, !ht toilet is h s, When the mqnm isﬂgﬁmlu youu
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D&DeUEST-U4 WITH WARLOCK INCLUSION -AKA- TSIMITS & Tsuris -- S. LINKER

This being a special edition of ANYONE WANNA BUY A COAT OF MITHRIL? Published every
now-&~thenly by Sheldon Linker of 264 S. Lapeer Dr., Beverly Hills, CA 90211 ((213)
6523576) and 179 Highview, Stamford, CT ((203)3297820). Don't ask.

The following constitutes a variant game, and may contain copyrighted materials. It
is distrobuted in the belief that all recipients own a copy of the derived games.

FULL RULES:
1) Char&gger creation: Roll the following, depending on preference:

Type STR INT CON DEX POW SIZ NW DMG  AC
Human 3D6 3D6 3Db6 3D6 3D6+1 3D6 - &= -
Elf 2D6+2 4D6 3D6 3D6+3 2D6+6 2D4+4 - - -
Dryad 2Dhe 4D6 3D6 2D6+6 2D8+8 2D6 - - -
Pixie 2D4 3D6 306 4D6 2D6+6 D6 - - -
Runner 2D6 306 2D6+6 2D6+6 3D6 2D6 - - -
Baboons 3D6+6 3D6 3D6 2D6+6 2D6+6 3D6 Claw D6 1l
- - - - - - - Teeth D8 i
Broos 2D6+6 3D6 D6+12 3D6 3D6 2D6+6 Butt D6 -
Newts 206 3D6 306 2D6+6 2D6 2D6 - = 1l
Giant 20D6+18 3D6 D6+12 3D6 3p6 20D6+18 ~ - -
Jackobears 3D6+6 2D6 2D6+6 3D6 4D6 3D6+6 Claw D6 3
Werebear 4D6+12 2D6 3D6 3D6 3D6 Dé+12 Claw D6 3
Weretiger 3D15  3D3 3D6 2D6+6 3D6 2D6+6 Claw D6 1
- o - - - - - Teeth D8 -
Werewolf 6D6é 3D3 3D6 3b6 3D6 3D6 Teeth D6 1
Morokanth 3D6+6 306 3D6 De+6  3D6 3D6+6 Claw D6 5
Dwarf 4D6 3p6 2D6+6 3D6 3D6 2D6 - - -
Newtling 306 3D6 3D6 2D6+6 3Db6 2D6 - - -
Ogre 2D6+12 3D6 2D6+6 3D6 2D6+6 3D6 - - -
Cavetroll 3D6+12 2D6 2D6+6 2D6+3 2D6 4D6+12 Claw D6 3
Trollkin 2D6+3 2D6+3 3D6 3D6+3 2D6 Dé+6 - - 1
Greattroll 4D6+12 2D6+2 D4+14 3D6 3D6 4D6+12 -~ - 5
Darktroll 3D6+3 3D6 3D6 3D6 3D6 3D6+6 - o 1
Tuskrider 2D64+6 3D6 2D6+6  3D6 3D6 3D6 - - -
Centaur 3Db6+6  3D6 306 3D6+3 3D6 4D6+12 ¥oof D8+2Dh6 -
Manticore 4D6+12 2D6 2D6+6 2D6+3 3D6 4D6+12 Claw D6 4
- - - - - - - Sting D6+CON -
Minotaur 3D6+12 2D6 2D6+6 3D6 3D6 3D6+12 - - =
Dragon {306 )D6 4D6 3D6 3D6 4D6 (3D6)D6 Claw D6 3+D7
= - = - - = - Breath POW -
Wyrm 10De 3Do 3Do 3D6 3D6+6 10D6 Bite D10 8
Wyvern 4D6+12 2D6 2D6+6 20646 3D6 2D6+24 Bite D8 6
= % " - - = - Sting D&+CON -
Griffin 8D6 2D6+6 2DS+6 3D6 2De+6 8D6 Claw D6 4
- -~ = - - -~ = Peck D8 -
Scorpionmen 2D6+12 2D6 3D6: 3D6+3 2D6 2D6+12 Sting .D6+CON 3
Windchild 2D6 3D6 3D6 2D6+6 2D6+6 2D6 - - -
Basilisk 2D6 D4 3D6 2D6 D6+12 2D6 Claw D3 2
Clifftoad (2D6)D6 DP4 3D6 3D6 3D6 (2D6)D6 Tongue D(SIZ) -
= = - - - - - Swallow D{S Z) -
Cockatrix 2D6 D4 3D6 2D6+6 D6+12 2D6 Peck D10+Stone 2
Dragonsnail 4D6+12 D4 3D6 2D6 3D6 4D6+12 Bite D6 8\4
Gargoyle (D5)D6 D6 3D6 3D6 3D6 {(D5)D6 2xClaw D6 6
= = - - = o L Bite D8 -

-_—

sting D4



Type
Gorp

Rocklizard: 2D6+6

Rubblerunner D&

Shadowcats

skybulls
Snakes
Walktapi
Ghoul

Skeleton
Comarian
Dog
Vampire
Zombie
Unicorn
Demibird

Tuskers

Bololizards

Rhino

Goblin
Kobold
Oxc
Fobgoblin
Wight
Wraith
Mummy
Spectre
Medusa
Gorgon
Hydras

Purpleworms

Pegasi
Hippogrif
Stalkers.
Roc

STR INT  CON DEX  POW SI7
- - 306 - 3D6 6D6

DA .. 2D6+6 D6+6 2D6+3 4D6

D4 3D6 2D6+6 D6+6 D4
206 D4 2D6+6 2D6+12 2D6+12 D6
4D6+12 D4 2D6+6 2D6  3D6  8D6+12
D6 D4 2D6+6 3D6 D646 . D6
2D6+18 D4 2D6+6 3D6  3D6 2D6+18
4D6 2D6 3D6 - 3D6 2D6+6 3D6
D4+8 D6 1 D6 1 3D6
2D4 5D6-1 3D6 3D7 3D6 . 3p4
2D6 D6 3D6 3D4 3D6 2D4-1
6D6 3D6 2D6+6 3D6 2D6+6 3D6
3D9 2D6 3D9 2D6 foo, 3D6
2D6+24 3D6 2D6+6 2D646 2D6+12 2D6+18
3D6+18 D4 . 2D6+6 2D6+6 3D6  3D6+12
3D6+12 D6 D6+12 D6 3D6 4D6+12
2D6+12 D4 3D6  D6+12 3D6  3D6+12
2D6+30 1 3D6 2D6 3D6 2D6+30
306 3D5 3D6 3D6 3D6 2D6+D4
306 206 3D4 . - 3D4 206 3D4
3D6-1 3D4 3D6 3D6 3D6 306
3D6 3D6 3D6 3D6 306 3D6+1
306 306 306 3D6 3D6 3D6
3D6+1 3D6 3D6+1 3D6 306  3D6
5D6 2D4 3p8 2D6 306 3D6
4D6 3D6 306 3D6 306 306
306 3D6 306 3D6 3D6 306
3p6 D4 3D6 3D6 306 306
7D6 D4 3D6 3D6 3D6 706
20D6 D3 306 2D6 3D6 20D10
10D6 D6 4D6 2D6+6 3D6 10D6
896 D4 3D6 3D4+6 3D6 8D6
12D6  3D6 4D6 406 3D6 406
4p8 D4 3D6  2D6+6 3D6 4p8

M@ DMG  AC
Glob 8 -
Claw D6 3
Bite D1O =
Bite D6 2
Bite D6 -
Rip 2D6 -
Butt 2D10 3
Stomp 2D6 -

Bite {D2)D4 -
4xXTentacle 2D6 4
Constrict 4D6 -
Claw D6 -
Bite D6 -
Howl 1 subdual -
Bite Dé -
Bite D6+1lock -

Gore D10 -

Kick D10 -
Rear-&-plinge 2D10 -
Bite D8 -
Trample 3D6 -
Peck D8. 2
Kick D12 -
Gore 2D6 4
Trample 4D6 -
Bite D6 1
Kick D8 -
Butt DIO 5
Bite D10 -

Trample 38D6

Touch Level 3
Touch Level 5
Claw D4+disease 5
Touch 2xLevel 6
Glance Stone

Breath Stone &6
Bite D6 3
Bite D20 2

Swallow 3D20
Sting D104+CON -
Kick D10 2
Bite pg ¢ -
Rear-&—-piunge 2D1l0 -
Tramle 3D6 -
Hooves D8 3
Beack D6+1 -
2XStrike DB -
2xClaw 2D6-1 4
Bite 3ID6-2 =~

I\



2)

Type
Elemental
Greenslime
Triton
Bugbear
Shadow
Willowisp
Harpy
Lammasu
Beholder

Umberhulk
Displacer
Blinkdog

Fellhound

Phasespider

Ruster
Stirge
Tick
Owlbear

Crawler

STR  INT CON DEX  POW g2z NW DMG  AC
12D8 3D6 4D6 4D4+3 3D6 4D6~2 Element POW -

= - 1 - 3D6 2D6 Ooze D3 -
5D6 3D6 3D6 306 4aD6 3D6 -~ - -
5D6 D4 ap6 2D6 3D6 5D6 Strike 2D4 3

= 3D% 3De 3Deé 3D6 3D6 Touch STR -
5D6 3D6 3D6 8D8 3D8 3D6 Lightning D12 -
3D6 3D% 3D6 3D6 3D6 b6 - - -
5D6 3D6 3D6 3p6-1 3D8 5D6 2%Claw D6 2

i 3D6 3D6 - 10D10 D6 Gaze  Antimagic 4
- = - - -~ - Bite D6 =

= = - - - = Gaze Death -

N - - - - - Gaze 2D6+2 -

- - - - - - Gaze Slow -

G - = - - = Gaze Fear -

- - - - - - Gaze Disintegrate =~
- - - - - ~ Gaze Stone -
- = o - s - Gaze ™ -

LS & - - i = Gaze Sleep =~

i = s - = = Gaze Ch. Monst. -
- ~ - - - - Gaze Charm -
5D6 3D4 3D6 2Do 2D6 5D6 2XClaw 2D6 6

- - - - - - Bite 2D4 -
3Db6 D6 3D6 6D6 3D6 3D6 2XTentacle D5 1
2D6 D6 3D6 3n4 3D6 2D4-1 Bite D4 -
2D6 D6 3D6 3D4 D4 2D4-1 Bite D4 -

- = - - - - Breath D5 -
bPlo 1 3D6 3D6 3D6 2D6 Bite D4 6
2D6 D6 3D6 3D6 3D6 2D6 Touch Rust 2

D8 D4 3D6-1 3D6 3D6 D10 Suck D6 1
D10 1 3D6 304 3D6 D20 Bite D3 9
4D8 D4 3D6 2D6 3D6 4D8 2XSwipe D6 3

= = - - - - Hug +2D6 -

= - = - - = RBite plz -

D6 D4 3D6 3D8 3D6 2D8 Bite X 4

= = - = - - 8XTouch Paralisis -

The following table gives further comments on the monsters, natural waepons (NW),
damage (DMG) done be the weapons, natural skin thickness (AC), and other special

abilities.
Type
Dryads
Pixies
Runnexrs
Brocs
Jackobears
Weres
Morckanth
Trolls
Manticore
Dragons
Wyrms
Wyvern

Scorpionmen

Basilisk
Clifftoad

Notes

Female; bound to a tree

Invisible; H'Reli-like in nature

Can use whipstick, D6+bind, 10% chance of choke; foresters
Human bodies, deer heads

Pumpkinheads

Full daemage from silver, fire, and magic, subdual otherwise
Tapir-like

Regenerate 1 DMG/melee round (MR) (6 sec)

Lion bodies, scorpion tail, humanlike head

Can use breath weapon 3 times/day

Winged serpent ‘

Two legged, dragonish

Scorpion tail on centaur

Stone gaze POW times

Tongue range is SIZ m

Dragonsnail 10% change of two heads

G



3)

4)

5)

Type
Gorp

.8

Notes
Cube; half DMG from melee & missle

Rubblerunner Whomprat

Shadowcat
Walktapi
Oomarian
Vampire
Unicorn
Demibirds
Tuskers
Bololizard
Wight
Wraith
Mummies
Spectres
Medusa
Gorgons
Hydras
Purpleworm
Stalkers
Elemental
Greenslime
Tritons
Elves
Bugbears
Shadows
Willowisp
Harpy
Lammasu
Beholders
Displacers
Blinkdogs
Hellhounds

Phasespider

Rusters
Stirges
Owlbears

Shimmer for 20% Defence
Octopus heads; constriction requires 2 hits

20Kg of chocolate sludge; POW TKs/week

GCaseous form, animal form, usual vampire stuff

Touch of horn cures 2 pts, once/day/person; Evils attack on sight
Mindlink with dragonewt riders; flightless

Ridden by tuskriders

Little ridable dragon

Regquires silver to hit; wight's victim is a wight

Requires silver to do half DMG, magic full; wraith's victim is a wraith
Only magic weapons affect, at half bonus
Only magic weapons affect; noncorporeal;
Glance weapon only if seen, even if self
Bull-like

D10+2 heads

Swallows on crit

Invisible; free dimension travel;

spectre's victim is a spectre

faultless trackers

Has power over its element

Turns victim to same

Mermen :

Elven thelves may use bows, superceeding the following

Giant goblins; +16% stealth

Not undead; noncorporeal; victim reduced to O STR becomes shadow
Fast changeing of shape; 25% defence bonus

Hold song & Charm touch '
Sphinxlike; clerics only, superceeding the following

Can use INT powers at a time; each use of a power costs 1 POW
Appear 1lm from true location as (but not) 10% defence

POW line-of-sight (LOS) teleports/day

Can use breath weapon 3 times/day

Can go to & from the other reality phase

Lock like pigs

Sucker locks in place

Kill anything

Choose a character class.

Type
Humans
Humanoids
Othexrs

Available

Fighter (f), Mage (W), Cleric (C), ox Thief (T)
P, W Oor T

Exotics (X)

Special considerations by character class:

F W &1 T X Attrdibute

- 1 1 - Special abilities

- INT POW DEX - Prime requisite (reg)

plo D4 D8 D6 D7 Roll weapons increase on

10 4 8 6 7 Maximum bomus dice 4BD)

All Dag&staff Unedged Dag&sword builtin Weapons available

= 100m Los - .08 Magic range

D5 D6 D4 D10 D4 Roll theifish abilities increase on

Superman rule:
each such D6 additional rell,

You may add some number of BD to any attribute or attributes.
count 1 BD point.

For
True advancements are advancements

-BD points, minimum of zero.

6} Compute bonuses:



8)

9}

Attack: STREZHINTHPON:24+DEN-31
Parry: STREZHPOW: 2+UERFSIBLTw2E
Defence: INTHRPOW: 2408 -SLES 221
Hit points [HF): ST25 44000080
Percepticn: INDT4POW:Z-~16
Stealth: INTHDEI~SIZ-POW:2-5
Manipulaticn: STEI2+INTHPOW:Z~31
Added IMG: if (SIZHSTRIL2<5: «~DE, minimun 1
55{SIZH+ETRI®249: D2, minimuwn 1
I3S(SIZHSTRY$2<17: +D2 _
L7<{8IZ+STR} +2:  +D6+L (SIZHSTR) 78~4 104 _
In combat, defence is subtracted from the attacker's to-hit percentage. The defence
may be split abou: opponents.

If an opponent misses purely becauvse of defence, the defence stands a chance of in-
creasing, as does any succesfully used albility.

Combat abilities advance by True weapcns advancements.

10) Initial gold pieces: 10D6+120.

11) Choose an alignment: Lawful (L/}, Reutral N/}, or Chawtic {C/).

12} Choose an inclination: Good (G}, Amoral (A}, or Bvil (B} .

13) Characters start at firet level.

14) Initial abilities as shown in rule 1 are 25%.

15} Item prices are as follows:

Iten cP rental DMG AC Initial %
‘Daggerxr 3 - Do - 15 :
Hand axe 3 - ng - 10
Mace 5 - b7 - 20
Sword 10 - DE+1 - ic
Two handed sword x5 - 208 - 20
Battleaxe 7 - DB+2 - is
Morningstar & - DiC ] 15
Flail 8 - D8 - 15
Spear 1 - D641 - 10
Pole axm 7 - niz - 10
Halberd 7 -~ 306 - 20
Lance 4 - D+l - s
Pike 5 - Diz - 10
Shortbow 25 ~ DE+1 - 15
Longbow 40 - Dg - 20
Compbow 50 ~ Dig - 20
Crossbow 15 - PS - 15
Heavy crosshow 25 - D1z - 20
20 arrows 10 - - - -
30 quarreils 10 - - - -
Silver arrow 5 - - - ~
Mule 400 20 - - -
Draft horse G000 30 - - -
Light horse 800G 40 - = B
Warhorse 2000 100 - - =
Heavy warhorse 4000 200 & = i
Saddle 50 3 - - -
Saddlebag 10 1 o - =
Cart 10060 50 - - -

Wagon 2000 100 - - -



16)
17)
18)
19)
20)
21)
22)
23)

24)
25)

26)
27)
28)

Itoem GP rental DMG AC Initial %
Rafi - 400 20 - g ™
Erall boat 1000 50 = - -
€rmall rexrchant ship 50000 2500 - - -
Mexchant ship 200000 10000 = - -
Enzll galley 106000 5000 = L =
Gzliev 300000 15000 - - -
Armor 35 - - 1 -
AYmoy 65 - - 2 -
Armor 135 - - 3 -
Aror 250 165 - 4 -
Farestes o 495 185 - 5 -
Armor 985 210 - 6 -
Sm2ll shield 10 - = = 5
Shield 20 - - - 10
ILzrge shield 35 - - - 20
150 rore 1 - - - -
2 pole 3 - - - -
12 ircn cpikes 1l - - - -
€321l sack 1 - - - -
Sacl: 2 - - - -
Lecacher backpack 5 - - - -
Skin i - - - -
& torches 1 - - - -
Lantern 10 - - - -
Flack of oil 2 - - - -
3 ztakes & mallet 3 - - - -
Ircn mirror 5 - - - -
Silver mirror 15 - - - -
Eolywater 25 - - - -
1 1ltr wine 1 - - - -
1 week iron rations 15 - - - -
1 weelz rations 5 - - - -
Staff 4 - D6 - 20

Yuor HP=CON+HP bonus.

You camnot be cured to more than your hits.

At 0, you are uncencious.

At the point of over double maximum damage, the character is dead and unrecoverable.
At the point of over maximum damage, the character is dead.

Characters translated in may be stripped of abilities, but not memories.

The initial percentage for special abilities is regxSs,

If the character makes his roll in an ability, he stands a chance of going up D(req)
-BD%.

Characters surviving an expedition stand an INT-BD% chance of going up a level.

Chgracters going up a level or succesfully using a special ability stand a reqg-
BD”% chance of gaining a new special ability slot.

A character gaining a special ébility slot rolls again for another slot.
Nth level abilities take N slots.
Nth level spells take N POW.



29) Permanent spells use 1 POW¥ while active. ' —
30) Spells take 1 MR.

Strikes take 1 MR.

It takes 1 MR to cock a crossbow and 2 MR to cock a heavy crossbow.

33) A strike is true if the percentage+tbonus~defence>D100.

31)
32)

34) A strike must have a true chance of being true of at least 5% and at most 95%, as
do all cther abilities.

35)

36)
"

38)

39)

40)

A true strike may be parried at'the parry percentage with the shield and/or weapon.
An unparried true strike does DMG-AC HP,

If the roll to strike was 10% or less of the required to-hit nuwiber, minimum 2%, the
damage done is DMG HP.

If the roll to strike was 2% or less of the required to-hit number, minimm of 1%,
the hit scores a critical, with a base damage (BASE) of DMG HP.

Edged critical hits are as follows:

Roll Effect
1-10 Hand sevexed; 1-5: sword hand, 6: shield hand; D3 HP/MR
11-16 Impalement; add BASE; attacker loses weapon on a miss roil
17-22  Lung hit; add BASE; 10% chance STR, CON, & DEX halved
23-34¢  Artery hit; D3 HP/MR
35-39 Hamstrung or kneecapped; falls over;y half speed
40-45 Fingers last; 1-4: 1-4 fingers, 5-6: thumb; 1-5: sworﬁ hand, 6: shield hand
46~50 Eye hit; incapacitated D5 MR
51-56 ° Forehead hit; incapacitated D3 MR
57-62 MR 1: add D6; MR 2: D4 HP; MR 3: D2 HP »
-63-68  Bleeding at 1 HP/MR
69-73 Throat hit, D12 HP/MR
T4~79 Ear hit; cosmetic damage
80-85: Arm off or badly damaged; 10 HP/MR; 1-~5: sword am, 6: shield amm
86-88 Heart hit; 2D20 HP/MR
89-91 - Leg off or badly damaged; D12 HP/MR
92-94  Ad4d 2
95 Head hit; stunned D4 MR; 10% chance of 1 INT loss
2 Head hit; out 2D6 MR; 25% chance of 1 INT loss
97 Backbone broken; 1-2: waist down, 3: left side, 4: right side, 5: neck
' down, 6: coma; D8 HP/MR
o8 Head hit; halve INT
99 Lung hit; halve STR, CON, & DEX
100 Decapitated; dead and unrecoverable; 1 POW lost
Arrvow criticals:
Roll Effect
1-10 Hand hit; add 1; incapacitated D4 MR
1i~-16 Add BASE
. 17=286. Add BASE; 10% chance to halve STR, CON, & DEX
27 Artery hit; D3 HP/MR
28=-29 BEye hit; incapacitated D6 MR; 50% chance of Di2 HP/MR
30-35 Forehead hit; half damage, incapacitated D5 MR
36-38 _ Add D2
39-45 = 1 HP/MR
46-47 Throat hit; D12 HP/MR
48-50 Heart hit; 2D20 HP/MR
51-100 Add 1



Roll

Effect

41) Catapults vs. ships criticals: 8_ :

42)

43)

1-4
5-12
13-17
18-23
24-29

© 30-34

35-40

.41-45

47-51

52557 -
 B58-60

61~63
64-66
67

o8

69

. 70

71
72
73-100Q

“Ship takes D20 units water; bailers bail 0.1 units water/MR; ship sinks
with 1,000 unitcg; leak continues tntil fixed ; JE W e
Rudder and/or stearing lost

. Ad3 2

Catapult hit, 10% chance to hit each of the catapult crew
Large catapult hit; 9% chance to hit each of the catapult crew
Add BASE

A3d BASE; 10% chance mast ox sail lest

Extra crew hit; each crewnmember stands a 2% chance

Crowsnest destroyed; occupants hit

Bridge hit; 10% chance to hit each of the bx:idge crew

. Pandemoniun strikes for D6 HR -

Structural damage; 1 HP/MR foxr 20 MR; 1 tnit watexr for 20 MR
Dars hit; D2 cars lost; 2D3 rowers hit

Bridge hit; stearing lost; 9% chance to hit each of the Bridgie crew

.-'_:_.g:_::_i&ga hit; stecping lost; 25% chance to hit each of bridge crew -

Keel damage; 1 unii wrater :

Bow broken; 5 units water; ranm will destroy ship
D100 units water/M:

D1000 units !;rhterf*m

Add 1 g

¥When a spell is cést; charactérs get“a' paving throw. If 320>20-leve1, the spall ha.s
only half effect. If an all—or-uothing spell, it fails.

Special abilities: | : 5o SF L i
class Slots Duration Newe & ea.n_nct "

2= == ==z
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=

HOQOOo0s =

1
1
1
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[

TN S T

1 MR Detesct magic: caster spots magic by aura, ‘one object only.
2D6 min Hold portal: Doorway is sealed, but may be sundered. A
1 MR ad wagic: Caster may read without invoking noncursed lmqicaz R
:l...tem.-.. :
1 MR Rezd languages: Caster reads any mmnagic text.
- 6 min Protection (P/) Evil: Evil types attacking caster are atr a St
Torlgs P - szlal-ty‘ s
6+L min {I=level}Light: Light of ful]. moon is cast l0a around q
- Charm: Affects casteroids only. Victim behaves as if hypno-

tized, getting additional saving thyows as t‘ollaws
INT  Save every
1-6 mnonth o
7-9 3 weeks
10<11 2 weeks
12-15 week
i6-17 2 da.ys ) . . : ,- o 7
18+ day o '
8 hrs Sleep: 206 levels of charact:ers fall asleep,: but. nobody over
4th level,
1 min Shield: Provides a 35% bonus against mzssles and a 25% bonus
against melee. r
Flash (*) Magic missle: A bolt of magical energy, f.u:ed at a 25% chance
base; armor helps. DMG is D6+l.. No criticals.’
Ventriloquism.. True ventriloguism. - '
Cure light wounds: Cures D6+l HP. .- -
Purlfy air, food; and water: Enough for 12 people for 1 day.
Detect Evil: Evil is spotted by aukra.
B/Evil: Evil types attacking caster are at a 5% penalty.
Light: Light of the full moon is cast 25m around. .
Detect evil: 20% chance of detemz.nmg whether an objéct is of
evil purpose. By vision only.

E“

1 nk;m ¥ ¥N
s--;%-ﬂ




)
Class Slots Duratlon Name & Effect
T 1 - Detect good: See above,

o 1 - Detect enchantment: 20% chance of determining whether an
cbject is enchanted. Requires touch.

T 1 - Evaluate treasure: 90% chance of determining value of normal

. treasure.

T 1l - Jimmy portals: Silently open a portal.

T 1 - Pick normal lock.

T 1 - Hide in shadows: 50%.

T 1 - Jam portals: STR will open, amount dependant on porl:al,

T 1 - Cheating at 90% at a single game.

T 1 - Pilfer from such things as saddles and backpacks at 90%.

T 1 - Reading knowledge of an additional language. :

W 2 © 6 min Detect invisible: caster sees the mcat:l_on of an inv:l.s:i.bla
object to an accuracy of Im. :

W 2 6+L min Levitate: Caster may vary his weight to +w along g.

W 2 1 min Fantasmal forces: A very vivid image, which does real damage
if it hits and is believed.

W 2 * Locate object: Locates the exact position of an object, Theé:o:

. object must be well known.

W 2 dispel Invisibility: Any character or object under 100Kg :l.s made
invisible. A strike will dispel.

W 2 dispel Lock: as Hold portal.

W 2 2 min Detect evil: a&s cleric's spell.

W 2 12 mnin Esp: Light mindreading powers. Stopped by lead.

W 2 dispel Continual light: Full daylight 25m around.

W 2 ¥ Open portal: really.

W 2 6 min Darkness 2m around. Dispelled by Light,

W 2 € hours STR: 2D4 STR add on target.

W g2 * Web: On hit ({(base 35%) victim is tied up by sticky gunk for
21+SPR. 2m?,

W 2 use Magic mouth: A spell which targets on sme cbvious event, ut-
tering up to 25 preset words. i

W 2 1 min Smokescreen: Lots of dense smoka. )

. C 2 * Find trap: Find 1 trap the same way.

c 2 as Charm Hold: Charm D4 people.

c 2 6 hours Bless: Add 5% to the party’s everything.

C 2 conversation Speak with animals.

o 2 12 min Silence in 5m radius.

o 2 1 month  Snake charm: D6 snakes charmed.

2 2 - Note poisocnocus cbjects at 90%.

T 2 - Pick all mechanically openable locks at 90%.

T 2 - Throw sword at 10%. .

T 2 - Know North at 50%.

T 2 - Bagic stage-type disguises. '

T 2 - Tracking: 50%. Creature mist have left tracks which endure
until tracking time.

T 2 - Set up mechanical traps.

T 2 - Design secret panels.

¢y 2 - ' Ventriloguism at 80%.°

T 2 - Escape from ropes in D6 min.

3 2 - Speaking knowledge of an additional language.

W 3 L4D6 min Fly: Caster flies at the speed of a bi_rd

W 3 as charm Hold: as above.

w 3 * Dispel magic: This spell dispels another. The chance of sucg-

cess is Caster's LXPOW#Speller's LxXPOW.
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Class Slots Duration Name & effsct .
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12 min.

12 min

*

12 min
dispel
1 day
3 min
3 min
12 min

" 12 min

digpel

I+6 min

*
¥
*
dispel -
12 min

Clairvayance: Caster can see, regardless of nonlead intervening
objects, to a range of POW m. -
Clairandience: as ghove.

* A ball of fire erupts, radius exsctly 6m, unless stopped by such

substances as walls. A bolt leaves the caster's finger, travels
at 200m/s, exploding at some preset distance, unless it hits
something. The DMG is D{POW}, regardless of AC.

Lightning: A bolt of lightning erupts, any distance chosen £xom
the caster's finger, travelling away from the caster. It will
travel 20m, bouncing towards the caster if given the QP?OItunity.
DMG is D(POW) regardless of AC,

P/Evil; as above. 3m radius.

Invisibility as above. 3m radius.

Infravision: Caster sees infrared as a distinct color.

' Slow: D24 Ls affected. Affected creatures lose 1 action every

2 MR, Maximum area of effect is sz

Haste: opposite of above.

P/normal missles: Recipient is immune to all nommagical aia&las
projected by nommagical means ox items.

Water breathing: caster breathes in air or water. : :

Explogive runes: any unauthorized reader of this writing caﬁ@e&

it to explode; DMG is 2D6, or D{POW of caster), whichever is

lower. Chance of removing these runes is Remover's Lﬂ?ﬁﬂéisx
Caster's LXPOW}. :
Indian rope trick. "3 g !

‘Monster summoning: Summons a groip of nearby monstere (NPCs
only) to help in one nonsuicidal task. Maximum of STRFINT+

CON+DEX+POW+SIZ is 18 dice. Higher level summoning spells ¢ .
summon monsters of 15+3n dice totals. e
Remove curse: unconditional.

Cure any desease, 1/casting.

Locate object, as above,

Continual light, as above. s

Prayer: all abilities of opponenta lowered 5%.

conversation Speak with dead. A conversation with 1 ‘recoverable body.

6 min

as Charm

Circumvent nonmagical traps at 50%.

Note secret chest panels at 90%. C

Note traps in chest at 90%. -

Note traps in doors at 90%,

Hide in shadows at 90%. -

Spot hidden items at 67%.

Cheating at some game at +10%. ;

Jump & runs: Abll;ty to 3ump down 6m and land running

Set poigsonous traps.

Use of sleep drugs & po;sons.

VEntrllequlsm at 90%.

Climb rope very well. :

Detect nonobvious slopes at 50%.

Pilfering as above at 90%.

Polymorph: changes the ‘form of the recipient/victim to any
animal form.

Remove curse as abcve. '

Wall of flre. Maximum of Gam ‘Pasgsing through causez firball
DMG-1." h 5 . : .

wall of ice: 3331mum of Gﬂmz. Passage requires a combined STR
of D100. ' ‘

Charm monster: As charm, but no type restrictions. .




Class Slots Duration

Name & effect
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* %
1l min
6 min
1 day
dispel
*

%

6 min

Plant growth: Adds POW yea-s to the growth of a plant.
Dimension door: Colocates 2 places over one side of a pair

of plane segments up to 3m on a side, one of which is next to
the caster.

Wizard eye: A semicorporeal invisible flying eye is created,
linked to the caster.

Massmorph: D100 troops are made to look as trees while motion-
less. _ 3
Hallucinatory terrain: An area of illusionary landscape is
created; and exists until touched, or disbelieved.

Neutralize poison: Stops any effect if cast in the MR of the
effect.

Cure serious wounds: Cures 2D6+2 HP and the continuing effects
of one critical wound. Does not restore limbs.

Change 2D8 stic~js into snakes, maximum 10Kg each. Nonpoisénous.

conversation Speak with plants.

*
3 MR

6 min

as Charm
& min

3D6 days
dispel

12 min
dispel

Create water: POWX4 liters created.

Ice storm: Cutdoors only. Hail falls over a 10 m area, doing
3D8 DMG. Armor helps.

Fear: 2D8 creatures are sent fleeing in fear.
with POW over that of the caster count double.
Monster poofing: As monster summoning, but the monsters poof“
Extension 50: Extends spell range and duration by 50%.
Teleport: The caster and all he is carrying (up to one person}
are teleported in a concentrated-on direction. Contact with any
solid object means unrecoverable loss of that part. Accuracy: .
Hit & Familiarity

All creatﬁres

gg knows the area very well, lives there

30 has been there many times

60 has been there recently

40 has been there

10 has a good description _ i
1 no idea . ; S
If a miss is indicated, roll o see the effect:

Roll Lands

1-900 Near target, D(D1000)m, random solid angle

S01-920 Somewhere on planet

991-999 Gone

1000 Other planet

Hold monster: As hold, but uaeful aga1nst any type.

TK: Caster can direct a force which will provide up to 10+POW
m/s? acceleration to an object of up to 10POW Kg.

Transmute rock to mud: A volume of up to 30m3 of rock or mud
is turned into the other. Granularity of aim is 1m.

Wall of stone: A wall 0.5m thick, up to 100mZ is created.
Wall of iron: 50mm thick, 50m2.

Animate dead: This spell animates dead, or creates zombies.
D6 creatures are animated, so long as they are reCOVErable, they
remain zombies. A zombie cannot be cured.

conversation Contact higher plane: This spell allows the caster to contact

3 min+

the Nth plane of existance, where 3<N<13. N yes/no questions
may be asked. There is a SN+35% chance that the answer will be
known, and a like chance of losing a random attribute point.
Passwall: This spell will make a passible sized section of rock
noncorporeal for 3 min, or as long as someone is within the rock;
whichever is more.
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Class Slots Duration Name & effect

disgipate Cloudkill: as smckescreen, but the cloud is poisonous. DMG is

dispel

-

*

{6~breather’s L}DS6.

Feeblemind: brings the victim to senselessness. Victim saves at
-20%.

Extension 100: Extends spell range & duration 100%.

Raise dead: Works on recoverable bodies. If 3D4<CON, the spell
works, otherwise the body is unrecoverable. The rasiee loses

D3 CON and must rest 2 weeks.

conversation Commune: Cleric communes for at least a week and gets 3 ques-

dispel

1 day

10 min

& min
12 min

1l task

tions answered. ;

Quest: Cleric assigns a quest to the victim, as well as a curse
If the victim gives up his guest, the curse takes effect.

Insect plague: As in the movies, but no more than 1 HP will be
sustained by any one character as a direct result.

Create enough food for 36 meals.

Circumvent traps as above at 90%.

Note any traps at 20%.

Bump of directicn as abgove at 90%.

Camaflage.

Spot hidden items at &67%.

Cheating zs above at +15%.

Read lips.

Ventriloguism as above at 99%, supercedes preceeding.

Forgery at BO0%.

Stone to flesh: This sgpell can be used to stone or unstone a
charactes.

Reencarnate: A known character is returned to life in a new body
Body type depends on alignment & a D1000:

& a E Iype
1 1-2 1-4 Rock
2 3-4 5-8 Plant

3=-52 5-104 9-208 Animal
53~152 105-304 209-608 Monster
153-252 305-404 609-698 Dwarf
253~352 405-503 €99-808 Hohbit
353-674 504~749 809-991 Human
675-724 750~899 992-999 Halfelf
725-288 900-999 1000 E1lf
999-1000 1000 = Nirvana
Percent of each ability retained by type: (roll separately)
% Type

D80 Rock, plant, animal

‘D100 Monster

20+P80 Humanoid :

INT & POW are retained. STR, CON, DEX, & SIZ are rerolled New
L is D{old L). No memcrvy loss.

Summon invisible stalker: The stalker will cbey the word of khe
mage, first acceptingly, then reluctantly, £inally with malice
of intent.

Lower water: Causes a natural bedy of water to halve its level
or lower its. level 10m, whichever requires less effort.

Part water: Maximum depth of 3m.

Antimagic shell: A skin~tight shell impervious both ways to
magic is conjured.

Death: 2D8 creatures of L<7 are killed.

Geas: The victim must perform some task. Deviation will casue
weaknessg., Ignoring causes death.
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Class Slots Duxation Name & effect

124 & * *  Disintegrate one object, less than 1 ton, Ileaving some ash.

2] 6 6 min Move earth: ks TR, 10 times as powerful, but only to earth.

W 6 1 day Control weather: Mage sets local weather for one day at casting.

W & D100 days Legend loxe: Mage asks a guestion about scme legendary thing.
The criptic answer is gained at completion.

W 6 6 min Repulsion: All designated things have the force of a TX along r
from the mage.

(& 6 6 min Animate any chkject, . i

e ) * Find the path: The cleric learns some desired path from his
location to some other location.

c 6 12 min Blade barrier: A barrier of whirling blades up tc 10m in diam-
eter arcund the cleric's casting position. Passage does 7
strikes (parryable) per MR.

c 6 x Word of recall: The cleric is accurately teleported ko6 his

‘ sanctuary.

c 6 3D4 questions Speak with animals: Both parties use their native language.

(64 & 10 min Conjure animal. Animal obeys cleric.

T 6 - Bypass noxmal traps.

T ] .- Pick all locks at 99%.

T & = Tracking at 95%.

T 6 - Duplicate alchemical substance, taking 3 times as long for the
theif to make the potion as it would for an alchemist.

F & - Create antidote: Takes twice as long as poison.

T 6 - Mimic wvoices at 90%.

T 6 - Mimic movements at 90%.

T 6 - Theif trap setting: Starting percentage is 50%. True chance of
success is getter's chance-victim's chance.

T 6 - Detect counterfeit at 50%.

T 6 - Detect slopes at 90%.

T 6 - Set rube goldberg traps.

- 6 - Grappling hook use at {100-m) %.

T 6 - Spot theivish abilities at 90%-thaifs ability.

W 7 1 min Delayed fireball. Fireball is placed on an object and goes
off at completion, 3 '

W 7 1 MR Reverse gravity in a 10™m volunme.

W 7 * Power word (PW) Stun: Victim is stunned for 2D6 min.

W 7 7 uses Phase door: As passwall, but visible to the caster énly. Useful
to get at phase spiders with toc.

W 7 7 dispel Mass invisiblility: Up to 40 tons made invisible, up to 100
cbhjects.

W 7 digpel Simulacrum: An automaton simulacrum is made of some known person,
from snow. An animate object spell must be used. the simulacrum
has (20+i0D4)% of the original's abilities, nonimproving.

W 7 - Extension 150: as above.

C 7 * Earthquake: A small quake causing some structural damage over
the area of a villiage.

C 7 1 day RAerial servant: As invisible stalker summoning. All attributes
are doubled. The servant will only fetch for the cleric, with a
weight limit of 200Kg. If the mission cannot be completed before
the spell expires, the stalker returns to hurt the cleric severely

C 7 1 day Wind walk: The cleric and one other traveller noncorporeally
travel at the speed of the wind, or 20Km/hour, whichever is more.

c 7 * Holy word: This spe-l affects all designated parties within lom.

If the victims' power is less than the cleric's, he is kilied. If
equal, he is stumned for 2D1C min; otherwise, he is deafened D6
min.



Class Slots Duration

Name & effect

OO0 0

==

=3

W

W

Z dispel

7 18 min

7 1 day

7 *

7 %

8 as charm
8 9 months
B *

8 dispel

8 =

8 1 day

a2 varies

9 *

9 1 hour

S 1+D4 MR
9 *

9 8 hours
g 1 hour

io 1 hour

10 =

Symbol: same as mage's below, except no permanent hawm symbols.
Part water: as mage, 10m depthi.

Control weather: as mage.

Raise dead fully: Victim Joses 1 CON and is fine.

Restoration: A limb is restorad, or damage from undead is res-—
tored, cne each.

Mass charm: 50 levels affected.

Clone: & clone of the original is grown from a piece of liva
flesh. There is a 10% chance that 1 point is lost from o ran

don attribute. If two of the same person exist, they share BT0,
PW blind: Victim is blinded.

Symbel: In 1 day a symbol is constructed which affects ¥ levoals.
The symbol can be set for some trigger criterion. :

B Effect
200 Fear
175 Discord
150 Sleep
125 Stun
100 Berzerk
75 Death

Extension unlimited: ses gbove. )
Blank: Detection of the mage by any magical reans beccmug in-
possible.

Poly chiect: Some object is turned into another. Durauxw” is
1 MR to 1 day, depending on similarity. w =
Meteor swarm: 8 D¢ fireballs,

Shapechange: Character becomes creature of hls cheolece.  IET &
POW retained. Up to 1 change/MR.

Timestop: All creatures in a 10m cube sbout the caster'c czo-
ting position are time-frozen. The caster is unaffectod.

Pi¥ kill: as PW stun, but kills, '
Astral spell: Mage sends his astral form {on the astral plana)
to a distance of 25 POW Km. The astral form may cast sp2lla,
but there is a 25% chance that it will end this cp2ll. If the
mage is killed during this spzll, hisg soul is destroyod.
Prismatic wall: A semisphere appears around the caster's pazky.
The following must be dispelled in order. The mage may poss
freely. :

Color To negate Use & effect

Red Ice storm Stops magic missles. D12 DMGC pastacs.
Orange Lightning Stops normal missles. 2D12 DG passag:
Yellow Magic missle Stops gases. 4D12 DMG passace.

Green  Passwall Stops detects. Poisoning in pagsage.
Blue Disintegrate Stops miracles. Stoning in passags.
Indigo Dispel. Stops everything not mentioned else-

where. Passer ig crystallized,
Viclet Continual light Stops magic. Passage causses insganiity.,
Wormhole: Colocates any two places, even cress universes. It
targets on a known conciocus entity. All 4 sides active. 10%a.
Enchant sword: Cannot be dispelled by anyone. Sword or other
object beccmes magical (+0(% offensive)/+0(DMG)). Swords gain
D4 POR and D2-1 INT. If D4 is 4, repeat the preocess. The
following abilities may be gained, each costing 1 POW to use
for 1 hour. This spell takes 1 month to cast.
Cost Power
Note shifting walls & passages at 50%
Detect sloping passages at 50%
Locate secret doors at 50%

v ;o



Cost Power

5 Detect traps at 50%
L See invisible at 50%
4 Detect evil at 50%
4 Detect Gold at 50%
5 Detect magic

5 Detect gems

10 Clairvayance

10 Clairaudience

10 Esp

20 Full telepathy

10 TK

10 Teleportation

10 X-ray vision

10 Fantasmal

10 "Levitation

10 Flight
12 Healing 1 HP in 4 hours
20n other n slot abilities

44) Characters may learn INT-11 additional languages.

45) A mage may research an N slot spell in N wesks. The product of this research is a
scroll. The mage must know a speil of order N-1.

46} A cleric may scribe to scroll an N slot spell in 2N weeks if he knows the spell.
47} The saving throw of a magical item is 20-DMC Lonus-tchit bonus?lO%-number of special

abilities.

48) ship statistics: ;
Type Oar speed Sail speed Rowers Marines Sailors Cats
Galley 10 15 25 20 15 10 100 50 20 2
Sm galley 15 20 30 25 20 15 50 20 10 1
Longship 12 18 25 30 25 20 64 - 11 7
Lg Merchant - 20 18 35 - o 28, -
Merchant - 25 22 20 - - 15 =
Warship - 25 22 20 - 50 20 2
Boat 10 15 20 15 12 10 - = 3 o
Raft 5 10 12 i0 6 2 1 = - Al
Number © Meaning Fatigue factors/min
First Light oar speed 2
Second Oar speed 3
Third Fast Oar speed 10
Fourth Sail speedgd -

Fifth half -
Sixth quarter -
- Rest . =1

43) A crewman starts with 15(CON+STR) fatigue enduance points.

50) Running NPCs:

Depth Decay dice Average gold % average gems & magic
0 D4 40 4
1 D2 10 1
2 D3 23 2
3 D4 37 3
3 D5 53 4
5 D6 69 5
& D7 86 7



Depth Decay dice Average gold % average gems and magic ——
7 D9 103 8
8 D10 121 S
9 D11l 140 10
10 D13 158 11
11-12 D14 178 12
13-15 D17 217 15
16-19 D21 274 21
20-24 D27 364 27
25-29 D34 476 34
0-35 D42 592 42
36-42 D52 737 52
43-50 D863 gl12 63
51-100 D76 1,120 76
100+ Dle0 2,542 95

Decay dice: roll Dn. On a 1, stop; on any other roll, take an ability roll and roll
again on the current line.
Average gems & magic: If the roll is made, take one gem or magic item (whichever was
being rolled for) and roll again on the next higher line.

51) D160165 . Gem value
1 500, 000
2-6 ' 100,000
7-31 50,000
32-156 25,000

_157-781 10,000
782-3,206 5,000

3,907-19,531 1,000
19,532~42,969 500
42,970-121,094 100
121,095-144,531 50
144,532-160,165 10

52) Dl00s< Magic item (stop reading at first applicable item)

21,31 Swoxrd, +5%

21,36 Sword, +5%, +10% vs. lycanthropes

21,41 Swoxd, +5%, +10% vs. mages & enchanted creatures

21,46 Sword, +5%, +1 DMG

21,51 Flaming sword, +5%, +10% vs. trolls, pegasai, hippogriffs, & rocs, +15%
vs. undead & ents -

21,56 Sword, +5%, 2D4 wishes

21,61 Sword, +5%, +15% vs. trolls & clerics

21,66  sword, +5%, +15% vs. dragons

21,69 Sword, +10%

21,71 Sword, +10%, +1 DMG

21,73 Sword, +15%

21,74 Sword, lowers magic resistance 5% until Restoration spell

2Y; 715 Sword, drains level

21,76 Sword, +20%

2Y,'77 Sword, +25%, holy sword: in the hands of a true lawful fighter, this renders
him immune to magic

21,72 Freezing sword, +15%, +25% vs. fire creatures

21,83 Sword, +10%, double damage to some class of dragons

21,84 Sword, +5%, curse of berzerkergang

21,98 Sword, -10%, curse: will use no other weapon

21,99 Holy sword, no bonus %, increases critical chance to 20%

3 (R Holy sword, +1l0%, increases critical chance to 30%

3621 Shield, +5%

36,41 Armor, +1-AC




D100s< Magic item

36,51 Armor, +1 AC, shisld +1%

36,58 Shield +10%

36,65 Armor +2 AC

36,71 Armor +2 AC & shia=ld +2%

36,74 Shield +15%

36,77 Armor +3 AC

36,79 Armor +3 AC & shield +3%

36,81 Shield +20%

36,83 Armoxr +4 AC

36,84 Armor +4 AC & shield +43

36,86 Shield +25%

36,87 Armor +5 AC

36,88 Armor +5 AC & shield +5%

36,94 Shield -5% to missles, curee: will use nho other shield
36,100 Armor ~D4 AC (fixed), noncursed

30 Armoxr, wearer becomes etherial at will
41,16 10 arrows, +5%

41,26 3D10 arrows, +5%

41,30 2D6 arrcws, +10%

41,31 D8 arrows, +15%

41,32 A-row, kills target on hit to body

41,35 2D8 bolts, +10%

41,46 Dagger, +5% vs. mansized creatures, +10% vs. goblins & kobolds
41, 51 Dagger, +10% vs, mansized creatures, +15% vs. goblinsg & kobolds
41,56 Bow +5%

41,58 Crossbow +15%

41,60 Autococking crossbow, +3 sec on first shot
41,62 Double range crossbow

41,67 Axe +5%

41,68 Axe +10%

41,69 Axe +15%

41,81 Mace +10%

41,82 Mace +5%, disintegrates undead

41,87 Hammer +5%

41,80 Hammer +10%

41,91 Hammer +15%, Dwarves throw 20m with return
41,96  Spear +5%

41,97 Spear +10%

41,98 Spear +15%

41 Spear +15%, curse: when used in battle, a miss hits self, noncritical
66, 4 Potion, user Goubles size for 1 hour
66,7 Potion, user halves size for 1 hour

66,11 Potion, user doubles STR for 1 hour

66,14 Potion, user becomes invisible.

66,17 Potion, user takes gaseous form for 1 hour

66,20 Potion, user is polymorphed to next thought-of creature for 1 hour from dose
66,24 Potion, user doubles speed in all things for 1 subjective hour
66,27 Potion, user gains levitation ability for 1 hour

66,30 Potion, user gains flying ability for 1 flight of up toc 1 hour
66,33 Potion, user becomes telepathic for 1 hour

66,36 Potion, user will believe anything for 1 hour, even with 1 sip
66,40 D6 HP healing potion

66,43 Potion, 2D6 +1 critical healed

66,46 Potion, removes D10 years physical age

66,49 Potion, user is clairvoyant 1 hour

66, 53 Infinitely slippery oil

%6,56 Potion, user is clairaudient 1 hour



D100s< Magic item

66,59 - Potion, eguivalent to charm animals spell

66,64 Potion, equivalent to charm spell on undead

66,67 Potion, chashire invisibility

66,70 Potion, as charm spell

66,73 Potion, as charm spell on giants

66,76 Potion, as charms spell on dragons

66,80 Poison

66,84 Potion, +20% defence for 1 hour

66,88 Potion, % DMG from fire for 1 hour

66,91 Potiohy as locate object spell

66,25 Potion, adds 2 rolls teo 1 ability for 1 hour without affecting BD

65,98 Potion, adds 4 rolls to 1 ability for 1 hour wothout affecting BD

66 Cil, makes stuff etherial for 1 hour

86 Screll with D10 slots worth of spells

91,6 Ring, gives invisibility

91,11 Ring, as charm rammal, once/mammal, intelligent only

91,16 Ring, as charm, once/person

91,31 Ring; curced to wear, STR halved

91,36 Ring, +5% defence, 5% better resistance to magic (saving throw)

91,37 Ring, +15% defence, 15% better resistance to magic (saving throw)

91,41 Ring, 3 wishes

91,61 Ring, cursed to wear, wearer believes anything

91,66 Ring, wearer walks on water

91,71 Ring, % DMG from heat

91,73 Ring, +10% defence, 10% better resistance to magic (saving throw)

91,75 Ring, wearer regenerates 1l HP/MR

91,79 Ring, once/night casts continual light, 12 DMG fireball, ox 12 arrows

21,81 Ring, as clairvoyance

91,83 Ring, as TX

21,26 Ring, cursed to wear, severe paranoya

91,98 Ring, reflects to caster D100% of all spells. For all or nothing spells, 50%
chance of reflection.

91,100 Ring which will stare D10 siots of magical spells for later use

o1 Ring, 2D6 partial wishes

96,11 sStaff, detects metal, DIiOD charges, Magi only (MO)

96,16 Staff, detects enemies, Dl0C charges, MO

96,21 sStaff, as detect magic, D100 charges, MO

96,26 Staff, detects secreted objects, D100 charges, MO

96,36 Staff, as fantasmal, D100 charges, MO

$6,40 sStafi, projects 4m cone of 2D6 DMG cold, DIOO charges, MO

96,44 Staff, victim paralysed 1 day, from strike

96,48 Staff, as fireball, D33 ‘charges, MO

96,51 Staff, as lightning, P25 charges, MO

96,56 Staff, as polymorph, D25 charges, MO

96,70 staff, destroys a megic item on touch, 1 charge, MO

96,74 Staff, as healing, D100 charges, clerics only

96,78 Btaff, as hold spell, D50 charges, clerics & magi only; mages burn 2 charges/shot

96,82 Staff, torns to/from snake, clerics only

96,86 Staff, does triple DMG, D100 charges

96,88 sStaff, causes D6 years physical againg, clerics & magi only

96,90 Staff, all spells, Dl00 charges, 1 charge/slot

96,94 sStaff, negates spells, D100 charges

96,100 Staff, multiple simultanious charms, D1000 charges, MO

26 staff, any clerical spell, D100 charges, 1 charge/slot, clerics only, can make a
body recoverable for 10 charges

5 Crystal ball, clairvayance range 2Km or 2m stone

e 7 Crystal ball with sound

'8 Crystal ball with Esp



D100s< Magic item

+13 Medallion, Esp power, 1l0m range

16 Medallion, Bsp power, 30m range

19 Amulet affording nondetection

;25 2mulet giving an added 10% magic resistance to clerics (saving throw)

.30 Bag with unlimited internal volume, will hold up to 200Kg at 1:10 weight

+31 Censor which summons, and while concentration is maintained, controls, an air
elemental, l/day, MO

232 Stone, earth elemental as above

33 Brasiex, fire elemental as above

734 Bowl, water elemental as above

39 Cloak giving displacer power

£48 Shoes which make wearer move silently

#53 Shoes which double speed

+68 Flying broom

i T3 Hat which allows reading of anything

£ 76 Hat, as Esp

77 Hat, as teleport

;88 Hat, cursed: wearer must not remove the hat; wearer is terminally gonzo

89 Flying carpet

91 Horn, crumbles rock and splinters wook in 30°, Sm cone, 3 times/day

100 Gloves, as strength spell

i Mirror, has 10 slots; someone looking into face of mirror is sucked in with all
egquipment, all slots can be emptied simultaniously by shaking the mirror

53) Swords may take someone over if its POW+3>POW of victimimagic resistances5%.
54) A wish may not raise more than D6 points of any attribute.

55) STR restrictions:

AC4 regquires a STR of 6

AC6 requires a STR of 13

D8 swords reguire a STR of 7
D10 swords require a STR of 14

3Dn weapons reguire a STR of 15
56) DMs are free to add rules.

It has long been a belief of mine that the novice player should not be forced to read
through mounds of rules. The following rules are given to this end. These rules will
do for a novice player's first run, or a simple list of what is needed for a character's
first adventure.

SUBSET RULES

1) Character creation: roll the following on 3D6: STR, INT, CON, DEX, POW, & SIZ.

2) Things you may come acCross:

TIype » Description/notes:

Dryads Female types, bound to a tree

Pixies Invisible, H'Reli~like in nature

Broos Human bodies, Deer heads

Newts As big as Shaltuans

Jackobears Pumpkinheads

Weres Full damage from silver & fire, subdual otherwise
Morokanth Tapir-like

Trolls Regenerate demage guickly

Manticores Lion bodies, scorpion tail, humanlike head, poisonous sting
Dragen Use breath weapons 3 times/day

Wyrms Winged serpents

Wyverns 2 legged; dragonlike, sting

Basilisk Gaze turns chavacter to stone

Clifftoads Huge
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Type Degcription/notes:

Cockatrixes Touch turns character to stone
Gorp Huge ickythingy

OQomarian Small ickythingy

Rubblerunner Whomprat
Shadowcats Shimmer for 20% defence

Walktapi Octopusheads
Ghoul Touch paralyses _
Unicorn Touch of horn cures 2 points of damage (DMG), once/person/day

Demibirds Flightless birds in mindlink with rider
Bololizards Little dragons

Wights Need silver to hit; turns victims to wights; drains life level
Wraiths As wight, silver does % DMG, magic full

Mummies Magic only affects, % bonus at that, touvh causes disease
Spectres Noncorporeal

Medusa Glance turns to stone

Gorgons Breath turns to stone

Purpleworms Swallow folks

Stalkers Invisible, free dimensional travel, faultless tracking

Roc Huge bird

Greenslime “Turns victims to same

Tritons Mermen

Bugbears Giant goblins, +16% stealth

Shadows Drain STR, not undead, noncorporeal, turns victlm to same at STR=0
Willowisp Uses lightning, fast shapechanging, 25% defence bonus

Harpies Hold song & charm touch

Lammasu Sphinxlike, clerics only

Beholders Floating ball of eyes with rays: death, injury, slow, fear, death, tk,
death, charm, sleep, charm

Displacers Appear 1lm from actual positicn, as +10% defence

Blinkdogs Teleport

Hellhounds Breathes fire

Phasespiders Can go to and from the other reality plane

Rusters Touch rusts

Stirges Bird with bloodsucker which locks in place
Cwlbear Will kill anything

Crawlers Touch paralyses

3) Choose a character class: Fighter (F}, Mage (W), ox Cleric (C).

4) Special considerations by character class:

B W c Attribute

no yes yves Special ability

- INT POW Prime regquisite (req)
All dagsstaff unedged Weapons available

- 100m L.0.S. Magic range

5) Compute bonuses:

Attack: STR:2+INT+POW:2+DEX-31

Parry: STR:2+POW:2+DEX+SIZ*2-26

Defence: INTHPOW:2+DEX-SIZ+2-21

Hit points (HP): SIZ:4+POW:8-4

Perception: INT+POW:2-16

Stealth: INTHDEX-SIZ-POWT2-5

Manipulation: STRI2+INT+POW:2+DEX-31

Added damage: if SIZ+STR<10: ~D6, minimum 1

p 10<SIZ+STR<18: ~D2, minimum 1

18<SIZ+STR<34: +D2
34<SIZ+STR: +D6



6)

7}
8)
8)
10)
i)

In combat, defence is subtracted from the attacker’s to-hit percentage.

can be split about opponents.

Initial gold pieces (GP) is 10D6+120.

Choose an alignment: Lawful, Neutral, or Chaotic.
Choose an inclination: Good, Amoral, or Evil,
Characters start at first level.

Item prices are as follows:

Itcn GP Rental DMG
Daggoer 3 - D6
Hand axe 3 - D8
lace 5 - D7
Swrord 10 - D8+1
2 handed sword 15 - 2D8
Battleaxe 7 - D8+2
Morningstar 6 - D10
Fiail 8 - D&
Spear 1 - D&+l
Pole arm 7 - n_— D12
Halbexrd 7 - 3D6
Lance 4 - D8+l
Pike 5 - . D12
Shortbow 25 - D6+1
Longhow 40 - DS
Comphow 50 - Dlo
Crosshow 15 - D9
izavy crossbow 25 - D12
20 arrows 10 - -

30 guarrels 10 = i
Silver arrow 5 - =
Mule - 20 -
Draft horse - 30 -
Light hoxrse - A0 -
Warhorse - 100 -
Saddle 50 3 =
Saddlebag 10 3 -
Cart - 59 -
Wagon - 100 =
Raft - 20 -
Small boat - 50 -
Armor 35 - -
Axriaor 65 - ==
Armoxr 135 = .-
Armor - 165 -
Small shield 10 - -
Shield 20 - =
Large shield 35 30 -
15m rope i § - -

3m pole 1 . =3

12 i-on spikes 1 = -
Small sack 1 - -

Large sack 2 - =
Leather backpack 5 = =
Skin - 1 - e
& torches i - -

Lantern 10 - s

Initial %

15%
10%
20%
10%
20%
15%
15%
15%
10%
10%
20%
15%
15%
15%
20%
20%
15%
20%

21

The defence



12)
13}
14}
15)
16)
17)
18)
19)
20)
21)
22)
23)
24)

25)

26)

27)

Item

GP |

Flask of oil 2

3 stakes & mallet 3
Iron mirror 5
Silver mirror 15

Holywater

25

1 liter wine 1
Iron rations 15

Rations

2

Your HP=CON+HP bonus.

You cannot be cured to more than your HP,

At 0 HP, you're unconcious.

At negative HP, you're dead.

The initial percentage chance of success at a spell is

A spell costs 1 POW point to use.

A melee round (MR) is 6 seconds.

Strikes & spells take 1 MR.

A strike is true if the percentagetbonus~defence2D100.,

IS

regx5%.

A strike must have a true chance of being true of at least 5%, as do other abilities.

A true strike may be parried, at the parry percentage, with shield, weopon, or both.

An unparried true strike does DMG-AC HP,

If the roll to strike was 10% or less of the required to~hit numbér, minimum of 2%,
the damage done is DMG HP.

If the roll to strike was 2% or less of the reguired to-hit number, minimum of 1%,
the hit scores critical {see below).

Critical hits from swords:

Roll Effect

1~-10 Hand severed; bleed to death (BTD)
1l-~16 Impalement; possible weapon loss
17-22 Lung hit

23-34 Artery hit; BTD

35-39 Hamstrung or kneecapped; fall over
40-45 Fingers lost

46-50 Eye hit & incapacitation

51-56 Forehead hit & incapacitation
57-62 Extra DMG

63-68 BTD

69-73 Throat hit; BTD

74-79 Ear hit

80-85 2Arm off or badly damaged; BTD
86-88 Heart hit; BTD

89-91 Leg off or badly damaged; BTD
g2-94 Added DMG

95 Stunned, possible INT loss

26 Uncouncious, possible INT loss
97 Backbone broken, BTD

98 Head hit, brain damage

99 Lung hit, severe damage

100 Decapitated

Critical hits from maces:

Roll

Effect



28)

29)

30)
31)

Roll
1-10
11~26
27 -
28-29
30-35
36-38
30+#45
46-47
48~50
51-100

Effect

Hand hit, .incapacitated
Extra damage

Artery hit; BTD

Eye hit, incapacitated, possible BTD
Froehead hit, incapacitated
Added damage

BETD

Throat hit, BTD

Heart hit, BTD

Slight added damage

When a spell is cast, characters get a saving throw: 5% chance that the spell has
only % effect. If an all-or-nothing spell, no effect,

Special abilities:
Class Duration Effect & name

w,C 1 MR Detect magic: Caster spots magic by aura, one item only.
W 2D6 min  Hold portal: Doorway is sealed, but may be sundered.
W 1 MR Read magic: Caster may read, without invoking, noncursed magic items.
W 1 MR Read languages: Caster reads any nommagic text, ¥
W 6 min Protection from evil: Evil types attacking caster are at a 5% penalty.
W 7 min Light: Light of full moon is cast 10m around.
W - Charm person: affects casteroids only. Victim behaves as if hypno-
tised, getting additional saving throws as follows:
INT Saves every -
3-6 menth
7=9 3 weeks
10-11 2 weeks
12-15 week
16-17 2 days
18 day
W 8 hours Sleep: 2D6 fall asleep.
W 1 min Shield: Provides a 35% bonus vs., missles & 25% vs. melee.
W flash Magic missle: A bolt of magical enery. Fired at 25% base, armor helps.
DMG is D6+l.
W 2 min True ventriloguism,
C flash Cure: Cures D6+1 HP.
C flash Purify air, food, & water: Enough for 12 people for 1 day.
o] 6 min Detect evil: Caster spots evil by aura.
C 12 min Protection from evil: Evil types attacking caster are at a 5% penalty.
Cc 12 min Light: Light of full moon is cast 25m around.
A sword, if magical, may gain control of a character.
Strength restrictions:
A STR of 6 is regquired for AC4.
A STR of 7 is required for DB swords.
A STR of 14 is required for D10 swords.
A STR of 15 is reguired for 3Dn weapons.

And now, a little reminder to Nicolai: [NSERT FI LLER BELOW+



CHORUS:

THE WARP WORLD WIZARD'S DRINKING SONG
by CGharlie luce and Jason Ray
Tune: McNamara's Band

-

I come from a gross wilderness where Wayne Shaw's word iz law,
I love to fight my enemles and chop them into slaw;

I have a magic Bastard Sword, I think it's rsther greai, -
and all those who get in may way are soon known as "the late”.

The melee's begun, make saves, make gavesi
the melee's begun, make saves, nake saves;
the melee‘'s begun, make saves,: Bale SR¥OS)
shout it loudly, clearly, you all have to make .your saves!

T have a magic Wizard®s Staff, I think it's really swell,
whatever tries to slow me down, I blow it straight to Hellj
I have a ring, an Artifact, its power is immense,

when folks show up in Adamant 1% makes amazing dents.

- CRORUS

I have some funny guantlets, they weally-are cbscens,
they fire off Soulfire Bolts when I an feeling mean;

T have some mighty Armor, it is my Joy and prids,

it's got & plus of twenty ‘cause it's made of Demon hide.

CHORUS

I ride a might Great Horse, as a mount it's swift and true,
it throws spells 1like & Patriarch and like a Wizaxd toos
upon my brow there rests a gem, lts power never yields,
44 throws me up ten thousand points in Esper PK Shields.

CHORUS

I own a belt of Glant Strength, a treed that's very rare,
it multiplies by ninety, so I'm really hard to scare;

I have & great gross Magic Shield, a Fortress one by orand,
and Mighty Thor can't take it down with Mjollnir in hand,

CHORUS

I have a shining Talisman, it really ls a must,

1t takes ohnoxious Paladins and turms them into dust;
the cloak I clasp about my neck is really quite profound,
it turns me into Orcus when I feel like itoning down.

CHORUS

I have some other minor things, a rather paltry few,

a Wizard's Robe, a Rod of Might, a Dencing Sword or twoj
but now I've gotten so grotesque it makes me want to cxy,
I'm going off to Stormgate now, to lay me down and dle.

CHORUS
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Transcribed from the incoherent mumblings of Cary iartin (10527 Palms Bl., LA,
CA., 90034) and brought to you by the Lord and Lady of Law.

CULTS OF NEBULOUS

TIRVAL Cl. ITI Han-Fovement-Conflict

Rune Lord: War-CGloves (or) Impréved Hands (Flbrentiné'}ﬁ' 2 weapons, Sense
Amhush, _ one manipulation skill,

Rune Spells- FHENZY - Accelerates the pra.est to full double speed, allowing
two 3/R actlons in one. 10 melee rounds. 2 pts.

No elements. No symbol. ¥ AR ”
TARKASH/THE FLACTD (Grey Lord) cl. IIT .. Fire-Harmony-Spirit

Rune Lord: Spear, 1 weapon, Oratory, 2 skills.

Rune Spell: MIND BAR - One point gives 405¢ defense for power-combat (incl.
spirits). This spell is not noticable till attacked.,
Stackable to four. ;
Sm salamanders. No symbol.

HOEBIUS KNTCHT/HIN FROM BEYOND  Cl. I Lunar-Hovenent-Chaos
Rune Lord: Broadsword, Lance, 1 mlssﬂ.e y Horsemanship, 1 Sage or Alchemist
Skill. 3 d

Rune Spells: yORD OF RECALL - Teleport to a pre-set loebius Knight temple or .
shrine. Priest and personal spirits only. One
. point, one use.

TELEFORT - Teleport to a visualized 1ocatloz1. 05‘/ mlsjumy. No

range limit, Self, one companion, and personal spirits
only. Three point, reusable.

PORTAL - Conjures a circular opening (7' dlameter) that opens
’ to a location within 250 m. Spells will not rass.
Lasts one mimute. Two point, reusable. -

SHIFP:~ Teleport 100 m (no error) caster and personal spirits
-. only. ,One point, reusable.
Mo elementals. Svmbol- S:Llyer Hoebius strip on a black; pen‘ta.gon. ‘

DAHAUH/LADY OF THE GREEN SILENCES Bl II ' Eaa:th—Plant-?Ha.rmony
Rune Lord: 1 weapon, Force Lash, .ide, love Silent, Camoflage.

Rune Spells: HEALALL - Heals all the damabe sustained on an organism (hp
only, not disease or poison). Two. point, reusable.

RAISE RIVER - Causes a 50 m section of river to rush downstreanm
violently. Those caupht in “‘the 50 m section must
make a swimming roll “at -15. Two point, reusable.

FORCE LASH ~ The first three point sacrifice constructs the basic
force lash (x: 10m/D8+1/hits one location/armor pro-
tects/min. 13 pwr to use/functions as a one pt.
battle magic matrix). The second two point sacrifice
tunes the lash to the priest, doubles the damage,
and adds 5m range.

Iio elementals., No symbol.

People: of the Creen Silences may Jjoin this cult at any time after reaching a
power of 18 without having to pass the cult acceptance roll.



. BEYOND THE CURTATIN.QF VAPOURS o | T page 2
WEY RQ RACE ' |

THE PEOFLE OF THE GREEN SILENCES
(from Andre Norton's Three Against the Witchworld)

Average : o o -
STR 2D642 B 9 7 They generally speak and read Aldryami at 80% plus
INT 2D6+46 713 bonuses. ' '
PR 2D648 . 15 i g
COI 3D6 :. . 10-11 LiTespan: 10,000 ¥ = years
DE: 2D6+6 13 ' '
CHA 316 10-34 Armor: leather body and legs, 1 pt paddlng body and
SIZ 3D6 ‘o.::. -40<11- legs. -
Spells g@ ©. gkills - %
Healing 2 SN 3 ~Hide C 35
Mindsgpeech 1 - 2 Move Silent 35,
Befuddle (1) 2 Camoflage 30
Detect Spirit (1) 2 Tracking < 30

1 pt. (herbal) healing potion, .
S/R ATTACK ~~ PARRY DG, . PTS.

Force iésh 2 35 - D8+1 - (10m range)
Rapler . 6 30 25 D641 15

As they do not get along well with technology they must stay wlthln "natural ’
surroundings or they sicken in 2-24 hours and die 1-8 hours later, nor may they
wear me'ta,l armor., .

NEW RQ GOIIBAT SKILLS AHD AGCESSORIES

THPROVED HANDS /057 base/D6 damage/always taught F‘.‘Lorentlne (incl. parries)/
Training cost: 500-1000-2000.. . .

TIPROVED KICK /055% base/DB damage/Training cost: 300-800—1500.

AR CLOVES /10% base/D6 damage/5 pts/Training cost: :300-600-1200/2.5 x cost
for Florentine/Var Gloves are spiked gauntlets 'bha.t act as Chain
Armor for the hands (no padding).

Don't forget -

A man without a god
is like a fish without a bicycle.

(19 Jul 79)
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ADDITIONAL’ RUNES {from Nebulous)
ELEHIERTS:

4@ Mana; The Life-force of mythos.

FORIIS:

{_{f’ Serpent: as in R.Z. Howard's Hoxms of the Earth

A Law: Authority, Imperialism

féﬂi; Chaos: = Variant, more refined than the standard Gloranthan version.
LA . S L

0. . DITIOL.S:
> (\ Conilict
FO!IERS: o )
I‘H£'| - T ‘. i : I
\ ,» Disorder: Variant .
‘%, ) 1361-Ié:t:.ini‘101r:
T - 1. Bower outflomr
1 Power exchan;.
B> ‘..APE{.'CBP'thﬂ
A : & Si
= Com.mun;catlon
OTHERS:

7 =1Jalyr*th/Devoure3; of All 1 ; )
7% :lioorth/The Festering One > The Dread Ones

D~ ."'ry}_lk/"‘he Life' ,_:courre -

(> "‘he .Bala.nce

-RUNE CULTS~  * 7 =~

ATHOS (OF THE DANCING BLADE) . Cl. III . Conflict-Fate
« Rune Lord: Epee, Crossbow, urite own language; Horsemanship & one other
Weapon.

Rune Spells: DAHCING SIK S JORD ~ Causes a sword to fly through the air and
attack (at half caster's proficiercy). The
sword.adds full.damage bonus (or penalty) of
caster. 10 melee rounds. 1, po:i.nt

Rune -Loxds- usually hold an inactive reserve officer commission in their
nation's armed forces.

Fo elementals. Symbol:; Gold Cross on a Purple Field,
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VHITE FEATHER/THE ARCHER PRIUE €l. IIT = Sky-Mastery-Conflict
Rune Lord: Self, Composite & Cross Bows; Sling; Sense Ambush.,

Rune Spells: LONGSHOT - 5x missile range for 3 missiles. 1 point,

Small Air Hlementals. Symbol: Crossed white feather & arrow. Cult:f5110wers
normally use white-fletched arrows.

ARH/THE MERCENARY _ R, I Conflict-lastery-Death
Rune Lord: &4 weapons, Hbrsemanshif.
Rune Spells: SURE-STRIKE - 2x Critical & Impale. 10 melee rounds. 2 roints.

FURY - Caster grows, as well as all gear & mount if need be.
2x size, + 505 strength. Hounds suffered heal one pt.
when the character reverts to normal. 2 points.

No Elementals. Symbol: Rune Lord - their 4 weapons, Rune Priests etc. ~
Sword, Spear, lace, Arrow.

THE IRON RAT/THE THIEF WITHIN THE YALLS Cl. III Disorder-Fovement
Rune Lord: 1 missile, 1 melee weapon, Oratory, 2 thief skills.

Rune Spells: WALL CLIIG - Allows the caster to orient himself .on any. angle
so as to walk, fight, eat, etc, on walls, cellings
etc. 2 points. :

STUN - Power vs Power to K.0. for 5 melee phases. 50H. 1 pt.
Mo Hlementals, No symbol,
XU/ THZ LAUGHING UOLF cl. III Conflict-Disorder
Rune Lord: 1 pole-arm, 1 missile (not thrown), Hide, Camoflage, 1 other.

Rune Spells: FALSE TRAIL - This allows the caster to create a set of tracks
(that can be followed with skill) that can run
up to 1 km in length., This trail may go anywhere
the caster could. 2 points.

VAWISH - silence/ invisibility. 1 point.
Fo Hiementals. Ho Symbol,
1AKARTSH/STERL- WALL Gha TE Stasis-Death
Rune Lord: Spear, 1 missile (not thrown), i melee weapon, Ambush, 1 shield

Rune Spells: BRACING - Allows recipient of spell to stand & fight until
death, resardless of where hit (includes legs, but
not head). 2 points. 10 melee rounds.

SHIELD OF STHEHEL - Causes a shield to stop an additional 4 pts,,
; as well as require 2.5x HP to shatter., 2 pt.

No Hementals. Symbol: Upright spear over a shield.
KALERA/THE {TMD-HATDAN Cl., IIT = . Air-Harmony

Rune Lord: Javelin, Self-Bow, 2 perception skills, 1 other.

Rune Spells' SKY~QUARD ~ shimmer/Protection, Iay be used with Counter-Magic
but not with Protection or Shimmer. 2 pt.

A1l Sylphs. Symbol: flone,
(ind-child cult)
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KARY/THE CONSUMING OI'E “ g P Death-Fire-Chaos

Rune Lord: iiii'itary F.laii 1 'single hand wea.pon, 1 missile, 2 skills.

Rune upells CONSUME - Power vs Power attack for a recurrz.nr' dlsruptlon
. effect on one location on a viectim, The attack con-
tinues until unsuccessful in a Fower attack..2 pts.

ARTA IGHITE - As the Irnite spell but covering a 05l cube.
Range: 40 H. 1 point,

Small Fire Hlementals.  Symbol: Uhite fire. o )
DASLOR/THE SKY KTHG ., . - €1, I . Airlilovement
Rune Lord: Bow, 1 sword, 1 other weapon, Climbing, 1 other skill.

Rune Spells: JORD OF FLIGHT - This spell will cause a_carpet or suchlike
object to fly at a speed of 10, 3 points.

FLICHT -~ This spell allows the recipient 'bo fly gt 12. I vt

Ig’r{IﬁL ‘IND - causes a whirlwind to spring up ‘around one target
(one man, man-& mount, ete,) that whirls the victinm
dround (Str 30) for 2 D8 non-lethal damage (contr-
ibutes toward a K.O0.). Range: 40l. 1 po:.nt -

A1l Ar Hementals. ¥Wo symbol, e
SHERESH/THE ‘SILENT THUIDERER . Cl. IIT -  Chaos-Hastery-Fate

Rune Loxrd: Hand, Foct, 1 other weapon, ulss:Lle deﬂer or dodge, &1
theilf skill.

hune Spells: FBED - Power vs Power, drains 1-3 points of Power into caster
(not over max,) Range: Touch, 1 point.

DEFEND - +10% to defenmse & dodge/Pt. to max. 3. 10 helee rounds.
No &lementals, - Symbol: Hand (openr) sheathed in blue flame.
STAR LORD/THE SERKER : : cr, Iit Perception-Truth-Stasis
Rune Lord: MNon-mech Bow, Sh. Flail, Hide, 1 Sage skill, 1-other.

“Rune Spells: SUSTAIN - Allows reciplent to 1live & function w/o food & water
Tt ¥ ' " for 1 week. 1 point.

‘ ' RANGE - +%0% Battle liagic spell range/pt to max 2.
Small Shades., Symbol: Hye within pyramid.
THE DEAD GOD - . . - - 5 S g Death

Rune Lord: 1 weapon, shield, Oratory, 2 Sage or Alchemist skills.:

. Rune Spells: PENTACOST - Hnhances the caster's Oratory- score by 10/ and
translates it into whatever language the listeners
17ill understand it best. Language is at 80%.
1 point. (+10% to.Ordtory Ffor +l Power)stackable
to 3. )

o Elementals, Symbol: Hooden cross



BEYOWD THE CURTAIH OF VAFOURS page 6

SARL/THE UIIDISTURBED- @, I1 Harmony-Hovement-Lunar
Rune Lord: 1 weapon, 1 shield, Sense Ambush, Spot Traps, Oratéry. - _
Hune.upells COUNTERSPELL - Functions as a Countermagic 3. 1 point

SHIFT - 100li teleport for caster & splrlts only. 1 pt.
A1 Tunar ﬁ‘lementals_. | Symbol: Sky blue disc.
DERO ; ~ C1,-IIT Tarth-Perception-Truth

Rune Lord: Axe, 1 mlsslle, Oratory, Tracking & Camoflage or Hide.

Rune Spells: TRUESIGHT: - Sees through illusions (Power vs Power of illus-
ionist) or Battle Hagic 115h*/aark spells (walls
included). 1 point.

SJ.:L INVISIBLE ~ Sees those under a Battle lagic Invisibility
& those under runic invisibility with a Power
attaCICa

REVEAL T¥VISISLE - 1 point will act as Dispél Hagic 3 for the
: : purpose of dispelling Invisibility (or
similar)spells, Stackable,

Small Cnomes. Symbol: !'hite disc.
KAYL EHI/STAR-BORK €1, II . Fire-Hovement
Rune Lord: 1 spear, 1 (non~thrown) missile, 1 other: weapon, 2 Manipulation
skills.

Rune Spells' FIRE LANCE - 3D6/a1med/h1ts vs armor.»i 901nt
T.K, - Hanipulation with a utr of 10 Range: 40H, 1 point.

Stackable.
* Small Salamanders, - Symbol: Gold pentagram .
TRALGAR : N 7 1 Darkness-Conflict-Perception

Rune Lord: Hace, Tlaul, Spot Hidden, -2 skills or weapons. ¢
Rune Spells: DARKSER - 1 point. (Kygor Lytor)
SHADOUCLOAK ~ RBither conjures a black cloakior lines an exist-
ing cloak with black. lhile this spell is
. operating the wearer may reach into the shadowed
1lining and draw forth any mélee weapon desired.
1 point.
BRAIT « Gy TIT Tarth-Conflict-Death
Rune Lord: 4 weapons & -Ambush. :

Rune o;pells. PIT ~ As an Elemental Pit attack (1 pt'~ small, 2 pt -medium,
3 ot - 1arge)

DEEAY—REPAIR - Cast on a weapon before a fight (only one
casting per nea@on) it will repair immediately
any sundered weapon (as long as it is broken by
less than 2x roints). 1 point. o

Small Cnomes. Symbol: All 4 weapons displayed
Rune Priest - Great Iword, Spear, Axe, Arrow.
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SARELLA/ VIHDSTRIDER Cl. IIT - liovement-Death
Pune Lord: Lance, 1 handed weapon, Horsemanship, 2 skills (not Sage or
Alchemist).

Rune Spélls VINDSPEED - Allows a horse to move as if under double moblllty.
1 point., Hon-stackable. 10 melée rounds.

Mo elementals, Symbol: Horse silhouette. .
HALLJCK/STROHGBLADE - €L, III  : Conflict-Truth

Rune Lord: Broadsword, Spear or Lance, Horsemanship, 2 skills.

Rune Spell: SEE IL’VISJ.BL“ - Allows caster to see anything invisible within
: range of his sight., 1 point,

Ho Elementals. Symbol: Burning torch.
DEATH'S HAFD cl. IT Death-lan
" Rune Loxd: Halberd, Sword, 1 Ir|.1551le, 2 skills (no'{: Sage or Alchemist).

Rune Spalls. D._A”H - Power vs. Power to kill one ent:l.ty. Takes 1IJ10 if
; unsuccessful., 3 .points. =

URDEATH | ) -~ Qauses a slain entity to rise up as a vampire
: ' 3 nights after hls/her/its death. 3 pt. sacrifice.

. & s " UNDBEATH (B) ~ Causes an entity to rise up as a liche 3-18
_ ) . ‘hours after death. 2 point sacrifice (Both
. o Undeath spells must be thrown before death
v ' ' oceurs., )

No Hlementals. Symbol Skeletal hand, _
DORILYS/THE STORIl QUEE Gl., I Air-Disorder
Rune Lord: Non-Hech. Bow, 2 perception skills, Sword, 1 other,

Runec Sbells. GALL UBATHIR - Greates the des:red condition (one turn delay).
2 points. .
THUNDER BLAST - Explosion with 10 I diameter for 3D6, stopped
- by Avg. Armor; Damage to HP. 3 points.

YIND HORSE - Conjures a winged horse (larhorse: Siz & Str ifin,
: Dex 124D6) that flies at 12. 1 week. 3 points,

Al Sylphs, Symbol: Dramn Bow with nocked lightning bolt.
ZAD/STONE-LORD ; , 1 Earth-Stasis-Death
Rune Lord: Iilitary Pick, ,oma}.l Hammer, Crossbow, 2 skills,

-~ Rune Spells. PLTRIFTCATLOifT ~ Power vs Power, turn victim to granite. 3 pt.
.. . Can be used in reverse.

PARALYSIS ~ Per ‘one Power will paralyze 1 victim (voluntdry

muscles) -for 10 minutes, Power vs Fower,Vari-point
to 3.

: -+ STONE WARD ~ (rants immunity to cockatrice stoning powers. 1 pt.
A1l Cnomes.  ~ Symbol: lailed fist holding a pick.
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DYiPTH/THL DECIHATOR 1. ITI Death-Conflict-Iarth
Rune Lord: Great Sword, Great Axe, Haul, Lance, Heavy Grossbow. ‘

Rune Spell: URAKNESS - Cast on a weapon. Power vs Power on anyone that
. takes at least 1 point of damage from the weapon.
Drains 1-3 points of Str (recover 1 pt/nr) 1 point.

Small Gnomes. Symbol: None U
TATOU IRA CHAT/STAR-STORIL 1 B Law
Rune Lord: Great Sword or Katana, lhrown missile, Tracklng,‘éﬁllng,
i oﬁher. P

Rune Snells- SKI GLIDE - Allows BX skiing speed with full- contirol, 1 Dts

LONG EAR - Allowus the caster to llsten through any point
within 100 B 1 point.

Mo Hlementals. Symbol: Hodified Law rune i «i"\}. b ovee e iR
(Altani cult) : : ! .
VELEANE/THE LAST E,'LAPE‘ROR/DOOMRIDER g, H1 . © Chaos-Spirit-Five

Rune Lord: Bastard Sword, 1, n1551le, Hide, ugve Sllent 1 other.

Rune Spells: THUNDERBOLT ~ Conjures a magical warhorse that is tied to the
; , small thunderstorm overhead of it: The horse has
Str & Siz max and a Power of 642D6. It moves at
12 through the air, touching down every 10 kn
& leaving a seared hoofprint on the (any) cont-
acted surface (not necessarily solid). 3 pts.
1 week., Caster only may control, 3

Sm. HElementals. * Symbol: Arrows of. Chacs over upright Bastard Sword.

;L'%LKYR/THE SHORD I‘IAIDB\T o 1 O 4 Alr-Dea.uh—Gonﬂlct
" Rune Lord: Creat Sword, Spear, 1 mlsslle, Horsemanshlp, 1 bther skill

_Rune Spells. AIR PATH - Conjures.a 1 m x (up to) 50 m brid.ge of solid
: air, 1 pt. Stackable. Z:

STRIKINC‘ - Adds 10% to all sword attack scores/pt of spell
‘ (max. 2).°

Sm & lid Air Elementals Symbol: Hprse.s_Skull with flaming:eyes.

DU-PONT = -« . - . « O AT Earth-Plant

Rune Lord: One-handed weapon, 1 missile weapon, one antidote/Str 18,
Taste Analysis, Healing Potion {9) or Pur, Pill {9).

Rune Spells' HEGADOSE ~:dllows therecipient to 1ncrease alchemlcal output

. by one factor/i Pwr pt, Stackable to 3.
] Duration b i prOJect C |

PRESEBVE Keeps 2 potlcn, raw materials, or similar (including
‘bodies) fresh for 3 mos. per 1 Pwr pt. Stackable.

INJEETOR - A Power vs Power to do 1-4 pts of damage (1 location)
X . and introduce a_dose of Whatever thé caster has at
hand, 3 pts. / Range? XS /

Sm. Cnomes. Symbol; Crey oval on its side,
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TARA/LADY OF THE BRICGHT BLADE €L, 1T Law-Fire~Spirit
Rune Lord: Greatsword, Rapier, Javelin, 2 skills (not sage).

Rune Spells: ACCURACY - (Caster may place thig on hls/her oWl Weapons
only.) Allows user to pick hit location. o 1

BLADBESTRHEICTH - Hakes any bladed wearon immune to damage
by parries, etc., althourh the weapon will stop
only its normal pts then be knocked from
the wielder's hand, This spell is not evvect-
ive against Rune spelled weapons, or perm- -
anently 'weapons improved' weapons, 2 pt.

Sm & 1d Fire Elementals Symbol. Flaming Greatsword .
TASS/CHAOS-LORD : cl. I Chaos-ﬂastery—Death
" Bune Lord: - Horning-Star, HMace (any), Spear (any), Ambush, Sense Ambush,

Rune Spells: CHAOS TOUCH - Bestows upon recipient a randon Ffeature from the
Chaos chart for the standard duration, 3 pt.

DISRUET - Affects all materials, D8 damage as Disruption spell.
Automatic vs non magical, matrices defend as Pur 18
+1/Pwr pt. voer 1; other magic not a,ffected. 1 @t

DEFACE - Lowers target s Charisma by 50,2 by seemingly marring
its appearance. 1 »t.

A1l Fire Elementals. Symbol Arrows of C"\a,os

FADER/THE UNSE® ONE (Thieves Cod) ¢l II Hastery-Luck-Air
Rune Lord: One hand Sword, thrown missile, 3 thievish skills.
- Rune Spells: LIWITATE ~ Vertical movement at a speed of 12/no charge move,
oot
SEENT HIST - Allows caster to turn self and all equiphien® -to”
: fine mist and flow about at a speed of 12. lay

only -be attacked by magic/takes no physical -
damage. 3 pt.

IuPELL - Triples the range of thrown prOJectJ.les and adds 1D6
dama,ge. 1 pt. :

'Sm. Air Hlementals. .. . Wo symbol,

DANJ/SLORHPLORD "] : . al, I B stere Binowier
Rune Lord: Javelln Hammer (any) (non-mech) bow, 2 perception skills,

Rune Spells: STORIICALL - Calls a thundershower to a 2 km radius area. 1 turn
delay. 3 pt.
CALL LICHTNIIG - Calls a lightning bolt from the sky. Open
o ground only. 3 D6 total (5m dia.) body damage.
Power vs Power; no help from armor, 2 pt.

LICHTNIN(‘ B0LT ~ Aimed: Dex times 5. Does 2D10 damage; stopped
" by armor. Range: 300m. 1 pt.

DLSU“.[SS STORil - Affects a 3 km radius. Power vs Pcmer if
necessary. = pt.

All Alr Hlementals Symbol: Lightning bolt,
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HYR H'AHTECTH/ THE DEATH VARRIOR | €1, II = Earth-Death-Chaos

. Rune Lord: Great Sword, Li. Crossbow, Long Spear, Lance,. 1 skill (not sage
" - or alchemlst)

Pune Spells- NAMEDART - Thlss spall will add 406 damage vs one 1ndlcated
individual (specific name not necessary) 1 only,

" arrow or bolt, 1 pt,

o HELL BLADE - Spell is cast upon an edged weapon, It will blast
AR B B 1-3 Pur (as if cast for spells) from anyone/thing
hit by it. Power vs Power by caster, 1 pt. 10 IR,

Sm-& Hd- Earth Elementals, . - Symbol: Greaisword thrust up through a bléziné skull.

TRAK/THE IFURDERER IN THE NICHT . b e TIX Darkness-Fate-lian
Rune-Lord: Heavy lace; one missile weapon, ilove Silent, Hide In Shadows,
one other weapon (not more than 1.2 m long).
Rune Spells: DIVINATION BLOCK - See Runeguest, . 72: 1 pth

[iIST SHADOYW - Allows the caster to turn self & gear into
insubstantial. mist (move 12). The character
can only be fought magically (not Disruption)
and cannot be harmed by physical attack. The
caster may not attack physically. 3 pts.

Sm Darkriess Mementals.,  Symbol: Black Hace,

DEL~KQTH/THE ROTTING COD- :c.. T Gl LY *- Death=Chaos-tater
Rune Loxrd: Spear, Flail, 3 skills or weapons. o

- Rune Spells: ROT ~ Power vs Power to cause 1-3 pis of.decay to the victim,
This damage must heal naturally and camot be healed
by Battle iapic, 1 pt,

CAUSE DISEASE - Causes the gpontaﬁeoﬁé contraction of one of
the five diseases (rolled randomly). The rest
. follows standard procediire, 2 pt.

DISEASF THUKNITY - Immunity to all disease for 12 hours. 1 pt.
. Range: touch. Z pis of this can be sacr-
" ificed to pain this permanently. Priests
of D-K only. .

Sm mdlnes. ) Symbol; Skull covered in gore and rime,

J:S-PR&X/THE TRAVELLER
Rune Lord: 1 hand sword, Speaxr, 1 missile, lap Haking, Stellar NavigationE:

Rune Spells: SPELL ROAD ~ Creates a maric: road that allows up to full
~ cavalry movement in any terrain (not usable in
) mountalns) The road is only in existance under
the caster and his party. 1 day/1 pt.

TRAHSF&R FORTAL - Special matrix - transport from one portal
to another (closed circuit), No-known range:
2 pt. Power sacrificed permanently, requires
2 pts./person to use (as a Battle liagic
spell natrix),

3m & ld Cnomes., Symbol: Silver wagon wheel,
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MANTRT GODHEAD GULT/PAST POVWER CULT & I Fate-ifastery-Fire
Rune Lord: Comp, Bow, Bastard Sword, 1 other weapon, Oratory, Sense Ambush.

Rune Spells: IMMQLATE - 3m Fire flash around caster doing 2-16 pts total
body damage (avg., armor '_D:t'cﬂ:ects%r - caster is not
harmed nor is his gear., 1 pt.

LIGHTNING - Rante: standard (im beam) - 1D20 to one hit
location (armor protects) - 1 pt. Non stackable.

SCREEN ~ 3 pt armor value. 1 pt. Non stackable.

Sm Fire Hlementals, Symbol: Inverted silver pentagram on a black field.
TAL~NAR/LADY OF THE WAVES 6l. I Hater-tovement-Disorder
- 'Rune Tord: Trident, Lt. Crossbow, One-hand Sword, Swimming, either Rowing
or Sailing, - :

Rune Spells: AQUALUNG - ‘Allows recipient to breathe under water. 1 pt,
VAVECREST - Propells a swimmer forward at 3x speed. 1 pt,

CALM SEA - Affects a 50m x 50m/ 1 pt of Power, calming the
: seas and holding 1 ship/i Pwr pt safe from a storm.
No max. 12 hours,

DRY SHIP - Keeps 1 ship from taking on water for 24 hrs/ -

2 pts.
All Water Hlementals., Symbol: Gold Trident downthrust on a green field,
(above sea version) : . ;
TAL-NAR/LADY OF THE HaVES (2) Cl, I Yater-lovement-Disorder

Rune Lord: All natural weapons & the balance in skills (only one language).

Rune Spells: AIR GILLS - Allows water creatures to breathe in the open air.
i 1 pt.

AQUA-LUNG - See other writeup., 1 pt.
VAVECREST ~ See other writeup, 1 pt.

ATR SUIH - Allows a creature to swim in open air at normal
swimming speeds (also provides a layer of refreshed
water around the swimmer), 2 pt.

All Tater FElementals, Symbol: Gold 'IEr:ident downthrust on blue field. .

(under-water version)

KOL-TOR/THE SUN-BINDER ' " Hastery-Stasis-Fire
Rune Lord: Trident & Net (F1), One hand Sword, Climbing, 1 other,

Rune Spells: POVER NET - Conjures, an energy bolt that explodes into a
: flaming net that entangles a target. The net
defends with a Str = 15/1 Pwr. Range: 50m.
Stacking up to 4 pts,

Sm Salamanders, ' Symbol: Chane-link infinity rune.
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JADIS/THE VHITE WITCH Stasis-Master-Water
Rune Lord: Whip, 1 missile, Dagger, Skiing, 1 other skill.

Rine Spelis: POI.IER HORD - Can be directed against either animate or
: inanimate material, Does 2D6 to total hp or
4D10 to inanimate. Power vs Power attack if
necessa.ry. Range: 15m. 2 pts.

Sm Hﬁter Flementals " o symbol

- TURESS/THE STALKER R T - = Lunar-Death-Perception
- Rune Lord: Sling, Javelin, Tracking, Sense Ambush, 1 other

Rune Spells: NIGHTSTALKER - Allows the priest to assume the aspect of the
: nightstalker. This allows a fooimove of 12,
up one damage bonus column, and +20% tracking,
This spell is only usable at night 2 pts,

Sm Iunar Eﬂ.emen‘tals. Yo symbol

LUNA/‘IHE noon HAID f e o, 13T - Lunar-Chaos-Man
© Rune Lord: Slckle, 1 cuttlng weapon, Oratory, 2 skills.

Rune Spells MOONCLIDE - Flight at speed 12, w/a charge move, Night
. only. i pt.

LUNACY .- Power vs Power a'l:ta,ck that causes the victim to act
randomly as follows; Dbé:
1-2 Attack nearest target
3-4 Stand and watch ’
5-6 Flee the scene, laughing madly. °

1 pt, 10 melee turn duration. Roll every 2 phases,
Will defend if attacked,

Sm Iunar FElementals. - Symbol: Crescent Hoon (silver on red)

DARKSIDE/THE HIDDEN FACE I P s Lunar-Death-Hovement
Rune Lord: 1 sickle, 1 perception, 1 stealth, 2 others,

Rune Spells: ‘MASKING - Hasks the voice and appearance of the caster such
that his/her i.d. is 'I:otally concealed, This cond—-
ition is notieable, 1 pt. 6 hours duration. %

MOONSHADOW - Combines an Invisibility, Silence, and a 3 pt,
Detection Blank, Night only. 2 pt, i hour.

Sm, Lunar Flementals Symbol ‘Silver eye on red pyramid.
¥M'A BEL/THE FARSPEAKER
Rune Lord: Morningstar, 1 missile, Listen, Oratory, i other.

Rune Spells- WITCHSPEAK - For each 2 points the caster can open a line of
telepathic communication in an open comm net,
Volundary participation, Name must be known,

. Only conscious interlock, unlike Mindlink, Range:
1000 km. Stackable,

No Elementals.  Symbol: Commmication rune (white) on a blue field.
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KORL/"‘hE dARRIOR/DOOiIRID_.R 1 e Earth- Dlsorder—Perceptlon
Rune Lord: Axe, Sword & Sword (Elorentlne) 3 perceptlon Skllls.
Rune Spells: FAR EYE - Non-material remote-gye viewer, Range 500m, 2 pt..

TRUTH TELL - Detects. truth or falsehood in statements directed
,at the caster. 1 pt.

., . CODSEYE ~ (Trance required for duration).Allows caster to
know a 10 km radius section of terrain (sight,
sound, past history, mythology, etc. 3 pt. sacrifice,

Sm Farth Elementals. Symbol: Heavy Axe or Crossed Swords (preferred).

TARACA/STONE FIST | 1. T i
Rune Lord: Hand, Foot, 1 sword, 2 stealty or perception skills.:

Bune Spells- FDCUS ~ Recipient uses Power +2 to calculate damage bonus
instead of $(Str+Siz). 1 pt. ‘

LANDING ~ Allows recipient a déex roll (4% x dex) to safe-
land or suffer full consequence when falling . -
from any height. 1 pt

Sm Earth Elementals, No symbol.-

DAAGOBEHR/THE THIEF- HLZARD . BLy, IEX . Earth-Plant-Mastery-Magic
Ruge Loxrd: Short Spear, One Handed Sword, Oratory, 2 others. ¢

Rune Spells: None standard,
A11 1 and 2 pt. Rune spells (cult specialty)

All Sm.Elgméﬁfals. Symbol: Sword over wand within a silver star.

LLYALI/THE ETERNAL COURTESAN 6¥, IT - * i»iaéterthaﬁ-Luri;a,r"

‘Rune Lord: Dagger or Needle-knife,- Oratory, 1 musical skill, 1 other
sage, 1 otherwise,

Rune Spells: CHARISMA - +100% Oratory bonusés”per 1 pt. Stackable to &,

SEBMING - Alters the appearance of the recipient to anythlnr
tuthln racial llmlts. 2 pE,

HOONSCREEN - This spell acis as a comblnatlon Shimmer spell
: & CGountermagic 4 (non-stacking with Battle Magic)
2 pt.

Sm & Hd Lunar E&gmehtals. Symbol: Daggep_wiﬁh a crescentihilt”

T

K'RAR/THE GRIFFIN JUDCE 0% TIT Hovement-Beast-Perception

Rune Lord: Large Axe, Self Bow, Spéar, 2 perception.
(nonrhumanoid) A1 natural weapons, balance in 'perception skills,

'. Rune Spells- TRUTH-TELL - Discerns the vera01ty of statements directed to
the caster. 1 pt.

INQUIRE ~ Power vs Power that compels the victim to answer
five questions (of a yes/no nature) truthfully.
, 1 pt. _ :
ARMORING - Shields an entity with protection egual to chaimnmail,
(Does not stack with any but natural arjor &magic).ipt.

Sm Sylrohs. Symbol: Minged Eye,
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THOMBLIN/LORD OF THE FORCES Cl. IX Darth-Stasis-lastery

Rune Lord: Heavy Axe or .arhammer, Crossbow, learon-, Armor-, and
: Shield- liaking,
Rune Spells: ANVIL - Conjuree a magic anvil that allows a2 smith to work
at +10,5. Non-stackable. 1 pt./i project.

BARRIER - Conjures a stone wall that must take 50 pis to
breach., It is 151 x 3m and must be on the pround,
It is rooted securely and venlshes in 15 minutes,
_ Stackable. 1 pt.
Secret Battle Hagic Spell: VEAFONFLIGHT - 100m throwing range with return,
“ 3 pt.

om & ld (nomes. Symbol: Hammer over an anvil,

K 'TAW/THE PEACEBRINCER . : Harmony-Spirit-Air
Rune Lord: Sword, Oratory, Sense Ambush, 2 other skills,

Fune Spells: GNTRANCE - Places viectim under the control of the caster
{no suicide orders) for 10 melee rounds. range:
80m, 2 pts,-

SLEEP - Flaces the victim in a heavy sleep for 8 hours. Cannot
be awoken without Dispel lagic. Ranger 80m, 2 pts.

Sm Sylrhs. Symbol: thite laurel wreath around whlte circle
on blue flelcl.
KGil/THE POVER-MASTER . &, TTX lagic-liastery-Power
: Exchange

Rune Lord: 1 sword, i other weapon, 2 skills, 1 other.

Rune Spells: ENBRCIZE - Per 1 pt, will I‘es‘tore i pt of expended power.
Stackable.

DRAIV - Per 1 pt will steal from the victim 2 pts of Power
(temporarily) that will replace expended rower
of the reciever. Stackable to 3.

A.. Sm Hlementals, _ Symbol: Silver tower,

XELAR/THE HIDDEY HAND ¢l. ITT T1lusion-iastery-ian
Rune Lord: Blowrun, Shortsword, 3pot iidden, -3pot Traps, 1 other.

Rune Spelle: TLLUSICH - A perfect hologram, Has no physical presense.
! i pt.

SEHIIHC - As the Llyali cult spell.,

SHADCUBEAST - ConJjures a hideous beast that resembles a
wingless dragon., It is visible and can affect/
be affected only by the victim it is sent after.
If a Power attack is successful, then it does
2D8 on a bite, if not then only a D¥ (roll
each melee round), It attacks at 50,5, has 6
pt. skin, & 13 hp. lioves at 9, Use Rock Lizard
hit location, 3 pt.

o Hementals. No Symbol.
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KiTLEL/THS CAPTOR CL. IIT Farth-Stasis-Fate
Rune Lord: Hammer, thip, Trap Set/Disarm, Fick Lock, Spot Traps.

Rune Spells:,K EGLOBE - Forms a stone stherical shell (2m diameter) around
the victim., This shell will take 20 pts. of damage
before shattering., 1 pt. '

Sm, Gnomes. - g Symbol: Black circle on a silver triangle.

CIAROHC/THE VOID BAT - (Cl. IT - Darkness-liovement-Death
“Rune Lord: 1 mace, Climbint, Jumnping, lide, 1 other.

fune Spells: VOJ.D BLAST - Power attack to blast 1-6 pts. of Power from
' the victim. 3 pts,-

Sn Shades., Symbol: thite bat s1lbouette on a black oval.

TIRVAL &L TEE ian-Hovement-Disorder

Rune Lord: lar-Cloves or Imp. Hands (Florentine), 2 weapons, Sense Ambush,
j_ianlpulatory skill.

Rune Spells FRENZY - ﬂccelerateg caster to full double speed, allowing
; . 2 s/r action in 1. Duration: 5 melee roumds. 1 pt.

No HElementals., No Symbol.

KYOV/THE SHATTERER . ke EEE iastery-Harmony
fune Lord: Fist or Xick, liove Silent, Hide, Sense Ambush, 1, other,

Rune Spells: Priests may only use 1 & 2 pt. standard spells, as yell as
stackable spells, They may sacrifice Power to gain and/or
increase natural armor at 2 10uer/1 pt. armor to a maximum
add of 3. Priests may also sacrifice o gain extra unarmed
combat damage at a cost of 1.-Power/1 pt. added damage to a
maximum of 4.

Secret Battle Hagic Spell: FIREHAND ~ 4 pt, Acts as a "Fireblade" spell
for natural wearpons, Does not harm
user's equipment,

Wo Elementals. ' Symbol: Upraised fist.

RIS (The Erisian Liberation Cult.) ¢i. TIT Iunar-Disorder
" Fune Lord: 2 weapons, 1 m13511e, Oratory, Lvaluate Treasure.

Rune Speils: APPLE OoF DISGORD - GonJures a beautlfhl goldﬂn apple that is
seen by all as their foremost desire,
and they will fight to pet {(If a Power vs
Power attack.on them is successful). 35m
throwing ranpge for the apple. 1 pt. sacrifice.

Sm Lunar Elementals - Symbol: Colden apple.
KONN-OF-THE-AXT o L 3R Conflict-Farth=Han

Rune Loxrd: Pole Axe, Large Axe, Thrown Axe, Heapon-smith & 1 other skill
(not sage or alchemist.)

Rune Spells: GIANT STRINTH - 2x caster's str & (effective) size (Does not
increase actual size) per 1 pt Pwr. Stackable
to 4,
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KOui-OF-THE-AXZ (cont.) ' : '

Secret Battle liagic Spell: YEAPON FLICHT - 100m throwing range with
§oome T : return., 3 pt.

Sm Earth Tlementals, Symbol: Hand axe

KARRATH-THAN/THE FIRE LORD - Bl T Chaos-Fire-iastery
Rune Lord: Bastard Sword, Long Spear, Comp, Bow, Short Spear, Hd. Shield.

Rune Spells: FIREBALL - Up to a 15m radius, 3D6 to total hp (ave.  armor
protects). 40m range. 3pt.

FIRELANCE - 3D6 beam (hits against armor in one locafion.
© 80m rﬁnge. g
' FLARE -~ Illuminates 50m radius/1 pt. Stackable. Standard
duration.

FIRE RESISTANCE - A priest of a fire-elempent cult is totally
immune to fire damage, as is her/hls
equipment, Any other recipient is immune

Voo & 9 to normal ' fire, and takes half damage (after
Gy e b, b ET " armor) from dragon and magic fire.

A1l Tire Mementals. Symbol: Star

.

KAIN/THE TRANQUIL COD R B O Harmony-Fertility-lan
Rune Lord: Staff Parry, Sling, Oratory, Sense Ambush, 1 other skill.

Rune Spells- HEALALL - Heals all hp damage sustained on a 1iving entity
‘ (i.ncludinf elementals). 1 pt.

' - ".- CUREALL - As Healall, but also cures disease and neutraligzes
' ) ' ' poison (it cures what ails you} 2 pt.

CUR“ DISEASE - 1 pt.
) rI'"UTRAL’IZ;& POISON - 1 pt,

Su BIRTH -- Cast on an expecting mother just before labozx.
Allows a paln and complication .Lree delivery. 1 pt.

No Elementals. ﬂo ymbol.

ASLAN/THE CREATOR al. I Beast-—ﬁ“e:rtllz.ty-uas‘tery

Rune Lord- 1or 2 natural weapons, the bala.nce :Ln sage skills (beasts).
:- Rapier,. S‘ta:ff, 3 sage skills: {humanoid),

Bune Spells- CURL.ALL ~ 2 pt, See Kaln cult.,
HEATALL - 1 pt. See Kain cult,

LIONSGIFT - Bestows "human" IQ on a natural, non-intelligent
beast, Roll 3D6 for new IQ. The beast speaks the
local lingua franca at native ability, 3 pt.. .
sacrifice,

All Sm Elementals, - Symbol: CGolden lion,
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MEEHVEN/?HE CHAMPION OF KINCGS 64 Sl i KT * " Fate-Law
Rund Lord: Rapier & iain-Gauche, (non-mech) bow, 2 skills (must display a
specialty).
Rune Spells: BAAN - Creates an energy sword (im) that material axrmor

cennct protect aga¢nst (it slices xight through),
although magic has its normal. effectiveness. The sword
ig used as a rapier (with impale and critical chances)
and dozs 1iD6 +1. It cannot be 'Bladesharped’'. 10 melee
round duration. 1 pt,

ro E-'leme:rtals.' e Ho Symbol,

ZZBOTII/ 1_;,4 GRYSTAL COD E 4 I Stasis—ﬂarkness‘-f;pirit
Rune Lord:-Heavy ilace, Iaul, ikp Making, Camouflage, i other,

Rune Spells: COLD BLAST - 2m wide, LOm'long blast of cold that does 2D8
' ' : to total hp {half if a Power vs Power is unsuc~
:cessful). 3 pts. ' '

' STASIS::— Power attack to lock one entity into a perscnal
stasis field for 24 hours. 2 pts.

Sm Darkness Elementals.- ' Symbol: Red crystal:
DRATH » Rl ' ' i, I1 Hastery-Death-Spirit

Rune Lord: Pole Axe, 1 weapon, Dagger, Bvaluate Treasiure, Spot Hidden.
Rune Spells: SPEAK JITH DEAD - Caster may ask 3 questions.af‘a dead
entity. 1 pt.

PROTEETIOﬁ/UHDL&D Priests of Death only, Power attack to
keep undead at 4m distance. 3 pts. :

CREATE UNDEAD - inimates a corpse (zombie:2 pts, skeleton ’l p‘b )
The power must be sacrificed fox ‘each undead;
though if the creature is destroyed the
Tower may be.reinvested into new undead one
week later. Ranme: touch.

o Bl ementals. " Symbol: Skull,

THE AHCIE}T oNE . : . Gk, I1 bplrltaHarmony
Rune Lord: One ianded Sword, Dagger, 3 skills (knowled:re or percept:_on)

?une upells* GRIiLSOJ} BA;\IDS ~ Confines and immobilizes a tarret in Str vs.
' Str attack (Str 21). Range:40m. 1 pt.

FLAllJi. BLAST - “Single t&rget blast for 2D10 (hl'bS ag&mat :
armor). Range 40m, 1 pt. w5 |

“LENILATION - Flight at speed 12 with no charse move. Céster )
only. 1 pt.. : s &

o Flementals, . No Symbol.
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First, a few comments on TLOC 9

JORDAIT BROWN: EP table algorythm looks interesting., then I finish fumigating
my Joust program, I'1l try it. (Frustration is getting the computer to generate
a host of HECs - but only having access to a CRT;..)/ Re specific immunities
(1ike weres and normal weapons) - maybe toss in another Fudge Factor of a

given percent (10,5?) for each immunity? // ALCOL?

A'Shain: That's nice. Only...er.,.I just got transferred... T'Isan

BILL BRYG: Well, if your cleric hadn't died, been reported as dead (with reas-
onable proof), regenerated back to 1ife and promptly called up the bank (which
had been informed of his death) to repvort a lost credit card...

GEORGE COLE: Fow that's what I call thinking big... One slight quibble -
your table for number of sentient races prescnt makes it as likely that there
will be & SRs NATIVE to one world as that there will be 1. Judging by the
history of our own world, at leact, if two vctnient races evolve simultaneously
unless they occupy widely separate niches cne will tend to out-compete the
other out of existance (there's evidence that several primate species tried
the intelligence route, while, unless someoné (Bigfoot?) is hiding awfully
well, only one seems to have survived). And a highly competitive species may
eventually make things hot for a species using a different environnent, witneéss
the problems the cetatians have had with lan. .ot that multiple SRs are im-
rossible, but I would -suggest probabilities on the order of:
0i-L45 = one sentient race -
L46-65 = two sentient races °
66-75 = thrée sentient races
< 76-80. = four sentient races
,Alterngtely, simply remove the origin requirement and let the G figure it
out after rolling up the number and type of SRs. I rolled up several places
using your systenm and came up with some really intertaining situations, includ-
ing several species (one the decadent remainder of the builders) existing in
a decrepid, disintegrating world-city. I like. // Hmm...I like that saving
throw by type of damage chart. Thank you.

R R R S R S R S Y Y -

David Nalle was so kind as to send me a copy of his new fanzine, ABYSS Quarter-
ly, available from RAGIAROK INTERPRISES, 1402 21st st., N.¥. Yashington DC
20036 for $1 per copy (4 copies for $3). o o
Quite a reasonable first effort, Things I personally found of interest included
a table for calculating the probability of missile hits on inanimate objects

by diameter of object and range {although I would probably modify it by chara-
cter experience and marksmanship) contributed by Lew Bryson; a wind conditions
determination chart; roison effects, duration and time delay rules plus a
weight adjustment to poison saving throws; some medieval building cost tables
and a nasty dragon generator, all of the last by Dave Malle. There is also a
Vampire player character type which should. be useful in tailoring }'PC vamp- .
ires, although anyone not in the campaign for which it was designed would prob-
ably want to raise the e» requirements considerably. Also, there is a table for
determining the probability of a deity answering the prayer of a follower dep-
ending on how much gold said follower has sacrificed to the deity in question,
a lot of new spells and monsters, an expedition writeup and other miscellaneous
items. I've gotten much less useful data from far larger publications.
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And now, uhat you've all A¥&dd4d been waiting for...
VATCH STATSE

For those tho may not have been aware, the vatch is a tricky little (oz not-
so ~little) cnergy creaturc created by James Schmitz in his novel,The lfitches
Of Karres. Vatches are creatures conposed of pure magical power (mana - called
"klatha' in the book) and arc firmly convinced that they are dreaming the
"real” (or game) universe - thus, there is no real brake on their propensity
for practical jokes - after all, if someone gets hurt or killed, so what; they
vere only imaginary anyhow,.. The net result is something tith the general
outlook of a H'Rel (sce my writeup lastish) added to considerable power.

The only important Vatch characteristic is Power Rating: PR = D100
This is applied to vatch capabilities as follows (i’s are minimum PR required
to produce the effect listed) :

TREATHENT _ TOTAL MASS OI" OBJICT

less than mountain  woxrld
pan sized man sized siZed sized
move about 1 : 2 30 80
teleport elsevhere 5 10 40 .85 |
on same planet .
teleport elsevhere . 10 - 20 50 90
in same "universe': ,  Ee .
teleport elsevhere 20 30 ! _ 60 - - 95
in time
teleport elsevhere - 30 iy 70 98
in the "multiverse” . .
changé appearance 10 20 Lo 80
of object (illusion
only) . _
hold obJec;. in e 1 1 3 8
place (see also
Subdivide)

Mote that this: last assumes a minimm of other forces operating on the obJject
to be held in pla.ce.

Subdivide: Any vatoh with a Ph freater ihan 2 can split off parts of itsel?f
of PR 1 or greater to perform certain tasks, such as holding an
object in place while the vatch is elsewhere. ilote that if the
‘objoct is a life form vhich is attempting to go elsevhere, it pets
+2 to its save if the rest of the vatch is not presen‘t. ¥

Teleport self accura.tely. All vatches have th:'.s. They can be excluded by anti-
magic shell or the equivalent.

Telem’eh,,r. M1 vatches have this and use it to communicate. They tan be blocked
out by litnd Blank or Vatch Lock, however theéy have an 80% chance
of understanding whatever lansuage nay be in use between the chara~-
cters...

Resist llagic: There is a limited list of spells effectivé against them at all.
these include:
All spec:.a.lized anti-vatch spells
ish (if you're careful)
Time Stop (if vatch has less than 5 PR)
Gate
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lesist ikegic (cont.)
llonster Jummoning VII (but it may not go amay...)
liind Blank-(see Telepathy)
Limited Uish (again, coreful)
Anti-lagic Shell C
Feeblemind (but would you really want to?)
Confusion (sce Feeblemind) '
Dispel ilazic (see below)
Detect ifagic (but you'll probably know.it's there anyhow
Telepathy, ESP cte, '

There is a 5 chancc any given vatch will be 1005 magic resistant,
in which case it is likely to beconme sufficiently angxy to destroy
any mage who tries to throw a spell on it (note that the subdiv-
isions of a resistant vatch are also resistent, although if someone
tries a spell on one, the vatch will not know about it.)

Otherwise, vatch saves are as follows:
Vs specifically tailored vatch spells ST is 20 - PR/10
Vs other spells T is 20 - PR/S

Vs Dispel liagic - subtract vatch's BR from ilage's level. Vatch must roll
this number or higher on D100 to save (note that if mage level is
less than or equal to vatch PR, save is automatic). If the vatch
fails to save, ALL mana in an area of 2xPR fect is dispelled, to
regencrate in PR days, if mana regenerates, if not, then PERHANENTLY,
During this time no magic or magical weapon will work within this
area. llagical devices caught in the initial dispel must make saves
as per table on page 38 of lionsters & Treasure (or whatever table
the G cares to use), and the mage must save as vs magic oxr lose
all his spell points, spell ability for the day, or whatever, as
nmust any other spell users caught inside. (ifote that while objects
and beings brought in later cannot use magic, there is no such
penalty once they are removed again.)

IOTE: Spells cast on people dealing with the vatch, such as Mind
Blank or Anti-llagic Shell do HOT allow the vatch a saving thror.

ALSO 1OTE: Treat vatch subdivisions as vatches of the given PR of
the subdivision Tor purposes of ST, etc.

Vatches are generally invisible. However, spell users (or beilngs with a psi

of 13+ in systems using a psi characteristic) will have a 105 per level chance
of knowing:one is about by "rclling"” it (a scnsation déscribed as like "smell-
ing a grumble, or Yrlimpsing a scent”). Beings capable or relling a yatch also
have a 2j; chance of sceing one, in vhich case it will look like a cloud of
daxlzness containing two cat-like eyes. Seeing a vatch ¢Aves the IU in question
a +1 chance with vatch handling spells used against it. (To be faithful to

the book, this last chance should probably be only rolled once per character,
however once per level the iU goes up is not unrcasonable.)

Gtill a rather gross beastie to »un into; but I think the above is reasonably
faithful to the book from vhich they were adapted. o
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And now we come to’ the ex?lénation of the title...

Several years ago I considereéed * creating an entirely new campaign, rev-
ising, or replacing such things about my then-current D&D campaign which I did
not really care for but were already well entrenched, I got as far as a couple
of legends and a combat system, then temporarily abandoned the project for lack
of time, About a half year later, Runequest came out and I discovered that
Steve Perrin among others had been thinking along similar lines. In fact, I
decided I liked his combat system a lot better than the one I had created. Wot
only that, while I had taken an entirely different approach to magic, some of
the Runequest combat rules suggested a way I might better organize the magic
system. Being, at the time, busy enough with Lee's C&3 game, Nicolai's Hellsgate
and space campaigns, various other games, learning Spesk With Computer, general
fanac and so on, I then shelved the project again. Well, in a weak moment, I
happened to mention said magic system (still in the conceptual stage) to a couple
of people and,..OK Nicolai, Diane, etc - here it is, you can stop bugging me!l
Suggestions and comments (particularly of magical effects) are welcome; this
is still in the design stageés .- in fact I haven't even gotten to playtest it
yet, ' '

CHARACTFR STATS: Fach character rolls statistics as per Runequest, with the
. addition of Spell Order Competancy. This last is rolled on
a D¢ as follows:

Harth
Alr
Mire
ter
Hind
Healing

N B\ Y e

Along with ‘the percentages gilven in Runequest, the character
has two magical ones, computed as follows:

HAGIC ABTLITY

stat : Coe sl -8  9-12 13-16 17-20 ea. addit. 4
Power =55 = 5% +10,5 54 45k
Intelligence -10% =55 - +50 +104% +5%

Power affects how strongly a character attracts mana, Intelligence hir
ability to learn how to use it. '

HAGICAL PARRY.

Power . T =104 ~5% - R ©+10% +5/6
Intelligence . -54 - - - +55 +5
Charisma -5/ - e : -, +5v0 +55%

Power is used to deflect the spell, Intelligence affects ability to recog-
nice where to use it, while Charisma reflects the character's strength of will.
(ily thanks to Diane Hyers for suggesting the last characteristic's involvement.)

SPHELL ABILITY: Each individual has a bhase of 2055, modified by Magical Ability

' ~ (seé above) in ‘their Spell Order Competancy. Hir ability with all
of the others is 55 each (also modified as above), with one
exception. This is Healing, which is ONLY possessed by those
vho have it as a Competancy, in mhich. case the base probability
is as any other Competancy, .

Thus, an individual with a Power of 12, an Intelligence of 15
and a Competancy in Water has 5, (base) + 55 (Power) + 54 (intel-
ligence = 15, in Air, Fire, and Barth, plus a 20,5 (base) +
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5% (Power) + 55 (Intelligence = 30 with Water.
These pel’:Cen'ta.rres are used in two ways.

’irst they determlne the complexity of masrlca.l gffects the:
individual may attempt to create. (see opell Order Effects List
below) i : :

,Second, they determine the fage chance of 3uccessfully PI‘Od.UClnFr
a ma.g:.cal effect as follows: :

An individual ‘s ,«cage in agiven Spell Order * is 'their prob-
" ability of doing 5% difficulty effects. Subtract 5% probability
for .each 5,5 hicher spell difficulty. Hote that there is.an -
‘upper 1imit of 95, on all levels ~ 965 or higher always fails,

Thus, an individual with 755 in"}gi;j '_éan.do 75,5 complexity eff-
ects at 5}5, ?O;élat 10,5, 10,7 at ?_q;_;, and 55 at 754
*Healing is an exception. There is always at least a 503% chance

of creating any effect the individual is capable of a.ccordlng
to the flrs’c. rule, otherwise modified as above,

HAGICAL PARRY: Individuals attacked/afzected by magical. effects may attempt.a

parry roll,: /age as given above. If 'th:LS is successful, the
magic does not affect them,

HAGIC COSTS: Successful use of magic costs 1 rower point per 205 of complexity,

ZVEN IF TARGET PARRYS SUCCESSFULLY. Power points regenerate as
per Runeguest.

INCREASES::Successful use of a spell in a stress situation (in the case of an

X AMPL B

attack, spell must not have been parried successfully) gives the
individual the chance of making a roll in that Order to increase
their ability in that Order as per Runequest Experience with weapons,
with the addition that there is ALUAYS at least-a 55 chance of
improviement.,

successful use of a spell in a,tta,chlng another sentient being also
allows a Power increase roll. This is as per Runequest, with the
exception that there is ALVAYS at least a 5,J chance of 1mprovement.
There is no-.maximum Power limit, : :

Successful use of Hagical Parry in a stress situation gives the
individual a roll in Hapical rarry. Treat as per Runequest shield

parry.

NOTE: As with Runequest, no matter how many times a specific
Spell Order use, Parry, or Spell attack is used, an individual
may only make OME roll in each category per expedition.

llartin the Hercenary, in Cuirboli armor while helping to guard a
small caravan is confronted by & large bandit in chain, Being Harth
competant, ‘and currently at 50, in that Order, and not liking the
odds, he decides to try and slow up his opponent by giving him about
10 .grams of.sand in the face. This being a 10% difficulty skill, he
has a 455 chanee of success, He rolls 305, making it, The bandlt

not caring to get.his:eyes full of sand tries a parxry, at 25, He
rolls 60;5, blowing it. After the Fight, Hartin gets a roll in Earth
magic and in Power. He needs {100 - 50)35 = 50,5 to go up in Barth magic,
and, since his current Power is 14, (20-14)x55 = 3075 to ‘increase his
Power. If the bandit had made his parry roll, he would have had a

( 100—25),3 = 75,5 chance of improvement,
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SPELL ORDER3: ihile there are no discrete "spells” as such, the magnitude’

and thus the percentage difficulty of an effect may be found
either in the following lists, or figured by comparison to the
various effects mentioned.

EARTH: The distance at'which an individual may ¢éreate the following effects

is assumed to be touch to one meter.Past that, add 5% per extra meter.

For every 5. up to 40, may tk earth-derived object up to a mass of
10, where = the amount allowed at 55 less, with 1 gram tkable at

.54, From 455 to 1055 add 10 il per 1054, and double thereafter for

every 15/4

For every 10y increase between 155 to 655 may accelerate as per
sling any solid object of mass 10N ‘as above, where 10if ‘at 15%=1 gm,
Thereafter add 10 ig per 10,5, Note that individual must be able to
tk the object to be slung.

‘For every 55 increase between 25, to 55,5 may tk any solid object of

10 mass, where 10N at 255 = 1 gmn. Thereafter, add 10 Hg per 10,

For every 55 from 505 to 80y may create/remove 10N mass of dirt, where
100 at 50 = 1 gm. Thereafter add 10 lig per 1045

For every 5. from 755 to- 1055 may c:cea’ce/remove 10N mass of rock of
porous consistancy (ex. Sandstone) or less, where 10N at 750 = 1 gm.
Thereafter add 10 lig per 10,5 ilay not choose type of rock to be created,

For every 55 from 90/ to 120,; may create/remove 10F mass of hard rock
(ex, granite) where 10N at 90,5 = 1 gm, Thereafter add 10 lig per 10/
M1l not affect worked metal or ma‘berlals of corundum (ruby) or higher
hardness,

For every 55 from 120y to 150, may create/remove 10N mass of any rock
(even diamond) or solid earth-derived substance (ex. metals), where

108 at 120% = 1 gm. Thereafter add 10 iig per 10%. Will not produce
unflawed gems or metals but substances of the average quality and

in the state one would find them in the ground. Add 10% to choose class
of material, 20% to specify exact type.

At 150, + may summon Farth Hlemental,

direct winds - Starting at 5, with 5 mph winds, increase ability to
direct winds to a specific direction by 10 mﬁloper 10435
a,dded. Increase difficulty by 10,5 for every 30  over
60° that the wind is to be changed from its original

direction.

cause winds - starting at 10, with 5mph winds, increase ability to
create winds in any direction desired by 10 -per 10
added.,

create breathable air - enough for one person for 1 hr - 80y% . Add iO:ia
for every additional hour or person,

alter molecular content of existing air - BYase is” 100% for 1 2 foot
cubical area. Increase 5% per
additional. 2 cubic feet,

fly - (by directing winds) liust be able to direct a 45 mph wind (454
if wind already present - will fall if wind drops, plus can only
"fly in direction of or within 60° of wind, 50y if wind must be
created. To avoid affecting everything else in the .area must have
sufficiently tipght control to handle 95 mph winds.(95,))



EARTH, AIR,
AIR (cont):

FIRE, AND SO FORTH Tage 7

concen'tra,_'be winds - to create winds of given speed in a 4 meter -~
radius must be able to handle winds of double
the desired speed. For every decrease in radius
of 1 meter, double again,

Tor 150,3 + may produce A:Lr Elenental,

For every 20i5 past 5,; to 140,3 mnay crea.te/ extmguﬁsh 101 (where M=
the amount allowed at 205 less), where 10§ = Thereafter,

add 2 per 20:3. Som'etl’ilnrr nust be present for the fire to burn
(assuming one is to be crea,ted) uphich is reasonably flammable

(coal, wood. leaves etc, ¥

v : ; oL

For every 10y may warm/cool an area equivalent to- the amount of

.flame that may be created by 1 . liust have reasonable wind control
to prevenl: air s0 treated from departa.nr‘.

1ntens:.fy fire - created flres burn at the tempera'bme normal for

" fires burning the indicated nmaterial (as per Ign:.te) For every

increase in temperature of 50 above normal’, the spell must
be recast (for additional roll, and Power points).‘ Mot that this

- also increases the rate of burning a proportional amount,

'ignite marginally flammable objécts — If no more readily inflam-
-able than green wood or the like is available, it costs-an extra

- Power point to start the blaze, and the size is 1/10 nornial.

UATER:

HOTE: Rance

HEALTHG:

sage
20,5
30,5
405
50
604
7075
15043

‘For 150% + may I:roduce Tire :B_ementa,l.

For every iO‘,S past 5 to 755 may control 10 {where N=amount alls
owed at 57 less) volume, where 10N at 5% = 1 liter. Thereafter
add 2I1 per 59 )

For every 20, past 5,5 to 140;,3- may create/destroy 10 volume
where 1= the amount allowed at 20,5 less. Thereafter, add 2N per
2055

rain - Assuming clouds are present (see Wind control), may cause
rain at 70,5, This pgives no control over the amount, which depends
on the type of cloud available, Clouds may be created as per :
create/destroy water and will produce the amount given., If it's
cold cnough, the results will be sleet, ice or snow,

For 1.50',}1-' may produce later Elemental,

for all Ilement Spell Orders is as per Farth.

iffects are as per the Runequest spells for Healings I - VI

" effect

Healing I

Healing IT

Healing III

Healing IV

Healing V

Healing VI :

Raise Dead (Costs the raised individual's total hit points in Power
Points, 3 of which are not regained Power storing
devices may be used to supply up td -z-;'the needed power.
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HEALING (cont): Range of all Healing spells is touch. '

+IHD:

,/age
55
10,5

155
205

25%

3093

355

4055

55
50,3

555

6035
ce e o F
05,5

‘804

85

90,

955

100,

10555

11055
1155
42035
‘1255
1305

1355

14043
1455

Range is 1 meter plus 1 meter per 55 over normal value,
effect . " 4 t

»esees detect presense of other life (unshielded) .

veeees detect presense of unshielded intelligent life (as distinet from

.i+1ife in general)

savena recog’lize mshie].ded emoti‘OIlS. -

»+ees.’ read surface thoughts of unshielded minds, detect shielded minds.

wiewnss shicld.own thourhts, read. deeper thouphts of unshielded and coop-

: erative minds (must drop own shields to do this). recommize '
shielded emotions. (note - shield improves parry by 10% + 5,6 per -
extra Power point up to 10;if attack undetetected,shield,age is parry)

«os oo transmit thoughts to unshielded minds (may not shield while doing
e so), shield own emotions, transmit own emotions.
»eree attenpt to read deeper thoughts of shielded mind, May continue
-shield if doing 155 effects or less, read emotions of unshielded
- mind undetected if roll is 10 less than required (or 1,5 in any
event). Parry is only allowed if attempt is noticed.
+seee. Mmay read surface thoughts of unshielded mind without being detected
if roll is:10:5 less than required (1% in any event), mav transmit
to shielded minds (roll shield age as though it were a parry,
full parry if recipient objects.) o :

‘eees, Produce visval illusions,

ssese.any of the above undetected if 10,5 less than required rolled (15 in
' any. case). Parry allowed only if detected; '

+vuees Produce auditory or-olfactory illusions,

ise000 Produce gustatory or tactile illusions,

“esase. combine'any two of the above illusions,
705
" 750

“seey . combine any three of the-above illusions.

wee.s. Combine any four of the above illusionms. . ..., N '

+4ses. combine all five of the ahove illusions, create single illusion

] undetetcted if roll 10j less than required (1; in any case),

+veesy Produce mental illusion, Truth-read. create double illusion undet-
ected if roll is 10‘;.3 less than required (or 1,5 in any case),

vesee. improved shield (Iind Blank)(as per shield, may not create other
' ‘éffects while this is up), influence .the actions of another. being

undetected if roll under 10, less than requirgd. (br 1,3 in apy case)

svsvee Create illusion involving 4 types undetected, '

vseeee Cirect control of another being§ if unshielded. create Sway ill-
usior)1 undetetected if roll is 10, less than required (or 15 in any
case). = ’ ey i & . w si Bl nlf

+eeves direct control of unshielded beingiundetetected (usual criterion).

create 6-way illusion undetected (usual .criterion) T
R direc):t control of shielded being, mind fog (dulls other's perdept-
ions), ' :
«vsess direct control of another being undetetected (usual criterion) and,
if undetetected originally, wnknown to victim, victim is mind-dulled
and may only handle simple tasks. Y .
vessee direct control as 1155 except ‘that victim is reasonably alert,
«veses direct control as 1155 except that victim remains in control
until specific order given. s
svevse Influence 2 minds in anything less than 7055, ,
vessps influence 2 minds in anything less than 805, 3 in less than 70,5
vevese influence 2 minds-in anything less than 905 3 in less than 80
evexes influence: 2 minds in anything less than 100754 “ ik

* check again in stress situations for either victim or spellcaster.
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COu_JIHINC EFFLCTS: Oﬁva.ously, various types of magical effects can be comb~
ined for spec:.flc effects - i,e. fire + wind for fiYestorm; water + air for
thunderstorms and so forth, To accomplish such things, the individual must make
the reqmred rolls for each component’ separately, and also pays the combined
Power cost if successful. (Othertrlse, neither effect occurs and there is no
Fower cost). It is possible for different individuals to combine efforts if
they can form a mind-link (30,; 1D spell)., iach individual must be able to
handle not only their own component, but undcrstand all the others (although
they need not have more than 5,5 chanCe of actually cast:.ng the spells the
others are do:t.ng)

. i s ar . ar ae as e " ’ " N =
S T st v i 3¢ * 4% 3 5 = 3% 3E % 3 3 * * *

Aact encou:ca.{,ed Actually, uhlle typing 'thl;: up I've thoucht of some things .-
that may cause me to change the entire IIIND seqguence. nsz.g;h" the problems
with publishing ma,terlal still in the Y:orks.. o) .

2 > . s 3. e 9 . 2 . P 3% 2 2o, an e, 2t ' o2a 2 kY3 e 2 &
T o4 W0 '3 w4 W o o o e X L % It X ok iy " 2 o

Since the last report T'Isan and company have been on a number of runs, of
which the following was one of the more interesting. Here's T'Isan, then,..

-----

HULTIVERSAL HAYFOLE

Stayln{; in the Hegemony did have unfortunate side effects, notably problems
for the ¢riffin pride which T had so drastically departed, One member, dJordan
(who else) went so far as to come on in himself, becoming an Altan named Au
I Sha:l.n ‘(well, he'd Wished to be a member of Tuu pack, but the dice seemed
to haveé their own ideas), only to find himself shipped out to Asawo (Jlessier 31
- fndromeda if you like), So it got a bit lomely at times, even with T'Ko
around to talk to. Still, I seemed to fit better here than anywhere else I've
been, and ‘I've had choice of plenty of places. At least as long as I'm given
exploratory assirnments and not .stuck behind a clesk, or involved (cringe) in
lzoli'ti'cs.' ("I do not tease Vatches, ‘bravel with H'Reli, or get involved in
Altani politics.,.') .’

The planets we were assigned to investigate were interesting enough. 1
doubt any of ‘the crew will forget one of them; a place where the carnivores
had developed, along with claws and teeth, extremely powerful tele;athlc
strikes as weaponry. So all exploration had to be done from within mind
screens. The only real danger came when our Survival Ebcpert, 1{1n—Po Ira Alis,
her attention.perhaps -a bit distracted by ¥san Ir Sind's driving (forests
seem to br:.n[j out the slalom fan in him) Ffailed.to notice what we subsequently
named' & zap—tiger "until it sprang into her lap. An interesting time was had
by all (Y'Sind managed to stun K'P'Alis by mistake), but nobody was harmed,
including the zap-tiger which was last seen snoozlng away in a cryo tank, I
think it wound up in the zoo when we ot back, K'P'Alis, upon. recovering from ,
this nonsense sper\t the trip back carving wood models of various beastles e
including a 5" one of what' we called a- "n&llawhatzlt " as it looked vaguely like
a wallaby,' which she presented to me, It's currently occupying a space on my
cabin' desk, clipped.next to the holograph of a space whale (with a scout ship
near it for scale - obtained from a Han 2z00), the holograph of a Jovian
planet with several rings, all tipped with relation to each other, and
the holograph of a space whale that makes the other one loock like a scoutcraft,
these Tast two from various trips, 1nclud1nr one where we ran into a fleet of
the larger space whales cruising obliguely through the galaxy. (Someday I'm
roing to find a way to communicate with those things. ) At this rate, T may
ha.ve too many souv1neers to see uhe desk.. .

_ A couple of missions a.fter 'bhe first one (and about 4 years or so), I i@s
transferred off Han to one of the nearby systems. At about the time that my



mail (mostly from A Sbaln) caught up with me, I was transferred again, to yet
another system..Tor about a week, after which I found myself ba,ck on Han..

Then out at a research station. I was seriously wondering if I'd offended

the Star Arm equivalent of PFC Wintergreen when, about a month having passed
since the begimning of thewe shenanegans, I found myself again on Han, this time
on the southern continent south of the antartic circle, Sirado Base - the most
security-minded installation on Han. I was getting a bit paranoid (although sure-
1y if I was in trouble, they'd have told me by this time), when I ran into a
rumber of old associates, also stationed here after being rlven the Scanlc tour
and the pieces started to fit together,

Sure enough, they had th:Ls mission they didn't know abou’c. o

. A scout about a year ago, had . located Somethlng truly wierd. A large, 1ncred—
“ibly massive flared.cylinder, floating in space, and rotating with great.:
I‘a.pidlty. The physicists took one look at the report and began making making
excited noises about the implications, and the Paratemporal Arm promptly sent

a hundred or so (unmanned) probes about it in tight spirals to see .if it did,
indeed, have the predicted effect on local space-time. Of: the few probes that
actually returned, most were in somewhat battered conch.tion, either from damage
taken while going around the thing or from subseguently returning hundreds or
thousands of years the hard way . Some -showed signs of hav:l.ng- been fired upon,

He-:v:mfr potten about all the infoimaiion they could reasonably expect o get
fI‘OTﬂ unmanned lookee-peepérs, they then decided on the next logical step. Us.
ile were to be given a Paratemporal ship the equlva,lent in most respects of
the usual armored scout, except that the AVS Starstorm was considerably more
heavily armed and armored, plus being able to travel paratempora.lly, along
with the usual Jump and normal space drives, Our missien was to go loop -around
the cylinder as many times as I felt reasona‘aly Safe, fiote: Hhere e wen’c. »vand
et back with the information, o il

In ‘order to hcln with that 1ast, e werc also assigned a Paratennoral .officer,
one Ysan Ira Da, vho was to operate the Paratemporal drive, I was also piven
sone practice in running it, in case of emerfencies, but would normally stick
to operating the other tuo drives. And commanding the ship, : .

The rest of the crew was as follows:

Exee: Tuu Ir Larin. A good officer, and ome I'd worked mﬂm b@f@r@.
Security: Tal Ire Ke, Another old assccizte. / See TLOC 8 /
Weapous: Taw Tra Tiaou
tedicals Selares Kavian MHikaras Heval (aka s' Ekaxas) & fmler. )
Bngimeer: Sam Er Plezom. - . ‘ '
Weapoms Tech: Akal Ir Ko. '
Compunications: Suu Ira Lin. . 5
Scientists: Cultural Amthropologist: Kal Tra Shem.
Planetologist: Tuu Ir Sin,
~ Botamist: Bakal larkav,
5 dcologist: Camerol Skal, A5 :
Survival BExpert: Kin-Po Ira Alis., y = » N

A pood group, Judging by thcse I already knew. I remember reflecting that
it was probably Jjust as well Y' 3ind wasn %, along, I could just see him trying”
to take samples of the cylinder,.. Fow as long.as I could k.eep the Demon -
Biolopists from making off with everything organic that wasn't nailed down, .
we should do all right, '

The trip out to the cyllnder was uneventful The artifact was visuvally unin-
pressive until you looked at the instruments and realized a) just how -far away
thé thing was, and thus how LARGE and b) what an epic gravity, ete., etc., flux
it was generating, This could be a real rough ride, One more reason for going’
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through at full Battle Alert. 0¥

Consldering the latitude of our orders, and in the hopes of not being too
thoroughly battered, I decided to take one loop around in the spinterd direct-
ion. _ & s ° _ '

Despite everythiny I knew about the cylinder, I was half expecting to come
around the other side and be back where we started from when (bip!) for about
12 nanoseconds (too fast for anything byt the, computer to notice) there was
absolutely nothing. At all., And then, we were about a dozen AU out from an F?
primary with several planets, and about 5,7 AU from another cylinder, this
one circled by unfamiliar beacons. - ; o

Ve spent about 91 hours surveying the stars and trying to figure out.where/
when we were. We were within 200,000 years of home, anyway, since S_Doradus
could still be found in the Hapellanics, We were headed for the cylinder, intending
to cautiously investirate the beacons (we'd found no' signs of intelligent life
on the planets) wher'another ship came out from around the cylinder at about ,995 c
and slowed to about zero, relative, in less than a second, and 12 AU, Now
that  was impressive...l put us back on Battle Alert Just in case, and had S'Lin :
try to open communications, = : I

The response was nearly as startling as the unknown's entry. Large amounts of
data came flooding in in the system programming languages understood by the:
computer, This went on for a while, and was eventually replaced by a dual broad-
cast in computer lansiage and L 'Doran Universal. They introduced themselves, as
did we, exchanging visuals, Their ship was of a type similar to ours, and they
were humans, of a group who hadn't seen anyone like us before. They came from
a world called Karres.

At this point I was suddenly very glad no one was looking over my mental
shoulder, The Hegemony, and presumably T'Isan, had no way of knowing about
Karres...but Kay had known all about it...,and therefore so did I, All too aware
of the final mission report I was going to have to make, I realized 1'd have
to be very careful not to let my knowledge show, or appear too reckless.

The conversation was friendly enouch,.

I recovered from the instant of mental confusion as S'Lin mas saying "Do you
know who built the beacons and the culinder? Nothing we've seen in this system
¢lves any indication.”

"Yell, we built the beacons, but we haven't any idea either who made the
cylinder. Ue have mapped a few of the locations you can reach using it,but
aren't even sure whether there are several cylinders, or one in different places
at different times. Certainly, there's nothing much on the.local worlds but
planetaries.” . - e g

"Planetaries?” §'Lin, both biologists, and T'Sin, thé planetologist yere imt~
erested., : 4 .
"Hadn't you heard of them? They're energy beings which live on planets, Some

are very defensive about their territory, but most tend not to manifest them-
selves, luch nicer than vatches."” 8

"Vatches?"”

"If you haven't run into THZI, consider yourselves lucky, Thef're like the
planetaries, but not tied down to planets, and take considerable delight in
vandering about universal sub-sets not their owm causing trouble, "

S'Lin countered with a description (?) of the Quori, a rather malicious froup
(or possibly single being) of somewhat similar construction, fortunately = .
extinct, Ue think, And there was an exchange of mutual 'This I can do without's.

"I see. I must say I admire your speed at &ecipheiing unfamiliar languages,
“hat sort of alporithms do you use?" S'Lih asked.
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"Let's just say it's a native talent..." S

111 say, I thought VERY prlvately. Klatha lln"ulsts. that next? I took the
time to give T'Ko most of what I knew. Youldn 't hurt to have two of us with the
information., And smcerely hoped. we wouldn 't ’oop ofz the expedition by runnlng
into a vauch. -

. As theéy were about 'to depart and we d_uln t have any real plans as to where
to go next, I asked if we might drop a beacon of our cvn, and then tag along.
They had no objection to the beacon, but told us they 'd have to vote on our-
other request, This took a while (and caused a certain amount 01 bewildernent
among our cres), but the result was favorable.

So ve placed a Paratemporal beacon and, once again at’ ?attle Alert, folloued
bhe Ka,rres ship once around the cylinder, anti-spinward. .- .

Tha.s dlrectlon pro\red :r:oug;her than the other had been. The sh;Lp was roughly
tattered about, and somehowy K'Shen was knocked rlght out of her restraints and
bashed her head against the edge of hér desk. La.r:l.n, who had some medical
training, was first to reach her. She was unconscious and in very bad shape, and
it was as much by luck as by skill that he and the Healer between them got her |
back to Sick Bay, partly pa.tched up and into the Life Support equipment in time
to. keep her alive. It took S'E karas 16 hours to recuperate from doing the
Heéaling; and K'Shen sevéral days before she could safely be removed from the life-
support system,

. The ship itself had taken some damage, and our first priority was to start
repairs. That done, we had a look about and discovered that contrary to what
one might expect we were not back at the original start, despite having gone
once spinward and once anti-spinward, but were instead about 5 AU out frmz
a (2 star., There was a planet located at about 1 AU; presumably our goal,
There were also 8 ships present as a welcoming committee,’

e made the usual star pattern survey, set another beacon (again with their
permission)., then followed the ships in to land on the planct. I just hoped
“‘the hirher ups wouldn't think I was being too incautious; I could hardly tell
THHEH why I was reasonably certain we were in no danger. But- then, hunches are
permissable as long as they turn out all right. And if this one didn't, the
odds were agalnst my having to report back at all,.. X

After carefully explaining to the locals that it wasn t fear of them, Bt
rather of allergies to some of the local life forms which was responsible fox
our wearing light Environmental suits, I sent out a small party to talk to
them, In fact, the situation being one of those where practical rolitics suggested
the Captain. put in an appearance, I left T'Larin in charge of the ship and
went myself, along with S'Lin (as commnications expert) and K'P'Alis, And a
reasona,ble case cf the nerves...

e were gx‘eeted by.three individuals, I 1ntroduced myself by name, and one
of them, a cheerful-looking woman of maybe 4O years of age turned to one of
the men and’'held Our her hand. 'Pay up s she said.

I-Le nu_y’g:,e;ced s_omei_:hlng, and handed her a c_ouple of bills,

I introduced S'Lin and K P'Alis, which got a similar reaétldn,'then, at the
mention of the blOlO{’lS‘bS 1nterest in ua.mples of vegeta,tlon, the other man
vanlshed.

By the t:Lme we'd Figred out that he had, 1ndeed [;one a.nd not merely (?)
become 1nv:|..31ble, he was back with a wicker basket full of plant. samples, I
told Bakal illarkav she could comg out and fetch them, She did,. the man let go of
the basket, and it floated over to her, She took- it, and once inside gave the
basket (mlnus the Cuttings) to S'Pieaou sugresting he try and find the concealed
contra-{;cav u_n:Lt. "‘here wasn't onei.., -
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back into Jump for a short hop (short range Jump drive being what it is, I had
an even chance of’ coming out anywhere between 1 and 10 AU away), only to

come back out of Jump directly in range of the other ship. The odds apainst this
were extremely high; tut there it was. And every bit as pugnacious as its
fellow,too. Sigh. By this time, I had a fair suspicion of who we were dealing
with, and suggested as nuch to 8'Lin, at the computer. Anyhow, right or not it
was going to be several minutes before the ship was charged.-up for another

Jump. ; ' s ;

There was the chance ithat we had the normal space less on them, This wasn't
our war, and I had no particular desire to fet mixed up in it if it could be
avoided. So I gave orders to T'Tidou, who as Heapéns officer currently had con-
trol of the ship, to accelerate away from the' other ship at maximum speed short
of piling on several extra ¢s, on an evasion course. Iffioring the hing, they
charged after us at even hirher speed, firing and scoring a hit which didn't
cet past the shielding, I gave T'Tiaou permission to fire back at them, which
she did also scoring a hit, this one rather more serious, And so it continued,
we trying to dodge and evade, in the hopes of fendinr off this pest until the
Jump drive was operable; they charging in in an 211 out attack. Sincé we.seened
to have much better shieldin; and armament than the other ship, I don't think
any of us were taking this guite as seriously as we should have, until their
next shot not only got through the shielding, but right through the hull, dam-
aging T'Sin's cabin, and clipping his suit, et result; one compartment opened
to space, and one very dead planetologist.

Suddenly, this was not at all funny. I discovered my élawé trying tolextend
past the gloves of my suit. "Veapons officer”, I said very quietly, "I want that
ghip."” o , : o _ :

Continuing to evade, but-no longer trying to widen the gap between the two
ships, T'Tisou tried just that. Ye hit again (in fact, thanks as much or more
to T'Tiaou as to the battle computer, we never missed once), apparently doing -
more damage, and once again they hit us, This time their shot apparently hit
Just above the bulkhead between Sick Bay and the bridge, killing both the
Healer, S'E karas; and T'Larin, the X0. And T began seriously considering
use of that Wish I had brought with me from the fantasy game world to change
the point at which we had come out of Jump by several AU, thus avoiding this
character entirely. In fact I was about to do so when I realized that that
expanding ball of gas on the screen was the other ship blowing up.

So the fight was over. I could still use that Wish. I could use it now.
But..,the ficht was over, and we had taken comparatively minor casualiies. Released
from his battle station in Sick Bay, Adareth fluttered over and perched on my
shoulder. And I considered. Suppose he had been killed; myself perhaps thus
rut out of action when the crew might need me the most? Or suppose the ship
took such a pounding from a fight or one of those cylinder crossings that it
became inoperable? Or what if I were wrong about our present location, and
we got thorouphly lost? No, the situation was unpleasant, but it was not
worth using the only Iish in this part of the iultiverse, I'm sorry T'larin,

S'E karas, T'Sin. And to you, too, unknown ship -~ but you started it.

8'Lin showed me the computer's identification of our late antagonist, to at
least 98%. Sure enouch; the Earth mmpire, of a time 1200 years or so before
our departure date, during the Second BEmpire-Hegemony war., Ironic, I thought,
that T should give up first being a human, then a griffin, to wind up fighting
humans operating under the Gryphon ensign.

Knowing.vhere we vere made it possible to go home. So this time we used the
Paratemvoral drive (operated by Y'Ra) to fo forward, about 30 external years per
internal hour, making ship repairs along the way. We arrived back at the base and
were creeted with "that are you doing yvere?”
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ileanwhile, the conversation continued as local birds chirped and flapped _
around and the other signs of spring made themselves felt. It was most annoying
having to remain in the Environmmental suit, although it would have been a bit
warm for Altani out, at that., 4 very restful place, Karres; I1'd have to be care- °
ful not to forget our mission, This was, after all, a First Contact situation,
albiet a decidedly unusual one, Somewhere in the distance, someone was singing,

Yoy rasily Shouls Tearn not to bek with her”, S'Hin obssrval to the ik -
vho'd lost the bet. - ' '

iy own comment was "It must be entertaining to be a precog.” .

We spent-about 24 days on ‘the planet, learning a bit.about the local life
forms, rocks etc. but not much more about -the'Karres folk themselves than we had
at the beginning: Nor, to be fair, did we tell them much more about us, Nothing
about -Faratemporal travel, for example, K'P'Alis picked up a few mére samples
of her own; carving-sized chunks of unusual woods,” Well, it's one thing to do
in between planetfalls;I suppose..I was barely learning to play the recorder zt
the time, a somewhat more earsplitting hobby if you aren't careful where you
practice, ; ' ; . ; ' o

_ Once we had all ‘the data: we were likely %o ret on this visit, we 1ifted ship.
Star maps indicated we were within plus or minus 10,000 years and plus or minus
5000 light years of Han. :

Ye had been under way for a little over one third of the 1473 hours estimated
to reschins the cylinder under normal space drive, when we discovered just Wy
they had been so unconcerned at our placins a beacon in this system, To the
complete consternation ¢f our pPlanetologist (and everyone else, for that matter),
Karres came sailing out of its orbit, rassed us, and headed for the cylinder!

A stunned S'Lin transmitted "Goodbye,.." '

""Be seeing you" came the reply.

"And you..." I ansyéred that one myself. Someone out There is a Prisoner :fan..,

They took 6 laps antispinward and were gone,

Bventually, we reached the cylinder ourselves., Hot caring to risk the -
pounding we'd have gotten trying to copy the planet's tactics (it would probably
have shaken the ship apart), I decided to try the next stop on the route the
Karres folk had told us of, and made 15 laps spinward, at Battle Alert as usual.
There was no trouble, - : :

Uhile there was a star nearby, there were no planets this time, merely assorted
Space junk, thoever had constructed.these things Presumably wasn't using them
to commute between planetary systems. We'd spent about 11 hours taking star
Sightings and the like when two more ships arrived, this time dropping out of
Jump instead of from around the omni-present cylinder,(I kept supressing an
urce to look for a "Honolith Enterprises" label on the things. 2001 space
oddities?), Both arrivals immediately went back into Jump, one of them
emer¢ing less than one AU from us, thus piving us a good look at thenm, (Yes,
licht-speed being what it is, we actually saw the second energence first, but
I'd rather keep this in chronological order). It was apparently an armored
scout, similar in nature to the ships we normally used for exploration although
it was not of any familiar Hegemonic confipuration, nor did it have an IFF 2
beacon, Putting the ship on Battle Alert and feeding the data into the computer
to see if it had any record of this 'type of ship, we attempted to contact the
other vessel, receiving only a sequence of radar pulses in return, And the intent
of thosc seemed to be ranging rather than communications, for the other ship

promptly fired a couple of missiles at us,

There are limits., Feeling no need to hang around this unsociéble type, and at
the same time not wishing to get too far away from the cylinder, I took Starstorm
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Visions af having come back to the wrong time line fogging my weary brain,
I explained,

"Oh. You overshot, You arrived 2 yesrs afo - go back then and report in,"”

I 58S

We did so, and spent almost a year (in the crew's case) and a bit over two
(in mine) in debriefing, T'Tiaou's proven excellence in performance of her duties
earned her a promotion and transfer to the Paratemporal Arm. Fleet arranged
for S'E karas' ashes to be sent to her family association (the R'Den tend to
do everything differently from everyone else), and rave both T'Sin and T'Larin
the equivalent of military funerals, T'larin also received a postumous transfer
to Faratemporal and promotion. I'll admit I can think of better ways to be
promoted,.; ’ . -

Well, there is the (rather florid) Fleet motto:
- "lle struggle, that others micht live in ease,
e fight, that others might live in peace,
e die, that others might live,
e are the Arm,"
(411 the same, I'm sorry I didn't have two Wishes...)

~~Comrichterobteron Tuu Ira Isan

i ; ; G . G % i . ;
B T

4s you can see by the sipnature, T'Isan's been promoted a couple of times since
that particular run., I may be writing up some of the other trips as time pro-
gresses. Nicolai has been keeping notes on them, And there have been some
interesting, exotic, or just Plane ridiculous episodes, including the time one
of the Survival Experts (not X 'P'Alis) shot herself in the tail with a stunner
(fortunately it wasn't a blaster).,,

Byessses



RAMBLING RUJEQUESTIONS - an intermitient magazine batted out as the moad and
time allows hy Steve Peryin, 372 Adams St., Oakland, CA946i0. This is meant

for both ASE and TH and probably even LOC, because I'm lazy. Contents copyright
&3980 by Steve Pervin

BILL KEYES is en everconstant source of questions. Here are a couple he had on
CULTS OF BRAX : :

1. What is tho cost of Evaluate Trade Goods for Issaries Initiates? ;
This i3 actually the same skill as Evaluate Treasure, and costs the same
as Evaluate Treasure does to Lankhor Mhy Initiates.

2. Can Chalanz Arroy members attack Undead?
o, but they can defend themselves from them, since they cannot truly hurt
them, OF coursa, they have problems doing so, since they are untrained witn
WRARGHRS o o « _
Would they want to {attack undead) if they could?
Ho, but thay will defend, as above.

3, Why docsn't the Eirithe Cult sell training in Find Water and Find Cattle
Food, as & sourcc of income? The skills are free to members and so there rust
be a lot of masters around, and the skills are fairly simpie:and harmless.
Tho Cult survives becsuse it is the source of the ability to Find Water
and Caitlc Feod (among other things). It is a cult secret. They earn more
money by using the skill to find the substances for others, than selling
the treining. Rasides, barbarian cultures have little use for money, - 7 ..

AND, from RUMEQUEST II, Bill goes on to ask...

4, On learning languages, alternate systems. Method #1; Learn by spaaking to
to people whs naturally speak it. "Learn a language by spending a week at 4
houss a day, with 20 Lunars expenses.” Does the character have to know any of
thelanguagse ©2 start with?

Yes . he rust be adic to speak at’ the 31-50%, assured communication, level.
What's the Timit on ebility one can learn with this method? If thare is none,
it would cnly take 18 wosks and 360 Lunars to learn a language from scratch
to S0% (with no knowlcdge bonus), if you stayed around diplomats and the like.
This is wuch less than the cost of learning 5% from the Sages.

The 1irit is one's INT x5%. Also, a successful EXP roll has to be made each

week for the increasa to be made. Sorry we didn't bring this up in the ridles,

but no cne questioned it fromthe previous edition, so we didn't think about
it. '

Method #2: ihis is much cheaper than the Sages, takes much iess time, and can
get you almos® as ¥ar {few want to learn languages beyond 75%). Does anyone
ever-tbuy lenzuage training from the Sages?

Hemm, definitely an "Qoops." The time taken by learning from a traveler

sieuld bz twice as long as formal training. Also, the campaign referee is

responsibie for determining just how many traveling language teachers there
arz in any one area... -

ON SPIRIT .COMBAT b

A convention of play which didn’t make it into RQII is the ability to ignore
Spirit Attack. This means that a character who is attacked by a Ghost or a Shaman's
Fetch or contrclled Spirit can refuse to fight the attack. This has two effects.

1. Tz Spirit will be able to take POW from the victim without danger to itself

y and the attack will keep the victim from using any POW to make speils
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2. The victim can continue to move, attack the shaman pernaps, and otherwise
operaie physicaliy as if he was not in Spirit Combat.

This technique is particularly useful wher the only way to possibly survive
a Spirit Attack is to ki1t the person who sicced the spirit onto you.

ON SUSCEPTIBILITY TO SPELLS THROUGH MIND LINK

Page 62 of RQ II states that someone in Mind Link with a character hit with
a spell such as Demoralize is alsoc susceptible if the attack roll would ordinarily
affect him, too. There are a number of points which should be made here.
1. This also applies to spells like Befuddle and Fanaticism (which affect
the mind) but not Harmonize {which affects the body).
2. Only those characters directly in Mind Link with the victim can be affected.
Thus, A is hit with Befuddie, the Rune Priest B in Mind Link with him is a potential
victim, but the Priest's Allied Spirit is not a potential victim. Likewise,
character £, who is also in Mind Link with the Priest, is not a potential victim.
However, if character A has allied or bound spirits, they are potential victims.
Alse, if character A has summoned an elemental, it is a potential victim.
3. The Mind Link gees around any Countermagic-type protection & character mav
have, If Rune Priest B, above, had a Shield 3 up, the Befuddle would go
directly to his mind as if the Shield were not there. On the other hand,
character C, trying to Dispel the Befuddle, would not have to get past the
Shield spell, as he is already in Mind Link with B, However, if he wanted
to Dispel A's Befuddlement, and A had a Shield up, he would have to get rid
of the Shield first, since he is not in direct Mind Link with A.

MORE QUESTIONS

MARC JACOBS of Boulder,Colorado, said several nice things about RQII and
had the following questions.

5. There is no full plate body protection (in the new rules). Yet, the
fertility cultist on the cover has full plate on her body. How is this?
Artistic license or game error? X
- Neither, The plate armor on the fertility cultist does not cover the
hips and pefvis, théwefore the abdomen is not fully covered. She is
wearing a cuirboilli skirt, however.

6. Two weapon rules are also very nice. Could a person with high strength use
two battle axes? I think not. In addition to 1.5 DEX, 1.5 STR should be
necessary, Twin battle axes would require STR 20, DEX 14. This isn't unreasonable,
is it?
- Yes, it is unreasonable. A shield is going toc be heavier than an axe.
As: long as the character can 1ift one axe, he can 1ift two, but his
DEX has to be high to use both.

7. On previous Experience, where did the Noble section go?

- We decided it would be much easier if the Noble either became a Mercenary,
which can be interpreted to mean service in a national army, or Jjust
bought whatever training he needed. Unfortunately, this was not made
explicit.
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ON THE SUBJECT OF PREVIOUS EXPERIENCE...

Grea Stafford rewrcte wy oviginail draft., In the process, he dropped the
necessary roil to become a mercenary. Add 311 seven characteristics tegether
and try to make that number or less on D100. This is fairly easy for most
characters {(a totally average character would need to have 73.5 or less rolled
on DI0O) but it can trip up the best characters around. . :

Oh yes, I managed to leave cut dragoons {which are common 1in the Lunar
Empire} in the list of possibiz mercenary companies. Those of you setting up
your own charts should take this possibility into account. 2iding Sk}11s
would be in the 30% range, I imagine, but the other skills would be 1ike
Infantry, not Cavalry.

CORRECTION FOR MULTIMISSILE

Does ‘evervone rezlize that a multimissile cannoil impale, but can critical?
We let this correction slip by us. Sorvy.

WAYNE SHAW asks; )
7. What-happendd to Sense Ambush and Set Ambush? ]
- We rapidly found that the abiiity to Sense Ambush negated any benefit )
at all from Set Awmbush. Spot_fing Hidden and Traps covers the situation
quite well, and Hiding and Camcuflage serve for setting ambushes.

8. Except for cost, I see no reason why anycnie would use a battle axe when 2
bastard sword is available under the new rules.

- Because the battle axe does a minimum of three points of damage, and
has the same average damage,

Why use Great Axe with Military Fiail around?

- Greataxe is cheaper to buy and learn, has less encumbrance, and is a
lot more appropriate for an Earth cultist. In exchange, the Military
Flail has a quicker strike vahk. Take your pick.

Having been interested in crossbows for a long time, and having helped
reconstruct and fire crossbows based on historical plans, I can state that the
heavier a crossbow, the shorter its range, as in RQI, not longer as in RQ II.
Add I might suggest that the arbalest had both greater encumbrance (the one we
built was a manifest pain to carry) and slightly less hitting power than
indicated ~- 2D8+2 perhaps.

- At this point, my inclination is to lock Wayne and John Sapienza in @
large hall, armed with crossbows, and see which one comes ocut, I have
aiso been catching flack (from John and some of my co-authors) on the
reload speeds, with the statement that an arbalest's winch mechanism
is actually faster than the clawfoot of a heavy crossbow. You ail can
play crossbows anyway you like; unlike melee weaponry, missile weapons
are not an area of my expertise, and every time 1 Tisten to an expert
I get a different story. '

9. The Power gain roll was set up in slightly confusing manner. ON page 34 it
1ists power gain as 20 - current power." Somewhere in the section on Rume Magic,
it mentions it as “"species max - current power."
- Apother missed correction. It should be Species Max. You can account
for confusion with exotics by simply adding 4 to whatever the species
maximum may be for all Shamans'and Priests' power gain rolis.
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As an aside, it mignt bz interesting to alter the reguirements for
Priasthood to requiring the candidaie to have a POW equal o his maximum dige
roll. Thus, a creature with a POW of 4D6 would have te have 3 POW of 24 to become
a Priest. This has not been playtesied in any way...

10. Why were the skills incrsase potions eliminated?
- Because we could rationalize no basis for them. I Tought for Characteristic
Increase potions, but was voted down.

11. If Vampires no longer have any true power of their own, does this mean that
Vampire Rune Mages can no lcnger sacrifice for Runme Magic? Or does it mean that
as soon as they absorb enough peints to put tham over 18 that they can go out
and sacrifice those points? If so, do these points then return to the victim?
One version would seem to make the siate somewhat useless to Rune Mages; the
cther makes them teo powerful. _
- They can sacrifice for Rune Magic., The POW does not return to the victim,

who get his POW back in the normal fashion. Yes, this does lead to

Vampire Rune Priests who hold stocks of prisconers ready for draining

of POM when the Priest needs 2 spell, Fortunately, Vampires are

rare, .

12, The "Crush" makes Giants, Trolls and other sirong buldgson users totatly
unreascnable.
« I wouldn'’t know, I've never triéd te reason with a Giant or Trell.
Seriously, it was intended to make them unreasonable, as they should
be,

13. In a fixed hit point system, is & geomeiric increase in falling damage
really necessary? '
- Probabiy not: THis was a compromise between twe of my co-authors.
However, this is my column, and I say you can just add one D6 per
3 metars.
Secondly, the fall from a horse seems a bit extreme. Considering that under
these rules an unarmored target falling from & horse almost always breaks
something. Cary Martin, who has fallen from a horse many times, has his
doubts.
- Having fallen from some horses myseif, I have to agree with Cary. dJust
use the damage shown for a surprised rider who blows & “luck roll.”

14, Why was the humanoid individualizer removed?
- We never used it and had more interesting things to fill up the space.

Back in June of '79 Carl Stevens asked some questions RQII didn't
answer {(and I didn't anser them either. Sorry, Carl}

15, George, benefitting from a Shimmer spell (increasing his DEF from 10%
to 20%) is attacked by an orc with a 40% attack, misses his parry, but the orc
also effectively misses with a 27. The Shimmer spell caused the miss - does George
roll for DEF increase?
~ He probably shouldn't, but it depends on how close a watch you are keeping
on things. You could also say the Shimmer spell wouldn't have helped
if it wasn't for his Defense. Go ahead and let him roll for it...
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16, George later hits his only time with his dagger with Bladesharp Z on it wWith
a vroil of 56, His aormal atfack it only G60%. Doss George get a roll for
experience with the dagger.

- Sure, but you might be picky and make nim rell the EXP on the basis of
hie increased attack {70%) instead of his normal one...

17, George successfully rolls for moving sileniiy and climbing in combination -~
does he get experience volls in both areas?
- Absolutely

18. Which has precedence, abilities or magic? Example: George casts Dullblade 1
on his opponent‘'s blade {George has & Defense of 10%, remember). His opponent,
who has a normal attack of 70%, misses with a 66. To wnat is this miss attributed,
magic or Defense?
- The Magic reduced the normal attack to €5% before the Defense even came
into action, so there is no DEF roll.

19. Does a character roli for increased DEF at the end of each adventure, or
immediately afger each successful usage?
- After each adventure.

20. Do Rune Briests receive the same Divine Protection as Rume Lords do? It
doesn‘t sav so in the rules, but it would seem to follow,
- As written, Rune Priests do not receive that protection. It is certainly
a legitmate variance, however.

Simen Thompson of England sent a mase of questions, many of which were
answered in RQ II. HOwever, I will take en a few of them...

21. Can two natural weapens (e.g., two claws} strike together, on the same strike
rank?
~ They can now. This is stated in RQII, but I bring it up here for those
of you who haven't seen the new edition. This was done ©o compensate the
creatures who cannot parry because they have enly naturall weapons.
While the adventurer is cutting off one paw with his parry, the critter
can take off his head with the other paw.

22, 1s Set Traps a skill distinctly different from Disarm Traps, or are tney
the same skill?
- The same skill.

Bi11 Keyes alsc did a monumental "review" of RUNEQUEST which went into ASE.
It included & series of statements and questions, and I shall attempt to answer
~ those questions of general use to players everywhere.

23, (P.9) Maximum and Minimum Characteristics; can you drop your POW below 3 (to 2)
while casting spells?
- yes, since the loss in cnly temporary.
If vour POW were down to 3 from casting spells could you sacrifice 1 point
permanently, leaving your POW at 2, to use a RUNE Spell Matrix?
- Yes, since again, the other POW Toss is temporary. Besides, the Rune
Spﬁ%? Matrix is strictiy a part of the Pavis Campaign, and isn't in the
rules.
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24, (P.16) Bill has a long question which basically poinis out that z long-
hafted weapon may not have a cutling edge, but ceuld conceivably break another
weapon through sheer momentum. &lsc, therrules say nothing about whether &
medium or short hafted axe/mace/whatever could brezak another weapon.

- 1 would give a chance for knocking a weapon oul of the hand¢ of the
parrying person, perhaps by rolling the damage done, then comparing
the total against the STR of the parrier and roliing on the Magic
Resistance Table. Some sort of chance of the head of a medium or
short hafted weapon hitting a parrying weapoh is probably reasonable,
though I prefer not to worry about it, Assume a 1/3 chance for shori-
hafted and & 1/6 chaoce for medium hafted.

25. (P.16) If a person fires an arrcw at SR 12, and at declaration for the next
round declares his intent tc throw a disruption spell, does he add 5 SR to
his usual spell SP, for having teo shift from the bow?

- Yesy because he wasn't speil ready.

if he fires an arrow at SR 1 and then tries to cast a Disruption spell,
does he have to add 5 SR.

- Yas, for the same reason.

26. {P.18) Bi1} has toc lomg a question to answer here. FOr those of you whe

can look back to those questions, Bill is correct. A charzcter can only tske so

many points to his arm or leg, bet further damsge wilt continue o add to the loss o7
Hit Points, eventually killing the character even though the 1imb was never
Functionally Incapacitated nor severed.

27. (P.29) The book says that some forms of armor protect more than cne hit
location. “These types can, as a rule, be overlapped. Thus, onz can wear both
a chainmail hauberk and chainmail traws," If so, then how many points of armer
does the abdomen have, 5 or 107
- Basically, 10. This shouid not be allowed except in games wiere ENC
is being played. ,In the case of chaimnmail, this would alsc increase the
oroblems with moving quietly.

28. {P.36) Dullblade Speit. If you cast Duliblade on a foe's weapon do you
have to overcome the foe's POW?
- No
I¥ there is a Spirit in the blade, do ycu have to overcome the POW of the
spirit alone or both the POWs of the spirii and the holder?
- Just the spirit
If you succeed in casting Duliblade ! on a sword, the foe cannot put Firebiade
on that sword becauss the two speils are incompatible. Can the foe cast Bladesnarp
on the sword?
- Yes
Does the Dullblade cance: 1 point of the Bladesharp?
- Yes, and (to answer another question) does not need to overcome resistance.
And to answer some others, & Power Enchancing Crystal willinotl increase a
Bladesharp to Bladesharp 3 to cvercome & Dullblade. If a Dullblade causes
a damage vesult of -1 {or less}, the result is zeroc.

29. (P. 38) Firearrow SPell.
- The spell fires the arrow as it leaves the bow. It works on Javelins
as they leave the hand, etc.
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(P.38) Fireblade Spell.
- Fireblade works on edged or pointsd weapons., It wil) not work on a
flangsd mace. Yss, the weapon is hot.

(P.38) Harmonize Spell.

- Yes, if the cester is other than humanoid, ke can harmonize something
eise the same shape, 30 & dog-shapsd Aliied Spirit could Harmonize a
horse, etc. A Spirit without shape or sealed inwan item such as a sword
cannot Rarmonize anything because it has no shape to "slave" the
target to. Yes, we intended to drop the D6 damage.

(P.39} Lightwall.
- Yes, Lighitwall can be mulded just like 3 Darkwall,

(P.40) Vigor.
- Yes; we intended tc drop the D56 damage from Vigor, ico. We compensated
by making it incompatible with Strength.

{F.41) Bound Spirits.

- Bound Spirits nc longer throw any spells, ever to help themsslves., A
Spirit bound into an iiem, or esven bound inte an animal, cannot sense
the POW of spirits around them. There is some evidence that Spirits
Tike the Fetches and Controiled Spirits of a Shaman can actually be
seen in a good Tight, and if they want to make themmwselves visibie.

It's part of the aura which makes a Shaman so distinctive, Ghosts who
have been around for awhile tend fc become visible in a shadowy fashion,
too.

(P.42) Shaman Death.

- The bound spirits of a Shaman wait to see if he can resurrect himself,
because he knows how to maintain contact with thewm in the Spirit World.
Bound and Coatrolled Spirits. however, camnot be calied upon to supply
the PCW to heal the body back to positive hit points, though they can
be called upon once the body is alive again. If the Shaman has lost all
his stored "control power® in the resurrection attempt, the Controiled
Spirits go away. '

(P. 59} Rure Priest Leave of Absence. _ -
- A Rune Priest on leave can use spells he has sacrificed for and regain
them as usual. He cannot gain any more spells, however.

(P. 80) Elves
- The E1f Bow has ten hit points.

(P. 83) HWarhorses
- Warhorses have a natural fighting ability of 25% when fighting on their
own. However, they start at 5% in using these abilities in coordination
with a rider. Serry, we didn't make this &lear in the description.

tP. 77) Dragor Snails.
.~ A Dragon Spail has a number of Chaot

ic Features equal to the roll of a
Power Increase Roll {01-10 = 3, 11~40

= 2, etc.) with 96-0C = 9
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39. {P.86) Skzletons
~ Like Zombiazs
otiher biows
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42. {P.1GE} Dizease
- CGN volls for resisiance
2 =3 "

gr poisen, always uwie the Hit Peinls, becsuse bedy size can
hzvz 2 lobt io do with abiti%y in absord ascison damege, and the old wound
damage Trauma siel P

£ight pages is my Timif, so 0'17 Buve fo take on other questions some
otner Time.

ROTE OF THAHKS

There are 3 lou sf you tha second issue of

¢ ocut dhere @ !
RUNEQUEST, and the game in gengral. ioTwasur . ThHamy you ald, we could never
have done it withoutl you. In particyl John S&Liex?a Mark Chilanskas, Mark
Swanson, Dan Pierson, Rudy Hrafs, DI11 Hoyes, and wnole Tist of peopie whise
names appear on the second page of ROTI, and bunch we left out acoidentally,
have besn =“vaivaLaL, ané we hope you've vained ae much fromihe final resulss.

as you put into thew.
FUTURE NOTES
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‘SUPERHERO 44 - ERRATTA e . 1
O"f . . v o 2
. Pt Sl e ‘lavme Shaw
n the @rlntlng of our modified ! uﬁ houge rules two issues ago,

there were some errors and omnisions. This was largledv the result of
nublicetion without being nrettied un for the nuﬁllc eve, as those wnart-
1culer rules were »rimarily designed to be read bv the meonle in our cam-
nalgns, who largelv understood the general svetem, and just needed the =mzrz
snecifics dovm in Fromt of them. As a consequence, a2 few corrections and

additions ,are necessarv.
COI"3AT RULES

Charactefristic noints for various tvnes should read 2“5 for errﬂeﬂscn.
Also, there are some minimum characteristics for each of the different :
twwes. Toolmasters just nut at leest 20 moints in 'entalitv, as Uniques
ﬁust in Ego, and Ubermepscn must in Vlvor, Staﬂlpa, Encéurance and Dex er-

t:‘-" » ;

There is elso an ontional tvne available called the Snecialist. A

Snecislist recieves 175 moints en€ may choose apilitiegs from either

the Unicue or Ubermensch ligis. He must have at least 40% of his wmoints
in Ubernensch abilities. The Hnlave abilites rust 2lso he of a non-

offenaive or wealk offensive sort. Ixarmles of these are flvln suner-
swimming, telemathy, or demage augument. A Snecialist receives 50
nower noints. Ther nust nut at 1east 10 moints in Vigoy, Staemina, End-
urance, 2eo, and Dexterity. They do not recieve the Ubermensch mnelee

or misgssle evagioh bonuses.

In melee combat involving nhrsical weanons (a8 compared_ to force . «
blades, infradaggers, touch veapons, lightsabers etcp??staqlna adds -
lishtly to attack and defense. The formula for Ceterm1mlnﬁ thls 15:

STE~20)1/5 Dexterity. _ -

Transformation odification Laﬁle(ﬁddlmjoh) Fumans with sufficient
modification to make them normally immosgible to disguige so a8 to be
able to.blend into a crowd will recieve a modification of +1 vs., trans-
for+atlon a%% acks.

air ‘lalkineg: Air¥alting allows the character to move at his =round
goeed In the zir.

(Sorry ‘about thats .Slight fold in the stencil).
Tnerzv P;djéd%ioﬁ(bor;gdtion)z Range as. twice handgumn.

Tnergv mrojection(Surst)(Addition): Each nulse in an energy burst
¢oes one ?1¢th§ the totel bitrength of the power, and 105 of nulses '
will hit the target.

InvulﬂerahllltVCLljlued)(Aadltlom): For each mXx=ztwo —luses over
three, 2 BIR¥+1 transformation defense is recelved.

?uilt—InXLife Snnnort(00nnlete)(%d@ltlon) If this power is taken
in conjuetion with flight, the ability 1o ?lv faster than light out81de
atmosnhere is 2lso recieved. :

Suﬁersw1 mln"(Addlulon) If 20 or more woints of this 2bility. 1s
nurchased, the character recieves the avilitvy to breath water.

Variable Powers(Clarification): 'fhen a ziven varisble nower is in
oneration it contains all +the noints in the varlaale nower{i.e. in nor-
nal cireumstances, 211 50). Alsc note thet under swnecial circumstancesi
this nower csn bhe combined with others.



iulti-Amlication Powers(Clarification): Lach nower mav have gs many
noints 2omlied to it as is desireable.

HBRXEN KA BB R XX EHXREREFLizht (Addition) « If flisht is accommlished
by node of actual wings, the nossesor is considered to to a2lso have
half the wointg in Aerobatics.

Vehicle Oneration{Correction): Treat sinilar to Acrobatics.,

The Jaernenscn Lean{iddition): The lean mav be done in addition

to movement if an Acrobhatics roll is made.

: -The Zduinement Ontion(Uniques) (Correctiohn); Points nut into eaquine-
ment are at 1.5 value.

Stanina Joost(Addition): 4 total Stamina of 65 will zllow the ecuive-
lent o7 the Uhermensch Lean. JTach additionsl 5 Stamina will add 2" of
horizontal movement and 1" of wverticel. It will take one move to cover
the distence for each 20" horizontal or 10" verticle or mnart there of.
“ote that-unlilte the trained leaver, this way not be done in addition
tTo a move.

Toolmaster Standard 'leamons{Correcgion): Double the ranges on the
grenade launcher and missle w»rojector.

FE'! ARILITTI IS

Self-fultinlication: For each 10 nmoints of nower, the character
mav nroduce zmxXone additional self. Anv.eduinement rmust be bought: .
in sufficient quantitv if it is desired to be carried. If one of the
selves is killed in s wermanant Teshion, there is 2 one in N chance
that all die, Y.equalling the number of bodies currently svolit off.
Otherwise the Vl@Of/ ndurance conditions sre averased when they remerge.

Fumuer The ability to shutﬁ]e beck and f0“th in time wnroducing tem»- .
orarv extre selves. The number wroduced is 1DN where M equals twice the
number of 10 moint units of the nower. These forms nay onlv stay active
for a nmaxinum of three nelee turns, and then must not be recreated Tor
three "elee turns. Ditkat wermant destrucigion as for Self-iultinlicstion.
Tnli%e Self-Iultinliication, however, thev need not decarry dunlicate.
ecuinenent, and when remersed, thev have the lowest damage in the set.

Sense of .Percention: Allows the direct nmercention of matter and
texture in a 360 devree arc. 5" radius »ner 5 moints.

Damage Auzument: Allows the sugumentation of melee damassge by .10/10
for 10 moints.

Nattery Ootion: Useable with anv other Unique nower. Jlakes a well
of moints equal +o .the noints invested times ten avallable. After these
are used, no more use of the nower can vYe made until some of the noints
have regenerated. Any eamount within the range, including the maximum
in the well may be used at once. The well will regenerate 1% of its noints
ner nelee round. : s

Tnergv ianioulation: Por reach: den noints, 10 nmoints of energy
may be controlled and moved. Tor exammle, and energy bolt may be "caught”
and throvn haclt 2t the same or a different foe. ¥



]

Regeneration: If the regeneration onlv un to the point of deatin,
costs 10 noints Tor each 5 moints of Vigor and Endurance recenerazted mer
melee round. IF this will onerate mast the noint of death, double the
cost.

Conversion Zeam: Requires a missle followed by iransformation attecl,
standard range as handsun times two. Causes an exmlosion doing 10/10 anc
effectinz 1" dianeter. ner 10 noints.

Frecognition: An ability havinez verious effects denendins on the.
nuitber of moints invested: ’

10 -1 on surnrise. ' : wm

20; -1 on surnrise, Danger Semse(Roll of 7 or better on 2D¢ neeced)
'mow thot danger is about and can effect vou in sone wav,

30: Surorise -2, Danger 3ense(as above), See irmediate fature(onlv
what will hemmen--not the outcome.)

140; Surorise -2, Danger Sense(As sbove, but onlv z § is needed),
See Irmediate Future, Predict Attacks( ske a trensformation against
each attack or senerste dbullet or nulse. Asainst missle, evades
cormletely, agsinst melee, adds 20 to defense.

505 Surnrise -3, Danzer Sense(as sbove), see immediate future(is
above), Predigt Attacks(hs above, but +30 on mélee cdefense.) .

60; Sunrise -3, Danger Sense(As above bui only five needed), See
Innediate Future(as sbove), Fredict Attacks(4s above, dbut -1 on trens.
versus missles.) _ .

URERIBN3CH

3L

Difficult to Surprise: For each 10 points redugces chance of sur--

«Drise bv ~1. %

-

injutsu: For each 10 wmoints, increases the chence of surnrisineg an
onnonent Hv +1.

TOOLI"A3TERS

lutofire outnut increase: For each 10 noints increzses the die sigze
rolled for bursts bv one. For exammle, 10 noints increases it to 2 D,
20 moints to a Din, etc.

Increased Fenetration and/or acceuracy: -1 ner 10 noints.

Also note that such things as Tower Holsters(no drawins snd firing
meneltv), and related equinement usuallv cost sbout 10 noints.

NT' DISANILITIES

DOWeR SHUTROWH from material: 30 noints. Causes the mowers not +to
onerate in the immediate proximity or against a given substance.

Poisoning: 20 voints. 4 narticular material causes 5 noints of . _
wnduresnce and Stamine loss every uelee round is in the immediste vacinity
of the character. After four melee rounds, it 2lso starts doing 5 Vigor.

“ote: bothe of the disabilities above are frecuently combined into
the so-callled "Irvtonite Crock". The meterial should at least be of some-
thing accessable to the criminal ponulace, and theoretically somethine that
can be encountered accidentlwv. .
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Tine Tinit: For, thosg on +he —hase gvsten, reac Tne c}ﬁ@ \i. % L
"eoch round less thast 21.7 . ' e - o

Losg of Towers in Sunlisht/rotnl Dar’ness: For 50 loss, 10 Hoinis,
for total, 20.

Tersertersan~) 20 .=oinits. This T*ves 2 55 curulative chenon of
~oinz beserk in a2 combai situation, droming 5% mer round vhen out ot
comnat. If the character <oes ‘ese““, he will sttac™ evervone in sisht,
friend or foe, until disabled, or until thev are 21l dead.

Fermananey of Condition: Fop cer»a;n in onvenients novers, such ag size
1nc;ease, or Densitv Incresse, gives MHolnts Ior Vein~ 2 nmeriensnt conc-

+ion rather than an z2bhility ha, can e swighed on and off. 5 mnoints
ﬁer 15 of -over,
Trmedirte ffect fron Drucs: 22king immediate effect frow: ~eses,
nercv dulleis, ete., instead of the one round delzvs 10 —oints.

THilenwsv(or ecuivelent): 10 moints mer 5% chance ner round of siress.

Direct tronsmission from characteristics »Hoints: 5 moints er ,
moinss. "ote that this ClSaJl?le may not e used by anvone with Visor/
nturance oost.

Arreghl Forgot one new Ubernensch abilityr:

"lea’mess Detection: For each 20 noints recuires one nelee rounc of
exanination of the tar~et. The next strike%ﬁjs sle on the tarset from
the caapacter will do double denage. 40 noints Leculres two rounds 2nd
will do Llﬁle, ete., : :

Frm. That seens to be it. A« lons as I've ~ot half a »are 18f%,
I naw oz well nee a fev-cofments... - - :

1
4

TICOLAI: Re nLneﬂ in S»nace; which of those shins are usually used as
exnlorers?  .halt are the crew cormlinents? Thexmininun oneratin~ crews?
Also, vou mi~ht consider t_;ﬁleulnf the G-agccelerations_ into SOPetﬂlW"

2 1i%tle nore meanin~fnl Yo thoge of us notablyv lacking in »hwsics

Also, thonth I realize vou vere tTrving to e coimlete, vhere sone
of the science varients rezlls “eces,arV.a Just to give Two exarmles,
the line of cdenaration bHetween the iocheniist cnd the molecular biolorsisdt,
anc the »nlznetolo7ist »nd seoohwsicist are hard evog@n to find in the rezl
worlc, let alone in 2 z=ane coniext. Cne also tends %o wonder at the useful-
ness of sone of the 8%ills in o =ame context.

ﬂEG?G” COLI: I Ffound "nwr essa; on reality cov$ﬁructlon extrenely

nter%s ing., I had once thoumat ahou’ the desim of a zane oF i

Crosstise ftes®,” 1 ; finallw decided the variables were %00 coimlex to

yr svstenized. ow I De~in to woncler. XKEXOne thin~ vou seeir to ignore,
however. ,élnost all the Fiction on the subject seens %o immlg that in »oth
Shadow and Paratime . the teimoralv "nearer" world tend to resemble each
other nore uhh“ those farther sway. Souetines thev're alnost indestinmuish-
able. BSo vhen makinz short side trins, there should be modifiers so shet
chonge tends to damr out. How to irmlinent this, however, besats the hell
out of M.

~a¥s I home I exnl-inel “he movers Hagsihlv,
iw commlinents, » the v, 1I7can never. renemer vhso
other meonle that well in ox “ction renort, even with notes

L ]
sav, that vins o2n interestin~ aowe. nd it ov He David's last action
in this »lemm to ~o Mac™ znd free that individusl at Juwm 0ff...



'UT I THOUGHT THIS ¥AS AIL & DREAM #3

-3

3rouzht to yagﬁnﬂce"abaln by Deanna Sue ihite who resides.at 910 Liast
lmaerﬂal Avé,, Apt 2, £l Segundo, CA,,90205. .Home phone is {(213)
322-u004 and v@rk phone is (213) 322 0297. ' :

incidentally, if ahyone is interested, the Skyfolk on the cover is

not Adena. It is Shurinna and the cute beastﬂe she is flying with

is called a Flarma (or lothsprite). _
"TH the last few issues of TLOC, I have been presenting the history

of some of the folks of Mistigar. This issue I will continue the past

wiith the history of the “?yfolk 50 ‘tune the harp and piper nlay,

let the bard sing 6f another day. )

TIE SﬁYFOLK

Encompassing all we know is the Universal Pattern. Just as a
chawq A conmo%ed of links; so, too, is the Universal Pattern made up
of many. 1aller patterns. Massive and complex heyond all thought, it
fezleCLu the eternal dance of the galaxles the birth and death of -
countless stars, the worlds that spin around them, the symphony of -
1life on some of those worlds, the molecules that make up that life and
where it goes from there, only the Mistress knows.

.. Lt wag: +he vho created Mistizar and brought the manw -oTL there
to. dwell. in Her intended paradise.

" The Skyfolk know that Mistigar is not thewr world of origin.
sefore ITistizar, they dwelled on a world with a dying sun called
Piltartinlas. . The Mastress came and spoke to them and her words were
life. “heJ, and several species of the world, accepted her offer and
LOllO““d the. Vattern to its center.

Prom the beg1nn1n0, the Skyfolk llved in the mountains 1orth of
fharzen, dwelling in a large crater among towering peaks that touched
the sky,, It was called Til Teilath, Skyhome, and it was the oldest
and greatest of the .skycities,

ihey vere a paSSlVE folk in nature and thelr interaction with the
Polk of Tézin, the Mountain Folk and.the Forest Folk was rare, but not
unknown. - Light-hearted children of - the air and sunlight they vere
thouzht to be by those who did not know them. But soon stories filtered
through the Three Peoples; stories that suggested the winged children
were not as they seemed, 7=

.. Tales. were told around the campfire of some individuals wanderwﬂﬂ'-
lost in the forest or. sorely wounded through some accident and how
they had received guidance or healing from the ones whose wings were .
the color of the sun, Many times the mageking tried +o. establish .some
closer..comaunication between the Skyfolk and his folk to no. avail,
Either  the ,kylolk did not understand or did not wish to form a closer
alliance with the folk of the ground.

So the Three Peoples left the winged children alone and unh1ndered.
Jhe; became objects of nystery and speculation, and many. vere the old:;
wrive's-tales -and children's fancies about: the -powers given -the holder

of one of. their =olden feathers.
‘The Skyfolk kept to "themselves having little need for anything thei

Three Peoples had. They grew their food .in the basin and lived.in

large, open caves set in tiers all along the steep sides of the crater,

‘fhey vrere a simple folk.who loved their freedom and cherished the. onenu

ness of “the sky. Here they did not need to migrate.- -awvay from the

devastating storms that scoured thé surface of their’'old world, ?hey
page 1



could rly Tor as long as the winds and their wings would hold them.

Yet in the distance, clouds gathered and the elders among the
Skyfolk realized that the storm brewing on the horizon was one they
could not wurn alone. Lizghtning struck and the Forest Folk, with orie
voice, cried out in pain and died from some hell-spavmed fever.

The Skyfolk sought to help, but even their powers were insignifi-
cant against the awesome LEvil that had sent the plague.

Ligzhtning lanced through the heavens again and this time hit
Sharzen. Throu*ﬂouu the long night, the Skyfolk watched as Iptanarras
1zid vaste to the enchanted city of-gem-topped towers.,

Heartsick and helpless, they saw the forest burn beneath the
drazon's Tfiery breath and heard laughter in the thunder.

For many years the Skyfolk did not wenture far from Skyhome.
Fearing to meet with some mishap as their fellows had, they watched
and guarded themselves as best they could.

Then, & strange thing occured. The clouds which had, up until
then, been Srowing ceased and began dwindling in the ethereal breezes,

High Xing Kavineth. sent flyers to Artaa, the other continent, to
see what had happened. r They found the five cities of the Race of Mag-
icians destroyed and surrounded by -wide rings of desolation; the race
scattered to the four winds and living in terror of some nameless Dark
One. But of the Evil itself, they saw no sign..

The Skyfolk sighed and returned to Skyhome fervent in their desire
to remain aloof and untouched by the world's evil. Like children they

ignored the warnings until it was almost too late.

It was not until the reign of Mephtana that the 51cns became too
harsh to ignore any longer. . During the years before he became High .
¥ing, the Skyfolk discoveredpa few of the Forest Folk that had made. it :
to the Haven in Tual-Fey and survived. They were a folk deep in shock
and bharely existing among the blackened remains of their. once mag-
nificent city. -

The Skyfolk watched over and alded them.untll the Forest Folk
were able to leave the past behind and look with hope to the future.

. The Folk »f Té€zin, those who escaped Sharzen, had fled to the
plains below and become farmers. . From & once noble people, they had
Tallen to the state of peasants; losing even the knowledge of their

zift the idistress had given them. '

Like a fragile bubble, peace existed till.-it was shattered by the
half-familiar cry of pain and anger. A new folk, the goblins, had
risen .and found the Children of Tézin easy prey. Iven the Forest Folk
were tried by this new threat, but the taste of arrows were not to
the goblin's liking and they avoided the forest and its folk.

Meanwhile, on . Aprtaa, the scattered remains of the Race of Mag-
icians had gathered together and raised new cities. True to their _
nature, wars broke out between the cities .and in dl sgust, the Skyfolk
left the Race of Magicians alone. &

Mephtana decided that if the Skyfolk were to remain alive, they
could not stay passive any longer. That which the Race of Magicians
had called had been dormant for a long time-- perhaps gaining power-=<
and in order to maintain the balance, the Skyfolk would have to active-
1y oppose Him.

He called a gathering of all those with Power to be held in
TeLeira ko Trisken, the Heart of Knowledge, deep within Skyhome. There,
in a large cavern whose floor and walls were a tracery of grey basalt
and black obsidian, the Skyfolk gathered around Menhtana

pane 2



He stood solemnly in the center. Beside him, a large emerald
with "olﬁpn filaments in its heart czat glowing within a golden pedes-
tal. The filaments were swirling around and casting a green-zold light
that danced amonz the Skyfolk, bathing them in a11en hues as thEJ

vaited for Mebhtana to speak, 1t played with the grey and black pattern
on the walls and, from the ceiling, green-gold stars winked in and out
as crystals cauxht the light and cast it back to its source.

The gem was T.Tastar ule<Kateer, the CGreen-Gold Cem, and within
1t was all the knowledge and Tower every elder had gathered before
opting for Last Flight. It contained the history of the tkyfolk hack
to the first High Queen Ahlana. 014 it was, older than .istigar, for
it had been a 3ift from the :listress.

While the Tkyfolk listened, Mephtana outlined his plan. Mirst he
snoke of starting two new skycities on Artaa, They were to be called
TileLeira, Skyheart, and Til-Dalma, Skyhaven.

Then, once the cities were eshtablished, Adena, firstborn amone
the Skyfolk with pure gold-colored wings, would go to Artaa and begin
helping the Race of Magicians.

It seened 2 simple enough plan at the time and the Skyfolk,
already feeling the effects of being mentally overcrowded, wvere only
too eager to huild the two new cities. However, Adena, daughter to
flepntana, Inew him well enough to guess that there were ulterior motives
to his plan.

"Why?" “he asked him after the gathering.

He suiled gently. "The Race of llagicians now know war, you shall
teach them peace."”

"I ? I{o‘.‘.’? 1%

"3y being what you are.”

S0 Adena went to Artaa and used her Power to help those in Need.
She called herself Artatha and out of gratitude for her timely inter-
ventions, the Race of Magicians began raising temples in her name, The
viorship of Artatha, the Goddess of Healing, Life and Peace, spread like
wildfire and soon she became the most revered god in the new pantheon.

Mephtana's ultimate plan was soon fully realized. The Lkyfolk,
now able to Tly safely over the lands held by the Race of Magicians--
for vho would dare shoot down the children of a god-- dwelt within
the temples and, in addition to healing the populace, kept an eye on
THAT's acﬁ1v1ules

A1l was in equilibrium during Mephtana's reigh, He served his
fifty years and then stepped down to allow his daughter to take up her
responsibility.

Thus it was under the leadership of Adena that the Mistress re=
turned and called upon the Skyfolk for an aligning. They chose the
side of Light and tozether with the Forest Folk and those from off-
world, they continue to maintain the balance.

The bard's words faded off into the distance and I could have sworn
I still heard the last notes of both harp and pipe echoing in the
stillness of the room. Then I turned over in bed and discovered
that i+t had been no mere dream. . .

Well, 1'11 just put this feather along with my other souvenirs.
3y next 155ue I should have the history of the Forest Folk and the
Race of llagicians done. Unfortunately, I've been holding back on the
Forest Tolk because its so sad. *sigh¥®

Farewell until next issue!



