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DEDICATION

This volume of the Arduin Grimofre has undergone a long and involved evolution, W
mumf-mmmofp red man-hours by a couple of dozen truly dedicated f
tasy role playing gamers and myself. The Arduinian multiverse has been rocked to its ve
cosmic core by revolutfons, wars, assassinations, royal marri » and the nearly comp
utter entropic destructfon of the entirety of it all in one cataclysmic
utter evil and everyone/thing else that wanted to survive! It has been a year
on both for Hmﬁ‘ls. and for the multiverse within which T
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‘have all undergone a truly amazing trans tion, and have
it change is constant 1

formation, and h y
on 1 in reality and in Arduinfan
Walmdﬁ&.u.ﬂumw ' neyes

sincere and humble thanks

2831
1d3gt,

L
3 =

e

4 |
s
g

1
FiH

i

PLEASE NOTE: The TABLE OF CONTENTS is at the back of the book.
FORWARD

This volume of the Grimoire is a mixed bag of magik and rules interpretations, fine art and
mystic artifacts, and just a small bit of madness. It is the result of a year's hard labour,
and a work that will complement Volume I very nicely. This volume was to be the last, and
if it indeed is that, then you, the readers, will know that you have all of the information
you'll ever need in this book and the first. If, however, public demand requires that a
third volume be penned, well, you can rest assured that I will fill it with things undreamed
of and most wondrous to behold. I can draw from over a thousand spells, over three hundred
monsters, over a thousand magikal artifacts and weapons, and much, much more.

So whatever happens, rest assured that | will be around for years to come with, if not another
volume of the Grimoire, then several new games I already have on the drawing board, more card
sets, and perhaps a fantasy novel or two. You've been an apprecfative public, and many of
you have become pen pals and friends. Thanks for it all.

DAVID A. HARGRAVE

ATT of the beautiful art fn this book fs the work of Brad Schenk, a.K.s. Momo. This fs one
artist you'll be hearing from in the future for sure/ Thanks, Brad. ( Except For a couple
of late entrys by our origeanal artist Erol Otus )



NOTES ON CHARACTER FUNCTIONS, CAPABILITIES, AND CHARACTERISTICS

TRUE STRENGTH FUNCTION CHART 2

Door Opening Ability Attack Damage Crapple Carry PBreck Wall Ome Rend

Constitution pl an important part in determining the hit point value of a character.
Strangth by Hand  W/Crowbar + or - + or - (hawe Weight Ability Weapon Use

Essentially, the higher the constitution, the higher the bonus poseibility for players.
The hit point bonus etarts at 15. At that point, it 1s ome extra hit point per level of

the character. At a constitution of 16, the bonus s fwo per level; at 17, 1t s three per 1 T 21% o -4 1% 215, N s 1
Tevel, and at 18 1t 1s four per level. But remember, at no time can the total constitution 2 21 221 1% -3 3 51s. 0 HT
point bomus exceed the actual rolled ‘7 nit dice according to level. A1)l bonus points in 3 3t 231 .3 .3 5y 0 1bs. N AR
excess of that normally rolled for by level is n{:ﬁxy lost. S0, 1f & mage of the fourth y a 24% .2 -2 6% 15 1bs. E L M
;leve] rolled his dxfour sided dice, and got nine hit points, and {f he had a constitution 5 51 251 -2 .2 71 20 1bs. LS
of eighteen which entftied him to four ertra hit points per level, he could only take up to 6 6% 261 -1 -1 8t 30 1bs. 1/4"wood Dagger
what he rolled on his hit dice (f.e., an additional nine hit points, losing the other seven 7 71 271 &y e ot 40 1bs. 1/2"wood Dagger
he was entitled to), for a total hit dice of eighteen. Simple, and to the point. 8 s 28% Even Fuin 101 50 Tbs. 1" wood Shortsword
g BB oW om B EhImien.
Constitution has another function in the game that directly relates to a character's ability Even o o be. Suste
to survive. It works thus: For every constitution point cver fourteen, that person can }; 2: % E:: Em %’ ‘?g :ﬁ ;- wood a:::
travel, on foot, an additiona] mile each day, but only if he/she has a matching strength 1 35¢ 55% B Even 35¢ 125 1bs. 6" wood Ditto
point! Thus, a character with a constitution of 17 ond a strength to matoh can go an addi- 11 101 §0% 41 # 0% 550 1bs. 1" stone Ditto
tional 3 miles on foot sach day. Additionally, for each constitution point over 14 that a 15 45y §5% + 1 45% {?5 1bs. 2" stone Ditto
character 1s, a resuscitation try may be made (everyome gets ome ohamoe at least). This fs - ps 0% ! -2 Sof 800 T6s. 3° e DASie
for drowning victims and the 11ke. The percent chance of success fs based on multiplying 7 355 754 +2 “:] 55y 225 ",:' 2 ::‘::: Ditto
the character's constitution :‘ 3% and then trying to match the results with a percentile Jaews 60% 80% Special Special Special Speci 1" Sowefal Sosctal
dice throw. For instance, a character has a constitution of 17, and he has just drowned. 19 901 or Tl Y el P s T
You would multiply his constitution (17) by 3% and get a base chance of success of 51%. 20 o 1008 - 212 $5%.. 450 ‘Ib'- 2 ':”‘ n": ypes
Because his constitution was 3 points cver 14 there would be ¢ chanoes to revive him (the 21 100% 100% P 2-\6 1008 550 “" 3¢ i 2 1
basic chance plus | for each point over 14). And all that has to be done to succeed is to ] 1008 3 4 i o €50 1bs. &' stone '61?2' A
roll that 51% or Zess On the firet try. Because for every try aftar the firet, the base < 100t 1 : 2.20 - 350 e 8 stone Bieto
percentile chance is halved (to the nearest lower percentile)! 24 D T T 424 T 900 1bs. 6' :mm mn°
25 1 T T 3-30 T 1,150 1bs. 7' stome THIS
There sti1] seems to be quite a bit of concern over just what role alignment plays in gg T 0 0 5 0 1.400 1bs. 8' stone POINT
fantasy games and in fact much confusion on just what alignment is. Well folks, [ have the 4 0 . . -» . 1,800 lbs. 9' stone ON,
one true answer! Alfgnment {s WHATEVER THE RULING GOO(S) OF ANY PARTICULAR UNIVERSE/WORLD i e . ’ 0 . BN Toe, 2T Stal ALY
SYSTEN 06BN 1T 10 BE1 Sfaple, short, coacise and to the poiat! It 15 what esch ON sees 2 . . . B M I el stk
.. debate, end of probles. More : : v ASheeTALE More Spactal MATTERS!
Ego is really misunderstood by many players, even though it is & simple and functional part
of every character {or should be). Here is what it does: For every point of ego over 14 e

that & character has, add plus one (+1) to his save versus “fear” or other psychic probes or
attacks. Whis is this so, you ask? Well, simply put, ego fs the measure of “self” that a

character has. It is his manifestation of his "strength of existence”, much 1ike intelli-
gence is his manifestation of his knowledge and ability to learn and retain ft. It is the
power of his "persona.” Remember, this shows his resistance to all forms of psychic probes
or attacks, including hypnosis, mesmerism, "charm magik,” telepathy and the 1ike. It is his
ability to deny outside influence and to assert "EIMSELF." k

MISCELLANEOUS NOTES

hit for more thas 106 in damage et the bonuses for strength just as.
ters should have just as many breaks as the player, so that

1. Grapple Chance refers to the percent chance of holding omtc an opponent a person has
graboed after he has made a normal attack chance roll.

2. Carry Wet refers to the total ht a person may carry/have on his body (including
lr!‘n::. 1“::‘ weaponry and the 11ke). d 117t capability fs approximately 75% of the base
weight a 3

3. Break Wall Ability refers to the thickness/type of wall that a person may batter through
in one minuts.

4. The following chart uses the above 1istings, so just 1ine up the proper number/column.

*“;‘r percentile “18s" are only rolled for on a 20% chance after the “1B8" 1s originally
ro .

All monster attacks that.
a player character does. Mons
game balance does not suffer.

Eightesn Strength Spacial Chart

Base 18 60% BO% +3 +1-4 60% 250 1bs. 5" stone As for 17
18/01-25% T0% 100% + +1-5 70% 275 1bs. 6" stone Ditto
18/26-50%  80% 100% + +1-6 80% 300 1bs. 7" stone Ditto
18/51-75% 85% 100% + +1-7 B5% 325 1bs. B" stone As for 19
18/76-100% 88% 100% + +1-8 90% 350 1bs. 9" stone Ditto




TRUE STRENGTH FUNCTION CHART, continued

! GIANT STRENGTH EQUIVALENCY CHART 4
SPECIAL NOTES NUMBER EQUIVALENT GIANT(S)
1. For game pu + one foot of wood equals one inch of stone; one foot of stone equals Deodan
one inch of steel (six inches of steel is equivalent to one foot of iron). g H ﬁ'shnt P
" fant
2. There 1s a percent chance of losing one's balance and having to make an agility roll 21 Stone 6
while opening doors. See the following chart: £ il g E;:f'
Deor Fall Chanoe 24 Tri-clops
Opaning Fa Chart 25 Frost Giant
Try Unassisted W/Crovbar 26 Fire Glant
27 Cloud Giant
Ist 5% 15% 28 Storm Giant
2nd 25% 451 29 Hell Giant
Ird 45% 75% 30 Star Giant

Note: Only three tries are allowed per door per game. Faflure means it's stuck. To determine where any other monster fis, '1.’1{‘:“" each of the 1isted types' hit
damage capability, and when you have found one that matches the monster in question, then
you have found a rough equivalemcy. With a little adjudication for any special attributes,

such as claws and the 1ike, a more precise determination may be made.

FEMALE ATTRIBUTES CHART

DIE ROLL BREASTS WAIST HIPS
01-05 30 16 A
06-10 3 17 S
11-20 32 18
21-30 33 19 F
31-35 34 20 0
36-40 35 21 R
41-45 36 22
46-50 37 23 B
51-60 38 24 R
61-70 38 24 E
71-78 40 25 A
76-80 41 26 s
81-85 42 27 )/
86-90 43 28
91-85 a4 29 R
96-97 45 30 0
97-986 46 N L

99 47-50’ roll 32-34! roll ; L
100 51-60(roll 35-36(roll

Remember that these rolls CA¥ have an effect on the charisma of the lady in question. For
instance, if the lady's waist is 34 or so, and she only has a 36 bust, it's obvious that
she's fat, thus reducing her looks.

In combat, one tends to find oneself haggling over who can do what. Therefore this DM
insists that all who play in this world read and heed all that is in the Arduin Grimoire.




§ TRUE CHARISMA AND ITS MEANING IN GAME PLAY

Charisma s the one facet of a character's personality that always seems to be not really
understood. There {s no reason for this, as charisma as applicable to game play 1s really
quite simple. The following chart lays 1t all out for you, so read on!

CHARISMA CEART

Character's Lie Morale Love

Charisma Bonus Bonus  Factor Actual Looks Notes and Other Comments

-40% -30% =90% Too hideous to look at. Would scare a Troll!

2 -35% -26%  -85% Extremely ugly; yughl Poop is prettier!

3 -30% =208  -80% So ugly most ple flinch when they see him!

4 -25% -158  -70% Very ugly, or badly scarred. Sickening to see.

] -20% -108  -60% Ugly as Quasimodo! Not at all nice.

6 -15% -5% -502 Pretty ugly, kind of 11ke a goblin or Troll.

7 =102 Even -40% Ugly, but 1y acceptable by most people.

8 -5% Even -20% Just not good looking. 0K, not too bad.

9 Even Even -5% Low average looks. Rough around the edges.

10 Even Even Even Average to fair looks. Everyman, as 1t were.

n Even Even +5% Fair looking. 0K in an average way.

12 Even Even  +15% Better than average. 0K, but no Romeo.

13 Even 455  +25% Nice looking. Bring home to Mom.

14 +10% +108  +40% Very nice looking. A good catch.

15 +20% +#151 4558 Exceptionally looks. Definitely a winner.

16 +30% +201  +70% Stunning good looks. Movie Star material.

17 +40% 4255 +B01 So good looking, jealousy is felt by all around.

18 +50% +30%  +90% A dream, a vision. One in a mill{on.

19 +60% +35%  +95% A God or Goddess. Not humanly real.

20 +70% +40%  +98% Undescribable, a mirage. Not even believable.
More Than Varfable Varies Varles

1. The Lie Bonus refers to any plusses or minuses you may have in a lying or other untruth-
ful situation.

2. The Morale Bonus refers to how much {m affect your hireltngs and other friends in any
situation calling for leadership or loyalty (e.g., combat, voting):

3. The,Love Factor 1s how much you affect the opposite sex while trying to woo them. This
does not apply in every day type situations, only when a conscious and eustained effort is
being made to engender love in someone.

4. The actual looks and other comments speak for themselves.

MORALE CHART FOR HIRELIMGS, ETC.

Morale is rolled for in any combat situation, or other circumstance when the leader or
person who has hired them must know if they will back him up. The roll is on percent dice,

and is rolled every melde round.
percentages.

Dice Roll

1-10%
11-20%
21-25%
26-30%
31-40%
41-45%
46-501
51-60%
61-65%
66-70%
71-75%
76-99%

100%

Morale Chart
Reaotion in Combat Situations

Flee in terror, never returning.

Flee in terror for 1020 melée rounds.
As sbove, for 1010 melee rounds.

As above, for 104 melée rounds.

Stand indecisively for 1-3 melée rounds.
Fighting retreat for 1-3 melée rounds.
Fighting retreat for 1 melée round.
Stand and fight.

Advance fighting to the leader.

As above.

Charge precipitously to leader's aid.
Screaming berserk charge to leader's aid.
So loyal, no further rolls needed.

Pay, length of service, etc. all add or subtract from the

Raaction in Non-Combat Situations

W111 Teave the leader in disgust.

W11l leave after the situation is over.
W11l leave after his contract expires.
Will need double pay to rehire.

Ni11 be indifferent to the situation.
W11 support the leader half-heartedly.
Wi1l support the leader.

As above.

As above, but willingly.

As above, but even unto any situation.
As above, but aggressively.

Vehement and loud, as above.

Absolute support, no further rolls needed.




OPTIONAL CHARACTER APPEARANCE CHART

Die Roll Bair Eyes  Scar(s)
1 L/Brown Hazel None
2 Brown L/Brown 1"

3 D/Brown Brown 1-1/2"

4 Auburn D/Brown MNone

5 Red 6 lﬁ"

6 Black L/Blue 1/4"

7 Blonde Blue None

8 L/Blonde  Black 2"

9 D/Blonde  Yellow 3"

10 Grey L/Green MNone

n Silver Green 4"

12 Golden Amber 5"

13 Bald lTu

14 Roan Violet 6"

%2 Yellow quu 7=
Orange Gold None

17 White S{lver B8*

18 2 Mixed** Bronze 10"

19 Grey/mix** Copper 1'

20*  Special Special Special

*Re-roll on the "Special” Chart below for really different looks and surprises.

Birthmarks Pigmentation Exotic Things
Crescent Light Tan None

Star, 5 Point Medium Tan Cyclopic eye

Star, 6 Point Dark Tan Six fingered, etc,
Star, B Point Milky White Double thumbed
Triangle Caucasian Pointed ears

X" Amber Fang mouthed

5 b Pale Grey A1l double joints
Snake Pale Blue 6111s and lungs L
Bird Yellow White Webbed toes, etc., '
Spider Pale Orange  Two hearts il
Sword Pale Green Very hairy

Horns Pale Silver  No hair
Pentagram Pale Gold No belly button
Circle Light Brown  Hermaphrodite
Square Medium Brown Transparent skin
None Dark Brown Scaly skin

None Black Double pupilled
None Ochre Reptile tongued
None Grey-Green Cat clawed

Special Special Tailed (1-6')

for each characteristic on each table desired; none are mandatory.

Die Roll Hair
1 Purple
2 Green
3 Blue
L] Pink
5 Scarlet
6 Saffron
7 Maroon
;.
Magenta
10 Lavender
1 Trans|
12 Tentacles
13 Quills
14 Feathers
15 Crested
16 Horned -
17 2 mixed**
18 3 mixed™
19 Vipers
20 Changeable**

**Means roll for the color(s).

or weather condition.

Remember, the birthmarks are e
than a player aid, and a generalized fun-adding ingredient for fantasy gaming.

SPECTAL CHART

Eyee Birthmarks Pigmentation
Purple Wolf's head Metallic**
Orange Leaping panther Half and half**
Pink Dragon ered**
Scarlet Sun Disk Striped**
Pupilless**  Ankh Fluorescent**
2 mixed** Thunderbolt(s) (1-3) Chameleon-like
3 mixed*™ Comet Pearlescent
Maroon Crown Purple
Cyan Heart Maroon
Magenta Griffon Cyan
Red Unfcorn Scarlet
White Pegasus Red
Llear Lion Shiny Ebon
Metallic** Raven Deep Blue
Glowing** Scythe Emerald Green
No Ll Hammer Gem Sparkled**
All 1**  Infinity Sigil Shifting always**
Invisible**** Tree Lavender
Prismatic Flower (choice) Violet
Flaming** Eye Prismatic

***Means that although there are no eyes, sockets or 1ids
(being born without them), you have a "Radar Sense" that is accurate up to 50' in anmy light
#*i*Means that the eyes are there, but it looks 1ike emp
lized, and not really exact. This chart is nothing more

and make up your own charts, and really get into things!

L = Light D = Dark

Ro11 once
l

sockets.
Go ahead,

NEW CHARACTER TYPE
STAR POWERED MAGES

Star Powered Mages are essentially nothing more than normal mages with a built-in receiver
for "Cosmic Mana Power." What they can do is severely limited because of the nature of that
receiver, and its potency. Here's how 1t works: At birth, a child has a special matrix ?um
surgically implanted into its forehead, leaving a small star-shaped device protredimg. These
crystal devices are very rare, as their means of manufacture has long since beem forgotten,
and each device can "tume” itself to only ome T1iving being. When that betrg's soul is de-
stroyed, or passes on to a higher plane, then the crystal destroys itself in a blaze of
energy. The crystal always mirror the "soul" of 1ts wearer, and changes color according to
its Karma. Thus those of evil have stars of glowing, deepest black, and those of a good and
kind nature have stars of blazing pure white T1ight. Those souls not committed to their good
or evil have stars of brilliant blue, being darker or lighter according to their leaning.
This matrix ?eu allows the symbiotic user to funnel cosmic power through 1t and themselves
and into spells. However, this only works at night and under direct starlight. Indoors or
on cloudy nights the receiver does not work. The crystal also stores mana power equal fo

the normal mana of its owner, so that effectively a Star Powered Mage always has at least
double the power/mana of other mages of comparable level, intelligence, etc. The crystal
also allows the mage to funnel ertra power (at night only, under direct starlight) into any
spoken spell and in any amount desired. However, for every 10 mana points pumped into a spell
through himself, there is a 5% chance of the flow becoming self-perpetuating and rumning wild.
When this happens, there is a 90% chance (less 2% per level of the mage) of the mage himself
being literally sucked into the spell's power and being irrevocably destroyed. The 5% chance
per 10 mana points is reduced in risk by 3% per level of the user. Also, when the runaway
begins, the mage has one chance to stop it, with a 3% chance per point of intelligence.
However, the flow will sti11 run for 1-20 (roll) melee rounds, draining the mage's om mame
at a rate equal to the power of the spoken spell, each melée rownd, and causing uncomscious-
ness for 5 minutes for every melée round of the runaway.

The crystal star imprints upon itself, from microsecond to microsecond, the totality of the
being it is tuned to. Thus, under direct starlight, it will, like that fantastic machine of
the Krell in that magnificent film "Forbidden Planet," repair, restore and regenerate its host
from microsecond to microsecond. Imstant and total regeneration. The drawback to this is
that once damage equal to twice the normal tota] of the host has been regenerated, the runa-
way problem rears its ugly head again. Now remember, this is twice damage all within a mazi-
men of three melée rounds. The mage has a base of 25% of stopping the runaway and burmout,
plus 3% per each point of constitution he/she has. It is an either/or situation in this case,
however; either stopped or burnout, During the daytime or in a situation where direct star-
light is not available, the crystal will trap the soul, keeping it safe unti)l it does have
access to direct starlight, at which time it will totally reconstitute and rebuild the
person, taking one hour per level and ten minutes per hit point of said person. The crystal
1s 100% impervious to fire, 1ightning, and can withstand blows of up to 75 points in strength.
Acid dissolves 1t at a rate of one point per minute, and it has points equal to its owner.
However, cold makes it brittle and susceptible to blows of only 25 points in power, and 35
points of sonics will cause it to explode and irrevocably destroy itself and its wearer.

The star makes the wearer highly susceptible (-4 saving roll) to all forms of psychic probes
and attacks, but compensates by giving the wearer natural ESP at start, changing to natural
Telepathy at the 12th Tevel of experience that the mage reaches. As there are no known
“Names" or other designations for different levels of attainment for Star Powered Mages as
there are for other more “"normal" mages, feel free to make up your own.

Just remember that the Star Powered Ones sided with the Titans againet civilization many
thousands of years ago in a war to the death for supremacy of the Multiverse. They lost,
and have now almost been forgotten. Remember, I said almost, because the memory of men,
elves, dwarves and the 11ke run long, and tho{ st111 hate with a cold fury those that almost
destroyed all! So tread with care when you play one of the Star Powered kind, lest bloody
vengeance creep up on you!




NEW CHARACTER CLASS
THE RUNE SINGER

This character class {s a magik user that uses sound and music much in the same way an 117y~
sionist uses 1ight, shadow and the 11ke. The magik thus performed for each is temporary and
of a less substantial nature than that of the "True Mages.”

However, 11ke the Rune Weawver, the Rune Sfnger can "weave" power and durebility into thefr
magik, One by continuing incantation and ritual, the other by a continuous singing of the
mumnﬂm«ﬁn}ﬂﬁ.iw&m: ing 1t as 1t goes along,
or even buflding up power on power until it is rel in one climactic stanga of sheer

thaumaturgical song/spell.

As a generality, these type mages can use or do magik or spell that any other mage can
do; however, gr every level a spell is, it tllumgm (1) minute to sing to completion.
This 1s reduced by one melde round (six : ) for each level the Rune Singer is in ex-
perience over the third (Erd), Thus 1fth level Rune Singer singing a sixth level magl
takes 51 meldés rounds or 5.1 minutes to lete 1t. That {s, sixth level = six minutes
minus one melée round per level over the thind, or 9 melfe rounds. And §
y above. Now I realfze that that's quite a long time for
ng to ca: ng any spell, expecially in a combat situation.
one thing that seems to make up for any bad point they may have. And
ical songs and words of power together that uu,z €
to learn to do. Thus could, for instance, sing a song spell that is not only a
Ik a5 welll Whenever two or more spell.songs are sung/
u': 1 L _lthhs&ncnl:u:ts'i‘:plgdiehapmm
3 only ' this operation is that for each separate magikal
there 15 a ten ilﬂl percent dlug':f 2 "magik fumble." This {s reduced by ome
over the t. For each combination type song/spell the
r wishes to Tearn, consider that it oma (1) week per sach level of the two or mo
spells ther. Thus, two fifth level spell/songs that are to be sung as a “dualfty" wou
take ten (10) weeks to learn. The cost would depend on the cost of acquiring each spell in
question, and nothing more.

Remember, Rune Singers are mot "Bards” that sing for their supper and for the amusement of
others. They do use musical {nstruments » usually specfalizing in only one type. Note
also that they are 'ﬁu one” with the musical instrument type that choose to specfalize
in, are “even on" with all others of the same class (e.g., horns, drums, etc.) and "minus

one" with all other instruments. Much 1ike warrfors and their "weapons classi{fications.”

S et i et e ot et
5 on o r musical magik, they
:::‘: rare breed indeed, although much respected and lwm‘m in some parts of tt’u mlti=

One final note: There are Rune Singers of a Priestly or clerical nature as well as of the more
usual type. They are, however, even rarer than Rune Weavers (which are almost never seen),
and a near legend to most.

Remember that Rune S1 carry no and never wear armour of any kind. A magik dagger
or knife might be carried, but nothing larger, and even then this 1s so seldom as tn'lu
unheard of, They prefer to rely upon their magikal music for their protection, and think
t.!m‘an,r other way 1s silly barbaric (yes, they do tend to be a bit smug and concefted.
That's why to be a Rune Singer a person must have an ego of 14 or more). All else that they
are entirely on each person's own cultural and social factors within their own indi-
vidually designed unfverses. 1 hope that this difficult to play, but uniquely rewarding
character class will bring you many hours of enjoyment. They are FUN!
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RUNE SINGER EXPERIENCE AND SPECIALTY CHART

Ist Initiate

2nd Novice

3rd Tunesmith
dth Tune Weaver
S5th Tune Master
6th Small Singer
7th Singer

8th Song Weaver
9th Master Singer
10th Rune Singer
12th Song Master
14th Glue Singer

20th Golden Song Master
25th Black Singer
30th Moon Singer
40th True Singer
50th Doom Singer
75th Hell Singer
100th Star Singer

Up by 40,000 per level hereafter.
1y mc "song points.” To determine a Rune Singer's “song points

1,681,500

DESIGNATION/NAME EXPERIENCE POINTS SPECIAL ABILITIES ACQUIRED WITE EXPERIENCE

None

Can “Sing Call” birds (one HD per level
over the 2rd. They will scout, etc.)

As above, but for small animals (mice, etc.)

None
Can boost morale by 1 point per level hereafter.

None

Can "deaden” all sonic attacks on a one for one
basis, their level vs. its power.

Can "Sing Call" larger anfmals like weasels,
foxes, and the 1ike.

As sbove but for puma/wolf sized animals.

As above but for larger of animal or
even lesser mythic types (1/2 cniu‘!_m)].

Can self heal 3"'?.2 by "!I;;: Singing.

As above, but for vy wounds.

Can "Passong” through rock at 1'/level hereafter.

None

Can “"Song Cure" disease and insanity.
Can "Sing Call" greater mythic creatures.
Can "Gate Song" open any known “Gate.”

Note that all of the above seu‘:!ﬂ abilities cost absolute-

which are 11ke a regular

mage's mana points), simply add the character's charisma, intelligence # dexterity, divide

awmﬂﬂmwi

ly by hie/her experianos level. You'll note that

6 means that Rune

ngers will usually have more song/mana points to work with than other mages. This is just
another of this class' advantages.



11 THE BARD AS A CHARACTER CLASS

Bards in the true sense of the word are people that use song and story to make their living.
They travel from place to place, telling all of the gossip and true events that they know
about in song and rhyme. Thus they are usually accepted wherever they travel, although most
parents tend to keep one eye on the silver and the other on their rs when a Bard is
around! Bards have many good and bad points, and are usually also Thieves or other less
“savoury" occupations on the side. They never wear armour and usually use rapiers or other
11ght weapons, as they prefer speed over fronmongery. To be a Bard one must have a‘'charisma
of at least 14, and a dexterity of at least 13. See Volume I of the Arduin Grimoire for the
experience point/level chart, but remember, if they have a dual nature, then their experfence
points must be shared between the two.

Bards are able to understand Rune Singer magik to a certain extent, and can usually function
as & Rune Singer ome fifth their own level. However, there is an ever-present chance of a
"Magik Fumble” with a 65% base chance less 2% per level over Jst. So most Bards stick to
singing non-magik songs and like it just fine, thank you!

However, they do get a few special abilities, as shown below:
BARDIC ACQUIRED ABILITIES PER LEVEL CHART
LEVEL ACQUIRED ABILITIES ACCORDING TO LEVEL OF EXPERIENCE

1st *Have a 5% chance per level of earning money by singing and playing.
3rd  Have a 5% chance per level hereafter of “"wooing™ the opposite sex by song.
Sth Have a 1% chance per level hereafter of "calming” wild animals and the like.
8th Always get silver or better coins for performing hereafter, if liked.
10th  “Sing Call® 1ike a Ist-level Rune Singer.
15th  Can t morale 1ike & 6th level Rune Singer by singing battle songs, etc.
20th  “"Sing Call” 1ike a 3rd level Rune Singer.
25th  Always get P” coins or better for performing hereafter, if liked.
30th Can "deaden" all sonic attacks like an Bth level Rune Singer. but only at 2 for 1.
50th Can "Sing Call" 1ike a 10th level Rune Singer,
100th Can "Heal Sing" light wounds for himself 1ike a 20th level Rune Singer.

* This percent is increased by 5% per charisma point over 14 (to a 20% maximum “plus”). The
Bard earns coppers, sflver or gold (1-10 per person) on a 1-3 die roll if they Itke him,
based on a “reaction roll."

SPECIAL NOTE ON THIEVES AND THIEVERY

Thieves in fantasy role playing games are a unique and challenging character type to play,
especially successfully. Here are a few helpful hints that may make 1t easier.

To begin with, a thief should WEVER be put into » striotly oombat omly situation unless there
{s absolutely no help for it. Thieves are ¥oT fighters, and comot hold their cum in combat
sftuations, A thief's job s to locked doors, treasure chests and other locked enclo-
sures, and to deactivate and all mechanical traps that may be defending them. They are
occasionally used to sneak into various areas to try to steal some very portable treasure
(magik or otherwise), if ft is felt that direct assault is unfeasible.

And most of all, they are a character type that allows the game player to have a full range
of abilities and possibilities mot confined to the more traditional Mage, Cleric or Fighter
type. Just remember to play them as thieves and mothing else and all will be well.

CHART FOR TRAP ACTIVATION

LEVEL OF TRAP % ACTIVATION CHANCE S DELAYED ACTIVATION CEANCE % RESET CHANCE

st 25% 5% 1%
2nd 0 10% 4
Ird 5% 15% 7%
Ath 40% 20% 10%
5th 45% 25% 15%
6th 50% 281 201
Tth 55% s 251
8th 60% ax 281
9th 65% . Nz
10th 703 40% M1
11th 721 21 s
12th 74% 441 402
13th 76% 46% 431
14th 78% 481 461
15th 80% 501 493
16th 821 521 52%
17th 85% 561 §5%
18th 501 58% 581
19th 953 601 611
20th 89z 651 65%

L)
The LEvEL of the trap indicates its sophistication, deadliness and difficulty in being dis-
armed. A simple st level trap may be 2 spring loaded sword blade that zips out to stab the
lock opener. A simple 3rd level trap would probably be a spr‘ln"}‘ubd son coated steel
needle that nnr out to prick the finger of the thief. A good or 8th level trap might
be a fragile glass vial of m;tﬁlm gas inside the Tock that a carelessly-used lock
pick could shatter, thus slaying holder. The Tevel of the trap is determined by the DM,
but a good general idea would be a fifth level trap on the fifth level of a dungeon, and so
on.

The 5 ACTIVATION CEANCE refers to the chance a thief has of tripping the trap waEw SE IS
TRYING 10 DEACTIVATE IT. A trap ALWAYS goes off when the lock, etc. that 1t guards is opened.
Also remesber that if the thief successfully deactivates the trap, this table is ignored.

The % DELAYED ACTIVATION CHANCE {s rolled for by the DM, when the trap fails to go off on
the percentile chance while someone is trying to deactivate it. Delay fs 1-20 seconds.

The % FESET CHANCE is always rolled for by the DM after a tﬂ&gm off, to determine if it
has rearmed ftself automatically. If it does rearm ftself, it must be deactivated or
2::21::1&”' again. This step {s repeated as often as necessary or unti] the trap has been
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3 SPECIAL NOTE

For every level that a thief is cver the level of the trap that he is trying to deactivate,

or over the lock he is tryl

to open, he gets a bonus of plus §%. There 15 no penalty for

the trap or lock being of a level over the thief.

THIEVING AND RELATED ABILITIES CHART

This chart shows the BASE percent chance FOR SUCCESS that thieves and other related types

have of doing what they do best: STEAL/

LEVEL CLINB HIDE STEAL LOCKPICK  DEACTIVATE cow PICKPOCKET LIE
st 51 0% 5% 51 i 7% 7% 102
2nd 81 15% 7% 84 5% 9% 9% 152
ird 1% 20% 9% 112 71 1% 1z 201
ith 15% 251 122 1532 102 15% 15% 5%
Sth 20 301 15% 20% 153 201 20% 30%
6th 25% an 20% 25% 20 25% 253 3
Tth 0% 363 25% 301 25% 301 301 368
8th 33 39 30% n 301 3 Kk} 39%
9th 6% 421 33 363 31 36% 36% 421
10th 391 451 36% 391 36% 9 391 451
12th 421 50% I @2 91 421 421 50%

14th 451 521 421 451 a1 453 451 52%
16th 50% 5431 451 503 451 501 501 54%
18th 523 561 S0% 52% 501 52% 523 56%
20th 54% 581 52% 541 52% 54% 54% 58%
25th 56% 60% 54% 56% 543 563 56% 60%
30th 581 641 56% 58 56% 581 58% 641
40th 60% 68% 58% 601 58% 60% 60% 68%
50th 643 75% 60% 641 60% 641 641 758
75th 681 803 641 683 641 681 681 801
100th 75% 85% 681 75% 681 75% 758 851

These are the maximums allowed for each category subject to the below-listed modifiers.

CLIMB means
STEAL means the percen

percent chance of not falling while in a non-supported situationas
percent chance of not being seen in shadow, night, or similar situations.
t chance of not ing caught while taking a visible object.

LOCKPICK 1s the percent chance of opening locked enclosures, etc., successfully.

DEACTIVATE {s the percent chance of dit.flf1 successfully
CON is the percent chance of sucoesafully bilking intelligent beings out of their own poses-

LIE 1s the percent chance of successfully talking your way out of any situat

any lock-associated trap.

sfons through conversation and F
sucocessfully objects dlnctl¥ off people.

Elves get a plus 20T to HIDE; {hn 10% to LIE and a plus 5% to COM 'over the normal base.
i

Hobbits get & plus 201 to lus 10% to CON, and plus 5% to PICKPOCKET, etc., etc.
Kobbits get a plus 201 to LOCKPI 'i'!ph- 10% to ?ICIP&KET and plue 5% to CLIM8, etc.

get a plus 20% to DEACTIVATE: plus 10% to LOCKPICK and plus 5% to CLIMB.
Half-elves get a plua 10% to HIDE and a plus 5% to CON, etc., etc.

2
Humans get a plus 10% to LIE and a plus 51 to CON, etc., etc.

on in which you

NEW CHARACTER CLASS 14
SAINT

lete
Basically, & safnt 1s a cleric that FEVER uses arms or armour because of his or her comp
and t.ou{ belief in their God(s). In return for that unshaken and unswerving dedication,
said God(s) give their plous follower extra powers and benefits. The chart below lays 1t all
out in a simply and easy-to-follow way. [ hope you enjoy this new class.

IEVEL AC HD  SAINTLY AND SPECTAL ABILITIES ACQUIRED THROUGH DEVOTION AND PRAYER

st 1 Add 15% to "reasoning” ability.

2nd 142 Read all o?r‘ml -(m ?nwu;ly. e i

Ird 2 "Speak 1n Tongues" new language per 4

ith 242 Do‘t’:ct undead Mtur:;:y [ﬁ{ base plus n per level hereafter).

Sth 3 Add 25% to “"reasoni ab s

6th 3+2  Naturally detect pofson at !g base and 1% per 2 levels hereafter.

7th 4 Once dafly create water for 1 person, upping by one person x 2 Tevels.
8th 442 A nbgu. bgt for :'oog (;ﬂ:;'mm or animal, his choice).

9th 5 Add 35% to “"reasoning” a »

10th 6 Thrice daily, he himself unt'!ﬂu' with clerical 1ight (1 minute/level).

7 Naturally “calm” non-magik animals (25% + 1% per level).

£ "Bless" hereafter at double value.
13th 843  50% accurate weather prediction plus 1% per 2 levels hereafter.
14th 9 Acquire natural infra-visfon and detect evil, by touch, 75% ngwnu..
15th 9+3 100% protection vs. undead paralysis, and +5 save vs. undead "chamms.
16th 10 Detect alignment (75%) by touch. Add 15% to "reasoning” abilfty.
17th 10+3  50% accurate bump of direction, up 1% per 2 levels hereafter.
18th n Naturally "deflect" hostile magik, 10% base up 1% per 2 levels after.

1143 Naturally "knock” all non-magically locked enclosures.

12 Speak to a1l animals (non-magik) and I{terally walk om water.

One  Speak to plants. Add +3 vs. undead charms. +] save vs. ail 1ife drains.
Point Naturally heal 1ight wounds. Exorcise lesser demons (as spell).

Per  Walk on any real surfaoe. Heal light wounds for "monsters.”

g
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40th 2+1 Level 100% undead charm proof. Naturally “wind walk." Now +3 vs. life drain.
45th 2+2 A Exorcise greater demons (as spell). Heal heavy wounds for all.

50th 243 L Astral projection. Cure disease (as spell) for all.

60th 2+44 W Cure blindness (permanent) for ail. +5 save vs. all "Death" spells.
70th 2+5 A Walk on phantasmal surfaces. 100% wundead 11fe drain proof.

B0th 2+6 Y Now +8 vs. all death spells. Raise dead men naturally (as spell).

90th 246 S Raise dead men fully. Rafse dead monsters (as spell).

100th 247 Remove all curses 1 Tevel or less, including up to triple wish type

curses. Call for the help of the “Heavenly Most" of his/her God. Banish
all undead to 1imbo forever, no save, by gesture.

Remember, Saints will never fight, no matter what the provocation, and they will always at-
tempt to “reason” with intelligent types. [f they succeed, that means there will be absolute-
1y no fighting by either side. Saints will, however, try their utmost to send all undead to
thefr * rest,” and banish all greater and lesser demons back to their respective hells.
Speaking of which, Saints never flee in terror from undead or demons (although strategic re-
treats are comon!). When a “hostile” spell is "deflected,” roll for the direction it will
r (up, down, left, right or straight back). Saints will always try to convert their travel-
ing companions to their religion, in a friendly but persistent manner. Saints may never keep
more than 100 G.S., nor may they ever use more than ome eaoh magik: ring, robes, amulet, and
one other ftem. However, will t 2 full share of treasure so that they may endow
their church or favorite charitfies. .m; detest evil in all of fts forms and will do their
utmost to see it rid from the sultiverse. That is, of course, unless they are "Black Anti-
Saints" of the fell and evi! Gods! And brother, 1f you think gufu old uti—chr‘u are mean,
you should see these 1ittle wonders in actfon! And of course nts can do anything a mommal
cleric can do, with’n the restrictions 1isted above.
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MARTIAL ARTISTS AS CHARACTER TYPES

Most of the varfed classes of martial artists such as "Monks,” Ninjas,” "Shao Lin Priests *

and the 1ike have proved to be unplayable as characters in fantasy role playi s. :
main reason seems to be simply too much power and no compensating limiting fa:go::. I-Ion“.;'

the martial artist is such a fascinating and unusual type of character class that it should

not be 1 . ‘ore, the foll
a5 gnored ollowing chart is designed to give players a viable -artl._!‘
LEVEL OF WEAPONLESS WEAPONED CLIMB HIDE # ATTACKS SPECIAL
CHARACTER ATTACK ATTACK ABILITY ABILITY PER TURN ABILITIES
1st +1 even 5% 5% 1 hand or foot 1
2nd - +1 B 10% as above 2
3rd +2 - 113 15% as above --
4th - +2 15% two hand/foot 3
Sth +3 - 182 25% as above .-
6th -- +3 21% as above -
7th + - 241 sy as above -
Bth == +4 2n 38% three hand/foot 4
9th +5 -- 30% 41z as above ---
10th -- +5 35% 441 as above 5
2th 3 o 451 0 four e/t s
-- r hand/foot 6
15th +8 +6 50% 52% as above 7
18th - -- 521 54% as above 8
20th +9 -- 54% 55 as above 9
25th +10 +7 56% 562 five hand/foot 10
30th +11 - 60% 57% as above n
35th +12 - 64% 58% as above 12
40th +13 .- 68% 591 as above 13
50th +14 +8 72% 60% six hand/foot 14
75th +15 -- 75% 66% seven hand/foot 15
100th +16 +9 80% 72% eight hand/foot  --

CLIMB ABILITY and HIDE ABILITY means exactly the same as for CLIMB and H

o _n‘.;; !%..1“‘:";““.'“ y or IDE in the section
WEAPONLE means plus or minus inherent in attacking an opponent as shown on pag
55 and 59 (Weapon Attack Chart and Main Combat Table) of the “Mln Grimoire Volume I.
ch the ETGTeERETOSEN SRR 8 IR “Rareis) mrvrose iaceioy srauured targa(el

- a sts., »

get m::_rz;dn Mn:' these ml%i;s 2{“ - i
WEAPONED refers to any weapon(s t specific type of Martial Artist would be
gm to use. For instance, Ninjas would use Shuriken, Katanas, and the like, while other
ess militaristic types might use Bo sticks, quarterstaffs, Nun-chucks, or even a spear,
short pole arm, sword or some other weapon for no weapons at all). Just remember that the
lusses are for those particular types ARE XNOWN FOR, and for no others.

Artist may ::Lg :ldi mmm 1“'I"ll.: “t::::: S t{l.“ R Ml

: a d
outlined in the following section. gl idedadi . 1

SPECIAL NOTES ON UNARMED COMBAT

1. Each "Foot" attack is the equivalent of TW0 "Hand" attacks. Thus a third level Martial
Artist may attack twice with his hands or once with his foot and so forth. '
2. Martial Artists, UNLIKE CLERICS, attack on the column that designates their level, and
NOT one column back.

3. For every class of armour above "9" an
tial Artist will injure himself when he stri
to his victim 70 HIMSELF as well.

-

has, there is a 5% chance that the Mar-
his target, doing 1/4 the damage he has doné

SPECIAL NOTES ON UNARMED COMBAT, continued £

4. For every level a Martial Artist is, he reduces his percent chance of injuring himself

(see #3 above) by 2%.
5. "Foot" attacks do 50% MORE damage than "Hand" attacks, They also have 50% more reach

for attack purposes.
NOTE: The "Brawl Chart” in Volume I may be used in combat by Martial Artists.

ACQUIRED ABILITIES CHART FOR MARTIAL ARTISTS, ETC.

EXPLANATION OF ABILITY

#  ABILITY
Pain Control The ability to become “disconnected” from pain within one’s own
body. 33% base chance, 4%/level thereafter.

Cat Walk 75% base chance to move silently, 1%3/leve] thereafter.

Simple Deflecting May deflect/parry all non-edged weapons, or weapons with hafts,
ingtead of striking.

Cat's Sense 33% base chance of ot being saprised in any sftuation, increas-
ing 5%/1eve] thereafter.

Advanced Deflection As for simple deflection, but for edged weapons also.

Regulate Temperature The ability to control one's own bod Ig.t-npornun in hot/cold
situations, starting with a 30 degree base, increasing 5 degrees/
level thereafter.

Cat's Nose The ability to emell and {dentify herbs, poisons, spoor, etc.,
with a 33% base upping 3%/level thereafter.

8 Absolute Deflection As for the other two deflections, but pertaining to all slow

missiles, up to and including arrows and the 1ike.

The ability to control one's miq functions up to and including

the smpginn and restarting of one's heart (for one minute plus

one minute per two levels thereafter).

The ability to heal oneself up to one damage point per each con-

stitution point plus one point per level hereafter, each and every

dqyn;:. ﬂi: l)‘ltl of one per each minute in quiet meditation (1ight
wounds only).

The ability to fdentify and home in on targets in complete dark-

ness with a 65% base, up 5% per two levels hereafter. The base

range s 15', up 3'/level, etc.

Advanced metabolic control, self explanatory; however, for each

minute hasted, 3 minutes' rest fs required.

Allows the martial artist to use one new weapon per fntelligence

point over ten, as if it were one of his regular types. Each

takes & week to learn.

The person can "postpone” his death for one melée round per con-

stitution point over ten he has, plus one extra round per experi-

ence level hereafter.

The martial artist can “Final Strike” him/herself and operate
called the Doom with twice his normal attacks and self-hasted speed for 3 melée
Dance or the Dance  rounds and one per three levels of experience hereafter. However,
of the Death Angel. at its end, he will 1iterally self-destruct (heart bursts, brain

boils, etc.), and irrevocable death ensues. In this state he is
totally unkillable, even by critical hits and the like, subject
only to being able to see/sense his target(s) and being able to
reach them.,

Martial Artists of whatever type have their own sets of values and way of looking at and
living 1ife. If a person is to play such a character, he/she should research the history
and habits of the kind to be played. Authenticity moderated by playability (as set down in
the guidelines) should be the name of the game. Play the character as it was lived histori-
cally, and not as portrayed in the Hollywood schlocks! If done properly, the character will
be an asset to any campaign/world. So enjoy!

W e W -

-

9 Metabolic Control

10 Metabolic Healing

11 Target Semsing

12 Self Hasting
13 Weapon Mastering

14  Defy Death

15 Ribbon Dance, also




17 SPECIAL PHYSICAL ADDITIONAL BONUSES

e Thaives and Mavtial TY s
1. Al get a plus 5% for eaoh pornt OVER FOURTEEN (14) of amy of the physical attributes
that govern the special ability in question. Those physical attributes are:

a. For CLIMB it's AgILITY.

b. For HIDE 1t's INTELLIGENCE, AGILITY and DEXTERITY combined, then averaged.
c. For STEAL it's DEXTERITY.

d. For LOCKPICK 1t's DEXTERITY and INTELLIGENCE combined then averaged.

e. For DEACTIVATE it's the same as LOCKPICK.

f. For CON it's INTELLIGENCE and WISDOM combined then averaged.

g. For PICKPOCKET 1t's DEXTERITY and AGILITY combined then averaged.

h. For LIE it's CHARISMA and INTELLIGENCE combined then averaged.

SPECIAL NOTE: Luck-inducing items add a 20% plue on and of the above base percents.

NEW CHARACTER TYPE
NORMALS

Normals are simply every character that you might find everywhere in a game, but with
no stats or player to handle them. m are the Inn Keepers, Shop Keepers, Ferry Boat Pilots
Street Sweepers, etc., that teem around characters in a complete world. In Volume I of the
Arduin Grimoire, their experience level points are given so that each may advance in their
profession. What constitutes earning experience pofnts will depend on their profession.
Gem cutters, for instance, would get points for successfully cutting gems, and the rarer or
harder to cut a gem is, the more experience would be gained. A bootmaker would earn expe-
rience for making and selling a fine pair of boots. higher level the customer and the
better the price, the more urr!m points. These are just examples, to give you an idea
how to work it. It would be 1iterally impossible to give a complete and comprehensive set
of stats for the hundreds of professions that abound in a world. However, with the experi-
ence point chart at hand, and a 1ittle common sense, each DM can work out his own stats for
whatever he needs, and in very short order. So go do it!

b

NEW CHARACTER TYPE 18
OUTLAW

The classification "Outlaw” covers all types of brigands, highwaymen, bandits and the 1ike.
Like the Martial Artist class, this class is also a generalization within which a player can
construct a character to suit his own world's cultural situation.

To begin with, all Outlaws utilize an eight-sided die (minus one point per die) for experi-
ence points. They also generally wear only the lighter types of armour, such as studded
leather or 1ight chain or scale. This 1s to facilitate fast getaways after their nefarious
deeds are done. Whether they use shields depends on their cultural orientation. The same
can be said for their choice of weaponry; however, under no circumstances will they use en-
cumbering or unwieldy weapons such as halberds or other pole arms. They will also usually
favour some form of missile weapon, preferably one that can be used while mounted and on the
move. Because of their constant need to move around and to have to survive in the open, no
Outlaw can have a constitution of less than 15, nor can they have a wisdom greater than 9
(really, it's not wise to flout the laws of the land!).

They must be able to do many of the things that thieves can do, and that is reflected in the
following chart. They must also have connections with both the Slavers' Guild and the
Thieves' Guild, in both cases so that they can sell their spoils. As well as earning expe-
rience points for f*l?hﬁng. Dutlaws earn points for selling what they take. They receive
ten points for each 100 G.5. they get for a prisoner and they get one point for each one
hundred G.S. value of goods that they "fence." Their relations with both the thieves and
the slavers is somewhat strained, because the Qutlaw encroaches on their territory; however,
the expedience of their position requires getting along. Still, there is always ample room
for death and fighting at the slightest provocation among themselves.

LEVEL DESIGNATION ACQUIRED ABILITIES BY LEVEL OF EXFERIENCE

1st Highwayman Plus 15% escape and evasion outdoors.

2nd  =es-- Add +] with any one type of missile weapon.

rd ===== 0 eemes

4th Bandit Begin normal "Thief" abilities, but at double the experience
S5th ==ems "cost."

Bth ===== = mwmes

Tth ===== mm———

8th Brigand Add +1 to any single type of weapon for purposea only.
9th -==== Add plus 15% for mownted agility dice rolls,

10th Outlaw Add the ability to "track" any trail with a 33% base success
Mth -=--- chance upping 2% per level hereafter.

12th ==--- Add +1 to any single weapon type's attack.

Add 25% to the base swimming ability of the character.

Add 20% to their ability to give morale to their men.

Add a +2 save vs. all poisons (mot venoms).

Add the ability to disguise oneself with a 33% base success
chance, upping 2% per level hereafter.

Add +] to parry ability with am weapon.

Add +1 to attack ability with weapon.

Add the ability to use any missile weapon at +1.

15th Master Outlaw
20th Black Rider
25th Black Raider
35th Raid Leader
45th Raid Master
50th Riever

75th Black Riever
100th Star Riever

Remember, Outlaws are characters that kill only when necessary, much preferring to ransom
their captives. In fact, most Outlaws will do battle with other Outlaws that kill rather
than capture, They do this because the local law types (Militia, King's Guard, etc.) will
move very quickly to root out a murderer, but will usually tell a kidnap wictim's family

to pay the ransom, as their son, daughter, etc., is perfectly safe, and they can rely on a
safe return if prompt payment is made. That is, of course, unless the victim is a highborn
noble, in which case the law will usually move very rapidly indeed! At any rate, most Out-
laws will not let a murdering few ruin all of their business! So play accordingly, and have
fun telling 211 and sundry to "Stand and Deliver!"



" NEW CHARACTER TYPE
NEW CHARACTER TYPE

SLAVERS
Slavers are a combination of Outlaw and Thief and Warrior, and as such -
advantages and disadvantages inherent in those classes. use a mﬂﬂu"'?.'fg "

Courtesans are a truly unigque and fascinating character t to play. They have a curious
rp is

S, and must have a strength of at least 12. All other statistics are
- of eliciting bizarre and strange actions from othe in a game. To begin with,
o m‘m %lnm’?ﬂltln' in the usual sense, nor are they Tike on a "run” with the

r type. Elves are never slavers, nor are dwarves. never wear pla 1
g Gy aring armour, fayouring studded leather and b, P T Aol fip the | nommal of charscters. Vet they can be played durfng u gume by being ot roadside fnns
never m‘“:“‘m“m"mﬁ- nets (:;fﬂg- ﬂ& &lﬂ“o:tme?im They almost or in cities or towns that the travellers pass through.
-4 + preferri por r nto submissfon,
Stﬂl'n‘{ enough, Hobbits are occasionally slavers, and when they are, they are u-:'e:'a.- Courtesans use a four-sided hit die, and their experience point Tevels are shown in Volume
1 1 of the Arduin Grimoire. They must have a charisms of at least 15, intelligence of at least
14 and wisdom of at least 12. They are the gatherers of much {nformation and rumour as well

cruelest

as the singers of songs and tales that tell of treasure and love, adventure and folly. They
gain experience by earning and gaining Information. They earn one experfence point for
every ten G.5. earned through “Female Arts,” and one point for each piece of information
they gain, multiplied by ten for each level of the person they gained it from. urryinz that
information a 11ttle further, they also earn one point for esch 10 G.5. the selling of that

fnformation brings.

The Courtesan is essentially a Geisha type character, with a dash each of Bard and Spy thrown
in. They also have some small knowledge of potions and herbs and are adept at making love

nts, and never have a cruelty factor of lese tham 75%. ir ego must always be at
as normal

<
g
::]

Slavers aquire points just as
sale of slaves. He earns 150
avery e unéred a.g. thay S

S when using any weapon: except nets or whips. With those two weapons, however, a
:;;::: lw wk;‘rmﬂmﬂmy. Slavers f‘?‘ 1u u’:ﬂﬂﬂ as usually trust no one
mercenaries around them to do ﬁilmm .l ways have a band of hired cutthroats and

LEVEL DESIGNATION ACQUIRED ABILITIES BY LEVEL OF EXPERTENCE
1 philtres and other such things as their profession requires. However, do not get the w
::: Small Whip Ability to construct level one or two locks. impression, for these arw not common “streetwalkers" or their 11ke, but a group of powerfu
et Lockpick as a thief, but advance at 1/2 percentile and protected (by their own Guild) females that wield a 1ot of behind-the-scenes power in a
= ack Whip Con as a thief but with 31 base start chance. world, They have a close-knit and very secret network of intelligence ?lthlring and infor-
Sth g P Lie as a thief but with a 15% base start chance. matfon sales, and are highly respected by knowledgeable people fn the highest of circles.
6th Silu oy Add an additional +1 to all whip attacks. They are also always very suspect as to their motives whenever they approach people in sensi-
ver Net Man Hide as a thief but with a 5% base start chance. tive or high positions. Finally, one must remember that & Courtesan 15 mever required to do
:g Gold Net Man gl:-' Y] 41 awthing for anyone she does not wish to! They always attack two columns back on the sttack
+
Tm Whip/Net Master : ona to all net attacks. chart.
aver Become able to use normal attack charts with scf LEVEL DESIGNATION ACQUIRED ABILITIES BY LEVEL OF EXPERIENCE
{;g Master of Chains Become able to construct level three locks. e
1 Slave Master Become able to concoct knockout potions. 1st 1st Silk Girl Concoct 1st through 3rd level Tove potions.
I 2N ter Become able to concoct knockout gas. 2nd Two S1lk Woman Concoct 1st lTevel “Eros” :
oo Hell Whip Add an additional +2 to all whip attacks. 3rd Three Silk Woman Concoct 4th through 6th level Tove potfons.
ne Netter of § Add an additional +2 to all net attacks. 4th Four Silk Woman Concoct 2nd level “Eros” perfume.
- lhﬂlr“ of the Chains of Hell Become able to construct level four or five locks. Sth Five Silk Woman Concoct 1st level aphrodisiac. ?
soth Hell Cager As sbove, but for levels six through eight. 6th Six Silk Moman Add 42 to charisma h dress and manner, and con:
o Doom Master Add +1 to all non-net/whip attacks. coct 1st through 3rd level "Truth Potion.”
100 Great STave Master Become able to comstruct +1 chains and cages. [ 7th Seven Silk Lady Concoct 7th through 9th level love potions.
Grand Master of Chains Become able to construct up to +3 chains and cages. 8th Lady of the Red Veil Add one chart to a1l dagger/knife etc. attacks, and
concoct 3rd level "Eros” perfume.
SPECIAL NOTES Lady of the Two Veils Concoct 2nd level aphrodisiac.
rs re o generally Tegal profession in most “fantasy” worl even 1200 Lody of the Four Veils' 10th wg:-‘ i 10 Tor) oo put o cog. 3¢ sole
H H : an worlds o r H evel love ons may .
OWN “real” one for quite a long time (and stil) are in some remote m:: & ml}? b 15th Lady of the Five Veils Concoct 3rd level aphrodisfac.
be sure to treat them so. They will have strong and rich Guilds to protect them as long as 20th Lady of the Six Veils Add another +2 to charisma for dress etc., and con-
they operate within the “laws" governing thefr activities. This new character type will be coct 10th level "Truth Potion.”
sure to add a truly new dimension to your gaming: enjoy! 25th Lady of the Silver Veils Concoct 4th level "Eros” perfume.
i 30th Lady of the Lavender Vells Concoct 13th through 20th level Tove potions.
40th Lady of the Golden Veils Concoct 11th thrw'h 20th level "Truth Potion.”

50th Mistress of the Veil of Night Concoct 5th level "Eros" perfume.

75th Mistress of the Veil of Dreams Concoct 4th level aphrodisfac.
100th Veil Mother Begin "Psychic*-11ke abilities (as a first level in-
creasing one level per two experience levels).
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CONDENSED CHARACTER LIMITATION CHART
Magik

Intelli- Consti- FReeis- Dex-
21 COURTESAN, continued TYPE gemos Wisdom Charisma Ego Agility Stremgth tution tance terity
sPECIAL NOTES Phraint 9-14 912 69 10-17 1522 916 10-15 41 17-24
1. Courtasans can only use dagger and knife type wespons Deodan it S Rt Pt i S

: . tions and pofsons, atc. Deodanth *} - - 8 - [ + -
2. Love potions cause the drinker to fall femediately in l::-'?sm vs. poison at -3) with Kobbit 8-15 5-12 5-10 9-16 10-17 7-12 81§ 41 12-17
Fof firat perion they see after drinking ft. The effects last for 25 hours for esch fovat Thaglastes  11-18 510 &4 1B 16 ol 16 -2 Dl

: Centaur #2  6-13  9-16  9-18 8 914 12 18 X
Tove poroaisiacs cause those effectsd (save vs. pofson at -3) to fmmediately went to make Mer-man *3  9-14 4-9  B-13 1518 13-18 M-17 1417 41 9-16
g AL el The effects last four hours per level in power. Mer-mafd *3 10-15  5-10 9-16 12-17 12-17 12-15 13-16 # 10-15
Tevel 1n pover 16t oy uctory ephrodisfac effecting § Tevels of characters for esch Hawkmen *4 815  7-14 914 15-18 1418 613 9-14 Even 14-15
tpes. 158 ranes 1510 (eireimreren) s Tea) Srrect ens 256 Teve or 28 Tst Teve! Haggoryn 611 47 47 16-18 -1 12-17 16-18 -1  10-1§
5. *Truth Potiom” cause those sffacted (save ve. pofson ot Cave Man 7-12 5-10 6-11 1418 -9-16 14-17 1518 -2 9-16
Sttty wable o o save vs. pofson at -5) to feel ic and be Brownie 9-14 3-10 12-17 10-15 11-16 7-12 16-18 15-20
Tent 9 15 charecter: Te meaneiiiiten this fact. It affects the level character equive- Khord *1 58 3-6 47 16-18 8-13 Specfal 16-18 Even  9-14
However, for avery Tevel Zese & VICEn 16 ther sao Terh or chy ot hoarrects Az Tovels. Argalanthi #1 12-18  7-10 49 1015 9-14 Specfa]l 13-18 Even  15-20

- =} - o - - o
chance of brafn burnout and {rrevocable death. The effects last 2 hours per level of power, gmj’r::'ﬂ‘ :-; i—g i—g '::-}: {:-‘}; ;m::: :t:g :; ‘3-&
. Throon *1 813 7-12 811 15-18 10-15 Specfal 15-17 Even  10-17
knoblin *4  8-15  6-11 8-13 9-14 14-18 8-13 B-13 -1  14-18
Wolf 7 69 510 10-15 1215 69  9-14 Even 1215
Warg 6-9 58  6<11 14-18 10-13 710 10-15 Even 11-14
Lion/Tiger %1 $-8 &7 &9 1418 11-16 Specil 1217 Even 1217
Gnore 8-13  6-11 7-10 1217 9-14 12-18 14-17 Even  10-15
Nixie *3 815 3-8 15-18 14-18 14-18 47 912 4 15-18
L Pixie 8-15 3-8 15-18 14-18 15-18  3-6  8-11 44  15-18

| noTES

*1: The strength 1s explained in the New Monsters section of this book,

: The "horse” part of the body 1s al 1-3 points stromger than the “human” part.
*3: The agility refers to "In water® abflity; on land 1t s halved.
*4: The agility refers to "in air® ability; landed 1t i3 halved.
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25 MISCELLANEOUS RULES, CHARTS, AND OTHER ERRATA 5

DRAGON DETE CHART
o NOTE: This chart is only an example; other sources are available for use as random roll

charts; A1l the World's Monsters and The Arduin Grimoire Volume I (especially for the random

§ ATTACKX EIT POINT  EXPERIENCE GENERAL
DIE ROLL DESCRIPTION YEARS AGE VALUE* VALUE** PoINTS TEMPERAMENT were-creature charts) are but two examples.
01-10 Hatchling 0-10 203 2 01-25,000 Sleepy * indicates & 33% chance the thing is venomous.
2:‘2: Youngling 1}-20 % : ;g.% l:urfous*
Dragonet 21-50 4 Aggressive
Dragon 51-400 8 100,000 Arrogant RANDOM UNDEAD CHART (REINCARNATION)
86-95 01d Dragon 401-800 1102 10 150,000  Wily ’
96-97 Very 01d Dragon  B801-1,200  115% 1041 250,000  Very careful 1. Skeleton g Mf*‘
98-99 Ancient nr-rm 1,201-2,000 120% 1042 500,000 Contemplative 2. Zombie S w
100 Dragon of Eld 2,000+ 1258 1043 1,000,000  Reclusive 3 Ghoul j0. % _’fn
Remember also that the percent chances for a Dragon ta m vary from 1% for a Hatchling to 5. Wight 11, Ghost Crab
95% for a of E1d. The chance for sleeping is for 'fuwmn. decreasing to 5% 6. Wraith 12, Exotic
ol g B m‘m’ = ”:uﬁ:o: 1d nmu e 'mrm
to rise from ‘or a Ha an ’ rease
around 50% for a Dragon of Eld. Thg'ﬂ'cm also vary by dragon colour, their location, DISTANCE FOR REINCARNATION CHART
number, relations with men, and the like. 01-05 100 mfles 61-70 2,500 miles
06-10 250 miles 71-80 3,000 miles
11-20 300 miles B1-90 3,500 miles
RANDOM REINCARNATION CHART 21-30 400 miles 91-95 4,000 miles
- 31-40 750 miles 96-99 5,000 miles
1. Monkey 35. mﬂu 68. Golden owl 41-45 1,000 miles 100 Within 20 (rol1) milés of place
2. House cat 26. comn 69. Vord 46-50 1,500 miles of death
3. Dog 37. Griffon 70. Moon 51-60 2,000 miles
4. Small bird 38. Hippogryf 71. Sun devil
5. Small insect 39. Roc 72. Wind devil
g. h]: fish :‘II" IM““ ;i g?"nt &g that to figure as & base
. Rabbit . Large - nn nearest r own use x>
8. Bat 42. Large fnsect 75. Salamander ol p sordogpes Zcst 4 one (1) percent faflure rate for resurrection by any means.
9. Fox 43. I.lrr fish 76. Phoenix.
10. Turtle 4. Wol 77. Small bear
11. Small snake* 45. Warg 78. Large bear
12. Male human 46. Cheetah 79. Afr shark
}2 :?la';nnn g' Puma gll Basilisk
. e e Leopard/Jaguar . Deodanth
15. Female elf 49. Lion 82. Brownie
16. Male half-elf 50. Tiger 83. Dryad
17. Female half-elf 51. Harpy B4. Ent
18. Common orc 52. m. 8s. iga
19. Uruk Hai orc 53. 86, Sluggoth
20. Goblin 54. Sphink 87.
21, Ihb-fnun ‘55. Manticore 88, ooze, etc.
22. Kobold 56. Cockatrice 89. Minotaur
23. Kobbit 57. m 90. Merman/maid
24. Pixie 58. 91. Troll
25. Nixie 59. Large snake * 92. Small deer, etc.
26. Male dwarf 60. Medusa 93. Large bison, etc.
21. Female dwarf 61. Hi11 giant 94. Throon
28. Male gnome 62. fant 95. Random undead
29. Female gnome 63. Fire glant 96. Random dragon-kind
30. Saurig 64. Frost gfant 97. Succubus
31. Phraint 65. Cloud giant 98. Random elemental
2. rym 66. Storm giant 99, Random were-creature
33. Male ogre 67. Titan 100. Yourself at a mr age
34. Female ogre

(roll % of cu age)
Crrot ! d 0?‘
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CRITICAL HIT TABLE FOR NON-WEAPON CAUSED WOUNDS
14 MNON-MEAPON ATTACK MATRIX (CLANS AND THINGS) Bt Foint
i e ot
01-20 Attack die roll needed to hit by level B s o -y
01-02 Forehead Brain penetrated, Tnstant death. 408
ARNOUR CLASS 13 34 65-8 7-8 §-10 11-12 13-14 15-16 17-18 19-20 21-30 30+ 03-04 Throat Esophagus ruined, death in 1-12 turns, " 1010
06-06 Wrist or ankle loplmr severed, death in 1-10 minutes. 306
247 - - - 20 19 18 17 16 15 4 13 12 07-08 Chest or back Internal organs ruptured, die in 1-10 minutes. 2010
09-10 Side Ribs broken (1-5), 10% chance of lung demage. 208
246 - - 20 19 18 17 16 15 14 13 12 n 11-15  Upper leg Artery severed, death in 1-12 minutes. 108
;?-;z‘g ::p" HH :Zn:ﬁ"mﬁu red, immediate fall. *2 104
- - ar of foot es n severed, immediate fall. *
e LA v 16 15 Ll L 12 n 0 26-30 Fingers A'-‘S ﬂ?ﬂr‘s severed {‘I-Zspts damage per each lost). g
31-32 Face torn out. * D6
¢ 20 ¥ 18 W B W 13 ” n o 9 33-34  Genitals Gontiite Som wiY, Samadiate shock. ™ 2010
35-36 Stomach Guts torn out, die fn 1-12 minutes, *5 306
23 LG L 15 4 13 12 n 10 9 8 37-38  Side of head Ear %urﬂ off. 50% permanent hearing loss. 10?
39-40 Buttocks/thighs Completely torn off. Instant shock. *6 2012
2+2 18 17 16 15 14 13 12 n 10 9 B 7 41-42  Head, gomra? Stunned for 1-10 melée turns. 1-2 pts
43-44  As above Stunned for 1-6 minutes. 104
241 17 16 15 14 13 12 n 10 9 8 7 6 45-46  As above Concussion, stunned for 1-12 minutes. *7 10€
47-48  As above As above, except for 10-100 minutes. *8 108
2 16 15 14 13 12 n 10 9 8 7 6 5 49-50 As above Fractured skull, out for 2-24 hours. *9 1010
51-55 Throat Ripped out, death in 1-3 melée turns, 1012
3 % 4 1 12 N 10 9 8 7 6 5 4 56-60 Arm (variable %)  Torn off (roll % lost), instant shock, death in 406
61-65 ( R P fall 4012
B Leg (as above above and w nstant fall.
¢ LR R 7 § 5 ‘ 3 6670 Chest, frontal  Heart tom cut, fostant death. 10
- Lower back Spine shattered, varied results. *
5 LR R 8 7 6 5 4 3 2 7680 Face Both eyes torn out, permanent blindness. 206
- he mou Tongue torn out, 10X chance of drowning fn one's D6
& L} U (5 8 7 6 B 4 3 2 1 own blood. Permanent coherent voice loss. 106
B86-90 Stomach Internal blesding, die in 1-20 days. 1010
7 1 10 9 B 7 6 5 4 3 2 1 - 91-94 Top of Head Skull crushed, instant death. *1 208
95-98  Meck Head torn off, instant death. *12 5010
8 10 9 8 7 6 5 4 3 2 1 - - 99  Body Body torn in twain, instant death. 10010
100 Head Entfre head pulped and splattered about, instant 1008
L] 9 ] 7 6 5 4 3 2 1 = = = and irrevoccble death.

Specfal note: Those strikes that show as automatic hits have a 5% chance of missing, rolled

on percentile dice (1-100).

A1l attacks that happen during grappling, rolling on the nd, etc., are plus four in
their hit probability (+4). e :

*1: Permanent voice loss.
defense permanently at minus three (-3),
chance, less 21 per constitution, certainty.
*5: Agility

movement is attempted.

*2: Agility and speed permanently halved.
*4: Death may ensue in 1-20 minutes with a 50%
*5: 20% chance of tripping and falling 1f
ﬁumszp onl{ 1/3 of previous normal, and speed is
& 0

*3: Attack and

only 1/4. *7: 5% chance of percentile roll memory loss. *B: As for *7, but a 10% chance.
*9: Ditto, but with a 20% chance. *10: Use weapon damage chart for the 1-6 die roll of
results. *11: 753 chance for die rol) memory loss (percentile), and a 50/50 chance of a

loss of 1-6 intelligence points.

*12: As above, but due to lack of blood to the brain.

This chart is a base from which to work, and DMs should ad 11b wherever necessary.



o REAL MEDICINE AND FANTASY GAMING

The following section was researched and written by my close friend Doctor William Voorhees,
As & tmlaﬁlt in internal medicine, he has a remarkable insight into rationalizing game
magik and medical facts.

This {s reflected in his True Critical Wit Effects Chart (Supplemental), which may be used {n
conjunction with the Critical Hit Table on page 60 of AG 1. It accurately reflects the devas-
tating effects of certain types of hits, and the attendant difficulty in healing such wounds,
It has been officially adopted into the Arduinfan multiverse, and I can only hope ft will

be as useful to all of you. Just substitute the new chart where applicable.

CRITICAL HITS/SPINAL

Die Actual Area

Roll of Impact Special Effects
1 High Neck Instant death

Bealing Problems

After being "raised, the victim 1s
quadriplegic for 1-6 months. With re-
ration ft's 1-6 weeks.
1y & "full raise” or regeneration
will heal this hit, and the victim is
quadriplegic for 1-6 months,
As above,

H Mid Neck  50/50 instant death or stunned

for 1-6 hours and quadriplegic

thereafter.

3 Low Neck  As above, but only 25% chance
of instant death.

4 High Back Stunned for 1-10 minutes and
quadriplegic as above.

As above, but arm functions will returmn
in 1/2 the time 1f regeneration is in

effect.
5 Mid Back Stunned for 1-6 melde turns and As above, but regeneratfon cuts the
paralyzed from the waist down.  time down to 1-6 weeks.
6 Low Back  Stunned for 1-3 melée turns and As above, but regeneration cuts the
paralyzed as shove. recuperation time to 1-3 weeks.
CRITICAL HITS/GENERAL
Critioal Hit Healing Problems

A "Heal Critical Wounds" will reattach the member, but it will

take 1-6 months to regain full functioning. Regeneration will

cut that time to 1-6 weeks.

Cut artery in leg or arm  There 1s a 25% chance of a nerve being cut with the above prob-

lems and healing time; otherwise as stated in AG I.

A heal critical heals with full function, but they will be per-

manently numb (only for 1-6 weeks with regeneration).

Healable only by regeneration or full raise deads, but regene-

ration takes 1-6 months, and full raises take 1-12 months to
in full functioning.

Ear torn off A 25% hearing loss in that ear n‘ndun of healing efforts.

Loss of Buttock(s) Regardless Im‘lin,’:ffart. 2 -6 loss in agility, halving of

and endurance 1-6 months

Punctured Lung "

Severed hand or wrist

Severed toes or fingers
Eyes torn out

chance of dsath fn 1-6 melée turns, and -4 off all attack
or defense until healed with tion (1-6 weeks) or by #
full rafse dead (recuperation time s 1-3 months), but in any
circumstance a E:uuunn halving of constitution.
Head severed or pulped or Regeneration takes 2-7 months and with a raise dead fully the
body split in *wain recuperation is 1—l£¢u.
A1l other hea Injurfes®  As in AS I, except that there 15 a 25% chance of the victim
mig:n‘ epilepsy in 1-6 months (a cure disease will mot

s).

There is a 50% chance of hemorrhage and death in 1-12 hours, &

**No Result” head injury
401 chance for gradual mental and physical enfeeblement over

a 1-6 month period that permanently halves all abilities, and
a 103 chance of permanent memory where the victim can't
remember more than his own name, or his friends for more than

30



a1 LARGE WEAPONS GUNNERY CHART GENERAL GUNNERY CHART .
Core 1/3 2/3 3/3 DR (SMALL CALIBERS)
Sisse MBD ACP ACP ACP ACP ACP NOTES AND EXPLARATION s Blawk  To 100 Yards To 350 Yards  To 500 Yards  Greater Ranges
Rt ACP Damage
20mm 30' 3 5. 8 S The “"core® 1s the fmpact area ftself. The Caliber ACP Damage ACP Damage ACP Damage  ACP  Damage
25m 33’ 3 ] 6 7 "thirds" are self-explanatory; the shrapnel P 1.4 ; 1-2 8 8 9 1 9 1
omm 36 3 5. g © SEuN only penetrates as indfcated on the diameter .22 s 13 : 45 No appreciable effect beyond this range.

H A2 2 & 5 s chart. Simply ascertain where the target is .25 g e 3 Eh SeRARe e s 3 :

' 40mn 45' 2 < 5 & 2 in the blast zone for the proper penetration 30 {E 547 398 PrOS 5 243 1-12 241 1-10 3 1-8
Ba 48 1 2 3 4§ M) The damage is always 2/3 concussive and 1/3 -30 A ol No appreciable effect beyond this range.
8 A 2R s g e B e et o b 22 206 3 110 7 1-4 s above beyond this range.
8Bam 72' 244 2.2 241 2 M7 causes hearing loss, fnternal hemorrhaging, Som 541 2.16 5 1-8 No appreciable effect beyond this range.
105em S0' 245 243 202 241 247 and even stunning or unconsciousness. .gr o 28 b 2 112 ; T4 As above beyond this range.
5in. 105' 2+6 2+4 243 242 247 Victims in the "core” area can be blinded P e ro : e Lo - As above beyond this range.
SN 17 3 LEE NN e et g g S Bl Gl B3 338 %2 206 5 1.6 Assbove beyond this range.
Ein. 150' 247 246 2+5 284 247 the individual DN. Blast effects travel . e o Em e 2 3.30 Decreases to 1,500 yds.
Bin. 180" 247 247 246 248 7 great distances in semi-confined/channeled %05 (E) 247 3.30 242 2-20 2 1-10 7 1-6 9 1-2
1Min. 210" 247 247 247 246 247 areas such as dungeon corridors. Damage ‘S00 (E) 247 3-36 243 424 21 1-12 6 1-8 8 1-4
14in. 240" 247 247 1 21 M7 e always shared. "58 (MK 3 2-20 6 1-10 9 1-4 Not effective beyond this range.
1610, 30T B SNSRI ‘69 (M) 2 424 6 1-12 8 _1-6 s above beyond this range.

1 R beyond 30 yards.
D4 Damage Core 1/3 2/5 3/8 12 ga. (5) 3 432 Not effective it

Sise (from penetration) damage domage damage damage ;g g g : i_?ﬁ :: cmbou Ww gg ;:rd.l
20mm 6-60 3% 32 20 10 ACP means Armor Class Penetration. 410 ga. (S) 6 1-12  As above in all respects.
25em 6-72 40 36 24 12 C) means Carbine round
30mm 8-80 S 40 27 4 R) means Rifle round.
37em 3-90 48 l 30 17 E) means Elmntnl‘ game round.
40mm 10-100 50 48 32 16 MK) means Musket bal
57mm 12-144 60 56 38 20 $) means Shotgun round
75mm 15-180 80 72 48 24 mm means millimeter,
88mm 16-192 100 88 60 30 in. means fnch.
105mm 18-216 150 132 88 a4 MBD means maximum blast diameter,
Sin. 12-240 180 175 118 60 DH means Direct Hit.
5.5in. 14-280 200 185 124 64 A "core" hit is 11ke a shell going
6in. 15-300 240 225 150 75 off on the ground betueen Tau:-
g’n. 18-360 300 280 187 94 . Not dirsct but as close as

in. 20-400 400 s 250 125 possible otherwise.
144n. 25-500 600 560 kL) 188
16in. 30-600 880 820 547 274
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EXPERIENCE CHART FOR MONSTER SLAYING

SIZE OF MONSTER BASE  POISON/VENOMS  BREATH/STONING MAGIK ALL OTHER EXTRAS

1/2 HD or less 10 5 10 10 5
up to 141 HD 15 10 15 15 10
up to 2+1 HD 20 15 20 20 15
up to 3+1 HD 30 25 30 30 25
up to 4+1 HD 50 45 45

up to 5+1 HD 80 70 75 75 70
up to 6+1 HD 130 120 125 125 120
up to 7+1 HD 205 195 200 195
up to 8+1 HD 330 320 325 325 320
up to 9+1 HD 480 470 475 475 470
up to 10+1 HD 655 645 650 650 645
up to 12+1 HD 880 870 875 875 870
up to 14+1 HD 1,130 1,120 1,125 1,125 1,120
up to 16+1 HD 1,430 1,420 1,425 s 1,420
up to 18+1 HD 1,780 1,770 1,665 1,775 1,770
up to 20+1 HD 2,180 2,170 2,175 2,175 2,170
up to 22+1 HD 2,680 2,670 2,675 2,675 2,670
up to 24+1 HD 3,180 3,170 3,175 3,175 3,170
up to 28+1 HD 3,680 3,670 3,675 3,675 3,670
"? to 3241 HD 4,000 4,000 4,000 4,000 4,000
A1l larger HD 5,000 5,000 5,000 5,000 5,000

This chart is intended to give a sinple base from which to work for computing the value
:: n:hnstr:rs s:ﬂn in combat either physically or magikally. Below is an example of how
e al WOrKs:

A seventh level mage, a third level fighter and two fourth level thieves have slain a 4+1

HD medusa wearing +2 plate armour/+3 shield, that was carrying a vorpal scimitar +3. She

is worth a base 50 points plus 45 for her stoning ability, plus 45 each for her magik shield
and magik armour, and gets another 45 because of her vorpal scimitar for a total point value
of 225 points. That is diwided among her slayers (225 + 4 = 56.25 or 56 points per slayer,
as the point is always rounded to the nearest whole number). As the two fourth level thieves
and the third level fighter were, at best, only equal to the slain medusa's HD, they get the
JI‘WI base point value of their share of points for killing her. However, as the seventh
evel mage was three (3) levels higher than his opponent, he only gets 70% of the base points
or 56 x .70 = 45.5 or 46 points for the mage. This is because for every level in size/level
difference, 10% of the base points are subtracted. Thus, a tenth level fighter that slays

a simple first level animal worth 15 points, would only get 15 points less 90% (the nine
level difference, remember?), or 1.5 points rounded up to 2 points! HNot really a suitable
opponent for a really experienced fighter. As you can see, the points get a lot higher as
the HD increases, so that even though it takes more experience points to progress in the
higher levels, the opponents are commensurate pointwise and toughness-wise.

GENERAL HIRELING COST LIST (MONTHLY ONLY) L
Type of Hireling Cost Cost Per Level Over last Avatilability
Alchemist 100 150 per level per month. 10% chance each month.
Astrologer 100 100 per level per month. 5% chance each month.
Armourer 10 5 per level per month. 20% chance each month.
Assassin 200* 100 per level per month. 1% chance each month.
Beast Master 25 15 per level per month. 10% chance each month.
Engineer 75 50 per level per month. 25% chance each month.
Sage 200 50 per level per month. 154 chance each month.
Servant/Helpers 2.5 .5 per level per month. 50% chance each week.
Ship-Captain 258 15 per level per month. 5% chance each month.
Ship Officer 15 5 per level per month. 15% chance each month.
Ship Crewman 5 1.5 per level per month. 75% chance each month.
Smith 25 55 per level per month. 25% chance each month.
Smith's Helper 35 1.5 per level per month. 35% chance each month.

MILITARY PAY SCALE

Rk Base Pay War Bonus Exotio Beasts Bomus  Special Weapons Pay
General 80 25 20 20
Commander 30 20 15 12.5
Captain 18 17 10 10
Lieutenant 12 13 1.5 B
Sergeant 9 11 5 6
Corporal 1.5 8.5 3.5 4
Lance Corporal 6 6 1.5 2
Common Soldier 5 5 1 1
Militia 3 o o A
Recruit 15 1 .25 .25
NOTES

Availability refers to the chances of being able to hire one, in a fairly large city.
War Bonus pay is only paid for actual wartime service.

Exotic Beasts Pay is for all non-standard animals/beasts that are either ridden, handled
or otherwise worked with by the soldiers.

Special Weapons Pay only goes to soldiers wielding or working with very exotic and powerful
weapons personally. ‘

* Refers to a retainer as a "House Assassin” only; each "Hit" must alsoc be paid for.

** Refers to a ohftg.un Captain. One who owns his/her own vessel can ask and get whatever
they ask for and traffic will bear.

Remember that “noble" soldiers such as knights or other highborn types could cost a whole
lot more than the base scale indicates, the exact price being determined by the DM's own
cultural /sociological set up of his/her world.



MULTIVERSAL TRADING COMPANY: LOAN RATES AND OTHER INFORMATION =

mmmi&mm. bank valuables, loan
anything to warships, sell or buy magik items, spells or
s o ity o Bl g homt o e i o8 g it o oad 18 gesie R

money, underwrite research, treasure hunts and caravans, build to order

t or servi rform
ik -y Thit CIUTE R Faortred By Slees OF skyihtag. Bulow 48 the Msfic: tafovention. Prices sre wemily at 5 il
Level 1
: 2 o 5 6 71-10 = =
Rate: SO0% 455 405 35% 308 258  20% 1}:;}' 1?'_&“;;“
Credit Uniom Loane cost 501 of the above rates; however, the borrow
{up to 5th level); 65% L . by acquire 50% more than he has deposited in the union
negotisble ml@m .m&%‘;‘ Jevel): 75% (up to 15th Tevel)s 100F (up to 25th Tevel): 250% (up o SOth level): and

LoAN LIMITS

Level: 1 2 3 4 5 [ 7-10 1-15  16-20 10 21-25 26-50 50 and above
toad 000 per level 20,000 per level 50,000
CG.S:; 500 750 1,500 3,500 7,500 10,000 15,000 25,000 50,000 g 20th over 25th mr’;;t:l.n'

over
(100,000 maximum)

Intereat Ratea: A1l money banked (fn the credit union only) earns 5% interest Arduinian money withdrawn
before the year's end causes the entire account to lose all accrued interest. ?::-mt s pu'd on T:‘;'Tm.“

1 Favoure: "House Mages™ will perform magik incantations for at 1,000 6
smzm St }mrv?m 6.5 (6th level): 10,000°6.5. (7th Tevel); 24,000 G.5. %u'?hﬂﬁ%‘&%??ﬁ'ﬂﬁ)-
100,000 6. ;u"*"m hml’ﬂgmiar]nn Be bought! “Permanent: spalls cost 100,000 6., zu of the sbove s based
cours or Ist level, decreasing 20% per level to 4th, then 108 per level through 7th, i

Offices: settlement of 5,000 or more has a small store th whi
settlements of 10,000 or more have a medium-sized store that um Md'h:“ :mrm:um o St o AL

orders be placed through them. A - Potiiliy pring
: l‘l_,:' ":. oo, oot 11 ;:;.:Ta-nti of 50,000 or more have a major store which carries a complete 1ine of

Rules: If contractual agreement is broken deliberately or knowi

legal action (pursuant to Arduinian law) brought against him, but N 208 SNUSIY . SIS AR WELY. Det ey Deve
. also be forever barred from dof ki
detrading ™ RultiVersal in the future. In some ceses & Contract ¥ith the Aesassina: Gt1d may be taken out asatnst the
REMEMBER!
Just because there is a price 1ist does not mean they are for sale!l The Multiversal
Trading Company camot sell whmtﬂthmmmw it.
MULTIVERSAL TRADING COMPANY MAGIK WEAPONRY VALUE CHART
EACH EACH EACH FIRE/ LIFE DIS-  ANY LEVI- POLY- EACH INTELLI- EACH ALL OTHER
WEAPON TYPE LANGUAGE PSI ABILITY DETECT COLD DRAIN RUPTION FLY TATE MORPR GERCE POINT PLUS ABILITIES
Broadsword 100 1,000 1,000 2,500 2,000 1,500 750 2,500 100 1,000 1,000
2 Hand Sword 150 1,250 §50 1,750 1,750 3,500 2,00 1,000 3,500 125 1,500 1,500
Bastard Sword 125 1,150 525 1,500 3,250 3,000 1,750 975 3,000 110 1,250 1,250
Short Sword 100 1,375 750 1,875 4,500 3,500 2,500 1,250 3,375 150 1,750 2,000
Scimitar 100 1,500 1,000 2,500 5,000 1,250 1,000 1,250 1,775 100 1,000 1,000
Sabers, etc. 100 1,000 675 1,175 4,000 3,500 1,875 1,000 2,400 200 750 1,000
Rapier 175 1,750 1,750 2,500 7,500 3,750 1,000 750 2,250 135 1,000 1,250
Samurai Sword 250 2,500 500 1,375 5,000 1,000 1,575 1,150 3,775 150 575 1,225
Mace 250 2,000 1,000 3,000 5,000 500 2,275 1,275 1,500 135 750 ,000
Maul 300 2,400 1,200 3,300 4,000 775 2,500 1,375 1,875 150 675 1,250
Morningstar 440 3,000 2,000 1,475 3,975 975 2,750 1,750 2,000 150 650 750
MWar Pick 475 3,000 1,875 3,500 4,000 2,500 2,500 1,500 2,250 150 B75 975
War Hammer 125 1,550 500 2,000 2,000 675 500 375 2,000 125 500 575
2 Hand Hammer 178 2,000 575 1,875 750 750 750 500 2,500 175 850 975
Short Flail 175 2,475 550 2,350 2,000 §50 1,250 1,000 2,340 150 500
Long Flail 200 4,575 575 2,500 2,200 500 1,500 1,250 1,950 185 575 650
Battleaxe 100 1,000 §25 1,225 3,000 1,000 2,000 2,350 105 875
2 Hand Axe 225 1,750 750 gs0 2,500 1,500 2,500 1,125 2,000 125 1,025 1,000
Francisca 275 2,750 1,250 1,675 3,350 1,350 375 3,000 135 675 650
Tomahawk 500 3,500 2,000 3,000 5,000 7,500 250 1,25C 4,500 225 250 400
Hand Axe 100 1,450 1,350 2,375 3,000 3,000 1,275 4,500 100 325 475
Short Spear (7') 240 1,500 1,185 1,535 1,000 750 2,000 1,575 5,000 105 300 500
Long Spear (3') 275 1,750 1,250 1,750 1,500 1,000 2,325 1,675 6,000 110 350 555
Pike (12') 500 5,000 2,500 4,000 B,775 7,775 5,000 5,000 7,500 240 1,875 2,250
Long Pike (22') 750 6,000 3,250 5,000 10,000 9,250 6,000 5,000 10,000 250 ) 2,500
Halberd 450 3,200 ’ 3,750 4,500 2,875 3,00 2,000 3,000 200 1,750
Pole Axe 600 5,000 4,000 4,000 8,800 6,600 4,500 3,500 7,500 180 950 1,000
Long Pole Arm 650 5,500 4,800 4,500 8,000 6,000 5,000 4,000 8,000 175 80O 925
Short Pole Arm 625 5,250 4,400 4,250 8,250 6,500 4,825 3,825 7,775 160 725 985
Lance 1,000 10,000 7,500 7,500 12,500 15,000 25,000 10,000 12,500 275 500 1,500
Heavy Javelin 750 7,500 6,000 4,500 5,000 2,500 550 1,000 5,000 200 400 880
Light Javelin 825 8,000 7,250 5,000 6,000 3,000 §00 1,250 10,000 225 348 925
Throwing Spear 500 4,000 4,000 4,000 5,000 2,000 400 1, 9,500 165 300 600
Dagger/Dirk 145 2,500 500 3,300 10,000 9,750 1,500 875 9,975 100 750 975
Stilletto, etc. 200 3,000 675 3,600 8,800 7,500 1,725 725 9,995 130 175 1,000
Knife 225 3,125 725 3,725 9,000 8,000 1,850 1,000 11,575 145 655 5
Longbow 2,500 7,500 3,500 2,500 2,000 1,750 250 1,250 15,000 500 750 2,500
Shorthow 2,500 7,875 3,395 2,675 2,225 1,825 225 1,300 16,000 475 725 2,225
Composite Bow 2,500 7,275 3,450 2,250 2,425 2,000 200 1,500 17,500 495 650 2,000
Heavy Crossbow 3,000 10,000 5, 4,500 2,000 1,000 175 2,000 11,750 485 725 1,250
Light Crossbow 3,500 12,500 5y 5,000 3, 1,500 150 2,250 12,500 500 650 1,000 =
S 5,000 14,000 6,000 5,000 10,000 9,500 100 2,500 15,000 57 500 1,375
Staff Sling 5,500 15,000 7,500 6,000 12,500 11,500 125 3,000 20,000 650 1,000 E



MAGIK ITEM PRICE LIST

i MULTIVERSAL TRADING CO.
ITEM BASE FRICE ADDED COST FACTORS
Flying Broom 6,500 None
Flying Carpet lu.ooo weave, material, fireproofing, etc.
Sk k 2,500 Attached 1ine materfal.
Magik Spade of I:t1g? ng 2.500 None
nqik Mattock of Digg n? 2,500 None
1k Lyre of Construction 50,000 Actual materials it {s made of.
Chimes of Knocking 12,500 As above, usually gem encrusted.
Ropes of Magik Tms 250-500 per foot
Horns of Nordic Magik 25,000-75,000 Actual construction materials.
Bag of Enormous Holding 3,500
Stasis lcg of Enormous Holding 5.000 As above.
Pouch of Extra Holding 1,500 As above.
Pouch of Magik Beans 5,000 The more beans, the higher value (+1,000).

The greater the called beasts, added cost.
Actual oomtmct-ion material adds cost.

Pouch of Magik Tricks 500
Cards of Many l‘lnﬁ Things 100,000
Efreet Calling Items 8,500

:

nim Calling Items 10,000 As above, usually gem studded
Elemental Summoning Devices 25,000 As above.
Magik Powder of Appearing 175 per

pinch
Magik Powder of Mngonﬂ 200 nch
One Use Magik "Walls = 25 g :: ft.

HHH

Magik Transportable Hole 4,500 :

Portable Magik Door 7,500 Size, the larger, the door, the more cost.

Candles of 10,000 Varies by fts -q!t us and potency.

Magik Chalk 1,000-10,000/stick Varies by potency and size of stick.

Magik Make Up 10,000 per ounce As above.

“Gate" Devices 100,000 The larger and more distant the Tl + the
more it costs. Alsc ts portability helps.

Athames 5,000 Most are gem encrusted, precious metal, so
that adds cost as does its magik potency.

Magik Stri

1,000 per foot None

Magik Umbrellas 10,000 Actual construction material may add cost.

Gauntlets of Super Strength up to 100,000 The more strength, the more cost.

Aphrodisiacs 100-10,000 per does Varies by potency and number of doses.

Bracers of Magika) Defending 1,000 per "Plus®  Varies according to material {t's made of.
ses 1,500 Considered "Techno Magik."

Lighters/1ight fire devices 25-2,500 Considered "Minor, but useful magik."

Flashlights/light casters As above, Techno or otherwise.

Wineskin of Capacious Molding 100/25 gal. capacity As above.

Automatic I.ool:ults. etc. 250-10,000 As above.

Automatic Scouts, etc. 500-2!.000 As above.

Jug of Infinite Waters 3,750 Dmﬂds on composition.

Alesbic of Alchemy 10,000 As above.

Vial of Infinite Potions 10,000 Depends on the potfon ft spews forth.
Crystal Balls 5,000 plus 1,500 for each additional power. Fairly rare.
Magik Mirrors As for Cmul Balls, but z.soo per each power. Rarer still.
Boots of Flight 5,000 Varfable depending on speed of flight.
Boots of Great and 2.500 As above but for speed.

Boots of m ing 2,500 As above but for distance per jump.
Boots of Wa l:'lng on Mthng 5,000 Super rare.

Shields 1,250 per "Plus"  Can vary according to extra powers.
Leather Armour (A1l Types) 1,500 per "Plus" As above.

Chain/Scale Armour 1,750 per "Plus"  As above.

Half Plate Armour 2,000 per "Plus"  As above.

MAGIK ITEM PRICE LIST 38
continued

ITEN BASE PRICE ADDED COST FACTORS

2,500 per "Plus® As above
Use the "broadsword” Ilstlngs under magik weaponry.

and add all you want!

Full Plate Armour
Helms /Helmets

This is just a base 1ist from which to work, use what you 11ke, and




39 PRICE LIST FOR SPECIALTY MAGIK ITEMS
MULTIVERSAL TRADING CO.

Fach Each Each Each
Basic Eaoh Offemsive Deferwive Detect Command ﬂtrt Teleport ALl Other
ITtem Charge  Powver Pouer  Ability Ability Ability Ability Abilitiee
Mulss 10 130 1ok 1% som B som 1o
. ’ L L] L] zl » L]
Jewelry 250 1, 1,500 1,500 1,500 3,000 7,500 1,500 MULTIVERSAL MAGIK SCROLL VALUE CHART £
Helms ~ 1,000 1,000 1.500 2,500 3,500 5,000 10,000 2,500 continued
Qo § 10% La L m w e
a W » ln L) - L] L
Robes 976 1,375 1,575 1,750 2.250 3,378 9,750 1,375 SCROLL TYPE PER LEVEL PER USE PERMANENT FIRE PROOF ACID PROOF PROTECTING OTHER
Wands 50 1,000 1,000 1,000 1,500 2,500 4,500 1,000 2.000 s
Ruds 100 1,500 1,500 1,500 2,50 3,500 7,500 1,500 Annihilate 500 750 7,500 750 750 2378 725
itaffs 250 1,875 1,875 1,875 1,50 4,750 10,000 1,875 Pol 750 750 5,000 750 750 ’
D g5 9 00 100 1,000 B - w8
Telekinesis 25 225 1,250 o 200
GOLEM VALUE CHART 315 250 1,675 325 325
Sty Puyentc 500 500 1-10,000 500 500 750 500
Cures/Heals
(Base ‘m Purens) NAGIK MAGIX MAGTE INDEPENDENT ALL
"TPE OF GOLEM SFEAX ATTACK DETENSE !B!'l'_ FLIGHT SPECIALTIES OFERATION OTHER
Do (50000 o Las e Lew I s o 1ie
- .’ » . » . " »
Stone (20,000) 75 2,500 2,500  3.250 4,500 6,500 7,250 2,000 These charts are here simply to give you an idea of the relative value of certein type
iron (35,000) 975 3,250 3,250 4,000 5,250 7,250 8,000 2,750 magik scrolls, gadgets and Goleas. Please remember that your world cas be eny By ¥or, TG
dronze (45,000 1,000 4,000 4,000 5,000 6,000 8,000 9,000 3,500 it to be. So don't use everything that you read simply because "it's .
Sifver (S0:0000  1'500 5000 8000 6000 3000 900 10000 con [ '°°cesd end. Becrestive, dnd Suke yoir own chars.
1iver » » ] L ] ¥
Lald (75,000 2,500 10,000 10,000 10,000 10,000 10,000 12,500 5.000 | ere 12 a handy vay to figure eut ues measeres (1 know ft's aof exactly right, Wt 1.0,
Urichalcum (100,000)3,000 15, : 15,000 15,000 15,000 15,000 7, B R, S ol B S art): a wineskin {3 2 quarts; a keg 15 a gallon:
Tt TEEmgs o) Beits GRS N 15458 TLAN 12800 U e nesd T 3 gationss s besrel 1e.8 oaltonss s cask 15 20 gallonss and a “Noya) Cast! 1s
Green Siime (50,001,000 1.450 1,450 1450 2,450  3.450 3,75 1,450 56 ouiom. Screuy, Mot VX servem RO BivioRs i me s O e tre fhfvly
Snow (12,500 000 1,000 1,000 1.000  1.500 1,500 10,000 2,500 Natire of ale or Basr boaght 15 4 one pint Tiagos, sltheugh O §
Diamond [500,000) 15,000 15,000 15,000 15,000 15,000 15.000 25,000 20,000 common a150.
Shadow (250,000) 12,500 12,500 12,500 12,500 12,500 12,500 17,500 15,000

MULTIVERSAL MAGIK SCROLL VALUE CHART

SELF

SCROLL TYPE PER LEVEL PER USE FERMANENT FIRE PROOF ACID PROOF PROTECTING OTHER
Attack 100 100 1,500 250 250 1,500 250
Uefense 100 100 1,500 250 250 750 225
Conjuration 250 250 1,875 300 300 1,250 275
Gate 500 1,000 10,000 1,000 1,000 2,500 750
Teleport 75 375 +250 500 500 1,500 335
Pass Matter 125 326§ 2,315 400 400 1,375 325
Fli 300 300 2,000 k7] 375 1,325 300

100 325 2,000 445 445 1,445 us
Mesmerize 285 250 ] 225 975 200
Control 450 400 3,500 500 500 1,750 335

s mg_ orw 77T
The Terror 't Vet oni¥ o babt!




P PRICE EXAMPLES FOR THE ARDUINIAN UNIVERSE

Pint of ale. | Ha'penny and up Depends on the locale.
1. of salt. 1 silver penny. A very important staple.
Bale of hay. 3-5 minums . Depends on the season.

Large wooden chest with lock., 1-7 silver pennies and uo. Depends on workmanship.
Having a horseshoe put on. 15 pennies. Depends on the location.
Mailing a letter (Pony Mail). 1 penny. More for foreign destina-

tions.

Bottle of wine. 1 penny and up. Varies widely by country.*
Bottle of horse )imiment. 1 Ha' Seldom more than 1 ;

and up.
the cost of the weapon. Varies by location.**

Having & weapon silver coated. 20-501
The larger the area that the

Leather map. 1 gold sovereign and up.

map shows, the more it cnsts,

41 bottle of wine is bad, and 1s usually called (derogatorially) by name:
1ike "01d Oliphant Puke," "Panther Piss,” and the Tike.

**The silver coating on a weapon fs worn off in combat at the rate of 10% per hit, thus 1f
in 2 single battle a person lands ten (10) hits, when the wralths sppear five minutes later,
you haven't 4 silver weapon with which to fight! Sure, you still have s perfectly good
fron or steel blade, but that hasn't cut an undead monetar Tatalyl So 1t pays to have 2
reserve weapon, and to recoat weapons regularly.

ROPE BREAKAGE CHART

1-10" 11-20' 21-30" 31-40' 41-50' {1'+  Remember, this 1s for a common

WEIGET  DROP  DROP  DROP  DROP  DROP DROP *ope tied to a person/weight.
THERE 1S A WEI PENALTY THE

500 1bs. 50% 60% 70% 80y 903 100% VARIOUS ARMOIIR CLASSES WORN; SEE

450 1bs. 401 S0 601 701 B0 501 BELOM:

400 1bs. 30% 401 501 601 701 B

350 1bs. 25% 353 45% 551 651 7% AC 2 or 3 13 75 Tbs.

300 Tbs 20t 301 403 501 607 e AC 4 or 5 1s 50 Tbs.

250 Tbs. 15% 253 kL3 451 553 65T AC 6 or 7 fs 30 Tbs.

200 bs. 0% 20% 30 0% 502 60¢

150 1bs % 15 251 358 451 558 Other equipment such as full back

100 1bs. 43 103 202 30% 40% 50%  packs and the 1ike should also be

50 Tbs. % 51 15% 25% ki3] 45 considered on the breakage chart.

This chart {s for use in instances 11ke when a point man falls through a tn:o:nr
in a corridor, or when a party s roped off and climbing a c11ff, atc., Common sense should
be exercised in the DM's adjudication at all times.

ARNOUR
Leather, studded

TooLS MNISCELLANEOUS EQUIPMENT
20-50  Sledgehammer, 2 1b. 2 Tacks, Brass, per 50 g
Leather, banded 22-55  Sledgehammer, 5 1b. 3 Caltrops, Iron, sach 1.
Chain, Tight 33-88  Sledgehammer, 10 1b. 5 Matches, per 100 .25
Half le 40-200 Ice pick, iron 1 Matches, waterproof, per 10 1.5
Full helm 12-24  lce axe, steel 35 Bugle, brass 2.5-28
Bilge pump, 4 man 250 : 7.5-125
WEAPONRY Bilge pt:, hand 45 Mandolin, common 3.5-100
2-handed sword 8-20  Steel fish hooks (ea.), hﬁim. common §-500
Martobarbuli, ea.  3-7.5 small 10 ograph 1
Chakra 3-7.5 small “ « por 36° x 12" 1.5
Blow.gun 3.5-12.5  medium X r, per 8" x 11" 2.5
Darts for above  .75-2.5 Targe » Vellum, per 12° square 1.25
Shurfken 1-3 very large 1.25 » per 1 oz, tin 25-25
Oouble dagger 5-25 glant LS T » per 6 oz. pouch .75-75
Tﬂ?lo r 7.5-35 String, per 500' .75
Bullwhip, 12' 5-25  CAMPING GEAR 4] s rr dozen with
Javelin, light 2.5-7.5 Tent, 1 man 10-20 Thimble 1.1 steel) 1.25
Javelin, heavy 3-9 Tent, 2 man 12-25 Flint/stee .5
Spear, 5', throwing 3-9 Tent, 4 man 15-35 111s, per dozen JT5
Tent, 8 man 20-60 Ink, per B oz, jar 1.5
MEDICINES ETC. (per dose)  Tent, 12 man 35-125 Ink, wa . per 1oz, 2.5
Golden Centaur Salve 1,500 Tent, 20 man 50-500 » TEW, per ounce 25
EIf Tea 250 ’ Iu-r 3 Paste, per 16 oz. Jar 5
Pixie Wine 10,000 Pot, small 1.5 Glue, per B oz, jar 5
Pan, la 2.5 Paint, water based, per qt 1.25
STEEDS AND EQUIPMENT small Paint, of1 based, per 75
War 45-95  Knife/fork/spoon 5 . fron, 1' cube :
Destrier 275-550 s fron, 3' cube 1.5
War Ass 33-66 MISCELLANEOUS
Small Buggy 75-250 Snowshoes 1.5- MISCELLANEOUS ITEMS
Large h'ﬂ 500 Climbing Spikes (pafr) Chalk, per stick .05
1 Man Charfot 75-100 copper 1
2 Man Chariot 85-135 bronze 1.5
4 Man Chariot 95-175 iron 2.5
2 Horse Coach 125-375 Jar, Pottery, small .25
4 Horse Coach 150-450 Jar, Pottery, um .50
6 Horse Coach 175-525 Jdar, Mﬁ'{. Targe 1.0 NOTES
?zmm 300-3,000  Sponge. :11 353 Remesber, these are prices
» um .
> large 5 for the Arduin multiverse, so
BOATS ETC. t, Wood, small 1,5.25 feel free to use what you
100 Chest, Wood, medium 2.5-50 1ike, modify what you need
Felucca 5,000-9,750 Chest, Wood, large 5 and throw out what you can't
Dhow §,500-10,000  Vial, glass 1.5 use. The game {s based on
Junk 6,000412,500  Flask, tin 1.5 how sach asparate DM sees it,
Quadreme, Light 40, 000  Bottle, Pottery, small .35 50 let your prices reflect
Quadreme, Heavy 47,500-100,000 Bottle, Pottery, large .75 your world's culture, and
Keg, Wood .95 your fdeas.
CORRECTIONS TO VOLUME ONE Hogshead, Wood 1.5
The listed prices for garlic,  Barrel, Wood 3.25
wolfbane, belladonna, and ofl Cask, Wood 5
was in SILVER PENNTES, not G.S. Cask, Wood, Royal 15

The price of large and small
bags was in COPPER PENNIES.
Torches were in SILVER PENNIES.
A1l "Mithril," “Adamantine,”
and the 1ike items were alloye,
NOT PURE METALS.

MULTIVERSAL TRADING COMPANY LH]

PRICE LIST FOR GOODS
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VALUE CHART FOR COINAGE

NOTES/PURCHASE POWER

The price of a small bread loaf.
The common man's daily coin.

win food for one meal.
A n!g:‘#:'::::hm Todging.

gold sovereign.Called "The saflor's coin."
33.3% gold sovereign.Palmist's/seer's ooat_fur mise.
1/2 ?:73 sovereign. The average bribe or "squeeze.

Average temple offering.

2
1-1/2 gold sovereigns.Usual elven medium of exchange.

COMPOSITION  SHAPE NAME VALUE
Copper round  Minum 1% / silver penny.
Copper round  Ha'Penny 10%/si1ver penny.
Cn?pur round  Penny 20%/s11ver penny.
Silver round  Silver Penny ‘IWgold sovereign.
51lver round Buckler 12.5

Silver triangle Heater

Silver round  Round

Silver rod Rod sovereigns.
Silveel branch  Huorn

51lveel tree Ent 3 gold sovereigns.
51lveel heart Heart 1 1 sovereign.
Electrum oval Oval/Hand § silver pennies.
Electrum square Fist 3 rld crowns.
Gold pentagon 1/2 Crown 1/4, gold sovereign.
Gold 6-sided Crown 1/2 gold sovereign.
Gold 7-sided Sovereign 10 silver pennies.
Gold octagon Royal Sovewign 5 gold manirn.
Gold bar Bar 5 roys] sovereigns.
Platinum star Star 1 royal sovereign
Platinum cube Manor 3 stars.

Mithril 9-sided Niner 9 gold sovereigns.
Mithril 12-sided Pard 12 gold sovereigns
Mithril round  Planet 5 royal sovereigns.
Mithril diamond Temple 2 planets.
Adamantine round  Lunar 5 planets.
Adamantine sphere Orb 3 lunmars.
Orichalcum round  Solar 5 lunars.
Orichalcum "X" Constellation 4 solars.
Orichalcum  “S" Snake 5 solars.

Blue Jade triangle Gat 1/2 gold crown
Green Jade square Agat 1 gold crown.

Red Jade round  Shagat 1 gold scvereign.
Black Jade octagon Gort 1 royal sovereign.
Ivory cube T 1 royal sovereign.
Brass round  Bluker 1/2 a Ha'penny.
Brass square Telk 1 Ha'penny.

Nickel round  Staad 1 penny.

Tin square Volk 254 silver penny.
Iron round Rilk 1/2 copper minum.
Osmium sphere  Twaal 7 gold sovereigns.
Hafnium cube Bann 4 gold sovereigns.

Usual elven hoard coinage.

Used between elves only.

Normal Bard's for a performance.
The average soldier's “squeeze."
Most ferry rides cost this much.
The price of a woman's "favours.
A month's “common” wages.

A month's wages for a common soldier.
A month's wages for an officer.
Mainly a Dwarven medium of exchange.
A common Dwarf hoard item.

Used commonly by S .

Commonly used by Titans.

Used by elves in trade with Dwarves.
As above.

Commonly seen in royal treasuries.
As above.

Known by legend only to common folk.
As above

Used in legend by the dread Kthoi.
From legendary Xhra and the east.
As above.
As above.

As above.

From the jungles of Namorand.
From the lost city of Khoraz.
As above.

As above.

As above.

From dread Marmochand.

From far Tasalla.

From the Dreaming Isles.

These are just a few of the coins and other mediums of exchange extant in the Arduinian
universe. They are here to act as an example, so use your own imagination and see what you
can come up with yourself.

ITEM

White diamond
Orange diamond
Yellow diamond
Pink diamond
Green diamond
Blue diamond
Red diamond
Lavender diamond
Black diamond
Rainbow diamond

Emerald
Blue Topaz
Yellow Topaz
Smoky Topaz
Moons tone

Amethyst of all color

Star Tears
Sun Drops

Orc Eyes

A1l other Agate
Tourmaline
Aquamarine
Common Opals
Fire Opals
Sea Opals
Black Opals
Demon Eyes
Thunderstones
Firestars
Common Rubies
Black Rubies
Star Rubies
Common Sapphires
Star Sapphires
Garnets
Dunestars
Dragon Tears
Chrysophrase
Heliotrope
Peridot

Carbuncle
Snow Tears
Heart Stones
E1f Stones
Dwarf Nodes
Lodestones
Bloods tone

ony
Turquoise
Lapis Lazuli

-

VALUE
375 G.S5./carat
395 G.S./carat
400 G.S./carat
450 G.5./carat
475 G.S./carat
500 G.S5./carat
650 G.S5./carat
725 6.5./carat
775 6.5./carat
000 G.S./carat
750 G.S./carat
125 G.S./carat
140 6.5./carat
175 G.S./carat
175 G.S./carat
150 G.5./carat
125 G.S./carat
975 G.5./carat
33 6.S./carat
20 G.S5./carat
105 6.5./carat
135 6.S./carat
250 G.S./carat
335 G.5./carat
350 G.S./carat
440 G.S./carat
995 G.S./carat
800 G.S./carat
885 G.S./carat
500 G,S./carat
630 G.S./carat
660 G.S./carat
320 G.S./carat
395 G.S5./carat
40 G.S./carat
615 G.S./carat
675 G.S./carat
35 G.S./carat
25 G.S./carat
14 G.5./carat
10 G.S./carat
888 G.S./each.
320 G.S./each
375 G.S./each
325 G.S./each
200 G.S./each
70 G.5./ounce
50 G.S./ounce
25 G.S./ounce
22 G.S./ounce
24 G.S./ounce
50 G.S./ounce
110 G.S. /ounce
145 G.S./ounce
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NOTES AND COMMENTS

Most common diamond.
Fairly common type.
Usually found in/near mithril mines.
Usually associated with new volcanoes.
Called Sea Diamonds.
Usually found in/near tin & silver mines.
Associated with Balrogs and lesser demons.
Usually seen only in E1f hoards.
Associated with greater demons.
The rarest of rare, associated with the
dread Elder Gods and their fell rites.
The gem of royalty, highly prized.
Fairly common stone,

above.
The rarest topaz, still fairly common.
Prized by Hobbits.
Nearly the most common gem in Arduin.
One of the rarest stones in existence.
Holds the warmth of the sun and glows!
A form of agate, hated by true Orcs!
The most common stone in Arduin.
Fairly rare, and prized by Centaurs.
Prized by Dryads and other forest folk.
Prized by most humans, and by Saurigs.
Prized by goblinc above all other gems.
A common Sea E1f trade item.
Usually associated with graveyards, etc.
Alchemists use them in their work.
A shocking gem to say the least!
Very rare, as they originate off-planet.
Prized as a standard Trader's item.
Associated usually with Amazon Royalty.
Fairly rare, prized by Phraints.
One of the most common of all gems.
Prized by seafarers as trade items.
Very common semi-precious gem.
Found in mirage oases only.
Usually associated with dragon hoards.
Common semi-precious gem of jungle areas.
Common in desert areas.
So common in some areas it is used to pave
the streets! Unknown in other areas.
About as the above semi-precious gem.
So cold, they'l] freeze water!
Associated with Star Powered Mages.
As the name implies.
Ditto.
Prized by travelers worldwide.
Used to carve perfume bottles from.
Prized by Druids and Barbarians.
Prized by mages for magikal ustr.
Used as a substitute for carnelian.
Used T1ike bloodstone.
Used worldwide for religious icons, etc.
Used as inlay, etc., worldwide; it's rare.
As above, but much rarer.
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ITEM VALUE NOTES AND COMMENTS
White pearl 35 s.s.nzv diameter  The most common type of pearl.
Orange pearl 3 " b Found in tropic seas only.
Pink pearl 60 " # s Found in mermaid hoards mostly.
Yellow pearl L » Highly prized by Amazons.
Green pearl 9% °* » . Also called "Sea Pearls.”
Red pearl .Y e » Prized highly by nixies and pixies.
Blue pearl W Mosae o Found only in polar seas.
Black pearl 150 * 9 » Prized by Alchemists for potion making.
Silver pearl m v » A Prized by witch doctors for healing potions
Gold pearl 155 " » " Found in dragon turtle hoards only.
Lavender pearl 17 " " " Extremely rare; originate off-world.
Rainbow pearl 10 R . So rare, only three are known to exist.
Triton Eyes (petrified) 225 6.S./each Used by mages in necromantic arts.
Dragon Eyes » +500 G.S./each Prized by rich merchants as a sign of
t wealth and w&r
Ambergris 1,000 6.5./ounce m.uiu essence for perfume, thus highly
prized by the makers, also very
rare in a fresh state.
Raw Spider Silk 50 6.5./sq. foot That's for 1/4" twisted rope form.
Green jade 100 6.S./ounce .
Yellow jade 105 G.5./ounce Prized highly by Amazons.
Pink 110 6.5./ounce Usually found in Pixie hoards.
Blue jade 125 6.5./ounce Found only in the Thunder Mountains.
White jade 135 6.5. /ounce Highly prized by Gnomes.
Red 150 G.S. Revered by Priests of .
Purple jade 175 6.5./ounce Found only in dread Marmachand.
Black jade 185 6.S./ounce The rarest of all jades.
Clear crystal 10 6.5./pound The most common "fine" crystal.
Pink crystal 15 6.5./pound Common n the Mickleback tains
Yellow crystal 20 6.5./pound Found in the fon Mountains.
Green crystal 25 6.S./pound Also called * Tass.”
Blue crystal 30 G.S./pound Prized by mages for potion holders.
crystal 35 6.5./pound Prized by clerics for amulets.
crystal 35 6.5./pound Found only in Tharkalla.
Purple crystal 45 G6.5./pound Prized by elves for wall facings.
crysta 60 G.S./pound Very rare, seldom seen by men,
Black crystal 90 6.5./pound Found in dread Marmachand only.
White marble 6 6.5./pound The most common "fine" marble.
Pink marble 8 6.5./pound Abounds in Arduin.
Yellow marble 10 G.S./pound Prized by Amazons.
Green marble 12 6.5./pound Found mostly in the Dreaming Isles.
Blue marble 15 6.5./pound Used universally for palace walls.
Black marble 16 6.5./pound Found only in Morvaen.
Lavender marble 18 6.5./pound Prized b; elves in home building.
Red marble 20 G.S./pound Used in Temples of Set.
Orange marble 6.5./pound Rare now, used to come from Akkon.
Any s1lver veined marble 25 G.S./pound Fairly rare, used in palaces
ﬂ““ﬂ marble 28 G.S./pound Very rare, used in palaces also.
Ra marble 33 6.S./pound From off-world, EXTREMELY rare.
White coral (polished) 10 G.S./pound Most common "gem quality” coral.
Pink coral \- 12 6.5./pound Common in all but arctic seas.
Yellow coral 15 6.5./pound Prized by Amazons.
Orange coral ! 18 6.5./pound Found only in C seas.
Green coral 2 20 6.5./pound Most common Sea EIf trade coral.
Blue coral . 22 6.5./pound Used by Alchemists in potions.
Red coral » 24 6.5./pound Worn only by Courtesans.

PRECIOUS AND SEMI-PRECIOUS GEMS, AND OTHER VALUABLES, continued

ITEM VALUE VALUE

Black coral (polished) 25 G.S./pound
Purple coral " 28 6.S./pound
Rainbow coral " 30 6.5./pound
S1lver coral ¥ 50 6.5./pound
Gold coral " 77 6.5./pound
Sard 16 6.5./pound
Jasper 24 G6.5./pound
Petrified wood 10 6.5./pound

(polished)
Nacre 8 6.5./pound
Meteoritic metal 250 6.5;/pound
Meteoritic stone 100 6.S./pound

hide ) 100 6.5./sq.ft. average

Demon hide (uncured) 500 6.5./sq.ft. average
Hydra's teeth (whole) 50 G.S./each
Unicorrs horn (whole) 1,000 G.S./ounce
Mummy dust 300 G.5./pound
Kraken's ink 50 G.S./ounce
Hemp 50 G.S./ounce
Opium 100 G.S./ounce
Psychedelic mushrooms, Up to 250 G.5./ounce

etc.
Mar{ juana 35 6.5./ounce
Quinine 45 6.5./pint
Black powder, also 500 G.S./ounce

nlh:ibo- dust or

rt,

uﬁw black obsidfan 10 6.5./100 pounds
Green obsidian 18 6.5./100 pounds
Red obsidian 25 6.5./100 pounds
Hands of Glory 1,500 G.S./each

4

BOTES AND COMMENTS

Found off the coast of Marmachand.
Prized by Dryads and Nixies.
Prized by Dragons.

The sign of lesser royalty; rare.
The sign of kings, very rare.
Fairly abundant in desert areas.
Usually found in mountafn areas.
Fairly rare in the lands of men.

Used 1n alchemical experiments.

Prized by mages and dwarves.

zed by clerics and alchemists.
make magik leather armour.
mages and alchemists.
amulets and 1n potions.

t potent aphrodisiac known.
potfons and poultices.
writing magik scrolls.

in magik rites.

Ay

above.

tto. :

ed medicinally by the populace.
above.

in esoteric rites and rituals.

BF =22

i i

in some temples as flooring.

i

tto.

Must be authenticated, used in magikal

rituals of the highest order.

This 1ist is by no mns’cw'lm. so use it as a base from which to work.
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MAGES' SPELLS

Name: TRENKOLE'S BASIC WEB SPELL Level: Ist Mama Cost: | Range: 30' Area A ted: 10"
diameter sphere Duration: | minute Effects: A gossamer webbing of fiberglass- 1:: fila- g
ments entangle 311 within the target area. The webbing will hold any single creature up to
4HD in size, two of 3HD size, four of 2HD size, efght of 1HD sfze, or up to twelve sn?hr

Name: M!le.u's SPELL OF THE WONDROUS (or SUPER) WEBS Level: 2nd Mana Cost: 2

ma.- 60' Area Affected: A 15' diameter sphere Duwration: 3 minutes plus 1 minute for
level of experience over the 3rd the caster has Effects: Exactly as the st Tevel Basic

Basic Web Spell, only dowuble 1ts strength and effectiveness.

Name: FAFING-GHAR'S SPELL OF THE FIERY FLASH Level: 2nd Mana Cost: 2 Arec Affected:

A 30' radius around the caster xrn-u.- A terrifically brillfant flash of blinding white

lirt. much 1ike a glant flash bulb going off. A1l within its area are blinded for 1010

.m ﬁzu:n:]gnz &.r .?‘l water ndh::rn‘ﬁl: l'l': mi;iml 104 :elic turns during which they
= defense. victim has a 5% chance of having been in the process

of blinking when the flash occurred and so suffer no 111 effects. %

Name: MINDAN'S MIND MASK SPELL Level: 3rd Mma Coet: 3 for the first 10 minutes and 1
T i g L o s . o oo L ot S et S
» « an
out by ESP or other mental probes. s e w

Name: HARGYN'S SPELL OF THE UNMASKED MIND Level: 3rd Mama Cost: & Ramge: 30' plus 10°
per experience level over the 5th. Area Affected: | predetermined target's mind only, and
only if the target is actually visible. Effects: The caster has a chance to strip away any
mind masking spell the target may be using, and see the real thoughts behind them. However,
in order to do this, the mkfnf spell must be successful, and then either telepathy, ESP,
a crystal ball, or some other spell or device must be used to probe the mind in question.
This spell only unmasks the mind, and does mot read it. The probability of a successful un-
masking is when the caster and the target are of the same ence level, and this will
efther increase or decrease by 10% per level difference from other that they are.

f:r';mm'?!sﬁl-w 'lth)lE ?ﬁhnm' ITO} Leval: 3|:d MNana Cost: 3 : 90' plus 10'
Vi r the Area Affected: 30' diameter plus 3' in diameter addition-
al per user level over the 5th Duration: | minute plus | melée turn for each user level
over the 5th Effects: A1l within the area are immediately afflicted with a horrendous
ftching rash that totally {meapacitates a1l intelligent creatures up to 8 HD for 1 minute,
and has a residual effect of being so distracting for a further 9 minutes that all attack
and defense is at -4. A1l unintelligent creatures up to 12HD in size go mad, biting and
striking themselves unti] death or unconsciousness. A1l intelligent over BHD have the
10 minutes at -4 attack and defense, and all unintelligent types over 12HD but no larger than
20 HD also have the attack and defense penalty for 10 minutes. Larger types of either type
are not affected, and 1f the spell is reflected back to its caster by any means, he will re-

act 1ike an unintelligent creature and b
t5e Masted ftuning! gen scratch, bite and maul himself to death trying to calm

Name: RORGHULL'S ROT SPELL Level: 4th Mana Cost: 4 : 120" Area ected: 60'
diameter sphere Duwratiom: Until healed Effecte: A1l within the area up to 8 HD rot at 1
point per melée round unless a save vs. ngi is made, in which case they rot at 1 point per
minute. A1l larger types only rot at 1 point per minute, and if they save it has no effect
at all. If the spell fs cast back to the caster for any reason, he will i{mmediately rot for
1012 points, and at double the rate thereafter. Undead are never affected by this spell.

L
MAGES' SPELLS. continued

Name: VOOR-HING'S SPELL OF THE EATER FROM WITHIN Level: T7th Mana Cost: 9.5 Range: o0
Duration: Until the host's death Area Affected: Any single visible target Effects: A one
inch in diameter blood red ball of 1ight zips from the caster's outstretched finger tip to
the target and disappears within him. The very next melee turn, unless countered with an im-
mediate disease curing ritus) simultanecusly with 2 magikal self healing (11ght or heavy)
spell, 1t will commence draining 1 life level and “eating® the insides of {ts host at 108
each and every melée turn. It will “live" and thus eat/drain for as many melée rounds as its
caster has experience levels over the 13th level plus 2n {ritial six melée turns. While under
this form of attack, no sentient being can cast spells or the 11ke without rolling on the
Magik Fumble Chart in AG 1 *due to the intense pain), and all who try to fight have their
attack and defense reduced by -3. If thwarted for any reason from entering its intended tar-
get, it will simply keep attacking the next closest target until it hits home. One attack
per melée round is all 1t gets, and each turn thus spent looking for a target of course shor-
tens its "11fe” by one turn.

Name: ELRIC'S SPELL OF DISINTEGRATE MAGIK METAL Level: Bth Mana Coat: 20 Range: 30'
(it fs a cone stretching that distance from the mage's finger tip; it is 20" wide at its
farthest reach) Area Affected: A1l within the cone Effecte: A1l metal of magikal manu-
facture, such as magik armour or weapons, are immediate { disintegrated if they fail their
saving throw (at a -4 save) as outlined in AG I's Magikal Equipment Saving Throw Matrix.

Wame: ELRIC'S SPELL OF THE ASTRAL EYE Level: 9th Mana Cost: 10 plus 2.5 per minute over
the initial § minutes Duration: See Mana Cost Up to 360" per melde tum Effsota:
A 3" diameter palely glowing golden eye appears on astral plane and can be sent yin

to explore said plane. The caster can see through it and can sense magik 11ke a Ist leve
detect magik spell. It can "drop out" from the astral plane to the “normal” plane and search
there also, but at only half its usual speed. Only magik higher than Sth level can affect it,
and only magik weapons of 3¢ or better can hit it. Its AC is 242 and 1t can absorb up to 36
damage points before it is destroyed. If it is destroyed, then the caster will take 2012
psychic attack damage (no saving roll).

¥ome: SAVOY'S STAR THUNDER SPELL Lewel: 10th Mana Cost: 18.5 nmr: 360" Area ac~
ed: A variabls dismeter sphere, 5'-50' Effects: A scintillating multicolored 6" bal of
light zips from the caster's finger tip to detonate at the distance called out prior to fir-
ing. The blast does 408 sonic, 4D8 cold, 4D8 Iightutn? damage, and causes paralysis. Also,

all within the sphere must save vs. blindness exactly like for a "Flash" spell. Thus the
victim(s) must make four saving throwe (no save for the sonic damage), and suffer accordingly.

Name: TALSO'S SPELL OF THE BLACK BINDING Level: 11th Nana Cost: 18.5 Area Affected:

See Effects Range: See Effects Duration: See Effects Effecte: The mage purposively slays
2 person within his magik tacle of power, trapping the unfortunate's soul and Tife levels
and binding them to him. reafter, the dead man's 11fe levels are drained or blasted away
instead of the mage's when attacked by undead or the 1fke. Of course, when a1l of the dead
person's 1ife levels are gone, the mage lToses his own, until he can perform another of these
dread rituals! s

Name: MARYINDI'S SPELL OF THE ELEMENTAL SELF Level: 12th Nana Cost: 25 fnitially, then

5 per each minute of transformation Duration: Variable Arva Affacted: Self only Effecta:
The mage is transformed into a fully functional elemental of his choice of type. Full elemen-
tal powers are his, but for every minute in that form there {5 a 10% chance of the ch

being permanent and {rrevocable. This chance is lessened by 1% for each level of experience
over the 24th the mage is.

Name: TIME LINING Level: 15th Mana Cost: 45 plus 15 per minute in time forward or 45

per minute in time baockward. Area Affected: Self only Effects: The mage literally time

travels (in place). However, any attempt to change past events causes the fabric of the

:aurn!to “squeeze out” and eject into Limbo the "{rritant” that is causing the problem:
mage
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Fame: D'ALLON'S SPELL OF THE MIST OF BLACK MISERY Level: A4th

i Mana Cost: "
each minute over the first 3 that the mage desires to throw (it must be thm: :Il::a;ysa:;:d
to the initial spell, as 1t can't be added later) Range: 60' Duration: See Mana Cost
Area Affected: single designated target regardless of size Effects: The victim becomes
wrapped in a clinging black mist that covers it completely no matter where he/it goes. All
thus covered have every sense completely and 100% blocked, including True Sight, Psychic
ESP/Telepathy, smell, hearing and all others. The sensory deprivation IS TOTAL.

Name: QUERDLOE'S CLUMSY FIELD Level: S5th Mana Cost: 5 Area Affected: 90' diameter
sphere around the caster (he is immune) Duration: ? minutes Effects: Essentially a "klutz
field, all within it have all attack and defense abilities HALVED for as 1 as they are in
the field, and for 1D& melée turns after they leave it. Everyone in the field must make
agility rolls each and every turn to see if they tripped and fell, and they must do the same
for dexterity to see if they dropped their weapons or other held items.

Fame: THE CRIMSON BANDS OF CYTBRAKK Level: 5th Mana Cost: 5.5 Range: 120' on:
10 minutes plus 1 minute per user's experience level over 9th Area Affected: A 30' diameter
sghan l‘{fuu.- The sphere forms of what look 11ke red silk ribbons or bands, with a pale
glow. A1l within the sphere of 14 HD or a Tesser size cannot break free. All larger types
break free in 20 melée rounds minus 1 melée round for each level over 14 that they are. The

sphere 1s 1003 fire proof and acid only does 1/4 damage to the bands. Cold makes them brittle :

so that they are only half as strong as normal.

Name: ELRIC'S ACID RAIN Level: 5th hlﬁc.- 150" Mana Cost: 5.5 Duration: 10 minutes

plus 1 minute per experience level over 9th Area Affected: A 20' by 10' area, starting at

a hefght pre-called by the caster (that is deducted from the range of the spell) Effects:

A purple and green roiling cloud appears and it rains fuming nitric acid into the area below

itself. Lesser wind spells will not budge it, and lightning will cause the acid to explode in

:t:lﬁ ;2; diameter fire ball, putting the rain out for 104 melée turns, but starting up again
reafter.

Name: MERLIN'S SPELL OF TRUE SEEING Level: 6th Mana Cost: 7.5 for the initial hour and
2.5 per hour thereafter Duration: See Mana Cost Area Affected: Self only Effects: The
mage will always see everything as it really is. Thus he would not even see an fllusion, and
if an invisible person was around, he would see him. If a person has a face or body mask

type spell on to hide his looks, the mage wouldn't notice it, simply seeing him as he actually
was. You get the idea. The one thing that ocould fool this spell is Alagarn's Improved Invi-
ﬂ::}i Spell (9th level), which is effective 90% against true sight (10% chance of it not
working).

Name: DAR-THOM'S DOOMLIGHT SPELL Level: 6th Mana Cost: 7.5 for the initial 3 minutes and
2.5 per minute that is loaded/fired over that (it must all be fired initially as it can't be
added to later) initial 3 minutes mmgu 90" : See Mana Cost Area Affected: A
30' diameter sphere l{ﬁm: A deep blue glow fills the target area, and little static
lightning sparks crackle from everything inside it. A1l up to 4HD must save vs. magik at -4
or die inmediately, and if a save is made, they are stunned for 108 melée turns. All over
4HD but not greater than 84D make the same save at -2 and are only stunned for 1D4 turns.
A11 larger than that save at a normal rate, and failure to make the save results in only 1
melée turn of being stunned. The Doomlight has abeolutely no effect on undead, and all
dragons and dragon kind are simply tickled by its light. This spell will not work in direct
sunlight, and functions best at night or deep into dark caverns or dungeons.

Name: DAVALON'S DEATH STAR reveZ: 7th Mana Cost: 10 plus .5 per 10' over 120' thrown

120 g'hls Area Affected: Any single target up to twioe the caster's own Effects:
A blue-white "star," 3' in diameter, flies from the caster's hand at 120'turn and homes in
on the designated target. A1l hit must save vs. lightning, cold, fear, and lose 1-3 life
levels. Its power is equal to the caster's own hit dice, but 1/2 value each divided between
cold and 11ghtning. WNote: It will detonate (30' globe) at the end of its maximum range if
no target has been hit.
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Name: MIND FOCUS Level: 3rd Mana Cost: 4.5 Area Affected: Self only Effect: It
allows a mage to memorize a spell, then "cover" it with this one so that when the time comes
to use the covered spell, the mage camot be distracted nor interrupted, s0 that only the
death of the mage could cause the spell to misfire or fail to fire.

Name: STARBUCK'S SUNLIGHT SERENADE Level: 4th Mana Cost: 4.5 plus 1.5 per minute over
the t. Range: 60' Area Affected: 30' diameter area, 5' wider per each level over
the level needed to use Effects: A bright golden sumlight fills the area and melodious
music fills the air. A1l undead save vs. magik or discorporate! A save still drives them
out of the area. Orcs and other light semsitive types don't make saving rolls; they'll just
refuse to enter the area!

Name: MEND SPELL Level: 4th Mana Cost: 2 plus 1 per 1 square foot "mended.” Area
Affected: Limited only by mage's mana. Range: 30' plus 20' per mage's level. Effects:
Same as Patch Spell, but for wood or metal or other hard substances. Duration: 20 minutes
plus 10 minutes per .5 mana point used as "glue.”




&1 NEW AND UNUSUAL SPELLS
DRUIDICAL MAGIK

¥ame: SALATYRA'S BASIC RITUAL OF THE PASSING THROUGH OF BRIARS AND OTHER LESSER PLANTS

Leval: st Mana Cost: 1 plus .5 per 10' passed through over the first 10' Area A,q‘wud:

Self only Duration: Until completely passed through Effects: The Druid glows a pale

gun and the briars and lesser plants writhe out of his way, forming fmmediately behind as
passes.

Name: BALKWYR'S BASIC RITUAL OF THE CALLING OF THE LESSER WINDS Lewvel: 2nd Mana Cost:

2 inftfally, and .5 per minute's use over the first Area Affected: Variable Fange: Up to
120" Duration: See Mana Cost Effeots: A wind or breeze is conjured that has sufficient
force to blow out candles and move gas at 10' per turn, for as long as the Druid powers it.

Rame: 'S PUISSANT COLOR OF MYSTICAL MAGIK Level: 3rd Mana Cost: 4 initial 1y plus
1 per melee turn over the first 10 Area Affected: A 10° by 10' wall : Up to 60"
Duration: See Mana Cost !ﬁhm: An auroral wall of ‘!frnt appears, doing the following to
all who touch ft: YELLOW will cause all up to 6 HD to fall asleep; BLUE causes paralysis;
RED does 2020 heat damage; GREEN does 2D8 kinetic "punch” damage; VIOLET causes "fear;" GOLD
acts as a Clerical Undead Turn Away equivalent to the caster's own level: SILVER does 2020
cold damage; and finally, BLACK causes blindness. Note: The paralysis, sleep, and blind-
ness last for ) minute plus 1 minute for each experience level the caster is over the 3rd.

Nams: ARABUHL'S SPEAR OF FIRE SPELL Level: &th Mow Cost: 8.5 Range: 90' plus 5' per
experience level over the level required for this spell's use Effeots: A 7' long paken
spear with a silver head flies fierfly from the Druid's hand and attacks as & +3/+3 magik

aming spear. It does normal spear damage plus 206 flame damage, and all undead must save
lgimt fear or flee 1f struck, There is a 50% chance of all who are hit catching fire for
106 damage per melée turn for 106 melée turns.

Bame: TAORAEN'S SPELL OF THE FIELDS OF FAMINE Lewel: 5th Bange: Around the spell caster
Area Affected: 30' Muz:lm an additional 5' radius per caster's level of experience over
the level required to use this spell Mamna cost: 6.5 Effects: A1l plant 1ife within the
prescribed radfus withers and dies, turning black and crumbly. The ingestion of the blighted
plants, either through ntlng or breathing the dust, causes acute nausea, vomiting, dizziness,
gtd has a 10% chance of causing death in 1020 minutes unless a cure disease ritual fs per-

Name: CUELCHAIN'S SPELL OF THE FOG OF FEARFUL EFFECT Level: 6th Maua Cost: 6.5 plus 1.5
per minute over the fnitial 3 minutes Duration: See Mana Cost Range: 60' plus 10' per
experience level over the level required for use of this spell Area woted: A wall 12'
long by 9' Mz by 3' thick, plus 1' added to each dimension for every level of experience
over that for use of this spell Effects: A blue-grey wall of roiling and writhing
fog that smells 1{ke orange blossoms a rs, and all who even tough {t take 208 poison damage
and must save vs. confusion or be totally confused and helpless for 1D12 melée turns. Addi-
tionally, all undead who touch 1t must save vs. fear at -5 or flee! Undead also suffer 2012
damage nstead of 208.

Name: CHANCER'S SPELL OF THE GOLDEN FOG OF LIGHT AND REASON rewel: 7th Nana Cost: 7.5
glu 1.5 per minute over the initial 5 minutes Duration: See Mana Cost Area Affected:

0' radius around the caster Effects: A golden flowing fog pours from the Druid, within
which vfsfhﬂlY is only 3' except for the Druid, who can see normally. A1)l inside the fog,
which smells 1ike honey and cinnamon, must save vs. magik at -5 or become immobilized in a
rapturous contemplation of the grandness of the great universe (they're happily befuddled and
bemused, feeling g.ood will towards all, and with no desire to do anything except think nice
thoughts). Outside the f:s. this effect will last for 1 minute for every level a victim is
Tess than the 20th level of experience. Undead, however, are affected differently, in that
they must save vs. magik at -3, or discorporate entirely! If they save, they still suffer 106
:?m per each level the spell caster is, and said damage can regenerate only at 1 point per
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: CRIMBLEY'S SPELL OF THE MENDING CLOTH Level: 1st Mana Cost: 1 per each 2 square
:3 mended Area Affected: Variable Romge: 3' Effects: The cleric can 1t:}lyt:¢nd
cloth, leather and other "softer” substances at the rate of 2 square feet per 10 mm“s.
unless the item is magik, in which case it takes dowble the mana cost and triple me.

: -

: VELADORN'S SPELL OF THE FINDING OF DOORS MOST HIDDEN Level: 2nd Mgna Cost:

:: Affected: 15' radius around the cleric Duration: 30 seconds Effects: A1l secret
doors and such are outlined in pale green 1ight exactly.

ame: TYR'S SPELL OF THE HEAVENLY UMBRELLA Level: 3rd Range: Above the cleric Duration:
zlimus plus 1 minute per clerical level over Sth Mana Cost: 3 plus .5 per lima:a o:’cr
what the initial time fs according to clerical level Effecte: A pale green and s x ?2_
unbrella-1ike dome 5' across plus 1' per cleric's level over the 5th, appears le;wc : c -4
ric's head, and it sheds all rain, 11quid, ooze, slime and ﬂn'llh. However, ¢t only cove
him down to his shoulders, so some might splash onto him if he's not careful.

] ¥ 1.5

Name: TUATHA'S RITUAL OF THE BINDING CHAINS OF LIGHT Level: 3rd Mama Coat: 4.5 plus .

r minute's existence over the first 10 minutes Area Affeoted: Any single target wim! e

Effects: Glowing chains of golden 1ight form around the undead in question and b‘

so securely he cannot move, fly, become gaseous or otherwise get away. For each l!;l ut'.-hl )
cleric is, there is a 10% chance that the chains cannot be broken or gotten out of by un
dead. This s lessened by 3% hit dice in size that the wndead is larger than the clarie.
As this 1s a ritual, and it takes 3 minutes to complete, it {s usually used in pinni v-l-
pires who are asleep to their coffins and the 1fke. It only affects undead. It s o:i
known ritual that is always effective versus all undead (pursuant to the limitations desc
above).

: CRIMBLEY'S SPELL OF THE MENDING WOOD Zevel: 3rd Mana Cost: 3 per Z square feet of
mﬂ wood Area Affected: Variable Ranmge: 6' Effacts: Exactly as for the spell for
mending cloth, but for wood only.

: STANSON'S STONES TO SPIDERS SPELL Lavel: 4th Moma Cost: 4.5 Dration: 3 minutes
et 2 530' Area Affected: Variable Effects: The cleric tosses sand, pebbles and rocks
while chanting this spell, and they metamorph into spiders. There will be 1 hit dice of 1/2
HD spiders (f.e., two of them) for each level of the cleric, Each spider can bite for 1
damage point, and has 108 venom that it can use in 1 to 8 bites at fts discretion. They are
AC 8 and can move 20' every melee turn, with an ability to jump up to 3'.

: TUATHA'S ADVANCED RITUAL OF THE BINDING CHAINS OF LIGHT level: 5th Ranmge: 30'
;:zﬁm: 1 hour Mana Cost: 10 plus 3 per each 30 minutes thereafter Area Affected: Any
single undead target Effects: An advanced version of the 3rd level ritual, this ritual can
be performed up to 1 hour prior to actually "casting the chains,” and thus used a little like
a spell. The chains will automatically hold all undead up to and including wights in power,
and all ter ;.{m have only a 10% dunutg:r their cum level larger than the clerie. If
the cleric is a higher level than they are, y simply cannot break free. However, if they
are larger than the cleric and they do manage to break the chains, they will take 4D6 damage
that they can regenerate at only 1 point per day.

Name: CRIMBLEY'S SPELL OF THE MENDING METAL (LESSER) Lewel: 6th Mana Cost: 6 per each
2 square feet of metal mended Area Affected: Variable - Ranga: 9' Effects: Exactly as the
two lesser mending spells, except for metal. However, ft can't repair intelligent metal.

flame: BADLEY'S SPELL OF THE MENDING METAL (GREATER) Lavel: 8t Cost: 10 per each
1::1119“1:5 point of the metal (such as magik weapons sometimes llml; Area Affected: Any
single intelligent metal object Range: 3' Effects: The item is mintelg mtaﬁ.su;aan
as a person is healed by a cleric. The process must be completed sllritnzmz‘s“;ug %Jr

or the "soul® of the metal object leaves for good. This fs the only

broken magik weapons and retain all of their povers.



L CLERICAL SPELLS/MEALING/REGENEPATING AND SUCH LIKE

1. A1l SPELLS that HEAL take one minutc per each péint of damage to fully heal.

2. Devices and other OUTSIDE AGENCIES that cause regeneration heal at a rate of 3 points
per minute (troll-11ke); 6 point.t per minute {vnin-llh). or 1 point per minute for all
others not specifioally stated otherviss.

3. "BATURAL" healing carries on regardless of the sftuation; however, Spell/Device healing
requires that the person being healed bc and montionless ‘ll"‘ll? the entire healing
process. However, with devices (f.e., ri .). & wearer will heal at 1/2 the listed
Pate I he doss not rest and stay Still, 5 it 15 the device working nd not himself.

4. Clerics and the ke DO have to memorize specific spells just as mages doll|

A person may heal only the number of points equivalent to his constitution multiplied
hylm level each day! T{nmh&u:rmlﬂnmuhhmmbym
means.

6. Anything that requires a "RITUAL" takes one (1) minute per Tevel to complete, less one
minute per three lewels of experiemce the person has.

7. Clerics may wield any weapon oonsistent with their beliefs; 1.e., a priest of Athena
would probably use spesr and shield, or a priest of Dagon a trident and net, etc., etc.

. 15‘&9&7” g, Gt %a"&“"la"l'ﬂ".'iéi:;' outd ::o:;lmﬁ
Wou y wear mmai e a pries wWou y only
be wearing leaves and homespon nem must be what your relfgfon dictates.
9. Clerics will heal those of their cum religion 100% of the time; see the below chart for
other circumstances.

CLERICAL REACTION CHART FOR HEALING/RAISING DEAD

CLERIC'S LEVEL SAME FAITE (CLOSE T0) OWN TYPE SANE RACE  SAME NATIONALITY  MONEY PAID

)

+1 chance per +3 for the +3 for other  +3 for all of +3 for all from (Raise Dead om
each three same, +2 for clerics, +2 for the same race, the same coun- +] per each |
levels of same Pan- all nt.i‘sioul +2 for simflar try, +2 for al- GS over 1,000 GS
cleric. » +1 for types or related . 1ies of one's per level of the
1 for all that  races, +1 for country, +1 for cleric (e.g., a
similar in are even any even re- all those not 6th Tevel cleric
type. slightly n- motely related. at war with would need a mi-

lated as to one's homeland. mum of 7,000 GS

to get a +1.

NOTES AND VARIANCES
1. Add +#1 1f alignments are the same, but take -1 away for each alignment differential
(e.g., +1 for a true lawful ﬁt-l—t‘l!‘l true lawful, but -1 for a true lawful vim-ﬂl 3
marginally lTawful type).
2. If the cleric is good and the wounded person is evil (or vice versa), subtract -3, If
::u rnul 1s neutral and the cleric fs good, subtract -2. If both are good (or

L]

3. An evil or amoral cleric will require 50% more momey paid for the "plusses.”

k. 2%

54
CLERICAL REACTION CHART, CONTINUED

4. Add +6 11 the wounded person 15 willing 50 be at & minus -1

rther heals will be
However, Hmmhdmmmnm. 1 fu
'
5. Add +42 1f the hurt person has ever, himself, saved the oleric’s life. |
6. Minimum "pay” is 50 6.5. for 100 for heavy wounds, 500 for cures, etc.

CHANCE ROLL CHART FOR CLERICAL HEALS/RAISE DEADS

1ight wounds,

RESULTS

changing his mind.
1-3 M‘Iutﬂ rtfum. with no chance with ::.b;. pq?{alli re-roll try)

- 11 try), but reluctantly, this once.
"1t 1f lll one ﬂ—n ry)s .
l’o:?z :11“ : it if pal " two re-roll tries), maybe once more
13-15 \Iﬂ}' do 1t ;:':ﬂ:; g:g.tin.
Wil t
13.-0“ Win en‘ly do ‘It"lf person swears to convert!

Simply figure all plusses/minues, then roll, adding or su

result!

ptracting as indicated, for the

to the healing cleric's ullru. 1

|
i
|
1
A




5 NEW TREASURES

Item: AMULET OF SPELL EATING suiue: 20,000 6.5. Looks: A sphere of ocold covered with
thirteen black onyx mouths. Effects: The amulet 1iterally “eats" any magik spell used
within 20" of 1tself. The amount of spells 1t can eat varies, but usually is 13 devels per
day, MNote: It will attempt to "eat,” full or not, and 1f 1t "eats too much® it will ex-
plode, firing all spells previously eaten that day simultaneously.

Item: BANG STICK value: 1,500 to 5,500 G.S. Looke: 15" long blue steel tube with a 5°
solid handle. Fange: Impact only. Effecta: Owmce per day this device builds up a magikal
“charge” of 2-16 to 4-48 damage points. When touched to amy living ftem, it goes "blam!”
#nd administers the point damage as an impact.

Item: BOOTS OF TIME Value: nds on wearer Locks: Silver-scaled and hob-nailed knee-
length boots Effaots: Act as elven boots unless hit by a timestop or similar field. At
that time they activate and the wearer moves forward in time one minute for every step taken.
Once activated, these boots ozmot be removed nor turned off and the hapless wearer will
wove off into future times and probabflities.

Item: CLOAK OF CLEVERNESS Value: 10,000 G.S. Looks: Bright red silk with high bat-winged
collar. Effacta: It ups wisdom and intelligence by 3 points, ego by 2 and charisma by 1.
Note: It is keyed for use by thieves, assassins, traders, or bards only. For all others it
is simply a cloak.

Item: CLOAX OF NEVER Valwe: 100,000 G.5. Looks: Pearlescent silver-grey semi-opague
mistlike substance with no :Iup or ties. Effects: In an untenable situation, the wearer
may wrap himself in “never was" and simply cease to exist. When he unwraps himself, he no
longer "never was" but "now 1s!" Note: However, due to not being able to tell time in a
“non-being state of existence," the wearer unwraps 1 to 100 minutes later (roll--a double
zero roll means roll a second time, with a 33% time will be 1-100 days Iaterfl Also,
1f a timestop field is put into effect in the area where the person “never was," then of
mr?! be never will be, sver again! You can't wish for something back that mever was, you

Ttem: CLOAK OF TIME valwe: 125,000 6.S. Locks: Inky black foglike material without clasp
or ties. Effects: The wearer can wrap himself in "time" and move freely in timestop or
other time suspensfon field. Aote: The cloak is woven of 100 minutes, {osing that weave
one for one with actual time spent in timestopped area. If the cloak's "weave™ runs out
while the wearer is still in such an area, he is trapped!

Item: DANCING WAND Vvalue: As per normal wands, pius 5,000 6.S. Chargesa: As per normal
Looks: As each type dictates me: As each type dictates Zffacte: As per each type,
plua the wand "dances” 1 melee turn per two user levels. ("Dancing" means the item hangs in
the air, firing by itsels, while the owner does other things!)

Item: DREAM DUST Value: 1,000 G.S. rr pinch Looks: Rainbow sparkly fine dust Effects:
when sniffed (inhaled), the user goes fnto an immediate trance and “sees” (and speaks
visfons of possible futures (immediate, affecting himself or those about him) (time equal to
roll for trance duration). The trance lasts 1 to 100 minutes (roll). MNotes: The dreamer
usually speaks in riddle, rhyme, or even song, and has no control over what he sees. [Dun-
geon Masters should make the visions accurate but cryptic.

It- FIGURINE OF FABULO/'S POMER Valwe: 50,000 6.5. Looke: A carven emerald dn?onfly
on? with rainbow cry:tal wings and star ruby eyes. Effecta: When the command

Dut! s given, the ffrrt transmogrifies into a 15' long, 7+} dice, dexterity 20, AC 306

dngoaf‘ly capable of 11fting 480 Ibs. It attacks with one bite of 1-12 each turn, flies at

50" per turn and can dive at double that (but for each melée turn dived there is a 15% chance

it will fail to "pull out" and crash). It may be used but once per day, and if slain it is

gone forever. To re-compact {t, the command “Pocket sizel™ is given.

NEW TREASURES, continued se

Item: GAUNTLETS OF ICE AND FIRE Value: 37,500 G.S5. CLooks: Gauntlets of pale bluewhite
translucent crystal (looks 1ike fce) with tiny flickering scarlet flames sparkling insfde
the crystal. Effects: Amy weapon or shield held by these gauntlets can become efther
flaming, for 1-8 points extra demage, or cold, for 1-6 points (but not simultanecusly).
Also, any flaming or m‘ld object may be aafely handled (they're 100% fire and cold proof).
Note: Remember, .« that k weapons thus used may become soft with heat or
brittle with cold (in susnlud use).

Item: HOBBIT STONE Value: 1,000 G.5. Looks: Round, smooth, 1" diameter s Range:
240'. F, s It 15 a +3/43 sling stone for hobbits “only. It will refum amf firing,
so that 1t can be fired every other melee turn.

Item: LORELEI LYRE Ifclul w.tm to 100,000 6.5, Looks: 3' tall, buutlfu‘ll{ scul
!yn of puclous woods nd gems Range: 120' in diameter lf ote: inte ‘Hg-nt
betngs up b 31 hie dHce snd ol unintel11gent up to 441 hit dice are "charmed
tﬂu‘l music and sit/stand, rapt and Mar co long as it e pl?d fmo mo).
M!upt.us-ﬂw?oldiumtmu.uy:m:a or be charmed. The player only is
immune to the music.

Item: MAP MORPH Value: 10 ooo 6.5. Looks: A ving animal that Tooks Tike a 12" square,
1* thick piece of leather, warm but dry. Effects: It is very wluptﬁhh to conmtnud
mental emanations. If mtnud on, i1t will retain images ({f 311 Very
handy 1n mapping dungeons. To “clean the slate,” simply "sleep” the little bulth. Fire

Item: OCCAM'S RAZOR Valus: 20,000 6.5. Looke: A flat, 6" u:, finely !a‘laid and jeweled
*handle.” Effects: When used by any mage with an intelligence of 15 or more (or psychic),

a pale lavender "blade” of energy appears. It is 1' long per intelligence point 15 and up.
The energy blade attacks 1ike a +5 vorpal broadsword. WNote: For every melée turn used, the
tﬂo!dor‘s intelligence drops 1 point (shortening the blade) until it fs less than that needed
for use. The intelligence drop lasts 3 minutes for each point dropped.

Item: RING OF BEFORE Valwe: 10,000 6.5. Looks: Mithril with black runes. ZEffects: The
ring may be used thrice only to alter any past event that affected the vearer himeelf,
phyeioally or psyohically., Note: No one and nothing may be affected sxospt himeelf.

Item: RING OF MAYBE Value: 100,000 G.S. Looks: Black with mithril-inlaid runes. Effects:
The ring may be set to alter any three (and only three) future mmtm If the wearer,
for example, thinks he may be disintegrated at some future date, he “sets” the ﬂn}h:gilnst
that event, and 17 and when it does » it doss't! Once the three things have

+ the ring dissolves nto fnky black mist.

Item: ROD OF RIGHTEOUS RETRIBUTION Valua: 17,500 G.S. Looke: 28" dull fron rod with a
1ife-sized fist of gold-painted iron on top. lmw: Hits for 2-16 points regardless of
size or type of ta . It also tranefers any damage the wielder has taken to whomever he
hits (at a rate of 1-8 points per hit) It may be used by “true” clerics only (no
druids, monks, etc.).

Item: SKYNWOOK Value: 25,000 6.5. Looks: Iﬂtari‘l hand, claw, talon, etc. (varfes) about
8" 1 (usually attached to a spider silk ror au It will hold and hang amwhere
fon a cloud, fn the air, on a sheer wall, e when word "hold" 1s cried. It unhooks on
the -oﬂl *enough! * Thus 1 in 2 cloud, 1t will grab on and 1f you are holding
uu uatmhul th-rtng(fwfntmtm)miuhu.mllbem
h sky with the cloud. BYE!! When you wish it to release its grip, simply
m uth‘l pndtmmr.ﬂ Its main drawback s that everyone knows
Mt and on at lea t one occas m. a baddie wafted unti] the frightened and ﬂ.ﬂm'
‘hero had risen to about and the jerk fel

700 and then used "Phanch's Far Speaker Spell
[to his dnth n the ocean.
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Item: SUN STONE (or Sage's Sphere) Value: 2,500 6.5. Looks: A softball-sived orange
crystal mn Effecta: 1t absorbs 1ight, and re-emanates it in the dark, at a 1 for 2
ratio. absorbing 6 hours of full daylight would allow it to glow at half daylight
for 3 hours (tn a 30' radius circle). They are extensively used by gnomes and dwarves.

TANTIVY WAND: This golden 18" wand holds 50 charges of Tantivy. Any hit by 1t must
save vi. magic or simply stand/sit happily wherever he/she hmlm to be and contemplate
how great Tife is at the moment. It will affect as many as classic Sleep Spell and

the same range/area of effect. All unded are simply forced to save vs. clerical Turn,
1f they had run into a 12th level patriarch, but are otherwise unaffected. Evil types
must save at -2, and are nauseated (-2 from all attack/defense) if their save is made for
D6 melée rounds. (This one's for you, Lee.)

ee
Item: THE TOME OF TIME Value: Varfes according to owner Looks: Like any other ordinary
kal book Comtents: The reader gains insight (b{ one month's study) into time and time-
related spells, thus making him "time competent™ (all time-related k he performs is +2
and he gets a +2 save vs. time-related magik himself). The reader also knows how to “1D*
:-ﬁntaﬂrzgﬂ tt,-n'lahd ftems. Those other than full mages, opening the book, are time-

Ttem: MWALKING STICK Value: 2,500 G.5. Looks: Varies, usually 3' to 3-1/2' long; some
plain wood, others worked in precious metals and/or g Effects: The stick will, on
command, fly through the afr, whirling and striking 1-B damage. It will attack thus for
36 melee turns per day (1 attack per turn) at a level 1 to 1ts owner's. HNote: Onl
non-fighter types (bards, saints, psychics, mages, etc.) may use it. It can attack for

turns & day, and must be called off by a secret recall word or 1t will attack ftself out.
It always attacks at the level equivalent to 1ts owner's own level.

Item: WAND OF TIME (Trapping) Value: 50,000 Charges: 1 to 50. Looks: Ice cold, abso-
Tutely blu':k 16" wand with a silver and crystal hour-glass on one end (has gold dust in it).
Range: 33' Area Affected: Any single target and 3' radius around it. K : The target
saves vs. magik (at -4) or is times (with attendant timestop field) for 1-20 hours
(rol1) If a save ia made, the target is slowed (1-10 hours; roll) and very confused (1-10
u1nut.ui':o}pir“laﬁ' 'amm nnd." cr 'ﬁ 'mm ted "'ubail dlg of sonic o; a]lac.:cﬁc:: shock/
vs. elsel). s resu na time stop field {n diameter
:::ou?' duration for each charge in the wand at that timel 10::::1.1 = 10 days and 100"
SHARK BOLTS: ic crossbow bolts that are +3 to hit. They are slate grg.:ud have black
sapphire eyes a painted (7) shark's mouth (a 1a the Flying Tigers). m{ are
fired, use their to avoid all except target aimed for, and they will attack
1-3 times (roll). If g draw blood will go into a sharklike feeding frenzy and
attack for 1-20 times (roll), biting for 106 for each attack. Remember, they actually bite
their targets, taking bloody mouthfuls that go into their stomachs of holding! The real
kicker to these items s that they come only in {nseparable schools (cases) of 10-20 and
may naver be separated. 5o if one of their number draws blood three turns in a row or
attacks for 12 or more consecutive n any case, THE WHOLE SCHOOL into a frenzy
and attacks everything within sight! They have an AC of 2 and B HP. If they are “"killed,”
they are dead and gone, but 1f only -m."m{ wi
leaving the case until fully healed). When at ng
monsters for purposes of attacking.

SHIMMER SHIELDS: These silver shields are 36" across, and glow and shimmer in any direct
1ight. So much so that during daylight or in hﬂrﬂy Tighted areas they act as a Displacer
Cloak vs. ln{ opponent directly confronting the shield. are not reall ical, so

in & dimly 11t dungeon a person finding one would only see a fairly shiny shield that a
mage would find non-magical.

11 regenerate at 1 HP/day (never
on their Y mim“g- 3 HD
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Last Second Additions

3 1ife
ted by Clint Bigglestone . . . Thanks, Clintl): A roll of magic
ﬂﬁn’?"‘%“&'?u pﬁt.’ fnto a character's mouth prior to his/her being mdm . ’m
Tast five minutes and once started cannot be taken out. So 1f the candy u; :
Jnile partaking, he/she s fmmediately Raised as in a Raise Dead spell, If on ,! damaged,
se/she regenerates (any type damage) up to 75% of his/her HP value or 50 WP, e,
Freater. mmmu-mmﬂmnmdrmu. If fm'lnflll'l{li‘
used to check them (magic detects, alchemists, -uﬁ‘) \j-dim bgz-ma:scmnu y
because GRANT 3 other
g e R Savm;h‘l'::.u : m do thi 1ike immediately reincarnate the

Items packaged exaot
» butterfly, cause tﬂph damage for each hit taken, etc.

istant
C BEANS are a Mctn!mmﬂm-!uinnpufﬂndilwu
::;\U#: ﬂa—l-m—lin md’-l blue beans can only be grown by children mf ;z.
nobbits, or Mar-Vexian mages (which should tell you much about Mar-Vexian mentalities 5
They take & full year to mature after taking an additional full _nll' to grow! They mus
satered with & mixture of four parts water to one Earc ngleberry jam and on:
+ tutti-frutt! ice cream. No other mixture will work. Each plant will yield exactly

3 of the blue beans.

1 not chewed), the person doing 5o will have the permanent power of leaping 1
mjm}nmn%ul of coulu it 5‘: a child, hobbit or Mar-Vexian, in which cases the powers |
sre double the normal. The only side effects of taking one of these beans is a permanent
tendency to skip al humming/singing songs about hop scotch and other children's games. " |
Oh wall, as they say in Mar-Vexia: “Tra la Ta Ta la la, and & hey, hop, skip and away we go
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AIT-LORAIT: MWD: 12 AC: 2+4 Speed: 48" (afr only) Dext: 20 Number: Always alone

Attecks” 1 "projectfon” for 2010 er | “envelopment™ for 4010 Looks: A cloud of silver-
streaked golden motes of 11 that sounds Tike wind chimes and smells 11ke honey and almonds.
Notes: It is an alien fntelligence, and the damage 1t does is on the ethereal/astral planes
as well as the normal plane, It is a t.su of attack, and the “projection” resembles

& golden laser beam, with a range of 240'. It s fmmune to all forms of psychic attack
or probe, cold, fire, or paralysis. Energy attacks regenerate 1t at one for one, but stoning
(a1] types) does 8D6 damage and sonfc attacks do dowble damage to it.

BUBBLE MEW: HD: 142 AC: 7 Speed: 12" Dext: 12-18 Number: 1-20 Attacks: 1 self destruct
burst (see notes). Notes: Transparent humanoid-shaped beings filled with one of three types
of gas: pale blue is a flammable explosive that does BDE damage in a 45' diameter area; '

pale yellow 15 an intensely poisonous gas doing 806 in a 45' diameter area; and pale
red 15 a powerful sleep agent that causes 21l within a 60' diameter area to fall into a deep
sleep for 1-100 minutes. It affects all to 12HD, and 1f 2 save vs. poison iz made, the
person will sti1] be woozy and groggy for 104 melée turns, with -2 off all attacks or defense.

BLACK SLIME: HD: 941 to 1241 AC: 5 Speed: 12" (on any real surface) Dext: 12-17 Nutber:
1-4 Attacks: | touch or envelopment that dissolves flesh at 4D6 per melée round, wood at
3D6/round and metal at 2D6/round. Looks! A thick puddle of shiny black tar-like slime about
1' across per HD. It smells like 1icorice, and homes in on its target by detecting the
magnetic fields around 1t and :hcun' for movement that disturbs them. Its detection range
is 60', and 1s 100% accurate. It 1s 1003 {mpervious to all except 1ightning, disintegrate
or stoning (which does 806 damage and slows it).

BLACK WIND: HD: 10 AC: 2+2 Speed: 24" (afr only) Dext: 24 MNumber: Always alone Looks:
8 20' diameter fog of shifting shadows, 11t by constant small blue crackling lightning bolts.
Kind of 11ke a small thunderhead. Attacks: 1 envelopment per melée turn, however, 1t can
envelope any amount that will fit within ftself. Those thus enveloped suffer two attacks:
the st at umm{ 24 1s psychic, and 1f the victim {nvades the body and takes it over,
forever making 1t alien (with a mind 11nk to fts “parent”). The second attack comes at
dexterity 29, and only if the attack faila. This one s numbing cold of 4D8 in
intensity, for all inside it cold demage is mot divided up, but is that strong to each
person!). Notes: This alien being is 100% impervious to all except udmulogl:a‘l energy
m. lm{c,utm or paralysis which does 4D6 damage to it and slows {t by one-third
me only).

FIRE FROGS: HD: 1/2 AC: 5§ Speed: 9* (can hop IS‘;
long frogs that glow a bright red and smell like sulfur. They are wrapped in pale violet
flames, and look 11ke 1ittle fiery meteors at night as hop about. Attacks: 1 per melée
turn which is simply a’touch that causes 104 fire damage, then has a 50% chance of causing
the touched person to burn at 105 per turn for 104 turns thereafter. If struck hard enough
to kill them with one dlaw, they splatter a flaming 11quid over a 4' diameter area causing

a total of 308 d in that area, with the % chance of causing those hit to burn to be
increased to 75%. tes: They are of course fire proof, but cold does double damage to

them, as do all sonfc attacks.

GRYFYLISK: HD: 341 to 542 AC: 4 Speed: 10" ground/18" afr Dext: 13-18 Number: 1-20
Looks: A cross between a Basilisk and a Griffon. Essentially as pictured on 93 of AG 1.
Attacks: 1 stoning gaze, 2 claws for 108 to 206 each, and 1 bite for 1010 to each melée
turn. Notes: This creature fs fmmune to all stoning, paralysis and "slow" spells.

Dext: 10-15 MNumber: 4-48 Looks: 3"

L
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GREY SKIMMERS: HD: 3+1-5¢1 AC: 3 top/6 belly Speed: 6" land/9" underwater/12" on water
Dext: 15-18 MNumber: 1-20 Looks: Long-1 water bestles 6'-10' ‘lut?. rey-green on top
and yellow-white undernesth. Attacks: 2 legs at 103 to 106 each, and 1 bite for 106 to 108

that also drains one 1ife Tevel beginning on the second turn, 1f the victim falls to get away.
away. Notes: These beetles can swim, run across the surface of the water or move about on
Jand 1f need be. They usually inhabit swamps, river fords and even warm water bays and .

HAGGORYM: HD: 141 to 441 AC: 4 Speed: 9" Dext: 9-14 Number: 1-100 Looks: Very blocky
and muscular goblin-11ke creature with nearly no foreheads and stubby T1ttle ears. They are
an apparent %mh;nd of wh':iu and u;nﬂw‘l :m1p|npl:. .::%::: 1 for :Nh:r‘::
weapon type avour bashing weapons). are always bers comba 5
are 4 in their attack, but .13 -4 on their defense. Notes: Cannibalistic and foul-tempered,
these stupid creatures will attack ing their own size, and even la game 1f they feel
that they have sufficient numbers. stink, and are 100% fmmune to all poisons and venoms.
However, they are easily fooled by 1)lusfons, and greatly fesr dragons.

LIGETRING BUGS: HD: 1 point AC: 7 1 12" (atr m‘l{] Number: 10-100 Looks: Identical
to the earthly lightning bug that flic with & pale light on warm Autumn nights. Notes:
They flock to body heat, settling by the dozens to get warm. Their touch causes acute ftch-
ing that can be really painful a a while. However, when swatted or struck they die by
discharging 1020 electricity. As 1t is matural, and not magikal power, no save fe alloved.

MOONDOGS: HD: 141 to 5+1 AC: 5 Speed: 12" Dext: 12-17 MNumber: 6-60 Looks: Up to lion-
sized dog-11ke animals that palely glow with a sfckly yellowish-white aura. Thelr are
11ke emerald- Tamps, and their tongue and teeth are a foul black and steam in air.
Attacks: 1 n‘lfng mﬁ'mt causes up to 4HD to save vs. fear within 90', and 1 bite for
104 to 1012 (see notes). MNotes: They travel in packs, bounding and howling, driving their
before them inti] it drops from exhaustion. Their bite is venomous, causing fnsanity
with a 5% chance of it ing per each intelligence point the victim has! That's right,
the smarter the victim, hi the chance for nsanity! The madness lasts for | week
per sach intelligence point of the victim, with a chance of 1t being permanent based on, once
again, 2% per intelligence point of the victim. These beasts Ml{ accompany vampires
on thefr nightly “hunts,” herding the victim(s) to the vampire, and eating the body that it
Teaves. A true symbiosts born in evil and horror!

HD: 141 to 9¢1 AC: 7 to 4 Speed” 6" to 12" Dext: 12 to 15 MNumber: 1-20 Looks:

A large W {ke serpent with a s fon-11ke tatl stinger. They are usually a beautiful

bronze color with silver and gold cross Their eyes are a pair ofmeal star rubfes

. each per sach of the snake. Attacks: 1 bite for 103 to 206 with venom

mnq. and 1 sting for 102 to 106 with identical venom. MNote, however,

ect (25% chance) to "spit" their venom at an 's ayes at #4 to hit,
immediate and ¢ blindness 1f 1t hits (as well as terrible pain).

p about 1ts victim on any turn where any of 1ts other attacks connect and the

escape. Starting the very next turn 1t can constrict at 108 damage per melée

HD itealf ie. r favorite food 1s hobbits and kobbits.

: 141 to 4]

AC: 7 Dext: 16-19 Move: 24" afr/3" ground Number: 1-20
nothing so much as brightly p!-m glant husmi vds with silver
hurr‘lum. Attacks: | beak slash (75% chance) for 1D4 to 1010 or 1 beak
) for 106 to 1D12 (see notes). MNotes: birds Tive on blood, so sach
home, 1t will drafn efther 1 or 2 11fe Tevels (depending on its size). .
ties are 100% fmmune to all sonic attacks, and cannot be paralyzed or “slowed
r, they can be friendly 1f offered fresh blood, and treated with respect.
an intell1gence range of 9-141 Pixies and even Brownies have been

birds (they can carry up to 30 1bs.) occasiomally.
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SILVER SLIME: HD: 5+] to 2041 AC: 242 Dext: 17-20 Size: 2' in diameter and 1" in thick-
ness per each HD Move: 10" Number: 1-4 Looks: Looks like a pool of liquid mercury (quick-
silver) Attacks: 1 touch or envelopment for 3012 per melée turn Notes: It affects flesh
only, and 1ightning/electricity add to 1ts HD on a 1 for 1 basis! It senses 1ts victims by
::::(mh:;t..:d can u.-:; :u.tsm;u:g byla rlul" of ic:turmlt: N:.o. It is 100X {mmune to fire

' chops splash throu rmlessly. However, -
ing do 606 damage to ft and sonics soatter it,’:nt do not hur{ ft. R i

SLUGGOTRS: HD: 3+1 to B+l AC: 7 body/4 head Dext: 9-12 Move: 12" Size: 3' 1 HD
Number: 1 to 12 Looks: Pasty white slug- or maggot-11ke bodies with human Mldsmghnrln
extremely beaut!ful /handsome, with long fiowing hair and vofces 11ke song birds they are so
I-]uéiu!‘u. Attacks: 1 vampire-1ike charm/hypnosis type attack (save vs. psychic attack) or
spit” of fuming ?mn acid-1ike venom (it is a thin stream up to 5' Tong and 106 potency

rrim - Finally, 1f they are close enough they can bite for 103 to 106 and will immediately
rain 1 to 3 Tife Tevels per melée round (depending on size), much 11ke a vampire, although
they are most definitely mot undead-type creatures. Notes: things are the result of
demon and human crossbreeding in the distant past, and as such get to save on lesser demon
saving roll charts. They smell 1ike rotten fish, and can command up to as many HD insects as
they themselves have HD (unintelligent types only). They are frequently accompanied by s
writhing mass of large bloodsucking leeches or some other similar sbomination,

SNOW SWAKES: HD: 141 to 841 AC: 3 Dext: 9-16 Size: §' long per HD Move: 3"-24" 1
gn size Number: 1-8 Looks: They resemble translucent icicles. Attack: 1 head butt m;“
‘or 104 to 2010 or 1 bite for the same damage plus its venom which will freeze solid all up
to triple 1ts own HD 1f & save vs. poison s failed. A save still does 104 poison damage per
HD of the snake. It can also wrap about a target <f 1t successfully bites and the v!:tr-
fails to escape. It will do 1D4 crush damage and 104 cold damage per its own HD each melée
turn thereafter. They are 1001 paralysis and cold proof, but fire does double damage,

SNOW SPIDER: HD: 141 to B+1 AC: 4 Dext: 15-20 Move® 9" to 18" per turn depending on size
Number: 1-20 Looks: Furry white tarantula-like spiders with mrsur sapphires (blue) for
eyes (B) worth 100 6.5. per each WD fn size, each. Attacks: 2 legs for 104 to 1010 each and
1Mufw|¢nt1uldmpplunmmthsmmn to twice thefr own HD, and

causes t blindness (1f a save vs. poison 7s made, then the blindness lasts only 1010
::‘nu::u. .mo::“'rma.:pw ar:’m%imis:gk on the snow, and tend to dig burrows in

. sers-by. are cold A
b " Tire haet Gu1e Sonet resistant, and cannot be stoned by

VANPUSA: HD: 741 to 1241 AC: 2 Dext: 16-21 Move: 9" ground/18" air MNumber: 1-8 H
See the f1lustratfon on page 10 of AG I Attacks: 1 stoning gaze, 2 claws for 108 to Jois .
:g‘l 12:‘6:::: udl‘md 1 bite l{w Iﬁ to ;lli with two "fo drains. Notes: These are
vampire medusas (usually male). occasionall =12 Moondogs
them (35% chance), and will almost always have one ::”M magik it&'.m' o iy

VALPYR: HD: 841 to 1041 AC: 245 Dext: 18-23 Number: 1-4 Move: 10" ground/30"

Looks: ﬂlnr-z;‘y Balrogs with pale violet flames and as black as space, {Ptaﬂrpnr
HD. Attacks: weapons or 2 claws for 1012 to 406 and 1 1ife drain each and 1 bite for 108
to 2016 with 2 1ife drains. Remember, that their mere touch does 206 fire damage, and because
they burn in the ethereal and astral planes as well as the normal, they will burm even thinmgs
that are nommally fireproof! They can use magik up to the sixth Tevel at the rate of two
spells Tevel per «_They are occasionally ac nied by 4-24 « They favor
double-headed spears (12-20' long) and triple lashes (18-30' long), both used single-handed.

NEW MCNSTERS o

WEISPER WASP: HD: 141 to 3+1 AC: 3 Dext: 17-22 Move: 36" air/3" ground Mumbers: 1-100
Size: 1' long per HD Looks: Metallic yellow with metallic green body stripes and rafnbow-
hued wings. Attacks: 1 bite for 103 to 106 points and 1 sting for 104 to 108 plus a venom
that causes its victim to fall immediately tsleep for 8012 days. The venom will affect al)
up to four times its own HD, and 1f a save vs. poison {s made, the victim will still feel
drowsy and woozy for 1D12 melée turns with an attendant -2 on all attacks and defense for
that period. Notes: These wasps are so silent, that even elves only have 15% chance of
hearing them in flight. They will lay their eggs in their victims, which will hatch in 2006
days, devouring their host body. Kind of 1ike the Tarantula Wasp in our own world.

WINDEGO: HD: 641 to 18+1 AC: 243 Dext: 17-20 Move: 32" to 48" depending on size Size:
15" tall, 3' wide at its base and 9' wide at its per each HD in sime. Looks: A black,
whirling, twisting mini-tornado with two dull red glowing eyes two-thirds of the way up its
column. Attacks: It literally envelops 1ts prey, doing 306 cold damege, 1D8 ripping damage
and draining one 1ife level per each & HD in size. Notes: It is 100% imwune to cold, life
blasting or draining or cuts and chops with weapons of less than +3 power. form of cold
rates 1t on a 1 for 1 basis and it 1s 50% magik resistant. It is also 1 {mmune to
any form of psychic attack or probe. It is a form of lesser demon that is seldom seen, and

even more seldom survived.

WRAITH WYVERW: HD: 7+41 to 941 AC: 2+4 Move: 12" ground/24" air Dext: 17-22 HNumbers: 1-8
Looks: Translucent, silve -rcy rns with stingers that glow Tike laser rubies. Attacks:
2 wing buffets for 106 tor{n 0 ux?‘l kick for 1010 to 208, bite for 208 to 2012 with 1
1ife Lul blasting and 1 sting if at lecat two of the other attaoks have hit home. The
sting does 108 to 1012 as well as blasts 2 to 6 11fe levels de ing on size. Notes: This
creature fs the usual mount for some of the more terrible of the greater demons, and even

an occasional Valpyr has been encountered astride one. And it ie far more terrible than the
Hyverwraith in mf The World's Monsters, Volume I1.

YAANTE: HD: 441 to B+41 AC: 5 Dext: 9-14 Move: 9" (12" charge) land/ 6" water Numbers:
1-10 Looks: A golden-furred cross between a grizzly bear and a giant otter, with three
emerald green eyes and silver claws and fangs. Attacks: 2 claws for 1010 to 2010 each and
1 bite for 2D6 to 4D6 plus a special saliva that causes paralysis in mi:g to twice
1ts own HD. Notes: Its fur s worth about 1,000 6.5. per each HD in size pelt. It
is about as intelligent as a 6-yesr-old human child, and just as temperamental.

ZOOMER: HD: 1/2 to 142 AC: 6 Dext: 24-35 Move: 30" MNumber: 4-48 Looks: They look Tike
1ittle brown-and-white spotted Miu with ears 1ike jack rabbits only more floppy, and eyes
1ike green star sapphires (they're not). Notes: These little beasties are extremely friend-
1y and will follow nearly anyone around, constantly getting underfoot, wanted to be scratched
and petted, 'Ilctl:? their “friends”, whining for attention, and above all moving constantly
around while uttering a sound exactly 1ike their name: ZOOM! 200M! They are so fast that
it's hard to see them clearly unless they are sitting still (thus they get a +4 defense

inst physical attacks while they are moving). They are loud, and quite the pest, but
hey san sniff out silver and gold up to 120' away, and will tremble violently when within
30" of any kind of undead.

SHOCK BONES: These are the practical joke of the mad techno "Dirty Marry" and have fooled
several very smug clerics. They are the skeletons of those slain, wired together (chalk
covers the wire so 1t isn't noticeable) and electrically animated. When Detect Life or
Detect Undead is used, they come up zerol Detect Magic and the 1ike also draws a blank,
since these things are technological constructs. They attack twice a turn for 106 each and
always have mtmt; 16+. 1If tho{ rt two consecutive hits, they will grapple and then
self-destruct in a 5' diameter ball lightning of D20 power. Man, you should see those
clerics trying to figure out why their "turn aways" didn't work! They are 108 in size,
but attack as 3HD.
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BIGGLIES (with s:ﬂo&iﬁs to Clint Bigglestone): These creatures are nothing so much as
siwl{ a huge (4D8-808) wooly giant (mutated) St. Bernard dog. They are about the size
of a hi tamus, but Took twice that size due to their very long and shaggy coat (which
is usually a dirty white in color). They are about as smart as a St. Bernmard, but about
a hundred times as loving and slavish. They can be fierce foes due to their bite of 208-
3010. However, ft s their fearless and nearly irresistable bounding charge that is most
effective, for 1t will completely bow] over any opponent up to and fncluding their own HD
+ 50% in size. These beasties are strictly one-owner animals; when their owner dies, it
is 98% certain that they will lie down and will themselves to death in 1-20 rounds.

However, there s a 2% chance they will go completely and irrevocably berserk and attack all
around them. There is a bond of true lTove between them and their masters that is so strong
it will override even charms, geases and suggestions, They have an AC of 5 due to their
thick coats and their dexterity range fs D12; their agility D10; and their strength about
equal to a hill glant.

A factor in their genetic makeup due to their mutation makes them 100% fmmune to undead

11fe drains, and because their blood has a silver base as opposed to copper for most
other mammalian types [most mammals in this universe have iron-based blood], their bite
does hit undead types. In fact, not only do they see u? to 85' in the dark, but they have
a 90% chance of smelling all undead within 60'. Naturally Undead hate them.

CHAERONYX: A cross between a centaur and a medusa in appearance.

AC: 3; Move: 24"/turn 4 attacks: 2 hooves @ D4-D8 each, one by weapon type, and the
HD: 3DB-508 medusa's stoning gaze.

They are usually a pale blue-trey. Dexterity: 14; agility D12 +6; Intelligence D8 +6;
Ego D20 +6. The o areas are identical to normal centaurs.

Both males and females have the stoning ability. They are found normally only as mated
pairs in deeply forested areas and are generally chaotic/evil. They never have more than
one child per birth.

KILL KITTENS: These lovable, cuddly, purring, fuzzy little cats are sure to melt even the
hardest heart. They pretend to have a broken leg or some other hurt and limp, whimpering,
toward a victim, with their big soulful eyes pleading for aid and succor. When the tender-
hearted soul picks them up to comfort and help them, they dig their steel-hard and needle-
sharp little claws into him, pumping in a fatal poison (save vs. poison still results in
paralysis for D6 days). They usually travel in packs of 12-48, although all of the others
are usually hidden until their decoy has bagged a meal. Although only 1/2 HD in size,
their attack is as a 3HD monster. Their claws do only 1-2 points damage and their bite
does 1-3 (the saliva has a 20% chance (no save) of drMn? those bitten 100% insane and
berserk for D6 dl!!’. They are about as intelligent as lions or tigers, and their favorite
meal s a nice plump hobbit.

KRAG SPYDERS: They range in size from pebbles (1 HP) to boulders (6D8) and look 1ike rocks
or boulders unti] they move. They are very patient and will wait hours while a party beds
down amongst them and goes to sleep, before pouncing. They bite for D4/HD in size but
their poison is all the same, from pebble to boulder sfze; it stones those who fail to save
vs. poison (at a -3 save). They really resemble the great Alaskan king crab minus the
pincers when they move, but are a branch of the arachnid f-il¥ as their name implies.
They have such a low metabolic rate that most Detect Life spells fail (15% chance), but
Detect Magic shows them up quite clearly as they are a magically mobile form of rock. They
eat their stoned victims by secreting a saliva that unstones a mouthful at a time, so it
;lltlhl‘n I;it;m off and swallowed. Talk about a pet rock! They have AC 3 (small ones) to
ggles).

- (MORE MONSTERS) i

MANSTER: This ugly 1ittle troll looks 11ke a normal human being {{mr choice of sex), but
rates as a troll, though twice as rapidly. 're essentia l{ free-willed flesh
ems but must imbibe at least four quarts of humen blood each day in order to continue
tioning with free will. 'I'nc{ have a1l the attributes of flesh golems, but are 100%
{mmune to all forms of 1ife level draining or blasting and cannot be Feared or Confused.
Paralysis only slows them {f they fail their save; no effect otherwise. 608 in size; they
favor halberds and other pole arms in combat. (The feminine types usually rely on deception
and a loving embrace to do the trick!) Charisma {s 13-18.

PERRINITES (with apologies to Steve Perrin): These creatures are a crossbreed of elves and
dryads; they appear as humanoids but with flowers/plants growing where hair would mormally
be. They are pale green and have pupil-less eyes of the deepest brown, They can speak to
and control all plants that have no will of their own within a 120' radius. They can also
call up & swarm of bees (100 to 1,000 of them) to do their bidding and are the friends of
211 the animals in the forest. They seldom stray from the deepest of forests and shun man
and elves alike. They sing 1ike birds, and in fact they use the birds of the forest much
as a mage uses a wizard eye (they can see and hear through their friends the birds).

AC: 4; move: 18". HD: D8-4D8.

nuq never use weapons. They can use all Druidical magic and all {llusfonist spells. If
rea l! pressed, they can hit for D4-D8 with a paralyzing sap exuded from their thorn “finger-
nafls® that will stay effective for D10 days!

They hate fire and take double damage from it. However, they are naturally 50% magic resis-
tant and are 100% fmmune to pofson/venom. They regenerate at 12HP/day and are 100% unafraid
at all times. They are beloved of the Ents, and there will usually be an Ent or two around
mr{_hrrimu grove. These groves are the typical tribal unit of Perrinites; there will
be 24-240 of them in each grove (10% chance for an Ent per each dozen Perrinites present).

They have fabulous treasures of rare wood, perfume, bone carving, gems (usually emeralds)
and fine wines/11quors. They hate orcs and endeavor to lead such deep into the forest where

they will get lost and be devoured by their friends the bears and other such large carnivores.

They are tic/good by nature and a1l the attributes of elves. They cannot be seen
glwmm with less than an elf's ability unless they desire it, as long as they are in their
woods.

SCREAMING SCARLET ITCMIES: A cloud of bright scarlet but t=sized 1ittle winged bugs.
They are attracted to anything warm (11ke heat) and will settle all over a person just
to feel that warmth. They secrete a liquid t causes all living thi to break out
immediately in a flame-red rash and commence to scratch. Those so afflicted will be -3 to
hit or defend until the 11quid fs neutralized. That takes a pint of holy water and a Neu-
tralize Poison per each square foot of skin that is affected. Note also it will seep
through chafnmail and the 1ike 1n D6 rounds and once on will be effective for D10 days,
before wearing off. There s a 103 chance for each person that they will have a nervous
reaction to the Tiquid, and ft will become a fatal pofson that causes blindness in D10
minutes and death in 10010 minutes.

TARAKK: HD: 3+#1 to 941; AC: 3; Speed: 9" (12" charge); Dext: 7 to 14; Number: 1 to 6;

% Lfar: 50%; Attacks: 2 claws for 1-4 to 1-12 each, 1 bite for 1-12 to 3-36 or 1
breath of fire (a cone 30' to 90° long and 5' to 15 wide that is equal in damage to its
own hit dice) and omos per a{ it can "shoot” 1ts spearhead sized/shaped spiny scales in
211 directions, 6-60 go in all directions, each hitting 11ke a Tight catapult shot; Looks:

cross between a dragon and a glant horned toad (11zard). It is win‘hn and can dungu
color 1ike a chameleon, Notes: They are 100% fireproof and not very intelligent (3 to B).
;:ir {avu‘:tl food 1s horseflesh, Its fiery breath is usable 4 times daily but only every
melee turn.



1] KEY TO DUNGEON “SIGN POSTS*

COLOR SIGRPOST DESCRIPTION

Red APA ['iusfonary wall/floor/ceiling, etc. (permanent)
Yellow  NAA Magic wall, etc. (dispppears 1-10 turns after contact)
Red man Stairs upward

Blue i Stairs downward

Yellow thnan
Green RETRT]

Stairs that appear as level corridors.
Time dilation (TD) or teleport (TP) stafrs.

Penct) —g— Single door (usually §' to 10" wide).
Pencil —f—e Double door (11' to 50' wide--use map scale for size).
Penci) One-way door (showing direction of opening).
Red IMlusory door (permanent),
Red ol Sacret door.
::Iou -Mb- Magic door (as for walls etc).
Floor traps.
;:::o:r . Ceiling traps.
Green } m Water,
Brown Marsh, bog and the like,
Green a’ Tree, fern, mushroom, or other "forests."

Blue a ; A Trap doors with hidden or visible pullring.

Red & Heavy crossbow trap showing trip line and firing height.
Blue e Y Heavy (catapult) dart thrower, trip line and firing height.
fed wing “Malayan Gate™ trap showing trip line and attack 1ine.
These traps are usually behind 11lusory wall sections,
Pencil % Pivot wall, showing direction of rotation.
Green @ This indicates a gas filled room (poison).
Green M .'G This indicates a "fog" or "mist” filled room (varfable usage).

m Visibility in mist fs 10'-20' and in fog it is 1'-10' (rol1).
Pencil Indicates crack or chasm.

Penci] Indicates statue or similar object (size and kind shown).
A1l other one-of-a-kind/special ftems will be clearly marked as to type and description,
Pencil = Indicates chest or similar object.
Pm:ﬂ-:: -::-----m-r-m rough cut tunnels (usually 6'-8' in diameter)
Yellow <% ) Sand or similar substance

Teleportation grids, usually not fdentifiable.

B
Violet e

REMEMBER, THIS DUNGEON IS ONE WHERE YOU HAVE ROOM TO EXPERIMENT, SO DO 50!

VARIOUS RULES CHANGES o

CLovING
No person may

A have more than one clone at any given time. [f more than one is in exis-
tence, they both will gradually go insane and attempt to si

the real person as well as each

other. This process takes one month per each Tevel of the clone (e.0., a tenth level clone

1d take ten months to go 100% insane. However, the inunﬂ‘.{ .:gl:rn:::.br:::.sm:;:{i:ni-

'nﬁnu 1teelf ﬂ.jht nm?}. If the clona(s) are magikally "s
m the process will still happen, but at one half the normal rate.
2. Clones take ome momth per each year's growth wanted to complete. Thus a thirty year old

“mn's clone would take thirty months to grow to fruftion; however, in the meantime the man

would have aged a further two years. Thus the clone would be two years behind the owner.

If the clone is "triggered” by the owner's death before the full desired growth the clone will
activate at the age it 1s currently at, but because 1t was not as it was keyed for, a resur-
‘rection roll will be necessary. And the unfortunate who died too soon fs stuck with the body
‘and mind of a much younger person. This is because the clone ages and matures as it grows
and 1t will not reach the full cloned potential untfl 1t has grown to the proper age. Abso-
Jutely no experience transfers to the clone to the original cwner's body upon transferral.

‘3. Clones will cost 20,000 G.S. for the initial fmveatmemt and 1,000 G.5. per months there-

‘after unti) completion.

\GOLEN CONSTRUCTION
1. It takes one month par level of spell/ritual to create a golem.

2. It costs 10,000 6.S. for initial development acats, and 1,000 G.S. per each kit point
of the completed golem.
3. Golems must be commanded to do a task in order to start said task a full cwm later.

PERMANENT SFELLS

1. Permanent spells may freely work on objects with no rm‘lty; however, on {tems that have
4 Mfe and/or mind of their own, the basio spell will only last one day oer each user level
over the level required for usage. There will be a cumulative 3% chance per day plus 1%
chance per level of the thing in question, daily, of it s11pping out from the spell's effects.
No more than two permanent spells may be nhud’um 1ive/intel1igent 1tems and no more than
four on fnert objects.

ANGELS (LESSER)

Beautifyl beings of the appropriate race, with golden auras, white feathered wings and in
Appropriate dress. They are 25% magik resistant, 100% fmmune to 1ightning, and take only
one-half damage from pofsen, venom, and life drains, They have an AC of 2 + their dexterity,
which 1s always in the 16-20 range. They are B0B (full value) in size and hit with ogre
power. They regenerate at 3 points/minute and can do Ist level magik as well as double
Strangth bless spells, They carry a +3/+3 flaming two-handed sword (108 fire damage, double
that vs. undead/demonic t )} through which they can blast one 1ife level off any evil type.
! |}w “:k' plus two (+2) save vs. fire, cold, acid, paralysis, stoning, and all techno-
! cal attacks.

They attack “evils” on sight and move at 24/turn in the afr and 9/turn on the ground. They
mltﬂln :ight and hear on a roll of 1-4 (six-sided die). They turn away undead as a 10th
cleric.

ARCHANGELS

These are greater angels and thus use & ten (10) sided hit die. Their HD range is 9-12, and
their dexterity range fs 18-22. Their AC ranges from 241 - 244 plus (+) their dexterity.
They are 100% immune to 1ightning, poison, venom, 11fe drains, paralysis, stoning and confu-
sfon. They get a +3 save vs. sonfc and technological attacks. They are 50% magik resistant



ar

and only take one half damage from fire, cold and acid. They regenerate st 6 pof
1ml !Icln improved true sight. They always attack “evils” on sight and can Hu’: ?glﬂ'f‘:u
eve : of{ those mull through the +5/+5 flaming (1012 fire damage, double vi. undead/
fmln :;:?"} two- broadswords that they carry. They hit with stone glant power to

" - mr depending un'::n.uaq can u?c qlmvd level magik and also do double bless
o3 “m.r“’mmm' » .y a 20th level patriarch. They fly at 36/turn and move
NOTE: Wo angel may ever be geased, suggested, charmed, frightenad

. . ' lept. However, they

d0 get a minus 2 (-2) Save ve. SPOKEN DISINTECRATE SPELLS OR ANTI-MATTER :
arfy angel may haste ftself 1f, and only {f, {ts opponents au"h::m. WA A

POWER OF MAGIX SPELLS OF THE GREATER LEVELS

For every three Tevels over the third level that a spell {s, the saving th ntended
N row of i

:m:j&-t?sam:fhu:lm [} ;;‘mr ofT?m.' up to and fnciudin:'. max mum 31"?rm1e,

bbbl P oty oS s, spells of 6th-8th level add one to the saving throw,

TINE STOPS

1. Timestops affect the time around a victim, thus allowing no nommal saving roll,

2. Any being that has an innate magikal resistance to magik Demon:
e.9., . " .
will get lh:gr normal magik resistance roll for all mtgabnib:tm?mWa il

::i-.l:{n;:?cnﬂ. phased, astral, or non-corporeal being/item fs 1001 fmmune to all forme of

4. Major Demons caught in ti
W . "uuy.‘ mestops (as well as Gods and the 11ke) have a 25% chance of
CHARMS AND RELATED NAGIK
:;mu'um. etc., last one hour plus one hour per caster's level over the leve) required for
2, The charmed being has a 3% chance per intell

point and 1% chance
cﬂl":':‘l.lcml. each du{. of u\lain? out of the sug'l. This 15 reduced by ‘li"p:rl?:ho:rl;:?l
as over the level of the victim and ditto per intelligence point difference.
3. Traumata such as being hit by ‘Imm!a. taking at least one half from one blow,

and the T1ke, also stand a on snapping the victim out of the fka
1
already determined percentile (e dhn. e ) chance as outlined »':3. as mt:"htrl:::).

REGENERATION

1. A1 who te dnd are killed for any reason MUST make a resurrect

normal 1

::ol‘;f they survived the trauma of death. .gllun to make 1t by regeneration is n:: mll?
to be the normal resurrection try which oan follow a fatled regeneration try.

2. MAcid, fire and other cell-destroying damage is only regenerated at
Pr::nw technological damage (11ke lasers and the 1ike) muh.u?!:.:l:o“al‘;:m

NOTES ON MAGIK “

pells 1ike ice storms DO increase in power in Ardufn, with the increase in the mage's

11 s
:. level. The ratio is normally one die in power per mage's level over the level required
for its usage.

or warrfors or both simultanecusly.

fn Arduin, Elves have the 1on of being either mages
o -y o < can only operate at half leve)

Mowever, if they elect to do both at any one single time
in each category unless the E1f has reached his/her maximum evel in at least one of the two
_categories. And as in Arduin, the maximum levels are quite & bit higher than fn other ver-
sions of play, it is usually only done in an emergency, The rationale is very simple: each
function requires a different mental discipline to handle properly, and it is very hard to
concentrate on remembering spells while at the same time trying to concentrate on parry

patterns and attack movements

© MISHES: In Ardufn, Wishes are 25th level and Linited Wishes are 12th level. Since Wishes
_are attuned to the fabric of their parent universe, they are not usable in any other

| ‘universe.

‘ Delay in Certain Nagik Spalls,
‘Al spells that "conjure” something (e.g.,
~ gte.) have a delay time based on their level.
point is taken off of the casting mage's dexterity.
- 18 throws a Wall of Fire Spell, That spell {s 4th level, s0 subtracting 4 ints off the
 dexterfty means that the actuai conjuration will be completed at dexterity 14. However, all
delay Ulllo:uul:s may be "held" by the mage deliberately until the next melée round, if so

Wall of Fire, Monster Summoning, Prismatic Wall,
Thus, for every level that the spell is, one
For example: a mage with a dexterity of

other hand, for every two levals above the Tevel needed for spell use the
_mage is, add one point back onto the dexterity, up to normal true dexterity.

1t should be noted that I1lusfonists are light competent, Rune Singers are sownd or aomi
competent, and Rune Weavers are ritucl mm:nt lmu'hn\n [ c'lmcmmcy with l:u(ao
related magik, and Druids are +] competent with ail matural elemental foroes.

In Arduin, a Timestop field is something a 1ittle different than played elsewhere. It works
1ike this: the mage throws the spell, and the area affected has a magical aura (usually a
dull grey-blue) that causes all sub-atomic motfon of any solid object or moving energy to
cease movement. Thus non-corporeal types (wraiths, etc.) are mot affected by the aura, but
solid objects and energy in motion is. The aura fs passive unti] impinged upon, and it
only reacts on the area of impingement, and the is of course immune to the aura es

g‘l‘:lhlr sﬂ—atﬂ: matrix is 'tw.ﬁ’ 1ti"lbli'-“‘lleht‘:l : » but the x:n n:::m
own tupe o t, thus the grey-blue umination. r is also stopped, as
" o Mowing 1t to flow into his/her

mage moves through the aura, his body impinges on 1t,
were to stop moving in the aura,

Tungs as breathable, as he moves about. If the nr
breathing would become rapidly fmpossible as all of the air {mmediately fmpinging upon his/
her body would be used up, and suffocation would follow. Thus in an Arduinfan Time Stop

sura, it is move or die.
1 also differentiate between magical time stops, in which magic-resistant creatures (e.g.,
Irogs, Dragons, Demons, etc.) get a resistance roll (as a saving throw), and technological
time stop fields in which no one gets a saving throw of any kind.
NOTES ON CLERICS AND CLERICAL MAGIK

A "Black” or "Anti-cleric” oom heal, raise the dead, and do all of the other things that
the other, less evil clerical types cen do, simply are able to pervert (in a ?ml
clerfc's eyes) those same powers to hurtful and ends, if they desire. After all, who
do you think it is that heals and {rs all of those wounded orcs that managed to get away
from your last expedition, anyway? You can bet it wasn't the good fairyl




e RULES ADDITIONS, CHANGES AND DELETIONS

1. MAGIEAL RULES

a. Any magik utilizi attempt to wse k of a level higher than his own, but
only if his !nu"lgu::ot{':.h&r than fourteen. Thus, for every three (3) points of intel-
Tigence that he has over fourteen, he may attempt to use magik one (1) level over his own.
lhmm-.mﬁlluunhfwmdlm.rhmm.uhlmlm than his own that he
atm‘t;;om.ﬂklwmuoofugtm than four (4) levels higher than his own

b. To figure how the dispell k or counter-curse works, figure an 1 (50/50)
chance of success for all -rlt-r! oqual level. m:u:i.ﬁ increase ten noam ‘m‘.

for every level over that the 15, and decrease for every level under that he is. Thus
we see that mages five or more levels higher than the magik they wish to dispell do so
automgtically. And that those mages that are five levels or more less than the magik that
M.;:l;l.:: d‘l’l:: !{un dnola;:}y n'-o chanoe of doing :ei s dt .
Cs ce or techno cal ene weapons 1l dice H‘ automatically.
That includes ¢::'lllmh. staffs, rods and :g }m. It does m{hluluﬁ spell storing de-

vices,
d. To determine 1f a magik user can finish speaking a spell 1f he is hurt in the turn before
he can complete speaking, first determine the amount of he has taken, then divide that
into his total hit points that he had at the time he was hurt and discover what
percent of those points his damage was. If he took 38% » that means he has a base 62%
chance of pompleting that spell. However, for every level of experience the mage has over
firet, add 31 to his chances of success.
e. Spells that have definite ranges and dimensions must be aimed and specific start or
impact/firing points olearly stated when called for by the DM, and with no looking at the
combat area. :“:undlu‘t figure it out in the time allowed then you must be prepared to

L]

overshoot, unde and the Tike,
) who fails to Tete his spoken magik due to interference (see "d" above), THE
CHART WILL BE USED TO RMINE WHAT THE WILL BE. To determine what per-

centage of the spell was finished, roll percent dice.
MAGTX FUMBLE CHART
Percent Rolled RESULTS

SR . .
spell gets a /S0 that 1t hits target or mage.

11-152 As above, but 10% of the spell gets off. v

16-20% As above, but 15% of the spell of f.

21-50% 50/50 efither complete spell failure, or the entire spell goes off in
the mage's own face.

51-751 As above, but instead of hitting the -r 1t will go in a random direc-
tion (roll an eight-sided to d:!orilm t).

76-95% The spell absolutely will go off in the 's face. BOOMI

96-97% Ig:-nmo the spell happens, 50/50 either to the target or to

mage.
98-99% Tﬂh-c ;p'lll';,n off, but with a 1-20 melée turn delay (rolled and known by
on .

100% The spell increases in on a directl {onal percentage based
on a percentile die roll that tells HON m MAGE 'S REMAINING MANA
POINTS WERE “SUCKED" OUT TO ADD TO ITS POWER. Thus, 1f a 25% was rolled,
and the mage had 100 mana points left, then 2 mana points would be pumped
into the spell in question. And 1f that spell only required five mana

then 1t would add five times the normal spell power to the
t of effects. R

system: one point five (1.5) minutes per level of the
per the mage's level over the first. Thus, for a tenth

would take § mimutes.
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g. A1l spells are memorized
spell. This decreases by one
Tevel mage, a twelfth level spe
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RULES ADDITIONS, CHANGES AND DELETIONS, continued

1f a mage uses a detect magfk spell on an ftem, then he cammot use & detect masked magik
or detect magik 1ie spell on that seme object. The reverse also holds true.

An 1tem that has masked magik about it may aosidemtally be detected in the course of doing
doing a normal detect magik spell, {f the percent rolled for how much you found out equals
or exceeds 90%. At that time the DM will not unt{ tell you that you have detected a magi-
kally masked object, but at that time you may roll again to determine how much of the masked
magi find out about.

A1l energy-based spells (disintegrate, etc.) do 1 die per & user's levels of damage if
save is made. (And for each 201 damage taken, ome (1) critical hit is rolled.) Plus | die
per magik plus over one.

COMBAT RULES

4. Along with the fact that all people get a 3% chance per level of experience of plact
any missile or other aimed type shot into an exact target, be aware of the fact that Hobbits
and Kobbits have an additional base percentage of 25% and that elves have a base of 101.
b. A1l persons being knocked over or accidentally falling in combat will stay down for 1-6
pelee turns, based on the OM's die roll. However, 1f the fallen party is assisted b{ one
rson to rise, then one turn s subtracted from the required down time. If two (which is
maximum number allowed to help), then two turns are subtracted. Also, 1f the
rty wishes to try to do something while he 1s down, he must wait unti] the next to the
ast turn of the time he is to be . However, that action means that he has ceased try-
ing_ to rise, so that at any time when he wishes to do so, he must take an additional two
melee turns to complete the action. Finally, 1f the downed person dropped his weapon or any

‘other object when he fell, 1t will require an additional one melée turn to retrieve it.

Remember also that 1f a person fs down for five melée turns for example, that 1t s only on
the end, after all combat has been decided, of the fifth melée round will the person stand

up. And in the immediately following movement cycle, that person may not do more than make

facing movements in place.

€. If a party 1s surprised at night when members of the party are sleeping, then a six-sided
die will be rolled for each member that is asleep, and the resultant die rolls will determine
how Tong it takes each member to arfse. And just as for the knock down roll noted above, the
person will stand in place that first turn he 15 up. The only exceptions to this rule are

‘#lves, deodanths, and the 1ike, who will roll the die and then divide by two to obtain their °

Number.

d. Weapons have been known to break in combat when struck against objects made of very dense
material (such as stone golems, dragons and the 11ke). This is further exacerbated when the
wielder fs one with strength equivalent to a glant, Therefore, the following chart will be
:ﬂd (NO EXCEPTIONSI). Add 3% to breakage chance for each "+" over AC 2 of defender's true

f. 7 te of Opportunity.
E winvo ved in & combat has the option of declaring "Targets of Opportunity” and hold-
fng his fire until such time as he sees fit. However, as the target finally selected may
be at a different facing than the one he had at the mimla of the melee pound, then a
rol] to see 1f the delayed fire is completed is required. is is done using the Melee
Chart in the Arduin Grimoire, Volume 1. The E-frnq Turn Chart will be used, the percent
of failure being based on the degree of turn as {llustrated therein. For example: An archer
with a dexterity of 17 has no real uncovered targets when his dexterity comes up; 5o he
declares at that time, "Targets of opportunity,” and proceeds to watch the melée progress
down the dexterity range: at dexterity 13 an enemy knocks down one of his allies, thus ex-
posing himself; the archer then declares, "Target found," and the very mext dexterity count
?an f.e., at 12) he will fire, <f his fallure percent roll was successfully accomplished
i.e., missed). Of course, he must roll a normal attack and then hit.

#: During a melée, 1t s possible to put & missile on an exact target; however,the critical
Ait corresponding to the specific area aimed for will only be given 1f 1t 1s actually rolled
on the critical hit table. If any other area comes up on the roll, then only normal
damage 15 done, although to the exact area hit.



WEAPON BREAKAGE CHART

71 WEAPONS CLASSIFICATION TABLES 72
itk Weapoms "Plusees,” Eto. Non-Nagik Weaponmry
User's Strangth #oPh-mt #1 #2 #3 #4 #5 46 +7 Copper Bromss Iron Stesl CLASS WEAPON EXANPLES INGLUDED IN THE CLASS
a;g u?’:h-m of breakage at .!I._ : g g‘: g "‘{f’" Impact Pole Arms Halberds, Pole Axes, Glaives, and the 1ike.
1 B R L om R .- Pointed Pole Amms Spears, Pikes, and the ke,
4 L P A SR T 1% 5% 4
E S L il omomow oW Kissile Pole Ams Javelins (heavy and 19ght), Throwing Spears and the 11ke.
}g ﬁ ;E ﬁﬁﬁgg;’ m 1\: g ;: ¢ Two Handed Impact Arms  Mauls, Flails (2 handed), Hammers (2 handed) and the Tike.
18 91 BT 7% 6% 51 43 3% 2% I 211 10% s Impact Arms Maces, Warhasmers, Mar Picks, Short Flafls and the Tike.
18/25% 108 9% BY 7% 6% 51 4% 3% 35% 23 123 0%
18/50% 1T 0% 9% &x 7% 6% 51 4% % 4 12 Bladed Impact Arms Battleaxes, Hand Axes and the 1ke.
WE U EEERE s G M S - e R
Roo@m o mamaman g & & om P S '
21 253 ;g ;?: g ::: }g };: .}g; gg m gg: ggi Blade Amms (long) B » Bastard » rs, Cutlasses and the 1ike.
22 30%
23 354 zg; ;;: ?‘: gg} 51; ;g ;g‘: 803 m :g: ig: Blade Arms (short) Shortswords, Machetes, Tulwars, Kukris, Daggers and the 1ike.
gs $ §os z?: 28% z;: ;:: ;;: g:: 10? 1$ 503 ;g: Blade Ams (Special) Rapiers, Foils and the 1ike
2
;? % 3: gs: % 31% 30% 291 28% L A 708 55% Thrown Blade Arms Tomahawks, Franciscas, Knives, Chakras, Shuriken and the 1fke.
28 705 36% 35% 34% 33% 32% 31T 30 W L 803 68X
29 80% 3BT 37% 36% 35% 3T 331 321 A WooS0% 7% Flexible Amms Morningstars, Chain & Sickles, Bullwhips and the Tike.
30 95%  40% 39% 38L 37% 35% ML 33} ¥ A 991 g8t
Mare s S Shbge Missile Arms (Bows) Longbows, Shortbows, Composite Bows, Horse Bows and the 1ike.
o, Missile Arms (Crossbows) Heavy, Medfum and Light Crossbows, Pellet Bows and the 1ike.
Bashing weapons such as maces, flails and the 1ike add 5% to their base save percent and
S U M (et o S b S B e e e
cent roll must ma - ] mmine .
Also remember that fo lus" a defender's armour class 1s over the armour class of These classes are of a general and widely oversimplified nature, because 1t helps to cut
m"(;;. n 1.‘,3:3 :.'E:':;e.g."ihu',:. of m To take the "":‘3 chart, here s a0 down confusfon and helps playability. Bear with them, and they will serve you well.
H t a handed
m.ﬁn; fu1l°g1'1.:t: I:Iﬂ'::!;:lﬁ shl;ig:(gich is Igg!:.uzlg n;} ;:rm:?':‘m,x :l:::':flgﬂ. NOTES ON FIGHTING MEN AND THEIR USE OF WEAPONS
That means that the ba ance for breal wWou " .
Heh. the breakage thg- would not be mh:u"m because the knight who is the ogre's A1l fighting men/Warriors are trained in as many weapon types as possible, but cultural,
target 22 not demse -'ngt to cause breakage. However, using a Large Red Dragon with the social and economic factors severely 1imit the possibilities. Therefore, any l,{p of Fi:t-
same AC as that knight (2+1), the breakage chance would be based on whether t maul was ing or Marrior class played will choose one of the above classes for his falty, and
magik or non-magik, and 1f not, on whether it was iron, bronze, etc. So let's say that will be PLUS ONE when using amy weapon from that class. Further, he may :"].‘t any 5
the ogra‘s maul wes iron, then the base would be 25%. Wowevar, because it is 2 ‘Sashing Weapon type from that olass and make ft his PRDVART WEAPOR. With this wespon, he will be
weopon,” thet {5 veduces by U5 S S0 10K, Apuis, Nacsms {5 18 & staive G Mmded PLUS TWO (+3) in his attacks. He may also choose a second class of weapons as his SECONDARY
weapon, the base chance {s farther reduced by 3% down to " na .um_ WEAPONS, with which his a will always be ZVEw on. Every o STate 4@ wi1] be
target's armour class 15 +] over AC 2, 1t {5 {moreased by 3% back up to 20%. So there you out of the of of the o el W & "”."b.“ mm“‘““
have it, a base chance of 20%, with every pertinent factor accounted for and adjudfcated e o Wmn m"‘" the u“'ltctrf'n' ord :tuh 'q"'“nm B s o
for towards combat. It is fair, concise, complete, and most of all accurate in its depictior old mtmcticnd. m;d et mtt vailed : » Hg “tm i Mmdnim .
of weapon sturdiness vis-d-vis impact. ; classes within the bounds of historical fact whenever necessary.

Legionary for instance would have as
Secondary Weapons: Missile Pole Arms. On the other » & character from one of the fiction-
al worlds that abound in 1{terature could very well have Flexible Arms as a Primary Weapons
Group and Two Hand Blade Arms as his Secondary. What this all means s simple: be as correct
as history requires, real or otherwise. Clerics choose only one weapons class. With every
weapon in that class, they are even on. nuyn‘m choose : PRIMARY WEAPON from that class,

and be PLUS ONE (+1) with 1t (only). Mages and the 1ike are a MINUS ONE (-1) with ALL
weapon types. Culturally di may reduce hit probability, e.g. the Western
knight trying to use a katana. Thus primaries become +1 and even on, and secondaries become
minus one (-1).




73 NOTES ON WARRIORS AND WEAFON CLASSES

Any warrior type may attempt to learn to use amy weapon he chooses, of other “Classes.” He
may do this by notifying his “resi DM" that his character is attempting to learn to use
such and such a weapon. The DM will tell the player that his character must use omly
that weapon until such time as he has earned experience points equal to his net jump in level
in value. Thus, to go from sixth to seventh level while learning a2 new weapon type, would
cost twioe the experience points it usually does. At the completion of the necessary points,
the character may use the weapon in question as if it were one of his normal SECONDARY WEA-
PON CLASSES or weapons (1.e., at no loss of attack value); in fact he would be even om with
it hanceforth. The extra experfence gained during this time does not count towards the cha-
;:Lt:_:r.:‘l:rp::m-l:.m A g“'ood .ﬂ to keep tr:ct of this during this time, 1s simply to
1t one Of Nio PR ; could, at that time, opt to "do it all over again,” to make

Now why in the world would a character do such a silly thing, might be tempted to ask?
Well, what would you do, if your primary weapons types were pole aru:. and yg seconda

ones were flexible weapons, and you just managed to acquire the wondrous magik sword ril?
Here you are, a seasoned warrior trained to use anything but a magik sword, and you now own
one of the most wondrous swords ever conceived! My bet is that.you would want to learn how
to use ft, right? Well, now you know how to do that in a game context. [ rest my case.

ATl other than "warrior" type classifications may choose one single wegpon as & Prima
Weapon, and be “even on" with that sole weapon. Thus, most mages choose a dagger, while an
alchemist might take a quarterstaff. You get the idea. " i

SPECIAL NOTICE

The experience pofnt charts fn Volume I of the Arduin Grimoire show a "Monk” column. This

z'hﬁ}ﬁ D::I:;W‘m ;ud: l:t-ﬁal ‘":.‘f'i By using the generalized 1nfom:in: lu‘l}ﬂilt
» n rtia

St mrg N?m:‘ymmf tems you yourself desire, amy of ma
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MISCELLANEOUS NOTES

All of the monsters listed in Volume 1 of the Arduin Grimoire's Encounter Charts are fully
explained in either that volume, this volume (II), or Volumes 1, 11, or III of that fine
(chaosium product, "A11 the World's Monsters." A further twen -four are available from
pussell Powell, 5820 John Avenue, Long Beach CA 90805 (as are both volumes of the Grimoire
and two additional card sets of Magik Weaponry and Magik Artifacts), as 2 card set. These
* cardsets have twenty-four monsters pictured on one side and their statistics on the other,
and are perforated for easy separation. They really liven up a game.
Many fantasy gamers are unable to come up with new monsters or other items that make a game
petter, due to lack of time, or access to idea generating material. [ further recommend the
fine amateur press fanzine Alamems and Excureions, published by Lee Gold. It is a monthly
mimeographed fanzine of about 160 pages, containing dozens of new ideas from around the world,
and by some of the best known DMs. | am featured in it occasfonally with my “Arduin Chroni-
cles” as well. It has really incredible information, fdeas, and discussions that are sure
to warm the heart of the most jaded fantasy gamer. You can write Lee at 2471 Oak Street,
Santa Monica, California 90405.

~ Another problem quite a few fantu{ gamers seem to have is an inability to grasp the fact
 that they must play each individual character as just that, an {ndividual. Further, the
 character must be played within the confines of the socio-economic and cultural realities
_ of the world within which they play. To remedy this, I have a simple suggestion: Read a
fictional story and pattern your character after one of the characters within it. For in-
~stance, 1f you are not sure how a Hobbit is supposed to act, read Tolkien's The Hobbit and
have your character act 1fke one of the main characters in the story. Of course, you can add
~ and subtract characteristics as you please, but it is a base from which to work.

~ In order to get the feel of how a character might react in certain situations, place yourself
in a situation foreign to your normal range of experience (in your mind) and see how it
n’a::c you. For example, you are playing a “"Barbarian" warrfor, and he'she has just entered
e walled city for the first time, just chock full of thousands of poo‘h from many weird
~and foreign places. There are bright colours, tall buildings, strange smells and much, mch
more. How would he react? To get an idea, imagine yourself at the White House for dinner
with the President, and all around you are ambassadors from strange and farmway natfions, all
talking in languages you've never heard of. Then imagine that all of a sudden you are at
Cape Canaveral and have to make a Moon shot. Would you feel embarrassed and 11]1-mannered at
the White House? Bewildered and overwhelmed at the space launching complex? You are now
getting the idea. These little tricks can be used to help think out any situation where

you are at a loss for proper reaction. 1 hope this will help.

A I?t of people want charts for the distribution of random treasure and the 1ike, but I
won't bore you with my version (I seldom use 1t anyway, preferring to hand set my stuff).
;Mr. I will tell you that in Arduin 1f a character is permanently killed I rolled
_gﬂa dice and for 25% or less | sweeten the pot, for [ feel a permanent deader merits a
fttle extra consideration. For those that die but regenerate or assured of foolproof
_ﬁ‘l!i Deads, 1 lTower the percentage to 10% or 15%, depending on the circumstances. |
;ﬂlltuutchitthoummts very often, but when | do it seems to help. The Extra
;li_wdfn are simply put in a secret wmc of the treasure chest or the like and
included in the normal find when the players get around to checking the treasure area.

As far as my multiverse is concerned, Common Tongues are simply that, language that is

Spoken by each culture or country. The only exceptions are the po‘iyglo;?g:dg:n tongues of

Chaotic, Neutral, and Law, These are Esperanto-1ike languages put together from languages

that usually are spoken by those of the said alfgnments. Thus orcs, goblins, kobolds,

and other assorted uglies can converse with one another as the need arises (as can elves,

dwarves, kobolds, etc.). There is no eingle Common Tongue.

Please try some of the rules that you have doubts about in aituations and game play.

Cnly through actual playtesting can a rule or situation be fully explored. And we have
doing that for years now. Anyone can pontificate on rules and worlds that they have

never tried and can never be proved wrong because the proof is only in the play.
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The DM should NEVER tell the players exaotly what kind of monster 1t s that they are
seeing. If at all possible, they should be shown the beastie's picture (I manufacture and
sell monster card sets for just that purpose), but if that is not possible, then only a very

1 description should be given. NEVER tell the players how many hit dice the monster

« or which of the onrushing Orcs has the magik weapon. NO! They are supposed to find
these things out for themselves, and remember, just because the player was on an expedition
last week and saw the very same thing, his characters today l:y'.mt have ever met one. Half
of the fun of any melee is trying to figure out what will be most effective way of kill-
ing a beast, before he sats you! Try 1t that way, and [ guarantee you that after the inftial
panic wears off the players will Tove you for it.

Monsters and treasure should never be distributed in a dungeon by a rigid "Law" or "Plan"
laid out by some book or other person. REMEMBER! This is your world and your dungeon,
and only you can see all Sides to everything, so it fs only you that can build and stoc
your dungeon/world. Take the time, and you will find that the will be so much more
fun for your friends and for yourself. As ft happens, in my multiverse, dungeon rooms are
sbout 60X empty of monsters and treasures (but nearly every one has fn’. mist, weird sounds
or some other interesting feature). The forty percent that have inhabitants only have appre-
clable treasure about half of the time. But this is how my dungeons operate. How will yours
work? Take the time and do 1t Your way.

It seems a lot of people 11ke Power Swords, Force Blades, Energy Sabres, Monomolecular
Filament E Swords and the 1ike. Well, I guess that I am as guilty as anyone else on
this account, because a couple of years ago I gave out a Sword that had an edge of Mu Mesons
which cut across the magnetic 1ines of force that bind atoms together. George, the charac-
ter that received the damn thing, then went on his nonchalant way, wreaking utter havoc
wherever he went, on friends as well as foes. One DM after another saw his most cherished
Ugly blown away without even a faretheewelll And more than one friend was sliced neatly
in two as George's sword 1 off the attacking ugly's armm and his arm/sword continued
around its arc right th anyone standing near him! [t got to be so that nearly no DM
or other player in the area wanted to see George headed his way. It was obviously not a
good situation, but as.ft turned out one of my fellow DMs had the answer. George was sent
on a terrible quest by his patron god: he must fight his way down thirteen levels to the
::ty.bottu of a dread and feared dungeon. If he survived, he would be énlisted into the
of demigods that surrcund all of the more mighty of the gods,
that would be that. To everyone's surprise, succeeded and 1
of the demigods. There are also a couple of scrolls that Summon George and
of them are rightly feared by alll George fs happy, the DMs are happy, and I th
Tearned my lesson. MNow where'd I put my 1ight saber . . . 7

WERGILD

1 id to a family or relative that has suffered injury or death because of
m'::ﬁ:u. %.Pi tisuztmmpfm instigating a blood feud and more death and
destruction m‘y your own! It is usually 1,000 G.5. per level of the person that was
killed, or ioo G.S. per level of the person that was permanently injured.

NOTES ON MAGIK 7€

‘When a mage or cleric is "competent®™ in any part of his work, or even in 1ts entirety, that
gimply means that he/she is so good in what they do, that they are PLUS TWO (+2) at it.
i +2 is tacked on to their saving throws, and all of their opponents must save at a rate
‘that's two harder. It also means t two points are added to every dice in strength that
b spell is, that the person fs competent in. Thus a mage that is "fire and 11ght" competent
on liated in the 1 Abilities Chart in Volume I of the Crimoire, saves at +2 when fire
or light type magik is used against him; he causes his target to have to save at a rate two
woree than usual when he himself uses fire or light type spells against them; and those very
same spells would have two points more potency for each level the mage fs.

NOTES ON TRAVEL

~ When reading the 1ist for distances that various steeds may travel per day, remember that the
1isted distances are for mm roads. On poor or secondary roads, the rate is re-
‘duced by 25%, and Rm;o:pn it is reduced by 333. Travel through a forest cuts
the travel distance by 50%, and travel through mountains cuts it by 75%.

Travel on a regular road through a civilized country or area should have very 1ittle chance
of danger. The DM should roll percent dice, and a result of 10% or less results in an en-
counter. Then to determine the nature of the encounter, the DM should roll a 12-sided die
with the following results: a roll of 9-12 means that some of the country's own troops or
sheriff, etc., has been encountered; a roll of 5-8 means that some of the area's own popula-
tion may have been met--a farmer on his way to market, maybe, or fellow travelers--and a roll
of 1-4 means that the encounter is of an inimical nature. If this is rolled, then the DM
should roll one final time to determine what has been encountered, using any Encounter Chart
.~ or Table he/she desires.

|
Travel on foot is a slow and difficult process, even on the best of roads, and the following
- chart is an indicator on how far individual types can travel each day., But remember that
this is for unencumbered uut*.m:qmwmmnnmmdaww
o be traveled by a utesmﬂ e dafly for each amount of wéight carried that is equal
#0 80% of the listed maximem weight you may ocarry (See the True Strength Chart in this volume).

FOOT TRAVEL CHART

DAILY NAXINUM DAY'S DALY
Male Humans 18 miles three three This chart must be used in
Female Humans 16 miles three three a1l overland situations.
A1l Elves 25 miles five two However, the DM must make
A1 Half-Elves 20 miles four three all allowances for terrain
rves, etc. 24 miles seven one (see below) and season (is
A1 Orcs 25 miles ten one snow on the ground? is it a
Hobbits, etc. 15 miles two four hot desert? etc.) for each
Phraints 28 miles efght none day traveled. After the list-
Saurigs 15 miles six one ed maximum reduce further tra-
‘Goblins 20 miles six two vel by 20% and all attack/
Hob-gob1ins 22 miles seven one defense by two each.
Trolls 28 miles ten none This is a guide; find the
Kobolds 16 miles two three type closest to your charac-
Ogres 33 miles five one ter and use those statistics.
Lesser Giants 40 miles seven one Remember, for every combined
ter Giants 55 miles ten one strength and constitution point
nths 30 miles six one over thirty (30), add one (1)
Amazons 20 miles four “two mile per day to your travel,

but adjudicate for terrain as
steeds do above.




7”7 NOTES ON TRAVEL

There is a way to travel in most civilized areas that most DMs and players overlook with

great larity. That {s by REGULAR COACH SERVICE. Lfike most medieval areas, Arduin has
an efficient and fairly inexpensive dafly coach service between all major cities, and less
regular service to lesser populated areas. To a major city, coaches leave, in pairs, three

times each morning. To lesser areas, it fs usually but one coach each morning, and to areas SVERLAS: SNCRPR: /5 EVHTaou, st ”
really small they leave perhaps once or twice a week depending upon passenger demands HEAVY ALL
mmrh“ n:nf:r“sla passengers 15:1:, '2.‘..,"'}3,:" top ,,E,m. but |l ,(1, Vimited LEVEL CAVE DUNGEON PLAIN SCRU TREES FOREST JUNGLE SWAMP DESERT MOUNTAINS OTHRER
r, carry, or put into a square (each) travel box (which has
a 50 1b. load 11mit for each person). . PR REEE R EEEE
Coaches can travel up to forty miles per day on good roads, or up to twenty-five miles per 2 B W e e to O S0 o
I;.v‘u l;::l:"m:a Coaches never travel cross country if it can be helped, as they are not : g ;ﬁg“ % ﬁ ﬁ ﬁ ﬁ ﬁ m m m
% 6 ﬁ 258 ﬁ :g 451 551 g: % 451 :g: %
The cost of travelling via coach is usually one silver penny per each five miles travelled, ; 40% g 451 50% g % 758 601 g: 70% 60%
plus any ferry, bridge or other charges that may be necessary due to the route. 9 453 40% 501 558 60% 701 BO% 658  60% 151 653
10 503 45% 551  60% 751 B21 701 651 801 100
Coaches usually travel in pairs five minutes apart, in order to thwart robbery attespts by 11-15 5585 50% 60%  65% % 801 B4s 758 70% 823 %1
outlaws and other bad guys. 16,20 60% S5% 651 70T 75% B2 86% 80x  75% 841 0L
21-30 65% 601 701 75% BO% B ass gex  80% 86% a1
31-50 70% 655 75% BO% @2 66X 90% 843 821 881 BatT
NOTES ON STEEDS 51-100 80% 75% 85% 901 92  96% 99% 941 921 981 943
“ NOTE: This 1s a base percent from which to start; add 5% per level difference of chaser to
chasee of getting away or getting as the case may be. Also take into account such

Riding steeds have a variety of dugondnbni and daily travel range. This is n:mnd
in the Multiversal Trading ny's price ﬁst in this volume and in Volume I. You pay

a:f as elven cloaks, boots of s or silence, and other similar ftems that could have a
for what you get. 2 ne

on the chase. Remember, this is a CHASE CHART, and 1s not Tike the chart in the
Arduin Grimoire Volume I that shows the percents for escaping the ACTUAL CLUTCHTS of an

STEED CHART pney.

Base Dai v
St el B Buetlent Wiy God  Goli  Delew Aessegs Poiw SAVING. ROLL CHART FOR LA STORTHS OF THE GLARCE OR EAZE VARIETY
T =10 =30 =30" -0 ' 50" -0 " 1-80" o (] )
Light M 40 wiles Mutls +Salles 6 ulles 30 e A aties EVEL 1-10' 11-20' 31-30' 31-40' 41-50' S1-g0' 61-80' 81-100' 101'+
1-3 20 19 18 17 16 15 4 I 12
Medium Horse 30 miles +8 miles  +6 miles +4 miles =T miles =15 miles 46 19 18 17 16 15 4 13 12 n
1-9 18 7 16 15 14 13 12 n 10
Heavy Horse 25 miles +6 miles +3 miles +1 mile -5 miles -10 miles - 10-12 16 15 14 13 12 n 10 2 L ]
- 13-15 14 13 12 n 10 ] ] 7 (]
Destrier 20 miles +4 miles +2 miles +1 mile -4 miles -8 miles 16-18 1 n 10 9 8 7 6 5 4
19-21 10 9 ] 7 6 5 4 3 H
Draft Horse 20 miles 4 miles +2miles +1 mile -3 miles -10 miles _ g::; 9 g : g : ; ; 2 -
Pony 20 miles +6 miles +4 miles 42 miles -4 miles -8 miles lgifﬂ ; g : ; ; 2 - - |
Mule 20 miles +5miles +3miles +1 mile -Imiles -5 miles 2"&"5‘3 o ‘ e {-h:'"“ W'w,;‘ oked o d_ 3,' c;nﬁun ::“ ::.m e
® s 2 glance/gaze. twenty-s e is rolled, a failure to match or
Pack Horse 25 miles +10 miles +6 miles  +3 miles Imiles -6 miles 'm"" ..,' tl:' h '.::1&“‘“3 the "I '..;' '"&' m‘:l; ;ﬁﬁ" mu:ilzm
ot she MUST ng roll vs, ng s " as it were, s a surgrise
Camel 25 miles 415 miles +10 miles 45 miles -5 miles -10 miles ﬂﬂ"’:'.:."" the m“:qu M‘u the ”;"’u'..m ad two (2) to the :m:w e
¥ other party is sware o cresture before attempt con-
O 10 miles thuiles +Imiles +2miles  -3miles -Smiles front 1t, then subtract two (2) from the indicated dle roll. s




P COMMENTS ON THE NEXT SECTION

This next section of the book will deal mainly with Arduin and how things are done there.

This is to 11lustrate specifically (by example) how an entire cosmol is set up. For

Ardufn 15 a 100% complete world, within & very solid multiverse. Its + cultures, magik

snd everything else 1s documented and based on valid concepts. The whole range of time and

g:c: n?:dintu the construction of this world, and 1 can only hope you will benefit from
nowledge.,

COMMENTS ON INNS AND ROAD HOUSES

Inns and Road Houses were (and sti11 are in places 1ike England) an integral part and a
functioning part of the past history of most civilizations. It was there that the people
gathered for entertainment, news, and all of the other social necessities of a world without
movies, radio, or the 1ike. It s here that adventurers will find old saflors and soldiers,
or perhaps & crippled Trader or down-on-his-luck mage. A1l of whom can tell of temples and
treasures, lost cities and 1dols of gold with ruby eyes, and of the fearsome monsters who
guard them., Occasionally a map may be had, though at a price that sometimes may be higher
than the buyer could ever reckon.

Yes, 1t 1s at the Inns where a young boy Just turned warrior and a young girl aspiring to
magikal lore can meet and mingle with I{'| the strange and fabled races of the multiverse.

Here one can see the silent and shiny-chitined Phraints, the feared and fanged warrior Saurigs,
or perhaps even get a glimps of even stranger beings. The Inn or Road House 1s a place of
intrigue and mystery as well as musfc and brawls. They should be an integral part of every
world. So here for your perusal are the Inns and Road Houses of Arduin. Who knows, they may
find their way into your world as well; after all, stranger things have happened in the mul-
tiverse before this!

ARDUIN, ITS SEASONS, DAYS, SPECIAL DAYS, TIME REFERENCE AND OTHER PERTINENT DATA &2

TEE DAY

The day of Arduin is esactiy 25 hours long, consisting of ten (10) each full hours of day-
Tight and darknéss, with 2-1/2 hours each of twilight and dawning. There is no axfal tilt
or rotational wobble, so this never varies during the year regardless of the season.

TRE DAYS OF TEE WEEX

The week has six ' they are: Mordag, Taerwal, Wurdigan, Veldoar, Sarmaht and Qwain, in
that order. The folk of Arduin cosmonly work Mordag through Veldoar and half a day on
Sarmaht, taking the afterncon of that day and all day Owain off. This can vary regfonally.

There are fifteen months in the year, for & total of 450 days in the year, not including
Tai Taowyn or Endyesr, which is a three-day perfod o “non-time" that takes care of the
0dd orbital perfod around the sun (called Syraath) of 453 days, thus leaving the Ardufnian
calendars all neat and even. The months, in order, are: Tor, Ator, Vaen, Torvaen, Kos,
Torkos, Skord, Torskord, Zar, Torzer, Ghast, Torghast, Chund, Torchund, and of course there
is Khoros or the Endyear month.

There are four distinct seasons in Arduin, Susmer, Fall, winter and Spring. Winter s 125
‘T long, and 1s the last 25 days of the old year and the first 100 days of the new. Spring
follows with 125 days and 1s in turn followed by 125 days of summer. Fall follows as the
first seventy-five of the last one hundred days of the year (the first 25 days of winter
being the last twenty-five days of the year).

THE CYCLE OF YBARS

The years rotate in a fifteen-year cycle, and once every 1,000 years there {s a sixteenth
year in the cycle. The cycleof years is l1isted below:

YEAR
Dragonus, or Year of the Dragon.
. Roccahr, or Year of the Roc.
» Wctrix, or the Year of the Warrior.
. r, or Year of the Bison or Ox.
. Equinus, or the Year of the Flying Horse.
. Torqus, or Year of the Boar.
. Serpihkar, or the Year of the Serpent.
8. Scintillus, or the Year of the Sword.
9. Fenris, the Year of the Worl

COMMENTS
The year “of wars, their start and end.”
travelling anl starting anew.
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10. Solaris, the Year of the Sun. year Royal wedd{ and treaties.
11. Lunus, the Year of the Moon. year of strange and fey happenings.
12. Phantellus, or the Year of the Phantelope. K year for travel and impetuous decisfons.
13, Skorpos, the Year of the Swrg‘lm. A time for holding on to what one has.
14, Graillus, the Grey or Clerical yesr. A time of fasting, vows and initiations.
15. Sarchimus, the Year of the Mages. A time of inftiatfons and advancements.

S, or the Year of the Star. It is the

The sixteenth and once-per-millenfum year 1s Tarsord
time when a1l things must renew themselves, and all

cope with THE TRUTH.
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ARDUIN, ITS SEASONS, DAYS, SPECIAL DAYS, TIME REFERENCE AND OTHER PERTINENT DATA, continued

ENDYEAR

These three days are equivalent to Mardi Gras, Oktoberfest and Carnival all rolled into one.
During those three days, absolutely anything that will not harm another is allowable and in
fact is expected! It is a wild and wooly period during which quite a few children are con-
cel::g{. I.:d :n fact those so conceived usually have "Father Taowyn" put on their birth

ce cates

WEATHER IN ARDUIN

The weather in Arduin varies with the seasons quite markedly. The Summer has an average mean
temperature of 80 degrees Fahrenheit, with highs somewhere in the high 90s. Fall is general-
1y in the low 50s with occasional mid-40s type days. The Summer 1s nearly windless and the
Fall is generally windy (the average being winds of 15 to 30 mph). The Winter 1s usually
very cold and has large amounts of snow and sleet, a carry-over of nearly continual rain-
storms of Fall. The temperature has been known to reach over 40 below zero, but the usual is
more Tike 10 to 20 degrees during the day, falling to 5 to 10 below zerc at night. The

Spring 15 known for its wild thunderstorms and gentle rains, with mean temperatures in the
mid-60s range. A1l in all, the climate resembles that of Bavarian Germany on our own Earth,

WEATHER NOTES: THE WIND-CHILL FACTOR

Learn the 30-30-30 Rule of Survival: when exposed to a 30-m.p.h. wind at -30° F., human
flesh freezes solid in 30 seconds.

The ki1ling factor is wind chill. The term is only dimly understood by a flash-frozen
populace, but is based on a scale that precisely correlates temperature and wind force.
Wind chill--expressed in meteorological phraseology as "equivalent temperature”--measures
the d1f\1‘emct. in impact on exposed skin, between what the thermometer registers and the
wind delivers.

The meteorologists’ wind-chill table starts at still (o-m.p.h. wind) and ranges up to winds
of 50 m.p.h. While 20° on a windless day can be quite tolerable, a 20-m.p.h. wind makes
the received effect of that temperature equivalent to -9° without wind. The arctic nadir
on the scale: at -45°, a 50-m.p.h. wind creates the equivalent of -128°, a sensation that
is not totally unfamiliar to many Americans this year. :

30-30-301
WIND-CHILL CHART
When the temperature is 20° F., here is how the wind affects how cold you really are.
Wind Bquivalent
m.p.h. temp. F.
0 20°
5 19°
10 3
15 -5°
20 -9°
25 -15°
30 -18°
35 -20°

40 =21°

Kos 7th
Kos 10th
Kos 22nd
Torkos 3rd
Torkos  19th
Skord 11th
Skord 16th
Torskord 15th
lar 10th
Zar 13th
Torzar 9th
Torzar  23rd
Ghast st
Ghast 4th
Ghast 20th

. MONTH DAY
Tor Tth
Tor 15th
Tor 20th
Tor 29th
Ator 10th
Ator 14th
Ator 17th
Ator 25th
Vaen 6th
Vaen -10th
Yaen 15th
Vaen 23rd
Torvaen  4th

~ Torvaen 9th
Torvaen 10th *1
Torvaen 11th
Torvaen 12th
Torvaen 12-13th

"
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NAME OF NOTABLE DAY

Solitara or Solityne
All Gamble Day
Kegsbreak

Woman's Day

Swordhammer
Druicus or Oskfire
Children's Day
Cold Faire

Goldara or

Festival of Friendship
Aquamass or Sea Gift
Winterflower Festival

Wyndemere

Night of Shagrath
Night of Skirin
Night of the Lady
Triangularus
Spring Equinox

Sneakus
Man's Day
Night of the Candles

Vallorus
Festival of Families

Festival of the New Wine
Sagicus or Sages' Day

Summer Solstice

Festival of the Fall Flowers
Magikus

Peace Festival or Founding

Day
Skandus

Harvest Festival
Festival of the Stars
Welimass

*1 Also the Endwinter festival.

COMMENTS AND GENERAL ASPECTS OF THE DAY

Ph:'fdui“!l:h :u:'t'.s;::;'riﬁlin themselves.
estival o ers/ .
Festival of the new llcfbur.m
Giving of gifts to women, proposing, etc.

Day of appreciating weapon makers, etc.
Day of Druidical import and prayer.
Giving of gifts to children, etc.

A winter faire and general festival.

The day of the money lenders and banks.

The day on which everyone makes a new friend.
Sailors' dl{

The festival to greet the winter flowers.

The festival of the Four Winds.

Only the Red Moon rises this night.

Only the Blue Moon rises this night.

Only the White/Silver Moon rises tonight.

The moons form a tﬂm at midnight.
Midnight to midnight the triangle forms
again to mark its end. Every other year it
is Black Equinox, the ::ght of the Long Death,
when the dead rise up walk.

The day of the thief!
Day of gift giving to men. Puberty rites.
Candlemass or the Festival of the Candles.

Warriors' , military parades and the like.
Presents within one's own family, etc.

As 1t says.
Gifts for sages and teachers, etc.

Festival of the Plentiful Harvest. Eve

fifth Summer Solstice is Red Solstice,

none of the moons are seen, and from dusk that
day until dawn of the next, the whole sky
turns blood red, and all of the nexus gates
are aligned and open.

Just as 1t says.

Day/Festival of the Mages and magik.
Founding of Arduin day festival.

Day of the Hunter, night of the Wild Hunt.
1st day of fall; the harvest festival.

Night of the Astrologers.
Physicians' day; presents, etc.

*2 Also the Springdeath festival of first harvest. These are the holidays, festivals, and

Other important days in the Arduinian year.



NOTABLE DAYS OF ARDUIN OF BOTH GOOD AND BAD ASPECTS, continued
GUILDS AND SOCIETIES OF THE ARDUINIAN CYCLE

MONTE DAY  NAME OF FOTABLE DAY COMMENTS AND GENERAL ASPECTS OF THE DAY 84
GENERAL
To st 2nd Beltane or Jugglers' Day Semi-religious holiday. x
Tﬂ$“ el mim“ﬂ S orRed Solstice, except 1t is all grey. L ALIGHMENT BAME OF DESIGNATION BASIC GUIDELINE/TENET
Torghast 19th  Wormius The night of the Great lorm. Neutral  Thieves' Guild Honour Among Thieves
' Assassin's Guild Impartial Death
Chund  Bth  Fangeait Night of the Warg King's crowning. Reutra :
Chund 10th  Goblinflame Night of the Great Goblin's crowning. lﬁﬁl‘l H:r:lunfs E.und' Pmr:flu and Fairness
Chund  13th  Trolltane Night of the High Troll's crowning. e, Slavers' Guild Stmg Prevail
Chund  15th  Wintertooth Festival of the first day of Winter. Lawfu Seafarers' Guild Ever Seeking
vuutr:1 Couege of gges The I;onugru and ;.ln Power
Torchund 10th  Equimass Mien 211 are equal from dawn to dusk! Lawfu College of Sages Knowledge Above Al
Torchund 20th Lm.u-“ mli day of fasting and nnana for some. La-fujl %:lm'u{ .E;::ics SchrmT:’!?g!mh
Night of monsters and evil magik. Lawfu
Torchend 306N, Skai]fane ¢ ' Chaotic  Black Lotus Sclety : To Rule Alltemity
Khoro! 17th ittle 1 Gifts for the Princes and Princesses of the Neutra Brotherhood of the Hammer (dwarven o Build, To Forge, To Be Free
N I LUEE Arduinian refgning family. Chaotic  Society of the Silmarillf (elven) Time Ago, Time Again
Khoros 25th  Queenslight Gifts for the Queen. Neutral The 13 Cycles of the Monastic Mysteries Each to His Own Self
Khoros  2Tth  Crownroyal Gifts for the King. . Chaotic  The Red Shiva Society Red Death to All
Khoros  30th  Winter or Middle Solstice This festival lasts from dawn of the last day Chaotic  The Seciety of the Hands of Hell To Grip the Unfverse
to Tor to Ist of the year through the three non-days of Tai Chaotic  Society of the Red Lily Take It, Hold It
Taowyn, until midnight of the first day of Neutral Society of thg Singing Star (half-elven) Ever Improving
the new year. It is the longest combined Neutral  The Black Legion Honour, Unity, Supremacy
festival of the Arduinian year. Neutral Brotherhood of the Iron Spider Terror, Fear, Death
o Neutral The Foxfire Confederacy Infinity, Power, Life
NS e Lawful The Starfire Conspiracy Starpower and Truth
Chaotic The Serpents of Set The Dark Circle
Chaotic  Children of the Dark Chaos! Chaos! Chaos!
Chaotic  Orcas (Orcs) Shield Mates, Sword Brothers
Neutral Warriors of the Web One Web, One Rule
Neutral The Chosen Ones To Rule All
Neutral Sons of the Scorpion Born to Rule
Lawful The Silver Circle The Bright Circle
Chaotic  The Taroteers Puppeteers, Taroteers, Infinity
Neutral The Mobius Conspiracy Allternity Now
*This includes all of the separate “Trade Guilds,” e.g. Coppersmiths' Guild, Drayage Guild,
etc.




Petty theft (less than 101 G.5.)
Theft (less than 1,000 6.5,)
Grand theft (over 1,000 6.5.)

Manslaughter
Myrder
Mass murder
Rape
Statutory rape (age of consent
varies racially)
Embezzlement
gsw}t and battery
sault
Assault with intent to murder
Disorderly conduct
Public (brawling, etc.)
Petty pi ing gg to 50 6.5.)
Pietpocluﬂu'sm 6.5.)
Giving false witness
Alding and abetting a criminal
Kidnapping,
Slavi
Extortion

Disrespect to royalty (verbal)
Disrespect to royalty (physical)
Tax evasion

Usury or price gouging

Adulterating goods

Adulte .

Mwbqgm soldier or officer of
the law

"Fencing” or receiving stolen goods

Child molesting

Impersonating persons of authority
Impersonating royalty

Regicide (killing royalty)
Ensorcelment

Non-guild-sanctioned "jobbing"

Note: unless stated otherwise, all
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Ist Time Ind Time
Branding (am), public whipping 90 days
As above 1 year
Branding (forehead), public whipping 2 to 10 years
1 to 3 years plus wergild 3 to 5 years plus 2x wergild
Public beheading Public beheading
Publicly burned at stake (slowly) Publicly burned at stake (slowly)
Ntﬁn stocks, mude, for public uee, 3 to Public castration, 1-5 years
Publicdmwfng. as above, 1 day As for first-time rapist
Public whipping, fine 2x loss 1 to 10 years, fine, whipping
Public whipping, 3-30 days Whipping, 3 months to 2 years
As sbove, | to 9 months As v 1 to 3 years
As above, 1 to 3 years As above, 5 to 20 years
Public dunking, 3 to 30 days Public mir‘lng. 3 to 9 months
As above, 5 to 60 ) As above, 6 mcnths to 1 r
Whipping, 1 to 3 Finger amputatfon, 6
As above (forehead), 2 years Arm amputatior, 5 years
1,000 G.S. fine, P‘Hc dunking 10,000 G.S. fine, 1 year
Public whipping, 1-6 months 3

As
Public blinding, 10 to 20 years As
As above, with 11fe sentence As
Triple loss fine, whipping, 1-5 years As

100 6.S. fine, public whipping 1,000 G

500 G.S. fine, whipping, 3 months 5,000 6.5, fire, whipping, 1 year
m}- ‘}im. muc whipping, 1 year m}c }ou. whipping, 5 years
Double Toss, public ng Quadruple los:, public whipping
1,000 6.5. fine, 30 10,000 6.5., 1 r

Head shaved, public whipping As before and divorce

Varies according to circumstances Varies according to circumstances

Fine double value of goods, public whipping, and 1-6 months, always
Death (public) by drowning or smothering

Life sentence, whipping, Ll'ﬂﬂi (fore’ ead) Death by Iuag'ln! (slowly)

Fine double value, dllni:{. 1 year As before, but 2-5 years

Public castration and blinding, 10 years As before, as well as death by public

stoning
Public whipping, 6 months to 5 years As before, but 5 to 20 years
Public ml::'lng. § years to 1ife Public bllaﬂn’i 11fe sentence
Public dea impalement and fire after being blinded and flayed

ing on circumstances, a fine up to public execution
6.5, fine, dunking, 5 to 30 days 1,500 fine, whipping, 3 to 9 months

prison time is at "hard labor" (building roads, etc.) 2
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87 ARDUIN, A CAPSULE HISTORY

by Dave Hargrave L

fhe Arduinian Campafgn has been running about as long as DAD and related role-pl games
‘pave existed. Game time has been more than 11 years (of 453 days esch). Over Qg':?mr
_characters have been permenently killed in that time, and many more have had to retire due
_to wounds or afflictions acquired in campaigning. On the other hand, two characters have

- Dukes of the ?“'5..:"‘ half a dozen are ws (um-: mem:fm'ﬂoﬁmm.t
raising troops, etc.). even managed to woo the younges ughter ng s
faii "end year” all Arduin celebrated their nuptials. 5o, even though it is a hard and
_dangerous world, the rewards are usually more than a bold player can ever expect.
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‘Its history stretches back to the dim dawn of creation and the world's first rulers, the
‘dread reptilian Kthof. It encompasses the wars between them and the first true men, the
Bune Weavers, their victory and then subsequent downfall half a million years later fn
;:;h wars of the Titans and Star Powered Mages against the rest of Almanity. Though the
‘Titans and Star-Powered Ones were nearly annihilated, the Rune Weavers were also so weak-
‘ened that when a bare 20,000 years later the Time Lords threatened, 1t was all they could
to trap them in the Caverns of the Ancients and then fade from the Kin of Allmanity,
{_l!luuln? the Free Mages of the Circle to predominate. The next 3000 years were relatively
. eful, but that ended with the influx of alien starfaring races and an fnterstellar war
‘that left the fifth continent (the planet's Ilrpst} and most of civilization a fused and
radicactive ruin. The Interregnum of Dark Years followed, lasting some 5,000 years, fol-
lowed by the re-establishment of civilizatfon. The main area of civilization centered on
‘the third continent of Khaera (the world was then called Khaas, as the old name for it,
Ssas-khaa, had long been forgotten). Many natfons held power during this time as war after
war was fought. However, the real problems began when the College of Sages in the country
‘of Falohyr discovered that an area of transtemporal and interdimensfonal instability had
‘manifested itself in the area roughly conti with the small kingdom of Arduin. As word
“of this discovery spread, more and more nations plotted to control the area, realizing that
_whoever controlled the area and the newly discovered "Gates" also controlled not only this
“world but untold thousands of others. the bloody Wars of When (also called the Mexus
 Wars) began. They lasted 10,000 years, once again bleeding the world white of population
and magic. During 2 particularly 1 pause in the conflict, some of the warrior nations
Eu.d what later became known as Accord of Arduin, which essentfally guaranteed that
] Arduin nexus would forever be an independent and totally neutral kingdom with its terri-
‘torial integrity guaranteed by nation on the continent--to insure that no nation
tould control it. To fnsure mﬂ rulers of Arduin would not abuse their trust, the
_mages, clerics, sages, alchemists, technos and all of the other important groups set up
Colleges or Universities in Arduin which would oversee the exploration of the nexus and
gates, Also each natfon would send a contingent of men (1-3,000, depending on population)
50 that more than half of the Arduinian military would be non-Arduinian in origin. These
units would be rotated every seven years. With few exceptions this plan has worked, so
that ‘Iiin years have now passed without any single nation ever risking re-igniting the

s Wars.

As most of the population of the original Arduin had been slain in the early wars, each
nation had sent equal numbers of settlers; for the first 500 years, it was forbidden to
marry anyone of one's own nationali:ﬁ; This insured a true melding of the people, and
although 1t has been stricken from lawbooks, tradition stfl] keeps 1t a habit for most
of the people. There is a tradition that one of the M{ll ruling pair (King and Queen)
must be non-Arduinian. This was also to fnsure fresh blood to a royal line that started
from scratch, was made up of every natfonality, and was "of the world" and not an inbred
and arrogant line of rulers. Thus we now see a kingdom of people that reflects the entire
world around them. A kingdom where slavery fs outlawed (one of the few places on the con-
tinent where this is so) and people have more personal freedom than anywhere else, It is
the center of learning in all disciplines and the various colleges and universities accept
Students (of only the highest caliber) from allcorners of the multiverse.
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However, no capsule history would be complete without a retelling of the E1f-Human Wars,
2150 known as the "beginning of the Nexus Wars". So here is:

THE ELF-HUMAN WARS

It began dim thousands of years in the dark and bloody past; the one true and rightful
ruler of Arduin, King Tarafass Dawnstar of the Royal House of the Pising Sun, closed the
borders to his kingdom and forbade non-elves entry into his wondrous land. For he knew
the findings of the College of Sages in Falohyr and what they portended for his realm.

He called up his silver-mailed cavalry, his bronze-sheathed and rock s spearmen, and
his silent archers all clothed in forest green. Lastly he gathered about him his personal
guard, the famed Golden Knights of the Dewn. When asked why, he answered, “Because men
are men, and ever thefr hearts shall covet the power about us.”

His wisdom was well respected, and his subjects had not ‘lnn? to wait before an ultimatum
arrived borne by a cloudy dust-covered messenger from the kingdom of Morvaen, their eastern
human neighbor. It demanded that the le of Arduin become as one with the people of
Morvaen so that together they could rule all the nexus lands. King Tarstass sent the mes-
senger flying home with the reply, “Arduin has been Elven since even before the Dark Years,
and Elven it stands or dies. Take us 1f you cenl”

The first battle was jofned in a pass fn the Brass Mountains called "The Trumpet's Throat."
The Morvaenian pikemen led the storm of the small keep that guarded the pass, and survivors
there were none. Rushing through tlut::u. the army of Morvaen spilled out onto the Plains
of Paranon in a tidal wave of terror that left no stead unburnt, no field untrammeled.

As the invading horde poured into the beautiful Forest of Flame, there was no thought of
anything but victory in the minds of the three generals that led them. Then Arduin's first
1ine of defense made 1tself known: the archers that waited that fateful day were as invisi-
ble as the very air about the wondrous trees that they called home. Invisible, that is,
until their green glowing arrow rain sleeted into the ranks of the invaders like a scythe
And 1ike the falling grains of wheat, a grim red harvest was reaped
and reaped, and reaped yet in. Stunned but not beaten were the veteran pikemen of Mor-
vaen, retreati ng, gathering their arbalesteers about them and putting
the wild mountain tribesmen to the front, went back into the forest, back into that
rain of whistling green death. Nearly annihilated, the berserk hillmen nonetheless closed
to bring their axes to blood among the green archers. Outnumbered, the tribesmen fell to
the last man, but 1t was as planned, for the gained time had allowed the pikemen to do what
no other force had ever before done; the archers were overrun, were outfought and
finally routed. Yet even then the pitiful few who managed to get away returned again and
again to send a shaft to an eye here, a whistling death to the heart there, in a continual
harrassment and vengeance that lasted the long night through.

With dawn, a bloody blaze upon the treetops and the ground a truer color to match, the in-

vaders left the forest that would henceforth bear the name of “The Weeping Woods.” Tired,
battered and angry at their lost thousand within the trees, were to the soul to
hear the brazen wail of the great elf horn. For there before » drawn in their ser-
ried ranks of bronze, stood the elven spearmen, and in a thin line before , the remain-

ing archers in green. As their cries of dismay whirled in their generals' ears, the great
horn again sounded and with a joyous shout the elven host charged down upon them!

To give them credit, those pikemen rallied as best their short time allowed and met the
onrushing wall of spears with some semblance of order. Let no man belittle what those men
did that day. The fight raged seven hours and never once was quarter asked or given. The
end came as the last of the invader generals decided that he should be away. So gathering
about him three of his regiments, he retreated into the woods, commanding those that remained
to guard his rear with their 1ives. This they did and well, for no elven spearman or archer
followed for another two hours. They sold their lives dearly and with them purchased two
precfous hours. Still it was for nought, as I shall relate now to you.

§0

the wily general retreated, pushing men already near to collapse to even greater exertion,
@ was already planning his return with a new army to collect a terrible vengeance on those
t had humbled him. With these thoughts, he led his men back to the Plains of Paranon

and toward the pass they had so bravely won the day before. Halfway there his heart went
¢old and his mind saw 1ts own death there before it.~

‘Yes, the Elven King himself was before them, blocking the pass to safety with his Golden
knights of the Dawn. Shaking off his fear, the general turned to his men and called to
‘them in ringing tones of iron, "Once more, my brave ones! Between us and safety is the

ng himself and his guard. They number but 500 and we are near to 3,000! For Morvaen and
gloryl™ And his men, heartened, took up his cry and rushed forward up the slope. The
1den trumpet of the golden knights called its answer back, and as the knights charged to
the army, the glamor fell from the silver-mailed cavalry that had been magically
and their host too thundered down to death and glory.

hat followed was not such stuff as ballads are woven from. Nay, 1t was a butchery. Tired
» exhaustion, outnumbered and struck front and rear, the pikemen fell in three screaming
nutes. And one of the last to fall was the general, his great sword whirling about him

d & curse upon his 1ps.
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s ¥ou say, the elves won the war. But wrong you are, for this was but the first of seven
jttacks in the next year. Twice the iron grey cataphracts of Viruelandia surged up from
the south, twice the breastplated infantry of Falohyr stormed through the northwest passes,
#qain came the grim and vengeful ?um of Morvaen and even a mercenary army of some 30,000
orcs, gnolls, hobgoblins and trolls tried to batter their way to ownership of Arduin. All
1led except the seventh and last assault, which came through one of the very gates that
elves were trying to protect. A horde of ebon warricrs with eyes of flime and hearts of
¢ ravened into Arduin from beyond time 1tself. From a dying earth the deodanths came in
ir thousands, thefr flickering swords a match for even elven blades.

‘They came; in 13 days they had conquered all but the great keep of the high king, which alone
lood to defy the evil. And fn all the land a horror started that to this day elves will
speak of but would stand white-11pped and clench-fisted with memory, and with a hate
will outlast time and in its relentlessness find its way to the very end of the world,
re 1t will take its final vengeance. Yet all was not lost, though to most ft seemed
1y so, for the King was now marshalling those forces which till now he had withheld,
forces of Faerie, the power of magic.

And so they rode out on the 27th dq after their last battle, the pitiful few, the elven
7,000, They rode to the great King's Plain to the west of Thousand Thunder Falls where the
- main army of the black ones awaf them with mewling derisive laughter. The ebon ones
Bttacked first, nearly flying forward with their 30-foot leaps, their s1im swords whining
blurs before them, their catiike battle wails seemingly sending the clouds themselves flee-
before them in abject terror.

~ Before the first ebon warrior had closed even half the distance, a great sound arose, and
E nying 1t was a cold and wild wind that swirled about the black ones, leaving a rime
- of cold upon their hearts. Faerie power had come. The sky seemed to buckle and a blue
Bwilight settled about the battlefield, as the weird music sang its song of elven power,
Hesitating in their headlong charge, the black warriors from beyond time were suddenly caught
Up in a force and flung from one side to the other. It was as 11 a vast and unseen hound
~ had impaled them in its jaws and was worrying them as ft would a rat,

The plain seemed to erupt in a vast foun-
sted brains, bunturing’m surrounding countryside
stain that would take three centurfes to fade, The few hundreds that had
1ived, immediately fled fn all directions, thus bringing to motion for
“This {s bladework, my brothers," spoke the
fleeing and broken remnants of the once dread and

With o shockingly sudden swiftness, 1t was over,

tafn of steaming black blood and bia

wWith a withert

held back and t
first time this day the small elven army.

king, and spurred his mount after the
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rful enamy. His troops followed gladly and with a cold fire of retribution burning in
:::r :nru. For two weeks the dml!nuu,nu harried and slain, but not without loss. the
qreatest being the great king himself on the last day of the year.

His mourning men 1aid him to rest where he fell, atop wind-whipped Sorrow Slate mountain,
forever afterward known as King's Rest. Laid to rest near him were the eleven deodanths
that had ambushed him and been slain fn turn by his guards (though by the time they had
arrived, he had slafn five himself before falling).

The news of the disaster that befell seemingly one of hell's own armies gave many a grasping
and scheming king pause. At least for a 1ittle while. And the daughter of the dead king,
his only progeny, did declare herself Queen of Ardufn, Warrior Queen of the last true Elves
and Defender of that which is known but not spoken. So Arduin stood with a warrior queen
to guide an army of but 5,800. A sad remmant of that once proud host that had filled the
King's Plafn from one side to the other with fts mithril-mailed might. And the human
wolves gathered round their borders in ever bolder numbers.

Thus Tarathala Dawnstar, queen and leader, decided that if force of arms alone could not
hold Arduin, they should 3011\:1 the path pointed to by the hand of her dead father, the path
of magic and elder lore, the road to gods and demons, the trail of tears and danger, Some
of her advisers protested that to fight with magic was to invite magfcal attack in return.
But those voices were few and small amid the clamor for defence. So it came to pass that
the #lven kind in Arduin became wizards as well as warriors, and for 99 years they reigned
supreme in their ability to wreak havoc among their foes. But each year it became harder
to maintain this ascendancy ss the human and inhuman foes of Arduin too became adept in
those arts that invited doom and destruction.

As the first day dawned of the hundredth year since the beginning of the elf-human wars,
211 was quiet, Oufet with a hushed sense of foreboding, with an expectant silence such as
preceded earthquakes and hurricanes.

The entire elven army, 1,700 strong, and their 1,900 dependants were gathered in the great
keep, “Fangalormn®™, on the of the Lake of Mists. And around and about a silent host
of over 100,000 men in cold {ron looked silently up at the ramparts and awafited the order
they knew would come: storm and slayl An order they knew would surely result in the deaths
of full half of their number, but just as surely in the total and final destruction of the
hated elf wizard warrfors that for so long had thwarted their ambitions. Those ambitions
had finally forced seven great and lesser kingdoms to pool the blood and steel of their
l::h! fn one common cause . . . to the completion of which they had fought their way here
this day.

1 will not Vinger long on the battle that raged from the day's first dawning light to the
cold final stroke of a black and wretched midnight. It is enough to know the warrior queen
fell at last as her last fnner tower splintered and crumpled around her. And as she fell,
Taughing, she saw for one last time the bodies of five slain kings about her, and she
screamed to the high winds of hell, “Though I feast in the halls of the dread elder gods
this night, | will have as handservants before me these five kings! And as long as they
serve me, then a curse to all that {s thine and thefrs and all who would serve them!"

T!‘nt curse would haunt those royal 1fnes to this very day, though this 15 a tale for another
time.

As the last tower, already cracked and split, finally began to fold in upon itself, a Tn“
roaring began, and the land trembled and shook. The tower exploded. The land around ft
0‘:“9!!4. the very afr itself shattered in a cacophany of fury rivaled seldom since that
time.

Those 7,000 humans that survived would forever remember that night. And what saw when
the fiery spots left their eyes and the thick blue smoke finally cleared Hl; re the
great keep had stood, where the mile-1 promontory had been was . . . nothing! The cold
dark waters of the lake steamed and bubbled where once the flower of elvenkind had been.
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story does not truly end here; for those kingdoms which had gambled all and won, there
was only a fiery doom, as those that stood in the wings watching down to claim what
Shey had won but were now too weak to hold. And thus it was for 10,000 years and more as
each tried to take what the elves had held so valiantly. None ever held 1t more than seven
years, and never again would elf or man ever truly trust and befriend one another.

1tiverse, now there's a word full of meaning. In this case, it refers to the 4,000 or
parallel universes discovered in those 1,211 years. Universes that are all varfants of
another but reflecting nearly infinite diversity. Dead worlds, jungle worlds, worlds of
pnsters and worlds of 1ight and reason--all impinging on the nexus. t with the cross-
srs and intermixing, Arduin is a wild and wooly place to live.

Although Arduin fs only 200 x 170 miles, 1t contains five major walled cities and a myriad
small towns and hamlets, as well as a series of semifortified inns on the main roads.
are 13 dungeons or caverns, seven of which have so far been discovered with five
{ted regularly. I have averaged close to three runs a week for several years now.

ral players have also opted to accept the responsibility of runnin*h: country on my
rid, with all the attendant mapping, dungeons, etc. Bil1 Voorhees' rkala with its

g{ Durfang caverns high in the mountains (and reachable only by traversing Breakheart

s) is one. The Rainbow Isles, Rothan, The Kozangi Dales and Oz, run by Brad Thom, Andy
driguez, Charley Parker and Peter Savoy respectively, are others. So we have not only
duin and the continent but other full natfons that are in play in a campaign that nearly
es description. The politics are fantastically overlapping and great fun! It 1s a true
ign game of world-wide proportions.

ir world is highly structured, with Guilds, Societies and the 1ike having great say in the
day to day affairs of specialized (Thieves, Assassins, Traders, etc.) and we have an
ntire set of written (and historically researched) laws that keeps utter chaos at arm's

gth. This doesn't mean that players can't act as tthplun. Quite the contrary seems
: the rule (and the consequences are usually most interesting and exciting). Our
players brave overland expeditions for the right to explore each other's countries (or long

voyages). Having 2 half dozen wildly varying DMs in control of their own mini-worlds

thin the rather loose confines of my larger world makes for very interesting variations
my basic rules, keeping us all guessing as to how a particular spell will work from one
ry to the next. The le who gate into my world onto the Plateau of Forever from
ir other universes all have the right to run their people, magic, etc. according to the
les of thefr own particular worlds (the exception being how a few of their spells or de-
ices work). However, if they stay more than a few » they begin to be affected by the
15 of my world and slowly become wrtlag parts of laws and rules. This allows them
“feel” out my world and acclimate to 1t. If they leave before the changeover {s complete,
the, ?1.2 ﬂwiy reverse the process in their own world until they are as they were before



oz THE INNS AND ROAD HOUSES OF ARDUIN
LOCATION NAME OF ESTABLISHMENT OWNNER RATING  STREET LOCATION
Talismonde Mamma Knole's Mamma Knole . Cut Purse Alley
e The Bastard Knight Tambrud Bort hd Potter's Row
o !hmmcul's ::: Lily Morth " Low Wharf Street
i The 'ﬂ Termite leen mlpmu,r b Red Lantern Street
4 The Wild Whippoorwill - Sand Box Alley
of The Carnelfan Cube lig Mnlu bl Fortune Street
o The Fat Fox Bartholo Korph v Little Maiden Street
¥ The Scarlet Rooster  Villian Trunth balsd Little Maiden Street
" The Tourmaline Turtle ﬁlhd{ Saftell i Gold Workers' Street
s The Silent Canary Wemble Falster hbd High Wharf Street
o The Astral Efreet Nasti-Jastor **+  Gold Workers' Street
o The Ruby Rifleman thimley Hortha et ewelers' Lane
B The Star Bear r Crofter bodnind Silver Smiths' St
3 The Merry Manticore  Willing Farondar swss  High Traders' Street
- The Unique Unicorn Nardon Voldo #+#=  Royal Circle
s The Star Sword Chambers Condé bl ’s.:;:otcfﬂnlrwur
rs
. The Black Pearl Tanya Tarleman wwees  High Park Lane
" The Benevolent Basi1isk Narold Xund wwwk®  High Park Lane
Khurahaen *1 The Wondrous Wizard Valposey Tuffy b Crofters' Lane
% The Pearly Gates Waddel OW" b Fast Fall HIN
e Adamantine Amazon Agok Ilng e » Hide Curers' Street
n The Broken Trident Capaag Rugg . Blue Wharf Street
2 The Velvet Turtle Fumogg Tuggy » Bead Seller Street
? The Fabulous Frog Marden Gomb i North Gate Square
. The Wild Stenchly Thumtfoot - West Gate Squl
" *Z The Green Goblin Akhaas the Fat ***  Gem Sellers' Square
2 The Golden Pomagranate Turbina Hally =+  Weavers' Street
! *3 The Iron Swan Delphia Doorn *+*  Barracks Square
- The Amethyst Apple Gastura Brent w*s  (Copper Smith Street
" *4 The Blue Barbarian arth the Tall *++  Traders' Circle
b, The Dancing Dice Xallia Zingra wwss  1d Palace Road
-/ Madame Firefly Valla Ernthant *ees  Gold Smiths' Lane
o The Sapphire Ctrcle Charleroix Slyvy weses  Garden Road
Melkalund The Silver Seal Marden Garvell » 01d Wharf Street
i The Sleepy Snake Palamon Terd: - Iron Monger Street
- The Happy Hag 01d Mama Froley " Potters' Lane
" The Timid Tiger B111khoé ® East Gate Square
" The Hungry H111 Glant Bobbolo Bumpee bl Marsh Gate Square
! The Happy Harpy Tamlalla Tyree - Traders' Square
The M-lntim Oliphaunt Derbell Tasté " Dyers' Street
r The Lavender Lizard  Brucilla Tug-A-Hug it Jugglers' Lane
A The Emerald Dragon Darkhan Faraway kel Armourers' Street
s The Phantom Firefly Anabelle Haskins i S51lver Smiths' Street
~ The Silver Horseshoe Fermoli Tardella ***  Waggoners' Road
: The Wobbly Wooky Cachakka Takkra i Barracks Square
. The Mithril Mountain Kolo Nolo #*ks  Gem Sellers' Lane
Simply Valhalla Krafton Boley seeds Citadel HITY

1* Formerly the Wanton Wombat.
2* Formerly the Golden Goblin.
3* Formerly the W rd Wyvern.
4* Formerly the Reluctant Turtle.

LOCATION
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Littletown

THE INNS AND ROAD HOUSES OF ARDUIN, continued

NAME OF ESTABLISHMENT

Bad Man Carruthers'
The Stupid Wizard
The Drunken Druid
The Fourth Moon
The S1lver Nose
The Golden E1f

3 Hearts & 3 Lions
Dandelion Wine
The Hanged Man
The Yellow Toad
The Seventh Seal

Spitwhistle's Safe Stop Little Spitwhistle
Thu Thunderbumper

nder 's
The Brolz::qlus

OWNER

Bad Man Carruthers
Daffy Highbottom
Alfaen Doromon
Barlemar Berry
Silvernose Burt
Carley Simon

Pohl Asimoy
Katherine Campbell
Fallburr Skofter
Toady Cheshire
Gyron Mortimen

Lack-A- Larry

The Sapphire Salamander Toronfal Fandreaux

The Carnelfan Cat
The Eye of the Tiger
The Velvet Whip

Wandra Wild Fox
Shaundra Fire Willow
Dione Star Hunter

Copperhead Alain Tralonde

The Fancy Fool Bongo Three Fingers
The Lazy Liz:tnm Kamben Khorl

The Astral Wirawhey Wambletyre
The Wild Wolf Aldo Bunder

The Red Rook Korto Vado

The Silent Se Janat Bolk

The Golden Roster Gilley

The Fabulous Falcon  Wazat Tyme

The Royal Rabbit Talok Durok

The Wanton Witch Vance Lance

The Rainbow Dragon Odoé Narky

The Happy Hobbit Tanthla Twinkletoes
The Opaline Ogre Welkon Narsai

The Grumpy Griffon Little Lulu

The Horn of Plenty Tiptoe Sleepyfeet
The Drowned Rat Shuggy MacNasty
Mac the Knife's Big Mac

The Phantasmal Pheasant Jorfus Jaw Breaker
The tal Ship Talbund Gorph

The Golden Dove Myrin Xyreth

The Prismatic Bat Taya Hammer Star
The Red Worm Fritz Faphred

The Black Bell Lyber Grey

The Brass Book Mousey Small Sword
The Golden Gull Far Star Lookaway
The Hasty Hag Odd John Manglefoot

Smaug's Eye

Andrew Arrowblack

o LA A LR LI LA AR 1111
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Only Gate Square
Tangerine Lane

Scone Bakers' Lane
Berry Bush Street
Fis ! Street
01d Fis 's Street
Potters' Row
Stablers' Court

East Gate Square

East Gate Square

01d Dormitory Street
High House Street
Library Square
Theatre Row

Small Wall Side
Tall Wall Side
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LOCATION
Quatermass

Foxton
Bordertown
Bright Water
Appleton
Markhouse
Ridgetown
Hidden Valley
Owl Valley
White Water
Sixcarts
Edgehome
Mountainhome
Hi11haven
The Crossings
Serendipity
Arkham
High Bridge

“
Rookly
Dumwich

Small -Hnrbour

Stoop House
Iﬂct}lby

Red House
White Walls

THE INNS AND ROAD HOUSES OF ARDUIN, continued

NAME OF ESTABLISHMENT

The Bountiful Maid
The Pack Rat Inn

Mother BeetleBrow's
The Lost Hobbit Inn
Bright Water Inn
Silver Tree Twice
The Blue Bolt

The Golden Canary
The Dwarf's Hoard
The Golden Goose II
The Phoenix

The Gilded Cart
The Mithri] Edge
The Double Hammer
The Iron Horse

The Water Witch

The Serene Smile
The Red Lily

B o,
The Silver Sail

The Raven's Roost

The Grand Grimofire
The Star Stone

The Prancing Porpoise
The Crazy Compass

The Marmalade Monkey

The Adamantine Shovel
The Iron Worm

The Little Red House
The White Wall Inn

OWNER

Ta Tenthpart
H-lpr::{‘l Not-E-Nuff

Mother BeetleBrow
Tamala Trygyre
Wenftra Foloway
Fanrahl Garling
Talgrofter Quilleen
Vorpold Dorth
Grumpy Stone Hammer
Brambahr Wall Breaker
Di11on M lvorn
Newton Bomolck
Barden Balkon

Red Beard Orc Killer
Stondon Milijand
Falamanda Khooley

Lady Serena Whitefingers

Omroyce Gilliad
Ternald Vendirk
Enid Finkley

Nalamarder Venty
Tark RavensWing

Hell Fist Skull Taker
Mordecai Greenstar

Captain Jack
Falthur Yester

Daniel Westerly

One Eye Iron Nose
Bart Black Hatchet

Galaway Rundgaard
Runknon Bulodon

RATING  STREET LOCATION

MW WL
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Hang Man's Square
Market Gate Square

South Gate Square
Barracks Row
Traders® Gate

01d Cattleman's Road
01d Well Square
The New Quarry Road
Traders' Gate
Castle Road Gate
01d Barracks Square
New Market Square
Barracks Row
Brickmakers' Street
Smithy's Road
Ferry Wharf Street
Only Gate Square
Red L1ly Square
i
River Gate Square
East Gate Road

West Side Square
East Side Square

Sea Gate Road
Traders' Gate Square

Only Gate Square

True Faith Square
True Faith Square

Stone Masons' Street
Dyers' Street

LOCATION/LANDMARK VICINITY

On the border west of Foxton

~ On the border northeast of Leiberton

NW of Stoophouse near Tunk Hill
South of Melkalund near E1f HI11
Between Hobbiton and Athelton

INDEPENDENT ROAD HOUSES/INNS

NAME OF ESTABLISEMENT

The Flying Lion
The Flying Turtle
The Red Leopard
The Blue Lady

-

RATING  STREST LOCATION

i Pear! Divers' Street ""'"
e Se Captnins

wewd  Traders' Squau -
Creepgate Alley -
Guardsmen's Row

The Duke's Saun

The Caravanserie
The Caravan Gate Road

T
:
i

Cattlemen's Gate

Silversmiths' Street
Gemcutters' Lane

Furriers' Street
Leather Workers' Street

Barracks Road
01d Quarry Road

Alchemists' Alley
Alchemists' Alley

$t © jv°
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THE INNS AND ROAD HOUSES OF ARUUIN, continued e
LOCATION NAME OF ESTABLISHMENT OWNER
fear! House  The Rainbow Pearl Quickfoot Madanth
o The Golden Hook Captain Hook
- The Treasure Chast Balkomer Fand
Athelton The Black Coach Taramore Tarras
x The 51lver Sword Vaanka Tryvaanka
y The Silver Mountain  Belogrand Xandor
Easterly The Crimson Caravan  Ianor Zardozz
" The Gilded Camel Gimburra MWalassa
E The Diamond Parrot Effros Drobnelka
» The Mithri] Medusa Karenth Sastra
Rumb1etown The Deaf Ear Nomley Humber
v The RumbleDragon TH True Heart
. Elric's Rest Telamark Swordbearer
Ox Haven The Emerald Ox Tumme) Fumpleton
Pavane :?hlnn Witch Malaprond Droffel
) Tlu Timid Poltergeist Vincent Price
Smallshire The Jolly Giraffe Trader Vic
» The Passionate Plum  Galassa Wallshunth
South Hold The Silver Citadel Bartholomew Huggins
The Quarries The Marble Wyvern Dastroen Oliver
Halflington  The Falling Star Ti1lerd Sethedd
- The Crucible Velton Mathross

3

OWNER

T. C. Drake

J. Arlington Shoe
Jamalantha Jalpoor
Rianna Tironna
Traskell Durron

lltnonﬂr:lbodmdﬂnﬂ!ﬂiqm
IN The Wee Woods mear Iromwall

lurthoththw‘l‘hhﬂianﬂrm

The Dancing Dolmn
The Lazy l.apnc Androk M:‘o

The " Roost Inn Closed by King
roken Back Inn Durnyld Wardley

East of Pavane
On the border NW of Smallshire

River

IN WhisperTrees nesar Misty Mountain
Near Tark Wood

hear Shelob's wood

On the border south of The Quarries
Between Foxwood and Weaselwood

West of the Clofsters near Wizard MWood
SE of Smallshire on the Crystal Peacock

Z

llu s Rest Inn
's Rest

*'i.

The Flying Whale Inn

The White Roc Inn
The 51lver Frog Imn
The Iron Spyder Inn
The Smiling Wolf Inn
The Flying Fox Inn

Valakyrs Tal{nr
smatic Pheasant Telkon Garl

Wambly Maistcoat

Dalon Fox

Not applicable
sl
aranella
Baldurn Charfax
Magilla Moké

Triiig oriircaiier

Between Maiderwood and Foxwood

The Leaping Maiden Inn Nabla Virst




UNDEAD ATTACK CHART

™
- THE INNS AND ROAD HOUSES OF ARDUIN, contfinued Ghoul : Its hit paralyzes for D10 rounds only, plus 106 damage each. F
Wight: Its ::t ur:inu f?u;’s‘lg -i‘mug "1& :I: tlli“::np each,
: t dra » plus + !
Rwmamber, the 1 to § star () rating systes mesns the following: o s N e e & 1% Toa bt ets o Neval, i '*&i‘ d
star = 1/2 silver penny per night with bread and beer. Spectre:  Its hit drains two 1ife levels, plus 1010 damage each. e o,
Two star = 1 silver penny per night with dinner, ale and 1ight breakfast. Banshee: Its hit paralyzes D10 minutes, pgm 1010 each; 1ts wail causes fear. ~
Three star = 1/2 gold sovereign per night with sumptuous meal and lTarge breakfast. Vaspire: Its hit drains two 11fe Tevels, plus 1010 to 1012 damage each. y ':"_
Four star = :—::z gold sovereigns per night without anything but a complimentary glass of Morghou! : Its hit paralyzes for D6 rounds and causes rot damage; see AG 1. -
5 Man: [ts hits drain D4 STR points; see AG 1. k7
Five star = 2 to 5 gold sovereigns per night per person without extras. Meals are egte . i g
e ',m,,i' ,?t Bt exoer i . 4 Ghost Crab: Its hits drain one 1ife level; see AG I. ol
e star is valent to a real dive; a two star is not bad, but still not t, and is ] ing th . Wi ins, so that 1f a save is made only half the m
;in common man‘s” place; a three star is a good, clean place {the best overall value); & :,:::01:1:&:"(::;( :r,:: B m‘a.‘-:nr. However, there are items that BLAST life
g o e RS T ey (ks the Jeveiios of Sevaation) ot 80 Ao ey oo vt
Sy re only very rich al r \ L] 11y stunned melee round. They
nobles play. They will adnft no one they do not deem worthy, even if that plr!mr::s mﬁrlmrﬁ"‘l blasted away, the victim is totally s for one
mill1ons of gold sovereigns to spend. Very exclusive. g R——

Quite frequently a question arises concerning just when does a victim of an attack b{ an un-
dead creature become one himself, after he is slain? The answer is gquite simple really, in
that the time required for such a transformation 1s based upom the attaeking momater's hit
dice level, Each level that the monster 15 means a one hour time for the slain victim to
become 1ike his slayer (or as otherwise stated). Thus, a man slain by an 8 dice vampire
would require 8 hours to transform into one himself. Simple.




i SPACE CREATURES AMD OTHER ALIENS IN FANTASY ROLE PLAYING GAMES

Some purists do not l1ike to introduce any character types or monsters into their game world
unless they have a medieval or "Tolkienfan™ flavor or base. This really 1imits their play
possibilities as far as | am concerned, for what better world to accept aliens than ones
that already have & myriad of other strange and weird creatures as residents? Sure, it
would be hard for a town 1ike Peoria or Indfanapolis to accept strange alfen creatures, but
would 1t be so hard for people that probably have elves, dwarves, hobbits and the like
Tiving down the street from them? [ think not, for what 15 stranger, the alfen with the
blaster or the multi-tonned dragon that breathes fire? Think about it, and 1 think you'l)
find that logic supports the use of alfens in fantasy games, and that playability supports
their inclusion as well. They are fun, challenging, and very novel as characters and as
monsters. 1 can still visualize the pafr of Vegan space travellers trying to figure out how
2 wand of fireballs worked after they had traded their stunner for it. They ran every test
imaginable, and their computer kept telling them: "This item does not compute!” Still, ft
worked when that funny Tooking guy in the purple robes sold 1t to them. . . .

You get the point, I think, but let me just say ome final thingon the subject and we'll go
on to other things: The very essence of fantasy gaming is 1ts total lack of limitation on
the scope of play, both in its content, and in its appeal to people of all ages, races, occu-
pations or whatever. So don't limit the game by excluding aliens or any other type of
character or monster. [f they don't fit what you feel is what the game s all about, don't
Just say "NOI®, whittle on them a bit until they do fit,

DMS VS. ANGRY PLAYERS, OR, WHAT TO DO WHEN THE PLAYER(S) REFUSE TO FOLLOW THE RULES

There comes a time when every DM must handle a player(s) that are disrupting the game, and
ruining the play for all concerned. They may fee] that they have a grievance that is legi-
timate, or they may just be egocentric megalomaniacs exercising their own brand of stupidity.
But whatever the reason 1s, the O NUST BE PREPARSD TO EVICT THE OFFENDING PLAYER FHOM THE
GAME, either temporarily or permanently. Once the people who play in your world realize
that you mean business, they will be much more ready to act in a proper manner, and refrain
from disruptive and childish temper tantrums.

Harsh language, you say? Mot really, because in my several years of play | have seen actions
that have really appalled me by supposed adult and intelligent people. It seems that this
type of ?- makes people truly identify with their characters, which 1s as it should be,
but it also seems to make some people think that their ocharacter being killed is a persona)
attack on themselves. A DM must clearly state his “House Rules” of personal conduct, as wel)
as having his own varfation of the rules of the game, as he piaye ©t, all written up nice
and neat for all of his players to read and understand. The DM should make every player
aware of his rules and of the fact that he, and he (or she) alone, fs *The God® of his world,
and that only his Mules are what count. MHe'she should also let every player know, in no
uncertain terms, what the penalties are for giving him a hard time. It's OK to air a gripe
in a calm and logical manner, but temper tantrums only earn their doer a quick and very
permanent exit from play. Once a DM rules on a gripe or rules question, TRAT IS TWE END OF
ITI! If anyone can't handle this PRIME LAN OF A DM, then he or she should not play games in
which sald law fs in effect. A OM must be as heartiess as one of his monsters if order is

to be maintained and fun is to be had for all. For a game with clear and permanently consis-
tent rules 15 a geme where everyone knows the way, so to speak, and the way always leads to
fun and adventure!
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