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I 

Introducing A New Dimension: 
Beyond The Sacred Table 

In this volume of the Delian Chronicles from Dragon Tree Press, we 
have undertaken two objectives: first, to satisify requests for additional 
information on the nature and geography of the World of Del08 and, 
second, to offer an introduction to a new dimension in fantasy gaming, 
the world of Live-Action gaming. 

Toward this first objective, we offer a view centered on the Symarian 
Gulf region including the Heavy-Metal and Inverse Islands, the Barony 
Keys, the Spencerian Group and a variety of other interesting lands. 
But mere geographical areas do not make a world and, in many 
respects, the commercial and social factors determine far more than 
mere geographical and geopolitical boundries. For this reason, we have 
provided a guide to some few of the many exports and other products 
important to this region as well as an account of contemporary Delian 
Cosmology - which may be particularly useful to the traveller in these 
regions. 

Continuing this tradition, in our forthcoming compendium, The 
Moaateroua Civiliaaiioaa Of Deloe, you will journey to meet the 
Wampyr of the Forests of Night, dare the dark regions known only as 
The Broken Lands and undertake to recover the fable Gnoptic Chalice 
as you visit the Ogre Nations. 

But we have also mentioned the world of Live-Action gaming. In 
cooperation with Chuck Montgomery - an experienced Ga.me Master 
active with the Colorado International Fantasy Gaming Society - we 
offer a new dimension in gaming which carries you and your players 
beyond the conventional table-top into a world designed to provide new 
challenges for experienced players as well as excitement and 
participation for the novice ... regardless of your rule system. 

And, in the forthcoming Of Tavenu ud Tolll'D.aments and The 
World-Muter'• Galde, we will provide a complete and tested rule 
system for full-scale Live-Action gaming, scenarioe, safe weapons 
construction, character classes and advancement, scoring and all other 
aspects necessary for entry into a broad and wonder-filled world where 
Fantasy is the only Reality and ... yoo are there! 

Come with us now as we walk shadow into the world where only the 
Delian rules ... and anything might be true ... 



Beyoacl 'ne 8eued Table 

Fbtions And Other lbtables 
Like moet worlds, Deloe ie favored with a variety of pouo11.1, wines, 

been, and other beverages and potablee both local and imporled, each 
with its unique charactermia, Uttr po,wor imporia, aee Mqnur, 
Pota6lu of Ardttt11, TIie Lod Grtmoire). On Deloe, however, even the 
waten, may have decisive and unusual efl'eda. 

The Sparkling Mineral Waters of Dela, 
ud 

The Flat Mineral Waters of Dela;J 
A variety of popular mineral w•n are found in varioua regiona or 

Deloe. When fresh, sparkling and elferveecent, each water bu a 
semi-magical effect. However, the very same water - once it bu gone 
flat - uaually ha.s an effect almoet the oppoe.ite to what it had while 
fresh. 

Imported Spark.ling Watel'l!I are bottled in bond using methods which 
are proprietary trade secrets o( the Vintner's Guild and, as such, are 
well guarded and known only to a aeled few Muter Bottlere who travel 
regularly to the sources to prepare theee potables for transport and 
resale and the value eet on such salubrious fluids is reftected in the 
prices charged ( ft()fflinaUJ qealci11g, U.e -,,<nled ttr ft<Jt tJGrietiu are 
c<>Mtciered ooluelua). 

Travelers should be cautioned: while the sparkling watere may be 
sampled at their sourcee, amateurish attempt.a to ~tie and/or 
transport the watere invariably result in the waters going flai. 

A number of varieties of Sparkling (aniil Flat) Waters are detailed 
following: 

Spukliag Devoalu Mlaeral Waten 

Retailing at 36 GS per magnum, this brilliant, sparkling mineral 
water causes the drinker's moocl to become contagious. If the ueer is 
happy, everybody they touch wll alao be happy (no ,caw) and all 
within 10 feet mu.at Save VS Charm (ew,., ten mi•.tu) or Uk> be 
affected. 

Further, ii the drinker, for any reuon, becomee unhappy (or 
tllhcatever), all thoee affect originally will bnnedlaW, shift to share their 
new mood. ' 



The effect• lut (r,,.Nllu. of emOW, COUlttM'} b 8+1d8 lllown 
ud tu only way to become "detached,', once alfec&ed, ie to be out cl 
eight uad 80Wld ol tlae drillker for OM Aotsr or to medi~ for tea 
minG&el. 

W1aen Devonian Mineral W"4tnl go flat ( ~'1110 lot1r• •ftcr 
ilscaati"f - roll 1"6 limu lsn min.tu plu one lot1r), the elect 
changes and it ia the drinker who aqffel'II Uae 1hh1m that hia mooda 
are magically conbgiou. Ai thia point, they "eee and hew" everyone 
in their vicinity "heJJ>le-Jy laughing or crying" in accordance with their 
mood ... but, in fact, oUael'II are meNly reacting 'normally'. 

CJpoalu 8puUq Waters 

Exported from the Island of Cypon, theee waters render Use drinker 
uable to speak except in rhymed couplet& (escs,Cion /ollotDiflf). H the 
imbiber is unable to epeak in rhyme, they caDDot ay uytllqt Effect• 
laet for M4+ 1 houra per CNlllee eoaauaecll Becau.ee of their potency, 
Uaeee Sput.ling Watel'II N?tail for 126 GS per eplit (epprosimatelr 8 
oucu). 

" Mr i-'n 't ale ,crsam /or Ad, f'' . . . "Siu cotllin 't lhini of o 
ri,ms /or 'qtUeuad'!' 

exceri from Wan•maer', Gtiitle for Ills V.nfeOfl Mader: 
In the world of New P&rnueua, the victim mut do fill 

commwlication via written notes to the DM. Only if the note 
rhym• and ecane will the DM read it to the other players. But, 
of coune, that'• a little too extreme ... 

There ia oae method of counteracting thia effect: the deliberate 
inducement of a etate of P&nsaiem (,s. TIie Bawtbook OI Tnpa Aad 
Tikb) - a etate of insanity which caWlell the victim to dllbellne all 
magicb and all magicbl creatures, etc (i.1. t/ur "•es gia.ta oa 
lllinlmill,''· While afllicted with Pa.nsaiem, the victima are able to 
•peak normally . . . but only about ,.,,.,,..,.cleat mattel'II ( or o601ll 
m-,ir:lc-1 U..n~ /-'aflr p1rceiwi ., nn-mofi~. 

Obviouly, the fll'llt eeveral rhym• made will be on non-magicbl 
eubjecte but, after 2d8 auccwful rhymee C,Ae GM ,hotll,l roU aecreUr 
for IA• """'•er Nq1Nretl), they all)' "return to normal" and be able to 
dittinguieh magickal and non-magicbl in the normal manner. 



Oo a ~ note, we should a1eo mention &he fab&ed Quixotaan 
Talisman. Crafted of ftnee& alabuter in cwming repreeeDtation of a 
technological device known u a "windmill", thi.a arcane devioe permne 
the wearer ( repr'1flaa of pa,elwlogieal dale) to epeak in rhyme ... Ul 

ad which will cu,e any inftided with Pamaiam . . . but only a& Uae 
price of inflicting Quixotism (IH fte Beedboot Of ~ bli 
Trieu). 

In Mundania, of coune, theee sparkling wateN have no effect 
whateoever. 

Cypoalaa Flat Waters 

When Cyponian Sparkling Waters go flat (Id.4+4 h()tjr, afler • 
bottle s. opened), one of the following effects will occv: 
1) The drinker will disbelieve any etatement which is expreaed in 

poetry. "She ', got to 6s mal.ing it •p! Why lloua 't Me ue 
plain Common Tonpef" 

2) The drinker will disbelieve anything which IID't etued in poetry! 
3) The drinker will ignore any slM,ri etatement - only if it is 

repeated in several different waye and elaborated on (pn/crahlr 
tvith poetic an4' colorft,I det1ua) will they take the eta&ement 
eerioualy. 

4) Renders the drinker curl and unable to say anything except 
" Yep", "Nope" or " Thal', righl, Ma 'm". 

Pyrina Spulllag Spl'fag Waters 

Related to the Cyponian Spark.ling Waters ( ongi,u •nb011111), the 
effects of Pyriean Sparkling Waters are outwardly similar . .. bet with 
the additional efl'ect ( to~ chanCfl) of anything spoken in rhyme being 
totallf ud eomplriely coned . . . regardlees of what was said. Theee 
precioua ( and ver, rare) waters common retail for 600 GS per eplit 
( appro:nmalelr 8 o•neea) ... when available! 

In any caee, Pyriean Spark.ling Waters ( tlllaich ~ 10 /flt) al80 
permit a Yel")' lbu.hed form of Shadow-Walking (He fte Dngaa TNe 
Spell Book) which only allows the drinker to 'walk' out of Mundania or 
any other "mana-poor" (i.e. non-mll,ickal) area i.oto eome (randomly 
rolled) "mana-rich" (i.e. mafickal) region. Theee waters aleo perm.it 
the drinker to volutarU, enter or exit from a etate of Paiuaiam. 

On a cautiona,y note, we will aleo recount the cue of the Bard 
Alacia who traveled and sang much in the Borderlowu between Deloe 



' 
aad Muduia ud, for Mudane Uldiellcee, loud it WNJfal to perform 
ill a ata&e ol Paueiem ud u.t P)'riean wa&ere, after perlonning, to 
count.ad ncb a atate. 

However, overue (a. uul 1llilA lhlta tnaficAII) cUINd the el'ecie 
to "bleed" together and to "8uh on" a& the WfOlll timee. M tim•, 
tlt.ie wu oaly a m.iaor inconvenience ud rlaymee about Mundue 
ma&tere for a Mmadane audience would Mil& Alacia out of Pauaimi in 
the middle of a performance and, OD other occuiou, Ille might 
Shadow-Walk back to Upton from the middle of a performance -
which wu rather aaooyiog to the manegement of the Hotel Mundaaia . 
. . u.ntil they began billing her u "Ile Uffimate Vanialinf Siafi,ag 
Hn4i,ti!' 

But then matten got won,e ... Aleda's eonp about Mundane 
aubjede began to tam the .. bjeda megicbll A fanciful eong about a 
Mundane cari-hol'lle caueed it to grow wings and ffy away (wlticla 10oa 

,. .... , ., ·"" IAe /to,,e', 010tltr .,._., IHglted 01d of C011t1 mm 1'c 
,wl Mr - ofltr .U, eoet'flolr how Aoraa cat1 't /Ir) and a eong 
aboet a barmaid made her remember her put life u Helen of Troy ... 

But the Oaal ca&uirophe wu the eong Alacla made which proceeded 
to Shadow-Walk the entire Mwwnc H4icac, into Deloe with her -
right mto the Tower of Fenchelchen. Of coune, Alacia wun't eatil'e)y 
a& faalt! U wu a totally rational and predictable re.ult both of the 
110ug Alacia waa singing ( dotd "pot>r lo.C aA,cp'? and the spell which 
Fenchelcheo wu working a& the exact same moment: enchanting a ball 
of black sheep'• wool for the purpoee of "magic:kal summoning". 

Inveetigation la&er oowed that, by the magickal laws of Deb, theee 
evente were drawn together through 'Nth dimemiooal aimilarity' or 'a 
creek in reality' - i.e. one of the chaDDela through which magickal 
caua&ion Iowa between the Deliu Shadows. Totally rational, totally 
predictable ... but FenchelcheR'a spell wu never the aame afterwards 
and Alacia wu permanently baned flom singing a& Morey's or at the 
Temple Bar ... (, .. Ma,Selol y..,.. o/ Dalo,). 

A.hula 8puUag .._.. Waten 

Theee waiers, imported with great eecrecy by the firm of Thomby 
and Daughters (ia wr, limilctl ..,,,, cand ret.-liflf /or 100 GS per 
m.,-tnn), have the effect ol producing a ununal (ht plc:e11•tll) form of 
byaterical blindneM cauaing the imbiber to eee the mundane or 
commoaplace u aUnctive ud to view anything qly or diaguatiug u 



• 
extremely beautiful. 

PJeaae ~ : theee rwuha are not ilhwon bat inkwcaiioD aad 
true--eight, ek doee not reader the imbiber immune &o the effecte.. 
Bringing b.igh pric:el in moat market., such wa&en are popala.rly Nl"Ved 
at banquet., sporting hou.eee, weddinp ud other ative occuiolUI bat 
reporia have beeD received of eome lea, than ecnipuloaa merchant. 
providing Abarian Sparkling Wa&ere &o their customers u a relr.hiag 
draught durillg prolonged bargaining -iou. 

The elfecte last (per bottle) for ld3+3 houre. 

Abulu StW MlaenJ Wat.en 

In their Oat form (3-4 l&o•ra ofter dec-'ing), the Abvian Spvkling 
Mineral Waters have the unusual elfecta of producing a form of 
hysterical blindneee such that the imbiber is rendered unawaree of 
anything beautiful. Thie elfect may occur in either a mild (01-50~ or 
strong ( 51-00~ form. 

In the milder form, the victim ill unable &o eee anything beautifuJ -
it simply ien 't there! "Mut h illuion, I .ton 'f aee it!'' 

In the stronger form, the victim eeee beautifn.l objects u eomething 
dull or plain looking. A beautiful, spvkling pool is "ju o m.J 
J'N'ddle" , a green and emerald water garden becomes "on •rtlmall/ar 
niamp, ow1M to be droiiuci onci mocie ro'11ctfoe" and a fairy with 
rainbow wings is """'r I) /ml-h''-

Wlaea Of ne Mndadaa IIJudil 

Bragpdoda laverku (red): this fine-ftavored wine, when aged lea 
than three years, is a gentle reddish-gold in color uid bu the wuque 
property of causing the drinker &o speak clearly, concisely and . . . 
truthfully. Generally available at a mere 26 GS per bottle, the red 
Braggadocia is a popular mixer when tl8ed with eeveral of the Sparkling 
Mineral Waien,, notably the Sparkling Abarian. 

Bnggadoela lavtcta (Mock): as th.is wine is aged longer, the color 
cha.ngt!e &o a dark ruddy-black, becomes stronger in flavor and greatly 
intoxicating. Even a small sip of Braggadocia Invictua will cauee the 
drink.er to speak at length (1reot leta,U.) of their cap.bilities u a 
warrior (or u • greol leader, elc). Needleee &o say, only well-aged 
Braggadocia ia favored by politiciani, and, at a retail price of 146 GS 
per split (holfbottle) requires a moderately deep pocketbook (or occua 
to pvblic /.nda or on ezpe11ae occownt). 



Mix-.W'• N-.. tscffl•' fro,n .. .,.~., con ., Pro/u.or Jfff'J TlotnN 

Popwu- in most civilised (i.e. tACMc cw,..,e, tOtU& niU. r.tAff Qa 
own HUN o/ A11fflor) regjone, the eeveral Sparkling Mineral Waien 
of variou regions are frequently W!l!d u mixers to enliven otherw.iae 
commoaplace wines and brandies. It ia no& unknown for two ( or mDN) 
Sparkli.Dg Waten to be combined, the effects of each remaining 
11D&l&ered &hereby, but the mixologiet shouJd keep in mind the dUJ"&tion 
of freehJH9 of each wa$er and eee that •uch potables be ke~ properly 
fneh for eervice. 

Popular combinatione include: Braggadocia Inveriiu mixed with 
Sparkling Abarian Mineral Waters and freeh lmol juice; Pyriean Spring 
Wawe mixed with anything; and a mixture of Devonian Mineral 
Water. and Cyponian Sparkling Waters with moet brandies and a 
midure of fruit juices (lmol jsice alwt,ltl •• omiffed). 
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Sea Sprites 
Originally land dwellers, the Sea Sprites are deecended from a nee of 

Pixies who, in typical Pixie fuhion, had irritated the High Map 
Garamond and were banished from the land. Finding that they liked 
the aquatic region.a, they adapted qwckly aaing their inherent magical 
talents. Since then, Sea Sprites have aettled most of the Symarian Gulf 
ahallowe including the ~ailed Inverse Islands. 

Since the Symarian Gulf wu large untrafflcked, the Sea Sprites 
aeUled into an ineul&r existence and only laier were 'red.iacovered' by 
the lllll'face dwellers when a group of exploring Grey DwU'Yee, storm 
ca.et into Decloan Crater ( He Tlae IMffae laltsua), 90ugbt to repair 
damage, to their hull and, finding them.eelvee 1RUTOunded by what they 
aaeu.med were evil spirits, began beeeeching their Goda for forgiveneee 
and deliverance. 

The Sea Sprites, equally startled, believed them.eelves attacked by 
Giants and, likewiee, prayed protection or their deities. 

Once the confusion on both sidee wu alleviated, the Sea Sprites 
diecovered an attraction for lllll'face goods and the Grey Dwarves found 
a new market and a 90W'Ce of many valuable deep-eea products. The 
Sea Sprites practice an agrarian aquaculture and now tnde with many 
of the slll'face inhabitants of the Gulf Islands. 

Freqvt11cr, Common 
Arm1>1' Cla88. 6 

Attacb: 2 

No. An,.ring: 1-6 
Bil Dice: ldlO 

Damage/ Attack Magic 
InteUi1ence: High 
Alignment: Neutral (Good) 

Magical Ruinonce: 60% 

Size: Small (1 '6") 
Now: 12"/18" 

Special Attacb: See Below 
Special Def emea: See Below 

Sea Sprites w,e only magieal atiacb, equivalent to a third level 
Mage. Like Pixies, Sea Sprites may be inviaible or otherwise but, 
un.leee danger threatens, will usually be vieible. Sea Sprites may attack 
while invisible (all opponenu HoWe to det,ce in11ut6le o6jecu •re •-4 
fo /tit). They can aJao polymorph at will, create illueiona with both 
audible and vieual effects luting until dapelled and, by touch, they 
c aw,e confusion (Save VS Magic). 



AUacking uderwater, Sea Sprite& have the advantage of surpriee 
(•tNJt) and uae Giuat P.ikee and Sharb u aquatic steeds (Mow: 
!4''). On land (rear,), Sea Spritee move at 12". 



u Beyoad TM 8aend Table 

Fabria, Strange & Wonderful 

A.autau■'• Cloak ol tile Sudowy Put 
Vahles BeJofld Price 

Unbelievably expe08ive, this Cloak of shimmering, filmy hue ie eo 
line and insubstantial that no one - not even the wearer - knows 
whether it is material or not. Woven with a woo( of the finest 
Ardufoian spiga silk (aee Duk Dreaim - Ard.u" Grimoire V -
from Dragon Tree Pru,) and the warp of finely drawn Aeterium. the 
fabric co08iets of long, separate "streamers", each about I~" wide and 
joined at the collar, which weave aod hoJd together, floating 
independently. 

In actual fact, the streamers are not 'supported' by the collar but 
only anchored to keep them from floating away ... and, what these are 
reolly made from is ... Shadow-Pasta. When the Cloak is 'charged' 
( and never ask hM1 - ht tlaere • o tltrit1tng, if limited, Wock 
market ... ) with the paat of eome individual, then the pereon wearing 
the Cloak acquires the victim's past ... ond, JU, 11tctim u tlte proper 
term.I The wearer acquires, in all respects, the victim's appearance, 
memoriee, reputation, stills, karma ... but also their !ears and eorrows 
and weakne88e8 .. ! 

Thls d0e8 not, however, erue the wearer's other memories. Woro by 
a thief, they have both the memories of the pereon they supplanted and 
their own thievish memories ... and with no change in character or 
alignment . . . thought these "extra" memories can, in themaelvee, be 
more than a little dieconcerting ... 

And, if this were not power enough ( nott1rolly - tollen JOS come to 
think of it), this also functions rather like a Cloak of Nine Llvee 
because, if the wearer dies, it is the ' persona' whoee put was in the 
cloak . . . who dies ... leaving the wearer intact as their normal eelf as 
they were before donning the Cloak. 

Hiatoriai Note: 

The origins of the Cloak lie far back. In the dark and distant days 
when the worlds were young, an argument aroee between Zeus and the 
three Parcae (tlte Fotea) over which held the ultimate powers and thua, 
so far as the truth may be known, the Cloak waa created by the 
concerted actions of Clotho, Lachesis and Airopoe. 

But another, older, deity took a hand and, with the aid of Hermee 



II 

ud Loki. ~ Cloak wu l&o&eD and given into the hands of mea ... 
and, every time it changes weuen, &he warp uad woof forming &he put 
of u •me world ia changed .... and neither all the lkilla of &he Fa&. 
DOI' all &he powen of Zeu can iD~ere . . . and thu ie &he balance 
maia&aiDed and the Delian pleued. 

And ye&, it wu by aome ■truage fluke of Shadow-Travel, at a place 
DOWD ODly u tlae KoA•u Nau, that one Anutuia did acqllire, by 
m-.u not bown, Do& one bu& eeveral of theee ■illgwu Clow and had, 
ill &he ADM week, two or three '■epara&e' ideDti&iea, each complek! with 
a aepara'9 put - which ■he spoke of u "• ailky feeling, the ultim&k! 
laxary". 

Bat, ahort)y after, both Goda and Fates learned the limit. of their 
powers while entire Sbadow-Worlda collapeed in a myek!riou and fa&al 
fraying of the 8ben of reality ... 

1/ aic fOM eu c:Maf• aic ,,_.,, D\J '° U&cf sacwr ,o 10 in 
mere,f L..., - Till Ws H•w Faeu 

Al.., • WOIJIU '-- • ,,.., hd I •m told tMl •• Acu cal ,..,, • '°..., ... , cw u.., .u ~-
Wilde - Lady Windermere'• Fan 
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TIie Jlero'• Wuve 
V.i.e. 5 SP/aq rel 

Woven by the grey elvee in the Foreet of Rain.a, this textile wowd 
appear excellent for a eoldier's uniform . . . and, indeed, they often 
export complete outftte (ot uuy reuonable pncu) to any i,e,eking to 
field and supply an army ( upeciallr U.eir neighbor,). The pattern 
lends it8elf well to camouftage and, when examined cloeely, 111ggeets a 
fine ftoral pattern on a field of rueeet. And, indeed, a eoldier wearing 
this may be well h.idden ( 65% chAnce lo remain wnaeen - ea loa1 aa 
not mouing) . .. and e6pecially when hiding Crom his own officen, ( ~% 
chance). 

But, in time of war and battle's trumpete, the wearer aJeo becomes 
obeeeeed with his appearance, vanity, foppishneee and realizes bow well 
a green carnation would enhance his appearance and frequently stops 
to look such and would certainly not wish to fight or do aDything 
violent for fear of getting their uniform dirty. 

And, the only way to remove the uniform II to find and wear a green 
carnation ( rcsre ezcept along the fringu of the Fore.t of Rai,u) but 
then the soldier won't wear an,tlung, deeiring only to be naked and 
decadent . . . ( When ornomentalion 16 added, nch a, 111orn bJ 
Generals and oflicu,, thue effect& become ,ecwliarlr pron~nced,? 

Aa long a, war 16 regarded 46 uncked, it tuiU oJ104ya hove 
ita /aacinotion. When it 16 loolced upon 46 wlgor, it lllill 
ceaae lo be popular. 

Wilde - Tlae Crffle u Arild 



TIie Cloak ol Mae ... 
Vahlel 1.5,000 GS 

Thia eacbaated cloak of tbe beat black ailJr. (from N,muu .4,.._..,. - •tt TIie Dellu Book Of TIie »-d) bu been de.igaed 
&o enhance tile wearer's night vision (MOl'C of lolal u411 akol.te 
""""w, 1h ... ,.,. u 0611 lo ,,. u if on a eln,, UJ). Softly 
woven and aon-re8ective, the cloak also mwlle. the wearer'• footetepa 
(plu OtM lo dc.W.) bat the ueer may alao acqaint a fondneee for 
mouemea& us• chHct He, "' - /NM au rec onlr). 

Of grea&er importance, if Wearer diea, they are iutantlY reincarnated 
(• • coal of OM COftllih1,ion poinl - pcrma,afflflr loal! - ht toiU. 
IIO ,,,Cffll 11\oc} roll NqtUrcl) u a black cat . . . and, the next eight 
(8) times they die, they au&omatically come back u a black cat . . I 
( n, clHi, of C011r11, 1/IJ ....... toiU. u.. f,rd ,.~.) 

Tbere ie ao w.y to "beai" this aituatiool The uaer expends eight (8) 
Coutitation Poiota in black-cat livee - no matter bow long or abort 
each life might be. 

Any magkk powerful enough to trauform them from a black cat to 
aomething elee - producee a dead 'eomething elee'. If that 'dead 
10mething elee' is then resurrected - Ile becomM a live . . . black cat 
- at the coet of yet anotMr Con point. 

It'• deflni&ely a cue for "make the beet of it" .... 

. . . the fabrics of Magjck are not easily woven bat, once 
complete and the warp and woof well beaten, theee fabrica are 
alllO not lightly unraveled. Thua may a proper cloak aerve moet 
powerfully but they who would aeek &o snag the threads, and, 
yee, even Lacheeie hereelf, may not seek to do 10 lightly or 
without careful caUN for within euch webe are many eoarea and 
bota, each with aiagle purpoae and cunning chanhnenta and the 
plucker of threads may well find the skein of themaelvee drawn 
thereby .. . 



18 Beyoad TIiie 8aered Table 

The Magickal Yarns Of Jenos 
Theee yarns are spun only by the Crones of the Heigll&a of Jenoe and 

delivered by Astral Meeeeogen to the Thieves' Guild U<>r -.,e in 
ndden e1c11pu) and to the Order of Paladins U<>r -.,e in ucaping w,ilA 
pnncuau ructml from d•ronce vile - ptslwna •ein1 g,-etU 
dreamer,). 

fenclaeldtea '• Yuw 

These balls of magickaJ yarn were originally stolen by Madchen 
Fenchelcheo (ltUer f01Snder of tlae Cronu of the Heigltu of Jeno,) 
from the stairless, doorless tower where she wu imprieooed Cor her 
early years by her Godmother, the Sorcerees. 

Later, while living happily with her Paladin reacueer in Upton, Deloe, 
Madam Feochelchen took ecrape o( the yarn to Fr. Samuel at the 
University for analysis. The following magickal artifices were thereby 
developed and are relatively common ( tho•gll ezpenaive.? in the more 
sophisticated regiooa of Deloe. 

feaacltelclteD Greea 
Valez £50 GS per akein 

This is made of fine, intertwined, polished cotton threads whkh, 
when cast oo the ground, produce a more-than-illusion of a great, 
flourishing Kitchen Garden springing up. Pursuers become tangled in 
the vine-polee and trellieee, their horses stop to munch the giant luah 
cabbages and strawberries, their vaasals eat the frui&a and fall into 
cider va&a, etc. 

But the greatest delay of all is the gardener, - Idlo+I0 deaf, 
talkative old men who .eem about to give the pW'l'IUel'8 w,efuJ 
information on which way the eecapeee went ( or ahnt loctsl lfff"ain, 
etc) but really keep coming back to the price of cabbage and the 
weather ... 

The illu.sion lasts and feele eoUd - the frui&a tute natural and the 
cider causes real druokeness - until either the pW'l'luen leave or 
eucceeefaDJ disbelieve . . . and, here, mecwful disbelief here ia not eo 
easy! Whenever they try to ay diabelieve, the gardeners take it up 
and interrupt or take offeru,e at being called liars, etc, so eomehow 
prevent them from saying it loud enough to work (ro. mif}tt Hf -
"Diabelief ia etuier llone than 1aidt"). 
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,..,. ....... .,.... 
Valaet too GS pu dfl" 

Spun from the eofteet, pureet lambe-wool, when cut on the ground, 
th» producea an illuaion of a great herd of white sheep (1oo+1tl100, 
totally blocking the road and encircling the punuere. Like the 
gardenen, the sheepherders U+1c'4) are deaf and garruloua ... and, 
for lhe same reuon, aaceeur.I <liebelief ia nther d.ifllculi . . .. 

Note: if the White Yarn is in any way damaged or dirlied, there is a 
chance for the 'herd' to contain one or more Wolves in Sheep'• clothing 

reaehelr ... tlpt ad Duk m.. 
Vahaet 150/150 GS per uein 

Cut upon the ground, the yam UDl'Olle to become a wide manihy 
area ( Gppro%imcdelJ 100 /ed m ,uamdn - niject to terrain) and 
luting lo+2d20 minutes. The more expeD1ive dark blue also provides 
2<120+6 alligators and 4d20 mapping turtlee. 

, ......... a.id 
Valaer 115 GS pu dein 

Cut upon the ground, this yaru unrolle to become a wide bed of hot 
coala ( 11CfJ pop111Gr 11/itla cfflain /~ra ond other m,atica) 
approximately 60 feet in diameter (nbject to lerrcun). These coals will 
no& ignite vegetation or other natunl materials belonging in the area 
but will remain too hot to paae (eocA alep doing 1'-# poitala domt1ge) 
for 20+2d20 minutes. 

JueWcbni Black 
Vahlec 1000 GS pff ai1Jin 

Spun from a coane, wiry black wool, this has a "faintly diacreditable 
odour" and, when cut upon the ground, immediately producee a large 
crowd which eQffOWlda botla eecapeee aad pursuers . . . and a very 
motley crowd it ie u well! Moetly compoeed of drunken Heidelberg 
atudente (compldfJ 11/itA ndiftf accsra) hoisting Mugs of Endle88 Beer, 
the crowd ie fucinated by the eecapeee and the pureuere alike: eome 
are friendly, eome are belligerent, aD are asking /or directions! 

While eecapeee and punuen alike are trying to push through the 



BeJ• TIie Baaed Table 

crowd, crowd members are demanding to be 11hown the way "to tlt 
t.b,u J010n Ill Morer'a'' ... "to U.e plaee dere Lowia dtaelu'' ... 
"to tlae de,ar old Temple •or 1Vf! low •o w,d/" ... u well u imploring 
"ahow, me U.e nr to go Aome" . . . or uking the "route" to 8C>me 
etrange place called "Akron" . . . 

Also appearing might be a ~foot white rabbit, a gentleman who 
keepe trying to find out if they (01-50, he and U.e p•rnsra or, 51-00, 
lae and tlae escapeu) have acquaintancee in common u well as various 
remittance men, a few atheistic cobblen, Rob, Allen and Willie with a 
peck of Malmeey ... 

This is aot an illueionl This i11 a finely-tuned Spell or Summoning 
which calls upon all "poor little lamba fllho haw gone Hlra,'' . . . and 
not a few of their keepers, as well! Eventually, after several houn, they 
will (gwded by those Goda tfflo look after /o~ Hd dr.rw) find their 
various ways home again ... but, theee being generoua and garrulous 
sorts, may well have also intoxicated either pun,uen or eecapeee . . . 
and (10% cla11nce per inditlidaal) may a1so have generouely taken them, 
via some rolling English road, "home" to sleep it off - Crom whence 
they may return in a day ... or two ... or three ... 

Edko,,'• Noie: rum.on of a number of skeiD8 or Fenchelchen 
Black being u.sed to 11well attendance at a recent Fallwellian 
revival meeting . . . are quite correct and we are informed, on 
excellent authority, that this generoua act was financed and 
pel'80nally 11upervised by the noted philanthropist and cleric or 
Loki, the Graf D.Z.G.N.D. PosvalBki. 

For thoee who were unable to attend this gala event, we have 
a1so received a tip Crom our cor:reepondent in the Heigh'8 of 
Jenoe that a sisable order for Fenchelchen Black has been placed 
for special delivery prior to the Vernal Equinox . . . we are 
pet80nally looking forward to the occasion and our heartfelt 
thanks to the Graf for 'information received'. 

Before tlae Romon come to Rye or out to Sswm atrode, 
Tlae rollin9 English d"'uor" mode tlae rollinf Entliall rootl 

Cheeterton - TIM llolUag J:aglWa lload 
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Peu,worilt'• Yan 
Woven from a NCl'et blend of spider 11ilb and arcanely enaorcelled, 

Pen.iaywonh'11 Yun appears to be an umemarkable duaky brown such 
u might be uaed for monb' robes or other utilitarian labrice . . . yet, if 
you can penude eomeone to hold their bands out for the yard to be 
WOQDd, thia unpre~ ■ ing yard will bind them eecurely such thu ,hey 
caDDOt be releued until the yarn is valutullJ unwound by their 
en trapper ( it toill u111inll in no oU.ff Juhto,a. 

Any of the Crones of the Heights of Jenoe could, of coune, unwind 
Pennyworth's u might aaother spinner of equ1 talent .. . if <>De can be 
found ... auch talents are rue . . . 

Al, 10i\ot t11nfl•fl -,.u 111e mcaiu . 
And newr notics nr mi.tok11a • .. 

Anon 
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Places of Interest - and Otherwise 
Travelers are always seeking intereeting placee to viait and Dekle 

offers ample opportunity to satisfy all m&DDer of tut.a ... but the wiee 
tourist should aleo be aware ol a few pl.acee Mt to visit. One location 
in this latter category is: 

ne Jloae of Romar'• 81wne 

The HoUBe of Romar's Shame is not, strictly speaking, a hoW1e 
though, occasionally, it may be in a house ... or tavern ... or temple . 
. . or even in an open clearing in the foreet - and might be virtually 
anywhere. Obvioualy, it is also difficult to identify . .. until too late. 

The nature of Romar's Shame is difficult to explain but the events 
befalling a visitor are easily identified. Your visit begins with an 
invitation ( no tt>Mda ore etier apoken) to be seated and join in a game 
of chance casting the knuckle bones ( ht altDtSra h11ctle bcmu -
never Cite more aopltinicoled Jonna of llict). 

The 6.rat and second casts are fine, you may win or looee according 
to their fall and, if you leave it at that, all is fine. 

On a third roll, your misfortune begins ... when you realise that the 
bones will fall exactly as you deeire and you can not loee . .. 

On a fourth roll, the bonee are yours, you can do no wrong and, u 
you wish, you can take this stranger for everything. Whatever you 
offer to wage ( cu long a.a it ia of t/Gl11e) will be makhed ... 

On a fifth roll, you feel the power rising and nothing liee beyond your 
ability and luck ... 

But the sixth and final roll is the crucial point ... the die are in your 
bands and, once cast, can not be called back . . . but you could win 
worlds and beyond ... 

The sixth roll produces a special form of what mlpt even be insanity 
. . . or might not . . . because you are now playing for your very life 
and the croupier acroea the table hands you the dice and your wagers 
are " bits and pieces of your soul" and, wludever you roll, the croupier's 
roll is alwaya higher . . . 

At this time, the player is seated alone, by him.sell, and rolling dice 
( tVl&tllatr tlatrt art onr dice or no) ... and only a "remove cu.ne" ( bf 
a cltn'c tqtial or greater in levd tltelfl tltt t1tctim) will bring them out 
of the illuaion - if it is done in time - bec&U8e, each hour they 
continue, they have loet, irrevocably, one constitution point. 
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fte Bab Gudeu Of fte Moua 

Fancifnl)y named for the Plaine of the Moon where they are found, 
theee carefully cnltivaied culinary herbe have been specially bred for 
~ and shape but appear to be clothing of various eorie and stylee. 

ID appearaoce, theee mimic either clothing spread out to dey ( on • 
h,l or ow tle ,,-u,) or 'magical trees producing clothing' Uor ,imilar 
plop 6r ~er qecaea, aee T•t Splllen ancl PredatorJ Pluta •• 
7'lc Ddio,s Boole OJ Tiu, Deal). The 'gumenta' may be of various 
8C>rie - U81lally 'one size fits all' and uaually something rather desirable 

The gwdene are said to be a cooperative effort among various races 
who either: like their meat raw and freeh; like their meat 
well-marinated; or w,e their teeth for defenae. ID fact, theee are giant 
herb leavee to make the 'wearer' taste better to the next creatUJ"e 
euing them alive. Moat have a 'pleasantly spicy' smell, which is 
imparied to the wearer after a few hours and the ecent is also an aid in 
tracking. 

Ai.o, the ecent is a way to 'brand meat' aa it's coneidered bad form 
to ea& eomeone wearing another tribe's 'wrapping'. 

Pleue note - no magicks are involved - only selective breeding ... 

If I tUffe G CCIUOtl/Gt'f 

On Ult plaiu of Timhcloo, 
I 1001llcl eat a miuiono,.,, 

Caaaoct, banll, and hrmn-6oolc foo. 
Bishop Wilberforce - ueribed 



TIM Gnat Mue of Aacana. 

In the now-deeerted Temple of Aacaria at Tenebne exieta a mue of 
mirrol'II and glaea walls rather like a 'carnival fun hou.ee'. The original 
purpoee, if any, of the mue ie no longer known or remembered but thia 
remains a popular attraction for viaitol'II in the Tenebne region. 

Within the mue, you can aee paaeagee in all directiona but cannot 
tell which are really uaable until you try them. Some are open but 
one-way - you can eiep through easily bat can't return if the choice 
provee wrong. In others, you may have to climb over the wall ... or 
move the invisible block which you tripped over earlier in order to 
climb to a higher level. 

A word of warning, however, deepite a few itinerant peddlers who 
may offer "a current and complete map of the wonderful maze and the 
routes within", the configuration of the maze appears to change 
periodicly and does eo without recognizable pattern or pu.rpoee ... and 
the mape offered are, inevitably, worthleee. 

Tke Aatariu Swu-Boat 

Inevitably found in the region of the Great Maze of Astaria ( a,ul 
tvitlaout 11ny kno10n connution or e:rplanalion) ia the equally notorious 
Swan-Boat. The Swan-Boat can be reached only from the utral plane 
and is controlled by the Swan/Figurehead. The boat is capable of 
short teleportation jumpe but will only move '°"""' eome far, noble 
destination or goal! 

If you de.sired to w,e the Boat to reach some adjacent chamber of the 
Maze, perhape, let us say, the next room North, a request to the Swan 
to be taken to such a mundane location would be met with only 
derisive silence. Requesting, however, paseage to "the Back of the 
North Wind" or "Ulti.ma Thule" or eome such place will start the boat 
jumping North and, after each jump, you have a chance to get out. 

And, when you get as far North as you want to go, jw,t don't get 
back in. 

Of col11'9e, you can chooee only oae deetination to tell the Swan ... 
ever! He is quite patient but has an excellent memory and will wait 
reora or decadea for you to be ready to continue North ( if I/tat 'a tolaol '°" fold ltim.~. But, ii you ever want to w,e him to travel in a 
different direction, you'd better have a ver, noble and convincing story 
ready to explain wiry it ia neceeeary to continue your pilgrimage to 
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Uhima Thule ... by detouring through the South Sea Ialandal 
And, of colll"lle, there ill alway■ a danger that the Swan bows a 

bet&er route Norih than going through the deeired room ... or that he 
will manage a good, long hop which will land you well on t.he far 
(Norihern) side .... 

And there have been other sad cuee . . . The Swan-Boat bu a 
wonderfolly pleasant, veriiginou mot.ion ... and traveling through the 
Realities ii very beautiful and the Swan ia 110 pleued to be takmg such 
a noble hero u younelf on nch a noble quest . . . Well, there's always 
the danger (Sow VS Wi.tliom st -5 for ccac,1, lime I/ts 811HJ,..Bost i.t 
ue,1 • • . c11m.,•iw) tha& you may not wm to get off ... 
"Treuure? Who need.a it! Why weigh down the boat? On to lntima 
Thule, comrade Swan, our destiny awaits ... " 

And once, or twice, to throw the dice 
Ia a gentlemanly game, 

But he doee not win who playe with Sin 
In the secret Houae of Shame. 

Wilde - The Ballad of Reading Gaol 
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Artifices, Natw-al and Otherwise 
The Far-Traveler is, quite naiurally, acc9'omed to encoun~ri.Dg the 

strange and ununal Ucw tolar ehe alwtdcl 10e travel st •otA peril anll 
QJ1mae . . .) and, often, retW"Ding encumbered with the curiowi or 
outre of far and diatant lands ( •Ad, aometimu, olao infected. tDtlA 
some). ~ with other worlds, Deloe ie no leM rich in the unwiual and a 
visitor may well encounter, among other things, ... 

1-ac'• Io.a S&oae 

When pa.88ive, the loon Stone appears as a blue-white pearl floating 
six inches above the w,er's head. When active, the stone grows to tlae 
size of a balloon, glowing like blue mercury. If struck with a sword or 
other weapon, the stone parts like a ball of mercury; allowing the 
object to p&88 and reforming behind it. 

When active, the stone establishes an invisible channel, providing 
fre8h air through the top of the head, bypaasing noee and mouth. 

The Joun Stone will not go under water. If not in w,e, the Stone 
bobs along on the surface until separated from the w,er by twice their 
height, then floats free. If in w,e, it acts as a life-preeerver/snork..le, 
preventing the User from sinking more than a foot below the surface 
where the Stone rests. The loon Stone al8o will not enter any tunnel or 
enclosure less than one and one/half times the wier'e height. 

Morer'• Bah- Of TIie Dog 

Theee hair-like crystals have a very I.Uleful property in that, if the 
user gets drunk, someone eh,e gets the hangover! 

While you are drunk, you 'chooee your victim', buy them a drink, 
slip one of the Hairs into it ( duaolw inat•ntlr) and put your arm 
around them while they drink it and say things like: "01' hddr, I like 
f011 ,o m.icA, I jut reo.llr tocSnna giw ro• aometlain1, ri,At fr"'" mr 
010n Jaeart . . . etc, etc!" 

And, i/ you can keep it up till they finish their drink, then, next 
morning, you feel great and the 'ole buddy' /eda "like what the cat 
dragged in" (-1 on all atala for 8 ~o.ra). 

Pleaee note, however, we do aot suggest attempting to uee this on 
anyone accompanied by a large white rabbit . . . or in Akron ... ever! 



TIie Book Of ... 

Th.ii atrugely heavy book, bot1Dd in a ftne, pin.kiah-tan leather, feeJa 
oddly warm and eoft to the touch ... rather like living flesh . . . The 
volume may or may not be "euy to open" (,onus pGIU ore more 
cloaar ,-.rtlctl tlon oiler,) or may be "hidebound and locked" but, in 
any cue, it ia difficult to read and the content. may be made out only 
sketchily. 

Read Magicte do not ueist in deciphering the contents. To each 
reader, the book will seem to be written in hia own language - if very 
illegibly. But even the blind and illiterate will ftnd that they can 
"make out the gist of it"! 

The contents are deflnitely a story to.ld by an adventurer: "I aet out 
to eeek my fortune . . . I heard of a treasure and went to aeek it . . . " 
and will mention adventures eet in real areu of J011r world. 

However, only thoee pages which tell of things in tile RHder', 
immefltste vicinitJ can be read clearly and in full detail. The only way 
to read the book /.U, is to ''follow in the writer'a tracks" and, toward 
the laat, the reader will ftnd mention of "a map to a Great, Wondrou.a 
Fountain of Endleee Treasure" ( or ,omdMnf elae tolucla taiU ottrod 
Ile ctm'ml Pan, to ''/oU01t1 the 111ntfl''a tr•cb"). 

And, if they do follow, they are led into the same aituaiion by which 
the preeent victim entered the Book ... and whoever is holding the 
Book ia po)ymorphed into a similar Book, releasing the preview, victim 
( after .U, t1'ef alwwlcl heave n01m tAcat, if tlae, "/oUmNd Ilia trod:," 
aacUa u.., mi,W tVell /GU mto U.e "acame" trap.?. 

Comcrotlo, tAi, i, not HH, 
Who towcllu tAi, f01a4:h11 o man. 

Wla'tman - 8o Loagl 
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'ne ,,... ol ... Dep&a. 

We are reliably .informed that, in &he deptb of die F..utern ooeu, 
live a simple and happy race of merfolk Utw Delo, ,.., hn ntU,,l ., 
manr ,oeu from mnr regiou of o l•r,e and Wftderou m-"iwr,c). 
While h09pitable to v.iaitors, theee folk bow little about "tAo.N lllron,e 
eolll tl101'4' ••°" Ute aqt1upMre". 

From auch depths, returning to the surface ie diflicult and, for this 
pUl'J)C)8e, the merfolk have cultivated a tree whoee hit aida such 
"returning". Thie 111.ltroua fruit, growing by the penetrating light ol 
Mythru (see DeBaa ~) for such does reach even to the 
greatest depths of the eeu, growa suspended upward from the branches 
of the Tree of Returning and, when ripe, Jolla •,-,orda to the oceu'a 
aurface where occaaionaJ lucky mariners gather theee for market (ac&c/l 
Fml of Ila, Deptlta brin11 5 to 15 GS in IM hlter morieu . . . 
and /a,u an eze,Uetll al.elf life of montll,). 

A translucent golden color when ripe, about the ai.se of a grapefruit 
but smooth ak.inned, when eat.el\, the Fruita of the Depths mystically 
expand t.!te body of the ~ter, "filling in the gape" with ita own 
con-::er1trate-:i /rwil Gleo4ola (i.P.. the w,er becomes 60 foot tall . . . very 
buoyant . . . and bl.iasfully drunk!) 

Ueed by the merefolk, they riee to the surface of the ocean where 
they float in recumbent bliae .. . and are often mietaken for great white 
whalee or other eea-eerpenta. After an hour or ao, the eff'ecia slowly 
diminish, returning them to their home in the deptha, relaxed &Dd 
p.le&Antly happy . . . and with never a hangover or head~he. 

Eaten by surface dwellers, the effect.a are similar but, unk!ee eaten in 
a lake or large pool, the diner may find theDl8elvee u.ncomloriably 
confined with a structure or on an irregular surface ... because lew are 
constituted to control an intoxicated, vaporous body of such expanded 
dimensions. Still, the d.i8comfort.s are minor compared with the 
wonderous euphoria imbued by these fruiis. 
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A.reWnW Ganmaad'• CMalatde Golea 

FNqtUflCF Very Rare Special Ateack Sight caw,ee aauaea 
No. Appearin,: One Special De/nuu: Nil 
Arm"" Clua: 6 M-,ici Remtance: 70% 

Hit dice 6d8 /alcUi1ence: Standard (mute) 
No. of .ttaca: 1 Alignment: Lawful Good 

Dr&ma,c per affack 3-80 Sue: Large (7 1/2') 

This atrange, roieehapen Creature prowls juf 6erot1fl the "Twilight 
Zone'' of unluminated caverna ( ••fl chlnfeona) and is found (00%) in 
thoee areu juC •eronfl the reach of Daeglow where auch outaide 
Creatures aa bate and cave-awallowa aometimee 'commute'. 

So outre ia 'his' appearance that any aunlit-luad creatures (i.e. an; 
'imellifmt' crecst•ru ~ •Mt1'f'OtJnll ttaliwa nc/a aa d111e1,w., 
Ko,olu, de) must Save VS Wiadom (at -1) upon seeing 'him'. I 
failed, they will either become coo.fued for ld4 rounds or ("Ol, mi 
God, I lhiu I •Mffaloncl thu!'~ pP■UkUeeet 

Well, we'll not deecribe 'him' in too much detail . .. (ro• might 6, 
NUi"f U... itt • •fore ... , 111e tl70tlllln 't .,..-, aA,cAffif em601TG8ffllJ 
to /Nppn . . . ) 110, basically, 'be' loob like a Hummock of disturbed 
Ground - all Rocb, Humps and whitened Tree Roota - vaguely 
Humanoid in abape . . . like natural Ground in all but 'bis' Color 
which ia a alimy, unnatural tOlutWa - the Un-Color of aome 
half-developed Luva which ahould _..._. have been expoeed to View, 
the anemic Hue of a cave-creature which haa never eeen the awu, . . . . 

FurthennoNI, 'hie' Walk ('hu' .t.,,u tunl,l 6e more lilce it!) ia aleo 
the Motion of a Larva wboee inaidee have not developed. It is the 
motion of~ ... of Se•Siclmua . • . I 

The Chthonic Golem's habit is to prowl around delihrcstelr atepping 
on ante, crickets, etc ( Wack Ofte.t ottt, - letitli,ag t/ae w,laile 
ca11e-crichu alc>tte) or any other small creaturee but running from 
anything larger. But, in fad, when he 'steps on' something, he u, 
making a t11DDel through bis foot for it to crawl up into his body and, if 
the Golem ia killed, dismembered or eerioualy injured, oui pour great 
numbers of theee CN1ature, live and healthy! 

lnaide the Golem, theee strayed outaide creatUJ'N live until ( ottlr on 
tM ni,W of IA.t Vo,an riau /"'1) he crawll to the entrance of the 
cave and atretchee one misshapen arm into tbe moonlight, grasps a tree 
root . . . and pulls bis own hand offl Through the hollow stump of his 
'wriat' all the reecued iuecta pour like a happy cloud into the dark 
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nigh& air, after which, the golem retlll"D.I to darkntm and regenerates a 
hand. 

The severed hand, outeide, slowly mummiflell, taking on the 
appearance of a carved clay dragon's paw which will bring good price 
(ap to 100 GS) from the Alchemiate in Upton, where it is BOid 
(p0104ere,l) aa J:uila l>ngoa'1 Claw ... at 10 GS per gram and is a 
80vereign remedy both for (even and ague aa well u greMly 80ugbt for 
nietoring potency to older men ud great cboloric aitradion to older 
women. 

Arcbdruid Garamond made several of tbeee golem.11 to reecue strayed 
ill.lleCte and, to protect his creatiou, he fitted each with a Medallion. 
Theee medallions, however, are often loet - 80 often that ( 6J 
providence of the Delion) a party will frequently, before encountering a 
Golem, have 8ni found a Medallion bearing the Sigel of the Archdruid 
and radiating Lawful Neutral-Good magic.ks and whoee Chain is full of 
an unnaturally Whitish Clay. If the Party w,e their Brains and realise 
&bat the Clay matches the Golem'a Color ( "He,, toait • minste, th4' 
tltina mar 6e aomdodr'a M!") 80 much the safer for them . . . 
because Archdruid Garamond will not be at all UPP)' wi&h any party 
damaging bis Golems .... 

Bnmaelaufaauda'• Care for u~ l.o¥e 

Frequently found cut-up by the tides, theee lovely Conch shells are 
barnacle incrusted, each barnacle holding a small, semi-precious gem. 
Inside the opening of the shell, in finely worm-traced 8Cl'ipt, may be 
read (pronOtlna aa Gppr"f'"ole): 

"KnOVJ, 0 pining LOtlff, that, in the Trtas World /or hroncl 
Amber, rou and ro•r Belowtl tltoell togdher aa One. In thia 
atrange and .nreol Shadofl>- World where ro• t110ncier nOt11, Jota 
haw recognized Hn kt Site haa "ot recogniutl Jota. Call 
ro. t.\en, toitla tlaia Horn of Wonder, to rnr oen Tru 
companion, Herael/ from tile Tr.e World, to come to rnr 
aid. Spell! loudly tolaat rn wo1'ld laow Her k-ing JOtl entl, 
claooae weir, /or She can bring onlr tltot "1hicll rn qeak in 
advance ... " 

And, when the conch is blown, (b.t can he ued emir once hr an 
inditlid.al) 80 d~ their True Love come - in a luatroua chariot drawn 
by golden swans. Wutever the User wanted from the one who 
spurned them - paaaion, companionship or even eomething 80 



mundane u a map or a healing apill or a dieh of ponidge - the True 
Love auppliea. Thia ia not an ilhwonl Their True Love ia real and eo 
• whatever they bring! 

If the Caller deeiree hia Love's coutant companiouhip, th.is Tbey 
will give aleo - going invisible or utral u needed, to remain we aad 
1111N8D by ihoee U"0Wld him. 

>.. for "cakhee and eide-effeda" •.•. there really anm't many. 
If the Caller wu angry with the penon who spumed him, after 

contading hia True Love, hie anger will vanish and he will become very 
"pe&ient and undere~ding'' with the "ignorant shadow", still 
concerned for her welfare but no longer demanding anything from her. 

There• aleo a chance (15!¥) that the True Love will be able to "Jselp 
,., SAun,.Sel/ r,co,-•e ,n eL,o . . . " In any cue, after using the 
Conch, the "Shadow-Love" will feel 1CJ1DeWllat more friendly toward 
the Caller (+10% °" rc9efioa roll). 

Of couree - the 01181' doee have to reaDJ love . . . and not juat 
"cupboard love", either! If they are not really in love, then there is no 
True Love to come or, if they are but try to exploit the situation, their 
)o\,e gete mad and leaves. 

There wu aieo the cue of Franeois and Mlle. Chrysia. Chrysia 
spurned Franeoia, he ueed the Conch and when, finally, Chryaia "came 
round" to caring for him . . . but, by that time, Franeoia wu eo 
content with hia True Love that he had loet all iniereet in Chryllial 

. . . Owr ancl °"' Wlunewr I .,.,., rn, 
I hq '°'"' ow, AU I haw to tlo i• clream . 
n. tDOfli '" hn, Dream . . clream . . dream . . 

Terran Folk Songs 
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Upu'• Dlee ol O..UpneePMlp 

Cunningly crafted and enchanted, theae dice are neither 'loaded' aor 
'weighted' but rather are euorcelled to "diatrad and diaconcert" tlle 
caster's opponent and, indeed, when ca.at, the opponent will always win 
the tlrst hro throws . . . after which the dice funciion at perfectly 
normal odds . . . but the caster's opponent i8 visited by an illnsion: hia 
"child" - whether they knew they had one or not ... or, in truth, do 
or not - appears and, tugging at h.is clothes, whines "F.thff, de1r 
/atlau, com, home tVitla me now'. And, on each roll, additional 
illusory people appear reproaching them for the " ain of 1amWi"f'' and 
trying to make them feel ashamed. 

Admittedly, a minor magick ... but one increuing the caster's 
chances to win . . . . 
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The CcEnology of Dela, 

Before oNC"'"'f tM He•NM, it i, J,r,t t1eeua•rr lo o6HrW tM 
Clttftetc e/ o,,it1iOt1. 

- Fr. Samuel to Theologian Newton, overheard -

The Coemology of Delos is a grave problem that hu divided Delian 
Natural Pbiloeophera for untold centuries. (ParCiollr hee1us tle 
nol1ffll of Ddi11n Spe1ee- Time i, suo in qt,ulion - tllu dalitlf 
6ceome, • pluloaoplucal/tl&eological iane tsnd, in ,ome of tile more 
relliclll fringe •res,, aellole1r, #&caw 6em krnl a, laereltca /or ccarelua 
re/crettce to 'Tile Year of tlae Unicorn' inatecad of 'Tl&e Yee1r of the 
Clumerts' . . . for .,Jaicla ree11on, it h48 become /,ulairmca6le, e1mong 
l&iatoriaa, to avoitl the precise dalmg of Delian etlfflta). 

&Ikon' Note to U1e Terna Edttio■: This problem is further 
confounded by the problems of transmission of the communiques 
we receive over the Aeolean Web. All aeems to depend upon the 
fashionable philoeophy of the faction currently guarding/ 
operating the Web (i.e. cenaordap.?. Whatever the true 
opiniou of our Delian correepondenil'I, theee muat ofi ii.mes be 
disguiaed and cryptically expreesed in order to qualify for 
tran•miaeit>n as 'heretical fantasies' are often clwifled 'low 
priority space available'. We believe that this may account for 
eome of the greater oddities in the otherwiee eober and authentic 
work transmitted to w, by that notable Delian c08mologiat who 
sigoe hlmaelf: Eppe 81mHYO . 

...... of Coamolol)" 

The principal "appearances which mu.et be saved" - thoee which all 
Deliana can eee and agree on - are theee: 

Tlae Slaape Aad Exte■i or ne World 

The practical world is without limit. New regions and continents are 
always being diacovered ( or aometimea lo,t 11gaan - or mo11edn and 
travel East doee ■ot eventually bring one to the West nor does travel 
Northwards retUJ'D one from the South ( o, ia aaid to 6e tr.e in otller, 
tlialanl, "1M'ltla). 



TIie Gnater BodiN WIiie• Liglat TIie r.-•meet, 
The world is lit by one major ll1lD - Dae - and oue major moon -

Lunae while there ue four leseer bodies; two of which are con.aidered 
minor 8Un.11 and two of which ue con.aidered only u moon.a respectively 
a880Ciated with said sun.a. Of tbeee three sun.a, Dae (proao.nce,I 'tlor' 
ond hence gitliflf 'tlo~ligld 1 ia the principal and brightest in visible 
light and provides warmth and beat io the world below. 

De.ncing counterpoint to Dae ill the principal moon, Lunae, shedding 
ita aoft, white luminecell88 through the darkened how,s and providing 
the chief .eoUJ"Ce of magicks of the Moon-De.ncers of Emerald Mountaina. 

The remaining two suna, MyUuu and Verga, appear io exiat 
reepectively on the etherial and utral planes, shedding only a dim light 
on the Prime Material Plane of Deloe but each danced counterpoint by 
ita own moon; Minoe paying court to Myth.ras and Voyan io Verga. 

Mythru, an etherial infra-red giant, follows an elliptical COW'9e 

carrying it far to the norih and eouth as well ae croeeing eaet to west. 
Still, becauae of its aize, Mythru sheds a cool, moon-glow over the 
Delian lands when Dae ie abeent from the 11ky and Lunae is in 
8ubjugation. 

Mythru' moon, Minoe, to moet only dimly vilible u a ghoetly 
preeence in the darkened sky, offers respite from night's depths for 
thoee whoee vision extends into the infra-range but i.8 of particular 
importance io the dweller8 on the Planes Beyond (see fte Del1u 
Book or TIie Dead) where it 8hinee in full glory over many region.e 
lacking other illumination. 

The remaining 'sun' , Verga, i.8 a cool, ultra-blue dwarf (tllo.gh '1t'ite 
intense to those 11Bing 'ultratli6ion). Following an irregular orbit and 
only rarely dominating the sky in its own right, Verga's moon, Voyan, 
i8 noted for its own infrequent appearances ( as recorded in the /olk 
upreuion, "once in II blue moon '1 but is al8o the occuion for great 
festivals among both the fairy-folk and the dwellers in the Varian Sea. 

TIie Minor Boda Appeariag la TM IINveu 

Aoo gracing the Delian Heavens, when not overshadowed by the 
eune, are the smaller fixed luminant.e which move in great circles about 
Deloe but remain fixed in their relationship to each other. The.ee are 
known u stars and are said by many io compriae mystic or mythic 
figures of varying 11ignificance. 

Accompanying theee are twelve other luminant.e which, not 



remaining &xed among their companiou, are known u wanderers or 
'planets' and tbeee too are conaidered significant according to their 
relatiouh.ipe both among the1D8elve.s and againat the &xed stare which 
form their backdrop. 

Tbeee simple facts are accounted for in a variety of ways by different 
echoobl. For in.stance: 

TIie &xpu.lout or U.Jbalted 8d.ooll 

TIie Oa1aWe 8ea.ool: also known u "Convex Round Worlden", Uua 
group believe.a Deloe round like a ball and that all wallr. on the outside 
thia sphere but that it ie ao large that no one hu yet got all the way 
around it. Among theee, many hold the sphere ia conatantly 
expanding, "like a bladder being inflated", an<i that new continents are 
constantly rising from the aeu to fill the new surface being created. 

TIie 1-We 8ellool: a1ao known u "Concave Round Worlders" or 
"Hollow Worlders", believe much the 8&Dle u the "Outside" echool 
except lor saying that we all walk around on the in.side. Likewiae, 
either the ball ia 110 big no one bu got round it yet or ia ia expanding 
even aa we walk. 

TIie flat Sc:llool holds similar views except for holding the "sphere" 
to be a flat disk, conatantly stretching and expanding . .. 

Still other shapes have alao been propoeed - Kline bottles etc - but 
the AIDe buic explanations hold true on each. 

TIie MaJU-Worid Sdaool 

The 'technoe' hold a variant concept incorporating teleport gates and 
portabl. They say the 'World of Deloe' (and even the continent of 
Deloe iiaelf - for which the world is named) is, in fact, spread over 
several small Convex spheres all circling the aun Dae - theee being the 
"wanderers" or planets. There are jUBt ao many unknown gates and 
portabl that we are all the time stepping from one 'planet' to another 
without even knowing it. 

According to th.is Mum~World view, theee 'gates' are spaced such 
that Dae ia 11hining at the aame angle on both aide.a, the climates are 
compatible and the tranaitiou are smooth and without diatinguiahable 
event. Thus, though each planet iteelf ia small and circular, one'• 
actual path of travel, using all the surface areu of each, is - for 
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practical pvpoeee - UDlim.ited and non-returning. 
Of cooree, this same idea of unknown poriu linking 118J)U'&ted areu 

may be applied to any number of 'coemo)ogjee': that Deloe is in fact 
spread over a number of large islands or over 'planets' clreling totally 
different 'suns', etc. etc. Thia latter view is supported by tbe 
undeniable fact th.. many nch poriale do exist between different 
worlds, even thoee much divided by 'normal space' or u different u 
Deloe and Terra ... 

N• '° u. Teno &IMloa: " w. Ttn'GM "'"" uur••"' 
fltat, to mo,t Deltana, ~•OtU of ti&• 'MMSpe' of Uae corlc ue 
moot, .codemic onl,- Tlw l8 hc•ue, on Delo,, U.n-e ia ao 
mtJCh teleporlaffott GM ~ wa1a..,, ttdSf'-amfflaOMI 
1.tu, porlak GM tlae like, °"' lar,81'-apoee trewl. 

"To learn to tr,wel aro1111d on E•rUt anti to Uae Mooa ud 
Mora a,ad so forlla, 11141 laaw to I.am tu aod M4Jt• 4t14 aiu 
GM location of 01&r planefa, 6eeHBe .,. ore tr•wl•"f ~ foot 
or 6r roclcd or ~la. 

"Bill on Delo,, lon,-tlutanee trawl l8 qsile difernJ. · Of 
c01&rH a lot of laor,u GM coadu n4 10 f orlla are use kt 
only for altorl t™tancu ao map, for U.o,e dialneu 4rt lat -

jtUf like al.Ce '""'""'' map, in America. No °'" 11Hm'iu 
abOi&I tile alsape of Uae tDM'ld for au1' a .Aorl tnp. 

"For • lonf81' tnp - for die/& «ie "'"1c ue a jd plane or 
a rockt aAip - Ddi•na altDGr1 ue aometlting mapck 111a,l 10 

tl1er don't 1110ffJ a601&f tlae tliatancu aM eoorc.natu, onlr 
a6"1 tlaoae dementa tohic1a matter to Delion magicb." -
Slwau l>ol'otky of Ku Su 

Sir Toay Pudy eommuta: "It i, inlsruting to note la010 
tlae nppo,edlr inlelleehiaJ J»'Coec•pationa of o w,orld ore in 
fact determined 6r ho"' m•cla maAG ia in ila afmoaplaere. 
Terra, o tt10rld po.inf.Ur I0111 in mana, c0ttcsntr4tu it, 
aUenlion on tliatanee, m-.,, ek Wlile o man•ncla 1V<H'ld 
ncla aa Delo, concmtratu on poetic ruemblc&ncu o•d t,fldlr 
encrelinf. Trt,lr, Mono l8 duiinJ" 

ea.e..bag Mebl 8Mpa hd Tlaelr IalaabUuta 

From a public statement by the Uptoalu Arecl•mle 8dlllti8qae: 
Cerloinlr it u o fact tla4t cnnnpled or 'craalaed' metal alsipa (IAaped 
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Hm....t liu nhtffaiWa) have been found in many locaiiou. There 
ii a aaiformity1 of OJNIUOA from lloa• elamiy to ~w ••-
, ... fflfet'• °" nclt ... ,. CORCffllltlf u.. ,,.,,o,,, ,,,,..,. of ,.. 
Dclin aolu ,,-ffll ". Mtl• ii u °'"' ..tf°"" °'""'°" l1-' '1e 
foUm-, 6d01t1• more to tlu lilff'.,•r• of Pa,eAolon (u • 
,-n'~•eifflli/tc culuot1) tl&o lo l1-' of Coamolon '" Mr•alA 
11'fflm•ri.u ., ,,,,.,,c,,t 

Al, for the Delian "synem" itaelf, tbeee deluaiou prom~ 
what might be called a "Convex-Round" Theory. The Sun Die 
(they claim) ii a giant fiery h.ll, many thouande of ihouande 
of leaguee in diameter while the ac><:alled ' planet' Deloe ie 
another sphere many thousand.a of leagues in circumference 
which circles about Dae in a path 110 immenae that the dia&ancee 
claimed become, quite obviously, non.eenee. 

Further , ihe majority of ihe 'paaeengel"B' refer to the celeetial 
wanderel"B u other bodies, similar to the world of Deloe, of such 
strange siaes and natUN!l8 ( "ringed pland, ", "dow611 .nm,", 
"6lmei hole,", """"'• dwn,u", "r,d ,sanla") that only a 
deluded imbecile could credit such non.een.se which ia contrary to 
every intelligent and rational world-view. 

Some such 'paaeengel"B' who claim to have come from Terra 
have a more elaborate delusion. They aay they ' flew away' from 
Terra, went through a 'probability warp' (i.e. o Su~ Wolk 
Poriol - 06,en,e la01t1 ewts tl&e moat e.drow,ofll ,e1ui01t 
mut iraeorporote l(>fflC elemenla of 106er /Gel) and returned to 
the 'physical coordinate location' of Terra - only to find the 
Planet Deloe in Terra's place! They actually claim that Terra 
and Deloe are both ( to tronalote tlteir rcatiinf• into more 
rcalionol lt1t1pcage) Shadows deecended from one original 
Shadow-world - or in 110me cues, that Tern. wu a 
Shadow-World deecended from Deloe. 

I) A dwmli"f porlion (mpprozimotelJ t'Ji) of IMH ,iaore s 
wnont dduion, 11/hile &f'Cettaf o6otd tlae 'af•ra •"' goluiu' 
;,. 1enerfll, HJ IA•t, immea.,elJ 6e/ore 'cru1'in1' on Delo,, 
IMJ laotl ,een • gitafll t•rlle '1HIJ.ing' tlarow,h tlaia .,,.,,, 
',pmee' carr,inf • di1•aA•ped "10rlll oa laia 6.ack. 



Deloe, theee latter claim, ie the 'true Earih' and Tena simply 
a mana--poor Shadow thereof and find npporl for their deluions 
in an imagined coincidence of many Delian place and penonal 
names which ue UK> aaid to occur on Tena. 

Sir Tony Pandy comments: "It ia irsteruting tiol Utu poptllor 
molkffl m,U. reetipittlUlea Uu tlteor, of tlu A"ciffll Gftoatiea 
dO elao Mid t#laJ Tffl"o .,.. o 'Lim6~like Tend·rcu' of 
Delo,, created by accilerst 6.t /ownl .a,ft,l aa o Pv,iletrio for 
tlu r8inc•mation of 11"1a of tlwae a\o111 tsmperomem u too 
'moe#lifliall' to f,nd Deloa congnsial arid wi\o pre/er a.eh a 
'cloclnoork uiveras'." 

However, the opinion of the Academie is that tbeee 'ehiP8' and their 
attendant metallic goleD18 ( commonlr called 'ro~ou1 and certain 
devices of progn08tication (atmiltirlJ ccsUed 'eom,-tera1 have a much 
more rational origin having, in some fashion, e.ecaped from the 
well-known miniature Clock.work Worlds created by Cagl.istro and on 
view at hie villa near Usher. We are informed that this incorporates a 
model of an entire 'galactic univerBe', all iutefully su.epended and 
revolving within a bell jar with the unprecedented size of 18' tall! 

How the eec:aped ehiJMI have grown to "full size" remains unexplained 
but many rational/magickal poeeiblitiee exist to account for such 
phenomenom. 

Whether Mage Caglistro's exhibit repreeents ( cu ia eommonlr 
nppoaed) an entry for The Emellion Prize for the "Most Elegant 
Perpetual Motion Machine Employing Levitation"2 - or whether this 
ie 90me elaborate Arl Form b&8ed upon theee popular myths 
theD18elvee ( in tohic#I coae titer mtir become 111lf/"'ftlling.? - the fact 
is that the 'galactic' exhibit bears an uncanny resemblence io the 
imaginings of theee poor deluded 'passengers'. 

Lastly, we wish it further known in this connection, that the 
Uptonian Acadamie Scientifique hu vo~ to accept no more reports of 
"metal Mipa /oiling from tlae aq'' such being primo /cscie a6nrd. 

2) For detaik, contact the Academie Scienti&que, Upton. 

Sir TOIi)' Judy Commute 

It ie said that on one occasion all the disputing cosmological fadiou 
(vie. Flot-Dslicsna, H0Uov,-Delit1na, KliM--Deliana, et al) did manage to 



..._ OD one Experiment: to coDRlt the Oncle of the Deliu Himaelf 
u to the Shape ud Topology of the Delia ec.mo.. The 19p0ue, u 
ii uual,. wu load and uaambiguou: "ft• WorU u • RiU• ....,,., 
itl M ,._,...., clo•l i• • Jlpfff n4 ohcw•l ..,.. ... 

...... ,Oa •ti 

Of coane, ill the qu.tion of Delian Coemology, u iD . moat Giber 
importut ecientilc qoeatiou, &he flnal .iatemeat may be foand ill the 
fl'eqllellt by-word of Zen Dwigeoo-Manv Euell: "Bow, AN Yn Gotrlf 
lo F"" 0.,V'' 



BeJoacl Tlaes.a..d T.W. 

fbisms and Anodynes Of The Symarian Gulf 
In keeping with the general perven.ity of eentient species Uirooghout 

the moUivel'IIB, Deloe a1eo boaata a thriving tnide (,m,on Mid uporl) 
in druga and other toxic nbetancee ( m•nr of toluelt uw •en 
ducrihrl •n prmou Dr111on Tru htlu). The following preparations, 
however, originate in the Symarian Gulf regions and are only rarely (if 
ewr) eeen OUiaide of Deb. 

Cl11.1111ified by moet nation.a u a dangeroua drug, thla fine grey powder 
gives ri8e to deluaiona of graodeur (U11a.UJ mtlila,r). EB'ecia are not 
permanent (111.et,,., 1d.4+S rlop) bot a single doee ill almoet always 
(85l¥} addictive - decapitation of the victim being the preferred cure. 

Extremely powerful ( one lml/t ,r•m per llo,e) and priced 
accordingly (cat 5000 GS per ,ram), excelsior is manufactured in small 
quantities by a covert religioue eect among the Mendacian lalanden 
principally for 1188 in religioua ceremoniee and it i..a estimated that a 
ecant five to twenty-five grams leave the island &DDually. 

Melolui Dultllftl AplLrodulae 

Produced by the Du-k Prieeta of Mithron, Du-ktura is a shimmering 
black 'pa.ate' with which the sacrificial victima are ritually anointed. 
Abeorbed through the skin, the victim(s) is excited to such heights of 
aexual frenzy that they are, quite li~rally, "immoJe&te,l in c, 
adfcOMt1min, ,rre of their Otrm aen4' deairu". 

As even a small quantity of Diu-ktura ( c,a little aa one ,rc,m) may 
prove permanently fatal ( aa the dring co,.,,e i4 immolllled beJOfttl 
ltope of renrrection) though the time required for full eff'ect varies 
invenely with the amount Wied. For small amounts of Darktura, the 
victim first becomes indiscriminately aroued (aenoUr otfocang an, 
othn heit1,a - ,egercUua of rac,, au, de - in tlteir vicinitr an~ 
ofte,a f•rllter tramfsrnng qnnlitiu of tl&e d"g Gt1rl .ta 4ectt1), 
beginning, within two minotee, to glow from their exertioru, and, within 
seven minute. ( o, le.a), will spontaneow,ly burst into flames, 
con.au.ming themaelvea totally and unextinguishably. 

Attempt&, two centuries put, to develop a leee-lethaJ analog of thla 
drug for w,e in the Pleuure Hou8etl of Karrome's Flower Garden 
Diatrict were eventually blamed ror the succeeeion or dieutroua fires 



• 
which deatroyed much of Uue beautiful coutal city. Since that time, 
pci■union of X:.rUura (Otdatde of t#M Mdotn J,l.,.u) bu been 
muvenally puniehed by placing the emuggler alone in a ,tone oeU after 
( cuefwlf) 11DDOinting them with their own drug. 

Two leeeer veniou of 1-rlttura, Darktura Spritioue and 1-rlttara 
Tiempo are aJao recorded in the Materia Arcana but pci•e■eion of 
either carries the eame penalty ( w U.-, are idetd~We ""'' t/arOflf/a 
-,,lie.tin lo • litmtf tlicfim). 

1-rktura Tiempo, unlike 1-rktura Aphroduiac, doee not caue the 
victim to burn, but afier tbe victim'• normal strength/potency have 
been expeuded, a special metabolic action begioe in which body 
reeerv• of f.J, protein and mucle ue succeaively tapped and 
convened into eexual energy for more activity. In the proceea, the 
victim loeee weight, their skin wrinklee, mueclee shrink ... and, within 
an honr (roll 143 timu tea plsa 30 min.tu), they will die of extreme 
old age. 

IArktura Spritioue, again, doee not produce physical immolation but 
cauaee the victim's body to be iraneformed (i"eoocablf} into the form 
of a succub118 or incubus ... a proceea requiring ldlo+6 minutes 
during which the victim becomee eucceeeively huy while sexually 
attacking anyone in their vicinity. ( Tlaia lotter form of Darkt•ro con 
•e cved . . . •• o Clerical Bleuing ond Rem0t1e 011rae of 5tla levd 
or ltipe, . . . cit/a U.e tlictim nl,aequnu, l,ecoming o Pfwntom -
ace TIie DeBu Book or TIie Dead). 

Caatloa: There are no known CUl'e8 for any type of r:.rktura except 
Danton. Spiritiou.s and no Savee of any kind apply. 

Ai.o worih of inclueion here ia the expenaive but popular universal 
anodyne (ie, 'antidoie'), Alvin'• Emetic of Etherial Alleviation. ~ a 
eovereign remedy for almoet all forms of poiaon (.Darkt•rca u:cepted), 
th.ie Emetic cUJ'e8 poieou by caueing regurgitation and diarrhea of such 
violence th.J call poieon is expelled . . . e11m tMl posaOA dlicla laoa 
_,,eacJ 61n a6aoriecl ud laaa protltacsd clamca,et 

Thie Etheric Alchemical concoction is so powerful that it can even 
reach and revene poieon moleculee which have alnadr been digested or 
abeorbed and rev._ these proc91111ee, thue euiag the damages done. 

Pleue note that the poieon is • nnfrcaused - only "removed"! 
The diecharged ma&erial ( wmie, cltam.. or an-') will be jut cu 
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ds4'1r u the original poiaon ... and the epaama cauaed by the Emetic 
are ,o violent thd this "guck." gets "thrown" ld20 feet in .U directiou 
aro11Dd the victim! "Ewrpodf ata"4 kei! Ceref"'!'' 

Uee of Alvin's Emetic of Ethereal Alleviation is not without huarda, 
however. The amosnt of Emdic and the amotUd of pouon in the 
victim's body (6otll sba<tr6ed 1111d •nd,or6ed) mu.st balance with eome 
precision and one gnm of Emetic will counteract five dam.age pointa of 
poieon. 

If too little Emetic is uaed, a poriion of the Poiaon will remain in the 
victim ... and damage will occur accordingly. 

H t.oo m.cll Emetic is given, the reeulta are n• wone: No matter 
how much or little real poiaon the victim bu taken, the em~ic will 
'remove' its full potency of poillon . . . whether it'e there or not and, if 
it can't ftnd any to remove, it creaJu some ... by executing a "reven,e 
digestion" on perfectly normal body proteins to tum them into poiaoru, 
to be expelled ... which does ae much damage a.s digeeting that much 
real poieon would have done! 

And, yea, thi.e Emetic hu been Wied to 'create poieon' ... 

Diarieoe Materia Symbotlic Ovnm - iDMSO' 
( aka E9g of the AMcaaain) 

Thie contraband substance wu originally imported from the 
Spencerian Islands UoUotoing the cra#tlanding of a FederaJion 
Spacuhip) but is now smuggled at great expen.ee from varioue of the 
Techno World.a. 

Not in i~lf a poillon, DMSO is the Aaae-in's equivalent of the 
Philoeopher'a Stone and i.e Wied to torn 1111)' ._ poilca into a 
'contact poillon' . . . which cauaea full, immediate damage. For this 
reuon, DMSO is highly valued and agents of the Thieves' and 
Aaaa-in'a Guilds contract for all available supplies, often paying u 
high u 1600 GS per ounce for thie material (and uadiftf tile tdtimaJe 
toU o,s Gflf ot&Uide tile pilda fosnd in poMemon of thu maJenal). 

Each ounce of DMSO can act as conveyance for sufficient poison to 
cause 20+1d20 pointa of damage (anr tr,e of poiaon) but there are 
huards inherent in working with DMSO. Unofficial atatiatics ( compiled 
6r Amazon M.t•al Life Aanranee) auggt!et that there is a 16% 
accident rate for Guild Members working with thie eubstance, a 26% to 
40% accident rate among alchemiats ( a portion of 1Dl&icla msr hove 
6esn dtu to AMauin,' G•ild aeliona) and a 76% accident rate among 
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o&bera aUemptiDg to ue DMSO. 
Nommal atatiatica for auch an accident involve the preparer or uer 

bliDg 50+2d20% of the total poilon doeap u damage ... not a 
NUIU'iq pnparatioa. 

OU ol oa 
Thoee working with the previou.ely mentioned DMSO oaually prefer 

to keep on bud a suitable quantity of Oil of O~, which can be uaed to 
iue•..U, and tot.Ur halt all furiher damag-N produced by any 
DMSO-conveyed toxiaa. The damage done prior to application of the 
oil, Jtowever, ie aleo healed ( ,Aon of cit-'A) at the ra4e of 8ve poiDte 
per hour . .. until healing • complete. 

One ounce of Oil of O~ ( •"'is4 eslmtoUJ) is anfflcient to counteract 
two ounces of DMSO+toxin . . . but this rare substance baa a market 
value of 1300 GS per ounce. 
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la~ Tofte De11aa Wuda 

The world of Deloe, baving long enjoyed CODtact witb many different 
worlda Uld VV)'iag region.e ol tbe multivene, ia effectively a melt.mg 
pot ol peoplea, cultw., religiou and cutoma. Many of tbe ialande ol 
the Delian NU ( u tNll u eAe la,,.,- lad mauu) bave been eeUJed 
by Nlfape9, exploren or wayward travelen from diaiant ueu of tbe 
multiverN and, u a r.ult, many widely divergent and phylically 
iacompa&ible •peciel, bave eai&bliahed commUDal relatiou with varying 
degrees of nccw. 

>.. many of tbeee immigrant •peciea prefer varying degreee of privacy 
(n4 aomt arc dteilltM, i,anlar), the following guide iii only a partial 
IUJ'Ve)' of the inhabitant. of Deloe, concentrating primarily on the 
Southern Oceanic region, in the vicinity of the West Magic Pole. 

The Island of Gaila, 
(au Tle Dw"'" Htigltu) 

The laland of Gailoe liea UDder a permanent tropical inversiOD ( of 
uesplanefl orifiu) and the atm011pbere here ia low on oxygen, 
diaplaced by ammonia, sulfur dioxide and other heavy ga.uee such aa 
carbon dioxide and variou nitrate.. The Grey Dwarvee who .reeide 
here are Ulll'elllarbble except for the natural pallor ol their ek.ine - an 
adaptation to the local pollution levels. Extremely insular, the 
Dwarves M¥W leave Gailoe and tend to be distrustful of etraogen,. 

In addition to "&repowder", the Grey Dwarves alao export 
aem.i-petri8ecl timber and pea& m088 but do not undentand w by 
outaiden buy it. "Damn ncitr• "' °"' u,oo,1!'' The Dwarves have 
the attitude of con artiate preying on city alickere. "Some fool ia 
..uin, to ,., Good Go'4 /or °"' old lwtlauf Oltl lo,af 014 piccu 
of ptalf .A.114 u.c,'re po,sn, more tAo• ii ia poaai6l, tl>Orlhf" 

The islanders aay, " To gel ft,.d /or ov f,r11, 111e aimpl, ·c.e peal old 
of CM lop." AroUDd Gailoe, there's lote of damping material in the 
air, the peat buru quite ..tely but take it anywhere there's plenty of 
oxygen and light it and, very quickly, there's a nice little chemical 
reaction ad it jut goes offl BOOOOMI 

Aleo note: a dieeident group of Grey Dwarves (aecu,4 of 
"•11ulval" rdifiou proclicu) have recently eetabliehed eettlemente 
OD Muiaatn laland in the archipelago. 
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The Mendacian Islands 
The precise location of the Mendacian island ( Of' ialanda) is uncertain 

but commonly believed to be located eomewhere in the vicinity of the 
Weet Magk Pole. Traders and others believed to have visited the 
Mendacian Island(s) have offered mutually contradictory accounta and, 
due to difflcultiee involved in investigation, this remains an area of 
general obecurity 1111 does the natlll'e of their exports and imports ( if 
an,). 

However, in Deloe, it is commonly ea.id of a ehrewd bargainer: "He 
tooUld h<>10 a Mendacian" - though the origiD.l!I of th.is expression are 
far from common knowledge and, to the average inhabitant of Delos, 
the Mendacians are little more than a folk-legend. 

Rumors hold that certain rare epicee ( umich cm: m•ch f aoored. at 
political banquet.,, pild medin1s and other occaaiom of e:raggerGtion) 
originate in the Mendacian Islandl!I 1111 do certain fine handcrafte ... but 
the validity of theee rumors al80 remains open to question. 

Included in the contended exporta are the 90-(:alled and very popular 
Gorgian Puzzlee, cunning carved and ornately confueing; bottlee of the 
finest Braggadocia and eeveral varietiee of filigree lace much treasured 
by the better (i.e. mOf'e e:ipemiva) deeigners in Deloe. 

A Gude To UDdemuding TM Meadadu 

Editors' Note: The following is, in all probability, quite 
incorrect but, lacking any more accurate g11ide, we offer this 
explanation for such value as the reader may derive. However, 
one might well keep in mind the ancient proverb: 

To have a lie tcaien for the truth ia tvell and good . . . 
B.t, to have the truth taken for a lie . . . 

Culturally, Mendacians are accustomed to epeat.ing in convoluted 
prevarication and never, under any circumsta.ncee, say what they 
actually mean to say. If a Mendacian, for example, were to deeire to 
purcha.ee a. horee, they would begin, perhaps, by saying: "Yo•r horse 
stinh!" - not as a bargaining point but eimply to avoid even hinting 
at the matter in question. 

To another Mendacian, this would be, quite automatically and 
unconaciol18ly, "translated" and an equally indirect respow,e would 
follow. In converse with a 'normal' person, however, a Mendacian quite 
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na&urally aaumee that, whatever ia said, the other speaker ill avoidiDg 
any direct reference to the subject (i.e. sa Iring) ... and confusion 
becomee mutual. 

Some more 80phillticated Mendaciana, accustomed to trading with 
outsiders, are aware of this dichotomy and often ad aa "gobetweena" 
with atrangere. The Mendacian habits, however, atill hold and, rather 
than rendering "Yo11r laorae 6'inlca'' aa "He 1110nta to "' ro.r llorae", 
the translator ofl'era a third, if rather flowery, rendering auch aa: " T,.e 
tJOfflfllf' from 6Mifld tile air c11rau ro. miglatilr, complaining tAat 
J011r lwrae amella ao terrible Uaat he 1001lld not even conclucenil to 
6'eal it!' ... which akirta the subject without approaching it directly 
while permitting the truwator to "lie" about what they are 
truwating. 

Thia dichotomy extenda to all phues of Mendacian life: the richest 
may well be clad in 'raga' of silk while the poorest will be dremed iD 
elaborate and ornate burlap. There are, however, levels of duplicity 
involved: a Mendacian might be dremed very richly in ailka and satina 
designed to appear aa elaborate burlap. It ia a culture of many 
complex aubtletiee and status is determined by how well one liee, how 
elaborate a facade one can create - which, among the more 
80ph.isticated, can result in a great deal of confusion ... 

Other exports include: 
A.aodJae Jewell: theee clear, multicolored stones are greatly favored 

for wine goblets and are popularly believed ( correctlJ) to cause any 
poieon or other drug to alter its properiiee - but <mlr if the poison or 
drug is given in an anodyne goblet. ( TAe preciae nature of this 
ollere1ion, laOtOeWr, ia in,leterminate and m11r 6e rolled randcmuJ.) 

llngpdoela lavatiu (red) and Bragpdoda lavkt• (black): see 
Potio,u and OtAer Potablu. 

Exeeldor: aee Potiona and OtAer Pota6lea. 
OB ol Eleeten: manufactured from the fineat virgin etceteras, th.ie 

makee any grouping generic. H a group of bird.a ( .,,ens, 6'arlinga, 
apllfT'01f¥, etc) are treated with th.ie oil, then all become birds of a 
fea&her (ht of an •nhoum apeciu). 

The Veritan Islands 
Lying near the Mendacian Islanda ( 9), the Veritao Ialanda are 

iDhabited by a race with highly developed telepathic abilities . . . ao 
ability ariaing from a genetic defect causing the entire race to be 



Bey..d TIie 8acN!d Table 

deaf-mu tea. 
The Veritarui trade exteuively with the Mendaciau ( hl ore 

congemallr .,uiu,ore of the Merulacian qeech habita) and, like the 
Mendaciana, are generally unknown to the population at large. 

Thia is not accidental - the Veritarui prefer to retain privacy and, 
when trading with the outside workl, do eo apparently by gesture and a 
crude sign language with the intention of keeping their "telepathk" 
ability concealed. On thoee rare occasioru, when they have encountered 
another capable of penetrating their eecret, they have used their talents 
to caw,e the outsider to "forget" - permanently and irrevocably - the 
nature of their ability. 

The Veritans are, however, known as the very eoul of truth as no 
Veritan has ever 1pokea a Uel Neither do they obecure 
communication in any other fashion and, when bargaining, are always 
aware of aad}f what the other would pay or exchange. For this 
reason, they are also known as shrewd but honMt merchants. 
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The Meloian Group 
(ab Tiu lal,s,sda of Dorhua) 

A group of four large ( and ma11r ,mall) ialao<b in a circular reef 
aurroWl<ling a larger volcanic cone, the Meloian lelande are 
permanently shrouded in darknem, apparently produced by the 
conaiaot llow of smoke from the aemi-adive volcanic eource. Io actual 
fad, the darkneee is produced largely by indw,trial pollution from the 
oil burned by the inhabitants in an &&tempt to alleviate the conatant 
darbeee . . . a vicious circle . . . of which the Meloian.e remain 
11DaWU'8. 

Becauee of the prevailing darkneas, the Meloian.e regard each of the 
itande aa an ieolated world in a aea of darknem and have only dim 
myths of a world of light. Meloian plant life, primarily large tree and 
ehnb fol'D18, have adapted to theee conditiona by aending deep 
hip-roota down to the warm layers of rock below and extract nutrients 
from the vut oil-bearing shale formations a.s well as u.aing the interior 
b-,at in lieu of 811Jllight. (A ft$ oho ue the dheritd or anrtd light 
/tom M,Clmu and Verga - .tee Dellu Co.mologJ.) 

While traders and others from 'outside' do occaaionally reach the 
Meloian Ialanda, the Meloian.e dismiee their stories of suns, blue sky, etc 
t.a "eolar myths". 

Their 'holy places' are volcanoes, deep in the ground, where red lava 
dowa. Their myths, 'depth psychology' etc are much occupied with the 
paral)ela between warm lava flowing through underground caves and 
warm blood in bod.iee. They eee the earth aa a body, cold on the 
extremiliee, having a reeervoir of hot blood in the middle. They are 
fucinated with the motif of 'releuing' 'stored' energy or finding 
something warm or colorful inaide something dull and cold. Splitting 
an a&om is a myth of paradu,e and Geodes are their holy atones. (Nsla 
aeU tDdl - Utt thicker tht aheU, the ,realer val•t.) 

Among the Meloian Ialanden, aeveral evil cults deal in 
tortu.re-eacrifl.ces, 'liberating' both the warm blood of the victim and 
their 'stored, frosen, internal energies'. Sacrificial rites are designed to 
produce panic activity on the part of the victim: ri\ual gladiatorial 
combats are one version and elaborate automatic trape another (see 
'Atdomatu Tamplu' in TH Dellu Book of tile Dead.) 

Such rituals and proceeeee are referred to as 'burning' or 'igniting' of 
the spirit. The idea ( caa lllitA ipiCinf ca cn,mplaci paper) is to initiate 
an later.al proceee within the victim which consumes/destroys them 
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while 'warming' the spectators with the man.a-energy releued. To 
encourage such activity, many rites include an actual poeaibility of 
eec:ape for the victim, if they prove active (and lsciJ) enough. 

In example: the clueic and much-renowned rites at Dllk involve 
spurting arteries and a frenzied effort by the victim to achieve eeca.pe 
from a tunnel or pit of blades before becoming too weak from loa of 
blood. 

Lem repreeentative but still within the mythoe are the U8e of 
convulsive poisons; the practice ( inifta.ted by the Dark Priuta of 
MiU.ron) of binding the victim on top of a metal grill under which the 
priests/spectators stand to be 80aked and warmed by the fresh blood; 
and the use of Du-ktura, a powerful hallucinagen/aphrodasiac (see 
Poisons). 

Good and neutral cults (the Beni,ne Sclaool) follow the same motifs 
in lees harmful ways: honor/reverence for the fertility cycle (incltiding 
the menatnaal crcle), childbirth, releue of sexual energy in various 
sexual activities - and even the import of giant, spring-wound cookoo 
clock.al 

These milder fol'IW! of 'ritual energy release' are a recent he~ 
which is quite against the grain of basic Meloian philoeophy because 
they focus on "renewable" forms of blood/energy. However the basic 
tenets of traditional Meloian cosmology emphasise that the basic 
energie8 of the universe are Non-Renewable, stored once and for all, 
and that complete use/release of these neeeuarlly entails the complete 
destruction of the source. 

Traditional philoeophera point, logically and unanawerably, to the 
fact that the 'renewable' energies used are not original, self-existing 
110urcee but are generated by metabolic action from food, which comes 
from plants which convert foesil fuel to digestible form - and that the 
bodies also require, for their continued 'renewing' of their aexnal 
energy, a warm environment produced by the 'complete' burning of the 
basic fuels. 

Many of the islanders have, naturally, become cave dwellers, using 
caverns extending deep into the wanner regions and alao have access to 
lava and geothermal energies. And, since many of the plants really do 
grow on nothing but fuel and minerals, they also grow underground. 

On other islands, where no caves are found, the inhabitants must 
remain on the surface or and rely largely on plants using 'light' from 
Mythraa and Verga which does penetrate the clouds. 
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The Barony Keys 
Loca&ed oo the outakirta or the Meloian Group, the Barony Islands ( c, 

,rn, o/ fflt.U 'iep? remain clear or the emoke and dark.neM but U10 
rem&iD largely ieolated. Buically, the aeUJers here are mixed 
hwnu-elven ~ with a medieval cultw-e ( ecacla 'ler' 6eing c, 
,.,.,.., Bc,ronr) with an agrvian/fiahing economy. 

Visibility ii lhori due to &he coutant hue and fog but crope and 
cattle grow normally. The principal featwe of note here ie the pN!eence 
of high stone walls encloaing the principal ariable lands on each island 
- forire. walle with no cultivation outside, no roads and acarcely any 
trafflc between. The uninhabited areu have a normal dietribuUon of 
plant and animal life: eome barren but moet are luah and healthy. 

Inaide, each walled area is a aeparate, complete Barony - a 
aelf-aufflcient economy, with ita own crope, cattle, all crafta, etc. 

In each Barony, however, a con.eiderable area is devoted to a 
large-ecale, analog replica of the aurrounding areu. Many of theee are 
centered around a large, ariiftcally-maintained D&rk Laite ( complete 
wA ma•tlge pot. anti canopiu fo produce the "4,he,.,) repreeenting 
the Meloian Sea and containing email replicas of the Barony Keya with 
atructuree aimulating the neighboring Baroniee. 

Other Baronies leave 90% of their apace as barren moor with or 
without wilderneea areas, depending on how they believe the 
uncultivated apace of their ialand to be divided. 

Very little apace ia ued for crop and productive work becawie eo 
much ia given over to (one 100r or anollan) 11imulation of the 'outside 
worW. When neighboring Baronies are at war, an appropriate 
percentage of &he workers moat spend their time ( toitAin llaeir °""' 
toalu) marching and drilling in 11imulation of what the 'real' 110ldier11 are 
reported doing outside ( anti incl•tlu, in me1t1r caau, ,e4' ftllating anti 
Wootlaletl . . . tlupilc llae /oct tlcat ru! ',col' aoltltna cw, lecave the 
Fredtoll). 

The aeveral freeholds are connected ( and comm•nicale) by 
well-guarded portala, the last reD1Danta of loet magical 11tilla, and the 
Archduke, holding the largest of the keys and having only a very looee 
authority over the eeveral Baroniee, concern.a him.eelf mainly with 
attempting to persuade all of the Baron.e to aimulate the aame 
world-picture within their different Freebolcb. 

The precwe nature of this image is •ubject to argument and the 
coutanUy 8uctuating fuhiona of the Court and, whether it 11hould be 
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moetly IArk Lake, moetly barren down.s, etc, is a perennially unaettled 
question though all agree that it should definitely be standardised and 
all Barons should simulate the aame picture at the same time - until 
the Court decrees another picture . . . at which time they should all 
change their aimulatiotu1 aa fast as poeeible to the new one ... 

Naturally, any suggestion that the 11urrounding landa be examined, 
phyaically, ia treated as deepest and darkeat heresy ... and heretica are 
expelled bodily by catapult over the walls ( 6.a aome /ef/J nmw the 
fall and an oeeaaionol 'heretic' ia /ound otdaide Hae baroniu, jutifKd 
in their tl4nmptiom and nggeationa but unable to further injfict their 
tlaov,hta on tlae bodr politic). 

The Gulliverian Islands 
Located 90Utheut of the Melonian Islanda are the islanda of Lilliput, 

Laputa, Brogdinnag, and numerous others which are covered in detail 
(in Cl fsclionol aceount) by the great traveler and geographer, Jonathan 
(Dean) Swift. 

Aleo found in this area i11 the island of Erewhon (aee Samuel B.Uer 
for details). 
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The Inside-Out-Islands 
( Ai• TIie bawr,e Jel ... tla) 

Thea,e ancient volcanic cn&en break the eurface of the ocean only aa 
'lagoon reefs' but, for ihe crealu.ree of the ocean deptha who inhabit the 
watery interion, theee might aa well be 'ielande' becau.ee of the 
diftkultiee involved in traversing the "alaeer vcnical le•pea of ,olitl 
.,.,t•la.t' which aeparate the interiors from the "toitle •nd /mile 
,.,u.. of U., opm .e•". 

As a reeult of thia iaolation, a variety of marine 'ie)and culturee' have 
developed similar to thoee of the normal ( d,y lancl) islands ( toltich the 
•••cre.t•ru re/n to Ga 'U.e Oonvez lalGntla' or 'the Hernisa). 

All of theee 'lnveree Ialands' are inhabited, u are most of the shallow 
coaatal waters, by Sea Spritee (aH Sea Sprffea). 

In Calaveru Crater, the Sea Sprites 'domesticate' numerous 
varieties of jellyft.eh and eimilar creaturee by making small incisiou in 
their outer membrane and partially filling them up with pebblee. The 
number of pebblee is carefully calculated to keep the captivee 'weighted 
down' so they have only limited 'upward mobility' - thus their 
livestock can ewim horisontally and rifle enough to navigate but cannot 
riae high enough to eecape from the eurrounding lagoon rim. 

Depending on the u.ee to which the 'domeeticated' creature is put, the 
weights may be adjusted even heavier 110 that they a.re confined within 
a low fence of kraken weed. 

A eimilar method is ueed to acquire 'beaats of burden' in the form of 
eelectively-bred equid-like creatures with tough, looee ekins. 'Payloade' 
nch u magneaium nuggets, spiceweed and other high density cargoes 
may thu be carried in.tide the creature in place of pebbles. And, in 
some expert 'breeding etatiou', this looee outer akin ia stretched and 
stitched to form u many u a dosen separate 'kangaroo pouches' on a 
Bingle creature. 

In nearby Decloan Crater, octopi are uaed u beaete of burden and 
trained to 'lash together' all but 3 or 4 of their tendrils to make a 
'buket' in which various things may be carried (IAu 1M m•riner'• 
apruaion, "entanglell like an ocli'?, 

In Jameni Crater, the preferred beaat ia the NautHus Squid but, since 
their hard, cMUltaceous ehell cannot be elit ( 1Dillao.t fatal cfcmage), 
6am«clu are grown on the shell producing large cavities used to carry 
cargo. 

All of theee 'ielaodere' guard carefully the methods ueed to 



train/ produce theee varioU.11 forms of beut of burden while eelling 

working stock to outside tribes (Uu: 6ame, ....Ua aetiftf lo ltelp 

mcuntai .. ,ec,ecr). 
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Jatl'Odatioa to TIie Sea crl Jlouua ud .,...._ 
( Iii• Tl,e CtUl•NJ lal•n4a) 

In an area eouth of the We11t Magic Pole, v~ ocean currents twist in 
a large, elow whirlpool centered &10und a group of many email, bisarre 
ialaods. Both ocean currents and the prevailing wind.a influence the 
collection of moet ofl'-world debris ( mets01'a, apocuhip,, etc) in this 
area. 

Some authoritiee surmiae that the "whirlpool" wu engineered by 
now-vanished inhabitants for preciaely such an effect. Perhaps the first 
were cruhlanders, who wanted the reet of their party to join them? 
Others euggeet theee hypothetical inhabitants alllO created the Falee 
Magnetic Pole u a lure for ehipe. 

Among the bisarre cultures of the Cutaway Ialands are: 

The Spencerian Islands 
( The Foi,., Group) 

Originally, theee islands were home to a variety of speciee 
known collectively aa "the fairy folk" - the term "fairy" ill ueed 
genericly for many similar races; all being airieh, etherial, 
cuefree creatQ.ffl!, small and abort-lived and may refer to any 
being from a literal etherial fairy to a aemi-sentient mayfty. 

Approximately a century put, the Spencerian lelands were forcibly 
"settled" by a cnahlanding Federation spaceship. The paaeengers and 
crew have e11tabliahed a beacon to eend SOS eignala to their home base. 
Reecue, however, bu been many decades in coming (portially di.e to 
dt/finllie, in noching Delo, th,o.gla teclanologicol mean, - see 
Delo CoalologJ /or ddoill). 

The original humaw,, in the meantime, have, one by one, become 
incapacitated. Many are in eleep tanks, sick or hurl and frozen 
awaiting medical aUenUon; othen, too loneeome and homesick, have 
eought to 'skip' the yean of being m&100ned; often when one ia hurl 
and frosen, a friend goee into 'long sreep' to accompany them. 

Much work ill needed to keep the beacon/statione running and, as the 
human work-force shrinb, other helpful creaiuree have taken their 
jobe. Some are animal pets of the cutaways w bile othen, are local 
CJ"eaturee such u fairies and sprites aiding their friends. 

Becau.t1e of the design of the original equipment, theee smaller 
aeaturee must uee human-eile bodies - both to operate the equipment 
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uad to communicate by videocut witb the Federation. Alao, if the 
original cutaways appeared to have vanished, the long and expew,ive 
re.ecoe attempt might well be abandoned. Thu.a the small creatures 
"man" robot bodiee - aome uing golems disguised aa humana uad 
aome uaing true huma.o bodies whoee 'sou.la' have withdrawn in 
catatonia or hibernation. 

A golem may have an a.ctual "driver's chamber" in.aide the head 
where a small sprite sits and worb controls. Alternaiely, "soul 
po1111e1111ion" may be used with a fair)' body in tr&Dce and their aoul 
astrally projected into the human brain alongside the "hibernating" 
human aoul. 

Compared to humane, theee "fairy" creatures are very abort-lived: 
moet life-epa1111 varying from 10 days to 3 months though a few epeciea 
paaa an entire lifetime in only houns or minutes. Thus their tub 
reeemble generation-ship projects, the fairy-folk learning the tub from 
their grandparents and pa.Ning them on to their grandchildren u a 
'duty of kindneea' ( or, perluapa, tlier hove ~een wed by their goda to 
tlo tlua . . . cu pa.rt of their aemce). 

Different 'drivers' alao come and go within the aame 'human' body -
almoet like multiple pel'90nalitiea. Sometimes they take turns, on a 
regular "night shift/day 11hift" baaia with the same creature returning 
repeatedly alter re&ts. Other times, a "mayfly" creature i11 hatched, 
instructed, does its job and dies of old age - all within a 'human hour'. 

The re&ult ia considerable contrast between the "long term goala" 
these creatures work for ( mcuntaina.nce o/ tlie ata.tion ond rucue of 
tlie h11mona) and their own pel'l90nal attitudes. The situation for the 
humans is very depressing: their culture collapsing, the poeeibility of 
their Federation abandoning them and one alter another dying or 
entering deep sleep. 

The fairy-folk deal with theee problems without being personally 
affected. Ae a people, they are cheerful and have arranged their duties 
ao that their individual lives are successful and complete. An individual 
"fairy" may spend only a small portion of their time "manning" a 
puppet or engaged in other task.a and spend the majority of their lives 
in normal fairy pursuits. 

To be perfectly correct, this "symbiotic relationahip" baa affected 
fairy culture. Different groups of fairiee have "adopted" customs lrom 
the human culture ( a., rom4nticlr repruented by trividllo caueUe, 
ond booa) and fads of various types run like wildfire through the fairy 
folk. Ai one period, many of the fairies became enamored of historical 
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romance8, began taming and training a apeciea of large beetle u 
mount. and engaged in veey formal mock combat. ... a practice which 
enjoya a periodic reeurgence of appeal each generation or 80. 

~ for the aite of the l&oding, the whole place loob like a stage eeil 
The pvt. which ahow up on video traumiuiona are barren, normal 
techno in appearance but, all around, metal walls have fallen, replaced 
by ftower trellieee and been redecorated in a 90uth-eea beachcomber 
paradise. Even much of the equipment, having failed, hu been 
replaced by magical analog,. 

Of the few humans atill functioning, many suffer from a racial 
pansaiam (i.e. tdterc Uacrc arc gianu, titer aee tuindmilla) and, to 
them, the place ia simply falling apart and going downhill. Many of 
them do not believe in ( or rccopi,e) fairies and eome only partially 
realise what ia happening, believing that their 'human' companiow, are 
going insane, losing their memories . . . (" Men talking lo the 
Fcdcralion, lac lccomee rllional /rn tlte moment l11d then lac 
dc1mcrf&lu into giggling ••'"" . . . ") 

Naturally, in tranamiaaion between generations, aome information ia 
loet and aome of the fairies have forgotten what the humans tlainlt is 
going on - i.e., the 'cover atory' they should be telling. Inatead, their 
language hu begun to reflect the tne situation! Rather than saying to 
a visiting mariner, "I tDill meet f01I 1'erc lomorro111'', the fairy alipe 
and aays "M, ,ronddawgltler tDill meet rov here tomorr01II' -
becaue, of cou.ree, by tomorrow it wm be the granddaughter 'manning' 
the humu body. 

Naturally, the fairies attempt to conceal the trae situation from 
visiting Deliana aa well aa from the Federation (" Secwntr ie eecuritr, 
J011 h010.P') 80 viaitora meet a ' normal marooned techno' situation at 
fl.rd and only gradually see the discrepancies (Clac cardcu uc of '.,e' 
iuteo,l of 'I' INlffuling a degree of hive meftlaliCJ, etc . . .). 

Throughout this 'charade', the fairy-folk have main,ained an 
irregular trade with the 'outside' world for pans and devices to 
'replace' failing Federation equipment, trading gems, herbs and spices 
and, occuionally, technological curioeit.iee. 

The original "craahlandera" settled many ie)anda in the Fairy-Techno 
group but, over the years, the variou ialanda have fallen out of touch 
with each other and, on aome of theee, the fairy-folk have forgotten the 
truth and accepted the "cover story" ... with varying NIIJulta. 

On Mistrial leland, the humans have lapeed into semi-hibernation 
while their bodies are U8ed by a race of fairies adept at aatral and 
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eemi-aatral travel. An entire lam.ily of th~ Demiaatrala will inhabit a 
human body operating it rather like the crew of a starship, phpicallr 
moving Crom one location inside the body to another, 'reading inpute' 
from the different eenaee and 'entering instructions' for different 'motor 
nervee', etc. 

The Demiastrals' own bodiee are, on the 
material plane, like a 6ne gas and they 
travel about through the body rather like a 
vampire in gaseous form or permeate and 
share the 90fter body tissuee. 

Do I contradict mraelf't 
Vc:rr well then, I contradict mrac:lf, 
(I am large, I contain multitudea.) 

Whitman - Song of My.elf 

J 



..,_. T'8 8-nd T.W. 

Navigation Practices In The Scythian Gulf 
In addition to magnetic-magic compueee ( 111it4 U.~r altnatd 

..,_iu ia t1c rcfiou of '4e W..e Mr,fic Pole •"' tile Faue 
M.,-etic Pole), moet marinel"B plying the Scythiao Gull utilise eome 
form of Elvud's Ear of Long Hearing. 

For thoee onfamiliar with auch a device, an Elvud's Ear resemblee a 
bnas dragon'• ear (we.\ .,.. t/u ,nme malmcJ component i• t.\e 
onfincsl apdl ht, fte lo lificwltr and uperaae of npplr, 1uia teen 
npnaeud &, Cl vancant mclalltmenl ... , Cl cut .,.on.re replico). 

The Ear is employed by whispering (or, aomdimu, alwvti-,) into it 
ud then listening for a reply. When properly tweaked, the Ears may 
be 'tued' to epeci&c notes (i.e. an Ear mi1hl te t•necl to Uae note of 
A# ofMI clecbcl &y atrihflf Ile Ecar tDitla ca maall atlver Acimmer) 
such that only other Ears tweaked to the Ame note will respond. 

Using an Elvud'e Ear, mariners are able to conven,e with each other 
at great distances but such conversations lack privacy u any other 
navigator with an Ear tuned to the Ame note may al9o listen. 

Using an Ear can be very confwiing - people are always giving you 
directions without fll"Bt uk.iog where you are starting from. Or they 
direct you to the kind of harbor or dinner illey would like. Or, like the 
Me»daciana, they have a strange way to talk. Or their size or 
perceptions make them deecribe eomething you can't eee or that looks 
different to them, etc (i. e. ci h•mcin-aized wp might intercept 
''-redioaa' from GJU.ai•etl T•rlJ,rDceller to cinoU.er ma "becir north 
for ~ up" wcl cippliu onlr on Uae 6ock of t.\e t•rlJe 1""icA the 
lar1n Mip aaila pad in on Mt&r . . . ) . 

Of COW'88 it • poeeible to make eomethiog uaefu1 out of all thia 
information if you listen long enough, piece it together right and, 
lsl....UJ, make allowances for 'different viewpoints' ... 
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Communication Results By "F.ar' 
(roU on peruntoge dice) 

DeUbente Mleialormatiou 
01-06 Malign Intent (to l•re ,nto o trap, etc) 
01-10 MischievioUB (practical joie, etc) 

No Commulcailoa 
11-1 t Malfunction ( temporary) 
19-15 Malfunction (perman,nt) 
16-19 Ear Not Properly Tweaked 
e0-t4 No Common Language 
e5-e9 No-one Listening 

Accldeatal Mlmaformatloa 
80-8,4 Inquiry Misunderstood 
8:r89 Differences In Viewpoints 
,40-49 Language Differences ( con/ued only) 

Cornet Commuk:aU011 
50-59 Information Requested Not Known 
60-14 Incorrect Information Offered 
75-89 Correct Information Offered 

Multiple B.eepouea 
90-95 Roll For Two Responses• 
96-98 Roll For Three Respoll.8e8• 
9(}-00 Too Many Resporu,ee To Understand 

• ignore aU inappropriate roll$ 
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Islands of the Delian Archipelago 
The Delian Archipelago is a chain of islands exiending to the South 

by South Eut (He map). Theee ialand are characteriled by rocky 
1horee and 1teep, almoet unpueable, crater waUe. Said variouly to 
have been formed during an ancient battle between Goda, by stars 
falling from the sky and as a result of earth elementals aeek.ing to 
dominate the outer world, the steep shoreline hills form "ring walla" 
surrounding vast valleys. 

AtJ a eecondary effect, tbeee tall "crater walls" provide sheltered 
interiors where the air ofien differs greatly from the " normal" 
atmosphere. Such variations in environmental conditions have 
produced their own special ecological nichee . . . which many strange 
and divene plants, animals and people have appeared to fill. 

In the cue of the Island of Greylock, the atmoephere bu been said 
to reeemble a strange mythic area called "Los Angeles". There are aleo 
reporla of unusual d01t1ndra/b blowing lato into the rocks in many area 
of the Archipelago ... which remain unexplained. 

The Islands of Greylock 
(ah TAe HuVJ Mdol IIJlawlla) 

Perhaps the ~ introduction { cmainlr Use aa/ul.~ to one of U1eee 
remarkable Islands ia a Cautionary Tale of the sori of Chaos cauaed by 
swa ae Greylockian Native wandering loose in the "normal(!)" ports 
of Delos .. . 

ne c..e Of TIie PwDe Pu11wtr 

Notable for their bluish-green skin and "marginally amart" 
appearance, a Greylocltian, by nature, ia a moet disarming Asausin. 
We recall one cue when a GreyJocltian poieoned an entire tavern and 
then admitted the crime before the poieon could take effect! 

The re8Ulte produced an unusual cha~r in Delian luatory ... where 
history ia, in iteell, always unUftal . . . but perhaps we stray from the 
1111bject . • • perhapa JO'I would be more interested in the effects in you 
game ... 

If the tru~ be known, the Greylock.ian in question was, actually, a 
very inept •-•in ud w,ed a 'poieon' which affected only hie owa race 
.•. hie ' poieon' wu nothing more thaa c:afreinel 
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Somewhere else, there was a bottle . .. alao from the Greylock.ianae . 
. labeled 'Antidote' . . . ( tlae preciae nat•re of the '11ntitlote' . . . 

h011Je11er . . . dependa on preciadJ hCHtJ mean JOU, the DM, wish to 
be .. • ) 

For mean, the 'antidote' might be cyanide - iD.11tant death. A more 
moderate 'antidote' might be histamine - which produces only violent 
sneezing or itching -the equivalent of a spectacular attack of hay fever 
(Jo. kno117, 'histamine' is tDlsat row taie 'antt-luatamine' /OT)! 

Or, if you wish to run this encounter u Live-Action, begin while the 
party (,till mini11t•ru on the to6le-top) is in an inn. 

You initiate the action by providing refreshments: tea, coffee, cola 
drinks, chocolate candy - all with caffeine in them already. After 
everyone's eaten ( and the game is reGdJ to lea11e the tdletop), the 
A88assin causes a disturbance - such as knifing some by-stander in the 
hall - which leads to him being caught and questioned by the 
Inn-Keeper (ro•). He admits that he wu hi.red .. . to eliminate them! 

When the PILrty (Hhir4"J.') starts queetioning him, the Aasaasin 
breaks down rather easily, admitting having "thia tan ~atal atul'' 
into their drinks. "Y01J 'U aU be dead in a few, hour,. Thtre 'a onlr 
~ .mot1m antidote . . . " 

Of coune, the alien bu no idea of the Common Tongue names for 
either bis 'poison' or 'antidote'! (" It 'a the jme,t Urue Pov,der. The 
onlr antidote i, .Euence of Blue Gona11e . . . ") And, of co\11'8e, he 
also ha.s no idea the drinks already contained caffeine .. . which is all 
his 'poison' wul 

Naturally, a 'Detect Lie' or 11im.ilar spell will show he ill telling the 
total tnfla! 

Now, juat sit back and watch the Party run around looking for the 
'antidote' . . . and, when eomeone finds it and chug-a-lugs . . . We 
"Save VS Poieonl" 

Th.is ill an intereeting situation if 'Detect Poieon' spells or artifact& 
are U8ed - depending on whether their mecha.niam detect& the actual 
chemical composition of the m.ixtwe ( Hd corrd.tinf edit Ute 6odr 
cAemiatr, of tile User) - or detect& the 'intentiona' of ihe ,eeaeei!l. 

But think about it . . . your poeeibilities are endlem . . . and an 
aatonillhing variety of common subetancee are poieon . . . in excem.ive 
doeee . .. even sugv ... or water ... 

But the subject wu our Greylockian poieoner and his activities -
depending on bow realistic you want to be, the effect& of a good doee of 
cyuiide is either inatant death ( ff, i/ o ••" Gt -8 ia m11cle, tliolenl 
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iUflCM /O'f Cl dctJ). 
~ for the milder venion, realisticly, hiatamine can aleo kill by 

"ahuUing the lungs down". 
However, it bu been ascertained through extensive and exhaw,tive 

testing thai: "Dead PC's do not role-play well!" 
Thus, for game purpoeee, we recommend a hiatamine reaction in the 

form of "hay fever" - the violence of the reaction depending on a save 
being made. You should, however, remember this is 'alien' histamine 
from diriy 'alien' hands and there is every likelihood of the Vidim 
having IODle weird 'alien' reaction ... (aee /naoniiJ Toblea, Baadbook 
Of Tnpa Aad Neb). 

Notes on The Greylockian AfBiS3ins 
lndigeooua only to the Ialand of Greylock in the Delian Archipelago, 

the Greylockian natives are outwardly human but with IWIL9 a 
bluish-green in appearance. Their blood is dark green but, ii cut and 
expoeed to air, they "bleed" blue. 

IDteuely paranoid, the Greylockiana are characterised by a sly 
cunning ( Md ca limited intelli1ence) but are rarely found far from their 
ialand home. Without the aid of powerful adaptive magics, few 
Greylockiana are onable to sUJ"Vive long expoeure outside their natural 
environment, namely the Dragon Dung lalanda. 

The Dragon Dung IsJands 
(Clio Terrcu Ammonicae) 

This group of cloeely-spaced islands is a natural aource of ammonia. 
According to historical eourct!8, a quarter-million yean put, intelligent 
dngou (n010 6eliew4 mind) inhabited the eouthero Delian coast and 
aaed thie area u a natural latrine. The resulting ialand ia built totally 
dragon manure long aioce fermenied (rn'w nndlad 1cm, litt,rr -
IAu NOlc ial .. tl f'UU on "drca1ot1 liffsr"/). 

Over~• comee of millennia, the Varian race bu adapied to theee 
condmona but other racee become violently ill vieitiog the region. 
Further, the peculiar aroma of the region ia shared by the Variau -
everywhere they go, off-ialand, the rea,djon of othen • to miff aad look 
for the ca& ( °" IA• b-,oa). 

Tlaeir adapted physiology uo producee noticeable quantiti• of 
cyaoopD, principally u ui exhaled wute-gu and it can be rather 
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dangerous to accept artificial reeuacitation (i.s. Uas "Kia of Life 'i 
from them. 

Game Master's Note: the high ammonia/cyanogen/ acetylene 
(the latter from oolc11nic wnt.) content in the atmoephere 
cau.ee.e all ferrous alloys ( iron, at eel, stc) to tarniah and corrode 
quite rapidly while titanium aod titanium alloys, in this 
atmoephere, if expoeed to fire, burn rapidly and with an inteue 
heat. 

The Varian diet is equally unusual. While Variana can coDBUJDe 
conventional foode (l>•t do 10 111itla little reliah - compltuning Uaal 
moat Jooda loci ''ftowr'?, they require Albaia Cycloe ( Uae ae>tlllaff'II 
81010-FW.) u a regular pari of their diet (t/uas 11re ~remelJ - onci 
f 11t.UJ - tozic to most oUaer a,eciu) and, lacking this, the Variana 
suffer from a condition similar to goiter in humana. 

Central to the island ia a 1mall, encloeed lagoon where the waier1 
retain an incredibly high conoentntion of ammonia, cyanide and 
various organo-metallic complexes. Known u the Holr IA,oon, a 
variety of algae and other plants thrive in theee waten and are eaten 
by the Bah, Albaia Cydoe, which to the natives are known u HolJ 
Foocl. 

To the Varian.a, the Holy Food is required for health but, to a 
traveler, theae are deadly poieon. Aleo, it ii rumored, on muy of the 
neighboring island.a, that the Variana partake of a 11pecial sU1tenanoe 
which allow them to " liw forever" (tlae ,.more fire incOff'ect 6.t dem 
from indGncu of ill V11ri•111 hiftf rd•me,l to laselt1' ., • citel of 
Al6ion Crcloa). 

Albaia Cycloe is eerved at all fonna1 dinnere . . . and it cao be qwte 
dangerous for off'-ielander1 to accept even a 1incere, friendly dinner 
invitation . . . 

Under ordinary circumatancee, of coune, the Variuu, woaldn 't invite 
viaiton to parialte of the Holy Food. >.. a reward or honor for IJ)eCW 
eervicee, viaitor1 might be otrered the Holy Food . .. (ht ulu. Qe 
put. l.oe a 1001. cleric on llo/1 - U.er'r-t ,l .. tLr,. 

Al.eo worth of note, the Varian excrete a iron-hydrogen-cyanide 
complex in the form of round yellow needlee ... which are extremely 
toxic to a variety of apeciee. Export of ,heee cryatall ia forbidden by 
treaty among the ialand-n~iona of the archipelago (which all lawt.l 
Variana obeerve) but a furtive b-allc exilte in this mineral - Ule 
principal market. being in &he Grey Landa to the dinuat weet. 
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The principal local industry ia mining Dragon guano for the 
production and export of ftrepowder ( tDAicla ew,yone bC>1lla can •• 
mw onlr from tlae dung of an Ancietll Red Drafoft ... ). Tradere 
should be aware that the refined Eeeence of Red Dragon ia aleo Wied by 
the Greylockiana u a spice and by the Lampiona for medicinal 
purpoeee but the principal export goee to the Grey Dwarves of Gailoe 
who, in tum, export ftrepowder through the aeacout traders of the 
Barian Penineula. 

Negyxo Island 
The Lampione of the Negyxo Ialand are considered by many to be 

the &nest warriors of the archipelago. Outwardly humanoid, Lampiona 
are euily distinguished by their green hair and ruddy tan WDS ( •nltkc 
moat racu, flae L•mpion laemoglo6in ia 6aaed oa ma,nui•m ral/aer 
IM,a irn - flae onlJ /•ncfi,,,..J tlilerpace 6ett11em Wood and 
eAloropllfll). 

When cut, Lampiona bleed a bright green but even major injuries do 
little harm u they regenerate (mcaji>r inj•riu tau hoo - U.rec dap). 
Normally peaceable, the Lampione become quite actively aggreaaive 
when attacked, seeming to take a poeitive delight in the moei eeriou 
inju.riee. 

In actual fact, the Lampiona are more vegetable than animal and 
propagate by qui~ well u cuitinp. This is the buie for their &DDUal 
ce,emony, Tlie C.ttlq Time, when the beet of each tribe gathu in 
ceNmlonial combai. 

The Cutting Time 
The Cutting Time (cat ,., apriftf cpiaos) begiu with a ceremonial 

gatheriq of the Lampion tribes, each tribal group ~ it.I proper 
place aroud the rim ol a huge caldera ( 11t1 Meinl w,lc.,.;c creler. 
Begiaai•g the ceremoniM, the yoanger Lampiona ugage in an intricaie 
duce while spreading Gallian ftrepowder acroa the 8oor of the caldera. 

Wlaen the duoe ia &niehed, oldu Lampiou check the preparatiou 
while adding tribal ~ ( carw4 from G.Uin wood) ai lh'ategic 
pohata in tlae caldera. While th» is beiag done, the braveet and best of 
the Lampiou of each tribe ( ....u, .i.o '11 6i11ul hi •ol "'1N,a) 
bout loudly of tbeir abiliu. u wanion (hi ~ Ii•) ud cut 
clispuaging remarb toward the other tribel <• .!l!!!I! u,). 
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As the Golden Snn (.Dae) reaches the pinnacle of its travels, the 
boasting falls silent and a hush falls over the caldera. Suddenly, before 
each tribal gathering, flames appear at the rim of the caldera and race 
down the slopes into the volcanic bowl AB the caldera fille with smoke 
( and the tribal totem! nae tOUHJrd the !Irr on ptllara of fare), the 
choeen warriors of each tribe race silently down into the smoke to join 
in battle. 

Whlle combat is thus engaged, the remaining members of the tribes 
gather in conclave to select their new chieftains. Thia is also the time 
of trade between tribes, seUlement of arguments or disagreements and 
much social merrymaking. 

AB night falls, the hue filling the caldera will begin to clear but, until 
dawn of the following day, no Lampion will enter the caldera. 

AB the suns rise, the tribes will be waiting patiently. In the ran! 

event that a warrior remains whole within the caldera at dawn, the 
newly-choeen tribal chieftains meet on the floor of the bowl and engage 
in a ritual of aelection (the preciae nGt•re of wcla ia •nmatooli onlJ 
br the Lampiona tlemadvu 61d ia 6elie11etl to 6e iftdiactfoe in 
nature). 

When the order of preeidence is determined, one of the chieltains 
approachee the surviving warrior and, using a jeweled blade, cute the 
waiting 6gure swiftly in two 11ections, then takes one half ( altMp the 
amalltt half) and retUJ'D8 to the rim. 

In succession, the remaining segment is divided repeatedly by each 
chieftain, each taking the smaller segment and retum.ing to their place 
on the rim. 

When the last of the chieftains has regain the rim, the waiting 
Lampions rai9e their voices in a hymn and, all except the chieftains, 
enter the caldera and begin collecting the pieces of the 1undry warriore. 
When the caldera has been tho cleaned, the gathered p.ieces are taken 
back to tribal landa and ritually planted. 

Within a month, each buried fragment will have sprouted and the 
tribesmen will tend the growing Lampione, weeding out the weaker 
growthe. Thu.a the best of the Lampion stock ill shared between the 
tribes for the general improvement of the breed. 

Vis.itore are always welcome at Cutting Time and, on rue occuions, 
honored viaitore have been invited to puiicipate in the ceremony . . . 
however, it should be noted, of thoee honored to participate in the flnal 
ceremony, ao-oae has every IUJ'Vived - irreapective of armor, ability or 
any °'her form of protection. 
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When a viaitor ia eo honored, it ia a point of great pride to the 
pwmipaiinr Lampiona that the visitor be thoroughly and well chopped 
into many amall aegmente and well <lieiributed eo ,,.., tlur toill 6c 
aiarscl cfUUr amonr 8" o/ tu tn6u . . . and they are ihua among 
the flni to be cut. 

Unforiuna&ely, few off-wanden are capable of returning Crom sprouta 
bat the honor bestowed ill, none the km, real. 

In addition to uexual propogation, the Lampiona en~ in 
tenitorial warfare by coverily entering veaa belonging to other hibee 
and dropping aeed ( haenal propof"lion) in likely locations. 
OW-ielanden viaitmg Negyxo may accident.Uy pick up a eeed on their 
boot and, at eome la&er time the aeed falla and, by morning, there ia a 
2-loot iall liiile 'pen,on' saying" Dulls!'. 

/u aurroga&e otrapring, young Lampiona a.re very amenable to their 
foater parent.. Having a limited "telqotAic ama,", young Lampiona 
pick up the native language of their "foeter pa.rente" and inat.inctive 
1e&rn waya to appeal and pJeue them. 

Allo if you hack the little bugger up, you j11.11t get that many more of 
them. They love to have bulleta shot into them al80 - trace minerals, 
they -' them up like candy ... 

Lampiou take everything they can get - manure, compoei, etc. 
Not a bad thing to have around a human encampment, maybe, but 
they U10 have a weakn ... for ailicuee - auch u gesm supplying trace 
minerall. A hundred can& emerald? A tuty 1111ackl 

Negyxo laland ill gem-rich - which brings travelers. The Lampiona, 
however, ala,c) plant eeed.a or Lampion sprout. on the gem traders. 
Ploducing a faint piney ecent, Ute yOUDg Lampion imparia a pleuant 
aroma, &&tractive to have VOQDd. As the young devOlll' gemrionea, the 
anal renlt ie enmity between the traders who accuae each other of 
theft . . . and frequently fall to &gbting. The young Lampiona, of 
coune, are alwaya pleued to aee their foeter parent. enjoying 
them.lvea. 

Lampiou al9o produce wute in the form of wh.i~. crystalline 
IIUllCUI (foe.Ur b01II ca, "Mie-roel'1. Theee aligbtly-translucen&, 
rbombodial cryatala {pofUli1'ffl flitr••) have liUle value on Negyxo but 
visiting Vuiau ahoalcl be cautioned to avoid CODtad with nch 
IIUDenla u they react violently with Varian physiology (r.ticr liic 

cne•"'•' nl/tlm ffl4 °" "°""_, I•) 
A. a lul aote, IDUlY viliton to Negyxo Ialand become ligh~hnded 

from tM ~ umo.pheN (A,,merie nr,n). Th.ii ia alto aida ill 
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healing most common dieeaaee and wounds ( hl llou 1101 a/Jscl 
magicfll diaeaaea a.ch aa lrca.nthro,r). Due to ihia and the high 
humidity, all ferrous metals rust rapidly 11Dl888 proieded by waxes or 
oils. 

Yrabbary Island 
( T/ae Falae M11gnctic Pole) 

Located roughly to the aouihwest o( the Delian Archipelago 
(aot1t~aoutla1Ueat of ilae Weal Magic Pole), the Fa.lee Magnetic Pole ia a 
varying and irregular irritant to all mariners depending on 
magneto-magic compaaaes (,ee auo TIie Grsel Lig/aUaous). 
Characterized by the Mage Gauee u a "atrange attractor", the precille 
nature of this irregular magnetic pole remains undefined. 

Some say the island is simply an enormoua lump or mucon o( "cold 
iron" (well-known to be inimical to magicb) ... but, o( coune, such ia 
much too simple to be taken eerioualy by the beet authorities ... 

Yrabbary Island appears, to conventional compueee, u Magnetic 
North and several archaeological scholars have suggee&ed that 
Yrabbary wu originally eettled by loet mariners. But, regardlem of 
origins, the preaent inhabitants have settled on piracy u a livelihood 
and "terrorize" the surrounding regiou, occuiooally venturing 88 far 
North u the Barian Peniuula and the Moor F..efl'oc cout 1111d u (u 
East 88 Negyxo Island. 

Tu Yrabbur Pirate. 

Race; Mixed Human/FJven/Dwarf Attack Special 
De/nuu. Standard 

Ma,ic Rcmta,-ce: Standard 
Altpmcld: Neutral (Evil) 

Siu: M 

Freq11em,: Common 
No. Appecsn1tg: 6-100 

Armor Claaa: ◄ 
Hit Dier. 2dlo+6 

Visitors to the region should be aware o( eeveral apecial 
circumatanc:ee: flnt, due to the preeeDce of the muaive cold-iron 
mucoo forming the foundation of Yrabbary Jaland ("', pouiWr, ,_.. 
ir,/fwcnce of Ulc Weal MOfie Pols), all magic in thia area bu an 
automatic 76% fllable percen~ (85% for re,-ler iuo6tta..t,). 

Aa a direct reeult of tbie aboomality, the Yrabbuy in..- have 
become adept in casting 'Clll'INl8' ( toitl °'"' • 10. ,-mwe /actor) and 
the Pirue. are well equipped with 'coned' weapou which, in their 
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handa, will do doable damage (80% cAance to be •o e'lt'ipped) or may 
J>OIN8I other 'caned' magic items (10~ c.\a,ace) having 'doubled 
effecie' apiut normal people. ID e.imilar fashion, Yrabbariau. Magic 
Uaen (5• ffleoultr) c~ spella (other than c.rn,.,) doing double 
effect ( n4' n6jecC to 8596 /t1m6le /~fora). 

Caned weapons or other items u.eed against Yrabbary Pirates, 
however, do only normal damage. 

Deepite their high egoe (orifin., wnuplicable), the Yrabbary Piratee 
rarely attack u.nlw po1111easing two- or three-to-one numerical 
nperiority (•n ucqtion 6ein1 Negpo laland) and suffer defeat more 
often than victory. Al8o, the Piratee will never knowingly attack 
anyone equipped with a bleaeed weapon ( being repelled br nch 
••pou ht not ., Clerical 'Blue' apella). 

The Yral>ba.ey Piraiee raid Negyxo Island regularly, their viaiie being 
occuiou of great popularity with the Lampions who gather in drovee 
to be 'slaughtered' (ad uing mtJCh to booal Pirate efou). The 
major part of the 'treuuree' gained during theee raid.a (primorilr ,_,,..,°",., - to,.U.sr alA LMnpiOff 'aeeda? are traded for food-stutra 
and other neceeeitiee bat an exceptionally eucceasful raid will result in a 
treuwe hove being buried on one of the thoueand of small, nameleee 
ielanda dotting the region ( mod of tDlaic,. or, ""' Aow Lampion 
po,t,l.tiou" dou YroHa,, Ialncl). 

The Great Lighthouse 
Coutracted ander the direction of the twelfth Earl of Erewhon, the 

Great Lighthome ia a monumental edifice built on top an ancient 
volcanic vent providing a natural 90urce of illuminating gu (•cdJlme). 
Shaped, for nuou known only to the twelfth Earl, in the form of a 
giant cormonnt, th.is lightbouae wu llnrt tended by a depoeed Prime 
MiD.iiner of Erewhon and later maintained by various political figuree 
who had ineaned the disfavor of the ruling Earle. 

Becaa• of the d.ifflcuhiee of navigation in the Eastern Symarian Gulf 
(Ne flln TAc F•• Al•pdic Pole), the Great Llghtboue hu long 
been a ba.ilon to traden and eeafarel"l!I in the Archipelago region. As 
tlMn ue muy nch venta npplying illuminating gu (not all of did 
""' npl,mf), propo8UI have been made to eetablillh additional 
llpU.O.. but. to cWe, tbe Great Lighthouee remaina the 801e beacon 
ia tbe regioa. 

A eaatima ii augeated, however: we have encowat.erecl charaden 
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equipped with "titanium" plate-mail armour which we are given io 
underaiand wu salvaged from a era.shed spaceship ( dl.t ao ewr ncla 
might 6e) and we have no doubt that their "find" hu been shaped by 
that m08i famoUB of all smiths, Mon de Haw le ... 

If the valiant adventurer in titanium annolll' approaches any of theee 
acetylene flames (upeciollJ one in a lugl>-nurogtfl atmoapAere), they 
are very likely io find their armour on Orel (Iron miglst km alao, if 
rou 1110nt to be reollr mean.? 

And, speaking of such, we come io: 

Muinatit Island 
Recently 11ettled by a di.eeident sect of Grey Dwarves from Gailoe, the 

Muinatii Islanders have rapidly gained a considerable reputation for 
their production of ehielda. While not particularly attractive, theee 
shields are formed from a dull grey metal but are noted for their 
strength and light weight ( a large weld mgltt ab01ll on, pOt&M). 

Typical or their parent culture, the Muinatit lslandera remain 
reticent concerning ihe method.a used to shape and manufacture theee 
remarkable shields but enjoy a brisk trade, olfering their work at very 
reasonable prices. In addition io their light weight, the shields are 
quite strong and durable under moet all conditions. ( Game MHter, 
pleaae note: tAe,e alueltla are ma,a•/tsd•red from tllmoat Jtt're 
titanium tsnd tlae catslion., prmowalJ ,tated sh01lld be obauved.) 
~ described, the Muinatit Island settlers are dissidents expelled from 

Gailoe but an explanation of their religious practices might, perhape, be 
in order. In brief, the Grey Dwarves have historically been followers or 
Vulcan but, following the stranding of a Dionysian prieeteee on the 
island of Gailoe, a group of converla departed eeeking a sanctuary 
where their revels would not be condemned by the Vulcan elders. (BJ 
moat atandarda, l,\e Dionraian follff!ffa 11rc remoi11 rat,\,r li1Jat..lippcd 
and Hcomm•niccative.) 

Overall, the Muinatit Island bu proved hoepitable (6' Ga&Uian 
slandarda) and the eettlers follow a rather polyueeian life-etyle 
concentrating on planting and ftahing and fighting only rarely. Smee 
the ialandere use their own shields, little damage ia done in even the 
fteN:eet battles. ( TAe titani•m-ricA Allo, uetl /or tA, weld. llou nol 
,\old an •df• ontl t,\u ia not uetl for toeopona.) 

In keeping with their Dionysian practices, the islanders have adopted 
the cuatoma of free love (,robablJ Qc major r.a,on for U...r 
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aptil.io,a) and expect visitors and traders to behave according . .. and 
refual ie tantamount to a deadly insult. Al8o worlhy of note, the 
dwu-ven fondneee for beer baa given way to stronger winee without 
lenening their rate of coDBumption. 

The West Magic fble 
Located roughly east and 110utb of the Barian Peninsula, the West 

Magic Pole bu Jong been the standard navigation reference w,ed by 
Smyrian Gulf marinera. Inexperienced travelers are cautioned, 
however, that arcane effects increaae sharply in immediate proximity to 
the West Magic Pole and even the moet innocuous arcana may yield 
surprising results in this region (ace "'60 tlae YroHarr Ialanda). 

Game Muter'■ Note 

In general, the special effects described for the various islanda 
( H41 ul•ntl.,,-a) do aot depend on magic or special technology .. 
. in any form. Almoet all of theee are "ncst•ral'' effects . . . 

An exception is the West Magic Pole but, for game purpoees, 
the cautioned effects may be treated u an increue in the 
''fumble" effects. In the immediate vicinity of the West Magic 
Pole, the fumble factor is 100%, decreasing to normal (i.e. 
mitlfflHlffl 5!¥) at a range of a few hundred leagues. 
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Live-Action On The Table-Top 

Why incorporate Live-Action encounters in a table-top game? 
Well, one reaeon is to introduce you and your players to Live-Action 

fantuy gaming (reaJa, 111e're 6,ing real BUbUe a6out thia) but, of more 
immediate interest to you, as Game Master, ia that Live-Action 
encounters add a new dimension to your game and simplify many 
upec&a of table-top gamjng. 

One element which becomes easier is that you (as GM) no longer 
have to ask each and every PC exactly what their character is doing, 
nor do you have to constantly refresh their memories by re-explaining · 
everything uaociated with an encounter. They cire there, doing it. In 
a Live-Action encounter, keeping track of several PCs is not 
complica&ed becauae you are watching the PCs put on what amoUDts to 
a ecene from a stage play and, as GM, you have the advantage of being 
Reviewer, Critic, Audience and Referee. 

Most table-top rule aystems state that Magic Spella are cast by 
speaking an incantation, making a gesture and/or using 110me object 
Ni, when Spell Casters are sitting around the table, how do they 
actually perform? Do they just say, "I'm casting svch and such spell 
• . V" Or does the Spell Caster cut loose with: "Br the unlimited 
pOtllffa of the 11ni11erae and ,la, Secret Arts 6ot/a known and forgolten, 
I nmmon 11nd 6ind these f Mcu to mr wul and caat . . . .r• 

Which is good Role Playing? And which do you prefer in your 
game? 

While keeping track of everyone on a table-top map, it's ea.ey to 
overlook details. Using a few prope (and much deviosity), your 
advance prepvatioDB can free your mind during play to concentrate on 
the plot u well u adding intereet for the players. 

Where We Are Goiag 

We are offering you a collection of ideas which can be applied, at the 
GM'e diecretion, to &t individual circumstances but, like all "ne111 
i,ru', it will take eome experimentation to determine what "tDOra" 
beat for you and your group. 
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Backbag Up 

Most GMs would like to see their encounters (or games) run as a 
continuous flow of action - much like a stage play or a movie. This 
doe.sn't happen nearly as often as it should because most rules set.e are 
created to determine what happens to a purely hypothetical character 
( represented bi a metal fsprine) in a fictional world (the table-top 
map). Within this setting, most fantasy gaming systems work okay ... 
up to a point. 

It never seems to fail, when the action starts to get interesting, 
everthing grinds to an unceremonious crawl so that some procedure can 
be run according to a set of rules. 

A combat melee situation is a good example: each character takes an 
"action" within a single game segment ... which may require 10 
minutes or longer to go around the table . . . Is it any wonder that 
many people have a hard time remembering that moet segments are (in 
game-time) lees than 10 seconds and it is hard for players to keep a 
good sense of what is happening in a "fanla8'j' game when "real life" is 
constantly being reaseerted. 

The definition of "fanlaq'' is also the rea.eon some encounters never 
quite work the way they are planned. Each individual person playing 
the game has a different experience and a different imagination and, 
when a GM says "Yow are in a long corridor'', one PC might see that 
corridor as a raw tunnel bla.ted from solid rock while another sees it 
as being toeU conat,.cted wtth carefullr crafted D.varven precuticm. 
Which is correct? 

Frequently it doesn't matter but, sometimes, differences in how 
thing& are viewed can make a big difference reeults. 

Using "jtsat imagination" failii every once in a while during the 
conduct of a table-top game. Some playeni find that words are not 
enough and no PC wants their actions miainterpreted in a "cn'hcaf' or 
complicated situation. Ai such times, players al.moet always reeort to 
"acting owt" what their character is doing 80 that there ia "no 
question" about the action being taken. 

Actually, this works both ways. How many times have you, as a 
GM, "acted out" (or written) something for the players 80 tlley would 
not misunderstand what wu happening? 

The opportunity to Ille imagination, is one rea110n why fantuy games 
are 11uccemf'ul but, more importanUy, players have the moet fun when 
they believe U.q control the situations the GM preeenta: an encounter 
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ia ooly 1111 excWN! to "inwnt U.sif' oton 1ams" 11.11d, the more they are 
able to do eo, the more "f•n" the game becomes. PCs have a better 
idea of what is "fu" (for them) than a GM can ever devise. 

Think for a moment about thoee times you have participated in a 
game when the players began to spontaneous act out what their 
characters were doing. While you are contemplating thoee times, uk 
younelf this question: how many "nllu' were actually being uaed? 

RaleSyttema 

RaJes ll)'siems for fantasy gamee range from highly complex to very 
1imple. For pupoeee of "role-play', however, the fewer rules, the 
smoother a Live-Action event will 1'11D, The information preeented in 
this manual doee not addreee any particular ll)'stem - rather, it bu 
been designed eo a Live-Action encounter may be created for virtually 
UJ gaming system . . . ( micla ,tdemmt mar convince aome f'flCldua 
Ui4' ,._ a.Uiof' ia compldelr nl of laia mind 6ecaue no t11>0 .,.tenu 
.,.. alih). 

What ia nggeeted for Live-Action encounters ie a modification to 
yoor current rulee eet which follows the strategy WN!d in moat Fant&II)' 
Gaming ToW'llamenta. A summary of theee changes will be found in 
the Rsls Nodif,cdiona - opposite, however, even without the Rule 
Modi8catiou, all other queetiona relating to rules should be judged by: 

q ii en 6s Naaondlr aimt&lated in IA• "real v,orld", it 
MOtild 6e allowtl to 1001i in U.e 1t1eot1nlu aellinf. 

A character could smear an Oil of Etherialnea all over eomethiog 
with a paint bruah if they wish but, unlea they can ,-U, stick their 
laud through a concrete wall (aot recommended), you may legitimately 
rule that "For ,ome recuo,a, ii dig'I aesm to •orl''. You doa't have 
to modify YOW' entire rule eet just to have a live encounter - the Rule 
Moditcatiou ehould be more than edlcieot 

Oispeming with the nlee altogether might seem a better strategy but 
IOIDe ralee ue neceaeary to repreeent "aocial conVfflliona" for dealiug 
with topics that cannot be adequately huidJed in "nal life" and k> 
p,ovide a COIDJDOll buie from which everyone can work. We deal wUh 
real life "nlu' all the time (_,lhr we raali•• ii or no') and, moat of 
the time, we wowcl think referring io a "Book of Raal Life Rt&ld' 
ridiculoaa bat, wben uked to attead a formal aocial function, we do 
J...t &bat: look up the proper form ol. coodud in a Book of Etiquette. 
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Uebag the Jlale Modificatiou 

The main reason for the Rule Modifications is aot to prevent any 
specific single player from using a certain item or attribute but to allow 
the opportunity for more people to participate in the encounter (in 
some way) while minimizing the number of disruptions to the "jl<HJI' of 
a game imposed by a set of rules. 

In the Rule Modifications, the first two items eliminate the need to 
stopping the game to roll dice ( i/ reqt,fred o, yovr 8J&fem) for 
determining the effects or a PC action but another method or 
eliminating dice for a Live-Action encounter is: 

Mark a blank index card with as many columns u there are 
different multisided dice used in your system. Indicate, on each 
column, the type or dice to be rolled by the players and 
distribute these before the encounter is run. After the players 
have rolled their own dice and recorded the results, retrieve the 
cards for later reference as necesaary. 

Further, if the members of the group have no objection to the GM 
malting any die rolls required, the preceeding could be eliminated 
altogether. (There is a favorite T-shirt, popular with many GMs, 
displaying a wrinkled, twisted, grinning figure rubbing his hands ... 
and captioned "Truat me!') 

In practice, very few actual "rule," are used in a Live-Action 
encounter (including die rolls) but, be warned, some individuals will 
howl indignantly when they "autltlenly' duicover that one of their prize 
J)088e88ions longer gives them an "edge" over everyone else. Informing 
players, well in advance of a Live-Action encounter, of what they can 
expect will often mean more co-operation while they play. 

ruta.,. Combat ud Safety 

Fantasy combat with simulated weapons (and lt.otU it can be 
contfflcted ,afetr) is beyond the scope of this volume (eee 0/ Taverna 
and Tournament, from Dragoa Tree .,.._). When combat arises 
within a live encounter, the action should be returned to the table-top 
for completion, uaing the game's current combat system. "Combat" 
must include weapon.e, magic spells and countless other det&ila as 
related to a specific gaming system and deecribing euch a combat 
system in a "generic" way suitable for w,e with Ul)' gaming system is 
simply not poeeible. 

Even a situation where a PC might attempt to pull a necklace from 
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an NPC or a Thief - grab 11 purse and nm - may aeem innocent 
enough on the surface, but these (and similar ploys) are questionable 
practices from a safety standpoint. The Rule Modifications include a 
non-contact provision and is repeated here for futher clarification: 

Any action involving cloee personal contact among participants · 
in a Live-Action encounter (PCs or NPCs) is alway• dieallowed 
- even if it means stopping the encounter or the game. 

This includes (but is not - by any means - limited to) tying up an 
NPC or PC, gagging eomeone eo that they cannot scream, wre.stling, 
uing any Martial Arts maneuver or actual brawling. Should PCs or 
NPCs feel that an action such as these are appropriate, they should 
Role Play the act; not actually do it. Every participant in a live 
encounter is equJlf reeponsible for the safety of others. 

In every encounter situation, couiderations of safety must include 
insuring a "nrt?/ooting" for all participants at all times. Locations 
such u stairways may be "realistic" in the eell8e that such occur in a 
fantasy eeUing but the realism of the injuries has no place in a 
Live-Action game or encounter. 

Theee are a few of the "common aenae" exclusions in Live-Action 
gaming. In U)' cues where there is uy question concerning safety: 

. . . :,,; ... . ..... , 

If a situation or tactic could reeult in an unnecessary chance of ; 
injw-y to U)' participant or anyone's property, it should never ; 
be allowed in a Live-Action fantasy encounter or Live-Action •. 
Game. ~ 

Ld me repeat: The fil'9t criteria for a Live-Action game or even a 
aing)e Live-Action encounter is always:~. 
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Live-Action Traps 
One of the best introductions to Live-Action Fantasy is to offer your 

players, instead of a table-top situation, • real live trap! This doe.s 
not necess&rily mean digging up the roee garden to construct an 
elephant pit nor setting the house on fire (after locking all the doors) 
and saying "Okay, let 'B see how you get oul of this!' 

Of course, as many Game Masters ( uauallr those ttlith a decided 
paupacy of imagination) complain, there is no fea8ible way to 
"simulate" a fantasy trap in real-time and the real-world ... or not ( if 
they've read Dream Park) without computer-generated holograrrui and 
a heafty special-effects budget 

But all fantasy role-play involves S'11,8pension of Diabelief and a 
liberal exercise of the imagination (hoto else do r01t see that £0 ft 
dragon you're ft,hting) and Live-Action situations merely substitute 
one part Suspension of Dubelief for one pari Imagination while 
increasing the player's actual involvement from the verbal to the 
physical level. 

As a introductory example of a fantasy situation converted into a 
workable, Live-Action encounter, the Clank, Clank, I'm a Tank trap 
described in The Handbook Of Trapa aad Trieu (Dragon Tree Press 
- page 44) has been selected as a working example. For your 
convenience, here is an excerpted description: 

In the ceiling and floor of the room is an enormoll8 
Electromagnetic Magic Magnet which is not in operation. 
Triggering the device (numerous triggers apply) cal18el!I everyone 
wearing plate, splint or chain mail to be jerked to the ceiling. 
Those who are not wearing metal armor will not be jerked to the 
ceilinp; but will l08e any iron or steel objects they are carrying. 
After a period of time, the magneis reverse, slamming the 
affected vidillUl into the floor. 

The obvious intent of this trap is to create a Plate Mail Yo-Yo - an 
interesting concept but one which is "impomble" (or impractical) to 
duplicate in real life. 
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But, this type of situation aieo matches the guidelines for selecting a 
ecenario that can potentially make a good live encounter: 

• The party is dil'ectly involved due to the entrapment of several 
of their members (or, maybe, a favorite sword). 
• Opportunity is provided for a number of characters (players) 
to participate in some way. 
• The "o'1jecC of the ence>1lnter'' is clear: rescue everyone (and 
everything) trapped. 
• Thia is a complete segment that can be moved smoothly from 
the table-top aetting to Live-Action and back on its completion. 
• It ia implied that there is aome way for the team to rescue the 
victlllUI. 

The next step is to review the fantasy situation and substitute, where 
neceseary, reasonable elements for thoee which are impoasible and, at 
the same time, maintain the intent of the encounter. For our example, 
there are three key elements: 

• A PC is immovably stuck by a magnet (to the ceiling). 
• Acceea to the victim is limited Or the height of the ceiling). 
• There is a risk involved for the trapped victims and for the 
reecuers. 

First, we will eliminate the elements in parentheses on the basis of 
practicality and safety. So, if you can't eaaily stick eomeone to a 
ceiling, why not stick them (eemi)permanently to a floor or wall? 
Either of theee locations is simpler to deal with than the ceiling ... but 
- hold on a minute - where is this floor or wall located? 

Loca&a 

The "Clank, Clank ... " trap, our example, could occur in a 
Wildenu• aetting but its nature is more reuonably aasociated with an 
indoor aetting such u a building or dungeon. Obviously, however, a 
building or a room ia still not the simplest location that can be defined 
- and such a trap will occur in only one pari of a room or corridor 
1Mffcwr ii i. located. 

Deecribing a few very specific game-related "landmaru'' outlining the 
aimplmt location for an encounter aetting will indicate to the PCs that 
""- eac01fflter occ•r• laere a,acl dou not inclue the nm hoo planu 
of aiance". A.a an example, a hallway would be a good (game and 
phyaical) Jocauon for the "Clank, Clank ... " trap - and, let's face it, 
there isn't a lot of l'OOID for wandering around in a hallway. 
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Once the ga.me-re)ated Jocation has been defined, then the encounter 
may be played out in any convenient phy8icol location - provided th.is 
can be done so safely. When the game's action is moved to the live 
encounter setting, the GM should repeat as much of the description as 
is necessary and indicate the the boundaries of the physical location 
corresponding to the game location. 

De&igning for "Believability" 

Events which are clearly "impomble" can be portrayed in such a way 
that they appear to be happening anyway. Author and stage magician, 
Dariel Fitzke, refers to this as the "Willing SU4pension of Dilfbelief'. 
The challenge of the stage magician's art is to convience an audience 
that what they are seeing ( magic) Is actually happening even though 
the spectators know the events they are witnel!Sing a.re impossible. The 
sa.me principle is also used in novels, radio dramas ... and Live-Action 
encounters. In all of these cases, people have to use their imaginations 
but, the less strain required for such mental efforts, the more 
"believable" the situation becomes. 

Attempting to run the "Clank, Glau ... " trap H wriite■ in a 
Live-Action encounter and UBing the normal gaming convention of 
imagining rverytlaiag is a good example of straining "believability'. 

In the arena of a "live" encounter, a verbal description would place 
the PCs in the position of having to constantly imagine that one of 
their number was "atuck to the ceiling" even though the pen,on 
playing the victim was (in fact) standing on the floor or sitting in a 
cha.ir in the pla.in view of the other players . . . thWI, the situation 
looees creditibility quickly. 

One of the goals of the "Clank, Clank ... " trap is to limit the acceea 
to the trapped player. As noted, there is no simple way of "sticking" a 
real per8<m to the ceiling of a room. Limiting acce.s11 could be done by 
stating that an "/nvitfible Wall" exist8 between the victim and the rest 
of the party but, again, such 11. strategy can strain "btlievabilit,''. 

When the encounter is preaented as a "real ewn1", it should 11eem 
reasonable for the PCs to believe that the situation actually exists with 
only a little imagination ... and a PC blundering though the Invisible 
Wall by accident will demolish any concept the wall actually being 
l_lN!IBellt 

Alternately, a "pit" could be used to limit acceee and add certain 
;.mount of "danger" to the reecue - especially if a section of the floor 
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fell away from underneath their feet leaving them stuck to the wall 
over a gaping pit . , , which situation also fits very well with almoet 
any Physical Location. Unfortunately, moet people would hesitate to 
allow a real pit to be dug in their living room but, since these ideas are 
"impoui6le", the real secret of running a live simulation of a fantasy 
event comes out: 

You don't need to have a real pit or anything else that might 
be called for in such an encounter - moet such items can be " 
aimoJated. 

Simala&lou 

A simulation is a atage prop intended to repre8eot something other 
than what it really is. Such prope do not have to be accurate or highly 
detailed; just preeent. The Chineee sum it up very simply: "One 
pict•re ia to0rl1' 4 tllou4nd word¥'. 

A simulation must be viewed in two penpectives. First, does the 
object approximate what it is really suppoeed to represent and, aecond, 
are all the elements the PCs should expect (or the GM describes) 
actually there? 

A verbal deecription of a object will be remembered by PCs far 
longer with the object in plain view .. , and, if everyone can see what 
bu been deecribed, everyone bu a common point of reference which 
futher states: "T/tia ia da ro. are dealing wit1'". 

The aim11lationa uaed should be kept u simple as the encounter in 
which they are included. How would you "atick the PC to 4 tua.trl" 

When you really think about it, it's easy . . . )'Oll don't have to do 
aaytW.gl Merely instruct the PC/victim to stand again.et the wall and 
tell them that they cannot move. It may not be exciting but, then 
again, their kluby character tripping a trap tDOtdd 6e in ezacUr the 
Hms poaition and, if the trapped PC ie a good role player, his 
immobility can be quite convincing . . . if he's really good, he'll be 
lhouting at the party to get him out of there. 

The "pit" requires only slightly more effort to simulate and can be 
euily handled in either of two ways. 

lint, the pit comiats of an old bedaheet or other piece of cloth 
(a dark color ia the beat) placed on the Boor 110 that one edge ia 
apiut the wall. The edges might have to be folded ao that it 
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will fit but the shape ie the key point. 
Second, twine (or chalk line8 on a bare floor) could be used to 
outline a rectangular area and represent the edgefl of the pit. 

Taking a piece of cloth and placing it on the floor against the wall, in 
real life looks like; well, a piece of cloth on the floor. Even ii described 
as a "pit", it -still- looks like a piece of cloth laying on the floor. 

Before a piece of cloth can be called a pit, it needs help. A rectangle 
of cloth is neither believable as a pit, nor does it lend itself to 
"suspension of disbelief'. Thinking about what makes up a pit, 
however, d0e8 offer clues as to how the basic simulation can be 
enhanced. 

• A pits has walle, cloth is one dimensional ... 
• A pit ha.s a bottom, cloth is one dimensional ... 
• A pit may have eomething in the bottom, cloth ie one 
dimensional ... 

The "problem" gets to be a little obvious after a while ... 80, how do 
you give a piece of cloth the same attributes as a pit? 

You draw on it - the same way an artist creates a three-dimew,ional 
object on a canvas. 

The simulation could be enhanced by drawing a rectangle (with 
chalk) on the cloth (parallel to the edge!!), and then drawing straight 
lines from the corners of the chalk rectangle to the corners of the cloth. 
The larger you make the drawn rectangle, the shallower the pit ie; the 
smaller, the deeper. 

For those with an artistic bent, a sketch of a skeleton drawn to &eale 
inside the smaller chalk rectangle lends even more credibility to the 
situation: the trap was dangeroua for IIOIDebody! 

liallldag Toaelaes 

Encounters become confusing to PCs when aomething should 
logically be found in an encounter but is not present. Thle ia certainly 
true for "Item Encounters'' but it is al.ao true for information or 
dealings with NPCs. MOBt players "4&ttlme" that certain items have 
certain other things 8880Ciated with them ... detAsr Iller do or not . 

Thus chests and other containeni are assumed to be 
locked/trapped/whatever before they are even opened and, after they 
are opened, something is expected to be inside. 

An empty cheat could be a ruse (it happeu) but players, 8.nding a 
situation which contradicts their aasumptions, will continue making 
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furlher assumptions until the situation makes senae. 
"Second pemn,'' what the players expect in a specific encounter 

allows for a more complete ecenario. When faced with the "Olanlc, 
Clanlc. .. " trap, PCs "asnme" that, if the magnet can be tu med on, 
eomething will turn the dumb thing ofr. 

An accurate "aecond pew' is not required - but the GM mu.st give 
110me consideration to whai iteJDB uoald be present. The players then 
rummage through their aasumptiou until they "duc01Jer'' what's 
relevant to a particular encounter. More importantly, second guessing 
can often turn up opportunities for participation which were absent in 
the original idea. 

In our example, a single Spell Caster might select any of a number of 
spella for freeing the trapped PC(s). It 110unda awfully futile to create a 
live encounter only to have a Spell Cuter call out "Revtf'ae Magic" 
and then "Hall Falling Objeci'' to eolve the encounter in seconds ... 
not only would the encounter's puzzle be 110lved but the action of one 
individual would have prevented the others from participation. 

However, if the Live-Action Rule Modifications are uaed, the simple 
eolution alao wo■'i workt 

The Rllle Modiflcatiou states (rather clearly) that unJess an 
Incantation ud a Geeture is used in the cuting of spell, the spell ran.. 
Even if the Rule Modifications were not uaed, it migM be a little 
illogical to UIIWDe that the spell would work in cloee proximity to such 
an overwhelmingly powerful magical device and, ii this option is not 
available to the PCs, then what is? 

Sell-Coatal■ed ElaeouMn 

The encounter should be self-contained; all the elements required to 
"aolw" the situation should either be available within the encounter 
i&eelf, have been provided in a previous encounter(s) or a combination 
of the two. 

The players should be allowed to W1e their characters' aitributes 
whenever poeeible to 110lve an encoonter but what if they don't? There 
ia an old adage in table-top play that carrie8 over into live encounters 
very well. 

Pia• on 11ccot1nting for at leGd huo 11olwliona to ewr, 
mcnater: U.s on• th• PO, 1l1ill coma •P 1Dilh thal '°" nswr 
cotllidend . . . 11nd tlae one '°" prowds in cue titer don 'C. 

With thia in mind (inclding ,,., plapra' caaatmtptiona}, the flniahing 
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touches required to complete the "Clank, Clank ... " trap must jnclude a 
method for the PCs to 1) tum the magnet off' and 2) reecue the trapped 
victim(s). Alao, the GM's 110lution should involve as many players as 
pos111ible. 

A difficult task? No, th~ can be provided with nothing more than 
an "On/Off' switch and a rope. ObvioUBly, the rope could be used by 
tying it around the victim(s) to prevent them from falling and pu.shing 
the button could be done by anyone ... unlft'l8, that is, the button were 
in a locked cabinet. 

Add a simple lock attached to a cigar box and the situation now 
requires the talents of a Thief - and more involvement (simulations 
for locks, etc in Live-Action gaming will be found in Of Tavenu Aod 
TOlll'Ulllmlta - Dragon Tree Press). 

Taking involvement still further, why not provide a means for 
confirming that they are "avppoaed to" pu.sh the button? A meMage 
written in a totally unknown language would establish a requirement 
for a Spell Caster or Sage to read the text H there is no Spell Caster 
in the party (or the mage is the victim -an interestjog po88ibility) you 
might make the language one that only a thief or aome other character 
could read. 

When J'Unning this type of trap, be generoUB: give the players a real 
rope ( GltDGJ• give them enough rope to hang themaelvea) and, if you 
wish, deecribe it as "a fme length of elven ( or apider silk) rope" or "a 
rather gnorled length of hemp, bacUr atained and mould,'' . . . 
suggesting that the rope may or may not be strong and reliable. 

You might alllO have deecribe, in an earlier room or encounter, some 
convenient boards or planks ... which might be w,eful now. In this 
case, it is al8o uaeful to have physical repreeentatioDB in another room 
where the players can advollJ w,e them. (Thue do not Aave to 
act•allr be botsrda or planka -aevertsl atripa of cardboard, actutsl 8ize, 
tootllll aerw aa tlldl.) 

All encounters in a fantasy game are pu.zzles of some sort. Even if 
the encounter consists merely of a party of adventurers questioning an 
NPC for information, it's still a puzsle: mat qsutiona do ros have to 
Gd to 1st till Uae information at1t1il46le7 Providing many "piecu" to 
the pussle will often provide more opportunities for the PCs to actively 
participate. 

Remember however, PCs will always come up a 10lution to a pt1.11le. 
. . and, eometimee, even what you might coDJSider to be the "rifht'' 
one. Thua, you should be certain that you provide an alternate 
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solution so, if they miss something and the encounter makes no ee08e 
to them, you will be able to "steer" the players into the alternate 
solution. 

Equipping an encounter with reasonable finishing touche8 h88 an 
additional benefit: It reduces the need to answer such common 
Table-top questions such as "Do I frnd an,thingr'' In Live-Action 
Gaming, if they don't find it, It Isn't there! 

Novice Live-Action gamers also have a hard time breaking the 
table-top habit of asking the GM for information when it is right in 
front of them. Be prepared for the inevitable one or two who will find 
some special detail (<1•1!'.h 88 a false bottom in a chest) and then ask: 
"Do I see that'?'' anyway. ( The Game Master's respome, despite the 
undeniablr temptations, should be tempered by a mote . . , a jot . . 
, a dot of charity.) 

As players gain experience (and GM, provide those itema that 
"are really there"), the number of inane questions should taper off as 
players realize that asking the GM for information may be technically 
correct Game Playing but is lousy Role Playing. 

There are times, however, when a#ing about the presence of an 
item la appropriate 88 when there .is a.n object cloee to the encounter~& 
Physical Location which looks like a simulation but appears oaulde ibe 
boundaries of you have de8Cribed. In this case, the players are doing 
their best to co-operate with the design of the encounter and are trying 
to keep from WaBting their time (and yours) by avoiding irrelevant 
items. 

Staglag Tlae Trap 

The actual location of this trap, in your "dt,ngeon" ia immaterial as 
long u the chances of the players encountering it, in the game, are 
high. When they do, in the course of the play, 90meone is bound to 
spring your trap and, when an unfortunate PC does, the GM explaiDB 
the following: 

" Yn laear G Btjdden /aigl,.pilched w.ine from Uae 1IXIII tulucla 
/odu qteicil,- YC>Wr claarocler (indicating llae victim) u 
B11ddenl, slcimmed into tlae ttHJll cinci held /rut by some •naeen 
force. AJ llae same lime, ct ,ection of tlae /foor /ctlla otua, 
from .ncl«r lau /eel leaving him al•ck lo lhc tNU and 
n,pmded 011n o gaping pit. No-,, i/ ro• 1DiU oil come 111tlla 
me, l'U ,ho., '" tlac lil-.lion." 
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Now lead everyone to your preeet area or set up the encounter and 
deecribe the limits of the area. 

"AU of '°" cire .ttanding in th.a narrow c<>rridor (or 
wherever). None of these doon on the aidu of the hallu,ciy 
wt; all 111alu appecir eolid. You Bell thia person pinned 
agciinat the tUGll." 

Place the affected PC(s) in the appropriate location. 
"The cloth on the floor represenla the pit revealed tohen the 

uction of floor dropped atuas,. I now want ecich of you to 
rolrrplar e:1:11cU1 tVhcit rour character.t are doing. I wtU make 
ndin,s on apdu and the like as ua11al but yow are ezpected to 
deal u'th '11e aituation and not with me." 

Now, sit back and enjoy the show. 
The 6rat time you run a live encounter, the players are going to be 

beside themselves with curiosity to find out what you mean by "I'll 
M01V rou the aitucition" and don't be too surprised if there is a short 
period before the bewilderment of "tVhcit do we do nezt7" wean, off' 
but, once they get started, believe me, it will be a "show''. 

AB you may have noted, there is also considerable wisdom in the 
ancient homily: "One pict•re i.s worth a tlsotuand words". With the 
prope in plain view, a lot or "rowtine" PC questions suddenly become 
irrelevant, reducing the amount of "GM ezplciincition" required. 

The 90}ution ... and the players' involvement, however, acquiree a 
totally new aapect. Now the players must really think about what they 
are doing, how will they reecue the victim and precisely what are they 
attempting ... not just say "I'm cciating a teleport spell to get poor 
HofTJ out of tlse trap." 

(0.e) Sohatioa, 

The PCs uae the boards to bridge pit, then the Thief (with lock pick) 
walb the plank to the other side. Thiel picks the lock (no other trape) 
opens cigar box and tUl'Ds switch oft' which releases the trapped PC(s). 

Hopefully, their teammates have tied a rope to them or it's a 
(U.toreticallJ) lllooonnnggg way down. Aleo, anyone croesing the plank 
(01141 mtmnf ti&, cartca of in/hm1ce of the magnet) with armour or 
much metal on their pel'Ollll, is aleo trapped ... and the plot thickens! 

After freeing the PC(a), everyone ia free to C1"088 the plank and 
continue the joW'Dey. Once this is done, the action returns to the 
Table-Top Ntting. 
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ContiDgency Plans 
"This is so simple, what could possibly go wrong?" 

What can go "wrong"? The mind boggles. With the real work of 
creating the encounter finished, the time to figure out what " might 
happen" is before you actually run the encounter. 

At the very least, the GM should be prepared to rule on: 

What happens if some one falls off' the board and falls into the 
pit? 

Well . we don't know about you but it i! a long way 
down . . 

How will you respond to the PC who asks: "I'm seucbiag 
-something-, do I find anythlng"7 

Tell them to reallt1 search - if there's something to ftnd, they wiU. 

Will magk work in the pre94!nce of such an overwhelmingly 
powerful magic device. 

This author says "no". There are no "easy ways out" of my 
games but, if you allow magte to work, what spells in your system 
could be U3ed (and still be workable in a Live-Action seUing'?) 

What if the team does not have a Thier? 
One way might be to smash the bo:t open (any convenient 

barbarian will be happy to oblige) then tum off the magnet. It may 
also tum out that the GM has to instruct the Thief on how to use 
the lockpick the f,rst time a Coil Lock and Pick (aee Simulations in 
Of Taverna And Tournaments) is encountered. If the Thief cannot 
figure out what is to be done, show them. There should be no 
penalty for not knowing how to do something they have never seen 
before. 

Suppose a PC or two wauts to go iDto the pit to "check it 
out". 

If they do this be/ore reacuing the trapped victim, you may want 
to plan a nasty little surprise (like the magnet failing and company 
dropping in!) If this ia after the rescue, s,ou might j.ut pick up the 
cloth and e:tplain that the trap door on the pit jwt ahul. 

Other possibilities should also be considered b&8ed on the options 
allowed by the rules and the nature of the players (chara.cters) 
participating. 
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Eaeouier "Sla■ioff"' 

An encounter shutoff is a tool for retUJ'Ding the action to the 
table-top or proceding to the next encounter in a game. Ii is a 
(aometimu contrived) situation that informs the PCs that the 
encounter is completed, and it is time to "move on". 

There are many why PCs might attempt to prolong a live encounter: 
• They may be enjoying it ao much they don't 111ant to quit 
(good job!) 
• They may be confu.8ed to the point of stagnation (oops . .. ) 
• They may think there is something else to be gained by 
hanging around, 
• Or they just "don't .mot0 111aen to quit". 

The first deeerves congratulations; this is the best you can hope for in 
a Live-Action encounter. 

The last three are the moet common to occur in one form or another 
and are the reason for including an Encounter Shutoff with e'Vfff live 
encounter. Theee deal with the PCs and how they have reacted to the 
encounter and do not nece.ssarily reflect on the quality of the encounter. 
An encounter such u the "Ciani, Clank ... " trap lhoald end when the 
victims are rescued but 90me players don't always see it that way. Bet 
on a few PCs "hanging ar01tnd'' to see if there is "anything elae 
mtltlen". 

It also happens at times that an encounter which is "aimple" to a 
GM becomes a "ni1ldm11re" to the players but, regardlese of the cause, 
the .reeult is the same: the players are in a poeition where they cannot 
return to the table-top for the next encounter. 

For team8 who are ",tamped'' because of an encounter's puz.ale, 
Devine Hints are one way out. 

A good GM can turn a stranded team's frustration to their 
advantage if one of the PCs role-plays praying to their character's 
deity. The deity ( voice of the GM, of coarae) could inform the group 
that: "Ye>11 hcaw done tUCU to connlt me, f<>r the ncature of thia mav 
how 6een 6erond J01l." and give them the hints needed. 

Thia method removes aome of the players' frustration by implying 
that their tactic was the "n'ght,, one all along (known, technically, as 
the Dea d mcachinca ploy). 

Another method is, using your system, to determine which player 
might have the beat chance of "reco,ninng,, eome key element of the 
puule. Approach that PC and tell them: 0 Ye>11r clorAcfu jwt recali,etl 
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that <HINT>". 
A word of caution, however. These ploys work best only with Item 

Encounters (as opposed to an NPC Encounter) where the GM (or 
other game referee) is the only controlling factor. Using this tactic to 
Shutoff an NPC Encounter is of questionable value. 

Getting teams that have completed the Item Encounter to move on 
is a bit easier. Inform them that they "hear some s~nd" coming from 
somewhere far in the distance ahead (never behind) of them. It could 
turn out later to be only dripping water but, if it gets them back to the 
table-top for the rest of the game, who cares? 

For the "Clank, Clank ... " trap, the GM would provide a Shutoff' 
specifing: "The floor just returned to its normal place (rncking up the 
sheet) and you hear muffled 'clicking' noi3es which sound like the 
trap is somehow resetting itself'. They wW leave. Few PCs like to 
repeat any encounter - especially trape. 
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Tbe GNtat Silver CLameleo11 McGarreUiD.g Rope Sa.ab 
(which, incidentally, never says "BooJ:'em Danno" ) 

There are ways of "encouraging" PCs to participate in a live 
encounter despite their conservative nature. The following encounter 
not only makes the encounter very penoaal to at least one PC but it 
allows the rest ol the group to constructively "invent their own game" 
while attempting to control the situation. 

The McGarretting Rope SnaJ:e is much simpler to stage than Clank, 
Clank ... : the only items required are: 

• The Live-Action Rule Modifications (see Appendix A). 
• A 6' piece of rope spray-painted silver or silver cord. 
• A cutout of a small snake's head, decorated appropriately and 
kept eecret. 
• A bit of cellophane tape. 
• One index card (inscription follows). 

The team finds the rope in some convenient place receiving the hint 
that the rope appears to be created of finely wrought pure silver wire 
and could bring up to 16,000 Gold Soverigns (GS). 

The rope radiates magic like a beacon. If any Spell Caster detects 
life, they are in for a shock: the rope is alive. This is about the only 
way to determine that the rope is other than it appears ( it is a variety 
of mimic). After you give the PC the rope, say nothing else - just 
wait long enough for the rope to have been "forgotten" by the PC 
carrying it. 

When you feel the time is right, instruct the entire group to "close 
rowr eyes". Approach the PC carrying the rope and wrap it very 
loOlely around the top of his shoulders, attaching the cutout of the 
snake's head to one end with a loop of cellophane tape. Give the 
afflic~ PC the index card you prepared earlier, which reads: 

Hi! You just realized that the silver " rope" you were carrying 
ia now wound about your neck. From the slowly contracting 
coils, you alao suspect (rather strongly) that this "rope" is 
actually some sort of constrictor who considers you a prime 
candidate for lunch. You might call loudly to your group for 
help but you suspect that doing so might startle the snake into 
contracting suddenly and (unfortunately) breaking your neck. 

Don't be too upeet at not having noticed what it was doing. 
Thia snake alwllJII 11ucceeds at stealth and this particular little 
hP.auty hu had over 200 yean, to practice. Have a Nice Day! 
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After the PC bas read the card, take it back, resume your normal 
place and infonn the rest of the group that they can open their eyes. 
How long will it be before they notice? Oh, deep heavy sigh ... 

The Object of the Encounter is (obviously) to remove the snake with 
the PC intact. Exerting too much control over PCs in live encounters 
is one sure-fire way of killing enthusiasm and this encounter allows 
them to "do their own thing'' in a constructive way .. . 

. . . we can always hope. 
Try not to give the snaky to a PC wearing ungodly amounts of 

armor or one that is from a race of beings that can never be 
" surpriaed". If you indicate that the PC is in immediate danger, the 
other party members wiU hurry the encounter (reducing the 
opportunity for role playing). Take your time! The snake is never 
that hungry! 

So ... bow do they get out of it? 
This is really "PC Option" (with advice and consent from the GM) 

but consider what they do during the encounter. If they do something 
really dumb (liJ:e apply enough electn·cal energy to light a small city 
to the snake) include damages done to the PC .. . 

If you are not using the Live-Action Rule Modifications suggested 
earlier, then be extrememly careful - you could inadvertantly kill the 
PC. For example, A Wand of Polymorph applied to the snake wW 
affect the PC (clOfle proximity effect) . 

This is the type of "trap" which offers marvelous opportunities for 
the Game Master to instill fantastic degrees of "paranoia" in the 
players . . . and we suggest that the GM utilize hie opportunities to the 
fullest. 

As futher aggravation, the author also rules that nothing "6imple" 
work.a. They cannot UDwind the snake (stronger than Dwarves and 
attempts tend to make neck bones creak ominowlr), tempt it with 
"dead meat'' or the like. To "Ulin" here, the party has to convince me 
they are really working at it. 

I! killed, the snake reverts to its normal snake form (with "head" 
attached) and ie worth the price indicated above. 

Thie also happens if it is "charmed" by any PC. The McGarretting 
Snake will never attack a PC who charms it but neither will it hesitate 
in trying to "choUJ down" on another party member at a later time 
(" Here u,e go again!'). 

If turned looee, it may simply go away ... maybe . .. 
If eold in its "nlver rope" form (for 15,000 GS) the PC selling it got 
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robbed. Alive, it's worth 26,000 GS. 
Best option: Get rid o( the dumb thing ... if yov can ... 
This encounter, of course, does not require any speciaJ "Slauto/f' -

this is automatic when the McGarretting Snake has finished dinner. 
These two detailed examples show how Live-Action encounters can 

be combined with table-top games ... but these are - by no meaD8 -
the on.Iy po88iblities ... there are many, maay, more ... and the game 
has just begun. 
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Live-Action NFC Encounters 
Traps are far from the only method of incorporating Live-Action 

scenes in table-top games. NPC-roles offer another opportunity for 
expanding the dimensions of your game and introducing new aspects to 
your players. 

Players can become complacent in any group where the GM handles 
aU the NPC roles. In a game sen.ee, yes, the NPC represents a 
Non-Player Character whom the team ha.e to deal with but, in reality, 
all of the players realize that the NPC is actually "their /nen<f' the 
GM. The two viewpoints tend to get muddled to the extent that the 
GM is actually handicapped by playing their own NPC roles. Also, 
when a GM ha.s to "break NPC role" to make a ruling or supply some 
other form of information, players often get more information than 
might be appropriate. 

There are other opportunities inherent in using "ezternal'' NPCs. 
One, an outside-NPC can establish and maintain a character's part, 
personality and behavior where the GM would be continually "breaking 
character" to handle other a.epects of the game. Two, it is po68ible for 
an outside-NPC, in character, to react mncb more fally to the Players' 
characters and to the situation than the Game Ma.ster would have time 
for - or, would dare to . .. 

A good example occured when a party wa.e hired by Amazon Mutual 
to "re a cue" a hobbit named Eiken Crom an unspecified danger (eee 
Mission To Duiger, Amazon Mutual Wanta You! from Dngog Tree 
Pre.). Seeking Eiken in the vicinity of Green Mountain, the party 
found that Eiken had accepted an assignment to destroy a fortre919 held 
by Black Elves. 

When the party found Eiken, instead of the GM playing the pan, a 
stranger joined the table, introduced himself aa Eiken but refw,ed to 
permit him.eel( to be reacued . . . until he had Jmislaed planting 
e:rploaive cltargu throughout the fonrua. Further, a.e a last ditch 
resource, Eiken wa.e fitted with a "dead-man" belt . .. which would 
begin "co•nting-doum" anytime Eiken loet conaciousness. 

The game progreeeed - hot and heavy - with the party forced to 
accompany Eiken and protect him. So far, this was all aceording to the 
NPC's instructions in the module. 

Finally the chargee were planted. AU that remained wa.s for the party 
and Eiken to eecape to a safe distance from the Mountain where Eiken 
could U8e the remote control switch on bis belt to set off the exploeion. 
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They found a safe secret pa88age leading out, ignored by the wicked 
inhabitants of the Mountain, who were all busy making a mob panic 
run to eecape out the front door themselvett! There was no more 
danger to the Party. The only quetttion was: would the chief viUian (a 
giant Red Dragon who was an old enemy of Eiken's) manage fo break 
o.t the front door and escape before the11 co1"d aet off the e:q,losion? 

As the NPC 'Eiken' tells it: "We couldn't see what was happening at 
the front door, there were j11St confused cries. For a minute I thought 
the Red Dragon had Bown away free. I've never felt ao sick in my life! 
He'd terrorized the whole mountain range, he flew around each week 
burning off' the forest . . ! So, when we got another initiative and I 
found out he was still inside, I blew the charges! Right then! With us 
still inside the dungeon too! Of courae we all died but it was worth it! 
I got that damn dragon ... " 

Obviously, no GM playing Eiken could or would have done such a 
thing. Even if he had had time to think of it, it would have seemed 
unfair and arbitrary but, for outeide-NPC Eiken, who had gotten 
totally caught up and carried away in the role and the suspense of the 
game, it was a perfectly reasonable thing to do. 

And produced a grandly-legendary dungeon game ... 
. . . a definite factor of" No-Holda-Ba"ed'! 
In this cue, the "outrageous" action happened becaWJe the 'visiting 

NPC' had different motivations and priorities than the DM would have 
had. The DM was focussed on fairness and giving the Party a 
'reasonable challenge'. The NPC only cared about 'getting that damn 
dragon'! 

However, there are other caaes where an NPC's actions may pose a 
similar no-holda-ba"ed challenge to the party tuitho1d his knowledge. 
He is acting in a logical way, but something he (the NPC) reallr doesn't 
know can threaten them. 

In this caae, the Party had better know about the danger in advance! 
If the GM simply announces "He open., Uat1 doM, it blon •p, an.i 
rn're all deatl'', the onus comes right bad to the GM. 

When the audience (the Player-Characters) know something which 
the adon (the NPCs) don't, this conatiiutes the basic rule of suspense. 
It's like watching someone sitting on a bomb - that's suspenae ... 
but, ii nobody know• there's a bomb and it goea off, that's only 
surprise. 

And, even if the PCs tell the NPC (who laopt1fwlf may not believe 
them) - the supenae will still exist ... 1111d become more and more 
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immediate. 
To create this type of situation with a live-NPC, the easiest method 

is to give the just the info which their character would actually know .. 
. what they don't know, they can't let slip .. . 

. . . but you also have to give the NPC enough information - if you 
give them too little and they have to create their own answers . . . the 
answers may conflict ... sometimes fatally ... with your scenario ... 

It's a delicate balance . . . but, like a high-wire act, it will keep the 
audience (the PCs) spell-bound .. . 

Beginning an NPC Role 

A GM, taking a moment to write down a note or two about an NPC 
role, has the major portion of creating a live NPC Role completed. 
The trick is to present the information to the person playing the role in 
such a way that your idea for the part is translated into what is 
required for the game. There are three common ways that this can be 
done . .. one which works and two which don't. 

The first, wlslcla doesa't work, is to attempt to explain verbally what 
an NPC is to do. Thie inevitably fails because the GM forgets some 
critical item (but firmly believes that be haa told the NPC everything) 
and the NPC is left with incomplete information. 

The second, wlaicla doesn't work, occurt1 when a GM starts thinking 
about all the little nuances in an NPC's personna and starts writing 
everything down so that nothing is " miMed" or left out. Some go so 
far as to write up a complete character description including such 
things as personality "quirb'', voice styling, and a ecript to follow. 
When finished, the document looks more like a story treatment for a 
novel rather than an NPC's encounter part. 

This is also a lot of work and, oddly enough, though the intention is 
to make things as clear as possible, the exact opposite occurs in 
practice. The "description" is so long and detailed that only the author 
could understand it and, in practice, such a "full treatment" is 
worthless for use in a live encounter. 

The method which dOMI work involves the GM creating a character, 
specifying the minimum and maximums that the NPC can do to/for a 
group (information, damage, etc) and then explain ~ to the NPC 
how they envision the role being played. The NPC is then free to "j,JJ 
in the blanka". 

Using this last strategy for creating an NPC role worb the same aa 
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uaing a publiahed module. H you have ever bought such a acenario or 
an idea book or had an idea for an encounter baaed on aomething you 
heard, then you were in the same poeition of "/tiling in tlle blanJ:a". 
Publiahed modules are really nothing more than outlines of ideas. 
After reading through once or twice to aee what waa involved, it'a 
almoet certain that you found more than one way of enhancing it. 

Moet people playing NPC parta like the idea of being able to "al&ot11 
o!f' their own talenta and, more often than not, NPCa will do a far 
better job of pure role-playing the a majority of PCs. The mr is 
simple - they bow what is going on in their encounter, the PCs 
doa't. Abo they have no survival problem ... 

Deftabtg tbe NPC Role 

The key to creating a successful NPC role liee in defining the 
minimumB and maximumB for the NPC part(s). One basis is a few 
simple notes which might (as appropriate) include: 

The character's Name, Race and Claas(ea) ... 
Their Level (or other relative indication of experience) .. . 
Weapons carried and damage done in combat aituationa .. . 
Any special effecta of specific spells (cut on them) ... 
Game-Related (mis)information to be given out (and under 

what circumatancee) ... 
Any treaaure or other item& carried ... 

~ an example, cooaider: 
Your name is Gregor Marahbanb. You are a Shylock-type 

Merchant of aome conaiderable experience (6th Rank) whoee 
philoeophy ia "P..ofrl at anr coat". You carry a +3/+6 jeweled 
dagger in your boot-top and uaually have several. thoUB&lld GP 
in gems concealed on your peraon aa well aa varioua coinage. 
You alao have an intense fear of all reptilian beings (though you 
will trade, when necessary, with aentient reptilian.e). 

Take a moment to cooaider how JN would portray such an NPC 
character. 

The implication ia, of courae, that all of the information provided ia 
relevant to the part and situation which you will be playing . . . from 
which you alao deduce the probable preaence of "inlelltfffll reptilu". 
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Baaic NPO-pari lmormacioa 

But there are a few other items which you, u NPC, wiU need to 
know: 1) does Merchant Marshbanks bow there will be reptilian 
beings in the area, 2) if so, why and what is he trading with them and 
3) where are you any way? 

The basic table-top attributes for an NPC role must be supplemented 
with other information fitting within the context of the game. This 
should always include: 

An outllDe of " why" this character ex.ists in this location and 
the briefest of sketches as to their background. Either ahould be 
elaborated only if it has a direct bearing on the encounter (or 
game) itael/. 

The exteat of bowledge this character has concerning other 
game related events or NPCs. A single character has only a 
limited view of thoee things that directly concern them and this 
applies even to very powerful characters such as High Priests or 
Kings - petty details are delegated to underlings. With others 
dealing with minor matters, it is not unusual for even a k.ing to 
be unaware of events in his own capital city. 

Exactly what game-related talent. the character might use 
against the PCs. U a magic spell is to be cut or combat to 
occur, what is the nature of the spell or the maximum amount of 
damage that the character can inftict on a PC or a party of 
adventuren. If there are no such talents involved, say 80. 

The reveNe is equally important. This decriptions should also 
include the maximum amount of damage a PC can inftid on the 
NPC. U there is a certain spell ( or type of Bpell) which dooe not 
work on the NPC, theee mUBt be indicated. 

PCs always tend to deal with NPCs on the aaaumption that "i/ you 
/tnd a hole in t11hal a NPC aara, rou mCJJ have /o.nd aomdhing of 
importance" and will try to pump an NPC for as much information aa 
they thini they can get away with. 

So, what else is new? This tactic of mercileM questioning an NPC 
baa been around aa long aa table-top games ( and m11ch longer in 
"realtlr'') but an NPC mw,t have sufficient information on each of 
the.ise th.ree major points to succeesfully answer a PC's relevant 
que9tiona. An NPC who doesn't know everything tbat'e going on in the 
game's world (or everything vlhich their character •aid know) put.s 
the players at a disadvantage - there is no way they can make an 
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accidental slip and reveal something critical about a game unless their 
personna knows about it. ( The person pla,ing the role may know the 
entire game bul, if told that the character they repreaent doem 't, the 
outcome is the same.) 

Forcing an NPC to "guess" at what to say is taking a chance on the 
encounter being re-written as you watch! 

Another major concern is the possibility that the NPC will iueri 
something into the game that may be misleading ... which always 
seems to occur when the person playing an NPC part has aot received 
sufficient information on one of these three topics. In effect, what 
happens is the NPC has to grope for something to say and ends up 
indicating something which may, coincidentally, relate to the game in 
progress but can easily misconstrued by the PCs. 

This is prevented by informing the NPCs that the information you 
have provided is the max.imam they know a8 a Non,-Player Character. 
If a question is asked beyond the scope of the NPC's information, the 
standby answer that always works is "I don 't knOtD'' . A farmer could 
be asked a question about nefarious activities of the King's 
Chamberlain - unless provided with a ""'mor" or somesuch, a 
response such as: 

"Beans and oniona, man.' How would the like o' me be 
knowin' about the doin 's in high places. Talk to me abotd the 
price of carrots. At least, I knoUJs something about thal!" 

. . . still says "I don't know". 
A GM can be tempted to make little changes while an encounter is 

running to "make it better" ... laowever ... GMs doing this regularly 
end up finding themselves candidates for a lynch mob. 

For encounten, that are going badly and are far outside what 
was intended, a GM or other Game Judge should never attempt 
to m&ke adjustments. Even in extreme cases, it is often better 
to let the encounter run without intervention. "Adjustments" 
can always be made after the encounter. 

Oa.ty if a safety hazard occurs (or develops) should an 
encounter ever be stopped! 

If an encounter turns out to be too simple by accident, be consoled in 
the fact that you can try do better next time. "Steping in to save lhe 
day' or ma.king changes during a live event is simply going to conftl8e 
everyone involved. Once NPCs have learned their role, changing their 
parts "on the fly' m&kee them wonder "tdlal eue fhe GM didn't tell 
them". The PCs also start wondering what parts were "rigid" that 
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they should remember and the result is more confusion than it's worth. 

JledaelDg Complleatiom 

The game-related location can simplify matters in terms of required 
prope - for example, consider a party of adventurers meeting a Queen. 
After thinking about what would be required to simulate her royal 
highneee' palacial throne room (not to mention palace, surroundings, 
eervants and Hunkies), an improverished World Master might consider 
it time to change the location of the encounter, the Queen or both. 

Perhape, Her Highness might be traveling - which would simplify 
matters. It coul<l even be provided within her "information /Of' the 
teom" that her royal carriage broke down some miles back, forcing her 
and her retinue to walk ... which would reduce prop requirements to 
coeiumee only and we have removed palace, throne room, servants and 
ftunkiee (mod of U.sm Gnp,oJ). 

A minimum number of prope should be used to support the NPC in 
any encounter and these should be fitted to the nature and location of 
the scenario. The presence of too many items suggeBts something of 
game-related importance is hidden or present. H there la something for 
them to find, no problem. H not, the players may end up ignoring the 
NPC while ransacking the encounter. 

l'.acouter Sla•ioft' 

Once an encounter starts, you may have more problem !lopping than 
keeping things going. PCs like dealing with (more or less) friendly 
NPCs or, at leaat, NPCs which give the playel'II an opportunity for 
interactive role-play. 

The Encounter Shutoff' should always be performed by the NPC(s) 
when required. This may be something as simple as a "hireling'' NPC 
saying "Go n010, I aU GNt J01Jf' reh,m. In the meomime, I Ao11e 
otlar nliu." The NPC then turns, leaving the PCs. H they indicate 
that they are following the NPC, return to the table-top or simply 
inform them that the NPC becomes "lotll in ca er~• and proceed 
with the next encounter. 

The type of Shutoff U88d, however, should be comiatent with the 
nature of the encounter. PCs, told a mundane farmer "wnWaes'', are 
likely to m»eonatrue the event u an inconailltancy implying something 
~ really intended. The only real purpoee of an &counter Shutoff for 
either Item or NPC encounters ia to inform the playel'II the encounter is 
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over and it ii, time to "move on". 

Recruiting NPC1 

Consider using novice gamers for NPCs, "novice" meaning either 
someone who is not a fantasy gamer or someone who has had very 
little experience. H the GM takes a little ti.me to "coach" them through 
the part, they can perform a role exceptionally well. Utilizing a 
" novice" introduces a new person to fantasy gaming and is one way of 
doing the novice (and yourself) the biggest favor poesible. 

Playing an NPC in a Live-Action encounter often creates a better 
future PC than only playing the games. NPCs not only have the 
advantage of being able to practice role-playing without the pressure of 
playing ill a game but they al.so get to watch other PCs make mistakes 
... and learn to avoid theBe at their leil,ure. 

Also, a Novice will often have a fresh, unprejudiced view of the 
Game World and come up with ideas or approaches better than you 
had planned. 

GM: Your character is a poUJer/ul D,"inn protecting a chest 
where the Scroll of Torall is hidden. Threaten them, make 
alights on their abilities and an, other tactic to prevent 
them from opening the cheat. 

NPC: You know, playing a D,"inn that 10a1 makes me a little 
uncomf orfoble. Whr not one that i., aoft-8f1oken and 
treacherous. I'll bet I could even catch one or tttJO PCs in 
a word trap ... 

After reading all that has been said about NPC encounters, which do 
you think will run better? 

What BT 

What if the NPC "slips up" and does something out of context 
despite everything? It's bound to happen occasionally so, how do you 
deal with this problem? 

First, relax . .. 
There are only two people who know, for certain, that a "mistake" 

hu been made: you (u GM) and (maybe) the NPC - the PCs will 
only know if either of you tell tlaem or if they had prior knowledge of 
what the encounter waa suppoeed to contain and thi.e • aot how 
fantasy games work. 

Now consider how maJor the "slip •p" really was. In a majority of 
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caae.s, it can aimply be ignored. 
So what if your evil Magic User put Fairy wings on a Barbarian 

Fighter? 
If there ia an additional role-play benefit to be derived, a "slip up" 

may turn out to be a valuable addition. If the NPC made some 
comment that could be misconatrued by the PCa, who's to say that 
that tidbit of misinformation waan't a "red herring" (ever use those in 
a game?) or if it waa intended aa misdirection all along·? 

The worst "alip up" that can occur in a non-combat encounter is an 
NPC forgetting to reveal 80me game-critical piece of information. If 
that information ia available in only one encounter and the PCs "miss 
it" due to omission, the GM is in for real trouble later on .. . 

. . . unlesa 80me way i8 provided to correct this aituation .. . 

. . . such as aupplying the exact same critical information in two 
aeparate encounters . . . 

Not only will thia confirm to the PCs that they are on the "right 
track'' but it i8 cheap inaurance (tlae lind not provided b11 A.M.L.A.) 
that the team will hear the critical information at leaat once during a 
game. As long as a reasonable effort baa been made to keep the 
information in the encounters consistent with what ia intended ( as in 
uing lJf'J R11na for practice), a PC (or party) who insists on pursuing 
a "nd gooae" chase should be allowed to do so. 
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Advanced Game Design 101 
Game Authors are encouraged to review this section for each original 

game they create - topics in tlm section may be added to a game's 
design as needed. 

Wideaiag PC lavolvemeat 

There is one inherent problem with Single Topic Games: they fail to 
account for other than players of " c111eroge" abilities. More adept 
players become bored and the Jes, experience ones can quite often feel 
"left 01tt'' in competition with more outspoken players. Subplots and 
Inclusions are tools used (respectively) to minimize either (or both) of 
these gaming situations. 

Sabplota 

A Subplot is a supporting element of a main story line which is 
preeented in and requires at least three encounters (any three) for 
completion. In eome respect8, this is a "micr~gome within 4 game" 
but separate from the main Object of the Game. When uing a 
Subplot (or Subplots), the Game Master should avoid any requirement 
that a Subplot be solved before the game can be completed -
otherwise, the game can become a "c11n't win" situation. 

When 118ed, a maxlmam of one Subplot should be provided for each 
eession the game is expected to run - more can be used but only if 
there is a valid reaeon for their presence. Too much plot, presented in 
a limited time, will confuse players by deluging them with seemingly 
contradictory or unrelated information. 

Subplots (obviouly) are not required for a game but, quite often, 
experienced players expect such (not-so-obvious). When role-playing 
(and especially with live-NPCs), the players make assumptions and ask 
questions. When either their assumptions or question remain 
llllN!80lved, the players start supecting eomething else i8 involved when 
the real problem is that ■o question can ever be answered to the 
satisfaction of all playen. 

Not finding what is expected (correctly or incorrectly) is lnistrating 
and i8 the moet common reuon why a game will be perceived, by more 
experienced playen,, as lacking a challenge. 

Ideas for Subplots are often found by "aecond peaaing" the questions 
which PCs might uk. h an example, uaing the Reacwe type of 
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ecenario, consider the pcaible queetiou players would aalr. in this 
aUualion. 

From even a partial liat, a number of ideu lor Subplots can be 
readily identified and, if an atlviaor NPC were included with the ltinnf . 
NPC in your Setup encowder, any number of Subplots could be 
developed, auch u: 

Stnlpt Jorwud: .A. the game progre1111e1, it develops .that the 
advieor .ia not u /at,./wJ u he might appear. The Subplot would 
involve obtaining information that would reveal hie complicity. 
Plot Twist: The NPC hiring the party bu ill intentiou towards 
the penon they ia being eent to reacue and, deepite initial hoetile 
appearance8, the advieor ii, actually, the 100d ,-,. 

Whether the team should (or should not) return the penon to the 
hiring NPC would be developed aa a part of the single topic upect of 
the game while the "Aclviaor Suplol'' .ia included for the more adept 
players but failure to diec:over the Subplot do. not compromiee the 
integrUy ol the game i&eelf. 

It .ia quite immaterial how well the subplot matchee the players' 
expecta&iou: the value ol even a simple Subplot is enormoua simply 
becauee the players have found eomethiDg they auapectect That what 
they found wu not exactly the same u they initially expected ii never 
even noticed - instead they .. ume that it aimply took them longer to 
find what the Game Author had planned. 

A.eide from increuing the challenge of a game, subplou can be Wied 
to correct nch game deeign problema u: 

Too m..t A Game: Subplots and special encounters can be 
added to extend or vary game length u well u offering the 
playen i&ema and information eaeential to their eolation to the 
mainplM. 
o.net Game U■.._,_.,.. Subplots can be aaed to raise (or 
lower) the reJa&ive dillculty of the game. . 
Stacq&La .b ._ .. -. Subplot. can be aaed to lirengthen 
uy aitutioa which ii already pneent but of ma.rginal value by 
iteelf. 

Aa laclaaioa ii uy lituatioll deviwl to encourage participation by 
players wbo appear to be "It/I otd" of a pme. Moet often, 1uch 
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players are inexperienced (achu1Ur do not know wh~ to do), are being 
overshadowed by more outgoing players and/or are timid by nature. 
An inclusion can be thought of as a "mic~encounter" played out while 
the rest of the players are involved in eomething else happening at the 
same time. NPCs are recommended for Incluaions since people deal 
beUer with other people th&.D they do with an Inanimate Item 
Encounter. 

In a Live-Action game especially, an Incluaion NPC should always a 
lower level than the PC even if this means that the NPC has to be a 
"zero level character''. It's simply a matter of intimidation - if the 
NPC is of a lower level (i.e. 10ewr), they're lees likely to frighten a 
PC off'. 

Aleo, the NPC's personna can be tailored to reflect their level &.Dd a 
non-adventuring NPC is not going to approach eomeone on a team who 
intimidates tlaem. Level and personna combined informs the "left olil" 
player that the situation is "111/ e" for their character to handle. 

As a practical example, consider an encounter in which four of a six 
PCs on the team are actively talking with an NPC, and the other two 
are "left o.t". An Inclusion involving either of the others could consist 
of nothing more than an NPC aerving-boy approaching the least active 
PC and slipping them a note. This is easier for the NPC to do than it 
might eeem &.Dd PCs who are being "left otal" of an encounter are that 
obvioual 

Once they have the note, what they do is their choice. It may be 
read during or after the encounter, ignored or turned over to more 
outspoken team members. What they do is unimportant; getting them 
involved ii. Often aD Inclusion can be the "ice breaker'' which 
motivates a hesitant PC into more active participation. 

lncluaions also have advantages other than the obvious. NPCs "left 
o.t" of a larger encounter can become involved in a mic~encounter. 
Such a "personal" encounter - without having to face a horde of 
ravening N/PCs - is easy for ju.et about anyone. 

While Subplots are uaually choeen to increaae the chalJenge of a 
game, an Inclusion should be kept as simple as poeeible but, despite 
this, they are hardly irrelevant game erements. Duplicate pieces of 
game critical information (rt1morajled9eniil/dc) can be spread by 
Inclusion NPCs to support the main premiae or any Subplots(s). 

The moet direct type of lncluaion an encounter in which the NPC(s) 
will only deal with the moat "left o.t" players on a team. This may 
require a certain amount of invention but the key is to define an NPC 
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penonna who is intimida&ed by more "pOWJet'/vl'' PCs but aot by thoee 
being "left ollt''. Examplee might include: 

• A squirrel who hides everytime an "intimidating'' PC 
approaches. In a Live-Action game, this ia an NPC with a band 
puppet. 
• A humanoid creatUJ"e who is almoet afraid of his/her/its own 
shadow and cringes and cowers (or pretends to) when higher 
level PCs try to interact with it. 

What will the more adept players be doing during such an 
encounter? 

ObvioW1ly, they'll be coaching the otheNI on how to proceed . . . and 
should be able to "in11ent their 0111n 1ame" by Role Playing the "wice 
of wdom" to their teammates. 
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Timeout! Please???!!! 
Setting a time limit to accomplish some task in a campaign is one 

method of motivating characters (and players) into action. While not 
appropriate for every game, time pressure is often useful for keeping 
the action moving and adding an element of suspense to the game. 

The original choice, for keeping track of time, was a wristwatch but, 
fielding PC's questions, informing them of changes in the situation (etc, 
etc, etc), made time keeping difficult and it became apparent that the 
obvious way was poor . . . when (and if) it worked at all. 

The solution was a common, portable taperecorder and the "timer" 
consisted of recording messages - at appropriate intervals - and 
replaying the tape during the game. Like all experiments, taking the 
time to create the recording wasn't one of the more thrilling 
preparations for the game. If your recorder has a counter, this will aid 
greatly in "spacing" the messages without waiting out the intervals. 

The results, however, more than make up for your trouble. In 
virtually every case: I) the tape will be totally unexpected, 2) the PCs 
can not question the time limit (time iB running out and you don't have 
to keep track of it) and 3) the situation is beyond their control (they 
can try to talk the recording into stopping ... but ... ). 

The time limit doesn't have to be long to be effective: a brief 
recording beginning "I am a SO second bomb . . . f{} . • . £8 . . . " 
could be played when a character bungles a trap or a pleasant-voiced 
"The world will end in 10 minutes ... Have a nice day ... " will 
produce an immediate reaction. Recordings of this type are even more 
effective if the voice on the tape is not yours ... and is not familiar to 
the players. 

In the second instance, the voice might "count-down" at one minute 
intervals ... always repeating "Have a nice day . . . ". Hearing the 
same phrase repeatedly adds to the tension much like a nerve-wracking 
drip from a leaky faucet. 

Adding "atmosphere" is also easy with a tape recorder. In the world 
of Aerain, the popular Far Moors Tavern is rumored to be (and is) 
haunted. Ghosts might be projected ( as with the Rluao,r Map) but a 
"disembodied" ghostly voice (not coming from the Game Master or 
another party member) is precisely the type of unexpected distraction 
which makes PCs stop dead in their tracks ... 

Creating a tape of this type is easier { and /aater) than the timed 
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version: starling with a blank (or completely eraeed) tape, w,e Fast 
Forward &o poeition the tape, record a meesage, Fast Forward again to 
another random poeition and add another message. Repeat until the 
tape (or tapes) are filled. 

Many of the "haunting" meeaages are nothing more than the usual 
moans and gro&DJ1 but randomly throwing in a due or two keeps the 
tape from being dismiBSed by the players as "mnelr ci diatrciction". 

Frequently, in Far Moors, the PCs begin by ignoring the "wicea" 
and, being "kin~Aeorled'', the Game Master usually makes the first 
due on the tape a simple one and fairly meaningleee but, once the PCs 
realise that they have "mwed aometAing'' by not paying attention, the 
further ~ are given da.er acrutiny than a bogus 20 Sovereign 
piece. Even thoee playen who have encountered such a ploy before, 
never know when a meeeage might mean something. 

Whether a meeeage ia repeated is totally optional but, remember, 
either the voices or a timer reprettent a situation which woalda't stop if 
th.is were reality. H the players misa something, it is perfectly 
justifiable to rule that tiler bVe IIUIINd eomeWag. 

To balance this difficulty, repeat the aame information in aeparate 
me111111p1 (worded differently). It's unlikely that a single PC will misa 
both for any reuon and, if the party is working together ( oh pleaaanl 
n,pri.te), others should be able to repeat mesaages if neceesary. 

ne mmol"1 Map 

The Basic Encounter: an NPC (pom6ilr a mage or, mar6e, cin 
illuionial) offering to assist the playen, creates an "illuion" of a map 
on the ceiling. The map appears for a brief time, then utterly vanishes. 

The Object of the Encounter is for the players to make their own 
copy of the image displayed. Traditionally, the PCs would ask the 
Game Master about specific details instead of taking the trouble of 
making a copy - as a eecondary motivation: all PCs should Save VS 
Spell ( ca., t&J)JWopnale for their lewl 11tul t/ae IIN18' of the "cuter'? or 
be Wlable &o even remember that an illusion occurred ... unleee a real 
copy is made. 

A -se or eet of instruction might be uaed equally well -
dependeat on the needs of the Game Master and the scenario. 

Other J)Olllibilitiee include: 
A pair of ey• - projected at random intervals, the PC. will get the 

feeling of "being watched". Again, proper preeentation will make the 
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effects really spooky. 
A nebuloUB ghoet - floating around the room, this can be wied for a 

variety of purposes. 
A will-o-the-wisp - skillfully directed, the wisp might offer a clue to 

where something of importance is hidden. 
Combine effects with a recorded message (as per a" Talking Mouth" 

or a deifk or demonic appearance. 
From where you are seated as Game Master, hold the flashlight or 

projector out of sight of the playere ( a., "nder the table) and caat the 
image at a point where nobody is looking directly (bul will be seen out 
of the comer of their e,es). 

For the more ambitious, a length of wire with a simple ON/OFF 
switch could be added (or any of a variety of "remote" controls). Hide 
the device aimed at the desired location and run the control to a 
convenient location. Flick the image on briefly, then oft'. Even if no 
one sees the image directly, after a few repetitions, they will become 
aware that "something weird's going on here .. . " 

In any case, be prepared for a question like "Did I eee that?'' 
The only proper response, of course, is " See what 1'' 

Coutrodloa 

This i11usion can be produced in a variety of fashions but the 
following is both inexpensive and easy to alter. Required materials are: 
a fl.aahlight or "toy" projector ( with rudimentar, imaging lena), a sheet 
of acetate ( available from hobby or art aupply storea) and fine-tip felt 
markere (auorted colora optional). 

Cut a circle from acetate sheet to flt the flashlight or projector and 
draw the image desired with the felt-tip pen(s). Test the image in a 
dim room. The quality of the image cast by a fiMhlight is poor, the 
toy projectors slightly better - neither will reproduce a highly det&iled 
drawing but this is not necessarily a fiaw aa long as the image can be 
::iterpreted. Experiment for beet reeults. 

Alternately, the "illusion" can be drawn on plain paper and 
photocopied as a transparency, either original size or reduced, or w,e a 
color or B&W slice (with a mask to make the slide fit or using a slide 
projector). 



New! Arduin Grimoire VI- by Oivid A. Hargrave 
Sometimes the forces of the Multiveree move ever 80 slowly as they 

grind out the coemic tapestry of fate . . . 80 slowly, in fact, that 
occasionally many people believe that certain places and worlds are but 
little more than dim and dusty legends of a distant and shining past 
nevermore to be heard of or seen again. 

Ba& &ake heart! The intrepid explorers of the mighty realm of 
Dragon Tree have once again found the hidden gateway to that oldest 
and grandest of all legendary worlds . . . ArdoiD! Once more, the 
shining path glitters its rainbowed-hued invitation to all brave 
travellers who would dare the ancient and awesome mysteries of 
every-changing, ever the same, Arduin. 

Home of The B.iaing SUD - Ardum Grimoire Vol VI - I{}. {}5 

In this newest of Arduin Grimoires, you will new character cl8.88 
Adventurer and Beggar; the Street Urchins and AssaBains of Arduin 
(with notes on special weapons and poisons); new monsters and both 
the natural denizena and special pets of Arduin; new magikal spells; 
alchemy; mystik artifacts; unusual bardic instruments and rare and 
unique gems. Further, you will meet the Noble Families of Arduin and 
bear of both the Old (but not forgotten) Gods and other ancient 
legends. 

Duk Dreama - Ardum Grimoire Vol V - 18.50 

Visit the street-gangs of Tali.smonde'; investigate the infamous 
"Bladt Metals" and the silb of arachnid origins; learn eecrets of Ore 
alchemy, "Rogue" magiks, new spells and Prismatic Walls. Also 
included is the new character class, Gladiator, and a rare breed indeed, 
the Mini-Dracs, as well as other new monsters and more. 

The to.t Grimoire - Ardaha Grimolre Vol IV - 19. 95 

New epellil; arcane alchemical concoction.e; myetik artifacts; horrid 
creatures and mow,ters from legend and nightmare; strange new 
character ncee; a compendium of rueee, trick and traps; the holidays 
and festivals of Arduin; a look at a very special place in the dread 
"undercitiee" ol Ardwn and much, much more. 



Fram the World of Delos - by Ben & Mary Ezzell 

The Delian Book Of The Dead - 19.95 

In addition to the far traveller's vade mecum of the Planes of the 
Abyss and the multitudinous realms of the Neather Worlds, The DeliaD 
Book or The Dead includes a dastardly miscellany of new traps, 
poisons, artifacts, devious Delian spiders, character class Archeologist, 
Master Thracian's Apologia of Grave Robbing, character class 
Deceased and much more ... 

Absolutely essenhal . . . the one volume which no Gho/Jt ( or 
Mortal) should be without . . . A. Bierce - Stygian Review 

The Handbook or Trape and Tricb - 9.95 

A modem rendering of the Azure MS of Master Engineer Humphrey 
Tappercoom (Aka The Blue Book of Hengist), this details over 100 
Cully-statted, ready-to-play, dungeon traps whether Magickal, 
Mechanical or Techno - Low-level, High or Super-Complex, No 
lu.atut-Killer traps are included! These are playable traps - clues 
preceed them, escape is possible and requires brains, not monte-haul 
hardware. 

The Dragon Tree Spell Book - 17. 50 

Includes more than 200 spells including two New types: Dragon 
Maglcb and Zero Level Spella! Also included are excerpts for 
Theologian Newton's Theory of the Four Manas - a unified field 
theory of the four major magick systems known in the gaming 
Multiverae, check lists for constructing your own magick system and 
rule8 for Impromptu Spells. 

The Boolr. of Ariifacta - 17. 50 

Contains over 200 new magick item1:1 with complete description&, 
stats, pricee, powers, uses and misusee. Also included are rules for 
player-character construction of magick items in a mana-rich (i.e. 
Pucenlas,e and Fumble) world. Any first level 11pellca11ter can make a 
Staff of Power ... which will do 10metbiag ... but watcb out! 



Amuoa Mutaal Wuta Youl - 16.00 

Four low-level modules suitable for thinking players. Most AmuoD 
Mutual LIie .Auunuaee jobs involve rescuing prisoners or recovering 
bodies of policy holders and returning the for resurrection . . . but not 
always! Expect the consistent, sneaky and devious! 

Tlae Book of Plots I - 17. 50 

Here are Tavern Tales from Delos - a totally new kind of generic 
gaming supplement providing plot outlines for over 30 adventures to be 
used as the basis for an original game or inserted into ready-made 
modules or any game system. Each scenario includes detailed rumors, 
pre-dungeon clues and encounters, NPCs, etc. 

Detieri Plow AMLA D - 17.50 

This bastardized cross between AmuoD Mutual Wuta Youl and 
Tlae Book ol Plot. sends players to rescue the kidnapped Scholar 
Rocmirra in the Great Southern Deaert. Includes two ready to play 
modules and five plot outlines . . . and what immoral temptation does 
Belworth George, Paladin of St. Fallwell need rescuing from .. . ? ? ? 

Mouter rile I - 16. 00 

48 new fantastic monsters, all levels, illustrated on one side, full 
ready-to-play stats on the other (mar be cut into "Monater Carda" i/ 
desired. 

Piek A Cud ud lloll Jor IDltiatlvel 

Avaliable from 

Dragon Tree Press 
1085 Htb - Salte 1601 
Boulder, Colondo 80801 

Mailorders welcome - add 11.00 shipping and handling 
Send Self-Addressed, Stamped Envelope for Catalog 
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