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Donsterous (ol phions Ougy 3
Inladration and Tts Xnatinus, Detibfating Sffects

Excerpted from Agatasi The Deamon Rum
by the Upton Temperaace Society

“Awoy, awey wtk rem, by gum . . .7
— the Song of the Temperance Union

A great deal has been written on the strange and various alcoholic beverages
which can be found in various worlds and, given such variety and ready
availability, moet playercharacters tend to consuome such beverages . . . and, more
often than not, do so in quite excessive quantities.

Little consideration, however, has been paid to the effects of such regular and
immoderate consumption but, before we offer provisions for judging sauch
circamstances, we must also take into consideration cacial variations as well as the
fact that an experienced drinker can, often, function with greater facility than thoee
unaccustomed to such beverages (usuchly by spacing thesr dninke and uaing cerfain
prophylactic measwres fo limit the absorption of alcohof). Therelore, the following
“adjustments” should be applied as appropriate (and swbject to DMO for
circumsiances and other variables).

(add to character’s body weight for yedging sntozicetion)

Ezpersence Level
1st-4th  Sth-8th Gth-12th 1Sth-18ih 19th-25th E£6Lh-S0th  SOth+

Dwearves +50 4160 +160 +200 +260 4260 4300
Eves -60 0 +60 460 +76 +100 +126
Glants -600 -400 -300 =200 -100 0 +100
Hobbits +26 +76 +76 +76 +100 +100 +100
Hamans 0 +60 +60 +100 +160 +160 +200
Eobolds -60 -60 -26 -26 -26 0 +26
Ogre +100 +160 4200 +260 4300 +350 +400
Ores +100 +100 +160 +160 +160 +160 +160
Wampyr -100 -76 -50 -60 ~26 0 460

Por aimed rece (such as Aclfhwman/halfelf) individuals, aversge the adjustments for
pure racial effects. As noted, Dwarves, Ogres and Orca (and, {0 o lesser degres, Hobbita)
bave inherent abilities to withstand greater quantities of alcobol than Humans or Elves
while some races — such as Giants, Kobolds and Wampyr — are “cheap dranks”. Other
eacen, such a8 the Kisinti, are effectively immune to alcohol and an excees acts like poison
but they do not become “intoxicated” (for Kizinti, ‘calnip’, Aowever, does hove
indozicating effects) and still others such as Pixies and the Fairie-folk are very susceptable
to intoxication but do not suffer ill effects from over indulgence (buwl do become gwite
“prankisA” when drinking).

A “drink” is defined ae one ounce (shot! glass) of 100 proof or better distilled liquor, one
mYg of beer or one glam (fowr ouwmces) of wine. In some cultures, however, such as an
Ogre barronm, the standasrd measures served might be equal to two to eight ctamdard
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drinks and {he Game Master should keep such considerations in mind . . . as well as the
effects of any epecial “‘flavorings’ or other active sdulterants.

The fgures and effects noted below are ementially the same a2 noted for any mundane
human of equivalent body weight {and reasosede &ealth and nounshmeni). Is the case
of poor nutrition (mot Aoving calen recenly), il health or other indulgences and/er
debilities, the effects will be correspondingly more Pronounced.

Adventurers Vs dlcohol
Dvinks Consamed (Within Two Hoxr Ferod)

1111122334346067899
Bady Walght | 1 23 4667 8024680605 @®580000 904
hhbPowdgf——m — ——
eder 50 |MISED: : : : : : : : ;
§1- 100 | M1 SSEED: : : : 5 s i E
101- 150 | M1 1 SSSEED: : : : : : : :: G R 8 M
15 200 | -MIT1 1 1 SSSEED: : : : s Batmoa 28 By
e01- 250 | - -MI T I 1SSSEED: : : : : : : : ¢ : ::
251-80 | - --M1111I1SSSEED: : : : : :: :::
301- 400 | - - - -MI 111 1SSSEED: : S WM ¥
401- 500 | ---MMITIITII1ISSSEED: : : : ::::
$01- 600 | - - - - -MMI1I1I11I1SSSEED: : g %F
601- M6 | - - - - -MMMI1 1 ITISSSEED: : : : ::
701- 800 | - - - - - - MMMIITIIISSSEED: : : : :
801- 600 | - - - - - -MMMMI T I ITISSSEED: : : :
901-1000 | - - - - - - -MMMMI I I1 I I[SSSEED: : :
1001-1200 | - - - - - --MMMMMITIITII1ISSSEED: :
1001-1400 | - - - - - ---MMMMMII1I1II1ISSSEED:
1401-1600 | - - - - - ---MMMMMMIT JJIIISSSEED
Effacts ond Flol e juntmanis

M — MIM intaxicationg, -1 to coordinetion, no otber notable eflects.

I - Intoxiated, boes of coordinstion (-2 alf stels), may be happy, sad, beligerant or sleepy,
voice alurred, -1 oo all saves. Save VS FPomson at -2 for haongover (-! all safs for 1£
Aosrs afler 64146 Dowrs slecp).

S — Severely intoxicated, extreme loss of coordination (-5 coordsnaiion, -3 all other
stats}, speech badly slurred, tend to be sleepy, -2 on all saves. Save VS Poisoo at —¢
for hangover (-2 olf stets for 18 Aosrs after 64148 Aowrs elcep).

E— Extreme intaxication, tota) lose of coordination (—8 coordsnation, -5 all other stats),
incapablo of coberent speech or activity of sny kind, —4 oo all eaves. Save VS Poison
at -8 bor hangover (-3 o&lf tale for 24 Mowrw afler 6+1d10 hours seep).

D — Dead Drunk! 30% base chasce 4+ 7% per column beyond this point for fatal alcohol
gamning (wo sove) else eloep for 18 boure, extreme hasgover for 48 bours following

(-5 ot state jrst 2f Aowrs, —3 second 2§ Aowrs).
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The best cwre Jor dipsomansa is religiomansa . . .
— Wm James

Naturally, given general excessive intoxication and the debilitating effecte reeuiting
from this, opportunistic {and some sympathelic) alchemists and churigions have
developed a variety of “cures” and prophylactic preventives. Widely available from
alchemist’s shops (and some befler (averns), some of the most popular of these are:

Garter’s Little Livelier Pills
Dosage: One-three pills per 200 Ibs body weight —- sold individually or by packages
of 12. Cost: 2 CP/each or 2 SP/dozen. Duration: 2041d10 minutes. Special Notes:
Effervescent in presence of alcohol (may casse hsccups — 5% chance} resulting in
burps or belches of highly alcoholic breath. Side effect are a mild to strong fishy odor.
Commonly found in cheaper establishments.

Ivarian’s Anti-Alk
Dosage: pale green tablets. Coset: 6 SP/ea. Duration: each tablet counteracts 441d4
standard drinks, lasting 2-3 hours. Sgecial Notes: neutealizes alcohol by producing
simple eugars in the stomach, mild mint flavor/scent, no known side-effects but must
be ingested prior to consumption of alcoholic beverages. Available in most better
establishments, popular.

Noraia’s Crinis du Canle
Dozage: Dark brown liquid sold in 4 oz bottles, one bottle per 200 lbe body weight
(withoul adjustments). Cost: 30 SP/bottle. Dwration: 2+1d4 hours. Specia) Notes:
Bitter flavor, does not actually counteract alcoholic consumption but does prevent
drowsiness, lessens hangover effect. Excessive use produces ‘a wide-awake drunk’,
popular as ‘hangover cure’ but only marginally effective. Widely available.

Okive’s Oil
Doaage: One-five capsules per 200 lbe body weight — sold in packages of ten only.
Cast: 6 SP/packege. Duration: 44+1d4 hours. Spedal Notes: Oily texture, costs
stomach to slow absorption, may cause mild nausea (10%). General effects reduce
abeorption of alcohol by 50%.

Pantale
Dosage: One capsule per 200 lbs body weight (no cdjustments). Cost: 156-25
SP/capsule. Dwration: 841d6 hours. Special Notes: Reduces abeorption of alcohol by
50-76%. Available at most expensive tavernos, better alchemiste. Caution: may cauee
excemsive hangover effects.

Rovarian’s Emetic
Dasage: Ope ounce. Cawt: 10.16 SP/dose. Dwration: Immediate! Special Notes:
Rovarian's Emetic produces immediate regurgitation and voiding the stomach of all
alcobolic (and ali other) contents. This does not counteract abeorbed alcohol but does
lemsen subeequeat effects and reduce hangovere in extreme cases. Available from better
alchemists. The taste will not be described here.
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Smoothest’s S8yrup
Dosage: One ounce/200 lbs body weight — sold in 6 ounce bottles. Cost: 2
GP/bottle. Duration: 341d6 hours. Special Notes: Prevents abworption of alcohol
(75% effective) by ‘coating’ the stomach and intestines. Strong, lingering taste of
violets and honey, distinctive odor on breath. Avaijlable in most ‘fancy’ houses and
better taveras, popular with the ladses.

}faxn?w Burer
Arcia’s Palstive
Dasage: One. Appearance: A small scroll inscribed “Use With Caution™ (unsversally
applicabie). Cost: 10 GP/scroll. Effects: Instantly and completely cures all il effects of
over- indulgence. Specinl Notes: Use With Caution — each use has 10% chance of
addiction requiring daily and continuing use (cure requires “Remove Curse’” or
“Cure Insanity”).

Dromor's Specific
Daosage: One ounce / 100 Ibs body weight. Caat: 5 SP/ounce. Appearance: Deep sed
liquid with ‘hot’ taste. Effects: Produces deep sleep for 24-1d6 hours. Special Notes:
On awakening, the user is revived aad vigorous but very hungry. Must eat
immediately and heavily or suffer full hangover effects within one hour. Popular,
widely available.

Framu’s Accellerator
: One only! Appearance: Small, red tablet. Coet: [0 SP/each. Effects:
Doubles effects of hangover, thus lessening duration. Special Notes: Overdosage can
be criticalf!!

The Lemina Potion
Donege: Three ounces per 200 lbe body weight. Appearance: Green liquid with gold
overtones, no discerpable flavor. Cost: 5 SP/ounce. Effects: Invigorating, all hangover
effects cured within 1d10 minutes. Specinl Notes: For 204 1d20 hours after use, the
taste or emell of alcohol (any kind) is totally and completely abhorrent {avosiable
through moast Temperance Socicties).

Mogro’s Elimer
Dasage: One ounce per individual. Appearance: Silvery/grey liquid, harsh taste.
Cast: | GP/ounce. Effects: Initially feels like the tep of one's head is coming off,
spurts of steam appear from ears, nose and mouth, eyes turn red and blink, Laste 1d3
minutes, then ceases, leaving the user feeling fice. Special Notes: Difficuit to find but
very eflective.

Rorgan’s Restorative
Ooaage: Ope ounce per 200 lbs body weight. Appearance: Clear liquid, bitter taste.
Cast: 10 SP/ounce. Effects: Reduces effects of haagover by one stage (i.e. from
Exireme to Severe — ace effecta charta preceeding). Special Notes: Excemsive doeage
inccenses hapgover effects by one stage — can be fatal!
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Zarak’s Special
Daeage: One capeule per 104+1d10 hours. Appesrance: Small grey capeule. Cawt: &
SP/capeule. Effects: Delays all hangover effects for effective period. Special Notes:
Drinking during delay period adds to final effects.

Failing resort to one of these preparation, a Clerical “Blessing” will mitigate the
effects of a hangover by one stage of severity as will a cure or healing for a minimum
of six points. '

And, last but not least . . .

Amulet of Displaced Mixfortane

This amulet has one very useful property — if the Wearer gets drunk, someone efse
gets the hangover!

It has to be used properly, however. To do this, while you are drunk, you “cheose
your victim”. You buy them a drink, dip the amulet into it and put your arm around
them and, all the time, they’se drinking it, you say things like "Ol’ buddy, I like you so
much, I just really wanna give you something, right from my own Aeart . . . elc, etc!

If you can keep that up till the drink is finished — the whole drink — then, next
morning, you feel great and they have the hangover!

We would caution you, however: do not — ever — try this on anyone who is
accompanied by a large white rabbit . . .

ﬁ\‘ = ‘ - y
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Dwarf
00
01-03
0409
10-14
15-28
29-39
40-69
60-79
80-92
93-97
1dé

Donslerous Grdiptions

m (heracter Dastory

The following tables have been extracted fiom sctuarial records maintained by
Amazon Mutual Life Assurance to whom we offer our thanks for their cooperation
and assistance.

g/m/radwr’» 9 amdy

Elif  Halfting Hobbit Human Ogre Orc Siblings

00 n/a n/a 00 00 n/a  noble born'
01-02 0004 0002 01-03 01.02 00-06  orphan?
03-156 056-20 0309 04-10 03-04 06-10 0
16-30 21-33 1617 11-26 056-07 i1-20 1
31-45 34-50 18-27 26-45 08-t2 21-30 2
46-60 51-685 28-39 46-59 13-20 31-40 3
61-76 66-75 40-69 60-79 21-29 41-50 4
76-90 76-856  60-72 80-89 30-39 51-85 5
91-96 86-94 73-84 90-94 40-59 66-80 (]
97-98 956-98  85-96 956-98 60-90 81-96 7

1d3 143 1d8 143 id12 148 plus 7

! roll again for siblings 2 see Orphan Adoption Table

Birth of Nolde Parenlnge

Throughout the Delian Commonwealth and most other regions, the title is inherited by
the oldest son or daughter on the death of the titled parent, younger siblings receiving the
title Esquire or Lady (the equivalent of “Wellborn’* or “Gentieborn’) but all offspring of
a Lady or Esquire scquire the same title. If there are oo surviving offepring, the title dies
until revived by the King by appointment for bravery or services to the Crown. For
exceptions, see Background on the Crown Princes of Bohemia (sn a fosthcoming volume).
Knighthood may be earned for services to the Crown or Commonwealth (i.e. besiowed for
dravery in ballle, etc) while the title of Knight Baronet is earned (or psrchesed) by

subsequent services. For reasons which should be obvious, the various Royal Families are
not included here.

Dwart By Humas
00-40 00-35 00-45
41-64 3668 46-65
65-81 67-84 66-82
82-91 86-92 83-90
92-93 93-94 9i-92
94-99 9599 93-99

Nobility.

Ogre! Title of Poreni(s)

00-43 Esquire or Lady (minor nobility)?

44-69 Knight (either sex)?

70-86 Knight Baronet or Knight Baroness?

87-93 Baron or Baroness

9496 Duke or Duchess

96-99 Impoverished. acquires title but no wealth nor
lands, roll again for raok.

! subject to survival of the Wild Time — see Ogre Cultures.

2 does oot necemrarily include lands, holdings nor general wealth

For all “noble born”, roli on General Enviromental Table and on Educational
Background Table but not on Enviromental Influence Tables unless “impoverished”
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Orphon ddoplion Joble

Dwarfl Ef Halfiimg Hobbit Human Ogre Ore  Adoption by
0006 00-09 00-056 00-04 00-10 00.07 00-12 -nope!-
07-78 10-11 06-12 06-20 11-14 08 13 Dwarf

79 12-76 13-20 21-22 156-26 09-11 14-16 EIf
80-83 76-84 21-86 23-26 28-30 12-14 16-17 Halfliog
84-86 86 86 27-88 31-33 16 18 Hobbit
86-97 86-96 87-96 89-96 34-93 16.23 19-23 Human

98 98-98 97-98 97-98 94.97 30-96 24-30 Ogre

99 99 99 99 9899 5698 31-99 Orc

! see Orphans Not Adopted table

On phams Vot ddofled
Dwarf or Ef or

Hobbit Halfting Human Ogre Ore Childhood

00-16 00-26 00-36 00-10 00-07 City kid’s gang

16-40 26-45 36-563 11-25 08-20 Forest/hunter gang
41-76 48-70 64-76 26-60 21-30 Urban apprenticeship
7697  71-95 7690  61-88  31-68 Rural apprenticeship
98.99 98-99 91-99 89-99 689-99 — other —

roll also on Enviromental Influence tables as appropriate
or roll to determine General Enviroment on followiag table

Dwarf Ef Halfling Hobbit Human Ogre Orc  Cavirameot
00-03 00-09 00-08 00-02 00-14 0006 00 City (Infond)
04-09 10-17  09-18 03-04 15-29  07-13  01-02 City (Port)
10-23 18-23  19-24 05-11 30-46 14-27  03-12 Town (Inland)
24-30  24-27 26-30 12-18 46-68  28-41 13-24 Town (Porl)
31-48 28-36  31-42 19-36 69-67  42-50  25-43 Village (inland)
49-54 36-39  43-52 36-44 68-73  61-69  44-62 Village (Coaslal)
56-86 40-87  53-83 45-81 74-.86  60-79  63-80 Rural (Inland)
86-99 8890 84.99 82-99 87-99 80-99 81-99 Rural (Coasial)
Depending on your geperal enviroment, one or more of the following Enviromental
Influeace tables will be applicable — roll oo each table which applies to your background.

Eruaromendol fn/éawm —— QU Urban Areas

00-08 Joined large street gang — elgible for entry in Thieves Guild
04-65 Roll once oa Urban Appreoticeship Table

65.70 Schooled — go to Educational Background Table {Orca excluded)
80-84 Roll twice oo Urban Appreoticeship Table

85-8# No applicable influences on this table

9000 Roll twice on this table — if 80 or higher, refoll
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00-65 No maritime experience

66-72 Apprenticeship as Ship Builder, 4+1 Strength, general knowledge of shipe

7878 Apprenticeship as Ship’s Chandler, general knowledge of eea

7884 Apprenticeship 35 Merchant/Trader, general knowledge of trade routes plus two
foreign languages

8503 Apprenticeship as Merchant Seaman, 1d3 voyages, all preceeding knowledge plus
weather-sense (30% — coastal/maritime only)

94-99 Apprenticeship as Merchant Seaman, 341d6 voyages, all preceeding knowledge plus
weather-sense (70% — coastal/maritime only) plus one foreign language

08-85 Farmer — +1 Constitution, no special skills

86-55 Herdsman -— +2 with projectile weapons (sling or bow)

56.64 Forester — identify all common and (30%) uncommon animals/tracks/spoor
65 74 Schooled — Go to Educational Background Table

7598 Roll once on Rural Apprenticeship Table

94-99 Roll twice on Rural Apprenticeship Table

0048 No epecial influences/background
46-80 Fisherman — +1 Constitution, handle all small craft
81-99 Sailor/Smuggler — contacts with Thieves Guild, handle all small craft

Bducolional Fockgraund Joble

00-50 Elementaty only — able to read common tongue, simple math

51-75 Moderate scholar — read/epeak two languages, good at math, +1 Intelligence

76-88 Good scholar — add two more languages, astrology, +1i Intelligence

80-06 Advanced scholar — basic alchemy (26% identify common potions, etc), one
ancient or rare tongue (read 30%), history (know 756%)

97-99 Scholastic — add two ancient or rare languages (read 40%), identify rare or
mythological beasts, know folk-lore or legends (60%)

Rural .A/&/\mwnf"aA/d’b FJolle

00-05 Hedgewitch — 42 all Saves ve Spell, 41 all Saves ve Dlusion

06.13 Herbalist — identify natural poisons (456%), find herbe and prepare potions/poisons
(80%)

14-54 Hosler — fine horseman, +3 with all riding beasts

5575 Lumberjack — 756% tracking ekills, 60% identify common animals

76.99 Riverman — excellent swimmer, +1 to Strength, +1 to Constitution
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Urban Apprenlicorhif Teble

00-04 Acter — able to disguise self (80%), +1 to Charisma
0500 Alchemist — able to identify (not create) alchemical preparations (36%)
10-14 Apothecary — able to identify drugs/poisons (70%)
15-19 Artificer — 26% pick locks, 40% repair damaged mechanisms (non-techno)
£20-24 Blacksmith — +1 to Strength, repair weapons and armour (26%)
25.20 Cabinetmaker — +1 to Strength, find secret panels (30%)
80-94 Cobbler — po special skills
85-89 Cook — able to prepare foods, identify most common edible plants (80%)
4844 Gladiator — +1 with one weapon (choice), elgible to join Guild {see Dark Dreams

Ardun Grimoire V).
4$5-49 Jeweler — able to evaluate stones (86%) (non-magickal only)
50-54 Jurist — legal backgound, +15% to win arguements
55.59 Locksmith — 76% chance to pick locks
60 64 Mage — +1 to Wisdom, roll equivalent on Educational Background
6569 Merchant/Trader — add two additional languages, +16% to haggle
70.74 Musician — +1 to Charisma, play four musical instruments
7579 Physician/Healer — able to bind wounds for doubled healing effects
88-84 Potter — no special skills
2589 Tailor — able to disguise self or others (456%) or pass as Noble {98%)
90-94 Tanper — +2 all Saves vs Poison, +1 to Constitution

9599 Weapons Master — +1 with any three weapons (choice), repair/restore weapons
(26%)




Puge 12 Monsterous Civilimfions

B Ot Open Torhet

The Open Market(s) is a uniquely Delian concept though, of late, similar marskets have
been established in other worlds as well. Simple in principle, an Open Market is — like a
Free Port — a place where anyone may offer for sale or trade anything from anywhere . . .
and do 80 without let or hinderance by local or regional law or custom.

Thus, in all major cities in Delos {and most smaller cities and larger towas), the Open
Market is a general meeting place, “hiring hall” for mercenaries and adventurers, a mecca
for bargaio hunters and peddlers alike and the cential focus for all manner of casual
commerce.

The Open Markets, however, are not restricted to merchandise. All manner of services
and special arrangements may also be purchased within the confines of the Open Market.

Within each Market, one will find posters advertising gods, goods and services; rewards
for run-away apprentices, various miscreants or stolen goods; opportunities for out-of-work
adventurers; pested injunctioos to repent oneself of various eins (and. occasionally. sins
which one did no! know ezisted) and all the admonitions, offerings and overtures of
civilized society and commerce.

Here one might hire mercenary soldiers, seek out a ‘“‘rogue”’ assassin, sell one’s
mother-in-law (or wife or husband, etc}, visit a “temple™ to a god or religion forbidden
elsewbere, purchase a slave or conduct any type of business which. outside the Open
Market, would result in legal or other repercussions. (Of course, simply “purchasing” a
slave within the Open Market does not mesan that. after leaving the market, the slave will
remain your “property”.)

In general, however, most “services” offered within Open Markets are not actually
illegal outside. Some may prefer to do business here because their activities are oot
subject to the same restrictions as elsewhere, because business is less expensive here,
because of freedom from taxes or revenue restrictions . . . or simply because the customers
are here. Thus the Open Markets are equally popular both with weapons mongers and
antificers as well as aichemists, dressmakers. hedge witches, jewelers, tailors, vintners and
a bundred other occupations.

At the heart of the Open Market, however, are dozens (or, in larger cites, hundreds) of
traveiling merchants, peddlers, sutlers and jobbers who follow circuitous routes from city
to city (and nation to oation) buying (bul olways ‘‘at rusnous czpense’’) aund eelling (‘for
o mere piitance, of course’) all manner of wares and cargo for the (““discerning and
knouledgable’) patrens of the unparalleled (“czempiiary and nonparie!’) Open Markets of
the Commonwealth. Such merchants range from peddlers hawking twe-pence ent-whistles
and children’s toys to vintners offering rare beverages from other lands to hucksters with
strange magical artifices to caravan owners trading only in wholesale goods.

In addition to merchants of all types, a wide varity of services can be obtained in the
Open Market, these ranging from small food and beverage stands to elaborate (and costiy)
dining establishments whose savory odours mix with democratic indifference to their
surroundings. In similar fashion, all types of sporting establishments (ranging from “dice
and fate” to the very “intimale’) may be found as will religious (and political) zealots,
wandering entertainers, jongulars, bards, performers and storytellers.

In like fashion, beggars, panhandlers and mendicants of all kinds mingle with both
peddler’s wagon and merchant's tent, {Thws a dealer in fine gems may find that! chamiy
demands offering o generows coniridulion to an impoverished beggars together with a
well worded suggestion thal another location -— possidsly a competstor’s — might prove
more profdable.)
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. And, of course, the Open Markets are aleo well attended by cut-parees,
scam-players, thimble-riggers and various other light-fingered or smooth-talking
entrepeneurs . . . These latter individuals of course, if allowed free rein, would seriously
deplete profits for the more honest merchants . . .

Whether in Orus (South Orcsan); Upton (on the Watling Rsver) or Kanome (along the
Smyrian Gulf), all local law and authority etop once one enters the Open Market. Here
Orcian Constables, Armsmen of the Commonwealth and Karromian Gendarmes may
enter but, once within, have no more rights or priviledges than any other citizen.

In moet areas, the Opesn Markets are patrolled by Guardesmen hired by the local
Merchants’ Guild but their authority is limited to the Market itself and their concern ie
only with offenses against merchants and, of course, patrons visiting the Market. For this
reason, a variety of couniermeasures are used: free-lance soldiers are often hired by the
Merchants’ Guild, various market gangs (mostiy juveniles) act as onofficial Armsmen and,
in extreme cases, the local Thieves Guild (who are usually kept on retainer) may called on
to “exercme” a steadying influence.

The results are, within the “laissez faire” attitudes of the Market, that these are often
the exfest places in many cities.

Even within relatively “repressive” regious, the Open Markets are too well established
and too important for interference by local or regional authorities. Thus, traders and
merchants, on entering areas plagued by custom and import reatrictions, may be required
to have their merchandise “sealed and bonded’”’ and warned of conditions imposeed ox such
sales but, once within the Open Market, the only limitation ie a simple “caveat emptor!”.

! caveat emptor — let the buyer beware . . .

.7&@#4»#@%0{“&6&17@07«4‘14“

By castom and established usage, permanent structures are forbidden in moet Open
Markets and all merchants or tradesmen conduct business from open stalls, wagons,
peddler’s vans and tents of all sizes, thus all attending, rich merchant or pocr peddler, are
brought to a common level . . . in theory, if not in fact.

In actual practice, in the larger Open Markets, the wealthy merchants tend to
congregate, their silk tents sprouting like a bed of bright flowers while lesser merchante
establish themselves in rings or clumps around the wealthier center and, in eimilar
faahicn, the travelling peddlers, usually travelling in caravans of drop-sided wagons, form
a third ring. Scattered amonget these, without regard to rank or status, will be the food
sellers and wine merchants {though the prices for food and beverage — and the quality
offered — often increase towards market’s central regions).

In emaller centers, the Open Market may be no more than an open field or wooded
commons, deserted much of the time and only occasionally active during festivals with
entertainers appearing in droves, travelling peddlers setting up wagons and local farmers
atriving with produce and livestock. Between times, the field or commons will be largely
demerted except for casual passers and, on warm evenings, picnickers and courting couples.

In the larger towns and cities, however, the Open Market is active year round and all
hours . . . and, in some cases, may feature some permanent buildings or other structures
as shelters in case of inclement weather. Universal custom, however, dictates that these
be used only when pecesaary and that space be allocated on a €ret<ome basis (a
kimitaiion applying as well (o temples and other “nonm-commercial” organszations).

However, the Open Markets in various cities differ as greatly as do the local climates
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and cities themselves. .

For example, in Upton, the Open Market is a region along the shores of Lake Amberin
on the Wailing River and many merchants moor barges or emaller boats along a net ‘work
of floating dockways while a few prestigious resturants are semi-permanently established
on “flower boats” moored in deeper waters.

In Holly Oak, the Open Market is located in the Grove of Ages, among the oaks for
which the region is named. Here the central grove is dedicated as a druidic temple and a
“tithe” is levied for the upkeep and preservation of the region.

Moving south to Tremonde (or north to Usher), where heavy rains would otherwise
interfere much of the year, the Open Market alternates cobble-paved plazas with wide
grasdy expanses and scattered, broad-roofed shelters for the too-frequent rainy days.

Still further south, along the Smyrian Gulf at Karrome, the Open Market surrounds a
deep-water harbour and is conducted both on land and in and ypder the waters.

And, further west, in the wooded regions of the Ogre Nations, the Open Markets are
acattered, constantly-shifting assemblages establiched in grassy, sunlit glens in good
weather and sheltered forrest regions in bad.

?oﬁalam Dirernisns and Unusuwal Fervicer

In addition to merchants and trademen, a wide variety of diversions and services are
available at the larger Open Markets. These can be as variable as the weather and range
from the commonplace to the extremely outre’.

In the latter catagory, if desired, one might visit the Open Market in search of the
professional syncophants (toadses or fawning underlings}) so desirable to enhance one’s
status in the rigorously formal social intercourses of Tremonde.

In eimilar fashion, were one tiring of one’s present incarnation, both the Y’Mali D’Naor
and the Solipsistu of the Hive-Mother maintain “recruiting” stations at many Open
Markets. In lessor extremity, the Cenobites of Solitude maintain information and
enlistment facilities (manned by simulacrs, of course).

Less exotic services, ranging from auguries by oracles, hedge-witches and a variety of
divinators and astrologers to custom alchemical concoctions and other arcane specialties,
are also available as are representative of most prominent local religions and guilds but
one of the most popular diversions, in all Open Markets, are the myriade of travelling
jongulers and storytellers. These wandering newsmongers circulate from city to town to
hamlet supplying gossip, rumors, news and all variety of entectainment . . .

More important, these travelling “journalists” also serve as encyclopedic sources of lore,
legend and history (seec olso The Amonwenses of Clic). In this latter aspect. the
storymongers are especially popular with adventurers seeking background information,
historical references and other leads to events, places and persons.

Unfortunately, however, the information available from euch sources is pot alwaye
totally reliable. We might cite as example the case of a paladin who, being too cagey (and
too penjurous) to purchase his information directly, extracted a long and complex account
of the Battle of Dinnger’s Crossing by plying his informant with copious quantities of
Dragon’s Breath.

While the resulting account was colorful . . . and fascinating . . . and beautifully and
theatricly declaimed . . . it was also . . . quite totally . . . and fatally . . . incorrect!

Which eimply upholds the truth of the age-old adage which maintains you get what you
pay for . . . sf gou're careful . . .
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On the other hand, you can also pay for some things which are very intangible . . . and
still get what you’ve paid for. At the Open Market in Karrome, you will find:

Bulpeppas’s Orreny of Autrelngical Voodso

Created by joint efforts of the Arch-Mage Culpepper! and Tonio the Techno?, this large
orrery? is magically powered to “follow the true path of the heavens” — usually! In this
case, however, the various planets and orbs are holiowed chambers . . . and are used for a
very special purpose.

For a fee (negociable but not unreasonable), the Orrery provides astrological forecasts of
the success or failure of various endeavors. For example: prior to a dangerous
undertaking, a group of adventurers visit the Orrery and supply Culpepper with tokens
(bsts of hair, fingernasl clippings, etc) representing the participants which are placed
within the appropriate segments of the Orrery.

When these “influences” are added, the resulting motions depart from *‘the true path”
to indicate patterns of success and danger . . .

In a similsr fashion, other tokens used to “adjust’” these motions might indicate greater
success if the party included a Druid (the “weight” suggesting a §th level or greater).

} Arch-Mage Culpepper 15, of course, quste mad — see note 2
2 see Mad Minor Craftsmen of Delos

® ¢ mechanical device imitating of the movements of the stars and planets

see also Objects of Uncertain Values
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Obipels of Tnrertain Vahies

The following are examples of a variety of unusual wares which might be found
at the Open Markete. No prices have been given — such are entirely open to
barter and a shrewd purchaser might profit greatly . . . but, keep well in mind, the
sellers are honed and whetted traders, sharpened by years of commerce in the
ultimate arenas: the Open Markets of Delos.

A populsr item on most trade circuits, these Censors can frequently be rebought and
resold. In use, however, the owner must wnte down their wish, place it in the censer and
burn it. (The player must, in facl, give the writien ereh to the DM who keeps it on
Me to tater prove to the — wsually oxdraged — piayer that “Yes, yow did wish for susi
that, here st is!)

This is like a limited wish spell except results are not immediate but are delayed by two
{actors:

The first delay factor is that the result of the “wish” can’t “just eimply appear”. It has
to be brought about by some semblence of “natural coincidence”. For instance, if the
User wishes for “1000 GP”, the gold will not just “appear”. Rather, some situation will
arise — euch a8 winning a lottery or being given a very easy, well-paying job — which
results in "“soon having 1,000 GP” . . . but without “blatantly outraging the natural
order”.

The other delay factor is “karmic poetic justice”. The User will always get the “letter”
of his wish — the exactly-worded fact but, whether the result will in fact be good or bad
for him — depends on his own alignment. For example, an Evil thief — having stolen a
High Stygian Censor — once wished for "“an easy 1,000 GP”. Three daye later, he
“found” his desired money (while “visiting” a mansion in the city) . . . but also
overstepped the bounds of greed (taking several other items as well) . . . and became the
object of an intensive manhunt with a posted reward of 10,000 GP for bis body.

Master Trader Crembinder’s Noles: A wise trader will confine himself to profit
from selling High Stygian Censors . . . and buying them back again at the
appropriate time and price. A ver’ popular item moet anywhere.

u?m’& fhmmfoam

These gems are usually set in rings or, sometimes, in earrings or tuskrings and are sold
as "“augusies of warning” — usually for whatever the trafic will bear — sometimes high,
sometimes low. The gems produce (at random {imes and circsmstances) {rwe
augaries/pieces of information.

Unfortunately, these warning appear, cven (o the wearer, to be suspect because they
are “wrapped in such neurctic emotions™.

A true premonition of some trap or ambush — becomes a “paranoid fit” that “there’s a
trap on that door, right there (correct), Moriarity designed it, he's put out a contract on
me, every monster in thie dungson is looking for me, he’s bribed the rest of my Phity too,
omygod ehall [ tell them or let them set off the trap, serves them right . . . .”

A true intuition or judgment of hasard likewise becomes: “That bridge is too weak,
we'd better take the long way around (correct} . . . Oh, why should/did I say that, the
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bridge is probably okay, I’m just trying to get attention and make everybody suffer . . .»

Once the Wearer catches on that real intuitions are happening and tries to use them
deliberately (ie by asking the DM “Do I get any intuition about this?”) it will always
‘“read out” as “‘great anxiety, fear, bad luck will come from {whatever it is)”.

Master Trader Grumbinder’s Noless The auguries are valil enough. If the
wearer is upeet by the excessive emotionai content — well, the world is full of those
whose hearts rufe their minds . . . in a fashion. Still, these do well to help create a
nice secondary market for armour, weaponry and other stock in trade. Goed
business to let them go not too dearly.

This earring has the unique property of warning the wearer when anyone within range
{1d10 miles) is talking about them. This can be a reference by pame; by specific
description ("That guy with the one funny earring . . ."); as part of a group (“When those
five elves get here, then we’ll . . .”") or even, in seme worlds, more generally stilt (“The
next damned ssinine interfering Paladin who clanks by here . . .”).

Useful device, right? Lets you know about ambushes, plots brewing, etc.

The only trouble is . . . well, normally it sort of “whispers’’ the voice it picks up so that
only the Wearer can hear it.

However, under certain circumstances (often when the “speaker” is nearby), the volume
“jumps” to where it BOOOOOMMMMS . . . Loudly!

The earring also responds to the Wearer’s emolional state and, if what is said about him
is, in any way, fattering, embarrasing, sexy, etc — such as to “make strong men blush”
— the Wearer must Save ve Wisdom. K failed — he foees his cool, blushes, and the
volume goes up for the world to hear just ezactiy why!

Maaster Trader Grumbinder’s Noles: Popular item with paranoids, good market

with the Assassin’s Guild, politicians and others . . . Of cousse, the results can also
be quite noisy . . . specially if you're well known, unpopular or otherwise
noteworthy . . .

dund Ido's Bure for Anylhing!

This is a hellaciousty useful item — if you can stand the embarrassment. legend says
it was invented by a little old lady who came by a Gate from Terra and decided to “put
her Terran scientific enlightenemt at the service of Delian healing magick” . . . and thie
was a litile lady who didn’t mess around!

Whether the Cure came out just as she intended or whether it resulted from two

‘Cures’ joined by a fumble — Aunt Ida will never admit . . . but, in appearance, it’s a big,
crockery, clawfooted Terran bathtud. When either spigot is turned, it immediately fille
itself with a hot liquid which smells like a combination of Epsom salts and homemade
chicken soup!
_ As for the taste — no one will tell because anyone who sampling it immediately falls
into a “nice long nap” and wakes up 3d4 hours later with alf internal damage or problems
healed: whether stomach ache, disease, parasites, poison, ulcer or whatever! Anything/
(But, while asleep, they’'ve forgotten how the stuff tasted. “But 1 did have the nicest
dreams, all abeut potato pancakes and knishesand . . . .”)

Structural damages (wounds, broken bones, sprains etc) require sosking in the tub for a
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similar period.
Master Trader Grumbsnder’s Notes Popular item in many spas and waterholes
but a bit difficult to carry around. Course, it’ll cure its own heraias . . .

While these Codpieces really do have a very useful power they also have two
inconveniences.

One is: the wearer is {olally conuinced that, if anyone else sees the garment, the “whole
world will come to an end”. (Still, he mwst wear it instead of hiding it away, because “its
power demandas to be used, it is my fate”.)

The other inconvenience is — the garment is made from a weave of Scorgian wool and
fibers of the Delian medusa-palm — anyone who does look at it (except the Wearer) is
immediately tursed to stone! No save!

However, the ‘stoned’ condition is temporary (1d10 minutes) and the victim
spontaneossly returns to normal. There is no system shock damage — only fota! amnesio
a8 to what happened. (“The last thing 1 remember is seeing this codpiece — then, well,
it’s like the whole world came toan end . . .”)

Master Trader Grumbinder’s Notes Difficult to market, few are able to resist

keeping these for themeelves . . . and selling one is even harder since you really
can’t explain why they’re valuable . . . somehow customers just don’t understand .
Bolichedle's Shedls

This natural-magickal breed of delicate amall shell has a shimmering shape variously
described as “a blushing virgio ear”, “a spirit-small hand”, “a soft, beautiful Botticelli
sea-nude.” |ts color(s) are an ever<hanging blend “of all the pinks of moonrise over the
Esstern sea” and, listening to the shell, one hears “‘sighs and whisperings of all the parted
iovers the world over . . . .”

Further, this rare natural shell has the property of being in two places at once! If a
peroon holding it thinks longingly of her absent lover. suddenly she ‘feels’ the shell become
very lightweight and only a trembling, iridescent ‘hologram’ of the shell remains in her
bhand! The ‘real’ shell has dropped tArough her hand to fall softly on the sand.

If the ‘real’ shell is then delivered to her lover, she and he can whisper back and forth to
each other through their respective sbells.

There is no limil to how many times this can be used or how many miles it can reach.
The only limit is . . . exactly whet can be said!

As long as the conversation is loving and gentle, all can be spoken but, should bad news
or angry words be ueed — then the delicate shell trembles and stammers and will scarcely
repeat it, sobbing with grief or blushing with shame. (It has 15% each usage to even
“censor or change” such bad news to “something nicer’)

Bach time the Shell is forced to relay auch ‘upsetting’ news, the trembling and sobbing
grow worse and there is a 10% chance (cumulative) that the Shell will shatter under the
strain and its broken sharde fall about the user’s feet “like shattered ice-rose petals”,
forever unrepairablo.

Moster Trader Grumbinder’s Notes These shards, however, bring a high price
(600-700 GP per vence) among the Courtesan-Alchemists of Shannanszara — but
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they’ll never tell why . . .

$ray Fog of the Wanlond

Resembling coarse salt, these crystals sublime (i.e. evaporate) when exposed to air into
a heavy, dirty-white, ammonia-smelling fog which lies close to the ground {10’ deep). One
pint of crystals produces 1000 cubic feet of fog (ie 10’ x 10’ x 10’), requiring one M/R to
form and 3d20 minutes to dissipate (less I minute per MPH of wind speed).

Within the Fog, all vision beyond the stretch of one’s arms is obecured and, even within
the small area you can see, no colowrs are visible — only shades of white, black and
“hundreds of dirty grays between™ . . . which makes It a little hard to see uniforms and
tell who’s on whose side, doesn’t it . . . .7

But the most confusing thing about the Fog is what it does to sounds. Normal sounds
and voices are muffled, indistinguishable — even from someone close enough to see/touch!
The only sounds it will let through — are shouts of anger! Growls, curses, tirades,
tantrams, invective, sarcasm — all these come through loud and cleas!

So the only way to get your message through — is to make it as angry and nasty as
possible. “Get your (bleeping} ass over here, soldier . . ! Pass the (bleeping) butter . . !”

Master Trader Grumbinder’s Notes: This is said to have been developed for the
Warlord Yama) and intended to break up the alliance of twelve combined Foreign
Legions of Bohemia when (defying ali precedent) a dozen of the Pretenders to the
Throne wunited their forces at the Citadel of Walm'irke. The Pretenders, however,
well-practiced at rapier-sacasm, totally disregarded both fog and effects, only
remarking afterward on the “peaceful absence of any echo of the ceremonious
drumming of the hum-.drum” and offering a generous reward for the alchemical
formula for this “moet excellent and beneficient concoction”.

Plobiran’ Slats—Tray

This thin vlgar-wood tray, covered with sand, is surrounded by decorative engravings of
“millions of human faces overlapping each other”, all wearing expressions of “rapt
archetypal ecstasy”.

The sand covering appears locse, just spread on the tray. You can push it areund,
make marks in it, move it aside to eee the surfece of the tray underneath. Although you
can move the sand around, what you can’t do — is pick it up. A spoon “just sort of goes
through it” and, even if you turn the tray upssde down, the sand won’t fall off. Instead, it
clings “like it was magnetized”.

This cunning device, however, acts to “enhance and purify” any letter or figure drawn
on it. Draw a lopsided, crooked circle — the sand shifts itself to make it a pure, perfect
circle. And so on.

Game Masters Note: Users showld only gradually discover the [ollpunng addsiional

powera of the Slate. I¥'s much more frustrating if someone has ‘‘been carrying

the thing aroxnd for months and didn't know st cowld do that!”

The siate also corrects the spelling and grammar of anything omitlen in the sand.

Il corrects [acls too — and con thua be uwsed as a sorl of limsted augary Wrile
on it “The lreaswure vaull i3 directly West of RAere” and, sf sn fact the treasure vaull iz
to the East, the sards will correct the senlence (o say s0!

N even corrects pictures! Label a sketch “Lord Awvidya” — and st will change the
sketch to match the man’s realappearance. And it corrects maps too . . .
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But remember, this ¢s samd, o you can’t write or draw anything long or detailed!
About four words fills it up . . . (If you dampen the sand — well, it can’t shift, o it can’t
correct anything at all)

Master Trader Grumbinder’s Notex By the Laws of Delian Magick, of couree,
such a potentially useful device must have some limits or drawbacks. These vary
with different Slates (or in different worlds, as passtcge detween Shadows distoris
the Magick somewhat).

In some worlds, the Slate has only 80% to give a “correct correction”. However,
these are always vezy sure of themsetves and will a/ways make some correction and
there is no way to tell when they are right and when not (ezeept by sad ezpersence
BN 1

Otherworlds, the Spirit inhabiting the Slate has only limited or local knowledge
to draw on. Or may be of some strange, doctrinaire beliefs, and correct every
possible statement to match them! For example, a Slate inhabited by the Soul of a
disceased devotee of St. Fallwell, was in the habit of “correcting” the name of any
other god . . . which, too often, had very interesting «esults . . .

Lonsa of True Wril

This megnifying lens has a “techno” appesrance: very smooth, rectangular lens, black
“plastick” handle while the glass eeems to have rather a roey tint . . .

The Jens is not techno, however. 1t will detect as Magick (Lawful Good) and has the
power to automatically translate any book or scroll or writing eeen through it into
Common Tongue.

Unfortunately, whatever book this is used with, the user abactutely believes every word
ip W Forevermore! “It's got to be true, it says so Right Here!’ and, even after having the
Glass and/or “book” taken away (usually forceably), the Victim still remains convinced
that “Thia Book” (whatever it is}) “tells the whole and only truth of the Universe”.

The only certain cure known for this minor delusion is a “Remove Blessing” cast by a
Neutral Cleric three levels higher than the victim.

By the way,the Glass is abwalntely wndreakable . . . .

Master Trader Grumbinder’s Nolex A useful-sceming item — but not resliy!
And most parties find it causes more confusion than it is worth . . .

There are a few other drawbacks. First, the user cannot identify the original
language of any book examined — the material appears simply to be in Common in
the first place. Second, the translation is eometimes less than precise: when the
original contains a word or fact that has no real eqivalent in Common, the Glass
just substitutes something “simple and common-sense” . . . which makes it very
unreliabic in translating magick spells, recipies, directions etc.

Last, we sometimes suspect that an incompetent merchant with few ethics might
find rather original uses for such an item . . .

Sauntlsds. of the Palodirs of St Follll

These increase the wearer's strength, endurance, stamina etc (ie, +156% on anything
reganding physical strength) whenever they are doing anything regarded as a “harsh,
unplessant duty?” (At this time they also teduce intelligence and dexterity by -16%.)

They have the minor drawback of decreasing (by -16%) those same strength-related
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attributes whenever the wearer is engaged in any “plesant, frivolous activity” — or
anything that eny Cleric of St. Fallwell bas ever told them is a “sin”.
But, who cares, they shouldn’t be doing that atuff anyway!

Master Trader Grumbinder’s Notes. The market for religious artifacts is chancy
but sometimes profitable in the right locations . . .

j{ovd»d?’» Genic

These genies, resident in bottles (or portable computers), have no knowledge of the
outside world except what people have told them. All knowledge comes from words.

While these are very useful for answering questions (assuming someone has previously
supplied the necessary information), these also bave high egoes and intelligence and will
not function unless the request is phrased to their ‘logical’ satisfaction.

The genies refuse to understand that, in the real world, the same word must be used for
many different things or that the same thing may be called by different names or that
diflerent people use words differently. They expect words and things to match, one for
one, exactly, always.

These have no understanding whatever of outside situations, changes of location or the
passage of time and love to nit-pick and try to catch people ‘contradicting themselves’.
When one does, it will refuse to talk to that person for 4d4 turas.

Master Troder Grumbinder’s Notess No comment! Wouldn’t touch the
(DELETED) things.
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The Ldugury of The Qulen Worldn

This device is, in fact, a mobile sotenpa which picks up signals from various orbiting
satellites. Whatever robots or dumb people or computers operate these satellites, the
satellite is not choosy about what questions it will answer. Such are good at answering
questions about movement of armies they can see below them, of weather clouds, etc.
They also have access to a lot of techno knowledge banks and some some literary and
historical knowledge as well — though this may not always be current (as for thesr
inowledge of the history of Delos, of Delien lilercisre or magpck, efc — gmte
unreliable indeed).

This “zotenpa station” is very cumbersome and ‘heavy-labour-intensive’ to use.
(“Mobsle” means it ia mounied on caoterplar treads. designed to be pulled behind a
coterpillar tonk/) It was fitted with powered devices to adjust the aim but their power
supplies have long since run out and it must be aimed by musclepower toward the
desired satellite by moving the tread platform and ail.

The parts which actaally tune and brosdcast information are solar-powered, no problem
(eacept that volume & uncertain and you are libely to broacast the weather report over
¢ 10 mde grea). Also it "locks on’ to a good signal and fine-tunes itsell once you have it
aimed somewhere near a strong source . . . which can meao you sometimes 'lock-on’ o a
sonrce yor don’t want.

The “locking” also activates safeties to keep the platform steady while sigoals continue
strong so. sometimes, you just have to wait while the ‘wrong’ satellite falls below the
horizon or completes its report.

But, once you do get it aimed 1ight, there is no limit to the amount of information that
can pour through. For hours and hours, depending on the satelite’s orbit. Of course. in
many cases, it’s ‘pouring through’ too fast to write down . . .

GROUND TO AIR: “Siow down! My ecribes can’t make runes that fast!”

AIR TO GROUND: “What’s the matter, Landbase? Put a new battery in your
recorder!”’

GROUND TO AIR “What's a battery? What’s a recorder?”

Master Trader Grumbinder’s Notes: Wore out two caravassasies hauling one of
these to the Temple of Ynos . . . pever again . . . Still, if you’re willing to take
delivery where-is/as-is . . .

Polion o; .f/ma[ .“.axmo»r?

This drug prodaces “sefective amnesia”. The user can only remember as much of the
past as matches his present surroundings. le. if given to a thief in jail. all he can
remember s other jails. He losen all memory of the times of freedom in between and
thinks he has “spent his whole life being transferred fiom one jail to another™.

The effects last tili the user is removed from the setting where the drug was taken.

Master Trader Grumbinder’s Notes: Pretty good market in the better brotheis,
especially those catering to “older” customers. Nostalgia can have powerful
attractions.
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Available in a variety of colors, whichever color is put in someone’s eyes, they will only
be able to see objects which are that color. For example, if the drops are blue, the user
will see only the sky, distant mountains, the lake and someone’s blue shirt. Everything
else is “just a swirling gray fog”. This “normal” effect lasts for 3d4 hours.

However, each time these drops are used, there is a chance (10%) that, instead of
“uuseen” objects appearing as grey fog, they may simply be invisible! You see right
through them! X-Ray vision! (Range: 4d€0 feet) For this reason, the gold eyedrops are
much prized by thieves (and many adventurers) — simply for the 10% chance to “see
right through” walls, earth and treasure chests to the goild inside . . .

Of course, the lucky user won’t be able to see anything else, has to be led around by his
comrades . . . but, you can’t have everything . . !

This latter effect lasts until the victim is someplace where where there is normal
lighting but nothing whatsocver of the relevant color to be seen (whatever color of
eyedrops were taken). This causes the eyes to “snap back to normal”.

Therefore, users wishing to preserve their “X-Ray Vision” are always careful to wear
some gold bracelet or ring . . . for obvious reasons!

Master Trader Grumbsnder Notess Popular commodity . . . but I've a feeling
that an awful lot of people have been using these . . . the gold type, that is.

The Msure—X 'lﬂ\?’& fM\?

This dull grey ring is covered with a tracery of many small mice, each one looking
apprehensively around. The ring keeps watch around the wearer for any circumstances
where st thinks it might be better for the wearer to “shrink” down to ‘“‘a more reasonable
size” — ie. to dedge a blow or an arrow . . . or if he is hungry and there isn’t enough food

. . or he is falling (to minimize impact) . . . etc. This is mot, however, under the control
of the wearer!

Usually, shrinking does have some immediate, short-range, useful effect but it can also
be very inconvenient when this happens wsthout wamsng and without eegard to any larger
context. :

Returning to normal size is also not within the wearer’s control — when the ring
believes the danger is past, the wearer is returned to normal . . . but not before!

Master Trader Grumbinder Notes: these are usually billed as a ‘“universal cure
or panacea for danger, hunger, etc”. But the problem is, you have to put the ring
on to find out exactly what the ‘cure’ is . . . and they don’t come off easily.

How do you get one oft?

Well, friend, just to show you my heart’s in the right place, that bit of
information is yours for only . . .
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Fenchelchan'’s .‘Bbm:’rwq; Jwine

Similar to Fencheichen’s Yarns (see Beyond The Sacred Table), the Twine is much
more powerful! Like the Yarus, this Twine is wrapped into a round ball and is cast down
in the path of some pursuer or enemy.

When cast down, this causes an entire Manor or Viilage or tribal settlement — as
appropriate to the terrain and lecal civilization — to spring up . . . complete with the
appropriate citizenry (except that they are all of quite quite low (level (1-3) and low
intelligence {3-8).

But the first High-level (104) who stumbles into the borders of this area is hailed by the
“natives” as their “long-lost hereditary Prince”. They have honors waiting for him. they
have disputes that “oniy He” can settle — all very Battering. This crossing also produces
tnstant and total amnesia in the high-level “Prince” and his real friends and cohorts (Save
vs Charm at -8).

“No memory of the real past . . . flattering honors offered . . .” Experienced
role-players can take it from there!

For the less experienced, the DM may assign percentages for the Victim to
believe that they really are “the long-lost Duke of Nonesuch™ {or wherever!)
and that their “duty requires them to stay here, on family territory. defending their
family lands . . ."

By the way, this is most annoysng to whatever tribes really do have heredity claim to
the lands where these “mushroom upstarts” have appeared . . . (Thus the Twine brings
high prices as contraband in most of Delos!)

The oniy way to “break the speli” is to “wind all of the Twine back up into one neat,
clean balt” again. (Which can be kind of a problem if it has gotten broken or damaged —
as is entirely likely lying around in the middle of a busy village street during a “Welcome
Parade™ for a “long-lest Duke!"}

Al} in all, a very effective way to keep your High-level enemy out of your hair for a few
months . . . or years!

Master Trader Grumbsnder's Notes. There was a case where the Twine was
pieced together and rewound but. since several pieces were missing. it left a
number of the “villagers™ still roaming about. Their storiea have given rise Lo the
interesting cult of the Lost City of Geron (see also Master Devarian’s Medols},
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[ Venreal Disenses of thy Guccubi and Teuti B

it has come to our attention (sndsrectly, of course) that many adventurers have been
dallying in Pleasure Honses featuring Succubi and Incubi among their attractions . . . and
that certain attendant consequences have, in some areas. reached near epidemic
proportions.

For this reason, we have consulted the noted cleric and healer, the Graf Posvalski. for
advice on methods of curing the more common varieties of disease which may be
contracted under such circumstances. While the treatments perscribed may, in some
cases, seem complex and laborous, we are assured by numerous consultants that such
1egimes are effacious if correctly followed.

Reinfection, of course, may be avoided by the obvious means . . .

Among the more common ‘Ethereal Venereal Diseases’, Vanishing Grankor is commonly
contracted through the Succubi of the Forgotten Quarters in Upton, Karrome and Usher.
Produced by a mold of etherial origins, Vanishing Grankor progress slowly over and
through the body, usually along the parmic meridians, causing each affected part to, first,
glow a “dull, cold indigo” in normal darkness (but a “brilliant indigo-rose” in ultra-light
from the sun Verga). After 1d3 days, however, the affected part becomes (otally ethereal.

Vanishing Grankor continues to spread until all of the victim's flesh and soft organs
have progressed to the etherial stage (but slowly — one by one) with only the sketeton
and ligaments remaining material.

Naturally, while the disease is in progess, the victim's appearance is quite shocking: a
partial body, partial skeleton with miscellaneous organs exposed bdut stsll functioning.
Yeeechhh!

While victims may find temporary employment as churgicali models, they are generally
shunned by society as a whole.

Oddly enough, aside from the ridiculous appearance and some mscellaoeous
incouveinces*, the victims find the whole thing fofally pleasurable! According to reports,
the early, blue-glow stage feels like “swollen and fizzing with little carbon bubbles —
pleasant tickling” but, when the part has actually gone ethereal: “it feels indescribably
pleasant, like melted swirling ethereal caramel where the flesh used to be . . "

When the transformation is complete (requsres 1d§ months), the victim remains healthy
except for the slow less loss of Constitution points (1d6 each year unls{ reaching zero
when the wicim dses).

* The ‘inconveniences’ naturally include the fact that (as each appropriafe part
becomes ethereal) speech. sight. hearing, taste, touch, etc. become ethereal too.
Only strength. locomotion, etc. remarn material . . .

The Graf Posvalski comments: In ancient days, Vanishing Grankor was actively
cultivated by the jaded and these seeking “unusual” sexual sensations . . . with the
“end results" confning the habitue' to indulgence with other “etherial” partners
(and the often-unfortunate side effect of besng mistaken for an “‘undead’). Fer
those not inclined to pursue this course to its ultimate end., the disease may be
cured by bathing the affected parts in distilled (dry) essence of Dreamer's Poppy
(sce The Delian Book of the Dead) until al} characteristic sensations have ceased
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(approxrsmately 10+1dS0 days). I treatment is discontinued prior to a complete
cure, the arvested aflliction will resume ite normal course.

Boco ffiar's Bom plaind

This unusual affliction causee the victim’s extremities to slowly begin to cook. This
occurs without pain (though there 5s a complete loss of movement, sensations, etc).
When firet noticed (follounng an sncxbation persod of 1dS days), Escoffier's Complaint
appears to be a mild sunburn; after a further 1d3 days, a violent sunbura, After 1d6 days,
the victim is done “very rare”; 1d6 days later, “medium rare”; 1d8 days to “medium
well” and 1d10 days to “well done”. After a further 1d10 days, the flesh will have fallen
off of the bones in the form of long strips similar to jerky.

The resulting odor is strong and delicious! Very attractive to monsters and quite
noticable to anyone encountered . . .

The Graf Posvelaki comments: Historically known to the Ogre Nations as an
unusual method of preparing the entre’ for a banquet, the primary dificulty lay in
scheduling the feast. Curing Escoffier’s Complaint, is best accomplished by a
complete revivication beginning with a “Petrification” and then reversed by a
“Cure Disease”, “Remove Curse” and “Disenchant” (see The Dragon Tree Spell
Book). If the Complaint has progressed beyond the “medium well” state, however,
we can only recommend an ointment of herbe and garlic (applied af hourly
inlervels) and arrangements with a resturant specializing in unusual cusine.

g (‘;’Rﬂl"&’nuﬂ"& .ﬁMm

This fatal disease affecting the brains/nervee is often mistaken for insanity but is
symptomatic of a selective deterioration of the nervous system manifesting itself as a
selective blindness.

The Grst wasping of Tdnarbmer’s Blindness is that the “stars go out”. This is a loss of
distance vision. Where the image of a distant object impinges on the visual nervous
system, only a “blob of empty blackness” is seen and begins with the furthest objects —
first, the more distant stare, then nearer stars, then planets and moons.

Finally, distant mountains are lost and the horizon begins to shrink . . .

Tdnarbmer’s Blindness developes over a period of months and in an “uneven pattern”
but, after incubation (1d10 days), the world looks (to the victim) normal “except for black
blotches/holes when you look in certain directiona”.

Progress/remission of the disease is irregular: if mountains surround your town, well,
now you see them, now you don’t . . . Of a range of mountains all at roughly the same
distance, first one, then another will “take turns disappearing” as you blink or move.
Similarly, the horizon is “eaten away in irregular chunks”, progressing to affect closer
distances.

In advanced stages, the world you can see becomes no larger than a city block and
begine to look like “a small, jagged-shaped raft of land floating in a sea of darkness, under
an empty, starless sky”. Victims report that, from this point on, the remaining portion of
the world “looks more and more beautiful, the colors become more concentrated and glow
ruddy-warm, like a painting by Rembrandt”. (Evidently an early wvictim! — T. von
Lippanova)

In the advanced stages, the progrems of the disease is irregular with visibility decreasing
to a range of 8 to 18 feet (6+2d6 feet) at which time ‘“‘the raft begins to pitch and bob” (ie
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— visual sensations of horizontal and vertical become erratic) and each day there is 10%
cumulative probability of sudden death which victims have described (postmortum) as “a
sudden rusbing in of dark water from all sides”.

The Graf Posvalski comments: Conventional methods are generally effective in
halting the progress of Tdnarbmer’s Blindness but no effective metheds, short of
Resurrection, have been found to restore the victim’s lost vision. There are,
however, a variety of compensatory prosthetic aides possible, ranging from
“Wigard’s Eyes” to “Eye of the Camera Obscura” . . . an artificer, rather than a
cleric or healer, bowever, shouid be consulted.

c,..ﬂmf"» }mtyﬁl

This affliction causes the vicitm’s eyeballs to randomly rotate in their sockets, exposing
the “bloody, veinous backsides” to view {often with nauseating effects on onlockers — 10%
chance of ‘rotation’ at any time). While effectively blinding the victims at these times.
the victims also get ‘glimpses’ of what really is behind them, above their head, etc. True
glimpses (approzimalely 50% chance, when eyes are rolated, of ‘seesng’
gomething).

This ‘vision’ is not hampered by intervening opaque materials (after all, the victim's
skull is also in between!) and may extend up to 1d300 feet through walls, hillsides or
anything . . . This secondary effect puts victims in great demand by thieves as “poor
man’s wizard eyes”.

As the disease progresses, however, the victim’s eyes become increasingly rotated (+5%
per day) but, in the advanced stage {ald percenlages over 75%), the victims begin to see
what isn't there (50%+5% per ‘visson’ cumulative) . . . a condition which can be fatal

@b, how is it transmitted? By gazing inio the eyes of someone who has it, of course . .
. the sickeningly fascinating, red-veined eyes . . . {Save vs Charm to break eye-contact in
time . . . @therwise, you're exposed . . . and, with each such exposure, there’s a 5%
chance, curmdative, of contracting the disease . . !)

The Graf Posvalski comments: Attempts have been made by various individuals
to develop a controlable and reliable form of c'Amor’s Insight, tbhus far
unsuccessfully. In the early stages, c’Amor’s Insight may be cortected by bathing
the affected orbs with an infusion of fresh Beggar's Penny (a flowering ground wort
usually found at high oltitudes sn dry climates — favored by Assassins). After
repeating the treatment for three days. the resulting blndness may be cured by
conventional means.

In the advanced stages (gofter hallucsnations first commence), more extreme
measures are required. In the past, the best results have been obtained petrifying
the victims (basilisks are preferred) and subsequently reviving the corpus. We
suggest, of course, that preparations for resurrection be made prior to petrification.

Dankwra's Raindou

This unusual infection causes the victim’s sexual organs to glow in the dark (the
affected organs glow brilliantly in bright neon/phosphorescence). As the infection
progresses (sfow — spreading al approzsmalely £’ per day) the intensity also increases,
eventually becoming se bright (after 4di0 days) as to be dazzling even threugh beavy
clothing. When the infection reaches the eyes (requiring [0+1d10 days), the intensity is
also strong enough to produce permanent blindaess.
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The Graf Posvakki comments: While some consider victims of Dankura’s
Rainbow to be unusual and desirable sexuat partners, the infection rate is extreme
(approximately 50%) and treatment is virtually impossible. For adventurers,
having a permanent source of light might seem desirable as well as “colorful” but it
can also make concealment very difficult. We have, however, no preferable
treatment to suggest aside from that recommended for advanced cases of ¢’ Amor’s

Insight.
a“l'mw'-}@ gavr&mufw

Authorities disagree whether this rare affliction should be classified as a disease or as a
parasite. Occurrence, however, has become common to many of the port brothels,
presumably brought by sailors from eome yet unspecified part of the world. Apparently,
however, conditions in the civilized part of Delos is inhospitable to Miser’s Carbuncle
because such infections seldom spread far.

Initially, the victims srout excresences like ‘galls’ or ‘tumors’ — growths of a fleshy
material which, when ‘ripe’, fall off, acting as carriers to spread the disease further. Like
many plants and insects (in both Delos and Terra), these growths have a remarkable
natural (nmon-magical) camouflage, commonly appearing like rather heavy, baroque
jewelry! Massive, ornate bracelets grow from the wrists; gaudy, dangling earrings dangle
frore the ears; necklaces of colorful stones encircle the neck, etc.

Naturally, these tend to mimic garnets, rubies, agate, and other reddish or pink stones.

These ‘parasites’ spread when other potential victims wear the ‘jewelry’ (requiring a
minsmum three hours confac?). During this time, the “bracelet” (or whatever) merges
into the victim’s skin, leaving them next morning with nothing except a “bracelet-shaped
welt”. After an incubation pericd of 4d3 days, new ‘“bracelets, earrings, etc” form (at
appropriate places) on the new victim’s body, requiring 3d4 days to “ripen” and detach.

Little harm would result from these except that, 3d10 days after infection, the “rate” of
new growth accelerates, producing §% of the victim’s body weight in jewelry each day . . .
and increasing at 6% per day thereafter.

Given this rate of loss of body tissue, a healthy victim may survive (by eating heavily)
for two weeks or so but most will expire of exhaustion within six to eight days.

The Graf Posvelaki comments: As a disease, we have always found this affliction
difficult to diagnose . . . though it does become fairly obvious in the advanced
stages. Treatment is not difficult (but may be profitable in cases of confusion)
requiring the victims to submit to complete exposure to the rays of Voyan for
twelve to sixteen hours. Any area of the body which remains covered, however,
may prove to be a locus for subsequent reinfection.

Edilor's Nobe

The frequently mentioned “Dire Scourge of Gandersauce!” which is so often contracted
by sailors visitng the Temple Brothels of Racundra is mot discussed here for theological
reasons. The Priestesses of Racundra inform us that this is a perfectly healthy and
normal blessing granted by the Goddess on certain occasions and pregnancy is not a
dmease

Asked about this, the Graf Posvalski declined comment, saying only: “We have no
interest in treating this affliction . . .’

! “Male Pregnancy” — see also The Immaculate Jebad — page 46
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[E Ot Eeakean wed [

In travelling through the multiverse, many gates and pathways are pessible (and, some,
impossible): to reach the world of Arduin, we have entered through the Ebon Gates in the
Mountains of Madness; Fairie is found beneath a hill; and Delos is best reached by walking
shadows beyond Amber but, in all the worlds, both beyond, above and below, the strands
of the Aeolean Web extend and thus we are able to communicate between and beyond the
spaces (and ‘‘nol”’-spaces) which separate the many worlds of the multiverse.

The Aoslean Wel

In appearance, the Web is a complexity of strands of etheral “non-matter” and, in many
respects, resembles a spider’s web . . . in the same sense that the Aeoleans resemble
conventional arachnids. 1n Delos, a major anchorage for the Web is found along the
western coast in the region named, quite naturally, the Aeolean Coast but minor
“‘message’ strands extend to most important centers of population.

Physical {and quasi-physical) access to the Web is, however, limited to the Aeoleans
themselves and thus physical travel via this means is not possible.

Bommwnicalisn and .‘(Asm:;ﬂ/:

Communications via the Aeolean Web are, sometimes, difficult —— both because of the
Servants of the Web (see separate enfry} and because of confusion aod “translation™
errors occasioned by the Aeoleans themselves. In addition to being a matrix for
communication between worlds, the Web is inhabited by the Aecleans themselves who, via
the various “Servants of the Web” (and other organizations or melhods in other worlds
— your Terran edstors preferring lo use computer inierfaces) are the principal mediums
of information.

Messages of a personal nature are relatively inexpensive for brief communications
(delivery ts guarenteed buf comprehension is nol aithough (ranslafsons services are
included wilhout addilsonal charges) and only moderately exorbitant for longer accounts
and these expenses are independent of distance — whether acress a city, between
continents or from one part of the muitiverse to another. Indeed, the Aecleans seem to
have little comprehension of distances, considering all regions of all worlds to be equally
remote and, when the intended recipient of a message is in a remote or inaccessable
location, the Aeoleans establish a web-“node™ in their immediate spacio-temporal vicinity
from which “verbal” delivery is made.

More extensive services or transmission, however, must be made through extablished
“nodes” and via the Servants of the Web or their equivalent in other regions.

Eommanicalion Rales

Personal and business messages (the Aeofeans do not dislinguish belween lhese) are
transmitted at the rate of one silver penny (sviver piece, silver ounce or equivalenl) per
five words or portion thereof.
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There is also some evidence to suggest that “time” (as well as distance) appears
equally insignificant to the Aeoleans though requesting delivery of a message at a “later”
or “earlier” time seems to fall within an area of ambiguous uncertainty . . . such “special”
requests may be accomodated . . . but specifving the proper “time” is only rarely possible
with any accuracy (see Temporal Displacemeni Table).

No additiona} “charges” are made for such “temporal-displaced” deliveries.

9em/wwl :Dw/z[ou/meml Jalle

00% Delivery 1d20 centuries earlier than specified

01-06%  Delivery 1d20 years earlier than specified!
08:14%  Delivery 1d20 weeks earlier than specified!
16-27%  Delivery 1d20 days earlser than specified’
28-44%  Delivery Id20 hours ezriser than specified!
45-64%  Delivery time accurate as specified!
65-71%  Delivery 1d20 hours /afer than specified!
72-84%  Delivery 1d20 days laler than specified!
86-93%  Delivery 1d20 weeks lafer than specified!
94-98%  Delivery 1d20 years later than specified!

9% Delivery 1d20 centuries loter than specified!

Fnformalion Brokerage

In addition to “transmitting” information, the Aeoleans act as information brokers;
charging for answers to questions on a sliding scale determined both by the compexity of
the answer and the sophistication of the inquirer . . . and tailoring their respenses on a
similar basis. The Aeolean’s, believing in the relativity of truth and citing one Mage
Korzibskian, price the information supplied on a relative scale . . . although the “value”
and relative truth may or may not be appaient to the inquirer.

Having some degree of telepathic ability, the Aeoleans can pick up a questioner's
language and answer them in their own terms. Thus, simple answers in terms applicable
to local, immediate application come cheap while more complex answers, relevant to
broader situations or a wider range of observers, become more expensive.

They are very ethical about sale of information, pricing it very carefully by gradations
of universality and complexity and always give the exact degree of explanation pard for —
no more, no less. Also, they assume their clients know what degree is wanted and have
ordered accordingly, and will never “waste time” or “confuse them” by oflering anything
which wasn't “ordered™ . . . which, obviously, can make their answers rather dangerous at
times — psrticularly if “resold” to someone with a language different from the original
client.

For instance, once two clients got together and compared the answers they had recieved
from the Web.Weavers. Both had asked “Is it true thet you are gioni bugs?’ but one
had received the answer * Yes,” the other' No”.

In fact, both questioners had been told the truth — in their own languages.

One questioner, a Human Barbarian, used the word “bug” to include spiders, phraints
and virtually any creature with an exo-skeleton and antennae — thus, for him, * Yes” was
a true answer.

The other belonged to a six-legged race of Giant Ants who classify all species as either
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‘“bugs” (meaning crealures lske themselves, with siz legs, hive mentiily and technological
inlelligence) — or “non-bugs” (meaning ecverything else — sncluding everything with &
legs). For her, since the Aeolians have eight legs, the proper answer was “No™ (eight on
the Prime Matersal Plane, that 1s/).

Since both clients had paid only for a “cheap and simple” answer, both had received the
simplest anawer in their own language.

Thus, on a higher level of “truth”, the answer might be that the Aecleans “resemble”
spiders while, higher yet, a more sophisticated inquisy might learn they are “quasi-etberal
beings outwardly resembling Terrestrial or Delian arachnidae” (just as “humans™
resemble “simians’) and the charges for both responses ecaled according to the
sophistication of the inquirer. The Mage Jamala, paying for a more expensive answer to
the same question, received an extepsive treatise on different methods of classification of
insectoids and aracbnids and where the Aeoclians would fit into the different classification
schemes in 8 different planets.

It would be well to note, however, that “personal” inquiries into the Aeolean nature,
peychology, physiology, etc, are priced on an exponential logorythic scale . . . and detailed
information concerning this ‘“species” becomes prohibitively expensive.

The Aeoleans will “trade” or “buy” information — from any source and paying
acconding to the extent and detail offered . . . assuming that the information is “accurate”
and that they are not already in possession of the detail. The Aecleans never haggle over
the price offered (bu! may sncrease paymeni sf unezpecied snformation 15 included).

They will, however, never “explain” their pricing . . . except for a price . . . which —
being personal — can be exorbitant. “The arswer to that question wsil cost . . .”

.?n{@avma&w, Rales

Among segular clients, there exists a system of conventions which let the Aeolians know
what “kind” of answer is desired according to what “kind” of price is “offered™ (if the
price 13 1oo low for the information, the offer unli be refused, if loo high, a balance unll
be refunded . . . but the Aeoleans will never haggle). A round price suggests that a
short answer is desired while one with a lot of “small chapge” means a “nit-picking
answer” is desired. Further, other variations have other meanings which we ourselves do
not yet understand: ficst and last digit the same, two digits in a row the same, prime
numbers mean something diff erent, etc, etc.

Thus, for anyone not familiar with the conventions, the type of answer received can be
effectively random . . . There is, however. one method for non-mathematicians te receive
a “diecount” and also get more useful informnation: by verbally specifying a desire for an
answer which is practical, theoretical, etc . . . however, exact Aeolean terminology must
be used.

Game Master’s Note: No table for precise valuations for “information” can be
offered as too many variables affect the “truth” relative to a specific question and
the myriad possible answers . . . thus this area is left entirely to the GM's
discretion . . . but, remember, the Aeoleans are always “fair” and never exorbitant

. except when inquiries are “personal” (the generai question of the Aeolean s
physical classificalion, while “personal” s only relatively so and not so
“inlimate” as lo be totally prohibitive). Also, if no “‘answer” — or none of any
‘“relevant” value — is available, no payment is accepted.
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Marler DeVarian’s Medals

Master DeVarian is renown’d for his medals commemorating non-existent battles . . .
each 30 so beautifully crafted and desigoed that anyone seeing (or wearing) one must Save
vs Charm or believe implicitly that the battle really did occur . . . and believe the wearer
really did fight heroically in said battle — even if they are the wearer!

Only one save is allowed vs such a medal. If failed — you forever believe in the truth of
the Battle of Yiki Ford (or wherever).

Many of these metals appear to have been cast individually or in only limited numbers
while others (see Association of Ylkian Veterans) were minted in sizable quantities and
have created their own charming histories.

am Velker’s Notes:

Master DeVarian’s medals are only known *antidote” to the Hero’s Weave (see
Beyond The Sacred Table) which makes the wearer too vain to fight. Anyone
wearing one of these medals on such a uniform will feel like a very valiant soldier
indeed — quite gung ho! They just can’t wait to get to the front lines and start
fighting!

Who cares about the uniform? Who cares about the plan of battle? Who
CARES about the General’s orders? | don’t have time for all this — I must go and
“smile the enemy . . . just like I did ot the Bottle of Trilby Pass, What . . ?
Oh, you don't know about Trilby Pass? Weil then, I must tell you all about st .

Marken Thrun Voblorr X /w/v»

Master ¢'Voblor is well renown’d for his “ship-seeds™ which are created in two sorts,
both sealed ia bottles, like model ships. To activate (ie, start them growing), the bottle is
simply broken (as normal glass) and these ‘miniature’ ships begin growing to full-sized,
usable boats (approrimately 148 hours are required for the models to reach usable size).

One of Master ¢’Voblor’s more elaborate models resembles a full-rigged sailing ship — a
60-foot, three-masted sloop — when full sized. However, once reaching fuil-size, growth
slows but does got stop! Each day thereafter, the ship will increase in size by one-fourth
(ie, on the second day, the sloop wsll reach 75 feel; on the third day, 94 feel; on the
Jourth day, 117 feel; on the tenth day, 660 feet; on the twentieth day, nearly a mile sn
length; and, at ihe end of a month, over nine miles in length) until they become quite
useless and, in fact, may be hazardous to other navigation.

This effect will continue untit the ship is somehow destroyed — ie, burnt, dsintegrated,
chopped into splinters etc — and most civilized regions hold sesponsible the person or
persons releasing such a ship.

In response to complaints of the hazards posed by such ships, Master c'Voblor created a
second variety which, while in the bottle, resembles a very primative raft — two logs
lashed together with raw leather! While miniature, it doesn’t even look much like a raft
— just like some twigs floating on dirty water full of mosquito larvae and often the bottle
and all are discarded. (But later when the bottle accidentally gets crushed in the trash
pile, the “twigs” start growing . . . and growing . . . and growing . . .)

A day after the log raft has reached full normal size. however, it undergees a
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“melamorphose” and the outer ‘“bark” splits (like an insect's crysalis) to reveal a
burnt-hollowed outrigger canoe (only slightly smaller than the normal-sized logs) which.
again, grows to full size.

Another day later, the out-rigger metamorpboses to become a small, single-masted
sailing ship . . . and thus the process cootinues, each change resulting in a larger. more
advanced craft.

The problem of “disposal” of an oversized ship, however, is moot though the precise
details remain unclear. According to hazy accounts (mostly relrieved via uncertain
mediums from the Planes Beyond — see The Delian Book of the Dead), final
metamorphoses involve a strange, stubby- winged craft which departs the ocean's surface
for more aerial realms. Whether the proceass ceases at this point remains uncertain,
suitable witness being unavailable for coosultation.

am Velker's Notes

c’Voblor is said to have been a student of Jolain who made the famous ring
which Don Juao presented to his paramour, Rosie, of the now-ruined village of
Melooemaogiatta (see “Don Juan’s Ring” in The Book Of Plots).

We also note, however, that parfsally destroyiog one of c'Voblor’s ships will not
stop the remainder from continuing growth . . . though often at a slower rate. Such
“splintered ruins” have often been used as a source of endless firewood — or
occasionally, of endless well-shaped, well-seasoned shiptimbers and the desert-forest
of Baron Lando is held to be of such origins (though no satisfaclory ezpianation is
offered for how such a ship came (o be localed sn such a dry and barren
regson).

Also, several of the reefs found south of the Spencerian Group admit of a similar
genesis, a sunken ship of c'Voblor’s construction having grown into an islaod or
coral reef. Such messes are unstable, however, due to the slowed but continuing
growth of the ship-substructure.

Masber Heimd's Slar—SFoods

Apprentice to Master c'Voblor — later a Master-Craftsman io his own right — Master
Heimd is ooted for his rare but unusual ‘'star-seeds' constructed during his
apprenticeship. These are easily recognised as miniature (4"- tall) bottles similar to the
ship-bottles but all clearly labeiled: “Master Heimd's Star-Seed.'' A very small star foats
in the middle of the bottle, giviog off about as piuch light as a sma!l candie (but of 8
beautiful cool blue-white, *like condensed mooolight”” or *'the milk from a thousaod
short-horned cows”).

When the bottle is uncorked, a beam of light shines out through the opening reachiog
10' away and illuminating (at 10’ distance) a 3'-diameter area. (Technos are reaily fond
of these things — for some unknoum resson — and lthese bring high prices — as much
as 100,000 GP — 1in the ‘“crashed Techno' civilizalions of the Sea of Flotsam and
Jetsam — aee Beyond The Sacred Table)

These bottles are sturdily-blown from diamond glass and, to date, only one bottle has
ever been known to break. (Ezperls calculate that lhese botfles “save vs breakage” as
stone.) But, the one that didbreak . . . well, the “star” started growing . . .

am Velker's Noles:
Balgor Stone-Crusher recounted the circumstances: “Wul, [ din’t meant’ break ¢’
ting, it just kioda come apart i0 me hand, yuh know. Felt kinda cool ag® hot a' t
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same lime, it did, like brandy. Made a Iil' cuol blue Name, it Jdid, burst all e
calliruses but ne'er got hot. Au it kep' a-growin’, se 1 put it in a bucket 10 light me
whole honse, yuh know. But when | come back, had a-grown and a-burnt (* whole
Louse an' t'ere was a-stili a-Lurnin' an’ still a-cool as yul please . . . but’ stili
a-growin . . ."

Hardgrav speculates that this was the cause of the destruction of the Shoreworn
Mouutaiu “in a slow-growisg ball of eterial cold blue flame. shining brighler than a
thousand moons”™ — an event which was for many yeuars attributed to the Techuus
of Raincpu. However, the wbole phenomenou suddeuly ceased after a viisit to the
area by the Graf Posvalsky. The Graf would never tfullowing the family motto --
“Numquau! excusare. nuinquasm exponere’™*) give details of the incident but. on
one occason (sfler consuming a number of goblels of vinlage Mendacian
Inverstas), he did say something about “my trusty Staff of Delian Law" and
“somebudy bad to, you kpow . . ."

* Never apologize, never espluin,

Mlask n fﬂqixmnu,m( Sed Fordies Solemna

This cosmoipelitan scholar. while Professor of Alchemic Psychology at the University of
Delos at Heidelberg. was sednced by a travelling bard (one Lili Nimue) who bersuaded
bita to leave his University post to travel with ber troupe,

The experiment was most unsuccessfui (del Sarfo remaining reficent concerning
delasls) but, in revenge, dei Sarto constructed the first of bis Golems: a replica of a refined.
elderly scholar equipped with a extremelly powerful cbarisma {baved on alchemical
love-charms).

The golem (uader the nom-ce-guerre Homer Thrace) eventually succeeded in seducing
Lili and persuading her that he could never return her love unless she gave up her bardic
career. took a degree in German philosophy. and acquired boru-rimmmed spectacles and
straightened and darkened her hair!

Lili is now (at last report) a dark, dumpy scholar on the back row of Professor del
Sarto's classroums, and he has just had the pleasure of issuing ber fourth failing grade in
Philosophy 101.

ar Velker’s Notes:
del Sarto’s golem later advanced (using its charisina) to found the Chair of
Hydraulic Psyche-Engineeriog at the Universily of Delus in Vienna, but this is
apother story . . .
Del Sarto, however, was later given a grant from Prince Nicolas to construct a
large number of similar golems, which were turned loose in the kingdoms of his
neighboring enemies and are known as:

del Sarto’s Blne Angel Golems

These marvelously-made flesh-golems are clockwork inside, flesh outside and appear to
be normal, beautiful humans of vither sex. Their fuuction is to cause disruption uf enemy
towne and civilizations by spreading insanity among the more valuable personeil {royalty,
guild-1ncsters, other “‘high-fevel'' persons . . .).

This aim is accomplished by seduction (using powerful love-charms) of a victim who is
bis/her “opposite”. For example, a “young blonde athletic female™” golem will seduce au
old, dark-skinued. scholarly male. encourage him to fall in love with her but will keep
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putting him off by saying he is “*too old, too dark, too scholarly, etc” to satisfy her.

If the seduction is successful, the victim must Save vs Charm or become obsessed with
“improving himself to win this wonderful creature” — je, they fotally and completely drop
their own work to concentrate on “making themself over” with youth spells, changing
their skin-texture, taking up athletics, etc.

Should the victim Save vs Charm, they will still coniract a mild “phitia™ for “‘being
well-rounded” — ie, at any time they are supposed to be doing their own job, they must
save on wisdom or spend their time doing something quite unrelated . . . such as
swimming or playing boeche . . . or learning to play the harpsichord . . .
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B Ciegends of the Broken Lunds [

Excerpted from Mighty Tales Of The Broken Lands
by Sir Quinquat J. V. S, Doimbey, A.C., F.RS., D.D.Lit.
published by Dolmbey Press, Dolmbey House
St. Dolmby’s, Ridelstone, Hengishire

Those seriously interested in researching the Broken Lands might better rely on
personal experience than Sir Quinquat Dolmbey's rather labored recounting of
childhood myths Assuming personal survival, the former is likely to be much more
accurate. — the Graf D. Z. G. N. D. Posvalski

Far to the west, happily removed from the civilized regions of Delos, beyond the hated
Grey Lands and beyond the Coast of Cormandel, lies the region now known only as the
Broken Lands.

Legends say this was once a green and fertile land, a pleasant region where the sun
shown on peaceful fields, where many races, Man, Orc, EIf and Ogre, tilled the soil,
practiced trades, bartered with their neighbors and lived in quiet comfort. Known then as
Avalon, this emerald isle was home to song and culture, arts and architecture, crafts and
wonders of all manner and form.

From here, voyagers traveled to all coasts of Delos, carrying crafts and silks and spices
and trading with all — even, it is said, with Dragons of the archipelago to the south and
east and with the Dark Elves of the icy regions far to the North and the Giants of the
Lands Beyond Suns’ Rest.

But there came an age — now dimly remembered as the Time of the Dark — when
powerful forces of evil ranged southward across the great oceans and overran the western
lands . . . and mightily did both warrior and mage contend againet these dark and evil
forces as all who held to the light and good did join together to repell this monsterous
invasion and to defeat the Powers of Evil which ranged without restraint across the
woods, hills, coasts and mountaine of the western realms.

But, we are told in words shrouded by legend and dim memory, a final battle sent the
armies of the Dark Elves and their demon cohorts — such as survived defeat on the Day
The Sky Fell — fleeing northward in such abject terror and disarray that mere handfuls of
defenders did chase and harry entire armies, each accounting for untold numbers.

Indeed, so great was the retreat was that ships of ail lands did mass to give chase and
further barry the fleeing fleets. And further, we are told, great beasts from the waters’
depths did rise up to consume those ships which fled while flights of dragons scorched
their sails and turned tall masts to flaming torches and much is said of the wonders which
did follow the Day The Sky Fell, much sung of the Heros of that dim time and many the
strange events recounted of the War Against The Time Of Dark.

Aud yet, beyond these accounts of song and legend, little remained of the Day Of The
Dark and few enough were those who lived to remember. It was only later, when voyagers
from the east again ventured forth to seek the old trade routes, they found a dark and
broken land, a place where waters rolled where cities once had stood with towers proud
and only rock and shadow rose above the waves. And to the easi, where once did valleys
run to beach and coast, now rose tall and gaunt the shattered cliffs which men do call the
Coast of Cormandel.

And yet, below the sentinels of rock and stone, the sun, once again, did shine but not on
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green and verdant soil. Here, even in brightest light of day, shadow walked the vacant,
barren lands and many a chill wind did blow where neither cloud nor breath of air was
seen to move and, of those few who ventured there, fewer still returned.

Still, there were those more brave than wise who did venture forth to these ruined lands
and, of their number, some few did return but, of these few, many told tales of great
wealth, mightly artifacts, wonderous gems and other treasures which were left behind
being beyond their capabilities to carry hence and. indeed, no less might be thought of
such a once-wonderous land.

But other stories, told by a few brave souls, are still remembered and, late at night,
when the fires burn low, when cool beeezes eastward blow and lacy clouds obscure the sky,
those great of beart do softly speak of matters which even summer’'s suns would not
warm. But soft — for, as is known, those who speak too freely of such shadow-dimmed
affairse may find their knowledge supplemented . . . and all too oft to their dismay.

The Wolers Of The Srey

A spring is said to flow — deep within the Broken Lands — wbicb meo do call The
Waters Of The Grey and say great knowledge here be found. Here, as ancient words
informn, the waters flow but not as crystal clear yet grey and clouded, issuing forth from
fractured stone to fall in slow and stately form into a chasm deep below from whence they
vanish once again. Yet those who dare to drink the silvered spring, great wonders will
behold, seeing past to days of old from whence the spring was born and much thus learn .
. . and yet, of those who dare to drink, such knowledge gained is not without a price for
even as they look to past and ancient days, they, too, are carried forth to do and dare and
thus contend to earn their fate and matters learned. And only, so our legends tell, those
brave of heart and strong of arm from ancient days return at battle’s end.

Lady Quinquat Notes: A variant but possibily related legend tells bow, late in the
War of the Dark, the great mage Harondei did part the veils of time and summon
forth, from ages past and yet to come, all manner of hero brave and bold to join in
battle against the dark and evil forces of the day.

Fhe Fhade Of Panist

Often reported by exploring mariners along the shattered coasts of the Broken Lands,
this tall black figuse is described as a weeping ghost whose moaning voice has often
warned a voyager of treacherous rocks or reefs and yet, despite timely warning, this is not
an omen of favor for, of those who have heard this hollow trembling moan, at least one of
their number has died within the following span of rising sun and falling dusk . . .
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The Web Of The Now

Agaip, said to be found within the Broken Lands, some accounts holding upon a
mountain top, others upon a blasted plain and yet a few within some cavern hidden deep,
the Web of the Noa is a vast and complex net of strands of colors shifting ceaselessly.
Said to be woven from the complex pasts of mep and ogres, elves and orcs, the strands
taken from the Parcae (the Fates) after eacl length was spun and measured and cut to its
allotted spap, the Web of the Noa was plucked and sounded like a harp, each separate
note calling ferth a hundred harmonies to free the ancient shades of those whose death
and past were thus disturbed such that each among them stood forth to offer battle, life
beyond the grave returning corporeal to valiantly contend.

Such was the power here imbued, or so would legends say, that even now, if any sound
the web, for thus it will remain until the end of time, its clarion note will spectral armies
raise and, should greatest hero seek it out and sound it in good cause, then such a host for
war as never world has seen would issue forth and follow, valiant, brave and loyal to the
end. Apd yet, should lesser mortal sound the call to summon heroes from well-earned rest
or call fer base or lesser cause, then curst be he who firat cries “Hold, enough” for herees’
anger be not less but rather more for being past and slain.

Tho Wisrdling

Said by some to resemble the howl of a banshee and, by others, like the anguished
screamn of a body beyond paip, the howl of the wierdling is unmistakable and (quste
literally) will cause a body to freeze in their tracks (95% chance to ““freeze sn fear”).
The wierdling has never been seen nor has any origin for this chilling call ever been
determined but, in the Broken Lands, the wierdling’s call has, more than once, offered
warning saving an adventurer from certain death.

The Silence

Among those who have studied the area known as the Brokem Lands, there exists
copsiderable disagreement concerning the area known as the Silence. It is not our purpose
bere to take sides in the arguements and speculations concerning the purpose. origins or
‘true’ nature of the Silence.

Suffice to note, the Silence is a large area within the Broken Lands where ne sound of
any kind, source or nature can be heard or sensed by any being. Explorers are warned,
however, that, in addition to the Silence, there appears to a critical period (estimated to
be 10+1d10 hours) after which any who have remained within the Silence are trapped and
remain forever — visible only as apparations without sound or substance.



Page 40 Monsterous (vl potions
The Mirgagor

These ghostly wraiths wander the Broken Lands in sizable numbers (groups may vary
Jrom £0-100) but only by Dse light and are never seen or heard by night, vanishing
quietly with Dae’s setting. Their origin is not known but legends hold that these tortured
wraiths can only be fought with enchanted (i.e. +1 magick) or etherial weapons,

Bhagrager

Said by some accounte to be an ancient and forgotten god. others bold Chagragor
demonic in origin but, regardless, this entity is a power{ul ferce across the Broken Lands.
Some legends suggest that Chagragor was summoned during the Wars of the Dark fo battle
against the invading forces while other legends hold him/it to have been a deity and ally
of the darkling elves (fotal neulral alignment).

When encountered, Chagragor appears as a multi-tentacled darkness (§d10 tentacles /
200 HP) whese shadow produces gieat pain and psychic damage (5d20 damage by touch)
and ig immune to all normal weapons.

Fortunately, Chagragor has only been encountered in the Broken Lands and the waters
in their immediate vicinity, appearing to be constrained to that vicinity.
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@ Mogickal Cerhnologis & @echaokogyn) Dogicks @

In Delos, as everywhere, people are always trying to broaden their knowledge and skills
.. . thus Technos experiment with magic . . . and mages with technology.

And it happens . . .

. . even though they're at minuses to something 8o alien to their regular skills (-5% for
each level in their regular skill when they first star! dabbling) and, each time one
successfully dabbles in some alien skill, (and we do mean each time they use it to
succesafully do anything!) — there is a 5% chance that the mental strain of adopting such
a conflicting world-view will bring about permanent insanity. Of one sort or another!

Thus, character c¢lasses such as Techno-Blusionist do eccur — but these individuals also
tend to suffer from half a dozen simultancous insanities withio months . . . (see insansty
charts and noles on playing snsanitiea sn The Handbook Of Traps And Tricks).

One of the few such “Schitzopbrenic-Dual-Class” characters in Delos to manage to
continue functioning is Tonio the Techno . .. who is even able to make a bandsome profit
at “adapting” certain tecbno items for use in a magickal world . . . or using magicks to
augmen! their workings.

However even she bas picked up a few insapities . . . such as several ssmulalaneous
amnesias which make her forget what she bas invented, where it is being manufactured,
what it does, how it works . . . and even forgets the fact that she has amneata . . .

Some of ber inventions — though officially contraband in Delos — can occassionlly be
found Bcating around the Open Markets and include the following:

Jenis's ‘\90.494/» Gounlen
Based on a standard Geiger Counter {device for detecting barmful radiation) — rather a
big, old, clumsy one — Tonio has added the useful feature whereby it converts radiation
into sound (ie. “clicks”). All radiation in the immediate area {6’ radius) is converted into

sound instead of producing damage . . . The noise, however, can be (literally) deafening .
. but, it’s better than dying . . .

Tonis's Bamera Obscura

Constructed around a comfortable inner chamber, pleasantly fitted with red velvet
banging, etc, Tonio has induced a minor (very minor) daemon to live in each of these to
bandle focussing. This automatically changes many factors of “setting and focus™ to
whatever the deamon who lives inside it thinks is the “approprrate” focus for whatever it
is pointed at,

For instance, if pointed at a flower in a vase, it will produce a picture in full, bright
colors, with lots of details of light and shadow. However, if pointed at some prosaic item,
it will make a picture in black and white. Pointed at some creature the Daemon considers
“ugly”, it will show the background in glowing colors and the creature in muddy, dull
tones.
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8ya of The omara Obresra

This miniature version s used as an artificial eye. But, again, the focus settings are up
to the Daemon. So — whatever the Dsemon approves/disapproves of — the User's
eyesight shifts focus to match.

These items were once manufactwed ip several ‘custom’ versions and attempts were
made to match the Daemon to the User, therefore some in circulation are inhabited by
Fallwellian Daemons, Essentially — for items in “second-hand circulation”™ — there’s no
telling what kind you're going to get {see also T'dnarbmer’s Blindness).

Joniss Wheeln o; Wo/mﬁxn?

Hailed throughout Delos as “the most eclectic, inter-disciplinary amalgam of
bastardiation known in History™, these have, none the less, attracted a certain amount of
interest.

What Tobio bas {somehow) managed to do, is combine a regular Techno motor and
sensing/homing device . . . with an ASTRAL “pad” or “disk™.

In operation, this forms a circular shield which “Boats on the aura like a contact Jens on
the eye”. Us function is simple: a shield against missiles. An automatic, *Look sergeant,
no hands!” shield. That’s all.

Granted, it also dazzles opponents by reflections from its speed of movement (assuming
there is some strong light shining on it or a cobitnual light spell etc is cast on it, etc) but,
basically, that’s all. All that fantastic genius of combining unlike technologies — and all it
makes 18 a 43 shield'

Well, we told you all Techno-Mages were insane . . .

Actually there are quite a few of these things floating around (excuse the pun!) in Delos

But, no, they’re not mass-produced. No one else could make them without becoming
totally catatonsc from the mind-shock of underatanding how it works! Even people who
“try to figure out how it works” invariably — je, no save! — either become confused
[01-60%)} or develop some temporary inganity (61-00%, lasting 1d4 days] just from rying!

One common form of such igsanity manifests itself in the inability to say anuthing
except “Ob, my God, ] think I'm beginning to understand this!” . . . which can cause other
interesting situations . . . but that’s another story . . .

Where do all these Wheels come from — weli, Tonio herself keepe forgetting she has
already invented this and “re-invents’’ another new version every so often — and of
course, the mental shock is such {even for Aer!) that she immediately forgets how st works,
too . ..
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@ Drfan Gariefies — Gerret ond Oublr [T

In some respects, the Delian Commonwealth, like the early United States, is an
amalgamation of cultures {and races) bound together for their common benefit and,
like many other amalgamated cultures, Delos has a wide variety of social and
fraternal organizations . . . some of which are covert, some secret or guasi-secret
(sech as the Honorable Guild of Assassins) while others are quite public.

And some manage to be both . . .

ke droraswss 5f s

Not to be confused with the Confidants of the Blantant Beast, the Amanuenses of Clio
(headed by the renown‘d Baron Karl Fredrich Hieronymus Munchatsen) are devoted to
the preparation of a complete and unexpurgated history of Delos. Their published efforts
currently extend to the 1283 volume Delian Chronology (sncomplete) and the Amanuenses
frequently sponsor research expeditions to delve into obscure facets of regional history.

Nothing is known of this organization and many hold its existaace to be apocryphal.

Anciond and Hororalle @rden of Herclics

Membership i open to all who have been expeiled, defrocked or otherwise ejected from
any official religious or philosophical affiliation. Bylaws forbid dueling during formal
meetings,

Asracialion o[ Yitian Veloran

The Asseciation of Ylkian Veterans, as commemorated by Master DeVarian (see Mad
Croftamen of Delos), is composed primarily of wealthy elder retired merchants {(who can
offord lo purchase such medals) who gather to reminisce about their youth and their
heroic exploits in the Battle of Ylki Ford.

There appears, however, to be a conspiracy among generals and historians (neither
group having ary knowfedge of such a batile) to suppress all official mention of Ylki Ford
and the great battle fought there, i8 a constant irritant to these retired heroces and,
frequently, they finance expeditions of adventurers to search for evidence or documents
relating to the battle (or other memorabilia) as well as having published, to date, 127
separate ‘“personal” accounts of the Battie (all mutually contradiclory as to both detasls
and the “location” of Ylks Ford).

The Association also maintains a sizable library of records concerning the event {most
of which, personal accounis aside, are perpherial to the “actual” batile). As searchers
have had little success in uncovering directly related material, the Association has been
quite geperous in rewarding even partial successes such as recovery of weapens, armour or
other relics of the Battle and, when particularly pl d, have pr ted searchers with
medals (they possess a large stock — this being ome of Master DeVarian's more
poputar medallions) as “honorary” members of the Ylkian Veterans.

A fast growing organization on the whole . . .
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The Bon Jon

This loogely organized association of social arbiters meets regularly at banquets, balls
and dances to decry the impropriety of contemporary fashions, the morals of the yourger
generation and other elements of modern progress. Membership is open but difficult.

Tha Genobilor of Follude

Devoted to the premise that each man B8 an island, the Cenobites hold no formal
meetings nor congregation of members. Application may be made via the Aeolean Web
but prospective members should first arrange proper accomdations (sealed caves, deserted
tslands and solitary psllars are all acceplable).

Blan Duaki

Outlawed in most civilized regions of Delos, the Clan D’uski is a secret society /religion
whose avowed aims are the total and complete destruction of the multiverse! Various
factions within the Clan D’uski have or are working toward this end by attempting to 1)
awaken Brahma from his thousands of “kalpas™ of sleep; 2} finding (and sounding) the
Horn of Gabriel; 3) hastening the ultimate entropy; 4) precipitating Ragnarock; 6)
reawakening the “Old Ones™; 8) summoning the Apocalypse; 7) hatching the Cosmic egg;
or 8) discovery of the Universal Solvent.

The Time of the Dark is believed, by many scholars, to have been an unsuccessful
attempt by the Clan D'uski towand one (or severall of these ends.

The Condords of the Blolonl Bearl

The Confidants will be discussed only briefly — not for lack of information concerning
this voluble group but due to limitations of space and the inability (and disinci¢tnation) of
the editors to separate the voluminous heresay, rumors, gossip, speculations, reports,
innuendoes and other accounts promogulated by this association of chatterers. busybodies,
talebearers #nd mendacian scandal-mongers. Membership is open.

3“‘?/1[0/7‘4 0/ Turusnion Euveludion

The Daughters of Darwinian Evolution are, possibily, the ultimate in social snobbery
and loudly proclaim being able to trace their ancestry back “to the first primordial
globule” and emphasize that their families “look the lime to evolve by high-qualily
natural selectton”.

Of course, they are much opposed fo the United Daughters of Lysenko, who aiso admit
families who have indulged in the transmission of acquired characteristics, Membership is
open to all (non-magickal) evolved beings of native Delian development.

Quite naturally, neither group recognizes any genologoical society which cannot trace its
ancestry back further than 4004 BC (Before Creation).

o‘D'/?‘ gQ[LM am. ‘kﬁml

Little or nothing is known or suspected concerning the aims. membership or
organization.
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The Diochordole Socicly

This is a highly-respectable group of aliens who lack spines or endeskeletions and meet
regularly to promote interstellar trade and industry, and to help their members with
various biologicat adaptaions needed for visiting dry land.

Extremely cultured and respectable — and, perhaps, a bit stuffy. The Dischordates
tend to be dryly annoyed with amyone se illiterate as to confuse them with the
Dischordian Society or the Cuit of the Blue Moon-Flower.

Membership and purposes of this highly secret organization remain well concealed but
their aims are popularly believed to be the subversion of other organizations of all types
for the purpesee of exercising covert controi over Detian society . . . If such accounts are

correct or accurate, however, the anarchistic nature of Delian society is such that control
or subversion is considerably less easily accomplished than intended . . .

Fralorral Order o/ 91'0?04»

The ancient and honorable Fraternal Order of Dragons has met in solemn conclave, at
irregular intervals, for untold centuries on such occasions as the requisite piece
d’resistance for the formal danquet can be obtained. The original purposes of this
organization and their connection with their unusual menu is test in the mists of antiquity
but these gatherings are centered around the serving of a mzin course consisting of
white.shrouded humaniods (common'y served in a white, spiced dough wrapping) toasted
‘a kabab’ by the diners.

Fhe }fitrmcﬁ«/ o; Threen

The Hierarchy of Threes is an asseciation deveted to holding the “menage a trois” as
the highest development of social and familial structure. Each menage is ranked by its
position within the infrastructute of menages and interrelated with others by a complexity
of rules which, zmong other elements, forbid any close looping (1.e. no two members of
ofie menage may comprise a portion of another menage . . . unless ome or botk are
membere of the Solecism of the Fauz Pas). Rankings within the Hierarchy are also
determined by betero and homo relationships, the status of the menages below and the

status of each member in the linking relationship and other variables too complex o
mention here.

Hon o; the Newer Mo rdains

An informal association of (previous) residents ef the Never Mountains of Avalon, the
Hon meets fer mutual support and to recreate lost festivals and celebrations such as the

Voliy-fruit Festivat or the Lunar Solstice Dances. Corporate and discorporate alike are
welcome.

The Fmmaculate Fohad

Devoted to the extinction of the birth trauma, the requirements for membership state
that the applicant must be “no man of woman bors . . .”
see also Dire 8courge of Geadernsuce — page 29
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Fhe Indra—Delian Frolbhddowers’ Eoncord

Also known as The Sons of Suction. ostensibly, the Frothblowers' Concord is a quite
public (and frequenlly rauctiovs) social orgabization devoted to the excessive and
convivial consumption of the products of the brewers’ arts . . . but only overtly! The
pame (as you have penelrated by reading lo this poinl) and outward appearances,
however. are quite deliberately and purposefully misleading . . .

Originally founded by Lord Siones d'Vara during the Decades of Dusk following the \War
of The Dark {cf The Broken Lands), the Sons of Suction might better be called The
Delian  Secret Service and its real purpose is the preservation of the Delian
Commonwealth and the individual cuitures thereof.

Membership is open to all races (Man, Eif, Ogre, elc) but the processes of selection are
convoluted (and few candidales are aware of either elgibilily or consideralion for
admission) and the vites of initiation can (too frequently) be fatal. For many, membership
may be awarded postumously.

But this is not quite so strenuous as appearances might first suggest — many
members-iu-good-standiog of this elite Concord have applied for admissien only in the
course of accepting and successfully undertaking (usually tn (lotal sgnorance and
sometimes originally discovering the threal in quesiion) some mission of vital importance
to the peace and security of the Commonwealth . . . but oniy success — not survival — is
reqisite for acceptance.

Membership excepted, the Sons of Suction have no elective offices nor officers, pay no

dues (ezcept mission expenses — which can casily ezceed a King's fortune) and bold
only irregular meetings . . . which are invariably informal and without announced
schedule.

Further. members of the Frothblowers’ Concord never interfere io the internal affairs of
the sovereign Dations comprising the Delian Commonwealth and. in the case of internal
disagreements, never take part in such “family™ arguments . . . officially, that is.
Unofficially, however, membess of the Frotbblowers’ have, on several oc¢casions.
undertaken to chastise these profiting (or seeksng fo prof) by such disruptions.

The Jovialily

In many respects, the Joviality is a typical example of Delian societies. The Joviality's
membeirsbip and aims are (publicly) held to be clandestinely secret but. according to
common rumor, this well-named organization is a sodality of jesters and pravksters who
meet for mutual amusement and support. Also, the Joviality is believed. frequently, to be
an instrument of the Delian, ite& members sworu to accomplish tasks set by the Delian and
to do so in the fineat traditions as set forth by Tam O'Bedlant.

The organization and officea of the Joviality are not publicly known but it is popularly
believed the prime requisite for office is that the candidate must have obtained
membership fraudulently.

The K'ee»/um of the Wed-

This quasi-religious organization is dedicated to maintaining the smooth aud coberent
transmission of information via the Aeolean Web {see separate eniry). Unfortunately.
internal political disruptions (varying factions uithin the A'eepers of the Web indulge sn
extenstve infighling over conirol of the Web and the revenues generaled thereby)
sometimes result in censorship or other ceatrictions on information transmission (see also
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Delsan Cosmology sn Beyond The Sacred Tabie).
Lo Coour de Lion

Membership in this social fratereity/sorority is fimited to those who have died in acts of
hesvism or who have performed heroicly after death. Regular meetiogs are heid at the lon
of the Discorporate Hero. Prospective members are invited.

The .fc?m of: Ehaos

The Legion of Chaos is a fraternal organization of individuals {open {o «ll seres) with a
common interest in chaos, adventure, chaos, wealth, chaes, drinking, and, in that vnder,
chaos. Devoted to mutual support and assistance, this secial organization is wide-spread
but membership is by invitation only. Members may be identified {should they so desire)
by the small, double-edged. black-handled daggers carried, each of which bears the symbol
of the Legion (arrows. sin red, posnting sn four dsreclions) on the sheath.

On initiation (a gimple ceremony snvolting downing a tankard of beer and
presentation of the badge — or dagger —— by another member), each meinber takes the
name of a totem animal and is then known, within the Legioo, as Bruther Elk, Sister
Bear, etc.

The Legion. while informal and chaotic in some respects, in other aspects can be quite
conservatively conventional and its members are drawn from many worlds aud nwnoy
walks (the fegton ¢s also well-represented in Live-Action as well as Table-Top gaming
circles and our oun persona as Guru Swamigs Horum Rashna i3 “spsritual adviser™ fo
one such branch — see The Templars of the {/nknown Gods).

.fe?.io«n o[ Neo Reliern

Membership . . . vacant.
The Folecism o[ the Faux Pas

Followers of des Freres Marques, membess of the Solecism believe that balance i the
first principle of the Multiverse, that what goes up must come down, that good must
balance with bad, that the sum total of all polar oppesites in the Multiverse remains
constant and can only be redistributed. not increased. Thus. they believe, for perfecticon
and elegance to florish in some areas of the Multiverse, it is necessary fer their opposites
to equalily florish in ether areas.

Acting toward this illustrious end, these dedicated social philanthropbists deliberately
play the part of the fool in order to draw the absurdity of the Multiverse to florish in their
immediate vicinity rather thap in regions or realms where it would disturb other:. Thus,
the Solecists perfortn — with great relish and style — all manner and mode of social
blunders, solecisms, faux pas, improprieties and incongruities such that others are not
required to lapoe inte social buffoonery.

‘The principles for such social misbehavior have become, in themselves, quite formalized
and extensive books of rules fer anti-etiquette are avatlable containing such cautivns as “a
malapropism must always be followed by a ‘droit rigour’ unless preceeded by a ‘droit de

signeur’ . Needless to say, members of the Selecisin are in great demand by all properly
fashionable hostesses.

The .Yo&/wn o[ the Hive— Mollon
Also known as The Alllaoce of QOae and unusual even for Delos, the so- called
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Solipsism is a coglomeration of individuals who have subsummed themselves into a
‘“‘universal” being. For many, this appears to have been chosen as an escape from the
demands of individuality requiring less definition of purpose than suicide. Membership is
open.

This benevolent organization of clerica (and occasional palading) is devoted to
discovering otherwise forgotten and “unknown” Gods. Originally founded by a group of
clerics who found the service of conventional deities to be overly stullifying or otherwise
unsatisfactory. members of the Templars spend much of their time travelling in search of
minor (or major) deities who have been forgotten, whose followers have died or vanished
or who are otherwise in need of revival.

Naturally, individual members are quite as variable in alignment as any other group but
there is also a certain bias toward neutral or chaotic alignments; those of strong lawful
alignments tending naturally to bold to their original associations while those in service to
evil deities can not lightly nor easily change their alligences . . . and these resulting
personal preferences tend to carry forward in the unconscious selection of “unknown”
deities to he “rescued” (1.e. they tend (o ezercise hittle effort in the “rescue” of evil or
others of personally conflicting afignmentas).

Those who are disposed to the service or revival of such “lost”™ powers, however, often
gain great powers thereby.

The Fhourand f&m o; Simern THal

Unusual in origin (es is usual for many Delian socielies), the Thousand Sons (current
membershsp estimated of 14.000+) are reputedly the male offspring of one Simon D'Hal
whose sole claims to fame lie in the extent of his connubijal assocations and in bis having
fathered only sons (though an equal fascinalion might be found in the varvely of ezotic
genolypes present among hss “repuled” offspring). The cbief objective of this fraternal
alliance appears to be the “attempted” emulation of their paternal ancestor’s reproductive
propheunsities.

Union @[ yynd#o&b Enlilien
Open to all who exist by symbiotic relationship (parasites ezcluded), this organization is
devoted to providing mutual support and to erasing public preconceptions and prejudices

concerning symbiotic relationships. A match-making service is also maintained for those
temporarily without partners.

Jhe Vordant Sodalily

This renegade association of militant Druidists are devoted to the destruction alk
buildings, roads, palaces, acqueducts and other structures of any kind or purpose. Their
avowed mission is “lo leave no wall standing, no stone unfurned’.

Y Mol DN aor
The Y'Mali D’Naor claims itself to be a “benevolent organization devoled {o asstsling
those unhappy or dissalisfed with their present incarnations lo (ransilion to a fulure
stale of exzistance”. Temperate inquiries, however, suggest that the meaps employed for

such “transitious” are virtually guarenteed to render anyone “unhappy or dissatisfied”
with their present incarnations.
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@ DPowers and Sods of Delos E’g

Throughout most of Delos (certainly in all cwikzed regions), religious freedom is an
unstated fact and, as mentioned briefly in Delian Cosmology, the God and Goddesses of
all of the major {and many minor — see also Templars of the Unknown Gods)
pantheons are known in Delos . . . and worshiped in various forms in various regions. In
Delos, however, are found certain other powers which are absent or relatively unknown in
other parts of the multiverse.

Editor’s Note: The following descriptions include several beings which, in other
circumstances or worlds, might be considered minor gods or godlings. However, no
stats are given for any of these beings (or Powers as they are more properly
knowm) for, within their specific realms and concerns, they can not be fought.
killed, circumvented, defeated or avoided!

In some systems, these Powers would be considered Neutral or True Neutral . . .
but Neutral is not applicable to these Powers any more than Good or Evil. If the
truth be known, these Powers have no alignment what-so-ever . . . they are neither
Law nor Chaos, Goed nor Evil nor. in any other fashion, subject to mortal nor
deific motivations or concerns.

These Powers are forces to which even the Gods must bend and their aspects
govern the proper functions of the multiverse. As such, they can not be neither
influenced nor disuaded and neither force of arms nor magical arcana sway their
operations in any fashion.

Some few individuals have found grounds to co-operate with these Powers and, at
times, may seem to weild great forces as a result but the forces weilded are illusory
as their users are teols of the Powers as much or more 8o than employeers of these
forces.

The following is excerpted from How The World Began
by Sir Quinquat J. V. S. Dolmbey, A.C., F.R.S., D.D.Lit.
published by Dolmbey Press, Dolmbey House
St. Dolmby’s, Ridelstone, Henglishire

It is said, in the dim and distant days when the world which came to be Delos was still
without form or existance. the Gods met to create a place unto themselves — a place
away from those who worshipped them, a place where Gods might meet as equals apart
from mere mortal worlds. Thus, legends speak, was the worid of Delos created.

And yet., when the world came to be, the Gods and Godesses found. apart from their
followers, they were diminished thereby and became less than deities though stili greater
than mortal beings. Thus these beings, for all their pride and powers, found isolation less
than gratifying and, first bringing only a select few, then in greater numbers, transported
Meo and Elves, Dwarves and Ogres, Orcs and Hobbits and all manner of races as would
do them honor, homage and zervice.

But, these Gods and Goddenses, as is their nature and in order to show their powers
before their followers, did contend amongst themselves in all maoner and fashion. And
thus the world of Delos, as with other worlds, was torn between the several pantheons and
deities but, so great and numerous were these dissents, at times it seemed as if the world
itself, so newly and cunningly created, might be swept aside, returning to the vaporous
ethers from whence it had coalesced.
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And yet, whepever obe or another of these mystic powers seemed to gain the greater
band, in sorne manner or fashion, their works did go astray . . . but, by what agency or
chance, for long ages, none could discover.

Thue did strife and ages pass and yet, despite the hard contentions twixt the many
powers, Man, Elf, Dwarf and Ogre and, yea, even the world itself remained in large
uptouched and undisturbed by these several many mystik powers who to peace could not
forbear . . . hut still by which or what came this quiet surcease remained unkaown.

And, oply of later years, did man and deity come to know what powers governed over
all disputes, to know by which a balance did maintaio and thus did comne to know:

The Deliom polls

Commonly known merely as the Delian, the Delian Apollo is not worshipped nor is he
(she?) a God ip the usual sense. No temples are built to the Delian, neither do priests nor
priestess dedicate themselves to his service, nor are sacrifices made to this power above
powers and yet the Delian is an omnipresent force in Delos, known to all, both mortals
and Gods alike . . . for even the Gode must bow to the Delian’s balaoce.

The Delian is invoked not by prayer or praise, responds not to sacrifice nor supplication,
nor can the Delian be copstrained by any act or power known to Gods por Man . . .
though there are circumstances, devices and acts by which the Delian’s atteotions may be
gained but never, in apy circumstances, can the results of his attentions be governed,
directed nor, in any fashion, bent towand any persopal desire.

Always, in every way and without exception. the Delian acts according to the balances,
redressing — not righte or wrongs — but only imbalances in powers, actions or results.
Neither may any, mortal nor deity, appeal the actions of the Delian . . . for such actions
are irrevocable io their finality.

It would be an error, however, to see the actione of the Delian as direct for they are
always subtle and oply rarely apparent in any obvious form. Neither does the Delian act
by exertion of force in any potable maoner. for the Delian, in all outward appearaoce.
lacks such powers . ., . and yet, without dispute, the Delian acts and his aims are never
thwarted nor diverted by even the width of a bair for the agents of the Delian are many
(¢f: The Jouviality) and ooly rarely known . . . oftep even to themseives.

Amoog the known agents of the Delian, however. are the several Powere which maintaio
Nature's (and the Delian’s) balance. Among these are:

The Hourds) of Jurkico

One of the more overt agente of Delian Balance, the Hound (or Hounds — a
distinclion not ceriain) appears as a gigantic grey hound of no distinguisbable breed. The
Hound pever attacks nor in any other fashiop interferes with its quarry but neither will
the Hound ever cease to follow. relentlessly, unewerviog but pever burrying. io precisely
what maoner or fashion the Hound of Justice serves to redrems an imbalance, is a matter
subject to much speculation by philosophers but still (and posssbsly forcver) uaresolved.

Olilius

Also knowp as Death, the Grim Reaper or, sometimes, the Lord of Nigbt. Obitiue is a
major power in Delos as i all other worlde as well. His guise. according to various
reporte, changes according to circumstances but, for moet mortals, meeting or speaking



Monsterous Qivililions Puage 51

with Obitius is an encounter devoutly to be avoided . . . Still, according to com:nen
accounts, tall and gaunt of form, Obitius appears cloaked in a baze of no discernable color,
often mounted on a steed of pale mist. He is said, at other times, to carry a scythe and to
appear in a hooded cloak.

Obitius comes to all in their time but, for those whose concern is the souls aud beings of
others (principally clerics), Obitius may be encountered when coming to call lor another.
Obitius, like the other Powers, is neither good nor evil and. within his particular domaio.
can not be baulked, countered nor turned from bis task . . . which is, quite simply. to
release the dying soul from ite mortal shell.

in truth, there have been those who, either foolishly or stupidly brave, have sought to
counter this Power in his appointed taske. Obitius, however, while quite invulnerable to
mystik, magick or mortal attacks, will usually respond without rancor . . . but not always
without a perverse humor. On one such occasion, or so we were informed, Obitiue’
apewer to such an attack was a calmly chilling *“ You arc mine — [ will call for you . .

later.”” Of course, “later” was indeterminate . . . but sobering.

The Parcae

Sometimes known 83 the Fates or the Weavers of Fate, Clotho, Lacheis and Atropes are
also called the Cruel Fates because they pay no regard to the wishes of anyone — mortal
or deity. Of the three, Clotho appears as the eternal youth and spine the threads of life,
drawing forth at birth a thread for each mortal being. Lacheis, in tura, measures the
length of ¢ach thread, weaving it together with others in the intricate pattern of life and,
Goally, Atropos, the eldest, severs each tread at its appointed length and death.

in Deles, the Parcae are believe to reside on the Heights of Jenoe and to have taught the
creation of the wondrous Fenchelchen yarns (s2¢ Beyond The Sacred Table).

do Mode

Little is known of these strange and capricious Powers (see also the Bon Ton) though
mabny continually attempt, in vartous lorms, to invoke these “‘gods of good taste™. Stitl,
they are believed to be agents of the Delian and act, when required, in their own fashions.
As a case in point. when a now-forgotten Fallwellian city decided to enact a ban against
all “wan-ton sex”, it is said that the de Mode destroyed the city “with flames of purient
desire”. (A discenting opinion holds that thss sncsdent might more properly be atributed
to another Power: Jocus)

Focun

Whether Jocus is or is not an agent of the Delian will, likely, never be known for certain
but this Power is notable both lor its varied aspects — sometimes appearing as a large
white rabbit or Pukka, othertimes as various forms of sprite or, occasionally, as a
downy-faced youth — and for its activites which may vary from gentle pranks to the
elaberate and complex. Jocus is the merry prankster of the Delian, acting to prick and
deflate the pompous, to unsettle the satisfied and to discomfit the comfortable.

Among those who are students (or cfficinados) of the Delian, Jocus is considered to be
the finest of the Deljan’s agents and his activities are followed with great interest and no
little amusement. Jocus’ hand may often be seen in the smallest matters of redress but
may yet be present in even the most momentus. Jocus' afficinados are not limited to



Page 32 Dansierous Civliztions

mortals for more than one deity — and notably Loki and Hermes (Mercury) — are among
this select company and, according to our corresponding authority on Jocus, one Graf
Posvalski, Jecus’ followers are always more than willing to assist this Power in its services

(see also The Joviality and The Solecism of the Fauz Pas).

Ofher Gods of Dekos

This ancient pantheon, due to the disappearance of their followers — through causes not
presently known — had reached near-extinction prior to their rediscovery in a remote and
barren region by searchers from the Temple of the Unknown Gods (see separate listing).
Thanks to efforts by Temple members, they bave now relocated and are enjoying a
modest but significant revival, principaily in the rural regions along the Southeastera
coast.

Editor’s Note: Due to the recent revival of this pantheon. few statistical details

concerning these deities are available (which ts not to imply they lack strengths or

powers).

Prismas

The typical “father-figure” common to most primitive pantheons, Prismas commonly
appears as a hirsute, massive and decidedly male elepbantoid figure bearing a huge sword
in bis right-most trunk, a flask of ever-flowing waters in the center and a cornucopia of
fruits in his left: thus signifying his powers of death, life and sustenance. His tusks are
curved upwards and ace rainbowed in bue. his fur is heavy and silver in color and, it is
said, be speaks with three voices: the first being the trumpet of time passiog: the second,
the bells of life beginning; and the third, the rumble of the rains which bring life.

Kalma

“Wife” of Prismas and similar in appearance, Kalma is distinctively an “earth-mother™
and governs all planting and barvests. It is said she causes the sun to shine and warm the
soil and, when she “trumpets”, the clouds oll and the rains fall. The doubled rainbows
which form after a storm are said to be a symbol of Kalma and Primas united to cause
the earth to bring forth all maoner of life. A very popular goddess among the rural
peoples of the region.

Pelike
The “war god” of this pantheon, Palike is described as a truly massive elephantoid of a
dark bronze appearance, his tusks and hooves shod in silver, his triple-trunks bearing the
frosted mace, flamiug spear and lightning bolts of war. Palike has few staunch followers in

this relatively peaceful region but is occasionally invoked by hunters and. more often, as a
symbol of male virility.
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Tynbal

Alone among this pantheon, Tynbal remains physically undescribed and is not
represented in the temples but is the embodiment of misfortune, illness and sorrow.
Tynbal’s worship remains primarly a matter of propitiation but his (?) intercession is
sometimes sought as a curse against an enemy. Not a popular deity.

Pro’lic

In many respects, Pro’lix is the equivalent of Hermes or Loki or the Coyote in the
Amerindian mythos — the prankster or trickster. Pro’lix is chaotic in nature and is often
invoked by gamblers.

Pro’lix is, however, a capricious deity and, assuming a variety of forms, is said to often
appear where games of chance are in progress, either to make wagers which may be much
more than they appear or to trap any “cheating’ at dice or cards.

Editor’s Note: Regardless of aspect or appearance, Pro’lix never becomes involved
in combat but, at will, exercises his special ability to cause any opponent or
opponents to “fumble’ or otherwise trip over their own feet.

Jolondi
Also “elephantoid” in appearance, Jolondi is decisively feminine in appearance (even ¢o
h ids — especially males of ell 9pecies) and wonderfully seductive in all aspects.

Described as having flowing locks of amber hair (fur), her worshippers are enjoined to
provide her with lovers in the form of “virgin”-sacrifices (young males prefered). Her
worship is limited but, within her group of followers, quite fanatical.

Ih’
A popular rural deity, Da’ is often invoked for the care and wellbeing of farm animals as

well as success in the hunt. He is represented as a elephantoid being bearng a bow and
arrows in his triple-trunks.

Ma-gruk
Often invoked in opposition to Tynbal, Ma-gruk is responsible for healing and all
matters of well-being. He is represented holding a candle in his center trunk, a flask in his
right and a branch of nettles in his left.
Ioros

Popularly associated with the Harvest Festival, Inroa is responsible for the ripening of
fruit and grains but also governs all forms of fermentation. In this latter aspect, Inroa is
popular at all festivals and is much worshiped.
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Evasily Drities of Debs

While littie attention is paid. in most worids, to the Deities sceved by the various
“animals’® who share these worlds, research by Fellows of the Temple of the Unknown
Gods (see separale {1sting for lhis organization) has brought to light much of interest
concerning some few of these Deific entities. Please note: these deities are pot gods and
gud-mentalities in animal form . . . precisely the opposite! These are animal archetypes
with deific pewers and aspects!

ln thought, Lehavior and actiou, they are animals — wot strangely shaped humans er
elves or dwarves but animal archetypes with the same concerns, instincts and interests as
their species . . . except that they are also gods and, in this aspect, have avaijlable such
“true intelligence™ as they may desire and can understand/speak both humanoid and
godly languages -- should they bother to do so!

Thus canine and feline deities will, according to their archetypical enmity, bark and hiss
whea they meet and Dounh. the Dog God may chase the Cat God and Tybalt may run,
all in perfect accord with the behavior of their canine and feline worshipers rather than
indulging in convoluted intrigues or “godly pelitics™ or attacking the other's worshippers.

Should either become iuterested, for whatever reasous of their own, in such
“anthropomorphic” or *intelligent™ situations as politics or other affairs of the hairless
primates, they then ‘turn on’ a “monkey-manipulating’ mode of thiuking rather like one
might speak a foreign language. Also. under such circumstances, these otherwise enemies
might well ally with each other agains! all “monkey” creatures.

Their main interest is in ‘normal’ animals of their respective races. ‘Bastardly’
creatures such as Centaurs come in fer a little help and sympathy (with a lot of
pity /revulsion) — as long as they are not in conflict with ‘reaf horses’, etc. In auy such
conflict, the Gods afways take the side of the ‘normal. “unintelligent™ animais’.

For example. should Caballus be pleased with a Centaur, he might well choose to “heal
this devious devision™ . . . by turning him inoto a normat horse.

These deities will accept worship and homage by other races — including those
‘bastardly’ such as Centaurs. etc — but such beings are definitely considered Lo be
second-class subjects. Generally, when humans or elves worship a Beastly God, it is in
the hope/expectation of reincarnation as such a Beast . . . or, sometimes, as a reward for
some special service, of being permanently and divinely polymorphed into such a creature

. (Thus such worshippers can be of any alignmenl and cen pursue their
goul/ sympalhy by any means, whelther good or ewl, lowful or cheolic) Such
worshippers, however, "“orthodoxiy” disapprove of normal magical polymorphs and will
not accept such substitutes for the “true being™ they desire.

As for those (humanoids and others) who do polymorph into ferms not their own, both
deities and worshippers are suspicious in the extreme of such and can easily “smell” such
beings a mile away! (“Smell” 18 nol quile the proper lerm bul a polymorph, while
providing the oulward ferm, does nol provide one with lhe inslinclive social signafs and
behavior which play such crucial roles in inlra-species conducl . . . and much less
thoze riles and riluals wilh which lhe each species honors ils gods)

Note: the true rites of the true animals are protected by these very deities,
therefore we have no knowledge of them at this time. When we refer to
“worshippers’, “cult members”, etc. in the following, we mean Humanoid and
Bastardly rults only.

Also, asd particularly in Delos, these Animal Deities are under the direct
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protection of the Delias himse)f . . . and some scholass suggest these are creations
of the Delian while others (c/ The Ancient and Honorable Order of Heretics) hold
the Delian to emanate from the collective powers and natures of aill Deities.

Regardless of which school you might agree with, however. one rule holds: no
animal deity may be harmed by those who walk upright! Any attempt —
whatsoever — to offer harm or injury recoils immediately upon the source. If a
weapen is used, this become obvious: a sword would either break or strike the
attacker; missiles rebound and other, more devious, attempts simply have no effect
or fumble in some harmless manner.

This does not, however, mean that the Animal Deities will always succeed io
their endeavors . . . tbey may be discouraged in their attempts or lose interest or be
driven off by something which they find unpleasant. (Tybali can not drown —-
but, with enough waler, he unll get disgusted and forge! whal his initentions were
and run away.)

Befine Dilies

Iyhal

This Feline {.erd, or — in a sense —~ wargod. bas pink. fan-like ears and a rat-like tail
being otherwige a gotden brindle color overail.

When some male cat {/son, tabby or whatever) is in danger of not properly ‘‘Standing
Up for bis Honor™ — or for the Honor of Cats in general — Tybalt appears and
encourages the little cat to “remember the standards of caurage and honor™ traditional ta
cat-dom, on no account to “become Docile® (pariiculariy in  dealings with
“monkey-people’” — ie. humanoids) . . . which means, to fight! To fight anything that
bas dishonored him.

For example. a Kzinti (o distant member of the specses) encountered a “mimic” in the
ferm of a treasure chest . . . amd thereafter, with the blessings of Tybalt, upheld his
“Honor” by attacking. without question, all such chests subsequently encoumtered . . .
until cunningly waylaid (possibily by Jockus, himself) by destroying a chest quite liberally
flled with Nepeta Cataria {commonliy called ‘“caimip’) . . at wlich time, Tybalt became
quite disgusted and departed.

In general, however, Tybalt will imbue his subjects, when necessary, with all manner of
“plusses” to fight, to morale, etc. — the equivalent of a beiserker state. This is not a
fixed ainount of help — it varies dependent on the opponents faced and Tybalt is enly
interested in a fair jfight, providing whatever is necessary for his subject to “have a
fighting chance™.

Tybalt could provide even greater power but he never does! Considering “one cat is 2
match for six ‘animals’ ™ (meaning any non-cat), Tybalt provides an uuexpected bonus
but rarely, if ever, encugh. Tybait is not concerned with the survial of bis subject, only
his ability to uphold Feline Honor . . . and dyiog in the attemt is perfectly Hunorable . . .

However, Tybalt incites battle onty in cases where some real (er probabie) dishonor bas
eccured . . . and by some real opponent (even ¢ mimicked freasure chest) aud his desire
is solely for the Feline Honor. 1If be can e shown that there is a mistake or that Honor
has been satisfied {6y sincere apology efc). Tybalt would consider it dishonorable to
continue.
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The same dees uot bold true for:

Fmdalhin

This Cat-Demoon incites battle on any ¢xcuse and facks any real sense of houor in any
respect. imbalkis is interested only in fightiug and will even incite inortal feliues tv attack
illusory or imaginary opponents or even abstractions such as “The last Gatekeeper in this
tollgate insulted you, therefore you must avenge yourself on the new gatekeeper™ . . . etc.

Imbalkis fights tooth and claw and also by “spraying’’ — ie “leaving his mark™. His
favorite tactic is 1o spray his scent on a fire or hot surface, taunt opponents to throw
fireballs or otherwise tempt opponents to create their own irritations . . .

Merce — The Mobhor Cal—Scddenn

Merov is quite the opposite of Tybalt and cares for nothing except gettiog “her charge”
(wvho may be a lrue cal or kilien or a Bastardly or any worshipper who has atlracted
her sympaihy/atiention) out of a dangerous area and “safely into her Nest”, Merov acts
through direct neans, stalking into the middle of whatever is going on (atf in 80 feel
mual save vs motherhood® or stand frozen in fear), picking them up by the back of the
neck and stalking out again.

However, if it comes to a fight — Merov can always beat the Wargod, Tybalt! Or ANY
other creature or personage of Delos or neighboring Space — WHATSOEVER!!!! One
biss or swipe with her paw is all it takes — any opponent flees immediately!

' or Save VS Charm . . .

Cleric Rashns Notes:

Once an attempt was made to get Merov to regard ail the Sanctuaries of the
Order of Greymone as extensioos of Her Nest in hopes that She would return Her
devotees there, and/or stand or provide guards for the Sanctuaries. Their efforts.
however, were was only partially successful. She regarded all the devotees living in
the Saucutaries as her kittens -—— and immediately took them all to her True Nest
(on the Astral Plane), leaving the Sanctuaries as hollow shells. And, for long ages,
any cats or sympathetic persons who wandered into such Sanctuaries were also
Dever seen agaiu . . .

Meruv is more welcoming/tolerant toward non-cat devotees than inost of the
Beastly GGods. tending to “adopt” anyone who wants to become part of her family.

She has even adopted one whole refugee/tribe from Terra: those Americavs who
bave such strong understanding/sympathy for animal nature that they refuse to
‘neuter, spay or castrate’ their Terran pets. These are the Americans who want
birth control for their pets but tell their veternarians: “Spay but leave the ovaries.
we want her to keep her pormal horimone balance aud continue to go in heat and
enjoy mating.”

It is said that Merov goes in search of ‘strayed” Delians who may have
reincarnated in the Techno worlds, prowling those worlds in the shape of a ‘stray’
cat to attract those of Delian sympathies. Finding such, she lives with him tiil a
proper rapport has been established, then leads him to some Gate to Delos . . .
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Gquine Drilies
Gaballusn

Caballus, deity of borses, is usually inv'isible — bis opponents are trampled by invisible
booves. The city of Grac which — having massively offended Caballus by means not
known — was totally leveiled as if by “a vast stampede” of invisible hooves.

In other cases, Cabailus has been known to produce earthquakes by stamping on the
ground and he is especially sensitive to the imprisonment of horses or similar creatures.
Tends to knock down the walls or cause earthquakes to make them fali.

S

Strymon is a minor Demon sometimes known as the False Horse-God but, in actuality,
is really an invisible monkey-god who likes to impersonate Caballus. Strymon is said to
do this by wearing balf-coconut shells on bis feet to imitate the sound of pounding bhoeves.

The sound of Strymon’s “hooves” bas the power to cause horses to revolt but it is also a
signal for any monkeys in the area to ‘do their thing’ as well — whether that be to escape
confinement, break in and steal something, etc.

Porcidon’s Sea—Horsres

These steeds, notable for their white, foaming manes, live in the sea-breakers and are
often seen dashing across the sand in waves and knocking down anything in their paths.

Poseidon’s Sea-Horses protect sea-creatures (especsally those of the coastal/tidal pool
areas), taking revenge on those who torment or exploit such creatures or who build on the
coast or pollute the sea.

They are kindly to people who worship them or demonstrate good-will to their charges
— as by putting stranded creatures back in the sea, protecting them or simply picking up
land-originated trash from the tideline, etc (they are especially fond of beach-combers.).
Those who bave pleased the Sea-Horses report such favors as being miracuiously thrown
to safety from drowning, having dolpbins summoned to aid them or their boats ‘lucking
out’ during storms — and baving valuable fioatsam and jetsam wasbed ‘right up at their
feet’ while walking on the beach!

The Sea-Horses seldom cespond to anything {whether offense or prayer) smsmedialely
because they adbere to a strict tide-schedule but — whbatever draws their attention —
they takecareof at the next high tide’

Also called “The Herders of the Storm”, they can guide a hurricane or sea-storm to hit
or miss some coastal settlement and aid its power to knock down buildings.

"'If the person who attracted their attention has withdrawn from tbe coast by

high-tide . . . well . . . there are alse tides in the affairs of men . . .

Cleric Rachna Notes:

Poseidon’s Sea-Horses are also sympatbetic to land horses and to those who treat
them well and Legends say they will never drown a horse! However, when Baron
Avidya took advantage of this by cancelling his AMLA policies against shipwreck
and started carrying a horse on each ship ‘for luck’, every single ship was wrecked.
releasing their captives safely and comfortably on the sands . . .
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m Superior Xnns and Gaverns of Drlos m

excerpted from Wanamaker’s Guide
Thbe fotlowing list includes the better inns, roadhouses and taverns of Delos. All meet
certain minimum standards for accomodations [&], vituals {{f) and beverages 8y (s few
‘“temperance’’ eslablishments are ezcepted from this last requsrement) and are rated on a
scale from one to five in each respect.

Akron Joe’s Grill EFEJE] G®OHMMA) &5dy
Fine food and accomodations despite the pretentiously downplayed decor. Signed only
in common, plain script.

Akron The Hammer and Scythe B W@ 81y
Signed by a ccossed Hammer and Scythe on a red field, the establishment is run by an
emigre-refgee claiming to be the last of the proletariat. Prices vary according to the
customer’s dress and wealth. Vodka and borsht a speciality.

Akvon Merlin’s Cave EJE @@ bedrdrdy
Signed by a wizard and cave entrance, the interior decor continues the theme with
staff and management appropriately clad. Features unusual beverages, many magickly
enhanced — an interesting experience.

Akron The Moving Finger [ @M@ 8p
llusory sign of moving finger speliing name in ornate script. Bread aod wine excellent,
little else needed for a meal. However, they refuse to correct any errors in the billf

Akron The Rabbit and Hat FEJE] () &ydudy
Signed as described, white rabbit wearing “top hat — unusual 8eer show.
Akron The Tortoise and the Hare [{E]E]E|H M) Srdvdver

Signed as sleeping hare and plodding tortoise, the service reflects this theme but the
feod is well worth waiting.

Barcour The Cloak and Dagger B[] ) frdydy
Signed as dark cloak pierced by bleeding dagger in gloved hand. the establishment is
said to be popular with Assassin’s Guild. Features spacious and interesting decor but

it may be advisable to ask directions once inside — the novice visitor may easily
become lest.
Barcour The Mermaid in the Zediae [EEJEE] GH@mmama b bydrbudy

An out-of-sky branch, gathering place of the illustrious incognito, popular with Le
Ceour de Lion. Illusory decor on motif of stariit ocean. Seafeods and sushi a
specialty.

Bunbury Tbe Bell Savage EJEE MMH@mMMID Iréasy
Aka La Belle Sauvage — sign denotes a Junoesque figure wearing a featbered

beaddress — origin not known — presumptious but excellent service, excellent table
d’hotel, bigh prices.

Bunbury The Golden Dustman [E|ENLEIE @@ &b

Signed as man surrounded by golden haze — excellent — best nigbt’s sleep ever!

Bunbury The Well-Tempered Clavichord [EJE] MMM &
A favorite with Bards, popular meeting place of The Joviaiity.
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Bwine The Pog and Cat’s Feet [HIHE {1 &y
Signed as cat depicted walking op cloud — noted for discreet service (and other
discretions) — popular with The Heirarchy of Threes.

Buwine The Green Man & Still [EEE @ Arévés
Signed 8s two foresters tending a still — very fine wines. well recommended —
rumored to be meeting house for Der Geher am Kevel.

Bwine Red Sky a¢t Night EHEEEE M drdrdrdr

Signed as clouded sunset, clouds and colors suggestive of the offering of this finest
bordello on the coast — blacklisted by the Bon Ton but popular with The Thousand
Sons of Simon D'Hal.

Buwine The Thoassnd Hearts ] (D &rén
Signed by heart motif carried over entire building, repeated inside but with some
restraint — attempting to rise above ite station — may succeed.

East Orcadia The Orcadien Arms [EHEEEE @ drdr
Signed as raised arms with clasped hands — unusual cuisine, interesting lucality, heavy
trade during season.

Hotly Oak The Bloomin' Lyre EJEHEE (@@ &S5
Sigoed by lyre heavily hung with fowering ivy — management much given to puns —

favored by the Bohemian traveller, popuiar meeting place for The Intre-Delian
Frothblowers’ Concord.

Hoily Oak The Man Bites Dog B (V@@ Svéx
Signed by comic illustration of mao o all fours chasing erect dog — unpretentious but
hearty foods, good cellar.

Hotly Oak The Ragged Staff [HHE ®@H@@ droxdsdsdr
Signed by a tall staft bung with colorfui pendants — notable for its cellar and kitchen!
Popular with The Solecism of the Fauz Pas.

Hoily Oak The Riding Beggar | @@ drdy
Signed as a patched and tattered horseman, your every wish accomodated . . . at a
price.

Karrome The Ape, Ivory and Peacock @@g (l:ﬂ 8rdy

Signed by ““totem” of ape holding ivory tusk aloft. surmounted by peacock — features
exolic beverages — oot to everyone's tastes.

Karrome The Goat & Compass MMEJIE|IYE] ) drdydydvdy
Signed as a ram's head encircled (encompassed), this is a favorite with mariners,

featuring unusual imported beverages.

Karrome The Hat on the Bed [5] (l:ﬂ(l:ﬂ éféy
Signed as named, features interesting early-techno accomodations -~ rumored to be
meeting place of The Discordian Society.

Karrome The 1,000 Short-Horned Cows [ @@ &y

Signed as a motif of cattle over most of facade —rough but generous hospitality,
outstanding roasts and steaks.
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Karrome The Wave and Moor EEJEE M@
Signed by coastal landscape, notably barren — temperance hostel — good foods.
Lamron The Discorporate Hero (||| (0§ M byoy
Signed as spectral hero — catering priuciply to ghosts amd others discorporate, food
and beverages are still available for those requiring physical sustenance — regular
meetings of the Y'Mali D’Naor.
Lamron Hearts of ®@ak [EEJEE] M0 &

Signed as three foresters with acorn crests on jerkins -—excellent veuison and
acceptable ale.

Lamron La Belle Dame Sans Merci [HE ®M®M® 7

Unsigned but well-known — inquire lecally — no tipping please!
Lamron The Seven Stars (FHEIE] M@ by

Signed as stars in circle — good food. drink and accomodations reasonably priced.
Marlyebone The Bag O’ Nails [&HH @@@@ brbye byt

Aka Bacchsonials — signed as a table spread with foeds amd bottles -- outstanding
cellars, unusual but interesting service available.

Marlyebone The Blue Cross E[EEEE ®mM®
Signed as named — temperance inn but excellent foods.
Marlyebone The Oak, Ash and Yew [=]PM=][=]l] ma &

Sign depicting three leaves of oak, ash and yew — beds inhanced magically — note:
closed on Midsummer’s Night.
Mariyebone The Rose-Bed City. @@ Aydy

Signed as skyline of red towers — well rated for wines and cheese, not so good for mitk
and bread.

Topstoh The Singing Sands [ (D fyby
Signed as bard on sand dune — scones have too much soda, roems too smaijl —
otherwise good.

Orcadia The Bull And Gate EEEEIE \’i\®f_:\)®\ﬂﬂ Bydeey

Signed as named (red buli behind closed gate) — the best of country inns, the black
ale (house speciality) is well recommended.

Orcadia The Cock & Bottle WP HM A7b7
Signed as roester pecking at overturned bottle — good country bospitality.
Orcadiy The Last Rose of Summer [} MMM Fixid Svdrbyos

Signed as single rese amid autumn leaves — fine foods — unusual gardens surround
this establishment.

OFes The Acgry Ogre [ MMM@® brdrér
Signed as ogre rampant ou field of battle — excellent regional dishes and Olde Ogre
wines, well recommended.

Orus The Bell. Book and Grindle [E{EEE MMM &

Denoted by broken sign featuring bell and book — nature of Grindle not clear —
established by the arch-cleric Garamond following his retirement, the Bell, Book and
Grindie is noted for its lavish hespitality and food.
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Orus Hengist & Horsa [H MM bSgsvds
Not signed -— inquire locally — suggest the ice wines be sampled but ooly in
moderation.

Orws The Snows of Yesteryear [ M) Szdrdrey
Signed as snow-covered mountain peak — ogre cuisine, ice wines a speciality.

Orus Tempest and Teapot [HE M@

Signed as teapot surmounted by thunder cioude — interesting temperance inn, ubusual
brewed beverages.

Rio de Vorlion Noab’s Ark EEEE] AN 8787838y
Unsigned but uomistakable — a fine oid example of tbe sumptuous riverboat style of
earlier decades.

Tremonde The Ivory Tower E|EE @A) &ydrdrds

Upsigned except for building itself — excellent cellar. uousual decor and an excellent
library open to guests.

Tremonde The Queen of Rumsnia @@@@@ mam drdedy

Signed as crown and scepter — excellent hospitality but rather heavy on tbe sauces.
Tremonde The Water in the Wine [EJ[EJ{E] R

Signed as wine bottle being filled from bucket — a temperance pub — otherwise good!
Tremonde The White Griffin [ anan d7dreydysy

Signed as named — after extinct family crest — argent oo azure field — old castle
fortress converted to spa, often filled during season.

Tyr The Black Enamel Boee E[EE W &5
Signed as pamed — unusual decor. not for everybody — annual meetings of tbe Order
of Heretics held here.

Tyr The Pox & Goose EE MM droventidy
Signed as goose pursuing fleeing fox — plain foods well prepared, excellent ales.

Tyr The Hand in the Glove [HIEE] MMM BSrdyordvéy
Signed as ragged glove with flagers protruding — game and fowl specialties, well
recommended.

Tyr The Lime Aod Ale EEEJEE MA@ ddsdvdy

Signed as lime i mug — favored by mariners, this waterfront tavern is noted for its
extensive cellars as well as its accomodations for all races (and sezes).

Tyr The Swao & Harp IS (D &rdréedy
Signed as swan playing harp — excellent cellar but rather a heavy band with the spice
rack.

Tyr The Swan With Two Necks [EIHEIE ®mM drévdy

Signed as pamed, two pecks entertwined — bas seen better days but still a nust for
the discriminating.

Upton King Lod [HEEIEE @@ Srordrer
Sigoed as robes and scepter surmounted by crown but without supporting igure {A’ing
Lud was mythical ruler of Avalon) — outstanding in all respects, priced accordingly
— popular with Aasocsalion of Yiksan Veterans.
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Upton The Lillies and Langours & @O®-®: byravdy
Signed as lillies on velvet cushion — extremely respectable — heavily favored by the

Bou Ton.

Uplon The Man In The Moon (R} 1 Dianan oy
Signed as sleeping figure recumbent in cresent moon — exceilent accomodations and
regional foods, good cetlar but lacking variety.

Upton The Mermaid Tavers EJ{E|EEY (f_fn’l_?)(i‘?) &y byd vy by
Signed as mermatd reclining on shore — noted for its lavish accomodations as well as
its extensive cellars. Expensive.

Uplon The Pipe and Fiddle [EE ma éyéyéyéyé\g
Sign denoting a fidder smoking — originally a coffee house, notable for cellar as well —-
popular with The Amanuenses of Clio.

Upton The Raptures and Roses [ D Syt

Signed as a rese surrounded by glory (a halo) — extremely uniespectable — on Bon
Ton Black-List, interesting!

Upton The Semiramis Bar EB{E @ &
Signed as young woman surreunded by doves — popular with the fairie-folk,
hospitable landiady, apples a speciality.

Upton The Worm in the Apple g@@g @ bt 8vbybydy
Signed as named — brandies and conjacs a speciality.

Usher Belle Ou The Hoop EHE MM AL frdrdy

Signed as a jugglar balancing on a hoep — good food with empbasis on regional
specialties.

Usher The Blue Wind EHEE ®O®@® &
Signed as a fanciful “cloud™ blowing on the sails of a ship — a ‘mariner’s rest’ in every
senge desired. fine sea foods.

Usher The Cat & The Fiddie EMIEE @®MmMM®® d:drézby
Signed as a cat wearing hipboots and playing a base fiddle — noted especially for their
unusual mixed beverages. both hot and cold.

Ushes Char D' Labrom EE MM &:bydydeby
Signed as a burning vat — best known for their pastry, the celtars are worth extensive
study.

Usher Priest Who Threw Soup Af The Wall [EJEE Tt &y

Signed as clerical figure throwing large pot — noted for sauces and continental
bospitality.
Usher Sir John Falstaf [EJIE]I® D &bttty

Signed as a myriad of botties surrounding a single loaf — services in keeping with
tradition — “*Such a great deal of sack to so little bread".
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Weat Ogreville The Gikded Tk (E{E3] brdrérdnby

Signed as named — unusual ogre delicacies, excellent if unusual hospitality — an old
family inn.

Ynoe The Chickeo and the Egg (5] By by by

Signed as named — slow service, otherwise acceptable.

Ynos The Fox, the Goose and the Corn [[E][E] @ &y
Signed as goose chasing fox carrying ear of corn — tending toward plain foods, heavy
emphasis on starches, otherwise very fine.

Yros The Goose & Gridiroo [E[EE] brbréy
Signed as goose turning on a spit — roast goose a speciality — served in a variety of
unusual sauces.

Ynos The Pig & Tinderbox EIH|E{E[E] 81 8y

Signed as pig lighting fire — graced with spacious accomodations, the food and drink
are well above average.

Zuleiak The Golden Apples of the Sun 2] Arbrdy
Sign bearing golden apples — fine fruits in any season, good wines.
Zuleiak Soow White and Rose BR~d HEEIEE @ Brdrdr

Signed as red roses blooming in snowfield — services excellent!

The followsng snns are ‘“off the beaten planes” but are worthy of aitention showld
one be ‘“in lhe neighborhood”.

Ches Ethereal |[5]}5](5] (@ By

Unsigned — vacuously pretentious and over-priced but unusual accomodations for
the jaded.

The Etheral Arme EE ®® &

Unsigned — unusual, eerte but excellent servtce.

Ghastly Manor® [EJ{E}[E]{5){4]
An unusual guesthaus staffed and snhabsted entirely by phantoms, this out of the
uviy snn 13 noted for sts hospitalsity if lacking rn morlal protisions. Reviewers have
noted, however, that the house uane (elderberry) ts quste unique . . . bul ss noi
recommended for mortals.

| Ghastly Manor is available on computer disk
i {double-side, double-density, DOS 2.0 or laler) i

- for MSDOS or IBM-PC and compatible computers F

o To order, please specify computer system (MSDOS or [BM-PC) s

i and send $7.50 to:
]

Lgﬂ(mf'fy Liason, ¢. o ;Zfragon Tree Presn
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Ohe Blorests of Dight @

Located in the northwestern regions of the continent, the Forests of Night are
luxuriant rain-forests in which the trees grow to heights of several hundred feet
forming a permanent canopy shading the ground to such an extent that, even at
noon, the lower regions are held in a perm=nent twilight.

Conditions are permanently damp and, below the leafy canopy, the rainfall never
ceases but, even during the heavyiest storms, never becomes more than a geatle
driszle at ground ievel. Lusb with bromileads, swampgrasses and a variety of
colorful flowers, insects and birds, the rain forest is a lush if darkened region and is
the current home of:

The Wampyr Tribes of Deiloe

Originally, the Noraque Fennisania was the home of pesceful nomadic tribesmen
{(hwmoan-olven slock) contentedly herding their blood-stock acroes the grassy plains and
bills of an otherwise undesired region. These quiet tribesmen made their homes in
wheeled wagons, each ornately carved and decorated in intricate patierns identifying tribe
and family.

Wampyr weapons were limited to slings and stones — used to chase wolves away from
the herds — and the tribesmen had little knowledge nor interest in warfare or weaponry.
Strongly tribe and family oriented, the Wampyr depended on oral traditions (lacksng
wnitien longwoge) and used elaborate dance rituals and colorful costumes to supplement
epic ballads of their bistory.

Like many nomadic tribes, the Wampyr did not slaughter their beasts for food but used
their wool for clothing, milked them to produce Kvass (o fermenled beverage) and bled
their stock for food (sn obedience to a religiovs snyunclion agasnst laking bfe).

Thus the Wampyr remained quiet herdsmen until the Time of the Dark when the
northero regions (the Norague Pennsssla, being wndefended, bore the bruni of the
snvasion) were overrun by armies of Dark Elves aided by powerful forces of Evil.

Landings were spread along the Gulf of Near, the northern Noraque coast and the Gulf
of Sion to establish a broad claw-hold from which forces could sweep through the gap
between the Grest Barier Ring and the Double Entendre Mountains to invade the Orcan
Nati:na and up the Lampoco and Green Rivers to attack the Orrible Downs from the
south.

In the process, the Wampyr tribesmen and their herds were very nearly wiped out of
existagce . . . except for the presence of those few individuals who had inherited the ability
to assume gascous form and thus avoided the omslsught of the Dark Elves and their
demonic allies.

Socially, this ability had previoasly beea held in strong disrepute and those who did not
hide such abilities were outcasts, exiled from tribal lands and, in more civilized regions,
giving birth to legends of undead beings with strange powers who lived on the blood of
their victims.

Those who successfully fled from the Dark Elven invasion found refuge in the dark
rain-forests to the west acrums the Gulf of Near but did so without homes, poseasions or
livestock. In the ensuing years, while the War of the Dark raged across much of the
cootinent, the surviving Wampyr established themselves and began adapting to their new
bomes in the Forests Of Night.

Today's Wampyr are distinguised by their light builds, sallow skins, reddish eyes (tAe
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lofler lwa characlesistics an adaplation Lo the dim light and use of «llravision) and
pronounced {and very sharp) incisors (necesssiated by thevr dielasy habils). Their saliva
is naturally antiseptic and causes all cute to heal with extreme rapidity — a tiait
preventing infection or permanent damage to their blood-stock.

The WoolO-The-Wisp

Lacking their original herd-beasts but using their now-acceptable ability to sssume
gaseous form, the Wampyr were able to domesticate a beast of the forests with similar
abilities. Known as Wool-O-The-Wisps for their luxuriant wool-like hair and their natursl
capacity for astral travel, these are tall- shouldered animals resembling curly mastodons,
with tusks spiralling into almost circular curves. The younger Vampyrs ride upon the
beast's great head, using the tusks for footrestse. The animals are warm-natured,
intelligent, protective of their masters — and are much given to practical jokes such as
butting and tripping them!

Legends say the Wool-O-the-Wispe, having been driven by the Time of the Dark fiom
their own — colder — npative regions, sought out Vampyr company long ago. Retaining
the appetite and metabolism peeded to survive in the tundra, they found themselves
‘“over-heating” in the warm and humid forests. Finding ‘“servants and ministrant leeches”
to “relieve them of excess blood” was (s0 Wampyr legends say) the great apimals’
solution.

In any case, the animale have now adapted and thrive under the Wampyrs’ care and, if
for any reason one is nol “blood-milked” at least once a week (for 1 pint per 100 pounds
of body weight), he falls into a “panting fever” and may begin a confused and bereerk
search for any source of coolness . . .

Modern Wampyr Culture

Recreating lost and dimly remembered customs, the Wampyr again live in elaborately
decorated wagons (or wains) and follow their herds of Woll-O-The-Wispe through the
Forests of Night, pausing to permit the herds to graze in open pastures but rarely
venturing far from the safety and shelter of the dark woods

Wampyr wains (wagons), to conventional sight, appesr to be elaborately decorated in
dark patterns which, on closer examination, are inlays of small stones. To those using
ultravision, however, the pattems are riotous with color and complexity under the
ultralight of Verga {which does penelrale throwgh the conopy of foilage — see Delban

in Beyoxd The Sacred Table).

While the Wampyr tribes tend to remain insular, seeking little contact with outsiders
{poesidlily due to racial memosies from the Time of Dark), fabrics and yarns from their
Wool-O-The-Wisp are traded widely and outside visitors are usually welcomed with
generous hospitality.

Wampyr hoepitality, however, can be somewhat overwhelming and, om occasion,
frightening. Merchants trading with the Wampyr are usually noted for their size and
obesity — both of which are quite helpful when one is honored with an invitation to a
Wampyr banquet . . . as the piece d’ resistance, of course.

While such an invitation may leave the honored guest temporarily weak — for obvious
reasons — there is po real physical danger involved, the Wampyr being able to judge with
great nicety the amount of blood which can be safely lost without harm. And they reward
their guests handsomely for their contribution. {(the Wampyr also pay handsomely for
rare blood-lypes and for unussal livestock for such feasts).
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Cautions
A word of caution, however, the Wampyr are quite susceptable to alcohol . . . and
particularly to blood alcobol . . . and we advise guests invited to such banquets mat to

imbibe prior to such festivities..

Like their masters, the Wool-O-The-Wisp are nol adapted to alcohol. However, they
can smell it from 580-feet and eeek it with great eagerness, even munching the bottle as
well (with no apparent harm).
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B Ogre Quiturvs of Drios [T

excerpted from Wanamaker’'s Guide to the Mulliverse

While Ogres, in much of the multiverse, are coasidered as mere “monsters” of
subhuman intellect and imposing odor and appearance, this “homo-centric” attitude is
both chauvanistic and inaccurate . . . as any truly cosmopolitian traveller can attest.
Particularly among the Ogre Nations north of the Old Ogre Mountains and along the
Moor Eeffoc coast, the visiting tourist will be fascinated by the variety of Ogse customs
and the intelligent epicure will And many interesting and unusuval dishes to delight their
palate.

For the discerning traveller, we would suggest such locations as the pleasure port of
Lamron, the spa at West Ogreville (12 season) or Gwine (on the Varlian Sea) . . . which
is not to discriminate against many other locations but simply to mention a few of special
intesest.

Also, for the adventurous epicurian, a variety of popular Ogre dishes such as Pickled
Elves Ears (now commonly denved from porcine sources), Dragon’s Tongue Flambé (doth
the hot and spicy and the ice-flame varsiies) and roast Mikel-Stuffed Blanc-Worm are
experiences to be tried and treasured.

But, if the pleasures of the table fail to arouse your interests, there are also the liquid
treasures of the palate and Ogre vine-culture, while to some an acquired taste, have their
own special interests. Your editors would suggest sampling (carefully) the mountain
ice-wines, the sparkling applejack prepared along the orcan river bottoms and the flavored
‘brandiwijns’ common to the Moor Eeffoc coasts (for details, see Ogre Beverages
follownng).

Ogre Beurrages

The wise traveller should keep in mind certain pecularities of Ogre physiology, most
specificly that Ogres become only mildly intoxicated through the consumption of alcholic
beverages (although they are easily ewsceptable to certain other sntozicants, notably the
active factor in marijuana ~— quile legal in Delos — which are dersved frorn certain
varieties of hemp and other plants and added as exiracts and flavoning (o many forms
of beverage as well as being extensively wsed oo opices). For this reason, most such
beverages vary from 70-80 proof for wines to 180 proof for the flavored ‘braniwijns’ and
the incautious imbiber may easily find himself heavily intoxicated with little warping.

Also, 88 occasioned by ogre physignomy, the conventional tankaid or cup is virtually
unknown as the tusks of a grown ogre interfere with such drinking vessels. The traveller
would do well to become familiar with the variety of ogre drinking vessels which all
feature some form of spout easily passing between the upthrust tusks.
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Moundain Feo—Wines

Grown in a variety of forms in the upper regions of both the Old and New Ogre
Mountains, ice-grapes thrive only on the glacial slopes above 14,000 feet. We would
particular recommend:

Blaac Au Glace (whste — 70 proof — 530 SP/bottle): These light, sparkling ice-wines
are noted both for their bouquet and full-bodied flavor. Note however: elven-kind and
others with elven-blood often (65%) suffer a peculiar ellergic reaction to all varities of
Blaac Au Glace in the form of paragoid delusions which usually take the form of believing
themselves followed by shadowy figures of malign intent {eflecls last 1d{ hours per glass
— cumulative).

Blro Au Glace (fise — 80 proof — %40 SP/boitle): Aka Blue Pesce, a clear,
light-blue in color, these still ice-wines are distinguished by their startlingly cold flavors
(even wvhen stored ot room tempersture) and the surprisingly rapidity of intoxication.
Eepecially popular accompanying Dragon’s Tongue Flambé (hot), Bleu Au Glace is a
wonderfuol beverage but should be avoided by all thoee of a tempermental nature
(conssmptson includes lranqualmng side-cffects — the imbiber ¢s totally incapable of
fghting or even raimng his woice in anger for £d6 Aowrs afier drinking one glass —
additional consumption does not add to cffects — no save.).

Berte Au Glace (green — 75 proof — 10.55 SP/bottle): Aka Green Wonder, a soft
green to chartruse in color, these sparkling ice-wines are known for their mild, minty
flavor and are the favored accompanyment for Mikel-Stuffed Blanc-Worm. Caution:
excessive consumption (more than fwo gicsses per 100 (bs body weight per day)
produces hallucinogenic effects lastimg 2d4 days (continved ezcesssve consumption inceres
e 5% ch of perm t addiction).

RBoage Au Glace (red — 70 proof — £0-100 SP/bottle): Aka Fire Wines, these light to
dark red wines glow with inner fires and have a smooth but fiery flavor which is said to
blend exceptionally well with Oragoo’s Tongue Flambé (cold). Warning: excemive
consumption (more than three @lasses per 100 {ba body weight per day) may produce
hesrt-burn or gastric inflammation (149 points damage per gisss per rownd — Blex Asw
Glace 18 the preferred remedy, cownteracts further snjury bul does not heal!).

Nokr Au Glace (black — 50 proof — 515 GP/dotlle): this rarest of ice-wines is
chararterized by its almost black color (faint supgestions of blue and red do appear in

strong ight), its flavor (said to be “os th 05 a dus’’) apd its potent intoxicant
charscteristics (treat os iriple sirength). Noir Au Glace i= also prized because, no matter

how drank the imbiber becomes, they will never suffer from hangover.
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Ogre [Bfe and Qustom

Differences from conventional “human” cultures in both peychological and physiological
behavior are sesponsible for the common image of ogres as “ugly-tempered and
voracious”, “brutish” or ‘“unintelligent sub-huamans” — all of which is quite as inaccurate
a8 is their common presentation as “‘chaotic evil” in behavior.

In actual fact, ogres range in intelligence from stupid to normal (wath occessonal bdut
rare gensus levels) and vary in alignment quite as much 88 dohumans or elves. Much of
the bad publicity accorded this species stems in part from misunderstanding and, in part,
from the usual {human) habit of deacribing one’s enemies in the most unflattering terme
poasible . . . irrespective of the actual facts.

@gw .?W

Following a gestation period of 300 to 310 days, the young ogre is born weighing 10 to
16 lIbe and, except for size, for the first six to eight years of life, an ogre cub does not
greatly differ fiom a human child excepting, of course, the budding tusks (actually
incisors) which appear shortly after the milk-teeth are lost and the permanent teeth
appear — usually about age seven.

By age eight, however, the ogre cub will stand six to seven feet in height, weighing up
to 300 Ibs and have sufficient strength to kill small herbivoses bare-handed. While still
diminutive (compared to thess parents), the young cub is ready to test ite capacity for
survival and, within the next year or 8o, will being to wander further and further afield
until, sometime before reaching their tenth year, usually in early spring, the young ogres
will depart civilized realms to assume a primitive existence.

Editor’s Note: Age 10-12 for an ogre cub corresponds to early puberty in a human
— ie, age 14-16.

At thie time, both the young males and females abandon their civilized veneer, wearing,
if anything, raw furs and armed with simple hand-weapons in the form of flint handaxes,
throwing etones and chipped flint blades, etc. They become sclitary rogues, inevitably
Rghting with any other ogres encountered. At this time, the young ogre’s tuske are
usually fous to eix inches in length and have begun to bend outward, away from the face
{for comdat purposes, treat as +1 daggers, 1d8 damage each for young ogres — 1d12
when moture).

Males surviving their first winter in the wilde (suvuvival rates are high — approzmoately
85%) will begin their second spring clothed in tanned furs and armed with flint spears and
cshaped-flint axes. At this time, their initial aggressive behavior is somewhat moderated
and the young males may group in paire or occasional trios. These partnershipe are
unstable, however, and often dissolve in violent battles.

As with all ogre customs, honor plays a very strong role in their development and the
young ogres will not use any weapons save those which they are able to construct — thus
they will be limited to flint and wood weapons and, only during their later years in the
wilds, will they progress to bows and other complex weapons . . . but, in no case, will they
use steel or metal weapous nor will they take weapons from fallen enemies.

Young ogreases, after their first year in the wilds, also tend to form groupe but usually
ranging ip size from three to six individuals and tending to be more stable than thoee of
their male counterparts. At this t1me, while the young males are concentrating on hunting
and eharpening combat ekilis, the females begin constructing primitive shelters and
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shifting from foraging to rudimentary agricultural practices. Along the Eefloc Moor
coasts, this usually includes weaving fishing nets and some aquaculture.

At this time, the young ogrens’ tusks have usually reached six to eight inches in length
— approximately the size they will remain at maturity — and the young ogreeses will
begin weaving decorative ‘“tusk caps”, decorating these with dyes made from roots and
berries.  Often, groups will adopt distinctive identifying patterns denoting there
partnershipes.

By their third spring, the young ogres have begun to collect in bands varying from four
to ten individuals, often lead by a male one or two years older and sometimes including
members from several age groups. This behavior will continue until matursty but
attrition is high at this point, most individuals being lost in raids agrinst other groups or
{fregquently) in caids against outlying (non-ogre) villages or passing caravans.

For the young males, their tusks have, by this time, reached a near mature size of eight
to ten inches in length and the various gange adopt colorful patterns with which they
“paint” their tusks. Using earth pigments applied in a primitive enamel, these patterns
serve to identify members of a group.

By this stage, most of the females (ogresses) have settled into groups of six to eight and
alternate between practicing animal husbandry and agriculture (wsuolly in loose
assocsalson wilk several ofher groups) and trading visite among the roving male packs.
At this time, the ogress ‘“‘sororities” begin measuring the young males as prospective
mates but extensive social interaction remains limited until later in their development.

By their tweat'teth spring, the roving males have begun to drift back toward the centers
of ogre civilisation, their numbers usually heavily reduced with up to 76% of the males
having fallen in combat, died of starvation or disemse or having gone permanently
“rogue”. At this time, the surviving males have reached their full growth (being nine feet
or laller and weighing o2 much as 700 ide) and, having reached sexual maturity, have
begun to show heightened interest in the equally mature ogress “sororities”.

While ogres are commonly polygamou» {each ogre Raving several ‘‘wives’), there exist
definite differences between ogre “marriage” customs and the more familiar human social
standards. Among the ogres, it is the ogremses who first form sorority groupings and, only
then, at maturity, eelect a “husband” for the group . . . and the choice is, very definitely,
made by the females.

This last year of “freedom” is a period devoted largely to sexual experuuentation (no
““sorority”’ woeld conssder choosing o male who was slersle or othertnse sncapable of
satestfying the growp) and developing ekills in social intercourse which will be required
before rejoining ogre civilization.

As winter approaches, the various groups will return to the cities or villages to find their
place in ogre civilization, uvsually apprenticing — as a group — to some established
business and settling down to “masried” life, often returning to the home of one of the
members, requently but not always that of the chosen male. Some, however, either
lacking mates or not yet being ready to leave the wild life, will remain “outside” for
another year or longer.

In many cases, single males (ouinumbering the ogress sororilica three lo two) find their
place in the Ogre Army while others, unwilling or unable to reenter ogre civilisation as

singles, choose to go “rogue” . . . and become the stereotypical ogres so dispised by other
™Ces.
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Returning to society, the young ogres and ogresses abandon the adornments of youth,
reappearing with clean scrubbed and polished tuske. At this time, many have formed
“mated” cohorts and they will, in the monthe which follow, visit in turn the families of
each of the members for an extended round of parties and celebrations. At this time,
especially among the weathier families, each group of relatives presents their returning
offepring with a filigreed tusk-covers, often gem inlaid or otherwise decorated in distinctive
patterns, denoting their clan and lineage wkile the other members of the new cohort are
presented with a tusk-ring eignifying the bonds which have been thus formed.

The tusk cover is commonly worn on the lJeft tusk, the rings on the right, the number of
rings denoting the size of the cohort.

Returning singles, of course, may be easily identified by a single tusk-cover and absence
of rings though, increasingly in modern days, older ogres and ogresses frequently wear
matching or contrasting tusk covers and/or tuek-ringe which denote civil or military
honors or simply serve for decorative adornment.

There are exceptions, of course, to all of these preceeding rules. Some females, usually
thoee with an interest in the arcane arts, rather than joining sororities become singletons
practicing first as hedgewitches and later seeking positions ss apprentices to alchemiste
and mages or, for some few, entering Sisterhoods amsociated with a temple or other
religious organization . . . and some few of these choose to remain single, often becoming
adverturers, throughout their lives.

In like fashion, older males, having fathered families and having been inflicted with
generations of grandchildren, tire of being surrounded by wives, offepring and cubs and
turn to travel and adventuring . . . sometimes accompanied by one or more wives with
similar inclinations. Unlike the “rogue” individuals, these are civilized ogrez and ogresses
and are, in many cases, Quite cosmopolitian, speaking many languages and ekilled in
various arts and crafte.

This is also true for thoee single males who have eeen service in the Orge Army who,
retiring (af age 50-60), seek bioader horizons. Such individuals are usually able fighters
(mootly Srd to 10MA level bul may be as Aigh a» 15th ), trained with a variety of
weapons and familiar with tactical and strategic skills.

Also, those individuale who do not find a place in a cohort (family group) are not
necensarily disbarred from ogre society (nor from sezwol conlsct). In many cases, males
interested in the arcane arts have found the rigors associated with family life to interfere
with such studies and have voluntarily remained singles without forgoing their place in
ogre civilization. Sometimes such individuals later “marry” a widowed sorority or remain
eingle while enjoying wide “sexual” acquaintances (ogres ond ogresses, especially, are
gregarioss and tend fo be aclive outside the formal family groxping).

Tbeir early development and maritial customs aside, there are many other facets of ogre
society worthy of mention here and one of the more notable features of orge culture is
their custom of preserving deceased family members as household fusnishings (for of
delails burial practices in other culfures, see The Detias Book Of The Dead). Among
bardbarian ogre cultures, this practice is ueually limited to War Chieftaine and other

prominent figures but elsewhere, particularly among the Ogre Nations, the custom is
virtually universal in practice (see The Gnoptlc ChaBice for czamples).
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In the civilized ogre communities, the local taxidermist is the individual called to care
for the deceased and, after mounting, the dead family member will be enshrined within
the home, usually in a setting or tablean representative of ther occupstion (or
preocespalion or avocation) during life. (Those dying sn the “wilderness” are not
conssdered worthy of josning sech fomily gotherings — only those who have surnved
thesr ““riles of passage” are so honored)

When none of the surviving family members personally remember the deceased (and the
homes become overcrowded with ancestors), they are removed to family tombs where
they reside in company with other past ancestors. Such tombs are perpetually lit and are
visited regularly to rearrange the occupants (“Awsnt Olgs hos been gossiping with
Grandmother Viena long enowugh, magybe she’d enjoy dending Greal-Grandfather
Herman’s ear for a while”).

More recently, “Singing Crystale” have become a popular adjuctant to ogre funeral
custome. Using these (while oftve), ogres record messages to their families and the
cryetals are mounted inside the throat when stuffed.

Ogre nature being what it is, euch messages are not alwaye univereally enjoyed by the
survivors and reports of a thriving “blackmarket” in crystal-silencers are well founded.
Social conventions, however, are such that the trade remaine covert and no ogre willing
admits to purchasing these.
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&) Obe Quase OF The Einaplic Qe

For the Game Master ONLY! This Adventure is intended for thinking players
— not hack & slay artiste! The object of this mission is to locate and recover an
item whi'ch has been stolen and it may be accomplished by using intelligence and
stealth — but any attempt to do so by force of arms should only result in the
deathe of the players!

What AMLA does not know is that it would be well to have a cleric or a paladin
in the party — see notes on the Demon Worm! The Game Master should try to
encourage the inclusion of such in the party.

Low-level thinking Player Characters should be capable of managing thie
mission. Non-thinkers (i.e. hack & slay artists) should be medium to very high
level but are unlikely to succeed.

Please Note: Rather than being killed, discovered intruders should be jailed and
held for poasible ransom (or dinner?). They will be stripped of their equipment
{which will be stored in Room 5) and may also be inspected by the chef.

Amazon Mutual Life Assurance is advertising for a team of recovery experts: thieves,
illusionists and mages preferred! (Sec notes above.)

Thoee applying at the AMLA offices in Upton (on Watling River, north of Chyrion Sea
— secec maps in Beyond The Sacred Table) will be met by the manager, Goodman
Hartooth, who is tall, elven with prematurely grey hair (0 common asiment among
AMLA managers). He is a shrewd bargainer and will attempt to hire a recovery team of
three to eix good adventurers, offering each adventurer a flat fee (about 200 GFP per level)
for successful recovery of the Gnoptic Chalice (bu? will go as high as 500 GP per level sf
necessary).

The Gnoptic Chalice

The first Sir Gnoptic, it is said, elept in most of the stately homes of the realm but all
Gnooptics since have gnite properly marrted their cousivs. They have lived in the manor
house at Balmorot (near Upton on the Watlsng River) for the last four generations,
undisturbed through wars, turmoils and dragon attacks. It is said that the family talent i
for vaguely muddling through anything . . . always saved by some bit of luck at the last
moment . . .

AMLA bas carried theft insurance for the Gnoptic family for several centuries but has
o cecord of the Gnoptic Chalice except a valuation and description (Goodman Harfooth
will not be specific abowt the amount, saying only that st ss exdremely valuable).

The Chalice is described as a very large drinking cup with handles in the shape of
swans. The bodies of the swans are white gold, the cup gold and the esides bear embossed
designe of firedrake~turtles with gemstone eyes, swimming in convoluted patterns. The
stem is formed by three avian legs ending in threeclawed feet, each holding a large pearl.
The Chalice is believed (dy accessed value) to be magical but no properties or powers are
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recorded.
The current Lord Gnoptic is presently at the AMLA offices. He is elegant — if
somewhat garish -~ in his dress and tries to be helpful but has no knowledge of the

Chalice other than the description. He speaks with an affected lisp and mannerism and
can only explain that “Gran’ser — the auld Lord, don’t cha’ know — set quile a store
by thet cup. Seems as how he al’as called it the foundaiion of the family fortunes.
Reely, qusie ugly, don’t cha’ know?’

Other missing items include two jeweled daggers (“ Teddibly ugly. don't cha’ knowf?’),
three gold plates and a sword embellished with a bas-relief snake spiraling around the
blade (“Teddibly bad on the edge, don’t cha’ know?’). These were not insured and are
not believed to be of any great value.

The daggers are worth approximately 16-156 GP each and are -1 to bit, -1 to
damage (ornamentsl design). The gold plates are gold flied, value 3 GP each.
The sword is a Caduceus Sword — see notes following.

AMLA, through its connections with the Thieves’ Guild and other facilities, has
determined that the Gnoptic Chalice is being taken to the Baron Ivor, an Ogie Mage
residing at Castle Ognard near East Orcadia and West Ogreville, resort vitlages situated
in a pass at the nerth end of the New Ogre Mountains.

East Orcadia and West Ogreville began as trade centers between the Orc and Ogre
Empires lying respectively to the north and west of the New Orge Mountains (this is nol
an error — East Orcadia sz on the western slope and West Ogreville ties lo the east).
An overland trade route extends eastward to the Rio de Varlian. The two villages are
separated by a pasture once known as the Bloody Grounds but now refesred to simply as
the Commons. The local populations are mixed, primarily orc and ogre with a mix of
kobolds, goblins and mountain dwarves.

Castle Ogvard lies between the two towns, north of the Commons. Originally
established to stop raids against cross-mountain trade caravans, the region has been
relatively peaceful for several centurtes and the present Baron of Ognard maintains a
small detachment of soldiers (drawn from the Ogre Army) but this is ceps'dered a
soft-duty post.

if any of the Characters have connections with the Thieves Guild and check, the
following information will be found in the files:

Castle Ognard — Lecated near East Orcadia and West Ogreville. No known
contents of especial value. Currently residence of Ivor, Baron of Ognard — a mage
by training. Habits: variable, known to chase ocgresses, rumored to have secret
passage communicating with all guest rooms — purpose, necturnal visitation.
Raled: class B hessl, hsigh risk.

(DM Option) The fle also contains a map of the castle.

Another folder is labled “Gnoptic Chalice” bul the conlents are missing ezcepl
for a penciled note reading: ““valued £0,000 7.

Reference to“ Who’s Who In The Commonwealth” will reveal:

Ivor, 9tb Baron of Ogoard, Mage of the Golden Circle, single, ranked eligible
bachelor — Astorian Matriarchy. Residence: Castle Ognard, New Ogre Mountains.
Clubs: Der Gehar am Kevel, The Heiarchy of Threes (past presideot).
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Since East Orcadia is three days distant by fast ship and horseback, AMLA will provide
trapsportation by flying carpet to a small branch office in East Orcadia. Prior to
departure, dieguises will be provided, allowing the Player Characters to pass as locals
(orce or ogres, if possible, mountain dwarf sf necessary).

The party will arrive in East Oscadia the day before Ivor's Birthday Balf The local
AMLA office manager (Gerund Harlowr, @ mountasn dworf) has reserved rooms for the
party at the Orcadian Arme — a rather plush hostel locally famous for its cuisine. The
hostel is currently rather crowded by large numbers of traders and merchants, many of
whom are Ogres.

Game Master Please Note: This is a civilized region and any attempt by the
players to act like marauders will bring swift retaliation by either ogre ecldiers
(several of whom are usually around town) or from the towns-people themselves . .
. and they are unlikely to remain alive or at liberty for long. Their “early” arrival
— see The Doy of the Party — offers an opportunity for the players to become
accustomed to the area and to gather background and rumors {i.c. clues) to assist
them in an intelligent attempt to recover the chalice.

East Orcadia / West Ogreville
During the trade season ({ate spring through early fall), East Orcadia and West
Ogreville will be busy commercial centera for cross-mountain caravans. During the off
season (early spring), the warehouses are closed and both villages are refatively quiet.
Presently, however, there are a large number of wealthy ogres and ogresses — most will
be staying at The Gilded Tusk — arriving for Ivor’s party.

Rumors & Loca! Information

1) (1) Ivor is hosting a birthday party tomorrow.

2) (T) Lord Movor (ogre noble) has planned a special surprise for Ivor (the cake and
belly.dancer being arranged by Ingmart),

3) (7) The hotel is crowded because The Gilded Tugk, on the other side of the Commons,
is booked solid with important ogre personages who have been arriving for a big party.

4} (T) A big ball is planned at Castle Ognard for tomorrow even'ing.

6) (M Contessa de Verblain (ogrems) is seeking an expert thief for a special job (the
posstion iz filled — the job was stealing the Gnoplsc Chalice).

8) (7) Additional servants will be needed at Castle Ognard tomorrow.

7) (1) Ingmart the Dwarf has advertised for an ogre belly-dancer (Ingmart is a talent
scout bul the posilion has been filled).

8) (F) Ab early caravan is coming to West Ogreville with a shipment of glacial 1ce wines
from the winter vintage.

9) (T) The Contessa de Verblain is upeet because one of her employeee is overdue (the
thief whom she Aired).

10) (F) Ivor the Mage has proposed marriage to the Contessa de Verblain (what he has
proposed s nol marriage).

11) () An army of Dark Elves have been gathering in the Darkling Plains region.
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Enat Orcadia

Businesses in East Orcadia which are open at this season {see map) are:
1) Livery & Stable (rumors 5,3,10).

2} Ironmoager — preparing for wagons and caravans arriving with trade season —
(ramors 1,8,7,11).

2A) AMLA Office (above the Ironmonger’s Shop — rumor #10 only).

3) General Mercantile — dry goods and groceries (rumors 4,5.6).

4) Orcadien Arms — hotel & dining spet — specializes in very spicy foods -- most
rumors are available here.

5) Tiberlus' Weapons Works — clesed for vacation.

5A) The Ingmart Agency (above Tiberius’s) — talent and booking agency (can be bribed
— hired ogre beily-dancer for cake being baked ot Tea & Potion Shoppe — rumors
1;2)‘;6)~

6) Annt Agatha’s Tea & Potion Shop — meals and various orcish potions — run by
sweet little old lady orc who likes to serve poison tea to any who annoys her — usually
not fatal — generally very nice and talkative — is baking cake for Ivor’s birthday
suprise (rumors 2,8,9,11).

7) Cobbler {rumoras 5,8,10).

8) Tailor (rumors 9,3,7).

9) Warehouse (closed).

10) D’Lamber¢’s Aichemy & Apothocary — run oy a 7ih level Alchemist and three
assistants, D’Lamberts boast a fine selection (usually overpriced) of alchemic aids,
notions, medicinals and miscelianeous concoctions (rumors 4,7.9.10,11)

11) Empty.

West Ogreville

Businesses in Weat Ogreville which are open at this seasen (sez map) are:

1) Saddler (rumors 1,6,10).

2) Livery & Stable (rumors 7,9,11).

3) Ogveville Mercantile — dry goods and groceries {rumors £,8,9).

4) Droagar’s — jewelry (fine lusk cops a speciaity), notions and high-priced curios
(rumors 3,6,11).

5) The Gilded Tusk — hotel & dining spot — specializes in ogre delicacies (sec notes on
Ogre speciaities) — most of Ivor's guests are staying here and most rumors are
available from the staff.

6) Madame Pureival’s Deees Shop (rumors 1,2,5,11).

7) Ye Olde Body Shoppe ~- closed for vacation (ho! baths & ezercise rooms).

8) Der Wagon Works — wagon & carriage repair (rumors 4,6,7).

9) Warehouse (closed).

10) Thurgood’s Gambling & Sporting Hall — roulette. craps and cards -— reasonably
honest tables — big ogre bouncer (rumors 8,8,10.(1).

t1) Hongovor’s Bar & Bawdy House — the ogress belly dancer hired by Iagmart lives
here (remors 3,4,5).

12) Penslop Jaffirs — a residental hotel (largely empty al this season) run by a retired
ogre~gladiator (most all remors available here).
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Cantls Ogrond

The castle sits atop a high biuff and is surrounded by outer walls of stone about twenty
feet thick and thirty feet high. The walls are covered with thick vines (snapdragon
orchids — see note following). The broad front gate stands open during the day but is
cloeed at sundown. The outer wall is patrolled but these duties are treated as routine and
little attention is paid to poesible intruders. (Afier dark. there ss a £5% chance in early
evening and a 759% chance afier midnight that the guards u»ll be asleep.)

Inside the walls, the older structures have been largely removed. leaving a large wooded
area surrounding the castle proper. The structure to the north of the castle is the
guasdbouse (guariers for the guards) with a stable yard and stable to the nosrtheast.

The castle itself is a a three-story structure. The lower walls are very thick with
deep-set, nasrow windows (glazed wsth palterned, colored gloss) on three sides. The
castie was originally built for defense but bas been extensively renovated by subsequent
owners for comfort and convenience. Entry is offered by massive double doots at the
front, two smaller deors on the east side and a singie door oo the west side. (Nofe: the
“Yakes’”” are located outside the southwest side-door and at the back between the castle
and the barracks.) At the rear of the castle, a low stone “‘shed” (scullery — area 12) has
one outside entrance which shows heavy traffic. Apyone calling at the front entrance who
is not a guest or nobility will be directed to the service entiy — the northeast side-door of
the main building.
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Snap-Dragoas Orchids
Commonly found in both the Old and New Ogre Mountains, enap-dragon orchide were,
it is commonly believed, originally developed as a protection against rsiding dragone.
Today, these semi-carnivorous plants are often cultivated along castle and fortress walls.
Capable of “biting” (1d4 points damage each flower) through thick hide or leather, the
orchids are normally active only during the day but, in times of emergency, may be
arowsed at night by use of certain druidic epells.

The Duy Of The Party

About 3:00 PM, the thief hired by the Contessa de Verblain will appear in her bedroom.
He will be unable to explain his presence but he does have both the Gnoptic Chalice (aee
notes under Gnoptic Chalice) and the Caduseus Sword whose recovery she had
commmaioned. After paying the thief, the Contessa will wrap the Chalice and the
Caduseus Swoird and have these added to the presente in the Banquet Room.

The thief will be leaving the Castle about 4:00 PM but does not know what has been
done with the Chalice. He is carrying the gold plates and the ornamental daggers.

Harpard Lightfingers 6th Level Thief Orc AC4 HTK 18
Armed with +2 stilletto and carrying 600 GP fee for robbery, Harposd is not
talkative, lies well and convincingly but may be bribed.

Guests for the Banquet and Ball will be arriving from 6:00 PM to about 7:00 PM.

About 7:00 PM, a cart will arrive bearing a very lsrge box. This contains the birthday
cake prepared at Aunt Agatha’s Tea & Potion Shop and, inside the cake, is an ogress
belly-dancer as per Lord Movor’s orders. Her name s Gwanda Glidwell (sfage name, of
courae).

Gwanda GBdwell Belly-dancer Ogress AC&6 HTK 12
She is well armed — tooth and nail — (8 altacks / tusks — 1df damage / clows
— 1d5 damage) but her main threat is that she will talk her attackesrs to death {(or,
posaibly, seduce them)!

Game Master Please Notel
A list of guarde will be found under the heading Barrachs, all others — staff and
guests — are listed below.

Hoasehold

Evor, Baron of Ognard AC 3 / HTK 24 / 8th level Mage / Room # 41
Attack with Phantasmal Force (8) / Polymorph Self {§) / Magic Missile (1) / Web
(£) / Firebal) (8) / Charm Monster {(4).

Staff (HD 4+1)
Butler ACb6 / HTK 16 / +2/42 dagger (1d6+£ damage)
Cook AC 5/ HTK 13 / +1 all knives (146 damage)

ScaBery Maids (£) AC5/ HTK 11, 12 / 41 all knives (1d6 damage)
Upstaire Maids (£) ACb5 / HTK 12,,16 / 41 brooms, etc (14§ damage)
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House Guests

Gerapd Yard (Mage) AC 4/ HTK 27 / 4th Level Mage / Room # 32
Attack with spells: Sleep (1) / Levitate (£) Burning Hands (1) / Magic Missile (1) /
Web (2)

Bomar d'Blain (Mage) AC 3 / HTK 20 / 6th Level Mage / Room # 33
Attack with spells: Enlarge (1) / Forget (2) / Dispel Magic (8) Push (1) / Sleep (1)
/ Scare (£) / Fireball (8)

Due Lav’pe (Mage) AC 3 / HTK 28 / 7th Level Mage / Room # 34

Attack with spells: Shatter (2) / Slow (8) / Fire Trap ({) Unseen Servant (1) /
Mirror Image (2) / Hold Person (S)

Countessa de Verblain AC 6/ HD 4.1 / HTK 16 / Room # 38
Attack (2) with hat pins and teeth: 1d5 / 1d6 (or whip sf available: 1d10 damage).

Ogre Matrons (S) ACeé/HD4-1 /HTK 15, 12, 11
Room #s 40, 37, 36  Attack (2) with hat pins and teeth: 1d4 / 1d5 damage

Ogre Merchants (£2) AC6 /HD 441/ HTK 15, 13 /
Room #8 39, 40 Wearing dress daggers: 1d6 damage.

Guaests (34 Ogres 8 Ogresses) attending Bangret & Ball
(residing ot The Gilded Twak)

Ogre Mage #1 AC 4 / HTK 24 / 4th Level Mage
Attack with spells: Magic Misaile (1) / ESP (£) / Burning Hands (1) / Knock (2)
Ogre Mage #3 AC3 / HTK 31 / 6th Level Mage

Attack with spells: Jump (f) / Mirror Image (2) / Blink (8) / Shield (1) / Shocking
Grasp (1) / Forget (£)

Ogre Mage #3 AC 4 / HTK 21 / 4th Level Mage
Attack with spells: Ventriloquism (1) / Invisibility (2) / Hold Portal (1) / Exlarge
(1) / Levitate (2)

Ogre Geanerals (4) AC 4 /HD 6+1 / HTK 22, 24, 22, 18
Wearing dress swords: 1d8 damage, +2 to hit.

Ogre Nobles (5) ACb6 / HD 6+1 / HTK 16, 27, 23, 22, 16
Wearin g d resa swords: 1d8 damage, +1 to hit.

Ogre Merchants (6) AC6 / HD 4+1 / HTK 18, 19, 16, 19, 18, 14
Wearing dress daggers: 1d6 damage.

Ogre Matroue (8) AC6 /HD 4-1 / HTK 16, 9, 15, 16, 13, 18, 12, i6
Attack with hat pine and teeth: 1d4 / 1d5 damage.
Ogre Matrons (8) AC6 /HD4-1/HTK 16,5, 13, 19, 11, 16, 14, 7

Attack with nails and teeth: 1d3 / 1db damage.
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Yround Floor

All rooms (unless otherwise speciped) are lit by globes of continual light.

Game Master Pleace Note!
Any disturbance on the Ground Floor has a 76% chance of alerting all persons on
that floor and 30% to alert anyone on the Second Floor. Attempts to recover the
Gnoptic Chalice by force should bring massive retaliation by the staff, guards and
guests as well as Ivor the Mage.

Entry Hall

This 20x40 hall leads to the Main Hall. Two grotesque suits of armour stand on each
side of the hall. These are very tall and each has four arms (they are Ivor's joke and
have never been used).

When anyone enters the hall, the arms of the armour begin flailing the air. (They are
not being controlled to “‘hil”’ and have only a 5% chance of siriking anyone lalier than
5 feel — a hit does 1d2 damage. Anyone sherter may — if they have the nerve —
walk past unmolested.)

Room 1) — Main Hsl)

This large hall (150z70) is overlooked by a balcony from the Second ¥loor. Large
numbers of tapestry-upholstered chairs and benches line the east and west walls. In
preparation for the banquet, a bar and punch bowl are set up in the large alcove (NW,
60220). A fire will be in the fireplace during the evening. (During the evening, musicians
will be sealed on the balcony and the marn hal! will be used for dancing, elc.)

Also lining the room are a number of ogres who appear to be engaged in various strange
activities! These are all Ivor’s deceased relalives and have been stuffed and mounted in
poslures (lableaus) characteristic of of their occupations (or preoccupations). This is the
normal custom among ogres of good family.

###* The following descriptions are optional *#*#

*A* A male ogre is hanging by his neck from a rope looped over the chandelier, the taut
end of the rope is held in bis left band, the extra is coiled in bis right hand —
Occupation: Hangman.

*B* Two ogreases are standing huddled in one corner, arms looped over each other’s
shoulders, apparently whispering together. Closer examination will reveal that
each has stuck a dagger in the other’s back — Preoccupation: Gossip.

*C* On the balcony, a very pempous dowager orgess is looking over the dance floor
through a hand-held opera glass — Preoccupation: Snoop.

*D* Also on the balcony, a fancy-dreased ogre with drawn sword who is about to prick

the dowager in the appropriate location — Preoccupation: Duelist and Practical
Joker.

*E* Near the bottom of the stairs — a very formally dressed ogre who appears to be
watching for someone to descend the stairs. In his pockets are small, very sharp

knives, needles, thread and he is holding a measuring tape — Qccupalion:
Undertoker/Tazidermisi.
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*F* Standing beside a window (neck craned to peer out} is a male ogre dressed in
mottled green. He is holding a bow with a notched arrow — Preoccapation:
Hunter.

*G* Standing behind the hunter, a ogre figure holding a dark closk to conceal his bands.
Close examination will reveal the second figure is slitting the purse of the hunter —
Occupation: Thief.

*H* Around corner near entrance to Room 4, a rather overdcreased femme fatale. Her
right hand, behind her back, is holding a haif-empty bottle of Berte Au Glace —
Preoecupation; Lush/Tart.

*J* Around corner, next to Tart — an older ogre, very smooth dresser. his left band is
stroking a well polished tusk while his right arm is bolding Tart (hss hand s
resling on her bullocks and applying a pinch) — Preoccupaiion: Rake.

Room 2) — Mage’s Office / Laboratary

Contains numerous books and alchemic equipment. The tomes are written in archaic
High Ogrish (10% chance to be read by other ogres, !% by other races) A “daybed” is
next to the west wall,

*K* An older ogres stands near a worktable mixing 8 gooey substance in a shallow
bowl (her skin bas a faint violet tinge) — Preoccupation.. Possoner. (The mixture
in the bowl does 1d4 points of damage on contact / id2 polots per round until
cured — Ivor makes it fresh every week — she'd have wanted it that way.)

Boom 8) — Library

Empty shelves except for a few volumes of pornographic art (of interest only to ogres or
students of comparative anatomy). The coom is furnished with two tables and seven
overstuffed chairs.

Four + 1d6 males ogres will gather here during the ball.

*L* A very old ogre is seated on a stool buncbed over a tabie by a window. He appears
to be writing on sheets of foolscap (the ink and quill are both dry . . . but so is his
msabuecript) — Preoccupation: Historvan.

The manuacript is a very dry account of family history and ends in the middle of
a word — be was preserved as he died. However — the third sheet down recounts
bow the Gnoptic Chalice was stolen several centuries earlier frem Ivor's
Great-great-great-grandfather — and includes an account of the theft of both the
Chalice and the Caduceus Sword.

Discovery of this manuacripl is one solulion {o recovery of the Chalice. With
thia proof (and references and delails conlained in the manuscripit, AMLA will

be no longer be liable for recovery of the Chalice . . . as il 15 now in
possessson of sls proper owner.

Room 4) — Butler'a Pantry
This ia the Butler's office (AC 9, HP 18). Dinnerware, silver, candles, candle sticks,
etc are kept here as well as a large rack of wine. The Butler will be found here 26% of the
time, otherwise be is tending to duties in other parts of the castle or in his room on the
Th'ud Floor. He caries a +2/42 dagger concealed in his clothing.
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Room §) — Blwv Room (dark)
Lots of mix=llanams items incleding two dDrolen swords, g split scabbard, three chairs
in various etates of darepair, boxes of old eboes and clothing, an overiooked keg labeted
“pickled dwarves feet”’ {actwally pigs feet — vevy old cnd sposled).

Room 8) — Cloak Roomn
Normally empty except for two broken uimsbrellas (during the banguel and dall wnll de
wsed for clooks and weapons belomgng lo guests).

Room 7) —— Game Boom
Two snooker tabies, racks of cues, trays of ivory snooker bafls, card tables, eic. {Duning
the ball, 6+1d6 maie ogres wall be gothered here for dmnks and evapping storses.)

*M* An ogre and an ogress are sested at a green baise table. The male is holding six
cards in his hand (three kings and three emperorm) whiie two acepters are tucked in
his collar, a king is up his leR sleeve and thres knaves sase in dis right sleeve. The
ogress is holding five cards (all scepters) but she also has two kings, three scepters
and an emperess concealed in her flowing hair. There is no card deck ou the tabie
but each figure has two or three decks concealed on their permon — Preoccupation:
Obvsous.

Room §) — Cook's Quarters
Contains a bed, twenty cookbooks on a shelf (ogre and orc cuisine) and a chifferobe with
her clothing. Nothing of any great valve in present here. The cook is normally in the
kitchen.

Room 9) — Statrs Down (dark)
These staire Jead down to the Dungeon Area — see Dusgeoa sad Usdergrouad.

Roon 10) — Pustry / Store Room
Bine of dried vegetables line the walls while shelves hold preserves and jellies. Spices
and herbs sre tied in bundies hanging from the roof along with hams (dwarven), cheenen
and ea usages (composition safnown).
A locked cabinet in the SE corner holds kegs of cooking sherry.

Room 11) — Kiteben

Thae area is normally very busy. The fireplace (NF corner) is large enough to hold an
entire ox for roasting and s always busy. Doars exit to the ecullery (1£), the pantry (10),
the banquet hail (13) and the main hallway.

The chef, a very large ogre, is alwaye here during the day and is usually sided by two
scullery meids. During preparations for the banquet, there will be four other orges
(caterers from The Gilded Tueh) in the kitchen (AC 5 / HP 16, 15, 17, 18). Al will
ese knives for weapons and are +1 to attack with these.

During pregaratxms for the banquet, 1d10 of the ogre guards may be hanging around
the kitcben — during the banquet and ball, they will be doubling as servants. Other
servants may come and go.
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Room 13) — Scullery
Used for cleaning pets and pars and storing extra cooking vessels, this is also a major
traffic route. Lighting is provided by globes of continual light.

Boom 13) — Banquet Hall
The room is filled with trestle tables flanked by benches. A fire will he kept in the
fireplace during the evening. Lighting is provided by globes of continual light.
This will be a busy location prior to the banquet as preparations are made. The
presents for lvor will be stacked on a large table at the north end of the room the
afternoon and evening of the party.

Note!
The Gnoptic Chalice will be among these presents but wiil not arrive untit 3 PM
the day of the balll Other presents will inciude:

Seven sets of jeweled tusk caps Two cases of Noir Au Giace
One set of filligeed tusk caps Two case of Dragon’s Breath
The Caduceus Sword Three Ibs imported Pipeweed

Three books of Ogreish pornography A box of hashish stogies (50)

The Chali'ce is a highly magical device but it is also crocked! The Chalice has a
956% chance to grant any wish which is not detsberately made! Anything which the
person carrying the Chalice says, unfess they ezpect st fo happen, has at 96%
chance of being true in some fashion! This applies to virtually anything said or
suggested.

The thief who stole the Chalice had been delayed and was afraid that he couldn’t
deliver it to his employer on time and said I wssh I cowld get to Casile Ognard
by midaflernoon on Ivor's Birthday’. As a result, be appeared at the Castle at
3:00 PM but does not remember how he arrived.

The Baduceuws Sword

The Caduceus Sword is a magical device which does no damage but will heal 1d8
points of damage to anyone it strikes. Its value is estimated at 12,600 GP but it
originally belonged to the Ognard estate and was stolen at the same time as the
Gnoptic Chalice.
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Oullying Build:

Ares 14) — Stables (dark)
Hay bales are stacked in the NW section. During the ball, several carriages will be
parked outside the stables with the mounts in the stable yard. The cabbies will be
drinking in a group inside the stable.

Area 1§) — Tackrvom (ezst from Secret Tunnel / dark)
Contains saddles and other gear as well as a bin of oate and two salt cakes. A hidden
trapdoor is located at {X).

The Barracke
This structure is wood with a flagstone floor. The following personnel will be found
here when sleeping or {as sndicoted) when on duty:

Armour classes on duly/off duly. Guard Post Castle Barracks Town

Guard Captain 23 HTK / AC 2/4
Day Time 01-40% 41-60% 61-70% 71-00%
Night Time 01-20% 21-50% 41-80% 81-00%
Banquet & Ball 01-20% 21-89% 90.00% —

22 guards 44-1HD / AC 3/5
Day Time 6 guaids 6 guards b guards 6 guarde
Night Time 6 guards 2 guards 10 guards 4 guards
Banquet & Ball 10 guards 12 guards . L

Guarde’ HTK pointes 11, 21, 17, 11, 14, 16, 16, 13, 19, 17, 12
(* guards will be doubling as servants) 19, 22, 17, 12, 13, 15, 10, 10, 17, 22, 16

Each 20x20 room ie shared by two ogre guards. There is a 30% chance that one guard
will be asleep in any room ({0% chance for two guards asleep). Any disturbance will
arouse the other guards present in the barracks.

The rooms will otherwise contain spare uniforms, canvas bunks with straw mattresses
(and fleas and ticks). There is a 10% chance in any room to find 1d10 silver pieces and
2d10 copper pieces. Off duty guarde will be armed with short swords and daggers.

Boom 30) — Captain-of-the-Gaards’ Qoarters
Lighting is provided by globes of continual light. The Captain’s quarters are larger and
cleaner than the other rooms. Three sets of loaded dice and two packs of shaved cards are
hidden along with 160 GP, 231 SP and small change. These are concealed in a cavity
under a loase flagatone beneath the bed.

Room 83) — Armory {dork)
Contains four dozen swords, twenty pikes, two dozen maces, 10 crossbows and
miscellaneous other weapons.
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Second Floon

Each room ona this floor (unless otherwise specified) contains a bed and a chifferobe
(free-standsing close!) and is lit by continual light globes.

Game Master Please Notel

Any disturbance on the Second Floor has a 76% chance of alerting all persons oa
that floor and 30% to alert anyone om the First or Third Floors. Attempts to
recover the Gnoptic Chalice by force should bring massive retaliation by the staff.
guards and guests as well as Ivor the Mage.

A list of guards will be found under the beading Barvacks, all others are listed
under Staff & Guests above.

The north wall, unbroken by aby windows, conceals a secret passage which
connects rooms 35, 38, 37, 38 and 40 (Ivor’s bedroom). This part of the passage is
well travelled and fairly free of dust.

On the east, the passage goes down a steep staircase which appears to dead-end
in a stone wall. The wall will pivot, however, to connect to an underground
passage (see Dungeon and Underground).

To the west, a second staircase Jeads down behind the fireplace in the Banqguet
Hall where a stone door will pivot to allow escape through the fireplace {and
flooding passages wilth smoke if fire 13 burning).

Room 82) — Guest Quarters
This room is occupied by a 4th level ogre mage (Gerund Yarf). His equipment is
protected by “Syivester’s Sticky Surfaces”. ~Any attempt to investigate will require a
dispel magic before release is possible (a dispel maysc has 80% chance to releuse o boille
tmp inside his carpel bag). The bottle imp is the only item of value {15 HP / altks 2 /
1d6 poinls each / AC 3)

Room 38) — Guest Quarters
This reom is occupied by a 5th level ogre mage (Romar d’Blain). His equipment is
protected with a “forget” symbel inside the opening {no save — lasts (df hours).
Another “forget” symbol is inside the chifferobe with his clothes. Purse contains 50 GP
and a Ring ef Disaster. {Anyone wearing the ring will always fumble everything.)

Boom 34) — Guest Quarters
This room is occupied by a 4th level ogre mage (Duc Lav'pe). His equipment is bidden
in a small bag inside a larger one. The larger bag contains four scorpion gems wrapped in
black velvet. These leok and feel like rare carved gems until exposed to light for one
minute. Then they become large scorpions (HD 1+1 7,5,6,4 / otk 1 / 1d5 / AC 4).
The smalier bag contains herbs and powders as well as 23 GP.

Room 856) — Guest Quarters
This room is occupied by an ogress matron. The chifferobe is filled with fancy clothes
and bats {mostly ruslt and orange). A square bag under the bed contains cesmetics.
Fifteen GP are hidden in the coldcream.
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Room 38} — Guest Quarters
This room is occupied by the Contessa de Verblain. The chifferobe is filled with dreases
(black) and a large stack of hats (black). Under the bed is a large bag. The bag contains a
black leather negligee, black leather hip boots and a black leather whip. She is expert
with the whip.

Room 387) — Guest Quacters
An ogress matron occupies this room. The chifferobe contains fancy clothing {all sn
piynk) and stacks of hats (all in purple}. Hidden at the foot of the bed is a purse with 27
GP and a poisoned dagger-

BRoom 38) — Guest
A matron ogress occupies this room. The chifferobe is filled with dresses in chartreuse
and organdy with hats to match. Three botitles of wine are concealed in a case under the
bed (these are liberally doused with a love polion).

BRoom 39) — Guest Quarters
The room is occupied by an ogpe merchant. The chifferobe is filled with plain and dress
clothes with a small leather case sitting in the bottom below two paire of boots. The case
contains samples of herbal mixes, sales literature and order forms — nothing of immediate
value.

Boom 40) — Guest Quarters
The room is occupsed by an ogre merchant. The chifferobe is filled with plain and dress
clothes with a large leather case slid beneath the bed The leather case contains two
dozen bottles of wine ({wefve vintages) and four silver goblets set with amethysts. (Half of
the wines are laced with very poienl inlozicanis.)

Boom 41) — Mage’s Quarters

ivor's bedroom is done in early baroque erotic. The ceiling is mirrored above a very
large bed trimmed with black satin. Book shelves contain ogre erotic material and several
ogreish-statues depict evotic postures,

Two chifferobes against the north {angled) wall contasn clothing (a skeleion hangs
behind the clothes in each closet). The lifesized statue standing by the door is sot a
statue (close cramination will reveal taxidermy work — the “statue’’ i3 Jvor's favorsle
aunt).

*Q* Standing by the door (inside the roem), is an ogreas dressed in a flowing robe. She
i8 holding a coiled whip in one hand, a set of broad leather straps in the other.
(Under the robe, she is wearing high leather bosets and little else — she was [vor's
favorite aunt.) Preoccupation: Kinky.



Monsterous Civilijations

Quge 91

LALEONY

AN HeLL

2nd floor




Rage 92 Qonsterous (livilitions
Third Floor

All rooms on this level (unless ofherwise noted) contain a bed and a chifferobe
(fres-standsng closef) and are lit by globes of continual light.

Game 8faster Please Notel
Any disturbance on the Third Floor has a 76% chance of alerting all persons on
that floor and 30% to alert anyone on the Second Floor. Attempts to recover the
Gnoptic Chalice by force should bring massive retaliation by the staff, guaids and

guests as wejl as Ivor the Mage.
A list of guards will be found under the heading Barvacks, all others are listed
under S8taff & Guests above.

Boom 43) — Maid’s Quarters
The clothes are obviously the maid’s except for one robe which could only belong to
Ivor.

Room 43) — Maid’s Quacters
The clothes are obvicusly the maid’s except for one coat which could only belong to the
butler.

Room 44) — Butler’s Quarters
The clothes are obviously the butler’s except for one maid’s outfit.

8oom 45) — Storeroom
Piled high with old furniture, trucks of old clothes and worn-out gear, this room is very
cluttered and dusty. There is nothing of any great interest here.

Room 46) — Scullery Maid’s Quarters
The clothes are obviously the maid’s except for a tunic which could only belong to the
Captain of the Guard.

Room 47) — Scullery Maid’s Quarters
The clothes are obviously the maid's except for a chef’s hat.

Boom 48) — Vacant
The room is vacant.
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Built originally to hold prisoness, the dungeon area is fifteen feet below ground level and
unlit. Anyone throwan in one of the cells will be stripped frst (their poasessions will be left
in the storeroom — room #5). The barred cells are very rusty, the hinges squeak loudly
and the locks are stiff and difficult to unlock (or lock) except for Cell F which is well-oiled.

A secret passage exits at the south end between the two rows of cells.

Cells A.D (dark)
These cells are each 10x10, heavily barred, with stone fcors. These are unfurnished
except for scattered straw for bedding.

Cell E (ist)
This cell is softly lit by a shaded globe of perpetual light and a variety of torture
instruments litter the straw in the cell: thumb-screws, whips, branding irens, etc.

*N* A very old and skinny ogress is seated in the cell, she is “busy” with a strange
“*boot™ on her foot. (She is seated on a stool of sharp spikes and the “boot” on her
foot is a torture device with several screws which tighten and crush) — Occupation:
[ngmstor.

Cell F (dark) _’
This cell is used as a wine cellar. Three hundred 4+ 1d100 wine
bottles are racked inside the cell. The butler Las the only key.

Area G) — Secret Passage (dark)
This passage exits from the dungeon via a secret door between the g3
two rows of cells. The passage is five feet wide and the ceiling is 7 feet ‘.
high. Where the passage jogs east through the castle foundation, a
secret door offers access to a staircase leading up to secret passages
connecting several rooms on the second flcor.
While in the underground portion of the passage,
there is a 50% chance of encountering a Demon
Worm (see potes following).

Boom H) — Chamber (trap / dark)

Passage ends in a 25x20 room with flagstone floor
and stone walls. A heavy wood door, bound with
irop straps, is opposite the passage. The door has
po handle or obvious means of opening and no
hinges are visible. Close examination will reveal a
crevice in the stonework to the left of the door.
There is a brass lever inside the crevice.

If the lever is pulled, the north half of the
fioor will drop, hingiog frem the center of the
room. Below is a 27x22 pit, 23 feet deep.
When no weight remains on the foor. it will
slowly rise back to normal position and, with
an audible click, becomes solid again.
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The door opems by pushing on the bottom section. Iron straps cover breaks in
what appears to be a solid door but the bottom two-thirde of the door pivot
horizontally about their center. The floor on the other side {Ares J} is three feet
lower.

Boom I) — Chamber (trap / dork)

Pasmage enda in a 20x20 room with flagstone floor and stone walls. A heavy wood door
bound with iron strape is opposite the passage. The door has no bandle or obvious means
of opening and no hinges are visible but examination will reveal a lever in the stonework
on the right side of the door.

If the tever is palled, the south balf of the floor will drop. binging from the
center of the room. Below is a 27x22 pit, 20 feet deep. When no weight remaine
on the floor, it will elowly rise back to normal position and, with an audible click,
become solid again.

The door opens by pushing on the top section. Iron straps cover breaks in what
appeara to be a solid door but the upper two-thirds pivot horizontally about the
center. The floor on the other side (Room H) is three feet higher.

The Pit (dark)

The pit area is twenty (or twenty-three) feet below the fioor surface, twenty-seven feet
wide and twenty-two feet long. The walls are smooth, dressed stone and offer no band- or
foot-holds.

There is a 60% chance that the Demon Worm wili be waiting here for someone to “drop
in”. )

MWM

Chaotic/Evil Attacke: 1 ( Touch) Damage: 2d8
Intelligeace: Low Hit Polnts: 1046 A/C: 9 (Specsal)

The Demon Worm appears similar to a “Purple Worm" except for the blue-white
coloration (glowing a sofi-white sn derkness) but is a true demonic manifestation.
This ‘worm’ is unaffected by normal weapons. takes only 1/2 damage {rom “magic”
weapons (+2 or betler) but takes double double damage from all Holy weapons or
clerical attacke.

The Demon Worm attacke by touch and makes all attacks against Armour Class
10 (ezcept for Holy armour or dezieniy bonuses). The Worm also bas natural
passwall abilities but will not leave the secret corridors, being constraioed to patrol
the passage and under geas not to attack Castle Ognard residents or employees —
a “‘watch-worm”, if you prefer.

Room J) (Arec 15 / dork)
A rusty metal ladder leads up to a 2x2 trap door. The door is covered with dirt and
straw above. Indicated in the stable tackroom by (X).
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Arduin #Hiseg!

Again the shining path beacons beyond the bidden gateway, glittering a rainbow-hued
invitation to all brave travellers who would dare the ancient and awesome mysteries of
ever-changing, ever the same, Ardvin.

From the ancient and dusty legends of a distant and shining past comes the first of the
New Airduin Trilogy:

@hr #osl GoonoTe
Arduin Grimoire IV — $9.96

Your passport to the dread “undercities” of Arduia, your invitation te the holidays and
festivals of this oldest and grandest of all legendary worlds together witb new spells.
alchemical concoctions, mystik artifacts, strange new character races. a compendium of
ruses, tricks and traps . .. and much, much more.

But your journey has just begun as we take you to the realm of:

Bark Treams

Arduin Grimoire V — $8.60

Visit the street-gangs of Talismonde’, investigate the infamous “Black Metals™ and the
silks of arachnid origins, leara the secrets of Orc alchemy, “Rogue” magiks, new spells and
Prismatic Walls. Here too you will hear of the Gladiators and. a rare breed indeed. the
Mini-Dracs as well as other new monsters and more.

And now — at long last — Dragon Tree Press brings you to:

The House of the Rising Fm
Arduvin Grlmoire VI — $9.95

Learn new magiks for Druids, Priests, Runesingers and Dragons; bear of the Old
Legends and the Old (bué nof forgotien) Gods of Arduin. Here also, you will encounter
both the Street Urchins and tbe Beggars of this ancient and wondereus world, sample the
foods and beverages of region (beware the possons of the Arduinian Assassins) while
Bards work their magiks for your pleasure. Included are Rare and Legendary Gems, new
mystik artifacts, and patural denizens and monsters of the world beyond the Ebon Gates.

Bragon Trer Press

1085 14th St — Suite 19502
Boulder, Colorado 80302

Mail orders welcome — add $1.00 shipping end handling
Sencd SeM-Addressed, Stamped Envelope for Caialog



Dew Releases from Pelos! @
Che Defian Baak of the Dead --- $995

The vade mecum of the Planes of the Abyss and the multitudinous realms of the
Neather Worlds, The Delian Book of the Dead includes a dastardly miscellany of new
traps, poisons, artifacts, devious Delian spiders, Master Thracian’s Apologia of Grave

Robbing, two new character classes: Archeologist and Deceased . . . and more . . .
Absolutely essential . . . the one volume which no Ghost (or Mortal) shouid be
without . . . A. Bierce --- Stygian Review

Beyand Oy Garred Cabke — $995

Delos is a strange and wonderful land and, herein, you will visit the Heavy-Metal and
Ioverse islands, the Barony Keys, the Specerian Group and other interesting regions . . .
but Delos is much more than geography and thus you will also learn of the customs,
cultures, cominerce and cosmoiogy of these lands.

But wait, there’s always more ---- and here we introduce a new dimension in gaming to
carry 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 . . .

Monsterous Civilijations of Delos -—— $995

In Delos, Monsters aren’t always . . . . Visit the Ogre Nations of Delos, travel the
Forests of Night to meet the Wampyr and Wool-O-The-Wisp and explore the legendary
Broken Lands. As you journey through the Monsterous Ciulizations of Delos, you will
learn the rea} perils of succubii, how to get a giant drunk and (meybe) what bas become of
the fable Gnoptic Chalice.

New! o Dobiom=Jusant
Clhy Eorgoften Quths of Caln —- 9695

Why would anyone want to steal a package of Lotus Petals? Unless he can find out, it’s
probably back to the farm for young Gavin of Moonlark, lowly Sorcerer’s Apprentice . . .
but finding out is no easy task . . . And does young Gavin really want to learn magic?
Granted, it’s better than sowing oats but . . .

Come and follow as The Forgollten Paths of Daiin take you deep into mystery . . .
where you are the hero and success and failuse hinge on your decisions.

Olher Delion—Juosl Myrlerian Boming Soon!
€& Chat Shitlers & O«(Ditt's Inn
Aiailable from
Oragon Cree Rress
1085 14th St ——- Suite 1502
Boulder. Colorado 80302

Mail orders welcome --- add $1.00 ehipping and hsndling
Send Self-Addressed, Stamped Eavelope for Catalog



The Book of Artifacts — $7.50

Contains over 200 new magick items with complete descriptions,
stats, prices, powers, uses and misuses. Also included are rules for
playercharacter comstruction of megick items in a mana-rich (s.c.
Percentage and Fumble) world. Any first level spellcaster can make a
Staff of Power . . . which will do eomething . . . but waich out!

Amesson Muiual Wants You! — $6.00

Four low-level modules suitable for thinking players. Moet Amasaoa
Mutual Life Assarasce jobs involve rescuing prisoners or recovering
bodies of policy holders and returning the for resarrection ... but not
always! Expect the consistent, sneaky and devious!

The Book of Plots I — $7.50

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 insected into ready-made
modules of any game system. Each scenario includes detailed rumors,
pre-dungeon clues and encounters, NPCe, etc.

The Handbook of Traps and Tvicks — $9.95

A modern rendering of the Asure MS of Master Engineer Humphrey
Tappercoom (Aka The Blue Book of Hengist), this details over 100
fully-statted, ready-to-play, dungeon traps whether Magickal,
Mechanical or Techno — Low-level, High or Super-Compiex, No
Instent-Kffler traps are included! These are plagable trape — clues
preceed them, escape is possible and requires brains, not monte-haul
hardware.

The Dragus Tree Spell Book — $7.50

Includes more than 200 spells inciuding two New types: Drygus
Magirks and Zerv Level Spells! 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
Multiverse, check lists for constructing your own magick system and
rules for Impromptu Spells.
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