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Obl6ftroUS CWIJlfion& 

ftl Xnfmdrntion anb Ifs Xnsihts. Otbifafing 9ff ttfs {ti 
Excerpted from A.-n Tiie Deamoa a­

by the Upton Temperance Society 

"A-r. o-r lflit/s rvrn, 6y pm . . ." 
- the Song of the Temperance Union 

�3 

A great deal has been written on the etrauge and varioue alcoholic beveragee 
which C&D be found in varioue world.e and, given euch variety and ready 
availability, moet player--charactere tend to coD811Dle euch beveragee ... and, more 
often than not, do eo in quite exceeeive quantitiee. 

Little consideration, however, hae been paid to the etrecte of eucb regular and 
immoderate consumption but, before we offer provieions for judging euch 
circwnetancee, we muet aleo take into consideration racial variatioue as well aa the 
fact that au experienced drinker can, often, function with greater facility than thoee 
unaccuetomed to eucb beveragei1 ( unall, 6J qoeing their drinb ofUI uinf emoin 
prqphrlodic meanru fo limit file llNrn-ption of alcohol). Therefore, the following 
"adjuetmente" ehould be applied aa appropriate ( orul n6jsct to DMO for 
ciretlmaC011Ce1 ond other wrio6lu). 

Jlac.i.aJ, .iU� !j,,,,. J� 8/� 
(""" to chorocter'• 6odr mflU for P,dJing ittfosic.Cicm) 

Eiperi�e Level 
l•f-4th 5th-8tls gf./t-jft/s l�h-18'h 19th-£5th e�h-5()fh 50Ch+ 

Dwarvft +60 +160 +160 +200 +260 +260 +300 
... -60 0 +60 +60 +76 +100 +126 
Glut. -600 -400 -300 -200 -100 0 +100 
Bobbffa +26 +76 +76 +76 +100 +100 +100 
a- 0 +60 +60 +100 +160 +160 +200 
LllloWt -60 -60 -26 -26 -26 0 +26 
0.,.. +100 +160 +200 +260 +300 +360 HOO 
Ora +100 +100 +160 +160 +160 +160 +160 
.... ,,.. -100 -76 -60 -60 -26 0 +60 

JOI' abed nee (nc/i o.e /aolfA-.mon/lsalfel/) individuals, average the adjuatmente for 
pure racial effecte. AJJ noted, Dwarvee, OgN8 and Ora (o"'1 lo o luaer defTU, HoHm) 
have inherent abilitiee to withetand greater quutitiee of alcohol than Hum.uus or Elvee 
while eome racee - euch as Giute, Kobold.e ud Wampyr - are "cheap drunb". Other 
nicea, euch as the K.isinti, ve etrectively immune to alcohol ud an ex� acta like poieon 
but they do not become "intoxicated" (for Kirinli, 'cotnip', ll0111ever, dou hove 
i"'cnieofitaf elccfa) and etill othere euch u Pix.iee and the Fairie-folk are very eueceptable 
to intoxica&ion but do not eufrer ill effecte from over indulgence (6-4 do hcomc qwit• ""•MiM" den llrin.ti.,). 

A "drink" ie deflDed as one ounce (IAol flo.ea) of 100 proof or better dietilled liquor, one 
mq of 1-r or one glue (/nr nACu) of wine. In eome cult� •. however, euch u Ul 
Ogre buroom, the etandud me&8U1'S eerved might be equal to two to eight .u.darcl 



drinb and tl1e Game Muter ehouJd keep· euch co11.11ideratioo.e in mind . . . a.s weU a.s the 

efrecte of any epecial "8avori.ogis" or other active adulterant.e. 

The 8gwee and efrect.e noted below &re �tially the same a.s uoh><l for any muoda.oe 
human of equivalent body weight (one reoacnuMe A.eaUA and noom .. sllmenl). lo tbe case 

of poor nutrition (not hovinf eoten recenUJ), ill health o r  other indulgences and/or 

debilities, the efrecta will be correspondingly mon1 pronounced. 
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Drtab c-..-1 (Within TfDO Htnr Penot/I 
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Sff-k """"1, Y'l.oi Ad,� 
M - Mild UitoxicaOoo, -I to cOOldinatioo, DO other notable elfect.e. 
I - Intoxicated, be of coordination (-t all d.U), may be happy, sad, beligeraot or s�py, 

voice 1barred, -1 OD all aavee. Save VS PoiiKm ai -2 for hangover (-1 aJJ alw /or 1f 
hotire � 8+1U AOtln elcq). 

S - Severely intoxicated, extreme !om of coordination (-5 coordinotion, -3 all otlaer 
8'.U), � badly slurred, tend to be eleepy, -2 on aU saves. Save VS Poieoo at -4 
for hangover (-t all 8'.U for 18 lo.re !./!!! 6+1'8 lanr• ele.p). 

E- Ext.._ intoxication, total be al coordination (-8 coor.Unotion, -5 aJJ otMr Mota), 
inca119bae of coheftot ipW:h or activity ol any kind, -4 on alJ aves. Save VS Poieon 
ai �for hangover (-.9 all d.u for f.4 lOtln � 6+1"10 Mwt'll elup). 

D - Dead Drunk! 30% bue chance + 7% per coham.n beyODd tb.ie point for faiaJ alcoho l 

pnieoning (it0 •-) elle sleep for 18 bouw, extreme hangover for 48 honn following 
(-5 all 8'.U }lrel f4 Aow., -.9 .. cod f4 lowe). 



The 6eal csre /or dipaomania ia religiomania . . 
- Wm Jamee 

Naturally, given general ex�ive intox.ication and the debilitating effecte reeulting 
from thia, opportunistic (and aome sympolhelic) alchemists and churigione have 
developed a variety of "curee" and prophylactic preventivee. Widely available from 
alchemiat's ehope (ond aome 6eller lavema), some of the moet popular of these are: 

Carter'• Little Live•r Pilla 
Do.age: One-three pills per 200 lbe body weight -· sold individually or by packagee 

of 12. Coet: 2 CP/each or 2 SP/dozen. Dun.Uoa: 2o+ld10 minutes. Special Notes: 
Eff'erveecent in preeence of alcohol (ma1 ca .. e hiccvpa - 5� chance) resulting in 
burpe or bekhee of highly alcoholic breath. Side effect are a llllld to strong fishy odor. 
Commonly found in cheaper eetabl.ishments. 

Ivariu'• Aati-Alk 
Do.age: pale green tablete. Coat: 6 SP/ea. Duatioa: each tablet counteracts 4+ld4 

standard drinks, lasting 2-3 hours. Speeial Notes: neut� alcohol by producing 
simple eugva in the stomach, mild mint flavor/scent, no known side-effects but must 
be ingeeted prior l-0 consumption of alcoholic beverages. Available in moei better 
eetablillhments, popular. 

Norala'• Crill.la da Caaia 
Dauge: Dark brown liquid sold in 4 oz bottles, one bottle per 200 lbe body weight 

(W>ilhOtll adj .. lmenla). Coat: 3--6 SP/bottle. Dvatioa: 2+ld4 hours. Speeial Notes: 
Bitter flavor, doee not actually counteract alcoholic consumption but doee prevent 
drowsiness, 1-ne hangover effect. Exceeeive use producee 'a wide-awake drunk'. 
popular as 'hangover cure' but only marginally effective. Widely available. 

Olive'• Oil 
Dauge: One-five capeulee per 200 lbe body weight - sold in pack� of ten only. 

Coat: 6 SP/package. Dvatioa: 4+ ld4 hours. Speeial Nata: Oily texture, coats 
stomach to slow absorption, may cause mild nausea (10!¥}. General effects reduce 
absorption of akohol by 50%. 

Putole 
Doa.ge: One capeule per 200 lbe body weight (no adjvatments). Coet: 16-25 

SP/capeule. Dvatioli: 6+ld6 hours. Special Notes: Reduces absorption of alcohol by 
60-76%. Available at moet expensive taverne, better alchemiate. Caution: may cauee 
exceeeive hangover effects. 

llovariaa '• Emetic 
l>oaage: One ou.nce. Coat: 10-16 SP/doae. Dvatioll: Immediate! Special Noiea: 

Rovarian's Emetic produces immediate regurgitation and voiding the stomach of all 
alcoholic (n' .U oU..r) contents. Thia doee not counteract absorbed aleohol but doee 
le.en subsequent effects and reduce hangovers in extreme c-. Available from better 
alchemists. The taste will not be deecribed here. 



SmootM.i'• Synp 
Doaage: One ounce/200 !be body weight - $Old in 6 ounce bottlee. Coat: 2 

GP/bottle. Daratba: 3+Id6 hours. Special N�: Prevents abeorptioo of alcohol 
( 75% 4ective) by 'coating' the stomach and intestines. Strong, lingering taste of 
violets and honey, distinctive odor on breath. Available in most 'fancy' hou.eee and 
better tavel'D.8, popular with the ladiee. 

J(�'&� 
Arcia'• Palative 

Doaage: One. AppeGrGnce: A small ecroll i.nac:ribed "Use With Caution'' (11niveracil/r 
GpplicGl>le). Coat: 10 GP/scroll. Efrecta: lnBtantly and completely cures all ill effects of 
over'- indulgence. Special Note.: Use With Caution - each u.ee has 10% chance of 
addiction requiring daily and continuing use (cure re'l"iru "Remove Ct'18t" or 
"Cwre lnaanity'�. 

Dromor'• Specific 
Doaage: One ounce I 100 lbe body weight. Caat: 6 SP/ounce. AppeGronce: Deep red 

liquid with 'hot' task Efrecta: Produces deep sleep for 2+1d6 houra. Special Note.: 
On awakening, the UBer is revived and vigorous but Y!n'. hungry. Must eat 
immediately and heavily or suffer full hangover effects within one hour. Popular, 
widely available. 

Fn.ma'• Accellentor 
Doaage: One only! AppeGrGnce: Small, red tablet. Coat: 10 SP/each. Etreda: 

Doubles effects of hangover, thus leesening duration. Special Notes: Overdoeage can 
be critical!!! 

Tiie Lemiu Potion 
l>oaage: Tb� ounces per 200 lbe body weight. AppeGrGnce: c�n liquid with gold 

overtonee, no di9ce111able ftavor. Coat: 6 SP/ounce. Etreda: I.ovigorating, all hangover 
effects cured within ldlO minutes. Special Notea: For 2o+ld20 hours alter use, the 
taste or smell of alcohol (Gny kind) is totally and completely abhorrent (avoJable 
through moat TemperGnce Societiea). 

Mogro'• Eliur 
l>oaage: One ounce per individual. Appearance: Silvery/grey liquid, harsh taste. 

Coat: l GP/ounce. Efrecta: Initially feels like the top of one's head is coming off, 
spurts of steam appear from ears, nose and mouth, eyes tum red and blink. Lasts ld3 
minutes, then cea8e8, leaving the user feeling fine. Special Notes: Difficult to find but 
very effective. 

.llotpa'1 Jte.tontive 
l>oaage: One ounce per 200 lbe body weight. Appearance: Clear liquid, bitter taste. 

Coat: 10 SP/ounce. Efrecta: Reducee effects of hangover by one stage (i.e. from 
�reme lo Severe - aee elfecta cllarta preceedin9). Special Not.: Exceeeive doeage 
increaaN hangover efl'ecte by one et� - can be fatal! 



�7 
Zonk'• Special 

Do.age: One capeule per lo+ldlO hours. Appearcmce: Small grey capeule. Cc.i: 6 
SP/c.apeule. Etreeta: Delays all hangover effects for effective period. Speclal Not.: 
Drinking during delay period adds to final eft'ecte. 

Failing reeort to one of theae preparation, a Clerical "Bleeeing" will mitigate the 
effects of a hangover by one stage of eeverity as will a cure or healing for a mirumum 
of six points. ' 

And, lut but not least ... 

A.mlllri of Dlaplaced MJdoriaae 
Thle amulet has one very useful property - if the Wearer gets drunk, someone else 

gets the hangover! 
It has to be uaed properly, however. To do this, 1Dliile you are drunk, you "chooee 

your vktim". You buy them a drink, dip the amulet into it and put your arm around 
them and, all the time, they're drinking it, you say thing11 like "01' buddy, I like you so 
much, I just really wanna give you something, right from my own hearl . . . etc, etc! 

If you can keep that up till the drink is finished - the whole drink - then, next 
morning, yo• 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 ... 



Qniy8 IDonsftrous CliuiJ!fims 

ft! Ol)lirerftr ri;fory ft'I 
The following tablee have been extracted from actuarial records maintained by 

Amazon Mutual Life Aeeura.nce to whom we offer our thanks for their cooperation 
and a.seistance. 

-g�·..,g.� 
Dwarf Elf Ha.lfling Hobbit Hwma.n Ogre Ore Sibling$ 

00 00 n/a n/a 00 00 n/a noble born1 
01--03 01-02 00-04 00-02 01-03 01-02 00-06 orphan2 
04--09 03-16 06-20 03-09 04-10 03-04 06-10 0 
10-14 16-30 21-33 10-17 11-26 06-07 11-20 1 
16-28 31-46 34-50 18-27 26-46 08-12 21-30 2 
29-39 46-00 61-66 28-39 46-69 13-20 31-40 3 
40-69 61-76 66-76 40-69 60-79 21-29 41-60 4 
60-79 76-90 76-86 60-72 80-89 30-39 51-65 5 
80-92 91-96 86-94 73-84 90-94 40-59 66-80 6 
93-97 97-98 96-98 85-96 96-98 60-90 81-96 7 

ld6 ld3 ld3 ld8 ld3 ldl2 ld8 pl114 7 
1 roll again for siblings 2 see O�han Ado(!tion Table 

$;,,.U,, �/ ){ � :f �e 
Throughout the Delian Commonwealth and moet other regio0.8, the title is inherited by 

the oldest eon or daughter on the death of the titled parent, younger siblings receiving the 
title Eequire or Lady {the eqwi11a.lent of "Wellborn" or "Gentle6orn '? but all offspring of 
a Lady or Eequire acquire the same title. II there are no sul"Viving offspring, the title dies 
until revived by the King by appointment for bravery or sel"Vices to the Crown. For 
exceptions, see Background on the Crown Princes of Bohemia (in a. forthcoming 110/vme). 
Knighthood may be earned for services to the Crown or Commonwealth {i.e. 6e11l010ed for 
6ra.11ery in 60.We, etc) while the title of Knight Baronet is earned (or p•rcha.$ed) by 
subeequent services. For reasons which should be obvious, the various Royal Families are 
not included here. 

Dwarf 
00-4-0 
41-64 
66-81 
82-91 
92-93 
94-99 

Ell 
00-35 
� 
67-84 
86-92 
93-94 
96-99 

B1UIUUI Ogroe1 Tille of Pa.rmt(11) 
00-46 00-43 Eequire or Lady (minor nobility)2 
46-66 44-69 Knight (either eex)2 
66-82 70-86 Knight Baronet or Knight Baronees2 
83-90 87-93 Baron or Baroneee 
91-92 94-96 Duke or Duchess 
93-99 96-99 Impoverished, acquiree title but no weallh nor 

, lands, roll again for rank. 
1 subject to survival of the Wild Time - see Ogre Culturee. 2 does not necessarily include lands, holdings nor general wealth 

For all "noble born", roll on General Enviromental Table and on Educational 
Background Table but not on Enviromental ln6uence Tables unlees "impoverished" 
Nobility. 



ClbJsfrrous OiuiJlfl>ns Q[q9 
Qh.pkm- Ak� J aUt, 

Dwan Elf Balftiag Hobbit HIUDall Ogre Ore Adoptioa by 
00-06 00-09 00-05 00-04 00-10 00-07 00-12 -oooe1• 
07-78 10-11 06-12 05-20 11-14 08 13 Dwarf 

79 12-75 13-20 21-22 15-25 09-11 14-15 Ell 
80-83 76-84 21-85 23-26 26-30 12-14 16-17 Halftiog 
84-86 86 86 27-88 31-33 16 18 Hobbit 
86-97 86-95 87-96 89-96 34-93 16-23 19-23 Human 

98 l>e-98 97-98 97-98 94-97 30-96 24-30 o� 
99 99 99 99 98-99 l>e-99 31·99 Ore 

1 see O!]!hao.s Not AdoJ!ted table 

Q).,.� J{"' Akjtkd 
Dwan °" Elf OI' 

Hobbit Hal8iag B-..mu Ogre Ore Claildlaood 
00-16 00-26 00-35 00-10 00-07 City kid's gang 
16-4-0 26-45 36-63 11-25 08-20 Forest/bunter gang 
41-75 �70 54-75 26-60 21-30 Urban apprenticeship 
76-97 71-95 76-90 61-88 31-68 Rural appreotice11bip 
98-99 l>e-99 91·99 89-99 69-99 -other-

roll al9o on Enviromeotal Influence tables as appropriate 
or roll to determine �neral Enviroment on following table 

�8� 
Dwan Ell Halftbig Hobbit Ramu Ogre Ore Eaviromeat 
00--03 00-09 00-08 00-02 00-14 00-06 00 City ( lnfond) 
04--09 10-17 09-18 ()3.-04 15-29 07-13 01-02 City (Port) 
10-23 18-23 19-24 05-11 30-46 14-27 03-12 Town (lnlond) 
24-30 24-27 25-30 12-18 �68 28-41 13-24 Town (Port) 
31-48 28-35 31-42 19-35 69-67 42·50 25-43 Village (lnlond) 
49-54 36-39 43-52 36-44 68-73 51·69 44-62 Village ( Coo�lol) 
66-85 �87 63-83 45-81 74-86 00-79 63-80 Rural ( lnlond) 
86-99 88-99 84-99 82-99 87-99 80-99 81-99 RunJ (Couto/) 

Depending oo your �oeral eoviromeot, one � of the following Eoviromeotal 
ln8aeoce tables will be applicab&e - roll oo each table which appliee to your background. 

� Jn� -- .AU. U-rJxvn, ..dN41), 
r»a.,, Joined large street gang - elgible for entry in Thieves Guild 
04·65 Roll once oo Urban Appreoticeebip Table 
65-7Q Schooled - go to Educational Background Table (Orce excluded) 
IJ0.84 Roll twice oo Urban Appreoticeebip Table 
�BQ No applicable influeocee on tbie table 
Q().QQ Roll twice on this table - if 80 or bighe.r, reroll 



8� J?'I,� - J4lj, JJ� 
()().65 No maritime experience 
66-7t Apprenticeship u Ship Builder, +t Strength, general knowledge of shipe 
7� 78 Apprenticeship u Ship's Chandler, general knowledge of eea 
7�8.4 Apprentice:ehip ae Merchant/Trader, general knowledge of trade routee plu.e two 

foreign languages 
85-93 Apprenticeehip ae Merchant Seaman, ld3 voyagee, all preceeding knowledge plus 

weather-sense (30% - coastal/maritime only) 
94-99 Apprenticeship ae Merchant Seaman, 3+1d6 voyages, all preceeding knowledge plus 

weather-sense (70% - coastal/maritime only) plus one foreign language 

S� J""�-- � � 
()().SS Farmer - +1 Constitution, no special skills 
$6-SS Herdsman - +2 with projectile weapons (sling or bow) 
56-64 Forester - identify all common and (30%) uncommon animals/tracb/spoor 
65-74 Schooled - Go to Educational Background Table 
75-93 Roll once on Rural Apprenticeship Table 
94-99 Roll twice on Rural Apprenticeehip Table 

8� J?'I,� - � .JN.(Jl>, (� JJ�) 
00.48 No special in8uencesfbackg:round 
4�80 Fieherman - +1 Constitution, handle all small craft 
81-99 Sailor/Smuggler - contacts with Thievee Guild, handle all small craft 

�$� Jatk, 
()().SO Elementary only - able to read common tongue, simple math 
Sl-75 Moderate scholar - read/speak two languagee, good at 01Ath1 +1 Intelligence 
76-88 Good echolar - add two more languages, astrology, +1 Intelligence 
8�96 Advanced echolar - basic alchemy (26% identify common potions, et<:), one 

ancient or rare tongue (read 30%), history (know 76%) 
97-99 Scholastic - add two ancient or rare language& (read 4-0%), identify rare or 

mythological beasts, know folk-lore or legends (60%) 
� At�/" Jalk 

()().OS Hedgewitcb - +2 all Savee vs Spell, + 1 all Savee vs Illusion 
06-18 Herbali&t - identify natural poisons (46%), find herbs and prepare potions/poisons (80%) 
14-54 Hoeler - ftne horseman, +3 with all riding beasts 
SS-75 Lumberjack - 76% tracking sk.ills, 60% identify common animals 
76-99 Riverman - excellent swimmer, +1 to Strength, +1 to Constitution 



u� Ar�r- :Jot4 
00-0-4 Actor - able to disguise self (80%), +I to Charisma 
05-09 Alchemist - able to identify (not create) alchemical preparatioM (36%) 
10.1-4 Apothocary - able to identify drug8/poisons (70%) 
15-19 Artificer - 26% pick locks, 4-0% repair damaged mechanisms (non-techno) 
110.11-4 Blacksmith - +l to Strength, repair weapons and armour (26%) 
115-£9 Cabinetmaker - +l to Strength, find secret panels (30%) 
80.S-4 Cobbler - no special ek.illa 
85-89 Cook - able to prepare foods, identify moat common edible plants (80%) 

12tq 11 

40.-4-4 Gladiator - +l with one weapon (choice). elgible to join Guild (see Dark Dream111 
Ardllin Grimoire V). 

45--49 Jeweler - able to evaluate stones (86%) (non-magickal only) 
�5-4 Jurist - legal badr.gound, +15% to win arguements 
55-59 Lock.smith - 76% chance to pick locks 
60-64 Mage - +1 to Wisdom, roll equivalent on .Educational Background 
65-69 Merchant/Trader - add two additional languages, +16% to haggle 
10. 14 Musician - +I to Charisma, play four musical instruments 
15-19 Physician/Healer - able to bind wounds for doubled healing effects 
�8-4 Potter - no special sk.ille 
85-89 Tailor - able to disguise self or others (46%) or pase a.a Noble (00%) 
90.9-4 Tanner - +2 all Saves va Poi.eon, +l to Constitution 
95-99 Weapons Master - +1 with any three weapons (choice). repair/restore weapons 

(26%) 



{ti � 0?'n Warktt ft! 
The Open Market(8) i8 a un ique ly Delian concept th ou gh, of late, similar markets have 

been established in other worlds as well. Simple in princ iple, an Open Mark et is - like a 

Free Port - a place where anyone may off er for 88..le or trade anything from anywhere ... 

and do 80 without let or h.inderance by local or regional law or custom. 

Thus, in all maj or cities in Deloe (and moet smaller cities and larger towD.11), the Open 
Market is a general meeting place, "hiring hall" for mercenaries and adv enture rs, a mecca 
for bargain hunters and peddlers alike and the central focus for all manner of casual 
commerce. 

The Open Markets, ho wever, are n ot restricted to merchandise. All manner of serv ices 
and special arrangements may al.so be purchased within the confinee of the Open Market. 

Within each Market, one will find poeters advertising gods, goods and services; rewards 
for run-away apprentices, various miscreants or stolen goods; o pportu nities for out-of-work 
adventurers; poeted injunc tioll.8 to repent oneself of various sin.s (and. occasionally. s1·n.s 
which one did not know existed) and all the admonitions, offerings and overtures of 
civilized society and commerce. 

Here one might hire mercenary eoldiers, seek out a "rogue" a88a88in, sell one's 
mother-in-law (or wife or husband, etc), visit a "temple'' to a god or religion forbidden 
elaewb.ere, purchase a slave or conduct any type of business which, outside the Open 

Market, would result in legal or other repercu.ssion.e. (Of course, simply "purchasing" a 
slave w ith in the Open Market does not mean 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 prefe r to do bus iness here �ause the ir activities are not 
subject to the ea.me reEitr icti ons as elsewhere, �auee business is lees ex pens ive here, 
�ause of freedom from taxes or revenue n!Strictioo.s ... or sim ply �ause the customers 
are here. Thus the Open Mar kets are equally popular both with weapons mongers and 
art ificers as well as alch emis ts, dn!SSmakers, hedge witches, jewelers, tailors, vintners and 
a hundred other occupations. 

At the heart of the Open Market, however, are dozens (or, in large r cites, hundreds) of 
travelling merchants, peddlers, sutlers and jobbers who follow circuitous routes from city 
to city (and nation to nation) buy in g (but oitvays "at ruinous expenae') and selling ("for 

a mere piltance, of course') a.II manner of wares and cargo for the ("discerning and 
knetwledgable'' patrons of the unparalleled ("e:iemp/iary and nonpariel') Open Markets of 
the Commonwealth. Such merchants range from peddlers hawking twcrpence ent-whistles 
and chi ldNin'e toys to vintners offering rare beverages from oth er lands to hucksters w ith 
strange magical artifices to caravan owners trading only in whole8ale goods. 

In addition to merchante of a.II types, a wide varity of services can be obtained in the 
Open Market, theee rangi11g from ema.11 food and �v erage stands to elaborate (and cost/11) 
dini11g establishments whoee savory odours mix with democratic indiffeNince to their 

surroundings. In similar fashion, all types of sporting establishments (ranging from "dice 
ond fate" to the verr "intimole') may be found ae will Niligious (and political) zealots, 
wandering entertainers, jongulars, ba.rds, performers and storytellers. 

In l ike fashion, �ggars. panhandlers and mendicants of all kinds mingle with both 
peddler's wagon and m erchant's tent. (Th� " .:leoler in fme gems may fmd lhcit charily 
demattda olfenng a generotM conlri6ulion to an impoverished beggars together wilh a 
t11ell-t0orded nggulion thal anolher location -· po$Sf6ily a compelitor's - might prove 
more profrla61e.) 



. . . And, of COW"9e, the Open Marketa are alllO well attended by cut-p�, 
ecam-players, thimble-riggers and varioll.8 other light-fingered or emooth-talling 
entrepeneurs . . . Theee latter individuale of coW"9e, if allOwed free rein, woWd seriously 
deplete profita for the more honeet merchanta ... 

Whether in Oru.e (S011.th Orcion); Upton (on the Wotling River) or Karrome (olong the 
Sm,non Gv.Jf), all local law and authority stop once one enters the Open Market. Here 
Orcian Con.etablee, Armemen of the Commonwealth and Karromian Gendarmes may 
enter but, once within, have no more righta or priviledgee than any other citizen. 

In moei areas, the Open Marketa are patrolled by Guardsmen hired by the local 
Merchanta' Guild but their authority is limited to the Market iteeli and their concern is 
only with off'ell.!lee againist merc.hanta and, of coW"9e, patrone visiting the Market. For thie 
reuon, a variety of countermeuUNS are ueed: free-lance soldiers are often hired by the 
Merchanta' Guild, various market gange (m08tly juveniles) act ae UDOfticial Armemen and, 
in extreme caeee, the local Thieves Guild (who are usually kept on retainer) may called on 
to "exerciee" a eteadying influence. 

The reeulta are, within the "laieee:z faire" attitudes of the Market, that these are often 
the ..... placee in many cities. 

Even within relatively "repremive" regione, the Open Marketa are too well eetabliehed 
and too important for interference by local or regional authorities. Thll.8, traders and 
merchants, on entering areas plagued by cl18tom and import re8trictione, may be required 
to have their merchandise "sealed and bonded" and warned of conditione impoeed on such 
ealee but, once within the Open Market, the only limitation is a simple "caveat emptor1". 

1 c11wot emptor - let the buyer beware ... 

J/w, (f)fwm' � "'' /jw, � 
By cu.etom and eet.blished ueage, permanent structUNS are forbidden in moet Open 

Marketa and all merchanta or tradeemen conduct businees from open etalle, wagone, 
peddler's van.s and tents of all siiee, thus all attending, rich merchant or poor peddler, are 
brought to a common level ... in theory, if not in fact. 

In actual practice, in the larger Open Marketa, the wealthy merchants tend to 
congregate, their silk tents eprouting like a bed of bright flowers while leeeer merchants 
eetablieh them.eelvee in rings or clumpe aroUDd the wealthier center and, in similar 
fuhlon, the travelling peddlers, usually travelling in caravane of drop-eided wagone, form 
a third ring. Scattered amongst theee, without regard to rank or etatll.8, wiU be the food 
sellers and wine merchants (though the prices for food and beverage - and the quality 
offered - often increaee towarde market's central regions). 

In smaller centers, the Open Market may be no more than an open field or wooded 
commone, deserted much of the time and only occuionally active during festivale with 
entertainers appearing in droves, travelling peddlen setting up wag<>Dll and local farmers 
arriving with produce and livestock. Between times, the field or commoDll wiU be largely 
deeerted except for cuual �rs and, on warm eveninga, picnickel"ll and courting couplee. 

In the larger towD11 and cities, however, the Open Market is active year round and all 
hoUl"8 • • .  and, in eome c._, may feature eome permanent buildinga or other etructuree 
u shelters in cue of inclement weather. Univenal ca.s*om, however, dic:tatee that theee 
be uMd OD.)y when D-.r")' and that epace be allocated on a finrt..come buie (o 
litnitfllioa .,i,i., N tocU lo femplu llfld oiler "no.comm1rcial" or1oni.1cdiou). 

However, lhe Open Marlr.eie In varioW1 clllee differ as greally as do the k>cal climates 
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and cities themeelvee. 

For example, in Upton, the Open Market is a region along the shoree of Lake Amberin 

on the W"ling River and many merchants moor barges or smaller boats along a net work 

of floating dock.ways while a few preetigioue reeturants a.re 1Jemi-permanently established 

on "flower boats" moored in deeper waters. 
In Holly Oak, the Open Market is loc� in the Grove of Agee, among the oak.a for 

which the region ie named. Here the central grove is dedicated as a druidic temple and a 
"tithe" ie levied for the upkeep and preservation of the region. 

Moving south to Tremonde (or north to Usher), where heavy raiDB would otherwi!le 
interfere much of the year, the Open Market alternate! cobb�paved plazas with wide 
grassy expanaee and ecattered, broad-roofed shelten1 for the too-frequent rainy days. 

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

And, further west, in the wooded regions of the Ogre Nations, the Open Markets a.re 
scattered, constantly-shifting assemblages established in grassy, sunlit glens in good 
weather and sheltered forreet regions in bad. 

""'� JJ� cvn.J u� :J� 
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 
profeesional eyncophants (toadiea or fa'lllrling underlinga) so desirable to enhance one's 
inatue in the rigorously formal social iotercoUJ'9ee of Tremoode. 

In similar fashion, were one tiring of one's present incarnation, both the Y'Mali D'Naor 
and the Solipeism of the Hive-Mother maintain "recruiting" stations at many Open 
Markets. In lessor extremity, the Cenobites of Solitude ma.iota.in information and 
enlistment facilities (manned by simulacra, of couree). 

Leee 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 moet prominent local religions and guilds but 
one of the most popular diversions, in all Open Markets, are the myriads of travelling 
joogulere and storytellers. These wandering oewsmoogers circulate from city to town to 
hamlet supplying g011Sip, rumors, news and all variety of entertainment ... 

More important, these travelling "journalists" also 8erve as encyclopedic sources of lore, 
legend and history (aee alao The Aman•enau of Clio). In this latter aspect, the 
storymoogers are especially popular with adventurers &eekiog background information, 
historical references and other leads to events, places and persons. 

Unfortunately, however, the information available from such eourcee ill not always 
totally reliable. We might cite as example the caee of a paladin who, being too cagey (and 
too peojurous) to purchase bis information directly, extracted a long and complex account 
of the Battle of Dranger's Croeeing by plying his informant with copious quantities of 
Dragon's Breath. 

While the n!eultiog account was colorful . . . and fascinating . . .  and beautifully and 
tbeatricly declaimed ... it was a.Leo ... quite totally . . . and fatally ... incorrect! 

Which simply upholds the truth of the age-old adage which ma.iota.ins rou get tulial rou 
par for . . . i/ r<>• 're careful . . . 



On the other hand, you can also pay for l!lOme things whjch are very intangible ... and 
still get what you've paid for. At the Open Market in Karrome, you will find: 

-g�·!;, co� �I� v� 
Created by joint etJoria of the Arch-Mage Culpepper1 and Tonio the Techno2, this large 

orrery3 iB magi<:ally powered to "follow the true path of the heavens" - U8Uall¢ In this 
cue, however, the various planets and orbe are hollowed chambeT8 ... and are used for a 
very special purpoee. 

For a fee (negociahle but not unre�onable), the Orrery provides astrological forecasts of 
the succeee or failure of various endeavoT8. For example: prior to a dangerous 
undertaking, a group of adventureT8 visit the Orrery and supply Culpepper with tokens 
(bita of hair, fmgemail clipping8, etc) representing the participants which are placed 
withln the appropriate segments of the Orrery. 

When these "iniluences" are added, the resulting motions depart from "the true path" 
to indicate patterns of euccel!8 and danger ... 

ID a similar fashion, other tokens used to "adjust" these motions might indicate greater 
euccees if the party included a Druid (the "weight" 8Ugguting a .tth level or greater). 

1 Arcl>-Mage Culpepper ia, of courae, quite mad - see note e 
2 aee Mad Minor Craftamtn of Deloa 
a a mechanical device imitating of the mo11ementa of the stars and planets 

see alao Obiecta of Uncertain V al•es 
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ffl �s of tbnrhin Valuts ff! 
The following are examples of a variety of unueual w&ree which might be found 

at the Open MU"kete. No prices have been given - such are entirely open to 
bu1er and a elm!wd pUl'Chaeer might profit gTeatly ... but, keep well in mind, the 
eellen are honed and whetted traders, sharpened by years of commerce in the 
ultimate arenas: the Open Marketa of Deloe. 

xuy.,:1�� 
A popular item on moet trade circuits, theee Ceneore can frequently be rebought and 

reeold. l.u u.ee, however, the owner mu.st turite do1l!fl their wish, place it in the cell.!ler and 
bUJ'D it. (The plorer m-.rl, in /oct, give the turiHen W1iM to the DM tOl.o ktep8 it on 
flls to taler JWOtle to the - utl4Ur oldroged - plorer thal "Yu, f01J did W1iM /or j-.rl 
IMI, lure it i.s!'? 

Thie is like a limited wish spell except reeu.lte are not immediate but are delayed by two 
fadore: 

The flret delay factor is that the reeult of the "wish" can't "ju.et simply appear". It has 
to be brought about by eome eemblence of "natural coincidence". For innance, if the 
Ueer wiehee for "1000 GP", the gold will not ju.st "appear". Rather, eome situation will 
� - such ae winning a lottery or being given a very easy, well-paying job - whlch 
reeu.lte in "eoon having 1,000 GP" ... but without "blatantly outraging the natural 
order''. 

The other delay factor is "karmic poetic justice". The Ueer will always get the "letter" 
of hie wieh - the exactly-worded fact but, whether the reeuJt will in fact be good or bad 
for him - depends on hie 0U1n alignment. For example, an Evil thief - having stolen a 
High Stygian Ceneor - once wished for "an easy 1,000 GP". Three days later, he 
"found" hie desired money (while "visiting" a maDl!ion in the city) . . . but aleo 
overstepped the bounds of greed (taking eeveral other iteDltl as well) ... and bec:.ame the 
object of an intensive manhunt with a poeted reward of 10,000 GP for hie body. 

M06ler Trader Gn1mbinder'a Notttr. A wiee trade.r will confine himeelf to profit 
from eelling High Stygian Ceneore . . . and buying them back again at the 
appropriate time and price. Aver' popular item moet anywhere. 

Theee gems are uaually eet in rings or, eometimee, in earrings or tu.ek.ringe and are eold 
u "auguriee of warning" - u.eually for whatever the tratllc will bear - eometimee high, 
eometimee low. The gems produce (al random timea and circtnnatancu) tn1e 
augariee/piecee of information. 

Unfortunately, tbeee warning appeal', wen to the toeorer, to be eu.spect becall8e they 
are "wrapped in such neurotic emotions". 

A true premonition of eome trap or ambuah - becomes a "paranoid flt" that "there'• a 
trap on that door, right there (correc:t). Moriarity deeigned it, be'• put out a contract on 
me, every monater in this dungeon is looking for me, he'• bribed the reet of my Party too, 
omygocl shall I tell them or let them set off the trap, eervM them right .... " 

A true intuition or judgment of huard likewise becomM: "That bridge is too weak, 
we'd better take the long way around (correc:t) ... Oh, why should/did I eay that, the 
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bridge is probably okay, I'm ju.st trying to get attention and make everybody suffer . . .  " 

Once the Wearer catches on that real intuitione are happening and triee to use them 
deliberately (ie by ask.ing 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)". 

Mader Tradef' Grvm6inder's Notea-. The auguries are valic.I enough. U the 
wearer is upeet by the exceseive emotional content - well, the world is full of thoee 
whose hearts rule their minds . . .  in a fashion. Still, these do well to help create a 
llKe secondary market for armour, weaponry and other stock in trade. Good 
bu.sinees to let them go not too dearly. 

This earring has the unique property of warning the wearer when anyone within range 
(ldlO miles) is talking about them. This can be a reference by name; by specific 
de8Cription ("That guy with the one funny earring . . .  "); as part of a group ("When those 
five elves get here, then we'll . . .  ") or even, in some worlds, more generally still ("The 
next damDed asinine interfering Paladin who clanks by here . . .  "). 

Useful device, right? Lets you know about ambushee, 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 circumstancee (often when the "speaker" is nearby),  the volume 

"jumps" to where it BOOOOOMMMMS . . . Loudly! 
The earring also responds to the Wearer's emC1tional state and, if what is said about him 

is, in any way, flattering, embarrasing, sexy, etc - such as to "make strong men blueh" 
- the Wearer must Save vs Wisdom. If failed - D.e loee8 his cool, blushes, and the 
volume goes up for the world to hear jvat e:iactly why! 

Muter Trader Grvm6indtf''s Notea-. Popular item with paranoids, good market 
with the Auaeein's Guild, politician.s and others . . . or course, the results can also 
be quite noisy . . . epecially if you're well known, unpopular or otherwise 
noteworthy . . .  

.AwnJ, J dd� '€Ulf'<1, fa- A-rwl'linv/ 
This is a hella.ciously useful item - if you can stand the embarraMment. Legend saye 

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 this 
was a little lady who didn't mees around! 

Whether the Cure came out just as she intended or whether it resulted from two 
'Curee' joined by a fumble - Aunt Ida will never admit . . .  but, in appearance, it'e a big, 
crockery, clawfooted Terran bathtvh. When either spigot is turned, it immediately fills 
itself with a hot liquid which smells like a combina.tion of Epsom salts and homemade 
chicken soup! 

As for the taste - no one will tell because anyone who sampling it immediately falle 
into a "nice long nap" and wakee up 3d4 hours later with all internal damage or problems 
healed: whether stoma.ch ache, di8ease, parasites, poison, ulcer or whatever! Anything! 
(But, while asleep, they've forgotten how the stuff tasted. "But I did have the nicest 
dreams, all about potato pancakes and knishes and . . . .  ") 

Structural damages (wounds, broken bones, sprains etc) require soaking in the tub for a 



eimilar period. 

Muter Trader Gnmhinder'a Notu: Popular item in many spa.s a.nd waierholee 
but a bit dilllcult to carry around. Coune, it'll Clll'e ite own hernias . . .  

J(�' 'fkj,� 
While theee Codpieces really do have a very u.eeful power they alllo have two 

inconven.iencee. 
One ia: the wearer is totallr convinced that, if anyone else aeee the garment, the "whole 

world will come to an end". (Still, he mtiet wear it inetead of hiding it away, because "ite 
power demands to be used, it is my /tde".) 

The other inconvenience is - the garment ia made from a weave of Scorgian wool and 
fibere of the Delia.n medusa-palm - anyone who does look at it (except the Wearer) is 
immediately t•rned to atone! No 8Gt1e! 

However, the 'stoned' condition is temporary (ldlO minutes) and the victim 
apcmlane�r returne to normal. There ia no system shock damage - only total amneaia 
as to what happened. ("The last thing I remember ia aeeing this codpiece - then, well, 
it's like the whole world came to an end . . .  ") 

MG6ler Trader Grvmbinder'a Notu: Difficult to market, few are able to resist 
keeping theee for them.eelvee . . . and selling one ia even harder since you really 
can't explain � they're valuable . . .  somehow customere just don't underetand . 

Thie natural-magickal breed of delicate small shell has a shimmering shape variously 
deecribed u "a blushing virgin ear", "a spirit-email band", "a eoft, beautiful Botticelli 
eea-nude." lte color(e) are an ever-changing blend "of all the pinb of moonrise over the 
Eastern eea" a.nd, listening to the shell, one hears "sighs and whieperi:nge of all the parted 
lovere the world over . . . . " 

Further, this rare natural shell hae the property of being in two places at once! If a 
pereon holding it thinks longingly of her abeent lover, suddenly she 'feels' the shell become 
very lightweight and only a trembling, iridescent 'hologram' of the shell remains in her 
hand! The 'real' shell hae dropped through her band to fall softly on the sand. 

H the 'real' shell ie then delivered to her lover, she and be can whisper back and forth to 
each other through their respective sbelle. 

There is no limit to how many times thie can be Wied or how many mile!! it can reach. 
The only limit is . . .  exactly ,,,,.at can be said! 

AZ> long ae the convereation ie loving and gentle, all can be spoken but, should bad news 
or angry worde be ueed - then the delicate ehell trembles and stammere and will ecarcely 
repeat it, eobbing with grief or blushing with shame. (It hae 16% each usage to even 
"ceD80r or change" such bad news to "something nicer!") 

Each time the Shell ie forced to relay such 'uJ>15etting' news, the trembling and eobbing 
grow woree and there ie a 10% chance (cumulative) that the Shell will shatter under the 
strain and ite broken eharde fall about the ueer'e feet "like shattered ice-roee petale", 
forever ulll'epairablo. 

MG6ler Trader Gr.m�nder'a Nolu: These sharde, however, bring a high price 
(600-100 GP per 1>111tce) among the CourtEsan-Akhemiete of Shannanasara - but 
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they'll never tell why . . .  

:§� g.� �1 t/w, 'W � 
Resembling coaree salt, theee cryetala sublime (i.e. evaporate) when exposed to air into 

a heavy, dirty-white, ammonia-smelling fog which liee cloee 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 diseipate (le&s 1 minute per MPH of wind speed). 

Within the Fog, all vision beyond the stretch of one's arme ie obecured and, even within 
the small area you can eee, no col01irs are visible - only ehades of white, black and 
"hundreds of dirty grays between" . . .  whJch makee It a little hard to see unJtorms and 
tell who's on whoee eide, doesn't it . . . . ? 

But the moet confusing thing about the Fog ie what it doee to sound.!. Normal sounds 
and voicee are muflled, indi.stinguiehable - even from someone cloee enough to see/touch! 
The only sounds it will let through - are shouts of anger! Growls, cul'9e8, tirades, 
tantM11118, invective, sarcasm - all theee come through loud and clear! 

So the only way to get your message through - is to make it as angry and nasty a.s 
poeeible. "Get your (bleeping) aae over here, soldier . . ! f'll.M the (bleeping) butter . . !" 

Miuter Tru.der Grumbinder's Notes: This is said to have been developed for the 
Warlord Yamal and intended to break up the alliance of twelve combined Foreign 
Legions of Bohemia when (de/Jing all precedent) a dozen of the Pretenders to the 
Throne vnited their forcee at the Citadel of Walmirke. The Pretenders, however, 
well-practiced at rapier-&acasm, totally diMegarded both fog and effects, only 
remarking afterward on the "peaceful abeence 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". 

j>l.olinu.v..,' :! l.ak-5 � 
Th.is thin lllgar-wood tray, covered with sand, is surrounded by decorative engravings of 

"millions of human face11 overlapping each other'', all wearing expreesions of "rapt 
archetypal ecstasy". 

The sand covering appears looee, just spread on the tray. You can push it around, 
make marb in it, move it aside to eee the surface of the tray underneath. Although you 
can move the sand around, what you can't do - ie pick it up. A spoon "just sort of goee 
through it" and, even if you turn the tray upeide down, the sand won't fall off. Instead, it 
clings "like it wu magnetized". 

This cunning device, however, acts to "enhance and purify" any letter or figure drawn 
on it. Draw a lopeided, crooked circle - the sand shifts itself to make it a pure, perfecl 
circle. And eo on. 

Game Masters Note: Users ailotdd only gnnally discover tlae foUo� additional 
p01Wrs of tile Slate. It's m•cil more fnutrating if someone il411 "been carrying 
tlae llling cn·01ind /or montlaa and didn't l:n0111 it cotdd do tilu.t!" 
Tiie slate alao corrects t1'e apcUing and grammar of an,tlaing Ull'ilten in tile sand. 
It correct. /ocu too - and cu.n tllus 6e 1111ed 411 o sort of limiled auga,..,. Write 

°" it: "Tl&e trce11111re va.U is direcUr West of ilere" and, if in /act llle treasure vaull ill 
lo tAc Eut, llle aa.U fl1iU correct tile sentence to say so! 

It wen correct. pict•ru! Lahl u. aidcla "Lord Avidya" - and it Vlill change tlae 
ddcla to male/a tile man's reol appearance. And it corrects mape too . . .  



But remember, this ia ..ad, so 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, so it ca11't 
coned anything at all!) 

Mii.def' Trader G"'m6inckr'a Notu: By the Laws of Delian Magick, of couree, 
such a potentially ueful device must have aome limits or drawbacks. Theee vary 
with different Slates (or in diffet'en.1 worlda, oa pciuage bet-en Sliatlo-ioa diatorta 
tlic Ma,ici aomniMt). 

In some worlds, the Slate ha.a only 60% to give a "correct correction". However, 
th- are always very 81ll'e of thelll.9elvee and will Glt00,a make aome correction and 
there is no way to tell when they are right and when not (§cept 6r aad ezpenence 
. . .  )! 

Oiherworlds, 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 
poeeible statement to match them! For example, a Slate inhabited by the Soul of a 
disceued devotee of St. Fallwell, wa.s in the habit of "correcting" the name of !!!l'., 
other god . . .  which, too ofte.n, had � inten!9iing ;-esults . . .  

� �f Jf'oWV W-rd 
This magnifying len.e ha.a a "techno" appearance: very smooth, rectangular lens, black 

"plastick" handle while the glaes eeems to have rather a roey tint . . .  
The lena is not tecbno, however. It will detect as Magick (Lawful Good) and has the 

power to automatically tranalate any book or ecroll or writing eeen through it into 
Common Tongue. 

Unfortunaiely, tliftot4!Wf' book this is u.eed with, the WJer ab.obdety believe. every word 
in itl Forevermore! "It's got to be true, it aa.ra so Right Here!" and, even after having the 
Glass and/or "book" taken away (W1ual.ly /orceoWr), the Victim still remaine convinced 
that "This Book" (whaiever it isl) "tells the whole and only truth of the Univeree". 

The only certain cure known for this minor delWJion is a "Remove Blessing" cast by a 
Neutral Cleric three levele higher than the victim. 

By the way,the Glue ie .._.tel, •nbreahbls . . . .  

Ma.fter Trader G"'m6iruler'a NotetJ: A WJefuJ-aeeming item - but not reaUr! 
And moet parties find it cauaee more confueion than it is worth . . .  

There are a few other drawback.e. First, the ueer cannot identify the original 
language of any book examined - the maierial appea111 simply to be in Common in 
the first place. Second, the translation is sometimes i- than preciae: when the 
original coniaina a word or fact that has no real eqivalent in Common, the Glue 
just subetitutee something "simple and common-eenae" . . . which makes it vef'f 
•nrelialile in translating magick spells, recipiee, directions etc. 

Lut, we sometimes sW1pect that an incompetent men:hant with few ethice might 
find rather original u.. for such an i&em . . .  

� e./ /).,., J>� �1 Y'l 5'aUwdt 
Theee increue the wearer's strength, endurance, stamina etc (ie, +16% on anything 

regarding physical etrength) whenever they are doing anything regarded as a "harsh, 
unpleuaot duty!" (Al thia time they alao reduce intelligence and dexterity by -16%.) 

They have the minor drawback of 4eersaaing (by -16%) thoee same 11trength-related 



attributes whenever the wearer is engaged in any "plesant, frivoloU.8 activity" - or 
anything that any Cleric of St. Fallwell has e11er told them is a "sin". 

But, who cares, they shouldn't be doing that stuff' anyway! 

Master Trader Crumbinder'5 NoteS". The market for religious artifacts is chancy 
but sometimes profitable in the right locations . . .  

x�·), �� 
Thel!le genies, resident in bottles (or portable computers), have no knowledge of the 

ouieide world except what people have told them. All knowledge comes from words. 
While theise are very ueeful for an.swe.ring questioll!I (assuming someone ha11 previously 

supplied the neceseary information), theM also have high egoee and intelligence and will 
not function unless the request is phrased to their 'logical' satisfaction. 

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

Theee 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 pel'80n for 4d4 turll!I. 

Ma.der Trader Grvmbinder'a Note6': No .:omment! 
(DELETED) things. 

Wouldn't touch the 



5� � �1 5� Ok w� 
T1Us device is, in fact, a mobile antenna which picb up signals from various orbiting 

satellites. Whatever robota or dumb people or computers operate theee satelli�, the 
satellite is not choosy about what qoestions it will 1UUJWer. Such a.re good at �ering 
questious about movement of armies they can eee below them, of weather clouds, etc. 
They al8o have &ece88 to a lot of tecbno knowledge banks and some some literary and 
b..istorical knowledge as well - though this may not always be current (iu fr>r tii-eir 
lmoaedfe of tM hi8tO'rf of Dtloa, of Dtli4n litentare r>r m4gict, etc - gate 
anreli4ble indeed). 

T1Us "antenna station" is iiery cumben!ome and 'heavy-labour-inteusive' to 11t1e. 
("Moltik" meoM it ia mqwnted on coterpill11r tre11da. duigned to be palled bwM a 
caterpiU4r tank.� It was fitted with powered devices to adjust the aim but their power 
supplies have long since run out and it mu.st be aimed by mll.8Cle-power toward the 
desired satellite by moving the tread platform and �-

The parta which actually tune and broade&llt inform&tion a.re solar-powered, no problem 
( ezcept tit-at wlvmc .:, uneertllin 4nd JO. art likdJ to bro4Cut Use -Cltii-er repr>rt Ot>ef" 
a 10 mile 11rca). Al8o it 'locb on' to & good signal and fine-tunes it&elf once you h&ve it 
aimed aometohere nev a strong source . . which can mean you sometimes 'lock-on' to a 
source yon don't want. 

The "locking'' also activates safeties to keep the platform steady while sign.ala continue 
strong so, sometimes, you ju.st have to wait while the 'wrong' satellite falls below the 
horizon or completes ita report. 

But, once you do get it aimed right, there is no limit to the amount of information that 
can pour through. For hours and hours, depending on the sat.elite's orbit. Of coul'9e, in 
many C&8ell, it's 'pouring through' too fast to write down . . .  

GROUND TO AIR: "Slow down! My ecribes can't make runes that fast!" 
AIR TO GROUND: "What's the matter, Landb&.!le? Put a new battery in your 
recorder!" 
GROUND TO AIR:. "What'& a battery? What'& a recorder?" 

Muter Trader GrambiMet"'a Not"- Wore out two caravansaries hauling one of 
theee to the Temple of Ynoe . . .  never a.gain . . . Still, if you're willing to take 
delivery where-is/as-is . . .  

JJ� r;/ :/� � 
T1Us drug produces "selective amnesia". The uaer can only remember as much of the 

past u matchee b..is preeent eurroundinge. le. if given to a thief in jail all he can 
remember is other jails. He � all memory of the times of freedom in between a.nd 
tb.inb he baa "spent his whole life being transferred from one j� to another". 

The effecta last till the uaer is removed from the setting where the drug was ta.ken. 

Muter Tr4der GrambiMef"'a Notu: Pretty good market iu the better brothels, 
especially thoee catering to "older" customers. Nostalgia can have powerful 
attractious. 



Available in a variety of colors, whiehever color is put in someone's eyea, they will only 
be able to see objects which are that color. For example, if the droP8 are blue, the ll.8er 
will see only the sky, distant mountains, the lake and someone's blue shirt. Everything 
e'8e is "just a swirling gray fog". This "normal" effect lasts for 3d4 hours. 

However, each time these droP8 are used, there is a chance (10%) that, instead of 
"uDBeen" objects appearing as grey fog, they may simply be invisible! You see right 
through them! X-Ray vision! (Range: .+deO /eel) For this reason, the gold eyedropa are 
much prized by thievea (and many adventurers) - simply for the 10% chance to "see 
right through" walls, earth and treasure chests to the gold inside . . .  

Of cour8e, the lucky user won't be able to see anything else, has to be led around by his 
com.rades . . .  but, you can't have everything . .  ! 

This latter effect lasts until the victim is someplace where where there is normal 
lighting but nothing whatsoever of the relevant color to be seen (whatever color of 
eyedropa were taken). This ca\18e8 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 Grumbinder Notu: Popular commodity . . .  but I've a feeling 
that an awful lot of people have been using these . . .  the gold type, that is. 

51w, �-x�·.,, � 
This dull grey ring is covered with a tracery of many small mice, each one looking 

apprehensively around. The ring keeP8 watch around the wearer for any circumstances 
where it thinks it might be better for the wearer to "shrink" down to "a more reasonable 
size" - ie. to dodge a blow or an arrow . . .  or if he is hungry and there isn't enough food 
. . .  or he is falling (lo minimize impact) . . .  etc. This is llOt, however, under the control 
of the wearer! 

Usually, shrinking doea have some immedfate, short-range, useful effect but it can also 
be very inconvenient when this happens without warning and without regard to any larger 
context. 

Returning to normal size is also not within the wearer's control - when the ring 
believea 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 off? 
Well, friend, jll8t to show you my heart's in the right place, that bit of 

information is yours for only . . .  
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J.�.:,,, :13� 3� 
Similar to Fencbelchen's Yarns (see Beyond The Sacred Table), the Twine is much 

more powerful! Like the Yarns, this Twine is wrapped into a round balJ and is cast dowo 
in the path of some pursuer or enemy. 

When cast down, this causes an entire Manor or Village or tribal settlement - a.s 
appropriate to the terrain and local civilization - to spring up . . . complete with the 
appropriate citizenry (except that they are au of quite quite low level (1-3) and low 
intelligence (3-6). 

But the first High-level (10+) who stumbles into the borders of this area is bailed by the 
"natives" as their "long-lost hereditary Prince". They have honors waiting for him, they 
have disputes that "only He" can settle - all very Battering. This crossing also produces 
instant and total IUDJle&ia in the high-level "Prince" and bis real friends and cohorts (Save 
vs Charm al -8.�. 

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

For tbe less experienced, the DM may assign percentages for the Victim to 
believe that they really are "the long-lost Duke of Nonesuch" (or wbeN>v<>r!) 
and that their "duty requires them to stay here, on family territory, defen<liog tl.i('ir 
family lands . . . " 

By the way, this is most annoying 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 only way to "break the spell" is to "wind all of the Twine back up ioto ooe n<>at, 
clean ball" again. (Which can be kind of a problem if it bas gotten broken or damaged -
as is entirely likely lying around in the middle of a busy village street during a "Wekome 
Parade" for a "long-lost Duke!") 

All in all, a very effective way to keep your High-leuel enemy out of your bair for a fe" 
months . . .  or years! 

Master Trader Grumbinder 's Notes: There was a case where the Twioe was 
µieced together and rewound but, since several pieces were mi&;ini::. it left a 
number of the "villagers" still roaming about. Their stories have given rise to the 
interestiog cult of the Lost City of Geron (see also Master Deva.rjcm 's Me.!!.a!IJ.)c 
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{fl Vrnmnl Dist>OSf'S of f� �urrubi noo Xnrubi � 
It ha.e come to our attention (indirectly, of course) that many adventurers have been 

dallying in Pleasure Houses featuring Succubi a.od Incubi among their attractions . . .  and 
that certain attendant consequences have, in some area.e, reached near epidemic 
proportions. 

For this reason, we have consulted the noted cleric and healer, the Graf Poevalski, 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 
regimes are eff'acious if correctly followed. 

Reinfection, of course, may be avoided by the obvious mea.os . . .  

1}�. "!f� 
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 pa.rmic meridia.os, 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 ld3 days, however, the affected part becomes totally ethereal. 

Vanishing Grankor continues to spread until all of the victim's 8esh and soft organs 
have progrelsed to the etherial stage (but slowly - one by one) with only the skeleton 
a.od ligaments remaining material. 

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

Wh.ile victims may find temporary employment as churgical models, they are generally 
shunned by e-0eiety as a whole. 

Oddly enough, aside from the ridiculoue appearance and some misceUaoeous 
incooveinces•,  the victims find the whole thing totally pleasurable! According to reports, 
the early, blue-glow stage feels like "swoUeo and fizzing with little carbon bubbles -
pleasant tickling" but, when the pa.rt hae actually gone ethereal: "it feels indescribably 
pleasant, like melted swirling ethef('al caramel where the Hesh used to be . . .  " 

When the transformation is complete (requires 114 months), the victim remains healthy 
except for the slow loss loss of Constitution points (!do each year until reaching zero 
when the victim dies). 

• The 'inconveniences' naturally include the fact that (as each appropriate part 
becomes ethereal) s�h. sight, hearing, taste, touch, etc. become ethereal too. 
Only strength. locomotion, etc. remain material . . .  

The Graf PosvU.IU c:ommeate: In ancient days, Vani.shing Grankor was actively 
cultivated by the jaded and those seeking "unusual" sexual sensations . . .  with the 
"end results" confining the habitue' to indulgence with other "etherial" partners 
(and the often-1.mfo�unate side effect of being mistaken for an "undead "'). For 
thoee not inclined to pul'8ue this course to its ultimate end, the disease may be 
cured by bathing the affected parts in distilled (dry) essence of Dreamer's Poppy 
(see The De/Ian Book of the Dead) until all characteristic sensations have <:eased 



(aJ>1"'0%imotel1 10+1d30 daya). II treatment is d.i.sc:ontinued prior to a complete 
cure, the arrested affliction will resume ite normal coUJ'l!e. 

�1r--·� �� 
This unusual afftiction cauaee the victim's extremities to slowly begin to cook. This 

occurs without pain (though there ia a complete lou of movtment, aensations, etc). 
When first noticed (JoUowing an incubation period of 1d3 daya), Eecoffier's Complaint 
appe&r8 to be a mild sunburn; after a further ld3 days, a violent sunburn. After ld6 days, 
the victim is done "very rare"; ld6 days later, "medium rare"; ld8 days to "medium 
well" and ldlO days to "well done". After a further ldlO days, the flesh will have fallen 
of of the bones in the form of long stripe similar to jerky. 

The resulting odor is strong and delicious! Very attractive to monstel"8 and quite 
noticable to anyone encountered . . .  

Tbe Graf Po.vallki comment.: Historically known to the Ogre Nations as an 
unusual method of preparing the entre' for a banquet, the primary difficulty lay in 
scheduling the !ea.st. Curing Eecoflier's Complaint, is best accomplished by a 
complete revivication beginning with a "Petrification" and then revel"8ed by a 
"Cure Disease", "Remove Curse" and "Disenchant" (aee The Dnaon Tree Spell 
Book). If the Complaint bu progressed beyond the "medium well" state, however, 
we can only recommend an ointment of herbe and garlic (applied at hourly 
inlef'VCIU) and arrangements with a resturant speeializing in unusual cusine. 

This fatal diseaae affecting the brains/nerves is often mistaken for insanity but is 
symptomatic of a selective deterioration of the nervous system manifesting itself as a 
selective blindneee. 

The fil"8t warning of Tdnarbmer's Blindness is that the "stare go out". This i.s a loes or 
distance vision. Where the image of a distant object impinges on the visual nervou.s 
syatem, only a "blob of empty blackneee" is aeen and begins with the furthest objects -
first, the more distant stare, then nearer stars, then planets and moons. 

Finally, distant mountaina are lost and the horizon begiDB to shrink . . .  
Tdnarbmer's Blindneee developes over a period of months and in an "uneven pattern" 

but, after incubation (ldlO days), the world looks (to the victim) normal "except for black 
blotches/holes when you look in certain directioDS". 

J>rogre./remission or the disease is irregular: if mountain.a surround your town, well, 
now you see them, now you don't . . . Of a range of mountaiDS all at roughly the same 
distance, fil"8t one, then another will "take turns diappearing" aa you blink or move. 
Similarly, the horison is "eaten away in irregular chunks", p�ing to &feet closer 
dietanC(!e. 

In advanced stages, the world you can aee becomes no larger than a city block and 
begiDS to look like "a small, jagged-shaped raft of land floating in a sea of darkneee, under 
an empty, starleee 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''. (EvidmUy an earlr victim! - T. wn 
.u,,anow) 

In the advanced nages, the p� of the disease is irregular with visibility decreaaing 
to a range of 8 to 18 feet (6+2d6 feet) at which time "the raft begiDS to pitch and bob" (ie 
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- visual seD.BatioD.B of horizontal and vertical become erratic) and each day there is 10% 
cumulative probability of sudden death which victims have described (poetmortum) all "a 
sudden 1'U8hing in of dark water from all sides". 

The Graf P011Valsk.i comments: Conventional methods are generally effective in 
halting the progress of Tdnarbmer's Blindness but no effective methods, short of 
Resurrection, have been found to restore the victim's lost vision. There are, 
however, a variety of compensatory pl"08thetic aides possible, ranging from 
"Wizard's Eyes" to "Eye of the Camera Obscura" . . .  an artificer, rather than a 
cleric or healer, however, should be consulted. 

c'J!l=-"'� J� 
This aflliction causes the vicitm 's eyeballs to randomly rotate in their sockets, exposing 

the "bloody, veinous back.sides" to view (often with nauseating effects on onlookers - JO% 
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 
glim pees (approximately 50% chance, when eyes are rotated, of 'seeing' . 
somelhing.I). 

This 'vision' is not hampered by intervening opaque materials (after all, the victim's 
skull is also in between!) and may extend up to Jd300 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 (all percentages over 75%), the victims begin to see 
what isn't there (50%+5% per 'vision' cumulative) . . . a condition which can be fatal. 

Oh, bow is it transmitted? By gazing info the eyes of someone who has it, of course . .  
. the sickeningly fascinating, red-veined eyes . . . (Save vs Charm to break eye-contact in 
time . . . Otherwise, you're exposed . . .  and, with each such exposure, there's a 5% 
chance, cumulative, of contracting the disease . .  !) 

The Graf' Poevaleki comments: Attempts have been made by various individuals 
to develop a controlable and reliable form of c'Amor's Insight, thus far 
unsuccessfully. In the early stages, c' Amor's Insight may be corrected by bathing 
the affected orbs with an infusion of fresh Beggar's Penny ( a  flowering ground-wort 
11$Ually found at high altitudes in dry climates - favored by Assassins). After 
repeatiog the treatment for three days, the resulting blindness may be cured by 
cooventional means. 

lo the advanced stages (after hallucinations ftrst commence), more extreme 
measures are required. In the past, the best results have been obtained petrifying 
the victims (basilisks are pre/erred) and subsequently reviving the corpus. We 
suggest, of course, that preparations for resurrection be made prior to petrification. 

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 
progreeeee (slow - spreading at approximately �" per day) the intensity also increases, 
even�ually becoming 

.
so b�igbt (a/fer 4d10 days) as to be dazzling even through heavy 

clothing. When thP. 1nfect1on reaches the eyes (requin·ng 10+Jd10 days), the intensity is 
also strong enough to produce permanent blindoess. 



� 29 
The Grat Ponalaki commeau: While some coo.sider victims of Diuikura's 

Rainbow to be unusual and desirable sexual partners, the infection rate is extreme 
( opprinimale/y 50%} and treatment is virtually impoesible. 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 c' Amor's 
Insight. 

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 some yet unspecified part of the world. Apparently, 
however, conditioo.s in the civilized part of Delos is inhospitable to Miser's Carbuncle 
because such infections seldom spread far. 

Initially, the victims srout excreeences like 'galls' or 'tumors' - growths of a fleshy 
material which, when 'ripe', fall oft', acting as carriers to spread the disease further. Like 
many plants and insects (in both Delos and Te1To), these growths have a remarkable 
natural (non-magical) camouftage, commonly appearing like rather heavy, baroque 
jewelry! Massive, ornate bracelets grow from the wrists; gaudy, dangling earrings dangle 
from the ears; neck.laces 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 o 

minimum three hours contact). 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 period 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, 3d!O days after infection, the "rate" of 
new growth accelerates, producing &% of the victim's body weight in jewelry each day . . .  
and increasing at &% per day thereafter. 

Given this rate of loss of body tissue, a healthy victim may survive ( b!I ealing heollil!I) 
for two weeks or so but most will expire of exhaustion within six to eight days. 

Tile Grat Ponalaki commeau: 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. 

{;d;J,o,,.:� .K � 
The frequently mentioned "Dire Scourge of Gandersauce1" which is so often contracted 

by sailors visitng the Temple Brothels of Racundra ill aot discussed here for theological 
rea.9011.11. The Priestesses or Racundra inform us that this is a perfectly healthy and 
normal blessing granted by the Goddess on certain occasion11 and pregnancy is not a 
dieeaae . . .  

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

1 "Male Pregnancy" - see also Tbe Immaculate Jebad - page 46 
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In travelling through the multiverse, many gates and pathways are possible (and, some, 
impossible): to reach the world of Arduin, we have entered through the Ebon Gates in the 
Mountains or 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 "not"-spaces) which separate the many worlds of the multiverse. 

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. ln 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 or 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. 

€M1vmwr� cwul, � 
Communications via the Aeolean Web are, sometimes, difficult - both because of the 

Servants of the Web (see separate entry) and because of confusion and "translation" 
errors occasioned by the Aeoleans themselves. In addition to being a matrix for 
communication between worlds, the Web is inhabited by the Aeoleans themselves who, via 
the various "Servants of the Web" (and other organizations or methods in other worlds 
- your Terran editors preferring to use computer interfaces) are the principal mediums 
of information. 

Messages of a personal nature are relatively inexpensive for brief communications 
(delivery is guarenteed but comprehension is not although translatioM services are 
included without addilional charges) and only moderately exorbitant for longer accounts 
and these expenses are independent of distance - whether across a city, between 
continents or from ooe part of the multiverse to another. Indeed, the Aeoleans seem to 
have little comprehension of distances, considering all regions or 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-"oode" in their immediate spacio-temporal vicinity 
from which "verbal" delivery is made. 

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

Personal and business messages (the Aeo/eans do not distinguish between these) are 
transmitted at the rate of ooe silver penny (silver piece, siluer ounce or equivalent) per 
6ve words or portion thereof. 



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 seem:s to fall within an area of ambiguous uncertainty . . .  such "special" 
requests may be accomodated . . .  but specifying the proper "time" is only rarely possible 
with any accuracy (see Temporal Displacement Table). 

No additional "charges" are made for such "temporal-displaced" deliveries. 

00% 
01--06% 
06-14% 
16-27% 
28-44% 
46-64% 
66-71% 
72-84% 
86-93% 
94-98% 

99% 

5e/n'),� J)v.,,� 5a,U, 
Delivery ld20 centuries earlier than specified 
Delivery ld20 years earlier than specified! 
Delivery ld20 weeks earlier than specified! 
Delivery ld20 days earlier than specified! 
Delivery ld20 boun earlier than specified! 
Delivery time accurate as specified! 
Delivery ld20 boun later than specified! 
Delivery ld20 days later than specified! 
Delivery ld20 weeks later than specified! 
Delivery ld20 years later than specified! 
Delivery ld20 centuries later than specified! 

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 responses on a 
similar basis. The Aeolean's, believing in the relativity of truth and citing one Mage 
Konibekian, price the information supplied on a relative scale . . .  although the "value" 
and relative truth may or may not be apparent 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 degne of explanation paid for -
no more, no less. Also, they aseume their clients know what degne is wanted and have 
ordered accordingly, and will never "waste time" or "confuse them" by offering anything 
which wasn't "ordered" . . .  which, obviously, can make their answers rather dangerous at 
times - particul.arly if "reaold" 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 "Ia it true that you are giant bugs'?" but one 
had received the answer " Yea," the other" No". 

In fact, both questioners had been told the truth - in their own languages. 
One questioner, a Human Barbarian, uaed the word "bug" to include spiders, phraints 

and virtually any creature with an exo-ekeleton and antennae - thus, for him, " Yea" was 
a true answer. 

The other belonged to a six-legged race of Giant Ants who claseify all 11peciee as either 
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"bugs" (meaning creatures like themselves, with si� legs, hive ment/ity and technological 
intelligence) - or "non-bugs" (meaning everything else - including everything with 8 
legs). For her, since the Aeolians have eight legs, the proper a.nswer was "No" (eight on 
the Prime Material Plane, that is!). 

Since both clients bad paid only for a "cheap and simple" a.nswer, both had received the 
simplest answer in their own language. 

Thus, on a higher level of "truth", the answer might be that the Aeoleans "resemble" 
spidel'!l while, higher yet, a more sophisticated inquiry might learn they are "qua.si-etberal 
beings outwardly resembling Terrestrial or Delian arachnidae" (iust as "humans" 
resemble "simians') and the charges for both responses scaled according to the 
sophistication of the inquirer. The Mage Jamala, paying for a more expensive a.nswer to 
the same question, received an extensive treatise on different methods of classification of 
iD8eCtoids and aracbnida and where the Aeolians 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, 
psychology, physiology, etc, are priced on an exponential logorytbic scale . . .  and detailed 
information concerning this "species" becomes prohibitively expensive. 

The Aeoleans will "trade" or "buy" information - from any source and paying 
according to the extent and detail offered . . .  assuming that the information is "accurate" 
and that they are not already in possession of the detail. The Aeolea.ns never haggle over 
the price offered ( bul may increase payment if une:r:pected information is included). 

They will, however, never "explain" their pricing . . .  except for a price . . .  which -
being personal - can be exorbitant. " The an.swer to that question will cost . . . " 

Among regular 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 is too low for the information, the offer will be refused, if loo high, a balance will 
be refunded . . .  but the Aeolean.s wiU never haggle). A round price suggests that a 
short answer is desired while one with a lot of "small change" means a "nit-picking 
answer" is desired. Further, other variations have other meanings which we ourselves do 
not yet understand: first and last digit the same, two digits in a row the same, prime 
numbers mean something different, etc, etc. 

Thus, for anyone not familiar with the conventions, the � of answer received can be 
effectively random . . . There is, however, one method for non-mathematicians to receive 
a "discount" and also get more useful infonnation: by verbally specifying a desire for an 
answer which is practical, theoretical, etc . however, exact Aeolea.n terminology must 
be used. 

Game Ma1ter'11 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 po88ible 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 general question of the Aeolean 's 
physical classiftcalion, while "personal" is 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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ft! moo roinor Oruftsmrn of 0..b; {ti 

Master DeVarian is renown'd for bis medals commemorating non-existent battles . 
each so so beautifully crafted and designed that anyone seeing (or wearing) one must Save 
vs Charm or believe implicitly that the battle really did occuJ' . . .  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. I! failed - you forever believe in the truth of 
the Battle of Ylk.i Ford (or wherever). 

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

am Vel.ker'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 /eel 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 or battle? Who 
CARES about the General's orders? I don't have lime for all this - I must go and 
"miile the enemy . . . just like I did at the Batlle of Tn'lby Pass. What . . ? 
Oh, you don't know about Trilby Pass? Well then, I must tell you all about it . 

,. 

� Jlvr.wn, c,"/}�'-,, :.//u,jv>-
Master c'Voblor is well reoowo'd for hie "ship-seeds" which are created in two sorts, 

both sealed in bottles, like model shlps. To activate (ie, start them growing), the bottle is 
simply broken (as nonnal glass) and these 'miniature' shlps begin growing to full-sized, 
u_,able boats ( appro:rimately ldS hours are required for the models to reach usable size). 

One of Master c'Voblor's more elaborate modela resembles a full-rigged sailing ship - a 
60-foot, three-masted sloop - when full sized. However, once reaching full-size, growth 
slows but does not stop! Each day thereafter, the ship will increase in size by one-fourth 
( ie, on the second day, the sloop wiU reach 75 feet; on the third day, 94 feet; on the 
fo•rlh day, 117 feet; on the tenth day, 660 feet; on the twentieth day, nearly a mile in 
length; and, at lhe end of a month, over nine miles in length) until they become quite 
118elef!IJ and, in fact, may be hazardous to other navigation. 

This effect will continue until the ship is somehow de.stroyed - ie, burnt, disintegrated, 
chopped into splinters etc - and most civilized regions bold responsible the person or 
pel'80lllJ 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 Boating on dirty water full or 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 alter the log raft has reached full normal size, however, it undergoes a 



"melamorphoae" and the outer "bark" splits (like an insect's crysalis) to reveal a 
burnt-hollowed outrigger canoe (ooly slightly smaller than the oormal-sized logs) which, 
agaio, grows to full size. 

Another day later, the out-rigger metamorpb08e8 to become a small, siogle-masted 
sailing ship . . .  and thus the process continue8, each change resultiog in a larger, more 
advanced craft. 

The problem of "disposal" of an oversized ship, however, is moot though the precise 
details remaio unclear. According to hazy accounts (mo3tly retrieved via uncertain 
mediums from the Planes Beyond - see The Delian Book of the Deat/), final 
metamorphosee involve a strange, stubby· winged cra!t which departs the ocean's surface 
for more aerial realms. Whether the process ceases at this point remains uncertaio, 
suitable witness being unavailable for consultation. 

am Velker'a Notes: 
c'Voblor is said to have been a student of Jolain who made the famous riog 

which Doo Juan presented to his paramour, Rosie, of the now-ruined village of 
Melonemangiatta (see ''Don Juan's Ring" in The Book OJ Plot:i). 

We also note, however, that partially destroying one of c'Voblor's ships will not 
stop the remainder from continuing growth . . .  though often at a slower rate. Such 
"splintered ruins" have ofteo been used as a source of endless firewood - or 
occasiooaily, of endless well-shaped, weU-seasoned shiptimbers and the desert-forest 
of Baron Lando is held to be of such origins (though no 3atisfactory explanation is 
offered for how such a 3hip came lo be located in such a dry and barren 
region). 

Also, several of the reefs found south of the Speocerian Group admit of a similar 
genesis, a sunken ship of c'Yoblor's coostruction haviog growo into an island or 
coral reef. Such masses are unstable, however, due to the slowed but continuing 
growth of the ship-substructure. 

Appreotice to Master c'Yoblor - later a Master-Cra!tsman in bis own right - Master 
Heimd is noted for his rare but unusual "star·seeds" constructed during his 
apprentice8hip. These are easily recognised as miniature (4"· tall) bottles similar to the 
ship-bottle8 but all clearly labelled: "Master Heimd's Star-Seed." A very small star floats 
in the middle of the bottle, giving off about as n1ucb light as a smali candle (but of a 
beautiful cool blue-white, "ljke condensed moonljght" or "tbe milk from a thousand 
short-horned cows"). 

When the bottle is uncorked. a beam of light shines out through the opening reaching 
10' away and illuminatiog (at 10' distance) a 3'-diameter area. ( Technos are really fond 
of thue thinga - for aome unknown reaaon - and these bn

.
ng high price& - a& much 

a& 100,000 GP - in the ''craahed Techno " civilizations of the Sea of Flot3am and 
Jetaam - aee Beyond The Sacred Table.) 

These bottles are sturdily-blown from diamond gl&88 and, to date, only one bottle bas 
ever been known to break. (Expert& calculate that lheae bottlea "aa11e vs breakage " as 
alone.) But, the one that did break . . .  well, the "star" started growing . . .  

am Vdker'a Notes-. 
Bulgor Stone-Crusher recounted the circumstances: "Wul, I din't meant' break t' 

ting, it just kinda come apart io me band, yub know. Felt kinda cool ao' hot a' t' 
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same time, it did, like brandy. Made a Iii' cool l>hw flame, it did, hurul all 111e 
calluusets but ne'er got hot. Au it kep' a-growiu·. so I put it iu a bucket lo light 111e 
wbule house, yuh know. Bul when I come bal·k, had a-growu an<l a-1.>urut 1' wlwle 
house au' t'ere was a-still a-burniu' an· still a-c:ool aii yuli plea.ite . . . hut' still 
a-growin . . . " 

Har<lgrav speculates that this Wa:l the cauS(• or the destru.-tiou of the Slaoreworu 
Mouutaiu "iu a sluw-growiug ball of eterr.;i.I ('Old blue Rame. shining ln·igl.1 h!1· thau a 
thousand moons" - au event which was for many years attributed lo the Te.;huus 
of Ramcµu. However, the whole pbeuomeuou su<ldeuly ('eased after a visit to the 
area by the Graf Posvalsky. The Graf would never (following tl1l' family muUo -­
"Numquam ex('usare. numquam t>xpooere"•) gi,·e detail" of the iucideut but. on 
one occasion (after con$uming a number of goblela of vintage Mendacian 
/n11eritcu). he did say something about "nay trusty Slaff or Delian Law" a.ud 
"sornebv<ly had tu, you know . . .  ·· 

• Never apologize. never uplain . 

•. t.la:.l. " :f;9;;.,,n,w,u.L ,f.<J, :J'.11r.1�·)· .�d,,.n•·)· 
This C:c.>$molpolitan S('bolar. while Profe$Sor of Akhemic Psycbolo� at the Univel'l!ity of 

Delos at Heidelberg. was se<lu<"ed by a travelling bartl (one Lili :\imu .. I '' 110 1>ersuaJl·d 
hitn lo leave bis University post lo travel with her troupe. 

The experiment was most unsuccessful (de/ Sarlo remaining reticent concerning 
detail•) but. io revenge, del Sarto constructed the first of bis Golems: a reµlica of a refined. 
elJerly i;cbolar equiµped with a extremelly powerful charisma (ba;wd ou akhemit:a.J 
love-charms). 

The golf'lll (under the 11om-<le-guerre Homer Tbra.ce) eventually succeeded in se<luciog 
Lili ao<l persuading her that be could never return her love unle1<8 she gave up her bardic 
career. took a degree in German philosophy, and acquired boru-rimmed sµec:tacles and 
straightened and darkened her hair! 

Lili i:i uow (at la.st reµorl) a •lark, Jumpy schvlllr ou the l>at:k row of Prufossor dt>I 
Sarto's clusrooo1, and he ha::i just had the plea.sure of issuing her fourtla failing grade in 
Philoeophy IOI. 

cm1 i·elker 's Notes: 
del Sarto's golem later advanced (using its charisma) to found tbe Chair or 

Hydraulic Psycho-Engineering at the University of Delos iu Vienna, but this is 
another story . . .  

Del Sarto, however, was later given a grant from Prince Nicolas lo con11tru<"t a 
large number of similar golems, which were turned loose iu tbe kingdoms of h is 
neighboring enemies and are known as: 

del Suto'• Blae Aagel Golem1 
The8e muvelously-made Resh·golems are clockwork inside, Resh outside and appear to 

be uormal. beautiful humans of either sP.x. Their fuudion is to cause <lit1ruµtio11 of •memy 
towns aod civilizations by spreading ineanity among the more valuable pel'80nell (royalty. 
guild-rnculera, other "/aigh,.level" per•ona . . .  ). 

Thie aim its 11Ccomplished by seduction ( uaing powerful love-c/aarm•) of a victim who is 
bia/her "opposite". For example, a "young blonde athletic female" golem will seduce au 
old, dark-skioued, scholarly male. encourage him to fall in love with her but will keep 
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putting him oft' 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" - ie, they lotaUy 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 contract a mild "philia" 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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Excerpted from Mighty Ta.lee Of The Broken Lands 
by Sir Quinquat J. V. $. Dolmbey, A.C., F.R.S., 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 Quioquat 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 Connandel, lies the region now known only as the 
Broken Lauds. 

Legends say this was once a green and fertile land, a pleasant region where the sun 
shown on peaceful fields, where many races, Man, Ore, Elf 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 - fteeing 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 all lands did mass to give chase and 
further harry the fteeing Beets. And further, we are told, great beasts from the waters' 
depths did rise up to consume those ships which fted while ftights of dragons scorched 
their sails and turned tall masts to ftaming 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 !Ay Of The 
.Dark and few enough were those who lived to remember. It was only later, when voyagers 
from the ea.st 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 roee above the waves. And to the ea.st, where once did valleys 
run to beach and coast, now roee 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 tbe vacant, 
barren lands and many a chill wind did blow where neither cloud nor breath of air was 
seen to move and, of tbose few wbo ventured there, fewer still returned. 

Still, tbere 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, wooderous gems and other treasures wbicb 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 breezes eastward blow and lacy clouds obscure the sky, 
those great of beart do softly speak of matters wbich even summer's suns would not 
warm. But soft - for, as is known, those who speak too freely of such shadow-dimmed 
affairs may find their knowledge supplemented . . .  and all too oft to their dismay. 

5� 'W� <Of 5� '!I� 
A spring is said to ftow - deep within the Broken Lands - wbicb rueo do call Tbe 

Waters Of The Grey and say great knowledge here be found. Here, as ancient word� 
iofonn, the waters ftow 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 wbo dare to drink tbe silvered spring, great wonders will 
behold, seeing past to days of old from whence tbe spring was born and much tbus learn . 
. . and yet, of those who dare to drink, such knowledge gained is not without a price for 
even as they look to pa.st and ancient days, they, too, are carried forth to do and dare and 
tbus 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 Quioquat Nole$: A variant but possibily related legend tells bow, late in tbe 
War of tbe Dark, tbe great mage Haroodel did part the veils of time and summon 
forth, from ages past and yet to come, all manner of bero brave and bold to join in 
battle against the dark and evil forces of the day. 

5 liN, :t 1u:uk 0 I JJ�t 
Often reported by exploring mariners along the shattered coasts of tbe Broken Lands, 

tbis tall black figure is described as a weeping ghost whose moaning voice bas often 
warned a voyager of treachero11.& rocks or reefs and yet, despite timely warning, tbis is not 
an omen of favor for, of tbose who have heard this hollow trembling moan, at least one of 
their number bas died within the following span of rising sun and falling dusk . . .  



J/w, W� COf Jfw, }( G<J, 

Again, 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 men and ogres, elves and ores, the strands 
taken from the Parcae (the Fates) after each length was spun and measured and cut to its 
allotted span, the Web of the Noa was plucked and sounded like a harp, each separate 
note calling forth 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 bas seen would issue forth and follow, valiant, brave and loyal to the 
end. And yet, should lesser mortal sound the call to summon heroes from well-earned rest 
or call for base or lesser cause, then curst be he who first cries "Hold, enough" for heroes' 
anger be not less but rather more for being past and slain. 

5Jw, W� 
Said by some to resemble the howl of a banshee and, by others, like the anguished 

scream of a body beyond pain, the howl of the wierdling is unmistakable and (quite 
literally) will cause a body to freeze in their tracks ( 9596 chance to "freeze in /ear'). 
The wierdling bas never been seen nor has any origin for this cbiUing 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. 

Among those who have studied the area known as the Broken Lands, there exists 
considerable disagreement concerning the area known as the Silence. It is not our purpose 
here 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 !!2 sound of 
any kind, source or nature can be beard 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 houra) after which any who have remained within the Silence are trapped and 
remain forever - visible only as apparations without sound or subetance. 
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Jh,q, � 
These ghostly wraiths wander the Broken Land8 in sizable numbel'!! (groups may vary 

from £().100) but only by Dae light and are never seen or heard by night, vanishing 
quietly with Dae's setting. Their origin is not known but legends bold that these tortured 
wraiths can only be fought with enchanted (i.e. +1 magick) or etherial weapons. 

'(5� 
Said by some a.ccounte to be an ancient and forgotten god. others bold Cbagragor 

demonic in origin but, regardle88, this entity is a powerful force a.cross the Broken Lands. 
Some legends suggest that Cbagragor was summoned during the War of the Dark to battle 
again.at the invading forces while other legends hold him/it to have been a deity and alJy 
of the darkling elves (total neutral alignmenl). 

When encountered, Chagragor appears as a multi-tentacled darkness (SdJO tentacles / 
£00 HP, whose shadow produces great pain and psychic damage (SdfO damage by touch) 
and is immune to alJ normal weapons. 

Fortunately, Chagragor has only been encountered in the Broken Lands and the watere 
in their immediate vicinity, appearing to be constrained to that vicinity. 
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rm �kn) D>rqnologil>s & D>rqnobjtll �ks ftl 
In Deloe, as everywhere, people are always trying to broaden their luiowledge and skills 

. . .  thus Technos experiment with magic . . .  and mages with technology. 
And it happens . . .  
. . . even though they're at minuses to something so alien to their regular skills (-5% for 

each ltvtl in their regular skill when they farst start dabbling) and, each time one 
�cct8'/vl/y dabbles in some alien skill, (and we do mean each time they use it to 
successfully do anything!) - there is a 6% chance that the mental strain of adopting such 
a con8icting world-view will bring about pennanent insanity. Of one sort or another! 

Thus, character classes such as Techno-Illusionist do occur - but these individuals also 
tend to suffer from half a dozen simultaneous insanities within months . . .  (see insanity 
charts and notes on playing insanities in Tht Handbook 0/ Traps And Tricks). 

One of the few such "Schibopbrenic-Dual-Class" characters in Delos to manage to 
continue functioning is Tonio the Techno . . .  who is even able to make a handsome profit 
at "adapting" certain tecbno items for use in a magickal world . . .  or using rnagicks to 
augment their workings. 

However even she bas picked up a few insanities . . .  such as se11eraJ simulataneous 
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 amnesia . . .  

Some of her inventions - though officially contraband in Delos - can occassionlly be 
found Boating around the Open Markets and include the following: 

g�·.,, -&� � 
Saeed on a standard Geiger Counter (device for detecting harmful radiation) - rather a 

big, old, clumsy one - Tonio has added the useful feature whereby it con11trls 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 . . .  

Constructed around a comfortable inner chamber, pleasantly fitted with red velvet 
banging, etc, Tonio has induced a minor ( 11ery minor) daemon to live in each of these to 
handle focussing. This automatically changes many factors of "setting and focus" to 
whatever the deamon who lives inside it thinks is the "appropriate" focus for whatever it 
is pointed at. 

For instance, if pointed at a ftower 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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IJ'r G-1 5 he, '(5am'lM'(J, (O� 
This miniature version is used as an artificial eye. But, again, the focus settings are up 

to the Daemon. So - whatever the Daemon approves/disapproves of - the User's 
eyesight shifts focus to match. 

These items were once manufactured in several 'custom' versions and attempts were 
made t-0 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 (8ee aU!o Tdnarbmer's Blindneu). 

5�·� w� G-1 w� 
Hailed throughout Delos as "the most ec:lec:tic, inter-disciplinary amalgam or 

bastardiation known in Hist-0ry", these have, none the less, attrae� a certain amount or 
interest. 

What Tonio bas ($omehow) managed to do, is combine a regular Tec:hno motor and 
sensing/homing device . . .  with an ASTRAL "pad" or ''disk". 

In operation, this forms a circular shield which "floats on the aura like a contact lens on 
the eye". Its function is simple: a shield against missiles. An automatic, "Look sergeant, 
no bands!" shield. That's all. 

Gran�. it also dazzles opponents by reflections from its speed of movement (assuming 
there is some strong light shining on it or a conitnual light spell etc: is cast on it, etc) but, 
basically, that's all. AU that fantastic genius of combining unlike technologies - and all it 
makes is a +3 shield! 

Well. we told you all Tec:hno-Mages were insane . . .  
Actually there are quite a few of these things floating around (excuse the pun!) in Delos 

But, no, they're not ma88-produced. No one else could make them without becoming 
totally clllatonic from the mind-shock of underatanding bow it works! Even people who 
"try to figu re out how it works" invariably - ie, no eave! - either become confused 
(01-60%) or develop some temporary insanity (61-00%, lasting ld4 days) just from trying! 

One common form of such iDBanity manifests itself in the inability to say anything 
except "Ob, my G-Od, 1 think I'm beginning to under8tand this!" . . .  which can cause other 
interesting situations . . .  but that's another story . . .  

Where do all these Wheels come from - weU, Tonio herself keepe forgetting she bas 
already invented this and "re-invents" another new version every so often - and of 
course, the mental shock is such (even for her!) that she immediately forge� how it works, 
too . . .  
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lo 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 culture8, Delos has a wide variety of social and 
fraternal organizations . . .  some of which a.re covert, some seeret or quasi-::1eeret 
(Stich as the Honorable Guild of Assasains) while others are quite public. 

And sooie manage to be both . . .  

g� A� ,,.f '(Jt,w, 
Not to be confused with the Confidants of the Blantant Beast, the Amanuenses of Clio 

(headed by the renown'd Baron Karl Fredrich Hieronymus Munchausen) are devoted to 
the preparation of a complete and unexpurgated history of Delos. Their publi�hed efforts 
currently extend to the 1283 volume Delian Chronology (incomplete) and the Amanuenses 
frequently sponsor research expeditions to delve into obscure facets of regional history. 

5� A� :f� 
Nothing is known of this organization and many hold its existance to be apocryphal. 

A� am,d, J(� ro� ,,., J(� 
Membership is open to all who have been expelled, defrocked or otherwise ejeeted from 

any official religious or philoeophical affiliation. Bylaws forbid dueling duriug formal 
meetings. 

� o./ Y/kom, V� 
The Association of Ylkian Veterans, as commemorated by Master DeVarian (see Mad 

Craftsmen of Delos). is composed primarily of wealthy elder retired merchants (who can 
afford 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 � knowledge of s-uch a battle) to suppress all official mention of Ylki Ford 
and the great battle fought there, is a constant irritant to these retired heroes 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 Battle (al/ mutually contradictory as to both details 
and the "location" of Ylki Ford). 

The Association also maintain5 a sizable library of records concerning the event (most 
of which, personal accounts aside, art perpherial to the "actual" batUt). As searchers 
have had little success in uncovering directly related material, the Association ha.s been 
qui� generou.s in rewarding even partial successes such as recovery of weapons, armour or 
other relics of the Battle and, when particularly pleased, have presented searchers with 
medals (they pouess a large stock - this being ont of Master De Varian's more 
pop.tar medallil>n8) as "honorary" members of the Yl.k.ian Veterans. 

A fa.st growing organization on the whole . . .  
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This loosely organized association of social arbiters meets regularly at banquets, balls 
and dances to decry the impropriety of contemporary fashions, the morals or the younger 
generation and other elements of modern progre8S. Membership is open but difficult. 

J&, '&� �1 j'� 
Devoted to the premise that each man is an island, the Cenobites hold no formal 

meetinga nor congregation of members. Application may be made via the Aeolean Web 
but proepective members should first arrange proper accomdations (sealed caves, deserted 
islands and solitary pillars are all acceptable). 

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 t.owa.rd this end by attempting to I )  
awaken Brahma from his thousands of "kalpas'' of sleep; 2) finding (and sounding) the 
Hom of Gabriel; 3) hastening the ultimate entropy; 4) precipitating Ragnarock; 6) 
reawakening the "Old Ones''; 6) 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 tow a.rd one (or several) of these ends. 

5 &, 'f3� �1 /.&, iJlckml $c,a,,.L 
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 disinclination) of 
the editol'8 to separate the voluminous heresay, rumors, gossip, speculations, reports, 
innuendoes and other accounts promogulated by this association of chatterers, busybodies, 
talebearers cd mendacian scandal-mongers. Membership is open. 

�� �1 � fj� 
The Daughtel'8 of Darwinian Evolution are, possibily, the ultimatt> in social snobbery 

and loudly proclaim being able to trace their ancestry back "to the first primordial 
globule" and emphasize that tbeir families "took the time to evolve by high-Q1!alit11 
natural selection". 

Of course, they are much opposed to the United Daughters of Lysenko, who afoo admit 
families who have indulged in the transmi&<ion of acquired characteristics. Membership i.s 
open to aU (non·magickal) evolved beinga of native Delian development. 

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

J)M' '!lelu:vr. Clim· x wJ 
Little or nothing 1s known or suspected concerning the aims, membership or 

organization. 



J&, :JJ� Y� 
This is a highly-respectable group of aliens who lack spines or endoskeletions and meet 

regularly to promote interstellar trade and industry, and to help their members with 
various biological adaptaions needed for visiting dry land. 

Extremely cultured and respectable - and, perhaps, a bit stuffy. The Dischordates 
tend to be dryly annoyed with anyone so illiterate as to confuse them with the 
Di&chordian Society or the Cult of the Blue Moon-Flower. 

J&, :JJ� Y� 
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 purpose of exercising covert control over Delian society . . . If such accounts are 
correct or accurate, however, the anarchistic nature of Delian society is such that control 
or subversion is considerably lesa easily accomplished than intended . . .  

:;.� {(),,..k.. G-1 :J)� 
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'reeistance for the formal banquet can be obtained. The original purposes of this 
organization and their connection with their unusual menu is lost in the mists of antiquity 
but these gatherings are centered around the serving of a main course consisting of 
white-shrouded humaniods (commonly served in a white, spiced dough wrapping) toasted 
'a kabab' by the diners. 

J&, J(� ""t J� 
The Hierarchy of Threes is an association devoted to holding the "menage a trois" as 

the highest development of social and familial structure. Each menage is ranked by its 
position within the infrastructure of menages and interrelated with others by a complexity 
of rules which, among other elements, forbid any close looping (i.e. no two members of 
one menage may comprise a portion of another menage . . . unless one or both are 
members of the Solecism of the Faux Pas). Rankings within the Hierarchy are also 
determined by hetero and homo relationships, the status of the menages below and the 
status of each member in the linking relationship and other variables too complex to 
mention here. 

J(G/n ""t /)w, J( WM' � 
An informal association of (previous) residents of the Never Mountains of Avalon, the 

Hon meets for mutual support and to recreate lost festivals and celebrations such as the 
Volly-fruit Festival or the Lunar Solstice Dances. Corporate and discorporate alike are 
welcome. 

Devoted to the extinction of the birth trauma, the requirements for membership state 
that the applicant must be "no man of woman born . . .  " 

- also Dire Seo� of Gaadenaace - page 29 
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Also known as The Sou of Suction, ooteosibly, the Frothblowers' Concord is a quite 
public (and frequenlly rauctiou.s) social organization devoted to the excessive and 
convivial consumption of the products of the brewers' arts . . .  but only overtly! The 
name (as you have penetrated by reading lo this point) and outward appearances, 
however, are quite deliberately and purposefuUy misleading . . . 

Originally founded by Lord Siooes d'Vara during the Decades of Dusk following the \\'ar 
of The Dark (cf The Broken Lands), the Soos of Suction might better be called The 
Delian Secret Service and its real purpose is the preservation of the Delian 
Commonwealth and the individual cultures thereof. 

Membership is open to all races (Man, Elf, Ogre, elc) but the processes of selection are 
convoluted (and few candidates are aware of either elgibility or considuation for 
admission) and the rites of initiation can (loo frequently) be fatal. For many. membership 
may be awarded posturoously. 

But thi.s is not quite so strenuous as appearances might first suggest - many 
members-iu-good-staodiog of this elite Concord have applied for admission only in the 
course of accepting and successfully undertaking (usually in total ignorance and 
sometimes originally discovering the threat in question) some mission of vital importance 
to the peace and security of the Commonwealth . . .  but only �uccess - not survival - is 
requisite for acceptance. 

Membership excepted, the Soos of Suction have no elective offices nor officen1, µa)· no 
dues (except mission e:ipen.ses - which can easily eueed a King's fortune) and bold 
only irregular meetings . . . which are invariably informal and without aonouoce-d 
schedule. 

Further. members of the Froth blowers' C'-oocord never interfere io the internal affairs of 
the sovereign nations comprising the Delian Commonwealth and. in the Ca.st' of iuternal 
disagreements. never take part in such "family" arguments . . . officially, that is. 
Unofficially, however, members of the Frotbblowers' have, on several occasion8, 
undertaken to chastif:I(' tbooe profiting (or seeking to profrl) by such disruptions. 

J lw, 7 cwXali."f 
In many re;,pecl8, the JoviaHty is a typical example of Delian societies. The Joviality's 

membership aod aims are (publicly) held to be clandestinely secret but, according to 
common rumor, this welJ-oamed organization ie a sodality of jesters and praJJksters who 
meet for m11tual amusement and support. Also. the Joviality is believed. frequently, to be 
l\Jl instrument of the Delian, its members sworu to accomplish tasks f:l('l by tbe Delian and 
to do so in the flneet traditions as set forth by Tam O'Bedlam. 

The orgaoizatioo and offices of the Joviality are not publicly known but it i� popularly 
believed the prime requisite for office is that the ca.ndidati> must have obtaine-d 
membership fraudulently. 

Jli� x��TV), �f !�. WJ.. 
This quat1i-religious organization is dedicated to maintaining the smooth aod rnherent 

transmission of information via the Aeolean Web (see �eparate entry). Unfortunately. 
internal poljtical di&ruptions (varying faction3 uithin the h"eeper3 of the Web indulge in 
e.rten.sive infighting over control of the Web and the reueriue$ generated thereby) 
sometimes result in censorship or other Telltrictioos on information transmission (see o/$0 



Dtlian Coamologr in B.!Nond The Sacred Table). 

1.e- -e�r- ck :f.Wn-
Membership in this social frateroity /sorority is limited to those who hav<' died io acts or 

heroism or who have performed heroicly after death. Regular m�tiogs are held al the Ion 
of the Discorporate Hero. Prospective members are invited. 

The Legioo of Cha06 i::1 a fraternal organiiation or individuals (open lo ull .<eus) with a 
common interest in chaos, adventure. chaos, wealth, chaos, drinking, and. in that vrd<.'r. 
cbaoe. Devoted to mutual support and assistance, this social organization i8 wide-spread 
but membership is by iovitation ooly. Members may be ideoti6ed (should they so desire) 
by the small, double-edged. black-bandied daggers carried, ea<:h of which bears the symbol 
o( the Legion (arrow, in red, pointing in four direclion8) on the sheath. 

On initiation ( a  simple ceremony involving downing a iankard of beer and 
presentation of the badge - or dagger - by another member), each mi>rnber take.< the 
name of a totem animal and is then known, within the Legioo, as Brulher Elk, Sister 
Bear, etc. 

The Legioo, while informal and chaotic in some respects, in other a.:1pects cao be quit"' 
conservatively conventiona.1 and its members � drawn from many worlds aud ntany 
walks (the Legion is also well-represented in Live-Action as well a$ Table· Top gaming 
circl�s and our ou•n persona as Guru Swamigi Harum Rashna is ;'spiritual ad-oisor" to 
one such branch - see .ThL[emplars of the Unknown Go�). 

;f� oJ ){<JJ. � 
Membership . . .  vacant. 

g /,..e, ::! �,,.,.. IJ;f f/.w, :;= .'J>Q,-), 
Followers of des Freres Marques, members of the Solecism believe that balanc(• i� the 

6rst principle of the Multiverse, that what goes up must come down, that good mu>:<I 
balance with bad, that the sum total of all polar opposites in the Multiverse remains 
constant and can only be redistributed, not increased. Thus. they believe. for perfection 
and elegance to ftorish in some areas of the Multiverse, it is nec�ary for their <>p�ite� 
lo equally ftorish in other areas. 

Acting toward this illustrious end, these dedicated social philaothropbists deliberately 
play the part of the fool in order to draw the absurdity of the Multiverse to ftorish in lht-ir 
immediate vicinity rather than in regions or realms where it would disturb other.;. Thus, 
the Solecist:! perfonn - with great relish and style - all manner and mode of social 
l>lunders, solecisms, faux pas, improprieties and incongruities such that othere are not 
required to la� into social buffoonery. 

The principles for such social misbehavior have become, in themselv�. quite formalized 
and extensive book.s of rules for anti-etiquette are available containing such cautiun::i as "a 
malapropism must always be followed by a 'droit rigour' unless preceeded by a 'droit de 
signeur' ". Needless lo say, members of the Solecism are in great demand by all properly 
fuhionable hOllt-. 

Jh..e- :Joli,� &I f/.w, x�-� 
Also known as Tile Allluic:e ol Oae an d  unusual even for Del�. tbe so- rnlled 
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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. 

3 q,m,� COf 3 iw, U� '!lock, 
This benevolent organization of clerics (and occiuional paladins) 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 
unsatisfa.ctory. 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 a!Jigencee . . . and these resulting 
personal preferences tend to carry forward in the unconscious sele<:tion of "unknown'' 
deities to be "rescued" (i.e. they lend lo exercise liHle effort in the "rescue" of evil or 
others of personally conflicting alignmente). 

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

;Jlw, 3� :1� �1 :I� J)'Jf.a.L 
Unut1ual in origin ( ae is usual for many Deli an $Ocielies), the Tholltl&nd Soos (current 

membership utimated at 14,000+) are reputedly the male offspring of one Simon D'Hal 
whose sole claims to fame lie in the extent of his connubial a..ssocations and in bis having 
fathered 2Q!x sons (though an equal fascination might be found in lhe van'ety of exotic 
genotypes present among his "reputed" offspring). The <"hief obje<:tive of this fraternal 
alliance appears to be the "attempted" emulation of their paternal ancestor's reproductive 
propbeD.1Jities. 

Uri.Wn Vf :I�· &nldi.� 
Open to all who exist by symbiotic relationship (pariuites excluded), this organization is 

devoted to providing mutual support and to erasing public pre<:onceptioos and prejudices 
concerning symbiotic relation.sbipe. A match-ma.king service is also maintained for those 
temporarily without partners. 

3/w, � :f .,J4 
This renegade association of militant Druidists are devoted to the destruction all 

buildings, roads, palaces, acqueducts and other structures of any kind or purpose. Their 
avowed mission is "lo leave no wall standing, no stone unlumed''. 

The Y'Mali D'Naor claims itself to be a "benevolent organization devoted lo aattiding 
those unhappy or diuali$fsed with lheir presenl incamationa lo transition lo a ful.ure 
alale of erislance". Temperate inquiries, however, suggest that the means employed for 
such "traneitious" are virtually guarenteed to render anyone "unhappy or dissatisfied" 
with their present incarnations. 
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m Qowrrs noo 6005 of (Mos (e! 
Throughout most of Delos ( cerlainly in all civilized region$), religious freedom is an 

unstated fact and, as mentioned briefly in Delian Coemology, 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'• 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 
known) for, within their specific realms and concerns, they CUI 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, Good 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 aspe.:ts 
govern the proper functions of the multiverse. As such, they can not be neither 
influenced nor disuaded aod 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 tools of the Powers as much or more so 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 world 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 still 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 Ogtei1, Ores and Hobbits and all manner of races as would 
do them honor, homage and service. 

But, these Gods and Godde88e8, as is their nature and in order to show their powers 
before their followers, did contend amongst themselves in all manner and fashion. Aud 
th\18 the world of Del0$, as with other worlds, was torn between the several pantheons and 
deities but, 80 great and numerous were these dissents, at times it seemed as if the world 
itself, 80 newly and cunningly created, might be swept aside, returning to the vaporous 
ethers from whence il had coales<:ed. 
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And yet, whenever one or another of these mystic power& seemed to gain the greater 

hand, in llOroe manner or fashion. their works did go a.stray . . .  but. by what agency or 
chance, for long &gl!fl, none could diecover. 

Thus did strife and ages paes and yet, despite the bard contentions twixt tbe many 
powera, Man, EU, Dwarf and Ogre and, yea, even the world itself remained in large 
untouched and undisturbed by these several many mystik power& who to peace could not 
forbear . . .  but still by which or what came this quiet surcease remained unkoown. 

And, only of later yean1, did man and deity come to know what powers governed over 
all disputes, to know by which a balance did maintain and thus did come to know: 

g l.,q, 21li.am, .A� 
Commonly known merely ae the Delio, the Delian Apollo is not worshipped nor is be 

(ahef) a God in the ueual sense. No temples are built to the Delian. neither do prietits nor 
prieeteee dedicate them.eelveti to hie service, nor are sacrifices made to this power above 
power11 and yet the Delian ie an omnipresent force in Del06, known to all, botb mortals 
and Gods a.like . . .  for even the Gode must bow to the Delian'e bala.nce. 

The Delian is invoked not by prayer or praise, responds not to sacrifice nor supplication, 
nor can the Delian be constrained by any act or power known to Gods nor Mao . . . 
though there are circumeta.nceti, devices and acts by wbicb tbe Delian's atteotione may be 
gained but never, in any circumstances, can tbe results of bis attentions be governed, 
directed nor, in any fashion, bent toward any perllOnal desire. 

Always, in every way and without exception. tbe Delia.n acts according to tbe balances. 
redn!lllling - not rights 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 in their finality. 

It would be an error, however, to see the actione of the Delian as direct for they are 
always eubtle and only rarely apparent in any obvious form. Neither does tbe Delian act 
by exertion of force in any notable manner. for the Delian, in all outward appearance. 
lacks such powere . . .  and yet, without dispute, tbe Delian acts and bis aims are never 
thwarted nor diverted by even the width of a hair for the agents of the Delian are many 
(c/: The Joviality) and only rarely known . . .  often even to themselves. 

Among the known agents of the Delian, however. are the several Powers which maintain 
Nature's (and the Delian'a) balance. Among these are: 

Jl.,q, J(oumdf.:,,) o./ j� 
One of the more overt agente of Delian Balance, tbe Hound (or Hound$ - a 

d�tinclion not certain) appean1 as a gigantic SNY bound of no distinguishable breed. The 
Hound never attacks nor in any other fashion interferes with ite quarry but neither will 
the Hound ever cease to follow. releotleealy, unewerviog but never hurrying. lo precisely 
what manner or fashion the Hound of Justice eervee to redress an imbalance, is a malter 
subject to much speculation by philo&0phere but etiU (and po�3ibily forever) unresolved. 

Aleo k.oown as Death, the Grim Reaper or. eometimee. the Lord of Night. Obitiue is a 
major power in Deloe as in all other worlds as weU. Hie guise. according to various 
reports, changes according to circumslaocee but. for moel mortals. meeliog or spealtiog 



with Obitius is an encounter devoutly to be avoided . . . Still, according to .:onunun 
accounts, tall and gaunt of form, Obitius appears cloaked in a haze 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 whoee concern ie the osouls aud beings of 
others (principally clerics), Obitius may be encountered when coming to c.all for another. 
Obitiue, like the other Powers, is neither good nor evil and, within bis particular domain. 
can not be baulked, countered nor turned from bi1:1 task . . .  which is, quite simply, to 
release the dying soul from its mortal shell. 

lo truth, there have been those who, either foolishly or stupidly brave, have sought to 
counter this Power in his appointed ta.sks. Obitius, however, while quite invulnerable to 
myetik, 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, Obitius' 
answer to such an attack wa.s a calmly chilling " You are mine - I will call for you . .  

taler!" or course, "later" was indeterminate . . .  but sobering. 

Sometimes known a.s the Fate8 or the Weavers of Fate, Clotho, Lacheis and Atropos are 
also called the Cruel Fates because they pay no regard to the wishe8 of anyone - mortal 
or deity. Of the three, Clotho appears as the eternal youth and spins the threads of life, 
drawing forth at birth a thread for each mortal being. Lacheis, in turn, measures the 
length of each thread, weaving it together with others in the intricate pattern of life and, 
6na.Jly, Atropoe, the eldest, severs each tread at its appointed length and death. 

lo Deloe, the Pa.rca.e are believe to reside on the Heights of Jenoe and to have taught the 
creation of the wondrous Fenchelchen yarns (see Beyond The Sacred Table). 

Little is known of these strange and capriciou.e Powers (see also lhe Bon Ton) though 
many continually attempt, in various forms, to invoke tbe8e "gods of good taste". Still, 
they are believed to be agents of the Delian and act, when required, in their own fashions. 
AJJ a caae in point, when a now-forgotten Fallwellian city decided to enact a ban against 
a.JI "wan-ton sex", it is said that the de Mode destroyed the city "with ftame8 of purieot 
desire". (A discenting opinion holth thal this incident might more properly be atributed 
to another Power: Jocus.) 

Whetber Jocus is or is not an agent of the Delian will, likely, never be known for certain 
but this Power is notable both for ite varied a.epects - 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 
elaborate 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 thoee who are students (or of/icinodoa) of the Delian, Jocu& is coosidered to be 
the finest of the Delia.n's agents and hi& activities are followed with great interest and oo 
little amW1ement. Jocus' band ma.y often be seen in the smallest matters of redress but 
may yet be preeent in even the moet momentus. Jocu&' afficioadoe are not limited to 
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mortals for more than one deity - and notably Loki and Hermes (Mercury) - are among 
this select company and, according to our corre8ponding authority on Jocus, one Graf 
Posvalski, Jocll.8' followers are always more than willing to assist this Power in its services 
(see also The Joviality and The Solecism of the Faiu Pas). 

Otfrr 6005 of Orkis 
g1w, x� ;;� ro� 

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 have now relocated and are enjoying a 
modest but significant revival, principally in the rural regions along the Southeastern 
coast. 

Editor's Note: Due to the recent revival of this pantheon, few statistical details 
concerning these deities are available (which is not lo imply they lack strengths or 
powers). 

Priamu 

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

Ka.Ima 

"Wife" of Prismas and similar in appearance, Kalma is distinctively an "earth-mother" 
and governs all planting and harvests. It is said she causes the sun to shine and warm the 
soil and, when she "trumpets", the clouds roll 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 manner of life. A very popular goddess among the rural 
peoples of the region. 

Plalike 

The "war god" of this pantheon, Palike is des<-ribed as a truly massive elephantoid of a 
dark bronze appearance, his tut1ks and hooves shod in silver, his triple-trunks bearing the 
frosted mace, Oamiug spear and lightning bolts of war. Palike bas few staunch followers in 
this relatively peaceful region but is occasionally invoked by bunters and, more often, as a 
symbol of male virility. 
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Tynbal 

Alone among this pantheon, Tynbal remains physically undeecribed and is not 
represented in the temples but is the embodiment of misfortune, illne&S and sorrow. 
Tynbal's woI'8hip remains primarly a matter of propitiation but his (?) interce&Sion is 
sometimes sought as a cul"Se against an enemy. Not a popular deity. 

Pro'lix 

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

Pro'lix is, however, a capriciou.s 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, exerci&es his special ability to cause any opponent or 
opponents to "fumble" or otherwise trip over their own feet. 

Jolondi 

Also "elepbantoid" in appearance, Jolondi i.a decisively feminine in appearance (even to 
hvmanoi<k - especially males of aU 8f1tciea) and wonderfully eeductive in all aspects. 
Described as having flowing locks of amber hair (fur), her worshippers are enjoined to 
provide her with loveI'!I in the form of "virgin"-sa.crifices (young malea prefered). Her 
worship is limited but, within her group of followers, quite fanatical. 

Da' 

A popular rural deity, Da' is often invoked for the care and wellbeing of fa.rm animals as 
well as success in the bunt. He is repreeented as a elepbantoid being bearing a bow and 
arrows in bis triple-trunks. 

Ma-g:ruk 

Often invoked in oppoeition to Tynbal, Ma-gruk is responsible for healing and all 
matters of well-being. He is repreeented holding a candle in bis center trunk, a flask in his 
right and a branch of nettlee in bis left. 

luoa 

Popularly associated with the Harvest Festival, lnroa is responsible for the ripening of 
fruit and grains but also governe all forms of fermentation. ID this latter upect, lnroa is 
popular at all festivals and is much WOI'llhiped. 
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5-ostly 0..ilirs of 0..los 
While litlle attention is paid. in most worlds, to the DeitiP.ll served l>y the varioui< 

"animals" who share these worlJs. research by Fellows or the Temple of the t:oknown 
Gods (see separate /isling for this organization) ha.s brought to light much or interest 
concerning some few of these Oeiflc entities. Plea..<1e oote: the� deities are !!.':?! gods and 
god-mentalities io animal form . . .  precisely the opposite! These are animal archetypes 
with deiflc powers and aspects! 

Io thought, behavior anJ actiou, they are animals - oot strangely shaped humans or 
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 available su<'b 
"true intelligence" as they may desire and can understand/speak both humanoid and 
godly languages --· should they oother to do so! 

Thus canine and feline deities will, according to their archetypical enmity, bark and hiss 
when they meet and Oounh. 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 politics" or attacking the other's worslaippeN<. 

Should either become iuterested, for whatever reasons 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 against all "monkey" creatures. 

Their ruain interest is in 'normal' animals of their respective races. 'Bastardly' 
creatures such as Centaurs come in for a little help and sympathy (with a lot of 
pity /revulsion) - as long as they are not in conflict with 'real horses'. etc. In auy such 
conRict, the Gods always take the side of the 'normal. "unintelligent" animals'. 

For example, should Caballus be pleased with a Centaur, he might well choose to "heal 
this devious devision" . . .  by turning him into a normal horse. 

These deities will accept worship and homage by other races - including thoi;e 
'bastardly' such as Ceolaure. etc - but such beings are definitely considered 10 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, sometime>i, as a reward for 
some special service. of being permanently and divinely polymorphed into such a creature 

( Thu.' such worshippers can be of any alignment and can purs11c their 
goal/sympathy by any means, whether good or evil, lawful or chaotic.) Such 
worshippers, however, "orthodoxly" 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 forms not their own, both 
deities anJ worshippers are suspicious in the extreme of such and can easily "smell" such 
beings a mile away! ( "S111cll" i8 not quite the proper term but a polymorph, while 
providing the o·utward form, does not provide one with the iMtincti11e social signals and 
behavior which play such <:rucial roles in intra-species conduct . . . and much less 
those rites and ritual.i with which the each species honors its 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 c:ults only. 

Also, a.od particularly in Delos, these Animal Deities are under the dire<'t 
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protectioo of the Delian himseJr . . .  aod some scholars suggest these are creations 
or the Deliao while others (cf The Ancient and Honorable Order of Heretics) hold 
the Delian to emanate rrom the collective powers aod oaturos or all 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 -
what8oever - to offer harm or iojury recoils immediately upon the source. If a 
weapon is used, this become obvious: a sword would either break or strike the 
attacker; missiles rebouod 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 eodeavors . . .  they may be discouraged in their attempts or lose interest or be 
driven off by something which they find unpleasant. ( Tybalt can not drown -­
but, with enough waler, he wiU get disgusted and f orgel what his intentions were 
and run away.') 

&6nt Oritits 

Thill Feline Lord, or - in a sense -- wargod, bas pink. fan-Like ears and a rat-like tail 
being otherwise a golden brindle color overall. 

When some male cat (lion, 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 courage and honor·· traditional to 
cat-dom, on no account to "become Docile" (particularly sn dealings v.>ilh 
"monkey-people" - i.e. humanoid..•) . . .  which means. to fight' To fight anvtbiog that 
bas dishonored him. 

For example. a Kzinti ( u  distant member of the spe(ies) encount<'red a "mimi<'" i11 the 
form of a treasure cb<;>st ao<l thereafter, with the bleK�ings of Tybalt, upheld his 
"Honor" by atta.:king, without question, all such cb�ts subs"'(luently eucouotered . 
uutil cunningly waylaid (possibily by Joclru.s, himself) b�· destroying a chest quite liberally 
fiUed with Nepeta Cataria (commonly called "catnip ·) . . at which time, '!')'bait l>eeam<' 
quite disgusted and departed. 

In general, however, Tybalt will imbue bis subjects, when necessary, with all 111a11ner of 
"plusses" to fight, to morale, etc. - the equivalent of a berserker state. This is !1!�� a 
fixed amount of help - it varies dependent on the opponents faced and Tybalt is only 
interested in a fair fight, providing whatever is n<'C•'Ssary for hi� subject to "have a 
fighting chance". 

Tybalt could provide even greater power but he nev<:'r does! Considering "one rat is a 
match for six 'animals' " (meaning any non·cal), Tybalt provides an uuexpected bonus 
but rarely, if ever, �nough. Tybalt is not concerned with the z.l!rvial of his subject, only 
his ability to uphold Feline Honor . . .  and dying in the atte111pt is perfectly Honorable . . . 

However, Tybalt incites battle only in cases where some real (or probable) dishonor bas 
occured . . .  and by 50me real opponent (et•en a mimicked treasure chestl aud his desire 
is solely for the Feline Honor. If be can be shown that there is a mistake or that Honor 
h� been satisfied (by sincere apology, etc), Tybalt would consider it dishonorable to 
continue. 
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The :;ame does uol bold lrue for: 

Jmtd.lw:,, 
This Cat-Demoo incites battle on any excu:se and lacks any real $entm of houor in any 

respect. lmbalkis is iotereste<l only in fightiug and will even in<:ite mortal feliues to attack 
illusory or imagiuary opponents or even abstra.ctiorn; $uch as "The laist Gatekeeper iu this 
tollgate iosulte<l you, therefore you must avenge yourself on lbe new gatE>k�per" . . .  etc. 

lmbalkis fights tooth and claw and also by "spraying" - ie "leaving bis rnark". His 
favorite tactic is lO spray bis scent on a fire or hot surface, taunt opponents to throw 
fireballs or otherwise tempt opponenlS to create their own irritatioos . . .  

Merov is quite the opposite of Tybalt and cares for nothing except gettiog "her charge" 
(who may be a true cat or kitten or a Bastardly or any worshipper who has attracted 
her sympathy/attention) out of a dangerous area and "safely into her Nest". Merov acts 
through Jirect means, stalking into the middle of whatever is going on (al/ in 80 feel 
mua/ save vs motherhood1 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 11eighboring Space - WHATSOEVER!!!! One 
hiss or swipe with her paw is all it takes - any opponent llees inunediatel:z:! 

1 or Save VS Charm 

Cleric Ruhn.a Notes: 
Once an atlempt was made to get Merov to regard all the Sanctuaries of the 

Order of Greymone as extensioos of Her Nest in hopes that She would return Her 
devotees there, and/or �land or provide guards for the Sanctuaries. Their effort:;. 
however, were was only partially successful. She regarded all the devotees living i11 
the Saucutaries as her kiuens - and immediately took them all to her True ;'-;est 
(on the Astral Plane), leaving the Sanctuaries as hollow shells. A11d, for long ages, 
any cals or sympathetic persons who wandered into such Sanctuaries were also 
never see11 agaiu . . . 

Merov is more welcoming/tolerant toward non-cal devotees than most of the 
Beastly Gods. lenJing to "adopt" &nyone who wants to become parl of her family. 

Shi' bas even adopted one whole refugee/tribe from Terra: th� America.us who 
have such strong understanding/sympathy for animal nature that they refuse to 
'neuter, spay or castrate' their Terran pets. These are the Americ&ns who want 
birth <"onlrol for their pels bul tell their veternariaos: "Spay but leave the ovaries. 
we want her to keep her oormal hormone balance anJ continue to go in heal and 
enjoy mating.·· 

It is said that Merov goel! in search of 'strayed' Delians who may have 
reincarnated in the Tecbno worlds, prowling those worlds in the sha1>e of a 'stray' 
cat to altrad those of Delian sympathies. Finding such, she lives witli him till a 
proper rapport has been established, lben leads him to some G&te to Delos . . .  
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Caballus, deity or horses, is usually invisible - his opponents are trampled by invisible 
hooves. The city or Grae which - having massively offended Caballus by means not 
known - was totally levelled as ir by " a  vast stampede" of invisible hooves. 

In other cases, Caballus 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 wall8 or cause earthquakes to make them fall. 

Y'� 
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 half-coconut shells on his feet to imitate the sound of pounding hooves. 

The sound of Strymon's "hooves" has 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 es<:ape 
confinement, break in and steal something, etc. 

;p�·,, :/e,a,-J{� 
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 (especially 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 wo!'llhip 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 beac�combers.f). 
Those who have pleased the Sea-Horses report such favors as being miraculou:;ly thrown 
to safety from drowning, having dolphins summoned to aid them or their boats 'lucking 
out' during storms - and having valuable floatsam and jetsam washed 'right up at their 
feet' while walking on the beach! 

The Sea-Horses seldom respond to anything (whether offense or prayer) immediately 
because they adhere to a strict tide-schedule but - whatever draws their attention -
they take care of at the next high tide1 

Also called " The Herders of the Storm", they can guide a hurricane or sea-storm to hit 
or miss 80me coastal settlement and aid its power to knock down buildings. 

1 If the per8-0D who attracted their attention has withdrawn from the ,·oast by 
high-tide . . .  well . . .  there are also tides in the affairs of men . . .  

Cleric Raahna Noteg: 
Poseidon's Sea-Horses are also sympathetic 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 cancel.ling bis 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 §upl'OJT Xnns OnO Onurrns of Orlos {t! 
excerpted from Wanamaker's Guide 

The following list includes the better inns, roadhouses and taverns of Delos. All meet 
certain minimum standards for accomodations @, vituals ® and beverages � (a  few 
"temperance " establishments are excepted from this last requirement) and are rated on a 
scale from one to five in each respect. 

Akron Joe's Grill @@@ @@@@ �y�y 
Fine foo<l and accomodations despite the pretentiously downplaye<l decor. Signed only 
in common, plain script. 

Akron The Hammer and Scythe @@ ®® �Ym 
Signed by a crossed Hammer and Scythe on a red field, the establishment is run by an 
emigre-refugee claimin� to be the last of the proletariat. Prices vary according to the 
customer's dress and wealth. Vodka and borsht a speciality. 

Akron Merlin's Cave @@ ®@@ �Y�dY�Y 
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 @ @@@@@ �y 
illusory sign of moving finger spelling name in ornate script. Bread and wine excellent, 
little else needed for a meal. However, they refuse to correct any errors in the bill! 

Akron The Rabbit and Hat �@ @ �mm 
Signed as described, white rabbit wearing "top hat" - unusual floor show. 

Akron The Tortoise and the Hare @@@(!l@ @@@@ �Y�Ylll'�Y 
Signed as sleeping bare and plodding tortoise, the service reflects this theme but the 
food is well worth waiting. 

Barcour The Cloak and Dagger (!l(!l(!l@ @ §dym 
Signed as dark cloak pierced by bleeding dagger in gloved band, 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 lost. 

Barcour The Mermaid ill the Zodiac i;g@@@ @@@@@ !fi�y�m�'l.' 
An out-of-sky branch, gathering place of the illustrious incognito, popular with Le 
Ceour de Lion. Illusory decor on motif of starlit ocean. Seafoods and sushi a 
specialty. 

Bunbury The &II Savage i;g(!l(!l @®@®® �y(l'i61 
Aka La Belle Sauvage - sign denotes a Junoesque figure wearing a feathered 
headdl'e$8 - origin not known - presumptious but excellent service, excellent table 
d'hotel, high prices. 

Bunbury The Golden Dutman @r!lr!lr!IM ®®® �Ym 
Signed as man surrounded by golden haze - excellent - best night's sleep ever! 

Bvnbvry The Well-Tem�red Clavichord @� @@@@ � 
A favorite with Bards, popular meeting pl�e of The JoviaJily. 
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Bwine The Fog ud Cat'• Feet MMM ® th 

Signed as cat depicted walkiDg OD cloud - Doted for discreet service (aDd other 
discretioDs) - popular with The Heirarchy of Threes. 

Bwine The Green Man It Still 1!11!11!1 @ 6dY�Y 
Signed as two forestel"ll tending a still - very fine wines, well recorumeDded 
rumored to be meeting house for Der Geher am Kevel. 

Bwine Red Sky at Night M@MM@ ®® thththitz 
Signed as clouded sunset, clouds and color! suggestive of tbe ofl'eriDg of this flDest 
bordello OD tbe coast - blacklisted by the Bon Ton but popular with The Thou.sand 
SoM of Simon D'Hal. 

Bwine The Tho1188.Dd Hearts !!!@ @ thth 
Signed by heart motif carT'ied over entire building, repeated inside but with some 
restraint - attempting to rise above ite station - may succeed. 

Ea�t Orcadia The OreadiaD Arms M@@MM @® �Y�i 
Signed as raised arms with clasped bands - unusual cuisine, interesting lucality, heavy 
trade during season. 

Holly Oak The BloomiD' Lyre @Ml!!@ @@@@ �'.i�Ylti 
Signed by lyre heavily hung with ftoweriDg ivy - management much given to puns -
favored by the Bohemian traveller, popular meeting place for Tiie /ntra-Delian 
Frothblowers' Concord. 

Holly Oak The Man BitH Dog i!I @@@ ihih 
Signed by comic illustration of man OD all foul'!.I chasing erect dog - unpn>tentious but 
hearty foods, good cellar. 

Holly Oak The Ragged Staff' MM@ @®@@ �:l�Yih�Y�1 
Signed by a tall staff bung with colorful pendants - notable for its cellar and kitchen! 
Popular witb The Solecism of the Fau:r Pas. 

Holly Oak The Riding Beggar !!! @@@@ ih�Y 
Signed as a patched and tattered horseman, your every wisb accomodated . . .  at a 
price. 

Karromt The Ape. Ivory Uld Peacock MM� @ �t!h 
Signed by "totem" of ape holding ivory tusk aloft, surmounted by peacock - features 
exotic beverages - not to everyone's tutes. 

Karrome The Goat It CompaN �Ml!H!l@ ® �r61�i'lh'.�Y 
Signed as a ram's bead encircled (encompassed), this is � favorite with mariners, 
featuring unusual imported beverages. 

Karrome The Hat on the Bed @ @@ ih�Y 
Signed M named, features interct1ting early-techoo accomodations -- rumored to be 
meeting place of The Di$cordian Society. 

Karrome The 1,000 Short-Hon1ed Cow1 MM @@@@<ij) �I' 
Signed as a motif of cattle over most of facade -rough but generous hospitality, 
outstanding roasts and stew. 
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Karrome The Wave aad Moor @[!t @®@@@ 
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Signed by coastal landscape, notably barren - temperance hostel - good foods. 

Lamron The Discorporate Hero WJ�@l;g @ a'l�1 
Signed as spectral hero - catering priuciply to ghosts and others di01corporate, food 
and beverages are still available for those requiring physical sustenance - regular 
meetings of the Y'Mali D'Naor. 

Lamron Hearts of Oak @l!ll!ll;g @@ a'l 
Signed as three foresters with acorn crests on jerkins ._xcellent veuison and 
acceptable ale. 

Lamron La Belle Dame Saas Mer1:i 1!11!1 @@@ �1 
Unsigned but well-known - inquire locally - no tipping please! 

Lamron The Sevea Stars 1!11!1@ @@ �'l�'i'. 
Signed as stars in circle - good food, drink and accomodations reasom1bly priced. 

Marlyebone The Bag 0' Nails 1!11!1 @@®® �Y�:i'a\�Yih: 
Aka Bacchanials - signed as a table spread with foods and bottles - - outstanding 
cellars, unusual but interesting service available. 

Marlyebone The Blue Cro88 1!11!11!11!11!1 @@@@ 
Signed as named - temperance inn but excellent foods. 

Marlyebone The Oak, Ash aDd Yew 1!1�@1!1@ @(TJ) �1 
Sign depicting three leaves of oak, ash and yew - beds inhanced magically - note: 
closed on Midsummer's Night. 

Marlyebone The Roee-R.ed City. @ @@ thtiY 
Signed as skyline or red towers - well rated for wines and cheese, not so good for milk 
and bread. 

Topstoh The Singing SaDds @ @ �y�y 
Signed as bard on sand dune - scones have too much soda, rooms too small -
otherwise good. 

Orcadia The Bull Aad Gate [:91!11!11!1[:9 @@HJ}>@@ �YiJ'f�'li!Y 
Signed as named (red bull behind closed gate) - the best or country inns, the black 
ale (house speciality) is well recommended. 

Orcadia The Cock &. Bottle l!U�l!ll!I @.@ t\y�y 
Signed as rooster pecking at overturned bottle - good country hospitality. 

Orcadiu The Last Roee of Summer l!I ®®®@® �Ym�Ya1 
Signed as single rose amid autumn leaves - fine foods - unusual gardens surround 
this establishment. 

Orua The Aagry Ogre l!j� @@@@ �Y6Y� 
Signed as ogre rampant ou field of battle - excellent regional dishes and Olde Ogre 
wines, welJ recommended. 

Orua The Bell. Book aad Grindle [ij�l!ll!ll!I @@@@@ �y 
Denoted by broken sign featuring bell and book - nature of Grindle not clear -
established by the arch-cleric Garamond following hi11 retirement, the Bell, Book and 
Grindle is noted for it.s lavish hospitality and food. 
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Orua Heagiet It Rona M @@@ 6ddr 

Not signed - inquire locally - suggest tbe ice wines be sampled but only in 
moderation. 

Orw Tbe Snows or Yesteryear MM ®® �Y6i�Y6Y 
Signed as snow-covered mountain peak - ogre cuisine, ice wines a speciality. 

Orus Tempett ud Teapot MM @@@ 
Signed as teapot surmounted by thunder clouds - interesting temperance inn, unusual 
brewed beverages. 

Rio de Varlian Noah's Ark l!Jl!imm @@@ �Yddi� 
Unsigned but unmistakable - a fine old example of tbe sumptuous riverboat style of 
earlier decades. 

Tremonde The Ivory Tower !!Imm ®® �Y�ihdr 
Unsigned except for building itself - excellent cellar. unusual decor and an excellent 
library open to guests. 

Tremonde The Queen or Romania l!ll!iml!ll!I @@ �yfu>fh 
Signed as crown and scepter - excellent hoepitality but rather heavy on tbe sauces. 

Tremonde The Water in the Wine 1!11!11!1 @ 
Signed as wine bottle being filled from bucket - a temperance pub - otherwise good! 

Tremonde The White Griffin @1!11!1 ®@ �disYdi'S'i 
Signed as named - after extinct family crest - argent on azure field - old castle 
fortress converted to spa, often filled during season. 

Tyr The Black Enamel B.oee f!lMm @ di 
Signed as named - un11&ual decor, not for everybody - annual meetings of tbe Order 
of Heretics held here. 

Tyr The Fox It Gooee @Q;J @@@@ �dnhth:th 
Signed as goose pursuing fteeing fox - plain foods well prepared, excellent ales. 

Tvr The Hud in tbe Glove MMW ®®@ ��r�th:�Y 
Signed ae ragged glove with ftogen1 protruding - game and fowl specialties. well 
recommended. 

Tyr Tbe Lime And Ale (!l(!l(!l(!l @@ di'�YdY�i 
Signed as lime in mug - favored by mariners, this waterfront tavern is noted for its 
extensive cellars as well as its accomodations for all races (ond sexes). 

Tyr The Swan It Harp @m @ th:�rth:th: 
Signed as swan playing harp - excellent cellar but rather a heavy band with tbe �pice 
rack. 

Tyr The Swan With Two Neeb Wl!lmt!t @@ ��Ytr.i 
Signed as named, two necks entertwined - bas seen better days but still a mmst for 
the di.sc:riminating. 

Upton King Lad Mmmmm ®®®<iJhiJ, t)y�1�tih 
Signed as robes and scepter surmounted by crown but without supporting 6gure (King 
Lud was mythicol ruler of Avolon) - outstanding in all respects, priced accordingly 
- popular with Auociolfon of Ylkian Veteran.s. 
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Upton The Lillies and Langours @ @@@@ �:i�n\y 
�?o� fi3 

Signed aa lillies on velvet cushion - extremely respectable - heavily favored by the 
Bou Ton. 

Upton The Man In The Moon ��n.�l!l (i11,fiHHl@(fo �Y 
Signed as sleeping figure recumbent in creseut moon - ixc�U;nt ac�omodatioos and 
regional foods, good cellar but lacking variety. 

Upton The Mennaid Tavern @l;mij@l!l <iMJ>@ �:i�Y�Y�'i'�Y 
Signed as mermaid reclining on shore - noted for its lavish accomodations as well as 
its extensive cellars. E.xp<>nsive. 

Upton The Pipe and Fiddle @@ @@ �Y�Y�Y6t6Y 
Sign denoting a fidder smoking - originally a coffee house, notable for cellar as well -­

popular with The Amanim1ses of Clio. 

Upton The Raptures and Roses @ @ �y�y 
Signed as a rose surrounded by glory (a halo) - extremely unrespectable - on Bon 
Ton Bia.ck-List, interesting! 

Upton The Semiramis Bar @�@ @ 6r 
Signed as young woman surrounded by doves - popular with the fairie-folk. 
hospitable landlady, apples a speciality. 

Upton The Worm in the Apple �@@l!J @@ �Y�Y�Y�'i� 
Signed as named - brandies and conja.cs a speciality. 

Usher Belle Ou The Hoop @@ @@<ij)Qj) tri6Y�Y 
Signed as a jugglar balancing on a hoop - good food with emphasis on regional 
specialties. 

Usher The Blue Wind I!!@@ @@@@\i]J �y Signed as a fanciful "cloud" blowing on the sails of a ship - a ·mariner's rest' in every 
sense desired. fine sea foods. 

Usher The Cat " The Fiddle @™@l!J @@@@ �f�Y�lh 
Signed as a cat wearing hipboots and playing a base fiddle - noted especially for their 
unusual mixed beverages, both bot and cold. 

Usher Char D' Labrum @@ @®® 6:c�'i�Yifi�Y 
Signed as a burning vat - best known for their pastry, the cellars are worth extensive 
study. 

Usher Priest Who Threw Soup At The Wall @�@@ @@ �y 
Signed as derkal figure throwing large pot - noted for sauces and •·outinental 
hospitality. 

Usher Sir John Falstaff' @@� ® �1�1S'f�irl' 
Signed ·as a myriad of bottles surrounding a single loaf - services io keeping with 
tradition - "Such a great deal of sack to so little bread". 



Wut Ogrmlle . Tiie Glided 'lWlt WQ:1W @@@@@ (ldddYtn 
Signed as named - unueual ogre delicaciea, excellent if unusual hospitality - an old 
family inn. 

Ynoa Tiie CWeba ud slae Fa W @@ tntntn 
Signed as named - elow service, otherwi8e acceptable. 

Ynos The Fox, slae C- and the Corn MMM @@ tn 
Signed as goose chaeing fox carrying ear of corn - tending toward plain foods, heavy 
emphaeie on starches, otherwise very fine. 

Ynos The Goose &t Gridiron MMM @@ tntntn 
Signed as goose turning on a spit - roast goose a speciality - served in a variety of 
unusual eaucee. 

Ynos The Pig &t Tinderbox l!Jl!U!U!ll!t ®® hh 
Signed as pig lighting fire - graced with spacious accomodations, the food and drink 
are well above average. 

Zweiok The Golden Apples of the Sun (g @@ tntntn 
Sign bearing golden apples - fine fruits in any sea.son. good wines. 

Zweiak Snow White and Rose Red 1!11!11!11!1 @ !h�i!h 
Signed as red roses blooming in snowfield - services excellent! 

The following inns are "off the beaten planes " but art worlhy of attention sho.Jd 
one be "in lhe neighborhood". 

Ches Ethereal mm@ @ h�Y 
Um1igned - vacuously pretentious and over-prired but unusual accomodatioru for 
the jaded. 

The Etheral Arms m@ @@ fh 
Unsigned - unusual, eerie but excellent sen�·ce. 

Ghastly Manor" ml!Jl!IMl!t 
An unusual guest ha us staffed and inhabited entirely by phantoms, this out of the 
u•11y inn is noted for its hospitality if larking in morlal protii�oru. Reviewers have 
noted. however, that the house wine (elderberry} is quite unique . . .  but is not 
rtrommended for mortal�. 



Located in the northwestern region.a of the continent, the Forests of Night are 
luxuriant rain-forests in which the trees grow to heights of eeveral hundred feet 
forming a permanent canopy 11hading the ground to 11uch an extent that, even at 
noon, the lower region.a are held in a permanent twilight. 

Conditio1111 are permanently damp and, below the leafy canopy, the rainfall never 
oeuM but, even during the heavyieet etorme, never becomes more than a gentle 
dri11le at ground level. Lu.eh with bromileada, swamp-� and a variety of 
colorful flowers, inllects and birds, the rain forest is a lu.eh if darkened region and ie 
the curTent home of: 

TM WUDPJ1' Trihes ol Deb 
Originally, the Noraque Penniaula wae the home of peaceful nomadic tribesmen 

(/••mo•elwn afoci) oontentedly herding their blood-stock acl"088 the gruay plain.a and 
hille of an otherwiee undesired region. Th- quiet tribesmen made their homes in 
wheeled wagon.a, each ornately carved and decorated in intricate pattel'DAI identifying tribe 
and family. 

Wampyr weapom were limited to slings and atones - used to chase wolves away from 
the herds - and the tribesmen had little knowledge nor interest in warfare or weaponry. 
Strongly tribe and f.amily oriented, the Wampyr depended on oral tradition.a (loding 
-SUen lonP4fe) and used elaborate dance rituala and colorful coetumee to supplement 
epic ballads of their history. 

Like many nomadic tribes, the Wampyr did not 11laughter their beasts for food but uaed 
their wool for clothing, milked them to produce Kvaee (o fermented 6eVffoge) and bled 
their stock for food (in obedience to o religiotU injundion ogoinal toang life). 

Thus the Wampyr remained quiet herdsmen until the Time of the Dark when the 
northern region.a (Uae Nora.qve Penninlo, being .ride/ended, bore tlle bninl of tlle 
invoaion) were overrun by armies of Dark Elvee aided by powerful forcee of Evil. 

Landings were spread along the Gulf of Near, the northern Noraque ooaat and the Gulf 
or Sion to establish a broad claw-hold from which forces could sweep through the gap 
between the Great Barrier Ring and the Double Entendre Mountains to invade the Orcan 
Natione and up the Lampoco and Green Riven to attack the Orrible Down.a from the 
touth. 

In the proce., the Wampyr tribesmen and their herds were very nearly wiped out of 
exiatanoe . . .  except for the preeence of thoee few individuals who had inherited the ability 
to aaume gaeeou.a form and thu.e avoided the on.alaught of the Dark Elvee and their 
demonic alliee. 

Socially, this ability had previouty been held in 11trong disrepute and thoee who did not 
hide 1111cb abilities were outcaets, exiled from tribal lande and, in more civilized regione, 
giving birth to i.nde of undead beings with etrange powen who lived on the blood of 
their victime. 

The.a who 11uccemlully fled from the Dark Elven invuion found refuge in the dark 
rain-foreete to the wwt acrom the Gulf of Near but did ao without hom•, pc.eeeeiona or 
liveetock. In the euuing years, while the War of the Dark raged acrom much of the 
OODtinent, the 8Ul'VivUag Wampyr eetablillhed them.eelves and began adapting to their new 
hom• in tbe Foreete Of Night. 

Today'• Wampyr are distinguiled by their light buildll, Allow 11k.ine, reddish eyes (tAe 
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laffu tuio choracterialica on odoptotion to the dim light and uae of 1'ltrcwiaion) and 
pronounced (and 11uy ahorp) incisors (nec�tated by their dietary hobita). Their saliva 
is naturally antiseptic and ca\18e8 all cuts to heal with extreme rapidity - a trait 
preventing inlection or permanent damage to their blood-etoclt. 

ne Wool-0-fte-WISI> 
Lacking their original herd-beasts but using their now-acceptable ability to &88ume 

gueoue form, the Wampyr were able to domesticate a beast of the forests with similar 
abilities. Known as Wool-0-The-Wispe for their luxuriant wool-like hair and their natural 
capacity for astral travel, these are tall- shouldered animals resembling curly mastodons, 
with tush spiralling into almost circular curves. The younger Vampyrs ride upon the 
beast's great head, using the tusks for footrests. The animals are warm-natured, 
intelligent, protective of their mlM!ters - and are much given to practical jokes such as 
butting and tripping them! 

Legends aay the Wool-0-the-Wisps, having been driven by the Time of the Dark from 
their own - colder - native regions, sought out Vampyr company long ago. Retaining 
the appetite and metabolism needed 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" wae (ao Wompyr legenda aa1) the great animals' 
solution. 

In any case, the animals have now adapted and thrive under the Wampyrs' care and, if 
for any reason one is not "blood-milked" at least once a week (for l pint per 100 pounds 
o{ body weight),  he falls into a "panting fever" and may begin a confused and berserk 
search for an1 source of coolnEll!S . . . 

Modern Wampyr Caltme 
Recreating lost and dimly remembered customs, the Wampyr again live in elaborately 

decorated wagons (01' t114ina) and follow their herd.s of WolJ-0-The-Wispe through the 
Forests of Night, pausing to permit the herds to graze in open pastures bot rarely 
venturing far from the safety and shelter of the dark woods. 

Wampyr wains ( uiogom), to conventional eight, appear to be elaborately decorated in 
dark patterns which, on cloeer examination, are inlays of small stones. To thoee using 
ultravision, however, the patterns are riotous with color and complexity under the 
ultralight of Verga ( tOhich dou penetrate thrOtAgh lhe conopy of foilage - aee Della.o 
C-Olog in Beyoad Tile Sacred Table). 

While the Wampyr tribee tend to remain insular, seeking little contact with outside"' 
(pouiblity m to racial memoriu from the Time of Dork), fabrics and yarns from their 
Wool-0-The-Wisp are traded widely and outside visitors are usually welcomed with 
generous hoepitality. 

Wampyr hoepitality, however, can be eomewhat overwhelming and, on occasion, 
frightening. Merchants trading with the Wampyr are usually noted for their siie and 
obesity - both of which are quite helpful when one is honored with an invitation to a 
Wampyr banquet . . .  as the piece d' resistance, o{ course. 

While such an iovitatioo may leave the honored guest temporarily weak - {or obvious 
reaeons - there is no real physical danger involved, the Wampyr being able to judge with 
great nicety the amount ol blood which can be ealely loet without harm. And they reward 
their gueete handsomely for their contribution. (the Womnr alao poy hondaomd11 for 
rore Woo/J.lype11 ond for •nt111t1al livealock for a.ch fe4$ta). 
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Ca•Hou 

A word of caution, however, the Wampyr are quite sll8Ceptable to alcohol . . . and 
particularly to blood alcohol . . . and we adviee gueate invited to such banquete not io 
imbibe prior to such festivities .. 

Like their masters, the Wool-0-The-Wiap are nol adapted to alcohol. However, they 
can smell it from 6()().feet and eeek it with great eagern-, even munching the bottle as 
well (with no apparent harm). 
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ftJ Ogrt OuHum of M>6 ft! 
excerpted from Wanamaker's G.ide to tlu Mtdli�se 

While Ogres, in much of the multiveree, are con11idered ae mere "monsters" of 
subhuman intellect and impoeing odor and appearance, this "homo-centric" attitude is 
both chauvani.etic and inaccurate . . . as any truly cosmopolitian traveller can attest. 
Particularly among the Ogre Nations north of the Old Ogre Mountaine and along the 
Moor Eefroc coast, the vi.siting tourist will be fuc:inated by the variety of Ogre customs 
and the intelligent epicure will find many interesting and un118Ual dishee to delight their 
palate. 

For the discerning traveller, we would suggest such locations as the pleasure port of 
Lamron, the spa at West Ogreville (iA se08()ft) or Gwine (()ft t/ie Varlian Seo) . . .  which 
is not to discriminate against many other loc::ation11 but simply to mention a few of special 
interest. 

Ahlo, for the adventurous epicurian, a variety of popular Ogre diahee such as Pickled 
Elves Eat8 (n0111 commonly derived fr<nn pt>rcine sovrcu), Dragon's Tongue Flambe (both 
tlu llat and 8f>ict and the ice-flame varifiu) and roaet Mikel-Stuffed Blanc-Worm are 
experiences to be tried and trea.sured. 

But, i1 the pleasures of the table fail to arouse your intereste, there are al8o the liquid 
trea.eures of the palate and Ogre vine-culture, while to eome an acquired taste, have their 
own special interests. Your editors would suggest sampling ( caref.U71) the mountain 
ice-winee, the sparkling applejack prepared along the orcan river bottoms and the flavored 
'brandiwijn11' common to the Moor Eeft'oc coasts (/t>r details, au Ogre Bev� 
f oUoWJing). 

Ogrt &ur� 
The wise traveller should keep in mind certain pecularitiee of Ogre physiology, moet 

specifidy that Ogres become only m.lldly intoxicated through the con11umption of alcholic 
beverages ( altho.g/a tiler are ecuilr 8t18ceploble to cerlain olhM into:iicanla, ncta6lg l/ae 
aclive factor in marij•ana - qvite legal in Delos - flllaic/a ore derived fr<nn certain 
varieliea of lump and othM planta anti added 08 n'racta and flavoring lo many foFTM 
of beverage as TDell 08 6eing eztenaivelr ued 08 qicu). For tbie reaeon, moet such 
beverages vary from 70-80 proof for winee to 180 proof Cor the flavored 'braniwijns' and 
the incautiou.s imbiber may easily 6nd himself heavily intoxicated with little warning. 

Ahlo, as occasioned by ogre physignomy, the conventional tankard or cup ia virtually 
unknown as the tu.su of a grown ogre interfere with such drinking veeeels. The traveller 
would do well to become familiar with the variety of ogre drinking veeeels which all 
feature eome form of spout easily pat19ing between the upthrust tu.su. 
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Grown in a variety of forms ill the upper regiona ·of both the Old and New Ogre 
Mountaina, ice-grapee thrive only on the glacial slopee above 14,000 feet. We would 
particular recommend: 

Blue .b Glaee (lOIWe - 70 proof - �SO SP/6offle}: Theee light, eparkling ice-winea 
are no� both for their bouquet and full-bodied 8avor. Note however: etven-kind and 
others with etven-blood often ( 65� suffer a peculiar allergic reaction to all varitiee of 
Blanc Au Glace in the form of paranoid delueiona which ueually take the fonn of believing 
theID8elves followed by shadowy figures of malign intent (ef!ecls last 1'4 hourt1 per glass 
- cumulative). 

Blee A• Glaee (blve - 80 proof - 1--40 SP/6oltle): Ab Blue Peace, a clear, 
light-blue in color, theee etill ice-wines are dietinguiehed by their startlingly cold Bavore 
(even to/In atored at room temperature) and the eurprieingly rapidity of intoxication. 
Eepecially popular accompanying Dragon's Tongue Flam� (hot), Bleu Au Glace ie a 
wonderful beverage but should be avoided by all thoee of a tempermental nature 
(ccmnmpt ion inclt1du tranqviliting aid�effecta - the im6i6er ia totolly incapable of 
JigWing or - rlliaing hia voice in @fer for ed6 l1<1t1r8 after drinking one rlou -
additional cllftftmption dcu not add to ej/ecu - no aave.�. 

Berte A.a Claee (green - 75 proof - 11>55 SP/6offle): Aka Green Wonder, a eoft 
green to chartruee in color, these eparkling ice-winea are known for their mild, minty 
8avor and are the favored accompanyment for Mikel-Stuffed Blanc-Worm. Caution: 
exce.ive conaumption (more than ttPO glouu pet> 100 161 6odr t0eirhl per dar} 
producee hallucinogenic eft'ecte luting 2d4 days ( confinved e:icuaiw con811mption incvru 
a 55'; chance of permanent addiclion). 

lloage A• Glatt (red - 70 proof - £1>100 SPj6otUe): Aka Fire Wines, theee light to 
dark red winea glow with inner &.res and have a emooth but fiery Bavor which ie eaid to 
blend exceptionally well with Dragon's Tongue Flam� (cold). Warning: exceeeive 
coD1111mption (more than three gl044u per 100 Iba 6odr V1eighl per daJ) may produce 
heart-bum or gutric inftammation (1d8 pcn"'8 domGfe per glau per roufMI - Blev A• 
Glace i. tAe pre/erred remed11 covnteracta furlhet> injvrr kt 4ou not heal!). 

Noir A• Glaee (6lock - 50 proof - �15 QE/6otUe): thie rareet of ice-wines ie 
characterised by ite almost black color (Joint ngguCiona of blve and red de appear in 
atrong litht), ite 8avor (said Co 6e "aa amooU. °' • ncet16u'') and ite potent intoxicant 
characterietice (treat u triple .Cr!!!fll). Noir Au Glace ie also priRd becaaee, no matter 
how drank the imbiber becomea, they will � euft'er &om hangover. 
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Ogrt Dif t am Oust om 
Dilferencee from conventional "human" culture& in both psychological and physiological 

behavior are respoMible for the common image of ogre& ae "ugly-tempered and 
voracious", "brutish" or "unintelligent sub-humane" - all of which is quite as inaccurate 
as is their common preeentation as "chaotic evil" in behavior. 

In actual fact, ogres range in intelligence from stupid to normal (111ith occo6ional ht 
rare geniu /e111:la) and vary in alignment quite ae much ae do humane or elves. Much of 
the bad publicity accorded this species stems in part from misunderstanding and, in part, 
from the u.sual (human) habit of deacribing one's enemies in the moet un6attering terms 
p<>Mible . . . irreepective of the actual facts. 

([Jr JJl"I"'� 
Following a gestation period of 300 to 310 days, the young ogre is born weighing 10 to 

16 lbe and, except for size, for the first six to eight years of life, an ogre cub does not 
greatly differ from a human child excepting, of COllJ'8e, the buddiDg tu.ska (actually 
incieors) which appear shortly after the milk-teeth are lost and the permanent teeth 
appear - usually about age seven. 

By age e.ight, however, the ogre cub will stand six to eeven feet in height, weighing up 
to 300 lbe and have sufficient etrength to kill small herbivores bare-handed. While still 
dimiDutive (compared to lheir parents), the young Cllb is ready to teet its capacity for 
survival and, within the next year or so, will being to wander further and further afield 
until, sometime before reaching the.ir tenth year, usually in early spring, the young ogree 
will depart civilized realme 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. 

Af. this time, both the young malee and females abandon their civilized veneer, wearing, 
if anything, raw fura and armed with simple hand-weapoM in the Conn of 6int handaxes, 
throwing stones and chipped 6int blades, etc. They become solitary roguee, inevitably 
fighting with any other ogre& encountered. At this time, the young ogre's tu.eke are 
usually four to six inches in length and have begun to bend outward, away from the face 
ijOf' combat purposes, treat 011 +1 daggers, 1d1J d4moge each for yosng ogru - 1d1£ 
tl>llen moh1re). 

Males surviving their first winter in the wilde (nrvitx!l rotu ore high - approzimote/J 
85!¥) will begin their eecond spring clothed in tanned furs and armed with 6int spears and 
shaped-flint axes. At this time, their initial aggremive behavior is somewhat mode.rated 
and the young males may group in pairs or occaeional trios. These partnershipe are 
unstable, however, and often diasolve in violent battlee. 

As with all ogre cu.stoms, honor plays a very strong role in their development and the 
young ogres will not uee any weapoM save thoee which they are able to coMtruct - thu.s 
they will be limited to 6int and wood weapoM and, only during their later years in the 
wilds, will they p� to bows and other complex weapons . . .  but, in no caee, will they 
u.ee steel or metal weapons nor will they take weapons from fallen enemies. 

Young ogreeeee, after their first year in the wilds, aleo tend to form groups but u.sually 
ranging in eise from three to six individuals and tendiDg to be more stable than thoee of 
their male counterparte. Af. this time, while the young ma.lee are concentrating on bunting 
and sharpening combat ekille, tbe femalee begin constructing primitive shelters and 



ehlfting from foraging to rudimentary agrieultural practicee. Along the Eetroc Moor 
coute, this U8ually includes weaving &bing nets and eome aquaculture. 

At this time, the young ogreae' tusb have usually l"eached six to eight inches in length 
- approximately the siu they will remain at maturity - and the young ogreeeea will 
begin weaving decorative "tusk cape", decorating th- with dyee made from roots and 
berries. Often, groupe will adopt distinctive identifying pattern.e denoting there 
pu1nenhipe. 

By their third spring, the young og1'El8 have begun to collect in bands varying from four 
to ten individuals, often lead by a male one or two years older and eometimee including 
memben1 from eeveral age groupe. Thia behavior will continue until maturity but 
attrition is high at this point, moet individuals being loet in raids again.st other groupe or 
ljreqtieml1) in raids again.st outlying (nol)-091'e) villages or paeeing caravans. 

For the young males, their tusb have, by this time, reached a near mature siu of eight 
to ten inches in length and the various gangs adopt colorful pattern.e with whieh they 
"paint" their tW1b. Using earth pigments applied in a primitive enamel, these pattern.e 
serve to identify memben1 of a group. 

By this stage, moet of the females ( 091'euu) have settled into groupe of six to eight and 
alternate between practicing animal husbandry and agrieulture (.avolly in loose 
ouociati011 1Dith a�ol other 91'0t1pa) and trading visits among the roving male pacb. 
AJ. this time, the ogress "eororities" begin measuring the young mt.lee u proepective 
mates but exieneive 80Cial interaction remains limited until later in their development. 

By their twe.ntieth spring, the roving males have begun to drift back toward the centen1 
of ogre civilisation, their numben1 118Ually heavily reduced with up to 76% of the males 
having fallen in combat, died of starvation or dieeaee or having gone permanently 
"rogue". At thie time, the surviving males have reached their full growth (6eing nine fed 
"'" toiler ond tlleig/Ung cu m11ch oa 100 161) and, having l"eached eexual maturity, have 
begun to ehow heightened interest in the equally mature ogres "eororitiee". 

While � are commonly polygamoll.8 (each 091'e loving awerol "toivea''), there exist 
definite differences between ogre "marriage" cW1tome and the more familiar human eocial 
standards. Among the og1'El8, it is the ogreeeee who 6.ret form eorority groupings and, only 
then, at maturity, select a "husband" for the group . . .  and the choice is, very definitely, 
made by the females. 

Thie laet year of "freedom" is a period devoted largely to sexual experimentation (no 
"atn"orilJ" fl/Ollld comider chooaing o mole Vlho II/CU aterile "'" othenoiae incopo6le of 
aots.ifri"f tAe 91'011p) and developing ekille in eocial interco\119e whlch will be required 
before rejoining ogre civilisation. 

Aa winter approaches, the varioWI groupe will return to the citiee or villages to find their 
place in ogre civilisation, W1ually apprentieing - aa a group - to eome established 
buein- and settling down to "married" life, often returning to the home of one of the 
members, frequently but not always that of the choeen male. Some, however, either 
lacking mates or not yet being ready to leave the wild life, will remain "outside" for 
another year or longer. 

ln many c-, single males ( 0111n11mhring the 091'eu atn"oritiu three to hoo) find their 
place in the Ogre Army while othen1, unwilling or unable to reenter ogre civilisation ae 
ainglee, cb� to go "rogue" . . .  and become the stereotypical ogres eo diapieed by other 
rw:ee. 
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Returning to 110Ciety, the young ogres and ov- abandon the adornments of youth, 

reappearing with clean scrubbed and polished tusks. At. this time, many have formed 
"mated" cohort& and they will, in the months which follow, vi.sit in turn the families of 
each of the membel'll for an extended round of parties and celebrations. At this time, 
especially among the weathier families, each group of relatives presents their returning 
offspring with a filigreed twik-covel'!I, often gem inlaid or otherwise decorated in distinctive 
patterns, denoting their clan and lineage while the other membere of the new cohort are 
preeented with a tusk-ring signifying the bonds which have been thU& formed. 

The tusk cover ia commonly worn on the left tusk, the rings on the right, the number of 
ring& denoting the size of the cohort. 

Returning singles, of course, may be easily identified by a single tU&k-cover and at-nee 
of rings though, increasingly in modern days, older ogres and <>gn!88e8 frequently wear 
matching or contrasting tusk covel'!I and/or tusk-rings which denote civil or military 
hononi or simply eerve for decorative adornment. 

There are exceptiou, of counie, to all of these preceeding rules. Some females, wiually 
thoee with an interest in the arcane arte, rather than joining eororities become singletons 
practicing firet as hedgewitches and later seeking positiou as apprentices to alchemists 
and mage:a or, for some few, entering Sisterhoods aaeociated with a temple or other 
religious organization . . .  and some few of these chooee to remain single, often becoming 
adverturel'8, 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, offspring and cube and 
turn to travel and adventuring . . .  eometimes accompanied by one or more wives with 
similar inclinations. Unlike the "rogue" individuals, these are civilized ogres and ogresees 
and are, in many caaea, quite cosmopolitian, speaking many languages and skilled in 
various arte and crafts. 

This is also true for thoee single males who have seen service in the Orge Anny who, 
retiring (al age 50-60), seek broader horizoll.8. Such individuals are usually able fighter& 
(m�Clr 3rd lo 10Ch level 6ut may 6e u high u 15111 ), trained with a variety of 
weapoD.8 and familiar with tactical and strategic skills. 

Al.so, those individuals who do not find a place in a cohort (/a.miJy grovp) are not 
neceeaarily diebarred from ogre society (nor from auua.l confod). In many caaea, males 
interested in the arcane arte have found the rigol'll a880Ciated with family life to interfere 
with such etudiea and have voluntarily remained singles without forgoing the.ir place in 
ogre civilization. Sometimes such individuals later "marry" a widowed t10rority or remain 
single while enjoying wide "sexual" acquaintances (ogrea and ogreues, upecia.U., are 
gregarioua and Cend lo 6e adive oulaide Che forma.l /amilr grovping). 

� og� A� /Jw, (Jr J{ � 
Tbeir early development and maritial cwitoms aside, there are many other facets of ogre 

llOC�ty worthy of mention here and one of the more notable features of orge culture is 
their CIUltom of preeerving deceased family members as houaehold furoi.sbinga (/or of 
delails 6uria.l pradicu in oCher calluru, aee ne Deliu Book Of ne Dead). Among 
barbarian ogre culturea, this practice ia wiually limited to War Chieftains and other 
prominent 8gurea but eleewhere, particularly among the Ogre Nations, the cwitom ia 
virtually univel'!lal in practice (aee The Gaoptle Challtt /or e.sa.mplu). 
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In the civilised ogre communities, the local taxidermist is the individual called to care 

for the deceued and, after mounting, the dead family member will be emhrined within 
the home, usually in a setting or tableau repreeentative of their occupation (or 
preocc•polion or cawcolion) during life. ( Tlaoae d,ing in tlae "tuilderneaa" can not 
conaidered UIOrllar of joining ncla /a.milr gollaeringa - only tlaoae '°"o laca11e nniived 
tMir "ritea of poaaa.g11" ore ao honored.) 

When none of the surviving family members pel'80nally remember the deceased ( ond tla11 
laomea become owrer01llded Ulitla a.nceatora), 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 ("AHi Olga. luui 6em gouiping with 
Gro'IMlmoUier Via.na. long m1>11gla, ma.y6e alae'd enjoy 6mding Greot-Grond/ollaer 
Hermon'• ea.r /or o toAae"). 

More recently, "Singing Crystals" have become a popular adjuctant to ogre funeral 
cueioms. Using these ( 1filiile olive), ogres record meeeagea to their families and the 
crystals are mounted inside the throat when stuffed. 

Ogre nature being what it is, such messages are not always universally enjoyed by the 
SUl'Vivors and reports of a thriving "blackmarket" in crystal-silencers are well founded. 
Social conventions, however, are such that the trade remains covert and no ogre willing 
ad.mite to purchasing these. 
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l'or tlae Game Maita ONLY! This Adventure is intended for thinking playel'IJ 
- not hack &. slay artists! The object of this mission is to locate and recover an 
item which ha& been stolen and it may be accomplished by using intelligence and 
stealth - but any attempt to do so by force of arma should only re8ult in the 
deaths of the players! 

What AMLA doee not k.now is that it would be well to have .a cleric or a paladin 
in the party - eee no� on the Demon Worm! The Game Ma&ter should try to 
encourage the inclusion of such in the party. 

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

Pleaa Note: Rather than being killed, discovered intruders should be jailed and 
held for poMible ran.eom (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 Aseurance i.e advertising for a team of recovery experts: thieves, 
illusionists and mages preferred! (See notu 1.16ove.? 

Thoee applying at the AMLA offices in Upton (on Watling River, norlh of Chyri1.1n Seo 
- aee m1.1pa in 8eyOlad The 8aeftd Table) will be met by the manager, Goodman 
Hartooth, who i.e tall, elven with prematurely grey hair (1.1 common ailment among 
AMLA managers). He is a shrewd bargainer and will attempt to hire a recovery team of 
three to six good adventurers, offering each adventurer a flat fee (a6<1111 too GP per level) 
for successful recovery of the Gnoptic Chalice (hi UJiJl go 1.1• high oa 500 GP per level if 
neceaal.l'J). 

The Gaopile Chaltt 
The first Sir Gnoptic, it i.e said, slept in most of the stately homes of the realm but all 

Gnoptics since have qnite properly married their cousins. They have lived in the manor 
house at Balmorot (ne1.1r Upfon on the Walling River) for the last four generations, 
undisturbed through wars, turmoils and dragon attacb. U is said that the family talent is 
for vaguely muddling through anything . . .  always saved by eome bit of luck at the la&t 
moment . . .  

· 

AMLA ha& carried theft insurance for the Gnoptic family for several centuries but hu 
.., reeord of the Gnoptic Chalice except a valuation and deec:ription (Goodmon HoriooUi 
WliJl not 6e apeciftc 1.16o.l the 1.1mo•nt, aaying only Chol ii ia e:dremelr v4'•1.16le). 

The Chalice is deec:ribed as a very large drinking cup with handlee in the shape of 
swans. The bodiee of the swana are white gold, the cup gold and the sides bear emt><-d 
designs of 8redrake-turtlee with gemstone eyes, swimming in convoluted pattern.e. The 
stem ie formed by three avian legs ending in three-clawed feet, each holding a large pearl. 
The Chalice is believed ( 6J 1.1cceaaed wl•e) to be magical but no properties or powers are 



� 76 
recorded. 

The current Lord Gnoptic is presently at the AMLA offices. He is elegant - if 
somewhat garish - in his dre88 and tries to be helpful but has no k.Jlowledge of the 
Chalice other than the description. He speaks with an affected lisp and mannerism and 
can only explain that "Gran'ur - the auld LMd, don't cha' know - set quite a store 
by thet cup. SeemiJ as how he al'as called it the fovndalion of the family fortunes. 
Reely, quite ugly, don't cha' kn010?'' 

Other miasing items include two jeweled daggers (" Teddibly ugly, don't cha' know?''), 
three gold platES and a sword embellished with a bas-relief snake spiraling a.round 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 10-15 GP each and are -1 to bit, -I to 
damage (ornamental design). The gold plate8 are gold filled, value 3 GP each. 
The sword is a Caduceus Sword - see notes following. 

AMLA, through its connections with the Thieves' Guild and other facilities, bas 
determined that the Gnoptic Chalice is being taken to the Baron Ivor, an Ogre Mage 
residing at Castle Ognard near East Oreadia and West Ogreville, resort villages situated 
in a pass at the north end of tbe New Ogre Mountains. 

East Oreadia and West Ogreville began as trade centers between the Ore and Ogre 
Empires lying respectively to the north and west of tbe New Orge Mountains (this i3 not 
an error - Eaat Orcadia is on the western slope and West Ogrevil/e lies 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 referred to simply as 
the Commons. The local populations are mixed, primarily ore and ogre with a mi.x of 
kobolds, goblins and mountain dwarves. 

Castle Ognard lies between tbe two towllB, north of the Commons. Originally 
established to stop raids against cross-mountain trade caravans, the region bas been 
relatively peaceful for several centuries and the preeent Baron of Ognard maintains a 
emall detachment of soldiers (drawn from the Ogre Army) but this is considered a 
soft-duty poet. 

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

Cutle OgDU'd - Located near East Oreadia and West Ogreville. No known 
contents of especial value. Currently residence of Ivor, Baron of Ognard - a mage 
by training. Habit8: variable, known to chase orgresees, rumored to have secret 
pas&age communicating with all guest rooms - purpoee, nocturnal visitation. 
Raled: class B heist, high risk. 

(DM Option) The file also containe a map of the ca.etle. 

Another folder is labled "Gnoptic Chalice "  but the contents are missing e:rcept 
for a penciled note reatlJ'ng: "valued €0,000 'I". 

Reference to" Who's Who In The Commontoealth" wiU reveal: 

Ivor, 9tb Baron of Ognard, Mage of the Golden Circle, single, ranked eligible 
bachelor - A11torian Matriarehy. Residence: Ca.etle Ognard, New Ogre Mountains. 
Clubs: Der Gehar am Kevel, The Heiarehy of Threes (put presideot). 
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Since East Oreadia is three days distant by fast ship and horseback, AMLA will provide 

transportation by ftying carpet to a small branch office in East Or<:adia. Prior to 
departUl"e, disguieee will be provided, allowing the Player Characters to pase as locals 
( 01'Cll or ogrea, if pouible, mountain dwarf if neceuary). 

The party will arrive in East Or<:adia the day be/ore /wr'e Birthday Boll! The local 
AMLA office manager (Gerund Harton, a movntain dVJllr/) has reeerved roolll8 for the 
party at the Orcadian Arms - a rather plu.eh hostel locally famou.e for its cuisine. The 
hostel is currently rather crowded by large numbers of traders and mer<:.hants, many of 
whom are Ogres. 

Game Muter P�aae Note: This is a civilized region and any attempt by the 
players to act like marauders will bring swift retaliation by either ogre eoldiers 
(several of whom are usually around town) or from the towD.!1-people tbemaelvee . .  
. and they are unlikely to remain alive or at liberty for long. Their "early" arrival 
- see The Dar of the Party - offers an opportunity for the players to become 
accu.etomed to the area and to gather background and rumors (i.e. cluea) to assist 
them in an intelligent attempt to recover the chalice. 

Ea1t Oreadia I Weet Ogreville 
During the trade season (late apring through early /a.U), East Or<:adia and West 

Ogreville will be busy commer<:ial centers for croee-mountain caravans. During the off 
seaeon (early spring), the warehou.eee are eloeed and both villages are relativel, quiet. 

Preeently, however, there are a large number of "'"althy ogres and ogreeeee - most will 
be staying at The Gilded Tusk - arriving for Ivor's party. 

B.umon ac Local Wormatioa 
1) ( 7) Ivor is hosting a birthday party tomorrow. 
2) ( 7) Lord Movor (ogre noble) bas planned a special surprise for Ivor ( lhe cake and 

1ieu,.c1ancer being arranged by Ingmart). 
3) ( 7) The hotel is crowded beeauae The Gilded Tusk, on the other side of the Commons, 

is booked eolid with important ogre peraonages who have been arriving for a big party. 
4) ( 7) A big ball is planned at Castle Ognard for tomorrow evening. 
6) (}) Conte98a de Verblain (ogreee) is seeking an expert thief for a special job (lhe 

poailion ill �eel - the job V/48 atealing the Gnoptic Chalice). 
6) ( 7) Additional aervants will be needed at Castle Ognard tomorrow. 
7) ( 7) Ingmart the Dwarf has advertised for an ogre belly-dancer ( Ingmart ill a talent 

aco-' hi IAe poailion hll8 been �eel). 
8) (}) An early caravan is coming to West Ogreville with a shipment of glacial ice wines 

from the winter vintage. 
9) ( 7) The Conteesa de Verblain is upeet beeauae one of her employees is overdue (the 

thief _.om Mc Airecl). 
10) (F) Ivor the Mage has propoeed marriage to the Conte98a de Verblain (II/hill he haa 

propoaed ill not marriage). 
11)  (F) An army of Dark Elvee have been gathering in the Darkling Plains region. 
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Eaat Orcadia 

Busine88ell in East Orca.dia which are open at this season (see mop) are: 
1) Livery at Stable (rumora 5,S,10). 
2) lroamonger - preparing for wagons and caravans arriving with trade season -

(nimora 1,S, 7,11). 
2A) AMLA OtBce (above the Ironmonger's Shop - rumor #10 only). 

3) �neral Mercantile - dry goods and groceries (rumors 4,5,6). 
4) Orcadlu Al'Dl.I - hotel &. dining spot - specializes in very spicy foods -·- most 

nimors are available here. 
f>) Tlberiu' Weapou Works - closed for vacation. 

f>A) The Ingmart Agency (above Tiberitt.$'S) - talent and booking agency (can be bribed 
- hired ogre bell�dancer for cake being baked at Tea & Potion Shoppe - rumors 
1,£,.t,6). 

6) Annt Agatha'• Tea at Potion Shop - meals and various orcish potions - run by 
sweet little old lady ore 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 
supri11e ("'mora £,8,9,11). 

7) Cobbler (rumora 5,8,10). 
8) Tailor (rumors 9,S, 7). 
9) Wuehoue (closed). 

10) D'Lambert'• Alchemy & Apothocary - run oy a 7th level Alchemist and three 
assistants, D'Lamberis boast a fine selection (uaually overpriced) of alchemic aids, 
notions, medicinals and miscellaneous concoctions (rumors 4, 1,9,10,11) 

I I )  Empty. 

Wnt OgrnilJf! 

Businesses in West Ogreville which are open at this season (see map) are: 
I) Saddler ("'mora 1,6,10). 
2) Livery & Stable (rumors 7,9,11). 
3) Ogrevllle Mercantile - dry goods and groceries (rumors £,8,9). 
4) Drongar'• - jewelry (jme tuak caps a specialty), notions and high-priced curios 

(rumora S,6,11). 
f>) The Glided Tusk - ho!A!l &. dining spot - specializes in ogre delicacies (see notes on 

Ogre qecia/ties) - most of Ivor's guests are staying here and most rumors are 
available from the staff. 

6) Madame Panival'1 Drea1 Shop (rumora 1,£,5,11). 
7) Ye Olde Bod)' Shoppe -- dosed for vacation (hot bath$ el eJ:ercise rooms). 
8) Der Wagon Worb - wagon &. carriage repair (rumors 4,6, 1). 
9) Wuehoue (cloaed). 

10) Tbargood'• Gamblbag & Sportmg Hall - roulette. crape and rards - reasonably 
honest tablee - hlg ogre bouncer (rumors .'J,8,10. 11\. 

11) Hugovor'• Bar at Bawdy Houe - the ogress belly dancer hired by l.ngmart lives 
here (rvmora s,4,5). 

12) Penaloa Ja.fBn - a residental hotel (largely empty at this season) run by a retired 
ogre-gla.diatQr (most all rvmora available here). 
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The caetle sits atop a high bluff a.nd is surrounded by outer walls of stone about twenty 

feet thick and thirty feet high. The walls a.re covered with thick vines (snapdragon 
orchi� - aee note following). The broad front gate stand& open during the day but ie 
cloeed at sundown. The outer wall is patrolled but these duties are treated ae routine a.nd 
little attention is paid to poeeible intruders. (After dark, there is a f5% chance in early 
evening and a 75% chance after midnight that the guards will be 441eep.) 

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 
guarohouse (quarters for the guar�) with a stable ya.rd and stable to the northeast. 

The caetle itself is a a tb�story etructlll'e. The lower walls are very thick with 
deep-set, narrow windows (glazed with p4'temed, colored g/488) oo three sides. The 
castle was originally built for defense but bas been extensively renovated by subsequent 
owners for comfort and coovenieoce. Entry is offered by ma.ssive double doore at the 
front, two smaller doore on the east side a.nd a single door oo the west side. (Nole: the 
"jaku" are located out.aide the "outhweat aide-door and al the back between the ca,,tle 
and the barracka.) At the rear of the castle, a low stone "shed" (acu//ery - area 1£) has 
one outside entrance which shows heavy traffic. Aoyooe calling at the front entrance who 
is not a guest or nobility will be directed to the eervice entry - the northeast side-door of 
the main building. 

<!!: astlr 



Saap-Dngoa Ore!Ud. 
Commonly found in both the Old and New Ogre Mountaina, snap-dragon orebids were, 

it ia commonly believed, originally developed aa a protection against raiding dragons. 
Today, these aemi-cvn.ivoroua plants are often cultivated along castle and fortreea wall.s. 
Capable of "biting" (1'4 p�nta damage eacla flower) through thick bide or leather, the 
orcbida are normally active only du.ring tht> day but, in times of emergency, may be 
arou.eed at nig.bt by uae of ce.rtain druidic spel.la. 

Tbe n.y Of Tlae Party 

About 3:00 PM, the thief hired by the Conteaaa de Verblain will appear in her bedroom. 
He will be unable to expl.ain hie preeence but he doea have both the Gnoptic Chalice (aee 
notu Hder Gno-ptic Cholice) and the Caduaeua Sword whoee recovery she bad 
com.missioned. After paying the thief, the Contessa will wrap the Chalice and the 
Caduaeua Sword and bave tbeee added to the preaents in the Banquet Room. 

The thief will be leaving the Castle about 4:00 PM but doee not Ir.now what baa been 
done with the Chalice. He ia carrying the gold platee and the ornamental daggers. 

Barpord l.lpt&agen 6th Level Thief Ore AC 4 HTK 18 
Armed with +2 stilletto and carrying 600 GP fee for robbery, Harpord ia not 
tallr.ative, liee well and convincingly but may be bribed. 

Gueeta 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 large box. This contains tbe birthday 

calr.e prepared at Aunt Agatha's Tea & Potion Shop and, inaide the cake, ia an ogreea 
belly-dancer aa per Lord Movor's orders. Her name ia Gwanda Glidwell (atage name, of 
c011rae). 

Gwucla Glidwell Belly-dancer Ogreae AC 6 HTK 12 
She ia well armed - tooth and nail - (3 atlacb / t-.,b - 1'4 damage / clawa 

- ldS damage) but her main threat ia that she will tallr. her attacker& to death (or, 
poaai6lf, aeclace t/aem)! 

Ga.me Muter Pleue Note! 

A liat of guards will be found under the heading Banacb, all others - staff and 
gueeta - are listed below. 

Ro-bold 
Ivor, Baron of Ognard AC 3 I HTK 24 I 8th level Mage I Room # 41 

Attack with Phantasmal Force (3) / Polymorph Self (.4) / Magic Miaaile ( 1) / Web 
(.e) I Fireball (3) I Charm Monater (.4). 

B•tler 
C-k 
Sc.SU, Malm (t) 
Upe&aln Malm ( .e) 

Statr (HD 4+1) 
AC 6 I HTK 16 I +2/+2 dagger (1d6+t damage) 
AC 6 I HTK 13 I +1 all lr.nivee (1116 damC1f•) 
AC 6 I HTK 11, 12 I +I all knivee (1d6 damage) 
AC 6 I HTK 12.,16 I +1 brooma, etc (1'4 damage) 
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Genad Yul (Mage) AC 4 I HTK 27 I 4th Level Mage I Room # 32 
Altack with spella: Sleep (1) I Levitate (.e) Burning Hands (1) / Magic Mi.eeile (1) I 
Web (£) 

Romar d'BlaJa (Mage) AC 3 I HTK 20 I 6th Level Mage I Room # 33 
Altack with spella: Enlarge (1) I Forget (.e) I Dispel Magic (S) Push (1) I Sleep (1) 
I Scare (£) I Fireball (S) 

Due Lav'pe (Mage) AC 3 / HTK 28 / 7th Level Mage / Room #  34 
Altack with spella: Shatter (£) / Slow (S) / Fire Trap W Un&een Servant (1) / 
Mirror Image (£) / Hold Person (S) 

Cout- de Verblaba AC 6 I HD 4-1 I HTK 16 I Room # 36 
Altack (£) with hat pine and teeth: ld6 / ld6 (<>f' 1Vhip if awilab/e: 1d10 damage). 

Ogre Matrou (S) AC 6 I HD 4-1 I HTK 15, 12, 1 1  
Room *8 40, 37, 35 Attack (£) with bat pins and teeth: ld4 / ld5 damage 

Ogre Mttclwate (£) AC 5 I HD 4+1 I HTK 15, 13 I 
Room #s 39, 40 Wearing dre!I! daggers: ld6 damage. 

Guest. (94 Ogre� £J Ogreuu) attending Buquet £t Ball 
(ruiding at The Gilded T-C) 

Ogre Mage #1 AC 4 I HTK 24 / 4th Level Mage 
Attack with spella: Magic Mi.eeile (1) / F.SP (£) / Burning Hands (1) / Knock (£) 

Ogre Mage #'I AC 3 I HTK 31 I 5th Level Mage 
Attack with epella: Jump (1) / Mirror Image (£) / Blink. (S) / Shield (1) / Shocking 
Grasp (1) I Forget (£) 

Ogre Mage #1 AC 4 I HTK 21 I 4th Level Mage 
Attack with spella: Ventriloquism (1) / lnvi.eibility (£) / Hold Portal (1) / Enlarge 
(1) / Levitate (£) 

Ogre Generali W AC 4 I HD 5+ 1 / HTK 22, 24, 22, 18 
Wearing dre!ll! swords: ld8 damage, +2 to hit. 

Ogre Noble. (5) AC 6 I HD 6+1 / HTK 16, 27, 23, 22, 16 
Wearing d� swords: ld8 damage, +l t-0 bit. 

Ogre Merelwate (6') AC 6 I HD 4+1 / HTK 18, 19, 16, 19, 18, 14 
Wearing d.rees daggers: ld6 damage. 

Ogre Matrou (8) AC 6 I HD 4-1 / HTK 16, 9, 16, 16, 13, 18, 12, 16 
Attack with bat pine and teeth: ld4 / ld6 damage. 

Ogre Matrou (8) AC 6 / HD 4-1 / HTK 16, 6, 13, 19, 1 1 ,  15, 14, 7 
Attack with nails and teeth: ld3 / ld6 damage. 
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All rooms (unleu Qlhenuise speciMd) are lit by globee of continual light. 

G•me MHter PleHe Notel 
Any disturbance on the Ground Floor has a 76% chance of alerting all pel"80ns 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 M.iD HaU. Two grotesque suits of armour stand on each 
side of the hall. These are very tall and each has four arms (they are lwr's jQkt and 
have ntvtr been used). 

When anyone enters the hall, the arms of the armour begin flailing the air. (They are 
nQI being cQntrQ//td fo uhil '' and have only a 5% chance of striking anyQnt taller than 

5 feet -- a hit dues ld2 damage. AnyQnt <1horter may - •f they have the ner11e -
walk past unmQ/esled.) 

Room 1) - M.iD HaU 
This large hall (150z70) is overlooked by a balcony from the Second Floor. 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, 
60z:;(/). A fire will be in the fireplace during the evening. (During the evening, mU8icians 
tuilJ bt sealed Qn the balcony and the main hall wiU be used /Qr dancing, tic.) 

Also lining the room are a number of ogres who appear to be engaged in various strange 
activities! These are aU lwr's deceased relatives and have been stuffed and mQunted in 
pQslures (tableaus) characteristic of of their occupations (or preoccupations). This is the 
normal custom among ogres of good family. 

,.,. The /Q//Qwing descriptions are optiQnal 00 

•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 -
Occvpalion: Hangman. 

•a• Two ogresses are standing buddied 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 pompous dowager orge88 is looking over the dance floor 
through a hand-held opera glass - PreoccupaliQn: SnQQp. 

•o• Also on the balcony, a fancy-dre8sed ogre with drawn sword who is about to prick 
the dowager in the appropriate location - PreQccupation: Duelist and Practical 
Joker. 

•E• Near the bottom of the stairs - a very formally dre8sed ogre who appears to be 
watc:hing for aomeone to descend the stairs. In his pockets are small, very sharp 
knives, needles, thread and he is holding a measuring tape - Occupation: 
Undertolcer /Tazitlermisl. 
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•p Standing beeide a window (necA: c'faned lo peer out) is a male ogre dres6ed in 
mottled green. He is holding a bow with a notched arrow - Preocc•pation: 
Hunler. 

•G• Standing behind the hunter, a ogre figure holding a dark cloak to oonceal bis bands. 
Cloee examination will reveal the eecond figure is slitting the purse of the hunter -
Occ•pation: Thief 

•H• Around corner near entrance to Room 4. a rather overdressed femme fatale. Her 
right hand, behind her back, is holding a half-empty bottle of Berte Au Glace -
Preocc•pation: Luah/Tari. 

•J• Around corner, next to Tart - an older ogre, very smooth d�r. bis left band is 
strokillg a well polished tusk while his right arm is holding Tart (hi$ hand i3 
reating on her bullocks and applying a pinch) - Preoccupation: Rake. 

Room 2) - Mage'e Office / Laboratory 

Contains numerou& books and alchemic equipment. The tome11 are written in archaic 
High Ogrish (10% chance to be read by other ogres. 1% by other races.) A "daybed" is 
next to the west wall. 

•K• An older ogress stands near a worktable mixing a gooey subetance in a eballow 
bowl (her skin bas a faint violet tinge) - Preoccupation: Poi4rmer. (The mixture 
in the bowl does Jd4 poiDts of damage on contact I ld2 points per round until 
cured - Ivor makes it freflb every week - she'd have wanted it that way.} 

Room 3) - Library 

Empty shelves except for a few volumes of pornographic art (of ioterest only to ogres or 
students of comparative anatomy). The room is furnished with two tableti and seven 
overatuffed cbaira. 

Four + ld6 males ogres will gather here during the ball 

•L• A very old ogre is seated on a stool bunched over a table by a window. He appe81"8 
to be writing on sheets of foolscap (the ink and quiU are both dry . . .  but so is his 
manuscript) - Preoccupation: Hi4fon"an. 

The manuscript is a very dry account of family history and ends io the middle of 
a word - be was pre9erved as he died. However - the third sheet down recounts 
bow the Gnoptic Chalice was stolen several centuries earlier from Ivor's 
Great-great-great-grandfather - and includes an account of the theft of both the 
Chalice and the Caduceus Sword. 

Di1eovery of lhi4 manv.acripl is one 11olulion to recovery of the Chalice. With 
lhi11 proof (and references and details contained in the mantu1cripl), AMLA will 
be no longer be liable for reco11ery of lhe Chalice . . as ii is now . in 
poueuion of ila proper owner. 

Room 4) - Butler'• Pantry 
Thill ill the Butler's office (AC 9, HP 18). Dinnerware, silver, candles. candle etick.s, 

etc are kept here ae well a.e a large rack of wine. The Butler will be found here 21>% of the 
time, otberwiee be is �nding to duties in other parts of the castle or in bis room on the 
Third Floor. He caniee a +2/+2 dagger concealed in bis clothing. 





Qay 8li 
._ 5) - .... ._ (Uri) 

Lota of mi9cellueou items iDclllding two brobD sworda, a Bplit .cabbud, three claain 
in varioaa .tat. of dimepair, boxes of old Uo. and clothing, aa overlooked keg labeled 
"pickled dwarves feet" (sd"°"J pip /uf - � oil •"" ,,oilc4). 

a- I) - CIDU ._ 
Normally empty except for two broken umbrellaa ( -.n., Cle 6nqNt .,.4 6.U toiU 6e 

ued /<W cloaka .,.4 -apou hl()ftfitaf to ,..ata). 
Room 1) - Ga.me Boom 

Two nooker tables, racb of cues, traye of ivory snooker t.lle, card tables, etc. (Dvitsf 
fM •.U, 6+1tl6 male Of'U toiU be fatMrel lef-11 /01' lritsb W ._,,,., .Coriu.) 

•M• AJJ. ogre and an � are -ted at a green bUu table. The male ill holding aix 
cards in hie hand (three kinp and three emperors) while two eceptere are tucked in 
his collar, a king ill up his left sleeve and thne knaves - in his right sleeve. The 
� ill holding 6.ve carda (all ecepten) bot she aleo bu two kings, three eceptens 
and an empereee concealed in her lowing hair. Tbe1'I! ia 110 card deck OD the table 
but each tlgure hu two or three decb concealed 011 their pe� - /Teocc.,aticm: 
Okiou. 

._ ., - Cook'a Q-rien 
Contai.ue a bed, twenty cookboob 011 a shelf (ogre and ore cuisille) and a chltrerobe with 

her clothing. Nothing of any great value in prwent he� The cook ill normally in the 
kitchen. 

._ O) - Stain Dow. (lari:) 
Th- stains lead down to the Dungeon Ana - see Dus- ..d Uiideapoud . 

._ 10) - Pa.try I Store a-
Bine of dried vegetables line the walle while shelves hold p�rvee and jellies. Spiaie 

and herbe are tied in bundles hanging from the roof along with b&IDll (tl�). ch­
and eaueagae (compoaitioa •._). 

A locked cabiHt in the SE corner holds kep of cooking sherry. 

2- 11) - �  
This area ill normally very bllS)'. The &replace (NE comer) ill large enough to hold an 

entire ox for routing and is always busy. Doors ex.it to the 11eullery (1.e), the pantry (10,, 
the banquet hall (13) and the main hallway. 

The chef, a Vffr'Y large ogre, ia alwaye here during the day and ill usually aided by two 
llCU!lery maid.I. During preparationa for the banquet, there will be four other orgee 
(c.teren from Tiu Giltlel Tu.t) in the kitchen (AC 5 / HP 16, 15, 11, It). All will 
- knives for weapona and are +I to att.clt with th-. 

· 

During prepvatiom for the banquet, ldlO of the ogre guards may be hanging around 
the lt.itchen - during tlle banquet and ball, they will be doubli.ag u eervute. Other 
1111rvante may come and go. 
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B.oom 12) - Sculleey 

Uaed for cleaning pots and pa.ns and storing extra cooking ve5aels, this is also a major 
traffic route. Lighting is provided by globel! of continual light. 

B.oom IS) - Buq11et Ball 
The room is filled with trestle tables flanked by benches. A fire will be kept in the 

fireplace during the evening. Lighting is provided by globel! of continual light. 
This will be a bu.sy location prior to the banquet as preparations are made. The 

presents for Ivor 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 will not arrive until 3 PM 
the day of the ball! Other presents will include: 

Seven sets of jeweled tusk cape Two cases of Noir Au Giace 
One set of filligeed tusk cape Two case of Dragon's Breath 
The Caduceus Sword Three lbs imported Pipeweed 
Three books of Ogreish pornography A box of hashish stogies (50) 

J he, <&�� '(Jhdi.u, 
The Chalice is a highly magical device but it is also crocked! The Chalice bas a 

95% chance to grant any wish which is not delibmitely made! Anything which the 
person carrying tbe Chalice says, unless they e%pecf it to happen, bas at 96% 
chance of being true in some fashion! This applies to virtually anything said or 
suggested. 

The thief wbo stole tbe Chalice had been delayed ll!ld was afraid that be couldn't 
deliver it to bis employer on time and said "I wish I co.Jd get to Castle Ognard 
&, mid-afternoon on Ivor's Birthday". As a result, be appeared at tbe Castle at 
3:00 PM but does not remember bow be arrived. 

The Caduceus Sword is a magical device wbicb does no damage but will heal Jd8 
points of dama� to anyone it strikes. Its value is estimated at 12,000 GP but it 
originally belonged to the Ognard estate and was stolen at tbe same time as tbe 
Gnoptic Chalice. 
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(O� � 
Atta 14) - Stablee (dork) 

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 li) - Tackroom (ezil from Secrtl Tunnel / dork) 
Contains aa.ddlea and other gear as well as a bin of oats and two salt cakes. A hidden 

trapdoor is located at (X). 

The Barncb 
Thia structure is wood with a flagatone floor. The following personnel will be found 

here when sleeping or (a,, indicoled) when on duty: 

Armour clouts on dut11/off dtity. Guard Poet Castle Barrack.a Town 

Guard Captain 23 HTK / AC 2/4 
Day Time 01-40% 41-00% 61-70% 71--00% 

Night Time 01-20% 21-6-0% 41-80% 81-00% 
Banquet & Ball 01-20% 21-89% 90-00% 

22 guards 4+1HD I AC 3/6 
Day Time 6 guards 6 guards 6 guards 6 guards 

Night Time 6 guards 2 guards 10 guards 4 guards 
Banquet & Ball 10 guards 12 guards • • 

Guards' HTK points 11,  21, 17, 11,  14, 16, 16, 13, 19, 17, 12 
( • pa.rda will be dOtibling 08 aervonta) 19, 22, 17, 12, 13, 16, 1-0, 10, 17, 22, 16 

Each 20x20 room is shared by two ogre guards. There is a 30% chance that one guard 
will be asleep in any room (1096 cha.nee /or lwo guards 4$leep). Any disturbance will 
arouse the other guards present in the baml(:k.s. 

The rooms will otherwise contain spare uniforms, canvas bunks with straw mattl'el!l8etl 
(and /feoa a.nd licks). There is a 10% chance in any room to find ldlO silver pieces and 
2dl0 copper pieces. Off duty guards will be armed with short swords and daggers. 

B.oom 20) - Capta.in-of-the-Gua.rda' Qoarien 
Lighting is provided by globes of continual light. The Captain'& quarters are larger and 

cleaner than the other room&. Three sets of loaded dice and two pack.& of shaved cards are 
hidden along with 160 GP, 231 SP and small change. Tbeee are concealed in a cavity 
under a IOOlle flagetone beneath the bed. 

B.oom 32) - Armory (da.rk) 
Contains four dozen ewords, twenty pikes, two dozen maces, 10 croeebows and 

miscellaneous other weapoDll. 
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Each room oo this floor (vnleu otherwise specifmI) contains a bed and a chifferobe 
(free-standing closet) and is lit by continual light globes. 

Game Master Ple.ee Note! 
Any disturbance on the Second Floor has a 75% chance of alerting all persons oo 

that floor and 30% to alert anyone oo 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 Barracks, all others are listed 
under Staff' " Gue11ta above. 

The north wall, unbroken by any windows, conceals a secret passage which 
connects rooms 35, 36. 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 
io a stone wall. The wall will pivot. however, to connect to an underground 
passage (see Dungeon ud Underground). 

To the west, a second staircase leads down behind the fireplace in the Banquet 
Hall where a stone door wilJ pivot to allow escape through the fireplace (and 
flooding passages with smoke if frre is burning). 

Room SS) - Guest Quarten 
This room is occupied by a 4th level ogre mage (Gerund Yarl). His equipment is 

protected by "Sylvester's Sticky Surfaces". Any attempt to investigate will require a 
dispel magic before release is po8Sible (a dispel ma!l'c ho.8 80% chance to releuse a bottle 
imp inside his carpet bag). The bottle imp is the only item of value (15 HP / attics 2 / 
1d6 points each / AC J) 

Room SS) - Guest Quarten 
This room is occupied by a 5th level ogre mage (Romar d'Blain). His equipment is 

protected with a "forget" symbol inside the opening (no save - lasts Jd4 hours). 
Another "forget" symbol is inside the chifferobe with his clothes. Purse contains 50 GP 
and a Ring of Disaster. (Anyone wearing the ring will always fumble everylhing.0 

Room M) - Guest Quarien 
This room is occupied by a 4th level ogre mage (Due Lav'pe). His equipment is bidden 

io a small bag inside a larger one. The larger bag contains four scorpion gems wrapped in 
black velvet. These look and feel like rare carved gems until exposed to light for one 
minute. Then they become large scorpions (HD 1+1 1,5,6,4 / altk 1 / Jd5 / AC 4). 
The smaller bag contains berbe and powders as well as 23 GP. 

Room S6) - Guest Qaarien 
This room is occupied by an ogress matron. The chift'erobe is fille<l with fancy clothes 

and bats (mostly ruat and orange). A square bag under the bed contains cosmetics. 
Fifteen GP are hidden in the coldcream. 
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Room S6) - Guest Quartere 
This room is occupied by the C<>ntessa de Verblain. The chifferobe is fi� with dresses 

(black) and a large stack of hats (black). Under the bed i8 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 37) - Gueet Quartua 
An OgreM matron occupies this room. The chifferobe contaiD8 fancy clothing (all in 

pink) and stacks of hats (all in purple). Hidden at the foot of the bed is a purse with 27 
GP and a poisoned dagger. 

Room 38) - Gue.t Quarters 
A matron og1'e88 occupie11 this room. The chifferobe is filled with dresses in chartreuse 

and organdy with hate to match. Three bottle11 of wine a.re concealed in a case under the 
bed (theae are liberally doused with a l01ie potion). 

Room 39) - Gueet Quartere 
The room is occupied by an ogre men:hant. The chifferobe is filled with plain and dress 

dothe11 with a small leather case sitting in the bottom below two pa.ire of boots. The case 
contains samples of herbal mixes, sale11 literature and order forms - nothing of immediate 
value. 

Room 40) - Guest Quartere 
The room is occupied by an ogre men:hant. 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 (twelve vintagu) and four silver goblets set with amethysts. (Half of 
the winea are laced with very potent intozicants.) 

Room 41) - Mage'e Quarien 
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 erotic )Xl6tures. 

Two chifferobes agaiD8t the north (anglecl) wall contain clothing ( a  skeleton hangs 
behind lhe clothea in each closet). The lifesized statue standing by the door is oot a 
statue (close e:raminalion will reveal tazidenny work - the "statue., is foor's fauon"te 
aunl). 

•o• Standing by the door (inside the room), is an og1'e88 dressed in a ftowing robe. She 
is holding a coiled whip in one hand, a set of broad leather etra.Jl8 in the other. 
(Under the robe, she is wearing high leather boots and little else - she wa.s Ivor's 
favorite aunt.) Preoccupation: Kinky. 
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All rooms on this level (unless otheruii.ae noted) contain a bed and a chifl'erobe 
(Jree-atonding closet) and are lit by globes of continual light. 

Gam� Muter Pleue Notel 
Any disturbance on the Third Floor has a 75% chance of alerting all per80ns on 

that floor and 30% to alert anyone on the Second Floor. Attempts to recover the 
Gnoptic Chalice by fol'(;e should bring m&88ive retaliation by the staff, guards and 
guests as well as Ivor the Mage. 

A list of guards will be found under the heading Barraeb, all others are listed 
under Stafl' &t Gae.ta above. 

Room '2) - Maid'• Qaarten 
The clothes are obviously the maid's except for one robe which could only belong to 

Ivor. 

Room 4') - Maid'• Qurien 
The clothes are obviously the maid's except for one coat which could only belong to the 

butler. 

Room "l - Butler's Quarters 
The clothes are obviously the butler's except for one maid's outfit. 

Room 46) - 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 48) - Scullery Maid's Quarten 
The clothes are obviously the maid's except for a tunic which could only belong to the 

Captain of the Guard. 

Room 41) - Scullery Maid's Quarters 
The clothes are obviously the maid's except for a chers hat. 

Room 48) - Vacant 
The room is vacant. 
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Built originally to bold pri110nel'8, the dungeon area is fifteen feet below ground level and 
unlit. Anyone thrown in one of the cells will be stripped firet (their p<>Me88ioos will be left 
in the storeroom - room *6). The ba.rred cells are very rusty, the binges squeak loudly 
and the lock.ii are stiff and difficult to unlock (or lock) except for Cell F which ie well-oiled. 

A secret passage exits at the south end between the two rows of cells. 

Cella A-D (dark) 
These cells are each JOxlO. heavily barred, with stone Boore. These are unfurnished 

except for scattered straw for bedding. 

Cell E (lit) 
This cell ie softly lit by a shaded globe of perpetual light and a variety of torture 

instruments litter the straw in the cell: thumb-screws, whipe, branding irons, 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: 
/nqv�itor. 

Cell F (dark) 
This cell is u.sed as a wine cellar. Three hundred + ldlOO wine 

bottles a.re racked inside the cell. The butler has the only key. 

Area G) - Secret PHn� ( darit) 
This passage exits from the dungeon via a secret door between the • 

two rows of cells. The passage is five feet wide and the ceiling is 7 feet l 
high. Where the passage jogs east through the castle foundation, a 
secret door offere access to a staircase leading up to secret passages 
connecting several rooms on the second floor. -, 

While in the underground portion of the passage, 
there is a 50% chance of encountering a Demon Dun qeo 
Worm (see notes following). L fl-r� 

Room H) - Cbmber (trap / dark) 
Pa.saage ends in a 26x20 room with Oagetooe Ooor 

and stone walls. A heavy wood door, bound with 
iron straps, is opposite the passage. The door bas 
no handle or obvious means of opening and no 
hinges are visible. Cloee examination will reveal a 
crevice in the stonework to the left of the door. 
There is a b� lever inside the crevice. 

U the lever i9 pulled, the north half of the 
floor will drop, hinging from the center of the 
room. Below ie a 27x22 pit, 23 feet deep. 
When no weight remains on the floor, it will 
slowly riee bad to nonnal position and, with 
an audible click, becomes 110lid again. 



Tbe door opem by puehing on the bottom eedion. Iron etraps cover breaks in 
what appea.re to be a eolid door but the bottom two-thirds of the door pivot 
horizontally about their center. The Boor on the other side (Area I) ill t� feet 
lower. 

ll.oom I) - Cllamber (trap / dark) 
Pueage enda in a 20x20 room with Bagetone ftoor and stone wa.lle. A heavy wood door 

bound with iron etrape is oppoeite the p�. The door hae no handle or obvioUB means 
of opening and no hingee are villible but examination will reveal a lever in the stonework 
on the right eide of the door. 

II the Iner i. pulled, the eouth half of the Boor will drop, binging from the 
center of the room. Below is a 27x22 pit, 20 feet deep. When no weight remains 
on the ftoor, it will slowly rise back to normal poeition and, with an audible click, 
become solid again. 

The door opens by pushing on the top section. Iron straps cover brea.ke in what 
appears to be a solid door but the upper two-thirds pivot horizontally about the 
center. The ftoor on the other eide (Room El) ie three feet higher. 

Tbe Pit (dark) 
The pit area is twenty (or ft0enfp-fhree) feet below the floor surface, twenty-eeven feet 

wide and twenty-two feet long. The wa.lle are emooth, dressed stone and offer no hand· or 
foot-holds. 

There ill a 60% chance that the Demon Worm will be waiting here Cor someone to "drop 
in� 

-

� w� 
Cbaotlc:fEvil A&tacu: I ( Touch) Dama�: 2d8 
hte�ce: Low mt Pomt.: 10d6 A/C: 9 (Special) 

The Demon Worm appe&n! eimilar to a "Purple Worm" except Cor the blue-white 
coloration (glowing a soft-111hile in darkneM) but ie a true demonic manifeetation. 
Thie 'worm' is unaffected by normal weapons, talr.ee only 1/2 damage from "magic" 
weapone ( +e or better) but takee double double damage from all Holy weapons or 
clerical attacks. 

The Demon Worm attacks by touch and makee all attack.e againet Armour Cla88 
10 (ezcepf /or Holy annour or dezferily bonuse$). The Worm also ha11 natural 
paeewall abilities but will not leave the eecret corridors, being conetnt.ioed to patrol 
the paeeage and under geae not to attack Castle Ognard �ident& or employeee -
a "watch-worm", if you prefer. 

Room J) (Area 15 / dark) 
A ruety metal ladder leade up to a 2x2 trap door. The door ie covered with dirt and 

etraw above. Indicated in the 11table tackroom by (X). 
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Fenchelchen 's Binding Twine 
Fog &. Cat's Feet 
Foresta of Nigbt 
Fox & Gooee 
Fox, Goose &. Coro 

Cue Of Tbe Gnoptic Chalice 
CasUe Ognard 
Cat &. The Fiddle 
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63 

Framu 'e Accellerator 
Fraternal Order of Dragons 
Gauntlets of St. FallweU 
General Enviroment 
Ghastly Manor 

Cenobites of Solitude 
Chagragor 
Char D' Labrum 
Charaeter History 
Character's Family 
Ch� Ethereal 
Chicken & Egg 
Clan D'uski 
Cloak & Dagger 
Cot1$tal lnfluencea 
Cock & Bottle 

" 
'° 
63 

8 
8 

64 
64 
" 
69 

Gilded Tusk 
Gnoptic Chalice 
Gnoais Earring 
Goat & Compass 
Golden Applee of the Suo 
Golden Dustman 
G005e &. Gridiron 

10 Gray Fog of the Warlord 
61 Green Mao & Still 
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Qui] 96 In�>: 

Hammer & Scythe &9 MMter De Van'an 's Medals SS 
Hand in the Glove 62 M<Uter Heimd's Sta,...Seeds M 
Hang01Jer Cures 6 Master Sigismund de/ Sarto's Go/ems Si 
Hat on the Bed 60 Master Thrun c 'Voblor 's Ships u 
Heart& of Oak 61 Merlin's Cave 59 
Hengist & Horsa 62 Mermaid Tavern 6S 
Hernandeez' Codpiece 18 Mermaid in the Zodiac 59 
Hierarchy of Threes 4i Merov - Mother Cat-Goddess 57 
High Stygian Censor 16 Mikel-Stuffed Blanc-Worm 68 
Hon of the Never Mountains " Miryagor 40 
Hound(s) of Justice 50 Miser's Carbuncle %9 
How The World Began 49 Modem Wampyr Culture 66 
lmbalkis 57 Mogro's Elixer 6 
lnfof'TTlation Brokerage SI Mountain lee- Wines 69 
lnfof'TTlation Rates SS Mouse-King's Ring " 
lnm It Taverna 59 Moving Finger 59 
lnroa 53 Nine Forgotten Ones OS 
Intoxication It Effeds s Noah's Ark 6S 
lntrt>Delian Frothblowers' Concord 46 Noir Au Glace 69 
lvarian's Anti-Al.k 5 Noraln's Crinis du Canis 5 
Ivor, Baron of Ognard 16 Oak, Ash & Yew 61 
Ivory Tower 62 Obitius iO 
Joe'" ii Objects of Unceriai.o Valaee 16 
Joe's Grill i9 Ogre Bevengee 68 
Jolondi 53 Ogre Burial Cualoms n 
Kalma iS Ogre Caltaree of Deloe 68 
Keepers of the Web 46 Ogre Life It Co.etom 10 
King Lud 62 Ogre Physiology 70 
Korzibsky's Genie SI Olive's Oil 5 
La Belle Dame Sans Merci 61 Open Market n 
La Belle Sauvage i9 Orcadian Arms 60 
Langke's Eyed.rops " Orphan Adoption Table 9 
Last Rose of Summer 61 Orphans Not Adopted 9 
Le Ceour de Lion 47 Other Gods of Deloe iS 
Legends of the Broken Lands S7 Palike 52 
Legion of Chaos 47 Pan tole 5 
Legion of No Return 47 Parcae Iii 
Lemiao Potion 6 Pickled Elves Ears 68 
Lens of True Wn't 20 Pig & Tinderbox 64 
Lillies & Langours 6S Pipe & Fiddle 6S 
Lime And Ale 62 Plotinus' SlaJe-Tray 19 
Ma-gruk 5S Popular Diversions & Unuaual Services 14 
Mad Mhior Cn/Umen of Deloe 33 Port Influences JO 
Magickal Ted1nologte. 41 Poseidon's Sea-Horses 58 
Man Bites Dog 60 Potion of Special Memory 22 
Man Io The Moon 6S Powers It Gods 49 



Jnbrx 
Prevenliona. (�urea f4 N11liv� 
Priest Who Threw Soup ,\t The Wall 
Priam as 
Pro'lix 
Queen of Rumania 
Rabbit & Hat 
Racial /nlo:ricalion Adj...,tmenla 
Ragg� Staff 
R.apture8 & R�s 
Red Sky at Night 
Riding Beggar 
Rorgan 'e Restorative 
Roee-Red City. 
Rouge Au Gh1.ce 
Rovarian 'e Emetic 
Rural Apprenliceahip 
Rural fn/fvencu 
Semira.mie Bar 
Seven St1U'8 
Shade Of Dori.st 
Silence 
Siogiog Sanda 
Sir Jobo Fa..letaff 
Smootbeet'e Syrup 
Soap-Dragoo Orcbid11 
Soow White & R.oee Red 
Snowe or Yeeteryear 
Soleciam of the Fau Pu 
Solip&m of the Hive-Mother 
Sou or Suction 
Strrm-
Swan & Harp 
Swan With Two Neck.a 
Td1aorllmer'a Blindneu 
Tec:bologkal Mllgicb 
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.,.,.,,,,,..�t l.t T•·a!JOl Ol 
'/'emplurs t .'f The /lulcnuwu I :mU. 'd 
'l'tmpvral /)1,,placemenl ?'obit :! 1 
1'he Jo111al1ty i'l 

TIJUutJ&uJ Hearl11 utl 
'/'ho...,and SoM uf Simon V'llal '8 

Tune Vi,,pla«d Odu·cry SJ 

'fim< OJ ll<LurninJI 72 

Tonio·,, Camera Obacura 41 
Tonio's Guger (:oun/cr 41 
Tonio's Wheels <•/ Warding 42 

Tortoise & Hare r.11 
Tybalt 66 

Tynbal r.s 
Unccr'" Cemalonea 16 

Union Of Symbiotic F:nliliea •8 

//rban Apprenhcuhip 11 

Urban Influence" 9 

Vani,,hing Crankor 26 

Venereal Dmeues 26 

Verdant Sodalily •8 

Wa.mpyr Tribe& or Deloe 66 

Water io the Wine 62 

WoJera Of The Grey S8 

Wave &. Moor 61 

Web Of The Noa S9 

Well-Tempered Clavichord r.o 

Weet Ogreville (map) 78 
White Griffin 62 

Wierdling so 

Wool-0-The-Wiep 841 
Worm in the Apple 63 
Y'Mali D'Naor " 
Zorak'a Special 7 



Arhitin illiurs! 
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-cha.ogiog, ever the same, Arduio. 

From the ancient and dusty legends of a dista.ot and shining pa.st comes the first of the 
New Arduin Trilogy: 

m�r most (gritrurir, 
Arduln Grimoire IV - 19.96 

Your passport to the drea.d "uoderdties" of Arduio. your invitation t-0 the holidays and 
festivals of this oldest a.od grandest of all legendary worlds together witb new spells. 
alchemical concoctions, mystik artifacts, strange new character races. a compendium of 
ruses, tricks a.od traps . . .  and much, much more. 

But your journey has just begun a.s we take you to the realm of: 

bk mt-rams 
Ardoin Grimoire V - 18.60 

Visit the street-gangs of Talismoode', investigate the infamous "Black Metals" and the 
silks of arachnid origins. learn the secrets of Ore alchemy, "Rogue" magiks, new spells and 
Prismatic Walls. Here too you will hear of the Gladiators and, a rare breed indeed. the 
Mioi-Dracs as well as other new monsters and more. 

And now - at long last - Dragoo Tree � brings you to: 

m�r fbjousr of tqr �Ristng � 
Ardoin Grlmoire VI - 19.96 

Learn new ruagik.s for Druids. Priests, Runesingers and Dragons; bear of the Old 
Legends and the Old (but not forgotten) G-Ods of Arduin. Here also. you will encounter 
both the Street Urchins and tbe Beggars of this ancient and wooderous world. sample the 
foods and beverages of region (beware the poison$ of the Arduinian A88assins.') while 
Bards work their magik.s for your plea.sure. Included are Rare and Legendary Gem!'. new 
mystik artifacts, and natural denizens and monsters of the world beyond tbe Ebon Gates. 

� �  
illrngon C!Jrtr farrss 

1085 14th St - Suite 1502 
Boulder. C.Olorado 80302 

Mail orders welcome - add 11.00 shipping and handling 
Send Sell-Addrused. Stamped Envelope for Catalog 



ft! Drw Brlrosrs from Drlos! m 
� Or&nn Vook of t� Ol>oo --- $9.95 

The vade mecum or the Planes or the Aby88 and the multitudinous realms of the 
Neather Worlds, The Delian Book of the Dead includes a dastardly miscellany of new 
trape, poisons, artifacts, devious Delian spiders, Master Thracian's Apologia of Grave 
Robbing, two new character classes: An:heologist and Deceased . . .  and more . . .  

Absolutely essential . . .  the one volume which no Gho81 (or Mortal) should be 
without . . . A. Bien:e ··· Stygian Review 

Dryonb � furro Dol* - $.B.95 
Delos is a strange and wonderful land and, herein, you will visit the Heavy-Metal and 

Inverse 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, 
cuhures, commer<:e and cosmology 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 . . .  regardlese of your rule system . . .  

monstvrous Oiui)llfklns of Orlos -- $9.95 
In Delos, Monsters aren't always . . . . Visit the Ogre Nations of Delos, travel the 

Forests of Night to meet the Wampyr and Wool-0-The-Wisp and explore the legendary 
Broken Lands. As you journey through the Moruteroua Civilization.s of Delos, you will 
learn the real perils of succubii, how to get a giant drunk and (maybe) what bas become of 
the fable Gnoptic Chalice. 

Xe.<i>! .A :JJekvn.-� � 
� �ttvn Qnlf)s of Ooiln -- $6.95 

Why would anyone want to steal a package of Lotus Petals? Unle88 be can find out, it's 
probably back to the farm for young Gavin of Moonlark, lowly Son:erer'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 Forgotten Paths of Dailn take you deep into mystery 
where l'.'.Q!! are the hero and success and failure hinge on your decisions. 

(01.Jwr. ;JJekvn,-� � 'f5<Yminvt :f_,,J 
Bl t:Jf)nf 6itftrs & (MJ)itt's Xnn 

� �  
0rt9>n Ortt QrtSS 

108.5 14th st --- Suite 150'2 
Boulder. Colorado 80302 

Mall onlen weJcome ··- add 11.00 ahippmg ud luiadllag 
Sud Sell-Add.-d, St.mped llllvelope (or Catalog 



Tile Book al Adada - 17.50 
Contains over 200 new magick items with complete descriptions, 

state, prices, powers, WM!8 and misuees. Aleo included are rules for 
playe�haracter coDBtruction of magick items in a mana-rich (i.e. 
Pu-eemage ond Ji\imhle) world. Any flnt level spellcaster can make a 
Sta.tr of Power . . .  which will do � . . .  but watcla oat! 

Ama .. M•hal Wut. v.r - 16.oo 
Four low-level modules suitable for U.iMirag players. Moet Amuoa 

M•taal Life A..uuuee jobs involve reecuing prieonen or recovering 
bodies of policy holders and returnmg the for resurrection . . . but not 
always! Expect the consistent, sneaky and devious! 

Dae Book al PW. I - 11.50 
Here are Tot1em Tales from Deloa - a totally new k.iDd of generic 

gaming supplement providing plot outlinee for over 30 adventures to be 
ued as the basis for an original game or ineeried into ready-made 
modulee of any game system. Each ecenario includee detailed rumors, 
pre-dungeon clues and encounters, NPCe, etc. 

Tlae lluclbool al Traps ud Trleb - fg. gs 
A modern rendering of the Asure MS of Master Engineer Humphrey 

Tappe.rcoom (Au The Bl•e Book of Hengi6'), this detam over 100 
fully-statted, ready-to-play, dungeon traps whether Magickal, 
Mechanical or Techno - Low-level, High or Su�Complex, No 
U.taat-IUler traps are included! Theee are ploreble trape - cluee 
preceed them, eecape is poesjbJe and requires braiDS, not monte-haul 
hardware. 

'fte Dngoa Tiee Spell Dool - 11.50 
Includes more than 200 spella ind.ud.iDg two New typee: Drqoa 

M.gieb and lero Lnel Spelllt Al8o included are excerpts for 
Theologian Newton's Theory of the Four Manu - a unified field 
theory of the four major magick systems known in the gaming 
Multiverse, check lists for constructing your own magick system and 
rule8 for Impromptu Spelle. 
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