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AN EDITORIAL by

Edward R G. Mar liller

Hello Faithful Re.:lers. I'YI!: received many letters
and answered surveys. and we are busily diantinq
your opinions. Even now we .... .djustinq our (ormat
and appe.nnee In order to make a better magazine
for you.

We have three new headers from Maurine Starkey •
.. very fine artist we hope to see more of. SCl"Hn
Scenes has been put aside for now. but may-l)eliack
I'i'l'ine future. Our flctlon is now getting the space
it dnerves. as well as fine art..ork cr.ated sped­
Rcally for thtl story.

Next issue will see The Morrow Project Report
under90 a concept chanqa th.t will make Bill's
column helpful to all of the "After the Holocaust ­
type games" available.

All of us here welcome it new artist to the Guild,
Wes Crum from Carbondale, illinois. Wes will be
dolnQ a lot of mven for Judges Guild products.
including the Peqasus. so walen (or his fine work
(... PSlSt! Check out this issue's cover!).

In the "Whoops Department". It seems that we
mistakenly credited Russ Steffens for Kevin
Siembieda's cover and oolor last Issue. To both
men. I sincerely apoloQhe for the mix-up. We
were scheduled for a Russ Steffens cover. but
slow mall service caused us to substitute Kevin
Slembleda's work at the last moment.

This ISlue oontalns many Items of Interest.
Including A Cuide to Cor,Y.!:.!.9..!:!1 by Stephen R.
Marsh for all of our asp rTngWriten. Then. for
the sclentlfically-Inclined. George R, Paczolt pre­
senti us with A DUll Pur~se Program For Melee/
The Fantasy Trip, Dave erlng reports baCk from
an Intra-system Journey to Jupiter. Saturn.
Uranus and Neptune, with news of scientific
Interest to all 5FRPers.

We have the second part of To the Beast, by
C.J, Henderson, for you. and a flne comedy/
mystarylfantasy story by Ken 51. Andre, entitled,
Murder at the Ruptured Troll.

Speaking of Kan. if you'd like to read more
of his fictkln, there's a brandy-new magazine on
the stands called. Oracle. which will feature fiction
by the best fantas.y-i'nCrscience-fidlon authors.
Oracla '1 futures a story by Jessica Amanda
~mOnS<iO. The Fabulous Sea Below. as well as
Kan's own. ManarlkOr. Future Issues should see
stories by Roger Zelazny. C.J. Cherryh. and
other top-name authors.

Oracle Magulne comes from Detroit. Michigan.
where Dave Lillard works hard as the editor (not
an easy lob at all. let me assure you), Look for It!

Next Issue will see the first sdence-fictlon
Issue of the Pegasus. We have many top-notCh sel­
f! articles for you, take a peek into The Crystal
Ball (page ") for a preview of what's coming up.
--And so. that brings us to the end of this edi­
torial. and now I can qet back to creating more
surprises and adventures for you. both in this
maqazine and in other Judges Guild products.

MEMORIAL DAY CELEBRATION

PIon of M.re S\lmfMfIon. lhen John..-l
Diinli Mort;""", with I"i~ie BIedww III
ItIt bldtground
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Andre sat beneath a large pine.
listening to the rain. The trees grew so
closely together where she sought shel·
ter that hardly any rain could squeeze
throuW1 the tightly·locked branches.
All about her rested the pack of Blood­
smile. Only females lay close to the
young witch. The males were stationed
at points spread throughout the grove.
Out of the darkness, Bloodsmile ap­
proached Andre. He pawed the ground
in patterns, adding a growl from time to
time, telling the Lomonian that none of
his people had seen the gargor. She
answered in kind.

*Bloodsmile is great, indeed. I
thank him mightily for his protection
and friendship·

-It is understood- answered the
wolf. -Bloodsmile's people know the
ancient pacts. We are of honor. We
would not forsake you-

Andra smiled. She raised her hand
to say more when a sudden howl
pierced the grove. It was Mauler,
Bloodsmile's brother. All of the wolves
strained to the sound. It came agaIn,
once more followed by silence. Blood­
smile took a few !iteps forward, tis·
tening intently. Mauler spoke again. but
this time it was a challenge not a war­
ning. As the wolves waited, they heard
the growls and barks of threat and then
combat. No voice answered Mauler's,
only the rain. And then a shriek cut
through the stann. a terrible. crackling,
tenor note of pain and blackness. Ancira
and Bloodsmile both felt Mauler's death
cry. The pack leader turned to the
witch, saying -We have found your
enemy·

·He has found us-
-No matter. Go with Nightmist.

He will lead you to safety further back
beneath the trees. We shall deal with
the lizard-

Andra growled an acknowledge'
ment. Bloodsmile was already gone.
Watching the pack move grimly for·
ward, the witch left with the cub,
Nightmin. Settling far back into the
grove, the pair listened to the struggle in
the distance. Both tried to ignore the
howls of agony which broke the rain's
patter time and again. Something was
moving through the wolves, fighting
them in twos and threes, thrashing,
breaking, killing its way through them.
Andra held the cub tightly to keep it
from shaking.
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And then, suddenly, it was quiet
again. No further sounds of struggle
came from the area of the battle. Both
Nightmist and the witch listened, but,
for many minutes. only the rain's muf­
fle hung in the trees.

Finally, however, they heard a
scraping. Nightmist growled; Andra
quickly wrapped her fingers around his
snout. She stood quietly and began to
work her way throU!tl the trees and
away from the approaching scuffings.

She knew it was Grakar. She also
knew he would find her resting place
soon and begin to track her. She tried
to move softly, jumping from one bare
patch to the O8Xt. She had only covered
a few dozen yards when a small pool of
rain water hidden in the darkness snared
her foot and sent her crashing. In·
stantly, Grakar knew where she was. As
the young witch rose, trying to quickly
regain her bearings, she realized that
Nightmist was gone. Before she could
call him, pitiful, puppy-ilh growls
came from the distance.

Andra heard the chuckle and then
the thud. Horrified, she ran out into the
rain. Minutes later, the gargor found
her tracks at the edge of the grow.

Although he followed quickly,
Grakar soon found himself losing
ground to the witch. Hisbattle with the
wolves had left him with a number of
ragged wounds. None of them was
serious, but they were painful. Moving
after Andra in a limping run, the gargor
tried to close the gap.

"Filth I" he screamed harshly, air
rasping in his throat. "Fight for your­
selfl Come back, Httle animal. Fight
me. Fight met"

Andra continued to run. Peering
forward, Grakar spotted her. She had
reached his cliff.

"I've gotto getup to that ledge,"
she thought. "Bloodsmile and the
others must have hurt him. If I can get
above him, I can find some kind of an
advantage."

Siiently, she began to climb. As
she ascended, the witch sent out des­
perate calls, trying to find the racker
and the bear she knew to be in the
area. She was halfway to the ledge when
she heard Grakar begin his ascent.

The gargor had lost his sword in
the grove. He had left it buried in a
wolf who had lumbered off to die in
the darkness. taking itwith him. One of

his daggers also remained behind,
cau~t fast in Bloodsmile's ribs. He did
not care. Oragginghis pike behind him,
the lizardmlll pulled himself up the
slippery cliff wall, finally beginning to
close the gap between himself and the
witch.

Andra dragged herself over the
edge of the cliff onto Grakar's ledge.
Sliding on the wet slate. she headed up
the rocky pathway toward the top of
the mountain. She had only gone a
dozen yards when the voice called to
he"

"Don't run, little witch. There is
no reason." Slowly she turned to face
the garger. "Your bare feet and hands
will not take you far up the wet rock.
Surrender, child. The game is over:'

Andra stepped back, looking
from side to side for anything she
might use to prolong her chances. Again
she called for her missing animals. This
time, she got a response.

"Come, I will show you where to
hide from the rain. Further combat is
foolish. Give it in." Andra backed away
as the gargor spoke, hoping for help
from either the racker or the bear. As
she moved up the ledge, she suddenly
spotted the Iizardman's niche. Hereyes
fell on the bow and arrows he had left
behind. Although Andrahad never held
a bow or any other weapon before, she
knew she would have to try to use it
against her foe.

"Speak, little witch."
Grakar .started to ascend the

ledge. With some of his wounds still
dripping, he used his pikeasa crutch as
he hobbled up the slick rocks.

"Surrender. let us forget this all.
Give back to us Hotor's Talisman. Take
back your life. You have no right to do
otherwise. Surrender!"

And then, the racker appeared.
Stepping down silently from the top·
most reaches of the ledge, the large
forest cat growled at the gargor below.
Grakar brought his pike up as the
racker leaped. Oak rang against the
eat's skull. The racker backed away,
dazed, searching for an opening. The
gargor kept the pike between himself
and his foe.

Tearing herself from the spec­
tacle, Andra made her way into the
recess. Quickly, she grabbed the bow,
hurriedly bending it, trying to drag its
string into place. Tima after time, the
loop slipped from her grasp, tearing the
skin from her fingers.



In the meantime, the racker had
managed to back Grakar several yards
down the ledge. Rain continued to pelt
them both. The cat snapped at the rain.
shaking itl thick mana. Droplets ran
down its fa09S, splashing against its
pawl. Above them both, Andr. con·
tinued to fumble with the bow.

"Well. do It," hissed Grakar. "Do
it. you wet, Itupid. smelly mammal."
The racker growled. "Scream. Go
ahead. scream your lungs out. 111 give
you IOITltIthing to lCI'eam over, you
foul. damn-to-frack - now'"

The g.rgor lUnged. driving his
pike deep into the racker. The cat
lCI'.tched.t the sky, pawing the pike,
but it WI! too I.te. Rolling oWlr bIdt­
wards. the racker toppled over the cliff
ledge, tlking Gr.k.r'1 pike with it.
Breathing heavily. the gargor movt!d
s10wty back up thellldge.

'Well, witch, any other tricks for
us? Come out and face me, you m~·

got. Face mel"
To Grakar's surprise, Andra ap­

peared from the race», his bow in her
hands. Before he could react. she began
to bend the weapon back, her arrow
aimed directly It him. Knowing he
could not run on the slippery ledge, the
lizardman went for the dagger in his
boot. Andra'i bloodied finge~, able to
hold the string no longer, released the
arrow, sending it Into Grakar's chest.

He stood naring for. moment.
outlined in the darkness by the rain.
His eyes remained on Andra as his blade
slipped from hil grip. Slowly, he
stooped over, picking the dawer back
up. Andra turned, hurriedly trying to
ready another arrow. Before she could.
he had already flung his blade. What
effeet It had, however, he did not get to
see. The garger had begun to tumble
down the sopping led~ even as the
dit9!J8r left hil fingers.

Round six went to the witch.

• • •

Epilogue

Andra awoke slowly, groggily. At
first. she wal confullld. "How?" she
wondered. "How did I get home? I was
In the valley. on the ledge . the rain,
Grakar· the dagger..." Instinctively,
her hand sought her side. Her memory
was not wrong; her fingers discovered
a bandage. Before Ihe could call out.
Charri entered her room.

"Daughter. you an aw.ke:'
"Yes. but the 'Ialt thingl I

~member. the duel. everything is so
mixed. How did I get homer'

"Graker brOUltlt you:'
·Wh.t? But I slew him. The

arrow...."
"No. Andra." answered her

mother. "you did not. The shaft you
fired bMely pierced the garger'1 arm~.

When he fell. it was because he sliPPed
on the rocks. By the time he mad. it
back to where he had left you. you had
already passed out. H. removed hil
blade from your side and stemmed the
flow of blood. Then. h. cleaned your
wounds and his. waited for the rain to
stop. and brought you home:'

Andra stared at her mother. not
knowing what to say. Charri continued.
"You were delirious. Grakar carried
you to our end of the valley:'

"But. why? Why didn't he - why
didn't he... ?" .

'Why did he not slay you? There
WItS no reason. He found you • worthy
foe. He felt you deserved better. He also
found no honor in killing a helpleu
enemy. Grakar knew he had won. It
was all he wanted:'

Charri'l words took on meaning
for Andra. In a quieter voice. she
asked, "He won7'

"Yes, child. Hotor's Talisman Is
on Its way to Gargoria now:'

"I am sorry. mother:'
Smiling. Charri said. "Do not be.

You did your best. It does not matter."
"But. now, thegargol"lwill attack

us."
Charrl shook her head. LOOking

away from Andra. Ihe answered. "No.
Heskar does not want to invade
Lomonia. There would be no profit In
that. Let me explain. Helkar needs
Hotot'l bliuble to unify the gargor
state. This will take him years to ac­
complish. But he h.s no Intention of
attacking UI. We have no riches for him
to plunder. and Lomonians make ter·
rible slaves. No. when Haskar h. his
army. he will use it against the hu­
mans:'

Andra stared at her mother. She
could find nothing to say. Charrl con­
tinued. "I know, child. You are won·
dering why all of this had to take place.
It Is best blamed on tradition. We could
not just hand the talisman to the gar·
gars; they would have found that an
insult. as If we were saying. 'Take your
toy_ We do not fear you.' They would
have made war with us out of pride.
then. And. If we had refused to return
it to them. they would have been forced
to attack UI to regain it. Helk.r gam­
bled that. if he pressed the issue. I
would give him. fair chance to get
what he wanted. He knew I was aware
of his pl.n to .ttack the humans. Since
we of Lomania would IN the humlnl
reduced, It Is to our ad¥antage to let the
IPrgo~ do it for us."

Andra looked at her mother.
Trying to keep her voice from showing
the hurt she truly felt. she said. "So. in
truth. I was your toot If I won. the
gar9O($ would have to leave and be
quiet, If I lost. we Itill get what we
want. Eitherw~.no matter who finally
did the fighting. Lomoni! would be the
winne,:'

"Almost:' Chan'1 stood looking
down at her dal.9lter. "In any contest
of war. there are victiml .nd there.re
those who live. The victims gain a re­
leMe from this world. They are rewar·
ded with peace. Those who live...Iur·
vlve. They go on. That is all. Neither
wins. There are no winners:'

Charrl turned to leave. Walking
toward the door. she turned back to
her daughter. Andra had turned to the
waH. trying to hide her own tears. The
Mother To All realized that Andre
would not understand her part in what
had happened for many years. Al­
though she would team much from It.
althou!tl she would learn the kinds of

Pega5us 7



MURDERI
AT THE

RUPTURED TROLL
by

KEN ST. ANDRE
with apologies to Agatha Christie.

Flaming Cherry was buying me a
drink in the Green Dragon. a high-class
place in the heart of Khosht when
Marty the stable boy found us. I was
hoping that the evening would lead
someplace warm and comfortable even
thou!tl I didn't have the customary
ten golds for her fee. I was inching
ever closer to her luscious lips when
Mort came running in, fell down, and
drooled on my boots.

I picked him up by the setuff of
his neck and poured some of my good
ale into his undeserving but dry throat.
He splunered, choked, and gasped.
"Now, Mort:' said I, "why Ire you
out and risking your life, not to men·
tion ruining my love life? It's nearly
midnigtlt."

"You've got to come 8t once,
Muckl" he cried. "There's been a mur­
der 8t the Inn, end Gris alone knows
how long old Slather can keep the Elves
from wrecking the joint."

"Elves???"
"In the Ruptured Troll!I'"
ChelTY and I were both inaedu·

lous. We stood up, forgetting all about
our half-finished drinks. But not Mort
. he grabbed another slug of my ale.
This time, most of it stayed down.

"I'll come at once," I said. I had
to, of course. My apartment was thare,
and, if the place was wrecked, I might
lose a lot of expensive equipment.

"Do you mind if I join you,
Muck?" asked Cherry. "I could use a
bit of excltMlent. I've been Idle for
too long."

Faced with the prospect of a
fight, mOst men might have told her to
go home. Most men would have missed
out. "Sure, Cherry, I'd be glad to have
you come."

8 Pegilsus

She slapped two silver eagles on
the table and stood up. As she wrapped
her cloak around herself, I swear every
man in the tavern was watching us. Bv
Grisl I don't blame them. Ahl Those
long legs, oversized breasts, and that
incredible mane of fire-bright hair cur·
ling around a face as lush and ripe as a
peach. She WlS in her woric:ing cos·
tume· a girdle offinegrHn silk, copper
breastplates, a few baubles, bracelets,
and bangles, and a Straight Sword and
Throwing Dagger.

"Hurry, Muckl" ..id Marty
again. "Those ElvtlS may go berserk
and start killing people." But he was
talking to air. We were already on our
way.

The streets of Khosht were dark
and muddy, and large, hungry beasts
were aprowl In them, which didn't
bother us much, for we took the
Rogue's Path across the rooftops until
we neared the Old Cltv gate in the
East WaiL The great temple of the
Monev God stands on the edge of the
River Gate, and it was lit up with
several hundred lamps and torches SO

that it looked more like high noon
than the wee hours of the morning.
Three squads of the Night Watch, as
well as a couple of pot-bellied priests
in their gold and silver robes, and an
a11·night wine-seller were mingling in
the plaza before the temple doors.
Two games of Death Dice were in pro­
gress, and one arm-wrntling match
matdled two straining guardsmen as
we descended and walked out into the
IIgM. Several arbalesls moved to cover
us as we emerged from the shadows,
but they were quickly stashed as
Flan;Jing Cherry came into view. Some­
times I think she knows every man in

the city, or, at least, every man knows
about her.

As she walked among them, be­
stowing a kiss here, accepting a caress
there, Morty ran to the gate and called
for the Captain to open it up.

The gate captain this night was
myoid friend Alex. He wasted no time
in letting the three of us throu~ the
postern, Morty had already explained
the murder to him, though the kid
hadn't found time to eJ:p1ain it to me,
yet. Well, it's hard to talk when you're
jumping from roof to roof.

"You'd better get over to the
Troll quick, Muck," said Alex as I
squeezed through the postern. I swear
it was designed for Dwarves, not for
seven-footers like myself. "I'd send a
squad over with you, but they're not
about to risk their lives on the docks
in the middle of the night. I'd like to
go myself, but BJ would have my hide
if I left my post tonight."

"Don't worry about it, AleJ:," I
told him. "I haven't seen the barfight
yet that I'can't handle I Helll Some·
body gets killed every other day or SO

down in the dock tavems, I don't see
wh.t's 10 urgent about tonight."



"Yeah. Orcs, Dwarves, Gremlins,
even an occasional Man or Troll are al·
ways getting themselves killed down
by the river," he said as he closed the
gate. "but I can't ever remember an
Elvish wizard biting the big one before.
Well, good luck!"

Suddenly I knew that I was
going to need it.

Three alleybastlets jumped us
when we were still half a block from
the Ruptured Trait - two Orcs and an
Ogre. They must have been new to
town or they would haw known bet·
ter. Flaming Cherry ducked inside the
Ogre's grip, grabbed him in the middle
of his wolf·hide loincloth, tossed him
into the air, and smashed him to the
ground. Then she kicked him in his
middle eye, and he was out for the rest
of the fight as well as half-blinded for
life. Meanwhile, the two Orcs tried to
jump me from behind, but I smelled
them before I heard them, and I heard
them before they ever got close. They
were using Scimitars, so I figured it
was onty fair if I used my own weapon.
Yeah, I'm big, but I'm also fast. I came
around like a blur with my trusty old
Bastard Sword out and cauitlt them in
mid·leap.

THUD THUD THUD THUD
It's surprising how easily a magi
weapon will go through mere Orc
flesh,

Yeah, I look tough, and (with
the help of a little magic I've picked
up here and there I I'm actually tougher
than t look. Now, Flaming Cherry, she
just looks gorgeous, but she's twice as
tough as I am, or any other fighter in
the world as far as I know. (U's aU
done with magic, as I'm sure you
know.) I'm just glad that we're very
good friends'.

You could tell that there was
something wrong at the Ruptured
Troll. It was quiet.

I slammed through the front
door the way I usually do - quickly,
but this time I knocked an Elf spraw­
ling. The Arrow he had nocked went
thrumming into the floorboards, and 1
looked around to see three shafts
trained on my head with angry·looking
Elves on the other ends of them.

"DON'T SHOOTI" bellowed the
basso profundo voice of old Slather.
"IT'S MURK. HE'S THE DETECTIVE
I SENT FOR."

"Looks more like a defective to
me," sniggered a runty little Goblin
named Ratto Snurk. He wasn't exactly
a friend of mine.

"Identify yourself!" piped one
of the Elves who had me covered.
Flaming Cherry and Morty came in as
he was speaking.

I thumped my deep chest: with
my huge left fist and betloweq my
regular boast, "I'm Murk the Mighty,
Private Sword and Hero for Hire. I'm a
Survivor of Swan's and a Graduate of
Gristlegrim's. I'm half man, half wild
boar, and half hurricane! I can out·
fight, outdrink, and outcuss any being
in the room. I keep a Basilisk as a per·
sonal pet and an untamed mollygoster
for Sunday rides in the country. I can
lick my weight in Dragon, and if you
don't lower that Bow, I'm going to
break it up for toothpicks and stuff It
in your ear." And I grinned at the un·
lucky Elf who'd asked.

. The Elf staggered back a couple
of steps and lowered his Bow, Most of
the low-life scum on the other side of
the tavern were breaking up with
laughter. You'd think I'd said some­
thing funny whereas I had merely
stated the truth and nothing but. Ordi·
narily, I'd have walked across the room
and mopped up the place with their
scrungy carcasses, but there was this
Elvish corpse on a table, and it just
didn't feel like the right time for fun
and games.

If you've never been to the Rup·
tured Troll, you might not realize that
Slather is the Troll in question. He's a
one.-eyed Rock-troll from the hills
around Kharrg, about 14 feet tall, and
built like a boulder. His hide. which is
generally naked, is mostly a slaty gray
color with patches of brown, except
for this big, crimson scar across his
enormous paunch. Most likely that
scar is II love token from some delver
who met h im in the old days before he
gave up dungeon work and came to
Khosht to set up his inn· Slather never
talked about It, but it was definitely
the rupture in question. He has big
ears, tusks instead of teeth, and his
knuckles tend (0 drag along the floor.
He's not only the owner and manager,
but also the bouncer of the toughest
tavern of alt tough. taverns on the
Khosht river docks.
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''You'd benerfill me in,Slather,"
I said. 'Who's the dead Ouendir, and
how'd it happen?"

I could see a new gleam of res­
pect in the eyes of the nine living Elves
that I'd managed to identify their tribe
so quickly. By Grim! I'v adventured
with elves from all over Rhalph and
even farther lands, and the silver ear·
rings they wore IS well as the markings
on their moccasins fairly shouted
Quendir to anyone who knew what to
look for.

"j'LL TELL YOU WHAT I
KNOWI" roared Slather. "THERE'S"A
KillER IN THIS ROOM. AND I
WANT YOU TO FIND HIM. THAT'S
WHY I DIDN'T LET ANYONE
LEAVE."

I decided that it was time for me
to take charge of the situation. We
were all in the cCMTlmon room of the
Ruptured Troll, a big cluttered square
room about 30 teet on a side. Along
the front wall were nine Elves, dressed
in gray and green, carrying Bows and
SpearJ. They all looked mid and
frightened. On the other side of the
room by the bar were some 15 of the
tavern's usual patrons, an assortment
of human scum, Orcs, Goblins, and a
Dwarf. They were fingering DllQQlrI
and Cudgels and looked mean. On the
largest table in the room lay the corpse.
a white-haired Elf in the robes of a
Mage. There was a Dagger sticking out
of his shoulder and some blood coagu­
lating on the table and dripping off
into the sawdust on the floor.
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"I'm going to get to the bottom
of thisl" I announced. "Slather, you
keep these low·life customers of yours
from getting impatient while I ask a
few questions."

"GOOD1" Slather growled at his
captive customers, and most of them
cowered.

I turned to the Elves. ''Who's in
charge here now?"

One of them stepped forward.
"Slyon at your service."

"I've got some questions to ask:'
I told him. "I want to know how this
killing happened and what you Elves
are doing in a place like this. Who's the
corpse?"

"That's Phanomii, a fifth level
Wizard of the QuendJr. He was our
leader on the current expedition."

''What are you doing in the
Ruptured Troll? Can't you tell this is
no place for your kind?"

''We had a rendezvous here, but
we arrived half a day early, and Sven
Stormsender hasn't arrived yet. We
thought it would be easier to stay over·
night than to try and walk back out to
the woods to camp, especially since
there were ten of us, and that ought to
be enough to be safe anywhere."

"How'd Phanomii die?"
"He and I were sitting at that

table studying the map to the Dungeon
of the Bear when a mighty gust of
wind went through the room and blew
out every torch and candle, plunging
the place into complete darkness. That
wind had to magical, because all the
doors and windows were closed. I heard
Phanomil cry out, felt a mighty buffet,
and then the darkness was gone and
my leader was dead."

"It was a WiII-o·the·Wisp spell,
Murk, that lit the place up:' volun·
teered Morty. "I think it was the last
thing the dead Wizard ever did:'

I stopped to look more ClIrefully
at the corpse. There was certainly a
Dagger in him, but it didn't look like a
fatal wound.

I expressed my doubt. "This
shouldn't be enough to kill a 5th level
Mage. They're usually tougher than
old Roc eggs:'

"The blade could be poisoned:'
su99llstod Flaming Cherry.

I cast a prejudiced eye on my 15
suspects. They bore so many Daggers
of all descriptions that one more or
less would never be noticed. So much
for my hope that I could find the mur­
derer by just looking for the emPtY
sheath.

"Where's the map?" I asked.
Nobody knew, or would say. All

of a sudden, a motive had been estab·
lished.

"Slather, I want you to search
all of your customen one at 8 time. If
any of them has the map, it'll be pretty
good evidence:'

"RIGHT, MUCK'" He Jt8rted
with the nearest Orc and went over
him thorou~ty, but he hadn't got far
when a piece of papyrus came flying
up out of the group of suspects and lit
on the floor near my feet.

''Who threw thatr' I yelled, for,
of course,lt wasthe map. and the guilty
party couldn't afford to be caught
with it. 1 looked at Flaming Cherry,
but she just shrugged. She had been
watching Slather.

"Blotar's bludgeonl" I swore.
"At least I know how to find out if
this shiv is really the murder weapon:'
I declared. "Ratso, front and center."

The little guy cowered. 'Wh-what
d-do you mean to do, Muck?" he whis·
pered.

"Don't worry, worm, I'm just
gonna slice you a little to· see if you
croak:' I reassured him.

Ratso shrieked and made a jump
for the door to the kitchen, no doubt
hoping he could get out the back and
escape. But t had already plucked the
Dagger from the shoulder of the
corpse and sent it spinning end over
end to impale the shrimp in the fleshy
part of his butt. The impact knocked
him down, and, when he felt himself
bleeding, he just lay there screaming.
Mony skipped around and kicked him
lightly in the teeth, which put a stop
to his noice.
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Several minutes later. he was stili
alive, and no one WlI$ more surprised
about it than himself. He wasn't ewn
t»dIV hurt. thou~ he'd walk with.
limp for a few days.

"So It wasn't poison that killed
the Elf," I mused. 'What else could
have done It?"

Flaming Cherry had been investi·
gating the body more carefully. and
now she called me over. Parting the
flowing white hair that covered
Phanomjj's ears, she pointed out some
gray stains that ran out of the ears
themselves and down the side of his
neck. I'd seen sum marks before. and J:-~VV~
the verdict WIS inescapable· death by i ~~t:
sorcery. What else could make a man's ~"'Ir:....".
brains dribble out his ears? '-•

Cherry and I exchanged knowing&. l r.
looks. There was a powerful Wizard in ........ '-~'~lf.~~r.b~;::
the room, end, if we unmasked him, 1",\
we might wHer the same fate as the 1''-.._.
Elf. ~ 1-

Slyon stepped up to me and l....
whispered in my ear. "Get that Dwarf ~ "
'Nho's trying to hKSe behind the big ~
Ore. W. think he's the one who had ~ ::--..
the mapl" /. ~~

I glanced sideways at the Dwarf him by the collar and was shaking him
In question. Now that I w. really violentty up and down. I literally shook
looking It him, there was something him out of his boots. which fell of'f
funny about the guy • his beard didn't with a couple of thuds. revealing the
seem to hang right, and he w. too hairy feet of a Hobbit in all their glory.
short. even for a Dwarf. "0 K, Hagar, why'd you kill the

"LiSlen, Slather:' I saki, "I Elf?" I snarled at him,
think I know who the killer is now, "I didn't do It, Muck. I just
but let me ask a few more queSlions stuck the Dagger in him and pinched
juSl to make sure. Why don't you pro- the map, It was really Sven, , ."
vide a round a beer for these good cus- And then the lights went out.
tomers of yours to make up for their InSlantly. Total darkness! No toren-
Inconyenlence?" light, candlelight, or stray gleams from

"ALRIGHT, BUT IT GOES ON the cookfires in the kitchen. I heard
YOUR BILL. MUCK." the alarmed trilling of the Elyes and

I took a few steps toward the could only hope that they wouldn l

suspects, "You· big Ore· let's hear loose their Arrows at random.
your story of what happened." The "DAMN I I'M BLIND'" came the
question was only a ploy to get me baritone roar of our host.
within ann's reach of the funny-looking Whkh was impossible. Trolls can
Dwarf. see almost perfectly in the dark. This

As soon as I was dose enough, darkness could only be an illusion, but,
my left hand shot out and grabbed as I had this illuminating t.h<xqlt, I
him by the long gray beard, ;ertcing it heard another voice that I recognized
in my direction. crying, "Death to youuuu'"

And it came off in my handl I whirled toward the sound as I
Along with a false nosel And there was first heard it. nUl carrying the halfling
myoid friend Hagar the Hobbit, in my hand-like paw, and a brilliant
looking mad enough to spit. flare of light seared my retinas and

"Muckl You stupid galoot, you shattered all around me.
have blown my disguise'" he squeaked "Urk'" said the Hobbit. haying
In the halfling version of an outraged taken the brunt of the blast meant for
shout. "Why, I oughta rip..." me.

But before he could finish, I had

I could hear everyone else blundering
about in the dar1U1ess, but suddenly I
could see again. Knowing the darkness
to be merely an illusion, I was no
longer bound by it.

And there, with his hands up­
raised in • spetl-easting gesture, was
the big Ore, but it was no Ore, only
the Illusion of one, and behind the II·
lusion,· with an expression of dismay
alld great disappointment on his bony
features, was the well·known Wizard
and dungeon delver, Sven Stormsender.

"The game's up, Stormsender:' I
said, tossing the dead haUling casually
aside. ''Surrender peacefully and I
won't take you apart, though I have
no Idea what these Elyes mean to do
to the man who betrayed them."

"You'll never take me, Muck.
Give me that map and maybe I won't
turn you into a newt."

"I don't think you can, SYen.
How many spells have you thrown to­
night already? Your strength must be
nearly gone."

Suddenly changing the tone of
my voice, I shouted, "Cherry I Slatherl
The darkness is just an illusion I U you
think about it, you can break itl"

I saw Cherry's beautiful face
light up, and I knew she could see
again,

There was no POint in main·
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through the air to get caught on some
aurochs horns from the stuffed head
over the door.

The combat ge
this point. I k
smashes to th
down at lea
bener than

knew.~~h·2~~standing .
Shew
ring of
8"",
around
and.
some

lIining it any longer. "Illusion end'"
screeched the perfidious Wizard. And
then he surprised me by following it
with. "Get them, men'"

I should hay, knOlNn. Every
scum In the tavern was part of his hired
gang. With a rOlr, they surged off the
back wall, and over my somewhat un·
prepared body, and into the Elves.
Two of the Elves still had their Bows
nocked. and two of their attackers
went down with Arrows In their
throats. but then the attackers reached
close quarters, and It became a general
melee.

I'm only going to mention th
high points of the brawl that folloW .
It started with a big guy s~ing 0 my
chest and slamming my heact reeeatedly
into the floorboards. P(delicate hand

wrapped around fiE?Ai'n9 mane of
hair and pitched hf IS the room.
Flaming Ch;p::vh'el me up. and we
waded into t br .

A 1.9 Of;:'hairs and tables got
broken'/A~t of booze got wasted.
EI r en, Dwarves· they were
d I I ke files. Slather was a hor·
n " ine of destruction. Anyone he

. st splattered, but a quick-thinki
n:: snatched up .... ornamental e·

lXe from the tavern Will .nd''''ll!!Jt!N_~:
the big fellow with it just when there
was a Dwarf behind him, Ind Slather
went down. I AW Slyon go sailing
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leader with a high level bolt of o.~th

Energy which caught Phanomii unpre­
pared and killed him. Slather came out
of the back room and brou~t another
torch. He kept everyone from leaving
while you Elves got the drop on them
with your Bows. His main purpose was

to keep you Elws from
bloodbath on the spot, and
rty to find me. Well. S1yon.

intend to do with your

I dieM't .-IIy
did. Looking.-.-.my.... t for 'IOU.



HEROIC
FANTASY

a new concept in
play-by-mail gaming

Magic and mayhem ... and lots of excitementl
Your hand-picked crew of warriors and wizards

explores a multi-level labyrinth
strewn with glittering treasure

thars guarded by hordes of
slavering monsters - and

other adventurers!

For the rules to Heroic Fantasy.
send $1.00 (in US funds) and the
coupon below to Flying Buffalo Inc.
(Please do nOl request a game until
you have read Ihe rules.)

Name _

Address _

Ory 5'.,e'__ Zip _

Flying Buffalo Inc.
Dept. P-5 • P.O. Box 1467

Scottsdale, AZ 85252
o check here for a free copy of our catalog

of fanrasy and science fie/ion games
Copyright © 1982 by flying Buffalo Inc.

Peg.:lSUS 13



8th Annual

Strategists Club
Awards

for "Creativity in Gaming"

Strategists Club Awards
c/o Dragon Publishing
P.O. Box 110
lake Gerleva WI 53147

Each year at this time. Dragon Publishing sponsors
voting lor the annual Strategists Club Awards lor
"Creativity In Gaming." This August will mark the
eighth anniversary of the Awards, and once more we
turn 10 you, lhegaming public, IOYOle forthase games
and gaming aids deserving of recognition.

Voles will be collected and tabulated between now

WHO MAY VOTE, AND HOW:
Anyone reading this ballot in any 01 the magazines or publi­
cations tn which it appears IS eligible 10 vote - but each
pe-fSO/'l can only vale once The vOler's name and address
must appear on the ballot: lallure to do so Will tnvahdate the
baUol If a voter doesn't wanllO remove Ihe ballot Irom Ihe
magazine, chOices may be recorded on a postcard by listing
them In Iheorder in which Ihe calegonesappear on the ballol
Itsell,

ONLY ONE CHOICE IN EACH CATEGORY IS ALLOWED,
Batlots must be received by Augult1, 1982, and should not
be sent In along with orders for magazines or any other
bUSiness concerning Dragon Publishing

and August1s!. with the awards being presented at the
GenCon- XV Convention, August 19-22 at the Univer·
sHy of Wisconsin·Parkside, between Racine and Keno­
sha. Those wishing 10 attend the Strategists Club Ban­
quet and awards presentation should make reserva­
tions now by contacting GEN CONe XV, P.O. Box 756,
lake Geneva WI 53147.

IMPORTANT: In all catego-­
ries, vote only lor products
released and made available
dUring 1981. second print­
ings, re-releases, etc" of pro­
ducts which were available
prior 10 1981 do not qualily
lor lor 1981. Revised editions

01 earher products may be eligible lor an award ii, In the
opinion 01 the Straleglsts Club membership. the revisions are
substantial enough 10 consider the revised edillon as adiffer­
ent product

-------------------------------------------,
OUTSTANDING GAME OF 1981
BOAROGAME CATEGORY - for any game deSigned to
ullhze a playing surface to regulate or record posillon or
movement 01 playmg pieces durmg the play of the game, as
opposed to a surface used only as a graphic or visual aid.

OUTSTANDING GAME OF 1981
ROLE-PLAYING CATEGORY - lor any designed 10 re­
qUIre role-playmg on the part 01 game partiCIpants, and not
reqUIting a playmg surface like a boardgame

OUTSTANDING GAME OF 1981
OPEN CATEGORY - lor any game whIch does nOI qua lily
lor either oflhe two above categories

OUTSTANDING GAME PLAY-AID OF 1981
For any product designed 10 assist, expand, or otherwise
faCilitate the playtng of an existing game (exclUding gaming
magazines. newsletters, house organs, etc.).

OUTSTANDING MINIATURES RULES OF 1981

OUTSTANDING MINIATURE FIGURE LINE OF 1981
Either the entire tine or the major portion of il must have been
reteased and made available during 1980.

OUTSTANDING PROFESSIONAL GAMING MAGAZINE OF,..,
L J



HE'S HOLDING HIS SWORD
IN THE WRONG HAND!

by Scott Fulton

One of the molt overlooked flC­
ton in~ Roa. Pfayint ..".. is whe­
ther a charlCtef' is r;ght or lefth~.
• ,.. ... '"' ....,. IOfI'II sort of sys.
um for dntrmining ....ueI domi­
nance, but most either Invite the pl.y.r
to chooIt for him.' or ignon, the
problem enti....y. After "..rty. quMWf
of • cemurv of .~_ whh the
positiw end nlIgItiw IIPKb of Idt·
...~_. it I, otMout to me tNt
this IPPtOICh is til' too ~.

For ,.... ghJre bekM. I"" thIt
rnInUII domlMnCt is too imporbnt •
factof to be left to the PIlyer'I discre­
tion. On the other ha'Mt, I hive not
found Iny published methpd of dlrtltr·
mining ~ with which I fully _.
T'h-. .... thrw typn of rMnu-l domI­
nance to be~: '9tt-h.nd.d·
...... left'""'-"dedness. Met .",bktex·
terlty. My penD",1 obterntlon tw
shown th,t .bout one penon in four
or 1lv1t II left·handed, and the ambi·
dextrous ~non i, .bout one In twen·
ty. Therefore. I wggnt determining
manu" domln8nOll In the following
mln",r: roll 0100; 01 . 76 means
rlght·handed, 76 . 95 means left·
handed. and 96 . 00 means ambidex­
trOUL

Now then, what difference does
it make If • person I, left handed?
Anyone who knowt Inything about
Nnclng, SCA-style fighting, or even
balbell, for that ml11er. can answer
thatl A left hlnded penon must be
handled in • completely different
manner. In the first two Ix.mJH8I.
.rtKtc:1 come in from jult the opposite
direction th", the defender expects
end II uled to, which II uptenlng Ind
hwd to Mtjult to. Th, left-hender has
no IUch probleml with, right-handed
opponent becIu.- the ~rity of Ieft­
handers foren him to prKtice "moa
,xclusiwly with rlgtn-handers. Strtnge­
Iy enou~, this mell'\l that a left­
hander also has problems when facing
.nother I,ft-hender, To reflect these
facts, I RJggelt th.t • character be
given • +1 bonus when fighting

left-handed in melee (plus 5" in a
Ptn*1tile comblt IVsteml.

Things .re not .11 in the f'¥or of
the ..ft...... hQlMWr_ Let us mum
to the eXlmple ofbllebell. Ne«1y eny­
one who Is interested in the game hu
promb!y t..d tht ~, ", wild
southpaw:' I know from bitter ex­
per ienc:e th.- thil it men tMn just ,
1ll'(1!l. _ ....Iy .. I .......
ten1Iy -.:ume when throwing thl....
than .. northpaws. For whit it's
worth, this is problbfy due, in , II",ex...... to being treiMd by right­
MndIrs. At eny r.... to reftect this, •
1eft-hanclM' lIhouId rec:eivI , ·1 I 5%1
penalty with any thrown WNpotl_ This
would Include things like rockl. Dlrtl.
~.". BolM, Hand Grenmn.. end the
ever popular flnklof 011. It would ,Iso
include Spur Throwers ,nd Slingl, but
not Bows. Bows, like firelfms. use a
different method of aiming. I Clnnot
throw • b.1l with .ny great accur.cy, .
but I am a very good shot with. rifle.

This brings up another problem.
however. Th,re .re m'ny things which
are built to be used in the right hand.
A right-handed person would never
think about it, but it is. re.1 problem
for the left-hander. It is surprising to
see what everyday objects are built for
the ... of the right hander but Cln
cause trouble for the left-handed per­
son. Many of them can be used success­
fully with thll 111ft h.nd but not with
full efficiency. The following list of
items was compiled from the equip­
ment lists of tlln Role PI.ying games.
Each and every one of them Is con­
structed 10 u to CM.l. diHiOJIty to ttl.
left-handed u.,.. If you PlY attention
IS you go about your d.ily business,
you can probably find mlny more.
Thev are: lKtjustabie wrenches, books,
Bows linduding Crossbowsl, bull­
horns, cameras. chaimaws. firearms Call
types), fish hooks. gunbelts (holst.rs,
also scabbards, sheaths. qulftn, etc.1.
Hand Grenadel, hilts of Swords and
Daggers (especially single«Sgedl. hafts
of Axes. Picks. etc.. locks, mediCiI

insuumenu, musical instruments, pur­
.... seisaorI. Shields. te'ephones. type­
writers. umbrellas, walki.taIkiM, and
wnnw.tdIn,

Any of these items could, of
aMJf'Se. be specially IMde for left­
handed use at a somewhIt inc:ra I :t
cost_ It could be quite l~ing 10
.. the fICa of • pWty right afw you"'1 them tNt the rNgic Loelgbow
they h.- just found can onty be uted
Ieft-handedl
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HANGING OUT

IN THE

CITY STATE

y Edward R. G. Mortimer

Greetings once again, City-Staters. In this issue, I will
answer one of the most frequently-asked questions about
the City-State Campaign World: What is available, and how
does it all fit together? I will do this by listing all of the
campaign aids published so far by Judges Guild, as well as
Pegasus installments, and provide information on each item.
So, without further ado, on to the City-Statel

Fint FantBlY Campaign by Dave Arneson: 64 pages, two
17" x 22" campaign maps (1 Player. 1 Judge). 12 levels of
Blackmoor Dungeon, 5 levels of Blackmoor Castle, village
of Blackmoor. Svensoo's FreehOld. citadels, much more!
JG 0037 $7.98

Wilderlands of High Fantasy by Bob Bleds3w and Bill Owen:
32 pages,six 17")( 22" maps (3 Player, 3 Judge, two~idedl.
Campaign Maps 1 (City·State). 2 (Barbarian Altanis), 3
(Valley of the Ancients), 4 (Tarantisl. 5 (Valon), villages,
citadels, castles, creatlJres, adventurel
JG 0048 $8.50

Fantastic Wilderlands Beyonde by Mark Holmer and Bob
Bledsaw: 32 pages, four 17" x 22" maps (2 Player, 2 Judge,
two-sided), Campaign Maps 7 (Desertlandsl, 8 (Sea of Five
Winds), 9 (Elphand Lands), 10 ILenap), villages, citadels,
castles, creatures, adventure I
JG 0067 $8.00

Wilderlands of the Magic Realm by Mark Holmer and Bob
Bledsaw: 48 pages, four 17" x 22" maps (2 Player, 2 Judge,
tWMidedl. Campaign Maps 11 (Ghinor). 12 (Isles of the
Blest), 13 (Ebony Coast), 14 (Ament Tundra). villages,
citadels, castles, creatures, adventure, 300 + islands!
JG 0092 $8.50

Wilderlands of the Fantastic Reaches by Judges Guild Staff:
32 pages, four 17" x 22" maps (2 Player, 2 Judge, two·
sided), Campaign Maps 15 (Isles of the Dawn), 16 (Southern
Reachesl, 17 (Silver Skein Isles). 18 (Ghinor Highlands),
villages, citadels, castles, creatures, treasurel
JG 0300 $8.50

16 hgaslIs

Village Book I by Bill DaVIS, Marc Summerlott, Bob Bled·
saw, and Mark Holmer: 64 pages, 48 village maps, 9 pages
of pertinent tables, usable for any campaign but ideally
suited for mapping out the many villages appearing in the
Judges Guild Campaign World I
JG 0059 $2.75

Village Book II by Bryan Hinnen, Mark Holmer, Mitchell
Johnson, and Bob Bledsaw: 64 pages, 50 maps of villages
and hamlets. g pages of heraldic generation tables, second
in the Village Book series.
JG 0104 $3.00

Island Book I by Bill Davis and Bob Bledsaw: 64 pages, 48
maps of island groups and atolls, 3 pages of essential tables,
ideal for any campaign but extremely suited to the Judges
Guild Campaign World I
JG 0061 $2.75

Thieves of Fortress Badabaskor by Marc Summerlott, Mike
Petrowsky, Craig Fogle, Bob 8ledsaw, Bill Owen, and Tony
Floren: 32 pages, adventure within a brigand stronghold
carved out of a mountain, four Dragon dens within the five
levels, suitable for addition to any campaign but perfect for
many areas of the Judges Guild campaign World!
JG 0052 $3DO

Citadel of Fire by Marc Summerlott, Bob Bledsaw, and
Peggy Keith: 32 pages, ancient stronghold of Yrammag, 6
Tower levels, 5 Dungeon levels, tables, Goblin tribe, Water
Trolls, Demons, treasure, and mQ(el
JG 0063 $3.00

Portlls of Tanh by Rudy Kraft: 48 pages, interdimensional
adventure to a world of Lizardmen and Humans, villages,
Mistress Najt, treasure maps, lizard Wizard's Tower. wilder·
ness, history, economics, suitable for any campaign.
JG 0260 $3.98
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By Bill Pixley

, .. "-1,

M~ROW PROJECT
"REPORT -,y/

Once again the Krell are up to their old tricks. They
move into an area that lacks any strong force, blow the local
strongmen apart, and then reorganize the populace exacting
severe taxes in the form of .rms, grain, and most importantly.
.Icohol for their trucks. In exchange for the taxes the locals
get no protection. most of their arms taken away (eKcept
for Muskets and Shotguns), end wiped out if they dare
complain. The supplies Ire then sent back to the main Krell
Base to strengthen the Krall. Additionallv. a selected nurn·
bet of young men are impressed into slave labor units back
It the Krell Base. When they have serve<! fifteen years In
back·breaking labor, under brutal conditions, and have been
throughly indoctrinated, they are turned into regular Krell
soldiers. Mixed with them are various children taken by the
Krell and raised as their own to be totally loyal to Krell and
his appointed leaders. This system allows Krell to develop
a totally loyal army, and with bonuses for spying on one's
comr8des, the system almost always insures total loyalty
(Krill hl5 gone so far as to f.ke the C.IIpturing of a unit,
selected at random, and then execute via tOllure anyone
who foolishly joins tne capturing side).

This particular scenario is a Forward Base that has
just recently arrived to dominate an area. They have shot
dozens of people, blown .pall Monks, stabbed truckers
who gave them a rough time, and carried off a quota of
children. Their current blse n8C! been a Trading Post, held
to be neutral territory by many of the surrounding groups
before the arrival of the Krell. After massacring the people
who ran thl Trading Post (which served to trade items
between two otherwise hostile groupsl the Krell fortified it.
The building has been completely $<lndbagged up to and
including the roof (with suitable reinforcements to hold the
sandbags in place). Eeeh of the rollds (at the points markedl
h,vl road blocks rigged upon them. The road blocks consist

of four I-beams scavenged from. neerby town, sunk into
the roadway with three more I·beams acting as crosspieces.
The barricade is covered with blrbed wire and thorn
branches. Hidden on the far side of each road block is a
home-made mine (treat as a M26A1 Fragmentation Gre·
nade with a 20% chance of not going off because of in·
correct setup and wiring). Additionally, scattered about the
map are several two·man weapons pits (IOClIted at positions
marked by ~: ~.: .nd they also are boobytrapped
as per the road blocks:"

Krell Force Leader: Warrior William Followlnon

Warrior William is one of the descendents of the original
Warriors of Krell from right after the war. A hard man, he
regularly flogs and otherwise disciplines his men harshly.
but never without reason. A fanatical follower of Krell
(who he has never seen), he would consider it an honor to
die in Krell's service if he could take out some of the
enemy in the giving of his life. He has the only key to
the electrical box that controls the various boobytraps
that lie by the road blocks and in the weapon pits.

STR/CON: 15; DEXIACC: 12; SP/EP: 225; Equip·
ment: one M17A1 Protective Mask,three M26Al Fragmen·
tation GreOlldes, one S&W M21 3%, 10 rounds..357
Magnum. 12 rounds, .38 Special, Ruger AC·5S6 Assault
Rifle (see PegaSUI 7). three 20 round magazines, one
Armburst.
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The Fort
Hex 2014

THE FORT •N

Room 1: The old front room of the gas station that the
fortren WlS built on. The door to the outside is two inch
wood and is held In pl&C8 by a four inch crossbar. Soldiers
No.1 and No.2 are always present In this room on guard
(&C1uallv. ~hey switch off with the other members of Unit
One. but It the time of the assault, they will be in this
room).

Room 2: This room lerves lIS the office/living quarters for
Wltrior followerson. The Warrior will be present in this
room. The room conti ins • cot, an old pre-war metal desk.
.nd twenty days 'NOrth of food.

Room 3: This room serves as the storage room tor the fort.
It contains 240 days worth of food (mainly com meal and
lilted mutl. This room has I door to the outside like that
found in Room 1.

Room 4: This small room is a recent addition. It is built of
4 Inch, rough sawed wood with. l.yer of sandbags sur·
rounding it. The door is made of 3 inch riltN sawed logs and
is locked by an old pre-war lock (Warrior Fol1owerson has
the only key), This room contains various weapom, ammo
and ellplosives that aren't issued to the troops. The room
contlins seven .69 Muskets, I Serrel containing 20 pounds
of Black Powder (each pound contains 12 charges for
black powder weapons), 20 pounds of lead, fifty .69

20 Pegasus

Bullets. a .69 Bullet Mold, an AK-47 with three emptY 30
round MagaZines. a crate of 5.56mm rounds (1.5OO), a boll
of 400 7.92mm Rifle rounds, a boll of 1,000 .30·06 Rifle
rounds, 7.62 II 63mm Ammo, 50 rounds of .38 Special,
two M1903 Springfield Rifles, fifty 20mm M56A1 rounds,
100 rounds of 20 gauge Buckshot Ammo, 100 9m II 19mm
rounds of Ammo, and one loaded Colt Police Special.

Room 5: This is the sleeping quarters for the Soldiers No.
3 . 6 in Unit One. The room contains 150 days worth of
r.tions in various forms, ranging from old G-rations to
hand,ground corn meal, various blankets and other sleeping
gear, I pair of butcher knives, and a loaded Flintlock Pistol.
At night, Soldiefs No.3, 6 of Unit One will be in the room.
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Krell Unit No.1

Soldier No.1: STR/OON: 12; DEX/ACC: 13; SP/EP: 244;
Equipment: one M16A1, three 30 round magazines, one
Armburst.

Soldier No.2: STR/CON: 8; DEX/ACC: 13; SP/EP: 172;
Equipment: Colt Commando Assault Rifle (see Pegasos 71.
two 30 round Magazines. Enfiled PistOl, 12 rounds of .38
Ammo (is not .38 Spe<:ial Ammo). one M26A1 Fragmenta·
tion Grenade.

Soldier No.3: STR/CON: 16; DEX/ACC: 9; SP/EP: 236;
Equipment: BAR. three 20 round Magazines. Colt Police
.38, 12 rounds of .38 Special, one .54 Flintlock Pistol. 30
Bills and 30 chargM worth of Black Gunpowder.

Soldier NO.4: STR/OON: 10; DEX/ACC: 10; SP/EP: 200;
Equipment: M·16A1. two 30 round Magazines, two Colt
Pucem.kers in • cowboy fast draw rig. 53 rounds of .45
Colt, four MKII Pintl.pple Grenades.

Soldier NO.5: STR/CON: 10; OEX/ACC: 7; SP/EP; 200;
Equipment: Remington 870P, 30 rounds of 12 guage Shot·
gun Ammo. Colt M1911Al. three 7 round Magazines. one
MKII Pineapple, Blyonet.

Soldier No.6: STR/CON: 16; OEX/ACC: 16; SP/EP: 236;
Equipment: Krell 20mm Anti·Tank Rifle (see Pega.us 5).
20 rounds of M56A1 20mm Ammo. Mlrkov Sl Pislol. one
8 round Magazine, 10 exIra rounds (see Pegasus 7)•.54
Flintlock Pistol. 10 8alls. 10 charges of Powder.

Unit One is Warrior Williams personal squad. They obey
him solely and enforce discipline on the rest of the men
under his command.

Unit No.2

Soldier No.1: Location: Hex 2712; STR/CON: 9; OEX/
ACC: 9; SP/EP: 181; Equipment: Krell 20mm Anti-Tank
Rifle, 10 rounds of M56A 1 20mm Ammo. Colt Police .38.
10 rounds .38 Special.

Soldier No.2: Location: Hex 2813; STR/CON: 4; OEX/
ACC: 4; SP/EP: 116; Equipment: Ml903 Springfield (see
Pepsus 71. three 5 round Clips.

Soldier No.3: location: Hex 2321; STR/CON: 9; OEX/
ACC: 1; SP/EP: 181; Equipment: Ml903 Springfield. three
5 round Oips, Machete.

Soldier No.4: location: Hex 2121; STR/CON: 6; OEX/
ACC: 16; SP/EP: 136; Equipment: KAR-98. four 5 round
Magazines, .54 Flintlock Pistol, 12 B.lIs. 20 charges worth
of Powder..54 Bullet Mold. P·08 luger, one 8 round
Magazine, 15 extra rounds.

Soldier NO.6: location: Hex 2719; STR/CON: 4; OEX/
ACC: 13; SP/EP: 116; Equipment: M1 Garand. three 8
rourd Clips•.44 New Model Army. 30 B.lIs. 50 charges
wonh of Po'Nder, 100 Percussion Caps, .44 8ullet Mold, .54
Flintlock PistOl. ten .54 Balls, 10 charges wonh of Po'Nder.
.54 caliber Bullet Mold.

Soldier NO.6: location: Hex 2304; STR/CON: 6; OEX/
ACC: 7; SP/EP: 136; Equipment: M1 Garand,two 8 round
C1i~, 10 loose rounds. Colt Pollee .38, 30 rounds .38
Special.

Soldier No.7: LOCltion: Hell 2109; STR/CON: 6; OEX/
ACC: 16; SP/EP: 136; Equipment: Mini·14 (see Pegasus 71.
two 20 round MagaZines. one .54 Flintlock Pistol, .54
Bullet Mold, tweille .54 Balls, 10 charges wonh of Powder.
MKll Pineapple Grenade.

Soldier No.8: location: Hex 1513; STR/CON: 12; oex/
ACC: 7; SP/EP: 244; Equipment: KAR·98. four 5 round
Magazines, Colt M1911Al Pistol. ten 8 round MagaZines,
30 loose .45 ACP rounds. four MKII Pineapple Grenades,
Sabre.

Soldier No.9: location: Hex 1609; STR/CON: 5; OEX/
ACC: 12; SP/EP: 125; Equipment: Sten MKII. two 32
round Magazines. Colt Police .38. fifteen rounds of .38
Special.

Soldier No. 10: location: Hex 2321; STR/CON: 11; OEX/
ACe: 15; SP/EP: 221; Equipment: Carbine. two 15 round
Magazines. Colt Police .38,12 rounds of .38 Special Ammo.
MKII Pineapple Grenade.

Soldier No. 11: location: Hex 2309; STR/CON: 3; oex/
Ace: 19; SP/EP: 109; Equipment: M1 Garand, four 8
round Clips.

Soldier No. 12: Location: Hex 2813; STR/CON: 18; OEXI
ACC: 10; SP/EP: 264; Equipment: Ml903 Springfield.
three 5 round Clips. two .54 Flintlock Pistols..54 Bull't
Mold, twenty .54 Balls. 30 charges wonh of Powder, MKII
Pineapple Grenade.

Hex 2515: Krell Armored Car, 50 gallons of Alcohol (500
miles of drilling).

Hex 2516: Krell Armored Car. 100 gallons of Alcohol
(1,000 miles of driving).

Backs of Rtck Hous,r Ind OlUck
Simpson, then Ed Mortimer, Wes
Crum. and JolYI Mortimer.
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Ever since Galileo pointed his first crude telescope
at Saturn and tried to puzzle out just what the rings were,
mankind has been fascinated by the g85 giants in our solar
system. Many folk over the centuries have voyaged hither
in their minds or in the pages of a novel. Just recently with
the journey of Voyagers 1 and 2, we have had physical
observers "out there". From these observers, mechanical
though they may be, we have learned a great deal. These
huge planets and their numerous families of rings and moons
are even more comple:JI: and fascinating than anticipated.
This corumn will examine some of the new information
discovered and its application to science fiction rolegaming.

There are four gas giant planets known in our solar
system and the prospects for discovering even another small
one seem slim. In order out from the sun, they are Jupiter,
Saturn, Uranus, and Neptune; the fifth, sixth, seventh, and
ninth planets. Yes, ninth since Pluto, whose eccentric orbit
takes it furthest out of all known planets also now brings it
within Neptune's orbit. The major characteristic which
sets them off from the inner planets is thllir size. The largest,
Jupiter, has a mass some two and one half times that of
all the other planets combined and a diameter of 143,200
km (88,700 miles). The smallest, Neptune, has a diameter
of some 49,500 km (30,700 miles). We will a:mcentrate on
Jupiter and Saturn in this article because we have at least
the beginnings of some solid data on them and their satel­
lite systems. The lastest information shows that each of the
gas giants seems to be a miniature solar system with some
of the same structural relationships displayed that are seen
in the solar system as a whole.

The first principle is that the planes of orbit of the
satellites tend to be in the same plane as the equator of the
primary and revolve in the same direction. Some items do
revolve in the opposite direction, but they are rare. Conse­
quently. a spaceship pilot hunts for a "parking place" or
orbit right smack dab in' the middle of all this junk going
the same way it is. True, the celestial debris will be heavy
there, but it Is headed his way at his own speed. The worst
that is likely to happen is that dust particles drift up to his
ship and cling to the hull with a static charge. Bigger stuff
will Just gently bounce off, If the ship isn't equipped with
windshield wipers, the pilot may have to suit up and clean
his portholes with a broom. However, this is much better
than slamming at right angles at high relative speeds through
this junk twice each orbit.

A second principle is that satellites closest to a la(ge
primary tend to be composed principally of rock. Travelling
away from the primary, the major composition becomes
mixed rock and ices and grades into primarily ices. This
princIple has been observed in the overall solar system as
well 85 in the IlItellite systems of Jupiter and Saturn, Preli­
manary data seems to indicate that it holds true also for
Uranus but we won't know for sure until the Voyager
probes get there in 1986. This gradation is a result of
radiation pressure from the primary. In the ca$ll of the
Sun, the source of the energy for the radiation 15 the hydro·
gen fusion reaction. In the case of the gas giants, the pri·
mary source seems to be gravitational collap$ll with some
undecided portion contributed by internal radioactive
decay. For a starman, the major significance of this is that
materials are already semi·sorted for him. Should he wish
to mine much of anything above Carbon in the Periodic
Table of Elements, he is going to have to look just as close
to the primary of the system as he can. Should he wish to
mine the lighter elements, great huge dirty snowballs of
them, thousands of kilometers (or mites) in di,meter, are
waiting in one convenient lump in the outer orbits of the
satellite system. For those spacefarers who require Hydro·
gen to fuel their fusion engines, this is the place to get it.
If you have a hankering to make Mach 12 kamikazi runs
through the violently turbulent (measured wind speeds of
up to 500 meters per second) gas giants just to top off your
tanks, oh well, thats gaming I It is so much easier to land on
an outer moon where all your crew has to do is vacuum or
shovel tne fuel in. A place where even the weakest member
of the crew can lift and move a ton or 50 of mass all by
themselves. (Besides many characters are always trying to
cut down on hull stress and expensive repairs that skimming
gas giants causes.)

The third principle is that satellites within a system
tend to have their period of rotation on their 8:J1:is, the same
as the period of revolution about the primary, $atellites
keep the same face towards their primary at all times. The
cause of this is tidal interaction between the two bodies
which "locks" the smaller into place. This last principle is
not that significant to a spaceman since it only determines
the length of the "day". However, should the refrigeration
or heating unit in the life Support System be breaking
down, such considerations could become very important
for repair purposesl
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Reference to Table One of Sol's four gas giants will
point out several trends.

A trend that isn't so obvious is the relative propor­
tions of the elements, compounds, and the physical fomu
they are found in. The first five elements, in order of abun­
dance, .r. Hydrogen, Helium, OxYgen. Clrbon, and Nitro­
gen. The lighter elements tUlYe been stripped out of the
lnnM solar systems by the high temperatures when the sun
nlrted fusion reactions. The molecules of these gases
unless tied down chemically in some heavier compound,
soon escape the light gravity of the inner planets and .r.
blown away by the solar wind. From the orbit of Jupiter on
out. the radiation of the sun is too weak to melt Water
(H201. Met"'", (CH4) or Ammonia INH3) 10M. Jupiter
once produced enough radiated hen to melt the ice de·
posits on its nearest moons and strip them down to rock.
Even then and still today, it possnMs enough lIravitY to
heng onto all of even the lightest of In own elements.
Though 'Nl! have as yet been Ul'\lble to send probes down
into Jupiter or Saturn themselves, we can deduce what lies
underneeth those fearsomely roiling clouds. Apparently
both Jupiter and Saturn have a core of rock and ice, consti­
tuting about 4% of the former's and 25% of the llltter's
mass. The t'flt of the plenet is formed primarily of Hydro·
gen. But that Hydrogen is compressed so strongly by the
gravitY that the layer surrounding the oore has become
metallic. This means that the atoms are jammed so closely
together that the electrons can no longer "tell" which
proton they are supposed to orbit and oonsequently wander
about in en electrically neutrallOup. This critical pressure is
nearly the same on both Jupiter and Saturn, three million
eanh atmospheres. Thus, the metellic laver extends out to

75% to 80% of the radius from the center to the surface of
Jupiter while extending out 45% to 50% of Saturn's ndius.
Theoretical studies indicate that this metallic liquid abruptlv
gives way to a molecular liquid. The molecular liquid ex'
tends upwards until It higher levels it becomes e gu, the
8tmosphere. From what tracking we have been able to do,
that atmosphere is extremelv turbulent. Jet streams on
planet eanh move up to 100 meters per second (350 miles
an houri while similar streams on Saturn have been clocked
at 500 meters per second (1200 miles per nour). While this
certainlv doesn't preclude the atmospheric scoop mining
with spaceships so beloved of some rulesets, there are
easier ways to fill your fuel tanks without straining hull
metal and pilot skills.

We now move on to the area of Jupiter or anv other
gas giant tnat is both mote useful and more aocessable to
the average spaceman. This area is the satemte family. While
we thought there ovght to be some interesting things out
there, we weren't anticipating the wild things we were
shown by Voyager. First, these scientific miuions disclosed
the presence of a hitherto undetected ring. Second, th,,"
more small moons close to Jupiter were found. Third, con·
siderablv more deteil was obtained on those moons than
were known to exist.

The ring probably will not be of great interest to an
astronaut. It is very thin, quite weak, and is probably formed
of small panicles blasted off the surface of a moon. Thi.
small moon circles just 11 the outer edge of the ring. The
ring itself is made up of microscopic particles, mostly no
larger than the panicles which make up cigarvtte II'I"IOke,
with lOme few bits of larger rubble. Thin as it is, it woo't
ewn .creen a ship from radar detection. It cenainly can't

SATELLITE SYSTEM OF JUPITER
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stop a missile. It might have a significant screening effect on
laser bums. though. With its probable origin in the inner­
most moon, this ring belongs to the first of the three groups
of Jupiter's satellites. An examination of the orbital data
(Table Two) shows that the family of moons can be broken
up into three sets by distance from the planet. The first
set includes 1979J3, 1979Jl. Amalthea, 1979J2, to.
Europa, Ganymede, and callisto. Theil! are the innermost
set of moons, exteflding from 126.000 to 1.884.000
kilometers 178,000 to 1,168,000 mites). This first group
inchJdes four small rocks and four respectable worlds. The
secood group includes Leda, Himalia, Elara, and Lyslthea.
They range from 11.094.000 to 11,861.000 kilometers
16,878,000 to 7,353.800 miles). All four are minor rocks
under 200 kilometers (126 miles) in diameter. The third
and final set is composed of Ananke. Carme, Pasiphae, and
Sinops. This set is located from 21.250.000 to 23.670.000
kilometers (13.175.000 to 14.675.000 miles) out and reo
volves around Jupiter in a retrograde fashion. That is. all
four of these minor rocks of less than 35 kilometers 122
miles) diameter move clodcwise when 'fiewed from above
the north pole.

Even this does not exhaust all the members of Ju·
piter's orbital family. Several other positions in an orbit are
stable and are known as Lagrange Positions. One of these is
located 60 degrees ahead of Jupiter's orbital position and
ooe is 60 degrees behind. Asteroids have tended to collect
In these stable positions. Named after the heroes of the
Trojan War. these have become known collectively as the
Trojan Asteroids. The largest. Hektor. is elongated to twice
the size of its companions who seem to be uniformly

round. Hektor may thus be tWO 150 kilometers (43 miles)
spheres which have either gently mllided and stuck together
or orbit each other 'fery closely. These Trojan positions
have a lot to recommend them to a game Judge. First. they
are I place whele asteroidal and other debris has concen·
trated. This would be the place where asteroid prospectors
would make a quick survey of a new solar system to judge
its potential worth. They make excellent sites for deep­
space manufacturing facilities. Any items put in orbit
there 'NOuld tend to be stabilized there by both the sun and
the gas giant planet. The amount of debris is a good place
to hide a ship or an artifact of some son. 1t would be a
nasty prace to have to fight a space battle though I

Eleven of the moons of Jupiter are little different
from asteroids. dirty grey brown chunks of carbonaceous
rock_ In fact. that is the most likely origin fOf the outer
retrograde set of four. The middle four could be either of
asteroid or planetary formalion. Asteroid origin means that
the satellite in question was not formed out of the same
ring of dus:t and debris that formed the planet and was
captured at some later time. Indeed. an item of asteroid
origin could be from completely outside the sol.r system.
The innermost four are difficult to classify with our current
information. While mostly rock. they could be the rem­
nants of much larger bodies of ices stripped down by
Jupiter's heat and intense magnetic field.

The four Galilean satellites (la, Europa, Ganymede.
and Callisto). as welt as Amalthea, range from somewhat to
wildly different. They are probably the most interesting of
Jupiter's family. Here is where most science fiction gaming
would probably take place.
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10 is the most interesting of the moons observed
about Jupiter. While about the samesize es Luna, this moon
is tar from cold Ind dead. In fact, 10 is the most active
eXimple of volcanism known yet in the solar system. The
appearance is most strange. It Is monied with read, yellow,
white, and orange blotches as well as pocked with blackish
spots. The reason for this is the intense and continuous
eruptions of It leBt fOlM", and more probably eight. simul·
taneously active volcanos. These actin calderas spurt
plumes trom 70 to 280 kitometllf1 (43 to 174 miles) above
the surf.ce and spreading out as much as 500 kilometers
(310 miles) from the center. The materi.1 in these eruptions
is travelling from 500 to 1000 meters per second (1,100 to
2,200 miles per hour).

The onr,1I surf.ce d.ytime temperature is about
·150 cMgr..s C (·235 degrees F) with some warm spots
ranging up to 30 degrees C (86 df\lfllft Fl. The eruptions
were measured at 327 degrees C (821 degfees F) with some
outbursts perhaps ranging as high as 427 degrees C (800
degrees F). Other worlds draw the energy for their volcanic
eruptions from radioactive disintegration and gravitational
oollapse, sources which 10 would have exhausted several
billion years ago. ~cientists speculate that the required
energy is supplied by the grlYitational "flexing" that is
caused by the oombination of Jupiter end the other moons.
10 thus eXP!lnds its orbital position in the form of heat and
gradually moves closer to Jupiter. Perhaps in another billion
or so years, 10 will reach Roche's point and be tom apart to
form another set of rings as spectlC\llar as those of Saturn.
Until such time intrepid spacefarers might investi9'te those
volcanic eruPtions and find them oomposed of sulfur. It
appears likely that the original surface of water ices has
long since boiled off. 10 has a fairly high density for 8
moon and it would be a good place to seek other minerals
as well. Mining colonies on 10 have already become the sub­
ject of science fiction movies. But, what else might lurk
beneath thasa molten sulfur flows? Perhaps life. Silicate
life forms might find such a place a perfect enviromentl

10 hal an enviromental effect upon Amalthea and
1979J2. two of the minor rockV moon lets. With a surface
gravity of only 18% that of Earth, some of what is shot into
space from the volcanos reach escape velocity. This material
is oomposed of SUlfur, Sodium, and other elements. Ex·
cited by the intense belts of radiation about Jupiter, this
produces a glowing cloud many lo-diameters forward and
backward along the orbit. This material spirals in towards
Jupiter and is intercepted by Amalthea and 1979J2. Thus,
these two minor rocks have yellowish ooatings of sulfur
IIleaned from lo's cast-offs, The Irregular shape of Amalthea,
270 x 170 x 155 kilometers lt67 x t05 x 96 miles) bears
probable witness to the impact of something more substan·
tial than sulfur clouds. Perhaps it w_ Involved in a oollision
with a large meteorite or perhaps; an artifact?

Ganymede is the largest of satellites in the solar sys­
tem. In filet, at 5,216 kilometers (3,234 miles) diameter, it
is larger than Mercury or Pluto. Were Ganymede to orbit
the lun on in own, it would be considered a significant
planet in its own right. It is only a little bit smaller than
Mars. ThIs body appears to have no atmosphere and to be
composed primarily of ice and rock. Examination of the
surface features indicates that the rock sank through the
ice to form a central rocky core surrounded by an Ice
mantle. Even though the C1lnter of Ganymede may still be
warm, most of the geological activity has long since died

26 Pegasus

away. Still trICes of plate tectonics action are noticeable
and scientists will want to study Ganymede for what is can
tell us about our own planet. Future astronauts will want to
visit because it is a large world. Mining activities will have to
get through a lot ot ice to make it to the core but most of
the discardMl material will be processable for fuel or water,
Mining colonies shoukt thrive on Ganymede _ soon 8$ deep
prospecting methods are worked out. Future prospectors
may fight off claim jumpers from the interior of their
fusion-powered sub-moles. Though not as spectacular as
10, Ganymede has much greater prospects for long term
industrial development.

Callisto is somewhat deceptive. It's darker appearance
and extensively cratered surface would lead an observer to
think that it was rock. In fact, density m..suraments show
Callisto is primarily ice with only a small admixture of
rocky material. The dark tone appears to be from the con·
stant rain of meteorites which vaporize the surface ice and
leave black carbonaceous material behind. Another curious
phenomena also indicates a oomposition of ice. Callisto is
flat and dull with maximum detected relief on this planet at
barely more than a kilometer. The ice h. flowed smooth
with time. All large features are nearly obliterated. Small
craters ant preserved nearly intact though. The ice is strong
enough to hold up small cmer riml but no large crater
rims. Perhaps Callisto could become the naval base of the
future. Its weak gravity (12% of Earth) and absene- of tny
atmosphere should make it extremely easy to land even the
largest of spacecraft. Building or refitting docks coukt be
carved out to any size required with the excavated material
processed for fuel. A simple heat source would be all that
would be required for even very large scale projects. Ot
coune, after a century or so, or perhaps even a millenia, it
might be necessary to come along and trim the slowly
flowing walls back to their original contours. Perhaps some
ancient installations from some previous native or alien
culture lie buried there where the slow ice creep of centuries
has smoothed over surface indications, Commercial, mili­
tary, and technical advantages might lie buried, awaiting
some intrepid explorer. In any event, Callisto will always
be able to provide plenty of material for fuel refining.

Europa, the last of the four maior satellites 15 the
most dull and boring. The surface 15 an extremely smooth
layer of lee. It is so perfectly smooth that the relief does
not vary more than a few hundred meters over the whole
planet. Many long, narrow valleys and trenches cover the
lurface, crossing and recrossing with the individual elements
running unbroken for over three thousand killometers
(2fXlO miles). This lurface ts new. Only three craters larger
than 20 kilometers (t2 miles) diameter have been found.
No trace of the original bombardment of 4 billion years ago
is presenL While formed like iu stster planets out of the
rock du,t and ice dust clouc:k surrounding newly fonned
Jupiter, something different happened. Europa melted I
After some time spent in some unknown other condition.
heat from tidal flexing or radiated from Jupiter melted at
least PlIrt of the planet, Perhaps all the surface became
OO\l8fed over with an out-pouring of water to form an all
encompasing sea. Soon this sea froze over with subsurflC8
currents and expansions producing cracks and pressure
ridges. A.J more heat radiated off into space, tM Ice layer
grew thicker and thicker, Has Europa frozen all the way
down to its rocky core? Or, instead, Is there a sunless sea
sealed underneath an Insulating skin of ice? Perhaps some



day soon. real astronauts can follow rolegaming characters
into the Eban Ocean of Europa.

Next oolumn we will continue our voyage on out
among the gas giant planet, to visit Saturn, Uranus, and
Neptune. Our fictional characters can but follow their
mechanical Voyager predecesson and keep interest alive
until our own real astronauts can reach these fascinating
places. Just because it is colder than Terra doesn't mean
it can't be interesting to game.

Table One

Ma" Diameter Gravity Density Sunacll Material Atmosphere
J 318 143,200 km 2.80 1.33 liQuid H2 H2. He. NH3, CH4
S 94 120,000 km 1.10 .69 liquid H2 H2. He, NH3. CH4
U 15 51.800 km .88 1.75 ? H2, He. CH4
N 17 49,500 km 1.14 2.20 ? H2. He, CH4

Tlble Two

Satellite Diameter Distance From Planet Surface
Nama Kilometen/Miles Millll/Kilometers Material Atmosphere
1979J3 40/25 78,120/126,000 Rock None

2 1979J1 35122 79,360/128,000 Rock None

3 Amalthea 270 x 170x 155/167)( 105)(96 112.840/182,000 Sulfur Layer None
Over Rock

• 1979J2 75/47 138,260/223,000 Rock None

5 10 3.640/2,257 261,640/422,000 Sulfur Compounds Very Thm
502,5, Na

6 Europa 3.130/1.94 1 416.020/671,000 H20, Ice None

7 Ganymede 5,28013,274 664,020/1.071.000 H20, tee & Oust None

8 Callisto 4,84013,001 1,168,080/1,884.000 Rocky, Oust & None
Some Ice

9 Leda 10/6 6,878,280/11,094.000 Rock None

10 Himalia 170/105 7,121,940/11,487.000 Rock None

11 Elara 80/50 7,283.140/11,747,000 Rock None

12 Lvsithea 25116 7.353.820/11.861,000 Rock None

13 Ananke 20112 13,175,000/21.250,000 Rock None

,. Carme 30/19 13,974,800/22,540,000 Rock None

15 Pasiphae 35/22 14,576,200/23,510.000 Rock None

16 Sinope 30/19 14,675,400/23,670,000 Rock None
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A GUIDE TO COPYRIGHT

by Stephen R. Marsh

Edited by John T. Sapienza

This. short piece that explains whit a fantasy role·playing game (FRPG) author should know about Copyrights and
why. It gives the basic knowledge of what 8 Copyright will do, how to get one, and what to do with it to make it work. It is
blsed on the new Copyright law (enacted In 1976) and focuses on written works. The bibliography is a useful part of the
article and will direct the reader to sources beyond the scope of this short piece.

Why Copyright?

The first relson that Iny working author Copyrights things is so that author has something to sell. Uncopyrighted
material Is in the public domain-It can be uUld by anyone without credit Of compensation to its creator. If you plan to sell a
\oYOrk you need to Copyright it. Otherwise. anyone can take it and anyone can sell it without giving you credit as an author or
p'yment as a creator.

The second reason an author Copyrights is to hay. the right to continue to use his creations. Tolkien was almost fore­
dosed from the use of any Elvish words by the publication of an Elvish Dictionary. Moorcock could be barred from the l&e

of certain named gods because those names exist under T$R's Copyrights. Both of these authors have been lucky because
they are dealing with honorable people. Some FRPG authDr$ have not been so lucky. If you want to keep the right to use
your crntions after they enter the commercial market, you need to CopyrighL

The final reason to Copyright is r,lated to the first reason. Copyrights are secured to insure that credit goes where credit
is due. Just a:s an author would Copyright something to protect the monetary rewards of their work, so an author Copyrights
to get the emotional utilfllCtion that comes from getting credit for having done a good piece of work. A Copyright protects
against the theft of credit for who did the work.

What Can Be Copyrighted?

The Law says:

§ 102. Subject Matter of Copyright: In Ganeral

fa) Copyright protsction Rlbsisrs. In ~COrd8nce with rhis title I' J U.S. C.
§ § 101 ec. seq.; in original works of authonhip fixed in any rangible me·
dium of exprtlWon. now known or 18ter d~veloped, from which they can be
perceived, reproduced, or orherwistJ communbred, ./r~r directly or wirh
rheaid of a machine or device. ...

This means that .nythlngyou can record, you can Copyright-but if, lind only if, it is something original. The law is very
tiberal as to what constitutes being original as long as the work has some artistic value that did not exist before.

The reason for the stress on ortginality of presentation is that the law protects the presentations. The "original work of
authorship" protected is the manner in which the author presented his or her ideas. For example, aU the infonNition in this
article existed before I wrote it. The law does not protect the information, but it does protect the original way I am presen·
ting it. Copyright Laws protect the way authors present their id..s to the public.

However, the law protects only presentations. Part (bl of the above reads:

fbI In no case doef copyright protecrion for.n original work of authorr/lip
urMd ro any IdN, procedure, process, system, method of oper6tion, con­
cept, principle, or dl$COVfUy, rBflIJrdlllss of rhe form in which ir is described,
IIxpllllned, illustrated, or embodied in such work.

That's right··Part (bl ctearly $tate$ that the Copyright Law does not protect Ideas. It won't protect my idea of writing
an article on Copyright Law for FRPG authors. What the Law protects i$ my expression of that idea. This is true of every
piece of writing in the FRPG field--including rules.
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So, the Law won't protect an idea (such as Hit Points) but It will protect a presentation of that idea. In a novel, thet
would Include the names of the characters, and in a set of rules, would include original n.mes for ideas and original descrip·
tions of them. Thus, the L~ does not protect TSR's idea of milgicGI spells, but one would be ill·ad...ised to borrow the I\Irnt,

description or exact characteristics of a spelt in Greyhawk.

What Copyright Protects

As the last section indicates, Copyrights protect the Ixpression of ide.s. This protlCtlon can be broken into three con·
cepts th.t make it easier to understand. These three concepts will bring the why of Copyrights into practical focus.

1, The Right to Publish: Thi. means that a Copyright protects the right to either sell • work to the pubfic or keep it pri ...ate.
The Right to Publish is the right to put the work before the publtc. In prlCtical terms, it means the right to sell • worte to.
pubfisher.

2. The Rtght to Copy: Following the right to decide whether your work is to be exposed to the publtc is the right to limit
the copies. This can be SHn as the right the publisher has to sell copies or the lack of • right in others to make copies of
• work without paying for them. In real life, this would be the right CMosium Inc. has to object to another company pro­
ducing Runequestl tm or my right to prohibit the printing of this artkle unless I'm paid (when I was paid the right to
ob;.ct shifted to the publisher!.

3. The Right to AdaPt: This right tEst expresses one of the reaches of the pt'otection your expression has. It is the right to
write something derived from the originally Copyrighted piece.

Tolkien's right to write The Silmarillion was his right to deri ...e a work from the lord of the Ril\9l. Dave Hargra...e's
right to do the successive books in the Arduin series comes from his Copyright in The Ardvin Grimoire. Your right to use
rules you have written to do the next in a series of rules lor situations in the next of a series of scenarios) comes from thl
right to adapt.

The fact that the author has the right to adapt means that others do not have the right to do deri ...ative works. Thus, I
CIIn not do a rule book that Incorporates Michael Moorcock's Elfie, Young Kingdom_, MoongIum. Arioch. Stormbrinv-r, or
othl,. because Moorcock's CoPvrights give that right to him.

Thu., Copyright protects the original work's privacy, the number of copies made. and the'oHspring of the original
work. It is your right to selt your work and to exploit it in succeeding deri ...ativI works.

This protection provided lasts for your lifespan and also protects your estate (whoever gets your Copyright In your
willI for 50 years after your death.

How to Copyright

Copyrights are surprisingly simple and Inexpensive to obtain.

First, write to: Reglulr of CoPVrights
library of Congrla
W.shington, O. C. 20569

Ask for Form TX hhe form for written works including computer programsl. The register will send you two copies of
Form TX.

Seeond, fill out the forms. They are free and come with complete directions.

Third, return the forms with a copy of your work and tIn doll.rs (check or manlY order). 11 the work has been published,
send two copies.

Fourth, thl register will send you a certifiate. Put it in a safe P{lce.

There is a fifth step that really comes first, at the time you publish your work (which indudes handing out copies to
friends and critics): You must put a copyright notice on your work. AU copi" of your work (including the one you send the
registlr) should h....e the notice on it. The notice should be in the following form:

Olte Your Naml

So for this article I would go: 0 1981 Steve Marsh. You may wish to place under the nottcl the words "III rights
reserved".
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The above is a magical formula, that when worked with the four part ritual that began this section, will create I vllid
Copyright. In legal terms, the formula gives notice and the ritual registers the Copyright inhllfent in the luthor. However,
without a Copyright notice on the work, the author gives up their inherent right to I Copyright. And without following the
four part ritual, the author can not enforce any of those rights in court.

You should Copyright a work every time it is finalized. Thus, if you were to circulate a draft for I SIt of rules based on
Moorcock's Young Kingdoms and Ehic, you should spend ten dollars (and copying fees) and Copyright the circulation draft.
Then, after you had finished changing it and done the rewrites, you would Copyright that form, too. This would be the pro­
per way to make certain the original work and the finished product were protected from malign spirits (and more substantial
and unprincipled Copyright violators).

Following these steps will secure an author a Copyright that will extend as far as the current FAPG market goes. It
will allow you to sell your work in the U.S., England, the European Continent and both South America and South Africa.

How to Protect Your Copyright

A Copyright is pt'otected in two ways. The fint il by giving full and proper notice. The second is by acting quickly
every time someone tries to infringe on the Copyright.

1 Proper Notice: Proper notice is given by placing lhe notice formula ( 0 Date Name) prominently on every copy
of the woric: where it can be clearly and easily seen. For artides, the first page is usually a good place, and most rulebooks use
the inside cover Uook at the rules to 0&0, AD&O, RO, or TFT).

If your work ends up in public (and doesn't fait within one of the three following exceptions) without proper notice,
you lose your Copyright and the Itatutory protections. Maybe a very good lawyer can help you. Maybe.

The first exception is if notice was not included on a very small number of the copies sold Ivery am.lI in both absolute
numbers and in percentages of the total).

The second exception occurs when you expressly required, in writing, that a Copyright notice be included as a condi·
tion of publication and the notice was omitted in violation of that agreement.

Finally, if the work had a proper notice and it was removed after sale, you are nol ruponsible for that unauthorized
removal and the work is still protected.

2 Prosecution of Infringers: Anyone who uses one of your rights (that of publ1shing, distributing copies, or of making
derivative workl) without your authorization, has infringed on your Copyright. In order to USill the law to protect yourself,
you must act within three years. If you don't do something that would indicat. to the infringer that you want them to stop,
and don't do it wilhln three years of the Infringement becoming public, you lose your right to do anything.

When you act, you may either talk to the infringer yourself land handle any legallCtions yours.lfl, or hire an attOfoey.
This section will handle both alternatives, though the advice on how to 90 about self·enforcement is included more to give
you an idea of how an attorney would handle the case than to suggest how to get into court and lose a case by failing to use
an anorney.

In deciding which alternative to pursue, you should be aware that the law will allow you to recover whatever costs you
incur when you hire an anorney-if you win. Also, talking with an infringer and asking them to settle il the cheapest way to
go if it works. Almost .ny result is better than a coun battle.

Conducting Your Own Coun Case: This is to be done only when there is an obvious blatent Infringement. The best
example is when someone has copied 8 rules section you write word·for·word or writes a novel or Icenario using your charac'
ters (with the same names) and your melieu (with the same namel.

First you get a copy of your oopyrighted work and a copy of the infringing work and make a list of lhe word·for·word
sections.

Next, you write a complaint with the following elements (nole that if you hire a lawyer, they will want 10 see molt of
these too):

Allege a Copyright (and include a copy of your certificate).

2 Allege an infringement (and include a copyofyourworlc:, tha infringing work, and that list of infringements that you made).

3 Aefer to lhe Federal Law 117 United States Code, Sections 101 H).

4 Recite your attemPts to negotiate with the infringer. If possible, include copies of leners, telephone bills, etc.

5 Ask for an injunction (for the coun to forbid the person to continue infringing on pain of being jailed) and statutory
damages.

6 Ask for summary judgemenL

Then take several copies of your complaint and 9!J to the nearest Federal District Court (to be found by looking through
the phone books in a library) .long with 100 dollars.

You then find the Clerk of the Court who will take your money and have the U.S. Menha! deliver summons 10 the
infringer.
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1f your case is clear cut and you are lucky lyes, you should gct the feeling you are being foolish prosecuting it on your
own without a lawyer) the court will send you a notice that you have won. The court will also award you a sum of money
under 10,000 dolla~ that you have to collect from the infringer. You will probably need legal help to get the infringer to pay.

Please note that this wilt only work if the infringement is very blatcnt and the law is clearly on your side. You will need
to read the law and spend much time on the case if the Infringer decides to fight your claim and things aren't clear enough for
the Judge to simply award judgement to you.

Hiring an Attorney: This is what is usually done when negotiations fail to get the desired results. It should always be
done when I large amount of money is involved. An aUorney can also advise you on close calls--when you are not certain if
your copyright has been infringed.

First. go to the local Bar Association. You can find them in the telephone directory. The Bar Association licenses
attorneys, disciplines them if they fail to do a good job, and can refer you to an attorney who meets your needs. An attorney
who can handle your divorce may not be the one to go to for help with your income tax or for copyright protection (though
he may be).

Next, discuss with the attorney what they are going to do. You should have all the things with you that you would
preP8~ If you were prosecuting the-case yoursel . U-you-win, a'couf\may do any orall ot"1:he followIng thIngs.

luue an Injunction: This means the infringement must stop or the infringers will go to jail. A creative attorney may be able
to penuMte the court to do additional thingt along this line.

2 Impound: The court will take all of the infringing items. It will usually destroy them.

3 Award Damage: The statute provides for a range of money the court may take from the infringer and give to you. Or, if
you can prove that you were hurt, you can recover any harm you suffered and all the profits the Infringer made. So, If
you lost 5,000 dollars in royalties and the infringer made 10,OOOdoilarl, and you can prove it, you might recover 15,000
dollars from the infringer (the court will treat all the money made with your rights as your money).

4 Criminal Proceedings: The infringer may be sent to jailor be forced to pay fines.

5 Attorney's Fees: The infringer may be forced to pay your attorney's fees and court costs. Thus, if you spent 3,000 dollars
paying your attorney and a thousand dollars on paperwork and such for the court, you would get 4,000 dolla~ more from
the infringer to pay for that.

When you hire an attorney, you should know which of these remedies the attorney intends to have the coun enforce.
Each thing you ask the CQurt to do will require you to prove different things.

For example, an injunction requires showing that the infringement Is still continuing, impoundment needs something
to exist that can be impounded, and attorney's fees requires proof thai you hired an attorney. While the court wilt assume
some things and guess a Ifnle (that is the reason for the statutory damages provision). if you ask for everything, you need to
realize that you will have to prove the specific things for everything which will make the court case longer and more expensive.

Looking at what a court will do to an infringer is a stiff warning against stealing from someone else's work. The courts
are vigorous and often may appear slightly vindictive. However, realizing that an infringer is seeking to replace an author and
take his rights without credit or compensation, the law and the courts are only the barest iustice. Authors' Guilds have sug­
gested punishments that would make a Pict blanch.

Incidentals to Copyrights

To every rule, there are exceptions, additions, and alternatives. With Copyrights, the exception Is the area of fair use,
the a'ddition is the sale of your Copyright, and the alternatives include the law of unfair competition, patents and trademarks.

, The Exception of Fair Use: The law allows the "fair use" of Coyprighted material. The couns have given this an
almost definite meaning. Generally, fair use consists of:

A The use of some of the contents of your work in a parody of it. This is perhaps the lowest blow of all.

B A summary with brief quotes in the news. Thus, Newsweek may use brief quotes to report your work.

C Short exerpts in a critique. This means that a review of Different Worlds in The Dragon could include parts of the copy·
righted contents of Different Worlds.

D Sample quotes from a technical pie~ to show the author's views. Thus, short quotes from this article could be used to
show how I handled this subject.

E Educational distribution of copies, where the excerpts are of a small ponion of a complete manuscript, by a teacher or
a student, as a one time use in a lesson. A professor may once hand out copies of a single poem from Th. lord of the
Rifl9l. Educators are governed by their own complex rules.
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When considering whether or not a specific example is a fair use, the statute gives these guidelines:

Is the use for profit or non-profit ends

2 Wh.t is the copyrighted work

3 How much of the work is copied

4 The Impact on the potenti.l Jales of the work

2 The Addition of Sliles: An author's real concern with a Copyright is usually the sale of it. This section covers the
/Nrr~, r.,•••ulhor. in thi. ,;.old pt and ••uwvnft:l method of fils...

Hlrd eover books usUilly bring the IU1hor a royaatv of lD'Jt on the first 5,000 volumes sold, 12Yw'l. on the next 5,000
volum., ~d 15" of all following SlIM.

While this is the publishing industry standard, only TSR publishes hard cover books and the current royalty receipts
are a great dnl leu than 15% (becMlse the authors have felt that they owe the company something)_ Percentages are always
reduced by the .mount of editing required.

Paperbound volumes will bring a lump sum from TSR, 2Yw% from Q\ao&lum Inc., from 1'1. to 15% from Judges Guild Inc.,
and lump sums from the others in the field. J..... Guild and etwo.ium will also ~y lump sums if the author requests. A
lump sum means all the monay up front. no waiting, and insurance against your work failing to sell. It means making leu if
yOur work sells much better than average.

ClJrrently, magazines In the hobby bring about a penny a word. Judges Guild modifies its rates by the fame of the
author and the quality of the copy (you get very little f~ crayon on wax paper and more for camera ready copy). The other
magazines prefer double-spaced lor it goes to the bottom of the slush pile) but do not modify rates based on format.

In selling your copyrighted work, it is usually assumed that the right to do derivative works remains with you. It does
not hurt to write that into the sales contract--and doing so will avoid any future misunderstandings. It is also good practice
to have all non·exercised righu revert to the author after a perod of time (usually 1 to 3 years). In any case, after 35 years,
the author has the right to cancel the sale of any copyright right.

Never sign a sales contract with the magic words "work for hire" or "a work made for hire" in it unless you clearly
intend to give up all rIghts in that work forever. Don't trust anyone who sends you such a contract unless they've clearly
explained themselves in advance.

3 The Altern.tiv" of Unfair Competition, Patents and Tradmarks: While copyrights are useful for most of an author's
needs, this section covers rights and protections not available from the Copyright Laws.

Untllr Competition is when someone doesn't quite infringe on your Copyright but does something just as bad. This
covers cases where an individual is trying to get the same result that infringing would give them. It is relevant to things like
using the same tItle, the same typeface and an, and similar aets.

The reason that unfair competition covers what it does is that it is designed to protect against atlempts to pass things
off as a part o·f something else. So if I did a supplement to RuneQuest! but was careful not to use any of the copyrighted
spells or descriptions, Ind didn't refer to them, but WIIS trying to PISS It off as I RuneQuenl supplement I wouldn't be vio­
lilting the Copyright Law but I could be liable (able to be suedl in tort (a type of law with moral rights and wrongs) and could
be forced to ply ChlOslum not only the amount I hurt them by but extra (called punative damages) to make sure I didn't
do it .in.

Patents cover things, Ind ideas. A machine to make high impact dice for 10 cents would be the subject of a patent.
Pltents are outside the scope of the article but deserve two notes. One, I Copyright will not serve in the place of a patent.
Two, in the case of something thlt qualifies for both, Copyright first and Patent second.

Trademarks go hand in hand with Copyrights in our field. 0&0 has been trademarked. So should any product which
sells copies based on the power of its name alone. Tntdemarks can be used to protect the titles of rule books against unjust
appropriation of their melning. They also protect logos such as the TSR Uzardman, the TSR Wizard, IBM's "IBM", etc. If
your rule name or company has a distinctive name or can sell things by identifying them with the name (or if you intend it
to do so in the future) It Is a good practice to trademark both name and logo.

These three topics ere deep enough for articles in and of themselves. They .re briefly mentioned to alert the reader of
alternatives to Copyrights when you need protection and I Copyright won't give you what you need. While there Is some
OYtI'1.p between the protection of unfair competition, patents and trademarks, each serves a different function and each is a
different piece of armor to protect you 19lIinst individual who would otherwilllioot you naked of rights.
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The following books are both a bibliography and a list of useful texts for someone interested in gaining greater depth in
the field of Copyrights or a broader field of vision that this article provided.

Brown, Ralph S. Kaplan and Brown's Copyright, Unfair Competition and Other Topics. MlllOJa: Foundation Preu. 1978.

Dannay, Richa'd. Current De,elopments in Copyright lew. New York: Practicing law InstilUte. 1980.

Glassman, Don. Writen' & Artists" Rights. Washington, D.C.: Writers Press. 1978.

Goldberg, Morton David. Current Dewelopmenu in Copyright law. New York: Practicing law Institute. 1979.

Schepps, Solomon J. The Concise Guide to Patents. New York: Bell. 1980.

S.jdel, Arthur H. Whit I .... Gel'lClrltl Prlrtitioner lof Lawl Should Know About Tradem~rks ltlld Copyrights. Ptulitdelnh,a:
All. 1979.

United States Code, TItle 17: Copyri9hts. Washington, D.C.: GPO. 1976.

United SUtes Code Sena, Tida 17: Copyrigflu. Rochester; lawyers Co·operative Publishing. 1978.

Wager, Willis. A Musician'. Guide to Copyright. Brighton: carousel Publishing. 1978.

Wincor, Richard. Literary Rights Contracts: A Handbook for ProfHsionell. New York: Harcort Brace Javanoyich. 1979.

TRANSPORTS YOU TO WORLDS
OF WONDER & ADVENTURE!

3JUllgrs ~Uilll
R. R. 8. Box 9. 1221 N. Sunn)'sidt ROld

De-Clew. IL 62522 .. 9709 Ph. 12171422·1930

us,... I"O,,-1"O
BuIll 'hl. .. • • . •. Ho...
1IIt C ,LOG

.0 ~...c:r. C...TALOGUE
BULK RATE FREE

hi CLASS 11.00

~o.UI S.....Ch ••, ..

"". S..DlCtlPtlOfi "". Yu.

"'-."Ak ,:SO.OO
s.tf_ tl •...• ".00

c.....
ht CleM .•..... '1.00
:I.,. ClUJ ' ••"

You recel.......!monthly
I...... per yu, of IIUIeNl,.."......_el.II, for

".ntll)l Rei. "'~yl...
Camp",",

..,.n..,
c:un.. D"'~"'Br."
sueSClllll"'OH

f ,r '142,,. '2'
:I,n ....•..... ':II

t ,~.••

".".

EVil" two monltli YOu will r.c.l~•• J2 1)'91
Cit, SUI. C.mp.,," "'dventu... lualni tn.
.Iy to F."."tI" A4••nh 0"1'11", In(ludld
In ......"1•• 64 Plge tI., and SCI.nc.
"1c11O" GIl'll", M.,nlnl, p.,;k• ., lull of
Inl()f'maU... ...rtlcl... "'.r Ald.. III....."",
.nd ......... t...... cov.,lng III .IIMCII of
aaml", Ind 11'01. ",• .,.1",. A 101.1 01 96 o,gel
01 .....'lItle I[n)o.,m.nl lor 1M Low O\llid
",.mll., RII' Of only IU.OO I yu,1

Pegasus 33



.\

,
•

•
'.'.
-..,
•

•,
••..,.
;.

Designed by Reynolds C. Jones, 13, and Cedric Oakenshield
Coyer Art by John Mortimer

Interior Art by Mel White, Julie Lewis. and Erin McKee
Graphic Art and Layout by cedric Oakenshleld, 13,

John Mortimer. and Roger C. Harvey
Composing by Penny Gooding and Oebye Pruitt

Table Of Contents
Introduction...........•......••..•.......... 35
Damkina 35
Key to Damkina ..•.....•....•........•• , 35
D.mkina Submap A..................•......... 36
Inns, Tayerns. and Roadhouses of the City ....•..••.•.• 44
The Steading of Ouinden 45
Quinden Village Map ...................•••.... .46
Damkina Town Map....•...••......••.....•.... 48
The Village of Btghsdale ... _.•••.....••.......... 51
Bighsd8~ Mine Key ........•••••.••••••........ 53
Bighld.1e Mine Map ........••.....•••••........ 53
Man'throp Village ..........•.......••......... 54
Man'throp Village Map ......•••.....•••.•...•... 54
Man'throp Dungeon Key...•....•......••........ 55
Man·throp Subolap A •• _•..••...•.....•...•....• 56
VIIt Lak.· Description .................•..•.... 57
The Tamesit Riyer· Description .........•.......•.• 57
The Final Pass - Description.............•......... 68
M.p Area Covltred by Installment on Campaign Map 9 58
The Scarlet Forest - DescriPtion 60
The Aleion Mountains· DescriPtion .......•........• 60
The AWlite Ringe - Description ..........••........ 81
Uniyersal Format Explanation 61

(his A~uenture

Belongs [0:

,

•

••
".
I,
•

•.,.
'"

Copyright e 1982 by Judtes Guild Incorporated. R. R. 8. 80x 9. 1221 N. SYnnvside
Road. Decatur. ILL 62522 . 9989. All rights reserved. This product is a plaving aid
designed to be used with a set of Role Playing Game Rules. The contenu of the product
may nt!ed to be changed by the indiyidual Judge to suit the c.mpaign he or she moderates.
No simil.rity between any of the names of characters, penons, and/Of Institutions in this
publication with those of any liyingor dead person or institution is intended. and any such
similarity which may exist is purely coincidental. Printed in the United States of America.



Introduction

This adventure setting takes place in the Elphand Lands, Campaign Map 9, centering on the village of Oamkina and
the surrounding area. Oamkina is the central marketplace for the area, but, recently (in the last 6 - 9 months). many raids on
merchant vessels from a Hobgoblin village by the Gianu' Bog have cut trade down to a mere 25% of normal, No trade at all
has come from east of Vast Lake in the last six months due to these raids, and only the braver or the financially desperate
traders from the west have continued to come to Oamkina. Due to this situation, Oamkina is in danger of becoming finan­
cially destitute, and the Overlord of the White Throne is prepared to pay a reward to anyone who can nop these raids. This
reward is 1.000 GP and a personal slave to each individual involved, and the grant of land (equal to one 5-mile hex) to all in­
volved (one piece of land for all members to share, not one grant for each member), Successful adventurers can choo&ll their
land from the following hexes: 2516, 2515, 2514, 2613, 2713, 2813, 2915, 2817, 2718.

To get the players started on this adventure, they must first be aware that the Overlord of the White Throne is looking
for adventurers to find out who is responsible for these raids and to stop them, Inquiries will lead them to set up an appoint­
ment with the Overlord. The Overlord will advise them to seek out Aliana the Avenger (Guardian of the Final Pass) and enlist
her aid. The Overlord is cenein that she will help and will provide transportation for the player-charllCters in the WlY of a
merchant ship and guides, He will advise them not to bring horses because Aliano rides a Gryphon, and Gryphons and horses
do not get along well at all.

Another adventure that can involve the player-eharacters takes place in Quinden. The populace of Quinden would love
to overthrow Baron Drampinill, and Lady Starmist Moonflight is ready to attempt it. The Overlord of the White Throne is in
favor of such a revolt and will send help if it is requested. The Lady Starmist Moonflight will allo provide help for the mlin
adventure if she is asked to do so, She will send Longbeard the Young and Wildhair Manslayer with the player-eharacters for
more muscle - not cannonfodder. These two will act intelligently and will not take unnecessary risks unless the lives of the
party members are at stake,

Upon an island in the center of an ancient and unplumbed lake called Vastlake sits the small metropolis known I.

Oamkina (Hex 2715, CamPIIlgn Map 9, Elphand Lands). Oamkina has, of late, been in a dreadful uproar. A bid for power by
an unknown faction in alliance with a powerfully evil lord and the temple of Anranax - the Greater Lord of Evil has left the
populace sheken. The reids of fell beasts from the north against outlying farms and the harassing of the long route between
Damkina end its ally to the West, the Dwarven kingdom of the Iron Smelter Tribe (the village of Bighsdale, Hex 1318) hn
funher upset matters. The Overlord of the White Throne seems helpless to act against all the problems at once. and the situa­
tion seems to be \I\/Orsening. Following is a description of the town's most impenant places and people as well as its Inns and
Roadhouses.

Good Luck,

Key to Damkina

No.1- The Pelace of the Overlord of the White Throne
The center of government for the city and surrounding countryside

See Sub·Map A

The Overlord of the White Throne: CLS: PAL; LVL: 051; ALN: LGX; HTK: 031; ARM: +4 Plate and Shield;STR:
179; INT: 107; WIS: 167; CON: 146; DEX: 145; CHA: 189; AGL: 167; END: 155; LED: 189; LCK: 135; PSY: 073;WPN:
+2 Broadsword. The Overlord is constantly attended by four 5th Level Lawful Good Fighters who form his personal body­
guard, They are intensely loyal. Bodyguards: CLS: FTR; LVL: 051; HTK: 030,028.021,022; ARM: 080; AGL: 112, 122,
133,081; WPN: 18A and IMF.

On Sub·Map A, the ground floor. the following encounters are definite:

Pt. A Guard Room: Six ht Level Fighters: CLS: FTR; ALN: NGL; LVL: 011; HTK: 004,004,006,005,004,003; ARM:
070; AGL: 122.122,091,071,111, 091;WPN: ILS, and one 2nd Level sergeant: CLS: FTR;ALN: NGL; LVL: 021;
HTK: 011; ARM: 080; AGL: 122;WPN: IBA.

Pt, B The Throne Room: Daytime - the Overlord and his personal guard, 2 Nobles of the realm (Judges choice) and 4 fair
ladies (CHA: 162, 173, 172, 184). At night: two 4th Level guards and e cleaning crew. Guards: CLS: FTR; ALN:
NGL; LVL: 041; HTK: 021, 019; ARM: 080; AGL: 122, 102; WPN: IBS, Cleaning Crew: Female with Mops,Scrub
Brushes. and pails of soapy water.

Pt, C Stair to Level 2. Two 4th Level Guards: CLS: FTR; ALN: LGN; LVL: 041; HTK: 019. 020; ARM: O8O:AGL: 122,
081;WPN: IBS.

Pt.O Secret Stairs. Few of the people in the palace know of these stairs. They are guarded by 8 trained Hippogriff. Hip­
pogriff: HIT: 008; HTK: 030; ARM: 050; AGL: 143; DPA: 2/1 06/1 06/1 06/1 06.
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In the halls and amidon, there is a 2 in 6 chance of meeting someone every other melee round during the day and a
1 in 6 chance at night.

Random Encounters
(Roll on 106 after detfl"mlning that there is an enoounter.1

Four ht Level Soldiers: CLS: FTR; ALN: NGX; LVL: 011; HTK: 004. 005, 003, 005; ARM: 070; AGL: 071, 133,
112.112; WPN: ISW.

2 Four Body Servants: CLS: FTR; ALN: NXX; LVL: 011; HTK: 004, 002, 002,001; ARM: 010; AGL: 071, 101, 112,
071;WPN: None.

3 Two Courtiers: Cl5: FTR; ALN: NGX; LVL: 071, 081; HTK: 040. 042; ARM: 110.090; AGl: 143, 163;WPN: IRS.

4 Spy forthe Overlord: CL5: THF; ALN: NXX; lVL: 031; HTK: 015; ARM: 030; AGL: 184;WPN: lOG.

5 Concubine: Female; ClS: THF; AlN: NXX; lVL: 011; HTK: 004; ARM: 010; AGL: 123;WPN: IO.G.

6 Representative of the Sorcerers' Guild with ,II supporter•. Check for which one.

On the Second Floor. the following encounters .... definite:

Pt. A The royal Treasure: 14,000 GP. 60.000 SP, 140.000 CP, Jewel·set crown worth 10,000 GP, spun gold robes worth
15,000 GP,the Sword of the R,alm (10: 121; EGO: 122 and is aligned LGX. The Sword speaks Dwarven, Common
and Gnomish. It adds 5 points to the attack and damage rolls and changes the alignment of anyone who uses it in
banle irrevocably to LGXI. The Treasure is guarded by a Stone Golem: HTK: 060; ARM: 042; AGL: 031; ATK: One
for 4·24. Only weapons of +2 or greater magK: do any damage to the Golem.

Pt. B Harem of the Overlord of the White Throne: 4 . 8 Concubines present at any given time. Concubines: Female; HTK:
006. 004. 004, 004, 003, 003, 002, 002: ARM: 010; CHA: 189, 179, 179, 169, 179, 179. 169. 169; CLS: HRI:
AGl: 168, 158, 157, 156. 156. 155. 146. 146;WPN: None.

Pt. C Magic Message st8rts screaming, "Helpl Helpll Helpllllntrudfl"S. Intruderslll", when anyone not of the palace retinue
pas$eS by this $pOt.

Pt. D One Single DoomgUlrd (animated Armor per Arduln Grimore): HTK: 10; ARM: l00;WPN: Great Sword; Dexterity
and Agility always matches that of hs most dextrous and agile opponent.

No.2· The Palace of Lord BlueGlimmer· a Noble of the Re,lm

BlueGlimmer is young and idealistic. He supports the Overlord faithfully and cannot understand why he doesn't t8ke
deci.ive action in the present crisis. Lord BlueGlimmer: CLS: FTRj LVL: 051; HTK: 030; ARM: +4 Plate Armor; WPN: IBS.
81ueGlimmer is constantly accompllnied by four 4th lavel Fighters and a 7th level Gnome Illusionist. Fighters: HTK: 022,
025,014,016; ARM: Plate Armor; WPN: 185, WS8. Illusionist: HTK: 024; ARM: 010; WPN: ITK; Spells: lIIuKJry Noise,
DI1i/luf. x 2. R,inbow Rayr. Detect Invisibll1 ObjllCfs. Hypnotic p.ttfffn, MultipM ImBgeS, Misloc8tion. Fellr. Dftpel Illusion,
Suwntion x 2, Confusion. .

No.3 - The Palace of Lord Fairtenow· a Noble of the Re"m

Lord Flirfellow is an ally to Lord BlueGlimmer. Fairfellow is Lawful·Good and serves Glor'diadel-. He is always accompanied
by a .ingle Phraint Warrior (per Arduin GrimoreJ. Lord Fairfellow: CLS: FTR; LVL: 051; ARM: +3 PI.Ite Armor; AGL: 155;
WPN: Great Sword. Phraint Warrior: HTK: 31; ARM: 050; WPN: 4 Javelins (2 of Lightning) and 8 Whipsword (does 2·12
damage due to stripping of flesh). The Phraint resembles a Giant Preying Mantis, standing upright.

Lord Fairfellow will haw within his town house at all times 6,000 GP. He carries 100 GP on his person.

No.4· The P.ICI of Lord BIoodsplller

This Noble is tha most powerful of the peers, .nd totally opposed to the Overlord. He has connections in the Temple
of Arthran8x - Greater Lord of Evil, a Tample being uted by Back·Lor, Wizard of O.rkneu for his own purpolllS (see No. 121.
Lord BloodspiUer: CLS: FTR; ALN: LEX; LVL: 071; HTK: 062; ARM: +5 Plate Armor; STR: 189; INT: 155; WIS: 073:
CON: 166; DEX: 145; CHA: 104; END: 166; AGL: 154; LED: 164; LCK: 096; PSV: 031; WPN: Staff of Aulership with
only 2 charges remaining, so he is loathe to use it. Bloodspilier i. eccompanied at all times by his Lover (a Demoness in
Hum.n form) and her two pets. Lover: Hellm.id~ HIT: 006; HTK: 037; ARM: 030 (natural); AGL: 189; OPA: +2 Long
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Sword. Pltl; Hell Hour1Cb: HIT; 004; HTK: 026. 023; ARM: 030; AGL: 155. 146; OPA: 1 - 10 + Fire Breath of 2 - 8. He h•
• funl'ler force of thiny Armed M.n (CLS; FTR: LVl: 01 n. two $erge.nu (CLS: FTR; LVL: 020) and 1 captlin (CLS:
FTR: LVL: 061). Figtuef1: HTK: 008.007.001,003,001,005,005,009,009,009,010,004.004.007,010,008,004,
005, 010, 009, 004, 001. 001. 008. 008. 002. 003, 008, 004; ARM: 040; AGL: 155 (.111; WPN: ILS, WSB; 1 . 6 GPlich.
Serge.nts; HTK: 017, 010: ARM: 040; AGL: 165 both; WPN: ILS. C.ptlin: HTK: 030: ARM: +2 Pllte Armor; AGL: 177:
WPN: IBS, LWH.

The Lord Bloo<hpiUer's wealth con.im of 15,000 GP and 2 Stltun of Anhrl(l'x wonh 15.000 GP ellch; as well II
his "t.tts.nd other lInd holdings.

HlIf.EI'teO of rICe, the lIdv Moonmlst is intensely Lawful Good in nature. She k-.ps check on Lord Bioodspilt.r
lOcI he hit" her. She is more inl.rnted in the ultimttl triumph of Good thin enything .h•. She is the only one of the peen;
th.t is. not I Wan-ior. she is. • WizllrdrlU. Lmy Moonmln: CLS: MAG; ALN: LGX; LVl: 101; HTK: 028:WPN: +3 0'll9lr,
St.ff of Smftlng; Spells: Ch.rm, Comprellend LitI9~, O«~ MIJic Aura, F¥niliM, fN,gic Bolt. '-rm.,.-,r Sp/»t-. of
Light, D«kt Evil Au,..,. InviJibi/ity, O/H'l. RIY of w."kflCllg, DiliP(f/ Milgic, Flight Sp.eri, Prot«r;on from Evi'. Slow; ChMm
1,10,..." Dig, Di"'*"5ion Port". Sh~ ChMJge. R6f1IO"" CUM, Conr«r Oth., PI.,.,. 1l 3, T"-Port 1l 2, COMI'OI w.m.t',
EnchMlt It.",s. G.-s. M., 'nvisibility 1l 3. lady Moonmln h•• Brownie Familiar: HIT; 1; HTK: 4; ARM: 020; AGl; 1I1S!;
DPA: 1 ·3; Once per d.y mllY use: Prot«tion from Evil, Ventriloquism. L1.".ly Llghrs, Permanent Sphere of Light. Multip»
Im.s, Confusion, Dimension Port,'. ClIp.ble of blending into landscape Ind eICaping It will. She is further guarded by a
7th 1.....1 Paladin: HTK: 45; ARM: 050: He has a +5 long Sword, and i1: extremely loy.1 to lmy Moonmln. Sht.1so h. 20
Elvftl Guards with long Bows and loog Swords: CLS: FTR; lVl: 011; HTK: 005, 002, 005, 003, 004, 003, 003, 002,
004, 003, 008. 006, 007,006,008, 005,005,001,005, 001; ARM: 030.

Hiti' petJOOlI tll.wra consists of 50,000 GP worth of Gems and 1.000 GPln cold cash.

No.8 - Tempk 01 Gtordildll luwful-Good)

The smallen of thi TMTlpMos In town, tl'le varioU1 Cr1Ift1men are III ~mbIrS of the T.mple. The High Priest is ClNr·
sight thl Old: CLS: CLR; lVL: 111: HTK: 058; ARM: +2 o-.ainmail; WPN; SitVItI' +2 M.:e and 11 Hellting Wand with 49
charges In it, which he.1s 10 paints of d.mll9l with each chllrge: Spells: BIe#, Command. O«ecr Evil Au,., Prot«:r;on from
Evil, R'f7!OlIfI FlJllr, Chllflt, Find Tnp$, Detfld AIlgnm.m AUfI$, SJfMC#l, CfMttt Food and W«",., Cu,. Bfindrwu. Cure 01·
.... Pr.yer. H..I Ma/or Wounds. DMlCt Litt, Exorei•• D/~'Evil, R.u. DHd, fMal All Woundt.

Funher within the Templearl twO 5th level Pri"ts who .ssist the High Priest. lolhtr the Good: lVl: 051; HTK: 031;
ARM: 045; AGL: 144; WPN: IFM; Spells: HIli! Minor Wounds. Purify Food and Drink. SlnctwfY, Rftisr Fire, Slow Poi.an.
SpMk whh Animllls, Ftlign Death. Br¥'do the Big: lVl: 051; HTK: 035; ARM: 045; AGl: 124: WPN: IFM; Spells: HHI
Minor Wounds 1l 2, SMlctut/fY, Hold ~non, Slow Poilo", D««:r 01."", SptM/c with tM DHd.

Finally, thell are 20 Warrior Prie1;l$: LVL: 011; HTK: OOB Nch; ARM: 045;WPN: IFM: $pell: HNI Mlnor Wounds.

No.7· Tlmpl. of ArtluaAU' Grutlf lord of E,iIIAmor. Etll}

TilUltry HNd is the Evil High Priest, Strikesorrow: CLS: ClR; LVl: 101; HTK: 047; ARM: +1 Pllt. Armor; AGl:
155; WPN: +3 Footman's Mace IBloodredl; Spells; CUM, Command, Prot«:l;on from Good, s.nt:lulII'Y. Find Treps. Hold
"''''''', Know AIIgnmam, Snalrtl ChlJffll, CsUSf!! BJindnell, CUM, C,..r. Zomb~/SktllMon, 'nfliet Major Wounds 1l 2, Sticks
to Snakes, Insect Pllf/utl x 2.

Under his rule .re three 4th Ilvll Priem lind 20 Warrior Priests. Bloodmarrow: LVL: 041: HTK: 018; ARM: 045;
AGl: 143; WPN: IFM; Spelh:: Commlfld 1l 2, C.u. F..r, Hold Perron, Dttt«t Chllnrl. Heanrend: LVL: 041; HTK; 023;
ARM: 045; AGL: 154; WPN: IFM; Spelh:: Cum, Command, ProllCC;on from Good, Augury, SillnCI. BllICk Blf'kov: lVL:
041; HTK: 018: ARM: 045: AGl: 123; WPN: IMS; Spells:~ of D.rlrneg, Pucrify Food Mel Drink. CMI. F..r, Find
Tripi, Speak with Anim.". 20 Wlrrior Priests: lVL: 011; HTK: 008 etch; ARM: 045: AGl: 104 ~I; WPN: IFM; Spell: %
hlvtProtecrion from Good, %hwe Dn«r Good.

No.8 - Temple 01 AJlwonhy luwful Good)

This is the Stlt. Religion. ThIs Tlmple commends 1M rlIort Idherenu. High Prlen"s is Sister &.v.tWlt": CLS:
CLR; LVl: Ill; HTK: 030; ARM: +2 CI'1Ilnmall lind -+3 Ring of Defense; AGl: 188; WPN: +3 M&ce; Spell1: Bleil, Com­
mand, Hell Minor Wounds, Prot«tlon from Evil, Remollfl Fur, Ch/lflt, Hold PrJ""n, Sillmc., $pHk with A"/lYIIJ/s, Perm,,,.,,t
Sphere of Light, Cu,. D/IM.., Di~M4IJic, Proyh'. He" Ma/or Wounds. Exorcise, Tongun, CommuM, R.n. Dad. JlMI All
Kbundt.

SA The Hom. of Sistet" Sweetwater: Furnished with the simplest of furnishings Ind dIICorttions, In her bed ch.ooer,
Sin" S_etWltllf k.ps her perKlnal treaurl of 200 GP and 2 Potions of Malor HI,ling.

88 The Home of the Patri"ct1 of Allworthy, A!dones: CLS: ClR: LVl: 081; HTK: 022; ARM: -+1 PI". Armor: AGL:
134; Spells: 81fJss, CrNt~ W«",., Purify Food and Drink, Dft«:t ChMm. Dner:t AIlgnmrtt Au,., Slow Poi«J","""'"
".,t $pM,. of Light. Cu~ Blindnftl, Cure O;s."" DMnllf;on. $liclts to Sn.ktlS. His personal trelSure, IIso hidden In
his bed ch.-nblr consists of twO loun Stones ,00 I Mlldallion of Shielding,

BC Two Adepts dwell together h.r•. Rin'thlllin: CLS; ClR; HTK: 005; ARM: 045; AGl: 177;WPN: tFM; Spelll: B_,
H.-I Minor Wounds. Glimorphln: CLS: elR; HTK: 006; ARM: 045; AGl: 135: WPN: IFM; Spells: fMtllCt Mil/ie
Aura, Purify Food MId Drink.
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80 The Home of twO more Adept,- Kithrap: CLS: CLR; HTK; 004; ARM; 045; AGL: 144; WPN: IFM; Spells; o.re
Wet., !iplwnof Light. Larkem; CLS: ClR;HTK: OO6;ARM: 045;AGL: 123; WPN: IFM; Sl*ls: "el M.inorWounds
.2.

BE Four Adepts Me in this Building. Yethron: CLS: CLR; HTK: 008; ARM: 045; AGl; 104;WPN: IFM; Spells: lMttlCf
Mlt9ic Aura, s.flCtuM'y. Cor'Klnas: CLS: CLR; HTK; 008; ARM; 045; AGL: 1~4;WPN; IFM; Spells: Pro~ion from
E..,j/, Rnisr Cold. Tllupp; CLS: CLR; HTK; 005; ARM: 045; AGL: 138; WPN: IFM; Spells; CommMJd, Huf Minor
Wou~,. Aptl: CLS: CLR; HTK: 009; ARM: 045; AGL; 134;WPN: IFM;Spells: '*111 Minor Wounds, Light.

8F The dw.lllng of the Llml Oi·midion: CLS: CLR; HTK; 040; ARM: 050; AGl: 154; WPN; WQS; Spells: HlMlMinor
WoundsJ( 2, Commend. Augury, Hold P,rlJOn, SnWtl Charm, Glyph of W.rtfing, Sp_k w/rh OeM!, Exorci,., OJ·
mictIon's personal tr'lIure consists of I Potion of Ethrealness and 2 Potions of Flight. These .r. hidden In I nook
under the floor of the smlll reception room. Oi·m!dlon pread'lls the t.ith on the streets of Olmkina f.ithfully every
dlY. He b e!weys willing to hetp thOSe in need.

8G Quarters for lour Acolyttf,; Golopher, Ptniono, Goodlight and Malek. Acolytes; CLS; CLR; HTK: 004,003,005,
002; ARM; 045; AGl: 134 lIt; WPN: IFM; Spells; Golopher: HuJ MinDr Wounds.: Putiano; CAJmmend; Goodlitht:
L/pht; Mllak: 8/m.

8H Quarters for four Acolytes; Longw.lk, Mordecai, Ward and Bertoro. Acolytes; CLS: CLR; HTK; 002, 007, 001,
004; ARM: 045; AGL: 143.11; WPN: IFM; Spells: Longwalk: 81Hs; Mordecai: fMII Minor WoundJ; W~; HwI
MiflOf Wounds; BertOl'o: OJmm¥ld.

81 Qu.n'B for tour Aco1V1Is: 81ue Mill:. White Loo, Red Kar and Green a.rl0. Acolyt.s: CLS: CLR; HTK: 003, 003,
003, 006; ARM; 045; AGl: 103,11; WPN; IFM; Spells: Blue Milt: RemoKt FNr; White Loo: Cun Ughr Wounds;
Red Kat: Bku; Green B.rlo: Ughr.

8J Qu,nlts for four Acolytes: Low Looie, Shon Sim, Little Llltl .nd Stumpy Shool.,. AcolYtes: CLS: CLR; HTK; 008,
004,006,003; ARM: 045; AGL: 114 all; WPN: IFM; Spelll: low Lool.: 81ess; Shon Sim: (;(}mfNnd: Littl. urs;
Lighr: Stumpy Shool,r; Prot«:tlon (rom Evil.

BK T.... Prefect Man'radln. DIrmor of Acol'(tn; CLS; ClR; HTK: 017; ARM: 050; AGl: 155; WPN: IMS; Spells; Drt«:t
Ellil AUrH, D««t ~icA_, $lnctury, Chanr, SllMee, SpMk with AnimMs. LOCM~ 0bI«:r. Man'radin teachn his
Ac:olvtH well, Ind does no1 believe in striel dilc::it:*n.-y Idions. HI is tlwIVI willing to talk to strangerl.

No.9· Guild H.II for thl Crafum.n's Guild

Nortnllly unguarded, If IpprolChed in the evening thelll! is • 14%ch~ of • mHting In progrHI" in which cae .11 but
1 • 4 of the Vlrious Crlturnm dncribld hereaft~will be present.

9A The leatherworker Shop: Th, Cnft$lTlm is H,us·Softshoe: Hum.n; CLS: FTR; LVL: 021; HTK: 011; ARM: 020;
AGl; 156; INT; 014 (shrewd in bargainingl; WPN: ITK. The ClIIhbox cont,lnsl09 GP, B9 SPinel 602 CPo The lid is
trIPped with nHdles dipped in I Potion that causes sleep unlell IIV' VI. Polson Is made, Prices .re~ above normal,
but the cnhsmlnship II l)lc,lI.nt.

9B Arms Shop: Craftsman is 1 Gnome rwned hon-Glob. HI manufactures 1lI00II,nt Armor and Arms. lron.(ilob: CLS:
FTR; LVl: 022; HTK: 011; ARM; 070; AGL; 178: INT; 017; WPN: Oss. He Is intlnwly Ioy., to the TIT'I'IpIt of
Glar·diedel. 546 GP In Clshbox. All items are made of Oaml$CUl Steel .nd ...1 priced 20% Ibovt normal.

9C S61mslft5l: This rs • Gnome Worn," named NIc..H.lr. She repairs damaged prments or milk.. _ ones. SM doH
good work It rel'lOnable prk:es. Nice-Hair: FtmlH Gnome: CLS: FTR; LVl; 011; HTK: 003; ARM: 015; AGL: 177;
WPN; None. c.shbox Mi t2 SP Ind 63 CP in It. It is not napped.

90 Ink Maker: Crlftsmtn il • Humin Mal. named AuId·S.. Peos, ink and tOme paper .,. ~lillbll. AWd·Se; CLS: FTR;
LVl; Ot 1; HTK: 006; ARM: 015; AGL: 103; lNT; 014;WPN: OTK. '

9E Wn..twright: This II I Human MIle named Round·Wood: CLS: FTR; LVL: 021; HTK: 012; ARM: 016: AGl: 1304;
INT; 012;WPN: WBL.

9F Cobbler: A GrlOme works thll shop with the help of two Brownies. Th. Gnome's name is Par-evut: CLS: FTR: LVL:
011; HTK: 004; ARM: 016; AGl; 134; WPN: OTK. The Brownies Irl FlIItmark and Quickstep: HIT; 001; HTK:
004,003; ARM: 030; AGL: 189 both; OPA: 1 - 3. They h.~ rlOrm,l Brownie .blliti.L CMhbolf cont.ins 45 GP Ind
27 SP.nd is trapped with SIMp Gil.

9G Ow.rven BllCksmith: Cr.ftlltl.n'l name il Buford, and he Is. ;.ck~f..lI·trld" (hIS mlnV skillsl, He will shoe 00,..,
mike some welpons, '9Vt'l"~1t Is needed. Buford: CLS: FTR; LVL: 031; HTK: 020; ARM; 050; AGL; 167; INT:
014; WPN: +2 HII'l1fNt. c.shbox cont.lns 212 GP, 407 sp .nd 687 CPo In a niche in the floor, II'lOthir 120 GP .r.
hidderl. Buford lewes to recite Owerven L.evendL
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9H Humin Wllvlr Womln: Her nlmlll Shining-Thread. She hn cloth on lllie of excellent quality ioeJl:pensively. Shining·
Thread: Female; CLS: FTR; LVL: all; HTK: 005; ARM: 015; AGL: 178; WPN: on:.

91 Pottery and Ceramics Shop: This is run by a Gnome named Clayworker the Old: CLS: FTR; LVL: 011; HTK: 003;
ARM: 015; AGL: 154; WPN: DTK. ClshboJl: contains 5 SP and 50 CPo

9J Jewelorl: The own~ is Simiril Gemlover: Elf; CLS: FTR; LVL: 031; HTK: 015; ARM: ... 2 Chllinmllil;WPN: ... 1 Long
Sword. Treasure: In C8shboJl:: 520 GP, 460 SP Ind 14 EP; In displlY t:as&s: 45 pieces of Jewelry (In Elven workl
wonh I totll of 15,645 GP; In storlt9i: 65 auoned Gems, a small bar of Gold, and one of Silver, total value is 14,000
GP; Hiddfln in Garnlover'l private aplnments Ire 6,000 more GP, a Medililion of Invisibility, a Vial of Heating (pur·
chand from I Wlndering Cleric) and an Elven Cloak (which is a family heirloom!.

Gemlover does not guard his shop alone. He has two hired guards, Gilador and Faramil: Elf; CLS: FTR; LVL:
031; HTK: 018, 016; ARM: +2 Chainmail;AGL: 179;WPN: DLS, WLB, It is to be noted thlt Gemlover is the richest
of the lown people below the lhel of Merchant. H. is wary of Dwal'\llS, though not blatant in his dinfult. He will
Ilways give Elves and Half·Elves the best bargains.

81< MusiCiI Instruments: The owner is a Humin n.med Puffy Blowcheeks: CLS: FTR; LVL: 011; HTK: 004; ARM: 015;
WPN: OTK. Puffy also dirleCts the town's musical group. He is a very friendly person. Cashbox contalnl 26 SP, 12 EP
and 6 GP.

9L Copper Goods !pots, Kettles. etc.!: A Gnome owns this soop named Hands MetalWorker: CLS: FTR; LVL: 011;
HTK: 004; ARM: 045; AGL: 155; WPN: IBL. Cnhboll contains 500 SP and 200 GP.

9M Humlfl Printer's Shop: The owner is named Ink·Blotch Paperlover: CLS: FTR; LVL: 011; HTK: 004; ARM: 016;
AGL: 103; WPN: OTK. CashboJl: contains 250 CP, 72 EP.nd 16 GP. It is trapped with a 4 die Fireball that will de·

. tonate if any other than the PrInter openl the boJl: INO Dilllrmingi. It was set by a friendly Mage.

'IN Cindie Maker: Large·Nose: Gnome; CLS: FTR; LVL: 011; HTK: 007; ARM: 015; AGL: 113; WPN: IFM. Cashbox
h. 67 CP .nd 7 SP In It. Large·NoM hatll jobl about his noll .nd will offer to make a candle out of the joknter.

90 Limp Mlker: This Elf doesn't give his name to cunomerl, but hil name is Lut Longwellan: CLS: FTR; LVL: 011;
HTK: 008; ARM: 015; AGL: 176; WPN: OTK. C8shboJl: contains 22 SP and 16 GP. He is very secretive and not at all
talkltive. He hu a secret grudge llIJIinst aU Gnom•.

9P GllSlblower: Sendboll the Young: Human; CL.S: FIR; L.VL: 021; HTK: 014; ARM: 015; AGL.: 169; WPN: IBS.
CashboJl: contains 52 SP and 35 GP. Seodboll wants to give up his shop and go adventuring.

No. 10· Ttw Guild Hall for the Thleu's Guild

TI'le Hall is constantly guarded by two 4th lewl Thieves. On any given night, there is a 14% chance that there will be
• meeting of the Guild in progress. Eight-Toes Marlo: LVL: 041; HTK: 020: ARM: 015; AGL: 179; WPN: "'2 Dagger and
Garroting Rope. Lefty Lanca!tlll'": LVL: 041; HTK: 017; ARM: 016; AGL: 168;WPM: "'2 Dagger and Vial of Poison.

lOA Dwelling of the Malter Thief: This man controls all the Thieves in Damkina. His name is Quick Fingers: CLS: THF;
LVL: 101; HTK: 047; ARM: "'4 Belt of Defense; AGL: 189; WPN: +3 Dagger. Hil dwelling il a repolitory for the
Itolen goods of otner people. He has about 1.005 GP stored in small caches and he elso has 4 pieces of Jewelry WQrth
I total of 456 GP. He is very shrewd, and knows how to deal with chaotic personnas. He never forgets a slight (an
off.r protection from the I.w).

lOB Dwelling of Quick Finger's Assistant, Surehand: CLS: THF; LVL: 081; HTK: 038; ARM: 015; AGL: 176; WPN:
... 2 Poisoned Dagger. He has 750 GP and a Vial of Potion of Ethrealness stored in a chest trapped with 6 poisoned
needl... He il loyal to Quick Fingers, but 10vII to get in barroom brlWls.

10C D_lling of the Burglar, Nimble·Leap: CLS: THF; LVL: 051; HTK: 022; ARM: 015; AGL: 169; WPN: +2 Short
Sword. He has a Blur Cloak which he doesn't normally use. This cloak is stored together with 450 GP in a hole under
• 10011 Itone In his kitchen floor. He is the town's cat burglar, and he only operates on nights of the no moons.

100 D_lling for the village's only two Assassins, who work lor the Thieves Guild, more or 1m. They also guard the
entrance to Thieves Alley. They are called Quidc·Kill and Man-Slayer. 80th afe Hall·OrCI. Quick-Kill: CLS: ASA;
LVL: 071; HTK: 034; ARM: 020; AGL: 159; WPN: +2 Poisoned Dagger. Man-5tayer: CLS: ASA; LVL: 071; HTK:
029; ARM: 020; AGL: 159; WPN: DTK, Blow Gun with Poisoned Darts. The occasional assassinatlonl the two .re
called upon to perform, along with the Mllary the Thieves Guild paYI them are lufflclent to keep them in their ulual
mlnner. They drink and revel excessively, and live riotously at all times. Total cash between them consilts of 204 GP,
~g.nd~C~ .

10E The home of the Thieves, Eight·Toes Mlrlo and Letty Lancaster, who normally guard tht Guild Hall. Ther. Is only
a 10'Ji. chance they will be home. Their treasure is hidden in a fake ceiling tile and comins 01207 GP.

10F The home of Igneous Flddlefingers, teacher of the Apprentices: CLS: THF; LVL: 051; HTK: 025; ARM: 020; WPN:
+2 Dlll9'r. Personal trealure of 645 GP and a p.ir of Elven BoOII. He drives the apprentices crazy with hil nitpicking
comments on their abilities.
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lOG, lOH, 101, 10.1, and 10K are the Barracks for the Apprentice Thieves, There are four Thieves in each barracks 5O'll. of
the time. Apprentice Thieves: LVL all; HTK: 006, 005, 001, 004, 004, 005, 001, 002, 003, 003, 006, 006, 001,
006,005,002.002,001,003; ARM: 015; AGL: 155 all; WPN: OTK.

No, 11 - Guild Hall for the Houris Guild

This Guild Hall is guarded at all tlmM by two Humin Male Fighters: LVL: 021; HTK: 014, 014; ARM: 050. Guild
TrelSury is 1,243 GP.

l1A The home and business of the Chief Houri, Guilda Gold: CLS: HRI; LVl: 091; HTK: 026; ARM: 005; AGL: 189;
CHA: 189. Personll1feasure: 240 GP. She can llItisly any whim (non·vlolent), and charges eKorbitant pricM.

118 The home and business of the Subchiel Houri, Lara Lip: CLS: HRI; LVL: 011; HTK: 025; ARM: 005; AGL 119;
CHA: 189. Pcrsooal treasure: 45 GP. She is loyal to Gilda Gold, but has a sharp tongue aod is abrasive to those she
does not know.

l1C HourI's home, Venus Veil: CLS: HRt; LVL: 041; HTK: 012;ARM: 005;AGL: 158; CHA: 119;WPN: OTK. Ptnonal
treasure: 61 GP, 45 SP.

110 Home of another Houri, Juno Jam: CLS: HRI; LVL: 041; HTK: 014; ARM: 005; AGL: 167;CHA: 169;WPN: DTK.
Personll treasure: 36 GP, 2 PP.

llE Yet another Houri home. Aphro Anie: CL.S: HRI; LVl: 031; HTK: 010; ARM: 005; AGL: 167; CHA: 178; WPN:
OTK. Personal treasure: 42 GP, 12 EP,

11 F Two Houris IIhlre this house. They Wllk out to the bener part of town and try to Inrlet male attention. Then, they
go where ever lheir partners wish. 50% chance 01 either of them being home. They are named Arloa .nd Zellrna.
Arloa: Female; CLS: HRI; LVL: 041; HTK: 012; ARM: 005; AGL: 167; CHA: 179; WPN: STK. Personal treasure:
On Person: 14 GP; In House: 12 GP. Zelarna: Female; CLS: HRI; LVL: 031; HTK: 010; ARM; 005; AGL: 178;
CHA: 169; WPN: STK. Personal treasure: 60 GP on person.

l1G A seml·retired Houri, older, blowsy, butnHl.tlrletive is Short·Skln Selen.: Femlle; CLS: HRI; LVL: 021; HTK: 007;
ARM: 005; AGL: 104; CHA: 159; WPN: STK. Personal treasure: 11 SP, 4 GP. She knows everyone in town, lind .11
the gossip on each person. She is a very valuable conlact.

l1H Older Teacher and four young Students of the Arts of Stduetion. Old Teach: CLS: HRI; LVL: 061; HTK: 023;
ARM: 001; AGL: 141; CHA: 169 (1B9 in her dIY); WPN: GTK,. Students: Femlles; CLS: HRI; LVL: 011; HTK:
004,003,002,002; ARM: 005; CHA: 189, 119, 189, 169; WPN: ITK.

No. 12 - Back'Lor, the Wizard of Darkness

This home is one of the richesl in town. It belongs to a man named Blck'Lor. To IlIlppearlnces, he is. Merchllrlt.
Not a regular one. but one with many dimlnt trading interests. To be sure, if. player or NPC goes to Back'Lor with a request
for any type of ltlO:otic goods, Back'Lor will procure it for him within two weeks latIn exorbitant fee, of courw).

In reality, however, Back'LoT is a Wizard of O,rkness, connected with the dungeon of Man'Throp and controlling the
Temple of Anhranax in Oamkina, all in the hope of totally overcoming the alliance of the city with the Iron Smelt.r OWITns
and the Steading 01 Ouinden. given time, replacing aU this with the rule of en unerly depraved evil.

Back'Lor: CLS: MAG; LVL: 191; HTK: 038; ARM: +5 Ring 01 Delense; STR: 114; INT: 187; WIS: 113; CON; 154;
DEX: 155; CHA: 092; END: 154; AGL: 155; LED: 181; LCK: 111; PSY: 189; Spells: Fiery Fingers. Charm, F~mll~r, Mlgic
Bolt, Slumber, Detect Invisible Ob;ects, Open, R~y of Weakness, Spider Web)( 2, Fireball, $pHd, FJight, Lightning Boft,
SkJw, Suggeftion, Dig, Fear, Ice Stonn, Cum. Waf} of Fire, CfMrf! Zombiit/SktJlttron, Con;u'" EIBmfllltlll, R~y of CoJd, Pon."
Waif of Fo~, OMrh S~IJ, Disinregratfl x 2, Clone x 4,Inc.ndilty Cloud, Blind, Gltl. Back'Lor has a Ring of Regeneration
and. Ring ot Meteors. His pefsonal treasure consists of 14,000 GP, 3,000 PP, 24 Gems of the First Water worth 150 GP
each. Opening out 01 the cellar of Back'Lor's home is a natural series of caves that Back'Lor is using for some of the .lIiM he
has to be house in. also to keep some of his more valuable mllgical equipment. see O&mkina Sub-M&p B.

Sub-Map B

TtMl Cllllar of Back'Lor's house: Boxes &nd bags are stored here, it looks like any other cellar, A door quite pllinly
Iuds somewhere. If opened, the ptny will lM,rhe rough hewn plSsagethat leads duper In.

2 A Guard Check Point: Two Gargoyles squat here, making sure that no ul'llluthorized personnel pass. G.rgoyIM: HIT:
007; HTK: 030, 027; ARM: 040 1"" weapon or bener needed to do damage, however}; AGL: 104, 116; OPA: 1 ·41
1·4/1-6. .

3 A widening of the passageWly: a few boxes of food are stored in out of the wey corners.

4 Another Check Point: Two Gargoyles, It hard preued they will flee to the north into No.7. Gargoyles: HIT: 006;
HTK: 032, 024; ARM: 040 ("'1 weapon or better needed to do d.mllQll, however); AGL: 135, 144; DPA: 1 - 4/1 ,4/
1 - 6.
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5 Filthy Sleeping Cuarteu for four Gargoyles: Two will be present, sleeping lOundly. GIrVOyles: HIT: 005; HTK: 026,
022; ARM: 040: AGL: 103,093; DPA: 1 ·4/1 ·4/1 ·6.

6 Storage iPlICe for food and a few weapons. No Guards.

7 A lerge cavern with. IJOOI of clear wlter in the cenll,lr.Ther. er. 12 very alert Gargoyle. ringing thl pool. The Ger­
90yles will talk to characters, displaying sardonic wit '00 evil humor. Gargoyllll: HIT: 006: HTK; 024, 016, 018, 028,
028.018.022,020.021.022.022,021; ARM: 040 (+1 weapon or ben,r needed to do damage); AGL: 124 III;
DPA: '·4/1·4/1·6.

8 Small storllgf.l ar,a lor food. etc.

9 Empty.

to Bed Chlmber for four Glrgoylel. Two will be prlsent: HIT: 006; HTK: 017,028;ARM: 040 1+1 or bttttrWMponl
to do dam.); AGl: 083, 072; DPA: 1 - 4/1 ·4/1 - 6.

11 Empty.

12 Beck'L()('s Ch.mber of Magla: A small pool In the c.nter of the ch.-nber mey be used by "y M9tOv~ 1'1..,11
Inywhere on the IUrlKe of this world. Only limitetions beinll thllt norm" visutl conditions It the .,11 looked lit mey
ob$cufe vision. There is I smlll chest in one niche. Openiog it summons (no chance of disarming) , Minor Demon to
anlck the offender, if it Is not Back'lor. Minor Demon: HIT: 007; HTK: 034; ARM: 060; DPA: 1 ·411 - 411 - B.
The chest contain. two Potions of Sliver Dragon Control, I POllon of StOI"l8 Glint Stl'l!lngth Ind I W,nd of Ice (14
chlrve' left).

13 ·16 All three rooms Ir, empty.
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No. 13· Th. M.ltlng House for the Sorcerers Guild

Here, the various Sorcerers of the city meet to dilCuss the ,fflirs of the day (and what can ben be done about them).
There 15 a 5% chance of 5Ucn a meeting during the day arKl a 25% chance of such a meeting in the .venlng. Th. Sorcerers from
13A· 13E will be present, and so will the Illusionist from No.2.

At Iny other time, the house will be guarded by she 6th level Warriors and four Doomguard (from ArduinI. Wlrdon:
CLS: FTR; LVL: 061; HTK: 030, 041, 028, 042, 033, 032; ARM: +2 Chainmail; AGL: 155 aU; WPN: +1 Long Sword, +1
Longbow. Doomguard: HIT: 006; HTK: 031,027,017,026; ARM: 100; AGL: Match'5 that of opponent; WPN: DBA.

lt the SorCllrers are present, the guards wiU be ab~nt. but each will have brought his or her own personal retinue.

13A Tnt home and business of the Wizard Aglamenon: CLS: MAG; LVL: 101; ARM: +3 Ring of Defense; AGL: 165;
WPN: DTK; Spells: Fiery Fingers. Chaml, Erase, Comradery, Illusory Noi$e, Forr;et, Levit,re, Spider W,b, Blink,
CllirK1Ylnce. Slow, S~1f EJ(rension A. Fe.r. Tlleport ,I( 2. In hi, Trenure Che5t, the illustrious Wizlrd has 9,000 GP
,nd three Potions, one of Healing, one of Levitation, one of Flying. As well as two bond Slaves who cook, clean, etc.,
Aglaffienon i5 guarded by two 4th level Amazon Warriors: ClS: AMZ; HTK: 031, 027; ARM: +3 Chainmail; AGl:
178.179. WPN: +2 long Sword. +1 I-hmd Ax•.

13B Tnt home of Gilchi'uud the Illusionist (Gnome): ClS: ILL; LVL: 091; HTK: 023; ARM: 015; WPN: +2 Dirk;
Spells: Illusory NOM, Rlinbow Rlys, Li'Nly Lights. Sphere of Darkness, Hypnorism. Hypnotic Pettern. Invisibility.
Magic MeSSlJge, Dispel JIIusion, Suggestion x 2, Emorion,l( 2. The Illusionist has a perman&nt Invi5ible Poner to walt
on him, compliments of a friend. Otherwise, there are nQ bein!J5 other than himself. He has 12,000 GP stashed lway.

13C The 12th level Mage, ClIrdanius resides here: CLS: MAG; LVL: 121; HTK: 029; ARM: 015; AGl: 145;Spells: DMect
Megic Aur'IS. En~, RI«J Magic Script, Write Mtlflic Script. Derect Evil AUfIS, Derter Invisible Obj.ctJ, Invfsiblliry,
Llvitare, Claireudienu, CleirllOyance J( 2, Infrevis;on, RemoVtl CUf#, Contact Othw PlllnfIS x 2, s,wJ1 ExrenJion B,
r."enflSis, rel8port, L."nd LorY. It seems that Caroonius is ill prepared to defend himself, but such is nQt the
case. He wears an Amulet of Mavic Bolts. They may be fired, one pair per turn, striking untfringly and doing 2 • 5
points of damager per Bolt. He al$() weau a Ring of M.glc, doubling 2nd level Spell Ibility. OtherwiH, his UNsure
consists of 2,000 PP, 5,000 GP and 15,000 SP. He is served by tWQ Servlnt Girls and sill Lizard Men: HIT: 002;
HTK: 010, 009, 016, 004, 016, 014; ARM: 030; AGl: 104 all;WPN: DSC.

130 The Sorceress of Qua dwells here. She is a Hall-Gnome. Sorcere5S of aua: Female; ClS: MAG/llL; lVL: 072; HTK:
022; ARM: 016; AGL: 179; WPN: +1 Dinc. She is. devout member of the Temple of Allworthy. She is a seventh
leVflI Illusionist ali well as a seventh level Mage. Spells: Charm, Femifier. Comr(l(1ery. ReJJd Magic Script, I'MrNntHlr
SpMfe of Lighr, Loclre ObjllCr, Megic Maap, Blink, Wind, Fur, RlJinbow RiJy$, Hypnotism, Lighr, MInor lfJusion,
Hypnotic Partern, Invi5ibilitr, Mulriple Im~ft, Dil/Rlllfusion, Meior lJIusion. Her perwnal trelsur. is 5,000 GP and
a Ring of Meteors. She i5 constantly accompanied by four Invisible Pillies: HIT: 001; HTK: 004, 003. 004, 003;
ARM: 010; Normal Pillie abilities.

13E The home of BlIck Blrt, the Elltrodinaire (a Were·BlIar with Oruidic abilities commen5lratl to Level 71: CLS: DRU;
HTK: 036; ARM: 015 (Manl. 050 (Bear); AGl: 156: OPA: 1 ·4/1 ·4/1· 8;Spells: Animlll Friendship, Enrlnglll, PIU
Withour Trace. Invisibifty to AnImals, Chaml Mammal, Heal Metal, Produce Flame, W.rp Wood, CIIII Lightning, CurY
DiStMII, SniJre, PllIfIt Portal. Personal treasure of 2,000 GP. No Ilttendance other than small animals.

No. 14· Thll Homll of the Witch Starlight

Actuallv not a Witch. but an olde' 2nd level Fighter with Psionic Ability, Ihe is a very respected womln of good, nllt
..,..andrnotherly apPiarance. Her Psionic Ability equals 256 points. She is uwful Good. Starlight: Female;CLS: FTR; lVl:
1)21; HTK: 019; ARM: 015; WPN: DDK; AGl: 136; Psionic Powers; Animal Telepathy, Clairaudience. Clairvoyance. Domi·
nation, Empathy, Hypnosis. Object Reading, Prec~nition, Dlm.nsion Walk, T.lepathy. Funher, she has II Ring of Human
Per5uaslon and a Ring of Spell5 with Slumber, Cherm, RemoVtl CUI'fI!, faithful Hound, and Gare stored within It.

Starlight's home is neat, clean with good u5able, though old. furniture in it. She only U5&S four 5mall rooms in her
hou5e. The fest she rents to the needy for whatev.r th.y can afford. She helps any and all that come to her.

Starlight attends the' Temple of Glar'diadel every mQrning at 9 o'clock.
On her person at any time. she will have 5 GP and 11 - 20 CPo In a lockboll in her home, 5he has a further 205 GP Ind

561 CP she is living for the future.
At any time, she will be accompanied by 1 ·4 male Sueet Urchin5 who have been washed and whose clothes have

been cleaned and mended (15% chance one of them is an Anill of Glor'diadll she Is entertaining in disguI5e).
If Slarlight i5 robbed or killed. there is a 50% chance that Glar'diadel will send I Lesser Mill to seek r.tributlon

19Iinst the offending party. There i5 a 100% chance thlil the Common Townspeople will riot for 1 - 4 daY5 or until the perpe·
trflor i5 dead.

No. 15· The Home of Bo",reprd the AIl""ln

Bowr&gard thll AIl.m.n it; • Psionic Fighter, who 15 Neutral Good and reports to tnt Temple of Allworthy regarding
goings on in the other Temples. Bowr&gard the AIl.man: CLS: FTR; lVL: 041; HTK: 030; ARM: +3 Plate Armor; AGl:
146; WPN: +2 BaWe Aile; Psionic Points: 147; Psionic Powers: Object R.ading, Psychic Senshivlty. Probability Travel.
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No, 16 0Pointy-E'r1. the Holy Print/Willrd

Point¥-E.rs il the Holy Prlut/Wlzlrd In service 10 Glor'diadel. The Half·Elf il I friyoloul, but generous Ind kind·
he,ned person. He is a seventh lev.1 Mage Ind I fifth I.vel Cleric. Pointy·Earl: CLS: MAG/CLR; LVL: 072; HTK: 029;
ARM: 016; AGL: 179; WPN: +2 Ouarterneff; Spells: Bless, Comm,nd, Hul Minor Wounds, Augury. Slow Poison. Resist
Fin, Com" FJtIf'I FlngtN'l. Charm. Mltgfc Bolt. R&X! Msgic Script, Invirlbillty, Spider W.b, Stinking Cloud, FirMJall, Blink,
Ietl Storm. He hu no Itl.ridentl, but Is a well-loved friend of Starlight (No. 14). If killed, there II no chlnce of rltribution 'III
Angel, but there is I 50% chine, of mob Yiolenca, If lhe offender is known.

Innt, TIVet'ns and Roadhouses of lhe City

ORC'S DELIGHT; The lowest divlI in the city, with the ponible eltcepllon of "The Red Knife". Proprietor: 810<1'1'1'91 the
Short: H.lf.()rc; ALN: LEA: CLS: FTR: LVL: 021: AGL: 133; ARM: 020; WPN: IBA. tlshbox: 42 GP, 16 SP, 64 CPo
Beer; 1 CP; Thin Ale: 2 CP; Sour Wine: 6 CP; Gilnt Rlt Steek: 1 SP; Lizard Legs: 2 SP; and (specialty of the hou!oe, but you
better Ippelr EYII or th.y'li d.ny hlYlng ItI Stewed Halfllng: 2 GPo Generally there are from 2 010 people preHnt during the
dey, 4 . 30 It night. Most will be lh,lownt IOrt, Induding mlny Hllf-Ora Ind ,n occasionll1ru, Ore.

THE RED KNIFE: Slmlllr 10 tIM "Ore's Oellghl~, this tavlrn IIrY.S tholt whom tnt r-st of the city doesn't wish to see.
Proprietor: Squinty Eyes: Hum",; ALN: NEA; CL$: FTR; LVL: 011; AGL: 153; ARM: 020;WPN: VDK. Cashbolt: 14 GP,
7 SP, 237 CPo a..: 1 CP; Whilky (poor qUllity): 1 SP; Opium (no questionl): 4 GP. Generally 1 . Sire present in the day·
lime Ind 3 0 12 at night. 25" ch,nee will be totally out of it on opium.

PLAZA TAPROOM: Of , better quality. the T,p Room opens only onto the Pin,. Proprietor: G,rbot the Old: Human;
ALN: NXX; CLS: FTR; LVl: 011; HTK: 002; ARM: 016; AGl: 103; WPN: 10K. C8shbolt: 104 GP, 15 SP. Good Beer:
2 CP; WirMII: 4 • 6 SP; BMf Stnk with PotatOiS Ind Grlvy: 3 SP; Milk (chllled. with meal): 2 CPo Generilly 2 . 10 customers
Ire prlMf'lt during the d,y, 4 ·40 It night. The better types, middle ellIS, 10 to lpelk.

THE SILVER EVE TAVERN: A good piece to get I drink. Proprietor: Green le'YI1 the Bold: Half·Elf; CLS: FTR; ALN:
CGX; LVl: 031; HTK: 018; ARM: 01S; AGL: 167; WPN: OSS. cashbolt: 40 GP, 62 SP, 104 CPo Good Beer: 3 CP per
cup; Wine: 2 SP; Elven Wine: 5 SP (25% chence drunken.u, per cup/cumulltIYel; Eh/en Trelt (Mixed Green Salad and
Smoken Melt): 2 GP. 1 . 6 customer, during the diy, 2 . 16 ,t night. Upper cllss Ind Ely., baslcaUy.

THE GRIFFON'S GOLDEN HIND INN: A good pllCl to ltay. Proprietor: Grey Steel: Human; CLS: FTR; AlN: NGX; LVL:
061; HTK: 030; ARM: 015: AGl: 155; WPN: +2 Long Sword. He clliml thlt Ifter Ilngl.-handedly killing I Griffon, hi
found its hindoqullterl to be m.cle of Gold. With the Gold, he bought the Inn. Cashbolt: 67 GP, 214 SP. Room: 4 GP per
week; Beer: 2 CP; Wine: 2 SP; Mell (potluck): % GP. Generally 2 - 10 people staying in the Inn, which c.n accornodlte ,
totll of 24 people. Evenings 1 ·6 more corne in from town to drink.

SPEAR AND SWORD: A miiitiHinic tavern. Proprietor: Quick Strike tl'le One Armed: Humin; Cl5: FTR; ALN: LGX; LVL:
051; HTK: 024; ARM: +1 Plltl Armor; AGL: 135; WPN: DBS. Quick Strike was I capt,in of tl'le Guard till I'Ie 101t hlllrm.
He then used his niped from the government 10 buy the Speir and Swam. cashbox: 43 GP, 65 SP, 14 CPo Beer: 1 CP per
cup; Wine: 7 CP per gl,"; Ale (the best): 2 SP; Mell of Pork Ind Vegetlblll: 1 GP. GenMllly 1 04 cultomers Ire prlllnt by
diy, 2 - 20 It night. All •• Soldierl or Guerdsmerl.

THE BAD BADGER TAVERN: For Gnomes, DWlrves lind Helflings (none billlltlr will fltl. Proprietor: Blue Cloth Smiling·
face: Gnome; CLS: FTR; AlN: lGX; LVL: 011; HTK: 006; ARM: 015; AGL: 176; WPN: OTK. He hIS a pet Badger who
often dOlI whit he Is n01lupposed to. Clshbolt: 54 GP, 140 SP, 360 CPo Beer: 1 CP per cup (good Ituff. but small cupst;
Wine: 1 SP per cup; Mell with Seeded Bunl, Stewed Beef and Gravy, and other homey delights: 1 GP. Four rooms Ire ayail·
Ible, if the proprietor knows tIM seek,r: 2 GP per wllk. Generally, thare wlll not be anyone prl1flnt during the d,y. At
night, however, from 5·60 H,lfllngl. Gnomes. and Dwarves will be crowded into the Common Room mlklng merry.

THE RED PENTAGRAM INN: Th. belt roadhouse In the city. Proprietor: Het'rakus the Magnificent: Human;CLS: MAG;
AlN: LGX; LVL: 071; HTK: 01B; ARM: 015; WPN: +2 Dirk. HI has a Pouch of Sneezing Powder (40 uses). H. does not
belong to the local Sorcererl Guild. Spelll: Li~ Lightt, Comflld.,-y, Siumbw, Invillb~Porttlr,/nl/islblliry, Ltll/ittl'tI, Spidtlf'
WtIb, Hold Pw7Dn,Slow. Cashbolt: 145 GP, 260 SP. Beer: 4 CP; Wine: 3 SP; Almost Inylhing to eelil .v.ileble for between 2
SP Ind 6 GP; Room: 8 GP per week; Stabling for Horses: 6 GP per week per horse. Generilly. from 2 012 people Ife stlying
here. Hoult limit Is 16.
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THE ROBE AND RING ALE HOUSE: Sells Ale only, but Iny kind in any quantity. They also sell lOme food. Proprietor:
Gitchi'Laud, the Illusionist (see No. 13B), he is seldom present and generally the Bar Maid, Alazon the Amazon, will be here
instead. Alazon the Amnon: CLS: AMZ; LVL: 021; HTK: 017; ARM: 015; AGl: 167;WPN: OLS. CashlxHC 76 GP, 85 SP.
Good Ale: 1 SP per glass; Ex~lIent Ale (Gitchi'Laud claims its enchanT&d): 1 GP per glass; Food: 4 SP per plaTe. While
not really Inchlnted, the Excellent Ale II potent; 20% cumulative chan~ drunkeness per glass. 4·16 cu$lomeuwlll be pre·
sent on any evening.

THE LEAPING UNICORN INN: The Imallest of the 11'11'11, but It ill very respectlble. Propriltor: Taliltory BigTale: Human;
CLS: FTR; ALN: NXX; lVl: 021; HTK: 020; ARM: 015; AGL: 134;WPN: 10K. He claims to have once been befriended by
a Unicorn who led him to a huge treasure. In thil case, its true. Cashbox: 102 GP. 397 SP, 24 CPo Wine: 5 SP; Mead: 1 GP;
Food: 1 GP per mell; Room: 3 GP per week. Generally from 1·8 people staying al The Inn, plus 1 . 12 who come in to revel
in the evening. In hil own ePIr1mentl, Tltllnory has I locked chen with 16,000 SP in it, his nelt egg. Tile chest is trapped
with poilOned needles.

The 51.ding of Ouinden

The Stllding of Quinden is It smlll kalding bflWflln Ihe Amlite Range and thll Searln Foresl. As it is on the dir~
trade roule blltween the Owarven Kingdom of the "Iron Smelterl" Tribe IBighsdalel and their chief customers in Damkina,
the Steading has a great deal of traffic passing Ihrough il.

Due to the amount of traffic, the Steading lupponsa llrger thin ulual complement of farmers. Most firms Ire loclted
Iiong "FarrtMlrs Rold", I few mUllS from town Ind the flrmerl are nearly all Hllflirlgl. Produce is brought in by wagon once
per week during the summer. The Wayside Inn buys most of the groceries. either for immedilte use, or to be put aside for tne
long wintllr. Whatever isleh over is 9ltnerilly purchased by thll Keep, to supply its mercenaries,

It Is to be noted thlt elCh villager hIS I smlll glrd.n, Iny 8ddltionllsupplln they need they purchase from the owner
of the Weyside Inn.

Officially, the Steading of Quinden is under the authority 0' the Lord of the White Throne, ruler of Oamkina. In prac·
tice, however, no notiCft is taken of this by the Steading or by Damkina Officials. The true ruler of Quinden may be considered
Baron Or.mplnllJ thll Sll$tMlr, I ruth leu killer who has Iaken over the villAgll for his own profit. Dramplnlll: CLS: FTR;
ALN: CEX: lVL: 061; HTK: 048; ARM: +3 Pllte Armor; STR: 118; INT: 146; WIS: 051; CON: 124; OEX: 083; CHA:
071; END: 133; AGl: 074; lEO: 165; lCK: 144; PSY: 052; WPN: +2 Broadsword. Hil perlOnal Guard consistl olsix 5th
level Fighters: ALN: CEX; HTK: 036, 031, 035, 030, 031, 030; ARM: 050; AGL: 135 Ill; WPN: IBS. For the stltistics of his
Mercenaries, see No.1 in this section.

No.1· Tnt Keep of Ehron Drampinill the Sllsher

The Baroo hlmR!1t is seldom il'l the Keep, It serv« liS the bm for his rnerceOllry forces mainly, Tho~ forces Ire as
follows:

Twenty Men At Arml: ClS: FTR; LVl: 011; HTK: 008,001, 009, 005 (x 51; ARM: 050;WPN: Broadswords, Speln, Heavy
Crossbows. Defense of the Keep lind village only.

Twenty Horse Archers: CLS: FTR; lVL: 011; HTK: 004, 006, OOB, 002 Ix 6J;ARM: 040;WPN: Bows, Shon SWOrdl. They
function in suppon of 1M light Hone during the forlys thll Baron condUctS to keep the trade roads open; they
allO function in defllf1se of tnt Keep Ind villagt!.

Horse Archer sergeant: CLS: FTR; LVL: 031; HTK: 026; ARM: ()40.

Sixty light Hone Troops: ClS: FTR; lVl: 021; HTK: 016, 017, 014, 020 'x lSI: ARM: 040; WPN: Lln~ Ind Saber. TtMly
function to keep the trtde roads open Ind free of Blndits and Monners. They ellO defend the fermiliong Flrmer'l
Road. They will defend the village, but if it is obYiou$ that an enemy is going to breek through to the Keep. they will
try to cut their way free and effect an llscape. rather thM Involve themselves in a siege.

Six Sef1Jeants tor the light Horse: ClS: FTR; lVL: 031: HTK: 021, 020, 025, 020, 023, 020; ARM: 045;WPN: lance or
Saber. Command the Ught Horse in battle.

Two lieutenants of the light Horse: CLS: FTR; LVL: 041; HTK: 028, 030; ARM: 050;WPN: lance or Saber (Medium Horsel.

CaPtlin of the Horse: CLS: FTR; lVL: 051; HTK: 040; ARM: 060; Lance, Broadsword lHeavy Hornl. The captlin controls
all the Horse Troops in battle in the absence of Baron Orampinili.

It Is to be noted thlt within tke Wills of the Keep Itself, the sevlll'11 buildings Int numbered. Unless the village Is It·
1Iek~, Inyone Cln entllf the Keep. The gites willlxlopen, two Men At Arms bliIing on duty at Pt. 1. They Ire Ilx Ind wil1let
just about anyone through, II people are going in and out all the lime on business anyway. Once the players are within the
Keep, consult the proper numbers 1$ they search the various buildings.

Building 1: The Stables: This enormous structure houses 100 Destriers. From 10- 100 will be present It Iny given time. The
Oestrlers Ire from 2 to 4 HIT Ind glt two Itteckillech If anyone thllY don't know tries to IPProech them. These
attatkl Ire In the form of Kicks. Damage depends on the size of the horse. Ughl Horses do 1 ·4 with each hoof.
light Horses arll Ihose with 2 HIT, aM will account for 60% of the harm present. Medium Horses do 1 ·6 with each
hoof. Medium Hor$llS are the 3 HIT horse' and will account for 30% of ttHl karses present. Heavy Horses do 1 • 8 with
nch hoof. Hnvy Horses hive 4 HIT each Ind lCOOunt for 10% of tIM kanel preSllnt.
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Building 2: Fodelli'" Star. for the Mnu In Building 1: Baits and mounds of hay, bags ot grain and none harness tiU this
Itructure.

Building 3: Barracks tor 60 Men: 60 cots and campaign chests (ob...iously the: barraelts for the Ught Horse Troops). There will
bt 10·60 men prll.m (detaile<l in No. 11. Each cam~ign chftt h. dot,," and 2·20 GP In it. A finely detailed
Sl''''e!" oam~us Steel oasKjer worth 25 GP fin In one of 1M chew.

Building 4: Barracks tor 20 Men: HlI'"ein are 20 cots and campaign chests lbarTack. of the Hone Archers). There will be 2·10
men pr...nt. Each chest contains elOtne. and 1 . 10 GP. In one chen i, a UNlI bag containing a 50 GP Gold Ring.

Building 5: Barr"s for 20 Men: Herein are 20 COts and cam~ign chests (b¥rQS 01 the ~n At Arms).~ will be from
2·20 men prIMnt. E.m dtest contains clothes, penonal mon~rltOi and lrom 2·15 GP.

Building 8: The: KHP Proper: Thi. building cont"" the quaners for Ibron and Baroness Drampinill, the Officers Quaners,
.nd .._al G"'"l o.~L B....on Drampinill will ~ prfllnt with hil Bodyprdl~ of the time. Baroneu Dram·
plnrtl on the other hand, will be present 95" of the time. She is: CLS: FTR; LVL: 041; HTK: 013; ARM: 010;
WPN: Dagger. Shit will be ..x:otn!*,ied by two Hand Mak::t.ns: HTK: 004, 003; ARM: 010. The Officers will be in
their IIJ*1m.,t. 50" of the time (any gi onel. TN room of any gi..... oHioer wfll contain a chest with cion..
and 40 • 400 GP in it. n. room of any gi BodVlll*d wi41 contain a chest with dothe5, penonal momentos and
30 • 300 GP in it. Udy orampinill', qu.-tlrfl cooQin a lot of upensiVl dottMng, IOnV .mbfo~ items (her ner1ing
WOfkmatl$hlpl, and 20 items of Jewelry worth from 50· 500 GP neh.

BuildIng 7: The Counting Ho.....: TMri is 1,700 GP, 4,000 SP .00 four 100 GP Gems her•. The B..onoft.n boasts ttl••1
his treasure was "Proeured in I_lut .............

Arley Cronkrr exc:elb in the manufKture of Potioru. HI satl.. "oro""t of Amazing Enduraoc:e" for 250 GP per ...ial.
This Potion is a concoction of his own that raMi: the: driokrr'l Conttitution by 1 ·8 points for 24 houri. He allO sell. Potions
of Mil'lOr Heating f2SO Gp), Potions of Flight (750 GPI. Potiol'll of Bra...try 1500 GPI. and Philtres of Lust or Love (300 GPI.
Ther. il a 15" chance that Cronker has 11 Illast one of any other delired Potion. Anything he donn't haw he CIrl make up in
1 • 2 weeki tIme. Atl.y Cronker: CLS: ALC; LVL: 014; HTK: 032; ARM: 011; WPN: 6 Vials of Acid thrown.. milllile
weapons for 2·8 points immediate damage, plUI 1 ·4 per round thereaftll' until the parson is dunked naked in w.tll'.

No.3· TIM Smithy

Hor~, ponies, wtlllte.er, can be shoed here for 1 ·4 SP. Soma r19uation weapons are 101d; Swords; 20 GP, Daggers:
5 GP; Spears; 7 GP. The Smith is Dwar...en and his name b Umluk Handhammer: CLS: FTR; LVL: 051; HTK: 043; ARM:
070 (010 if worklngl; WPN: +3/+3 Ench¥lted Wu Hammer.

3A The: Smith's Home: A hidden ctche in hl.lOm_h.t mlllY kitchen hll 76 GP, 45 SP and 100 CP in it,

No.4· TheWaylitle Inn

Thil luge three 1I0ry buildinv hIS lOme 60 rooms avall.bl., II w.1I IS the Common Room and the oWl'lllr', quarterl.
The ownel i, JtIlYSOlllBr Plumbelty: CLS: CLA; LVL: 031; HTK: 016; ARM; 010; WPN: Maca. J.llylmear II in the IIr ...lca of
Gunnorll, Goddell of tl'le H,Ir"'e5t. Fertility, and all Good Women. He tlthel to her for e ...ery penny', income he recelyn.

Rooms In the Wayside are 1 GP per night with bed and bath. Meals are 2 SP. Mead, Alii or Wine are 1 SP and Beer is
2CP.

In hil own rooms, the Innkeeper has 78 GP, 150 SP, 74 CP, and not to mention hil most prlled poI$III.$ion, I Prayer
Bead of Communication. The Prayer Bead is set In II nollow of Sir...er on a Imall hom.mld. altar before a lhe:.f of dried
wheat.

On M'iy gi....n night, 20% of the gulllis in the Common Room will be local citizenry, and 20'6 more win be regular
tr.....Ueu .Ionv thell routes. Both factionl will be aroused by any ...iolent action towardl the Innkeeper, wno is known for
his ~OIity and honesty. Further, there is a 30% chance th. his good friend "Tht LlCly" Surmirt Moonftight, will bt
.,isltinv In lhe: Common Room. The L-:ly Moonfllght will be accompanied by two guardl. The: lIdy and her guard$: are de·
ullad In No.7. Both lhe: citizens and the lIdy will defend Jellysmear, If need be. Further, the regular tra...ellers present may
(50'61 intereeOe on hi. bel:lllf II well.

Jellysme4t', $pells: Cu~ Minor Wounds, Purify Food.,wJ Drink, Hold ~non.

No.5· TlmpN of Gunnora (Goddess ot Fanltity, Good Women, .nd fb. Hafftlt) (Lawful Goodl

The Temple of Gunnora il the only Temple in the St• .:ling of Qulnden. It il8dmlnineBd by the Patriarchul Honey·
meade Sunnvbrook, who, fCM" ritual PUfl)Olel. r. aided by Jellysmear Plumbelly, • third IIwl Cleric of GUrw'lOf' who is proprie.
lor of the Waylid. Inn (No. 41. Hooeymeade SUMYbrook: CLS: CLR; LVL: 091; HTK: 052: ARM: OBO;WPN: Mice: Spells:
Cu~ Minor Wound:r 1t 2, Dftecr Evil AUIW, RanD.,. F_, D««r ChMm, o.r.a AlignmMr Auras, SnMc. Ch¥m,~ w;rh
An,",,""', Cu~ Oi... It 2, CIJ~ Blind,.,." o.tft.'f ~.Nftnmin PoitJon, R.,. o.d.

The Temple .. defended by sill 2nd level Fighters wno •• toUlly loyal to Guonora: CLS: FTR; LVL: 021; HTK: 010,
014,013,011,017, 01i; ARM: 070; WPN: Long SwordSlnd Heavy Croslbows.

GUOI'lO~'1 T.mple Ms 1'10 IrUlure. All offerings are in the form of farm produce. The PatriarchKI he:nelt has 160 GP,
~ 2 Potiont of Major Healing in a chest in he:r rooms. PlumbeUY'1 u..wre is detailed In No.4.
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No.6· ThfI Town Tlnkar, Pitttrhammtr Sltllritl

The Town Tinker, Pitterhiimmer- Sil!9riu, a Gnome, can fill: jun lbout Iny lItilltlriln object It the price of from 4 CP
to 4 GP. In his cashboll: are 46 SP Ind 320 CPo Pitterhammer Siegrltl: CLS: FTR; LVL: 021; HTK: 010; ARM: 040 (010
when working); WPN: Hamm~.

No.7· Thl Towlt of "Udy" Surmin Moonflltht

The out·of·town (barelvl Tower of "Ladv" Starmist Moonflight. who Is I 17th level Mage and her followers liVil here.
Lady Mooollight retired to her Tower after several decades of adventuring_ She is by far the richen of all the people in
Ouinden, though flw know It. She is a follow!f of Gunnera. Lady StarmiSt Moonflight: CLS: MAG; ALM: GLX; LVL: 171;
ARM: 010; PSL: 150; STA; 114; INT: 189;WIS: 146; CON: 155;DEX: 176;CHA: 189;END: 169;AGL: 167; LED: 179;
LCK: 155: PSY: 187: WPN: +2 SilVilr Dagger. Staff of Magic Power, Ring of Nightflight, and iI Aing of Fire Aesistance. The
Staff of Magic Power has 147 charges in it. At a COSt of one Power Charge, Ladv Moonflight mav do any of the following:
Cause a Permanent Sphere 01 Light, Cause a Spharl 01 Darkness S' radius, Levitate. Magic Bolt, Lightning Botl, Aay of Weak·
neu, Rav ot COld, Fireball. Al a COlit of 2 Power Charges she may cln: PIIrsonal Shillel S' radius, Spherl of Invuln"lbility,
or PlrllYlltion. The Stiff strik" U1 • + 2 mugic weupon for from 3 - 8 pet' Hit, or if one chlrge II upended wilen Ilriking, it
don double damage. The Staff cun be broken for a retributive nrike. Spells: Charm 1C 2, M6gic "'iailtl, RtJ«I "'''9ic, SJtJtJP,
Oft.,;t Evil Au,.." DntIer Imtisibltl, OpM, SpidtJr Web x 2, DilPtli "'_le, HI",e, $pe«I, Hold Penon, Slow It 2. Chllfffl MollSttlr,
FHr, Icnform, RfffflOve CUI'Sfl, COnjUM Elemflflral, Hold MonlZM, PtlUVI4f1, T~rr, Wall of Faf'Ctl, Canrrol w.ar"-r, En·
dlant an Ifem, M«Ju$iJfI'S Glue - Flesh fO Slone, Lrmer Wi"', Ph_ Porr., Stun, ShapeC~my ObjflCt.

Lent One

The Entry Chamber: The door to the olltside il itlelf made of nlli. When bltred, e combined S1tt1ngth of 200 wlll be
requir«l to give I 20% chance of torcing It. The two Irrow llits fllnking the outside door Ittl the only errow ltit1 on
the first level. There il a large tireplace opposite lhe door. There will alwlYs be one ot the special Guards (see Level 3)
on duty here. AIK), the room functions as a Great Hall.

2 Starage SP6C' for Faod and thl'! Kitchen: A fireplace Is near the nenh__1t corner. Two Maid Servanl1 (HTK: 004,
003; ARM: 010; WPN: Deggen) will be here (50% chence).

3 Stairs up to Level 2: Rock Golem attempts to stop all unauthoriZed personnel from mounting the sUlin. Rock Golem:
HTK: 060; ARM: 040 (+2 or greater f1nchanted weaporls to dodarnage); Attack$: 1; Damage: 3·24, plusSfawspell
Ivery other round.

Lewel Two

Aack of sill: CrouboW1 and 400 Quarrels, including len Silver Ind two Blessed. Thrll errow slltl.

2 Barracks for 8 Men At Arms: CLS: FTA: LVL: Oil; HTK: 006.005,008,001,001,007,007.006: AAM: 070:
WPN: Lonll1words or Hllvy CrossboW1. They carry onlv tha Longswords. In case of attack, thrf!l will man the sUu in
Level 2, Room 1; thrllit will man the arrow slitl on Level 3, Aoom 2; and 2 will go to Lev,1 1, Room 1, to help defend
the doOI. The Men At Arms will obey either LlKIy Moonflight or her speciel Guerds. Each Guerd hIS 4·24 SP in hil
chest.

3 Smell S10r!roorn of Foodstuffs and Military Supplies: One dozen Kite Shields, 35 Spears, 100 Crossbow BoltlltwO
Sllv", four Bleued), four Suiu of PlI" Mall and one Suit of Elven eneln.

4 Nice personal chamber far the Maidslrom the Kitchen: Feminine clothing and 6 . 30 CP each.

5 StairCiItl from 1 - 3.

Le.,,1 Thrll

The Prison Chember: Nicely furnished, but with Itrong doors and chains to restrain the prisoners it neCl!:SlIry.

2 Rack of Weapoo1: Sill: Heavy Crossbows, 40 80lts, (one Sil.,er, two BlenedJ, lill: Long Poles, four Kite Shields.

3 The Chamber for Moonflight's Champions: Each has a generous bed and a large campaign chest. 1) Blessed Raston:
CLS: PAL; LVL: 051; HTK: 033; ARM: 100 (+3 Enchanted Plate); AGL: 155; WPN: +2/+2 Enchanted Holy Sword.
AbiJitie1 a1 per Paladin. Chell contalm 64 SP, 12 GP and cloth... 2) Longbeerd the Young: Dwarf; CLS; FTA; LVL:
061; HTK: 027; ARM: 090; AGL: 135: WPN; +3 Owarven Hammer. Chll1t conti ins clothes, 650 GP, 4 Gems 1150 GP
13ch), and a set of well used Stili Chainmail. 3) Wilhair M.nsl.yer: CLS: AMZ: LVL: 051: HTK: 028; ARM: 040;
AGL: 189; WPN: twO +2 Lonlllwords or Warbow (1 - 6), has ItIlUtomatlc +2 with.U missile weapons. In chest II
padded Sleel and Sil.,er Brea11 CUP1, Chainmlil, clothe1 and 350 GP. 4) Greenllght Busher: Elf; CLS: FTR; LVL:
061; HTK: 022; AAM: 080 (Elve" Chain); AGL: 167; WPN: +1 Longsword and Longbow; has automatic +1 to Hit
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with the Bow. Chest contains dried herbs, clothet and 300 SP. The chest has a trapped false bottom which contains
an Elven Cloak and a Potion of Sweetwater. The Elf is capable of making a tea from some of his herbs that will heal
1 - 6 points of damage on any Humanoid.

4 Stain from 2 ·4.

Leyel Four

The Apartment of Lady Moonllight: Each 'side' has an arrow slit in it with a sliding steel panel over the inside of it.
There are various ubles and desks littered with the things of Wizardry, IWO bookcases filled with books, Ihree chests, and
a bed. Tne LAdy will be present 45% of the time. If she is not present in the apartmenl, she will be elsewhere in the Tower
(50%1 or gone visiting (50%1. When going out, she williliways be accompanied by one or two of her special Guards from
Level 3. In Chest No. 1. there is 16,000 GP, 8,000 SP and 84 EP. It is trapped by four Poison Needles. Chest No.2 is trapped
by two Soears that spring UP from the floor directly in front of the chest when it is opened. They impale for 2· 12 points of
diomage if lhey hit. The CheSI contains 8 Diamonds (1,000 GP eachl, 6 Rubies (400 GP eachland 20 pieces of assorud
J_elry (20 . 200 GP each); one is a Ring of Wlightlluneu. ChMt NO.3 is smaller and very ornall. A symbol of Siunning is
set on the lid, which only the Lady Cln PISS wilhout Ictivlting. In the Chest Ire three items: a long thing round object
wrapped in clolh (Wand of Frost, 34 charges), a Book (Lady Moonflight's Spell Book; contains all the aforementioned
spells plus Fsmilisr and Comprehend LsnguB(J(I$ Jt 2 spells!. and an Arrow (AHOw of DiH~etion Pointing).

The Vifl(1ge Proper is surrounded by a thick hedge. This hedge is virtually impassable except by Druids. The hedge is
pierced by sevlll'al gates. Each gate is guarded bv one Man At Armsdlll"ing the day. This Man At Arms notifies the Baron, or
his Clptain, if unusual p&Ople approach the town. He also collecn 1M toll from all Olhers. The loll is 1 CP a piece from locals
and flrmers; 1 GP a piece from outsiders.

If any given party contains a recognizable Thief or a Half-Orc, it is 45'" likely thallhe gatekeeper will close the gate
in the party's collective faces until he can report and receive instructions. All gates are closed at nighl. Any din for entry will
raise lne alarm and bring out Light Horsemen to quellihe disturbance.

The IrO" Smelter Dwarves

The Kingdom of lhe Iron Smelters, a small Dwarvln tribe, is aboul 10 days sail and ride to Ihe wen of Oamkina, 8
days sail and ride from the Steading of Quinden. The Iron Smelters are not a fabulously rich people, as they wOlk mostly
with base metals, but neither are they poor, as their iron products sell well and widely.

Outer Guard Post: Here are the great sleelliallS thai open into Ihe underground city. Four DwarVI" Guards are sta·
tioned here at all times and will demand the identity of all travellers seeking entrance. If satisifed, they will collect a
1 GP toll and pass them through. Guards: Owarves; CLS: FTR; LVL: 031; HTK: 019,018,011,022; ARM: 075;
AGL: 135;WPN: +1 Hammers.

2 Display Chamber: Here are samples of the Dwarven work displayed. There are Swords: Long: 15 GP, Broad: 20 GP;
Akes: 7 GP; Oa~rs with Scabbards: 5 GP; Maces: 10 GP; Fllils: 10 GP. There are also Chainmail Suits on display
1100 GP} and Plate Armor 1500 GPI. Shields are 10 - 20 GP, devending on the size. Some small pieces of Jewelly alt>
on sale from 250 GP on up; there are only seven pieces. Orders for large qua,lt;ties of any item. or for bars of steel
may be placed. There are tWO Dwarven Clerks: CLS: CLR; lVL: 011; HTK: 007, 007; ARM: 075; AGL: 145;WPN:
DWH; Spells: Command, o.tsr::t Evil AUrM.

3 All the Number Threes are rooms housing 4 Dwarven Worker/Warriors. Aft such will be: CLS: FTR; LVL: 011; HTK:
7 _ 10; ARM: 070; AGL: 125 all; WPN; DWH or DBA. Ally given one will have 2 . 20 GP on his person.

4 The special Quarters given to Dwarven Families. Each Numblll' Four houses a Dwarf Male of the 3rd Level with
021 ·030 HTK; a Dwarven Female; CLS: fTR or CLR; LVL; OIl ·031; HTK: 006·025; and 2 - 5 Young Dwarves.
75'1(, Male. The Male will have either a Hammer or a Broad·BIBded Axe and will have Plate Armor available for use.

5 Storage of finished objects: Swords: 12 . 200; MacM: 4 - 40; Flails: 6·60; Hammers: 2·20; Axes: 50·500; Daggers
"'(ith Sheaths: 10· 100; 20·50 selS of Chaln·Mall; and 2·12 sets 01 Plate Armor.

6 Great Forge Arell: 20 Dwarves lire at work day and night over magical fires, pounding out the items of their trade.
These Dwarves alll: CLS: FTR; LVL: 011; HTK; 007, 004. 005. 003. 008, 003. 003,005, 005, 004, 008, 004, Q08,
007.006,004,008,005,004,003; ARM: 005 (its hot); WPN: DWH.

7 The Great Throne and Rece,;tion Room of the Dwarven King: The King and four Bodyguards will be present during
the day. The King: Dwarf; CLS: FTR; LVL: 091; HTK: 069; ARM; +3 Plate Armor; AGL; 148;WPN: +3 Hammer.
The Guards: CLS: FTR; LVL: 031; HTK: 014, 013, 016, 014; ARM: 080; AGL: 165 aU;WPN: +2 Hammlll'"S.
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8 The Royal T,easure Vault: 6,500 GP, 4,500 SP, 160,000 CP, 50 Geml of the Fir" Water worth from 500 to 1000 GP
each. a Sel 01 Magical +2 Plate Armor. Two Ban of Mithril worth 4,000 GP each.

9 The Royal Apartments: The Royal Consort Is here usually. The King will be here nights. The Conson is Alicia Ardor:
Female Dwarf; CLS: HRI; LVL: 011; HTK: 004; ARM: 005. The King has a son. but he hal departltd on a quest. In
a small chest. there are 20 pieces of Jewelry worth a total of 24,000 GP.
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FII\II Notes: In all Area 3s and 4s, percentile dic. should b. rolled. There is a 25" chance per Dw.rl of thl! Dwarf
being present, and if presem. then he will be nleep. Otherwise, he Is .Isewhere. Ah.r .n. the mining p.rtles and found.,i"
hive to be m.nned.

It is from these grellt shlftl thtt the Iron Smetttrs win 1MI, wealth In Iron. There ila chance of 25" of encountering
I Mining Crew in any one of the grfllt chambers. A Mining Crew conslstlof 6·10 First Lev.1 FTR Dwlrvet: with Mining Picks
In addition to H.nd Ax" n wtlpons. Thev .150 b!sar ore bigs to gather tMi, findings in.
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IIAN'THROP VILLAGE

- Tower

• BUltMs

• Trees

• Hobooblln Guards

~"'throp

The Threat in the North, or at least the center of it. is here, in Man'throp. Man'throp itself is not so remarkable. It i$
an abovegrouoo Hobgoblin Villtl/fl of Huts, with a Wooden Stockade and three Watchtowers. But, from beneath the Great
Wooden Hall, there luu" the opening to Ismail dungeon, from which all 1M battle lI!I.inll thl fragile aUianCll of Dwarves Ind
Men is directed. It is here that Back'Lor received his minion and I promise of considerable treasure, should it succeed. It is
from twirl thlt.U ttNt evil forces in and around the area are marshalled and directed.

o
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Man'throp VIII'lle

Each hut on the mlPl contlinl 3 . 6 Mil... 3 • 6 Femltes Ind 6· 12 Young Hobgoblinl. The Males 8fe nearly always
blinll·rudy. being .med with Broidswords. Morningstlfl Ind Chllinmail Armor. TI'le Females also wur Chainmail Ind .e
limilarly ...med. Males and Fernllel will howe 3 - 10 HTK each. The Young .... not armored and hw. only 1 - 2 HTK each.

Thil II tM nome of the Hobgoblin Chilf, CrashtKker, md hilll1inue of 20 BodygUlfdl 100 15 Sefgeanh. Cr-ash­
tKker: HIT: 003: HTI<:: 022; ARM: 075: AGl: 124: WPN: +1 GrNt Sword. BodygUirds: HIT: 003; HTIC: 016 eM:h;
ARM: 050: AGl: 114 all: WPN: ISA. WLB. sergelnll: HIT: 002: HTIC: 009 .ach; ARM: 040; AGL: 1104 III: WPN:
185. 1M$.

2 TIw.. III III Wltchtowel$, TI'leIl •• four Hobgoblins in each. WateM1: HIT: 001; HTIC: 009, 008, 005, 002; ARM;
040; AGL: 115 III; WPN: We8, 185. Thty will sound the allrm if they," anyone coming. The X'I mark Cltapulu,
all Heny.

3 Hippogtitt "-n: HIR the Hobgoblins kllP the t..,ty Hippogrifh they UII to raid DMnkim. Thry are tended by five
HobgobIinl IHIT: 002: HTIC: 012,011,008,011,007: ARM: 030: AGL: 166 .11; WPN: IMSI who lift in the shK::k
within the pen. The Hippogrifh .. c:haiotd to porn to pr......,..t flight, n.v II' hostile to III non-Hob9oblinl, and will
permit only Hobgoblins to ride them. Hippogriffs: HIT: 004, HTIC: 012,010,016,020,015,011,013,009.008.
010.030.024. OHI. Ollit, 025, 028, 031, 027, 022, 025: AAM: 020; AGL: 135 III; OPA: 1 - 04/1 - 411 - 6.

Thil duneeon opeos out from tJen.th the Chief'll... Hili/Hut.

The Initial GUlird 0Mdt Point: Six Ogoes flfUII permission to IIlt.r to Iny not known by them. Ogres: HIT: 004:
HTIC: 017, 013, 028, 021, 01S, 013; ARM: 050: AGL: 104111; DPA: 1 ·10. The Ogrll hi'" 20·80 GPeKh.

2 A Mlnotlur guards the CIouYoo,..,.I: HIT: 006; HTIC: 028; ARM: 040; AGL: 175; DPA: 2 + 2. The Minouufwill roar
the lIarm if anyone comes by. 11 I'IaI 1,000 GP Itolld in a niche under I Ioott ltone in the floor.

3 Four Uving Stllllltitn of Ilrge lize: HIT: 004; HTIC: 015, 016, 012, 016: ARM: 095: AGL: 031; DPA: 4 . 24.

4 GarblQl; Chamber: Lurtciflg in the g¥bIgt is I Glr~ Monstlr: HIT: 010; HTIC: 052; ARM: 060; AGL: 073; DPA:
2·12n·12.

5 Food Storage: Plenty of goodies in here. if you have jaded tastes, Lizlf'd Shanks, Purple Octopus, etc. Also, as guards,
five Gergoyles: HIT: 006; HTIC: 017, 020,019,016,018; ARM: 040; AGL: 103 all; DPA: 1 ·4fl ·04/1 ·6.

6 Second Guard Check Point: Four Hill GiainU: HIT: 008: HTK: 043, 034, 030, 036; AAM: 050; AGL: 073; DPA:
2 - 16.

7 The dwelllng pllCe of In Advisor to the Rul.r of the DUfiglOn. Thll AdvIsor II I Mind Flern:l: HIT: 007: HTK: 047;
ARM: 040; AGL: 155; DPA: 1 - 8 or Plionic AttilCk. It hll 291 Plyonic poInts. Plyonlc POWllfl are: Levitation,
Domination, ESP, Astral Projection, Probability Trivet.

8 Empty, but there'. a lot of garbage Itrewn about. If se.rched, 1 . 6 CP Ind 1 .4 SP can be found. as well as 1 - 3 rustY
D-.gerl.

9 It II here thlt the Ruler of thl Dungeon holds court with hil Bodygu.rdl, Ind pr.lidll over ell of hil evil plans.
The Rulef is. the Amoral Evil Liche, Oitriao. His Guardlll'lin 0911 Magi, a Mloor Dimon Ind,IPPitently, a Man
IRaluh..-l.

The Licht Oitriln: CLS: MAG; ALN: AEX; HIT: 021: HTIC: 061: ARM: 070: AGL: 094; DPA; 1· 10 01 Spell;
Spells: Ch¥m, M.gic Bolt, Prot«tion (rom Good, S/tHp, Writ. Ml1{1ick, Spharw of lhrknlSJ, DftICf Good AufilS',
D«.a InviJJbw, R.y of ~"'MS$, Lock. Btink. DifPI/ M~ic. Flre/»II, Spa«J, Suwuion, Sh;'1d of Fi,., I~Storm.
S~ Ch~, W.II of Fire X 2, erNI. Zomb./SkMron x 2, KilJar Ciolld, R.y of Cold, W., of Forca, Death SplI/I,
G." FrHZlng Sphara, Splrltwrack, M_ Inl'ilibility x 3, V."ifh, Clona, M_ Ch¥m, Sh~ ChanJJ- Any Ob/«:t,
Symbol, Kill x 2. He hal I dr.iMd Stiff of the Wizard O8Ir him at III timn, and I Wind of Fireballs with 15 chlrgel
rlm,iniflg. He h. I Ri"ll of Fire Resistance, which hi wears.

The Ogre ~i: HIT: 006; HTIC: 033; ARM: 080; AGL: 156; DPA: 1 - 12. HI has III normal abilities, lThiIy fly,
become lovisible, cau. O.kn_, St\IpI Change to I Human or limil. shape .nd f9fMflte 1 poil'lt of d.-naga per
combet ph... Further, he mly, once per day cat • "'-m, CMIR StMp, assume GIIOOUI Form Ind Cl'81a a Rayof
Cold 17 ·56 points of dmllgtl.

The Mioor Demon: HIT: 009; HTIC: 060; ARM: 100; DPA: 2 - 12,2· 12fl • 3, 1 - 3{1 - 6. May c~l5e Fell in
Oppooentl .t will, mlY l.IviUtl, may cal. Pyrotldlniel, Shlpl ~.., Tlllkinne 400 pouods weight. Of Gate in
lnother o.mon of limll. type (25% chlrlCll of 1\lCICaI1.

The AIfuNg: HIT: 007; HTIC: 039; ARM: 080; AGL: 165: AttlCks: 3; DPA: 1·3, 1 ·3/2·5. Can lIM ESP Ind
lUusioo to appeli'. what those encountered d.-n friendly. He usn rnagk.nd CllrulPIlIs upto 3rd IIwl, yet he
c-. not be harmed by any spltl under 8th Iewt. Only +3 or bltUr _pol'll do full d.mJgt: Inser welPOOS do %
dim. if tIwy .. mllillICII. ottwrwi., they do no dln\I9Ilt III. A CJOtIbow 801t thlt has been bleued by I Cleric
will kilt him.
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In the back of the room, behind the Throne. there are three Chnts: Chest No.1 is trapped with a cloud of Poi·
sonous Gas, Inside are 3,000 GP, ChlMt No, 2 is trapptM:! with a delayed action Fireball that does 11 dice of damage.
It has fout dozen pieces of Jewelry in it that are worth a total of 15,000 GP. Che-st No.3 is not trapped, but there is
a live Scorpion loose amongn the treesure. Scorpion: HIT: 001; HTK: 001; ARM: 001; Polson Sting. In the chen are
sil.; Potion Vials. a Ring, a Robe, and 250 PP. The Potions are: two 01 Major Healing, one of Flight, Or'le of Giant
Control, one of Speed, one of Sweet Water. The Ring is a Ring of Ice Bolts. The Robe is a Robe of the Chameleon,

10 Sleeping Chamber lor the Hill GiBnt Guerds: Four will be present Bt Bnv given time, Hill Giants: HIT: 008; HTK: 042.
026.034,032; ARM: 050; AGL: 083 aU; OPA: 2· 16. Each has 40·400 GP on 0' about his person.

11 Empty,

12 Sleeping Quartefl lor the Ogres: There will be six prnent. Ogres: HIT: 004; HTK: 012, 021, 019, 015, 021. 015;
ARM; 050; AGL: 094 all; OPA; 1 ·10. Each Ogre will have from 20·80 GP On him.

MAN'THROP aU.MAP A
1 Square - 10 feet
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Vast Lake

Vast Lake has an incredible diameter of approximately twenty miles. and is easily two thousand feet deep in some
areas. The Lake teems with all sorts of wildlife (of the normal variety). and is often visited by such mythical water creatures
as River Nymphs, Water Sprites and Nixies.

Fishermen and Merchants ply the waters of Vast Lake in a multitude of varied crafts. from log rafts to finely crafted
Merchant Vessels. AU of the trade to Damkina must come over the waters to reach the port of Damkina.

Of tate, the trade has slacked off considerably due to the raids of Gargoyles and other creatures from the Aleion
Mountains. No trade at all has come from the east in more than half a year.

The only encounters on Vast Lake will be with fishing crafts, and possible a Merchant ship or a lone Gargoyle out
scouting and spying for Back'Lor. All fishing crafts will be nearthe shores of the Lake.

The Tamesis River

The Tamesis River is fed principally by the Elivagar and Hvergelmir Rivers. The Tamesis is wide, nearly a mile and a
half in some parts, and is extremely deep, sometimes reaching an incredible depth of 300 feet.

Because of its width and depth. the Tamesis is usually very calm and the current is rather weak except in the center,
where the flow of the water runs faster as one gets deeper.

The Tamesis empties into Vast Lake before continuing on eastward. Much of the Oamkina trade comes by way of
this river.

The fishing in the Tamesis is extraordinarily good, with pike and trout reaching incredible sizes and are very abundant
in numbers.

The Tamesis Is a relatively low danger area, though minor Water Elementals, Water Sprites, River Nymphs, Nixies and
Giant Srtapping Turtles have been encountered with some regularity.

Tamelil Rivet" Encounter Table

Ron for encounters once every four hours. A roll of 1 . 2
on 1010 indicates an encounter. Determine encounter from
the Table below using 206.

2·3 One to Six Fishermen on Banks
4 - 6 One to Three Fishermen in Boau

7 One to Six Nixies
8 One Giant Snapping Turtle

9 - 10 One to Three River Nymphs
11 One to Six Water Sprites
12 One Water Elemental

Pegasus 57



The Final Pass

The Final Pass is the southernmost paS5through the
Guarding Mountain Range. This section of the Range is
sometimes called the Eagle Mountains, and recently has
acquired another name; The Mountains of the Avenger.

The reason for its new name is the presence of a
Warrior·Wizardren that hili taken up residence atop the
mountain bordering the southern flank of the pass. This
mountain is now called Avenger Peak.

The Warrior-Wizardress is known as Aliana the
Avenger, and she rides a huge Gryphon, called Skydaw, as
she p~rols the .rea Marching for Minions of Evil to van­
quish. Aliana keeps the Final Pass open, free from bandits,
$0 trade from both sides of the mountain range can How

58 Pegasus

freely. She Is respected, admired, and feared by all the
people who live in the area detailed by this installment.

She lives In a CIYe system high atop Avenger Peak,
IICCftsible only by those with the power of flight. It is com·
mon knowledge that if her services are needed, one only hu
to send up smoke signals from the Final Pass in order to
attract her attention. Fifty percent of the time she will
answer this summons within twenty mintullS (roll 1020),
the other fifty percent of the time, she will be out on patrol
and will answer within tMnty hours (roll 10201.

Aliana is an ally of Prince ROIunak the Eagle of
ClsHe Granit. (Hex 18171. of Stindalin Longbeard of
Bighsdale (Hex 13181, Rostolthe Reverant of Belial (Hell
11101. of Mootish Marn of Taunting (Hell 21201. Elum the
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Guide of Falias (Hex 2213), Konrad Wolfe of Castle Olden­
hain (Hex 2910, and Winsindor the White, Overlord of the
White Throne, of Damkina (Hex 2715).

Aliana desires to eliminate the evil influences of
the land, for they have caused her family much grief. She is
the last surviving member of her immediate family, most of
which were murdered by Ogres and/or Gargoyles (though
her father and grandmother died of natural causes, unlike
the rest of the family). To this end, she will quest uncea·
singly, and will definitely agree to help the player-eharacters
against the Threat in the North.

Aliana owns a magical Glaive called Firestorm,
which has the following powers:

2

3

4

+3 to Hit.

+3 to damage, +6 to damage versus Cold.Using
Creatures.

Three times a day (24 hours) Firestorm can cast a
Firbolt with a range of 100 yards that does 6 ·36
points of damage, half if saving roll Is made.

Once a day (24 hours) Firestorm can cause a Fire·
storm to erupt within an are. of up to 100 square
yards (controllable by the wielder} that causes
2 - 24 points of damage to all within the area,
half if saving roll Is made.
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5 Firestorm can absorb up to 36 points of fire damage directed at the wielder if no other function of the weapon is
u....

6 Firestorm protects the wielder from natural cold, and protects against magical cold by blocking out half the damllge
that normillly would be inflicted.

Aliana also owns. set of magical Throwing Knives. Thefe are four of these Knives. which Aliana calls Falcon Blades.
These Knives have the following powers:

+3 to Hit.

2 +3 to Damage.

3 Extended Ranges of: Short: 50 yards; Medium: 75 yards; Long: 100 yards

Aliallll has achieved seventh level mastery in the Mystic Arts las well as eighth level in Fighting abilitvl and un cat
the following spells: Affect Fires, Fiery Fingers, LI~/y Lights, Oft«:t M6f/ic Auras, Lup, Read M~ick Script, Slow Fall,
Sphere of Light, Invlsibiliry, OptHI, Levitation, Fit'flWOrlrs, !>Hllet Invisibility, Rope Trick, Fireball, Flight, C/airvoyenc-,
Ugfftning Boft. Shield of Fire. Wall of Fire. lIfullOry Terrain.

Ariana wears high Leather Boots and Gloves, a Leather Loincloth (all with Silver ornementationl and various Silver
and Moonstone Jewelry. She hIS long, wavy golden-brown hair. and is ambidextrous. She has the following statistics: ClS:
FTR; ALN: GlX; LVL: 082; HTK: 055; ARM: 030; PSL: 069; STR: 157; INT: 178;WIS: 178; CON: 167; DEX: 165; CHA:
199; END: 176; AGL: 156; LED: 189; (CK: 178;PSY: 17B;WPN: VGL

Skyclow, her Gryphon, has the following statistics: HIT: 008; HTK: 060; ARM: 050; AGl: 177; DPA: 1 ·6/1 - 6/
4 - 16_

ld many rolling foothills. They are the connecting link
m mountains comprising the Amaite R.-,ge. M..,'throp

'5 heavily-fortified vilhtge is the base for chaotic raids on
~ long as these raids continue. trade will suffer.

has a blue fire in it caused by phosphorescent moss. A Ring
chimney on its south side.

1
2
3

•
6
6
7

The Aleion Mountains a
between the northern Range of 1JIl-ll;
Village is the home of many low, evil 5C
the trading ships of Oamkina moving on
Many evil creatures room this area.

The Scarlet Forest covers about 225 square mi~s of I.nd and is close to the Elven village of Falias. It is relatively clear
and untouched by any taint of evil beaute, in addition to the 384 fprest..Joving Elws of Falias, there is • small tribe of 58
Wood Elwi living a nomadic existence within its confines. A minor irritant to the Elves of the ~I.t Forest il Tor Hutson,_
nimble Hatfling Thief who is S: FTR; ALN: CNX; LVL: 042; HTK: 020; ARM: 020; PSl: 048;STR: 144; INT: 167;WIS:
158; CON: 148; DEX: 164; C 134; . 147; AGL: 176; LED: 166; lCK: 159; psY: 164; WPN: 10K. In addition to his
iron Dirk. Tor has a Ring of In uses to great .ffect in his many excursions. Tor has dug a concealed burrow
in .gully in Hex 2115 of the fores steals forth to filch elltrything from freshly-baked apple pies to richly-inlaid
weapons. Among his many llI-go are three leather bigs containin,g 50 GP each, a silver Shortsword worth
40 GP, a gold4nlaid walking st.ff wo 20 pouch with 37 glass marbles, and a haunch of beef. Thinking ahead, Tor has
decided to set about finding a bride (or 01 in a couple of years, so he believes he should get the wanderlust out of his Ivstem
while he is still young. He is 63 years old.

In Hex 2014 of the forest, an old,
of Fire Resistance is hidden behind two 10
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The Amaite Range

lightning-tom mountains comprise the Amaite Range. Foremost and renowned is lightning Peak, which attracts
several bolts of energy each day. The mountains are tall. and numerous pure mineral deposits act as tna attractors of liw.tning
to these peaks. Hardv Halfllng prospect04"S from the village of Quinden roam the mountains looking for wealth and compete
with humans from Taunting and Duat villages for daims and for life itself. What the Halflings lack in size and strength, they
more than make up with stealth, slyness, and their own inbred tunneling abilities. Some Halfling prospectors do not like to
dispose of their diggings In Ouinden beClUS8 Baron Drampinill is strict and not above cheating Halflings out of their due cash.
A couple of the older, more experienced miners now take thelr diggings to Damkina instead, thoU!tlthis means braving air
anack on the Lake and the ire of Baron Drampinill if he finds out about it.

Encounters for the Amaite Rangt

1 1 ·2 Halfling prospe<:ton in the midst of excavating their claim.
2 Sevon singing Dwarves ar. "ncounted on the way home from along dav It thl mines.
3 1 - 4 TlUnting prospectors hlading back to Taunting willage.
4 1 ·4 Hlppogriffofkling Hobgoblins looking for a secure base of operations for lake raids.
5 Herd of 3 • 24 wild Mustangs stampede in front of the~.
6 Patrol of 10 Horsemen from Quinden k.ping the lrea safe.
7 Seven Dwarves are encountered, marching along and singing on the way to their cIai'm.
6 Flock of 2 - 20 noisy Geese pass OWlrhe.cl. he.cling north.
9 A tantalizing. snow white mountain nymph dances across the path and disappears into the forest.

10 1 - 4 Human prospecton from Duat planning to raid a nearby Halning daim.

LADY

STARMIST

MOONFLIGHT
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A ....ROVED FOR USI: WITH DRAGONQUIEST 1m

"I:OAIUS
$).00 per IUulI

THI: JUDallS aUILO JOURNAL

B.c:1< I'~ A"IIUoIbllll
$r ..oo,"uue

THa DUNGaONl:l:A JOUANAL

8:oIelo: 1_A".I"'1l11ll
12.a0 pllr IIIUII

THI: OUNQ.ONI:I:A
S.c.1< luUIIs A".llillble

$2,,00.e:r Inull
7l THE OUNGEONEER COMPENDIUM OF I _ 6•• , .•• $2.50

!>to BREAK IN AT THREE KILOMETER ISLAND •.•• $).00

no HAZARD ...•••.••••••.•.......•.•.. S2.00

APPROVED FOR USE WITH VILLI ANI &. VIGILANT.llm

_00 THE TOUGHEST DUNGEON IN THE WORLO ..••• $ ••00
850 HAT ON A STICK •••..•••..•.••..•.•.•• $ 3.9'

APPROVI:O I'"OR ula WITH 5UPI:RHIERO 20". 1m

540 NIGHTMARE MAZE OF JIGRESH •••••••••.•• $2.00

APPROVaD ~O. uSI: WITH TUNNELS&. TROLLllm

190 MAGEBIRD QUEST. • • • • • • • • • • • • • • • $ 10.00
930 STAR SILVER TREK •••••••••••••••.••.. $ 7.00

75 TRAVELLER REFEREE SCREEN ••.....•. . $2.50
" TRAVELLER LOG BOOK. • • . . . . . . . . • . . ,$l.50
., STARSHIP" SPACECRAFT FDA TRAV£LLER ••• "•• ,.s0

10!> DRA'K'N£ STATION .••••••••••.......•. $".9!>
310 TANCAEO••••••••• , • , • • . • • . • . • S5.9'
34Cl LEY SECTOR. •• .•••.•• • ,_ .••
lSO DAIITHANON QUEEN. • • . . • • • • • • $3.$0_'0 SO STAABASES . • • • • . . • • • . • • • • . •• • •• . $!l 91
_90 GLlo,lo,oERORIFT RII!:ACH£S .••.••. , • • • • ....9.
500 DOD'" OF THE SINGING STAR. . $11.91
S20 NP,VIGATORS STARCHARTS. . • $".91
5.0 CRUCIS MARGIN •••• , • • • • • . •• •• . • . $50.91
640 GHOS"-RtNG . . • • • • • • • . . • . • . . $S.98
710 A"''-C.,IS "ROBE. • • • • • • • • •..•.••.•• $ 5.91
720 AOG __ £ MOON OF SPINS TOR'.' •. • . • . . . . • .• SS.91
730 S ..... 6"" SAFARI •. , ..•....••••• 15.98
7"0 PQA'rO·CALL •• _. • . • • • • . • • •• . • .•• Sl.'S
760 "'AA.ANATHA.ALKAHEST SECTOR. . •.. . .• $5.9'
••0 COIl5.:!,.AS OF THE TURKU WASTlS. . • •• $5.9'
940 WASI'WINT£R . . . • • • . . • • • . • $5.°'

107 BROKEN TREE INN••••••••••••••••• , ••• $_.00
116 THII!: HELLPITS 01" NIGHTFANG•.•...•.••••••3.00
170 AVNEQUEST SHIELD ••••••••••••••.•••• • 2.50
220 LEGENDARV DUCK TOWER •.•••••••.••••• $5,.'
.uO CITY 01" LEI TABOR •.•••••••••••••..••• 17••a
].to DUCK PONO ••••••••••••••••••••••••• $5.9.

A",ADVao ~Olll USI! WITH
I!htPIAE 0,," THE PflA\.. THRONE 1m

Judgas Guild. Incorporated
R. R. 8, Box 9

1221 N. Sunnyside Road

Deatu,. IL. 62522

APPAovaD ~DA vsa WITH AO&'O 1m

17 CHARACTER CODEX. • • • • • • • • • • • • • • • • ••.s0
h DARKTOWEA •••••••••••••••••••.•.•. '5.50

109 OPERATtDN OORE •••••••••••••• , •••••• $325
11. MALTUECLUE ••••• , ••••• "., •••. _" .S • .oO
111 TEMPLE OF RA ACCURSED 8Y SET ••••••••.• '2.00
12. £SCAPE: FROM ASTIGAR'S LAIR •••• , , •••••• $2.GO
Ito THE TREASUAE VAULT5 Of" LlNOORAN, , •• , •• t~.oO

210 INFERNO ••••••••••••••• , •• , •••••.• _ .s..a
260 PORTALSOFTORSH., ••••••••••••••••• ,'3.91
460 .00K OF RVINS •••••••••••••• , • '.~ •••• $ ••00
&60 POATAU O~ IRONTooTH ••. , •••••••••••. '3.91

......"',IVI:D ~OA VSE WITH CHIVALRY&. SORCERY tm

2S0 CAS SHIELD ••..••.. , • , •••••••••.••••3.00

37 I'"IRST I'"ANTASY CAMPAIGN ••••••••••••••. $7 •• '
_6 WILDER LANDS HEX SHEETS •••••••••••••. $3.00
66 SEA STEEDS A WAVE RIDERS •••••••••••••• $6.50
,. WAR CRY ••••••••••• _ ••••••••••••••• $ • .00
69 I'"LDTlLLA ONE. • • • • • • • • • • . .••.. $!i.00
96 TRE"'5URY OF ARCHAIC NAMES•.••••••.••• S_.95

104 C"'5TLE BOOK II •.••••..•.•••.••.• __ .. S3.o0

2.0 THE I'"AHTA$Y CAATOGAAPHER'S FIELD BOOK •• s3.9'
360 LASER TANK •••••••••••••••.•.....•. SI.50
_10 THE ASTROGATDRS CHART BOOK •.••.• _ .•. S3.98
"0 TEMPLE 800K l. .......•.............. S3.00
530 RAVENSCRAG ••.••.•.••••••••••••••• S10.00
5S0 THE I'"IELDGUIDE TO ENCOUNTERS •••.••• SU.OO
110 TOwt'R OF INDOMITA8LE CIRCUMSTANCE. • •• S_.9,
610 MASTl!fIlS 01'" MIND. • • • • • . • . • • • • • • • • . P.9$
700 AESTORMEL. • • • . • . • • • • • • • • • . • $5.9'
710 "'OECH I'"O'S TOMB. • • • . • • . • • . . $2.00
.00 GLORY HOLE DWARVEN MINE. . •• $3.U
'10 I'"ANTASTIC PERSONALITIES .•• , • . . $5.91
1120 HEROIC EXPEDlT IONS • • . • • • • • • . • .• $3.9'
UO PREY 0" DARKNESS. • $S.qll
&60 WRAITH OVERLORD•••••.•• ,........ S"':.OO
920 WONDROUS RELICS ••••.•.• , •• , ..•••.•• $3.98

A",AOVI:O I'"OR USI: WITH DAD tm

2 DUNGEON TAC CARDS •••••.••.••••••••• 13.95
1. RUDY REF BOOK. • • • • •..... $2.99
27 TEGEL MANOR. • • • • • • •••••• S_.50
:ze JUDGES SHIELD. • • • • • . .... _ . $1.9.
)4 MOORON ••••••••••••••.•• _ ••••••••• 13.50
l6 CHARACTER CHRONICLE CARDS ••••••••••• $1.9•
• 7 CAMPAIGN HI!:XAGON SYSTI!:M ••••••••••••• $2.50
.. WILOERL.ANOS OF HIGH FANTASY •••••••••• 18.s0
52 THIEVES OF BADABASKOR ••••••••.•. _ ... $3.00
55 DENeDN IX DUNGEON ••••••••• , •••.•.. _ $3.50

59 VILLAGE BOOK I •••••••••••••.•.•.•... S2.7S
60 CASTLE 800K I ••.•••••.•••••••••••••• 12.75
61 ISLAND BOOK I •••.••••••••••••••••••• $2.75
62 CITY STATE 0" THE INVINCIBLE CIVERLORO ••. S'.OO
" CITAOELOF FIRE ••.•••••••••••••••••. $3.00
67 FANTASTIC WILDERLANDS BEVONDE ....•.•. S'.OO
71 FRONTIER FORTS OF KELNORE •. " • •• • •• $3.00
76 DRAGON CROWN. • • • • . • • • • . • • • . . $1.75
80 OF SKULL.S AND SCRAPFAGGOT GREEN. • •• $ • .s0
92 WILOERLANDS 01" THE MAGIC REALM. • • •. $'.50
93 UNDER THE STORM GIANT'S CASTLE. • •• $3.00
" SURVIVAL OF THE FITTEST. . .. $3.50

102 CAVERNS OF THRACIA. • • • • • • • • • . .. $6.50

10. VILLAGE 800K II • • • • • • . • • • • • . • •• S3.o0
lOa VERBOSH••••••••••••••••••••••••.•. $6.s0
111 MINES OF CUSTALCON ••• ., ...••••• $3.95
113 BOOK 01" TREASURE MAPS ..••••••••••••• $3.95
1)1 SWORD OF HOPE •.••.•.••••••••••••••• $3.00
US TOWER OF ULISSION ••••••••••••••••••• $3.00
150 CITY STATE OF THE WORLD EMPEROR •••••• 112.00
270 SPIES OF UGHTELF ••.••.•••••••••••••• $4.95
300 W'LOERLANOS OF THE FANTASTIC REACHES ••• $'.s0
320 BOOK OF TREASURE MAPS II ••••••••••••. _ $3..95
.20 UNKNOWN OOOS ••••••••••.••••••••••••6.GO



by Rudy Krett

Bones of tile Diseased O~ad

Description: Brown stained bones usually quite old, but not
always.

KnOWledge: Automatic, Cult Secret

Cults: Associated: Mallia; Hostile: Most Others

History: When someone dies of • disease, the disease fre­
Quently remains behind to Infest the victim's remains. This
fact is well known. What is not so well known is that even
though the pOtency of this mfection diminishes with time,
it never completely goes away. Initiates of Mallia are able to
take advantage at this and, through the sacrifice of one
point of permanent power turn the bone of a deceased
disease victim into a powerful magic item.

Pro~dure: See History

Powers: Each bone will be infested with only one disease,
the disease which killed the bone's original owner, even if
the owner was infected with two or more diseases at the
time of death. Anvone touching one of these bones will
immediately contract the chronic form of its disease and
that person must resist the further advances of the disease
in the normal fashion. Initiates of Mallia are not subject to
this effe<:t but instead gain immunity to a bone's disease for
so long as they possess the bone.

Value: The items are not particularly valuable except to
Mallia Cultins who might pay something between 4,000
and 20,000 Lunars, depending on their wealth and the
disease in question. In general, non·Mallia Cultists who find
these items and recognize them will destroy them by
pulverizing them into dust. This destroys the bone and its
powers completely.

•

Sulan's SCenic Paintings

Description: High quality landscapes usually held in elabo­
rIte solid gold frames. A careful examination will reYeal
movement within the painting.

Knowledge: Famous, Few. Automatic

Cults: Friendly: Lankhor Mhy

History: During the Golden Age of Godtime, Sulan was
acknowledged as the greatest and most talented artist of all.
In almost all other areas, she was, for a god, quite inept, but
none could equal her skill as a painter. During the course of
her lifetime, she painted a number of landscapes of different
parts of the world.

Procedure: None

Powers: Each of Sulan's paintings shows a particular section
of the world exactly as it appears in the present. Thus, the
paintings can be used as viewports into those parts of the
world. The paintings have a fixed point of view, however,
so what you see is what you get. There can be no adjuS!·
ment of the picture. On the other hand, the paintings are
extremely detailed so a magnifying glass could be used to
examine a small segment of the painting very closely,
thereby showing a closeup view of one section of the land·
scape.

Value: The value of the paintings varies tremendouslv de·
pending upon the importance of the site shown. None of
the paintings will be worth any less than 50,000 Lunars to
an art collector or to a lankhor Mhy Temple.
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Footprint of a God

~ription: A large footprint imbedded in stone. The foot­
print will usually be Humanoid, but it depends on the god.

Knowledge: Automatic, Few

Cults: Associated: The cult of the god whose footprint it is;
Hostile: That lame god's enemies.

History: During Godtlme, many of the gods walked the sur­
face of the world and engaged in mighty struggles with
other gods and the forces of chaos. Upon occasion, the
gods walked in soh stone and mud and leh behind their
footpmltL ObViously, most of these footprints were lost
Of destro~ as time passed, but a few of them were found
by followers of the appropriate god and were protected by
them.

Procedure: None (unless you can get a god to walk in mud
during a time of great stress).

Powers: These footprints act ali "holy places". They attract
large numbers of spiri15 which cluster around them. Unlike
most holy places, however, they only attract spirits which
are basically friendly towards the god whose footprint it is,

Value: These items are rarely sold because almost all of
them are already in the hal'lds of the proper cult. If a new
one should be found, in cult would probably pay up to
50,000 Lunars if the footprint is portable al'ld up to 5.000
Lunars for a map to Its location if it is not.

.-
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Horm of the Great 8roo

Description: Very large goat horns.

Knowledge: Automatic. Famous

Cutts: Associated: Thed; Friendly: Mallia: Hostile: Most
Others.

History: One of the fim children of Thed and Ragnaglar
was a giant and powerful eroo by the name of Cuhith. He
spent his enUre life attackIng and defeating the forces of
Law. By the end of the God Wars. he was the most power­
ful chaos being who had never been defeated. He was by no
means the most powerful chaos beIng to sUlVive the war,
but he had never faced any opposition strong enough to
thruten him seriously. Eventually. Cashith died. Some Sly
he died of old ., white others cl.im thM he was slain by
his children. No one knows for sure.

Procedure: None

Powen: Any Cr..ture of OlIOS wt-o possesses ant of the
two horm of Cashith is totally immune to any of the v.rious
special anti--chlOs ·spells and powers. For example, the
creature will be able to use his Of her chaotic feature even
against I Kyger L1tor Cultist who has cast a"Counter Chaos"
spell. Furthermore. the possessor will not even be detected
by a "Sense Chaos" abilitv or a "Oetect Chaos" spelL Of
rouna, the horn must be kept hidden or a knowledgeable
person will know what is going on .nyway_

V.lue: 40,000 Lunan to an intelligent Cleature of OlIOS.

"

.'i:.'
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A DUAL PURPOSE PROGRAM FOR

MELEE / THE FANTASY TRIP

by George R. Paczolt

The following progr.m will senlil two purposes:

It genet"etes Fighter char1lCten (Human scale) for Mtletl
The FantHy Trip, and simutlarleOusly arms them with
offensive weapons.

2 It will eliminate the need for die rolling in any situation
ClJling for 1 to 7 six-sided dice.

The program was designed on the Sine"ir ZX81 com­
puter (8K ROM) using the expanded memory, but should
be adaptable to any other computer with. minimum of
revision. Emphasis has been placed on ease of conversion.
rather than saving memory. The progr.m is designed In a
wies of subprogli1mli, most of which afe able to stand
alone. In operltion, the program goes through generating
a character (lines 1 . 190). arming him (lines 300·421).
gjving the player the opportunity to repeat the generation
and arming steps (lines 500 - 5401, and goes on to resolving
combat {tines 600 . 7501. In addition, there's an alternate
generation stage (UnllS 200·263) for foiling plavers who ig­
nore program instructions.

Line. 1 Through 190 - Character Generation

Character generation follows the basic Malee/The
FantllV Trip procedure of a minimum value of 8 for each
of the three charecteristics (Strength, Dexterity, and
Intelligence). and a maximum value of 18. Since it is often
desirable to have'more than a beginning level character - and
to add a little more uncertainty in what the player's charac·
ter will face, if you use the program to generate opposi.
tion . I have disregarded the 32 point total limitation for
beginning characters, As a result, the character generated
can have anywhere between 24 and 48 poinu spread be·
tween the three characteristia. If entered as written, the
program will go to the Character Arming step immediately
upon completion of Character Generation, Should only
O"l8raeter Generation be desired, change line 190 8CCOf.

dingly, Provisions has been made to bypass the Generation
and Arming steps, should the user want to go directly to
Comblt Resolution (the bypass is lines 10 - 110).

Lines 300 Through 421 . Character Arming

Immediately upon having generated the character,
the program will ann him with two offensive weapons:
a Dagger (1 • 1) and a (hopefullv) heavier weapon. Once
again, this is done by using the generation of random num­
bers. Here, however, the randomness is skewed bv the
generated character's Strength, and an arbitrary decision
on wh.t range of weapons a character of given Strength
would be interested in using. The weapons listed betwl!en
linllS 33O.nd 410 are listed in order of desirability within
their Strength classes (.II 340 weapons need Strength 9, all
35O's need Strength 10, etc.), based on abilitv 10 do da­
mage. I have arbitrarily decided that if a generated character
is able to swing. Battleaxe, he isn't going to be too in·
terested in a Rapier that only does about a third as much
damage. Therefore, In selecting weapons, a character with a
Strength of 15 doesn't get anything less than a Halberd.
Should a player want to give the generated character an
equal chance of picking a Sling as a Battleaxe. just change
the values in Ihe random number generators (lines 320 ­
328). Also the weapon lines are numbers to allow inclusion
of new weapons within Strength categories - just change the
"w ." and random number generator parameters. As
written, all character with a Strength of at least 9 will have
a minimum of eight weapons to choose from. Characters
with Strength less than 9 will have only four choices.

linet 500 Through 540· Repeat Option

Having generated and armed one character, this step
allows the player to either go ahead and resolve combat or
return to the beginning and generate and arm another
character.

Lines 600 Through 150· Combat Resolution

Here we have a series of seven random number gen·
entors, each giving a value between 1 and 6. Input the
number of dice necessary for the roll, and the program will
run through the necllSSlIry number of random number gen_
erators giving a line of individual rolls. The subprogram is
on an endless loop, $0 that by inputiog the number of dice
needed, the next roU will be generated. A sub-loop is in­
cluded to handle error requests of more than seven dice.
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Linn 200 Through 253· Alternate Character Generation

SInce most players insist on rolling their own dice, I'lle
felt it fair to let them punch in their own numbers on the
computer - leaving a program wide open to the joker who
pushes a number other than that instructed by the pro·
gram, "...just to see what it'll do." If this is done at the
SUirt of character generation, " ...what it'll do", will result
in the character generation being shunted from the main
random number generators (giving values of 8 to 18) to the
alternate gener.ton (giving values of 5 to 13 in Strength
and Dexterity, and 6 to 11 in Intelligence), The break of
point is line 120. and the .lternate character generators are
identical to the main ones, except for the limitation of their
tin. ,elues. Once <:ompleted, the main program moves bac::k
into the m.instr..-n to ChatKter Arming. If you wish to
..iminat. this section due to memory shortage. eliminate
lines 100, 120 and 200 - 253.

u...

My iAitial use for this program was in playing Mel..
solitaire, sort of practice gladitorial combats for my current
suble of chataete~. Such r.ndom generation ended by bias
(unconscious, of course) of throwing low level cannon fod·
eler i98inst my characten for easy Experience points. It
also ended a few well-loved charllCtersl

In the meantime, I'lle found it equally useful for
stocking adventures with nasties to gillt! the exploring
Plrtv • rough time, genet1lting charllCters for players at
conventions while waning a minimum of time. and ocea­

. sionally generating new players for my stable of characters.
The Combat Resolution lu~progtilm has been a god­

send for me, since I'm a gamer who finds it impossible to
hold on to dice. Now that I'm using the computer, I'm no
longer keeping my local hobby shop profitable.

Incidentally, changing the yalues of the random num·
ber'generators In the Combat Resolution subprogram, can
COIltlt anything from a four to a hundred sided die.

5 Rem -Geot"9! R. Paczolt - 22 November 1981

10 Print at 10, 5; "Fantasy Trip Generator"

16 Pause 360

20 CLS

30 Print "Character Generation"

40 Print

50 Print "This program will create new"
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51 Print "characters and roll fOf combat"

52 Print "when needed."

60 Print

70 Print "Do you need a character?"

71 Print "(Input Yor N'"

80 Print

00 Input AS

'00 If A$-"Y" th.n goto 130

110 If AS-"N" then goto 600

120 Goto 200

130 Print

140 Print "This is your chat8C1.er:"

150 Print

160 Print" Basic Strength is"

161 Let S- int (rnd-'9)

162 If S<8 then goto 161

163 Print S

170 Print "Basic Dexterity is"

171 Let 0- int (rnd-'9)

172 If 0 8 then goto 171

173 Print 0

160 Print "Basic Intelligence is"

181 Let 1- int (rnd-19)

182 Ifl 8 then goto 181

183 Print I

100 Goto 300

200 CLS

210 Print "You're only supposed to press"

211 Print "Y Ol" N. Since you can't follow"

212 Print "directions, your character is"

213 Print "generated from the infirmary"

21' Print "list."



220 Print 325 If 5-13 then let W- iot (rOO-9)+15

230 Print "Basic Strength is" 326 If S-14 then let W· int (rOO-111+15

231 Let S- iot (rod-'4) 327 If 5-15 then let W- int (rOO-8)+21

232 liS 5 then goto 231 326 liS -16 then let W- Int (rnd-9)+21

233 Print S 330 If W-, then print "Sling 11 - 21"

240 Print "Basic Dexterity is" 331 If W-2 then print "Oagger (1·0"

24 , Let 0- int (rnd-'4J 332 If W-3 then print "Main Gauche (1.1)"

242 liD 5 then goto 241 333 If W:4 then print "Nunchuk5 (1 + 1)"

243 Print 0 340 If W-S then print"Javelin (1 - 1,..,

250 Print "Basic IntelJigel'lge is" 341 If w- 6 then print "Small Bow (1 - 1'"

251 let I- int (roo-'2) 342 If w- 7 then print "Club (1 ,..

252 III 5 then golo 251 343 If W-S then print "Rapier OJ"

253 Print I 350 If W-g then print "Horse Bow (1)"

300 Print 351 If W-lO then print "Hammer /1 + 1)"

31O Print "Your character is armed with ." 352 If W-, 1 then print "Cutlap (2·2)"

320 If S .. 8 then let W- int (rOO"4)+1 353 If W-12 then print "Flail 12 . 2'"

321 If 5 ..9 then lilt w- Int(rnd-S)+l 360 If W-13 then print "Spear (1 + 2)"

322 If 5-10 then let W- Int (rnd-91+4 361 If W-14 then print "longbow (1 + 21"

323 If S-l1then let W- intlrnd-101+ 8 362 IfW-15 then print "Small Axil 11 + 2)"

324 If 5-12 then let W: inl (rod-1O)+11 363 If W- 16 then print "Mace (2 . 1J"



364 If W~ 11 then print "Shortsword 12 . II"

370 If W= 18 then print "Military Pick (2)"

371 If W:19 then print "light Crossbow (2'"

372 If W-2Q then Pfint "Broadsword (2'"

380 If W-2l then print "Halberd (2· 1'"

381 If W-22 then print "Morningstar (2 + 1'"
651 Print "(1 to 7 available)"

382 If W-23 then print "Bastard Sword (3·2)"
660 Input C

390 If W:24 then print "Great Hammer (2 + 21" 670 CL5

391 If W"25 then Pfint "Two-Handed Sword (3 • 1)" 680 If c= 1 or e-7 then go10 740

400 If W-26 then p(int "Pike Ax812 + 2)" 690 Print "Your die rolls are:"

401 If W=27 then print "Heavy Crossbow (3)" 691 If C"l then goto 706

402 If W-28 then print "Sanleaxe (3j" 692 If e-2 then goto 705

410 If W-29 then print "Great Sword 13 + 1)" 693 If C" 3 then go10 704

420 Print "And a Dagger (1 - 1I." 694 If C=4 then goto 703

430 Pause 1500 695 It C-5thengoto 702

440 CLS 696 If e-6 then goto 701

500 Print "If you're ready to continue," 700 Print int (rnd-6)+1

501 Print "press 1. If vou wish to create" 701 Print int (rnd·6)+1

502 Print "another character, press anv" 702 Print int (rnd-6)+1

503 Print "Other number:' 703 Print int (mdo6J+l

510 Input 8 704 Print int (rnd06)+1

520 CLS 705 Print int (rnd-B)+l

530 If 8-1 tt'len goto 600 706 Print int (rOO-BJ+l

540 Goto 130 710 Print

600 CLS 720 Print "For further roUs, just Input"

610 Clear 721 Print "the number of dice needed:'

620 Print 730 Goto 660

630 Print "Combat Resolution" 740 Print "I said 1 to 7 dice:'

640 Print 741 Print "Try again:'

650 Print "How manv dice do vou neea?"'· 750 Goto 660
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PIRATES OF tWlROSTCJ ~:=_._-

Shield Maidens of Sea Rune
Eighty pages detail the western coast of Judges Guild's

Campaign Map One. Twenty.two wilderness hexes are des·
cribed in the text that accompanies the maps of the villages,
the tower. and the castle. Conflicting forces of Skandiks,
Amazons, and an unholy War Band threaten the stability of
the area and the lives of its occupants; the intervention of
the Invincible Overlord looms 00 the horizon. Shield
Maidens of Sea Rune is the latest guidebook to the City­
State campaign world but can be used with most role·
playing systems.
JG 1010 $6.98

PiratltS of Hagrost
Longtime menaces to the sea trade of the Invincible

Overlord, the Pirates of the River Hagrost whisper the
rumors of an impending assault by the Invincible Overlord
upon their stronghold among themselves. Tensely, the com·
munity of Pirates awaits the expected battle. Spies are rife
throughout their organization. and newcomers are unwel·
comedo These 48 pages contain 18 wildemess maps of c.m.
paign Map One with explal'latofy lext, charts, and tables
included to facilitate the use of th1s Universal module.
Pirates of HlI9roJt contains a detailed adventure and a com­
plete wildemess area for usc with all role-playing systems.
It's a steal I
JG 1030 $4.98

Book of Treasure Maps 111
Third in the Treasure Maps series, The Book of

Treasure Maps III contains ten fantastic adventures within
its 64 pages. Nine adventures are min-dungeon delves
suitable for an enjoyable evening of play or as a side-adven­
ture in any campaign, and the tenth is an entire area adven­
ture containing villages. wilderness encounters, and fearsome
monsters. This adventure is suitable for $!lveral beginning
players or for an experienced player-<:haracter seeking to
retire to a "quiet" community. For players desiring an
evening of fun or scveral sessions of extended play, Book of
Treasure Maps III, a Universal playaid from Judges Guild,
will fill every need.
JG 0990 $5.98

Inns &: Taverns
Detailed in this 54·page book is a collection of Inns

and Taverns set both within and outside the Judges Guild
campaign world. Each can be set into any campaign to be
used by any Judge; all feature a complete, detailed map of
the premises and exacting descriptions of every room and
employee as well as some of the regular customers one might
expect to find within. Adventures can be found if desired,
but beware of unexpected results! This Is a new Universal
p1ayaid which will add a new dimension to any Judge's
fantasy world and provide excitement for the players on
their travels.
JG 1070 $5.98

Wondrous Weapons
Featuring a marvelous, magical weapons shop run by

a capable DwaNen armOf'er. Wondrous Weapons contains
120 different and astounding magical weapons lor use in any
campaign. Players must buy or trade to gain the weapon of
their choice, or, ifsodesired. the Judge may construct a new
weapon using the tables included for that purpose. The
entire weapons shop is described in detail, and the book in­
cludes a complete map for the Judge and the players to use.
New from Judges Guild. this Universal playaid is comprised
of 64 pages in all.
JG 1040 $5.98
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Finger·severlng Ring
by Roy Cram

ALL THAT
GLITTERS.

Shield of Sreath Resistance
by Marc Patrick

• •

This vicious magical trap looks like a Ring of Three Wishes.
and the runes carved on it would lend weight to this opinion.
However. when the wearer of the Ring tries to use it by
making a wish. it immediately contracts. cutting off the
finger on which it is worn. This evil device can only be
destroyed by boiling it in Black Dragon blood at mid·
night under a full moon. Once claimed. it can not be
discarded. but will always appear again on the hand of the
claimer until he destroys it, or finds someone who will
accept it from him. or he runs out of fingers .
(I sure wish I could get rid of this $%&*1 thing...•.. _
YAAARRRGHHtll

The Belt of Protection From Hunger
by Edward R. G. Mortimer

This ordinary·appearing, broad leather belt is usable by any­
one. It enables the wearer to sustain normal levels of energy
expenditure, even if the wearer has been without food for 2
weeks. The Belt has the pOWflr to provide magical proteins,
vitamins, etc., to the wearer in exactly the right amounts
needed. The Belt also raises the Constitution of its wearer
by 2 points (18 maximum) for as long as the Belt is worn.
If the wearer should go without food for longer than 2
weeks. he/she will then start to suffer the effects of hunger
as if the 15th day were the 1st day without food.

10% of these Belts are cursed; they cause the wearer
to overeat (even to kill to obtain food I and eventually
become too fat to move under their own power. Eating
becomes the primary concern to the people who wear the
Belt of Gluttony. The wearer will gain 5 pounds per week
and. when the maximum racial weIght Is passed, he/she is
unable to walk without assistance. When the maximum is
exceeded by over 50%. the person will die of heart failure,
The wearer of the Belt of GluttOfly will lose 1 COflstitution
point every 10 weeks until the Racial Minimum is reached.
Removing the Belt requires an t.xorcise, Limited Wish, Wish,
or Alter Reality spell, or an Aura Alteration with an expen·
diture of 100 Psionic Strength Points.

This Shield is made of a highly reflective matalic substance.
It is so reflective that you would be able to see a reflection
with great detail at more than 100 feet away. The Shield is
+3 to Armor Class, but·4 to Dexterity because of its bulki·
ness.

In order to make a clean escape from the Breath of
a Dragon or other creatures with the power to Breathe Fire,
you murt face the Shield jnto the path of the flame. There
is a 10% chance that a stray flame will do about 5% of the
posIibfe damage. The effect or damage of the blaze will
rebound off the Shield and return to the originator of the
flame. doing half damage.

Despite the fact that this Shield will not be effective
against any forms of Gaseous Breath. it is totally effective
against Morning Breath.

Sword of Soul Gems
By Paul Andrew Denisowski

This Longsword has a strange black metal blade,
If the user scores an 18, 19, or a 20, the creature must
make a saving throw vs. Death Magic or be changed into
a Black Sapphire. The only way to free the entrapped
being is to crush the Gem with the pommel of the Sword.
The Sword will function 2 . 20 times, then disappear
in a puff of black smoke. When this happens. all the
creatures imprisoned are released. Suggested GP Sale
Value: 42,000

Antar's Medal
by Michael A. Wilson

A character wearing this medallion for bravery will never
fail a moral check.
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Your journey has been long ilnd arduous but at last you and the rest ofyour party camp within the great
slone ring 01 Salisbury plain and spend an anxious night wailing lor the golden glow 01 the
midsummer day's dawn. Vour thoughts are not of the mad emperor, Caligula, who sent you on this
maniacal quest. nor do they dwell upon the evil clans 01 Black Druids who stood between you and this
night; but rather of the unknown. mystical dangers that lurk within these very stone megaliths.
dangers DId powers that will be unleashed as sure as the sun will rise. Obsessed with this premonition
01 danger you have not the slightest inkling that when that same sun rises you will be irresistibly
pulled into a series 01 events 01 such magnitude that they not only dwarf Caligula and Rome itsell; but
fonn the greatest adventure in human history. You have not the slightest suspicion that tomorrow's
dawn will throw you into danger and intrigue that will lead you to discover ...

The riddle of Stonehenge! ... The secrets of the pyra­
mids! ... The mysteries of the ancient world! as you
play

Mall,Mytil ®Magic'·
A role playing game of man's greatest adventures.

Mm, Myth & Magic is a fantasy role playing game set in
the ancient world. Aworld seen not from our modern
historical perception; but rather through the eyes of the
people who lived it. Aworld filled with magic and sorcery,
demons and monsters. and incredible powers and forces
that hold the key to the domination of all mankind.
Learn role playing faster, easier than ever before possible
as a seasoned gladiator fighting for your very life on the
bloody sands of a Roman arena!
Reincmute as an EaYPtian sorcerer, a British Druid,
even, perhaps an Irish Leprechaun to face the might and
mysteries of the ancient world!
There has never been a role playing system like Man,
Myth & Magic. The Basic game is so simple to leam and
presented in such a manner that you actually playas you

Ordering Instructions
SvKt check Of money order to VlIquinto PubliutloN,

P.O. Box2n67. DlIIlu, Tens 75224.AddSI.OOforpostaQepe:r
ordu. Allow three to (our weeks for delivery. Overuas orderi
add $4.50 additional postage and hllndlinll per order. Sorry. no
C.O.O.'I.
Man, M)'Ih & Magic $19.00

read through it for the very first time. The Advanced
game is so rich and varied that it will bring you literally
years of breath taking magic. mystery and adventure. The
scenarios are written in such a full navored, spirited style
that it makes it easy to become the best game master
players have ever seen.
Mr. Brennan, author ofa dozen books, has created a new
kind of ll()\Iel. one that people role play rather than read,
While each exciting adventure may be played separately,
it is also a chapter. or episode, in a series that are all
interrelated and filled with mystery, intrigue and irony,
Each hair raising episode will hurl you more deeply intol
twisting plot that leads you to the final earth shattering
climax.

The Game Includes
Mlln. Myth & Maal:ic Comt$ complete with thr« booklets
contllinina: all of the rults, six ~nlUfU (three for the buk
(larnt and three fOf the advanctd), lind a lIarnt master's guide
containinlt variOUI charts. labl~ and map$, along ....ith two
percentile dice, a pad of c1l<1racter shetts and pla)/tf aid in­
(ormlltion and a IIrlle folded metl of lear out mapl.
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Beasts·men
&.

(Jobs
. _ _Il)" SIll~U\\~

Beaft., Men .nd Gods by Bill
Underwood is the excellent fantasy
role-playing system recently released
by The Gam, Mitten. The system
conlprehemively coy~ the basic areas
that all fantasy role-playing gemes must
handle: O1araeter Creation, Combat
and Magic. In all three areas, Beam,
Men and God. does a vary good job,
making it one of the better fantasy
role-playing systems around today.

First the Character Creation is
covered extremely well with Interesting
ideas such as paired characteristics,
and the use of a fixed number of Hit
Points and an increasing· by-level Sta­
mina. Paired characteristics works by
having two simillr characteristics, such
as Strength and Constitution. share
106. In other words, 106 is rolled for
bolk characteristics and then 206 is
rolled for each characteristic. For
example, if a 1 is rolled for Strength
and Constitution and then 12 Is rolled

,.

for Strength and 2 is rolled for Consti·
tution, it gives a Strength to the
character of 13 and a Constitution of
3. This results in the paired charac­
teristies being within at moSt 10 of
each other. This is a very useful
concept to prevent characteristics
from varying tOO much between
dependent or similar chlrleteriuies.
For example, a penon's Charisma and
Personal appearance can not logically
have too great of diHerence between
them. The other idea of a separate Hit
Points and Stamina represents the fact
that a person realistically has only a
set amount of damage he or she can
tlke, Howevef, in order for the cl'\arac­
ter to last in Combat when he or she
reaches a high level of skill, some
mannl!f of increasing per level of
damage taken must be In a system. By
having a set number of Hit Points and
I varying number of Stamina points,
that are used to represent a skilled
person's dodges and parries, Beans,
Men and Gods handles this idel
excellently.

Magic in the system worts upon
a Spell Point system with specific
Schools of Magic. The Spell Points
(called Mana Points) are spent with the
cost of the Spell modified by its level
and by the use of focuses to concen­
trate during the casting of spells, with
a chance of spell failure and magic
backfire. The specialization aspect of
the rules is based upon the logical
assumption that there ar, leVeral
specific Schools of Magic (which in­
dudes, by the WlY, various types
of Religionsl each with th,ir own
specialized spells plus some general
spells that are widely known. This
system is very useful in the creation of
the spells that Religions use (three

example Religions are included in the
book). By this system, all Religions
and Mages will not know the same
spells {the system stops such silly
things as a Fllme-God's Priests being
able to use Cold spells which can
I'\appen in other systl!>nsJ. The Magic
System is extremely logical and
us~able. Other systems would do well
to examine this one.

Combat in the system works on
a percentile basis with a quick and
accurate Hit location system. The
system has a good determination of
who anacks first. Then attacks are
made with damltge taken off fint from
Stamina and then from Hit Points with
missile damage taken directly from
Hit Points (it is hard to parry or dodge
an arrow or quarrel). Several tables are
included for Critical Hits, the effects
of damage to specific parts of the
body, and various Combat Events
(tripping, weapons breaking, etc.).

Beasts, Men and Godt handles
the three basics of fantasy role-playing
systems, Magic, Character Cteation,
and Combat, far better than many
other systems on the market today.
In one ooak, all a person will ever
need to run a campaign is available.
The only problem that the rule set has
is that an example adventure would be
useful to starting adventurers. I can
say that I hea"ily recommend the
system for hntasy role-playing.
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DUEL MACICAL by Dave Nalle

Duel Magical Is a system that simulates two
maqic usin<:! characters that are fighting a duel.
Each player Is oiven II number of Credit points
with which the player can buy Spells, Mana, lind
level Enhllncements with which to create II chllrK­
ter. Then, they do combat by lOlling orrensive
and defensive spells, with multiple spells being
thrown each round depending on the Mage's
level of enhancement. Elich spell is then cross·
referenced with what it is attacking, or defending
from, to determine how the defense affects Ihe spell
being thrown. The effects range from the spell
belnq auqrnented, to failing totally. By the system
of planninq the spells for a turn, all at the ume
time. a bad quess In a defensive lpell could
really hurt iI character. The system Is fast and
easy to learn and play. It Is a fun game which
I ,would remmmend playlnq. In fact, with a
IiUle modification, the system muld be expanded
into II spell point system for a regular role playing
campaign.

ollel Al.njql sells for $1. 9$

MINI-SYSTEM 2 CHARACTER ROLE PLAYING

by Dave Nlille

Dublished by RaqnarDk Enterprises

Mlni-S stem 2 Character Role Pia Inq deals
with w to put persona Ity a nterest nq charac­
teristics into the characters thllt a person ro~plaYf.

The 12 paqe booklet covers hDw to create a charac­
ter's personality by mnslderlnq his class and how It
relates 10 the Ioclety he Is In. The booklet mvers
the Warrior, the Maqe, the Priest, the Outlaw,
and sp~al chancte-rs giving excellent examples
on how to flesh out and give backqround to each
character clall. This system, which Is applicable
to any fantasy roleplaying system, will help a
player turn a character from JUlt a set of ran­
dom numbers. Into a realistic personality. I think
that because Df the basic information Dn how to
truly roleplay that this bDoklet should be re­
quired relldinQ for all those who are new to role­
playinQ, and that those who are not new to fantasy
roleplaylnq should also read It for the very useful
personality cr..tlon Information that It contains.

Mlnl-Syst.m 2 s'!lIs for $2.00

ABYSS 17 - February 1982

Published by RaC)narok Enlerprlses

Abyss 17 is a diqest-sllt!d maqllline o( 20 paqes
which covers various aspects of DtD, variant OtD,
and Ardoin Grimtlre in Its article.s--:--l'hls Issue 000­
talns articles on the use of creative maqlc, an
article by Dave Harqrave on hDw the Arduln system
came Inlo beinq. and an arllcle on how crime In a
fantasy world would rea'istically be or9anhed. The
maaaline also has a larQe article on Ihe Assyro­
Babylonian mythos tllat -shows what the powers of
various qods and beln9s of the mythos were hls­
toriClllty, and how thai differs with the often
Incorrecl TSR descrlpllons In Deities and Deml 5.
Abyss 17 also hil:;; articles 011 new pr ucts, maQ cal
duemnq, the adventures of a qroup of characters
in one person's world, and how another handled
the conception of a Archlmaqes Council, with the
last two Items belnq reQuiar columns on the adven­
tures o( a world and on the history of another
world. The maqallne is an excellent one, and I
would heartily recommend SUbscribing to it for the
useful and interestlnQ informalion it presents.

A.bxu sells for 51.00

- THE CORSAIRS OF CYTHERA

by Jon Schuller

Published by Ragnarok Enterprises

The Corsairs of Cythera Is an adventure (or
,_ 9th level characters whO are to journey (rom lhe
Empire of IIchania to the Island o( Cythera In
order to mnvlnce the pirate prince, Manarlus,
to side with lIchania in the cominQ war with
Achajan. The 12 paae digest Siled booklet awers
the adventures on the journey to Cythera, In­
c1udlnQ a rather nasty encounter'with a skeleton
manned Qhost ship, and the division of the gulf
of Cythfira amonQst various pIrate princes and
leaders. Anzaburis, the city that the pirate
Massarlus ruleli, Is described In detail along with
seven I very Interesting enmunters for the parly
once they aain enlrance 10 the city. All In all,
The Corsairs of Cythlll'll is iI very Inlllrssting
little adventure (or 11th to 9th level characters
and Is well worth its $1.50 price.
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Dear Editor.

Pegaul No.4 is an improvement OYer No.3, which, If
you keep letters to the editor, you will note I am not uying
too much.

Since my own world wually starts in the City-Stat., I
find, and confidently expect to find, Hant!nl Out in the
City..state to be quite desirable. ''The Ide of Timanog" .,d
the minor dungeon are improvements over last time. tho.
peaceful little Island is not what D&Oers .... looking for.

However. , ..
What is with your fiction? No.2 had a continued story

of which we have seen no more. This time we have "With
Nations Underfoot:' fine as part of a longer effort but very
much incompletll as it is, and "Curse of the Grwtn Lock
Forest," which hardly belongs her. at all and isn't much
good, to boot.

P.rry Cooper is on the wrong track with "A Realistic
System for Handling Missile Weapon Combat." If anything,
0&0 is tOO favorabl. to arrows and other missiles as it is.
1 - 6 may not seem like much damage, but even the best
weapons are rated Iittl. stronger. A huge, 2-handed sword,
whose users in battle were perfectly willing to believe stories
about cutting a man completely in half with one blow,
leaving the tower half still riding the horse at full gallop, is
rated only 1 - 10.

Fire rate is 2 per round for arrows ys 1 for the sword.
In point of fact, the actual attack rate is quite the raverse;
the swordsm.n manages to get in several swings for every
lltrow shot.

Also. we have ltCCUracy to consider. The swordsman
has his problems in hitting, it is true, but the bowman faces
worse. He must hit moving targets with power.

In military history, we get a dear indication of the
actual value of the miuile weapon. In only a few battles have
the bowmen been the heros. Far more often, they were just
aWsunu, and, sometimes, they were not even useful. 0&0,
like everything else, can be improved, bot. more powerful
bow is not an improvement.

"Monotheism In Fantasy Games" by Joseph Ravitts
requires extensive comment, which I suggest you pass on to
Ravitts.

Nobody denies that you can create a 0&0 campaign
with an omnipotent God. God can hardly be more directly
active than he Is in realitY. How long is any campaign going
to I.st If around the next corner is ... a receptionist for
Trawlers' Aid who passes out a complete map of the
dungeon, which has nothing evil in it? A completely evil god
is .ble to be more active, as the coln arcades remind UI. We

can then measure success by how long we man8gB to aur"tiw
even if we are doomed from Step 1. However, this Is stili not
much for a long·term game. God must be con.n1 10 hike
the role of club owner In the 0&0 garm, punilhing m.
rewarding the playel'1later for their results, but hlYinllli1t1e
active hand in the game.

Since this is the role God takes anywaY,lt Isn't too
hard to find such excuses for game purposes. Suppote we
wanted a more or less normal O&D world with Olrlstlans
added. We could posit a group of angels midway between the
loyal and the fallen who are placed in a sort of Purgltory
(D&O workJl where they dedare themselves god$. no.
resulu (not surprisingly, without God's help) are poor, and
the good "gods" will eventuafly acknowledge their errors and
accept God's mercY while the evil "gods" will be punished
with Satan. In the meantime, Olrist has come here, and a
group of Christians are disPlltched to spread the news. They
will remain a minor lect for centuries. God will not interfere
until the angels have had full chance to repent, a factor of
some thousands of yean.

If we want a morefulty Olris1ian beckground, you are
still too free with Umiu. Magic is quite possible in a Christian
world. True, the ancient magician was also a priest, but the
ancient world made no distinction between science and
religion. All knowledge was religious-tainted. We, thus, need
merely assun'lll that magic is a natur.I, unllving force. Our
Ouistian MU could not use a variety of spells that are of
deYil-dealing nature. but would not be greatly limited other­
wise.

In any war (good-ilvil, evil-4!vil, whatever), neutral.
exist, usually in far greater number than those on both sides.
To insist that these neutrals are, in fact, the same as dedi­
cated partisans of one side is simply wrong. Conskl.r: The
starting alinQlNnt of anyone would, presumably, be pure
neutral and would change from there .. decisions were
made. Some substantial group could be expected to rerTlllin
without sufficient commitment to either sid. for their entire
lives. These people would not be allies or enemies. Feds,
perhaps.

Let us suppose that a group of communistJ .... trying
to purge Christians. We can expect thlt there will be soma
individuals who will shield the Olristlan. without living up
to the standards necessary for being considered of Good
alignment. A Lawful Neutral might do so me~y because the
communisu failed to follow legal form, and a Ch.ctlc
Neutral might do so because they had. WhateY'ltr the .net
motive, they would be hindrances for evil and assistance to
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the good.
Whatever 5tandud5 we set for those of Good align.

ment land you seem to set strict ones), there will be those
who do not quite meet the standard but do come close.
Again, it is hardly rational to classify these as the same as
those who are not absolutely evil only to the e:dent that it
is nOt possible.

Regarding the advantage5 and disadvantages of being
a Chri5tian in the D&D world, I propose the following.
Charm spells would be only slightly weaker. There would
be a larger 1i5t of things the Christian would refuse to do,
but he would be basically as charmable as anyone else. The
lass walking down the road charms both Christian and
pagan. Geas, Duesr, and Beguiling would also behave nearly
as strongly as ever, Gcas and Duesr are not soul-eontrolHng
spells, strictly speaking. The victim can refuse to carry out
the task, though the ultimate alternative is often death. The
Christian might well find it easy to find a Cleric who could
negate the spell, but he could nill suffer from it. Fear WOlJld
be quite normal. The Christian fears like any Other Human,
even if he has leu reason to do so.

As with Job, the Devil can make free with our flesh
and even the most pious ChriSlian can expect rittle advan:
lage against any assault on the bod, such as lycanthropy or
becoming Undead, They would have extra protection VI any
alignment changes (except, perhaps, within the Good rangel,
but this protection would hardly be absolute. ThO$! things
causing alignment change should be viewed as extremely
persuasive and rapid proponents of the new view and, thus,
QUite a danger to the less than fully steadfast. The spirit was
willing; the flesh was wellk is a very old lament.

Whether the non·Christian could raise dead is deba­
tatJle, but, with the aid of illusions (for which the Devil is
notoriousl and Create Undead spells, the difference would
be hard to tell. In fact, with the oPlX>rtunities that it would
give for traps, lies. and other evil, it would be amazing if it
W'l!n! not tried often.

The Christian would be under somewhat Paladin ian
limits as to conduct. However, even with proper modesty,
the high.level Christian character is apt to think highly of
himself and expect and getextra advantage of lessers. Given
the alOice of reviving a 20th level MU or an infant NPC the
MU is the obvious choice. It may not be a nice choic'e to
have to make, but the relative value should be clear.

Good luck with your world.

Yours for deeper dungeons
David earl Af9lIl1

78 Pegasus

THE

THOMPSON SUBMACHINE GUN

Just one of the many weapons available in Sub·
lMChine Gun, a role playing game of World War Two
commando operationi.

SubmKhine Gun contains complete, easv·to-under.
stand rules for arming and leading both the raiders and
defenders. It includfl5.sections on: small arms, tanks,
bunkers, flame throwers, mines, demolition charges,
martial arts, night raids, using enemy uniforms. confusion,
and much more. You need only paper, pencil, a few
ordinary dice, and the rulebook to play.

Have YOU got what it takes to jump 01Jt of a plane
in a German uniform on a moonless night, knowing that,
if you are captured, you will be shot as. Spy? Have you
ever wanted to blow up a building full of Krauu? Here's
your chancel

Submachine Gun, $9.68 by:

Roaming Panther Game Co., ltd.
1271 Mosher lane
Prtteot1, Arizonll ~

86301

Dear Daw,

Thanks for your comments, and we'll try to k~p

getting better wirh each issue.
As for your questions on our fiction, the issue No.2

continuing story has not been continued because we do nor
have any other chapters as of thIs moment. The fim f)Brt

was primed by our PffJV;OUS editor who negleered to find
out if the subsequent chapters would be wbmkred. There
was rhen the trouble of a lost IJddf'f!SS for the /luthor, P. K.
Wo'*'o Af~lIl1, ~ IJfIJ not infallible, and we do not pretend
to be.

Your commMts on JOSI/1ph Ral/itts'lIrticle, "Mono·
theism in Fantasy Games," deserved to be read by 1111 our
readers, so we have printed it here instead of VJnding it to
Mr. RIII/itts.

Ed



Dear Sir,

I subscribed to Judqes Guild Journal In May of
last year. When I found out that I was going to get
Pegasus instead, I didn't mind, because of all the
excellent features. Come on, though. Movie reviews?
I can find movie reviews in any magazine. I didn't
pay $3.00 for a fantasy magazine to find out whether
or not to go to a movie. What happened to "The
Emperor's Counsel"? I enjoyed the advice that was
qlven In that column.

Now for the good news. I was really happy when
I found the guide to the "City State" in the last
issue. I was badly in need of it.

Unfortunately, I have not had time to make
anything to submit, as I have hardly had time to
play myself.

Sasha Cole

Sasha,

I'm sorry that you don't Uke our movie reviews.
If more of you out there feel the same way. be sure
to tell us by using the handy-dandy Reader Survey
to be found on pages 5 a.,d 6 of Issue Is. 11 Tssue
15 is not available, you can fat down any comments
you have and send them off to us. We read all the
mail we get.

To answer your question about "The Emperor's
Counsel", well. that was just a title we stuck above
a particular article of interest. JIm sure that at least
one article in the last few iSSues deserved rhat spe­
cial notation, if we were stwll using it. Mayhap we
will go back to thal. Let's hear what you others
have to say.

--Ed

Dear Editor,

There was an article in the latest Peqasus
called "The Crusade Against Fantasy Role Playing".
Well, I have played D&D for 51 years. I have
played T&T for slightlY""less time. I am also
a member of the United Presbyterian Church of
Oxford. I still consider myself a good Christian,
but I also like to play FRP !=james. I tend to iQnore
fanatics like Gary North. And. I am still going to
play FRP games. I like what Dr. Pierce said about
these people, "People like CAl"y North. and not
the players. are the only ones who will ever find
real demons in O&D." (from above mentioned
article) I thlnk"'l'O"r a pel"son to believe in these
monstel"s, he/she must be starting out with
mental Imbalances of one kind or another.

Laul"a Parkinson

Laura,

'Nuff said (you said it better than I did!)!

--Ed

Wes Crum Il'Id Mary Bess Wirtiams
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ACCURATE CRITICAL HITS
by Paul Andrew Denisowski

Armor location and Critical Hit Occurrence Table

HEAD

The percentile column is the body percentage for
that part of the body and an unintelligent monster aim
table. For intfllligent monsters, play the part of the monster
and decide for what part of the body you would aim,

1"" chance of critical, 25% chance of removing

Helm.
01 - 10 Right eye !om out: 103 damage, ., on

Dexterity
11- 20 Left eye torn out: 103 damage, ·1 on

Dexterity
21 - 30 Right '" severed: 102 damage, . 1 on

Surprise rolls

~O Pegasus

10% chance of critical
01 - 32 Gash: 103 damage. 25% chance of losing 1 - 2

points of Charisma
33 - 46 Bash: 103 damage, 40% chance of being

stunned for 1 - 3 rounds
47 - 50 Severe gash: 104 damage, 60% chance of

losing 1 - 2 poinu of Charisma, 102
points of damage per round until
bandaged.

51 - 56 severe bash: 104 damage, stunned for 3 - 18
rounds

57 - 64 Spine Cracked: 103 damage, 25% chance of
becoming paralyzed from neck down

65 - 70 Larynx punctured: 102 damage, no speech
for 1 - 12 days, 40% chance of speech
loss becoming permanent

71 - 84 Spine broken: 106 damage, 90% chance of
becoming paralyzed from the neck down

85 - 93 Severe damage: 106 damage, windpipe
blocked, 40% chance of immediate
death; if not, 102 points of damage per
round until deared

94 - 97 Jugular vein cut: 103 damage. 106 points of
damage per round until bandaged

98 - 00 Head severed: Immediate death

NECK

31 - 40 Left ear severed: 102 damage, -1 on Surprise
rolls

41 - 50 Nose ripped open: 102 damage, -1 on
Surprise rolls, 40% chance of losing 1 - 2
points of Charisma

151 - 60 Mouth hit: 2 - 12 teeth knocked out, 60%
chance of losing 1 - 2 points of Charisma

61 - 80 Gash: 104 damage, 85% chance of losing
1 - 2 points of Charisma

81- 86 Deep gash: 106 damage, lose 1 -3 points of
Charisma, 1 - 2 points of damage per
round until bandaged

87 - 93 Concussion: 103 damage, 40% chance of
stunning for 1 - 6 rounds

94 - 95 severe concussion: 106 damage, uncon-
scious, 30% chance of internal hemor­
rhaging_ Hemorrhaging does 108 damage
per round. 65% chance of losing 1 - 4
points of Intelligence and oexteritv·
Only magical healing will stop hemor­
rhaging.

96 - 97 Fracture: 108 damage, unconscious, 40%
chance of hemorrhaging as above

98.00 Skull split: Skull cracked and brain entered,
immediate death

, 6% chance of critical
10% chance of critical
12% chance of critical
10% chance of critical
10% chance of critical
8% chance of critical
8% chance of critical

10% chance of critical
10% chance of critical
8% chance of critical

10% chance of critical
10% chance of critical
10% chance of critical
8% chance of critical
8% chance of critical
8% chance of critical
8% chance of crhical

Head
Neck
Chest
Upper Right Arm
Upper Left Arm
Lower Right Arm
Lower Left Arm
Right Hand
Left Hand
Abdomen
Groin
Right Thigh
Left Thigh
Right Shin
Left Shin
Right Foot
Left Foot

01 . 10
11-17
18 - 34
35-40
41- 46
47- 50
51 - 54
55· 56
57 - 58
59· 66
67- 72
73- 79
00 ·86
87 - 91
92·96
97- 98
99-00

White numerous systems have been devised using a
"critical hit" system, none of them take into account hit
location. Thare is no difference between lOnking someone
in the head or smashing his toes except for a percentile die
rolL

In my system, armor is divided into different parts
of the body {an article on this is in an earlv edition of the
Dungeoneerj. Then, a plaver announces at which part of
the body he or she is aiming. If the hit table shows a hit,
the critical hit chart is consulted. If the shown number or
lower is rolled, a critical hit has taken place. Then, one rolls
on the critical hit table for that specific part of the body
and finds out what happened. A note should be made that
most critical hits involve bleeding which must be bandaged.
Also, some critical hit effects, such as hemorrhaging, need
magical healing, a Heal spell, a Staff of Curing, etc. While
these tables generally reflect the use of an edged w~apon,

appropriate alternatives (ex. body blows) can be substituted.



CHEST ARMS
Uppet' Right Arm: 10% chancs of critical
Upper Lett Arm: 10% chance of critical
Lower Right Arm: 8% chance of critical
LoWftr left Arm: 8% chance of critical

12% chance of critical
01·21 Gash: 106 damage, 20% on next chest strike

being critical until healed
22·40 Rib cage fracture: 106 damage, 'h move­

ment and no strenuous activities
4'- 49 Severe rib cage fracture: 108 damage, un·

con$:ious. no movement
50·59 Sternum cracked: 108 damage, no move­

ment, 4Ql)rt chance of fatal hean puncture
60 • 89 Lung puncture: 106 damage. no movement.

45" ehanee of losing 3 points of Strength
70 - 75 Deep gllh: 108 dlmage, 103 points of

damage per round until band9d.45%
on next chest hit being critical

76· 79 Spine cracked: 104 dam•• 80% d'IIInce of
being paraly~ from the chest down

80·84 Internal dan..: 106 "-mage. 103 points
of damage from hemorrhaging unless
mlllal healing is utad. Lose 1 ·2 points
of Strength and Constitution

85· 89 Spine broken: 106 dam•• paratv~ from
chest down

90·94 Lung tom: lD12damage.3O%chanoeofim-
mediate death

95· 99 Heart puncture: 1DB damage. 104 pointJ of
damage per round until magically healed,
5O'.lE. chance of immediate death

00 Impaled: 1020 dam. Ind roll llQ8in on
Chest Critical Hit table. 85% chance of
immediate death

01- 30

31·39
40- 50

51- 60

61·70

71·80

89- 95

96-98

99-00

Bash: 102 damage, 40% manes to drop any·
thing held with stricken arm

Heavy bash: 103 damage, drop anything held
Muscle slashed: Can', use arm for 1 • 20

hours
severe muscle slash: Can't use limb for 2·20

day.
Gash: 106 damage,:D)f, chance to drop any­

thing held with gashed arm
Fracture: 106 damage, limb useless until

healed
Compound frlW:tUre: 108 damage, limb use·

less. 103 points of damage per round
until bandaged

Severe internal damage: 108 damage, 4O'.lf,
chance of It compound fracture as above
(includes extra damage). 102 points of
hemorrhaging damage per round until
magical healing is used

Limb severed: 1010 damage, limb removed
at strike point. unconscious unless Sys­
tem Shock roll is made, 103 points of
damage per round until bandaged. lose
1 • 4 points of Strength and Dexterity

HANDS
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41·46
47 - 53

Right Hand: 10% chance of critical
Left Hind: 10% chance of critical

01 - 40 Disarmed: Weapon or anything elsB held is
dropped.

Heavy blow: 102 damage, disarm as above
Gash: 103 damage, disarm as abovB, 35%

chance of a permanent ·1 when using
that hand

54 . 64 Severe blow: 103 damage, disarm as above,
40% chance of hand fracture (see below I

65·70 Severe gash: 1D4 damage, disarm as above,
75% chance of permanent ., when using
that hand. 102 points of damage per
round until bandaged

71 ·80 Fracture: 104 damage, disarm as above, 90%
chance of permanent -1 when using that
hand. Hand useleu

81 . 86 Compound fracture: 105 damage, disarm as
above, permanent -1 when using that
hand, 102 points of damage per round
until bandaged. Hand uselhs

87·94 Fingers removed: 105 fingers removed, 1
point of damage per finger removed,
disarm as above; if all fingers are not
removed, there is a permanent -J when
using that hand

95 . 00 Hand severed: Hand severed at wrist - 106
damage, 103 points of damage per round
until bandaged



GROIN
10% chance of critical

Ot·34 Gash: 106 damage, 40% ckance ofstunning
for 1 - 6 rounds

35· 50 Bash: 108 dam•• stunned for 2 - 8 rounds.
50% chance of unconsciousness

51· 64 Hemil: 106 damage, no nrtnuoullctiviti6
until healed

65- 70 Deep gash: 108 damage, 103 poinu of
damage per round until bandaged

71·78 Heavy bash: Unconscious. lose 1 ·3 points
of Constitution for 3 • 30 days

79 - 83 Double hernia: 106 damage, lose 1 ·3 points
of Constitution

84·93 Genitals tom: lD8dam9.unconscious.10I8
1 . 2 poinu of Strength and Constitution

94 - 98 Fracture: lOla damage, unconscioUl. 10.
t - 3 lXJints of Strengch until htlled

99-00 Compound fracture: lD12 damage, uncon­
scious, 103 points of dim. until blin­
daged, lose 1 • 3 points of Strength per·
manently

LEGS

ABDOMEN
8% chance of critical

01 - 25 Gash: 108 damage, 35% on next critical in
abdomen

26· 38 Stomach tom: 108 damage, no movement,
40% chance of losing 1 - 20 points of
damage extra

39 - 48 IntestiMS tom: 108 damage, unconscious,
60% on next abdomen hil being critical

47 - 63 Spine cracked: 106 damage, 35% chance of
being paralyzed from abdomen down

54-83 O_p gah: 108 damage, 103 poinu of
dImege per round until bandaged

64·76 Intntinn st'lr~: 1010 damage, uncon­
scious, 104 points of damage per round
until ~, 75% chance of losing
1 - 20 extra damage points

77.- 85 Spine broken: 108 damage, paralyzed from
abdomen down

86-93 Stomach ripped open: 1020 damage, 106
points of damage per round until ban­
daged, 40'-" chance of immediate death

94 - 96 Eviscerated: 1020 damage, unconscious,
70%~ of immediate death

97 - 00 Impaled: 1020 damage, roll again on Ab-
domen Critical Hit table,~ chance of
immediate duth

Right Thigh: 10% chance of critical
Left Thigh: 10% chance of critical
Right Shin; 8"- chance of critical
left Shin: 8% chance of critical

01·33

34- 50
61 - 70

71 - 86

87-92

93-96

97- 99

00
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Bash: lDJdamage, 35% chance of fall; if f,lI,
there is • 00/ chance of being stunned
for 1 -4 rounds

Heavy bash: 106 damage, fall as above
Gash: 106 damage, 30% chance of fall as

'bo'"
Fracture: 106 damage, fall as above,leg use·

leu, no movement
Deep gash: 108 damq, fill as abo.... 103

points of damage per round until ban·
daged

Compound fracture: 108 damage. leg useless,
fall as above. 103 points of damage per
round until bandaged

Severe intemal damage: 108 damage, 40%
chance of a compound fracture as above,
102 points of hemorrhaging damage per
round until magically healed

Leg severed: leg severed at Itri ke point, 1010
damage. 103 points of dan'llge per round
until bandaged. Unconscious unless suc­
cessful System Shock Roll is made_ lOit
1 • 6 points of Strength and Dexterity
for 1 • 20 days

FEET
Right Foot: 5" mance of critical
L.tt Foot: 8% dlance of critical

01 - 26 Heavy blow: 102 damage, 35% chance of
movement at 1/3 normal rate

27 - 34 Severe blow: 103 damage, 35% chance of
failing (as In leg Critical Hit chart)

35 - 48 Gash: 102 damage, 45% chance offalling as

'bo'"
49 - 66 Fracture: 103 damage, no movement, 55%

chance of falling as above
59-68 Severeg&sh: 103 damage, fall as above, 103

points of damage per round until ban­
d_

69- 78 Compound fracture: 104 damage, fall, leg
useless, 103 poInts of damage per round
until bendaged, Movement % normal

19 - 88 s.ven dim.: As compound fracture but
85% chance of movement penalty be­
coming pennanent

89 - 95 Ton removed: 105 toes removed, 1 point of
dwnage per toe removed_ Movement re­
duced by 5% per toe removed. 102
poinb of damage per round until ban­
doged

96- 00 Foot amputated: 106 damage, 103 poinu
of damage per round until bandaged.
Movement 40% of normal.



Woody Allen and Martin Scorsese,
occasionally shock modern ludiences
with stunningly beautiful black and
white films; in the flntasy field, how­
ever, outside of the once-in·a·while
hurried sketch, no one works in pen
and ink anymore, except for Krenkel.

He is a pagaentist, a man with
time vision who looks back on ancient
worlds and recreates them in a moment.
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MAGIK

TOMES

Rarely ever planning his work, he
starts in whatever comer of hi.
paper suits him and simply begins
to sketch. Almost never working
from any references outside of those

images ingrained in his
head, he invariably lays
out inaedibly detailed
and yet simple views of
places and times of
which there can be
no photographic refe·
rences. Krenkel has visi·
ted none of these places
except in his imagina­
tion, which seems to
have been sufficient.

Every page of this
ovenized collection Is
crammed with ert'NOrk.
Unlike most fantasy art
books which oHer only
one piece per page, Iny
page which is not filled
by one large work is
filled by t'NO, three, or
hO\/W!ver many pieces it
takes to cover the white
areas. Many of the
smaller pieces Ifll "doo·
dles," single figure sket·
mes of wanion, boats,
city str_b, women at
wells, animals .t rest, et
cetera, whatever the
artist happened to spot
that day while viewing
the past. Roy Krenkel
is famed for his doodl•••

" .....-- "

,

....

-----,- --

Frank Frazetta took the fantasy
art world by storm in the mid-60's. His
interpretations of fantastic jungles,
warriors, animals and women captured
everyone's attention, sending him to
stardom in a shorter time than the
Beatles. Several times, Frazena has
acknowledged his artistic debt to a
forerunner in print. The man who
helped the most widely known fantasy
painter of our time to bridge the gap
from comics to paperback covers, to
whom technical credit is given for the
cover of Conan the Adventurer, is Roy
Krenkel.

Roy Krenkel is possibly the most
copied man in the field of fantasy
art (Fraletta's early covers can barely
be distinguished from those of Krenkel
during the same period). There are
good reaIOns..

He draws in the old master style
of fine II~. a style rarely seen these
days. One of the reasons is that color
has become so all important in the ans
that the use of black and white as a
medium of expression is practically
sneered at. Very few creative talents
have had the nerve to return to it.
Ansel Adams continues to creete
wondrous images with black and
white photography; film.makers, .like

CITIES &: SCENES FROM THE
ANCIENT WORLD

by Roy G. Krllflket

PubUshed by Owldick Preu
().913896-0Z.Q

Ovenized hardcover: $18.00

RevWNed by C. J. HmderlOn



Unlike the tossed off scraps of his
contemporaries, these are. no maUer
how simplistic, all complete works of
an. The anatomy of the figures is
perfect; the range of shades go from
the starkest whites to deep black,
with all of. the intermediary greys
represented subtly inbetwefl1. 1I'Ideed,
Krenkel is one of those rare anists
who seems untalented because he
makes everything look so simple. He
kn't.

Cities & Scenes From the Ancient
Wortd Is one of the finest art books
available to the public today. If you
have a liking for such things (and can
spare the cash in this depressed 100·
nomyl. you should treat yourself. You
will find the enjoyment received will
far out·balance the price.

(As w;rh Durandal, check for this
on. at tM $p6Cia/ty book shops, or
send an S.A.S.£. to:

Ow/slick Press
8ax8243
Phi/adelphia, PA. 19701

Studying the near 200 iIIustra·
tions within Cit... & Scenn will prove
that. Not only is each one wonh a few
hours of study, but all of them are
enhanced by the book's top-notch
layout. It Is a true an book, one de·
signed to show each work to best
advantage. There is one color plate,
used for the cover (and also repeated
inside), iust for variety. The rest is all
true Krenhl; placid, expansive, breath·
taking-·filled with life and the every­
day things which go with it.

In the hurried, splashing, unrealis·
tically muscled world of modern
fantasy an, it is good to know that at
lean one anist still understands his
craft, and that he is more concerned
with doing good work than with
pleasing children enily captivated by
flashing lights.

for thllir tmtirll c8talog~, or just $fMd

8 check for the book; thtty'll .-nd •
caril/agull wirh it.)
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GENCON EAST '12
June 24 - 27, 1982 Ch..-ry Hill, NJ
GenCon east
POB 139
Middletown. NJ 07748

HEXACON
June 25·27. 1982

UniversitY of Toronto, Toronto,
Ont.rio, CAN

Hexacon
42 Rogers Road,
Toronto. Ontario
M6E lN7. Canada

MYSTICON II (SF)
July 2.4, 1982 S.~m. VA
Mysticon
Box 1361
Salem. VA 24153

HANCON 88-V
July 2 -4. 1982 Houston. TX
HANCON 88
c/o Nan's Game Headquarters
11 B Briargrove Center
6100 Westheimer
Houston, TX 77057

ASGARO '82
July9- ", 1982 Atlanta, GA
Asgard '82
P.O. Box 90952
East Point. GA 30364

GRIFFCON 4
July 17. South Bend, IN
Griffen Books
12lA S. Michigan
South Bend, IN 46601

ORIGINS '82

July 23 - 25, '982 Baltimore. MD
Origins '82
POB 15405
Baltimore. MO 21220

KOMMANO CON '82
Julv 24 25, 1982 Mansfield. OH
K.W.C.
P. 0.80'1( 2235
Manslil'!d. OH 44905

EMPIRE GAMES' SYMPOSIUM
ON MILITARY HISTORY

August 6·8. 1982. Arlingron. TX
Scotty Bowden
Empire Games, Inc.
P.O. Box 5462
Arlington, TX 76011

TEXCON '82
August 6·8, 7982 Austin, TX
Tucon
8028 Gesmer No, 1805
Austin, TX 78753

6th ANNUAL BANGOR AREA
WARGAMER'S CONVENTION

August 7·8, 7982 Oron, ME
Edward F. Stevens, Jr,
32 Masonic St.
Rockland, ME 04841
PH; 1 (207) 596.0338
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PHANTASTACON 82
August 13· IS, 1982

Mefbourntl, Ausrr.fia
Phantastacon
PO Box 45
Mitcham, Victoria, Australia 3132

GENCON 15
August 19·22, 1982 KMOshd. WI

GenCon
POB 756
Lake Ge~a, WI 53147

HOliCON'
AlJf1fJst 21·22, 1982 Hurchin!lOn, KS
AD.A.S. Holicon 1
Bo.96
Abbyville, KS 67510

CHICON IV (World SF Convention)
s.premtJ.r 2·6. 1982 Chicago. IL
Chicon IV
80x A3120
Chl<ogo. IL 60690

PACIFICON 82
September 3·5, 1982 San Mateo, CA
Pacificon
POB 5S4B
San Jose, CA 95150

WINTER GAME FEST
NOIlflmb8r 12· 14, 1982 Detroit. Mf
Metro Detroit Gamers
POS 787
Troy, M148099

MASSCON 1982
~tem~ 18· 19. 1982. Amhem, MA
D~nisWang
11 Dickinson SHeet
Amherst. MA 01002
1 (403) 253-9472
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The following is 8 list of ConYentions
for which we have limited information
at this time.

AMBERCON 4 (SF)
June 25·27. 1982, Wichita. KS

INCONJUNCTION 2 (SF)
Julr 2.4, 1982, Indianapolis. IN

WESTERCON 35 (SF)
July 2·5. 1982. Phoenix. AZ

OKON '82 (SF)
July 76· 18. 7982. Tulsa. OK

KCCON (SF)
August 6·8, 1982. Kansas Ciry. 1040

CON (SF)
August 13 15. 1982. Porrland. OR

WINTERCON II IRPI
November 72· 14, 1982. Derroit, 1041

OFF TO ORIGINS '82



YOU CAN TAKE YOUR
+2 BROADSWORD

AND BATTLE AXE AND

By Bart Kemper

••••••

Have you ever noticed that most of your Fighter-c1855
adventurers will lutomil1iC81ly reoch for the :same weapon.
over and over; the ever POPUlar Broadsword and/or Battl.
Axe. Why do you never see • Rapier, a Cutlass, a War Ham­
1TWIf•• non-Clerial MKit, Of any number of time honored
..pons used for years by v.toU' contries1 SureJy it can
not be that they ar. h.mlns. All weapons, applied correctly
can and will kill, lNim. mutime, and ,II of the oth..- fun
features that the more popular WQpon$ have.

The main problem with these less popular weapons is
the use of weapon. In pneraL Even though the various
manuals have the stats on the weapons, most people really
forget that I BrOMtsword is very unwieldy. clumsY. and in
gener.1 just not as effeCtive a, • Rapier in one-to-one,
Human-to-Human combat. In the time that the person with
the Broadsword .wings, the Rapier man could easily dilen·
g8ge. feint, and thrust home. At many conventions and
gaming seaions, this has been convincingly proven without
the use of dice and charts. The same type of experiments
with other wupons hIVe proftll thlt all weapons hiI'Ve
their UII! in RPG.

The point is that the Broadsword and Battle Axe are
very simple and straight· forward weapons, easily leamed by
a novice. Their attractiveness is owned to the Knight or
Barbarian i~ instilled by the various movies and books
that formed the RPG player in the first place. And there's
nothing wrong with that, Even YOU" truly enjoys the feel
of the well·worn shah of his trusty gore,slained Battle Axe.
But, a heavy duty weapon like that is Just that, for heavy
duty. Put Chuin No"k MacDevlin in a pitched baltle vs.
three·score Orcs, you will find him with a Broadsword in
one hand, his Banle Axe in the other. But with a couple
of Humans, it's Rapier/Dagger time. This combination is
highly effectiv., allowing the attacker to parry or attack
with either hancl. A very useful variation of this i. using a
long knife so that it will protrude about five to eight
inches beneath a small Shield when gripped by the Shield
hand. This gives the highly mobile piece of defense an
offensive edge. So as you lee, the lighter weapons do have
their merit.

Maces are another oft neglected weapon. The ....ry
fact that theY do not have large edges makes it a very
handy weapon. Tlke I regular Axe and a regular Baseball
Bat and swing at a tree with all of your strlngth. You could
pull a muscle trying to get the Axe out in one quick yank,
but the Bat Is ready to go. That is the effect of Maces: VI.
the Human (and Ore, Kobold, Gnome, .tc.) IS opposed to
getting your Sword stuck in In inlXlnvenient corpse. This
mikes it an excellent weapon for pitched battles when there
is little room to swing I Sword. Since many Maces are
accompanied with a spike on the tip, a two-handed thrust
would be a very effective bk>w, also suited for close combat.

If there is I bit more room available, a WIll chosen
Pole Arm is a useful weapon. Granted, many Pole Arms are
designed for mass Inti-cavalry phalanxes or decorltiV'l pur·
poses, but a balanced, medium Jim weapon such • the
Spear are well worth the inmnvenienoe of their size and
encumbtrancll. They can keep most creatures It bay with·
out bringing the bearer within striking range, bring down II
mounted Human and the like, be thrown with satisfying rI­

suits, and a myriad of other uses. Onl of the most useful
is prodding lIhaad, to see what's in that dark corner or Mcove
or to trip traps that would have harmed the buret' instead.
A dirty trick with a Pole Arm is when being chased in high
grass, in a dtr't floored dungeon, or similar situation, pt,nt
the Pole Arm butt first into the ground It a suitlble 8ngle
and position so that your pursuer will run full tilt onto the
point. Even if it is not immediately killed, it will be incon­
venienced enough so that you could aneck It effectivelY or
keep running to buy more time. .

If you have followed the general trend of this Inide.
yOU will have realized there is more to deith than the
Broadsword or Battle Axe. Other weapons do hIVe thefr
uses and place in RPG. As II play.r or Judge, they should
be used to make the game more interesting, and to better
equip parties. A character with exotic weapons lends to
itself an exotic flavor, which Is fun when you 8re at, say, a
convention when almost everyone is a stranger in real life
H well in the campaign. The only problem would be not
having iii Judge experienced and/or open·minded enough to
vary from the ordinary styles of fighting. But if this is the
case, it makes the game very enjoyable. And that is the
whole idea of RPG, to have a good time. So add some spice
to your character, give your enemies a surprise, and have a
good time doing itl

* ,*•

THE

*
CHARGE

OF THE
INVINCIBLE
OVERSHOO.

* ? *•
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SERAFIN' 'WHAT S
~APPENING? TIlE SHIP FEELS
Ll KE IT'S COMING APART.'

SERAFIN IS CAUGHT UP
I N THE DEMON'S TENTACLES
BEFORE HE CAN AID HIS
CIl.EWl FOP- A MOMENT HE IS
UNABLE TO MOVE •• "

•• BUT ONLY FOR A MOMEN

SAVE YOURSELF CAPTAINl
WE'RE FINISHEf.'

AAAAIlIlIl.'
I .f O.

\
\



THE DAY HAS BEEN YOUFI.S
SO FAR VILE BEASTl LET
US SEE IF YOU CAN TAKE
IT AS WELL AS DISH IT

OUTI

SERAFIN BURIES
HIS SWORD TO
THE HILT THROUGH
ITS EYE AND IN­

TO ITS BRAIN/

TIME TO
ABANDON SHll'/'~""---'-­
THAT DEMON IS GOING

TO SINK MY SHIP
BEF"ORE IT FINISHES DYING!



8 THE PICNIC IS OVER ! 8
"REVENGE OF THE ANT-GOD"

The Fall City-State Installment.
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Pegasus will be at Origins '82 this year in Baltimore,
Maryland on JulV 23, 24, and 26. Representing Pegasus and
Judges Guild wlll be Edward R. G. Mortimer, Michael
Re~an, and Bill 'Weaponsmith" PixleV, barring any un·
foreseen roadblocks.

We will have many new releases for you, all made by
the frantic Gremlins here at the Guild. There are 8 couple
of BIG surprises in store for all that attend - we are prepared
to start a quest into an area of gaming with which we h8¥e
not previously been associated. Be there at the opening re·
lease of ttlese fantastic NEW items; they are selling for un·
belieyably low prices considering what they Includs. They
will definitely satisfy thou of you who have expruted the
opinion that we have not covered your particular area of
gaming. I hesitate to say any more, for fear of ruining the
surprise.

Also at O''gins will be the Awards presentations for
the finest products of l}8ming intel1l$t released in 1981,
something we have all been waiting for with bated breath.
The Trade Show is tentatively scheduled for Sunday mor­
ning (possibly Sunday afternoon). All or almost all of the
nwmbef1 of GAMA (Game Manufacturers' Association) will
be there to sell their wares, both old and new.

The premier gaming convention is about to start, so
polish up your Sword and unlimber your thumb 'cause h's
time to go on an adventurel

PEGASUS FLIES TO ORIGINS '82

If you are a sUb$criber, look for the PEGASUS iuue logo in
ads appearing in eactl PEGASUS. When an ad includes the
issue logo, GUILOMEMBERS ~t 10%otf therebil price of
any hem In ttle ad if the item is ordered from JUDGES
GUILD. Your GUILOMEMBER BONUS for each issue will
be good for one (11 month aher the issue dfte of that
PEGASUS. Be sure to state that you Wlnt your GUILD·
MEMBER discount and list the issue and page number on
w:hfch the item appeaf1 in addition to the regular ordering
info.



\

RayguM in Fanusy Rola-Ptaylnll SYlteml
by Ken St. Andra explores the oldest of lcience­
fiction gagetry - the raygun. Perfect for any super·hero
or space role.playing campaign, this article is a preview
of a variant T&T super-hero game on which Ken is
working.

ForeRunner Artifacts
by Steven Chabotte dewlaps the history and teen·
nology of the ancient ForeRunners of Space Oper•.
This extensive playing-aid is invaluable to all Science
Fiction campaigns, not just to Space Opera.

Empires in Space
by Edward Kunl, We present you with an E:NTIRE
SECTOR of space for aU of you Traveller tm cadets
out there. This comes complete with an overall sector
map and all of the sub-sector maps. as well as descrip­
tions of politics, aliens, technology. and everything
else needed for new space adventures in an unknown
sector of the universe.

Traveller Tipi
by Paul Andrew Denilowski offers advice to new and
experienced Traveller tm players. It includes notes on
how to choose _apons, vehicles, and service enlist­
ment. Don't miss itl

Copy,lght 11112 DV Judgll Guild. Inc.. R. R. 8. Box 9. 1221 N.
Sunnylh" Rd .. OICIIU', Il,.. 62S22. Prlnled In Ihe U.SA.: All Rlghh
ReM'v'd. The PIIUUS Is owned end lluDUShed Bimonthly Dv Judtal
GUild, Inc. No A.llcle pdntltd hereIn Is Olllut or ApprOYld 10' Ul.ll
with InV 01 the .ules IY"ltml mltntlonltd.

Ch c.lltfl ..ppu,lng In Inll mlllilln, Ir, IIcllonll. Any Ilmllarity
Del "n Ihlm Ind Iny ItlUl1 Plnonl, tlvln9 or dlld, Is purely
colncld.ntll. Tnl vl...., 'XI)(III,d In tnll mlgulna ara solltV thoslt
01 In, wrilin Ind dO nOI rllilci Ihl viltwi 01 Jud,u OUlld, Inc.

Upon publication 01 Iny 6dverllsemant, lOll raspomlDllIlY 10' Iny
Ind III conlracll Ind 19r"manua.praslld or Impllld, ,.us wltn Ii'll
IOvlrl12llr. Judlll Guild, Inc. Uluml1 no rllPon51bllltv fo' Iny
10Sl.lli or unlulllllldlg...mlnli of Iny kInd.

Tnl fOllowing gimes are cOPVrlgnlld OV Ihel. ,elpecllva mlnullc,
lu,en: Run.qulIl bV CHAOSlum:Thl A.duln G.lmol'l by Grlmolra
G~rnel: Tunnell & Trolllind Mon,lerll Monllarll Dy Flylnll Buffllo;
I:mpl•• 01 In, ~IIII Tnronl Ind Supernaro 2044 Dy Cillm..clanca
CO'PI T.ulller Ind I:n Gardll by Glmas Ol1lgn.,,' wo,klnop:
cnlulry Ind So,cerv, 511.11\1111 Ind SpaCamln, Vllllln, Ind Vigi.
Ilntll. Ind 8unnlll Ind 8ur,owl ov Flnll'V Gimes Unllml1ld,
Top S,c.el, Dungeon> &. 0'1,0"", Adnnud Ou"glOnl &. OUtOnl,
...... MllImo.pnolli Alp"a by Tlctlc:al Sludlli RUlli: Allvlnlurll
in Flnilly Dy Adv.nt .... Gln,tIS, Inc.
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Judge, Guild welcomes all COfllrib.. tions 01 copy and art lor
Iht PIg8IUI. Thllrll are cllnain restrictions that apply: Lenen to the
EdilOr" wilt not be paid for; IIllcllII Submitted by Gama ManufICturfl
or Deslgnen reviewing their own products will not be paid for;
Rules Variants, Clarification, Scenario" etc., or Reviews of Ihe
proc!uclI of othell will be plid for.

Artins unfamiliar with Ihe 'fake' color proce'S!; will find an
excellent article on it, with required Charts, in issue 12 of The
Dungeonea., available as a buck.issue. Black ond White Arlwork
which ~ odd color to is poid for al Black aod White ralcs. Artwork
may hove to be reduced or blown·up to lit our needs. All Arl is paid
for el published size5. We reserve Ihe right to determine type, size
ond lIyle. published size for arl. and aU other editorial righls. Full
page size is bet~en 8Y," x 11" and 7J'O" x 9Yl" (full page of copyl.

Payments les:s thon $2 ore I10t mailed OUI. We do credit your
8CCOUnt for thot ornount, though. Special for Guildmember1,
Guildmembers will be paid 01 e nlte 10% higher than shown on
charts. Special on Jud9CS Guild PtOOUCIS; If pavment is made In
procluClI which Judgel Guild p'oduces, YOU get 20% mOr"e then
shown 00 chari. Spe<ltel on Judge'S Guild Products and Special for
Guildmembers combined gives yoo 8 rale 32'l6 higher lhan shown
on Ihe chorl.

510 58 57 56 55 54 53 52

FRP CR MS T HW

Fiction CR MS T

Reviews CR MS T

'Fake' Color An' H A ,
B&WUnaAn H A F

HIIII·toned Pholo H A F

B & W PhOIO/Art" H A

Or Color Seperalions provided
813Ck and White noods 10 be Half·toned

CR .. Cam(lfa Readv; MS" Manuscript; T" Typed; HW" Hand·
wrilten; H .. High Qualily or Dalail; A· Averllllll Quality or De1lil;
F • Flir Oualily or Oelail.

Handw,ltten Ficllon and Reviews ond Flir OUIlity 'other' Black
and Whila Artwork ore paid al Iha ral8 of $1.00 per paga. All Above
Average Quality FRP, Ficlion or RllVlaW1 Ira paid $2.00 mora per
page, depanding on pre5entability, Ihln snown.
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\\ONDROUS \\'EAP01\S'H__
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FNturong .marvelous magICal WrilpOnsShop
"In by • eapeble O_rt Armor•• Wondrout
WI,pons eon"I"1 120 diff...m .nd ...ou~
ding lnIIfiell _pons for U$e in ,"y tam­
~1sI1\. PI.y.... mUll buy andlor Irade 10 gilln

the _apon of their choice. or "they wl5h.
they or the Judge C<ln oonstrUl;:1 • _epon
1111"" the lables 'ncluded for jun lueh •
UM. Tht .ntlr. Weapons Shop i'described
room by room end .110 hall! complet, map
for th. Judg. and Plavers U!ll. New Irool
JIldIl" Guild, Ihis Un'versol PI.yaid com.
prlles &4 pclgM in .n.
JG 1040 $5.98

WONDROUS WEAPONS

R. R. a Bo. 9 1221 N. Sunny'ide Rd.
o.c.tur,IL.62522 Ph.(217)422·1930

TRfAlUfIle BOOK III

Judges Guild Announces

80 Page Catalog

INNS • TAVERNS

Bulk R~tlJ FntfJ
1st Ct.u $ UJO

T,n f.rrcMlie ICh/tnlurei ,... in u- 80
p.- of T_ Book III. Nine tdYenhlrllti
.... mlnklllflllllO"~ lult8ble tor .... en·
joylbll _lng of pl.... wtlile the rMlth "'1'1
.ntir. are. Idventure 00",,1",l'1li villae-,
wildlf_ l"COunt«l. WId ',,10m. moo­
net' m*iont. Tllil -,""IU... It tul1t1b1e lor
-.l tM!I'n"lng pley.... or tor In exp'"
WICtd player IMklng r«lr.ment to • qui.t
eommunlty. For pleyen "rll'lll en _in;
of fun or __ -'0011 01 ••tended play,

T..-. ... III will till every Med. A
80~~ Pt.....6dfram ...... GuId.
JG-.o ....

A &4 ~ collKtlon of _ious Inl'll III'Id
T_Ill 1ft benn In end ovulde tlte~
Outed c:Mlpllign world. All Cln be ~ Into
¥IV~n for UM bV anv JudglI, all f.­
ture • complet. del.lIed mep of the prernises
and euetlng dI1.1l of ""'frY room and em·
ploy.. "",itt! lOme regullr curtomen too.
Adventure Cln be found 'Nheo looked for,
but pllyln mun be eorelul of results un·
looked lor. This Is. new Univerllli PI,veid
lidding n_ dlmenllonl TO cempeignlnog for
•n Judges.nd their ch.raclers.
JG 1070 $6.98

Universal City State
Campaign Game Aids!

~

MINCing the .. trMSe of the Invlncibll
Overlord, Ai_ Pir~. 00 the Alver HegroIt
tlmlly .-it ~ listen 10 rtlm(ln of In
Imppdlng a.ult. Spia Ire rife thl'OlJghout
their orv-nlntion Ind newcomers .no un­
.....1eomI. TheM f~igI'lt~ contlin 18
Wildtrrwu~ 1000ed 0I'l Campeign Map
One with elllpl_IOry ,,-"t. ehiJiru end tIbI"
eho ",c1uded to fliCilitlte use of thlt Un}.
wneI moduli. Thil modul. contlrnS •
Oatliled IdYintur,.ocI. complellwader~
erl!l for U!ll with en role playing system...
JQ 1030 $•."

PIAATES OF HAGAOST

SHIELD MAIDENS OF SEA RUNE

Eighty pIIgft d.t.ll the _tern coen 01
JudtM Guild'. Campaign M.p On•• Twenty­
two w,ldernll$.l NlIIIM ctlme witn tltelr
ICCOffipenylng tellt. composed of vm•.
T~ end c.nle Mips end full detCriptlon.
Conflicting forcli of Viking tYpes, Amezonl,
eocl In unholV Warl)and Ihreateo the n.bl­
IIty 01 the ereD end In oc::wpants, and the
Invlnclbl. Overlord looms In the di,tenc•.
ShlMd MeId.lIS of 51. AUM is the I.all
~idebook TO the City Stlte c.mf)llgn
World, end being Universel can be uJed with
man role p1eying systems.
JG 1010 $'.98

5tIElD MAIDENS Of SEA ILN
~ ...._.o._

'ullgu Clullb - --

PIeeM add $ 2.00 lor Post. and H~lIllf

and S 1,60 for COO
lUinoi. RMidenu add 6" ux Jullgrs Ciuilll ~. 1\••,101'.1221 N. Su",,~d. RWd

::'_It,fr.IL.I2512· '701 ..... 12171 U2 193(1
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R. R.', 80. t. 1221 N. SunnyUd. Ra.d
Deqtur,IL. 62522 ·1701 Ph. {2171 U2·1930

TARANTIS
Discover new "ventUr. In the t.t_t uniY.....1 pIIVafd from

Judge. Guild. r ....ntil. thl City Scate 0' MlfluderL Located on the
coartline of r,r.ntis on Clmptign rap 4, this 2500 VA' otd city i'
dacrlbed In complete deuil. TM history of T••ntil, government.
religions. cuttoms. and mlM:h more it d...iMd. Alto Induet.d .r. 326
shops and over 100 taw_.. delcritMd in full, plul hundreds of NPC'•.
All this In two SM5 P9 books. Abo two 2rx3C" m.. (one judges in
full cotor end one phi,.,. an ...., of the city .. iftduded. AIIO on
the 'fte...e it c.mpiJign Mlp 4 and 8 fift mile heX" of r.antes and
the ..mounding .,•.
JG 1090 $14.98

BULK RATE:.
U. S. POSTAGE

PAID
I"ERMIT .275

DIECATUIII. n.. nU2


