


I would gucss that the whole idea behind the
publishing of a magazine is that someone has a concept
that they would like to market and make money off of
before somcbody else thinks of it. Unfortunately, that's
the way with most things in life. It's probably even one
of the ide<ls behind this mag<lzine. mercen<lry <IS it may
seem. However. <I lot of people publish m<lg<lzines
beeaus<: they huve un intere't in something thut inspires
thcm cnough to write about it und publish it. I hope
that that's what you'lI see in this zine. We here at The
Oungeoneer want to put out <I magazinc that is purely
a DM's publication. dealing with D&O, working it as
sort of an optional suppliment and as a place for the
discussion and clarification of rules as we and othcrs
see them.

We do not intend to deal with other fantasy
games or literature lat that time-Ed. I except as it re­
lates to D&D. nor with thc costs of printing or with
disagrecments bctwccn gamcrs and companies. What
we do plan to do is givc you quite a lot for your
money. In evcry issue we have planned new playable
monsters. new treasures. new tricks and traps, one or
two artielcs or rulcs variations. artwork and a complcte
mini-dUngCOn adventure, garnished with maps,
mOllsters and mayhem.

This first issue has becn written and compilcd by
myself and my fantastically small staff. We feel that
WC'Vl' done a good job. but we arc going. to nc:cd morc
than Ollf own input if The Dungeoneer is going to be
allY type of ~lIl'(C~~. So to ~avc LIS from going banalHls
and to lel you drive other DM's players up thc wall.
send 'I> ,ome ,tuff right away' We. also. need artwork
to go along with articlcs and sepcratc art. Don't
risk having your monstcr misreprescnted. send us a
dr'-lwing. too.

I owc a debt ofgratitudc to Dave, Mark. Randy,
1crle. Kevin. Tim. Tom. Dcb. Griff. Wes. Mark. Brad.

Bruce. Pam. Mark. Rich. Thercsa and thcir girl-fricnds.
hoyfricnds. fiancccs. roommatcs and cx-fricnds: I say
thank you for making all this possible through the
slIff..:ring and dying. you have done in Illy dungeons.
IThe ahove column is a compilation of scveral columns
writtcn by the former editor of tbis magazine. It has
bccn cditcd and some minor word changes made for
nucncy purposcs to hc includcd in this magazinc by
the currcnt editor, Chuck Anshclll
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Issue 6 was dedicated to: Mark, Randy, Dave, Tom, Tammy, Joleen, Deborah. Tom and Merle. Noone could ask for
a better bunch or Christian Brothers and Sisters. Thanks.

This collection has been edited in whole, for better of for worse, in sickness and in health, 'til the printer
do~s his part by Chuck Anshell who wants to dedicate this zine to all of you beautiful people named above. You
have given us all immmeasurable enjoyment from your creation (except ror tllOse of us who have died horrible,
lingering, tortuollS deaths from someOf)/'t .~' v~

your creations well, maybe it was '/', ~ .•
enjoyable to die those deaths: does that .
give you the right to interrupt me in the
middle of of a spell with a new issue:
wh ich you know I just have to read im­
mediately I thus totally destroying my
concentration and allowing that dragon
to sneak up on m I)
Right: The Fantastic DlIlIgeollillg Suciety
at play- Thallks lor Ille memories t
Dungeons & DragonsT M is a game
published by TSR. We couldn't do it
without them and neither could you. so
patronize TSR products and products
approved by TSR.
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by J. Mark Hendricks. Paul Jaquays and Jim Ward

INote: This story is offered as an explanation of the
source and origin of magic in the Sorvyn Conquests
Campaign-Ed. I

Chapter I

moist velvet layer of night's blackness

fl'. ?..... '. encompassed the thickly wooded forest.
m So dark was the sky, one would accuse the

monarch of light as having dipt his crimson
ship beneath the world's edge reons ago.

and only occasionally did this queen of luminescence
peer from about her cloud-curtained chamber to
observe those below conspiring dark deeds. Yet some­
where, buried deep within the seclusion of a myriad
trees. the final glowing embers of a once larger fire
gnawed into the remaining twigs and smouldering
shards of green bark, casting dim wraiths of the figures
beside it across the tiny clearing. Against a weathered
boulder leaned a grey-bearded mage. Worn, bent and
enshrouded in the folds of an ancient cloak. he aimless­
ly dragged his knotty staff through the pile of ash and
coals. Facing the ancient necromancer stood a youth
of scarcely more than twenty summers. Tall. gangling.
with head bent. he remained silent. After an eternity's
silence. the old mentor. Valmous. spoke.

"My son. thou hast learned thy lessons exceed·
ingly well and there remaineth but one last exercise to
master. after which I shall set thee forth into the world
to establish thy name throughout its uttermost reaches."

At that the old man submerged his callused hand
far into the reaches of the doak. He soon brought
forth a piece of parchment. Yellowed through its age
and frayed along the edges. it was bound with two wax
seals and a stained. silk ribbon. Valmous stretched
forth the seroll to his pupil. Rohcyl. and continued in
[I semi-hushed voice.

"Guard this with your life. Indeed. inside those
seals lies the source of all the hidden knowledge of the
very powers of the universe. It is the Spell of the
Arcane Elders. It is they that give us dominion over the
elements. Here, thou shalt. also. need this for casting
thy magic."

With that. the mage produced a small black
leather pouch, closed with twine, which he had con­
cealed in his hand as it came out of his raiment.

imbly undoing the knot. the wisened magic-user
opened the mouth of the packet and tipped it upside­
down. dropping an acorn·sized gem in the palm of his
other hancl.

"This is the "rcane Crystal ... with it. and only 5

with it. canst thou ever learn thc untold secrets of our
magic. Do exactly as the scroll should say. no more. no
less. Elscwise. surely thou shalt cease to be."

There was a note of finality in the last statement
of his master that made Rohcyl dose his eyes and clear
his throat. He let out a long. deep breath.

"Is that all. sire'"
" a." replied the spell-weaver. hesitatingly. "I

shall also answer you of the gaining of new spells
whieh you 'have persistantly plagued me with since I
took you in as an apprentice. Dost thou remember the
many lessons given in mathematics and geometry'"

The youth groaned. causin Valmous to explode
in a boisterous guffaw.

"Methoughts as much! Recall then that thou
couldst not eompute the harder problems 'till thou
hadst first eonquered those being simple. So as in
geometry. likewise in magic. I have laid for thee the
groundwork in the theories of arts magical. and only
through experience canst thee progress to greater
works and wonderous doings. Yet, twill not be I. but
the Elders Arcane that sllllll teach thee the control of•the innate strength imprisoned in the elcments around
us. When the time ripens such that thou feel sufficient­
ly competent to control new spells, call on the Elders
to receive thy due. Each of the nine control one area
of spells according to complexity and the eighth Elder
contrails the greaicst of spells. Naturally the High
An:allt' oversees the workings of the other Elder 111l'1ll­

bcr~. As for their power.. the Wl'akl'st of thelll can
move the very lights of hc;]vcn whereever he wilt at the
mere bespeaking of words. so thou best not cross them
wrongly. ,.

With thi, last statement. Valmous had lookcd
much as a father would at the parting of his son. for
he had come to love the bright. youth and could not
recall a fincr apprentice and helper. Suddenly a rustle
among the trees betrayed six, mail-clad barbarians who
were brandishing cruel. curved swords. Infuriated by
their discovery. they charged wildly. Valmous threw
back his cape .

.. Run. Rohcyl. run' And remember what I have
taught thee."

The wizard's staff ejaculated three bolts of
lightning in quick succcssion. frying the foremost of
the attackers as Rohcyl Oed into the woods to the
sound of steel striking staff. Suddenly an explosion
rocked the forest, sending Rohcyl to the ground.
Something warm and wcl b~g"n to run across his face
and he knew no more.



Quiet,
Hair-toe'

Chapter 11

he sun glistened across the dew covered

II meadow as it ascended above the trees.

.

. " surrounding the secretive forest glade.
. Soon the air was filled with the noise of

- wood inhabitants brought forth from
their hidden sanctuaries by their luminescent cham­
pion. Once again they wcre numbered among those
fortunate enough to escape the evils inherent in the
night. Suddenly the glen grew still. A pair of ligures
began to cross the meadow from the north. As the two
strolled into the open, one pulled a lute from off
his back and began the soft strains to a song of ad­
venture, of courage. and the love of a woman. Fincly­
woven, gray, hooded CIO'lks, covering most of their
shining metal-studded armor, hung down
from about the wanderers' shoulders. It was
there, however, that the likeness ended. The
one with the lute stood tall and erect. His
hair was as gold as the coins in his purse If
and his face as bright and handsomely ., 'f,:-
shaped as the graceful intricacies of ,t.':-V:f'c;" ,:"­
his dwarven-smythed sword. The f' 'i~ . .;:. !
look in the wayfarer's eyes d isplaid il 1;. .. l' .:
the assurance of one familiar with t,' ....,.; -(
the dangers of the world, yet not ~ 1,,1' ... )
terrified by them and his lightness ~-:S.. ..
of heart aflirmed such. Unfortu­
nately, his companion did not share
in his jovialness. In fact, the other
stubby traveler could occasionally
be seen grimacing. depending upon
the notes the bard attempted to
reach. He was of dark complexion. gleaming eyes
and wore no shoes on his hairy feel. Thus the
motley pair continued on toward the other end of
the glade. Without warning the hobbit stopped. mo­
tioning to the bard to do likewise. Cautiously, and
with great stealth. the practiced thief made his way
forward. The bard silently brought forth his long­

bow and knocked and arrow while his colleague
moved back and forth through the brush until sa­
tisfied that all was safe.

"There was some row here last night!" said
the hobbit as he emergcd from the wooded bramble.
"Six barbs, at least."

"Who else?" quizzed the bard.
"A magic-user ... but hc got away. His trail

goes off into the forest a ways."
"How can you tell that'!" posed the bard.

somewhat sarcast ically.
"Because he left his seal on them, fool' They're

all either fried or fricaseed."
"Oh--in that case let us depart hence. I don't

wish to be in the same vicinity with anyone who has
a tendency to roast his enemies. be he or no."

Alerted by their recent discovery the two
wayfarers remained ready for baltle. if necessary.
Scarcely had the pair covered forty yards when they
came upon the motionless body of a youth dressed
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in a soiled white robe, lying amidst the decaying debris
of the forest. Quickly pUlting his bow aside. the bard
knelt by the side of the limp form pulling fortl1 from
the folds of his cloak a tiny bundle. The hobbit then
climbed upon a nearby rock and took guard as his com­
panion took several vials from the packet and began to
administer ointments to the young man's wounds.

"Do you think he shall live. Lute?" posed the
hobbit. inquisitively. lilting down his guard long enough
to lurch over.

"He might." came the curt reply. "if you would
be so kind as to get out of my light and let me ply my
medical arts'" Finally the bard raised his head and
looked at Ralph, the hobbit.

"r;nishcd. I have done all that is within my
power to he,d....he must do the rest him­

self. Although I wager he shall carry a
handsome knot on his noggin as a trophy
of this battle, whatever it was." Finally

the youth sat up and altempted to rise,
only to collapse to a leaning position,
propped up only by one elbow.

"Ohhh...mine head dost feel as
if I hadst drunk a mite too much of
my master's unmixed wine. Who art
thou and how didst I arrive to be at

; I, f l:\' :) this place'!"
I ,1 (J ff' > "t;'-, "_:; "Whoa! We shall ask the questions
.. >. '-- ... 1 . d' I . I
~f' - '. . lere smee we I( Just save your pa try
- • -A, life." spoke the bard stimy. "You could

start by answering some of your own
questions!" threw in the hobbit.

"My name is Rohcyl. I was tra­
versing the mountains with a band of
eight other men. Last night we werest

beset by a full score of barbarians. We fought them
bravely, till they sought to escape, holding to the few
lives of theirs remaining!"

The bard stared at him intently.
"You lie poorly magic-user' There were no prints

of other (eet about you'"
"How do you know he is a magic-user. Lute?"

quizzed the hobbit.
"His language'" came the reply. "Its as archaic

as the books from which he is learned. Now you were
saying, Roheyl?"

Rohcyl stood agasp at having been discovered.
··Valmolls. my mentor. l1.:ver taught me the art of
falsehood's fabrication."

"Stay with me and you shall learn it quickly."
smirked the hobbit.

"Aye," spoke the bard, casting a sidelong glance
at the short one. "please continue. Sir Rollcyl. and
excuse the interuption."

"Vahnous and I were ajourneying to the distant
city of Garth, where I shouldst be placed into the life
of men so that I mightst build my name and station
to that of those who sit in high places of power. Yester­
eve, Valmous and myself were encamped in the woods
here. After darkness enshrouded us in the forest. he
spoke of things magical until we were ambushed by a



dozen barbarous beatbens. ( was told to run and run
I did. I beard tbe sound of steel and wood as tbey
c1asbed, tbere-upon occurring an borrible explosion
and I in my mind canst not reposses memory after
that time.

The hobbit jumped up excitedly, half exten­
guishing a fire tbat the bard bad been laborously kind­
ling.

"SO that explains the noise which woke me up
last night! All tbe time I thougbt it was your snoring,
Lute!"

"Quite, Hair-toe I We must travel if our young
friend is up to hiking. Let us eat and be gone! Re t,
Rohcyl. After you have eaten we shall leave these
accursed hills."

Rohcyl munched quieti'! on his mysteriously
excellent pieee of roast.

"( offer my compliments to thy great skill in
the culinary arts. Pray tel!. what ist this fine cut of
meat?"

"Troll," said the hobbit dryly, "eat it before it
regenerates. "

The bard could hardly repress laughter at the
sight of Rohcyl violent reaction to Ralph'sjest.

"Come," he said. "let us be on our way."
Soon t be threesome began down the over­

grown path that led our of the dark forest. The sun­
light Oed over the mountains, capturing the travelers
still in the woods.

"We do best to pitch camp and stand guard
the night." Lute remarked.

"How hast thou avoided the inhabitants of
the forest since you bave entered it?"

"t:asy--The bard sings." piped the hobbit.
Lute ceased bis activity with Oint and steel long
enough to glare at his comrade before returning to
the task of making fire once more. The evening pas ed
quietly.

Morning come swiftly and the travelers met the
light with cuslomary yawning and stretching. Lute.
the bard. rubbed his eyes. Something was wrong.
Where was the stupid little hobbit? Springing to his
feet. Lute quickly scanned the campsite. Ralph's
gear was still stashed in the rabbit hole he had found
last night. It could mean but one thing. Ralph had
wandered off in the night only to· become the cap­
tive of the barbarians.

"A pox on hobbits and barbarians." Lute
expostulated, quickly gathering belongings and stuf­
fing a few scraps of the previous evening's meal into
his mouth. "Unless the little fool has gotten himself
killed they'll have him at Druids' Grove by now."

Roheyl asked no questions. The inOection
placed on the words "Druids' Grove" made plain
to him the hobbit's peril.

"If anything is going to happen, these savages
will wait until sunset to do it."

With that the pair hurried deeper into the
forest.

"Over there, seest thou him not?"

"Where?" whispered tbe bare!. peering into
the glare of the setting sun. Across the open expanse
of green sward was a cirde of oak trees, surrounding
a charred area of ground. The charred area was. in
reality, a great stone alter. Upon the greatest of tbe
stones was bound Ralph the hobbit.

"Are you certain your spell will take care of
the lot of them?" spoke Lute, gestering toward the
gathering congregation of rough-clad barbarians.

Rohcyl nodded. The crowd quieted. Someone
in rich robes had suddenly appeared amidst the grove
of trees.

"That ones the high muckity-muck Druid.
If anyone gives us problems. it will be him. When he
raises his knife, let loose with all you have." The
bard then melted into the shadows. Roheyl went
over and over the spells in his head. Hours semed to
pass as the moon rose and the Druid's droning chant
dragged on. Suddenly a glint of steel appeared over
the head of the Druid.

What followed took no more than an instant.
Rohcyl mumbled and gestered. The Druid collapsed
as if hit by an invisible arrow, clutching at his shoulder.
A golden-haired, gray-cloaked fonn darted out of the
forest towards the altar as Rohcyl gestered again.
This time a full two-thirds of the barbarians gathered
in and around the clearing fell to the ground as if
struck by intense weariness. Lute had the hobbit un­
tied and motioned for Rohcyl to disappear into the
woods, but it came to late. Tbe remaining savages
had reformed and now surrounded the neeing pair.
Seeing no other solution, the young magic-user drew
his dagger and charged into the fray. The extremely
one-sided connict ended swiftly. a blow to the head
and the young man knew no more.

Rohcy!'s head throbbed. IIe was glad to be alive.
His anns were stiff as were his legs. He opened his eyes
to sec why. but over him was a man in rich but bloody
robes, holding a sacrificial knife. He was tied to the
alter. Wbere were Ralph and Lute" How had thi,
happened?

"Oh gods of nature. accept this thy sacrifice."
the Druid intoned. He raised his hand once more and
lightening came down, engulfing the stone altar.
When the air cleared, the altar was once again bare.

Chapter III

ohcyl was astounded! 0, that did not

II·even discribe the way he felt. One instant
: . he was being sacrificed to ...only the

,., Elders know what ...and the nex t he's
alive and well a t the bottom of a pit

filled with glowing lichen. The light revealed a simu­
lady illumed tunnel to his left. As his eyes adjusted to
the semi-darkness, his ears apprehended the regular
quick-step of approaching feet.

Jumping to his feet. Rohcyl looked wildly about
for a club or stone. anytbing he could use for a wea­

J pon.
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··Naturally. there wouldst not even be a rock to
he round'" hl' mumbled.

Into the sparsely illumed pit stepped two
unwholesome members or near humanity. hearing
drawn blades. Riihcyl shivered and knew them Ihem
1'01' Dark 1:lves. remembering Valmous's words con­
cerning them: "Dark Elves are repulsive. long-nosed.
dirty. hrown-skinned creatures. They appear in open
plac~s only in lim~s or great darkness. as any bright
1i~llt (Ufn:,,> tlll'lll to ~ton~'"

"Co III l' with liS. hUllli.ln!" barked thl' largl'r and
J~ast n..'plllsi\'~ of Ih..:- two ('Ivcs. The tlln.'I.' lmvckd lip
the ttllllll'1. ulltil the ~haft intercepted a Illuch larger
pa\sage;>. h(':Jvily traffickl'd by l'Olllllkss 111lll1bcrs of
Dark Fives in all dirl·clio,,,. Entering this. tlll'y soon
(,'.H11l' upon ;I \';1:-.1 l"IVCrll. ~lIll1ost totally overgrown
witll th\,' glowing licl1l'll. rhl' area was a contrast to
till' hll~th.· :lllll hu:-.th.' 01" thl' Diller p'-Issagc. having but
one oCl'l,pant. a very old. riL'illy-rol1l'd 1:11'. with a"
incrl'dihly long "ose. ri,e 1:lI"s inilialing or magical
passes in the air told Rohcyl Ihal he raced a mage or
grc:lt power.

"Thi Ill'\\ slavt' has a Illagical artificl'.'· He
~pokt· at 1:1 1. I he 1\\0 :Ifmcd l')V(':"o laid h:mds 011 the
young n"'n. rinding 11ll' black kathn pooch hidelen
nnder hi, hool l1ap. A Sl'nSl' or dfl'ad rilled Rohcyl.

"Wherl' didsl tltou get crystals or litis type'!"
asked the Dark c.lr mage. Rolteyl knew Ihat admitting
his arcane ahilities migltt get him killed, so he 5:lid
nothing. Suddenly I", was slammed to Ihe hard stone
11001' by Ihe nats or Iwo sword hlades.

··Sp('ak. when :.IllY l'Ir (ki~l1s to gWCl.:.' you with
a word. slav\,.'.··

Rohl'yl was barely able 10 mUlier. "I was
given it as a dying gifl frol11 a Illall who told me not
or ils use."

"Tbe slave doth lie." said tlte mage. "give the
crystal to me and send bim to the lower tunnels."

8

AI these words the larger or the two who escorted
Roheyl stood adamant.

.. , claim the bauble by right or rirSI louch!"
he growled. Th~ magic-user stood as if to give argu­
ment. but the larger ell' shoutrd him down.

"We will not argue in rront or slaves. I will
take the vennin to the mines. We shall converse later."

The mines were worse than RohcyJ's most
dreaded rears: stiming hot. dimly lit. lillie rl'st be­
twel'n shirts. and bardy edihle I'ood. All tile Itumans
were barbarians and didn'l know how or would not
speak 10 him. 1:lves fed Ihem onee a day and during
these times he rormulated and discardl'd plans by the
srOf(' ror escape. Spells weft' Ulllbabk. l.·mploying the
lools provided by Ihe elves wa, not possihle. 1'01' they
were counted al the end or every shirt. and leading
olher humans in revolt was negated. 1'01' they were
sunk in deep apathy. Days (?) later. his horrible
state worsened. as th~ Ell' lord with Itis crystal began
summoning Rohcyl to launt him with his loss.

After what SCCIl1(:c! like an age. two things
happened that changed RoheyJ's lire-slyle: The slaves
uncovered a subterranian river. that the elves promptly
turned away from. and during th~ following work
shirt. a tunnel collapse trapped three barbs in the
rubble or Ihe accident. The lotal disinterest in saving
those barbs on Ihe part or everyone bUI Rohcyl
caused him to ask the elves to be allowed to work
on his rest times in an allempt to save the three men.
He spent long hours using the marvelously crafted
c.lven tools to pull away the tons or rock and wood
and round the firsl two barharians cruslll'd to death.
/-Iowever. a little whik later he discoverl'd Ihe last
I11.Hl pinned under st"veral large support timhl'rs that
had. ohviously. saved his life-. When he dragged Ihe
barbarian out and ft"vived him with wall'r. the hugl:
man spoke to Rohcyl in Ihe common tongul'.

"We arl' now dealh hrothns. oullanller. Thy
will is my will and I sltall die herore thel'. prl'paring
till' way tlte I)l'atlt lIal1 of the lIerol's 1'01' thee."

From then on. Rolteyl had a partlll'r in Itis
escape pl<:l115. At the beginning of the next work shift.
Ihey hid a pick. a pry-bar and a supply or sort wood
in a side lUllnl'l Ilcar where the human slavl's slept.
The two then caused Ihe ,n1:,11 cave-in and told the
elves tlwt the hiddl..'!l tools \\Il:r(' hurkd lllllkr tons of
rock. Th&oran. Ihe barb'lrian. Rohl'yl new round
rril..'nd. figured that the riv('r Illust go to the surf:'H;c
or the rives would not haw been in such a hurry to
avoid it. The only raetor stopping them rrom an at­
tempted escape was the loss or Ihe Arcane Crystal.
The next time Roheyl was summoned he Iried a dan­
g.:rous bluff.

"Well. human.how dost thou like thine lire in
th ....' i:averns~"

"Humans were never ml'anl to be slaws. Ell""
"Maybe so. human. but we think your race

ought not to have such baubles as Ihis gem. once
yours.

"We slaves rind many or those down in ti,e



caverns, but your men take them from us as soon as
they are mined."

"What is this, human? I hadst not heard of such
matters," exclaimed the fat overlord in a state of
horror. "Take the human out' We shall see if these
things be ourselves," hc said, motioning for his atten­
dant to approach.

Rohcyl and Theoran preparcd for the lord's
coming by igniting slivcrs of soft wood for an instant
torch. They did not have long to ponder their fate.
Soon they heard the dark elven drums heralding the
elf lord's arrival. Whcn the elves did not find the two
with the other barbarian slaves, a search began imme­
diately. Before long they came to the tunnel where
the objects of their hunt lay waiting.

"Hold them off. Theoran, while I start this
wood for a torch."

The huge barbarian leapt in front of the elves
with his pry-bar aloft, calling on all his ancestors for
courage and luck. The elves came with swords drawn
and shields held low, looking for an easy kill. Instead
they found their heads bashed in by two swings of
the savage bar. QuiCkly Theoran armed himself with
sword and shield for the next onslaught of elves.

"Young master, these grubs will overwhelm
me soon for they fight like demons."

The elf lord then entered the fray and all other
elves backed away to give the honor of the kill to
their lord.

"Thou fightest well, human, but thou hast
not faced a real elven fighter yet."

The elf lord slashed at Theoran shield, cleaving
it in half. and leaving a cruel gash in the barbarian's
arm. Theoran parried with a blow to the chest. but
the elven armor easily resisted the blade's force, and
he knew he faced certain death. Suddenly the entire
tunnel was illuminated by torch-light. changing the
elf lord and the first elves to stone. The remaining
elves ned down the tunnel before they, too, were
affected calling for what sounded like 'the lords of
silver' while continuing to run. Rohcyl grabbed the
elven lord's leather pouch and opened it to find his
crystal and many other gems of unknown type, but he
did not have the time to assess their value, Theoran
crushed the stone hand holding the elf blade that had
cut him through his shield and picked it up from the
debris.

"Even though it dost not have a proper curve,
it is a mighty weapon, fitting for a human hand and
not that of an earth grub,"

They both went running towards the river
tunnel, Rohcyl with a torch in his hand and the
barb with the magical elven blade in his. When they
approached the side tunnel to the river, two elves
strangely dressed in glimmering silver mail with eye
shields and holding huge maces appeared as if from
nowhere. Obviously, the first of the 'lords of silver"
One elf attacked each of the escapees. yet neither had
reckoned on Theoran's skill and protective determin­
ation. The barbarian cleaved the first elf assunder with 9

ease and followed through with his swing to block the
stroke which would have slain his young master. Th~
second elf was quickly dispatched, leaving the barbarian
invigorated by the exercise and Rohcyl astounded at
his friend's pussiant skill.

The river quickly revealed itself and the two
dove in. letting the strong. warm current carry them
away. As they travelled farther and farther away from
their captors. Rohcyl's thoughts turned to a scroll he
had to retrieve. but the fate of his two fri~nds. Lute
the bard and Ralph the hobbit, and a plan involving
all of them and a certain unholy druid.

Chapter IV

ute!-Lute'" whispered the hobbitII "",h,,;,,II, ;,,, "" d"k",". ··L""~,"
you hear me?"
There was no reply. Ralph squirmed. An
excruciating pain shot through his arms and

legs, He sorely realized that his limbs were now a
tightly bound mass of thick green chords. Movement
was not possible. The last thing the hobbit remem­
bered was being surrounded by a swarm of barbarians,
attacking the nearest one and a large black fist sudden­
ly descending sharply unto his face, whigh he now
realized was swollen and aching. He lay quietly for a
while, attempting fruitlessly to forget the pain that
tormented his body. Finally he vowed to try a second
time to raise response from the comrade he prayed was
still with him.

"Lute' Lute! You cracked-voice poetaster,
where are yoU?~"

A low moan came from a few feet away. "Lute?
Is that you?" queried the little cutpurse, anxiously
awaiting an answer.

"When I get my vengeful hands around your
scrawny neck. Hair-toe, .. you just might not be so
glad to sec me. You mischievious little pest! What
half-witted notion made you run off like that in the
middle of the night? Don't tell me--I don't want to
hear it!" came the disgusted rcply for which Ralph
had longed.

A loud, restless silence pervaded the room in
which they were held captive. At last the bard spoke
out, "Well, 0 Short One, how in the name of all the
Muses are we to get out of here?"

"Dead. most likely," came the retor!.
"Not exactly my idea of a good time." said the

bard, coldly. "Any other bright ideas, since you seem
to be the one coming up with something? You might
be interested in the fact that there is a quard outside
and we're in one of the huts at the edge of the
forest. .. facing the sacrificial altar." There was a
gloomy intonation in the last phrase.

"Well, we're both too tightly tied to work free,
Someone will have to loose us or I'll wager you and I
are to be god-bait on the 'morrow."

Ralph laughed aloud but stopped short for it
caused pain. "Aaahh...and while you're at it why



not a\k for :J hor...~ Of t\\'P and dirl'ctioll\ to Lawn!"
C;JI11~ tht.' sarcastic repl).

-Ikh'- said lUle. l'\l·ill'dh. and almost too
loud. "You ha\~ ght.'n IIll' all idea hart.,-ract.'. Givt.' Illt.'

.tl'OUple of III illllIt.· ... and call till' guard."
-\Vha-" ,Iarted the pUI7k-d haltl",~.

"Shut lip and dO:l,) I S~IY~" r~')ponlkd lht.'
hard harshly. lIardly had the lasl \lord heen spoken
Whl'll h~ bq~an to mumble under hi ... breath. I\fter a
ft.'w 1ll0llwnts Lutl: ,ignalkd Ralph to rOll~t.· th..: guard.

-Iley out there'--' Oll hlood ,Iurpin~ son of
;t Mallticon:!--("l1It'rt.'~"

Sudtk-nly the harbarian hurst into the hut.
seimitar h,m'd and ~Ii,tl'ning oil of hi, torchlight.
LUle continued IU I1lUrIllUr.

-Me kill liltle insect.·· cried the infuriated
harbarian as he lifted the weapon over ihe hobbit.

-Halt' Friend. pay no attention to the earth­
dweller'" Lute spurted out. Ralph was agast. The
barbarian's face changed into a peaeeful. if not some­
what blank, expression almost instantly. "He has
been insane from birth:' continued the bard quickly,
"pay no allention to him:' The bard sighed with
relief as the guard quielly backed off. still dazed by
the initial shock of the spell cast upon him. Lute
smiled with pleasure but then put on a face of an­
guish as he addrt'ssed their huge, muscle-hound captor,

"Friend. my ropl'S are tight. Du you suppose
you might 100sL' me for a while" I'd like to stretch
my eonstricted limbs,"

The barharian nodded in agreement and knelt
down to untie Ihe smugly pk-a,ed LUll'. Ralph gasped
in :lInazcmt"nl. Ilavin~ ht.'t.'n fn.:·ed, tht.' bard rose up
and shook himself. -~ly many thank>. fril'nd. Now
may \\'l' untit.' thi ... poor \\ rl'lrlh.·d Crl.'~ltllrt.,·.I" hI:" said
as he pointed to the hobbit. I hl' ,pdl-hound hl'ather
n:calkd till' rt.'cenL illCiol'llt and bt.'g~111 to :,hake his
head viok-ntly.

"No! No! ("raJy m:JI1--("raJ). man!" ht.' repeat..:d
incessantly a') if in a t r:lnl."l'.

-Yes-lTat.y n,,"1." ,poke till' bard calmly. -but
hI.' remains still if h...: i\ not lied."

"No' No' ;vk not frt'l' mad m,,,1." The bar­
h'lrian qood Ilis ground firtllly.

"At k~lst 1l){}Sl' him '0 tllat Ill' Gin get his
breath,-With th'll the bard \I inkl'd al Ralph who was
watching the discollrsl' witll great anticipation as to
the outcome. The thief ,tarted 10 cough and ehoke
very loudly. Lute prl'ssed the situation. "If he is not
loosened he will die before the sacrifice tomorrow.-

With that the barbarian handed the torch to
Lute and bent over Ralph. Laying aside his scimitar.
he began to undo Ihe taunt bindin~, of Ralph. Swiftly
Lute snatched up the sword and hrought it down
upon the guard's ~inl.·\VY Ilcl"k. One ... troke and thcir
captor was dispatched. Lute set to work on the hob­
bit's L'ords ;Jlld SOOI1 frl.'ed his partnl.'r.

Hiding the torch behind a doak. Lute peered
across the clearing Lo OhSl'fVL' tht.' cHmp's :H.:tivities
while Ralph seardwd Ihe hovel for Illeir hl'longings, 10

Needless to say, all that could be scrounged up were
their scoured out packs and ill-treated capes. They had
no weapon but the scimitar of the dead barbarian.
Ralph approached Lute and he too peered into the
dark .

"What shall we do now. croak-throat? We are
free, but without anyplace to go."

-Well, I surmise that we shall have to procure
suitable transposts, then'" replied the bard in a rather
haut tone,

"llow?"
"Simple! We steal them. Look, first we dowse

Ihis:' said Lute as he rolled the torch in the dirt.
"Next we put on our capes, for eover. and we're off."
With that the bard leapt off iuto the darkness behind
Ihe hut, closely followed by his companion. Silently
the well-trained stealth's crept around the edge of the
barbarian's camp until they came to the stables. Lute
went up to the edge of the forest and espied the possi­
bilities. Soon he returned to the place where the hob­
bit had stationed himself for protection and obser­
vation.

"I count eight guards altogether: we must
hurry before they comprehend the significant change
in their relationship to our being."

"Knock off the wise mouthing and lets b~ for
getting out of hne." Ralph was beginning t,~ get an­
noyed by Lute's upitiness. Ralph stopped short and
gasped. "Wail! What about the clean-faced magic­
user? He can't be left to the likes of these.

Lute was shocked back into reality. Slowly
he lowered his head and spoke softly. -I heard the
High Druid order his immediate sacrifice before I
was knocked oul. Because of his bravery in attacking
the druid himself. instead of the lower priests and
warriors, it was uccrl:cd that hI: should go at once."
A note of sarcasm went into the word 'bravery' as it
was uttered. Finally he raised his head.

"He's gone. It's time we do the same. But to
a different realm than that which is his hap tonight.
You sneak in and procure two steeds for our use.
The guard should be no trouble. When you have them,
lead them through the woods and around to that
hul. .. it's the High Druid's. Don't argue'" said Lute
placing his hand over Ralph's mouth. "We need money,
supplies and our weapons, especially my dwarven
blade. You my find some supplies in the stable or the
hut next to il. Whistle for me when you have every­
thing."

With that the bard was gone. As had been sup­
posed, the guard was quickly out of the way, the
supplies gotten and the horses obtained. Ralph quickly
took them to the meeting place. Less than a quarter
of an hour had passed since they had escaped. Lute
appeared, even before Ralph could whistle, carrying
Iwo or three fat. round pouches, a locked wooden
box, their swords. and much to the hobbit's dismay,
an all too-familiar lute. Lute grinned wide.

"Like taking the hoard right out from under a
sleeping dragon' Let's ride.- And with thaI. he loaded



ChapIN V

the saddle-bags, climbed up and the pair rode off into
tile darkness.

"Know. young master," spoke ThcorJI1. SOlll­

berly, "tbat my dealings witb th:ll ... tbat ... foul son
of a stink weed are far from over. lie bas enslaved my
clan. making thim endure his sacriric~s without know­
ledge of bis great evi\. I must destroy him and all tbat

1ff!'~~ri1 alpb and Lute rode long into tbe nigbt. be eonlrols. And--I ... 1 wisb your bell', young one."
backtri.lcking and circling like foxes. making For tile first ill1c. there was silence. Rolleyl,
sure tbat they were not followed. At last was truly at a loss for words, but nol out of joy any
tile pair made to rest in a c1cnring alongside longer. lie had no desire to rcturnto the sorc~ of his
a great river. watering their horses in the near death. but the big barbarian. now by custom a

swift. cold water. Lute scratcbed bis cbin. It was then servant of bis, was rigbt. Justice was in sore nced of
he felt tbe stubble tbere and realized tbe lengtb oftlleir bein~ done. Wby must it be bis figbt? Tbey were not
unconciousness, balf a week, al least. bis people. But. tben, isn't Ibat wbat be bad been

"A rox on Druids and alllbcir. rcally trained for, despite bis inexperience, to figbt
"A JlOX on yourself." interupted tbe 110bbit ;IS for tbe right and to seek order and justice? Yes, he

he jostlecl tile unwary tunesmith from bebind, "See would do it.
you anytbing of note?" Tbe silence seemed an eternity. A second

"Aye, a bobbit-llLIngry Ogre and a few later Rohcyl spoke, smiling. "Tbeoran, our destinies
what's that on the river"" They rushed to tbe bank. link together again. We shall seek you druid and
In the next few minutes tbey fished a pair of .!lear- purge your village of his foulness. What betler pur-
drowned rats from tbe river current's i&, " pose could there be in life than to
swirling waters. f,' ' right wrongs and fight for something

"Well. Lute, either your incre- J noble, sometbing you believe in, to
dibly awful humming bas summoned ~ make this the goal in your life."
up a duo of mud gbouls or our "I could think of a couple of
friend, the wizardling, and a giant things."'
from the depths bave made a wet "Ralph I"

escape from tbe grave." "For." said Robcy\. "witbout
Lute belped Rohcyl to shore, such a goal. witbout guidance In

but Ralpb coLtid only gape at the our lives, we are lost."
size of Theoran as he crawled out of "A vision from the gods'"
the wa ter: however. both were too "No, friend Th~oran," said Lu te,
exhausted from fighting river cur- "it is an inner vision. But I am not
rents to do more than take in mas- one who would discount the gods in
sive gulps of air. Lute and Ralph ;t I "anysituation.lfitisquestsyouseek.
said enough for all. Tu Lu""!. yo...... ~.<,~t then don't eounl me or fur-fool here

"lJ/II",,'1II6 II" S " , . .
"We're glad to see you amongst SU~AlO IJP 1t~ ~\~ l:z out of the funnll1g. I III not one to

the living once more, my saturated "'PillA, OF l~. ~, '- run from a eonH"de in need. even if I
sorcerer," the bard said, "I think ,Al!IIDCIIOClLS!! don't have "ny nobility in me.
that I shall compose a tune on your escape." The hobbit s"id sonething inaudible and Lute

"Would you rinish what the river has almost ac- gave him a withering glance.
complished and kill them both with your rasping dis- "I for one would welcome this chance for the
cords?" came the counler from Ralph. ballad I can someday make of this fight."

"Small one, the day is coming when you arc "If you sing that ball"d, ilw baltle it will cause
going to vex beyoud my compassion til I silence with people trying to stop you will be ewn grander. oh
your miniature throat witll a harp-string'" harper of tht' everlasting frog-throat. ,-

"That'll be the best usc you've put it to in years, Lute let go a kick at his small friend, but the
but talk is cheap and you can't see in the d"rk to per- hobbit was too swift for him "nd easily ducked aside.
petrate such a deed." After that, attention turned once more to tile broken

The hobbit skipped around Lute in the darkness treasure chest. The taller trio began digging tllrough
and tripped him over the locked wooden box they had the contents, while Ralph merely sat back, mentally
unpacked from tile horse, The chest burst asunder, dividin~ up the loot into uneven sll"res.
radiating a glow from within. Roileyl, seeing his Ar- "There is nothing here or a magical tldtUfl'.

cane Crystal gleam, found new strength and rushed "t I"st the young magici"n said. "We must then rely on
over to sift through tile upended contents. Theoran's migllt. Lute and R"lpll's guile and my

"Thou hast recovered the scroll that my master, small magics to undertake an assault on your evil
Valmous, gave to me. My friends, words nee me, I dost druid."
not know how to give thee thanks. With this in my 1'0- "Roheyl, my arcane friend, would it not be
ssession once more, I ... 1 have no need to return and possible to use hair-toe here in your magical conjurings,
challenge the evil druid and his fell barbarians." 11 mayhap you could use Ilis troll-sized feet in a sacrifice



In :-.omc dcmon?"
··Your harping h:.ls no effe(l on our maglcwll.

though it undoubtl'dly sc~rcd ~w~y ~II th( dragons
in Ihe vicinity." said R~lph. eyeing Roheyl uncasily.

Th"or~n. who h~d be~n w~tching all this. now
spok( in a vcry matter-of-faci tone. "I know not the
\vays of your p...:oplc. singer. or of your pt·opk. tiny
o Ill'. but if you r(~lIy wish to fight. why dost thou
continu~ to lalk on iI" Why not h~ve ~I il Iii one of
you ha~t won'!"

I h( two look~d al Ihe big barb wilh st~rtled

...:'{prl'~sion~ on their ftlccs until they realized what
they must have sounded like to the barb~rian. With
lears rolling from their eyes. th~y laughed thems(lvcs
to the ground until evcn Rohcyl and TIH!orJn could
scnrcely keep frolll joining in. Lnter Rohcyl tried to
explain 10 Theoran ~bout his two friends ways. but he
nevcr could quitc understand.

It had been a trying night for all the party. both
effecting escapes from almost certain death. Tomorrow
they would plan their assault upon the druid. but first
n night's sleep would be necessary. As his friends slow­
ly drifted off, one by one. into sleep's bosom. Rohcyl
begnn pouring over his now regained scroll of spells.

The old. withered hands passed over the crystal
ball clouding and darkening the image of the young
man and his friends. A slight smile 'crossed his lips and
peace softened the weathered face. The boy would do
quite well for himself.

Chapler VI

awn broke clear the next day. ushering in

~ w,," "" """,' '",w m;," b, "" "";"~
ning of ~n adventure larger than any of

Ill' them had bar~ain~d for. Yet. ~ach started
morning with hope III IllS heart and a smile

on hi, lip,. P(rhaps this was caus~d by tht'ir golden
drt'~n" of glory. th~ir desirc for the ta'te of sweetness
such a, only rewnge can produce. or m~yhe it was the
pur( joy of fellowship. Whatever it may have bc(n. it
made the day seem like the best they had ever known.
Theoran nnd Lutl' gathered firewood and Ralph fixed
breakfast \\bile Rohcyl continued to pour over bis
snoll and book.

"Jlurry up with that wood or all my ingenious
skill will have b~t'n \\astt'd you lazy oafs'" crk'd Ralph
at Ihl' top of his lungs.

Crash!' Rohcyl looked up from his writ ings and
burst into laughter. Over by the fire sat Ralph eover(d
by wood and bru'h. Behind him stood Lute. holding
his side, as he chuckled gayly.

"And did your ing~nious skill inform you Ilwt I
was but ten feet hehind you when you Slllllmoned us.
o Hobhit of the Furry Foot"" said Lute sarcastically.
as he bowed low in ~ mock gesture of courtesy.

Ralph sat spc(chless. Slowly h~ b~gan to r~move

thc timber frolll his person. being carcful not to drop
any into the small !lamc so as to smother it ~nd spoil
his Illorning·s labor. Just then Thcoran <.:3mc into the

campsite carrying another lo~d of wood.
"What?" he exclaimed. is our hobbit chnnged in­

to one of the wood people" Surely we must avenge
him!"

"No. my friend." Lute said solemnly. "the lillie
boy is merely playing in the wood-pile. Be careful not
to make a mess-Rnlphie'"

With that. Lute slowly turned and walked away.
Tbeoran. quite bewildered. shufiled up cautiously to
Ihe hobbit and set down the wood. continuing to eye
him nil the while.

Silently. Ralph continued to brush off the leaves,
twigs and grass. ot looking up or discontinuing his
~ctivity, he spoke. "Someday. pierce-pitch. you shall
vex me beyond endurance and I shall take one of your
rusty, minstrel strings A 0 CHOKE YOU WITH IT'!"

'Thou art mad. fuzz-foot!" he replied.
"Enough of this, you two, it is time we get on

with preparations for bailie," Rohcyl interjected. "We
must still devise our course of action. Unless we attack
with a difinate plan, all our efforts are in vain. Come,
let us prepare a means of aclion. What say you?"

Suddenly the rest were brought back to the re­
ality of the situation at hand. With one accord they all
answered, "Aye" and gathered for counsel.

Ralph spoke first. "Though I do not like the
idea of delay, I believe the best way to do this would
be to wait until the next new moon when all the camp
will be gathered together for the sacrifices. In that way,
we can catch them unawares. That will give us an ad·
vantage we must have."

"He's right," addcd the bard. "It will. also. give
us ample time to build up an adequate arsenal."

"1 like it not. The longer we wait. the more of
my people he will have under his power. I say we
strike now!··

Rohcyl remained motionless, deep in thought.
Finally. he. to. gave counsel. "They are right. Theoran,
we must have time to prepare. How fnr is it to the next
village?"

"Two days. maybe three." said Lute. "Why?"
"Ralph. you ar( good at building war machines,

aren't you? And you. Theoran. you said in the mines.
one time. that you used to be a neteher. right?" Both
nodded affirmitively. "(;ood' Lute shall ride 10 the
next town and procure a goodly number of full oil­
skins. Ralph can devise a few small engines of war and
Theoran can make us somc thick. green-wooded arrows.
In the meantime. I will continue to study and help
these two as I may. Lute. you should be able to get
back in five or six days time--that will offer us two to
three days at most 10 reack the druid's camp. I doubt
that will be enough time to do this. but if we work
hard we may just succeed. May the Gryphon clear
your path before you. Lute."

"And may he protect your camp, Wand-weaver.'.
Lutc got up and left to pack his things to leave, the
rest remained silent. With the skill and speed of one
well experienced in the art of leaving at a momen!'!
notice, Lute mounted and rode off before the rest
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could still themselves up and wish him well. They
did. however. hear him exclaim, "Farewell". as he gal­
loped down the path and out of sight.

The next days in camp were busy ones. When­
ever Rohcyl was not studying he was either hunting
prime feathers or long. strnight. green saplings for
Theoran"s ;lrrows. or clIlling and plaining SIllJII b(:ums
as Ralph directed. By the middle of the fourth day,
they had put the finishing touches on the first of their
catapult engines and the other three werc well on their
way to finished assembly. Rohcyl waited as long as he
could, but soon desire overwhelmed him and he per­
suaded Ralph to leave the other catapults until this one
had been tested. They dragged it over to the edge of
the woods where it opened out onto a small clearing
about the size of the Druid's camp. It was the ideal spot
for a trial run. Rohcyl and Theoran rummaged about
the underbrush until they found a few stones large
enough to sufficiently represent the projectiles they
would be using. The catapult itself was strong enough
to heave their missiles thirty or forty yards. Just what
they needed. Ralph smiled proudly after the first few
tests.

"Best engines of war this side of the Garthorn
River," he said, patting the catapult arm. "I'm aiming
the first one right for the Druid's sacrificial altar. Fire
from on high, what a suprise that will be, eh?"

All three laughed at the thought and then re­
turned to their tasks. That night as they sat by the
fire watching the embers slowly die away, they talked
of the corning battle.

"Theoran, I think you should go to the east end
of the clearing and hide yourself on the rise. You
should have a better view of the camp, so that you can
take better aim with your arrows. Also. it will be easy
to hide the fire amongst the rocks and not give away
your position. Lute and Ralph should set up the cata­
pults on the southwest and northwest sides. Once you
three start a commotion. I should be able to get a
good shot at the druid. ow. if only Lute gets back
here in time. we'li be all set."

"Worry not over his skill and courage. Roheyl.
he will return soon." Then. with a smirk. hl' added.
"Unless he attempts to swoon some maid. in which
case his singing will cause the whole town to rise a­
gainst him."

"Let us hope that he has more wisdom than to
attempt such endeavors a, those," said Theoran as a
small but serious smile crossed his lips.

"Oh! But I have'" said a voice a few feet away.
"In fact. I stopped to talk to no one," "Lute'" cried
all three at once. "How did you come upon us without
our hearing you?" queried the barbarian.

"I have my ways. and I. also, have the oil.
Very cheap! Eight skins full for a knock and I took
the skins. Now when shall we go? Tomorrow?" They
nodded.

Bright and early the next morning. the four
companions set out for the camp of the druid. By
the night of the second day they reached their desti·
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nation. Very quietly they situated themselves and their
equipment. It was not a day too soon. The next night
would be the new moon and. therefore. sacrifices.
Each one knew exactly what to do and when. So they
rested that day in readiness for the corning night. Yet.
it was hard to rest or find comfort. !:.very muscle drew
tense in excitement and anticipation.

The time had finally corne. Dusk wore on into
evening and then into the blackest night. Slowly the
moon rose over the treetops. casting pale shadows over
the night awakening forest. The nickering glow of a
hundred crude torches lit the areas the moon could not
slide shimmering finger into. A chant began, slowly at
first, beating a rhythmic vocal tattoo against the subtle
forest sounds. At last, out of the largest tent shadow
emerged the Druid and he called for the first victim.
so that the forest gods might be appeased.

Out of a small tent. guards dragged forth a writh·
ing body to set before the gleaming. sacrificial blade.
The man screamed.

Even as the scream faded into the stacato of the
chants, the first of many long, naming arrows arched
and descended into the camp. The names danced along
the shaft as it leapt into one of the tents, only to leap
from there onto the fragile tent, consuming fabric and
frame. From the south and north came Ralph and L"te's
firey balls of death, wrecking havoc amongst the now
glowing camp. The third attack hit the barbarians be­
fore they knew the first two had hit. Rohcyl had crept
up to the largest group of barbarians and put them to
sleep with the use of a simple spell. By this time. many
arrows and balls of fire had begun to fall among the
startled and confused mass of men. The camp was a
site of semi-random action. Frightened and com fused.
the savages tried to seek out their opponents. run
wildly and put out the fires that were consuming
their possessions.

Rohcyl found the Druid and began to weave
his strongest enchantment. Just as the spell was cast.
howcver, the Druid spottcd Rohcyl and raised his stafr.
The two powerful concoctions met between the men
and exploded with such force that it st'nt them both
reeling backwards. As fate would have it. Rohcyl hit
his head in the fall and was stunned from the blow.
By the time he arose, he found himself face to face
with the Druid. The battle had continued to rage on
about them: Lute. Ralph and Theorell1 had exposed
themselves and were fighting with sword and shield:
but Roheyl knew that for him. this was the end.



Fati ue Factors
On page 8 or Underworld and Wilderness Adven­

tures. lInd~r "ThL' 1110V~ turn in the underworld:."' it
states that "Time must be taken to rest. so one turn
every hour nH"t he ,;pent motionle'i'. and douhle the
rest period must be taken after a !light/pursuit takes
place'" To c1ariry the point of rest after stenuous ex­
ertion. a system of points called Fatigue Factors has
been devised. These points reveal the amount of sus­
tained physical exertion the D&D character can endure.
This factor will be modified throughout the game. de­
pending on the charncter's level and the amount of
damage he has sustained.

To discover the IT's that a clwracter has. find
the average of the chanll.:tcr·s strength and constitution
scores. then multiply by 10. Thus. a player with a
strength or 15 and a constitution of I ~ will have a score
of 135 ffs. This number is the amount of exertion
that a character can do before he would totally expend
himself and die. However. except unller special circum­
stances. the character would drop from exhaustion.
first. The minimum numher of U.s required to main­
tain life at a concious level is 30. When a character's
f.f score is lowered to this number by either physical
or mental cXl:rtion. hI.' will drop to the ground. exhausted.
and will bc unable to light or move of his own accord
until sufficient factors an..' recovered through rest.

Two other important 1111Il1h(:r~ in tallying r.r.s
are 66'i; and 50(~. Wllcn only 66'; of a charackr's
r.r.s remain. his hit probability. dexterity a'HI damage
will all be down I point each. When the 55''! level is
reached. the above factors will be reduccd another point
to -~. Regardless of how J1l<Jny r.r.s <Ire gained through
fJuv;:mceml".'nt in level. Ihe :lbove percentiles remuin con­
stant. Thus if a character had 135 ff.'; at first level. he
would be at -I hit probability. dexterity and damage
at 89 fLs and at -~ when his U.s reached 68. However.
there is. also. a maximum number of U.s that the hu­
man body can reach. This number is usually large and
can be determined by multiplying the original U. by 5.

Now one might ask what the Lf system is used
for. For fighters <ll1d anyone else in combat. fighting
saps a cerlain amount of strength per turn in melee. If
one studies one's physical education charts. you will
see thal fencing is a high-kvcl energy user. Thus. fighting
makes a great drain on the players' energy reserves.
F. Ls are lost atara te of five (5) poin ts per melee round.
more if the player is over-<,neumbered. Using a heavy
weapon is. also. a drain of"ncrgy to those players with
a strength of 13 or less. Sucl, weapons as a two-handed
sword. or pole-arms. l1ail. morning star. battle axe. pick
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axe. and war hammer cause an f. L drain of one ex tra
f.r. point per melee turn. when used by someone with
a strength less than 14 points.

Next comes the ff drain for physical activities
other than fighting. If a player is carrying 50"!- or more
of his total encumbrance points. he will tire at a rate of
5 fJ. per turn that he walks. If he is carrying less than
5O'k. he will tire at 2.5f.f. in the same time. When
over-encumbered. the drain will amount to 10 ff per
turn. Running will drain at +10 Lf. if encumbrance is
less than 100%. or +~O f.f if over-encumbered. The
same is true of swimming. As previously mentioned,
over-encumbrance. basically doubles the rate at which
ff are lost, regardless of activity, with swimming the
only exception-since only 18 strength of the two
highest catagorics may swim over-encumbered. safely.

This next paragraph and the info it contains is
a biggie, as far as magic-users and clerics are concerned.
The use of magic requires the taxation of the user's
strength and endurance just as much as the use of a
weapon in combat taxes a fighter. except that the
magic-users require even more exertion. The following
system is based on the concept that magic use requires
an expenditure of energy and thaI the higher the level
of the spell. the more Lfs it will drain. To find out
just how much the casting of a spell will cost the
magic-user in U.s. multiply the level of the spell by ~O.

Thus a shield spell would cost the user a mere 20 LL
but a me teor swa rm wou Id cost the wizard a full 180 Lf..

Magic use is the area of f f totalling that could
cause a player to literally expend himself to death on
a spell. A player with a total f.f. of 150 points who tries
to usc a ninth level spell would kill himself in casting it.
Even the throwing of a fifth level spell at that rating
would bring the character to his knees with the strain.
Thus. high level spell are used safely only be high level
magicians. nder the magic-use heading comes bards.
magic-users. :.lIld magically endowed monsters (Dragons,
gremlins. etc.) but assume that when a creature may
usc magic at will that it functions as a maximum 1'.1'.
magic-user at least as far as magic is concerned, regard­
less of its hit dice.

Assume that all spells that are clerical in nature
(Clerics. Anti-clerics. Rangers. Druids. Lammasu, etc.)
receive help from deities when cast. Therefore the ff
cost to the caster i only 10 times the level of the spell.

So far the effects of physical activity and magic
use with the Lf system have been elucidated upon.
One more major point. though, requires looking into.
The effects of physical impairment upon the character
is one of the most important aspects of the Lf. system.
The perccntage of hits taken in relation to the total



number of hits possibly taken by the player or creature
is equal to the percentage of f.r. lost when that hit is
taken. This figure is based on the number and type of
his dice taken by the character. If a first level fighter
who can take one eight-sided die of damage rec.'ivcs 4
hits in the chest. th.'n his f.f. score of 120 is reduced
immediatly 10 50''' and becomes 60 r.f Forclarification
of the percentages in relation to hit dice sec the chart
labeled ·'Percent Fatigue Factors Lost per Hit Taken·'.

After one is thoroughly exhausted from fighting,
runni ng, necromancingand gelt ing bea ten by ugl ies--how
does one recover all of those lost U.s" The answer is
quite imple. REST! '! Recovery can be made at the
rate of 25f.f per 10 minute turn spent motionless.
There is onl' stipul:.ltion. though. F.f.s IOSl through
wounds may only be half regained until the hit points
taken have been healed. Thc recovery rate for f f lost
through wounds is. therefor. slower than those lost
through exertion. They may only be regained at a
rate of 10 per game hour or 10 per six turns.

As one final note, ffs may. also. be lost through
disease. A minor disease will (DM determines sev('rity
of diseases) reduce the affected charactcr·s U.s total
by 50% during illness and 20'7, during recovery period.
A major disease reduces the r.r. by 75'fr while ill and
keeps it reduced by 30% during recovery.

Additional U.s are gained at the rate of 10 points
per level of advancement. Characters with strengths of
18 get bonuses as follows: +2 strength points to the
original strength score for evcry level above the base.
Magic-users with an Intelligence of more than 15 add
5 f.f. points for spell casting. This additional bonus is
added on to the base ff level advance.

As a final, final note. f.f. losses in melee will not
be felt until immediate fighting is finished because of
the presence of adrenalin in the body. However. in
melees lasting over 20 rounds. f.f.s will begin to tally
up until the player quits or drops exhausted.

The above article is intended to keep players
from operating at peak efficiency when they have
either been lighting for many melee rounds. casting
9th level scroll spells ro been going full blast wit h
half of their hits gone. This treatise should clarify
another point of the D&D outline.

led. note this article has been edited to include

changes from later issue .J Fatigue Factor

Expenditure Chart

by Mark Ikndrick>
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The Arcane Crystal is a small gem about th~

size of an acom. sometiJl1l.?s a little larg~r. Although
markct value is small. when the spell of the [-Ifers id
cast in its presence. the gem will prOdUL'l' an oval.
gascous cloud approximately 3· x 9· upon which
will appear the living likcncss of tl", Fld.'r from whom
the magic·user gains his spl.?lIs. If:J magic-user ~hollid

lose. break. or in any olher way be dqlfived of his
crystal. he cannot summon the image of his Elder. nor
may he gain new spells (excelJting those gained through
research) until the crystal has been replaced.

Notc: Arcane Crystals are rare and extremely
fragilc. Magic-users must obtain their crvstal at first
level. Though they are usually given to one by one·s
mentor before leaving to make their own ill tile world.
thcy may bc procured in othcr ways. The only places
one may procure a crystal. however. arc from '.lI1other
magic-user or alchemist. Unfortunately, magic-uscrs
may only have one crystal at a time. and there is only
a 5% chance of any alchcmist having onc or two.
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by Puul Jaquays

Tilis article, devoted to women in D&D,is written,
not tu pl~ICl".' limits on rcmak characters or pbyers. but
tu givl".' nl".'W dilll~nsions in which to expand and grow.
providing Slh.'cialtics based on some interpretations or
mytilology and various works of fiction. Witil tile fancy
introductions out of tile way, delving into this author's
opinions and ravings, as far <.IS female character types
:Ire concerned, can without forethought continue, I
have tried to delineate fairly the gencml attributes and
primc requisites as they would pertain to :1 female
character. The follow-up deals with three specific
classes or subclasses for women, Fighting women,
Female clerics or Daughters of Delphi, and Cireeans,
Great thanks ar~ given to Mark Hendricks, creator of
the Circean subclassification for fcmale MUs, For more
information or at least another opinion on female
characters sec Len Lakofka's ·zine. Liasions Dangeruses
no. n.. As a note to tilose wilo have seen tllis magazine,
our femall' characters, their attributes and powers are
in no way connl'cted with Mr.. Llkofka's. having been
crcakd SO III L' 6 Illonths prior to the release of issue 72.

CIIARACTER ATTRIBUTES

STRENGTII as a rule of thumb, women are
110t built on a similar size scale as their male counter­
parts. 1\ wOlllan lllay have up to 18 strength, but never
naturally, heyond tile first catagory, Woman of 17
strengtil sufkr till' 10>5 of one of their charisma bonus
poinls, Women of 18 strengtil will lose both of their
charisma hOllus points. Tllerc arc no charismJ pcnalties
for poinb or strength gained through magic or by 3

gift of till' DM (see Cilarisma).
INTELLIGENCE no modification
WISDOM no modific:ltion,
I)I-XTf-,RITY no modification.
CONSTITUTION +1 against adverse wcather.
CIIARISMA There are really no two ways about it.
most WOIlll'll lwve a slightly higher charisma as ('ar as
Illl~l1 arc conCL'rlll..'tL To adjust for this, +2 is added to
the charisma score of femalc characters, This bonus
gives them ..I range of 5-20 on their charisma scores.
Thi, bonu, is in errect ON LY when they arc dealing
with male creatures. Females will lise tile ulllllodified
score against oLller fcmales. Elvcn wOlllcn receive an
:lddition:iI +1. Charisma penalties for strcngth have
bL'el1 dealt with under strength. A warning to female
characters should be made, though: a lot of those mon­
sters in the dungeon have been down there a 10onl111g
tillll'. so bl' wary if you still want your unicorn to
L'ontillllC to :..lssociatC' with you! The more churismrJ
you have. the better Ihe target you become.

FEMA LE CLERICS
Subclass: Daughters of Delphi
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This subclass of clerics, limited to female mem­
bership, has the ability of prophecy, Tlie names listed
below arc those designated for Daughters of Delphi, but
can be used as names for tlie various levels of normal
female Clericy, Normal cleric types use the standard
experience charts.

Female Clerics and the Daughters of Delphi may
wear up to chainmail and shield for protection and may
bc able to lISC any non-edged weapon ~llong with slings.

The required requisites for a Delphic Daughter
are as follows: One must A) be female Iwhether by
birth or by ehangel, B) have a wisdom of 14 or belter,
C) have a constitution of 14 or better and DJ have an
intelligencc or at least 9,

There is very little difference between a 1st
or 2nd level Delphic Daughter and a normal cleric.
At the third level. prophetic 'Ibility is gained, There
are two catagories of prophecy available to:1 Daughter
of Delphi, Each onc may be uscd once daily until the
level of Matriarch is reaclled. AI thai point. cacll type
may be used twice daily, More on that laler. The first
variety of prophecy is a limited commune spell of one
question per usage wit h the quest ion bl'ing 0 I' a yes/no
type, The second is an cxpanded c1airaudience/c1air­
voyancc spell. allowing the user to look into the pre­
sent. past. or limited future,

Therc is only a 50'!' chance th'iI at any given
time a Daughter of Delphi may receive Divine Inspira­
tion. If she docs not get it. 110 answer will be given to
the prophecy, regardlcss of type, This effort to produce
a prophetic vision will cost the user just as much in
fatigue factors as a successful ..ltti.'1llpt..

When a player gains the ability to prophesy,
she has a 307- chance that her answer from the gods
will be completely correct and without omissions,
This ability is raised every kvel by 57- until a max­
imum of 957-, is reached, Several variations will modify
this ability,

Bless spell--+5'(, x caster's level.
Prayer beads-- + I 0% if 0 I' pro pe r a Iignmcn t
Wisdom score 14/15-normal

16-+571
I 7 +10'':;'
18 +20%



The rirst type of prophecy. limited commune.
is useable once a day until the level of Matriarch is
reached at which point she may prophesy a second
time during the day (I additional time for each type
of prophecy) as if she were an Oracle (3rd level).
The qucstions she asks must be or a yes/no nature and
will cause a drain or 50 additional LLs if unanswerable.

Ti,e second type of ability-clairaudience/clair­
voyance. allows till' user to glean a necting glimpse
of the past. present or limited future. Used as a view
into the past. it may reveal actions or a group member.
or where a certain item is hidden. or who passed down
a certain hallway. ctc. The character casting the spell
must be extremely specific as to what. where and when
she wishes to see and hear. One month recent is ti,e
span of thc past shc can view. It can also. allow her to
see into the present. The most delicate area of this
spell is that of seeing and hearing into the ruture. Most
DM's I know are not so deluded. yet. as to think that
they can know the future. even in their games. To
reve,l! the futurc. bas~ tile answer on two Ihlllgs: wl1at
was requested to be seen and what is the present
situation of the group. If the player is looking ahead to
see if any traps will spring. say within the space of the
nex t two game-turns. roll to see if the trap they will
pass works and who will be affected. If the prophesier
docs not tell anyone or even the person afrected by her
vision what she has seen. play out the next trap so that
it works on the envisiolll.?d victim. Ifshe is looking for
wandering JllOllSlcr~ liwi may come in the next period
of time stated. roll to determine what they will be and
whom they will attack first. If a player wants to know
how he/she will die. invent a way and try to play it
that way. If he isn't killed well. even the gods are
thwarted somL'timL". The time foreseeable into the
future should not be more tl,"n I day unless the OM
wishes to play it otherwise (say. in the ease where the
man wanted 10 know how Ill' would die).

The following pertain to both Daughters of
Delphi and normal fLomalL' clerics:

At the kvel of Propl"'tess. + I is added to the
effects of curative and healing spell. with another +1
added ror ,'very rour level> at tained. Thus a Prophetess
would heal 3-7 points 01' damage while a High Priestess
would heal from 4-8 poinls of wound damage.

At the level of Mother Superior. a ch"r"cter may
elect 10 build "n unfortified pilgramage or sanctuary.
It may nol be within 10 miles of any inhabited castle
or large tOWIl. Pl~opk of the surrounding countryside
will tithe IO'/r of their earning to the pilgramage's up­
keep if it contains" relic or the particular god they
wo,,;hip. At the level of ~latriarch. an area similar to
a barony may be est"hlished "ml a c"stle m"y be built
or an existing sanctuary m"y be fortified. Followers
will come to a Matri"rch CIS t hey would to a Patriarch.
however. at least ~5'.~ will he female.

EVI L I-'I:MA U: CLERICS

Initiate. Cult Virgin. Black Oracle. BI"ck Prophe­
tess. Overseer. Evil Priestess. Unholy Woman. Evil
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High Priesless. and Queen of Darkness are Ih,' nameS or
the levels.

DAUGHTERS OF THJ: DRA(;O;'ol

These womell arl' till' 1i:11l11' suhcla:"l\ ;I" \tarlial
Art' lonks. If their rquisit~s arc correct. ,I ~lortial

Arts C1~ricess may also b~ a proph~tess. 1)'llIghtns or
the Dragon with prophetic abilities lIlay prophL'\Y a:>
an Oracle on attaining the kvl'l of Grand ~lbtrl':>~.

Ir the play~r wishcs to double as both a Martial Arta
master ami a Daughter of Delphi. siJllultalll'ou~ly. shl'
requires an additional 25 r;, in cxpl'ril'ncc point .... Pl'l"
level to advance.

VALKYRII:S

This is more of a Full c1assirication. rather than
a subelass. It is just modified to fit women. In all "s­
peets this class is treatcd as Fighting Man. Upon rcach­
ing the level of Amazon (6th level I. " lawful. good
Maiden (in the strict~st sense or the word) may seek
out a unicorn as a mount and it will serve her willingly
until il is either killed or the maiden stallls is no morc.

Upon reaching 10th levcl Valkyrie. "ny fighting
female may seek out or receive :J P~g:Jsus as a moun!.
Th,' animal will require no subdual "nd will be"r and
fight ror its mistress until the death or eitllL'r p"rty.

An elvisll woman of 16 strength or marl' may
reach 9th levcl Valkyrie.

A dwarfish woman of 16 strL'nglh or more m<IY
attain 8th leve) Valkyrie.

Fighting women havl' no special powers.

CIRCEANS

Prime.' Requisites: Intelligcnl'c 15, Ch:lrbl11:1 I () (I (l

Ch"risma may not progre'ss b"yOIH! th,' 5th 1e,e11

Til" Circl'ans are a femak sulk·Ia".... of magll'­
users. Along with the US:lgl.' of normal spl.'ll ..... thl.' Cir­
c(':.In has two special abilities. Firstly. :-.111.' c:ln Ch:Jflll
by merely speaking. This ability b"gins at fit>t lewl
with a lorA chance and Ihl'n progrC:-'Sl'S :It :I ratl' of
10';' per level. The ability is useable I tilllL' pL'r level
of the character. It only works against male IHlln,,,,,.
It has the same effect as a chann p,'rson spell,,, long
as the victim is in sight of the Chanlll'r. As:-.unlL' a 5';
rcsistalH.:e per level of the persall being c1wrllll'u. rhu .....
a lir~t level has a Y; resistance and a ninlh level has
a 45)', resist:Jnce 10 being charmcd. Ollel' charmed.
the man's entire attention is focused on tile on\,.' who
has charmed him.

The second ability is that of formul"ting non­
magical potions. These potions ar~ of inl'r('asing levels
likc spells and hav<-' grcat pOWl'r in tl1l.'l11. Ilowl'ver. as
I have stated before. tlwy are not magi,·,,1. bllt dlL'mical
in nature.

Barring research. dWfactL'rs will nol have more
potions than are av"ilable I'or their kvL'l. Research is
the same as for a spell or the s"me level. A character



may determine her own sl'lling price for :IIlY particular
potion. There is a minimum iuvestment of 100 gold
pil'ee, per kvel to create a (, dose nask of any potion.
One week per level of the potion is required for the
formulation of that potion.

J\ Circean is immune 10 any potion sill' can Illan­
Ilfi.H.:ture. Sill' may turn :Iny potion into a powder wilen
she attains lll~ Il~xl level of potion lise. Powders lll'cd
only he breathed.

She may l'onceal the nature of the potion so
that no Circean less than twice her level may distin­
guish it. It can be discovered through analysis. though.

The saving throw against these potions is based
on the poison chart. IlOwever. the level of the potion
must he added to the number required to make a saving
tllrow.

LEVEL I

POISON I: This is a normal poison with effectiveness
equal to I D4 x level of the user. It has a normal saving
throw and will take effect in 6-24 turns. Symptoms:
nausea, head-aches, dullness of mind.
SLEEP: Saving throw vs poison. Will cause sleep 1'01'
1-12 hours. Subtract I hour for every constitution
point over 12.
DEPRESSANT I: Slows reaction time. Subtract 2
from initiative die roll. Reduce dexterity 2 points and
reduce walking/running speeds by 20 feet per turn. On
below average Constitutions it may cause sleep.
PA RA LYTIC I: Causes general paralysis of the motor
nerves for 1-8 turns.
STIMULANT I: This potion works exactly theopposite
from the depressant. speeding up the reactions, dex­
terity, and movement of a dUlfacter. It also gives (.I

saving throw:.ls if 1st level ag:Jinst sleep.

LEVEL 2

POISON II. This poison docs damage equal to thl'
user's level in six-sided dice.
APHRODISIAC: This is a love potion which works
as a charm person spell. The imbiber will fall in love
with the first person or creature it sees after drinking
the potion. This potion lasts for 6-60 turns.
PARANOIA: Causes the drinker to distrust everyone.
He will not follow orders and will get the feeling that
all are out to "get him". Lasts 6-60 turns,
HALLUCINOGEN I: A sort of non-magical phantasmal
forces potion. The user imagines that he sees various
creatures. They will probably be distortions of hes
companions or anyone that is nearby. Lasts 1-6 turns
and there is a 10% chance of insantity.
DRUNKENNESS: Drinking this potion will cause an
effect similar to the passing of point C on the alcohol
chart (sce Alcohol in D&D). It will burn off at the same
rate as a similar amount of alcohol.

LEVEL 3

It, Jlso, raises one's saving throw vs fear by 4 experience
Icvels.
PARA LYTIC II: Cener:i1 motor par,i1ysis for 14 days.
DEPRESSANT II. Doubles reaction timc, -5 dexterity,
~.:? 1ll0VL'lllL'nt SpCt'd. Will L:allS~ sleep ill below average
wnstitution types. If citllcr of the depressants are
combined with alcohol. treat it as the most powerful
poison uS:lbk by the creator.

LFVFL 4

POISON IV: This poison does d:lmage equal to the
user's level in I 2-sided dice (I) 12).
BEAKER OF BERSERKERS: This potion causes the
drinker to act as if 11e were berserk.
SLEEP II: Willc:lusc Slcl'p for 1-10 days. Subr:let I day
for every wnstitution point over 12.
POTION OF SUBJECTION: This potion has an effect
similar to that of the hold person spell. The person
drinking it will come under the power of the first
person to give him a direct order.
HALLUCINOGEN II: This is a marc powerful version
of h:lllucinogen I. It I:lsts 10-60 turns and will cause the
imbiber to see frightful visions with a 30% chance of
insantity. During times of stress this particular potion
has a nasty habit of giving recurrent hallucinations.
Usc the constitution chart for ressurreetion to deter­
mine reOt:curallC~. Failure to ressurrect means the
potion is working full strength in the charader's system
again.

LEVEL 5

POISON V: This poison does damage equal to the
uscr's level in 20-sided dice (1)20).
INSANTITY: Causes the drinker to go insane, per­
manently. Spells and potions of healing c:ln eventually
counteract tile effects.
POnON OF PAIN-EASE: This potion doubles the hit
points taken by the ellaracler while under its innuence,
Iloweve ... when the potion wears off :lnd the hit points
taken arc not healed, the char:lcter will die immediately
of any mortal wounds t:lken.
STIMULANT II: This potion works like a haste spell
and opposite to depressant II. Re:lction time is halved,
+S dexterity, 2 x normal speed.

Skull Staff by Mark Norton

POISON III: This poison does damage equal to the
user's level 111 8-sided dice (D8).
COWARDICE: This potion gives.a -5 to the morale
score of the drinker. It lasts 12-120 turns.
BRAVERY: The opposite of the cowardice potion.
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,\ staff with a skull set atop it. In the hands of a Cleric,
it can be used to control the Undead. The Undead
must Sllve vs magic or else come under the control of
the Cleric. The staff will control 1-8 undead per level
of the user.



LEVEL

I Charmer
c Cybil
3 Conjuress
4 Lamia
5 Siren
6 Enchantress
7 Witch
8 Sorceress
9 Wizardress
10 Wizardress

HIT
DICE

I
1+1,
c+1

3
3+1

4
5

6+1
7

FIGHTS
AS

Man-I
Man
Man +1
c Men
c Men +1
3 Men
3Men+1
4 Men
5 Men
5 Men +1

CIRCEANS

SPI-LL
USE

I -- - -- -- --
"'l _

31-------­
4~-------­

4 c 1 -- -- -­
4 ') ., .- .- --
43cl--­
433>--­
433cl-­
4433:!--

PO nON
US!'

I -- -- -- --
., -- -- -- --

c I -- -- --, ,
2 :2 I ---­
3"---­
3ccl-­
433c-­
443 c I
4443~

EXPERIE rCE
POII\TS

o
3.500
7.500

15.000
30.000
60.000

I CO.OOO
250.000
400.000
550.000

DAUGHTERS OF DELPHI

LEVEL

I ovice
2 Vestal Virgin
3 Oracle
4 Prophetess
5 Mother Superior
6 Priestess
7 Holy Woman
8 High Priestess
9 Matriarch
10 Matriarch
I I Matriarch

HIT
DICE

I
1+2
2

2+2
3
4

4+2
5
6

6+c
7

FIGHTS
AS

Man - I
Man
Man +1
2 Men
2 Men +1
3 Men
3 Men +2
Hero (4 Men)
Hero (5 Men)
Hero (5 Men +1)
Su perhero

SPELL
USE

I -- -- -- -- -­
:! -. -- -. -- --
cl------­
2 2 -- -- -- -­
22.1 1---­
22211-­
c2221 I
322~21

333221
33333c

PROPHETIC
ACCURACY

30%
35%

40%
45"'(
50%
55~t

60'~

65' ~

70';

EXPERIE CE
1'011 TS

o
1.500
3.500
8,000

17.000
35,000
75,000

150.000
300.000
450,00[1
650.000

LEVEL I
I. Poison I
~. Sleep I
3. Deprc'ssant I
4. Paralytic I
5. Stimulan! I

POTIONS

LEVI- L ~

I. Poison II
2. Aphrodisia"
3. Paranoia
4. Iiallucinogin I
5. DrllJlk~ness

LI:'VF L 3
I . 1'0isol1 III
~. Cowardice
3. Brawrv
4. I'a 1';11 y iic
5. Depressant II

LEVEL

I. Shield Maiden
2. Maenad
3. Hell-cat
4. She-devil
5. Heroine
6. Amazon
7. Su per-heroine
8. Valkyrie
9. Valkyrie
10. Valkyrie

LEVEL 4
I. Poison IV
c. Beaker of Berserkers
3. Skep II
4. Potion of Subjection
5. Hallucinogen II

HIT
DICE

I
1+2
2
3

3+2
4

5+1
6+1
7+1
7+~

LI:VI-L5
I. Poison V
2. 11l~"Hljty

3. Potion of Paill-l',b~

4. Stimulant I [

VALKYRIES

FIGHTS
AS

Man
Man + I
2 Men
2Men+1
3 Men
Hero
Ikro +1 (5 men)
Su perhao - I
Superhero
Su "cThero
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I:XpERII:NCE
POINTS

o
1.750
3.000
4.500
8.000

I c.OOO
~4.000

50.000
100.000
[ 75.000



ALCOHOL
by Paul Jaquays

0&0
In most of tile games played here at the Arbor, the best place to get information is in the local Inn or Tavern,

since it is one of thc few places that Lawfuls. Neutrals and Cilaotics can all frequent with relative safety. One of the
most effective ways to get information out of the locals is to get them feeling friendly with a drink or two. Usually
the player/characters join in lifting of tankards. The point is. just how much fermented stuff can one's character
imbibe bcfore getling scotclled out of his mind? The following charts are based on theconslitution of the characters in
question. Just how well he can hold Ilis liquor is proportionately dependent upon it. The relative effectiveness of
thc various varieties of alcoholic refreshments is somewhat arbitrary. but loosely based on the actual content of the
Men and Magic price guide. These, too. Illay be changed to fit your particular game situation.

Tile alcollOl point system is used tllusly: Determine tile amount of alcohol that the cilaracter ilas partaken of
and tllen plot it against tile eilart, using the ilorizontal column tilat matciles his constitution score. Wilenever tile
alcoilol point score crosses one of the zig-zag vertical lines marked A, B, C, or D cileck tile appropriate letter below.

A. At his point. several factors ar down. -I hit probability. -2 dexterity, -I intelligence and -I wisdom.
B. -3 ilit probability. -4 dexterity, -2 intelligence, -4 wisdom. Actions at tilis point will tend towards cilaoticism.
C. Roll 1D6 a.t til is point to determine wilether conciousness is retained. On a roll of I or 2 conciousness is

retained. Roll again each time additional alcoilol points are ingested. Reduce Dexterity, ilit probability, and
wisdom by I point every time tile conciousness saving tilrow is made.

D. At his point alcohol becomes a I D8 poison. A saving throw must be made against the overdose of aleoilol
in tile character's system. Every 4 points over D raises the effectiveness of tile poisoning capability by 1D8.
For more information on poisons see THE DRAGON Issue 2.

Alcoilol burns off at a rate of 2 points per 6 turns (I ilour). Hangovers may be treated at tile DM's discretion.
Unconciousness lasts at least until the cilaracter's alcohol points are below the normalunconciousness level.

For every tilree levels attained, a character's alcoilol tolerance will be raised by one constitution point.
Continuous alcoilol imbibance will raise tile character's tolerance at a much faster rate.

Alcoilol
A 13 C D Drink Quantity Points Cost

3 0 I ~ 3-4 5+
4 I ~ 3 4-5 6+ Wine Glass 2 Silver P.

C 5 I
,

3-4 5 6+ Wine Quart 5 10 Silver P.-
0 6 I 2-3 4-5 6-7 8+ Beer Pi n t 2 3 Silver P.
N 7 I 2-4 5-6 7-9 10+ Beer Keg (gaL) 16 25 Silver P.
S 8 1-2 3-4 5-7 8-1 I 12+ Brandy Glass 3 5 Silver P.
T 9 1-2 3-5 6-8 9-1 I 12+ Brandy Quart 15 25 Silver P.
I 10 1-2 3-5 6-9 10-12 13+ Liq uor Glass 5 10 Silver P.
T II 1-3 4-6 7-10 I 1-14 15+ Liq uor Quart 25 50 Silver P.
U 12 1-3 4-7 8-11 12-15 16+
T 13 1-3 4-7 8-12 13-16 17+ ~. "~
I 14 1-4 5-8 9-13 14-19 20+ ..~""
0 15 1-4 5-9 10-14 15-19 20+

~"""'_l! .,!.4'
~, '//f

N 16 1-4 5-9 10-15 16-20 21+ ~{Jt~ J"~
17 1-5 6-10 I /-16 17-21 22+ ~/~IR 1-5 Ii- I I 12-17 18-23 24+ ..-.......; '--.: -'

Pentacle Staff by Juark r";orton

The same as the above, but for tile control of demons.
Tile staff will control up to 4 levels of demons per level
of the user.



The Room of Crocked Magic
by Paul Jaquays

The room of Crocked Magic...better known as
Malfunction Magic Inspection B No. 4036, Gnome
Division, is full of all kinds of magic. However, each
one is not what it may seem to be. Every piece of ma­
gic in the room is somehow crocked .. .i.e. it doesn't
work the way it was intended to. There are 30 gnomes
in the room. They keep themselves busy by cleaning
the room and inspecting the various magical items.
There is a 30% chance that the Gnome inspecting a
particular item will be keeping notes on his findings.
The notes will be in Gnome. The following are the
magical items in the room;
I. This is a Yz fmished scroll of protection from

Lycanthropes. It has two malfunctions; I) it
calls all Lycanthropes within 500 ft. and 2) It
will only protect from 50% of the Lycanthrpoes.

2. Potion of Invisibility. 12 swigs, person will only
become 50% invisible.

3. Sword +I, Chaotic. will work as a +I sword for
3 rounds and then shatter.

4. Potion of Growth, II swigs. Causes user to be­
come a giant idiot. IQ 3.

5. Armor +1 man-sized plate. Armor is magnetic.
All swords, etc. are attracted -3.

6. Scroll: Protection Undead. Undead attack with
berserk fury.

7. Sword +1, will fly out of the users hand at the
first threat of danger.

8. Potion: Treasure finding. Will lead player to the
biggest monster.

9. Armor: +1 man-sized plate. Tends to glow in the
dark.

10. Armor: +1 man-sized leather. Weighs as much as
plate mail.

II. Dagger +1: Fights with same hit probability and
damage as a two handed sword.

12. Sword +I: goes limp in battle like a wet noodle.
Int. II, Ego 4, Lawful. Reads magic: Nothing
beyond 3rd level, Notes Shifting walls: usually
too late, Detects gems: can't determine size, Sees
invisible objects: can't see anything not invisible,
Speaks lawful and Mirror Man.

13. Potion: Delusion. It becomes any potion that
the drinker wishes.

14. Mace +1. When thrown it will shoot like a rocket
for 5D8 of damage, but then becomes like rubber
for 10 turns (I hour 40 minutes).

15. Potion: Human Control. The user immediately
places himself under the control of the nearest
humanoid creature. 9 swigs.

16. Sword +1. This sword is invisible so that it looks
like an empty scabbard.

17. Crossbow of Spe·ed. This bow is -3 added to the
initiative dice when fired. It may be released and
then have the ensuing Yz-4 melee rounds occur
before it will fire.

18. Manual of Golems. This book is for the manufac-

ture of the straw golem. Other golems may be
constructed from it, but they will fall apart in
10 days.

19. Potion of Longevity. This potion will shorten a
players life span by 10 years.

20. Decanter of Endless Water. Instead of water,
this vile dispenses a gooey foam.

The gnomes are willing to sell any and all of the
above magic items. The prices will vary, depending on
whether the gnomes know what the item does and
whether or not it is valuable or a dangerous crock. As a
defense against intruders who mean them harm. Each
gnome has a small cylinder in his pocket that activates
a death ray mounted on one of the walls. The death
ray is aimed 4\-1 feet above the ground and makes two
sweeps of the entire room. If the Gnomes feel that
they are being cheated on a deal, they may lie about
the attributes of a magical item.

~ETfH~lDf\P~DS%S

ALPHA
0 1976 Tacticd Studie. Rules

8y .Io.tMs m. Ward,
MA is played and judged exactly like D&D, but

it is definitely not like D&D in its basic nature. In D&D
one succeeds by gaining levels and the security that
these levels bring through power. In MA the players
only survive by gaining knowledge and devices found
on a starship that the Starship Master has created for
his or her players. The ship should constantly change
(as opposed to levels in a castle or dungeon, which,
usually do not). The game is very open-ended for the
players, in that the player feels can survive the dangers
of a starship gone wild. Never before, in any other
game, has the need for knowledge been so important.
Knowledge for using ancient devices. knowledge on
mutations and knowledge on the many areas of the
ship, all play very vital roles in MA.

Another factor is radiation, with which all things
are possible. Radiation created, and continues to create
the many fierce mutations that roam the ship. It fonns
effective barriers to the entrance of many ship areas.
It can change the function of any device existing or
created after the death cloud. Radiation can, in its
stranger forms, warp space and time; doing things like
teleporting players, changing their bodies in one fonn
or another (for variable lengths of time), or it can
affect single materials. This could take on the form of
draining energy cells, rusting ALL metals. negating the
color bands or, simply, poisoning all food.

I, also. believe that judges are much more active
in their duties. This is made possible by the wide
range of non-player, highly active characters that should
abound in any given starship. It is, also, forced on the
judge by changes in the ship that the players effect.
When robots are released or dormant computers are
turned on, things must be dramatically changed from
level to level.

The whole game is something that I created for
everyone to have a lot of fun with. It is hoped that
science-fiction fans as well as D&Ders will learn to love
it. Even if the basic concept is not liked, it is still a
lot of fun to create mutations. May androids never

21 find your tribe!!!



The intelligence of the magic-user also serves to delineate the use of spells above the
5th level:

- Only magic-users above 11 intelligence are able to employ 6th level spells.
- Only magic-users above 13 intelligence are able to employ 7th level spells.
- Only magic-users above 15 intelligence are able to employ 8th level spells.
- Only magic-users above 17 intelligence are able to employ 9th level spells.

c 1975 Tactical Stll<li"", Rlllec;

Inll!lliRence % Chalice ru Know Minimum # Maximum #
ofMu/!ic·User any Given Spell per Levf!'· per Leve'"

3·4 20"7, 2 3
5·7 30"7, 2 4
8·Q 40"', 3 5

10·12 51r., 4 6
13·14 65% 5 8
15·16 75~, 6 10

17 85');u 7 All
18 Y5~, 8 All

·minimum and maximum numbers of spells known knowable In each spellle·...el

has nothing to do 'with the number of spelis th~ ~.~ U
may know at any given time. With this done, go to the
Max per levels chart and choose the appropriate die to
determine the exact number of spells the MU has avail­
able to him. The die should have sides approximately
equal to the number in the column. The number show­
ing after a roll of the die is the number of spells avail­
able as long as it is greater than or equal to the mini­
mum number.

But wait, one is not done yet with this nefarious
chart. The column runed-"% Chance to Know any
Given Spell" is yet before us. The MU now knows
how many spells he may have, but as yet he may not
know which spells he can use. The choice is not
necessarily up to him. In my campaign, magic is a gift
of the gods and is sometimes doled out capriciollsly.
To make a random detemlination of spells, roll a die
of sides equal to or greater than the number of spells
available. Match the die number to the appropriate
spell number. Start there and roll %ile dice. Say that
a MU of 14 intelligence rolls (65% chance). Any score
of 65 or below means that he has the spell. Over 65
tough luck, unless one goes through the table more
than once to fulfill spell quota.

This column may also be used as a stress factor.
In the case of surprise, sudden conflict, falling or what­
ever; this 70 can stand for the MU's chance of knowing
the given spell in that situation. Fail to make the per­
centage and you fail to remember the spell completely.

Another big question. Where does magic come
from when the MU advances to new levels of ability?
The extra spells learn~d per level come from increased
mental discipline. However, the new spell m4st come
from outside sources. These sources may be scrolls,
books, mentors or as in my campaign, through the
contacting of the Arcane Elders, a group of 9 demi­
gods. To make the contact a special spell is cast on a
magical gem called an Arcane Crystal. Once contacted,
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by Paul Jaquays

Today's topic for discussion: Magic use, scrolls
and books. As a disclaimer, this is not intended to be a
gospel for magic use. As most refs will agree, magic is
probably the most disputed topic in the D&D library.
This is due to the vagueness of the original rules and
the confusing additions. (Nice spells...but how do you
use them?) Thus it seems that the largest problem faced
by the novice DM is "How do I use the magic systems
in Men and Magic and Greyhawk?" Hopefully I can
clarify it a little

Men and Magic: A first level MU has I spell and
as clarified later in a Strategic Review (No.2), he may
use any particular memorized spell only once per day.
Rationale: "Once the spell is spoken that particular
memory pattern is gone completely." Every level that
is attained adds more spells to the number that the ~.1U

is able to have memorized at any given tinle. The num­
ber reflects the amount of mental discipline attained
by the user. The SR interpretation of spell use seems
to assume that just because the memory patterns are
erased, the spell is usable but once. If one uses scrolls
or books of magic in one's campaign, then MUs ought
to be able to take time to relearn the already spent
magic or to learn a new spell. The relearning rate for
magic is 1', hr. (3 turns) of studying per spell even if
the 24 hour period is past. Spells may not be relearned
during required periods of rest as per D&D rules.

Another encountered hassle is the chart on page
8 of Greyhawk under "Determination of Abilities (ad­
ditions and changes)," dealing with Intelligence. Since
Greyhawk is almost canonical, an explanation of it
might be helpful.

Using the above chart from Greyhawk, find the
intelligence and plot it against the column containing
the Minimum number per level. This is the minimum
number of spells available to an MU per spell level. This



A Change in the Elemental
by James M. Ward

Elementals are the most misunderstood of all
the magical creatures. As given in the D&D manuals,
there are four different kinds: air, water, fire, and earth.
Everyone knows that when a MU summons one of
these beings he or she must constantly keep it in con­
trol or the elemental will go against the wishes of the
summoner and attack that being.

The creation of elementals should not be limited
to these already mentioned forms of matter and energy.
Take acid for instance. This type of elemental could
resemble a water type in all respects except that its
touch disolves instead of just doing damage. A gas
elemental composed of hydrogen would not have to
great a hitting power, but if ignited it would be a holo­
caust. A wind elemental, as opposed to an air elemental,
could be twice as strong and three times more damaging
than its more stationary counterpart. A molten lava
elemental able to hurl lava balls doing massive heat
damage would be much more effective than the fire
or earth type. Imagine a jungle plant elemental with
poison thonns and grabbing vines all over its body, a
sand elemental could be able to use its sand blasting
wind power to terrible effect, and a glue elemental
would have everything hitting it stick permanently,
even after it goes back to its maneless limbo.

When reviewing the use of the fire elemental,
the precedent llas been to not only use material mat­
ter, but enery states as well. Using this, a darkness
elemental could be created. Its opposite, the light
elemental, would emit a painful brilliance, making it
impossible to look at and therefore very hard to hit.
A lightning elemental could be created by the bolts
sent to attack the summoner.

With all this in mind, a magic user could time
spells of summoning to use the unnatural abilities of
his enemies against them! Imagine a white dragon that
is breating cold power at a wizard and the magic user
summoning a cold elemental out of that breath: thus
not being hurt by its power. Tilis concept will not only
create more unusual monsters, but it allows the wizard
a better chance of survival in some of the fiercer levels
in any given castle.

• • • •

these godlings distribute magic as they see fit.
The above are only interpretations of the rules

as I and several sources see them. I have included no
spell point system as I have nothing to offer in that
area. If anyone has a point system that works fairly
well, please feel free to submit it.

ScroUs & Books & Stuff: A pox on Scribes'!
(As per the Dragon No.3) In accordance to Men and
Magic, page 35 under "Books of Spells", the cost to
replace a single spell in a book of magic is equal to
the initial amount for spell research ...that is 2000 GP
x the spell level. Also the scrolls and books may only
be created by Wizards as per D&D rules. It is not the
mere recopying of magical symbols that makes a scroll
magieal, but it is the power placed in the writing by
the Wizard that gives access to the magical plane. Other­
wise, anyone with a speed ball pen and a bottle of
India Ink would be in the scroU manufacturing business.
Thus it seems that scrolls should be treated as what
they are, magical items.

Additional spells may be learned from books
and scroUs. It will be assumed that the MU will know
all the spells in his own volume and may draw upon
them for relearning. In addition to these spells, new
spells may be learned from other MU's and from scrolls
as long as their level is equal to the ones attainable by
the MU. Such learning, not reading, of scroll spells
leaves the magic intact upon the scroll. It is only the
direct reading and casting of a spell that ruptures the
bond between the magic power and the parchment.
Direct reading from a book will also cause the spell to
disappear.

I hope the above may have clarified where a
portion of my stand on magic is. It's not a complete
text, but I hope that it will help those who do not even
know where to stand magically. Persons who have
worked out their own system may choose to ignore
everything that I have said.
References: Men & Magic, Greyhawk, Owl & Weasle
No. 19, Strategic Review No.2, The Dungeoneer No. I.

Comments on "Those Lovely Ladil:'s'
by Judith Preissle Goetz

Critisims of the character attributes assigned to
fighting women: I would accept the assumption that
women have a higher charisma as far as men are con­
cerned, however, you have ignored the complimentary
phenomenon that men have higher charisma as far as
most women are concerned. Second, I vehemently
protest the deletion of charisma points for women
whose strength scores are 17 and 18. Most outstanding
female athletes'are often more sought after than other
women. Finally, some suggestions of a more positive
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nature. Comparative studies of males and females on
both strength and dexterity show that: I) women per­
form less well than men. on the average and 2) there
is a smaller percentage of outstanding female perf01 '

mers. To represent this, female characters should take
a -Ion dexterity and strength unless a score of 1-4 is
made on a D6. This disadvantage can be balanced by
the +1 on charisma and a +1 on constitution in general
(not just against adverse weather conditions). The
latter phenomenon-a female's greater resistance to
environmental stresses of all types has, also, been
.well established.



Frost Wizards
by Paul Jaquays

Frost Wizards!! More intelligent than their more
or less non-magical brethren, these creatures of icey
magic control the farthest reaches of the hinterlands.
Tutored in the arts of magic, these giants have become
more powerful and can control the frozen element.

Treat them as you would a nonnal Frost Giant,
except that they take one extra hit die and Jive to be
much older. They are slightly more intelligent looking
than the average giant. Each Frost Wizard has use of
a certain number of ice controlling spells that he can
use as one would use a special ability rather than as a
conventional magic use spell. Each spell may be used
as many times daily as its level number evenly divides
into its crag/level. That is to say a Frost Wizard of the
4th Crag could use a 2nd level ability twice daily and a
3rd Crag Wizard could only use it once per day.

Frost Wizards only advance in ability through
increasing age. (The detrimental effects of age, how­
ever do not affect a Frost Wizard.) They serve a divi­
sion of Nature, similar to druids that concentrates
on the frozen aspects of life. And through this service,
the diety of nature rewards its devotees with increased
powers. In a sense, Frost Wizards belong to a semi-Dru­
idical sect. However, they may also be of any alignment
(if alignments are used) not being limited to just Chaotic
Lawful or Neutral.

Frost Wizards require a minimum intelligence of
15 and a Wisdom of 14. For most of the average giant
population, this should be far above average. Because
of their native abilities, all frost giants are of the first
Crag, that is they have from one to two first level
abilities. It is the next jump, which requires 300 years
of service, that detennines if one is on the way to be­
coming a true Frost Wizard.

1 2 3 4 Age
1st Crag 1-2 50-200 Years

2nd Crag 3 1 500 Years
3rd Crag 4 2 1 700 Years
4th Crag 5 3 2 900 Years
5th Crag 6 4 3 1100 Years
6th Crag 6 5 4 1300 Years
7th Crag 6 6 5 1800 Years
8th Crag 6 6 6 2000 Years
9th Crag 6 6 6 2300 Years

10th Crag 6 6 6 2600 Years

That space of time between 6th and 7th Crag is
so great because it is the level jump in which the spell
Glacier is acquired.

First Level Abilities
1. Snowballs
2. Northwind
3. Snowstonn
4. Lower Temperature
5. Chill
6. Water Breathing 24

Second Level Abilities
I. Water to Ice
2. Javelin of Ice
3. Wall of lee
4. Simulacrum
5. Freeze Person
6. Hail Stonn

Third Level Abilities
1. Cold Blast
2. lee Ball
3. Ice Quake
4. lee Elemental
5. Ice Stonn
6. Monster Summoning"

Fourth Level Abilities
I. Glacier

SNOWBALLS: Treat as Magic Missiles one per level/
Crag of user.
NORTHWIND: a 5 x Crag of user mph cold wind adds
10 to 80% effectiveness to all spells. Effect is 10% x
Crag of user.
SNOW STORM: Blinds, slows movement by 1/3.
LOWER TEMPERATURE: 10-100 degrees roll %ile
dice.
CHILL: Slow spell.
WATER BREATHING: Only in icey cold water.

WATER TO ICE: As per rock to mud
JA VELIN OF ICE: Icey spear 3-24 damage.
WALL OF ICE: As spell/double effectiveness.
SIMULACRUM: As spell. User may always detect and
dispel such.
FREEZE PERSON: Stop all movement. Make ressu­
rection roll or death.
HAIL STORM: Lesser ice stonn. 1-10 per person.
COLD BLAST: As per White Dragon blast of same
dice as user.
ICE BA LL: As per fire ball.
ICE QUAKE: Earthquake spell on ice only.
ICE ELEMENTAL: DICE as per water elementaJ, dam­
age as per earth elemental - touch as per freeze person
ability.
ICE STORM: As per spell.
MONSTER SUMMO ING: May summon up Frost
Demons, Frost Giants, White Dragons, Polar Bears, or
Berserkers.

GLACIER: This spell takes 1-2 weeks to complete. It
will create a glacier in a mountain and cause it to move
in a guided direction, destroying all in its path. Once
set in motion, it is all but irrevocable.

A final Note: Each Frost Wizard wiJI be guarded by
1-10 (depending on his Crag) Frost Giants.
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It is often said that it takes all kinds of people
to makea world,sowhyshould D&D make an exception?
A tendency exists in the game to make all rolled char·
acters fearless ubermenschen that fear no evil, fail no
task and have no weaknesses; thus ending up with an
overabundance of James Bondish, Conansque, super·
manic, Blaise hero types. To alleviate the number of
these shallow characters and create some really unique
personalities, some basic assumptions can be made.
First it would be unreasonable to assume that the aver­
age character might have anything but a relatively nor­
mal personality. On the other hand, it's rather diffi­
cult to imagine that anyone could live through the con­
ditions encountered in dungeons, etc. could still re­
main completely normal. (Can we define what is nor­
mal though?) In fact, in some cases the mental stability
of some might be impaired. Such stress could bring
minor to severe psychological and phsiological altera­
tions in a character. Henceforth they (these strange
aberations) shall be known as idiosyncracies. They can
be both a hindrance and a blessing.

As a note to DM's, we have tried to give some
ideas and outlines for idiosyncracies in this text, byt
we encourage you to use your imagination in applying
them to your monsters, characters and non-player
characters. How about a hypochondriac dragon, or
practical joking orcs, an EHP that stutters or an absent­
minded wizard? The above are just a random sampling
of the zany and unexpected things you can throw at
the group to tresspass your hallowed halls or virgin
forests. An occurance rate for Idiosyncracies migh~

be anywhere from 5-30% depending on your tastes in
running a game. I hope eve~one enjoys these charts
and realizes the fun that may be had (and thecharacters
that may get had, but that is to be seen.)

01-05
06-10
I I-I 5
16-20
21-25
26-30

Idiosyncracies Chart

Hiccupping
Stuttering
Felix Unger
Slob
Practical Joker
Political Activist

31-35 Bigot
36-40 Vandal
41-45 Pack Rat
46-50 Absent Minded
51-64 Special Mental Disorder

re-roll below

1 Manic Depressive
2 Hypochondriac
3 Pyromaniac
4 Paranoid
5 Hyperactive
6 Hypoactive
7 Split Personality
8 Kleptomaniac

65-69 Phobias I (re-roll below)

1-2 Acrophobia
3-4 Agorophobia
5-6 Claustrophobia
7-8 Nyctophobia

9-10 Magiophobia

70-79 Phobias II (re·roll below)

1-2 Insectoids
3-4 Rodents
5-6 Specific monster type
7-8 Flying Animals

9-10 Undead

80-97 Allergies (re-roll below)

I Fur
2 Dust
3 Insect bite/stings
4 Food type
5 Medicine type
6 Magic
7 Two of the above
8 Three of the above

98-99 Roll again twice
00 Roll again three times
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Hiccuping - Usually occurs in stress situations but can
be constant. A quest might be in order for some tem­
porary cure. Is usually severely distracting and annoy­
ing to player for 1-10 melee rounds. Dex. -2, Hit prob.
-5, AC -I, -10" on all movement rates while hiccupping.
Stuttering - Not a good leader because he is hard to
understand. However, he is a good listener and has an
excellent memory, plus Charisma is -5 while talking.
Felix Unger - Compulsively neat. Alignment always
lawful. Often found cleaning dungeon rooms, sharpen­
ing swords, or rearanging backpack during rest periods.
His weapons are always in excellen t shape, giving him
a + I hit probability in the Ist two rounds of melee. He
dislikes dirty jobs and is a meticulous mapper. Makes
a good group leader if tolerated and often has a high
Charisma (13 to 18). (A n example would be J. Mark
Hendricks. ex-roomate ofye editor emeritus.)
Slob - Ancient ancestor of Dungeoneer editor (known
for perfecting the verticle piling system.) Alignment
is usually neutral or chaotic. Unconcerned with dirty
work or personal hygeine, master of the verticle piling
system - has an affinity toward finding valuables
in junk piles. Requires an extra melee round to retrieve
anything from back pack.
Practical Joker - Incessantly tricks and teases members
of group, carries material for tricks and traps and iden­
tifies them at +1 or +2. Goes about kicking dead bodies,
changing signs on doors, exploding stink bombs and
rusting chain mail. Enjoys making others look very
foolish, often found missing, takes lots of independent
action.
Political Activist - Definite revolutionary. Anti-establish­
ment (remember that word?) 'fends to cause trouble
for group leaders. Caries many scrolls and posters,
occasionally carves slogans on dungeon walls. Great
ability at talking people and monsters into doing things
and generally rabble rousing. Voice has an effect equal
to chamling. Victim i,as +5 to saving throw as against
magic. Activist has +2 added to his charisma.
Bigot - despiese Elves, Dwarves, Hobbits, Humans, half­
breeds, MUs, Clerics, nobility, thieves, fighters, etc.,
anything unlike his own race and/or sex or Social status.
Verbally he will discredit, antagonize and attack his
victims. When provoked, he will physically attack but
stop short of fatally wounding hos victim. Will defend
only himself in melee. Tends to divide group and spread
mistrust. Usually has very few friends.
Vandal - Heavy into destruction of property, leaves
a trail of graffiti and broken objects. Alignment is
usually chaotic. He cannot leave a room undistrubed,
goes around breaking magic mirrors, disturbing insect
nests, and setting off traps. Does not get along with
Felix Unger types or Little Old Ladies in Tennis Shoes.
Packrat - Picks up anything shiny, interesting or possibly
useful within the next 100 years. Always seems to have
just what is needed. Will not throw anything out, even
if something more valuable is found. Feels a certain
kinship with friendly dragons andspeaksdragon fluently.
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Paranoid - Always on the lookout because everyone
and everything is out after him personally. He will al­
ternately switch from the front of the group to the
back, depending on whether he distrusts his companions
or the monsters more at the time. Impulsive - runs
about attacking shadows, noises, and dark comers.
When any mistrust begins in the group he over-reats.
Not easily surprised - only on 2 consccutive rolls or a
1 or a 2 on a D6.
Hyperactive - Constantly exploring, running, jumping
and talking. Tends to be in the front of the group. Has
endless enthusiasm that tends to wear on your nerves.
Welcomes dares and will do almost anything. Very
impulsive. + I0" on all movement factors and + I on
initiative. Usually always has the first strike.
Hypoactive - Constantly nagging to stop and rest. Tends
to follow the group at as slow a pace as possible. Will
do nothing willingly or without encouragement. Moves
as little as possible. Basically lazy. Has -10" on all
movement factors. -Ion initiative rolls. Usually will
strike 2nd in melee.
Split Personality - At least 2 different personalities
will be evident in this idiosyncracy. Usually they will
be opposite, but not necessarily. Use imagination and
set up a change cycle. Reroll on chart to determine the
idiosyncracies of each personality. Slob - Felix Unger
types, Male-Female, Agorophobic-Claustrophobic, etc.
are just a few of the possible combinations.
Kleptomaniac - Enjoys being in the obscure comers
of the group, often close behind the most wealthy
members. Definitely not to be trusted with the trea­
sure. Will compulsively swipe something out of every
room entered whether valuable or not. Has +20% on
pickpocketing ability.
Phobias - In each of these phobias-50% chance of vic­
tim going berserk until restrained and 50% chance of
passively withdrawing, that is going into shock, til the
situation is removed.
Acrophobia - Will go no closer than 10' to an unrailed
drop of 20' or greater. Avoids ladders, rope climbing,
swinging bridges, rooftops, and mountains. Poses a
serious problem to levitating MUs and high climbing
thieves.
Agorophobia - Fear of open spaces, like wide prairies,
open cavernous rooms or anything over 75' wide.
Monsters often have the worst cases while in more
intelligent creatures it is less pronounced.
Claustrophobia - Fear of confined spaces. Refuses to
enter passages smaller than 5' wide or room smaller
than 10' square. Will go into immediate panic if a
door is shut and locked behind them.
Nyctophobia - A fear of the dark. He will proceed no­
where willingly without a lit torch or someone to hold
his hand, he is paranoid of dark places, shadows, and
noises. Gets along well with practicing pyros and can
more easily identify sources of light in the darkness.
Magiophobia - Fear of magic use. Will not have dealings
with MUs. Will go into a fear state if magic is used
nearby. Can identify a MU on sight.



Absentminded - Spends much time looking for personal
belon'gings because he is constantly misplacing them.
Often 'found staring blankly at walls and is in constant
mental debate. Because of this he has +1 added to his
intelligence. However, 20% of all thing laid down or
misplaced or hidden by him will be pennanently lost.
MUs have a -20% chance of remembering a certain
spell in a crisis situation.
Manic-Depressive - Goes in cycles that altennate from
optimism to pessimism. Roll for length of cycles from
4 hrs. (24 turns) to a week, Makes a poor leader be­
cause he altennates from gung-ho to give-up. And his
followers tend to become disenchanted with him. Op­
tomist is +I on all melee rolls and has + I on his AC.
Pessimist is -Ion all melee rolls and has a -3 Charisma,
Pyromanic - Is channed by large fIres and would enjoy
nothing more than burning the dungeon out. Can only
be an expert in the use of fIre-bombs and torches. With
an IQ of 13+ he may refIne his own high-eombustible
oiL He is +2 in all attacks with rue and + I on his saving
throw against any kind of fIre.
Hypochondriac - Developes symptoms of any possibly
available disease, even when his race is not susceptible.
Complains often about dampness and musty dungeons,
but stays too healthy to get sick. Carries large fIrst aid
kit with numerous medicines and cures. +10% against
actual diseases. ~20% faster healing time, +2constitution.
Phobias - In any phobia related to aninlals or undead,
the player will react by partly losing rationality, and
taking the nearest means of escape. When fleeing is
impossible, he will turn and fight, but his fear will
affect his performance:
-10" Movement
-Ion saving thorw against that monster
+I on damage recieved
-I to constitu tion
10% chance of hysteria for 1-10 melee turns.
MUs: -20% of remembering spells in a time of crisis.
Note: Some of the above phobias can be based on a
related allergy, i.e. Allergy to bee stings would cause
a fear of bees and wasps.
Allergies - After exposure to substance ofr 1-10 melee
rounds victim will become subject to the following:
Light Reaction: eye watering and sneezing up to 2

full turns after removal of source.
-I hit probability.

Medium: Above plus asthmatic reaction. -3 hit
probility, -2 Annor Class.

Heavy: Above plus skin rash and fever. As
above but 30% chance of balcking out
1-2 rounds every round.

Very Heavy: Victim Catatonic. Cure light wounds
necessary to revive or help of a healer.

Fur - Induces sneezing at up to 20 ft. distant. 60% light
reaction, 30% medium, 10% heavy.
Oust - Tends to be a problem in dry places in dungeons
(crypts, mummies, undead) 60% light reaction, 40%
medium.
Insect Bites/Stings - 40% light reaction, 25% medium,
25% heavy, 10% very heavy. Also double damage.

Magic - Allergy to all kinds of magic, inclUding spells
and items. .
Light Reaction: Withing 5' ofa magic item or MU cast­
ing 1-2 level spells.
Medium: Light contact with magic item. Within 10' of
a MU casting 3-5 level spells, recipient of 1-2 level spells.
Within 5' of a powerful staff or artifact.
Heavy: Grasping a magical item, ~ithin 10' of a MU
casting 6+ spells, recipient of 3-5 level spell, light con­
tact with staff or artifact.
Very Heavy: Recipient of 6-7 level spell, grasping a
staff or artifact, use of a magic item.
Death - 50% upon recieving an 8th level spell, 100%
upon recieving a 9th+ level spell. 60% upon using a
powerful staff or artifact.
A Note about Allergies - Low constitutions (less than
6) will move to the next category of allergic reactions.
i.e. from light to medium or heavy to very heavy. Treat
from very heavy to a 60% chance of death.

As one might see above, we have only outlined
the possibilities for idiosyncracies. Other possible
ideas: Albinism, Atheism, Optomism, Pessimism, fear
of Light, fear of the Opposite Sex, other various phobias,
schizoids, narcotics, etc.

Sexual aberrations have not been overlooked,
they have been purposely left out. If you have any ad­
ditional suggestions for the above list, work them out
and send the material to us and we'll try to make a
supplement to this article.

orton

TI,ese are an aromatic spice leaf that will double the
healing power of a Paladin when used. This also in­
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No. Appearing .I
Armor Class .3
Movement 12"
Hit Dice 6
% in Lair None
Treasure Special
Damage Special

This creature may to some
extent be thought of as a
treasure if it is alone. How­
ever, it is usually seen fre­
quently now days at the
side of a magic user or
other intelligent human.
There are some reports on

the other hand that their comradery is spreading to
other groups as well as to other creatures. In this case
the Watcher is extremely loyal to its "ward"-note the

___..., . Watcher's feeling of responsibility for the creature it
.has fallen in with! The Watcher is reported to be very
protective and pedagogue to an extreme (some are
known to curse the creature's insistance). But should
its ward come under attack, the Watcher will defend
him without regard for even its own life. Attack is
with a mind touch (range on the order of 120 feet).
Probability of successful After the touch is made,
mind touch/melee/intel- the following matrix is
ligence: incorporated to determine
Once the touch has been the damage/melee:
made it is not possible to Roll of 1-10 .
break it and another roll 1-8 pts. in head
is not needed. Roll of 11-16 .
5% 18 stun 1-6 turns
30% 17-13 Roll of 17-19 .
50% 12-9 insantity 1-8 turns
80% 8-4 Roll of 20 .
95% 3 I level drain

The Watcher is known to be a wantlerer when
it has no ward, and has been reported to frequent
dungeons and ruins when in quest of a suitable ward.
The creature remains reclusive however, and will avoid
civilization where crowds seem to frighten it. Reprots
indicate that this holds true with respect to the pos­
sibility of an encounter as well as to the possibility of
a favorable encounter. Though the Watcher has not
been known to attack when alone, it will not hesitate
to do so if provoked. As The Scrolls of the Moonstorm
Mountains illude, the creature has extremely accute
telepathy and empathy powers; reportedly with a
range of as much as 240 feet! Being of the enchanted

28 class, the Watcher can be hit only with magical weapons.

........... "Liatris was concieved under the esventh
moon of the third summer of the New World. He was
and would be the only son of the Great Black Thunder­
wizard Lykor-He Himself being the only living legend
of the Old World; a descendent of the immortal 'Elders'.
And it was never discovered and eventually the ques­
tion forgotten as to who had been the true mother of
Latris. For in these early years of the New World the
Great Wizard had little time for His young son, and
thus the raising of the child was left to the Watcher:

"The Watcher had been created in a great mis­
hap of flame and smoke and magic. It stood a mere
four and a half feet tall; nightless leathery textured
wings lay folded in a haphazard confusion on its back;
the cold skin of the creature reflected a nauseating and
sickly pale plastic look and covered the irregular swel­
lings about the thin body; long skinny fingers hung
quietly on delicately boned hands at its sides; the bald
head boasted no ears and no sound issued from the
expressionless thin-line of a mouth. However, for its
build and size it exhibited an unusual power about it:
one was caught by the hypnotic touch of the vast
eyes! They probed one's very consciousness and the
most intimate recollections of mind and thought.
The Watcher pierced the mind with telepathy and im­
pressed the mind with empathy.. Whether influenced
by another mind or merely the foresight of an aging
wizard, Lykor stayed His hand and to the Watcher
en trusted the task of bringing Liatris to manhood...

So ended this passage from the Black Testament
as interpreted from The ScroUs of the Moonstorm
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The Wax Golem by Merle Davenport

Gremlins by Paul Jaquays

Number Appearing .. 1-4
Armor Class 7
Movement 8"
Hit Points 75
%in Lair 25
Treasure None
Damage 2-12

or by weapon type

also. The next thing he noticed was that due to the na­
ture of the construction material, non-flaming weapons
would have a 10% chance of becoming temporarily
stuck in the golem and a 75% chance of becoming per­
mently stuck. If the weapon is only temporarily stuck
the assialant must take time out to pry loose his wea:
pon, (if he dares). Flaming weapons only have a 15%
chance of the flame being smothered by the melted
wax. Missiles only have a 5% chance of doing damage
because of the absorping power of wax. Also, he found
that it could not be killed by hacking. It couJd only be
maimed. A cold spell will increase its Armor Class to
o and slow its movement to 4". If, however, it is given
one healthy blow, it will shatter and die.
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The Wax Golem was ori­
ginally a blunder on the
part of a Wizard's ugly by
the name of Max Fritsson.
While his master was away,
Max neglected the task of
melting the wax out of the
mold and pouring the iron
into it. When the Wizard

returned and cast the proper spells on the mold, out
stepped the fust Wax Golem. At first the Wizard was
very angry and transformed Max into an eraser. It
wasn't very long before the Wizard discovered several
advantages of his new golem. This news made Max
very happy as he emerged from his eraser shape with
only one slightly worn shoulder.

The first thing that he noticed was that if his
Golem was melted (accidentally), it would simply re­
form back into its original shape unless it is burned

This new monster is actu­
ally nothing more than a
magical variety of the com­
mon Kobold. However, its
magical ability is not Ii­
ited to just spells. It has
the uniqueability to"flame­
on" like the Human Torch
of Marvel Comics.

The Gremlin may flame
for a period of one com·
plete turn per day. Their
fire is ex tremely magical
in nature and no heat will
be felt beyond a radius of
2 feet from them. But be-

cause it is such a magical fire,
it burns with an intense heat. Hot enough to have a
low percentage chance of melting any steel or metallic
weapon coming in contact with it. There is a 20%
chance that steel objects will melt magically and
instantly after damage is done or taken. For every plus
that the object has, the melting chance will be lessened
by 5%. Softer weapons will melt at higher percentiles.
Gremlin fue has no effect on stone weapons.

No. Appearing 2-200
Armor Class 6
Movement 6"
Hit Dice Y2
%in Lair 50
Treasure Type D
Magic Use 3rd*
Damage-Normal 1-4

Fiery 2-9
* 5% of all Gremlins will
be magical in nature, act­
ing as 3rd level Magic
Users. However, when
they are in a fiery state,
Gremlins may use pyro­
technics at will.



Uglies by Mark :-lendricks

Number Appearing 1
Armor Class 7-9
Movement 6"-12"
Hjt Dice 3-5
% in Lair 50
Treasure Special

Unfortunately, there is a 50% chance of the Ugly per­
forming assigned tasks erroneously and a 30% possibility
of partial error. Probabilities are halved when supervised
by someone of intelligence. While well treated, Uglies
remain exceptionally loyal (+4). If badly mistreated
however, loyalty imm'edjately drops to -3 until oppor­
tunity lends itself for the Master's ingen iously painful
demise!!!! (With the kind assistance of the DM for the
devilish means of player termination, of course.)

Note: Due to their stupidity, Uglies are imper­
vious to verbal abuse, they deplore beatings and be­
come terrified at the threatened presence of fire.

Treasure: Uglies have an insurpassable fondness
for shiny baubles, trinkets and other similar objects.
Consequently, a small cache of 'valuables' shall always
be in their possession and well hidden. The possibilities
of items of real worth are as follows: Copper 30% 10-40;
Silver 45% 10-120; Gold 25% 6-36; Gems/Jewels 10%
1-3; Magic 5% 1 item.

Uglies are the chaotic
Assistants of Evil Alchem­
ists 50%, Evil Magic Users
30% or other Evil Charac­
ters dealing in the mystical
20%. They may be hired
for the mere pitance of

room and board, an occasional smaU animal to torture
as aU are highly predisposed to sadism. Uglies are ex­
tremely low in intelligence, hideously grotesque, and
will be either 3'2",7'9", or a 5'1" hunchback. Because
of their disfiguration there is a 50% chance of invoking
pity or repulsion in those encountering them. Uglies
are also endowed with incredibly high constitutions,
enabling them to withstand severe physical hardship.
They act as 6th level thieves (with the smaller ones
gaining the bonuses of Hobbits)and as 5th level assassins.
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Fuzzies & Steelies by Paul Jaquays

The Draconette by Bruce Jaquays

The Dragonette is a sort of
miniature dragon. The first
of these creatures were cre­
ated by magic users as pets
and servants, much the
same way that Homunculi
are created, but using dra­

gon instead of human blood. Their loyalty to their
creator is usually high unless they are mistreated. The
Draconette is extremely agile and quick. This inborn
super-dexterity gives them a +5 on their defence, (above
and beyond the already high AC). Draconettes like to
collect small things like coins, small gems, scrolls and

temporary paralyzation. Duration of paralyzations
can be determined by multiplying the number of hit
points taken by turns. 4 hit points taken and a saving
throw failed results in 4 turns of paralyzation. The
second mode of attack is by constriction. Once a hold
has been established upon a creature, it will do 1-3
points of damage per melee round. A Fuzzy or a Steely
may combine attack. The third mode of attack is by
normal weapons. If no other modes of attack are being
implemented, the Fuzzy or Steely fights as a human
Swordsman (3rd level) with three attacks at -I hit pro­
bability. The creature may opt for a simgle attack with
a weapon and combine it with a comstriction orelectri­
cal attack. These monsters may only use their electrical
attacks twice per day.

Fuzzies/Steelies regenerate ten tacle hits as trolls.
Only living creatures may regenerate. Fuzzies take I
point o( damage per tentacle and Steelies take 2 per
tentacle. An interesting mutation of these creatures
would be to give them many appendages and many
electrical or weapon attacks.

Fuzzies and Steelies are normally telepathic and
if the Dungeon Master has these creatures may fight
psionically also. They have a psionic strength of 50
and make use of the mind blast and the thought shield
only.

. No. Appearing 1-6
Annor Class 1,-2
Movement. 18
Hit Dice ~ to I
%in Lair 60
Treasure HI 1000

The Fuzzy and the Steely
are less imposing members
of the Beholder genus.
They have the same spheri­
cal body and central eye.
The similarity ends at that
point. Fuzzies and Steelies
are furry and armored re­
spectively. Each creature
has three prehensile ten ta­
cles that dangle beneath its
body as it hovers in the air.
Their bodies are 1-2 ft. in
diameter. Their tentacles
are usually 34 ft. in length
and may be withdrawn into
the body or extended up to
10ft. as they sting. These
monsters sting similar to
an electric eel. The sting
does damage to neuromus­
cular system and cause 31

No. Appearing 4-24
Annor Class .

Fuzzy 7
Steely 0

Movement. .3
Hit Dice 2
%in Lair 60
Treasure Type D
Damage 2 Specials

.or/3 constrictions
or/3 weapons

Special- 2-12 electricle,
plus saving throw vs. para
Iyzation.
Constriction- 1-3 per ten
tacle engaged.
Weapon- If weapon is
used alone, Fuzzies and
Steelies fight as third level
fighters. Damage is by
weapon type.



The Tin Foil Monster by Mark Norton

No. Appearing 1-20
Armor Class .3
Movement. 6
Hit Dice .4
%in Lair 60
Treasure Special
Damage I-8{Bite

White 50/0-12% Brass 70/0-16%
Black 80/0-10% Copper 100/0-10%
Green I 10/0-8% Bronze 13%-6%
Blue 140/0-6% Silver 160/0-3%
Red 170/0-4% Golden 200/0-2%

This monster absorbs all
light to a radius of 15 ft.
in all directions, no matter
what the light source as
long as the creature is alive.
It moves within this area,
attacking from thedarkness
on its blinded victims.

The Monster stands
nine feet tall, with six large legs and two hairy armed
paws. Its jaws have three sets of fangs, but it never uses
them in battle. lt generates its darkness from four ten­
tacles that also allow the creature to see within the
darkened area. [t is reptilian in nature, thus giving off
no body heat and making infravision useless against
it. llIusions and Phantasmal forces have no effect on
tltis creature.

No. Appearing 1
Armor Class 3
Movement I8
Hit Dice 10
% in Lair 5
Treasure E
Damage 2 paws{

8-64 per paw

Ray Gun Robot by Jim Ward

Darkness Monster by Jim Ward

This machine was set loose
to roam battle fields of the
far, far future, shooting
down all living organisms.

The violence and power
of these future battles often
caused dimensional rifts
that make these and other
futuristic battle machines

appear in dungeons and areas where rifts are created
by Wizards and Gods. The device is programmed to
stay 90 ft. away from any given target, firing 3 shots
at every one and then leaving. lt is 95% magic resistant,
with an atomic-power cell that allows it and its gun to
fire until it is destroyed. This is the cover creature to
Number 3. The Ray Gun Robot is a creation of Jim
Ward, author of Metamophosis Alph, a new Sci-Fi
role-playing game available from TSR.

No. Appearing 1
Armor Class -2
Movement 24
Hit Dice 20
%in Lair Nil
Treasure Nil
Damage Energy Ray

IOD8
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BR. WEAPON

Cold I' x y,' cone
Acid I' x Y, line
CWor. gas I ' x 2{3 Cloud
Lightning I y,' x y,' line
Fire I y,' x I' cone
Sleep I x 1{3, Fear 1 x 2{3 Cloud
Acid I x Y, line, Slow I x I Cloud
Lightning I Y, x Y" Repulsion Y,
Cold 1 x Y, cone, Fear 1 x 2{3
Fire or CWorine gas.

HIT
DICE

y,
Y,
y,

*I
Y,
Y,

*I
1

DAMAGE DONE BY DRACONETTE

CHANCE OF TALKING OR SLEEPING

HigWy voracious, this cre­
ature eats anything and as
a result, various objects will
be found in its gullet. Treat
it similar to a Gelitanous
Cube as far as treasure is
concerned. There is a 20%
chance that the creature

will be a rarer variety of Silver or Copper foil, of ap­
proximately 500 GP weight.

TYPE

All breath weapons: I hit die of damage
Claws: I point damage.
Bite:
White, Black, Brass: 1-2 points damage.
Green, Copper, Blue, Bronze: 1-3 points damage.
Red, Gold, Silver: I-4 points damage.

White
Black
Green
Blue
Red
Brass
Copper
Bronze
Silver
Gold

small bottles. They usually stash these goodies in a
high hole in the wall(ie. their lair) of their master's
room. A Draconette will usually flee rather than fight,
unless its master is under attack, its den is being ran­
sacked, or its family is attacked. Draconettes are of
medium low intelligence and only understand com­
mands or queries spoken to them in their native dragon
tongue.

The type (color) of Dragonette found or created
is dependant on the type of dragon blood used to
create them. Draconettes may also occur in the wild or
as free roaming individuals and groups, usually descended
from escaped or freed Draconette forebears.

DRACONETTE DATA BY TYPE



The Anaswami by Glen Taylor Smoke Creatures by Mark Norton

No. Appearing 1
Armor Class -I
Movement. 15"
Hit Dice .10
% in Lair Nil
Treasure F
Damage 2-12
Alignment Chaotic

High Intelligent

This creature is a nearly
invisiblespirit form ,malevo­
lent toward all life. Besides
normal combatcapabilities,
it has the power to animate
anyone non-enchanted
metal object to do its will.
This includes all weapons
and armor. For example,
it could animate a sword

in the hands of a player/character and make it attack
him. The Anaswami is Chaotic, Evil, and highly intelli­
gent. It extends into both the astral and ethereal planes.
It may (20% chance) have 1-6 psionic abilities. Its nor­
mal damage is scored by touch.

No. Appearing 1-100
Armor Class 7
Movement 18"!1ying
Hit Dice 2
% in Lair 20
Intelligent
Chaotic
Damage .... Suffocation

1-6/tum

harm them in the least.

These are monsters made
of pure, living smoke. Only
magic weapons will work
against these creatures
since the magical weapon
is solid on the same plane
that these creatures actu­
ally exist in. Normal wea­
pons will pass through
these creatures and not

The !bem by Mark Norton

DNA Monster by Mark Norton

No. Appearing 2-20
Armor Class 6
Movement .4"
Hit Dice 3
% in Lair 80
Alignment Neutral
Damage Strike/I-8

25% poisonous

15 Percent.

This creature is a huge,
enlarged DNA Molecule. It
is semi-intelligent but does
not speak. This creature
has no regular treasure but
instead, some atoms in its
structure will be gems. The
occuranCe of gems in the
DNA creature's body is
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No. Appearing 1-10 This monster of may arms,
Armor Class 7 many eyes and of course
Movement .4" many mouths. It has 4
Hit Dice 3, -I eyes, 8 tentacles, and 4
% in Lair 40 mouths. It will attack a
Alignment Hungry maximum of 3 times from
Not Intelligent any given side that it is
Damage .... Tentacle 1-6 attacked from or facing.

Bite 14 It will not bite unless its
prey is ensnared in its tentacles.

)



No. Appearing 2-12
Armor Class. . . . . . . . .. 2
Movement 10"
Hit Dice 6
Unintellignet
Damage Bite 1-6

Tail 1-10
Claw 14

The touch of these living
mud creatures will turn
the flesh of living creatures
into unliving mud. Normal
weapons have no effect
on them and magic wea­
pons have -2 damage. They
are susceptible to a mud to
rock spell (4 on the saving
throw).

Mobil Dis by Jim Ward

No. Appearing 2-12
Armor Class 9
Movement 8"
Hit Dice 6
% in Lair 40
Low Intelligence
Damage Claw 14

Bite 1-8

No. Appearing 1-20
Armor Class .3
Movement 4"
Hit Dice 10
%in Lair 80
Damage Flesh to mud
Chaotic
Intelligent

Drolls & Snake Turtles by ~lark Norton

~1ud Creatures by Mark Norton

No. Appearing .
.......... 1-12 Billion

Armor Class 9
Movement 9
Hit Dice (collective) .
................. .10
%in Lair Nil
Treasure Nil
Damage (collective) .
................ 6D8

Imagine a one-fourth inch
stomach with eight tiny
legs attached and one half
inch fangs in front. Multi­
ply tha t by one billion and
you have the Mobil Dis.
These creatures roam the
dungeons and desterts of
the world, eatingeverything
in sight. They swarm over
their food sources and no-

thing gets them off but death. One colony of Dis takes
10 accumlative dice of damage. These Dis are only ef­
fected by Cold, Heat, or a special chemical called
Mobil Dis Salt. The Dis do not spread out when they
travel, wandering in a three by three foot area and
sensing anything living within an area of 60 ft. from
them in all directions. When they swarm over a victim,
they eat it and only it until the victim is all gone and

34 then they turn to a new food source.



Wood Golems by Glen Taylor

Imps by Mark Norton

Imps are best described as
Demons. They are found
allover and are constantly
getting into things and
causing trouble. Like all
Demons, they are Chaotic
Evil. The varieties of them
are listed with their separ­
ate powers.

No. Appearing ..... 1-10
........ assorted

Armor Class Variable
Movement Variable
Hit Dice Variable
% in Lair .40
Damage Variable
Alignment Chaotic

Intelligent

No. Appearing 1-3
Armor Class 1
Movement 9"
Hit Poin ts 50
%in Lair 10
Treasure Nil
Damage by Weapon

type with +4
Alignment Neu tral

These creatures are created
and animated by druids of
the II th level or greater.
They must be constructed
of wood that has died a
natural death, i.e., not by
fire, disease or men chop­
ping it down! They may
quire 5-8 weeks to con­
struct. They may employ

any weapons that are usable by druids and will always
be neutral in alignment. Fire will do double damage
against them; however, they are able to imbibe Fire
Resistance potions or recieve spells of that type. Cold
acts like a slow spell and lightning has a 20% chance of
killing the golem instantly, otherwise it has no effect.
Wood golems have a 30% chance of fleeing every melee
round in which fire is used against them. It can not be
affected by normal weaponry. Only magical weapons
or spells will affect them.

TYPE AC HIT MOVE HEIGHT MAGIC CLAW
DIE RESIST.

A 9 I 8" 3 ft. normal 1-4
B 9 2 8" 3ft. normal 1-6
C 8 3 6" 4 ft. 50% 1-6
0 8 4 6" 4 ft. 55% 1-6
E 7 5 5" 5 ft. 60% 1-8
F 6 6 5" 5 ft. 70% 1-8
G 5 7 5" 5 ft. 80% 1-10

SPELLS

see below
see below
see below
see below
see below
see below
see below

A - Sleep, Charm person (use as in EW).
B - Magic Missile, Web.
C - Pyrotechnics, Mirror Image.
0- 308 Fireball, Sleep, Magic Missile, Conjure 1-4 type A Imps, Conjure I type I demon. (See Eldritch Wizardry

for more information on Demons.)
E - 408 Lightning Bolt, Invisibility. Slow Spell, Conjure 1-4 type B Imps, Conjure 1-2 type I Demons.
F - Hold Person, Dispell Magic, 508. Cold Spell, Conjure 1-6 type B Imps, and 1-4 type A, Conjure 1-4 type 1

Demons.
G - Fear, Ice Stonn, 708 Fireball, Protection from Normal Missiles, Conjure, 1-2 type 0 imps, 1-4 type B, 1-10

type A, 1-4 type I Demons, I type 2 and I type 3.
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Monster Level Tables

Due to requests, 1 an listing below a compre­
hensive compilation of all the mosters published in
The Dungeoneer to date. They are in order of standard
0&0 levels. The number following each creature indi­
cates the issue in which it appeared.

Ist Level
I)
2)
3)

2nd Level
I)
2)
3)
4)

Gremlins I
Draconettes 2
Imp A 3

Fuzzies 2
Smoke Creatures
Imp B 3
Golcoduli 4

3

Zappers by Mark Norton

No. Appearing 1-10
Armor Class 2
Movement 100"
Hit Dice 5-10
No Lair
Damage 1-608
Low Intelligence
Neutral

Zappers are living lightning
bolts that are attracted to
metal and will destroy it.
Magical items will get a
saving throw. Damage is
proportional to the num­
ber of hit dice the indivi­
dual creature has, i.e., 5
dice, one die of damage, 6

dice will do two dice of damage and so on.

2

4

4

4

Tin Foil Monster
Imp 0 3
Vorpal Bunnies
Mirror Men 4

Drolls 3
Snake Turtle 3
Imp E 3
Bomb Monster

Uglies I
Steelies 2
DNA monster
rbem 3
Imp C 3
Ondoculi 4

4th Level
I)
2)
3)
4)

5th Level
I )
2)
3)
4)

3rd Level
I)
2)
3)
4)
5)
6)

Arora Energy Monster by Jim Ward

No. Appearing 1
Armor Class 2
Movement 24
Hit Dice 10
% in Lair 0
Treasure Nil
Damage Special

6th Level
1) Wax Golems I
2) Darkness Monster 2
3) Ray Gun Robot 3
4) Anaswami 3
5) Mud Creatures 3
6) Mobil Dis 3
7) Wood Golems 3
8) Imp F & G 3
9) The Watcher 3

10) Zappers 4
II ) Arora Energy Monster 4
12) The Agarett 4

Further additions to this list will not be com­
prehensive, but will deal only with monsters not covered
by previous lists.
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This creature, in its normal
shape appears to be a 30'
by 30' gold cloud of gas
in constant motion. Its
two sp~cial abilities are:
the power to reflect back
to the sender any and all
energies and damage sent

at itself and the power to assume the shape of the last
creature that attacked it. Imagine the amazed fighter
that tries to attack a puny orc only to recieve his sword
thrust damage on himself! The Arora energy monster
will immediately assume the shape of his new attacker,
all the while sending spells, arrows, and sword thrusts
back at the senders. It is a mindless creature and there
is a 25% chance that it will follow and walk among
any given party for I to lOa melee turns; changing into
the different party members seemingly at random.



Bomb ~onster by jim Ward

No. Appearing 1
Armor Class 9
Movement. 21
Hit Dice 5
% in Lair Nil
Treasure Nil
Damage 10DS"

"Does 10 S-sided
dice of explosion damage

A radioactive creature of a
highly unstable nature. This
little monster looks just
like a bowling ball with
tiny wings underneath. It
purposely tries to touch or
be touched by any living
thing that comes mear it.
When this happens, the
bomb monster explodes,

damaging all within a 5 ft. radius. The pieces of the
creature then reform into a complete and whole bomb
monster again in 2 melee turns, proceeding at that
point to eat whatever it has killed or to explode once
again. The only time that the creature is vulnerable is
during the reforming stage, when it can be killed if
25% or more of its body fails to re-unite with the main
body. It eats any type of protein matter. To determine
the % size of pieces, roll a D20. (no single piece will be
over 20% of the total creature.) Proportion the hit
points according to their percentage of the total monster.

Vorpal Bunnies by Paul Jaquays

No. Appearing 14
Annor Class 0
Movement 12/20 .
Hit Dice 3
% in Lair 60
Treasure E
Damage 1-6"

"Also works as a
vorpal blade.
Magic Resist 60%

The Mirror Men by Paul Jaquays

These creatures are in actu·
ality, walking, living, man­
shaped mirrors. They will
reflect and intensify any
light source they encoun­
ter to blind theiropponents
..After being exppsed to
light for 5 melee rounds,
they may fire a I DS heat
'ball per melee round until
5 rounds after the light

source is extinguished.
""Exposure to direct sunlight or intense light

will cause the creature to explode after one full turn of
exposure equal to a IODS fireball.

"""When in melee they tend to use their razor­
sharp claws, attacking like +2 swords for 2-16 points of
damage.

The creatures are semi-intelligent and will usually
attack bright light sources as berserkers, absorbing as
much power from it as they can before exploding their
remaining foes.

Blows of over 14 in damage will cause from
25-75% of the creature to shatter. If the chest or head
is struck, the creature dies instantly. 50% destruction
through shattering will cause death in 5 melee rounds.
Dead creatures still absorb light and overload on sun·
light, but will explode at only half damage.

The fact that these creatures are mirror-like per­
mits them to be camoflaged in mirror mazes.

Mirror men are Chaotic.

No. Appearing 1-10
.Annor Class 0
Movement. 9
% in Lair 20
Treasure . . . . . . . . . . A"
Damage 2-16

or by weapon type
Also I DS heat ball per
melee round.
Hit Dice : .4

Based on Monty Python
and the Holy Grail. This
monster appears to be a
small white rabbit. When
approached, it will attack,
leaping and flying through
the air at a party, zipping
in and out through wea­
pons and the like hence its
annor class of O. In all re­
spects it attacks as a vorpal

blade (see Greyhawk), having a +2 hit probability and
head severing ability. The vorpal bunny is 60% anti­
magic, also due to its speed but mainly since it will
scare the living daylights out of any party that meets
it. The players will" br. paranoid of bunny rabbits, mice,
teddy bears, sparrows, ect. for the rest of their playing
careers. 37



No. Appearing 10-40
Armor Class 7
Movement. 9
Hit Dice .3
% in Lair 50
Treasure D
Damage. by weapon type

No. Appearing 10-60
Armor Class 4
Movement. 18
Hit Dice 2
Damage Bite 1-6

breath 1-6
......... tail 1-4 Dust Golems by Tom Johnson

No. Appearing 2-300
Armor Class 9
Movement 8"
Hit Dice IY,D8
% in Lair 95
Treasure 50 GP/each"
Damage 2/12 or

.. " .. by weapon

Ondoculi by Cecil Nurse as suggested by Kaj Nurse

This is another of those
dreaded underground races
which few people have
seen. They are somewhat
like slim men, except that
they have tow bald heads,
three legs, and four arms.
Their limbs have a couple

more joints then do men which gives them more mo­
bility. The Ondoculi are highly intelligent. They can
bring two armS to bear against a single opponent and
are also able to fire their bow into a melee in which
they are only half involved. About I in 20 are Clerical
types who can cast spells while in melee. Ondoculi
may operate as up to 8th level clerics. If one of these
people are started on a philosophic discussion or some
other deep subject, they will become distracted enough
to let one slip away or get in a couple free shots.

Swords are rare with them. They will usually
have axes and warhammers, because their swords are
of a magical variety. An Ondoculan sword has the pro­
perty of turning to stone any creature to whom it
does +3 hits of damage. The property lasts for one
month after taken away from an Ondoculus.

Golcoduli by Cecil Nurse as suggested by Kaj Nurse

This is a dog-like creature
with a large head and
mouth packed with teeth;
a short, muscular body
and a long whip-like tail.
It is a pet of the Ondoculi
with from 1-6 accompany­
ing each Ondoculus. Cleri­

cal types can summon up large numbers of them if in
trouble. They have a keen sense of smell and are diffi­
cult to surprise or escape from.

Their bite does 1-6 hits and they can also breath
a combination of acid and fire for an additional 1-6.
Against the breath, treat the victim as two armor classes
lower due to the insidious qualities of the flaming acid.
It is a 3 ft. come and thus is only usable in melee. A
favorite tactic is to seize hold of a person and then
breath through his teeth for an automatic breath hit.
The victim has a saving throw of less than or equal to
his strength to prevent it hanging on after a bite. As
stated before, they also have a whiplike tail, approxi­
mately 4 ft. long, which will do from 1-4 hits. This tail
cammot hit a person who the Golcodulus is biting, but
if there is anyone behind him they are fair game for a
hit. The larger and more intelligent members of this
species can walk partially upright on two legs and
speak a rough form of Ondocolum.
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This Golem was made by
accident when an ugly had
forgotten to clean out a
Wax Golcm mold for ten
years. (It was in storage.)
When the Wizard found
out, after already putting
the necessary spells on it
to make it a living golem,

he proceeded to turn the ugly into a wax candle and
use him for illumination. After careful study, he dis­
covered the monster's powers. It can't be channed,
fireballed, lightninged, turned to stone or polymorphed.
If a cold spell is placed upon it, the armor class in­
creases to 3. They have 18 (00) strength and pack a
double handed sword most of the time. They have no
eyes but are led by a special infravision.

"Treasure: there is a 10% chance for gems and
a 5% chance for a magic sword.



Harvestmen
based on a pencil drawing by Aaron Arocho

Statistics and inks by Paul Jaquays

No. Appearing 2-40
Armor Class 6
Movement. I2
Hit Dice .4+2
%in Lair 60
Treasure B
Dexterity 16 (AC4)
Damage Crush 2-12

....... Bite 1-3·
·Poison or paraly­
sis.

Chaotic/Evil
Semi-intelligent

Montana by Aaron Arocho and Paul Jaquays

Hit Dice 80
No. Appearing 1
Armor Class 0
Movement 24·
%in Lair 80
Treasure G
Dex 15
Damage Claw 10-60
Alignment Neutral
In telligent

-High dexterity gives these monsters an armor
class of 4. If not moving they have an armor class of
6.

They will bite for 1-3 and either poison or para­
lyze their victims. (poinson 4D8)

Each group of more than 10 will have a Harvest
Mother. This is an 8 hit dice, egg-producing, Harvestman.
Every lair will have 1-3 egg sacs hanging about.

Harvestmen also may web as a \4 area web spell.

The creature inown as
"Montana" is one of the 5
Gargantua. These are neu­
tral guardian beasts inhabi­
ting extremely remote sec­
tion of the mortal world.
The chronicles of the
Moonstorm Mountains
speak thusly : MONTANA,
A gargantuan, who lives
within the murky sleath of

the mountain rivers. A man-eater, a retainer of the
Witch-man Tanarak. With cable-stell sinews and a hide
to match, only the mystical power of the Mirrored­
Gem can linquish the might of Montana... The mir­
rored-gem that resides within the ritual grounds and
High Temple and sits upon a ruby-lined, brass stand
towering in the presence of the sorceror Tanarak.

In combat, the creature will seek to devour living
victims. He cannot be killed by normal means. He can
be severly wounded, whereby he will retreat to heal for
several weeks/months. Because of his great size, Mon­
tana cannot traverse far from great bodies of water.
He stands about 80 ft. tall. He can splinter a small
wooden boat in one blow and snap larger craft in half
like rotten twigs.

Each Gargantua has a different personality. Not
all are as violent as Montana, some are worse. Magnatz
of Jack Vance's Eyes of the Overworld is an sample
of the really nasty Gargantua type.

In .ages past, an unholy
union between a spider
demon and his high pries­
tess produced an evil race
of creatures that were
neither Arachnid nor hu­
man in form. Mal-propor­
tioned and malformed,
these creatures were des­
pisers of all life that walked
the world. They held no
allegiance to their spider
father nor to their human
mother, whon they later

devoured. The creatures were unfortunately not "mules"
and soon began to reproduce, with rumors of an evil
"Harvest-Mother" spreading about the ravaged country­
side. They reproduced in such great numbers that
nothing could stop them. That was until an old Patri­
arch named Caleb appeard from the wastes and led
them away, piping an eerie tune on strange pipes.
Neither the old man nor his demonic charges were
seen in civilized lands again.

Harvestmen combine the form of a spider with
human parts. With fungers for legs, these abominations
combine power and agility into a fluid killing machine.
The standard attack for a Harvestman is to bound after
the victim in great leaps, grab them and crush them.
A hit of 17 or better means that it was successful.

. Any hit less than 17 means it has knocked the Victim
to the ground. Any !tit on the next melee round in­
dicates a successful crush. To break a crush, the victim
must roll below its strength -10 or he must suffer a­
nother round of crush. Crushed victims may not re­
turn attack. They may also swing their forefingers for
1-4 points of damage.
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No. Appearing 2-40
Armor Class Variable
Movement Variable
Hit Dice 3+3
% in Lair 0
Treasure . . . . . . . . Since

warrior did not
carry much treas­
ure into battle,save
fortheirmagicwea­
pons, 20% of type
Dwill be their trea­
sure. Roll for each
individual soldier.

Nonnal wepons do regu­
lar damage.

Chaotic/Evil

These are soldiers who
were sen t in to ba ttle or as
a scou ting party or a raid
against unbeatable odds,
by warmongering lords,
Evil Clerics or by power­
mad Wizards. They were
literally murdered in battle.
(A good example of this
is in the battle of Little
Big Horn, where Custer led
his men against overwhel­
ming odds. They think
tha t Custer was killed by
his own men.) They have
returned after death, such
as spectres; to get even with
mankind. They seek to kill

all men in armor and all magic types. (Hobbits, Elves,
and Dwarves are not excluded.) They ride ghost-like
horses in the wilderness, which cannot be distinguished
from living horses until at a distance of 120 ft. At this
point, their glowing white, pupiless eyes can be seen.
The soldiers are in various armor types and have as­
sorted weapons. Their bodies are skeletal, their eyes
glowing white, they are capable of speeck and still

retain their intelligence, making them still capable stra­
tegists. These soldiers are often controlled and kept in
the service of EHPs. They can be turned as if they are
spectres. If someone is killed by a Spectral Soldier,

40 they do not become one.



The Slime Beast by Bob Giglio Wurp by Tom Johnson

In telligen t

Killer Bushes by Tom SiterJet

The Agarrett by Tom Siterlet

No. Appearing 1-12
Armor Class 6
Movement. 0
llit Dice 3
% in Lair 100
Treasure B
Damage 1-6
Arms 7-12

This monster was created
as a guardian beast by an
alchemist who wanted a
deadly creature that would
fight to the death and never
run away even when great­
ly out numbered. The
Wurp has a suction cup
base, making it incapable

of motion, a flexible stalk, a single eye and 7 to 12
tentacles ending in boney shirikens. They may only
attack as many times as the possess arms. The shirikens
will regenerate in 1-3 months. If chamled, tiley will
stay charmed, permanently.

This beast is typically a
take-off on "Big-Foot".
It stands 8-10 ft. tall and
walks with a shambling
gait. It has an odor of all
the world's garbage. There
is a 20% chance of hearing/
smelling it approaching at
10-40 ft. It feeds on any­
thing in its path. It is
nothing more than slime
in a semi-solid form. It
atlaclcs by absorbing people

into its body. In 1-4 melee rounds they will be digested
by enzymes within its body. During this time the vic­
tim may not attack because of the roots and thick slime
inside the creature. A pe~on in no armor is dissolved
in I round, leather 2, chainmail 3, plate 4. Magic armor
adds I round per plus. The beast has no bones and can
not be crushed. The slime beast loves the swamp, but
it also makes its home in places where waste and refuse
are found or dumped. Fire is -2 saving throw for it,
cold has no effect.

No. Appearing 1-2
Armor Class 0
Movement 6
~lit Dice lO
% in Lair 60
Treasure D
Attacks 2 Clubs

at 1-10. On an 18+
... it hugs for 2-20
pts. and the pe~on

is absorbed.

This 10-1 2 ft. tall, winged
mutant is a far distant
relative of the goblin spe­
cies. Its home is anywhere
secluded, semi-dark and
quiet. Its nest is made of
of clothing from former
meals and other soft ma­

terials (fur, hair, etc.). Standing on two legs with eagle
type feet, the Agarret has four arms; the top two having 41

No. Appearing 1-4
Armor Class 5
Movement 9/24
Hit Dice 8
% in Lair 10
Treasure B
Damage Special

This ex tra-ordinary chaotic
off-shoot of the Ent fami­
ly should be treated as a
Gremlin more than any­
thing else. The most not­
able area of concern if
attacked by this beastie
is its limb arms. Each ex­
tremity could have 2-8
smaller lim bs on it. At the
end of each limb are from
2-7 throny barbs (much

like a procupines), which have an 80% chance of being
coated with a ID4 sappy poison. (The percentage. goes
down by 10% with each use of that limb. Roll every
3rd use to see if that limb snaps off. 40% chance.)
This should keep your next campaign or outing most
in teresting.

No. Appearing 1-100
Armor Class 6
Movement 6"
Hit Dice 1",
% in Lair 10
Treasure Nil
Damage 1-4*

*2-9 if using more
than 2 arms. Also uses a
I D4 poison.
Chaotic



The Tarraltook Bat by Aaron Arocho and Paul Jaquays

six clawed fingers and the bottom two having five. The
head has cat-like features, large sad eyes and a hom is
the center of its forehead. Its forked tongue, lizard­
like, has a special purpose of reproduction. The saliva
in the creature's mouth is its means of reproducing
itself. If a saving throw vs. magic is not made when
struck by this fearsome tongue, the inflicted will
become a zombieish "incubator" for the creature.
After 3~ months, the victim must make a saving
throw against being channed and subsequently eaten
by the now "hatching" young Agarrett.

The Agarrett's wings enable it to fly as a dragon
and the 20 to 50 lashes at the tips of the wings work
as whips. The Agarrett will try to capture and fly off
with a victim. Otherwise, treat its attack as that of a
gargoyle, wilh a lick in place of a bite and with two
extra arms.

react as if "e is surprised and also knock him down. If
victim is surprised, the bat then gets a free melee round
and bites for 1-4 and stabs with tail for 1-4. These crea­
tures usually inhabit cavern complexes but have been
known to be found in large room, passageways and
dark forests. In addition to Infravision, the bats have a
sonar which pennits them to attack invisible characters.
In bright light the monsters are blind and recieve -4
attack on the first attack and -2 on further attacks
once in melee. Tarrahook Bats take off from the ground
by coiling up like a spring and thrusting away from the
ground. They also use this manuever too get a 1-8
stab attack with their hook. Any victims killed will be
eaten. These creatures prize Elven and Hobbit flesh.
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An incredibly vicious crea­
ture is the Tarrahook Bat.
When it smells a possible
victim, it flies at break­
neck speed toward the un­
lucky one and brings up its
terrible hook, striking like
a lance and ripping upward
the abdomen of an oppo­
nent. The force of the
blow will make the victim

No. Appearing 2-12
Annor Class 5
Hit Dice .3
% in Lair ......•... .40
Treasure C
Movement 21
Damage Hook 1-12

........ Bite 1-4
Chaotic
Semi-intelligent



Aquazombies or The Walking Dead by Paul Jaquays Carnivorous Slither by Aaron Arocho and Paul Jaquays

No. Appearing 1-3
Armor Class 7
Movement. 6
Hit Dice 5+2
%in Lair 90
Treasure C
Damage Tentacle 2-12

... Digestion 1-10
Maximum ofthree attacks
per opponent.

"This Slithery creature is
guard to a mystical orb.
Upon its tentacles are suc­
tions that grasp and hold
tightly on to the victim,
slowly using its own weight
to apply the pressure and
crush it lifeless, ready to
be eaten. Atop this vile
beast is its digestive tract,
the protruding arms about

the stomach inject enzymes when they pinch parts of
its feast! Its eyes are infra red in the darkness and in
light are covered with a veil of mucus." On an attack
of 18+, the creature will have looped a crushing coil·
about its victim, picked him up and thrust him into the
midst of its digestive organs and thus recieve another
attack, +2 with its juices. In bright light, they are all
but blind. Attacks are at -3, when blinded.

S51

No. Appearing 4-40
Annor Class 6
Movement 9
Hit Dice 2
%in Lair 40
Treasure E
Dex Range D10+6
IQ Range 208-2
Damage 1-4+Special'

. . . . or by weapon
Align ... Chaotic/Neutral
Capable of Speech

Not a lure undead, Aqua­
zombies are victims of
contact by the Slime God,
becoming symbiotic crea­
tures with an alien slime
race. (individuals non-intel­
ligent without host.) If
wounded by a non-weapon
attack, the character must
make a saving throw vs.
magic at -3 or become in­
fected with the slime,
eventually becoming an

Aquazombie (take over time equals Y2 constitution x
week). Cure disease and Remove Curse are necessary
for cure. Must be applied within 3 days. Victim retains
his character up through the point ofcomplete takeover,
then become more slime than human. When the slime
has taken over the body itself 100%, it becomes no­
thing more than a puddle of non-intelligent slime.
Intelligent victims tend to live in leper-like colonies.
Above creatures is about 60% gone to slime, completely
taken over.



More Decks
by Lew Pulsipher

Many players are fascinated by the Greyhawk
"Deck of Many Things". The referee can satisfy this
fascination in two ways, by creating minor decks so
that decks are not so rare, or by setting things up so
that regular decks are often found. The second method
is a mistake, because no matter how many characters
are fouled up by bad draws, there will be some who
gain significantly by good draws, wrecking the balance
of the game when regular decks are plentiful. That
+500,000 experience card will come up sooner or later
(I have seen it happen twice), and in a balanced game,
50,000 experience points is more than half a year's
work. Some referees go beyond this error, and permit
more than four draws from a deck, or make the decks
ever more powerful than the Greyhawk offering. I
was once in a game in which four different players
each drew four times from one deck-and will over
100,000 experience points were gained, at the cost of
three stoned characters. In another game, twelve picks
from a double-strength deck resulted in 6 wishes and
three former first levIes with 100,000 experience each.
This kind of ridiculousmess must be avoided, or your
game will tum into a boring monster shoot. But decks
are useful, both for the fascination of the gamble and
for games with many players-let four different players
each pick once so that each player gets a chance at
the magic more often.

The following decks look exactly like the
Greyhawk item, though if players count the cards of
the "Few" deck, they'll know something is fishy. I
use numbers rather than cards because its easier to
roll a twenty-sided die, and there is always one of
those available, while cards are not.

Deck of Several Things

01 Joker-gain 12,000 experience or draw two
additional cards.

02 Joker--as above.
03 Help from a hero with +I armor, shield and

sword for one hour when you call. Gear and
man disappear at the end of the alloted time or
when dead.

04 Gain 25,000 experience points.
as Gain map to the third richest treasure on any

level you name.
06 Gain potion of you choice.
07 Gain scroll of 5 spells.
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08
09
10

1I
12
13
14

15

16

17
18

01

02
03
04
as

06

07
08

09
10

1I
12
13
14

Gain protection scroll: (roll type).
Gain 2-12 pieces of jewerly.
Add one to any characteristic except prime re­
quisite.
Death, saving throw as against poison.
Lose one point from any but prime requisite.
Tum to stone, save applicable.
Swashbuckler with +2 sword, armor, and shiel
attacks. Gear and man disappear after defeat.
Lose 10,000 experience or one level, whichever
is less poin ts.
Lose one magic item of your choice (no potions
or dud items).
Third level monster attacks.
One follower deserts permanently-the one
picking or (if leader is picking) the one with
the lowest loyalty. If not using followers, lose
one point from Charisma.

Deck of a Few Things

Joker-gain 2,000 experience or draw two addi­
tional cards.
Joker-as above.
Gain 5,000 experience points.
Gain scroll of one second to seven th level spell.
Gain staff of power with one charge in it (not
rechargable by any means).
Gain map out of dungeon, by way you don't
know of, from where you found the deck (or
if not in dungeon, gain map of way into any
dungeon level you name, that you don't know of).
Gain one piece of jewelry.
Help from four dwarves for one liour when you
call.
Blind 2-8 days.
Paralyzed (no save) at least ten turns and reci­
pient of Remove Curse.
Lose 5,000 experience points.
Cursed with weakness (As the Ring).
Second level monster attacks by surprise.
Lose all the non-magical treasure on your person
right now.



The Ring of Slime Control by Paul Jaquays

%i1e roll for level
01-75: 1st
76-90: 2nd
91-96: 3rd
97-99: 4th

00: 5th

Elven Blades
by Paul Jaquays

In the elder days when the elves, the sons of
men and people under the mountain worked and lived
amongst one another; there were formed blades of great
power. Men and dwarves worked enchanted smithies
to form the magic swords with their sorcery-sharpened
edges and their powers energized by arcane mummery.
The elves, however, made wondrous blades, each like
the other, yet different and designed uniquely for its
user. These swords had great and unknown powers
beyond those normally instilled into them. The only
ones who know of these powers were the smiths who
forged them and the heros who bore them. The past
became the present and the people split, both elves
and dwarves becoming reclusive and mysterious races.
The secrets for the forging of magic blades were lost
but to a few, as were the secrets about them, becoming
known only to the bards.

The powers of the elven blade:

+1 hit probability - Kobolds.
+2 hit probability - Goblins and Orcs.
+3 hit probability - Wights, Wraiths, and Spectres.

There is a 25% chance that a Wight, Wraith or
Spectre that is hit with an elven blade will disintedrate
both itself and the blade striking it.

The presence of any of the above creatures in a
radius of 300 feet will cause the blade to glow with a
blue light that becomes brighter as the creatures come
nearer.

The elven blade will always be neutral.
All elven blades, regardless of intelligence or

ego will have the purpose of slaying evil opponents
and will paralyze (use saving throw) anyone evil who
touches them.

If intelligence is indicated in a sword, use the
language number determination chart to find out its
powers. The different abilities of an elven blade are
different from those of "normal" magic sword. They
are found on the special powers chart for artifacts
(see Eldritch Wizardry). If one language is indicated,
then the sword has a power from Chart I. If two lan­
guages are indicated, then the sword has a power from
Chart I and a power from Chart II, and so on.

Swords of the top intelligence will have two
powers' from each chart that they may have powers
from. The elven blade will not have any of the powers
listed in the regular sword matrixes and all artifact
powers should be determined at random.

Necklaoe of Warriors by Tom Filmore

The Necklace of Warriors is a circle of rope, about I ft.
in diameter, with from 1-10 beads attached. When one
of these beads is removed from the necklace and thrown
to the ground, a warrior will spring forth to do ~he
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bidding of the wearer for one week or until dead.
There can never be more than one warrior in existance
at any time and any bead used while one is in existance
will not function. The warrior cannot taJk or communi­
cate in any amnner but will do everything ordered it
by its master, except to destroy itself. It will always
protect itself from any form of attack (including from
its master!). If it is attacked or betrayed by its master,
it will seek revenge and the bonds of obedience are
broken. Special note: "It is fun for the OM, as the war­
rior is a totally obedient slave who takes all command
seriously and literally....."
Armor Class: 2
Strength: ]8 (0 I)
Dexterity: 18(01)
Hits: 8 per level

The warior is 100%
resistant to mental attacks
from magical or psionic sourses.

The Pipes of Caleb by Paul Jaquays

The Pipes of Caleb were created by the ancient
Patriarch of the same name. He made them so that he
might remove the evil of the Harvestmen, charming
and leading them away from mankind. He led them off
and never. returned.

The pipes will protect the bearer from harm by
any Harvestmen and will also protect any within 5'
of the pipe bearer. When played, it will charm and hold
any Harvestmen in hearing, placing them under the
piper's control. If the piping stops, they will attack.
The pipes will also charm, with saving throw, members
of the arachnid type (spiders). The base is 50% for
spiders of 308 and +I0% for those below 3 and -10%
per die for those above 3. These pipes also adds 15%
to a Bard's base charming ability. The pipes are very
ordinary looking, 5 reeds bound together.

The Ring of Slime Control gives the wearer
complete control over creatures along with a summon­
ing ability of monsters that are slime related. This ic­
cludes:
All Oozes Giant Worms
Puddings Aquazombies
Green and Other Slimes Funguses
Shriekers Molds
Gian t Slugs Amoebas
Gelitanous Cubes Shambling Mounds
Ochre Jellies Giant Snails
Yellow Molds etcetera.
The summoning will bring from 10-40 hit dice worth
of slime monsters. This ring is not as powerful as it
seems. It is merely an extension of The Slime god's
power. Once it dies, the ring is worthless. The ring will
only summon once every 30 turns. The creatures are
then under the power and influence of the ring's
bearer. The wearing of the ring also places the wearer
under the influence of the Slime god once he uses it
for the first time.



ILLER KITCHEN
Merle Davenport

When is a kitchen not a kitchen? When its a
killer kitchen. Players enter this room via a 5' wide
door, through what appears to be a 15 x IS short cor­
ridor and into a room that appears to be 50 ft. across
and 9S ft. long. Written on the floor in chaotic is the
following phrase:

"He who darcs to entcr here
a Womans work he must not fear."

Whenever a player comes n ear one of the· appliances
that is within lOft. of its front, the machine wiJI at­
tack. The machines will continue to attack until des­
troyed. The illusionary walls will remain as long as the
cameras projecting them are still functioning. The coun­
ters will also only function so long as the animation
ray is on them.

Cameras 2 and 4 cast the iJlusionary walls and
cameras 1 and 3 animate the objects on the counter.

Gas Stove
Most fiendish of monster, breathes fire and poisonous
gas. Opens door and breathes a cone of normal flame
for 408 of damage. Cone 30 ft. long. Gas cloud
(406 poison damage) is a 25 wide x 40 ft long x
20 ft. tall cloud. AC 3, Hit Dice 7+4, I Attack, rue
or gas.

Sink
The sink will attack by either squirting soapy water,
causing a 20% chance of slipping and/or dropping wea­
pon, or by shooting out a 3 dice blast of acid, range
is 40 ft., contains a -3 warped bow of accuracy. AC 4,
Hit Dice 5.
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Cameras
The cameras operate the illusionay walls and the items
on the table AC 2, Hit Dice 2+4, -3 spear inside.

Coffee Grinder
The box portion of this monster is approximately
2 x 2 x 2. It contains 124 beans and shoots 6 beans per
melee round. Inside it are 600 GP and 2 100 GP gems.
AC 5, Hit dice 208+4, Attacks 6, Damage 1-2 points.
On a roll of 20, -I Charisma.



Counter
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Refrigerator
The Refrigerator will attack by either letting loose with
a cold spell, attempt to lure person inside and then
suffocate him in 1-6 turns or swing door into opponent
for 1-10 hits of damage. AC 2, Hit Dice 7. Inside is
a mace -2 of disruption and a + 2 shield.

Items

o 0
00 51'oVE

4
18
9
2
4
4
3
12

HitsAnnor
Class

4
o
-I
-2
-I
o
I
2

I. Can Opener - every Ilit
reduces AC by I poin t.

2. Rolling pin - 1-4 pts. of
damage.

3. Ice cream Scoop throws
at face.

4. Paring knife - 1-2 pts. of
damage.

S. Meat Cleaver - 1-4 pis. of
damag~.

6. Five Frisbee Plates - 1-8 pts. of damage.
7. Spatula -1-2 pts. of damage.
8. Broom - 1-6 pts. of damage.
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A.

B.

c.

D.

E.

F.

G.
H.

I.

J.

K.

L.

M.
N.

O.

A phanta~mal stairway, occupying an actual stair­
well. You step on it and its not there. Even nas­
tier, have it switch back and forth with an actual
stair.
A spring loaded trap that shoots a character up a
verticle shaft. The catch is that the distance he is
thrown up depends on his weigh t. A heavy or
armored character might not make it up to the
top of the shaft and fall back down, whereas a
very light character like a Hobbit might be
thrown well clear of the top of the shaft, enough
to have a good fall to the ground.
Strange talking magical items that have even stran­
ger personalities (Remember Fred the talking
Amulet?).
Libraries which contain only ficitional material
(I was a teenage barbarian, etc.).
A level that has interconnected series of water­
filled tunnels beneath it that surface in every
puddle or pool of water on the level. A good
place to put a vengeful ater thing.
At the beginning of an adventure, an evil MU
makes clones of the party and has them seek out
the originals.
A room that eats the intelligence of magic swords.
A ring that randomly polymorphs the user. (When
I say randomly I mean randomly!)
I-lave characters enter the storyline of a fantasy
novel and see how they affect the outcome of
the story. (What do you mean Gandalfwaskilled?)
Hannless animals that follow a party and make a
loud racket, attracting monsters. If physically
attacked, they become huge, vicious creatures.
(Problem: How does one ditch them without re­
sorting to combat?)
A room or object that causes a mind switch be­
tween two characters. The mind occupies the
new body but doesn't know the full attributes
of that body.
A huge underground, magical garden. It is mostly
full of magical fruits and vegetables that are
both hannful and beneficient. Only a druid of
high level would know what the plants were and
even then... Ents might tend such a garden and
the Master of it might be a high level MU who
would have the info on the plants in a gardening
book.
A level that is little more than stairways.
How about an artifact that randomly polymorphs
a part of the body into that of a monster. It
takes a full wish to reverse the effects.
An area in the dungeon that causes mutations as
per MA. It could be guarded by a few already
mutated creatures.
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P. Have several motley crews of various monsters
roaming your upper levels.

Q. A mirror maze.
R. Exit signs pointing in random directions.
S. Signs with various inscriptions on them.

T. Piles of corpses and puddles of dried blood, ie.
the remains of the last group of adventurous
fools who entered into the dungeon.

U. Have a receptionist's desk at the entrance to
your dungeon. "Whom do you wish to see?"
"We've come to loot and pillage the dungeon!"
"Take a seat over there and flIl out thses fonns
in triplicate please." "But. ..But. .. " Keep her
safe by making her a high level MU.

V. Or how about a library of magical books that
you can't take out unless you have a library card.
And then come to find out that it is only the
juvenile section.

W. Have C-3PO and R2-D2 of Star Wars come and
join the group. However, have a group of Imper­
ial stonn troopers hot on their tails.

X. Gems that shoot out rays that disintegrate cer­
tain substances like, wood, or steel, or leather,
or cloth or parchment etc.

Y. Animation Cameras. They shoot off spells that
will animate various objects in the room such as
annor, weapons, statues, etc.

Z. A bottle of endless water, set so that it starts
releasing its contents when the door of the room
closes and locks.

AA. A wand of Polymorph user to a Frog.
BB. The hom of monster doubling. Blow on it and

your opponents double in number.
Cc. A magic sword that randomly (actually on a set

plan) changes its +'s and powers.
DD. How about a living elephant head on the wall

that shoots peanuts as missiles.
EE. Have a Dungeoneer Ugly wandering about the

level with a portable hole used like a trap. The
players fall in, suffocate, and are looted of trea­
sure by the Ugly.

A. Random Teleporting Phase Doors: Nonnal ap­
pearing door, until passed through. At that
point, they become teleportation devices. A
green glow surrounds the door (this is just a
special effect) and the party is removed to 'a­
nother level. It becomes tricky when it becomes
variable, up or down or to different levels. It
is even worse when either side of the door trans­

ports to a different area.
B. A room which destroys the intelligence of magic

swords. It leaves the basic power intact but re­
moves the intellect and ego. Swords of the high­
est in telligence and ego will probably self des­
truct and melt in the user's hands.

C. A living corridor that squashes and eats people.



D. A room with a magnetic ceiling. Any ferrous me­
tal is immediately drawn to this hyper powerful
magnet. If desired, custodians of the room can
come in at any time and relieve victims of their
belongings.

E. A room that when entered turns everyone and
everything invisible, but only as long as they are
in the room.

F. A room that is spherical in nature and has gravity
on all surfaces. One can hold some very interes­
ting battles in such a room. Or a similar room
with no gravity. This is an interesting place to
hold battles between ariel creatures within a
dungeon.

G. Large underground caverns with forests in them.
This allows for some interesting underground lost
cities and what not.

H. Tunnels (on deep levels) that lead to areas oper­
ating under the Metamorphasis Alpha rule system.

I. Occasionally, (especially during slow moments
of the game) have a dank wind extinguish all the
torches that are lit. This scares the crap out of
an unwary player.

J. A bridge across a pit of molten something or
other that has phantasmal walls and doors along
its course. Push against the walls...oops.

K. Elevator rooms. Whole rooms can descend or
ascend to different levels.

L. Rooms with giant statues in them. One of mine
did weird things to people, another swung a
huge club every few melee rounds (with an incre­
dibly poor chance of hitting) and would crush
people as they tried to run across it. Another
would ask questions and riddles of people and
then begin to wail on them if they didn't answer.
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pon.1 ch",. for Ih. U.S ... C,n.d•. A'O 01 FPO
.ddrIlMI. E"uptlonl: 'ou". "qui" I 1I0rd" Pft
..ch l.e pOIl.n. Fo .. l,n ord"l .hlpp.d _I. lurl.ca
unl,1I AI, lurch.rg. includ.d: '3.00 for ..ch S5 of
Old" II 1•.99-S5 lurch.l. EU'II POll'" "Iund.d.
On 'Ublcrlptlonl: U.S. hI cll 13.50; C.n.d. 14.50
(.i.1 o. 13.80 (3rd ctll; Fo .. I,n '14.50 (.Id o. 15.20
(Iu,'.u) PER YEAR PER SUBSCRIPTION.

521 Gondor ch.d.1 Ird 750 Dungeon Donltav.
522 NI,htwflllh 118 W....tl'...
8.5 B.bV Ora,on 181 5.. d.monl
105 01llluning nntlll 1B5 Wob,n
710 Son 01 nillill B03 Wind Chlld ..n
723 Bl,foot B22 C.nt.un/club/bow
128 Mdm Slar 01 So,c.. .2. IronhOO"1 bodV,.d
760 Ru" ,"... '2i '.vll SUfYlwolI
1t1tl Ronin, cnwl", 2008 FIUII
7'3 W... ba.1I 2013 Sp,ce AII.llln.
1d50ch,n!Sh.... bl.n 2018 Sp.ca H..ol"..
1611 Rop,-mo"".rI 2033 G.I.ctic GI.dIIlOIl
189 Gi.nt Boring BIlII. 2038 Imp... Marin. NCO.
110511, b.. ll. 2031 Imp.tI.l M". T,p.
111 Gi.nt Sn.1ta 20'6 P.gnu, L1u,d
1130". W,nrd 2011' Hu ..... u
11. Gi.nl Lira.dl 2015 Robot Slo,... lIpn
175 Amb.. Bul" 2075 On.. t RII.
7B3 Ph ..inl 20BO Grant Ollr;u,d
B05D.,nnwl/dlmibd·l 20B\ Altinm ... lul Ip .. ·
613 D.l'Cll N.c,omnc, hillO,ic um.I.)
814 MII"r of Fi.. 2083 Smllodonl lub..·
B26 Mo.nlng SlIr loolh li,e,}
821 Euninll SlIr 208' (ilvPlodon tgi.nt
828 While p.lncall "m.dlllo)

2001 tBEMl Mrln Ov,l,d S3.49
2003 St,lI" Amllon 709 8rld. 01 n.uiu
2019 Menlull Mind Wlch 711 N.ltin blbVlill1f
20211 Of. Ff~ 779 W...boll
20280,. Cybo'll 798 Shllkadillo
2055 L111<dun SI.. knlll 2063 ICflh.ug.
2098 S.nd d.. ill... 20.2 PWI AmI F.in" on
2097 Sind devit/,ili. • 20B4 .... $3.95

S2.29 502 Grtll FlIwihp$6.95
'01 J.p.nn. Monk 610 M.ntico,•... S1.95
52' Low O'can co... md 611 Wvnrn ..... 15.95
525 Low Orcan ..ch,.. 131 Dun,. Adnnlurall
52g Low O,ean/lci... ita. ,rouo..... S•.95
530 Low O,can uri"v 800 S.'dni Vuhll' ..
535 O'can arch.n . . .. . .. S 14.95
538 O'can u.m.n 825 Nmd Godlt.. 1'.95
814 Mv,midon 2010 Gi.nt RObot. S4.95
724Sup"hlfo' 2015 8'.nca Snow. Ih.
151 El...n"v.d 11011.. Su, DWfYl. S•.95
15B GlInl B.lI 202g Moondo, M.ud.'1
754 Bu,b..,. Clnln. bnd 15.95
168 G,.nl R.II 2084 War Bullp/.d,S1.95
712 Lirard M.n 20g5 Wid BuH.lop....95
711Shluonl 2098 SlIr Fllwlhp. $ •.85
71B Wollmln
BO. Oragonn,wl Pri," GRENADIER
807 Orllnnwl/d.mibd·3 Will,d•• W.nio ••
811 H"rek Ih. 8n.... S2.2g unln, indlclI'd

Gund. Ih. GuillV W 1 HIIIAgl/bwl/lp'/lwd
812 JII·el Razorell & W 2 Mnln Ow.n/lwd/hr

B.. I·POI A.lwrin W 3 Mnln Owrvi/u/bow
811 Grazetndr Sh.m.n W. Ell Fllt!lwd/bow
81a L.mp"". W 5 Elf Fllt/,p",
B30 TUlk Rid" W 6 Gnml Runuhld

2002Starduckl Iwd/u/IP",
200' FUll;U W 1 Grt Wood Trum.n
2011 Robol g'ouP W 8 Good mn W.II/bow
2012 Duc" Ro,.n group W 9 Gd M,n W"I/Iwo,d
2014 Plllllon "'nd,oidl WID Gd Mn WII/'p,/U'
2016 Spate Dw.rvu W11 Fe... F Ir/lwd/IP,/bw
2017 Sp.ce Dwar' PinlU WI2 Nrthln Barb/lwd/u
2020 G.I.ctic Cenl.u, WI3 So.c..o"
2030 Ali.n MUllnu WI4 Thl.b'd.clrc.•ng","
2031 NIW M.r1I.n WIS O'C 0 Ev"lwd/'l<
2032 RockhoPO.1I WI8 O.C 0 Ev,/bow/lpr
2035 Alien .d..nlu" "II WI7 O,c-Hnd/lwd/bll'l<
2040 Frin" in pw...... or WI80,c.Hnd/pl·arm/bw
2041 Nude Frln. Wig Gobhnl Mount/.wd
2045 T.ucan Spc Rng,. W20 Gblnl a Mnt/lp,/,,,
2050 Lira.dun Adv "d W21 Goblin. Wolfrid..
2051 Prone I;zard troop, W22KoboldI/IWd/lp,
2052 Knulln, Lrrd t,p. W23 Trolll: wood 81 c...
2080 Aphid ICI/gnv·cvcl W2' Mo'do' cmnd p.ck
2070 F.lo,d Eli" Inf.nu W25 Ch'O.W'IOIEllt/IW
2071 C'ouching F.loid W25 B"llrklfl/u/lwd
2071 Wooh. W21 Mnld O.r" Rid"t
2098 AndrOldl W28 Fin Omn!Wreilh.
2100 Duck V.d" 6 W29SlImu/moldl/j.11i1l

R.bblt T,oop.. 1 W30 W"'WOIVII/w.rlfll
S2 .•i W31 Ghoull/mummlu

508 Grav Wiurd mnld W32 AI" E"lh, Fln,Wu
513 Goblinl/IllU/lprl W330,,,,/,i.nt
514 Goblin.lbow/lhld W3' MinOllu./m.dul.
523 Mnld Nillhtwr.11h W35 Zomb/lk.l/ger,ovl,
532 Hobgoblin Body,rd W38 Pu.p wo.m/,nt In.''
541 SI..pin,Orc W37 Hvdra 1 •.00
702 B.rb.III,nl & Ihl.1 W38 R.d drallon .. $'.00
108 Ag.ln n.llill W39 Blu. Or'1I0n .13.00
7200ncul.6I11mplr. W'OWvva,nin .. $3.00
125 Mdm SI.r Hor"bll W.l M.ntlcon ... 13.00
130Cimm... Kln,mntd W.2W, m.... moth 1 •.15 ~HDENIX/ATLAHTlS

138 M.ntlt th. M'lInlf. W'3 Cllplt w orc/mn I. .. .vail.blll-5' mm
165 B..,·owll W". D.n thrw,·' .13.00 AS PrlnCl" PhUlndn w
182 Th,oonl W"6 V.mpi,1I ch.ir. .S8.50
1B. O,odenlh, W.8 Thiaw..:,lf, dw.rt, A6 H.ndm.ld.n hold in,
808 honhoof m.n • tI....I. mirro' . . . .. . $4.95

2005 Ev.,.r W.' $I,vn,wnch,h."m A7 '.n S'.95
2008 Kill.. Robot "I. ,,1. Mop,d A8 Hndmdn/oinl .. S'.85
2025'I.nll"VlcoUIi W•• H.rOI/.upa,haro. A9 '.nlh" S •.gS
2021 SlarWiz"dll OKpl A,utl ....... lot III.". to.' W.itl for f". cu.lo,.
203' Plrll' C.puin & HOW TO ORDUI

BounlV HUnll'
20'. AHln Tou,illl
2059 Kni,hl of Dlfkn'lI

$2.85
'02 S.murai Swo.dlmn
filS Goblin commend
531 Gobin kin, a. bdytd
5" O.ncin,O.eI
5.3 Br.wlln, O.C.
609 G.illon
613Sphinll
703 B..b. Ouck 6 g.11
106 Mar' n.ltlll
701 SIUl'mo" nlltl..

FLYING BUFA,LO, INC.
Tunn~11 & Troll •.. S'.OO
Solo Ounglon. S3 ..ch:
B'vond Ih. SlIv."d P.n.
Buff.lo C.III.
Oargon·IOunll·on
O..thtr.p Equ.llnr
Dung.on of th. Bur Ivl 1
Dungeon 01 th, Bur Iwl 2
L.bvrlnth
N d 000...
Ova 1lI
Unci, U,ly'l Ounll'on
Wi..dWo,ld
City 01 T.rro•.... '1.00

ARCHIVE
11.59

540 Brid" T.olt
101 Clmm"./5h.·d•• il
141 Sin bid Ouch

2081 Aphid Intlnlly
2082 Aphid 1140'111 Tum
2085 X,S 6 V Oronn
20110 JII b.11 a. WilPon.

S !.ill
507 R.inbow Wh..d
flOg Brown O,uld
516 Old WllIow M.n
518 Wolfrld"'/U/lwrdl
519 Wolfrld,,'/bow/IP'
fl20 Wotf.id.. comm.nd

FGU
Chiulry & So,c"vS 10.00
C.C So.c.book... S8.00
C.nll PI.nl.. .1'.50
A.chworld 16.00
C'ud... . .. 1'.00
Homn & Honll 1'.50
Down SIVPhon ... S4.00
Rov.1 Armlll of Ihl

Hybo,l.n All' . S6.00
Bunniel6< 8UIIOWI S6.00
Flllh GO'don 6 W• .,lort

of Mon,o $8.00
SI",h,PI & SPlcamln $7
Lordi 50 W.u.dl S 12 00
B,o.dlword. .S•. 50
GI.dillon . S 5.00
Binme 6 G.II..,. . S 12.85
R.p;., 6 O"i" .. S'.OO
Swo,d. & Sorc.. o"SB.OO
Or.gonlo.dl .... $12.00
Conqunt of N. Am" $1
D.Url.,...... . S5.00
G.I.Clic Conqu.lI. $'.00
LI'ion S5.00
Mlfcanlly $ 10,00
Tow"l fo. Tv ••nu $ 7.00

METAGAMING0". . '2.IUi
Chliin I $2.g5
11'.1.,. . S2.95
Warp W" $2.95
Rivili. . .. S2.95
Wlurd..... . .$3.85
Olympin. .12.95
GEV .S3.95
luW" S2.95
Ollih T.u S2.i5
BI.cll Hoi•...•.•. $2.g5
Stickt 6 Slonli S2.i5
Ythri. S8.00

G.mm. Wo.ld., .. '9.115
Cohorll 18.llS
5Ulplclon 112.95
c.vanlf.' Andhd113.60
FI.ld R.,ulatlon, .13.00
Co.dill. 5t..l ..':'t1.g8
AI. Pow $3.g5
'.nu, W"ta" S•.OO
1110 On' $2.50
Mod"n Armor $4.00
Wm th.Conqu••o.$ 1'.9B
Llnl. Bi, Ho,n .. S 10.00
Fi,hlln Ih. S"i" 110.00
... f,ic.n C.mp.ign. 19.95

GOW
T....n.. ... $12.00
M.Vd.V S5.00
Imp"i",m $ 11.98
M"unary Sup!. \. $5.98
Ov.rlord ... 111.98
IUi.d.. . .. $ 11.98
R.ohi•.......... $ 5.00
B.ltl. 01 Aim•.... $5.00
Agincourl S5.00
En Gard•........ S•. OO

THE CHAOSi......
S10.00

Whill Bllr & A.d Moon
Nom.d Godl
Troy
Lo'dl 01 M,ddl. St.
King A'lhur'll(n"hll
ElfiC .... 112.50
P"lloul Encount,flS8.00
AUIII.OI. Th.um.turgy$5
Runequut. $B.OO
B.lll1l1n Bllnc"l. S3.00
SIOmp... ..S3.00
All till World', Monll.r,

VoI.162 .. uchS8
Trolll & Trollkln... 12
Scorpi.n M.n 01 B,ooiS 2

SPI GAMES
$8.00

AVALON Hill OAMEI
8e.00

rlell(l II
WI' II 5..

SIUD
"Ie"nd" tI'Il G,.. ,

1'0.00

11500
Th. Conqu..on
W.r of lh. RIn,l

$20.00
Middl. Earth
Ob)lttlu Moscow
T".;bll Swifl Sword
Wuhl Am Rh,ln
W.. Betw..n Ih. 5"111­

1861·1865
W.. in Ihl E.II
W•• In th. Wilt .. 130.00

~uilb

IIR MINIATURES
II ",.It.b'.

75 mm
1(31051. dlr/wmnl21.50
F9009 Sif INorl." 15.00

"'qulr.
Afrlk. KorpI
au.b,1l Stnt,..,
Th' Collector
D·O • .,

IS4.. Owf.l. H. IPU'I Faeu in five
STAA TREK fIGURES hudll

15 mm S 10."5 ..en GlltylbuI,
1600 Capliin K,,1t Kingmaker
1801 Mr. Spoc:k Luftw.fft

215 mm S 2.85 ..<11 R,cllthol"n', WI'
1604 CDt. lUrk, Ymn, Th' Runil" elm par,"

Scally. Sulu 1716
1605 Spock, McCoy. Spud Circuit

UhUf.· SlIflhip T,ooPI..
1612 F'dllilion Crl'" 510cll".. ,kll
1813 Ramuli" Cra... Twlln
'8141(110110" Crtw Yiciory in til, P.cHlc
1615 Garn Soldlefl Wlt,rloo
18\8 PhylOllln Pl,ntml" Win, Pl'tI & Show
1619 "ndOfl.nt WoodIn Ships & 1'01"1 Min
laZO 5kOIl-wngtl men *12.00
10Z1 TIIOtlllll-lOO "pit A.. ,u'. on C'I'I
U1121(lln-8' ell.men C~ ••, AI..il
1828 T.U,rilu.pIIHlced D,plomacv
1630 F'd. Sp,c. O'f.le. N.pol,on
1632 Rom. "'luul1 unll Outdoor ~u.vl¥ll
J. CARTER OF MARS P.nllr Bhu

25 mm 12.i5 ..ch P.nnr L..dar
150. JC on Thall with Sh.k,tp.."

D,j.h • Wool. Squ.d L..d..
1505 Tarl T""ul Subm.';n,
1508 Cllho.il of H'llum Th"d R.ich

Thuvl•. G.h.n & 'Tob,ull
LI.n. II 10 Tuhbal

1501 hlu,. M.l.i Sh.n, Word Pow..
150B Th.vUI, P.ncil Tar•.

'uton/B.lldi. &
UIVII'I

1509 Solon, Ollar. Th.n, Snip.r
J,dd.k/Zod.ng.6 T.nk
.... Iar 19.00

1510PhorT.k6J.n B.rb"oll'
lSll R'd Mrln Swrdmn C...
1512 "wilh R.dlum wpn F,lgll'
1513 ··comm.nd group Fuld. G.p
151. G.n Mrln Th.rk Iwd Mi,hty FOrll'1t
1515 "W',hoon W.rrio, Outr..ch
1518 "w R.dium dfl, P.nllr "'rm....."Ik.
1511 Bl.ck Plratu Sorc",.
1518 Vlw Mrtn.M,nOkar SlIrfo.n
151i Wht M'tn_Holy SlIrlold!..

Th"nl Up Scop,
1520 K.ld.nuoBlfloom 112.00
152t SVnlh. man of Marl Ai.-W.r 18
1523 MII.n. ICII.m.nl B••nl.II..1 Marl
1528 PI.nl m.n 01 Do, D'r;v, on SIIHnll,.d
1531 Whill "'p. Fillfillhl
153' Gl.nl Mfln Liurd Glob.1 Wif
1538 Rpd.ll....dlum lIun Invuion: Am,flc.

6 c.nnon w cr,WI Mech War 11
ROLE.'LYNG FIGURES Sold"r.

25 mm S2.115 ..ch
1301 Good Wlllrdl
n02 Evil Wrrdl .w!lith
1303 Sup,r H"ol
130' An ti·hlfot
1305 Fiu G'.nu
1308 F,on Gl.nu
1301 Ghou"
1308G ...ov~'
1308 B.I'o,1
1311 Hobbiu
Ill2 Enll
1313 Wood T,olll
1314 Mounllin Trolll TSR HOBBIE I, INC.
1315 Rlv.r Trolii 060 ColI'CIO'11I1 $10
IlUI C,v, T.olIl 0&0 B'lic 8k only S5
1311 Owvl w Iwd!lhld 0&0 Bllic Itl· v •• $8.85
131a OWVI W u,'lhld A060 Mnllr Mnl .$9.95
1319 Own tl.lng bow AD60 Plvr Hndbk 19.95
1320 OWVI IIkng w Ipr Ounll,on . . .... '9,1l5
1321 Orc Ilghllnl. w bow Warlockl6 W,,,iorlI6.95
1322 Orc It. In I. w Ipr/.h L.nkhmar ..... $ \0.00
1323 O,c W gl.lv' Monlt" & TrlllU .. Aut.
132' O,c w IP'" 1,2,3 chI2.'8
1325 J.p.n'l. Og.. 0&0 Char P.d $2.118
1328 Og .. w Ihld/club OuntlOn Modulll
1321 C.nt.u, W Ip,/lhld G I, G2 .. lIch 14.49

:~~: g~::~'~l:i;:bow ~~'. ~.I: .O,~: ~~:::::
1330 Gnom. w 'PII' 03 '5.98
1331 L.,n. 0 D..d/lfch.. Dun, G.o 1.2 .12.• 9
1332" .tt.c .. ln, w ,p... O..,.d, G.omorph .. '3.'9
1333 .. 11' Iwo.d _5.00
133'" w Ip'" It Ihi.ld Gllvh.w"
1335 "/"'ount.d W I.nce BI.cllmoou
13'0 Unico,n Eld .. tch Wizard.v
13.1 '.,lIut GOdl, O.mi·,odl. H..ol
13.' O.c IIch.. Ch.inm.11
1348 O.c w 2.hnd.d.u Sword•• Sp.llt
135' Mummv w coffin L.,lont 01 ,,,.1 Th.on.
1358 Wargl Mllmorpholll Alph.
1351 w" M.ld w Iwdlbw Boot Hili
1380 M,ld on S.crfc 101. V,II.v Fo,ge
13150r'lIon Don'l Giv, Up th. Ship
1318 2·h..d.d O..,on T,lcolor

Emp PII.I Thron. 121.50
War 01 Wlurdl 19.95
511' '.ob' '5.00
Sltr Emplr... .".50
CI.lllc W.rfar•.. I 10.00
Tucilci. . ... $11.95

lubgt~

JUDGES GUILD LIST
•••poro..d 10' 060

2 Dun T.c n,d S3.95·
11 Rdv R" Bk $2.99·
21 T'II'I M.nor S•.50·
26Judll"Shi.ld $1.9B"
J6 Char Ch,n Cd $ UIB"
43 Barbar,an "'ll,nil'

Glw Wrm SI.p.SS.50·
41 C.m Hill SVI.S2.50"
48 Wldlnd Hllh F.n$8.50
49 V.lon/T If.nlit. $ 5.50
52 Til ••• a B.d.b.S3.00·
55 G.ncn IX Oun.$J.SO·
58 Vill,g, Bk 1 .. $2.15·
80 C.lIl. Bit I $2.15"
0\ lil8nO Ilk I 1l,1!)·
62 CIV'SI 0 lnvn .$6.00·
8J CII.del 01 Fire $3.00"
61 F.n. Wdld hd$8.00"
11 Fir. Forn K.1. S3.00·
lS T.vllr R.I Scrn .$2.50
15 Or.,on C'own S1.15·
BO Ski a. 51,1 G.n S•.50·
OTHER JG PRODUCTS
31 In F.nt. Cmpn 11.96
'0 Adull T·,hln .. 13.15
41 Child T·lhi,,, .. 13.25
42JG Mb' bUIlOn.S .25
41h' Wldld h... Ih113.00
88 S.Sld. W.Ad'l S6.50
88 W.C.v 6 Btl LI1$ •.OO
89 Flollll. On•... $5.00

5·)1,"08 S1.00
SUBSCRIPTIONS

Guitdm.mbar Subl lOci.
JG JOURNAL 6 'nll,l._
6/v' NEW· $12/ IV'.
$24/2 V'. S33/J yr.
RENEWAL. $1111 vr,
S201 2 V'. S29/3 v,.
LIFE SUB-$100.00
THE OUNGEONEER:
81y,: NEW: $9/1 v',
$11/2 Vr, $2'/J VI.
RENEWAL: SBIt vr,
$1512 yr. 122/3 yr.
LIFE SUB·S150.00

HERITAGE-LORD OF
THE RING"S FIGURES

15 mm
161S G.nd.1t $10.95
1818 F.odo S1.95
lB11 Glml. . $9.95
1819 Borom" $ 10 95
1680 "'UILOrn $ 10.95

25mm
$295 un lUI 'hown

1110 Gollum
11\6 G.ndolla. S.rum.n
1150 F,lloWlhlp .S6.9S
1151 Nllgull S9.95
1152 Hobbit Townlolk
115' Hobb.1 80und..,
1155 Hobb'l Sh",11
1156 Barrow Willhn
1151 Brrw Wght moundl
1160 T,oll, 01 Mo,l.
1161 O.c comm.nd III
1162 Orci wilh tword,
1163 Orci wllh 'p.. "
176. O'CI wllh bOWl
1169 EIIIP..,m.n
1118 RolI.n Kin, & b.er.
1178 RolI.n-H.m.
1119 Roh.n-Klng" IIUrd
1181 ROllirrlm mnld'lprl
1183 Rohlrrlm mnld·,wrd
1185 " It.ndinll
1188 RolIl..lm arch".
118g Rohl"lmlplI.m.n
11'0 Rohl"lm ,wordm.n
\1g, Rohlirim ...man
11g2 " mnld cllu.lt;"
, 191 Slfum.n .f._w club
1NIB" W ...vo,dl 6 • .,1
11911 S"um,,,:, f .·.reh..
1800 Sarum.n'l f.-Ill"
18035' O'CI Whl H.nd
1805Sf "ww•• d,um
1808 5 f.., 101l.m.n
18095 f. " polll.ml
1810SI"w .."
18125.1 Moorc chl.tlln
18135 I. ,. ,p.., ....n
IB 11 5 I... Ifch"l
1811 5.1. " Iwordl & Ihld
1819 S. ,rd. o'c w wrhm,
1820 S.,.d. " 2·hnd .. ,
182\ S.grd." w IP""
1B26 S.f. Orc W.H.·lddrl
18265.1." cllu.lli"
18275.1. Moo.c Cllu.lti"
1829 BIIIl.tl.ld d.brl,
18.2 Owl, I.on H..mUkl
18'3 Owl. I. Hltll·""



F'CHELRAK'S TOMB
By .Paul Jaquays

The players see a large ( 10) black, iron door. Engraved in golden, Archaic, Lawful
script is the follaving-- "Know ye that this is the tomb of F'Chelrak. Enter with fear and
trembling..... But ware ye, as "Chelrak would leave again.' Only a person with a read
languages spell or he1JD '1111 be able to read more than a few words.

Passing through the portal causes a special fear spell to be cast. Characters who fan
to make the ssving throw will run in fear of any creature whose language they speak.

Behind the doors is a 15ft. square landing with 15ft. wide stairs opPosite the door,go
ing down at an angle of 45 d~grees to the barizontal. The stairs go down for 100 ft.
However, there is a 33\ chance that the etair will turn in a slide for every turn that
someone is on it.

At ths base of the stairs is another 15 ft. square landing. In the center of each
wall is a door. At each side of the door opposite the stair is a 3ft tall leaden urn. Each
urn is lidded, Doors A and B will not open as they are but false doors. However the
attempt to open any of these doors will re,sult in a magic mouth spell being enacted, say ­
ing I in caamon, " Go bach Foolish one or meet ~ daan, Go back, go back, go back, go back"
and so on until it fades out.

LEFT URN: Contains a giant Cobra I 8 hits). Player will die in 1 turn if bitten
Treasurs: 500 in gold and 10 gss at 10 g. p. a piece.

RIGHT URN: Contains 10 vipers (1 hit) Die in 4 turns if bittsn and not treated.
Treasure: 100 in gold and a golden chain, 4 ft. long, if worn as a belt, it

will protect ths wearer from magic jarring
flooM 1 - Crypt vault, walls are covsred with four gray oozes. A large slab of stons juts
out from the far walllA). On it are two plaques of bronze with writing on them I COl!llllon ).
On the floor in front of the vertical slab is a 5" X 10' slab of black stons, upon which
lies a carved stone statue of an old man in robes (B).

lA) - Upon this vertical slab are the two plaques, one to the right of the black slab
and the other to the left. The left slab has wirtten on it " Read this and weep". The
right plaque says • Here lies F'Chelrak... the gates of death are not locked for him."

The plaques will push aside and reveal little nooks.
LEFT PlAQUE - Reveals- A skull which casts a hold person spell and then an ESP

spell to give directions to his victim.
RIGHT PIAQUE- reveals A skeleton key that will unlock the box holding F'Chelrak's

treasure.
lB) To open this slab into the umer-world the directions on the left plaque I1IUSt be

followed. read the words and weep. If this is done the black elab will slide to the right
and a deep 5'Xl0' pit will be revealed.

lC-L) Each one of these is a secret closet containing a skeletOl1 '(8 hits). Opening the
right band plaque will cause these little monsters to be released. The skeleton from
closet C has a +2 magic sword with no intelligence.

CHART 2

ROOM l­
A-

ROOM 2-

GHAR! 3

ROOM 2­
ROOM 3-

ROOM 4-

ROOM 5-

(vertical CI'OsErsectlon of rooms 1 &. 2)

Crypt vault
A sheer walled shaft going down 100 feet from the floor of room 1 to the floor
of room 2.
An empty chamber ..,ith two exits, one up the shaft and the other in the east wall.

(horizontal cross-section/map)

(see chart two)
In this room are 10 gremlins. The floor is covered with
225, . one foot square, stone tiles of 40 encumbrance points each. On the back of
three of them is writing. Two are the equivalent of scrolls and the other 1s a
map, Scroll 1. Illusionist spells written in Lammasu. Detect Magic (2), Confu­
sion (4), and Gaze Reflection (1). Scroll 2. Curse, polymorph into monster.
Scroll 31 Map, written in gnome. Leads to F'Chelrak's resting place. For the
treasure listed, see chart 4, F.
C~ntains 3 nast~ man+.ichora. (49,30,32) The floor is covered with straw and de­
bris. Under the straw 'is the monsters' treasure of 6000 gp. Gold 1s in the HE
corner of the room. The room also has two secret doors.
This room is lined with 11 draped objects, each approx1Joately 6 feet tall and in-

distinguishable from the other. They are draped with duaty sheets, Sheets have
a 201' chance of disintegnting when touched. If left discardecl on the floor,
they will attack end try to mother and conatrict en: one in the room, A 101'
chance of a wight occupying the sheet after it is discarded.
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117­
118-

An ore. Pl&yer w11l learn/loae (1088 on1y 1f he already knows the le.ngua.ge)
the ability to speak orc, goblin, hobgoblin and kobold.
A large glob-like shape with a silvery glob of metal on a chain arcund where
its neck would be. This necklace gives the player the sbility to polymorph,
gaini~ all the creatures' special abilities, into any of the glob-l1ke crea­
tures (gray ooze, ochre jeUy, black pudding. etc.) However. it works only
ten times and on the last time the player remains as what he changed into
permanently. The wearer determines how long he w111 stay changed. On the
last change the wearer also 10s8s his intelligence.
A robed man, It will give (1 - 6) or take away (7 - 10) one spell to magic
users or clerics. Roll to determine level of the spell or which spell 1s
taken.
An entling. Has a ring that blends in with its finger. Control plants.
A great stone facA. Make a saving throw VB magic. Failure to make the throw
by the revealer results in one of the follOWing.

1. Become invisible permanently/ dispell magic to reverse (if reversed, player
may never become invisible 36a1o by any means)

2.Polymorph into a monster for 10 turns
3. Recieve 2000 experience points
4, Become two people. All things except magic duplicsted,

Roll a six sided die for /I of things happening (1-4 -1/ 5-6-2) Roll again
to determine exactly what happens,

1. One male the other female It, Both half-powered
2. One evil the other good 5. One a monster
3. One pure white the other black 6. No change

After two weeks, one of the two will disappear. Roll to determine which one,
I t won't necessarily be the original one who remains!!
5. Constitution up 1 point
6. Infravision/remove infravision
7. Become one foot taller (no pluses recieved for growth. &very thing grows

except weapons and magic.)
8. Insane for one hour (six turns)
9. 100 pieces of platinum in two bags appears,

10. All weapons turn to rubber.

119- A man with a spear. Spear is 'one ot' backbiting•
.#10- Death- Failure to make a saving throw va magic on this one results in both

the statue and the revealer with .all his apperel (exception. Artifacts) to
turn into dust. No resurrection 1s possible.

1111- A shield-shaped mirror of lifetrapping with one life trapped ineide of it.
There are chaotic runes on the back of it that saYI "The shield or Morae,
look not 1n or there dwell forever. II This item 1s a relic. (see ELDRITCH
IIIZARDRY, Artifacts and relics), Special powers. ID, lIU. IIlL. lYE, VJ.
The last space in this mirror 1s reserved for its wielder, once he 1s trapped
all others in the mirror are released. This is the only lIay that the trapped
may be release. since the mirror is unbreakable. (MORAC. 915, 112, wlO, d16,
c17, ch14. 70hits, 9th level chaotic evil Lord. +2 chaotic. dumb sword.
+1 plate mail) The shield acts as a plus 2 shield.

Behind this shield lies a Spectre who is the sleeping guardian of the
room. Removal of shield releases him. He qa.s maximum hits and prefers not
to debate about things.

TRAPS AND SmREl' ITEMS

A- Sheer 100 foot shaft going up.
B- Th1s is a ten foot deep pit. The bottom is filled with 20 vipers. If a,player thinks

about it, have him make a saving throw of his dexterity +1 to either gl~b an edge or
dive away from it. Opens as a regular trap.

C- This is a secret door with a 100 foot shaft going down behind it. The bottom 60 feet
of the shaft is filled with an inflammable vspor that w1l1 have an 80% chance of ex­
ploding and killing any within the shaft (20 hit dice) At the bottom there is a g...
worth 25,000 gp and 1000 pieces of platinum. lIalls at the bottom are also covered
with a gray ooze.

D- A dead end pasesge way. If the wall is searched carefully, there is a chance (ssme as
for finding a secret door) that a 1000 gp gem and a ring of +1 magic will be found.

E.. A secret shaft with handholds that leads to the wizard's tomb d1rectlyl
F- A secret door. UpOn passing through this door, playere must malte a saving throw vs

magic. Failure to make this throw will cause a watex--brsathing spell to be cast upon
them. This 1s one throw that they 'Won't want to miss.
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writ ten on it)
4. Polymorph self

1\emove curse
Wall of fire
Fear

G. A secret door that leads to the room of draped object•.
H. This 1s a trap door in the floor that swings open op a one or a two when crossed.

It open. into a 10 foot deep pit with nothing in it.but a few skeletons( the kind that
are really deadl I ) The trap swings shut again and cannot be opened from the inside.

CHART 4 (vertical cross section of wizard's tomb area.)

The general configuration of the tomb area is one of a spiral staircase descending steeply
down into the black recesses of the vault below. If tne players fail to make the saving
throw at (A) they will feel it getting hard to breathe by the time they get to the water
below. At point '(B)I they will find six torches of a strange nature. ,They' 'appear to De
foot long staves ot wood with a blue gem on the end that casts a cold blue light. When
this torch 1s touched against the creature lurking 1n the water below it will freeze it
immediately. 'lhe light that it casts will dimly light an area up to JO feet beyond it.
te) When the bottom of the stair is reached there appears to be a five foot square hole
in the floor. 1his is the location of the Wizard's watery tomb. At this point they will
find a metal ring in the floor to which a rope can be tied.
ID) is a Kopoacinth ( water gargoyle) which takes 32 hits.
(1iO) This is Ii box Z'XZ'XZ'. In it is a treasure of 4000s, and a gem worth 100 gpo Also
there 1s a dagger, a potion (Poison). a ring, and. a staff made of three interlocking
pieces. All but the potion are non-magic .•
(F) This is the actual tomb. 'The~. is a door on the west side of the pedastle at the
bOttom. I'lben the door is opened a force field holds out the water but permi ts the passage
of people. Inside the pedastle is a circular room that contains a podium an UITl and a oox.
On the podium (5';<10' ) is dust. All that remains of F"Chelrak's body. ',ouching the dust
will caus. 4 to 24 points of damage to no~-magiC users who touch. '10 magic users it will
cause temporary paralyzation. Written on the podium in magic are t!le words "know that
this i •. the tomb of F'Chelrak, the Wizard. Fearll, fpr I cravs what you bavell"
The urn sit. at the foot of the podium on a box. 'D'e urn is made of ZOO weight pts. of
solid platinum. There is nothing in the urn except that this urn serves as the magic jar
base for the wizard. The box is locked and has a poison pin on the lock. In the box is a
book that contains all the wizards spells.

F'Chelrak the Wizard was 13th levsl wen he died. ~efore he passed on he cast one
last spell and magic jarred himself into the platinum urn. He has been waiting for many
years to have one worthy enough to be his new body enter his tomb, 90 that he might magic
jar them and take over their bcd1es. He was Lallful/Evil. lntelligence 11>.

If the podium upon which the remains of the wizard lie is moved, then beneath it a
small, shallow pit will be foWld with the wizard's other treasure in it. It contains a
dagger +Z, +3 against orcs, goblins and kobolds. A potion of delusion 10 charges. A ring
of paranoia. The user of this ring becomes the toy of the referee, seeing himself being
.,ttacked by huge monsters that may in reality be his friends. The ring is not ramoveable .
A staff of withering. 43 charges left.

SPELLS written in the oook. (the ~o,.r has explosive runes

1. Read magic Z. Detect invisible 3. Fireball
Read languages Phant. forces Hold person
Shield spell Invisibility Dispell magic
Magic mi••les ESP Water breathing
Charm person Continual light Explosive runes

5. Magic jar o. Re-incarnstion
Pass-wall Stone nesh
ROCk to mud
conjure elemental

The Fabled Garden Of Merlin
BY JmRLE DAVBNPORT

CHART ONE-- VIEW OF TIlE mTRA!lCE

The entrance to the Fabled Garden of Merlin is approached through a ,thick woods by
means of a narrow path. Above the door is an inscription in Lawful, reading, OIIf you
dare, to go 1n there; you will see wha.t we have for thee. -R.I.F. II There are two fist

. sized, glowing gems by the door. A green gem on the left and a red gem on the right.
Attempts to steal these gems will result in 1,000 sknnks running out of the woods in

order to fill the air with their fragrance and lower the Charisma score of any in the line
of fire to -6. One Charisma point is restored every J turns. A second att~p.t to steal
the gems will result in 20 po\nts of slectric damage being generated through the body of
the offender. A third attempt will probably not be made, but will be dealt with similarly
If the gems are removed, anyone who touches one will have all of his intelligenc~ sucked

54



Chart 1

.:....., = JO'

)t BRAZIER Y DOORS
i LADDER , '. SECRET DOORS

t:;! CHESTS i=t STAIRS
() TREES ',=:=. WRITING

& Chart4
4-

@} v~

55



In side the
alignment is

into the gem, leaving behind a living, but non-functioning body. Restoration of intellect
requires both remove curse and dispel magic.

To open the door, the green gem must be touched first. This action will cause the
red gem to turn green. The ex-red must then be touched and the door will open of its own
accord. Touching the red gem first will result in the "toucher' s"'life force beine trans­
fered to a stick kept inside box #3. Life force is returned to its owner when the stick
is pointed at tne red gem. Touching both gems at the same time will result in the. two
touchers beln~ teleported without "erro! to rooms 1 & 2 (respectively) of Chart 3.

~umbers 1 and 4 are sealed urns. When the left urn (1) 1s ~pened, the only thing
visible is 4 gold coins.in the bottom. neaching into the urn will result in the ":reacher"
beine sucked l~side the urn. The next observer to glance within will notice 5 gold coins
i~lstead of the fonner 4. Use the random monster chart to detennine "the nat"ure of the
urn's vthp.t"!~ occupants. \~'hen thp. seal of the rie;ht hand urn (4) is bro:<en, some mwrloling
is heard. ..he mwnbling can be rp.cognized by those who are in the kno1.o1 as a Magic mouth
casting a phantasmal forces spell. When the insides of the urn are examined, an unshaven
man with a tortured look on his face appears to be cowering in the bottom. He clutches a
wand in his hand. 1he wand is real and has the ability to polY.Morph living objects into
frogs with a 10~ chance of turning the user into a frog each pvery use. It has 24 charges.

The treasure chest on the left (2) contains 8 gems. :ThrowinG them to the ground
will cause a demon of type I-IV to spring from each gem thrown. attackfng wnatever it
first sees (living being). Roll iDS to determdne direction on compass that creature faces,
starting with North. Destruction of theDemon will cause both it and the gem to disappear.
The treasure chest on the right (J) contains 20 wooden sticks. that if pointed at the red
gem have a 5~ chance of releasing a life force (one that ~oes not have its own body pre­
sent.) that has a 20% chance of dominating the body of the wielder.

CHART TWO-- THE GARDEN.

The squares marked A. B, C, and D are slightly raised 10 ft. square platfonns, each
containing a little J legged brazier with two rings of water-breathing in each brazier.
The square marked E has placed upon it a 20 it. tall statue of Merlin. Around the neck of
the statue is a scarab necklace that will turn' all but Clerics to stone if worn. A Cleric
wearing this necklace will have the power of all his spells doubled. lhe belt is woven of
gold and will raise a Magic-User 1 level. Any but a magic user who tries this belt on
will receive 2D6 of damage.

The area marked F is a tOltlb-like entrance with 12 bright gems set around the riJr.
(See inset marked F') Inscribed on the interior of the semi-circle is an inscription I I I II
'Ihis writing reveals the combination to open the crypt when read.. In Lammasu it says.
"If you wish to peer within. bs sure you're right and then begin. " (start counting from the
right) "Turn once for the trees (twist gem"") and again in threes. "(twist gems J and 6)
tlTurn once for the corners of the fountain warmers. (twist gem 14) tUI7l twice for your fin­
gers (twist gem #10 twice) and them don't linger, Go play in the trees or !orget about
thee. (go play in the trees). After three unsuccessful tries the gems will disappear
and further attempts will be futile.

1be trees are all magical 1n nature.

1ree 11 will emit a sleep gas on anyone passing under it's branches. The effects will
last from 2-12 turns. If the victim leans against the tree, the trunk will ~oallow him
whole. The tree will open again if weight is applied against the trunk.
Tree 12 Pulling down on the lowest branch of this tree opens a crack in the trunk, con­
taining the explanation of the combination.
Tree 11 Pulling down on this tree's lowest limb will release a constricting net that will
eventually strangle a victim in 2-5 turns unless cut away .
.Iree 14 Pulling down on the lowest branch of this tree is the final step in the combina­
tion to open the crypt entrance. When pulled the branch causes the stone in front of the
opening "to dissipate like·mist. .

Tree #5 Touching this tree causes a horn to sound, calling an 18 strength, 9th level Lord
to enter into the garden along with a 6th level Kagic User for the purpose of collecting a
tax from all in the garden.
free f6 Pulling down on the lowest limb of this tree breaks off the branch,
hollow portion of the branch is an invisible +1 BWord of no intelligence,
lawful 'out can be otherwise.

CHART lliREE--VERTICLE CROSS-SECTION OF DUNGEON AREA

The areas marked G and H on this chart are doors that will open if pulled and close
automatically ~f not held open.

ItOOMS 1 and 2: 1hese rooms are water drainage cesspools that recieve the water from the
central entrance. If a player is teleported into one of these rooms there is a 5%
chance that he will contract yellow fever during his stay there. 10 get out, the
player must digll

ROOM J: Upon entering this room there is a 5~ chance of its activation as a roem of gen­
der bending. P~ayers must then make a saving throw VB magic or change sex. Occupy-
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ing this room are the scattered remains of two skeletons. When eazed upon these
creatures quickly reform themselves and will stay reformed, attacking all within the
room and constantly regenerating as long as living eyes look at them. Each wields a
normal sword. In the center of this rooms floor is a wooden door 51 xl0 1.

ROOf( 4: This room has a rectaneuJ.ar, 5 ft tall pedastle in the center with an 8 ft tall,
red, Wax Golem lying upon it. The red variety of wax golem differs from the normal
in that it. has the ability to create and hurl molten wax globules for 1-6 points of
damage. (Attributes for the standard Wax Golem can be fOWld in lhe Dun,eoneer vol. 1*1. or by sending an SASE and 10¢ to The Fantastic Dungeoning Society 1he Golem is
anned wi th a normal two-handed sword. I t will not become mobile unless it, or the
pedastle it lies upon are touched. Pushing the pedastle aside will reveal a 51 x 10'
shaft going down. .

ROOJ1 5: 7his room has a 5 ft wide door at either errl, a 10 ft diameter cl~cle drawn on
the floor and a treasure chest. Inside the chest are three potions. One is poison.
One is a potion of Red Dragon Breath. Drinking it will give the imbiber the ability
to breath fire to a distance of 20 ft. However, each use of thi$ powerful drink will
cause a loss of 5~ of the users Charisma unless he drinks from the third potion, a
powerful breath freshener. There are 12 swigs of each potion.

Arow1d the c1rcle on the floor is written the following in Lammasu, "Peer within
and jump into yourself. "(A roueh translation) When anyone looks into the circle, it
becomes a mirror. If they then jump into the center of the mirrored circle they will
pass throueh it into the passagew~ beneath. lhe only problem is that only what the
jumper has grasped in his hands will pass through the mirror with hi".. 1he rest will
stay on top. The mirror will open from beneath a. a normal door, but climbing back
up the slanting passage is next to impossible due to the slippery slime coating all
surfaces. The mirz:or .is \lflbreakable. .

ItOOH 6: This room is possibly the apex of the dungeon. On the floor is a chest and
against the wall opposite the entry passage is a large square s~one plaque, approxi­
I1lately 6 ft tall. The chest contains 5 bag., all apparently empty. The first bag
contains 100 pieces of invisible gold. Bag number two, if reached into will swallow
that person whole. Once inside the bag, he feels a compelling urge to combat the
last being swallowed by the bag till one or both are dead. The winner then l1lay at­
tempt to free himself through will pewer from the bag. (5~ chance of success). If
the attempter fails, he must again do combat with the next thing to occupy the bag.
The third bag is actually empty. The fourth bag contains three invisible gems worth
100 gp each. Bag number five will devour anything placed into it, including hands
and heads.

;he stone plaque has an inscription on it reading: "In front of you lies the
wisdan of the ages," (written 1n Shedu). Pushing dOWll of this stone will cause it
to sink into the fooor, revealing three cubby-holes. Above the holes the following
1s inscribed in lawful, ~~Up and dow and in and out." In each of the cubby holes is
as .et of six wand-line black sticks. If the sticks are thrown up into the air they
will fall inio a pattern upcri-hittlng the floor. If thi. pattern is stared at by one
person, he will go into another d1aMluon for 2-12 turns and then automatically
return. Only one person at a time may use the~ sticks, Simultaneous usage by two or
more persons will cause the sticks to overload and shatter forever. Each set may
only. be used twice.

The first set of stick. (left) will dimension the user to a large rOOOl contain­
a hill giant.

The second set of stick. (center) will demen.1cn the UBer into a lcng hall with
a type III demon at one end and a c&ZT1on. crawler at the other.

The third .et of .Uck. (right) will give the user a private interview with
the Wizard, Ilerlln. (t.hi. character i. an elrtremell high Uvel, Lawtul. benign wiz-
aro and MOuld be pl.o.yed with tl>e utmo.t care by the IM).

The way out of the rotwll is to wa+!< "" the shaft in the ceiling.
ROOK 7: Thi. rOOOl contains various POwerf11l and .em1~powerful magic items, artifacts,

pieces of art, relics etc. they are in glass CAbinets against t.he walls. The glass
i. unbreakable, the locks on the door. of the cabinet. will not smash and are 25:'
harder to pick than a normal lock. . The opening of a cabinet will arouse the room's
guardian, a Ghost. There should not be more than 1-2 items of value in anyone
cabinet. A.ssume that there are 2-6 cabinets in the room.

ROOK 8: This room contains 3 Ogres, each carrying :JOO gpo The room is blue in c<>1or.
ROOf( 9: This room contains a huge black cauldron that is merrily bubbling aW3.¥ over a

glowing fire, The water in the pot is cool and will do no harm except to take the
power of speech aW3.¥ from any who immerse their heads in it. The walls of this room
are pit ted and rM.y be easily climbed. The ceiling over the cauldron is a trap, be­
ing no m.ore than stone colored paper, starched and stretched to cover the· opening.

RooH 10: There is nothing in this room other than the fact that it is pain(ed, green.
However, if the last· 10 ft. of the floor is walked upon, the !'Br.on will fall through
the starched paper into the waiting cauldron below.

RooH 11: 1hi s room contains 3.things. A door on the wall oppo.ite the ascending shaft,
a secret door on the floor and an invisible mummy directly beneath the .haft ~he

mummy is completely invisible and is draped in an invisible cloak. 'Jhi5 mummy is
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unique aMong mummies in that it talks. It will not attack, It just wants to be left
alone. 1his may not seem nasty, but think of the people who will get advanced lepro­
sy while fumbling around Wi th the mtm1ll\Y.

rlooM 12: 1his area is inside the crypt-like entrance marked F on Charts 2, 2F and J.
After the stone is dissipated, one can find 2 steel rings i..mbedded in the stone.
Ropes may be attached to these rings. If the rope is attached to the ring nearest the
entrance, it will hold the weieht of one pp.Tson three times before it will break.
":eight is placed upon a rope tied to the far ring, a secret door Hill open and. the
rope along with the person on it Hill be dralin into a shaft parallel to the one they
left, snapping the rope in the process. The victim is left to his own resources to
escape,since the ring then disappears.

CHART FOrn<-- HORIZON1~L SECTIONS OF THE VARIOUS ROOMS
the rooms are nWl"bATed the same as their counter parts in the vert1ele cross

section.

"

The following nun~eon is perpetrated on the unsuspectin~ by Paul Jaquays with
assistance by Mark Hendricks (author of room ICJ. volumes r &U) and with spiritual
guidance by the honorable Randv Cox. (Dave Marbry helped also)

::.::;:: :::: :::: ::::: :::
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~:::Drapes

'PAG£ /0

This small dungeon. known as "Borshak's Lair" should be a welcome
sight to those of you who have complained that the previous adventures were
all too high level to be properly enjoyed. This particular game is a first
level or thereabouts adventure. Hopefully ~ie will be balanced enough in
it for everyone's tastes. Although there are not an over-abundance of traps,
the liberal use of magic should make things interesting.

Borshak's Lair was not always the ore/goblin den that it is now. The
original function was to be nothing more than the tomb and chapel of a mi~hty

Lord named Helmdar. Long after Helmdar was laid to rest, a Wizard named Tim
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the Moonslayer played upon the local superstitions and made himself a tunnel
complex around the tomb, never even entering the crypt.itself. Although
none know what happened to the mighty Wizard, it is speculated that he over­
ex;ended himself one dark night and went mad, opening the crypt and entering
therein, never to return. Over a period of a century, dark creatures began
to inhapit the crypte and rooms of Tim'S complex, joining the things that
were already'living in it. Fleeing from a mighty war, a band of orcs, goblins,
kobolde, and hobgobline found the tunnel complex and killed most of the in­
habiting monsters. Although the creatures all serve Borshak, a mighty 4th
level fighting orc, there is some distrus~ between the yariou. types. No two
will serve guard duty next to, one another if they are not of the same race,
If they can at all avoid it, they will not go into the Eastern end of the
dungeon. The orcs and company will not t~ to stop any fro. entering the
main complex or the Eastern end, but they will stop any from entering the
Western end or try and ambuah them on the ~ay out. Some Of the orca .i«ht
be paid to serve a party.
l.) 'l'his 111 .. stairWay down from the surface 100 ft. The walls are moist
but not ,!~1'.' Thsre 18 always one guard (x) at the base of the stairs.
Roll to determine type. ' '
2.) 'l'he floor of this rOOm is inlaid with ceramic tile in a checkerboard
pattern. 'l'he walls are hidden by heavy draperies. The drapes are out from
the wall 2 1/2 ft. 'l'he room appear. then to l~ok like it is 25 x25 ft. All
the doors are flush with the drapes. The drapes are
slit vertically every 10 ft to permit easy access to
the area behind them.

Behind the drapes, in'the NE corner is a pile of
rubbish. In the rubbish is a pieoe of carved wood in
the shape of a fish, on a leatner thong. This is Fred
the Magic amulet ••

Fred is. A +1 amulet of protection. He also
works as an illusionists change self spell. Fred
talks. In fact he talks too much. He will lieten to
convft~sations and at the wrong moment may blurt out
something that he shouldn't'~.may reveal the location~~~~~~~__~
of someone when they are invisible and so forth. So,,"" DOot....)R,0o'" J-

He is, however, very loyal, and will not function for a betrarer or killer
of his master. Fred thinks he's very powerful, but his illus on power only
works once daily and for only 6 hrs. If he is insulted ( namecalled, sold,
or traded), he may not work at all. Fred is fire proof, acid proof, freeze
proof, and basically indeetructible.

Fred speaks any language that is known by his present or former owners.
At the time being, he speake. Common, Lawful, Neutral, Chaotic, Dwarf, Elf,
Orc, Troll, Dragon, Lammasu, Ogre, Goblin, Kobold, and Giant.

On the South door of this room is a painted orc face. Not touching the
eyes of this painting when opening the door touches off a magic mouth spell
(permanent spell holding it in place perpetually) that manipulates the mouth
of the orc, saying very loudly in,orc "Ho masterlll Be wary, enemies are at
your doorlll" Passing through the door causes a detect magic spell to be
cast by another magic mouth spell (permanent). Detection of magic will
cause a third magic mouth speYl to yell "Master, master, they have magic on
them. "
J.) This room 1s solid marble. The floor 15 pure unseamed white marble, the
steps are inlaid with black marble and the pillars are of gold marble. The
walls are relief murals of soldiers fighting. The Northernmost statue on
each wall 1s the catch for a secret door. Pressing the head of either statue
opens its respective door. Behind the southern columns are more draperies,
black in color.
4.) This room appears to be circular and lined with heavy draperies. In each
of the four corners is a small, square brazier that constantly emits a spicey
smoke incense. Spending more than a turn within five feet of one will cause
one to fall asleep for not less than two turns •••• Room is lit by continual
light••••• !n the center of the floor is (F) a 10 ft diameter pit that is ex­
tremely black inside. It will always teleport without error anything that
is lowered into it 20 ft or further to the crystalline box in room 21. Ropes
mar not be climbed. up again.
(A) Door to the crypt of Helmdar, Lord of Hram. In Neutral it 1s written
on the doors "Here Lieth the Hram. II The door is Wizard Locked.

At the south end of the room is a throne. It was originally Helmdar's Ueath Seat,
but for a joke, the orcs have put an almost invisible +2 poisoned pin in the seat,
With a )D8 poison on it ••••••Pulling the seat forward will cause the secret door behind
the throne to be revealed as the throne sinks down into the floor and disappears.
Stamping on the place where the chair went down raises it again.
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(B) This is a stair. going up 15 ft from room 4 to room 5. The end of the hall has
bars spaced 6 inches apart. 18 (91-10~) strength is required to bend th... enough to
permit passage.
5.) Another draperled room. Drapes are out 5 ft from the wall. In the center of the
room 1s a two foot tall pedastle upon which rests a statue of a man 1n armor with sword
clenched tightly 1n hand. He 1s a hero turned to stone. If the room 1s entered past
the curtains, the pedastle will rotate until the fighter faces the intruder. A magic
mouth spell then speaks a slone/flesh spell. The hero. who 1s under Geas to protect
the spot, killing all intruders. will then challenge the party to a combat. A second
magic mouth will then throw an anti-magic shield on him. If he 1s near death he will
yell out the words "It 1s donet" and a third magic mouth w11l speak a dispel magic on
him, and he will turn to stone once more.

Elwood the Hero
5-15. 1-9. W-7. D-11. C-17. Ch-14••••• )0 hits (408 +8) Align •• L/E

1 Sword (Lutholio) IQ-8. Ego-4.•.••Chaotic ••••See Invisible•••Detect Evil.
+1 Plale Mail. Will expand or shrink to fit owner•

. There are always at least three guards 1n this room.
6.) This 1s the main hall' of Borshak's troops. Encounters with wandering monsters will be
double 1n this area and \he monsters will always be orcs, ogres, goblins or kobolds 1n
numbers not exceeding the actual number 1n exlstance 1n the dungeon. The walls have obscen­
ities scrawled on the walls 1n the various languages. The hall 1s definitely not clean.
7.) This 1s the ogre's lair. There are two of them and they serve Borshak loyally. In
front of their door 1s a huge rock that can only be lifted by another ogre or by someone of
18 (100%) strength. If the rock 1s in front of the door the ogres (both of them) are out.
If the rock 1s there they are In. They will forget to put the rock 1n front very rarely.

Ogres. Bogar-22 hits ..•••• Nerc-2) hits Both carry ehields and clubs/ AC 4.

They have a treasure of 100 gold pieces and 400 gold pieces respectively and share a
bag of three gems (2x 1000. Ix 100). The treasures are hidden in the piles of rags that

. they sleep In. In the room are two secret doors. The one to the north 1s unknown to
the servants of Borshak.
S.) This is a secret room. The room is 15' square with 2 secret doors that are not known
to Borshak's orcs. The room is occupied by a Gelitanous Cube•••••• 27 hits (408) It is ex­
tremely hungry and will attack anything voraciously. Inside of it is a +2 warhammer that
the magic user had lying around and a locked metal box. Inside the box are 4 scrolls. The
first one is rotted beyond comprehension. The second contains 1 spell 2nd level Greyhawk
H 9. )rd scroll. 7 second level spells (by the way. they are all MU) CH H's 1.2.).4.5.6.8.
4th scroll I 7 seventh level speilsi GH HIS 7,8,9,1,2,3,4.
9.) Ore Barrack #1. There is a secret door in the north wall that the orcs know about.

Eight orcs live in this room. At least 2 will always be'in the room. On a %l1e roll of
1-40 there will be 3-4 orcs in the room, on a roll of 41-60 there will be 2 in, on a roll
of 61-00 there will be 5-7 orcs in. Each ore has a treasure of 10 gold pieces stashed in­
side a bag on his person. The orcs sleep on piles of old rags.
10.) Ore barrack il2. The orcs know of secret doors in the north and south walls. Ten
orcs abide in this hole. At least) orcs will be in at any g1ven time. 1-20%ile roll
means that only J orcs are In. 21-80 means that 4-7 orcs are 1n and a roll of 81-00 means
that all 10 are In. Each arc has a treasure of 30 gp that he carries on his person in a
ba£. Three of the orcs (the one's guarding Borshak and his MU assistant) have Magic Mouth
spells on their bags that warn the owner of theft.
11.) This is Borshak's audience room. It contains a makeshift throne and always three orc/
goblin or Ogre guards. There is a 25% chance that Borehak will be in 1t when 1t 1s entered.
There are two secret doors to the room. The one to the north is known about but not used.
Behind it are 10 skeletons, guarding this secret passage way. A permanent Phantasmal Force
spell make them look like a collection of demons. Each skeleton is armed With a mace and
a shield (AC 6). There is a red square in the center of the area beneath the stairs that
will cause the stairs to pivvt up if it is stood upon.
12.) A secret passage connecting the Kobold lair with the Ore Barrack. It is known to both
groups, who are mutually tolerant of each other.
I).) This is the hall way lhat leads to the Kobold and Goblin lair/baracks. There is
nothing unusual about it, other than the fact that it is filthy dirty and that monster
encounters will be double and will be only the servants of Borshak. At the end of this
hall (south end) there is a row of four statues. They are, from east to west, a skull­
like figure, A demon figure, a screaming figure, and a frog-like creature. &ach is a
trick or trap in a way.
Skull figurel It does nothing. However, underneath it is the key to any of the wizard
locked doors, it is sort of a knocJt spell. The key 18 a black finger bone with runes
inscribed o~ it.
Demon Figurel When touched this figure will shoot a magic missile out of its mouth at
Whomeve: is standing in front of it. Will only work once per day.
~creaming Figure. Inside the lIouth of this figure is a small switch. The pulling of
this switch wi~l cause the stairway to the west to pivot upwards revealing the cavity
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containing the 10 skeletons who are phantasmally forced to look like Demons. If this
is done the skeletons will immediately attack.
Touching the statue anywhere but on the mouth~ @
will cause it to scream, thus tripling the ~~ ~ ~ ,...~
chance for the appearance dwandering mons- ~ :'.J f\)~ • ,,-. .A'
tars. . \.-::; ~ \~. 11- __ !
Frog Creature. When touched th1s statue \' .. V r~..~- ;k$'
becomee a berserk Frog-man (&8 descr1bed EA' lQ('+ S7'ATUE:S)

,on page 45 of Blackmoor.),
14.) Th1s 1s the goblin barracks. The rooa' contains a etatue af e eph1nx with
broken glass eyes. If a ringer or & stick 18 stuck into the right eye hole, thft
result w111 be the e11d1ng ae1de of the ent1re pe<iaetle etructure to the right.
Ine1de the left 1s a 88&11 (1 h1t po1nt) scorp10n with a 4 dioe po1son on lta
st1nger. Also 1A. t.ha roca ara the res1dence ar..... af 10 goWne. Thay.111
carry sword and sh1eld. Each hae 5 gold p1ecss on 1ts person. In the corner 1s
a box, and 1n.1de 1t are 5 quart flUke, each contain1ng gobl1n l1quor equal in
potency to brandy (&8 per IIAlcohol 1n OJcD", !he Dungeoneer #2). Total encumbrance
tor the box 1. 150, Z-9 at the gobl1ne .11'1 bii in at any g1ven time. -
TIltiSlJU. 2 sata of ear-ringe 1100, 1000 Z buckles - 4000. jOoo

A a&sk - 4000 A necklace - jOoo
A helmet - 4000 2 anklets - 8000 for set
) r1ngs - 4000. 9000, 6000 A sword - 1000
Scepter - JOO A brooch - )000
Beads - 2000

15.) Th1s 1s ths kobold lair. There 1s a secret door 1n the south wall that 1s
known to the kobolds. There are 20 kobolds l1ving here. Each has 5 gold p1eces
on its person. The room 1s devoid of adornment except for piles of sleeping rags.
There will be 1-20 kobolds 1n the room at any given time. Each one carries a club
and wears leather armor.
16.) This 1s a sealed room. Ins1de 1t 1s a trapped Ochre Jelly. It w1ll fall
out upon a.nyone who opens the door. It was lured into the room by the kobolds
and then forgotten. They did 1t as a joke. Ment10ning 1t to a kobold w111
cause him to break 1nto l'eals of laughter and immob1l1ze him for) melee rounds
or more. The Ochre Jelly takes 26 h1ts (508). At the back of the room 1s a
secret panel. Behind it are six scrolls.
--1. ) )rd level MU spells••••CH #'s 1,2,). --2 Th1s scroll w111 fall to dust when
touched. --3. 6 1st level spells•••GHN's 5,6,7,8,9,10, These spells are barely
readable and read1ng them will result 1n the follow1ng. %11e roll 1-)0-spell suc­
cessful •.. )1-jO- spell malfunct10ns ••• 51-00- spell unreadable. Roll only once
for each spell. --4. 26th level spells •••GH U's 4,5. --5. 7 2nd level spells
CH #'s 1,2.3,4,5,6,8, --6.) 1st level spells GH #'s 1,),4.
17.) Sta1rs g01ng down to room ).

this section of the dungeon is the area that the orcs will not frequent
except on special circumstances. In it is quite a bit of magic and also some
monsters that the orcs really don't want to tangle with. The Spectre that was
Tim also haunts the halls of this area.
18.) This is an "L" shaped room with one secret door (known only to Borshak a'1d
his second in command) and a normal door. The room is lined with a rather dra.'tf'
gray drapery, f1~ly attached to both the ceiling and the floor about) ft. out
from the wall. It is unseamed and has no openings. It is fire-proof. This
drape acts as a T1 cloak of protection t~ any who wear clothing made of 1t.
It cannot be cut by non-~aglc weapons. (E) hanging 1n front of the non-secret
door, is a .1 dagger that is suspended from the ceiling with the following note
1n common, "Passaee thru the curtain."

Inside the curtain is a pedastle (x in the room) and two skeletons with
swords and plate-mail &: shield standing on either side of it •. On the pedastlc
1s a crystal ball. Each skeleton takes 4 hit p01nts. They w111 immed1ately
attack and unless dealt 8 pts each on the first round, they will each split
mag1callyand immed1ately 1nto two more skeleton. (h1t p01nts 1ntact). Th1s
w111 cont1nue w1th every skeleton formed (they have to be h1t to sp11t) unt11
all are destroyed or the crystal ball is shattered. Upon such destruction the
remaining skeletons will revert to dust. Inside the shattered crystal- 2 gems
blue & red, each worth 1000 gpo The red one w1ll heal from 1-10 p01nts of dllJll­
age on the first person to touch it.

On the non-secret to the south has inscribed on it 1n magic. "Welcome to
the abode of the N1.ghty T1.m'~:"

19.) Th1s room 1s 25' X 15' w1th a 20' cei11ng. It was designed spec1f1cally by
Tim to ward off intruders. The walls are a dark grey, shOWing charred streaks a­
long most of the walls. Water drips down their sides and the air is filled with
a fine, chilling, dank-smelling mist. The floor is covered by a thick, greenish,
very cold, self-1uminesent fog 3' deep and coated. wiht 2" of a colorless, odor­
less, acidic tasting, semi-congealed slime. It is harmless, but slippery. Odds of
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Hollow
C,RY!oT"L
c,lIa£,

"+

a, character remaining on his feet Day be set at the judge1s discretion. Hanging
~ do~ fron the center of the ceiling by an invisible thread is a sphere 2' in
~iameter. Both sphere and cord are made of Titanium, i.e. indestructable. ~et

within the spherical shell are numerous multi-colored lights which blink under the
condi tions specified. Finally, embossed on each of the walls, approximately 4t'
above the floor, are various demon's visages, 2 on each of the long sides and 1
on each of the short ones. They are set equaldist~~t from each other and/or the
cor~ers. Zach . ~ a Magic-mouth and a Permanence spell cast on it. Beginning
with the face on the southwest wall and proceeding clockwise: (A) Hold Portal- 6x
duration (H) Phantasmal forces (C) & (D) Web (E) Slow (,.) Ventril1'luism.
First, this room has a 'Sound Absorbsion' spell cast upon it. It was especially
developed by Tim for this room and has been permanently cast upon the room itself.
As such All sound is absorbed by the walls and nothing is transmuted through ther.l.
OM Notel This spell 1s suggested to be 4th Level with a 20' radius. Secondly, a~

to the faces: The Hold Person sp~ll is spoken Lmmediately on entrance, but effects
only the inward side of the door, i.e. more can come in but few may go out, (only
the super-strong.) The Phantasmal Force and Ventriliquism spells are cast simul­
taniously one turn after the first person enters the room or as soon as one comes
within one foot of the appropriate face(s). Note. passing by one face will acti­
vate both, regardless of which one is passed by. Once spoken, a 'small troup' of
motley personages, radiating an eerie bluish hue, 'pass' through t e wall and come
to stand in the room at the north side from which they carne. rhe leader looks to
be a wizard w/staff sided by two brightly-mailed warriors holding swords covered
with ice. Semi-encompassing there three are various fighters, creatures and other
sundry monsters. All look very malicious and ,quite deadl If their presence is
believed, they have the effect of 'Ghosts' (see TSR #2). The leader speaks thusl
"Know ye foolish mortals that have dared trespass into the domain of Tim, r':oon­
slayer, a mighty curse is laid upon you should you linger in this place. Leave
now this abode and return whence you came to the land of light, elsewise you shall
become as these that follow me: mere servants to· come a~d go at my bidding. (His
voice raises into a shrill cackle of laughter, the others, in their own manner, do
the same.) 1010i GUI" The figures rise up and 'fly' south, passing through the wall.
One turn after the Pr~fS leave the Slow spell is spoken. One turn after the Slow
spell both Web spells arc spo~en together covering ~he entire room and/or its con­
tents. One turn after the last spells are cast the sphere's.]t~hts bcr,i. t~ blink.
As' the lights bli~k, (DN may choose their various or singular 'color( s) ,) a sharp
beep sounds from within the globe. Each light begins to blink (and beep) appro­
ximately every three to four seconds for about a minute or so. At this time the
duration between blinks and beeps is halved and continues for under a minute. This
effect continues to happen in ever shortening intervals until the lights have a
'strobe' effect and the beeps have reached a hieh pitched whine. At this time two
events occur almost concurrently. First, a Phantasmal Force spell inside the ball
activates a~d the sphere appears to explode, (With such force that the room seems
to shake,) but before the explosion is fully completed anyone in the room is rele­
ported to room #26. At this point the ~1 must check a player's sanity, (you think
they're Going through this without getting a bit touched"~ HAt) hearing. possibly
affected by tile beepsj and si.ght, partial blindness or spots before their eyes due
to the strobe' lighting.
Final iIoter r~or those cur1.ous enough, the Phantasmal explosion is 20D20 in strength
which is why the people are removed before the effects are fully realized. This
room is ~ot meant to kill, only to scare. Haye fun with it'

20-21-25) I·jain hall of Tim's ex-quarters. There is a JO% chance that the Spectre that
was Tim will be wandering this hallway during the game. He mayor may not attack since
he went insane and his actions will be more random than anything else.

22.) This room has three entrances. The two double
doors are wizard-locked (Tim was 16th level). The
single door is secret. The wizard-locks prevent en­
trance into the room but not exits. In the center of
the room is a crystal cube (F), 10' on a side. It is
hollow and the crystal. 1s J" thick and quite unbreak­
able. (A roll of 20 on 1D20 by an 18(00) fighter might
crack the crystal a l1tUe.) It sits on a 7' tall .:0.__

ped.astle that Tests on a 2' tall. platfonn. This cube .
is where persons entering iRto the well (F) in room 4 are teleported to. Inside the cube
are the remains of 5 persons.
l-Ghainmail, shield +1 (has a cross on it, he was a paladin), sword and pack.
2-Leather jerkin, sword, pack (scrap of parchment I "To open box, speak remotely or press••• II

J-Leather armor, sword, shield, pack.
4- (female) ·Chainmail +1, sword.
5- Robe, two daggers, 2 scrolls, GHN's (1)5,6,7,9,10. (2) 6,11,14,1,2,3,4., staff of

striking (129 charges), It also glows in the dark when held,
The air in this cube is thin at beat and 1s only very slowly replaced if used up.
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hitsOre/Conjuror (MU ) 11
~-7, c-16, Ch-9.
2 daggers, wood staff.

Strongly objects to people
removing treasures or even

K11Id. bothering him.

..

Conclous conservation of air will make
it laet 1/2 again as long.

..

..

..

..

6th level. GHN's-6
-7
-8,9,10,11,12•
-13,14,15,16•

8th level GHN's-l,2 (all 8th level scrolls
". -5 in this collection will

" "-7 have exploding runes
" - Nlndfoield, on them.)

Spirit, fla.e;ic r.ount. (all from TIll)

the actual resicience of the ore leader,

Grandahg Theork­
5-6, 1-12, W-ll.
~, 4 scrolls,

5,6.
4.
B,9.10•
11,12,13.14,15,16,17.
18.
10,11.
6,7,8,9,10,11,12.

..
..
..

28-29.) Borshak's Lair:: These two rooms are
Borshak and his ore 11U, Grandahg Theork.

Borshak- Ure;\lero (FM 4) 25 hits
5-13, 1-10, W-9, D-l0, C-12, Ch-B.

Cha1nmail, Shield +1, helmet, sword.

The length of time that a person( e) may last in the cube ia as followsl
i person may last 6 tuniS (1 hr.)
2 persons to " •••••••• J turns
3 persons II " •••••••• 2 turns
4 persona II It •••••••• 1. turns
5 persons.••• you get the idea?

Air will gradually refill the chamber, but not in time to ....ve anyone trapped within
There are two ways out, both hinted at 1n Ule ecrap of parchment. Cast a ventrlloqulsa
spell or press two of the angularly opposing corners a1aultalleoualy. The walle w11l then
cf!sappe/!X: for 30 sec. Sn~r'!ltce. into the cube is by a e1JoUar method. If the cube is
pushed out off the way, it w111 revsal a here-to-fore invieible secret door in the top of
the pedaetle. 1!"'!!lK1;I:! the trap door are the followins it_s.
Vand. secret doore" tra1>aetecUon.
Ring of Telekinesis Potion. Undead Control (5 dosss)
Bracere of Defenselessness 2000 silver pieces
Cursed Sword -2 (Bloodgutter) Living MUII\JIlY (2Bhp)(5D8+1)
Int-12. EIlO-ll Lawful
Powers- Locat.e socret dOOrs, See inviable, Detect Metal &

Teleportation, Telekinesis, Levitation
Speaks- Cornmon, Law, Laznmaeu, Unlcorn,- Gold Dragon,
23.) Thi~ room is a small library. Insids it is an ornate table and chair. There is a
gold plated csndle-sUck (250gp) with 3 candles that glow in the dark (continual Ught.)
and a bookcase that contains 50 books of sage type material. There are 2 secret entrances
into this room.
24.) This room has two entrances- one a trap door 1n the floor and the other a secret door.
This is the Troll's storage room. In it are various containers with water, flour, grease,
and salt 1n them. In the corner 1s a pile of rags. They appear to be cast off clothing.
In another pile are various pieces of armor, and shoes and helmets. In a box are :3 swords,
5 daggers, 2 hammers, 5 arrows and a spear head. Hanging from the ceiling are 4 corpses
on hooks. They are sktnless and in various stages of decomposition. They are 1 ore,
2 goblins and a human. This is also the troll's meat locker.
26.) Thi's is the room that recieves the teleported victims of room 19. There are :3 secret
entrances to this room, all unknown to the servants of Borshak. There is also a secret
trap door that leads through tunnel "C" to room 24. The distance from the floor of room
26 to the floor of the tunnel is 10 ft~ the distance from the floor of the tunnel to the
ceiling of the tunnel is 6 ft. In the NW corner of the room sits Herman the Schizo Troll.
(39 hits) He cradles a big club in his lap. (club will do 2-16 damage) Herman was a
victim of room 19 and now all he does is sit in the corner, staring, mumbling to himself
and drooling. He is completely harmless in this state and will sit by, watching people as
they ransack his room. However, touching him or talking to him will cause the Troll to
go berserk and attack with surprise on the first melee round. The room is mostly filled
with filth. The troll has 2000 ~old pieces hidden in a box in the tunnel.
C) This is a trap devised by the Troli before he went crazy., If the secret door is touched
bars will drop (dotted line) and trap the pla)EIn il: tbe reces:::. Erman woulr U:en either
bargain with adventurers for their release or he would kill them outright, using little hid­
den view-ports in the east and west walls. The door is locked from the inside and the bars
require 18 strength to bend. Combined effort must equal )x18 for bending to be accomplished.
27.) This is the Wizard, Tim's secret storage for many of his scrolls. rhe entrance is
secret and wizard-locked. Inside this 10 ft square room are walls lined with racks, mostly
empty, that look like they contain several scrolls•. There are a total of 15 scrolls 1n
the room.
11 )rd level. Chi/' s­
2.
)1 "
4.
5.
61 4th levell CH#'s­
7. 5th level. GH#'s-
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31st and 1 2nd.)any given timeAvailable spells••••• (actual number at

Languages, Prot. IEvil , Light.
ESP, Knock, Darkness 5' r, Nagle Mouth.

1, Rd. MaF,ic, ~d.

21 Locate object,

Grandahg's Naglel

(The MU has spen t a great deal
of time going over these spells

Scrolls: Robel This 1 a and might use them on anyone
1, 4th lovel- Wall/fire, Wall/ice robe of Blending. threatening him. i.e. He has
2: 6th level- Invisible stalker read magic and has studied the
)1 7th level- Limited Wish, Power nord stun. spells:::)
41 7th level- Mass Invisibility, Slmulacrum,Delayed Blast Fireball, Reverse Gravity.

28.) This room has two secret doors and a stair down to room 29. All the doors are known
to Borshak and Grandahg but not to their flunkies. This room 1s usually used as a sleeping
and eating room by the two. There is always one orc on guard. In a secret compartment of
the thick oak table 1n the center of the room 15 the treasure of the two orcs. The door
of the compartment has a 208 poison pin on it.

Treasure, Belt, 300gp, Scabbard' 3000 gp, Helm' 9000gp.
Potion of extra healingl 5 doses.
Scroll I (in Wlopenecl aealed tube) Jrd level. Detect Ev1.L Back of scroll is a

map to the treasure in Helmdar's tomb (room 30)
A warning. Be wary of the dead who are notll (neutral)

H) This is an invisible peep-hole into room 3. With this, Borshak always knows who is in­
vading his "kingdom."

Fro!il room 28, a stair leads down to room 29.
29,) This room has two guaros and one secret door, known to all. It leads to curtained
area in room 4. This is Theork's workshop and Borshak's interrogation hall. The walls
are lined with rude sketches of mechanical war devices that are being design.ed by the MU.
most of them are totally ineffective or faulty. However, there is a design for a cata­
pult that will do double the damage of a normal one. (This would be of great value to a
warmoneering king or lord).
I) fhls is a stone face carved into the wall of the passageway. It appears to be groaning.
Inside its open mouth is a silver, carved talisman, shaped like a throwing star with the
following runes inscribed in dwarf upon it. "Use only in direst need against evil." The
actual use is as follows' When thrown against an evil creature it will generate damaee in
dice equal to the creatures own hit aice. Damage must be rolled however. It can only be
used once against any type of creature. i.e. It will work only once against spectres, it
will work only once against an anti-clerlc, it will work only once against a type I demons
ana so on. It has a maximum of 10 charges. It will do no damage to Good, or Neutral crea­
tures.
K) this is a nomal pit/trap. At the bottom there are several poisonous spiders (1-4 108).
The distance from opening to bottom is 20 ft.
JO.) This is the crypt room of Helmdar. He was a 16th level Lord. Now he is not quite
dead. He is a 5pectre now (32 hits). He carries a +1 shield and a sword of Cold (to be
described later.) He is the cause of Tim's death. He cannot leave the crypt, due to a geas
that his relatives had a Wizard place on him. About the late Tim, He is a Spectre (30 hits)
in the service of Helmdar. He will usually be in the crypt. On his finger is a ring of
5pell-Storing. (also described later.) Lying about on the floor in heaps are the following'
Plate armor t1, ma~-sized: 5000 copper pieces, 6000 silver pieces, 6000 gold pieces,
23 gel''"' 10xl00, 6x50, 6x500, lx25,OOO: 24 jewelry (Due to space/time limitations please
determine your o~n jewelry•••• thanks:)

Sword of Cold +3 ••••+5 against fiery creatures••••Chaotic Namel Heatcleaver.
In-l0, Rgo-12
Speaksl White Dragon, Common, Chaotic.
Powers, Det. Traps, l.oc. Secret Doors, Det. Nagic.

!till"; of ::ipell Storingl Nass Charm, Fireball, Fireball, Cloudkill, lightning bolt, Nonster
~ummon l.ng V. ... . ,..

Welcome to the Pharoah's Tomb. This is the first dung:eon in The Dungeoneer that has
not been produced in whole by the staff. It's fairly high level and a bit different than
what is the usual fare for this section. (1.e. "There ain't too many that's as crazy as us~)

Hit points of monsters and the damage by various traps has been left up to the individual
Game Master. I hope that no parties of low levels or turkeys go wandering into this one.

The Editor.

In­
The
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A, A passageway filled. with wooden fumi ture and empty chests. •
B: This is a room with walls covered by murals of war and huge battles. At the center of
the room is a chest with a war tunit, as pictured in one of the murals, A gold mace (valuel
1,000 silver' pieces) , )0 silver plated arrows (again, value: 1,000 sp.), a platinum plated
bow (value, 3,000 gold pieces), and a gold ax (value' 5,000 in gold). .
C: A room with murals of planting on the walls. In the center of the room, a chest.
side the chest are 2-200 beans that will grow into orcs when planted (1 ore per bean).
orcs will be hostile to the planter.
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D: More murals on the walls of this room. They are of men killing monsters of all types.
At the center of the room on the floor is a sword with poison allover the blade, having
the ability to kill any and all monsters not making their saving throws.
E: A room filled with murals of the gods. At the center of the room is an altar upon
Which anyone making the proper sacrifice will be able to talk with his or her god.
F: Four mummy guards stand before the door into the next room and will not move unless
a person approaches within 20 ft of them.
G: An Evil High Priest "zombie" and 4 men at anns in plate arnor "zombies" all with in­
telligence and full powers intact guard/reside within this room. The door to the left has
a blue AN)(}[ t symool on it sealed on with a wax-like substance. The door to the right
has a coiled snake emblazoned upon it in black onyx that is poisonous to the touch.
The poison operates as a 608 damage poison.
H: An altar of solid gold that causes anyone touching it with anything, including spells,
to be teleported to the outside entrance to the tomb. The al tar is in the center of the
room. It 1s well-carved with hieroglyphics.
I: This is a scroll room. filled with row upon row of scroll tubes that are mostly pray­
ers to the Pharoah's favorite gods. Behind A spot on the north wall is a secret opening
which reveals a finely crafted cabinet of 5tone. The cabinet is wizard-locked. Inside 1s
a single scroll tube stating. "I SORAK. BUILDER OF ThIS TOMB, SO HATED THE PHAROAH. THAT I
HAVE HADE ThIS HAP OF ThE TOMB AND ALL ITS TRAPS IN THE HOPE ThAT ThOSE ROBBING IT ARE
ABLE TO FIND ThIS AND BE PROFITTED ThEREOF."
J: This room contains two invisible stalkers as guards
K: This room is an area that houses 5 mummy guards that will leave the room and roam the
tomb once they are released, i.e. the door is opened.
L: This room is is filled with Sulfuric Acid that will pour out and fill the next room.
The sand then comes in and soaks up the acid and thereupon vanishes.
M: This is a false Pharoah's burial chamber with a gold plated sarcophagus lying open and
a mummy (non-living) in it that looks like it has been robbed. There are seven chests in
the room that are all torn open and there is a group of 87 gold pieces scattered about on
the floor, making the whole room look like it had been ransacked and torn apart by robbers.
N: A room filled with murals of the hunt. All the eyes of the figures are lookinS toward
the door to the south.
0: This room has murals represen ling the embalming of the Pharoah. There is a small 4 f t
column at the center of the room. Upon the column is a diamond cleverly shaped into the
form of the Pharoah. Removing the figurine from the column automatically shuts and wizard­
locks the door (even if spiked) and poison gas fills the room. The gem/figurine is worth
25.000 gold pieces.
P: A room with murals all shOWing magic users in action. The secret door to the north is
wizard-locked by a 20th level wizard.
Q: In this wizard-locked room are some real nasties. On the door there is a black onyx
coiled snake (similar to "G"). In the room are 4 minions of Set (10th level fighters in
plate mail that have 25 hit points and are able to turn into giant snakes. See Gods, Demi­
gods and Heroes for more info.) They will rush out of their room if the door to the real
tomb (W) is opened.
R: In this room are the supplies for the Pharoah's travel to the after world. It has many
jugs of wine, bushels of grain, many sets of clothing a small sailing craft, weapons of
all types. and many scrolls for the reading pleasure ~f the Pharoah.
s: 10 mummy guards that come out when their door is passed or someone tries to open it.
TI This room contains 10 displacer beasts and a hungry rust monster. These creatures will
only come out if a magic user goes past their door or enters the room. When they kill
those against them, they w111 take the bodies and any magic items and store them in their
chamber. They have a set of +3 plate armor woman/elf sized. Also a lightning bolt wand
with 37 remaining charges. Also various skeletons and equipment.
U: A room with murals of laughing people. When any of the walls are touched, the room
explodes with a force of a 20 die fireball I leaving the walls unaffected by the blast.
V: In the room, under a giant crystal pyramid, is a 30th level Lich, that will come alive
if the pyramid is touched in any way (including magical means). The Lich has a staff of
co~~anding that he never uses, liking to do battle with more powerful spells. When under
the crystal, no magic of any type will affect the monster. The Lich is also activated by'
anyone entering the tomb of his mast the Pharoah.
W: In this room covered with murals, representing all the triumphs of the Pharoah. stands
a 10 ft tall statue of Anubis (See Gods, Demi-gods'" Heroes ••• supplement #4). There is a
25% chance that the god will appear and kill all in the room. When and if the robbers
leave the tomb from the Pharoah's main tomb area, and they travel back the way they came
in, there is a 5Q% chance that Anubis will appear and kill the robbers.
X: The tomb of the wife of the Pharoah. In it is the follOWing. 3 chests with 25.000
gold pieces in each, a ring of spell storing on her finger, and a Balrog with a sword of
monster charming. The sarcophagus has a poison needle trap and its opening releases poison
gas into the room.
Y: The Treasure room of the Pharoah with the follOWing: 9 great chests each containing
50,000 gold piecesj 8 coffers each with 25 gems, base 10,000: 7 scroll tubes, each with
7 spells (to be rolled for); 6 life'sized gold plated lions worth 5.000 each: 5 thrones
from defeated kings that were enemies of the Pharoah in life, that are worth 10.000 each,
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4 potions of undead control; J scrolls (clerical) with J spells each, 2 rings, one of fire
resistance and the other of water walking, 1 wand of paralyzation. The room is guarded by
2 beholders.
Z: The resting place of the Pharoah. The sarcophagus is all of gold (worth 200,000 gp)
and the Pharoah has a necklace worth 75,000 gold pieces. He has a staff of power that will
rise up into the air if the sarcophagus is opened ~nd start firing cold rays until it is
dispelled. A flesh Golem guards the room.

NOTES ON THE TOMB,

Whenever a room has a mural, the whole room is covered in plaster, also covering the doors.
i.e. even non-secret doors are invisible to the eye in muralled rooms.

The special doors of sand filling the rooms are counter-weighted so that they are unspika­
ble. Whenever a room is passed and the door closes, the room fills with sand. Re-opening
a door stops the process in that room only. 4 melee turns of sand falling in a room will
not allow the door to be opened by J men with 18 strength and four more melee turns will
stop even a knock spell. The sand will stay in the room until the persons trapped inside
are either dead or have left by some magical means, The sand will then leave. The holes
for the sand to come through are hidden from view.

All stairs go up or down J ft with each step.

All Monsters are never surprised, since they only exist for the guarding of the tomb and
are constantly on the alert.

There are not any wandering monsters in the room or corridors.

All pits are 50 ft deep and have pointed stakes at the bottom.

All spear
touching.

traps are activated by a pressure plate that robbers have 4 chances in 6 of
When this is done 8 spears come out of the ceiling.

o@~ ©dfil[fu&
@~~@@W&1s

A.} THE GARDENS OF KRAKE' A smalt island, inhabited by an odd, adult Green Dragon named Hormath Fangtooth. He
would rather talk than fight. He has no treasure, but loves poetry. He has one book of verse written in lawful, but he can not read it.
He will ask any who can read to verbalize it f01 him. tThis should take approximately five hours.) This is one way to secure his help aT
a later date. HQRMATH FANGTQOTH· 48 hits, chaotidgood.
8.) THE BARON'S ROAD. Leads directly but not safely to the capitol city of the land.
C.) DEVIL'S MERE' A large man made pond, occupied by an ancient monster. The creature is a water·going dinosaur known as an
Elamosaurus (140 hits, AC 4, move 12. Dice 2008. bite 4·32, butt 1·10. See BLACKMOOR./ It is usually hungry (always) and unintelli·
gent. It will attack until its hunger is sated l2-5 men typesl. The Mere itself is 300 ft deep, carved into the stone below and walled above.
It is fed by many streams and springs. Fish and animal life are abundant around it.
D.) CASTLE KRAKE. An ancient and fallen down castle. The walls are but shambles and only one building. a small tower remains

intact. It is a tower that covers the entrance to the stair and tunnel that lead to the area behind room 13 on the first dungeon level. Guard­
ing the tower is a ghost. He is Jarvit, 17th Baron of Castle Krake, killed by the Ogres when they invaded. He is basically maleveolent,
taking an oath against all who come here, binding himself to the castle grounds. If a group mentions that they are going to attack Cephalic
(The Evil High Priest in the Dungeon), he will not harm them. JARVIT; 60 hits, 1008, see TSA No.3.
E.) THE CISTERN OF KELMAR. Built during this baron's reign (his full name is Kelmarvod 8100dletter, 9th Baron of Krake.

It originally contained their, the castles, supply of drinking water, hid their dead and kept safe their treasure. It also made an interest·
ing conversation piece. The cistern is now empty and has a stair leading down into it. a causeway bridge leads out to it from the island.
F.) KRAKE DAM. A large masonary and Metal dam, it is more than just a device to keep the water back. It also keeps boats out

and large monsters in.
G.) SKY GOD'S FOOTPRINT (LARGE CRATER). This is where the space craft containing the Slime god crash·landed.

Around iT can be found pieces of the space ship. If crafted into weapons they will be +1.

H.) THE GREY RIB RIVER Named for the bridge that crosses it, this river is fairly slow but is also fairly deep. It is inhabited
by crocodiles and poisonous water snakes. It is unfordable.
I.) LOCATION OF THE SKELETAL BOAT This is one of the few ways to get across the Mere. It appears to be the floating
rib-cage of some giant beast. It is both magic and evil and will detect as both. If entered it will follow the guidance of its passengers,
moving under its own accord. It operates on hit points and will randomly drain 3 hit points per full turn of operation. Its speed is 15".

J. KRAKE'S BOROUGH· A once thriving community, now a city of ghouls. There are 100·150 ghouls occupying
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Wilderness: CastleKrake & 8Ume8warnp
A NOTE TO THOSE REAOING THE OUNGEONEER FOR THE FIRST TIME'
THIS IS THE SECOND OF A TWO PART ADVENTURE. THE MAP FOR THIS

• DUNGEON IS 1ff.;r;HE OONGEONEE'! '"..'15 WHICH, IS ~TILL AVAILABLE
. . -:;. ....

CHART ONE: CampaifTt map for Scum Swamp area. (once called "Krakeland Marsh"). It is nowa desolate. semi-tropics/area.
It is rarely entered due to rumOfS of demons, undead and evil gods.• that have left the area virtually unmolested by annoying villagers
and pillaging heroic types. Ever since the appearance of the "Sky God's Footprint", (large crater), the area has gone from the location
of 8 lonely baronic outpost to a foreboding place of ancient evil. It has been virtually unvisited by outsiders for almost 150 yeBrs. On
this map are also some possible locations for adventures from p,£vious Issues of THE DUNGEONEER.

... III·
the city. They range around the swamp and raid nearby communities. While wandering in the swalllP. one will encounter gh.ouls on
two out of six chances on a regular encounter matrix. The ghouls are under the slavery/leadership of a type IV Demon who lust keeps
them around for laughs. They will bring all victims before him. He will most likely kill them.
TYPE IV DEMON: AC 4, move 9/12 58 hits to kill.
TREASURE: 7000 silver, 2000 gold, map to location 01 Merlins Garden, Scroll· read magic, ventriloquism, +1 shield. Dagger +1 +2

vs. Goblins and Kobolds.

68



The Demon atides in a small keep in the city proper. Most of the ghouls are in a large old tavern in the center of town. The small
tem~te in the ,center area of the town is safe from both ghouls and Demon. Many times the Demon will not kill those that he captures.
but Instead wIll turn them over to the Evil Hi!tl Priest for a reward of some type.

K.) THE GREY RIB (BRIDGE ACROSS THE RIVER). This bridge is made of a single long, grey stone, spanning the entIre
river. It resembles an old weathered rib bone, hence the name. The north end of it is usually guarded by 2·24 ghouls.

L.) MORAC'S SWARD (ANCIENT BAITLE GROUND) It is here the hero Morae dfended the kingdom from invasion by
demons and in doing so was killed valiantly.
M,) KRAKEBOROUGH TRAIL. A now overgrown cobblestone trail leading into the once thriving village. A great place for

ambushes and wandering monsters.
N.) MERLIN'S GARDEN. This is a strange and mystical place that continually phases in and out of tIme. Sometimes 11 will be

here and sometimes it will not. At other times it may be somewhere else in the swamp.
0.) THE FOUR LENS. Four reflecting pools of water. (How about someone writing up an adventure for this one?)
P.) F'CHELRAK'S TOMB
Q.) PHAROAH'S TOMB

R) OC1lSHAK'S LAIR
S.) PLAZA OF THE DEAD This i, a cortyard lying in between a small collection of tombs and crypts. The barons

used to lease out space to wealthy nobles who wanted their burial spots in out of the way areas. Most of the crypts were
later ransacked, either by the ruling class of Krake. the OQ(es who took over, or by Cephalic's entourage of gr~dy hobgoblins, There will
be it 30% chance of encountering some type of undead while in this area. If a ~oul is indicated on the wilderness encounter chart, then
it will be. ghoul in the service of the Demon of Krakesborough.

NOTES ABOUT THE SWAMP: RoU en('ount~ here .. one would in. dungeon, u$ing wildrrnn.s mOnSters however. There is a .. lM\dl.na thlt
any Wlnderer encountered nonh of the erey Rib River will be In Aquuombie. South of the river and in the vill.ge any wanderer eMountered has a 30'll0

dlance of bein,a Foul and I 10'll0 chan('e of hein, an Aquar.ombie.

CEPHALIC THE UNWELL ... He is the one and only ... ever ... Hi~h Priest of the Slime god.
He discovered the slime creature in the wreck of its space vehicle. Careful not to
touch it, he hrought it to the decaying grounds of Castle Krake. This was over a
hundred years pas t. In the ti me between, he rai sed an anny (sma 11) 0 f hobgob1i ns,
discovered the caverns beneath the castle, raided most of the tombs, lured the harvestmen
into one of the caverns with the Pipes of Caleb, Created the Ring of Slime Control and
started a new religion, not to mention caoturing a few townspeople and royalty for his
sacrifices (resulting in Aquazombies). Not bad for one guy, huh? In the course of his
labors he contracted a case of malaria that would not cure. (A cur;e from the true ~ods

as punishment for his blasphel1\Y). Thus he can usually be found sick abed (room 22). He
has two powerful magic items: The Pipes of Caleb and the Ring of Slime Control. He also
carries a +2 warhammer on his person.

CE~HALIC S-14, I-II, W-14, 0-13, C-9, Ch-9.
If you play with pre-chosen Clerical spells

EHP 121;h level. 34 hit points.
(Which I don't), he will have the following:

PURIFY FOOD AND WATER
DETECT GOOD
CURE LT. WOUNDS
PROTECT. GOOD

RAISE DEAD
QUEST

HOLD PERSON
BLESS/CURSE
SPEAK W/ ANIMALS
SLIENCE 15' R.

INSECT PLAGUE
COtotlUNE

REMOVE CURSE
CURE 01 SEASE
SPEAK W/ DEAD
CONTINUAL LIr,HT/

DARK
AN HIATE OBJE CTS

STICKS TO SNAKES
CREATE WATER
CURE SERIOUS WOUNDS
PROTECT. GOOD 10' R.

Play this EHP as you would
other, keeoing in mind his
ical disabilities.

any
phys-

THE SLIME GOD... Not really any type of diety, it is a communal creature of numerous slimey
creatures. Together, as a being, they have an intelligence of 18. Aoart they have no
intelligence at all. It was enroute to colonize a new planet, when it encountered malfunc­
tions and crashed into the swamp. All but the Slime god were vaporized in the holocaust
that created the Sky God's Footprint (a huge crater in the swamp). Cephalic, a wandering
priest found the creature and fell under the sway of it powerful hold person ability. He
provided a place the creature could stay in and through religion, victims so that it could
multiply. It eventually helped him create the ring of slime control. The ring actually
worked as an extension of its own power over its slimey brethren. His powers are as fol­
lows: A -4 saving throw hold person ability, castab1e on any or many within 30' of it.
The ability to affect living (usually intelligent) creatures with its own slime, no saving
throw!! It has control over all slimey plants and animals with 600' and can sunmon them
as per a Monster SlJ1TITIOning Spell, usable til all the slimey creatures within its range are
gone. It can create a mental blast 3 times daily that will do damage to any who do not
make a saving throw vs magic at -2.

A STAINED HISTORY

It is some '/00 years gone, as men count the passing of time, that Kelmar of the Isles earned a reputation in battle.
Enough of a reputation to be awarded a title and a tract of land. It was a title though, and even if he and his
scions would be stuck in the middle of a swamp, it should be worth it. It wasn't. Kclmar's dreams of social ad­
vancement never bore fruit. He and his descendants all lived out their lives in the confines of Castle Krake. Some
how and by some means the cistern, the castle, the crypts and the Devil's mere were all created during (he lifetime of
the 1st Baron. Seventeen of the line lived and were buried (though all not quite dead) in the depths of the cata·
combs beneath. It was during the rei~ of the 17th lord that the small army of O.wes attacked and destroyed much
of the castle grounds and alL,its ihabttants, with the exception of a few females, kept around for spOrt. Their
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major addition to the area (over a period of about 150 years) was to completely decimate the: castk £founds, let the
bridge go to ruins. let the cistern dry out, build a crypt complex of their own and discover the caverns. The Ogres
began to disappear over a time and their whispered tales at ghosts and undead who haunted the castle grounds died
with them, mysteriously. One night, not more than a cemury past, a bright light streaked across the heavens, rock­
ing the earth as it impacted in the swamp. Days later, a wanderingpriest discovered (he \vreckage and was heard from
no morc, at least not for a few years. Strange things were a-happening in the swamp. Rumors of hobgoblins mass­
ing in the fens, and villagers disappearing in the swamp at night, strange, robed men asking directions to the castle.
tafes of huge monSters in the rivers and the appearance of large ogreish slime zombies soon helped to empty our
what link population was left in Krake Borough.

After his discovery of the Slime god, the pnest Cephalic, and his band of hired hobgoblins carved out the priest's
quarters and the ~emple area. in the lower caverns. With the.pi~~s he ~iscovered in a f.orsaken hut. h~ lured the
toul Harvestmen In to the lair he had prepared for them. With I he Rmg, he brought In numerous slime crea~ures

to the dark, dank caverns. Several clerics of ill favor joined him in his labors. The now ancient Evil Iligh Pnest of
the new·named Slime god was ready to conquer the world with evil. It was then that the Malaria set. the f\hlaria
that no cure disease spell could rid him of. The old man, unwilling to let his followers .take over for him, sat :m?und
and waited f~r the disease to run its course. It never did. The true gods are res.flng ~asl~r. They want.to sec thiS foul
blasphemy of a "god" destroy.cd once and for all, but are not really Interested In dOing It themselves. rhus they
seek others to quest it for them.

CHART ONE; THE MAP Of CASTLE KRAKE AND THE SURROUNDING SWAMP

A.I The Gardens of Krake, A small island, inhabited by an odd green Dragon named Hormath Fangtooth,
an adult he would rather talk than fight. He has no treasure but he loves poetry. He has one book of verse
written in lawful and he can not read it. He will ask any who can read to verbalize it for him. This is one way to
secure his help at a later date. HORMATH ( 48 hits)
B.) The Baron's Road. Leads directly but not safely to the capitol city (Its your campaign, you figure it out)
C.) Devi/'s Mere. A large, man'made pond, occupied by an ancient monster. The creature is a water·going dinosaur
known as an Elamosaurus (140 hits, AC 4, move 12, Dice 2008, bite 4·32, butt 1·10. see Blackmoor) It is unintel­
ligent and usually hungry (always). The creature has a total length of 40 ft and neck that is 25 ft long. It will attack
until its appetite is sated ( 2-5 men types). The Mere itself is 300 to 350 feet deep, carved into the stone below and
walled above. It is fed by many streams and springs. Fish and animal life is abundant around it.
D.) Castle Krake. An ancient and fallen down castle. The walls are but shambles and only one building, a small
tower remains intact. It is a tower that covers the entrance to the stair and tunnel that lead to the area behind room
13 on the first dungeon level. Guarding the tower is a ghost. He is Jarvit, 17th baron of Castle Krake, killed by the
Ogres when they invaded. He is basically malevolent, taking an oath against all who came here binding himself to
the castle grounds. If a group mentions that they are going to attack Cephalic he will not harm them.
JARVIT; 60 hits lOD8 see TSR No.3.
E.) The Cistern of Kelmar. Built during his life time (no one really knows how or why) it contained the castle's
supply of water, hid their dead and kept safe their treasure. It also made an interesting conversation piece.
F.) Krake Dam. It is more to keep things in than just hold back water.
G.) The Sky God.'s Footprint. A large Crater. Remains of the space ship may be found around it.
I.) The Skeletal Boat. This is one of the few ways provided to get across the water. It appears to be the floating
ribcage of some giant beast. It is both magic al and evil and will detect as both. If entered it will follow the guidance
of its passengers moving under its own accord. It operates on hit points and will randomly drain 3 hits per full turn
of operation. its sp~ed is 15",

NOTES ABOUT THE SWAMP: Roll tncuunters here ..IS DIU would m a dungeon. usmK WIlderness monsters bowet·er lherf IS"

40" cbana tbat any w.mderer encounured will be a KToup ofQquQ':omblt'S who will c"prure r"tbl'r tbQ/1 JolI, t"kmg VIctims for Men

fict' 10 tbe Slime god.

CHART TWO: CROSS SECTION Of KELMAR'S CISTERN

A.) The waters of Devil's Mere. Nuff said!!
B.l The Descending Stair. This is a circular stair that leads downward to the base of the cistern. It is old and will
most likely crumble and fall away into the pit below. Check every turn down to see if a) the stair has already crumb­
led away (15%) or b) the stair crumbles away as they walk down it (5% + additional 2% for every group member over
6 in number and an additional +1% for every member over man sized or just plain heavy. Discount 1% for every
elf or hobbit.) Melee on the stairs will add an additional strain of +3% check every round. Roll 1·10 for length of
f;tll area.
C.) The Harpies Lair. Directly above the secret entrance into the crypts is a cave that lairs 2 harpies. (20, 24 hits)
D.) The entrance To the Crypts (secret door) See chart III
E.) Theveat Uop of Quick Mud. See chart III

CHART THREE; THE KRAKE CRYPTS THE HOBGOB MAZE AND THE CISTERN'S BASE.

I. This is the base of the cistern. There is 10-12 feet of mud that has collected over
the centuries. If one traverses it, there is a 20% chance of encountering a quicksand­
like mud. Visible from where the stair enters the mud is the door to room 2. 1he door is
all but covered by mud and is jammed partially open, but not enough to get through.
2. ·This is the original treasure room of the Krakes. It is untouched only because the
door caved in a little and the room filled with mud. In the east part of the wall is a
door, hidden by mud that leads to the east shore of the Mere.
TREASURE: 7 locked, heavy, rusty iron boxes. 6 are partially filled with small stones.
the 7th contains 7 100gp diamonds, 7 100gp saphires, 7 1000gp emeralds, 7 100gp rubies,
7 100gp pearls. Also included is a magic ruby that when struck sharp1y(dropped, banged
rattled etc.) releases a 6 die laser beam. Fpr direction, roll ID§ for compass direction
and 101lfor elevation, i.e. straight up 450 up or horizontal or 45 down or straight down.
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The gem box also contains an amulet vs. crystal balls and ESP in a smaller case. and in
an oiled case is a neutral sword, Shamansbane, +1, +3 vs. Clerics. Inte1ligence-2.
3. Behind the locked, stone, secret doors is a ceremonial ablution basin, set in stone.
Washing or drinking in the water will cause a repelling of undead as a Bishop (C1 6).
Water carried away becomes a potion of sleep (as spell).

71



; ;:: .:.;

.;. ;.; .;.:

.:. ;.; .;.;

;.: .;.: ;.;

.;.; ..'

..:; .;. ;.;.

;. ::;; ;:.

.;:; :.; .:. '.:::

'. ;.:. :.::

;. :.:." ::; ;;;:;.
'.' ::. ;.:. ::.

:. ;.;.

.. ;:.; ;.; .;. ;.;.

')0 ,., .,., :., ',: ":'

~ .. ;;@~;~~" .:i :i!!'!;
::...;; .:. ;.;. :.: ."..:.:.;.;;:: :;:'. .;. ;.:..;. ;.; .:.::

..;..:. :.;; ::: ;:::;; .:;: .;.;

. '.' ;.;.:.; ::;

.;. y

.:;: ;.: .:.; .:.

·)3·

.' : ': .;.: .:..;. :.; .;.: ;.:

.;:; ;;: .
;.; .:. :.:.

Q'
: 29 . ·0

:.- ,;::.'.;

~:····'··:·:·:::···'··:"I1·'··':···:,:·t.·.:.0,:,_.•'.•.•.: ; ~..,,()."~ :: .•••.•: '.•.,-: . r,1":, .,. :':' '" "" :.,. ,., .,., .
;;::: ::;:::. :.: .:.; :;. ::::. ::: ;:: .::: ::: :::. :.:. ;.: :;;:
··«~~~~x~~~»x 'X~~~~»:

.~?~~~». »»x~»

....•.•~ 31 .••..•.• ~. . ••••••••••••••
""liIi,ti:;J ,.. .:.:.; :.:

:~

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

:-:. ;.; :.' .', ,', '.';';' .;. '.;.

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

4j
._:~j ::;r·

::~.~u:

)5

)4

)6

::: :::

::: ;.;:;: ::: ;.:

:.; .:.;.;.;.;: .;::

:.: .;.;

.:;:.;. '.; ".;.:.;

::: ";:: '.; ;.-,'

:: .:':......:...: :.::........ '.' .... :.: ..'.

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

.;..:..; .;.'::-:

;.; ',' .; .:.; .;.: .;.; ,', .....;..:. :-: .:.; .:.
.;.; .;::: :;:; ;.;.

'.;. :.;. ::: :;:; :::

.;.; ';', ',' :::"
:::: :::: :.: .;.. :.:

;.;.;.;.;..;. ;.;.

::: ':',

CHART FOUR

Stlllrs "IDIrI[
Secret J)oors..c>­
Ooors ~.
guard g
"r"pes ,-."
piUtlrs (j ..... rn.

tooter ";:;:;fif
Ir"ps i55["""
IhiTS

'.;. ;::: ;:. ;.;. ;.;

' .. ",

: .;.;.;

Iii 4Z: ,.,
.. (, ..1\, "':'

'. r.·. :'"". b-'--"""f.;l"
:::

-:'3~: .41
t'-~t-~:' ". 2( 4::,. ':: ,;. ::. :".

:,..,..,. ,., .,., / \ . . . .. :.)".;' :':"

: ••••:••••• ;: 09" .:: '::~7:-\: ·~.,i.•.•.j.;l';;' :~;~
;.; .;.: :.:. ::: .J .J

~

are
a
It

damp. North wall has two sets of
regular trap. East and west

and goes off on an opening at­
are dead men!" At this point it

4. A greenish tinged marble entryway. Walls are clammy
double doors. Right one has a 10 ft deep trap, opens as
walls have secret doors. The west wall is magic-mouthed
tempt. "Enter not the crypts of Krake, fools. By now you
will give off a 1-4 pt damage electrical shock.
5. Hall or columns (o's) and statues (x's). Statues are of early Barons of Krake but
not labeled as such. The one marked "A", if approached within 5' will seem to become
ghost like apparition of the statue and lead the party to the lair of the harvestmen.
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is actually Shien-eth Moran, a Will 0' Wisp (AC -8, move 18, 908, 49 hits. For its treas­
ure, see 1st level room 18v.
6. A charmed giant octopus (AC 7,408, 15 hits, 8 attacks, see Blackmoor). It is immortal
to the effects of age, guarding the passage way by snatching the unwary from the narrow
bridge. Beneath they are either crushed or drowned. Lying on the bottom (40 ft from the
surface) is a 1000 gp ruby.
7. This is the chapel for the crypts. A fat god statue presides the channers. It is
carved of limestone. It looks as thoUQh many gems have been pried from it, Two braziers
flank it.. They are of iron and look to have been used recently. Walls are of marble and
the floor is of pieced granite. Crypts are hidden iehind the huge mausoleum tablets
containing the names of the dead inside. From the outside, the open by a secret catch
(findable as a secret door, no elf bonuses) on the right side of each large stone. From
the inside, with the exceptionof 13, the crypts do not open, period.
8. Crypt of Belphegad, 2nd Baron of Castle Krake. TenD has been ransacked so that all
that remains is the dessicated corpse ~d about 1000 copper pieces strewn about the floor.
g. Crypt of Orefus the 1st, 3rd Baron of Krake and his wife Thella. Crypt is devoid of
treasure. All that is in the room are two corpses and insults about royalty written on
the wall in hobgoblin.
10. Tomb of Orefus II, 4th baron. Crypt is completely empty, no corpse or treasure.
II. Crypt of Hammack Fel, 5th Baron of Krake and his 3 children Chiris, Melda and Orefus
III. Orefus is a ghoul who lives (barely) on an occasional captured rat or two. The bones
of his family are strewn about and gnawed on. There are 5 sets of skeletons (2 hobgobs
have bought it here). Treasure lies about on the floor. 3000cp; 10 100gp topazes; 13
lOgo garnets; a leather, s ver studded sheath, I?OOgp; Topaz and copper pendant, 1100gp;
Obsidian, 9OOgp; carved Ivory buckle, 4000gp; Enameled silver bracers, 3000gp; and a goid
- mer, 6000gp.
12. Crypt of Orefus IV, 6th Baron of Krake. He and two hobgoblins are now wights. (AC 5,
move 9, HD 30B, 10, 18, 18 hits). A large locked and poison pinned box (as a 3rd level
circeans Poison I) contains 4000cp. Also a map, locating the construction of the new crypts
(room 18 a-v). •
13. Crypt of Drefus V, 7th Baron. All his burial furnishings have been removed to make the
room an entryway into the next level. All that remains of this Baron is a pile of bones
in the corner. His spirit hangs about the room and telepathically suggests to a single
party menner that the remains should be re-interred in an empty crypt. If this is not done
immediately, the spirit will haunt that member, lowering all his saving throws, attacks, and
defenses in melee by one point. If the player gets rattled by the spirit's constant annoy­
ance, lower all rolls by two. If the character dies, the spirit picks a new victim. The
east wall of the room has two secret doors, known to the hobgobs and priests and also to
the spirit. As abonus to those who interr the ectoplasmic one, he will grant the group or
individual a limited wish. The spirt can not be seen or detected in any way.
14. If one can move the fat god aside (100 strength points) the entrance to the crypt of
the 1st Baron will be assayed. The short hall is also a trap that will open when weight is
applied and then snaps shut for 2 full turns, unopenable. The room is the 1st compartment
of the crypt proper. On either side of the door to room 15 is an umber Hulk, geased to
protect the crypt and then placed in a stasis field (permanent time stop in one area) that
woul d release them if the door was opened to the room (14). Once thei r vi cti ms are des­
troyed, they will return to the stasis field to await future attacks. Once the stasis
fields are reactivated by their return, the statue of the fat god will slide into place
again. However, now it tlkes 200 strength points to move. In the right hulk's niche is a
lawful sword, +1. +3 vs. slimey creatures. Unner Hulks (AC 2, move 6, Hd 808,52,46 hits).
The room itself is of polished pink marble, walls set every 5' with a column of white mar­
ble. East end has a bas-relief sculpture of 1st Baron on the wall, flanked by two golden
braziers (500gp each). West wall has door to crypt proper. Writing on it states: Here
lies Kelmar Krake, Baron of the swamp province, may he rest undisturbed until time's end.'~

'IS. Final resting place of Kelmar Krake, 1st Baron of the Name. He is a corpse, lying in
state on a pedastle at the rear of the room. Upon his chest, he appears to hold a locked
steel box. Inside the box are two potions. 1) Invisibility,S blue pills in a translucent,
cut-glass bottle. 2) Human control: 9 yellow pills in a transparent glass jar. In a sec­
ret compartment in the base of the box is a Libram of Exalted Deeds (Cl). In 5 boxes at
the base of the pedastle are 1000 cpo (total 5000cp.) In 6 boxes, 3 on both north, and
south walls are the jumbled remains of a skeleton (human) in each, along with chainmall,
a broken sword and shatter shield (in each). The boxes cannot be broken, dumped or the
contents scattered. If the box containing the potions is lifted or opened, the skeletons
spring into full being. Thay are armed in chain and shield and are hasted, taking 8 hit
points each. They attack immediately. The drapes in the room are acid-proof. On the
floor is a dead thief. In his hands, he holds a map of the directions to the treasure of
the Krakes (1st level, rm 2)
16. The east secret door from room 4 leads to what is known as the maze of the hobgoblins.
Whilst wandering through unoccupied rooms of this maze, encounters with hobgoblins will be
frequent, that is two chances in 6 per turn. Each room is a different color and of a dif­
ferent temperature. All the inter-room doors are secret.
A.) The entire room is red and 700 Fahrenheit. The walls are draped in red velvet cur­
tains. A pentagram is inscribed on the floor in glowing green lines. If it is croseed,
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1-5 of the walking wet will be teleported into the room at the pentagram's corners.
B.) The entire room is bright orange. The walls are glowing hot and will give out I pt.
of damage if touched. The temperature in the room is 1900 F. The room is also very
steamy, visibility is less than 5'. There is a 7.5' wide trench along the back wall of
the room. Because of the steam, normal humans and most all creatures over 5' in height wi
will not set it because of the steam. There is also a silence spell on the trench area,
so that it negates all noise. The pit is 20 ft deep. At the base of the pit are the long
dead bodies of a fighting man in +1 rusty chainmail and a magic user with an artillery
scroll containing two lightning bolts and a fbreball.
C.) The room is red-orange, te~er ture 120 F. The walls are about 50 degrees warmer.
There is nothinq unusual about the room outside of tilis.
D.) The room is yellow orange, temperature 1000

• Walls will quiver when touched" recoil
when struck, and bloed a yellow-orange ichor if wounded. A is 2. If the ichor comes in
contact with human flesh, it will do 1-10 points of damage. After 3 melee rounds, Pieces
will falloff the walls and form into human-like monsters qual to Ogres. A total of 4
will be formed, one for each wall and will not cease attacking til destroyed. Wall-Ogres:
(AC-2, move 9, HO 40B, 32 hits each, damage- 1-10 2 attacks).
E.) This room is yellow, temp. 700 F. The south wall looks like a yellow mold. It actu­
ally is not. If contact is made with it, that person will be immune to the effects of any
slime or mold creature for 2 game days.
E1.) A carrion crawler hangs above the south entrance to short hallway. It will drop at
random on one of the 1st 4 to enter. The hallway is yellow - green in color, temperature
600 F. The north door is locked with a -20% chance on Thievish opening, due to complexi­
ty. Ca rri on Crawl er (Ac 3/7, move 12, HO 308 +1, 19 hits.)
F.) The color of this hall is green, temperature 500 F. This is the hall of the Slain.
Every member of the party will be attacked by 1-5 shadow-creatures (see illusionists) of
the creature he/she most recently killed. Characters who have killed nothing may ignore
the room's effects.
G.) The color of this room is blue-green. The temperature is 300 F. The room is empty,
but there is a blue mist wafting about the room at knee level. A magic mouth states:
"Fools you're dead now! The poisonous gas has killed you. You have only seconds to live!
Isn't that funny? Ha Ha Ha Ha Ha Ha etc."
H.) This room is blue violet in color, Temperature is about 400 because of the fire.
If the fire goes out, it drops to 200 • The walls are hung with furs and tapestries to
make an attempt at warmth. The furnishings are feminine. There is a large fur covered
bed, a dresser, a fireplace, a table with 6 chairs, a vanity table and a mirror. The oc­
cupant is Jahalla a Circean Conjuress (Ci 3). (See The Dun. #2). She is mistress to Ceph­
alic the EHP. She will not tell you that she is a Circean or has magic powers. just that
she is a mistress. She is dressed quite warmly. She will try to charm, either by natural
ability or by potion or spell, mostly male party members and get them to kill the EHP,
bringing to her the Pipes of Caleb and The Ring of Slime Control. If attacked she will
turn invisible and try to escape rather than fight. As a form of reward she will promise
certain carnal pleasures. There is a minor chance that she will fall for a male member
of a party. Roll at random for player and then, on a 020 roll character's charisma -12
to determine whether she becomes overtly interested in that party member. Spells: Magic
Missiles, Charm Person, and Invisibility. Potions: Poison I, Aphrodisiac, Sleep. She
will try to invite a group in for tea and then sleep the women and charm the men. As
treasure, she has a 1000gp ruby amulet around her neck, a 600gp gold ring, 2000gp diamond
ear rings and a hobgoblin shield hidden under her bed and her book of spells and potions
is in a secret compartment in the main drawer of her vanity. She has all the 1st and 2nd
level spells listed in GH and only the potions listed above. Jahalla: S-g, 1-17, W-IO,
0-14, C-9, Ch-17, AC- g, move g, HO 304, Hits 11. Alignment is Chaotic. She has long
blonde hair and light skin, green eyes, red lips etc.
I.) This room is cold!!! The floor is icey and there is a Oex-IO roll on a 020 chance
of slippin. Walls exude cold and if touched will give off one hit point of damage.
The room is blue in color, the temperature is -200 F. There is a 20mph wind blowing.
J.) The color of this room is violet, the temperature 500 F. The walls are wet and drip
a violet sl ime to the floor. The room stinks and there is a chance of complete nausea on
the part of one entering the room, saving throw against poison or lose stomach contents.
The slime is harmless, but contact with it will give smelling monsters a warning of your
coming,
K.) A red-violet room, temperature is 700 F. The room is normal and empty.
L.) Room is red and 900 F. Always 3 hot hobs on guard here.
17.) This draped room is the entry hall to the second crypt of the Krakes. It was created a century or so aher
the first one. After it was constructed, apowerfulwizard in the employ of the family summoned several powerful
fiery entities and entrapped them in the magical fire pool he had created. The pool contains 4 Salamandres. They
will guard [he room from any who may try to cross into the tombs (exceptions arc the hobgoblins with their
s~iclds lind, the EHP.) The cloned area is a force field that none may pass through, even with a Holy Sword or a
dispel magic spell. However, one may cross over the lava pit (their are ways) or one may pass behind the curtains
to the othcr side. Any voices spoken on the east side of the pit will attract the attention of the Salamandrcs.
Also, trying to cross to the other side will invigorate them to combat, but they will usually not fight further than
15; from the edge of the lava pit. The sunburst on the cast side is a safe zone. Usually, only one Salamandre will
attack at a time while the others stay submerged.
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Standing on the sunburst and reading aloud the.Tunes ~nscribed in chaoti. wi~1 summon up one of the ~rea~,ures
from the pit. "0 creature from Hell, 0 fiend of fiery evil! I summon you to gl\lC me answer to my queries! .
This will bring to the surface.a single Salamandre who will answer a single question as per a commune spell. ThiS
may be done up to twice. The third time will bring all the remaining Salamandres into a no holds barred banle
with whomever is on the s~rface. fighting until the death of either party is ~rou~ht about. SA~A~NDRES:
AC 3/1, move 9, HD 7D8 + I, Hits 28, 36, 35,4-1. The door to room 18 IS solid stone (300 hIt pOints AC 1)
and will not open by any ordinary means. However. approximately 5 ft off the ground is ~ verticle chink in the
stone behind the drapes Thrusdng a dagger or sword in the chink will cauS( the swnc to raise venically.
18.) The chapel of the 2nd crypt complex. There is a hawk visaged god image presiding over the room. In front
of it is a small box t:xl 'x4'. Inside it are 200 small gems, about 150 of which are glass. The remaining 50 are worth
10gp each.At At the bottom of the box is a dingey old scabbard. It acwally is magic and has a human intelligence
equivalent to 18. It acts as a 86-90% sage with a female personality. It will fall in love with the first lawful/neutral
sword that it encounters. (Think of the fun you can have with this!) It or she speaks Law, Neutral, GC'ld Dragon,
Lammasu, Shedu, Gnome, Elf and Dwarf.

There are secret doors in the north and south walls. The only way back into room 17 is to take one of the human
bones out of the box just to the right of the door and place it into the black carved mouth on the door. A chew-
ing so~nd will be heard and the door will rise. Any hands or other parts of the body placed in there will be bitten
off and ealcn. The door will then rise.
A.) Crypt of the 8th Baron of Krake, Bclphegad II. His tomb has been looted of all valuables. The corpse is intact.
B.) Tomb of Korfus, brother of Drefus V (the haunting spirit of room 13) There are a few coppers scattered about
the floor. The head of the corpse is missing. .
C.) Crypt of Kelmarvod Bloodletter, the 9th Baron. The crypt is de\'oid of treasure and the head of the corpse IS

definitely not there. . .
D.) The room is the crypt of the family of the 9th Baron (Kelmarvod). ~ht'y arc now all headless, hVlllg skeletons
that each take 6 hits. There are 5 of them. Nulla, Kisvod, Helmarvod, Chern, and his wife Ailassa.

E.) The tomb of Keliss, Baroness of Castle Krake. Shc too lacks a head. The tomb is ransacked.
F.) The Crypt of Kormor, 10th Baron. He too is a wandering spirit and will try to posess the body of any who
enter. He will then take his new body to single combat with the EHP. His corpse is missing its skull and there
is no treasure in his crypt.
H.) Family of the lith Baron. There are 3 headless corpses in the corner. names are Marthel, Korus and Fan.
I.) Crypt of Thelmus, 12th Baron of Krake. The crypt is empty.
J.) The crypt of the ramily of the 12th Baron. This room has been converted into the living quarters of Gerdam,
a 5th level insane fighting man. He always wears plate mail and shield and is guarded by Poco, his 2nd level Orc
squire. Just opposite the door is a shelf with 16 heads or skulls sitting on it. (Now we know where aU the heads
have been disappearing to) Gerd~m has a + 1 sword (chaotic, Int·7 ego·S notes shifting walls and rooms.) Poco has
a short sword and a dagger with the power to animatc objects as per the Clerical spell, usable 21day , 31 charges.
He also carries a short wand that looks magical. He will use the dagger to animate the skulls (AC 4, move 12, hits
3, damage 1·3 bite.) which will then fly and attack intruders. GEROAM, AC 0, S- 15, '·11, W· \3,0-16, C·9
Ch- 13, HO 508, 30 hits.) Poco wears chainmail AC 5, S 17. I-I 0, W-14, 0-9, C·14, Ch·5, HO 208, hits 10.
Treasure is on the person of Gerdam: 2 100gp rubies, a 500gp diamond and a 5000gp saphire. They are hidden
in a secret compartment in his belt buckle.
L.) The Crypt of the 14th Baron, Heironomous Box. The corpse is half eaten. The treasure is nil with the excrp­
tion of about tOOsp strewn about the floor. An old parchment in one corner of the room has the following in­
scribed upon it in neutral: "Seek ye lower? Find ye the 5th or 6th of lhe Name."
~.) The Crypt of the 13th Baron, Drefus VI, This room has an illusionary back wall and appears to be empty. It
IS actually the entryway down to the next level. The secret door from the hallway ;nto 17 is known only to the
EHP and his servitors.
M.) The door to this room is Wiz-Iocked. (8th level MU) It is the crypt of Drefus VII, J5th Baron. The late lord is
laid out in state with a sword clutched tightly in his dead hand. The sword is Scorse,·2 Cursed blade, Int 8, Ego 1,
Neutral, Octects magic and traps. His pillow is a red +I cloak of protection. In a box are 8 scrolls. All are scaled
in wax with the signet of the Krakes. 7 scrolls are of burial proceedure, the 8th is magical: Invisibility, Mirror
Image, Knock, Animate Dead, Dctect Evil, Polymorph self, Remove Curse. In a small bag beside the corpse are 6
gems: 4 100gp matched carnelians, a 50gp garnet, and a 500gp emeraJd.
N.) Family of the 15th Baron. There are 4 wights in this room. The door has been bricked shut. To get in the
bricks must be removed. Wights- (10, 11, 13, 16, hies) In a hidden hole in the floor are 4000cp covering 2000gp
covering 3 J000 gp emeralds a nd a set of man sized plate and shield +1.
0.) The crypt of the 16th Baron, Chalmers the Holy. His crypt is empty and the bones lying around look gnawed
on. The walls have religious symbols upon them.
P.) The crypt of Jarvit, the 17th Baron of Castle Krake (also the last. It is his ghost that wanders the grounds above
the crypts.)
Q') Empty and unused S.) Empty and unused
R.) Empty and unused T.) Empry and unused
U.) Unused, but it is now the lair of ghouls. Five are in this room (6, 5, 12, 10,9)
V.) Unused, and more ghouls in this room. 6 to be exact. ( 13, 7, II, 13, 6, 12.) Lying under a pile of refuse is a
pit containing 7000sp, 4000gp, 300Ocp. In the south portion of the east wall is a secret door that is detectable only
on a roll of 1 even to elves! Behind it is a secret passage that leads to room 5. The first 5 feet of the hall has a false
floor. _~neath it is hidden ~he tre~s,!r~ of the Will 0' Wisp (see room 5). It consists of 2000sp, a scroll of protection
from Lycanthropes, a potion of diminulltion- 4 doses of a musty tasting, yellow liquid in a sealed green gourd.
Also a potion of longevity, 6 doses of a salty gold liquid in a pink wooden bottle. A small locked box (poison pin­
308 of damage) containing 18 gems· 3 500gp rubies, 6 500gp pearls, 6 100gp topazes, 3 100gp saphires. The
last 5 ft of the corridor is a teleport trap. It will transport 1-3 persons (once only per day) to the lowest level,
right on top of the No. 33.
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stunned for 3 melee roundsMENTAL BLAST- Make saving t~row­

Miss saving throw- roll 1020.
1-10: Unconsciousness til roused

11-15: Above +1-4 points damage
16-17:
18-19:
20~

above,
above,
above,

but
but
but

1-6 pts.
1-8 pts.
I-JD pts and insanity.

CHART FOUR:

The slime god is spherical, about 2~ ft across, greenish-gray in color, appears to be con­
tinually squirming. It takes 50 hit ooints (608 +2) has an amlor class or 9 and communi­
cates telepathically. It 'is chaotic in alignment. moves at a rate of 1".

THE HOBGOBLINS ... These are the hirelings of Cephalic. They have been here almost as long
as he has. They will be found wandering around the upper levels and in the middle levels,
rooms 1-6, 8. 12, 13, 14, and on the lowest levels only intthe company of the EHP. At the
present there are 30 hobgoblins. 28 are normal hobgobs and 2 are 4th level fighters. The
two high levels are the hobgob leader, Norb Grendath: 5-17, 1-8, W-g, 0-15, C-IO, Ch-12,
AC-I, Plate and shield, sword, 5000gp gold ring, carved like a dragon. (21 hits) move-6.
Harmon- hobgob lieutenant- 5-15. I-g. W-7, 0-12, C-13, Ch-9. AC-4. Chain and shield,
carries a mace. He is inteBsely loyal to both Cephalic and Norb. Each hobgob carries 10
gp on his person. Hobgobs- 208 (10-16 hits). All the hobgobs carry a shield with
emblem of The Slime god on it. (a gray green irregular circle.). This shield will give the
bearer relative safety from most denizens of the hobgob maze and from Aquazombies.
J:lI~ f\&ovl T6"T .f' ........ r"'6( SIUVLP &(" ..oIS ......,..D ef'I"OU"''T1+1' $Tft"""~ HI~T""Y

~..,
_BARRACKS OF THE HOBGOBLINS: APARTMENTS OF THE PRIESTS AND THE UPPER CAVERNS (1-24)

1.) Orlglnally:l. ceremonial room for the taking of human sacrifices Co the cavcrns of the Han'cstmcn. I( IS now ernpt)' uf Its oTlgln:J.I

furnishings. All that remain arC' the 1 ft diameter pillars spaced every 5 (t along the walls. The south entrance lcads to what oTiginally
were tombs of the priest cult that was here before the Slime God came.
2.) ThL'SC arc the barracks uf the lIobgoblins. This room has living arrangements for 7 hob gobs. Under one of the l>cd~ I~ a box con­
1.:lInlng 100 gp_ Opt'mng this box will curk a pe:rson to have: a -2 saving throw against e:ve:rythlng. The:re: is a 40% chance that from
\·3 Hobgoblins Will be 10.

3-5.) Th~ same: as room 2. (~xe~pt for tre:a.sure.) Th~re is a sc=eret door behmd a cabine:t In room 4.
6.) This IS the abode of Norb and I larmon, the: I-Iero Ilobgobilns (there fighting ability IS equal to that of;l human h('(().). rhett· 15 a
box of 200gp in a hol~ und~r the bed of Ilarmon, On the walls are various shields and wc=apons.
7.) The erypt of a later generation of rulers of Krake Castle, the family Srehus, a group of Ogres who were a little ad\'aneeJ above the
avcraj!e Ogre, In this rOom arc 7, eight foot tall living skeletons. Each of the skeletons takes 208 hll dice. (1I1lS arc H, 11, 12,7, II,
6, 7,) fncased in the skull of one of the skeletons is a nausc.'atmg smelling potion of Caseous form. There.' ue 9 doseo; of this pmk
bubbly liquid in a translucent CUt crystal bottle. In thc southwest corner of the room is a trap that leads 10 the I;m of the Siune God,
8.) This is Ihc lair of the Ilanestmen. There are 26 shallow hole lair<: and 26 of the foul rreatures. Sen:ral pools of \uter dot the ('ncrn
fluor. Rull hit dice for each mdlvidual cr~ature. They will be found only In this partIcular ca\'ern If a commotion IS mal,k Jn~ \\ here.' III
the ca\'ern, they Will ('ongregate around it, and usually ~at It.
A.) ThiS IS a 30 fl cliff. lIarvest men cannot climb up it. A rope ladder IS secured to the lOp of the chff.
B.) The Iwul of lIorlak, II will randomly rencet the IIlterior of any room III the en lire complex If soml·thing nf \-;:I1Ul' 10; thrown III
Jumpmg int{} [he poul while the Image IS visible will result In transport to that room. lIowever, lhe.' InUgl' wIlllhen \'3nlsh,
C) i\ shaft that leads duwn to the nextleve!, to room or cavern 27, the lair of the walking wet. Thc shaft itself l~ sllppl'r\ wct and 'Jl1
not be climbed back up without splk~s. The harveslmen a\'Old thiS area as they have no desire to tangle with the AyuaLombles
9.) Th~ !..:m of lhe lIanl'"St Mother' :\C4, lID 808, 45 hilS. She WIll defend thl' mo egg sacs Ihal arc hangm)! frum the.' u:lhng. ~hl­

Will also use a full strength \\('b spell up to 4 tlml'S per day. The egg sacs contam 100 eggs eaeh She docs duuble nvrmal Il.mestm;:an
damage (See Till' OU:'\('EONI~"R ~o. 5) She guards a sih'er .. 1 sword thaI docs no damage but lllSlcad, add~ hit pUlnts to the
creaturc bClng attacked (108).
10). Tht.' laburatorr of KaSlOr N.fahlucks. The resldenl spell worker. (K: N, Pahlueks- S 12, I 17, W II, J) II, C 13, Ch 10. 7th kn~l

Neutral enchanter. Head~' spells- Charm person, eh. pcrsqn, sleep, rcad magiC, llwlsibdlty, we.'b. magil,' mouth, kll(,('k, holJ person, hastc,
IIre ball. pol~ morph others,) lie wears a short, blue tunic and a black Vt.'SL lie is a )'oung man. Hc IS abo saved by an tl~lr (Sn' Thl'
Dungcolleer No, 1) "dmed "rm (5 17, I 5, W 12, D 15. C-t4 Ch 4 .....J\C 6, 3DB (18 hItS» If his mao;ter I~ kllll'd or eaplured, I,'rm rum
for Ihe- neareSt e help. On the persun of Kastor IS his wand of magic detection, a flng of human control and an amulet \-0;, \·(\·stal balls Jnd
".$? The door 10 this room is magIc mouthed and Wizard 10ekeJ. \taglc mouth ~ells ':Help" lIelp!! $omeboJ\ \ t(\lll' la bn'al..
In' Boss .llelp!! IIdp!! !Icy you Hobgoblins._.. S3\'e me ... thcrr~gonna break me down." The door Ihen appcars \tIl,Ipl'n and a
yuaillt hull" old lady looks out and says "I'm sorry little boys, bUI Halloween isn't unnl Onobcr I{un along ,IOJ pla\ nm\.'· Th(' d(l(lf
thcn closes. Kastor IS working on trying to dmll the dlsease/shme that l";lUses Aquazl.mbles. lie ha~ 3 Aqu3Iombles in J C,t~c. lIi~ \Hlrk·
bench i~ co\'ered wllh Jistilling l'quiptment, 2 large t1asks (mdlsllnguishable from a pot1On) ,onUm essence of AyuJZumllll·. Dnnklllg
the stuff shoulJ be treated a~ a no savlllg throw Aquawmble touch Kastor IS not above fireballing hIS work"hup, if nc("essary. (Jnh hI,'
know~ llf the sccret doors tnW hIS liVing quarters.
11.1 The door 10 Ihls roum IS metedy wizard:locked. The cubIcle IS Kaslers Ii\,jng quarters, Ver~ modest ai:clImudal1ons they arc Ill­
deed. Cot, de:sk with personal papers, chair, cheSt of drawers. (bottom drawer has a kCret compartment contallllllg hiS magIc cndcxes
....ach book IS wiz.ard locked and explosl\'e runes arc written upon them. 1St level book (;11 ~o.'s 1,2,3,5,6,7, 9, 10, 11 .. 2nd k\·d
book Gil No.'s 1,2,3,5,6,10, II, 13, 14. 15, 16.; 3rd kvel book: Gil No.'s All. 41h level book: Gil No.'~ 2,3.4.5,6.7,8,9,10,
15,16,. bch book IS bound in Iron.) 200 silver pieces arc in a box under the bed. The secret passage has bat~ III It that fl\· atlOtrudcrs
12,) Troop Musler room of the hobgoblin guard. Two hobgoblins are alwa)'s on guard at the x'ed POllltS. On :1 roll of 1O"u. 75'" of all thl:
hobgoblllls will be standing in formation here, (full armor and wcapons at read)'), Al le:ast one of the EIII"s acolytes wdl be reVICWIll)! the
troops, The stairs at thc weSt ~nd of the room lead up to room 13 on the map of the 1st level area.
13.) Aeol)'t~s chapel of th~ Shme- god. This room has 8 pillars, curtams un the we-St wall, and marble S13tue of the slime gud. Seemed
IOcensc= burns in her~ that wdl slow mdee combat of tho~ not usc=d to il down to I blow for every two meit'e rounds. Th~ dODl IU th"
room IS always'locked Keys to It are held by Norb the: Ilobgobltn, CephalIC the Unwell, and each of the acolytes. Jahalla the Circean
(Map 1, room 1611, Till:. OUNGlONEI:.R No.5) also has the key to thiS room and to rooms 18 and 19.
14.) A peck hole ( VISIble onl) If looked for) from the acolYles' lIVlOg area 111(0 the mUSter hall.
IS.) I.lving cells for clerics of the Slime God. 2 small closets contain hea\'y worship robes that ('ont31l1 a chl'mleal Aquuornbl~ repellant
They smell homble (mcdiciney). Green in color with a slimey starburst embla1.Oned on the chest. The\' will repel! up 10 2[)6 of Aqua-

76



Darkness

CL 2, AC 7. weapon: Mace, spells: Cause Lt. Wounds
CL 4, AC 7, weapon: Club, spdls: Darkness, Curse, Prot. from Good.

CL 2, AC 7, weapon: Mace. spdls:
ClllIH)RED

S- I J,SCUD 1- 1I \\1·11 D- 8 C- 10, Ch- 10
C

FRb\1 s- 13 1- 13, W- 10, 0-11, C' 12, Ch,- 6.
t1i\1WLD S· 7, 1- 14, w- IS, 0-12, C- II, Ch- 9.

zumllll.:S. Two robes IS 4D6 and so on. (Worn by S(parare perc;ons. There are 10 robes. 2 will not repell the Walking Wet.
SIMON OF GARTII. Lead acolyte isan Evil Curate (CIS, 21 hits, AC 7 carries mace under robes) lie IS not necessanly wmpletely

loyal 10 Cephalic the Unwell and is waiting for the old geezer to kick off. 5·16. I-II. W·9, D-I I, C-10. ch-Io. spells· cause I.t. Wounds.
Siknce, HolJ Person.

PREDO, S-II. 1-9, W-II, 0-13, C·14, Ch· 8 CL4, AC7, weapon: Mace. spells: Cause Lt. \Vounds, Cause LtWounds

Hold Person

These five men are usually either in their own room complex (13-15-16) or with EHP in his rooms or on some Journey into the lower
cav{'rns with him. Each of the living cells contains a cot, a can,dle. a box for per sanal effects and a small table and chair.

16,) This is the food eating and preparation area. A trap door drops into rhe lair of the Harvest Mother. The trap activales on a roll of
1·4 (1)6) Tap first to avoid opening.
J 7.) Rridgc to EIIP:s quarters. Unless passer over drops in a pebble (known to acolytes, Jahalla and Hobgob lcaders). the Giant OCIOPUS
in the still pool below will reach up and attack, within 20 seconds. (Octopus- 508, AC 7, 24 hits. 1-6 tentade attack, 106 damage each.
Ikak doer 1-10 damage.) In the dark water's basin. approximately 30 ft below lies its long accumulated treasure: 3000 elecnum
plece~ (<II 1500 gP.) 36 pieces of jewelry, buried in the mud value approximatel}' 94,000 gp if you can find it. Bottom is also covcred
with many, many p<.·bblcs. In a sealed bas on the bottom is a matched sct of 12 SO gp bloodstones.
18.) Stair down to Lower caverns. This whole'area is guarded by two giant (9 ft tall) stone statues of heavy set men. Both have preset
animate object spells on them. lacking but a single word 10 complcte, speaking rhe:: word once:: animates the right hand statue. Speaking
the word again animates the left statue. (statues AC I, Move 30 ft, 2·]6 points damage ~very other melee round, SD8 each, 40 hits.)
They will fight until destroyed or end of spdl (6 turns.).
19.) This is the entry way/room to Cephalic's quarters. Room is draped in yellow/~Teen velvet cunain, all about the room except in
from of the door to room 18. A rhin voice srates "What business have you with the all wise Cepahlic, High Priest of the One True God?"
A reply will bring the words "Wait here and I will bear your request." The voice is that of Shorpie, Ccphalics goblin in waiting (Shp.)
lie will run messages for the EHP all throughout the dungeon. Sharpie is a magic mutation and can not be detected by any means unless
h~' wishes to be so detected. lie docs not arrack. (rem{'mber, he is not invisible, JUSt underc('rablc, smell, hearing sight, magic included.)
20.) Small audience, conftrence room. Round table,S chairs. Acoustics permit anything said in here to be heard in room 22. Grey
painted walls with strange runes chalked randomly about.. in bright colors. Starin/;!: at them will hypnotize rhe viewer for 3 turns.

21.) Small kitchen Area. (foodstuffs for one person for eight weeks). Magic: A +1 Can·opener and cans of food. (Describc(: as:
strange, squat scaled, meu.1 tubes, coated with parchment that has strange ~nes .and ~ictures ~f :x?tic foods, i .e. C~mpb~lI:s 'rom~to
Soup, Delmome Cling Peaches, Applesauce. etc.) A small constantly smoking I·hbachl type gnllls 111 here. A small dImenSion d,:.or IS

placed in the ceiling to let the smoke out. The smoke apparently disapears into nowhere at the ceiling. The door leads to a large l:'!dus-
trial chimney on the edge of Los Angeles, California, USA. (Where do you think the cans came from?) ..
22.) Sleeping Quarters of Cephalic the Unwell. A cot in the corner is covered with many. many warm blankets. A f,r~place 111 the
Southeast corner radiates heat from no visible source. (Room temperature is about 75 0 F.) Shelves on the wall con tam worthless but
smdly jars of salves, ointments and herbs. Also are 3 books of home cures and a book labled "Herbs for Healing." Under his cot mal­
tress arc several copies of PLA YBOY. (Jan 1977, March 1977, and Sept 1977). A small Strong box is upon the shelf with a spell on it
to disguise it as twO book ends with very dull looking books in between. It conrains 5500 in Amcrican papcr currency and some loose
American change. Walls are hung with heavy tapestry. Scenes of foilage and Hopi cal trees. Secret doors, (unlocked) arc in North and
south walls.
23.) Evil Iligh Pnest's Chapel of the Slime god. Walls are black. Room contains granite statue of Slime god at south end. X de­
IH)lCS:I telepon spot that will take person(s) to Hoom 4SB. A red Carpet leads up to the st3me. As a person enters the telepon area.
lie will be pharllasmallr forced into believing the floor has opened up and walls have risen up around him. by thc time he is in 4SB
hc wLiI have either disbelieved them or touched rhem. Either way he is still in 4SB
H.) Noise of blowing wind rhrough this corridor. A quiet dripping noise comes from no where and everywhere at onn'. After the
span' of 2 lT1inute~. a phantom will walk OUt of one of the walls of the corridor and appear to walk into the one opposite it. This will
on:ur evcry 2 minulcs that the person or group is in this corridor. JUSt before coming to the end of the corridor, the phantom, who by
the war is of a very hansome young woman, will stop... look at the group.... grin and appear to rot away into an Aquazombic and
then Jcca~' Il\to a pdc of dust. At this point a chill wind will be felt. or imagined.
25.) The Cavern Iiall of Challus the living statue guardian of the lower depths. lie appears to be an 11 foot tall Armored Knight
made of solid brranite. Behind his visor appear to be glowing fire)' red eyes. Anyone below 5th level will be Paralyzcd with fear by his
hellish galt:. lie cames a stone sword that appears to have no blade of stone but instead one of living fire. It will strike for 208 of
d:llnagc (fire damage to an),thing flammable) and if used to parry an atuck it would be treated as gremlin fire (Sec TIlE DUNGF.ONFER
No .. J). Although he really appears to be nast)', he does have a few certain drawbacks. He is forced to obey 6 simple commands. re·
gardlessof who utters them. HALT, LEFT, RIGHT, TURN AROUND, WALK, ATTACK arc the commands. He carrys a 6 ft tall
shcild of stonc that wcighs onl), 100 encumbrance points and t'hat when set on its edge and rapped upon becomes as a stone wall
sp~·11. Once Challus is dead, his sword no longer will function, since the demon that powers it is released. CIIALLUS (AC 0, 60 hit pts.
2-16 pts damage plus paral)'zation of those below 5th level and -I hit probability of those 5th and 6th level.)

,,J.. secret door is behind the statue. A slight mist hovers up to 2 feet above the ground, thickening greatly towards rooms/caverns 27
and 2R. 1\ row of bars separates 25 from 27. The bars are 25 ft tall and banded togerher at the top. The ceilings in [he CHerns range from
30 to 80 f1, usually.
26.) To all appearances this is a crypt, being dusty, cold and empty. Six coffins are stacked horizontally against the East wall. All eon­
tan dead, rnummifi{'d human figures. lIowcver, one contains wrapped up treasurc, insdistinguishable from a mummy because wax is
packed around them to fill out the form.

Tll.EASURE: A 2 ft long, rusty saw of mighty cuning. Stone Skull- 1000 gp, Fine chain of carved wood and marble· 200 gp, Ebony
figurine of Old man- 400 gp, Stone Dagger- SOOgp, Silver Sandals- 1200 gp, Leather cup' 1000 gp, Gemmed Belt- 10000 gp, Silver
and glass bracelet· 3000 gpo Ten various gems are also herein: total value 2470 gpo

TRAP: Touching the skull or the figurine will cause a magical trap to spring: The figurine will grow to life size and wield the dagger.
now a sword of icc. He will be wearing the Sliver Sandals and the gemmed belt. His eyes and both his hands will glow with a blue
light. lie will breathe a slow spell radius of 10ft before he attacks... save is as against Dragon breath. The temperature of the room
will suddenly drop to 200 F and all open water will immediately freeze. Frost will begin magically forming on everything in seconds.
The figure will begin to chuckle hideously. He is approximately 5 ft tall and jet black. His sword will do 2-16 damage and is +2, +3
against elves. An)' wound taken from his sword will cause death by freezing in 2-20 days unless a cure diseaS( is adminiSt'ered.
BLACK MAN: AC 3, 40 hits, moves as unencumbered man, sword +2. +3 vs Elves. Will attack Elves and Paladins in mat order.
27.) Lair and home of Cephalic's supply of Aquazombies. There arc from 20 to 30 of the vile creatures in here in various stages
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The floor of this hall is misted

of progression of the diseasr (Su AQUAZOMBI ES In TH E DUNGEONEER No.5. There IS a thick fog hovering over the ground as in
the Cavern. of Challus (NOTE: ,"1ay~ I should say h.ere that C~allus can tear through the bars if need bc to gCt at some one who has
wro~ged him before or some one he IS currently chasm~.) In this cavern, there are intenniuant areas of quicks·and. (At referee's dis"
cr~tlon ~nly and then ~o mo~e th~n 2 Or 3 areas.) The Zombies will usually not wander away from this area unless auracted by loud
n~lses, I~ght or other distractIOns 10 nearbye caverns. Referee should roll number of Zombies and then determine each creatures indio
Vidual hus as necessary.

28.) ~nother Will 0' Wisp inhabits, this room/cavern and will follow any who go past this pint. He/$hellt will not attack, just follow
and walt. SHELMARE the WILL a WISP; AC -8, Move 18,47 hits, no treasure.

29.) This cavern is empty except for the thick fog and soft areas. However, the pool of water contains a bed of killer cave. reeds and
bull rushes, which will grasp (attacking as a 2nd level monster) with a force that will require the rolling of one's strength +2 on a 20
sided die. to break loose. Once a victim is grasped it will be pulled undO' water to ~ drowned and eaten by many small crabs whose
dropping fertilize the cave reeds and rushes. Each attack thal is successful by a reed or rush will de. one pt of damage wuh a total of
2-8 attacks per melee round. The walls of this room are moist and there is a 20% chance: that gray ooze will present upon the walls.
If one is.quiet he will here a whispering that tells of thc great treasure hidden behind the stone man. It docsn't say which stone man
(The caverns are full of them on one level or another) or what type of lrl:asurc.) The words JUSt say "SEEEEEEEK....SEEEEEEEEK
Sttk yc behind the stone man .....ThuC1:cee Thereeee, will ye find treasure. The voice then fades into a wind like sound. As the words
fade..... the phantom from hallway 24 appears and runs deeper into the caverns.... stops while still in view and then turns and beckons
to the group or person in the room. (By the way ...... the Will O' Wisps in this dungeon often take the form of this phanlOm so keep that
in mind occasionally.) The ph::antom thenrurns again to run deeper intO the dungeon. At this point a rustling noise is heard coming
from the area of the next room [Owarcb the way out and is (ollowed by a deep, menacing ruinble of laughter.
30.) This is a pool of healing. The w:oners are yellow and tepid with a sulphery smell, Toxic to drink, but huls by immersion. Works
as a potion of healing. 20 minutes of bathing equals one dose of potion. If carried aw::ay, it will lK' effective for one day ::and then it
lK'comes an acid and will do an add tiona I 04 of damage to anything it is applied to.
3!.) CRYPT OF BAHH SCUMBUG, Cephalic's first sorcerer. !-Ie was killed during the summoning of a mist elemenl'al whose disembod­
ied spirit would not leave. The door to the room ·is sealed airtight, The letting in of mist (by the way this cavern is also filled with mist,
that is the one that this room faces into.) will son of reactivate the demental who is a sort of a combination of ::an Air Elemental and
a WAter Elemental. 16 hit dice, AC 2, move 24, Kills by drowning/suffocation. In the center of the room is a coffin that contain's
Bahh's remains. Against the back wall of the room is a 4 ft by 2 ft by 2 ft glass box. A wax seal holds this transparent box together at
the top. Into the seal are impressed magical runes (explosive ones) Tl'}riJJg [0 open the box to get at the treasure that is visible inside by
touching the seal will result in an explosion that will leave the box unhanned. Trying to bust the glass while the Kal is still in place will
result. in failure as the glass will not break, period with the seal in place. However, the casting of any non-offensive first lcvd spell upon
the box or seal will cause it to fall off and turn into dust. However then, the phantom will rise up out of the box and walk toward the
coffin of Scumbug. It will open and the corpse will rise up out of it and embrace the phantom. Then the phantom, the corpse, Ihe
writing on the wall, the glass of the box, the coffin and the dust of the seal will fade away into nothingness. But, appearing in the pile
of remaining jewelry, gems and wcaponry will be a pair of dolls. One will be the spitting image of the fem::ale phantom and the other
will resemble a handsome man in magical robes. They appear to be in an embrace. Touching the dolls will cause a pair of phantom
faces to appear on the wall. One is the girl, the other the man. She speaks: "0 ye who have united lo\'ers in death, ask a grant,
reque$( a boon, and be it in either of our powers it shall be granted of ye." At this point the b'fOUP may ask one favor. [I should be
something grantable through up to a 5th lcvd spell or of any information pertaining to the dungeon. By the way. if Cephalic should
find out about the dolls or SC'e them he will immediatdy try to kill the bearer. You su, he was origmally in love with her, but when
she spurned him for hiS magician, He had her accidentally killed so no one could have her. lie still IS kind of bent OUt of shapc by it.
: .

TREASURE [N THE GLASS BOX: Silvcr Axe- 4000 gp, Copper lIammer- 1100 gp, Multi-colored enameled shield- 5000 gp, Stone
mace- 2000 gp, Gold Spear (4 ft long) 10,000 gp, glass sword- 5000 gpo 5 gems of a total value of 1750 gpo i\\AC,IC SWORD, +1. +3
\'s Dragons Dumb- (Int I) Name: Serpcnts' B::ane or Drac-Hacker.
32.) Pool of scumm), water. Small dead, whur fish noat on the surface of the pool. Bubbles risc ucl:aslon::all)' alit of thl' l:entl'r of thr
pool. Pool contains a submerged, 8 headcd h),dra who SpitS \'enomous mucus for 1-6 pIS of damagc per attack/spit. lilt by 00/(' negates
viclims neXI round of attack. (Hydra actually has a bad case of chest congestIOn and SpitS out a very poisonous phdgm.) l-al.:h head
may only spit onc(: l'very 3 melee rounds. VENOMOUS IIYDKA: 808,56 hits, (1 per head) AC 5, move 12. It WIll nut physi('allr
leave the pool if il is still safe in it. It is hungry and bad tempered. (you would be also if ),ou were Sick and could only ~el an occas­
ional hobgoblin or a diseased raL). The floor of this caverned IS misted like previous c::a\'erns.
33,) This is a huge cavern with an incredibly high ceiling Ihat
goes ~yond the range of torch-light... approximately 90 ft
high. The \\13.115 and ceiling are spotted hcre and [here with
glow worms. Up in Ihe recesses of this cave are hanging man)'
hungry, vicious TI\RRAIIOOK BATS. (See TIlE DUNGEON­
EER No.6) Any woIndenng monslers in thIS ca\·crn will havc
a 90'% chance of ~ing an alerted Tarrahook bat. Also in
Caverns 28, 29, 30, 33, 35, 36, 38,43 encounters with wan­
dering monsters will ~ a 50% chance of ~ing one of thesr
lovelies.
34.) A hall trap of random teleportation·

Roll a 06 to determine loc::ation

1. Top F'Chelr8k's Tomb (Chart I ,P)
2. A cage in room 42
3. T~pJ~ of th~ Slime god Room 45c
4. Adept·s Chap/~ of the Slime god (13)

5, Midd/e of room 8
6. Middle of Hobgoblin's maze (first /evel- room 161)

35.) ~all is still misted. Looks exac~ly like hall 3~. If room 31 has not been investigated yet and the phantom is still lurking about,
she will ~p~ar out of the ~Us of thl.s hal.l and pomt back towards the cavern frantically and finally fade our. This hall is a dead end
and has Illuston cast upon It ro look hke It continues on straight ahead and even slopes up.
36.) Like 34 and 3S it is misted also. It is a corridor of silence- No talking and no spells.
37.) Hidden by a pair of secret doors that are locked with a key held only by the EHP, is Cephalics privatc torture room. In this
cavern chambrr (ceiling of 25 ft) are various implements of torture, and pain. Including such niceties as an Iron Maiden, the rack, a
~II worn in set of thumbsaews, braziers and tongs, pokers, wheels. whips scourges etc. There is a man on the rack. He is still living.
He cannot remembrr his name or where he is from. Except that he is dying from torture, he is health),. He is within 2 hit poinn of
death and will die unless healing is administered while the party is in the room. If healed he will remember that he is a cleric and not
much more. He will begin as a second level Cleric if he joins the g~oup. He has certain knowledge of the location of a princess being
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held In thc dungeon and also of thc safe way to the main temple of thc Slimc god. (room 4~). .
38.) Coverer by mist IS the pool of shape-change. Drinking will cause toul change of the dn~ker. ImmcrSlOn will change thc pan wet­
ted. Up to 60% of the body may be partially changcd before total change takcs over. There IS a 20% ehanc::c thatlhe changt' wI." also
include a St'X chan~. Shape-change will Ix dctermined by a r~ndom roll on. the un~ergroun~ monster detcrmlnatlon charts. Alignment
(if ustd) Will have no but upon the change, Saving throw_~gl.1nst the pool IS a! against magJc. Effeels arc permancnt unless a counter
polymorphspell is thrown and madc permanenl or unless wisht'd off. Lying in the bottom of the pool. which by thc way IS 3 ft deep.
IS a +1, non-Intelligent, Lawful sword.
39.) This is Ihe burial crypt of thc hobgoblins. They have devise a way nOI to have to worry aboul gulltding their dead. The dead
guard thcmselvcs. 15 living hobgoblin skcletons guard this chamlxr. Each skeleton takes 6 hit points. Thcy arc unarmed. Treat as
10mbles for purposes of turning. Thcrc is no treasurc in the room. Thc room itself is lined with black marble panels that have the
hIstory of Shmc Swamp and C2stle Krake carved upon them In The language of the dwarves. This history was wntten upon here as
a message from the gods. It was supposed to have been written on the wall next to No.3 of chart 3 in Thc Dungeon!.'t'r No.5. However,
the dwarf who tht' gods had chosen to write the sacred message was overtaken by his greed and did not gct around to wming the tome
till he reached this room. At the base of the wriling you can sec his bones. They are laid out in a skull and cross bones arnngemenl
with the words "So die all. . Cephalic." In the dwarvish language. A rotted back-pack, a tarnished sword of Slker (bl3ckened b~

age) and a few stray coppers arc all Ihal is left of the dwarf's equipment. The message, as it were, is the one called "A STAINED IIIS­
TORY" from page sevC'n of THE. OUNGEONEER No.5.
40.) When the room is enterc=d, it appears to bc= 20 ft dc=ep and 40 ft widc=. (By tbe way, if entcring from the North the:: room will
appear to bt its listed dimensions and will also appear to be empty.) Floating three feet off the ground is a square p}'r:ullId. 10 ft on a
Side. The t"yn.mid appears to be m:lde of solid c1e-ar crystal. Whcn anyone [alks while in the room, it will glow and lurn on SO to speAk.
The lasl two minutes of whatever [he group had 1>«n doing 1x:fore it c=ntc=red the room and turned on the crystal p)'f2mid will begin to
playback on every face. Then it will show three minutes of the futurc=. The back wall will appear to fade away and two sets of double
doors will be apparent. The party in the room sc=c=s thc=mselves opening the door on the right and walking along it until thcy reach the
doors to what seems lO be a large rc=mple arc=a. In it thc=y will see themselves au.ackc=d by priests and Aquazombies. Many seem ro be
killed on bolh sides. The screen then goes blank during the battle_ Thc screen or back wall mc=n fadt"S away (by thC' way it will scc=m
qUlIe solid to the touch if touched beforc= it fades) a.nd rcveal thC' twO prophsied doors. Both will be closed. At this point, the door
behmd them. thai is to say the door in the south wall, will c10sc and be unopc=nable for 5 turns. The group must thc=n decidc= which
direction they will take. One door seems to lead to almost cc=rtain destruction bUI also to the c=nd goal, while thc= other appears to
have nothing known about it. (Notice how many times it appc=ars that I use thc= word appear. HMMMM it scems strange! ?!?!)
41.) This is the guard room to thc= HIP's cell block for prisoners and sacrifices. It is the abode of 3 rather large and unfric=ndl)'
Ogres. Hit Dice ~. J8. 17. 24 hit rt"Spectively. ThC'y will fight to the doth and have been pt"flTlanend)' hasted.
42.) This IS Ihe cellblock. In cage A re 4 old men, 3 old ladies, 2 children and 2 corpses of a man and a women. In cage B is a very
beautiful young woman In rags and tallers. She appears to be well fed. She is a princess and her flothcr will pay a huge reward for hl"r
safe return (say about 500,000 gold pieces.) She is a blonde and quite well formc=d. (Lawful/good. virgin) Her name as Cassiandra.
MOSt of the other prisoners in Ihe block are diseased. All have crud, 2 of the old men have TB, 2 ha\·e malaria, one also has leprosy,
while one of the old women has leprosy andthe olher twO have dysentary. Both children have malaria. PRINCESS CASSIANORt\:
S-15,I-l1, W-I0, D- It, C·18, Ch· IS.
43.) Lair of the medium sized slug. This slug only takc=s 3D8, 14 hit points. The walls of this chamber arc coated with a glowing fun­
gus. The slug has no treasun' but docs shool a nice 4 dice acid bath.
44.)This is the workshop of the E!-IP. It contains a small library ')f history books that is worth about 1000 gp_ There arc 5 books on
Clerical magic that arc worth 10,000 gp to thc right intercstC'd party but would otherwise bt" only another 1000 gpo On a desk is a box
containing a richly tooled copper mirror. (WOrt~ 7000 gp) A heap of a bad smclling gray powder (scorced sulfer) is set ling on a
shiny, enamcled copper plate on a table (5000 gp), A small copper box contains the shrunken head of a wizncd uld man. If the box
is opcned the head will open its eyes and spit a poiscnd dan at the opener The poison is 406 and also paralytic. (bux worth 1000 gp)
A bird's beak copper mask hangs on the wall (6000 gp) behind it IS a OIch with the following in it A carvc=d stonc anklet (1000 gp) madc
il the likeness of a coiled snake, and a Silver hair pm WIth a diamond on the cnd worth 5000 gpo On a shelf sits a golden skull with
eyes that seem to follow one across the room. because It is maglced to do that. skull (10,000 gp) on the wall 0PPOSllt' Ihe copper bird
mask IS a golden demon mask worth (10,000). Finally. in a bag behind the demon mask, \\hich by the way will deal out allenmcnt hits
as would a sword since it is Chaotic, arc J gems of a total value of 1000 gp. The door to this room is Wi/-Locked. A diary ()f Cephal1c's
dealings wilh the shme god is also on the shelf.
45.) Yes IhlS is the final room of this massive dungeon comp1t"x. The room you've all been wailmg for. A pit)' Its so drab. Fourt) fi\·c
A is a plain empty room With black Curtams along the eastern walls thai surround a 10 ft wide door. The curtams may not bc scp2f3ted
from the edge' of the walls, Ihe ceihng or the edge of the doors. The doors arc of Stonc With the sllmc\· starburst worked in .eold upon It.
the doors arc locked. Suspendcd from each corn!.'r of the room by an cxtremely thin wirc is a crystal globe. Jartlng the wires or rustling
the curtains will jiggle thc thing loose and drop it to the floor. whereupon it will burst into flame Similar to a flfeball. Anyone 10 a lOft
radiUS from the center o( the room will recieve an immediatc= J dlt'e of fire damage and conunue to burn until the fire IS extinguished
Thc= fire is caused by an extremely volatile oil compound (gasoline: Cephalic didn't JUSt pick up Campbell's soup in LA) and a chip of a
laser rub)', The striking of the ruby chip ignites the gasoline and boom!! Fourt)' five B is a IS b)' 30 room With 4 red glOWing pillars.
It is drapc-d across the Eastern end as is room 45A. Thc= doors arc of pink marblc and the inlay IS in pia unum. Standing on either Side
of the door is a stone statue of a hon-headed man. Each Statue is AC I. 30 hits. 1-12 damage. When fighting their eyes fl"lo\\ a firC\
red~ Thcy will come to life when the door is opened or touched Ixfore they are touched IWlce each. They will fight to dcstructlon.
Once destroyed Ihey will regenerale at the rate of I hit point per mclce round and attack again. CompletC' deStrUcTion WIll happen
only when the gc=m like eyn arc removed. The statue Will then bleed around the eyes and become dust. Room Fourty five C is tbe
place to be! It is draped all around in grey drapes and is lit cerily by 10 glowing grc=en pillars. at the far end of the room is the slime
gO'lhimsclf. It will be a'Nare of anything transpireing in 45 B and can usc itS hold person 2bilit)' on any who enter itS room. The
S\.ime god is loosely sphcrical, but appears to be made of constantly writing slimclike wormy crC'alures. Its surface IS nc\'er still. All
players must make a saving throw of 10, Conslitution of 206 or loose any food thc=y may ha\'e in their stomachs. (+ I for ever)' 3 le\·c1s
of ability,) It has tentacular Psuedopods that il can throw up to tcn feet to cause dama:;: of 104 + infection of slime disease. Any who
come under the control of thc= slime god will be forced to Wdk up to the range of the Slime god and touch it. Thc god IS approximately
8 ft in diameler, since all thc Aqu2Zombies are cventually made one with it. When found il was ani)' I ft in diameter. AI the base of
thc= god's pe:<lastJe is a pile of gems (100) that is equal in value to 1,000,000 gold pieces. AI't) there is a suit of Armor. It is +I plate
mail. lu name is Hargoth (Lawfullnt- 12, Ego 2) Powc=rs. OCt Metal & kind, NOle shifting walls and passages. del. c=vit. speak law.
unicorn and Lammasu, ht"al as a 10th lcvcl pkladin. Under magic light (other than that bt"ing casl by the pillars) Hargoth's facc= appears
on the front of the armor. It is benign and good looking. The armor will deal OUt hit points as would an aligned sword.
POWERS OF THE SLIME COD: control over slimC'y creatures (see ring of slime control- THE OUNCEONEER No.5.)
-4 Hold person power (victim has -4 saving throw) range 30 ft.
Summon slimey creatures u Manner summoning spell rangt": 600 ft. 79
C2uSl' Aqunombies
Mental blut (sec page 16 TO No.5.) Move at a rate of 10ft per turn. Missilc= fire will not affect. only 20% of all blows will
Communicates telepathically. Note change In dll\mc=ter causc= damage; flrc= and Ice deadly.

A 40 ft deep pit is in the secret passage bc:tween 45 and 43, Touchtng both walls simultaneously Will stop pit from opening.




