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Continued on page 90

and advance announcements about
the latest in upcoming J UOCES
GUILD products. Whatever is new
from within our halfs shalf be posted
here to keep our readers up to date
on our pending releases. After
leaving the marketplace, and all its
bustling activity, we come upon the
next, and most important area of I
PEGASUS, the CITY STATE CAM- i
PAIGN INSTALLMENT. Now featured I
as a center pull-out section, the I
GUILDMEMBER INSTALLMENT wiH I
continue to offer all the adventure,
excitement, and the occasional heart- I
aches dar Fantads y Role Playing, while ,
expon mg an developing lhe world I
of the JUDGES GUILD CITY STATE
CAMPAIGN. Presented as a 32-36 I
page booklet within the magazine,
the installments will cover a wide
range of goals and objectives for the
players. Nearly anything, from an
assault on the stronghold and laby
rinths of a long-dead, yet still active,
Mage, to a quest for a cache of near
ly forgotten books of knowledge and
learning, may be presented here.
And. while the GUILDMEMBER IN
STALLMENTS are set within the
framework of the JUDGES GUILD
CITY STATE CAMPAIGN, they can
easily be fit into most other fantasy
worlds.

, ..
AN EDITORIAL

Creett"ngs! Welcome once again to
HORSE FEATHERS. As you may have
noticed, our magazine has undergone
quite a number of format changes,
before settling down in peGASUS.
We thoughl il would be a good ideo,
this month, to toke you on a guided
lour of our dep{;'rtments; sort of a
way of introducing you to the various
areas of lhe magazine and familiarize
you with whal we have to offer. So,
let us be off withoul further delay.

Our first stop, curiously enough,
is HORSE FEATHERS. where we wi/l
be bringing you both news and views
as they come across the editor's desk.
When not in use as on editorial page,
/I0nSE FEATHERS functions as a
billboard, calling attention to. and
giving a brief description of, the
various contents of the magazine.
The next area that we will be visiting
is the EMPORER'S COUNSEL, which
is basiealfy the Helpful Hints sectt"on
of PEGASUS. Here we will be pre
senting the ideas, met/lads and out
looks of other Judges as they deal
with various aspects of Fantasy Role
Playing. This section will present
you, the reader, with a "hands-on H

gaming clinic. The EMPEROR'S
COUNSEL should prove to be of
great value to both the established
JUdge, and the novice, through its
steady flow of ideas and informatt"on.

A STROLL THROUGH THE
MARKETPLACE marks the next local
point of interest on our travels. This
is the place where you can find news



First Introduced to Dungeons &. DrlgOns tm in August of 1974, Bob Bledsaw has gone on to create and maintain the
Judges Guild, one of the most prolific companies In the area of fantasy gaming aids. Although the Judglll Guild did not
officially begin until the summer of 1976, Bob had already sown tile seeds of lhis lIetlture way back in the 1950's when he
first became Interested in game-playing. His start in gaming came about as a result a/his allid 10lle o/readlng, In particular the
'Pulp Fictions', Much 0/ his spare time war spent in developing games based on that genre' and then later playing lhem wilh
his friends alld brother. By the time tlwt wargames become commerciolly allailable. Bob and his fe/fow players were already
pretty we/f Involved with the science fiction games and World War 11 miniotures baffles he ran, and so naturally gravitated to
the boarrlgames as well. For a while, the group vacillated belween the three areas ofgaming on almost a regular basis, but
once exposed to Dungeons &. Dragons tm it pretty much settled down Into many hours o/play In this area.

Shortly after his fim Dungeons & Dragons tm session, Bob slarted to judge a campaign 0/ his own, baJed on J.R.R.
Tolklen s well known Middle corth. These gaming sessions led to the development of reams 0/ paper covered with roles
additionS and clarifications, maps, castles, dungeons, and so forth, the majority of which went on to become the haJis that
the Judges Guild began to work from. Later on, when the sessions became longer and as a rule ran from 6 pm to dawn, Bob
suggested that Bill Owen take over a section of the world. At this rime, other campaigns began to be developed and showed a
need for lhe lype of play aids /lOW produced by the Judgn Guild After Ihe General Electric Plant at which Bob was em
ployed as a Des/gller closed It's dooN in December 0/1975, he began to spend more time developing the materiallhat he and
the alhen had at hand, and made lhe suggeslion 10 his compatriols lhallhey form a game aid company. For various retIsom,
thillgs did not get started until the early part of /976 when Bob and Bill Owen made a visit to TSR. The positiVI! response
Ihey received plus the opportunity presented by the upcoming Gen-<:On prompted them to start lhe Judges Guild, a company
which has since then grown to provide help Qnd inspiration {or judges in the United States and CofUtda, Australia, the United
Kingdom and Contfnentall!.itrope.

Pegasus: As Judges Guild celebrates its
fifth anniversary would yOIl tell us
what inspired you to found Judges
Guild?

Mr. Bledsaw: The vast amount of effort
required to run an active role·playing
campaign.

Pegasus,' How did you go aboul gelting
Judges Guild started?

Mr Bledsaw: Long hours, aamped
fingers, and gallons of coffee.

Pegasus.: Wilen did you detemtlne tlwt
olher Judges would be interested in
using your City $t.te C.mP8lgn in
their Owtl FRP worlds?

Mr. Bleduw: It WIS in February of
1976. That's 'htlen I realized that
many people wouldn't have the time
to completely develope a campaign.

Pegasus," How much time is IIecesstuy
in developing a campaign?

Mr. Bledsaw: You can spend your
whole life at it, but 8S 8 rule, it takes
about one hour of preperation for
every two to three hours of play.

Peg.us: When didyou become actively
involved in gaming?

Mr. Bleduw: I got started at the age
of thirteen in 1955 and, during the
course of several years, developed a
reputation for the interpretation of

complex games and designing war
games which required the use of a
Judge.

pegasus,. Did you halle any ideJJ your
Cflmpalgn would grow to its present
size?

Mr. Bledsaw: Yes, I started my cam
paign with the idea of developing a
complete Fantasy world for the
players to adventure in.

Pegan With the City State C8mP8ign
covering eighteen maps and oller four
hundred pages of text, are you pkJn
ning to expand it beyond its present
size?

Mr, Bledsaw: Oh yesl There are stili
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many parts of the City St.te Cempilign
that haven't bun released yet.

Pegasus: How mallY players were
illvull'ed in the early dtzys of th~
City Stlte Campaign?

Mr. Bledsaw: My Middle Earth Cam
paign originally involved five gamen;
and mushroomed to around twenty
within the first year.

Pegasus.: What wus the fint game aid
JUdges Guild n:leasa/ fur FRP?

Mr. Bledsaw: Judges Guild published
The City St.te of the Invinci"'e Over
lord in an installment to the Guild.
members and then released the entire
product to distributors in January of
1917.

"many part. of
the C"y Stat.
Campaign•••
hav.n't b••n

r.l.a••d y.t."
Pegasus: How did yOIl go about
findillg a marker for your Kame aids?

Mr. Bledsew: We didn't, it found us.

Peguus: lIow kmg was it before you
releascc/your nat product?

Mr, Bledsaw: One month later we
released T~I Manor,

Pegasus: Would yrlll gille liS a brief
history of YOllr comlXII1Y's growth
over Ihe lasl five )'eon.

Mr. Blectsaw: When we started, Norma
and I worked out of our home on a
rented typewriter in the dinil'lgroom.
Now, we are located in a former
grade school building with many
typewriten;, tight tables, desks, pro
cessing equipment, and offices. The
first year was really tough. By the end
of 1917, sales were around $60,000.
In 1978, we hired four people and
sales grew to $200,000. In 1979, ten
more people had joined OUf staff and
sales grew to $400,000. 1980.saw our
move to the present location and along
with the hiring of twenty more people,
our sales grew to $750,000.

Pegasus: Where is JUdges Guild mm'ing
to in the future?

Mr. Bledsaw: If you had helped us
with our last move into larger quarters,
you would join me in hoping "NO
WHERE'" for It long, long time.

Pegasus: /lowhas th~compan)'changed
from the beginning?

Mr. Bledsaw: In a thousand ways,
The most Significant is the size of the
organization and facilities.

Pepsus: Arc' you $Qtfsfkd with the
company so far?

Mr, Bledsaw: No! While we have made
some significant contributions to the
hobby, we are still in the infant stage
in as much as we are all "in training"
and developing the skills to become
"professional",

Pegasus: If )'011 could "Portal" back ill
lim~, i:r there anything )'Ou would
c1umge wilh Judget Guild?

M" Bledsaw: I was 100 generous with
some royalty arrangements, and this
hurt our ability to promote products
properly, Also, r made some bad
personnel decisions.

Pegasus: As you look to Ille flllUTe,
where do you~ FRPgoing?

Mr. Bledsaw: I see gaming dosely
linked to the "cablevision" computer
industry in the next decade.

Pegasus: /low do )'ou :ree Judges
Guild's rolC' ill gaming in Ihe IIext five
years?

Mr, Bledsaw: In the 'orefronl of the
field - after all, we took the first risks
which justified doing game aids and,
as long as we remain flexible and
responsive to gamer's needs, we should
stay on top of the new developmenu.

Pegasus: As the time n«~S$i1ry to pre"
~ for a gamillg session is sliII the
biggesl problem for mOSI Judges, do
you ever use other companies t;rzm~

aids in your own cam/Hlign (Ind why?

Mr. Bledsaw: Yes, although I modify
them. Every active Judge needs all
the help he can get.

Pegasus: lIal'e yOIl seell a lorger
number of f~maf~ gaUleTS takillg up
FRf'?

Mr. 8ledlllw: Not many, Roughly
about the same percentage as three
or four years ago.

Pepsus.: Do yuci ,hi"k female plaYer!
play differelltly thall their mole
counter,Jarls alld II'h)'?

Mr, Bledsaw: They are usually more
sensitive and emotional than the
guys. They are great at role.playing
and mOfe cautious in dangerous situa.
tions.

P~sus: What do you feel is Ihe bett
w~y to halld/~ choract~rs of differing
aligllment within Ihe some purty?

Mr, Bledsaw: A complex question that
deserves more space, but basically
the judge must respect the freedom
of a~tion lak~n by characters, yet
penalize the failure of some to "rote
play" properly,

II
W •••• work.d

out of our
hom. on a

rent.d
tyP.wrlt.r.....

Pegasus: As one of the finl Role.
Pfa)'illX CampaiJ(n designers, .....hal call
you t~U us abo", ,h~ developnJtllt of
tht' City Stale Campaign1 R~member,

we halle only 1«1 nllich room for this
imen'iew, so try to keep it ill IWQ

hundred 'Wnn}s nr ltss'

Mr. Bledsaw: The City State was
reached via a "gate" located in the
Misty Mountains in my Middle Earth
Campaign, This area was a favorite
place to visit for many of the garners
and also was the source of more than
one NPC protagonist in our hundreds
of sessions. Of course, the reat Tolkien
buffs didn't wish to move there
permanently. It offered the most
realistic alternative to publish since
there was less danger of copyright
Infringement.

PegaSllS: As many FRP gameTS hav('
trovellw the haJls of Tegel Manor, to

Conli"u~d nil {XlXt' 9fl
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by Michael Callihan

Table IA: Color of Potion (d20)
1 Clear

2- 4 Red-
5- 7 Blue
a·tO Yellow·

11 Green-
12 Orange*
13 Purple-
14 Brown-
15 Grey
16 Black
17 White
18 Silver
19 Gold
20 Fluctuates (Olromatic)

Table IAa: Luminescence (d61
1·5 Normal
6 Luminescent

-Transparency and Shade Id61
Transparency Shade

1 • 2 Clear Ught
3·4 Translucent Medium
5 - 6 Dense Dark

The appearance of a magic item can change its rec~'

nizable traits as well as its desirability. For instance, what
simple-minded player YIIO\Jld suspect that II t¥8Y syrupy
liquid. reeking of rotten 9995, is IICtually 8 magical potion.
After all, everyone knows that alchemists concoct their
potions from such diverse compooents as Shrieks' Spores,
and Ghost Ectoplasm. With this information in mind. it
is easy to see that no two potions would ever be the same.

II Potions

T.b1. IB: Consistency (d10)
1 Alchohol

2·3 Watery
4 Oily
5 Carbonated
6 Syrupy
7 Creamy
8 Molasses
9 Sandy, Gravelly

10 Solid (see Table IBal

\--

YOU FIND A VIAL
OF GREEN CHUNKY LIQUID~

•• or what
does your
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,. 2
3· 4
5· 6,..
9- 10

Table IBe: Sofldity (d4)
1 Pudding
2 Gelatinous
3 Solid, Dehydrated
4 lumpy·

-For color of lump see Table IA. For texture of lump see
Table lB. For size of lump see Table IBb.

Table IBb: Size. and Number of lumps (dl01
Size Number
Gravel Permeates Potion
Pea-Sized 4 - 40
Marble-sized 1 - 20
" .. Diameter 1 - 10
1" Diameter 1 - 6

Table IC: Odor (dS)
1 - 2 Odorless
3 Sulphurous
4 Bitter
5 Heavenly
6 Alchohol
7 Carrion Stench
8 Special (see Table 1Ca;)

TabHo ICa: Speci.1 Odor (dl0)
1 - 2 Poison Gas
3 - 4 Sleep G.s
5· 6 Healing Gas (1 ·8 pts)
7 - 8 Petrification
9 - 10 Effect of Potion (does not detract from potion's

contentsl

Rings can .ppear in lIS many different forms as potions. The
following table is designed to give a basic description of any
ring. However, the Judge should use the following in con·
junction with his imagination. For example, if runes, or
designs are Indicated on a ring, they could give a clue as to
the ring's function, or perhaps be a command word, Also,
do not let the tables limIt you; some rings can have very
specific clues - a Ring of Fire Resistance might be made of
woven Red Dragon hide.

III Rings

Table IIA: M.terial (dl0)
1 - 7 Metal
8- 10 Gem (see T.b1e IICI

Table liB: Meul (d20)
1 Iron

2· 3 Copper
4 - 5 Bronze
6· 7 Brass
8 - 9 Silver

10 - 11 Electrum
12- 15 Gold
16· 17 PI.tinum

18 Mithril
19 Roll Twice (see Table IIBa)
20 Roll Three Times {$et! Table IIBal

Table IlBe: Style «4)
1 Woven (Filaments of metal - sli!tltly nexiblel
2 FiI1igree
3 Wound Together (approximately 118" thick wirel
4 DoubielTriple Band (side by sidel

T.bte UBb: Embelli.hment (d6)
1· 5 NoGems

6 Jeweled

Table IIC: Gem Type
(dB If ring material is Gem; if material is Metal. use dl0)

1 Diamond
2 Sapphire
3 Ruby
4 Emerald
5 Glass
6 Topaz
7 Amethyst
8 Opal
9 Roll Twice

10 Roll Three Times

Table 110: Slu. and NumtMlr of Gems
(Only if ring material is metal)

Size Number
1 %Carat 1- 20
2 1 Carat 2 - 16
3 2 Carats 1 - 10
4 3Carats 2- 5
5 4Cerlts ,. 2
6 5 Carats 1

Tabl. liE: Carvings (d6)
1·4 None
5 Design
6 Rune-

- If a rune is indicated, use the Random language Deter·
mination Table In the Dungeon MISter's Guide to determIne
what language the rune is in (page 1021.



TlblellF: What Finger il Ring For (dl0)
1 Thumb (impedes grasping ability)
2 Index Finger
3 Middle Finger

4·5 Ring Finger
B linle Finger
7 Two Fingers
8 Three Fingers
9 Four Fingers (like brass knuckles)

10 Special (see Table IIFa)

rabl, IIFI: Special Sin (dB)
1· 2 Toe
J·4Ankle
6·6 Neck (Choker)

TablellG: Size (dBI
1 Halfling
2 Dwarven
3 Elven
4 Human
5 Ogre
6 Giant

Table IIJ: Thickness (Height from Finger) (dl0)
1· 2 Paper Thin
3· 4 l/1Binch
~. 6 118 inch
7 - 8 1/4 inch
9 - 10 1/2 inch

Table 11K: Width (dB)
I Paper Thin
2 1/16 inch
3 1/8 inch
4 1/4 inch
5 1/2 inch
B 3/4 inch

It is hard to change the general appearance of a Wand, StaH
or Rod, but its function can be hidden quite well by it,;
features. Similar to rings, these items may have special
clues· such as runes, designs, or figureheads· as to their
usc. Other features may give clues to the number of charges,
i.e. a gem·encrUSled rod may have to have a gem pried out
to use the rod.

Tlble IIH: Weight (d201
1 Wei!tltless

2 - 10 Normal
11 1 GP
12 sGP
13 10 GP
14 15 GP
15 20 GP
16 40 GP
17 60 GP
18 80 GP
19 100 GP
20 Deadweight (similar to Loadstonel

Table III: Shape {dBI
1 Triangular-
2 Square-
3 Round-·
4 Pentagonal-
5 Hexagonal·
B Octagonal-
7 Decagonal-
8 Odd Shaped (bent looking)

III) Wands, Staves, and Rods

Table IliA: Length
Wands: 11- 20" (dl0 + 101
Staves: 51· 84" (3d12 +481
Rods: 26·35" IdlO + 25)

Table IIIB: Diameter of Wand (dB)
1· 2 ~inch

3- 4 %0 inch
5·6 %inch

Table IIIC: Diameter of Staff (d6)
1 2 inches
2 If-inches
3 1Y.. inches
4 1% inches
5 linch
6 '% inch

Table 1110: Diameter of Rod (dB)
1 - 2 1\4 inches
3-4 linch
5· 6 f. inch

• See Table II la
_. See Table II Ib

Table IIIE: Composition (all)ldl0)
Wands Staves Rods

See Table HIEa
-- SeeTablelilEb
•• - SeeTablelllEc
•••• See Table IIIEd

, - 6
7-9
'08·10

Table IIIE: Composition lall)ld10)
Wands Staves Rods

1 1· 7
2- 7
8- 9

'0

Wood'
Metal·
Gem·'·
Stone - - _.

Tlble II la: Edge Type 1 (dB)
1 . 3 Rounded (cross-section circular)
4 - B Squared (cross·section SQuared or rectangular, depen·

ding on width)

Tabhl IIlb: Edge Type 2 (dB)
1 . 2 Rounded (crO$$.~tioncircular)
3 . 4 Squared (cross-section squared or rectangular. depen·

ding on width)
5· 6 Multifaceted (cross·section polygonal)



T.b1e !Ilh: Wood Typll Id61

1 Oak
2 Hickory
3 Maple
4 Mahoghany
5 Yew
6 Roll Twice (lanimatedl

Tllble IIIEd: Stone TYpllld61
1 Granite

2 - 3 Marble
4 Feldspar
5 Quartz
6 Pyromorphite

(N.B. There is a 20% chance that there are two types of
Embellishments on anyone Wand. Staff or Rod.)

10

Ro<k
1
2

J. 4
5· 8
7· 9

10· 12
13 - 16

17
18
19
20

7· 8
9 - 10

T.b1e IIIF: Weight 1.lIlld201
W.nds Staves

Anti-glllVity' 1
Weightless 2 2

10 GP 3· 6 3
20 GP 7 - 9 4
30GP 10-11 5
40GP 12-13 6- 7
SOGP 14-15 8·10

l00GP 16-17 11·14
150GP 18 15·17
200GP 1918.19
Deadweight 20 20

T.bleIIlG: Emt»lIishm.nts 1.11} (d101
W.nds: St.ves Rods
1·4 '·41-4
5- 6 5- 7

5· 6 8·9

None
Runes
Design
Gems- 7· 8
Inlays 9 - 10
FilPJl1Ihead .-

T.b1. IIIE.a: Quality of Gr.in IdSI
1 Perfect

2·3 Some Knots 12 - 51
4 - 5 Very Knotty Id6 + 51

6 Gnarly

T.b1e IIIEe: Gem Type IdBI
1 Ruby
2 Sapphire
3 Emerald
4 Glass
5 Amethyst
6 Opal
7 Pearl
8 Diamond

Tabl. IIIEb: Mew Type (d121
1-5 Iron
6· 7 Bronze

8 Eleetrum
9 Gold

10 Platinum
11 Mithril
12 Adamantite

• For Gem Type, see II) Rings: Table IIC, Table 110.
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A Discussion of the Use of Three by FIVe Cards
Holding Descriptions of N~StandardItems of Magic,

Together with a Complex ExalrfJ/e to Entice the Interest
of Those Aieady Famiflaf with the Concepts Involved

, ....
or

MAGIC ITEM CARDS

by Thomas A. McCloud

Among the assumptions apparently made by E. Gary
Gygax, et al .. when they wrote the rules of D&D tm and
AD&D tm are thaI campaigns are "closed" and that magic
is "standardized", A closed campaign is a series of adven
tures run by one Judge for a $Elt of characters who do not
go on adventures outside of the series until the campaign is
ended. (The Judge may be a learn, and the campaign may
never end, but the principle is the same.) Standardized
magic is that which goes by the "book", whether it be the
3 Volume set, Greyhawk, or the new AO&D tm books,

A closed campaign has several advantages, but the
aspect of relevance to this ilrticle is that it lets the Judge
add non-standard magic to the game, without having to tell
the players what it does. If a character plckes up a Trick
Magic Spear which is + 1 on odd days, and ·1 on even days,
the Judge knows exactly what it is and how it works when
the character pulls it out and lries to use it.

On the other hand, one of the advantages of standar
dized magic is that when a player moves from one Judge to
another, especially in open campaigns, the players and
Judges each know how magic will work in each case. A
Rod of Lordly Might obtained in one campaign is, in theory
at least immediately understood by Ihe Judge of another.
(I am ignoring the problems of reading and interpreting the
rule books.)

Unfortunately. among those with whom 1 have had
the opportunity to play 0&0 tm, there are few closed
campaigns, and a lot of non-standard magic. Because of
this, a custom has grown of using 3" x 5" index cards to
describe magic items. (Any Item so described is sometimes
referred to as a "card item".) (Other size cards are also
used, but 3" x 5" is most popular.l When a Judge has a
brilliant Idea for a new bit of magic, say a Magic Sword
that barks like a dog when enemies approach, he writes a
description of Ihe item on one side of lhe card and, if he
can, draws a picture of it on the other. Then, when and if
someone acquires the item, the JUdge simply hands the card
to the player. When the player takes that character into
another JUdge's game, he now has a simple way to show the
new Judge what the item is, and what it does.

It should be mentioned that some suppliers of game
aids publish magic item cards, sometimes with just pictures

(so the Judged can invenl his own magic to match the
picture), sometimes with a full printed description of the
item.

One handy use of Ihe magic item cards is at the end
of an adventure when it is time to divide up the treasure.
In this kind of situation, the players usually have no idea
what the items do, but thanks to the pictures, lhey have
an idea of how they look. f prefer to have players make
their choices on that basis !llone. Once the characters ac
tually have possession of the items, and it is Ihe end of the
adventure, I usually let the players read thc card, on thc
presumptions that between adventures the characters would
learn the nature of the item.

If a player is not to be allowed 10 read a magic item
card, then the card ought, in courtesy, 10 be put inlo an
envelope labeled "for Judge only" or words to that effect.
(Any card item whose card is so concealed can be called
an "envelope ilem".) Most players will gladly respect such
an envelope, because it really is fun to have an item of un
known power and to try to puzzle OUI its operation.

Now, card items and envelope items can get into
some Interesting complexities, and yet still represent
playable ilems. However, a word of warning is in order.
Don't, I beg you, make up a card item with a description
ten pages long, even if the pages are 3" x 5" cards. Setting
up for a game is hectic and a Judge with a half dOlen or
more impatient players on his hands is not going to want to
peruse a lengthy document, particularly if it consists of
lists of new spells and weird powers and slrange limitations.
(And if he doesn't examine such monslrosities beforehand,
he can be very irritated in Ihe middle of the game to dis·
cover that your Helm of Ihe Ridiculous aUlomatically
detects the presence of circles of fire greater than four
feet In diameter when under water, if you mention it after
he tells you that your party has blundered into Ihal very
thing and it has killed seven of them.)

Having given that warning, I now propose to give an
intricate example of how item cards and envelope items can
be used together, with a related idea: the MonSler Card.
Note that white the explanation is long, it is long by virtue
of going into detail in explaining how it works, not by
virtue of piled on powers. The principles of operation of
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the items are actually relatively simple. The following
desc:riPtioos are, barring typos, exactly as I now have them
ready for handing Ollt In a game,

Fim of all, thera is an envelope labeled: "For the
Eyes of the Judge Only, Descriptioo of the Pouch of Power
Together with cards for the "Things" Which are in the
Pouch."

Second, there is a three by five card, bordered in blue
and punched for a three ring binder, which has on one side
a picture of a pouch with a shoulder strap:

And on meotherside: "The Pouch of Power: A very special
magic artifact. Complete details in envelope for Judge only.
For Player: The Pouch is magical. looking into it you see
only a swirl of mists of many colon. Reaching in, you find
that the pouch is much bigger inside than outside, and you
are able to touch and pull out, if you wish, strange "things".
They are mostly warm, but any other description of how
they feel is impossible, If you pull one out, the Judge will
tell you what happens." This card, obviously, is one which
I intend to hand to the player and does not go into the en·
velope.

Third, in the envelope is another three by five card,
again bordered in blue and punched for a three ring binder,
which has on one side a picture of a ring, blue in color and
with a visible inscription:

And on the other side: Ring of the Pouch of Power: A
magic ring inscribed:

"A .. my digil in Ihu nn,dolh couch,
So I pUllhee in Ihu pouch.
11Iou shall obey, whtn nexl sel free,
The faremo"l word '/U ..poken Ihee!
11Ien 10 Ihe home, Ihou .rhQII go,
By Ihe pO'Wen of lhi.. O. ..

Complete details in envelope for Judge's eyes only for the
Pouch of Power." This card starts out in the envelope, but
comes out later, as will be shown, and is then to be given to
the player.

Fourth, in the envelope is an eight and a half by
eleven page, typed single spaced, which reads:

The Pouch of Power

As described on the card to be given to the player,
this is a very special magic artifact. It is obviously magic.
When anyone looks into it, they see only a swirl of mists
of many colon. Reaching in, they find that the pouch is
much bigger inside than ouside, and they are able to touch,
and pull out, if they so desire, strange "things". Most of
the things are wann, but It is not possible to find out any·
thing else about a "thing" by touch.

The "things" in tha pouch are of two kinds: 11 Mon·
sters, 2) the Ring of the Pouch of Power. (Actually, all
combInations of these two kinds of things are possible,
For example~ the pouch may be completely emptY; it may
hold the Ring, but no Monsters; it may hold Monsters, but
not the Ring; etc.) If a character chooses to pull out a
thing, please follow the following procedure:

If the Ring Is In the Pouch: Roll ld6 and if the result
is 1 or 2, it is the Ring which is pulled out. (Rfng Is in
Pouch if Ring's card is in envelope.)

OthtfWise: (either the ring is not in the pouch. or the
roU was not 1 or 2) Pull at random one of the cards for the
Monsters in the pouch.

If the character wants to check on the item to see if
it is wann or not, please allow this by reading the card
before it is shown and giving the player an Ippropriate
fndlcation. Most Monsters, e.g. Gnomes, Shedu, Kobolck,
Warewolves, etc., are wam. Some, e.g. Spectres, Vampires,
Octopi, etc., are not. Feel free to describe Salamanders, etc.
llS "hot", and Ghosts, etc. as "cold". Note that the Ring is
not warm. The character may then choose to let go of that
Item, getting no further infonnation on it, and grab a·
nother, or simply not pull out anything.

After the "warm", "not wllrm" check, look at the
card to see if the Monster can survive in the environment
in which it is to be pulled out. For example, In Octopus
cannot survive on land, and a lion cannot survive under
water. AI$o check and see if the Monster is one you do not
wish to allow into the game. If the Monster can't survive,
or you don't want it in the game, then the character is
unable to pull the "thing" out of the pouch.

Once the "thing" is pulled out, it expands almost
instantly to its proper site in the nearest convenient space,
facing toward the user of the pouch. The Ring, however,
appears in the user's hand exactly as it was pulled out.
Any Monster so pulled out will then obey the very first
command given to it, regerdless of who gives the command,
and regardless of language. As soon as the command is
obeyed, the Monster vanishes and is safely teleported home.
Note that if the command is poorly phrased (e.g. "Attack
thet Thief"), the monster may get to go home early le.g.



the Monster anacks the ThiefeKactly once, then disappears).
Also, Ihere is II chance Ihat the Monster is home, in which
case the Monster is leleporled a very shon distance, and is
back in the game, but not under control.

Please also read "Ring of the Pouch of Power".
Note that the card for the Ring is edged in blue to

make it easy to find. If the Ring is pulled, give the Ring
card to the player, with a warning not to pUt it back Into
the envelope until told to do so.

(Students of 0&0 tm literature will note that I am
a bit more careless in writing up Items that I am in writing
up anicles.)

Fifth, also in the envelope, is another eight and a
haU by eleven page, typed single spaced, which reads:

Ring of th, Pouch of Power
by Tomas A. McCloud

As described on the card to be given to the player,
this is a beautiful blue magic rinO inscribed:

"A $ my digit ill 'his ring dorll coucl/,
So I pUI thee ill Ihis pouch.
Thou sl/alt o~y, wI/rill/ext sel free,
Thl' furrmost word 'lis spoke" Ilree!
Tllellio Ihv home, Iholl shalt go,
B)' Ille POII'('n of IlIis O. ..

This ring works in coniunction with the Pouch of
Power (please read "The Poucn of Power"). Its operation is
relalively simple~

First, the user must wear the Ring on a "digit" whtch
means a finger or a toe. Second, the USer mult also carry
the Pouch of Power. Third. the user must point the finger
or toe which wears the ring al an an.cker and recite aloud
the poem inscribed on tne ring.

Tne attacker to which tne finger points is then allowed
a Saving Throw, without any magical alterations. If the
Saving Throw is made, nothing happcns. If not, the attacker
dwindlel almost instantly into the pouch (it does not
matter if the pouch is c10sedl and becomes one of the
"things" in the pouch. Whenever this occurs, tile Judge
for the adventure should immediately make out a 3" x 5"
card for the new addition to the pouch. This card should
have on it all information available to the Judge coocerning
the mooster such as AC, Move, HD, Attacks, HP, and
Special Abilities. References, such as "pcr Monster Manual
page 16", or "per Greyhawk page 34", are also very useful.

Notice that the descriptioo here says " .. .at an at·
tacker..." A monster does not need to attack the user of
the Pouch to qualify, it may be attacking a total stranger,

or anybody, or even anything. Anything which advances
rapidly with a weapon in an attacking position qualifies as
an attacker. Anv other clear and obvious threat will also
qualify a monster or character as an attacker. Note that the
"attacker" could be one of the user's friends anacking a
mooster. But, if the wearer of the Ring tries to use it on
anything which is not an anacker, then the wearer goes into
the Pouch as a "thing" just like any other. For this last,
no saving Throw is allowed. even if the user has other
magic which allows a Saving Throw when no Saving Throw
is allowed (aher all, the user is not really hurt). The Ring
does not go with its wearer into the Pouch, although the
third lime rule may still apply.

Third Time Rule: Whenever the Ring is successfully
used (something goes into the Pouch) for the third time
after being pulled out of the Pouch, it disappears and goes
back into the Pouch. The following crosscuts are for
keeping track, draw more when Ihese run out: 000 000
000 000 000 000 000 000 000 000 000 Ithe nCKt
seven lines are all groups of three zeros.)

When the RIng goes bilCk into thc pouch, put Ihe
ring's card back into the envelope.

Sixth, and last of the paraphenalia prepared, there is
in the envelope a small deck (43 cards) of 3" K5" "Monster
Cards". These are cards, such as the following example,
which describe monsters. They are quite useful for wan·
dering monsters, or for monsters simply stuffed into more
nQfmal containers such 85 nasis bags of holding. EKample:

"Toad· An Ice Toad per Monster Manual page 95, HD: 5,
AC: 4, Move: 9", Attacks: 1 Bite It 3d4, Special: leap up
to 9". Radiates cold doing 3d6 damage to those within 10'
if susceptable, ante every other melee round maximum.
HP: 24. Crossouts: ooסס0 ooסס0 ooסס0 ooסס0 .OOסס

Name: Glaze. Speaks Ice Toad."

This article has presented the idellS of the item card,
the envelope item, and the monster card. I hope each will
add to your own entoyment of the game, but one final
caution ought to be given. Regardless of how strongly you
feel about something, the most you can ever do on an
item card is suggest. An item card is not a vehicle for com·
pelllng other Judges to do things your way. If they choose
to say that an item works differentlv than as specified, well,
in their worlds it does. Because of Ihis, it is wiser to .void
ultimates. The hammer whose magic item card states tnat
it "...cannot be altered or destroyed in any way by any
magic however powerful!. .." Is just going to get barred
from Ihe game. Tna!'1 no fun. And, after all, the whole
point of playing these games is to have fun.
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Once before Paul had searched
for a drug filled evening but had
found instud another whole existence.
For months after his return life had
seemed vastly different and more
meaningful. But life has a way of
drifting back into old patterns and
lately those otherworld lessons had
seemed farther and farther away.
This day had been especially bad and
Paul had sst out walking in an attempt
to escape his bordom and frustration.
How nice It would be to Just get
stoned and forget it all or to trip
and get a new perspective of old
things, he thought, or perhaps.

He hadn't been headed any
where In particular. at least he had
not coosciously sou~t it out. but

there ItCrQU the deserted midnight
street was a familiar old antique
store, the Dreame Shoppe, known
.-nong some of h~ friends as a place
to buy a "really special trip", The
first time he had found himself stand
ing outside it's doors he had anti
cipated some new form of drug.
Now he knew better but was no
less thrilled by the prospect. For a
moment he stood waiting-then he
crossed the street and resolutely
opened the door of the tiny shop.
He found no surprise that it was
unlocked, no surprise at the soft
glow coming from the back room,
and no surprise at the warm pleasure
he felt at the old man's greeting,
"Come In and welcome. What kept
you so long?" Paul only smiled and
shrugged in reply.

"Do you wish to explore your
self agaln7" the old man's voice
was soft and patient and no tr.ce
of .motion showed on his wrinkled
face. Only a sparkle In his eyes reached
out to touch Paul.

"Yes," Paul stood quietly. As
before he could not find words.

"Step into the room then,"
the old man $lid as he opened the
door to what looked like an empty
closet. "The fee will, as usual, be
paid by your summoner. Good tuck.
Go with goodness." The door dosed
behind him before Paul could turn to
thank the shopkeeper. Abruptly the
failing sensation took him and ha
reached for the waUs to steady him
self, blinking his eyes shut against tha
dim grty swirt.

l



Somehow he had expected to go
back to the same place or at least to
become the same person, but it was
not so. This time he found himself
standing instead of sitting and for a
moment he felt off balance as if he
swayed for a moment as he was
deposited. The light around him
was dim and all at a distance was lost in
the shadows. He seemed to be looking
at a wall.

Forewarned by his previous exper·
iences he quickly swung around and
crouched down as he looked up, but
this three hundred and sixty degree
yiew of the room told him nothing.
He was alone in a smatl empty room
apparently without doors. Some mea
sure of calm began to return after that
first moment of panic. He approached
a wall and carefully inspected it,
looking for some son of hidden
door or switch, but always with his
ears tuned to changes behind him.
Then, when fully certain that at least
this walt was only a walt, he put his
back against it. As each succeeding
quiet second passed away his uneasi·
ness dropped from him and he began
to take a close look at his surround·
ings and himself.

This lime he found himself
clad In light tan !rousel'1 and a yery
pale blue shirt of some soft cotton·
like materiaL His feet were shod
in dark leather calf.high boots and he
wore an equally dark beh and from
that beh a dagger. Checking more
closely he found a second dagger
tucked down into his left boot.
A small pouch was tucked inside his
shirt at the wasit. By the clink it made
it contained some form of money. Oyer
his heart a small pendant dangled and
capt\Jred within a finely wrought
gold band hung a stone of soft blue
to match his shirt. He dosed his shirt
oyer the pendant. Important it almost
surely was but it would haye to
wait. For the present he felt like
ending his confinement.

A hasty search showed no apparent
openings in any of the walls, no
cracks, no loose stones, in fact the
walls seemed almost cal"Yed from

liying rock, a thought which chilled
him. Looking up he 891in tried to see
the ceiling but it was dim and seemed
distant. Suddenly he realized he
wasn't sure at all where the tight
came from. Looking down for the
first time he thought that the floor
itself seemed to glow. At first his
mind fou!tlt with that notion but he
dredged up less likely happenings from
that other time and set his doubts
aside.

Still···there was something more to
that floor··and bending to examine it
more closely he found a round shallow
spot in the dust. BrUShing the dust
aside he found JUSt what he ked
expected-·a recessed brass ring. Paul
had seen these before, but. not as
Paul, asanother- and in another place.
He was uncertain how he knew but
he was certain that he was a different
person this time, changed perhaps
because of the changes that had
happened inside himself that other
time. For a moment he hesitated,
lost in thought, then mind and soul
clear he dusted off the edges of the
trap door, reached down, twisted the
ring and slowly, keeping the door
between himself and what might lie
below, he opened the way into new
adventures.

A much brighter light reached up
to him out of the open trap and he
breathed more easily. then almost
Ilughed at himself. He must, he real·
ized. have been afraid it would be dark.
Still he waited for the unexpected - gas
or darts or the delaYed clang of metll
jaws. Nothing happened but still he
waited. glthering himself.

In spite of his preparation h.
jumped as a croaking voice fairly
boomed up from the space beneath
him, 'Well don't jun lurk about
up there, there's nothing to see,"
followed by a nervous tittering,
"you found the door quick enough,
come on now, come on."

At that Paul shoved his head
around the trap door, realizing too
late that it might haYe been a yery
stupid thing to do. As luck would
hIYe it the thin litrle man staring up at
him from some ten feet below looked
yery harml.ss. For I moment their
eyes locked. Then the little man
blinked and stepped back. "Use
the pole, don't jump and break some'
thing, there's a good lad."

Startled by the self assurance

that seemed to have overtlken the
~der man below him, Paul hesitated.

"Right there at the base of the
trap hinge," the old man called up,
then because his new apprentice·to
be seemed almost as frightened as he
had been, he added, "At laalt you
aren't the demon I was half espeeting."

Demon,? Paul thought • he
nlflexively did as he was told and
searched for the pole. Demon.?
rang again in his mind as he twisted
himself into the opening and took
hold of the pole. Oh Lord, I'm not an
acrobat. and unsure If that thought
was a curse or a pray.r he consigned
himself to his fate and slid down the
pole. To his pleasant surprise it w.
a smooth and almost effortless journey
and he actually managed a dignified
stop.

He stepped clear of the pole and
focused on his adyersary, relying on
his sense of hearing to help him
against any attack from the re.r,
then he set himself to wlit. The old
men would haye the nellt move.

"I am known as Aragon. WhIt
might you be called?" Standing
face to face he realized that this
apprentice was neither young nor
green. He had, more over, the air
of 8 man who enjoyed what he was
doing. With this kind of a man Aragon
could deal euily.

"You may call me Ram," Paul
answered only a little surprised and
taking the name to himself easily.
Rarm-now this was a person within
himself whom he would be pleased
to come to know. He was different
this time, more sure, more at ease.
"Of what 5el"Yice may I be to you
Muter Aragon?" he asked, now
certain that this not-so-old, but kindly
looking man before him must be
his summoner.

Aragon hesitated for a moment,
stili sizing up Rarm. "I am analchemlst,
do you know what that is?" When
Rarm nodded he went on, '" had
need of another apprentice and to
that end I arranged for you to be
summoned here. I have not that power
myself." He wlited but Rlrm mldt
no answer.

"May I then ask how you eIme
to answer this summons?"

"I am an adventurer, for hIre for
the right price. The" i. one in my
world who arranges these jobs for



me. He P8'(5 me, .nd I do your bid·
ding." Rarm smiled inwardly, knowing
that the price he charged was not
one c.lculated in gold. but r.ther
calculated in inner peace.

Aragoo smiled expansively, ''Very
good. very good. Welcome to our
land then. Perhaps we should be gone
from here thou£t1. Docie will want her
SpllCi! back I am sure and I do not
wish to presume on her hospitality
any longer than is necessary. We11
just slip rN'y through the back
door thele." And grabbing hil new
apprentice's arm he wited action
to words and fairly shoved Rarm
out into the street. Just wouldn't
do for the lovely Docie to get • look
at this one. or the other way around
for that maner. Might prove too
much of a distraction.

'Why do you smile, Master
Aragon?" Aum looked down at
him and Aragon realized that he
had come to a halt with his back
lIgainst the door.

"Oh. nothing important. just
trying to avoid the she-witch who
summoned you for me. My own
reasons. Come. it is getting toward
dark and this is • fout street to get
caudlt on at night. Around this
corner here." Aragon led 0" at a
rapid pace. leaving A.rm to follow
QUickly this time or be leh.

He's certainly WOfking at keep
ing me off guard, Aarm thought as
he stretched his stride to catch up.
On his left huge walls towered above
some twenty feet and on his right a
group of buildings stretched away
into what must be a city block.
Signs hanging from doors proclaimed
two of the establishments to be
Inns, one Inn of the Drawn Sword,
the other Somethin's Cookin' and the
odon which issued from the lattar
were enticing indeed. He'd have to try
that place sometime. The next shop
was marked Engineer Warehouse and
IS they came abreast of it Aragon
grunted and nodded towards It.

"City engineers, stay clear of that
one, can't build a sand castle right.
Bad gambler, too, bad loser."

They walked on around the corner
In silence and then Aragon pointed
to the alley on their right. "Stay out
of alleys here abouts .. Iou of thieves
about. That shop there next to the
alley .- belongs to a friend - good
fellow Dinn .. but a magician •• have to

IS mue

watch that side of him. Never have
tr1Jsted that magic stuff. 1'1 stick to
my chemicals."

Their walk had just brought
them around a jog in the roact, Ihat
Rarm now realized, glancing back,
must be some sort of guard tower on
the main city wall.

''Well, here we ,re," said Aragon,
breaking Rarm out of his reverie.
They had crossed the streel to the
opposite corner and pointing down
one street Aragon explained with pride,
"This wnole blOCk Is my school,
west to the alley, and south to the
alley. Come, I'll show you to your
room, then you must come have
supper with me tonight. Perhaps
then I can fill you in about where
you are and what 1 need for you to
do."

The room was small, neat, and
empty of everything but a bed and
a small table. There was only one
door in the soulh wall and one window
facing an open square across the
street 10 the north. A careful search
revealed no hidden openings In the
walls, ceiting, or floor. Inspection
of the bed likewise yielded nothing,
but the table was another matter.
It held a small hollow space, aceess·
ible from beneath and slightly to
the left of center. For now it was
empty. Later, he decided, he might

_ ..-

have need of it.
Having no change of clothes

and no real need to clean up he
stretched out on the bed and began
to consider what else he might need
in the way of clothing and arm,
ments. If he was to be an alchemist
perhaps he would be allowed to use
more than adagger. At least he intended
to try. An accounting of his funds
revealed several familiar coins, He
might not be in Ayan. City State
of the Overlord, this time, but he
must be somewhere close because
he found himself provided with 8

tidy littte sum of coins of that realm
over two hundred gold pieces worth
if he had counted correctly. That
was plenty with which to outfit
himself for nearly .anything Aragon
mlg,t wish him to do.

The summons to supper was
brought by a very youl'l9 boy. perhaps
five or six years old, who scampered
off as soon 8S his message was deliv·
ered leaving Aarm to find his way
alone back downstaires to Aragon's
Quarters. He hoped this invitation
to dine with the master was also going
to be an opponunity to learn more of
his mission here. As he reached the
foot of the stairs Aragon himself
waved Rarm into a softly lit sitting
room where I light meal was laid
out on the center uble.



THE EMPEROR'S
COUNSEL

VARIANT MAGIC SYSTEM

by Germain Giner

My game has been evolving for the last two years.
over this time. again and &gain. players have expressed
doubts about the rendition of combat given by the classical
0&0 un melee system. So I have been spurred to create
my own.

I took inspiration from Steve Perrin's Runequest
game to create a new magic system.

Both of these systems are brand new, and require
a bit more play·testing than I was able to giYt: them. Please
address all feed back in care of this magazine.

Magic

My Magic system is dichotomous, wizardry is a more
powerful fonn of Magic useable only by mages. while
Magic Is useable to anyone save clerics.

Simple magic is powered directly by the spell caster
through a characteristic known (creatively) as "Magic."
Handle this as battle magic according to Runequest.

Wizardry, hOWBver is powered by the Magical Force,
"Mana", which pervades the whole world. Your Wizard
uses his "Magic" points to control the Mana and to summon
it with the aid of conjuration.

In order to be a Wizard. the character must have a
Magic score of 16 or better. Intelligence of 12. and Dex
terity greater than 10.

Each Magic point can control 10 Mana points. Mana
returns each 24 hours white Magic renews at a rate of
" total each 6 hours. Intelligence multiplied by Magic
gives the total Mana available every 24 hours.

This is an important limiting factor, example: Zoot

the Boring, Intelligence: lB, Magic: 18, uses all 180 Mana
points he t.a~, in some early morning action. Even thoud"l
his power Is down to zero, Zoot has 144 Mana points avail·
able to him. So 6 hours later, our hero has another (14 of 18,
rounded up) 5 Magic points. or 50 Mana points useable.

Mages can not Wllar any metal of any mass greater
than a rapier, because this woold insulate the mage from
hls Mana force. For each 6 hours the mage is so insulateet,
he must meditate for two hours to regain touch, or suffer a
25% cumulative fumble factor for each 6 hours out of touch.

If leather armor or encumbrance forces effective
Dexterity below 10. the Wizard can not perform the needed
conjurations. and thus gives himself a cumulative 25%
fumble factor per point under 10 that he is.

Capsule Rules

Tota! Mana per 24 hours: Intelligence x Magic
Total Mana Controllable: Magic x 10
Maximum Spell Level Useable: Yt Intelligence rounded up
Saving Throw: Roll Current Magic or leu on 0100
Spells require their Level multiplied by 20. plus 10 for

each additional tum of duration or 10 meters range.
Spells require Yt x their Level in Meillfl rounds to conjure.
If Concentration is broken, Fumble occurs.
Magic can be increased. roll 30 minus Magic total on 0100.

In the event of redundant spells. (draw your magic
spells from RUrMquest, Wizard spells from Dungeom and
D~m) rule the spell in question as Wizardry.
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c/o Jeff 8erry
343 E. 19th St. Apt.4B
Minneapolis. MN. 55406

ARCHON 5 (SF)
July /0. 12 St. LOllis, MO.
Archon 5
P.O. Box 15852
Overland, MO. 63114

ODDYSEY (GI
July /7- 19
clo Bradford Chase
U. N. H, Simulations Game Club
Memorial Union Bldg.
University of New Hampshire
Durham, N.H. 03824

CWA-CON '81 (G)
July /6· 19 Northkzke,IL,
CWA-Con '81
P. O. Box 10397
Ft. Dearborn Station
Chicago, IL 60610
SASE

CAMPAIGN 80'. fG)
July 17· 19 Watertown, N, Y.
Rick Wiest
355 Pawling St.
Watertown, N.Y. 13601

NANCON 88 • IV (G)
July 31 - Aug. 2 Howton, rx.
Nan's Game Headquarters
118 Briargrove Center
6100 Westheimer
Houston, TX. 77057

2D~C

CHICAGO COMICON (C)
July 17· 19 Chicago, IL.
For Information call:

(3121274-1832

9th ANNUAL FLYING BUFFALO
CONVENTION (G)

July 1 7· 20 Phoenix, AZ.
Flying Buffalo Inc.
P.O. Box 1467
ScottSdale. AZ. 85252

EASTCON (G)
July 23 - 26 Cherry 11i11lnn

CheTTY Hill. NJ.
Chris Parker
20 Unicorn Street
Newburyport, MA. 01950

AUTOCLAVE (SF. Fanzine)
July 24 - 26 Detroit, MI.
Autoclave
16594 Edinborough Road
Detroit, MI. 48219

MAINECON (G)
July 31 - Aug. 2 Portland, MH.
Mr. John Wheeler
102 Front St.
Bath, ME. 04530

5th ANNUAL BANGOR AREA
WARGAMERS CONVENTION (G)

Aug. 8·9 OrollO. Mg
Edward F. Stevens, Jr.
83 N, Main St.
Rockland, ME. 04841

SPACE; 1999 CONVENTION (M)
AI/g. 7- 9 Arlal/la. GA.
The International Space: 1999 Alliance
86 First 51.
New London, OH. 44851

AUGUSTCON III (G)
Aug. 7 - 9 Windsor. On/an'Q
clo Mike Girard
R. A, 1
S. Woodslev
Ontario, Canada NOR lVO

GENCON XIV fGI
Aug. 13 - 16 Kenosha. WI.
GenCon XIV
P.O. Box 756
Lake Geneva, WI. 53147

NAPOLEONIC SYMPOSIUM (G)
Allg. 14 - 16
Jim Getz
546 Colonial Ave.
Worthington,OH. 43085

U·MASS·CON (Gl
Aug. 22· 23 Amherst. MA.
clo Dennis Wang
11 Dickinson
Amherst, MA. 01002

DENVENTION II
(World SF Convention)

Sep/. 3· 7 Denver, CO.
Denvention II
Box 11545
Denver, CO. 80211



VOLCON II IGJ
Gel. J/· NOli. 1 Yakima, WA.
Ken Peterson
p. O. BOl( 1647
Yakima, WA. 98908

DETROIT GAME FEST IGI
NOli. 20· 22 Detroi,. MI.
(TentaliyeJ

AlPHACON 1I1lSFJ
NOli. 14 - 15 Ithaca, N. Y.
cIa Bill Freebaim
310 N. Sunset Or.
Ithaca, N.Y. 14850

WINTERCON 10 IG)
Nol'. 20- 22 Detrvit, MI.
Metro Detroit Garners, Wl0 Info
P. O. Box 787
Troy, MI. 48099

CONfUSION II (Sfl
Jan. 29 - JI, 1982 Plymoulh, MI.
Ann Arbor SF Association
P. O. 80x 1821
Ann Arbor, ML 48106

~\
\

URCON IIIISF,G)
Sepl. 25 - 27 Rochester, N. Y.
Urcon
80x 6647 Riyer Station
Rochester, N.Y. 14627

GALACTlCDN '81 ISF)
Sepl. 25 - 27 Daylona Beach, FL.
Galacticon '81
P. O. 80x 491
Daytona Beach, FL 32015

CHAOTICDN
Del. 17· 18 Smmyllo!e, CA.
Chaoticon
P. O. Box 485
Campbell, CA. 95009

CONCLAVE VI (SFI
OCl.2-4 Delroit.MI.
Waldo &. Mllglc, Inc.
P.O. 80x 444
Ypsilanti, ML 48197

fAll CON IG)
Oct. 9 - II CincinrJilli, ON.
Fall Con
5923 Hamilton
Cincinnati,OH. 45224

CHICON IV (World SF Conyentiool
Scpl. 2 - 6. 1982 C1/icago.IL.
Chicon IV
P.O. Box A3120
Chicago. IL 60690

DUNDRACLONE IG)
Scpl. 4 - 7 ODkw1Id. CA.
DunDraCon
386 Alcatrll Aye.
Oakland, CA. 94618

COGACON
Sept 5· 6 Culumbus. all.
Cogacon
1467 N. forest
Columbus, OH. 43201

ORCCON (GJ
~pt. 5 - 7 A1Iaheim. CA.
Mark Snowden
1864 Nutwood Place
Anaheim. CA. 92804

I: II
c=--:=====:-I' 1/

~-= !h

DRAGONFUGHT IGJ
SePI. 11- IJ Seattle. WA.
Brass Dragon SocietY
P.O. Box 33B72
Seattle, WA. 98133

EARTHCON CLEVELAND ISF)
Xpl. 18· 20 ClcllclafJd. OH.
c/o Cheryl P. CIQger
23920 Fainnont 8lyd.
Shaker HIS.. OH. 44122

_. HEAR VEl - HEAR VEl -- HEAR VEl -

It has been brought to our attention that many of the
fine Guildmembers of this fair City State haYe moved and
not notified the Emperor or not notified him soon enou!/l.
Accordingly, at SOffiC later date. ~ey file a writ of grievance
against the Emperor's Runners for failure of deliyery of
their copies of "Pegasus". Be it known that while the
Emperor has many Magicians, Seen and Soothsayers, they
cannot oyersee each indiyidull all the time. Please notify
the Emperor's Runners yia Judges Guild, as soon as possIble
when moving. The Emperor's Runl\8n wilt not. nonnally,
forward your "Pegasus" to its new stable, and you won't
want to miss an issue I

The Guild of Manufacturers of City State News and Pu
blishers of Related AdyenbJres (Judges Guild) has noted
that many Guildmembers try to order products or inquire
about orden at all hours of the day and night, including
3:30 a.m. Sunday mornings. Unfortunately. the Guild is
not staffed in all departments 24 hours a day. Please limit
all such call' to 9 a.m. to 4 p.m., City State Time (Central)
and Monday thru Friday only.

Both "Pegasus" and Judges Guild are looking for more
good Writers and Artists. If you would like to submit
material for conlideration for publication in or as , product
or in our magazine, see page 94 for information and write
for our "Writer and Artist Guide" - Free with , S.AS.E.
(Self·Addressed, Stamped Enyslope).
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":::~ GOD-TONGUE

The harsh ringing of metal
echoed throug, the dark, narrow halls,
lICCompanled by the streams that are
identfied with violent death, and by
the yells and cries of fierce warfare.
Greasy smoking torches gave poor
illumination to the battle confusion,
casting shadows that less experienced
fighters found startling and often
attacked. But this small band of
warriors, though not quite fighting
well together, were seasoned enough
to Ignore the Illusions of shadows and
concentnta on their Orcish opponents.
They would 00 occasion trip over one
another, or miss each other in the
wake of powerful misses, but their
strengths and hardness soon pressed
the enemy host to a severe disadvan·
tage. Before long. the Orcs lay dead in
II mass at the feet of the veteran
fighters, not one of the foul race left
alive. The next few moments were
spent in breathless recovery and taking
stock on the damage embodied.

A Oeric attended the wounds
of their only Dwarven comrade while
several large men kicked at the corpses
Iround them. They scorned the poor
steel and armor of the Orcs Wld
lau~d a trifle too loudly at the
female Magic User who took a few
moments to more dosely examine
some of the bodies for some worthy
spoils. She silently chuckles as she
pockets a peculiarty shaped gem
stone. An Elf near her takes note of
her find for possible future needs of
his own, and, more discreedy, he also
searches for some spoils. The Ilrgest
of the man·fighters cleans his sword
on the tunic of one of the tallen Orcs,

and seeing the Cleric at his task de
cides to comment.

"Well, Priest, how fares our
stunted friend?" This man is msssive,
a young, hulking figure whose muscles
threaten the stability of his armor and
whose sword is as bulky as the Dwarf
he is worried about.

''T'would take more than the
likes of these tofell Brandaur," answers
the Dwarf gruffly. "I think, friend
Ash, we should worry more about the
object of this quest than these surface
lesions." This Dwarf 15 a rough figure,
not handsome even for his own kind.
He has fought for almost a year with
these men and has come to like this
ooe for his bravado and prowess. It is
not often that he enjoys Human
company.

The Cleric finishes his task and
moves on to the other Human fighter
who is called Darth. Brandaur walks
over to one of the arc bodies and
struggles with his broadsword that is
embedded in the ribs. After a few
minutes of resistance, the sword
suddenly pulls free landing him 00 his
arse with a grunt. Everyone tries to
stifle their chucklirtg, though few
succeed, even Darth manages to laugh
as his leg is being bandaged. TIm, the
Cleric, does not even smile for he sees
less advantage in their current position.

'We should not be long for these
parts," TIm Slid. ''This watch will
surely be missed in a maner of hours,
and we have much more than these
foul carrion to encounter."

"Pel'11aps we shill," answered
Magda the Magic User. "Yes, we must
hurry off to our dooms,"

If the mlp they had been given
was accurate, then this door was the
one they sought. Inside would be
found the jailing and torturing cham·
ber of Ragnar Erebain, and most
surely Ash the Cleaver's recent bride.
The serperlt Ragner wanted Ash, he
wanted him badly, though few knew
why. It was enou\t1 for mQ51 of them
that the evil Wizard wanted him
badly enough to find and kidnap his
young bride, it wu cerllinly I move
that motivated them to venture far
beyond Ragnar's shallower defences.

Eylandir, the Elf, managed on
the first anempt to open th door, and
returned to the end of the group
rather quickly. Ash, Darth, and
Brandaur burst the door open and
'rushed in swinging in a trangular
formation, with their swords swishing
(as they soon discovered) at the empty
air. Though the chamber wlS large
enough for a jail, it was totally emptY.
Ash strode on into the room swinging
his mighty blade at the emptiness, his
cautious defense replaced by his ever·
present swagger of confidence. Th.y
could see that he was WOfried &rid
confused, but all of them unden100d
his facade of powerful assurance.

'Well, if she is here then she is
well hidden," Darth muttered_

"If she be here then it is too late
for us to help her," answered Brandaur.
'We are not looking for ghosu."

"Yau are correct about one
thing, maggot-spawn. It is too lit. to
help her."

The words were spoken as a
large section of the right hand wall



slid away to relleal the true torture
chamber, and Aagnar directly in the
center, He WIS leering at them with his
anns outstretched and an aura of
power surrounding him. When he uw
Ash, he smiled and in his hands
appeared it red hot poker.

"I halle I surprise for you, man·
mountain. Your wife awaits you."
He stepped aside drawing in his arms
and the folds of his robe to relleal
Belinda nailed to two wooden beams
that crossed in an X. She was hung
uosicle down so tflat bloOd from
wounds in fler thr~t and on her
chest flowed Into her mouth making
her every breath a coo!tling hell.
Aagnar had tortured her with rlts Ind
whips and she was only moments
from her death. Her eyes were pinned
open and Aagnar placed the poker
end only fractions of an inch from
her face. They could all hear her
scream and the sizzle from the heat.
Her agony was intense, her ellery
breath its own torture, but the pain
ceased for her as an arrow from
Eylandir found its mark in her throat.

"Very good," cackled Aagnar.
"You are ellen braller than I would
halle guessed. But your foolish inter·
ruptions of my works will now cease
foreller. You shall all Join her In the
hereafter:'

As he spoke more arrows from
the Elf's bow flew toward hIm, but
they were stopped in midnight by
some unseen force. Aagnar spoke a
command and Ash was jerked about
by peculiar missiles. Most of the group
backed into the hall, but Brandaur
had taken advantage of his size to rush
."'. .:. ,i , !

behind an iron maiden dellice. He
could see that Ash was okay, and that
several members of the party were
loosing arrows at Ragnar as time and
opportunity would pennit. He heard
the screMl of I successful strike
against Aagnar and used that moment
to loose h is own hand axe at the
Wizard. Only one was a hit against
him. The next moment Eylandir had
cried as his hand was burned severely,
but the distraction enabled someone,
Ash, Brandaur could see, to loose a
spear. While tfle spear was in flight the
Dwarf took thlt moment to sieze
the device that covered him in his
oversized hands, and throw it in the
direction of his prey.

The spear missed the Wizard
but the clatter of the tortYre device
IttrllCted his attention to the Dwarf
who was rushing him much faster
than his short legs should have been
able. The Wizlrd had no time to get
off a spell and thus Brandaur struck
him In the thigh with the cutting edge
of his broadsword. His momentum
carried him a linle past Ragoar, but
he was able to turn and leap It him.
He swung off·stride, nlrrowly missing,
and stumbled. With his legs back·
peddling h. could see thlt the Wizlrd
was preparing ill spell. He turned to run
for some coyer and tripped oyer the
defiled body of Belinda and his legs
entangled in the cross and the corpse.
Brandaur fell with a grunt, pulling the
body over him. The last thing he saw
were the young girl's eyes, locked in
a dead stare with his own.

Ash could feel the heat of the
fireball, and the Iwful stench of

the burning bodies of his wife and his
faithful fighting companion was
more oppressive than the flame.
He rushed 11 Aagnar in anger, giving
the wizard no time to recover for
another spell. He swung his awe·
some sword 81 if it were made of
straw, hitting the invisible barrier
that the wizlrd had to protect
him. He continued his relentless
attack and backed the wIzard to
wards the cells, dimly lWare that
he was joined by his friend Oarth
in the battle. Regnar was In extrem
ely agile man and W81 Ible to dodge
and to manipulate the barrier and
thus sustained no damage from
this attack. But he could not reel
off I spell end the huge barbarian
did not seem to tire. Ash swung
lWlother mighty blow as the wizard
backed against a peculiar cell. The
swing missed RltQnar, but Ash's
follow through carried all of his
might against the darkened glass
of the cell.

The glass broke and released a
greenish gas Into the air. A v.ry
old mlWl crawled out of the cell,
muttering under this breath and
choking at the fresh air. The lIet.rans
continued to PIlISS the magici."
unable to hit at him but unwilling
to cease. Al!P1ar, however, w. ~ry
obviously concerned about the old
man, and he nelrly ,., from his
assailants while he reached into a
pocket in his cloak. He seemed about
to speak the necessary words when
the Elf threw a dagger at him from
behInd. Aagnar screamed a vile
curse but he still was able to run
for a wall that was opening at his
approach, He W85 almost within
safety when a great swirl of air
cau5tlt him and turned him around.
He $lood facing in the direction of
the old man 'lotio now stood very
tall as he spoke.

''Still you do not repent of the
evil you hiNe wreaked upon this
world, Regner'" The old man seemed
no longer feeble as he spoke. His
voice captured the attentfoo not
only of Ragnar but also of the
fighters who stood around the room.
"00 you begin to feel the heat of
your God's own Miamic Breathl"
As he spoke flames began to lick at
the hem of Aagoar's robe. "00 you
feel the touch of his accursed fingers
as he even ll'asps greedily for your
$CUll" They could all see ..,d e~n



begin to smell the pestilence that
was forming great boils on the
Wizard's skin. "Now is the time,
Ragnar. In mere moments you shall
meet the foul Despiser that is your
God. It will not go well with you, who
has furthered the ways of Chaos."

Ragnar screamed in pain as
the curse consumed his body. The
old man looked for the first time
at the warrio~ around him and
saw Ash who stood only feet away.

"My friend," he said to Ash,
"You must 00 that whiCh I may no1.
Rid the world of this vulture, now:'

Thus encouraged. the one they
called the Cleaver, with one swing
of his sword, severed the head of
Ragnar. The body slumped to the
floor as the head flew to within
Inches of the charred remains of
BrandaJr and Belinda. The ordeal
was oyer at last, but the price had
been high. There was no rejoicing
forthcoming, as they all relaxed
their muscles and their guard.

Only Magda felt abfe to question
the old man who seemed to slump
Into himself after the battle of
power. Magda was very young for a
Magic User and still felt poWllrleu to
help in dire emergencies that this
group often encountered. But they
protected her and brought her along
because t:h&y respected her instincts
in such times. Though the others
were tired and angry, Magda knew
that this man represented some
danger to them. As she approached
him, the old man looked at her
directly as if seeing into her soul.

"No Magda, I am not much
danger to you. I am Aaron, called
God-Tongue. 1 am one of those who
have been called hermits, mad men,
seers, soothsayers. I serve God.
the one, for I am his prophet."

He turned to the remainder
of the warriors and spoke to them.
"My God sent me here to the home
of Ragnar to stop him. I sought
his repentance and would have
granted him the favor of my God.
but I knew that such was not the way
of this man. He served the forces of
Chaos, and thus it was granted to
him to imprison me and to torture
me, for God new the greater plan.
1 could not have killed him for I
may not take a life, but here was I,
In readiness for this very party
who would be the evil one's down-

fall:' He walked back to the cell
that had held him and picked up
two broken pieces of a once sturdy
staff. He turned to them and exhib
ted ttle pieces, crying, "Oh. Ragnar,
you fool. Never will I replace this
wood. for I am far from the lands of
Godly forests. Somedily we shall
rid the earth of such men, someday
the works of power shall be released,
and the true plans of the Holy One
unite all men. t,'

As the old m;,n broke Into
harsh judgements and doomSllying
on the ilk of Ragn;,r, Tim the Cleric
began to perfonn the familiar rites of
passage for the two fallen and
beloved friends. The tears in his
eyes did not interrupt him from
this important task, and the mingo
led blood, sweat, and ashes covered
his knees as he kneah. Aaron had
come over and knealt beside the
Cleric, joining him in the rites that
commended their brave and beloved
to the after life. All came by and
paid their respect to Brandaur with
tears and short prayers, and the
lovely Belinda was not forgotten by
them. Even Eylandir, who often
loathed the gruff and homely Dwarf.
had passed by and cried as he kicked
the hideous head of Ragnar away
into a far comer. When the rites
were over, the Cleric helped the
old man to his feet, and he searched
the face of the aged prophetforsome
sign.

"You are a great man of God,
Aaron. Can you not return these
that we have loved to us?"

"Nay, little brother. It is my
mission to bring the word of the
One to the living. There is no wisdom
in asking one such IS I to bring the
dead to life, for God is the only
tllJe conqueror of Death. This one
has faithfully served the One, which
is most unusual for his kind. but this
day he was welcomed with the open
urns of God himself, and this night
shall he be the guest at a great
feast in the Heavens. I am enjoined
by the One to preach of the end of
Olaos, to prepare men for a new age
that He shall soon bring about.
The dead are in the care of their
deities, but the living must care
for themselves. Serving the false
Gods of Chaos and his minions is
the curse of a world out of control."

Darth had listened long enough
to the ranting of this one, and he
infonned the others that their
task was finished and the time
was long past ripe to be rid of
this place. They all agreed and
prepared to go back to ttle village.
Ash had to be prodded to leave
behind the remains of two so dear
to him, and they shed some tears
at the penn anent loss that they must
endure. They began to leave when

they noticed the hennit had not
prepared to accompany them. Magda
and Eylandir gathered the few
possessions he had that Ragnar had
not destroyed and they helped him
to walk at the quick pace that
Darth had set.

He gained strength as the several
day journey to Briol passed. He
told them the story of his life.
He was the son of a great clergyman.
following in the path worn in his
father's great stride. But the temple
could not hold him. he sought
Yahweh in the beauty and comfort
of his forests, alone save for his
God. His true hennitage ended when
an itinerant stumbled into his humble



Aaron God-Tongue

died. or until God unveiled His new
plan, the Final Plan.

So it was that Aaron God·
Tongue come into Brial that
day and his ministry to this new
land was begun. They had left
him in the village square preaching
to the masses that gathered. They
were not surprised the next day
to hear the news of his enforced
departure from town. But they
were surprised at the note that
awaited them.

Seek me my friends in these
woods east of the village. I am lar
from home and these seem a goodly
place. Vet as long as I am able, I
shall continue in the work of
preaching and fig,ting against ~il.

Vou have served well inthis manner,
and I am ever willing to join whh
you on these endeavors, for the
power of the One is considerable
and He has led me to you to be
His hands. I am sony if I have
embarrassed you with my actions
in the village, but such is my mad
ness. Seek me in the wilds and I
shall find you.

"omo, tmd prollrl"od to "1m tho
path 01 the future. He saw that day
the boundless love of the One
for His children, His finest creation.
And he learned the ways of the
Chosen Ones, the holy men who
heard His voice and knew His mind,
and he knew the boundless power
of serving Him in this way, of being
I vessel.

He lelmed the truths of the
lesser deities and the false gods.
They were not the creators, nor
were they sustainers, they were false
hood. that led men on the fllse
path towards destruction.

And he worked for many
years, helping brave men of God
to erase the evils In the world.
MillnY men of p0'N8r were fouWtt
and many died or even repented.
And Aaron grew in stature and
grew as a receptacle of power.
Of the One's power. Such as he
were called mad, and they were
reviled and hated, but the work
of the One continued. Already
their numbers had dwindled, until
Aaron confided that he knew
not of lIf1y other in this work.
But he would not cease until he---.---------......FOR SALE:
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RAVENsKRAG is the first in a new series of
advenwres suitable for use with ell fantasy
role-playing systems. Four Giant 22" x 34"
maps detail Ravensk~ Cartte and the levels I
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by Rudy Kr.ft
= 4~

This column consists of several exotic magic items
designed for use with the Fantasy Role Playing game.
Runequest. The fonnat with which each item is described
as based on that used in my product, Plunder, published by
Th' Chaosium and I thank them for permiuion to use part
of it hl!f"e.

D.scription: This wetlon describes the item's physical
appearance including any obvious magical effecu (i.e.
glowing).

Culb: This section Iins the relationship of the item
and its poswssor to various cults.

Associated: Members of these cults are the primary
maken andlor use~ of this item.

Friendly: Memberl of 8 friendly cult have a presumed
friendship with the possessor of an item.

HOllile: Memben: of hostile cults will have it strong
tendency not to like users of the item,

Enemy: Members of enemy cults will generally attack
the user of In item on sight (unless the user Is obviously
far too powerful).

Knowledge: This section will list one or more words
or phrases which have specifically defined meanings relating
to the extend of public knowledge of the item. The terms
are:

Automatic: The item's powers work automatically
for nearly everyone if the item is used in the obvious waV.

Cult Secret: The making rJI'ld/or use of the item is
known onlv to a particular cult or group of cults (the
associated culn).

Few: Only a limited and small number of these items
are in existance.

Famous: The item is well known and in general
powers are thought to be common knowledge.

History: This section tells the history of an item.
Procedure: This section tells the procedure (if anvl

for making or attuning the item.
Powen: The item's powers and uses are explained

along with who can or cannot make Ule of them.
Value: The value of the item on the open market ;s

given here. This is the price a plaver character could get bV
selling an item not the price for which it can be easilv
bought.

26 .m~C

Air GIVler

Description: A small hoi. in the ground out of which
spouts air either continuously or at irregular intervals.

Cults: Associated: Air Cults
Hostile: Earth Cults.

Knowledge: Automatic, Cult Secret.
History: During the great darkness many spirits of

air were tnlPped beneath the earth. Since that time. they
have been making constant efforts to escape. Few of them
have been successful but their attempts do result in air
geysers.

Procedure: None:
Powers: Each of these geysers is located above an

imprisoned air spirit. As each air spirit has particular
characteristics, so too does the air they release. Some of the
geysers release pure oxygen wtIlle others release poison
gases and others flammable glSes. No two air spirits are
exactly the same, so no two geysers release exactly thl
same type of air (although many release similar air).

Value: There is no exact value to these geysers be·
cause they are not portable. They generally increase the
value of the land they are on but not always (for example.
a poison geyser might very well reduce value of good
grazing lind especially if it is far from any civilization
which might have a use for poison gas).

Oivin' Hlfps

Description: The harp is made of a shimmery, hard.
woodlike substance of no fixed color. The strings Ire mlde
of fine spun gold.

Cults: Associated: Hlrmony and Music Cults
Friendly: Most other Cults
Hostile: Disorder Cults

Knowledge: Few. Famous.
History: The exect origin of these four harps is not

known. The most common assumption is that their exis
tance is a necessary consequence of the Bxistance of the
original Divine Harp. In any case the harps first appeared
on the scene at the beginning of time In the hands of the
four most accompllshad harpists in history. Since that



time, the harps have changed hands a number of times
and some have disappeared for many. many years only to
reappear in the hands of a new master harpist. Currently
the loation of only one is known for certain. It is in the
hands of Dureena. the "Mlstreu of Music", who resides in
the cutle of the Pharaoh of the Holy Country.

Powers: The harps can only be used by someone with
• 90% skill in harp. If anyone with less skill attempu to use
one of these harps he or she looses 1 point of permanent
power. To use It harp it must first be tuned. This tuning
must be done every time the harp is taken out to be played
and every hoor while the harp Is being p1aved. Tuning
requires 8 successful roll of the user's harping ability and
an expenditure of 5 points of Battlemagic power. Failure
to make the roU (;lIrries no penalty but another attempt to
tune the harp will require another five minutes of effort.

Once the harp is tuned. it can be played normally.
However, anyone listening to Its music will be unable to
commit any hortile or violent actions. In fact, they will be
unable to do anything but listen or dance to the music.
Other than deafness, there Is no def8nse against the "attack"
of these harps.

Value: 150,000 Lunars each, but master harpists will
never sell them (this rule even applies to starving player
characters).

Description: An ancient looking wooden stick carved
in the lhape of a spirit rune.

Qllts: None.
Knowledge: Automatic, Few.
History: The history of these items is not commonly

known. It Is said by some that they are twigs off the first
tree but that does not explain their powers. Another claim
is that they were made by 8 powerful Troll Shaman of the
Dawn Ages.

Procedure: None.
Powers: These sticks glow with a bright brownish

green light if they are brought within 30 meters of a spirit
bound as a ghost. The possessor of one of these sticks can
not be attacked by a ghost. Note that this stick has no
effect on those spirits which are not bound as ghosts.

Value: 35,000 Lunars, but someone about to go to a
ghost infested region will pay more.

lsuries Guide Coins

Description: A small silver coin with an Issaries Rune
on each side.

Cults: Associated: Issaries
Knowledge: Cult Secret.
History: The ability to make and use these coins

was given by Issades to his worshippers early in time.
Procedure: These coins can be made by any tssaries

Rune Lord or Rune Priest. The procedure is fairly simple.
A silver coin must have the necessary runes engraved and
then one point of divine intervention is used thereby
creating the finished item.

Powers: These coins glow with a dim Ii!tlt when the
ISSlries carrying them continues to travel on a path or road
(even an unused and hard to find path). These coins are
most useful when an Issarles is leading a party or caravan
through unfamiliar wilderness.

Value: 2500 Lunars.

•



by Ron Lagerstrom

Have I got news for you! Actu
ally, a number of companies have
created the news, Judges Guild in
eluded, by releasing a number of
games and game aids for the mar
ketplace .

So, without further suspense,
let us begin.

Judges Guild starts with three
new Traveller tm playnids. plUS a
new AD &0 tm game aid. but that is
not all! There is also something new
for Empire of the Petal Throne.

llGlimmerdrift Reaches is one
of the Guild's newest Traveller tm
adventure aides. H's the mapping
of several systems below "Ley Sec
tor. II and. like its predecessor, it
includes extensive background in
formation of the systems, planets,
and inhabitants in this detailed sec
tor. Player characters will have to
deal with 8 number of inherent con
flicts and problems among the many
races and political concerns of the
area. This detailed product sells
for only $4.98.

IlDoom of the Singing Star"
includes twenty-four 15mm scale
deck plans for Cruise Liners of
the Brilliant Gem Class. With these
deck plans is a sixty-four page
guidebook, which includes exten
sive information. and scenarios
which relate to the above-men
tioned cruisers. Scenarios include
piracy, hijackings, rescue, security
duties, and others on both planet-

side and on board ship adventures.
This product sells for only $11.98.

"Navigator's Starcharts, II a
112-page book, provides all the
special grids for plotting six com
plete sectors. There is room for
over three thllusand stellar sys
terns, which should enable any
Judge to eliminate on-going system
creation problems as his player
characters roam about in search of
adventure. This welcomed referee
aid sells for $4.98.

"Portals of Irontooth" is the
second in the "Portals" series (Por
tals of Torsch was the first). This
forty-eight page book provides des
criptions of the Human and Gnome
Settlements, lands, and leaders, as
well as their history. Such things
as Portal types and travel. Wilder
ness encounters. and other useful
information is included in the pro
duct. This product can be used in
conjunction with "Portals of Torsch, II

or by itself as a separate adventure.
This AD&D tm product sells for
$3.98.

Judges Guild announces its
first Empire of the Petal Throne
adventure. "The Nightmare Maze
of Jigresh." This sixteen-page mo
dule takes place in a tortuous maze,
in a race against time to locate a
holy relic. This mid-level character
adventure includes Monster and
Wandering Monster Tables, and
Treasure Tables. This exciting ad
venture sells for only $2.00.

Yaquinto has released a number
of games in an "album" format.
Five of these games, (Swashbuck
ler. Beachhead, Hero, Fast Attack
Boats, and Battle). had been
changed from their original format
to an album version. However, they
have released eleven new album
format games. These games are:
Attack of the Mutants (my friend,
the Mutant - $8.00). Barbarians
(the Fall of Rome and the Mongol
invasion of Europe, for $8.00),
Asteriod Pirates (ship to ship com
bat in asteroid belts - $8.00). De
mons Run (Starcup Challenge racing
for $8.00). Roaring 20's (a game of
gangsters - $10 . DOl. Neck and Neck
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Go to your favorite hobby store and
demand the HIGH FANTASY GAMES.

ADVENTURES IN HIGH FANTASY begins where
HIGH FANTASY leaves oft. You'll get four won·
drous advenlures. Fortreu Ellendll' Is breath
taking adventure where vou'li match your wits
against an evil demon prInce. MoorgulIrd is a
powerful wizard who tries to create the ultimate
weapon as players stumble across hIs tabo<>
riddled lands. Terr" Ash Is a temple burled for
hundreds of years with three warring societies
that believe the world has perished, I.ord of Con
quest Is for those HIGH FANTASY plavers who
love the battlefields of miniatures, a complete
set of rules for 25 m.m. fantasv wargamlng.

afld \Vfiards:

vVorlds to cOflQuer!

HIGH FANTASY Is your Introduction to a brand·
new series of high adventure, role-playing games.
Unlike other fantasy role-playing games, HIGH
FANTASY Is simply designed· you don't have 10
memorize staggering amounts of material. in
stead, you'll learn how to become a warrior, a
powerful wizard and charge through realms of
bloodthirsty monslers, swarded knights, and won.
drous magic. You'll gel all the basic rules and
descriptions of monslers, plus a solo adventure
to gel you acquainted with this new fantasy
world. This ulllmsie advenlure game provides
you with countless hOurs of gripping aclion!

~~efltiofl, ~riors

~re are flevV fafltasy

ACTNOWI
DON'T DELA Y:



THE TOMB OF
KIXANDRAN

by RUSTY LAMONT

~

Deep in the realms of darkness where mystery abounds. there once lived
a man (some say that he was of the humanoid variety) named Kixandran. It
has been written for hundreds of years that he controlled the undead through
the use of his crown which no one has seen in that length of time. Some say
that he has died. others that he builds 8 force. but when Kixandran was active.
no large raids were made by the undead. Occasionally. a virgin or two would
disappear. along with some wine or mead. but the bulk of Kixandran's rule was
shadowed in privacy! A wandering group of adventurers. coming out rich
with gold and wounds. has made an offer for Professional Ghost Chasers. Any
takers will be led to Kixandran's Tomb. where they will be left alone in pursuit
of the crown. The hirers want only the crown, and will offer equippage to help
the Quest.

1) This is 8 3D' shaft that leads into the tomb. It opens to the North to allow
entrance.

2) This room, 50'x80' has a statue of a man on a horse in the West end Bnd R

small pyramid in the East end measureing 5' on each edge; it is a 5-sided shape
(countlng bottom).

a. The Statue: A horseman, on a pedestal, is fully armored and salutes
the North corridor with his offed helmet. At his belt is a sword hilt
of stone with a real sword in side (noted as if searching for a secret
door). The sword has a small inscription on its base, and has a silvery
tint after being polished of the tarnish (it is a silver sword. and has a
magical ability to detect sloping passages only). Because Kixandran
wos imprisoned by the crown, he afforded this sword to help tree
himself if anyone cwne to rescue him because it is sUver ond has a
magical quality!

b. The Pyramid: Appears to be metallic in nature. and quite uniform around
(no seams). There is neither a seam between the stone flooring and the
metal. If touched, a small, lO'xlO' building will grate up to its 7' height
slowly. as if by some arcane machinery. On the North side of the buil
ding, there is a normal-sized door (appears to pull out) that is locked
by a small, sUver latch. Listen:;: hear nothing. If the door is opened,
a mummy will come out with no surprise attack bonus. Save vs. Magic,
or automatic Fear causes one to run South.



AC 3 39.HP.I Damage per attack=12
If unwrapped will reveal two golden bracelets on wrists that animate
any dead and will make that undead member bent on the destruction of
t'Fi"eone that placed the bracelets on it or the Ill'st person that takes a
swing at it.

3) Well in center of room with no roof. On the mouth of the well is 8 small
ring on a silvery string that is off in the well, ff it is pulled (by any means
of destroying the Cube), a Well-Sickler will appear (shadowy figure using
a sickle). Has to be killed with a sUvery weapon.

AC 2 08 damage touch/tO with sickle
8 HP
The ring is a Ring of Invisibility

4) Tapestry on the east wall depicting an army of undead defeating an army of
humans and also a throne with a crowned man on it. There is a "huge plle of bones
in the SE corner that will animate (04 at a time) if the door is shut witn a total
of 12 skeletons being able to animate. Screams will come from tne 'hallway to
induce the closing of the door. usually on the examining of the tapestry.
AC 7 Attack with pummels D6 damage 06 HP per
5) 3- 6 Ghouls will attack as the door is opened inward or will grab listener
and pull him in on the roll of 1 on D6 out of sheer hunger. AC 6 Claws.
Teeth D3/03/D6Iron does double damage. Save vs. para1yzation if hit only
once for all the Ghouls. In the room is a huge pile of skeletons, evidently
picked clean of flesh.

6) Very thick mist (cannot even see torch) that can't be seen through,
In the center is a 10'x10' pit with a Carrion CraWler in the bottom that will
immediately eat anyone falling in.

7) Treasure Room
Statue of Wraith (apparent stone) in West/center
Chest (if opened win shoot a beam of light to the Wraith which wID of course
animate it: -I level per hit. AC 4. hit only by silver which does! damage
while magic does full damage. D6 damage per touch. 36 HP) .
Empty Clay Jar
Urn with terrible stench (rotting embalming fluid)
Dead body (crumbles at touch to dust)
Pitcher with Yellow Mold inside (Save vs. Poison +2)

Chest contains 900 GP plus 5 bars of gold (approximate weight equal to
1000 GP each!)

8) Three Gargoyles
AC 529 HP per D3. D3,D6.D4
90% wiU attack party: 60% will only want to subdue for torture.

9) Skeletal Army Room
Animate. according to number of skeleton and square stepped on
There are 8 skeletons around the room, armed to the teeth!"
All skeletons are armed Chainmail. Sword. and Shield. All their bones are
slightly yellow-coloured.
AC 4 Bash with Shields to floor then hit with Swords. D6 dam 12 HP each.

10) Well in center of room looks slightly distorted. Over the well is a
Gelatinous Cube that has impaled itself over the mouth of the well. 27 HP
Save vs. Paralyze on touch. Cube cannot attack! 2D4 damage on touch
also.



11) Purple Gunk across hall. 2010 damage on touch. no attack whatso
ever. The first touch will only do 2010 damage minus 2010 if armor is
present and will seep in in 3 turns (shed).

12) Black PUdding AC 6 48 HP eats Chain in one expossure. Plate in 2.
Will avoid fire. 3D 6 damage on touch

13) Two huge statues of lions. totally hormless.

14) Huge room. Table on East with servings of dried food on servin~

trays. goblets. etc. Underneath it is a rat hole :
Ratman AC 6 D8 with Sword, Suprise 1-4, 12 HP will lead 2 Rats AC 7
3 HP D3 damage per bite
Chaise lounge on West wall is torn and ripped up

15) HearinR' room of Kixandran
Pillars down both sides. There is a throne with a stuffed effigy of Kix
andran sitting on it with a false crown on it. Beneath the throne is a
huge slime that is attracted by fire and will come towards any torch. very
slowly. It will do 4D6 on contact but moves very slowly! The slime will
move away from the North wall where there is a sealed (wax)door. I f the
party enters this room after drawing away the slime by slipping by it on
either side and they leave the outside darWand carry the torch inside,
the slime will slowly move (but in total suprise unless looked at) towards
the door. If it reaches the door. following the flame. it wtll seal the
doorway permanently!

16) Coffin inside with crossed halberds over. Sealed with silver (molten)
that will take a long time to cut out to open! Inside is a decayed. dryed
corpse with 8 crown on it (crown has the picture of dragon embossed a
round it with many gems about) .. If the crown is placed on the head. the
wearer will become enslaved on a roll of 306 lower than one's Wisdom and
the wearer will want to live a very sheltered life in the tomb. He will
not harm the rest of the party unless they attempt to "bothernhim. In
any case, every undead in the whole tomb will report for assignment at
the wearing of the crown!

Mop.f 011 (loges 65 - 66
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Komlee. Mayor of Revelshire

Blue eyes
Blonde hair to shoulders
Pale complexion
Blonde beard and moustache
Age 179
5' 1"
144 lbs.
Right handed

AL IGN HP

13

CHAROEX

1613

CONWIS

14

INT

1313

STR

41N

CLASS LVL

Cleric 9th

Komlee Is a peaceful type, who does not want trouble. Nonetheless. he has
seen enough of it to be able to handle it. He wears mithril Chainmail (in
battle), which gives a +4 on Armor Class, but only weighs half as much as the
normal type. He weilds a +3 Mace. and constantly wears a ring which regenerates
1 HP/turn as long as the wearer is alive. He is one of the few people that
Revelroot knows by name. and he can often be found near the Treant. esp~cially

in times of trouble. He tells all of his problems to Revelroot. not for advice,
but for the therapeutic value. Once in a while the Treant does give advice. and
it Is usually good. It is a mutual enjoyment situation, for although Revelroot
is usually in a semi-somnolent state. he enjoys being spoken to. and such
activity usually results in a rustling of his leaves even when there is no
wind.
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Inn Guards

Tydhybu, half-elf

CLASS LVL ALIGN HP STR INT WIS CON OEX CHAR
Ftr 6th N 23 II 14 10 13 12 10

Spizo, half-elf

CLASS LVL ALIGN HP STR INT WIS CON OEX CHAR
Assn 4th NE 19 12 9 9 14 12 11

Yuisep, half-elf

CLASS LVL ALIGN HP STR INT WIS CON OEX CHAR
Ftr 1st LE 10 8 II II 12 II 5

Gu, half-elf

CLASS LVL ALIGN HP STR INT WIS CON OEX CHAR
Ftr 2nd LE 18 13 5 10 9 10 8

Rheb. half-elf

CLASS LVL ALIGN HP STR INT WIS CON OEX CHAR
Ftr 3rd NE 20 12 14 15 14 13 17

Loj, HaUling

CLASS LVL ALIGN HP STR INT WIS CON OEX CHAR
Ftr 1st LE 7 9 9 15 9 II 12

Guk, Elf

CLASS LVL ALIGN HP STR INT WIS CON OEX CHAR
Cleric 1st LN 3 14 II 11 11 10 18

These are the folk who keep order in the Inn provided under the trees
for the Humans. They act as bouncers. and prevent those who get drunk from
harming the trees, or getting into the tree-city. They have little trouble,
since they generally only have to deal with people who are drunk and in-
experienced with weapons.
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Key to Area Map

1. Tree city of Revelshlre

2. Open ground

3. Revel Green. The crosshatched line around the edge represents a 10' thick
and 20' high hedge around the Green. It will admit only those who know the
proper command word.

4. Revel Tower. A small fortification intended to protect Revelroot. and built
more for beauty than for function.

5. Najelsthirt. Commonly known 35 Revelroot.

6. The Starlight River. Formed by the confluence of Revelrun to the north, and
the Sandy River to the south.

7. Forests surrounding Revelshire.

8. Docks. Built for trading ships. including the road therefrom to the ware
houses under Revelshire.

9. Covered Bridge. Formed by a 100' long hollowed-out tree. The inside is about
20' 1n diameter. The road to the east is the caravan route coming in.

lO.Large Tree. Overhangs the banks of the Sandy River, and is connected to
Revelshire by a rope bridge. This bridge consists of one rope for walking
upon, and a second, about 3' higher, to hang on to for balance. This is
regularly inspected and maintained.

II.Warehouses. The goods brought in by ship or pack animal are stored here.

12.Inn. This Inn not only provides food and drink, but also a sleeping place
for visitors to Revelshire.

13.Stables. For the few riding beasts that come here .

. - .
Revelshire Inn

Revelshire Inn has been provided as a place for visitors to eat and sleep.
Since they did not ask the Humans to come, the people of Revelshire feel under
no obligation to provide first class accommodations. The food is edible, the
Ale drinkable. the beds sleepable, and the prices are high.

1. Common Room. The Common Room seats about 20 customers, and serves only
ale, fish, and hard tack. Fruits or vegetables can be bought at exorbitant
prices, and the workers will cook nearly anything you bring in yourself
at a minimal cost.



2. Kitchen. Those who have no money can earn the price of a meal and a flaggon
of ale by doing the cooking. This would still leave the worker to sleep
outside.

3. Sleeping Area. there are 22 separate sleeping compartments, each with a
crude cot in it. The walls are very thin, and the openings are covered
with curtains made from animal skins. Some rooms are big enough for more
than one person, but no extra cots are provided. There are also no
blankets, no sheets. and no pillows.

4. Stables. The prices charged for quartering horses are quite high, as there
are few facilities. It does little good to point out that riding animals
are also quite rare. Those who wish to may try to sleep in the stall with
their animal. but the Management assumes no responsibility for accidents.

5. Hay Storage. This is the cheapest place to stay in the entire Inn. At a
very low cost, you will be allowed to sleep here, along with anyone else
who so decides. One can even sleep free. paying for the space by feeding
any horses quartered here. There is a fair amount of hay here. for feeding
horses, and for sleeping. . - .

REVEL TOWER

Level One: The main part of this tower is 30' in diameter, with a pair
of 5' doors on the east side. (This 5' is the width of the doors at the
bottom; the doors taper to a point 20' above. forming a triangle.) In
the center of the room is a 5' wide ladder, which ascends to the next
level through a hole in the ceiling. The hole is circular, and just wide
enough to let the ladder through. The ceiling is 25' high. On the north
side of the door, which opens out, is a rack of gardening tools, including
spades. hoes, trowels, grass shears, and hedge trimmers. The wall has
been painted with an incredibly lifelike woodland scene. with birds.
animals. and even insects depicted going about their daily business. One
must look closely to see many of them, because the blending of their
natural'camouflage with their habitat is accurately depicted. The walls,
ceiling. and floor of this room are all of stone, as is the entire tower.
15' from the outer walls on the northeast. northwest, southwest and south
east side are the bases of four 7~' thick buttresses, which curve up to
join the main part of the tower 20' above.

Level Two: At 40' in diameter, this area is larger than the one below,
because of the buttresses. The ladder coming from Level One leads through
a 5' hole in the floor, and up to a 5' hole in the ceiling. There are
eight windows in the wall. four at the cardinal points of the compass,
and four between them. These windows are triangular,S' wide and 7~' tall.
The walls are 15' tall, and painted light blue. Between each set of windows
is a bookcase, each shelf containing books on a different subject. The
subjects represented are: Botany, Zoology, Astronomy, Philosophy, History,
Languages, General Science, Navigation, and Shipbuilding.

Level Three: Once again. the ladder comes through the floor and continues
through the ce11inR. through 5' holes. The room is 3D' in diameter, and



10' high. It has four triangular windows. which are set 45 degrees away
from the cardinal points of the compass. The wall is painted a pastel green.
Set at a height of 3' above the floor all the way around the wall is a
rack containing Arrows. The rack breaks only for the windows. The Arrows
are stored 120 to a rack to a total of 480 Arrows. This is once again an
example of beauty over efficiency, because about ten times as many Arrows
could be stored by bundling them, rather then racking each one. Both Arrows
and racks are intricately carved. and well finished. including stain on the
Arrow shafts.

Level Four: This area is the smallest yet. only 20' in diameter. The ladder
goes from floor to ceiling, as usual. and the holes in the center of the
room are still 51 in diameter. The walls are lemon-yellow. and 15' tall.
There are four of the triangular windows. once again at 45 degree angles
from the cardinal pointa of the compass. The four extensions on the cardinal
points are the beginnings of the buttress for the parapet on the next level.
The walls of this level also have carved and stained racks. these holding
Bows. The Bows are also carved and stained, but this does not affect their
usefulness. Each Bow has its bowstring wrapped around it in a leather wrap
ping. There are sixty Bows per rack. and four racks. for a total of two
hundred and forty bows. This is another case of beauty over function. for
this is far too many Bows for the number of people who could man the tower.

Level Five: There is a 5' hole in the floor of this room, but the ladder
stops just after passing through it. for this is the top floor of the tower.
It is 10' in diameter and LSI tall. with pastel pink walls. Laying on the
floor somewhere in this room will be a bedroll, tied with a leather thong.
The level has four triangular windows. which give access to the parapet.
This is IS' wide, and goes all the way around the tower. Around the outside
is a 2~' thick wall. It is 2~1 tall, with eight 2~' high. and 5' long
crenellations atop it. These are arranged so that the spaces between them
are at the cardinal points of the compass and also halfway between them.
The Keeper of the Tower sleeps on the parapet. using the bedrull inside the
tower. If the weather is bad. hesleeps inside level five. The outside wall
of the tower comes to a point about 22' above the ceiling of level five.
Four horns extend from the ceiling of this level, pointing north, south, east.
and west. These curve upward for 15'.

• • •

Northwest of Revelshire is a crumbling tower, which is the home of
eims, a 15th Level Wizard. He is not usually given to socializing, but
presently he is looking for companions. About 10 miles south of the city.
he has discovered the home of a long-dead Sage, and he wishes to recover
as oany of the books as possible, a task rendered somewhat difficult by
the twelve Ghouls ~hat live there. The Wizard already has three companions.
but wanta more. The three are a husband, wife. and son, all Werebears. These
folk live alone, far from all contact with intelligent creatures. They have
been treated with such suspicion and contempt that they chose to move to
an uninhabited area. They are willing to help the Wizard because he has
treated them kindly, and helped them. The inhabitants of Revelshire are
unwilling to assist him because they are busy with their own pursuits.
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Revelshire History

Revelshirc was founded due to the desire of the people to be near,
and to protect. Najelsthirt. a Treant, whose name means "Revelroot" when
translated into the Common tongue. They built graceful Revel Tower to
protect him. as well as the city. This is no normal city: it is in the
treetops. for the original builders were Elves. and tree lovers. They
caused the trees to grow especially tall and large for this purpose,
and formed their homes and shops from the living branches. They also
caused an impenetrable hedge to grow around Revelract and Revel Tower.
This was important, for Revelraot has now become almost completely
immobile, and 1s rarely awake enough even to talk.

Revelshire 1B built at the confluence of the Sandy River and Revel
Run, where they form the Starlight River. Many years after the founding
of Revelshire, the Starlight River became an east-west trade route for
the Humans. Although the Elves did not like the idea, they were forced to
accept it. Soon Revelshire became a trading center where goods were trans
ferred from animal caravans to ships. The Humans coming in began to inter
breed with the Elves. The Humans all seemed to have the same motto, with
which they infected their half-Elven offspring: "Get everything you can
get, without getting into trouble." This attitude was completely abhorent
to the Elves. but by the time they realized what had happened, they were
outnumbered in their own city. They took the only course available to them,
and moved out. Thus, few Elves remain in Revelshire, although its former
owners still watch the city. The halfelven folk still give lip service to
the old Elves' precepts, and still care for the trees and for Revelroot.
in fear of Elven retribution. Only 8 very few still know the words which
will cause the hedge to let them through to Revelroot and Revel Tower.
bnd fewer care. The halfelven folk have taken advantage of the demand for
timber, weeding out old, sickly, dying and dead trees. The Elves have not
decided what to do about this, as it does help the Forest.

Revelshire is located in Hex 4512 on Campaign Map 13. 70% of the inha
bitants are halfelven. 20% are Human. 5% are Elven, and 5% belong to other
species.

Revelshire City Map

The city of Revelshire is in a grove of treesj not on the ground. but
in the branches. The dark outlines represent the extent of the branches.
The blank circles represent the various living areas. and the dotted lines
are the main travel routes. The letters "~utI and "d" represent ladders up
and down, respectively. There are four levels of the city labelled 1 through
4. going from the bottom to the top. Each area represents a three-meter
(about g') slice of the city. It should not be assumed that all of the areas
on one level are the same distance from the ground. Instead, they are almost
all at different levels. but happen to fall in the same "slice." Under the
city are warehouses. sleeping rooms and an Inn for the Humans who visit
Revelshire for business purposes. These Humans are almost never allowed in
the city.
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Sage's Retreat

The map shows the Sage's home as it would have looked had it had regular
maintenance. TIle outside walls are o( stone, with door. roof, floor and shutters
of wood. It is in a clearing in the woods. with a few trees and bushes growing
around it. and a garden to one side. Due to a lack of maintenance, the path
to the front door is almost completely overgrown, the door is off the hinges,
the roof is sagging. and the garden has grown wild and tangled.

After entering the front door. one will be in what appears to be living
quarters. The room is 40' square, and IS' tall, with a door directly across
from the one just entered: and two shuttered windows in the north and e8!:lt
walls. The floor is badly warped, but will still hold a reasonable amount of
weight. Approximately in the center of the west wall is a fireplace, holding
a mass of wood fihers, leaves, and two mouse nests. The hearthstone is cracked.
Directly before the fireplace is a table, which has warped, split, and col
lapsed. and a fairly intact-looking chair. which will crumble as soon as any
weight is put on it. In the southeast corner of the room are the remains of
a bed with a feather mattress on it. This mattress is badly decayed, and infested
with bugs. The floor is generally covered with leaves and forest debris, and
there are fungi and plants growing in a few places. There are also several
places where light can be seen through the roof. Near the bed, on the floor,
and covered by a pile of leaves, is a trapdoor leading to the basement. TIle
trapdoor is rotten, and will collapse if stepped upon.

Through the second door in the living quarters is the Sage's library. It
is 40' square, and 10' tall. It contains five wooden bookcases. each COn
taining four rows of books. Two of the bookcases are on the wall, but the rest
are free-standing. and have shelves on each side. Originally, these held
nearly 2500 books and scrolls, but less than 800 remain in readable condition.
These books can be taken from their shelves and looked at, with care, but
there is a 10% chance for each such examination that the book or scroll will
disintegrate. The books and scrolls can only be transported if very strenu
ous precautions are taken, and each scroll or book would still have a 25%
chance of falling apart.

This particular Sage dedicated himself to the study of the Undead, and it
is the subject matter of all his books. The books and scrolls are arranged
according to type of Undead. Going from west to east, the bookcases contain
books about Wraiths, Ghosts, Skeletons, Ghouls, Liches, Vampires, and Zombies.
Vampires were the Sage's specialty, and one bookcase is filled on both sides
with information about them.

Below the trapdoor in the living quarters is a set of wooden steps leading
to the basement. Each of the twenty risers has a 10% chance of breakjng each
time it is stepped on. If someone falls through the trapdoor, there is a
5% chance of the entire staircase collapsinR. The steps lead to a
40' NS by 20' EW room, with a door on the west wall. At least it used to
be that large a room; most of the north wall has now collapsed, taking
about 10' off the north end of the wall. The floor is dirt, and the walls
are of stone. The room has no recognizable contents.

Through the door in the basement is another 40' NS by 20" EW room, which
is the lair of the twelve Chouls. These fearsome creatures have an AC of 8,
and HD of 3. TI1ey attack twice a turn for 1-6 points of damage for each
attack. There is also a cumulative 2% chance for each hit of contracting a
randomly chosen disease. These creatures move 9" per combat turn, and attack
without fear. They will hear any movement in the house. and immediately
attack. The rOOm is filled with bones, and the bodies of partially-eaten
creatures. Incidentally, the Sage's Treasure of 250 GP is buried in the
northwest corner of this room.
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Encounter Tables

When in the woods, roll once each hour for an encounter, a roll of 0
on a 010 indicating that one has occurred. Also, roll once every six hours
of travel to see if the party wanders off in a random direction. This is
indicated by a I on a 06. If they do become lost, roll another D6. A 1 in
dicates that they travel in the direction they are presently going, 2 indi
cates a direction 30% to the right, etc., up to a 6, which indicates a di
rection 30% to the left. If a party is lost, roll every six hours anyway,
to indicate an unplanned change of direction. Remember that the party need
not be told they are lost. although sunsets. sunrises, and. possibly, star
positions miRht give notice to the fact.

For river encounters. roll only once every three hours with a 1 on a DB
indicating an encounter. These encounters will be with creatures in. or on,
the water, as appropriate. If the "Roll on Woods Table" result is rolled,
the creature(s) rolled there will be on one bank or the other.

. , .
Wood Encounters

01-02
03-lJ
14-15

16
17-18

19
20-29

30
31

32-43
43-53

54
55-56

57
58-59

60

Badger
Bear, Brown
Bear. Cave
Bees. Giant
Boar. Wild
Centaur
Deer
Deer, Irish
Dryad
Elves, Half
Elves, Wood
Gnomes
Goblins
Hal fling
Horse. Wild
Little Folk

61-62
63

64-73
74

75-76
77-78
79-80
81-82
83-84

85
86-87

88
89

90-99
00

Water Encounters

Lion
Men
Ogre
Pegasus
Satyr
Snake, Constrictor
Snake. Poisonous. Giant
Spider. Giant
Tiger
Treant
Troll
Unicorn
Wight
Wolf
Wolf. English

01-05
06-11
12-17
18-22
23-28

Eel. Electric
Elves. Half
Elves. Wood
Frogs, Giant
Men

29-33
34-38
39-43
44-00

Nyads
Snake. Water
Snapping Turtle. Giant
Roll on Woods Table



Woods Encounters

Badger

No. Appearing: 1-8
AC, 6
lID: 2
Attacks: 3 (Claw/Claw/Bite)
Damage/Attack: 1-3/1-3/1-6
Move: 6" (3" burrowing)
Semi-intelligent
Siz., S (2~')

Alignment: Neutral

These creatures are non-a~gres

sive, and slow. They attack fier
cely. however. if bothered. When
encountered. they will be a family
group of Male. Female. and partly
grown young. Their hides are worth
1-4 GP each. The adults fight at a
+2 to hit if defending the young.

Brown Bears

No. Appearing: 1-6
AC, 5
HD' 6
Attacks: 3(+1) (Paw/Paw/Bite/(Bear-

hug»
Damage/Attack: 1-8/1-8/2-12/(1-10)
Move: 12'
Semi-intelligent
Size: L (9')
Alignment: Neutral

Brown Bears are quite bad-tem
pered, and will attack at the sligh
test provocation. If taken as a cub,
however, one makes an excellent pet.
They are quite single-minded in
their attacks. and are unlikely to
be driven off. They show little
sign of serious damage, until they
suddenly drop dead on reaching 0
HP. They are willing and able to
climb trees. If they hit with
both paw attacks on one turn. they
also automatically get a bear hug
attack. This extr~ attack is shown
in parentheses. Ea~h turn there
after, until it is broken. the bear
hug damage is automatically rolled
for. in place of the two paw at
tacks. A person gets a 10% chance

of breaking free, plus 2% (or each
Strength point over 15. A group of
Bears will consist of one or two
adults with partially grown cubs.
Adults will fight at a +2 to Hit
while defending the cubs.

Cave Bears

No. Appearing: 1-3
AC, 3
HD' 9
Attacks: 3 (+1) (Paw/Paw/Bite/Bear

(Bear hug»
Damage/Attack: 2-12/2-12/2-121

(2-20)
Move: 12"
Semi-intelligent
Size: L (12')
Alignment: Neutral

These animals are very different
from Brown Bears. They are larger,
stronger, and meaner. They will
probably attack on sight. They also
show no impairment until death. and
score a Bear hug as the smaller
bears do, althou~h the chances of
breaking it are halved. If three
are present. the third will be a
cub.

Bees, Giant

No. Appearing: 20-200
AC, 4
lID: 4
Attacks: 2 (Jaws/Sting)
Damage/Attack: 1-8/1-4
Non-intelligent
Size: S (3')
Alignment: Neutral

The numbers given are for in the
hive; 90% of the encounters will be
outside of the hive, with 1-10
workers being present. In the hive.
95% will be workers. 5% will be
drones. and there will be one queen.
Drones are identical to workers,
except that they cannot fly. A
queen will have 6 HD. but cannot
move. or attack. She will be semi-
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intelligent. and 6' long. If a bee
hits with its sting (50% chance of
trying, each turn), it will die in
1-4 turns. Also. the Victim must
Save vs. Poison, or die. This stin
ger is barbed. and will remain 1n
the wound. An additional 0-2 points
will be done removing it. Bees out
side the lair will not fight with
the party unless attacked. Those in
the lair will fight until the queen
is killed I and then wander of £ .

Wild Boar

No. Appearing: 1-8
AC: 6
HD: 4
Attacks: I (Bite) (or by weapon

type)
Damage/Attack: 3-18 (or by weapon

type)
Move: 15"
Semi-intelligent
Size: M (3' tall)
Alignment: Neutral

Boars also have a very bad dis
position. and will usually attack.
TIley fight until dead. They are
omnivorous, usually eating plants,
but they will eat meat when they
can get it.

Centaur

No. Appearing: 4-40
AC, 6
RO, 3
Attacks: 2 (Hands) (or by weapon

type)
Damage/Attack: 1-8/1-8 (or by

weapon type)
Move: 18"
Low Intelligence
Size: L (8')
Alignment: Neutral Good

These half-men-half-horses Bre
simple Bnd shy, but friendly. 10%
of the males will speak Elvish, but
no other tongue, save their own,

will be known to them. If 10 or
less are encountered, they will all
be males in a hunting party. Other
wise, 60% will be females and chil
dren. who will fight only if abso
lutely necessary. 75% of all males
will be armed, 25% with Clubs, 257
with Spean", and 25% with slings.
These creatures are so strong as to
get +2 to damage on all weapon hits.

Deer

No. Appearing: 4-32
AC, 8
HD: 3
Attacks: 1 (Antlers)
Damage/Attack: 2-12
Move: 24"
Semi-intelligent
Size: L (5' to shoulders)
Alignment: Neutral

The Statistics given are for
Stags. who will make up 25% of the
herd. Of the other 75%, 507. will
be does, and the rest will be fawns.
Does have no horns, and will fight
only if cornered. They have three
attacks. two hooves, and a bite,
for 1-3 points each. The does have
only 2 lID.



Irish Deer

No. Appearing: 1-8
AC: 6
lID: 5
Attacks: 2 (Antlers)
Damage/Attack: 2-12
Move: 24"
Semi-intelligent
Size: L (8' to shoulder)
AlignmQnt: NQutrsl

Once again, these Statistics are
for Stags, with the same ratios ap
plying as for nonnal deer. Indeed,
except for size. they are normal
deer. The Stags get two attacks
because their antlers are spread
far enough apart to use on two
opponents. The does have 3 lID. and
score 1-6 points for each of their
three attacka.

Dryad

No. Appearing: 1
AC: 8
lID: 2
Attacks: I
Damage/Attack: 1-4
Move: IS"
Highly Intelligent
Size: M
Alignment: Neutral

The~e beautiful, female-appearing
creatures are tree spirits. They are
the embodiment of one particular
tree, which will usually be an oak.
always large. Dryads speak the lan
guages of the Wood Elves and the
Little Folk. and can speak with any
plant. If threatened. the Dryad
will step into any tree, and, there
by, magically return to her own
tree. If her tree is destroyed. the
Dryad dies. and vice versa. To pre
vent this. the Dryad will use her
inherent ability to Charm the ag
gressor(s). who will then become
Dryads themselves.

Half-elves

No. Appearing: 1-20
AC: 1
lID: 1
Attacks: (by weapon type)
Damage/Attack: (by weapon type)
Move: 12"
Above Average Intelligence
She: M (51)
Alignment:

Any hell-elves encountered will
probably be a group frOm Revel
shire. There is a 10% chance of a
character greater than Level 0,
whose Statistics should be deter
mined randomly. Most will be armed
with Longsword and/or Bow, with
Leather Armor, and a Shield. They
will speak both Wood Elvish. and
the Common tongue.

Wood Elves

No. Appearing: 1-100
AC: 8
lID: 1
Attacks: (by weapon type)
Damage/Attack: (by weapon type)
Move: 15"
Highly Intelligent
Size: M (4~')

Alignment: Neutral

These folk are simple and rustic.
preferring nature to any technology
whatever. They live a semi-nomadic
existence. sometimes staying long
in one place. but never building
homes. Only 20% will speak the
Common tongue of mankind, but fully
40% will know the language of any
Forest creature. They can pass al
most undetected through the Forest,
and do nearly whatever they want
with plants. Most will fight and do
magic at the first Level. but one
in ten will be second Level in each.
and one in fifty will be third Le
vel. There is also a 5% chance for
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every group of ten to include an
Elven Druid of 2nd-4th Level. These
shy folk will usually do all they
can to avoid contact with outsiders.
They wear Leather Armor, but never
use Shields. Their armament ratio
is: Longsword and Longbow, 10%;
Longsword and Spear, 10%; Longbow
and Dagger. 20%; Longsword, 30%;
Spear and Dagger, 30%.

Gnones

No. Appearing: 1-100
AC, 6
HD' 1
Attacks: (by weapon type)
Damage/Attack: (by weapon type)
Move: 9"
Above Average Intelligence
Size: S (2')
Alignment: Neutral Good

Like the Wood Elves, these small
folk are non-technological. but un
like the Elves. they have permanent
homes. which are burrows or holes
in rocky hills. They speak only
their awn language. with 20% also
speaking Elvish. One in five will
be a first Level Fighter. and one
in twenty will be second Level. One
in fifty will be third Level. There
is also a 5% chance for every ten
Gnomes, of a 2nd to 4th Level Cle
ric. and a 2% chance per ten Gnomes
of a 2nd to 4th Level Magic User.
The Gnomes will wear Leather Armor,
with no shield, and will be armed
as follows: 25%. Clubs; 25%. Picks,
25%. Hammers; 25%. Axes. The higher
AC is due to their small size.

-

Goblins

No. Appearing: 1-100
AC, 7
RD' 2
At tacks: (by weapon type)
Damage/Attack: (by weapon type)
Move: 12"
Average Intelligence
Size, M (4)
Alignment: Lawful Evil

Goblins are the "bad guys" of
the area. Few of them speak any
language but their own, and few of
the Forest folk speak the language
of the Goblins. They are vicious.
and cruel, and delight in killing
for killing's sake. They wear Lea
ther Armor. and use sheilds. 25%
use Maces, 25% use Shortsword. 25%
use Spears. and 25% use Shortbows
and Shortswords.

Halfllngs

No. Appearing: 4-40
AC, )
HD' 1
Attacks: (by weapon type)
Damage/Attack: (by weapon type)
Move: 9"
Very Intelligent
Size: S (3')
Alignment: Neutral Good

Of all the Forest folk, these
are the most technologically ad
vanced. Their clothes and tools are
either purchased from. or copied
from, Humans. They live in the
trees, underground, or in buildings.
and 30% of them are able to speak
the Common tongue, and 50% are able
to speak Elvish. One in five will
be second Level, One in twenty will
be third Level, and the rest first
Level Fighters. There is a 10%
chance for every five Halflings of
a Ist-3rd Level Cleric. and a 5%
chance for every five of a lst-3rd
Level Magic User. They wear leather
Armor. and use Shields. 25% of the



Halflings use a Spear. The rest
carry Shortswords; 25% of them also
have a Short bow, and another 25%
have a Sling.

Wild Horses

No. Appearing: 3-30
AC, 7

HD' 2
Attacks: 3 (Hoof/Hoof/Bite)
Damage/Attack: 1-4/1-4/1-3
Move: 24"
Low Intelligence
Size: L
Alignment: Neutral

Of all the Forest animals, the
Wild Horse is one of the smartest.
Indeed, the lead stallion of each
herd will be able to outthink many
members of the so-called intelli
gent species. He will also have
3 HD, and be able to travel at up
to 27"/turn. These horses are shy,
and run away at the slightest pro
vocation, but can be tamed. Indeed,
most will consent to bear an Elf,
if he is in a hurry, and, possibly,
stay to defend the Elf in an attack,
if his Charisma is high enough.

Little Folk

No. Appearing: 1-100
AC: 1
HD, ~

Attacks: 1
Damage/Attack: 1-3
Move: 12" (24" flying)
Very Intelligent
Size: S (611

)

Alignment: Chaotic Neutral

The unusually high AC ~hat these
folks have is due to their size,
and to the fact that they can be
come invisible at will. They wear
no Armor. These creatures are mis
chievous, though shy, and will
often play jokes which mayor may
not be funny. They can cause Con-

fusion on touch, cast Illusions,
and fly. They do not attack unless
their home is disturbed, in which
case they are 9till~more likely to
snatch important items and hide
them than to do battle. Such dis
turbing of their home is quite
likely to be accidental, as the
homes are almost impossible to
find. Few of the folk will speak
any language but their own.

lions

No. Appearing: 2-12
AC, 7
HD, 5

Attacks: 3 (5) (ClaW/Claw/Bite/
(Claw/Claw)

Damage/Attack, 2-8/2-8/3-12/(1-10/
1-10)

Move: 15"
Semi-intelligent
Size: L
Alignment: Neutral

These great beasts are more
common on the plains, but also live
in the Forests. If less than five
are encountered, they will be fe
males hunting for prey. Otherwise,
50% will be female. 25% male, and
25% will be cubs. If the pride is
attacked, all the adults will de
fend it, but otherwise. the males
are unlikely to do any fighting.
The parenthesized attacks are rear
claw rakes, and are only possible
if both front claws hit.



Men

No. Appearing: 1-10
AC: Variable
HD, 1
Attacks: (by weapon type)
Damage/Attack: (by weapon type)
Move: 12"
Intelligence: Variable
Size: H
Alignment: Variable

Man is not the dominant species
in this area. and is rarely encoun
tered away from the river. Those
that are encountered will be ad
venturers of some sort. Most will
be first Level. but any other Sta
tistics must be created after the
Judge decides why the men are 1n
the Forest.

Ogres

No. Appearing: 2-12
AC: 6
HD: 3
Attacks: 2 (or by weapon type)
Damage/Attack: 1-6/1-6 (or by wea-

pon type)
Move: 9 11

Low Intelligence
Size: L (8')
Alignment: Neutral Evil

These creatures are 8tupid and
vicious, and are likely to kill any
creature they see, eating it only
if hungry at the time. The only
clothing they wear is uncured hide.
and they use only the crudest of
weapons. Nevertheless, they are so
strong that they get a +2 on damage
rolls with weapons. 25% of the o
gres use Clubs, 25% use Spears. 25%
use stone Axes. and 25% use nothing
at all. They speak only their own
rudimentary language.

Pegasus

No. Appearing: 1-4
AC: 7
HD: 5
Attacks: 3 (Hoof/Hoof/Bite)
Damage/Attack: 1-8/1-8/1-6
Move: 24"/(28" by flying)
Very Intelligent
Size: L
Alignment: Chaotic Good

If a miracle happens, and one 1s
able to capture a Pegasus. it will
prove to be untrainable. It will
never accept rider, saddle, or bri
dle. On the othLe hand, if a Good
character makes friends with a Peg
asus, it may consent to carry him.
and will then remain loyal for life,
although still not accepting saddle
or bridle. It will, however, make
sure that the rider does not fall
off accidentally. Pegasi are shy
and hard to find. and, as flying
creatures, harder to catch.

Satyrs

No. Appearing: 1-6
AC: 6
HD, 3
Attacks: I (Bite) (or by weapon

type)
Damage/Attack: 2-8 (or by weapon

type)
Move: 15"
Very Intelligent
Size: M (5')
Alignment: Chaotic Neutral

Generally, these horned, goat
legged creatures are content to fro
lic in the woods, without outside
contact. They do not actively avo1d
contact, and are friendly enough
when met, but most likely will be
unable to communicate. being un
able to speak only their own lan
guage. 40% will carry S11ngs, 10%
will carry Spears, and 10% will
carry both. The remainder will be
unarmed.



Constricting Snakes

No. Appearing: 1-2
AC: 6
AD: 4
Attacks: 2 (Rite/Crush)
Damage/Attack: 1-4/3-12
Move: 611

Semi-intelligent
Size: L (22' long)
Alignment: Neutral

These great snakes seek to kill
their prey by wrapping their coils
around the prey and squeezing it to
death. They can also bite for a
limited amount of damage. Upon
killing the prey, the snake will
swallow it. The largest constric
tors will be able to engorge a
smaller species. if not a Human. A
Constrictor will sleep for 2-6 days
after making a kill.

Giant Spider

No. Appearing: 3-30
AC, 4
lID, 4
Attacks: 1
Damage/Attack: 2-8
Move: 12"
Semi-intelligent
Size: L (5')
Alignment: Neutral

These lar~e arachnids spin their
webs between trees, and close to
the ground. to catch Forest crea
tures. The spiders will then drop
upon the entangled prey,and bite
them, injecting poison. If the Sa
ving throw is missed by less than
four, the Victim will be paralyzed
for 1-6 hours. If missed by more
than four, or by exactly four, the
Victim dies. After paralyzation,
the Victim is tTussed. and hung up
for later consump~ion. There Is a
2% chance per Spider of 1-10 such
Victims. Types should be rolled for
on the Encounter Table. These webs
are highly adhesive; a character

as a 10% chance for each point over
14 of pulling loose.

Poisonous Snake, Giant

No. Appearing: 1-6
AC' 4
HD, 3
Attacks: I (Bite)
Damage/Attack: 1-8
Hove: 12"
Semi-intelligent
Size: L (12')
Alignment: Neutral

A typical example of this type
of snake would be a King Cobra.
These are the coil-and-strike type.
Because they are so large and fast.
(the strike being so fast as to be
nearly impossible to see with the
Human eye), they are extremely dan
gerous. The); are also dangerous in
that their poison requires a Save
at -) against Poison. This poison
will be usable for the first 3-12
hits.

Treant

No. Appearing:
AC: 2
lID, 8
Attacks: 4 (Hit/Hit/Kick/Kick)
Damage/Attack: 2-12/2-12/3-18/3-18
Move: 15"
Highly Intelligent
Size: L (IS')
Alignment: Neutral Good

For eons before the coming of
other intelligent species, the Tre
ants were tree-heroes. As the other
species arose. they began to become
less and less common, and to fall
into a strange slumber. Fully 60%
are now fully asleep. 25% are in a

partial slumber, and will not often
respond to efforts to contact them.
10% are immobile. but easily a
wakened. and only 5% are fully a
lert and mobile. They are peaceful
and easy-going, but unfightable



when angered. A Treant will have
a good chance of knowing the native
language of any creature that
speaks to it. When motionless. they
are almost indistinguishable from
trees, and often use this to avoid
contact.

Tlger

No. Appearing: 1-4
AC, 6
lID, 6
Attacks: 3 (5) (Claw/Claw/Bite/

(Rake/Rake»
Damage/Attack, 1-6/1-6/1-1D/(2-8/

2-8)
Hove: 18"
Semi-intelligent
Size: L
Alignment: Neutral

Unlike lions, all of these great
cats hunt, and their camouflaging
stripes make them very hard to see.
If a Tiger scores 2 claw hits, he
will be eligible for the two raking
attacks in parentheses.

Troll

No. Appearing: 1-10
AC, 6
HD: 3
Attacks: 3 (Claw/Claw/Bite)
Damage/Attack: 1-8/1-8/1-6
Move: 9"
Low Intelligence
Size: L (7')
Alignment: Neutral Evil

These loathsome creatures are
strong. fearless, and voracious.
They will eat anything they catch.
They are truly dangerous, because
they heal at the rate of J HP per
round, until they are dead. and any
severed parts continue to fight.
The only ways to permanently injure
a Troll are with fire, or with
acid.

Uni corn

No. Appearing: 1-3
AC, 1
lID, 6
Attacks: 4 (Hoof/Hoof/Bite/Horn)
Damage/Attack: 1-6/1-6/1-4/1-12
Move: 30"
Hi~lly Intelligent
Size: L
Alignment: Lawful Cood

These highly magical horned
horses are even rarer than Pegasi.
They are extremely shy, and will
have nothing to do with anyone who
is not Lawful Good, except to at
tack them, if necessary. Even a
Lawful Good character may not be
able to come near a Unicorn. Only
those who are completely pure will
be allowed near, Bnd the Unicorn
will know. Such a person has a
chance of the unicorn becoming a
friend, and serving loyally until
death. Unicorns will usually escape,
if chased, due to their speed and
maneuverability. If this fails,
they will become invisible, and
race away. If captured, a Unicorn
will die immediately. Due to the
highly magical nature of the crea
ture, a Unicorn's horn will be able
to hit any creature, no matter how
much magical protection it has. A
Unicorn gets a +2 to hit on crea
tures which do not require magic to
hit. The horn loses all magical
properties when the Unicorn dies.

Wight

No. Appearing: 1-8
AC, 6
HD, 3
Attacks: I
Damage/Attack: 1-8
Move: 12"
Low Intelligence
Size: M
Alignment: Chaotic Evil

--



These are the Undead bodies of
those who died in the Forest, and
were not buried or eaten. These
corpses have reanimated to take
their vengeance on all intelligent
life. They do this by attacking on
sight. and draining one point of
CON each time they hit. If a Saving
throw versus magic is not made, the
loss is permanent, Otherwise, lost
point~ are regained at a rate of
one per day of rest. This Saving
throw should be made separately for
each hit. If a person reaches zero
CON, he will die. and become a
Wight in 1-8 hours. Wights cannot
be hit by non-magical weapons.

Wolf

No. Appearing: 1-20
AC, 7
HD: 2
Attacks: 1
Damage/Attack: 2-8
Hove: 18"
Semi-intelligent
Size' M (4')
Alignment: Neutral

Wolves specialize in pack figh
ting. and are quite strong. They
are 60% likely to go for the throat.
and such an attack will almost cer
tainly kill, if successful. Another

favorite tactic is hamstringing, or
biting through the Achilles' ten
don at the back of the lower leg.
If found. ~he cubs can be raised
and trained as though they were
dogs.

English Wolf

No. Appearing: 1-10
AC: 3
an, 6
Attacks: 1
Damage/Attack: 3-12
Move: 18"
Low Intelligence
Size: L (8')
Alignment: Neutral

Although larger and smarter than
normal Wolves. these fierce crea
tures are also rarer. The cunning
of these beasts is unbelievable.
and the Forest animals stand little
chance against them. Even the wea
pons-using creatures are hardly a
match for them. In battle, they
usually go for the jugular vein, or
the Achilles' tendon. as regular
Wolves do. Their cubs are also
trainable. They are so strong. that
it would be possible for one of the
smaller species of animal or Human
to ride one of these great beasts.

Water Encounters

Electric Eel

No. Appearing: 1-4
AC, 7
an, 2
Attacks: 1 (8ite)
Damage/Attack: 1-4
Hove: 12"
Semi-intelligent
Siz.e: H (6')
Alignment: Neutral

These creatures are called
"electriC" because they can deliver
a shock which will affect anyone in

the water around them. This shock
does 20 points of damage. -1 for
every foot from Eel to Victim. This
ability is usable only once an hour.

Half-elves

No. Appearing: 1-20
AC, 7
an, I
Attacks: (by weapon type)
Damage/Attack: (by weapon type)
Move: 12"
Above Average Intelligence
Size: M (5')
Alighment: Lawful Evil
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These ~ll be similar to those
chronicled in the Woods Table. but
in boats. The boats may be regular
small boats. dugout or animal-hide
canoes, or. rarely. small sailing
ships. They will almost certainly
be going to or from Revelshire.

Wood E1 yes

No. Appearing: 1-20
he; 8
liD: 1
Attacks: (by weapon type)
Damage/Attack: (by weapon type)
Move: 15"
Highly Intelligent
Size' M (4~')

Alignment: Neutral Good

These also will be similar to
those described in the Woods Table.
They will usually have an animal
hide canoe, or, rarely, a dugout.
They will probably not be going to
or from Revelshlre. but will be in
tent on their own business, and
will prefer to be left alone.

Giant Frogs

No. Appearing: 1-8
AC, 8
lID' 4
Attacks: 3 (Claw/Bite/Tongue)
Damage/Attack: 1-2/1-4/1
Move: 9" (on land or in water)
Semi-intelligent
Size: L (8')
Alignment: Neutral

Due to their coloration, and
their habit of hiding in the water
with all but their eyes submerged.
these creatures usually surprise a
party. Their main form of attack is
to wrap their tongues around their
Victims. and pull them into their
gaping mouths. The tongue of a
Giant Frog can hit targets up to
20' away, and will pull in any crea
ture of up to twice the Frog's
weight. If a creature is close e
nough, the Frog can claw once per

round. and if the Victim is still
struggling, will try to crush it
with his toothless jaws. The tongue
itself does 1 point of damage per
hit, and one per round in which the
person is wrapped up in it. Once
the person is inside the Frog. he
has only four rounds to get out. or
he will suffocate. If a person has
a weapon shorter than 2' in hand,
it may be used to attack the Frog
from the inside. Longer weapons
cannot be used. due to space re
strictions. The Frog's tongue is
made of thick muscle, and has an
AC of 1. It will withstand up to
~ of the creature's HP. and then
release the Victim, retracting into
the Frog's mouth. On land. Giant
Frogs can leap up to 30'. reaching
a height of IS', or leap 25'
straight up. If it lands on someone,
and this will be accidental, it
will do 4D8 of damage. and will
capsize any vessel up to a small
sailing ship.

Men

No. Appearing: 5-20
AC: Variable (usually 8 or 10
HD: 1
Attacks: (by weapon type)
Damage/Attack: (by weapon type)
Move: 12"
Variable Intelligence
Size: M
Alignment: Variable (usually Neut

ral)

90% of these encounters will be
with Merchants and/or Sailors who
will be on a small sailing ship or
a raft. They will be Level 0 Figh
ter, lightly armed and armored, and
usually of Neutral Alignment. The
other 10% of encounters will be
with a party of adventurers, and
must be determined randomly.



Ny.ds

No. Appearing: 1-3
AC, 8
lID' 2
Attacks: 1
Damage/Attack: 1-4
Move: 15" OOH ill water)
Highly Intelligent
Size: M
Alignment: Neutral

These aquatic spirits are cou
sons of the Dryads. but arc tied to
the river, rather than to a tree.
They will not fight unless attacked,
and will usually simply swim away.
If a Nyad sees a handsome male, she
may seek to Charm him (as the
spell). If successful. she will
swim away with him. and he will
live underwater with her for 1-12
months, during which time, she will
cause him to be able to breathe
under water. This Chanm can also
by used by the Nyad as an offensive
weapon, by not providing under
water breathing.

Water Snake

No. Appearing: 1-2
AC, 6
HD: 4
Attacks: 2 (Bite! Crush)
Damage/Attack: 1-4/3-12
Move: 12" swimming. 6" on land
Semi-intelligent
Size: L (20' long)
Alignment: Neutral

These large creatures closely
resemble Constrictors. for their
main form of attack is to wrap
themselves around the foe. Unlike
the Constrictors. however. they
then seek to drag the Victim under
water, drowning i~. They will often
capsize canoes and small boats
during an attack. but this is not
intentional.

Giant Snapping Turtle

No Appearing:
AC: )
HD, 8
Attacks: 1
Damage/Attack: 4-24
Move: )" on land. 6" in water
Semi-intelligent
Size' L (10-20')
Alignment: Neutral

These large creatures are stub
born and dangerous. They will often
hide just below the surface, and
shoot forth their heads to grab a
person from a boat or small ship.
If that person is not killed im
mediately, he wll1 drown in two
rounds. The Turtle will often cap
size a canoe or boat in the same
manner as the Water Snake. The
Snapping Turtle is very stuuborn,
and will fight without a pause unr
ttl dead. Even when dead. the jaws
wiLl not release if clamped on
something. but must be cut away.
Turtle meat is quite edible. and
the shell can be used to make
shields.
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T&T ARMIES

Although the game of Tunnel. &. Trolls is scaled for
individual adventuring, it is only logical to assume that
armies exist and that mass conflicts often take place. Var·
ious players have dealt with the problem in various ways.
Such shifts are valid ways of dealing with the problem.
What follows Is only my suggestion for one way to deal
with the problem of clashing armies.

Most of the armies on Ahalph are organized at the
company level. One company Is an indigenous group of
beings of the same species. While mixed companies can and
do exist, they are too rare to worry about in this article.

In order 10 fight a larye battle by any rigid form of
rules. it it necessary to have a mapboard. I suggest that I

large btank sheet of hex paper be suitably embellished to
represent the desired form of terrain. My first attempt at
something like this will be to draw the citY of Khosht and
Its environs. Simple symbols, such as a mass of green for
forest, or an inverted V to represent a hill, or a line of blue
to indicate a river are perfectly adequate for this type of
map. If one has a large sheet of clear plastic acetate, one
could draw the terrain on it with colored grease pencils or
crayons, and wipe it off with a damp cloth when finished,
thus permitting one hex sheet to serve as any map.

You will also need some blank die-cutcounten. These
will be used for creating company counters of various
kindreds and strengths. Get two or more colors of blank
counters, and do not create your company units until you
have to. Since the counters are two-sided, you may wish to
turn them over and create a similar unit of only half strength
on the reverse. The Combat Resolution Chart for this game
deals with victory by attrition· seldom will a unit be elimi·
nated outright in its first combat.

Company types are identified by a letter or letters
indicating the kindred Ind whether they are ArcheR or
Cavalry, below which is a set of numbers such as 10· 1.
The fim number in the set is always the Combat Strength,
the second number is the Speed in number of hexes that
units may move on the board. I set the size of the hexes on
my maps at 1/10 of a mile, so even the slowest units are
quite mobile when playing in 10 minute tums.

If a number on a counter is expressed as a fraction,
thusly: 1216, it represents different strengths or speeds
under different conditions. Such fractions are only given
for Cavalry and Archery units. The first number represents
the natural condition, such IS Mounted Cavalry, while the
second number represents the alternate condition, such as

.- -
.~,,-

Dismounted Cavalry. In every case, Mounted Cavalry have
a better Combat Strength than Dismounted Cavalry. In
terms of Archers, the first number represents their strength
shooting with the bow while the second represents their
strength in hand·to·hand combat.

Stacking limitations: No more than 3 companies
belonging to one army may be stacked together in anyone
hex on the board. Companies belonging to any of the six
Good Kindreds: Men, Elves, Dwarves, Halflings, Fairies,
and Leprechauns may not be Slacked in the same hex with
Monster units.

Combat oa;:UR when hostile units attempt to occupy
the same hex on the board. The unit moving into the sector
is known as the Attacker· the unit already in the seetOf is
known as the Defender. Only Archers may attack units not
in the same sector with them, and they 8re limited to .t·
tacking units in adjacent sectors.

Certain types of terrain provide an advantage for
certain types of Defenders. These advantages are listed
below:

1) Defending a wall against units attacking from the
ground below doubles the Combat Strength of the
Defending unit.

2) Defending forest sectors doubles the Combat
Strength of any Elvish or Fairy unit.

3) Defending a hill doubles the Combat Strength of
any Dwarvish or Trollim unit.

Movement: Not all units mayor have to move and
fight on every turn. Any attacked unit must fig,t. At the
beginning of each tum, each player rolls 1020 and 106.
The 020 detennines how many units the player gets to
move. The 06 determines who gets to move first. In case of
tie on the 06. roll again until the tie is broken. A player
could easily hlWe 30 units in his anny, and only be all~
to move 10 of them on any given turn.

Resolving Combat: After initiative has been deter·
mined, the player who has it moves whatever units he can
and resolves his combat. When all combats are resolved, the
next player moves and fights, etc., until all players have
had a chance to move. Units forced to retreat may not be
moved again on their own player's turn.

Archers resolve combat first, They always fight at



While it would be possible to extend this chart inde·
finitely, I leave it to individuals to add other klndrcds
either in companies or as single beings to their armies list.

Armies should not be created by player fiat, but by a
random process that will insure a reasonable distribution of
forces for the army under consideration. For example, the
only known force to rely heavily on monsters for its
trool» is the Army of Khazan. lerotra'hh, ruler of that
city, took it with an army of monsters hundreds of years
before. and being somewhat non·Human herself, still
maintains a military force that is chiefly monsters, although
some of the good klndreds do now serve her.

Below I list the composition of the Army of Khazan

whatever their best odds are against foes in adjacent sectors,
but can ignore any adverse results on the CRT. Units at·
tacked by arrow fire do not have to retreat even it the CRT
indicates it, but may do so if they wish. A result of X (for
Exchange) has no effect and does no hann to either unit.

Other combats are fought within a single sector. De
termine the odds of Attacker to Defender by dividing both
Combat Strengths by the smalter value, and then by roun·
ding the number off to a statement of N to 1. Thus, an
attacking force with a Combat Strength of 14 against a De·
fending force with a Combat Strength at 10 would be 1.4
to 1, or 1 to 1 on the CRT. If the attackers had 15, it
would be 1.5 to 1 which equals 2 to 1. Both attacker and
defender would roll 2 dice. and then cross index the result
on the CRT. The $ide with the odds advllntage may add 1
to its die roll for each point of advantage it h3$. Thus, if the
attllCket$ are fighting at 3 to 1, they add 2 points to their
die roll. Any die roll higher than 20 will be considered to be
a 20. which represents a supreme effort for the Fighters.
Any unit which takes losses except in an Exchange must
also retreat or be captured. In case of an exchange, both
UQits lose half their forces and both retreat 1 hex. Halt of
an odd number is always rounded up. Half of a Combat
Strength of 3 is 2; half of 1 is 1.

Individual Counten;: It is possible to use individuals
3$ countet$ in T&T armies. There are not enough Dragons,
Balors, Giants, Wizards, or Heroes in the world to form
whole companies of them. Any 5th level or higher Rogue or
Warrior qualifies as a Hero, and any 5th level or higher
Mage qualifies as a Wizard. Heroes and Wizards have a Com·
bat Strength of 1 and always escape death if their unit is
wiped out except in the case of a Defender or Attacker
Eliminated result. If a Hero or Wizard is involved in such a
banle outcome against him/her, he/she must make a saving
roll on luck equal to the level of the odds against him/her.
A minimum roll of 5 i$ always required. If the saving roll Is
made, the Hero or Wizard gets to retreat, even though the
rest of his unit is wiped out.

No more than 1 Hero or 1 Wizard may be stacked
with any given company.

Giants, Dragons, and Balors may also be used as
Independent one being counters; however. their Combat
Strength is so high that they count as a complete company
for combat p.... rposes. A bad result on the Combat Resolu·
tlon Table and a loss of Combat Strength to such a being
counts only as a wound. Such creatures may continue
fighting until they are slain.

Dragons also have the option of flying. While in the
air they are vulnerable only to Archers, being immune to
Wizardly Bolts of Fire and such. and they have a Combat
Strength of 10 which represents their Flaming Breath. On
the ground they are much stronger, with a Combat Strength
of 60, but then they can be attacked by any unit.

Any number of Heroes, Wizards, Dragons, Balon, or
Giants may stack together as long as no regular company of
troops Is In the hex.

The possible units for T&T armies are listed in the
table below:

Type
M,n
Men Archers
Men Cavalry
Elves
Elves Archers
Elves Cavalry
Dwarves
Dwarves Archers
Halflin!J$
Halfling Archers
Fairies Archers (Missiles only)
leprechauns

Orc$
Orc Arche",
Half.()rcs
Half·Orc Archers
Ogres
Trolls
Goblins
Goblin Archers
GoblinMarg Cavalry

Centaurs
Wargs
Ghouls
Gremlins
Individual Characten

Hero
Wizard
Giant
Dragon
Balor
Werewolf (or other)
Demon
Vampire
Sphinx
Shoggoth
Wyvern
Manticore
Griffin

Symbol
M

MA
MC
E

EA
EC
o

DA
H

HA
FA
L

o
OA
HO

HOA
OG
T

G8
G8A
GW

C
WA
GL
GR

H
W
G

DR
8

WW
DE
Va
SP
SH
WY
MN
GF

ST
10
8

12/6
10
8

'0/5
20

10/20
6

'0/6
5
6

10
12/10

15
14/10

30
50
4

8/4
1218

30
25
20
2

1
2
2

10/50
'2
3
5
2
2
12
3
4
10

SP,
1

3/1
2
2
4
1
1
1
1
3
2

1
1,
1,
2
1
1
2

3
2
2,

1
1
3

10/1
5,,
2
1
2
5
2
5



and how to construct one, and also the composition of a
typical Human Army such as that of Khosht. Note: All
kindred types are not represented in both armies.

Army of Khazan

Humen Domineted Armies

Most of the military forces at large on Rhalph are not
as monstrous as lerotra'hh's. A more normal distribution
of kindred tYpes might well/oak like this.

A tvpical Army of Khazan will consist of at least 23
companies. To determine how many companies it has, rolt
206 and add 20, doubles add and roll over. For each com·
pany, roll 10100 on the chart below to determine what
type of unit it is.

1 . 2 Unit of Archers
3 Unit of Cavalry

4 • 6 Normal Unit

• Indicates that the unit may possibly be either Cavalry or
Archers. Roll 106 and ignore impossible results (such as
Dwarvisn Cavalry) on the table below.

TV"
0",,'
Ha1f.Qrcs·
Ogres .
Trolls
Gob/ins'
Men
Dwarves'
Wizards
Heroes
Giants
Dragons
Balors
Others

Die Roll
1. 30

31· 40
41 - 50
51 - 60
61 - 70
71· 80
81· 90
91· 92

93
94· 95
96· 97

98
99·100

TV"
Men'
Dwarves·
Elves·
0",,'
Half-Orcs·
Halflings·
Wizards'
Heroes
Fairies
Leprechauns
Others

Die Rofl
1·70

71 - 80
81 - 88
89 ·93

94
95
96
97
88
99

100

Others Teble

1- 2 Unit of Ar<:hers
3 Unit of Cavalry

4 - 6 Normal Unit

6 Indicates that the unit may possibly be Cavalry or Archers.
Roll 106 and ignore impossible results (such as Dwarvish
Cavalry) on the table below.

TV"
Centaurs (company)
Ogres (company)
Trolls (company)
Dragon (individual)
Werewolf (individual)
Demon (individuall
Vampire (individual)
Giant (individual)
Wyvem (Individual)
Griffin (individual)

Die Roll
1
2
3

•
5
6
7
8
9

10

Certain types of monsters might fight as Mercenary
units in a Human army. Roll 1010 and check the table
below to see what you have gained.

Regular Human annles nonnally consist of at least
13 companies. Roll 206 (doobles add and rollover, of
coone) and add 10 to detennine how many companies are
in the military force. Extraordinary individuals count as
futl companies in such rolling.

Of coorse it is possible to have armies that are exclu
sivelv of one type of being, such as an army of Dw....es or
an army of Orcs. Suggested sizes for such pure armies are
listed below.

TV"
Centaurs (company)
Wargs (companyl
Ghouls (company)
Gremlins (company)
Fairies (company) roll over if for Knnan
Manticore (individual)
Werewolf (individual)
Demon (individual)
Vampire (individual)
Sphinx (individual)
Shoggoth (individual)
Wyvem (individual)
Wyvem (individual)
Griffin (individual)

Die Roll
1 . 2
3·'
5· 6
7· 8
9· 10
11 . 12

13

"15
16
17
18
19
20



Next time your adventurers require a battle, why not
try this system?

Army Type
M••
Dwarves
Elves
Halflings
Fairies
Leprechauns
Orcs (including Half-Orcs)
Trolls
Ogres
Centaurs
Gremlins
Goblins/Wargs

Size
206 (doubles add and roll over)
106 + 5
106 + 3
106 + 1
IDS
IDS
106 + 10
lOS
lOS
106 + 1
2DS
306 ltriples add and roll overl

Combat Re.olutlon Ta~e

Attackers
3 0 • 6 7 6 9 10 11 12 13 10 ,. 1S 17 18 18 20

3 X 01 01 0/0 0/0 0/0 0/0 0/3 0/3 0/3 0/2 0/2 ·0 ·0 ·0 ·0 ·0 ·0
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Conrinuld from p. 18

later aher much small talk
and only confusing bits of information
about the city and surrounding areas
Aragon seemed reitdy to come to the
point. ''Our good lord Erlic, Duke of
Kralinor has requested from me a
potion for which I must have certain
very hard to obtain ingredients.
At present all of this region is con
stantly at war with the non·humans
and beasts which roam the land.
Before we came and settled here
there were many other cultures.
The more evil among us still seek to
U~ tho~ 01 the old kind to gain
power over the larld and it is in Erfie's
mind to clean up a lar9@r area in and
arouod Medron. To this end he has
requested a potion of goodness with
wtlich to -transform his enemies.
Such a potion scroll has been found
and I am sure that I can duplicate
it but for the need for special ingred
ients."

Late into the night ArlgOO talked
on, with tales of the City State Ryan
to the ~st and the trade connections
Madron provided for the Overlord
there. Finding himself back in another
part of the same world eased Rarm's
mind. It also added another dimensioo
to his eKistence here; old scores to
unsettle him, Evil of many kinds
stalked this world. Rarm would
happily strike a blow against it in any
way he could, and this time he would
not be bound by the limits of the
Sorcerer's Guild.

At last Rarm sought to Interrupt
Aragon's wanderings. "Know that
I am 8 wilting servant of Good, Master
Aragon. With some of your tale I
am already familiar. But now, let's
get down to the business at hand.
EKactly what items do you wish me to
acquire?"

"Do you react Rarm?" asked
Aragon in a quiet tone, and at Rarm's
nad he rose and crossed his room to
a small locked cabinet. Reaching
inside he drew out a small scroll. On
it was printed in a careful hand four
items: a silver pearl, a fan of f1ower
of- blood, an egg of the dragon turtle,
and prayer dust from the Temple of
Madron.

"If you have need of it you may
take this list with you," Aragon
said in the still quiet tone. "It would
be bener if you did not:'

"What is the flower-of-b100d?"
asked Rarm as he waved away the list.

Returning the scroll to safety
Aragon anSWflred at length. "It is Ihe
deepest red coral of the Estuary of
Roglsroon, wherein yau may find
all of the items. The rluwer of blood
is said to be found most often near
the old wreck. It is said also thai the
old wreck is heavily guarded by the
enchanted dead who remain thefe as
guardians of her treasure."

"The ooly known place where
any silver pearls have ever been found
is inside the giant clam which lies on
a line between the old tempte ruins
and tho ",mage of Crcsper. wh<»e
inhabitants think of the Clam c.nyon
as a holy place."

"No one knows the whereabouts
of the lair of the Dragon Turtle.
althoug, many have reported seeing
dragon turtles in the estuary. It is
doubtful that Ihe dragon turtle WIll

take kindly to such a theft."
"Still, hazardous as all of these

items may be to acquire, the Temp/e
of Madron wilt contain Mermen of
Crespar and underwater those are not
to be trifled with:'

'What sort of creatures are they?'
asked Rarm. The Mermen were legend
in Ryan, sea monsters to scare child·
ren with.

''Why. they aren't creatures at
all:' Aragon's surprise was most
evident. "They are men such as we,
except for their feet and hands and
their ability to breathe underwater.
Oh, they have a slightly different
skin tone. hair color, but such things
are superficial, lind of little import,
They have many powers which we
lack, or have lost, and they are very
intelligent and very loyal to their
Goddess. They will not take any
invasion of their temple lightly."

"But how can I get these things
from under the sea? How can I possiblV
stay under water loog enough?" Rerm
knew he was a mediocre swimmer
at best.

"It is said thai an old witch
who lives by the sea may be persuaded
to miK a dish which, if you can stomach
it will give you twenty four hours
of ability to utract OKygen from the
sea water with your lungs. How
reliable this potion is I do not know'"

Chapter Two

Sunli!:tlt through the window
woke him and Rarm rolled earerly
OUt of bed. Outside his window
lay a whole city and even a wortd he
had yet to tire of. Today he would
spend gening his bearings and acquir.
ing a few necessary pieces of equip
ment. Across from his window lay
the open market where hawkers were
already beginning to set up their
wares. As good a place to start as any.

Hunying down stairs, he stepped
out the door. The shadows of buildings
and walls caused crisp air pockets
VIItIile the bright patches of IUnli~t

warned of a hot day to come. Sea
smells prevailed the air. Wandering
across to the open market, he selected
some sort of fried roli for breakfast.
While paying a few coppers he inquired
of the vendor the location of a good
weapons shop and was direued
down the market street and around
the corner to the right.

On his way he passed the Kellar·
bari tavern and an armOfer'~ shop,
while across the street left he saw the
Mists of Morn Wine Shop. At the end
of the street and across Rampant
Real Street lay an imposing jail.

Going into the Weapons Shop,
Rarm outlined a light rapier like
sword which he would have made
for himself and paid in advance half
price for the acquiring of material.
He also requested a silver helm of
Shambley the Armorer neKt door.
He was told he would have to wait
unlil the neKt day to pick them up.

Having been so easily parted
from a substantial amount of gold
made him stop and think about his
finances. But no maner. Only poss
essions could aid him where he was
going, not gold pieces. Of course
he did intend to keep enaug, by to
eat for awhile and he would surely
need some coins to sample Esdelia's
fare.

Well, there was certainly no more
he could do today about his weaponry_
Wandering on up the streets lost in
thought he turned a corner and
almost knocked another man down,
only to be instantly the recipient of



a string of cursn followed by a flying
fist.

Either the fist was ill timed or
he was faster than he had remembered.
In either case he somehow missed the
fate of a smashed face and managed
even to grab his opponents arm
pulling him even further off balance
and dropping him headlong to the
ground. As the stunned sailor began to
curse himself back to his feet Rarm
glanced up to see a large group of
similarly clad men staring at him
with leu th.n love in their eves.
Suddenly it seemed that leaving
might be the best course, so he step
ped back throu~ the door that now
stood half open $0 conveniently
behind him.

Closing the door he turned to
find himself in a room full of bunks
and sleep tousled men. "Say fellows,
there wouldn't happen to be a back
way out of here would there," he
said with a grin, but no one smiled.
Then the door came crashing open
and he lept for the nearest chair
with hopes of bashing it over the
oncoming sailor's head.

This time he wasn't fast enough,
as a blinding light exploded in his
head followed by blissful blllCkness.

Consciousness returned to him
strarlgely. At first he though he was
falling forward, but then he realized
that he was being dragged stumbling
down the cobbled street in the early
morning light.

"He's coming around. Hurry up
lad we haven't got all day."

"Yeah, that was quite a row
you started back there. Kings men
will be finishing it S()()(l enough and
better for us if we don't get caught in
it."

Swiftly they half carried him
through a shadowy door and deposited
him behind some barrels in what
seemed to be some sort of dimly
lit storage space. "Not a sound now,
ya hear." With that one of them
di~ppeared .....nile the other knelt
and held him to silence with his
eyes.

Old Theark had the right of it,
alright, though Jame, fint mite of the
Pralendor, The stooe around this
man's neck was just like that worn
by Siakon and such a stone only
served Good, was even reputed to burn
the Evil. Then Theark was by his
side and once more they made of

lift Rarm, but he pushed them off
and tried unsuccessfully to stand on
his own. The older man waved him back
and grabbed him up causing the
world to spin and godim lor a moment.
Next thing he knew there were tramp
ing noIses over his head and a man's
hand damped roug,ly over his mouth.

There in the darkness Rarm
tried to wait and relax. More sounds
of scraping and shuftling accompan·
ied by angry voices came from above
followed by more tramping around
and then silence. Still they waited.

Untold time passed and then a
light sprang up in the space ahead
of him and he saw a man decending
a staircase. His mouth was released
and he was lowered to the floor.
The man with the lamp knelt beside
him, lifted his necklace and stared
long at the gem. Then he nodded.
"Welcome to the house of Slakon,"
he rumbled, then smiled broadly,
"though usually I welcome my guests
through the front door." Then he
turned serious again. 'We must see to
your head, mv friend, then we will talk.

Rarm leaned back and gave a
$oft sigh of relief. The brew Slakon
had brought was quickly easing the
throb in his head and he was beginning
to feel like himself again.

"Alright, first what hapPened
back there, and then 111 answer your
questions if I can." Rarm waited,
hoping to gain time by taking the
initiative. He still wasn't sure what his
new 'friends' had planned for him.

The one called Slakon only
shrugged and the younger of the two
sailors answered. "My name is Jame.
My comrade Theark and I serve aboard
the ship Pralendor, a trading vessel
not overly well known in these waters.
We were recruiting in that dormitory,
a kind of a way station for out of work
saitors, when you came in. By the way,
there is no back way out. "he grinned.
"Anyway, we know the reputation
of those sailors. They are WSC men and
a bad lot, not at all well liked by the
independent sailors. They had their
hands full two seconds after they
came through that door. Theark here
saw your pendant as you dropped and
told me. No one muct"! was paying
attention so we just pulled you out
and made fast away down the street.
Apparently someone reported seeing

us come in but Siakon here showed
the King's men on out the front with
a tale tt"!at we had probably gone on
through while he was still asleep.
It being early morn they believed
him right enough:'

Jame fell silent and waited. Rarm
looked from one man to another.
Nothing on their faces hinted of any

guile or intent to harm and suddenly
Rum felt a very stong need for friends
such as these. "lowe you a "ery great
deal. Even more than my own life,
though I don't suspect you'll under·
stand. What can I do for you in
return? What would you have of me?"

Siakon nodded, ''See, it is as I
told you. He could nOl wear the
pendant were he of evil."

Rann looked down at the peaceful
blue stone. It seemed almost to
glow. 'What is it? The pendant means
something to you:' He looked up at
Slakon. "I only know that I don't
want to take it off. Do you want it?
Is that it?"

"No, no my friend, Slakon said.
Pulling at a chain around his own
neck he revealed an identical pendant.
"Even though you do not understand
its power these stones are the same.
While you wear it you cannot drown.
Once in a brawl another sailor recog
nized mine and grabbed it in an
attempt to steal it. It seared his
hand. It may not be taken, only
given, and then only to one .....no
follows good ways. Stilt, it most
certainly marks yCXJ as one .....no
would stamp out evil and so should
be kept well hid.

"Now, friend, who are you and
what brings you to our port?"

"My name is Rann and I was
called here to perform certain tasks
for a Master Aragon. Do you know of
him?"

"All Modron knows of Master
Aragon, of course," said Siakon.
"When you say called, I think somehow
that you mean summoned. Tell me,
who was your actual summoner?"

Rarm felt this was some sort of
further test. "Her name is Dade, I
think, thou\t1 I know no more than
that about her. Aragon seemed most
anxious that we not meet."

"Ah," chuckled Slakon. "Perhaps
the good Master Aragon feared the
beautiful Dode might interfere with
his plans. Very well, then. Dode is
also one of us, as is your Master,



though they do not always: see eye
to eye. Are you to get the ingredients
for him then? He asked me but I am
not a stranger and that is a part of the
fonnuls. It WIS felt that my help
would not do. Perhaps, though, t
may now seNe by keeping you safe
through your ordeal, if, that Is, you
would have me]"

"Gladly." Aann smiled, liking
this new friend very much.

"Good then. My friends," he now
addressed the two sailon, "perhaps it
would be best if you three e«;quired
capel to make you less oonspicuous
."d if you also helped Rlnn here to
get a few things we may be needing."
He winked at Jame who nodded.

"leave him to us and you keep a
good ear to the ground. We'll see you
tonight at the meet."

With thlt they led A,rm upstairs
M\d out throogh the front of the
tavern.

"Are you sure you're up to this?"
asked Theark.

The older man's concern warmed
him as the sparse sunlight failed to
do. "Of course. Which ship is yours?"
he asked to be friendly.

"The tall masted one yonder."
Rarm followed Jame's nod to see

at first only a confusion of poles and
ropes ruching into the sky. Then
he realized that one of the ships did
stand much taller than the others
and real interest stirred in him. 'Why
so much bigger than the others?"
He followed Jame's lead around the
corner but without taking his gaze
from that very large ship.

"Oh, we are an ocean going vessel
white most oi these ply a coastal or
river trade. You need more sails to
go the open sea." Jame smiled down at
the smaller "Out worMer. "So ships
are that new to you?"

"This kind are legends in my
world. Besides, I've never even lived
near the sea."

'Well near the sea is sometimes
roultler than on the sea so you'd best
stay heads up while you walk around
this port. Save your thoughtful ways
for later."

They were turning another corner
end Aarm did begin to look around.
A large building with the look of a
small fortress loomed off to the left.
It was set within the city walls in
what appeared to be an open space.

"That yonder would be the

palace I think:' spoke Theark by his
shoulder.

"Aye," said Jame, "I saw it from
the ship as we docked."

They walked along under the walls'
of the palace for a fair distance, but
all was quiet now, with few people
about. They continued to hug the
buildings on their right and when
Aarm asked about crossing they
shushed him. He didn't want to
have to go past the jail, but at least
he now knew where he was. Just
as they neared the jail Jame urged
them across to Market Street. From
there they went on into the Open
Market which was now quite busy.
Twice Jame dragged them behind stalls
to avoId the wandering militia, but soon
they were able to cross into another
shop.

This place was Vast, larger than
most warehouses, for this building
held the Hou$8 of Damon, Outfitter
Unlimited. Aarm stood near the
entrance in stunned silence.

Jame quickly hissed in his ear,
"Close your mouth," and urged him
toward the more crowded raar of the
store. The shop was already fairly
busy with sailors brou!t1t by Market
day to purchase supplies. Theark
made quickly for a rack of doaks
and pulled down three of the common
dark blue most worn about the city.
Handing one to each of his friends he
settled his own about his shoulders.
"This should help us blend in a bit
better."

"Here now," came a quiet voice
from behind tham. 'Were you three
planning to blend your way out of
here too!"

"Hush yourself friend Damon."
answered Jame Clasping the hand of
the big man who had joined them.
'We've had a 501811 run in with the
local police and don't wish to be too

conspicuous. We also need quite an
assortment of goods, special things,
as it were."

"I see, I see. Would this be
Aragon's friend? I think it would.
Alright, downstairs with the lot of
you. I'll join you shortly."

Jame led them behind some
crates a~ through OfIe into a flight of
stain. "That Damon is a hard one to
figure. Maybe he's with us, and maybe
not, but he's definitely against King
and wse."

As they descended the stair
Aarm became aware of a dim light
ahead. The walls about them were
cold and he was glad for the warmth
of the rough woven cloak. The light
brightened so that he could easily
make out Jame's silhouette ahead of
him. They approached some sort of
turn in the passage and soon found
themselves in a stone hallway fairly
well lit with torches in the wall.

Jame hurried down this passage as
one who knew where he went and
soon brought them into a large cha
,,",.

Aarm looked about the huge
stone cave in wonder. The whole
floor WIS littered with randomly
placed piles of assorted goods. Most
of the piles appeared to have liter·
ally been dumped and left to be there
until dust had settled on /I few. In
some places, ne.rest to the door,
the piles began to overlap and some
seemed heaped on top of othen.

Aarm approached one of the near·
est piles and pulled from it what
looked like a broken cross bow,
the handla only still remaining. This
one was made of some light metal,
however, and on further inspection
he recogniZed it as some sort of
spear gun.

"Those are fairly common in
these parts. One shouldn't venwre
into the Aoglaroon without one,"
$Bid Theark.

Jame nodded, "Dig on through
that pUe for spears for it, while wa try
to find another for Slaken. Chances
are he has one, but why take chances?
Keep watch for special boots. They
are formed to last underwater, and
will protect you from the cor.I."
"Do we need anything else special?"

"Only a peculiar shaped dagger
for cutting coral."

Aarm had instinctively headed
for the right pile or had chanced



upon it. One of the packs contained
all he needed, knife. belt, boou,
even shon panhi made of some son
of pale yellow hide, to match the
boots. Beneath it he found a hide
case containing 20 of the thin. hard
spears, again of that unusual metal,
each tipped with a blue metal which
reminded him of the blue coins
he carried.

The pack also contained three
small bags designed to fasten to the
blIlt, and three smaller belts which he
did not recOQlIize. He determined
to bargain for the whole kit as a

"'L
Jilme came back with much the

same collection, end quickly explained
that the smaller straps were to fix the
quiver to one leg and the knife to
his arm. two for the knife and one for
the bottom of the quiver. the top
threading through his waist belt.
To add to those he dug through

Rarm's pile until he found it sling
which fit the spear gun.

'We have things here for Siakon.
plus some other odds and ends ~
may need later on." Jame wlnkad
at Theark. "Perhaps I'd better go get
our host. He seems to have forgotten
us. "With those words, Jame headed
back up the passage.

While they waited. Rarm~
to rummage around again, He picked
up several flasks before he found the
ooe he sought. Most were full, or stili
wet with oil or wine but this one
seemed clean and dry and empty,
almost as if it had never been used.
It was pale blue and beautifully
made. and fit neatly into one of
his bags.

Jame and Damon returned then
and they began to haggle over the
cost. Eventually Jame ended up
spending less than Rarm because
of the unusual quality of his spear

gun and the extra high cost of the
flask. Damoo claimed It to be a
Cresparan flask, able to withstand
the sea, made for earring dry things
and keeping out the liquid instead
of keeping them in. As Jame seemed
to find this tale believable Rarm
paid the price with no more than
customary complaintli.

Then when they were ready
to go Oamoo led them to another
passage h iddlm at the back of the cave
by one of the 5everat targer carpets
that hung there. "Keep to the right
hand passage. The first cave on
that side is under Master Aragon·s.
We'n see you at the meeting tonight."

to be
continued•••
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The Coronet of Mind Expansion
By Edward R. G. Mortimer

There is a 50% chance that instead of a Coronet
being found, a Tiara will be found. Both have the same
powers. This item is useable only by psionically endowed
Individuals. The Coronet lor Tiara) bestows these powers
unto it's wearer;

1. Raises Psionic Ability by 10%
2. Gives 1 more Attack Mode (5 maximum)
3. Gives 1 more Defense Mode (5 maximum)

The Coronet (or Tiara) functions as long as it is worn,
it will not fall oH by accident. The Coronet (or Tiaral
will confuse any non·psionic who puts it on (as per the
spell) elCcept for Monks. If a Monk puts it on, he/she
will realize that it has powers but will also be aware that
he/she can't use it. The Coronet (or Tiaral is constructed
of Silver, Platinum and Mithral and is engraved with geo
metric figures.

Megaphone of Tongua
By Edward A. G. Mortimer

This Magical Megaphone is useable by Clerics and
Magic Users. It is operated by a command word, and will
function up to ~ an hour a day and ~n be activated
3 times a day. Otherwise it duplicates the effects of the
Tonlluu spell.

Potion of Lycanthropy
By Paul Andrew Denisowski

When imbibed, this potion allows the drinker to
voluntarily chance into any type of lycanthrope for one
hour per day for a month. There is a 10% chance that the
drinker will become a lycanthrope permanently.

Sun Stone
By Michael A. Wilson

This fist-sized uone gives off continual light to a
radius of 30'.

~ClS



The BOOb of Surefootedneu
by Clayton J. Miner

Only dimly hinted at in the stories and legends that
are still told when friends gather about the fire, or when it
is time to put the young to bed these wonderous boots are
still believed to exist in some long forgotten corner of the
once mighty empires that ruled the land by those who h8'Je
searched out the truth in the many old and secluded libra·
ries. Highly desired by all who have become convinced
that they did indeed exist, these boots are felt to have
aided the great Heroes of the past. According to the ancient
tHxU, "....any being who is fortunate enou!ll to wear
these boots shall nfl\lflr slip or fall so long as their feet are
at leMt upon the ground Irom which all things come".
After stripping away the qUlsi-religious phraseology of
these archaic records, scholon have come to the conclusion
that these boob worked best when in contact with a
natural material that has not been worked by intelligent
beings, such IS the ground or rock. Surfaces made of
natural materials that have been worked, such as wood
flooring or dungeon passageways reduce the boots to 50%
effectiveness. and those areas that have been magically
enchanted or are made of artificial materials render the
boob totally useless.

Further information in the texts suggested that the
wearer must have "the faith of the boots". but current
researchers have dismissed this as further religious embroi
dery. In g1n1e terms, a player must be completely convinced
that these boots will function. or they will not work, To
determine this, the Judge must pay d()5f! attention to the
players, and if the one wearing these boots expresses doubts
about their potential for being of help in a situation. that
player must take their Intelligence and Wisdom, add them
together for a percentage, and then must roll the result or
leu to see if the boots will still work for him or her. These
boots are priceless, and no one in their right mind would
even think of selling them. In fact, if someone tries to sell
them, they will most likely be placed in a lunatic asylum.

Sword of Crysul
by Ron Lagemrom

This is a normat Long Sword to all who gaze at it, but
if used against any creature which is of a "fire·type" nlture
it will (if the crelture is hit with it) turn the creature into
I mass of crystal. The Sword's magic level is six, and any
being or creature which is of a hilller magical nature than
the Sword's is immune to the Sword's effects.

Boots of Alignment
by Ron Lagerstrom

These boots are of an evil nature. Any evil being
which puts them on will come to realise that they are but
a simple pair of warm. furry boots (lined with some sort of
lining). However, if any other differently aligned being
puts on the boots. he will notice a strong contraction the
moment thev're on his feet, getting monger each second.
In 1 . 4 turns. the boots will constrict so badly that the vic·
tim's ankles will be broken.

The Ring of UnViMding Educmon
by Clayton J. Miner

A highly prized ring bV those Sorcerers. Priest, and
the like who have taken on over anxious apprentices. this
is not an item normally found laying about in a dungeon or
the wilderness. Every so often, however, one turns up
where some unprepared Cleric or Magic User tried to take
on something too powerful. More often than not, these:
rings will fall into players hands at a jewelry shop where
thev are sometimes sold. Appearing as a heavy gold ring set
with a smooth topped dark blue stone, and engrlved with
fiM!y detailed illustrations and runic wordings. These runes
usually translate into the word "Educator" or "Knowledge",
The reason these are so prized is that they have been en
chanted to teach epprentices patience and the understan
ding that to learn something well requires a great deal of
time and devotion on their part. Whosoever wears this ring
will be unable to remove it. and will discover that to learn
anything has become twice as difficult, and takes twice as
much time. In game terms, the wearer will learn onlV 60%
of whatever experience they would normally receive. and if
In a world where experience is granted for the bringing In
and spending of treasure, they will receive no experience
for this. Normally, an apprentice has been asked to wear
this ring by their master, it can only be removed once their
master is satisfied that they have learned patience. If some
one is unlucky en~ to find or purchase one of these
rings and pUb it on without knowing what it is, they must
seek out a master and request that he be generous en~
to release them from it. There is a chance then of the ring
falling off of the person's hand equal to the leveJ of the
matter doubled. If sold to the rifllt person, this ring will
fetch II high price. between 750 to 1000 Gold coins. When
sold to anyone other than a master with apprentice. It will
be worth somewhere between 300 to 500 Gold coins.



Necklace of Haze
by Ron Lagerstrom

When this Necklace (seemingly worth about 36 GP)
is placed around someone's neck, a light purplish mist
will escape from one of the necklace's stones, surrounding
the wearer and anyone within 10'. If the wearer lor anyone
within the cloud's reach) should participate in combat
while in this mist, their opponent will enjoy a +2 to hit
them due to the drugging of the player's nervous system
by the cloud. The player will also only feel one half the
number of hit points inflicted on him, making him think
he is taking less damage than he really is.

Protection Boou
By Michael A. Wilson

The wearer is immune to needle traps, fire, falling
objects or other things that would causa damage to hisl
her feet.
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(a game of horse racing for $8.00).
Market Madness (game of the Stock
Market for $10.00), Apache (a game
of the Old West for $10.00), Fall of
South Vietnam (combat in South
Vietnam 1973·75 for $8.00), Superi
ority (invasion of Europe in the
near future for $ 9.00), and Adven
turer (man to man brawling in the
far future . "Where is my light
sabre?" - for $9.00).

Fantasy Cames Unlimited has re
leased their version of a post-n ucle
ar holocaustic world, IIAftermath. II
This twenty dollar, three-book set
of role-playing rules covers almost
any aspect of such a devastated
world, and players attempt to exist
in it. The first scenario booklet,
1IInto the Rulns,1I has been released
for "Aftermath." This scenario sells
for four dollars.'

Simulations Publications. Inc.
floods the market with four new re
leases. "Task Force." their game of
naval combat in the near future
(Soviets vs U.S. forces. and other
elements), sells for sixteen dollars.

Mexican and Texan history
makes its entry into the market
place. with the newly released 11 Ala
mo." Crockett, Bowie, and Travis
fans will enjoy this game for only
t weIve dollars.

"Frontiers of Alusia ll is SPI IS

newest "Dragonquestll supplement.
It consists of a multi-color map of a
specific Dragonquest world, along
with a large amount of background
for the world. This supplement
sells for six dollars.

The last release from SPI is
their latest S&T, #86. It contains
the game "Cedar Mountain,1I based
upon the Terrible Swift Sword sys
tern. It sells for six dollars. 8S all
following S&T's will sell for also.

Chaosium joins the marketeers
with two new products. "Cults of
Terror" is a new listing of evil re·
Iigious cults for Runequest tm, .
their fantasy role playing game.
The other product is "Griffin Moun
tain, II the first wilderness campaign
for Runequest tm. This product in·

Con rinu.cJ on fM~90



• • and things that go bump

Q=- in the night
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Man-Bab
by Mark A. Pennington

Frequency Uncommon
No. Appearing 20 . 200
AC 7
Move 6/12
Hit Dice 1 (see below)
% in Lair 100
Treasure ...•. 8 (A and V)
No. of Attacks 3
Damage/Attack .. 1 ·2/1 ·2/

1 ·4
Special Attacks see below
Special Defenses ,Nil
Magic Resistance. Immune to

Sleep and Charm
Intelligence .Low (see below)
Alignment Evil
Size M (up to 6' tall I

These poor wimps look so
pUny that a Kobold could
take one on In a fair fi~t

and come out the winner.
Their size is as noted
above and other descrip
tions are: Skin: brownish
black and leathery, Eyes:
dark red, Body Type:
Skinny Humanoid with
thin membranous wings.

There isn't really all
that much that makes these
nurds tough; except: 1)
When strong light of any
source (torches, clerical
light, etc.) is used In their
cave-like dwellings, there is

a 20% chance, cumulative, per melee turn of driving them
berserk. When berserk, they fight for all the world like 3
Hit Dice Monsters with 18:00 Strength. 2) When they
score a hit with their jaws, save vs. Poison or begin the pain
ful change to Man·Bat (make synem shock roll or die).
Cure Disease and Neutralize Poison by a 10th level Cleric
will reverse the change. For every point of Intelligence over
14 and Wisdom over 15, there is a 10% chance that the
character will retain old level and class skills. Victim will
change to Evil Alignment. Which brings us to ...3) For
every 10 Man·Bats, there is a 10% chance that one of those
exceptional Man-Bats will be in charge. Roll 106 for Class:
1 - 2" Fighter, 3 . 4 ,. Magic User, 5 = Cleric, and 6 =
Thief. the leader(s) will have average Hit Dice and stats for
their level/class and the R and V Treasure types will be in
the trapped leader's lair.

Note that although they are Sleep and Charm proof,
other spells do work against them. Fireball being 8 good
example.



Hell·Wreaks
by Duncan Thornton

Frequency Very Rare
No. Appearing 1
AC 0
Move 24"
Hit Dice 2
% in Lair 5
Treasure A
No. of Attacks 3/2/1

(see below)
Damage/Attacks ..... 2 - 6/

2·12/4·32
Special Amcks see below
Special Defenses Nil
Magic Resistance 75%
Intelligence Semi
Alignment CE, -411

Chaos, -12/ Evll,-29
Size .. S (2' diameter sphere)
Psionic Ability NiI
Attac:k/Defense Modes Nil

Mlthrll Monkey
by Jeff Clements

Mithril Monkeys are king·
sized monkeys that have
skin as tough as Mithril
Armor. They are very
agile (being able to leap
20' in a single bound).
Their Dexterity rating is
recommended to be 18.
Mithril Monkeys can em·
ploy weapons or use claws
and/or teeth (2·1212 ·12/
6 - 48). These horrible
monsters also have Breath
Weapons of White, Black,
Green, Blue. and Red
Dragons.

Mithril Monkeys can
travel Astrally or Ether
eally. They can also em
ploy spells of ht through
8th level; three of each
level of magical spells for
24 spell levelsl.

Each Monkey is likely to be accompanied by 1 . 12 Carni
vorous Apes.

Frequency Rare
No. Appearing 1
AC ·4
Move 12/30"
Hit Dice 20
% in lair 80%
Treasure H, I, R. S.

T,V.U
No. of Attacks 3
Damage/Attack 2·12/

2-12/6-48
Special Amcks ..Breath Wea-

pons and Magic Use
Special Defenses Nil
Magic Resistance Standard
Intelligence Supra Genius
Alignment Chaotic Evil
Size L 00' tall I
Psionic Abilities Nil
Chance of , ,Speaking: 100%

Magic Use: 100%
Sleeping: 5%

Hell-Wreaks are glowing
green globes that hover 4'
off the ground, dwelling
anywhere they can find
small, isolated parties. They
are treasure hoarders and,
not being very quickwitted,
they rely only on their
awful destructive powers
to gain loot; their attack
far exceeds their defense.
Rather than give up, a
Hell-Wreak will llttempt
one more attack, sure that
this will defeat III intended
victims.

A Hell-Wreak may be
hit by any normal weapon
or attack. It hat 3 modes
of offense, all of which are
fiery In nature, and will

choose whichever is most appropriate. The first is com·
posed of 3 bolts of green flame, with a range of 6" - each
does 2 . 6 poInts of damage, if It hits (the monster has a
+4 to hit). and each may be directed at a separate target.
The second has a range of 10', and does 2· 12 points; only
two such may be used per round, each may be shot towards
a different figure. The third mode is a single explosion,
radiating 4' in all directions from the globe. doing 4 . 32
points of damage to anyone in that area· a hit need not be
scored. Saving Throws are applicable to all three forms of
attack.

Once its victims are deceased, the Hell-Wreaks absorbs
any treasure into its interior and carts the booty off to the
lair. KUling the monster dissolves the globe. and a good
chance exists that it contained treasure, which will fell to
the ground. Treat chances for treasure and type as a typical
room on whatever level the monster has appeared; if
encountered outdoors, use 1 - 20% of a Type A Treasure.
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GRIFFIN MOUNTAIN describes the people and the area of
Balazar and the Elder Wilds. Balazar is a sparsely populated
hunting ground for approximately 12,OOOhuman barbarians.
T-he Elder Wilds has roughly the same population but is
comprised of trolls and elves instead. GRIFFINMOUNTAIN
comes alive with multiple maps (including two 20")( 3D"!,
scores of scenarios, dozens of personalities. hundreds of
monsters and a start-it-yourself cult. Visit the giant's castle
or search for the wondrous Wind Sword. Perfect for beginning
and exper-ienced players, This scenario pack establishesa new
state-of-the-art in role-playing I 208 pages for $'5.95.

-

chaosium inc. w,;ro,o'.',..cm'.....
Albany.CAQ4706 (415J 527·7361

NEW FOR

Have your players got you down? Too much Rune
magic. too many 1009(,.. skills? Now, help is on the
way for beleaguered referees with CUL TS OF
TERROR. Nine of the deadliest deities in Glorantha
are presented in the popular cult format. Included are
Nysalor, Path to Illumination; Mallia. Mistress of
Disease; the cult of the Crimson Bat; Krarsht, the
Hungry One; Primal Chaos; the Vampire Lord Viva·
mort; and many more. 96 P-rJU for $9.95

CULTS OF
TERRORCJ '----,
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In mOlt Fan~y Role Playing games, tnlau,.. makes
up one of the more importent gOlb. You have your mis
cellaneous Magic Items, Junk Items, Money and. Iall but
not least, Jewels. In the Dunpon M.tw't Gu.... Mr.
Gygax gives some of the more common Gems and the
powers one might give them. In my own game. with a com·
puter to do most of the work. I give out lots of ditt.rent
types of Gems and .lIow I player a 1" chance of activating
them, either using It's powers to he{p or hinder himself.
Here is a list of some of these Jewels.

For instlnce, the Agate family has many members
with special powers. Banded Agate. an Agate with brown.
blue, white or reddish stripes, allows one to produce light
of any color irlCluded in the stone. Another. Oouded
Agate. which has cloud scenes on it. gives one a 10%
chance of summoning rain cloudl. Eye Agate. which can
be told by it's concentric circles of gray. white. brown.
blue, or green, allows one to see into the Demonic Plane·
this could be quite startling at times. Flower Agate. which
allows one to communicate with and control 1 . 10 types of
flowers, has a flower shape on it. Landscape Agate, an
Agate with a Landscape scene on it allows one to cast an
Illusion of that Landscape over the present one. It wilt
last for 1 • 10 turns. Scenic Agate, much like Landscape
Agate, has a greatly different power. It contains a Pocket
Dimension which the activator can point at someone and
teleport him Into the stone. However, there is a 25% chance
that the user Is teleported in as welt. The activator must
also find a way out. One Agate, Plume Agate by name, has
a feather shape on It. and when ltCIivated it causes all birds
within 100 meters to attack the user. Polkadot Agate. a
Gem with polkadolS on It. causes intense anger in any
creature it is directed at. Finally. Tree Agate, 8 stone with a
tree shape on it gives one +2 on all initiative rolls; this
being quite useful at times, especially in fights.

Another interesting stone is Amazonite. a green
microcline Feldspare, which gives a Female Fighter +2 on
her fighting ability. A greenish or grayish white stone,
Broozite by name. allows one to use Bronze welpons at +1
in Hit and Damage. while cal1fomite, a type of green Jade.
gives the user +1 on Saves ¥s. Ouum Penon. Then there is
OIi.tolita, a black stone. that when aetivate<fsummons I

high lewl Cleric to att8Ck the user. This Is part of a farNly
of attack rtones.

Chert is another stone. It is prized by primitive

Alfred Donovan

and Solomon R.hloak TiAu'uya

".,

"'By the Egg of the $e.1 A s.ltore'"
Before Peuen stood I th" ".... cruture which y"'v
rewmb'ed I Dwarf. except that its flCl wa distorted by it's
incredibly fanged mouth. DeIpI,. hi reI~y Humanoid
.ppnflnQ,~ h.t hen of tNm before. Thty were •
demonic creature that IIwIy$ punued 1heir prey until one
or the other (usually the prey) WI' duct

As • mere lizard MM, he ruliDd th.t his only
chance of suNival WIS to Ittltk tim Ifld kill the Baltorc
before it had • chlnCl8 to defend itlelf. He lept. His sword
dh::ended with .11 the fOl'Cl hil reptili... body could muster.

The blade hit the Baltorc in thelllCk...and shattered I
Not even staggered by the ImPKt with • 150 kg_ lizard
Man. the a.hare reached down Md grmbed Pessen by his
weapon harness .-td hefted him, effortlessly, over its
shoulder. Then with. sudden tUck. it threw Peaen forw.rd
into I stone Will, over sewn meten rw..,.

Pessen landed hard and a crack told him that he had
broken his tail in at least one place. Suddenly he cursed his
luck at losing his other weapons In that gambling game.
Hoping thlt he hed something left with which to defend
himself, he reached into his backpack. The Battorc took
its time approaching as Pmen knaw it would. It enjoyed
the game too much to end it too quickly.

Pessen could find only one thing in the bag of any
concern, a Gem, Chiastolita, which had somehow ascaped
his drunken gambling of the night before. He held the stone
in his hand and hoped that some god would look kindly
upon him in this plight. He then threw the stone as hard as
he could malght at the Baltore's eye.

Incredibly quick, the Balton:: snatched the stone
from mid-air and glanced at it curiously. Suddenly he flung
It away. but evIdently too late, as a mist was slowly ap·
pearing and solidifying in the chamber. Slowly but surely,
a Humanoid solidified.

"A Bwtore. eh? Well. run my little Lizard friend.
This demon and I have a bit to settle here."

With that, the Clerie tIPPed his Staff to the ground
and an expanding sphere of lI~t emerged from it to engulf
both the Cleric and the Balton:. ..., stayed only long
enou~ to see the Baltore writhing In the li~t before hur·
riedly leaving the chamber, with hit broken bit dragging
behind him. ''By 1M Great Eggi A Balton: able to IlCtivate
OIiastolite.'· This lau~lter helped take his mind off his
broken tail and the fate he had n..-owty escaped....



tribes as It. a grayish fllntlike quartz. allows one 10 make f 1
stone weepons. With Agrarian tribes. Chlorospine. a grass·
green spinel, is hiltl1y prized, as it gives the user II 5% per
level chance of talking to II plant. They will give lots of
Gold for these Gems, as they are not common in Agrarian
areas.

The steel gray stone, Dwarf Nodes by name, is highly
prized by Dwarves, as it allows one at shatter up to 1 meter
of rock per melee round. They also prize Fluorite, 8 deep
purple Gemstone. that will glow in the dark for 1 6 turns
when activated. These are used when there are dangerous
gases in the area that is being mined. Elves prize the Elf·
Slone. and rightly so. It is an opaque black stone that
glows from red to white when activated. shooting off a
1 . 9 Hit Die laser Bolt. It will do this once per turn.
Psioners prize Ihe Janus StOlle, which is crystaline with one
or more colors In it. They like it because if someone has
psionics Ind is able to activate, it, they can produce pictures
inside the Slone. They also like the Star stone. a brilliant
blue crystal that gives one a 20'lf, chance per level of hltVlng
PIlonics. Many races Ulfl it to bnng out their latent psionic
powers.

Other stones include MlIrgusita. a light blue stone.

-

which can make any object I!/ltremely heavv, when pointed
at il. A slone for Clerics. is Odontotite. because it is made
up of fossilllltd ivory. bones. or teeth, that ere blue in
color. They give one +2 on the chance to turn or dispella
skeleton. Violan, a fine blue colored diopside ellows one
to fly for 1 melee round per level once a week. Finally, to
end up this survey of Gemstones is Zoisite. II gray. red or
greenish Slone that when activllted summons all the Rats
within 100 meters to attack the user.

The use of these stones mig,t enable the Judge to
create a player or non-player character class called Geosage.
These people would require the intelligence of II Magus and
would be inclined to using the magic of the stones (Judge's
discretion). These Geosages would have a cumulative 10%
chance per level of activating a stone up to 5th level. At 6th
level the peruntage would sink to an additional ~ per
level. The Geosage would check his ability to activate a
stone whenever he wi$hed, once a level. If he tests it evcrv
level, then the new chance of activating it is only the differ·
ence In chances between the two levels. The Geosage. being
what he is, would be effectively II Magus. with II different
source for his spells. and 50 he would be limited to the
Hit Dice. Weaponl and Armor of a Magic User.
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and Game Aids

ABYSS
POCKET ADVENTURE. 2

Many travcl1cn have cOllie to Ihe sallie point, where
they are ballered ond bleeding from wounds innicled on
them by people they don'l even know, for reasons Ihey do
not understand. when finally unable to raise their weapons
one 10151 time, Ihey sink to the ground no longer a member
of Ihe living. Up till now the only recourse has been a visit
10 the loc:!1 High Priest by your companions, or wadding
the Ch:Jr:lclcr sheet Into :1 b:lll :lTld sending it on:! one way
trip to lite waslehasket. Howcver, with the release of
Abyss, player char:u:ters in the Tunnels and Trolls game
system have a chance to return from Ihe dead based in
their own merils. Number 1 In a series of Pocket Adven.
lures, Abyss places dead characters on Ihe very edge of
lIell i1self, where the slightest error in judgement may
mean Ihat you will remain as a pennanent 'guest'.

SCI up in a style familiar to those who have played
Tunnels and Troll:i. Ihls small booklet of 13 pages runs
thmugh lhe ;H.lvCltturc by having the player read an initial
paragraph, then Iistinli!. several options. Front there on thc
player must decide what to do then look up the listed
paragraph giving results or ad<htional instructions. For
example. a player may be in a position to go down the
hill to Ihe plains. go to 81. or if you wish 10 enler the
small cave go tl} 18. This allows for a fair number of
choices to be made doring Ihe course of the adventure,
bot also limits character inventiveness. If a player wants
to perfOnll an aCllon that is not covered by the directional
oplinns, Ihey 3re lllli nf Illck.

One of Ihe nice things about tms produci is thai
it makes for interesting play, and can be quile enjoyable

to read through even if you are not runnin~ a character.
The major problem with Abyss is Ihal il becomes predictable
afler a while. Those people who have hOld the forlune (01

misfortune) to have been lhrough this several limes geT
to know lhe pathway Ihrough the hooklct, :llld will know
the right things to do. At lhis point it no longer becomes
a leSI of player wisdom, but a conlest beTween the dice
rolls of thc player and tlte creature). Unfortunately. there
is nothing. other than a Judge limiting the numher of limes
a player may Iry 10 take a charactcr through thh adwI11urc,
Lhat can be done to change this. This fault has surfaced in
the majority of solitaire dungeons that h:ave come along
in the past few years. However. the amollnt of adventure
that can be found within Abyss is well wOrlh the price
of S2.00. The main fealure of lhis item is thaI it IS fun
to run through. regOHdlcss of thc chalices of sucecss or
failure, and any player who is looking for some addillonal
plat aner their character has been slam should plcl 11m,
op.

SPELLBINDER

Released by Task Force Games

Reviewed by Clayton Miner

After looking throul;tt Spellbinder. it seemed as if
the reverse of Roboul was in force. whereas the one,
Robou! had exceptional counters and a poor map. Spell·
binder has an excellent map and poorly done coonters.
It seems to be a rule that Task Force is unable to make
both ends of a game meet. Spellbinder i' a game of Wizards
and their armies in conflict with each othcr as they strive
to lay claim to Yof-Pintre, the island stronghoid of the
mighty Wizard, Yamantsar. Each player assumes the role
of one of the four warring Wizards Ind tlkes command of
In Irmy. Aiding the Wizards are various magic spells falling
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into two groups, Offensive and Defensive, with which a
perSOfl may strike at his enemies from a distance while
hopefully being protected i9lIinst reprisals.

Unfortunately the counters for Spellbinde, are not
of high Quality and detract from the appeal of the game.
Printed with overlapping colon, 8/1 that is displayed is
the b1eck silhouette of a Wizard (and his name) and his
rather Orcish Henchmen. This is interesting, whereu the
cover art depicts men in mortal combat, the counters
suggest that there is not a Human in the bondl. In ad
dition to the four armies, there are 2 ships, 4 spell counten,
and 4 special black counters which represent the Garrison
of Yof-Pintre. The size of a Wizard's army is limited by the
number of counters. and at best one can control nine units,
.hhov~ the Hrcngth of these units may ...ery a'S the game
progresses. I em still trying to fioure out how to spread
10 Strength Points evenly among 9 army units.

The besl part of Spellbinde, is the game map, It
boasts color over the entire playing area, with alot of
attention placed on the detail or the mountains and castle
areas. The amount of work done on the castles gives a
player something to look at while waiting for the others to
finish their moves, and when viewed at the right angle, the
mountains appear to stand over the surrounding terrain.
The forested areas are lacking in detail but the balance
between them and the open areas makes up for this. The
water aren are well done and contribute to the overall
Quality of the map. Last but not least, the names of the
places blend in well with the map, and do not stand out
overshadowing the rest of the graphics.

The Rules Book follows Task Force Game's standard
procedure, using the Case and Point System de...eloped by
SPI. This game however, is somehwat different than Robots!.
Intrude,. and Star Fleet Battin in that it hIlS a table of
contents on the inside front cover. This is a great improve
ment over the earlier games. However, Spellbinda, does not
have the large amount of rules that Star Fleet Battles has,
$0 the lack of a table of contents would not be as big a
problem as it has been in the past, As usual this game
begins with a short background narrative, which is a nica
little touch, but in this case is short and does not have
the numerous touches found in others. Actually, a large
amount of material is covered in the 12 pages of the rules
booklet, mostly in a concise manner, fully explaining what
is and is not possible. Unfortunately some of the explanations
of the rules can be quite involved and somewhat confusing,
requiring several readings before things are made clear. An
interesting feature of the game Is that the position of the
first player in a turn is not always held by one person, but
by the high die roller. This will goa long way to bringing the
twists of fortune into the game.

Supplied with the game .re four sheets of paper on
which a player has a copy of the CRT, Spellbinder Points,
and a Matrix for Spell to Spell Combat Results, The only
thing left off of these sheets is the Terrain Effects key,
and as usual. It is hidden in the rules. Other than this,
and the rather poor counten, the only mark against the
game, Is the amount of extra bookkeeping that tne players
have to do. This is in the form of the strength of the
armies. However, Spellbinder remains an interesting game
for 1 to 4 players despite one or two glitches, and should
provide players with an afternoon of enjoyment.

SKINWAlKERS AND SHAPESHIFTERS
A GUIDE TO lYCANTHROPY FOR

PLAYERS. DUNGEON MASTER, AND THE CURIOUS

by Morningstar Publishing Company

Reviewed by Clayton Miner

The topic of Lycanthropy has fong been a subject
of interest to people who partake of the many fantasy
role playing games, for where else is one likely to encounter
such a fearsome creature as the legendary Werewolf? Yet,
until recently other than some well known legends and
several cinematic conventions, there has not been a great
deal of information for ~mers to 90 on when encountering
a Werecreature during their travels. Well, the people at
Morningstar Publishing have relelsed a small book designed
to make the running of the friendly, neighborhood lycan
thrope an easier task. This book performs two services; fi"t
it offers guidelines for establishing the lycanthrope in a
world as both player or non-player character, and second
it helps to even out the imbalance that often exists between
man and beast in many games.

This is dooe primarily through the textbook style in
whil.-h the information in presented to the reader. Consisting
of 5 chapte". each section of book is dealt with thoroughly,
and is accompanied by I section of suggestions on how to
incorporate the ideas expressed in the chapter into fantasy
gaming. While this is handy for showing people how to use
what they hil'le been given, it is also somewhat confusing
as the reader must jump several times from the 'real world'
to fantasy gaming and back again several times, before they
have completed the book. Other than this, there are no
other noticable problems with the book. An excellent
feature of the book. not found in most other game aidi,
is a list of Suggested Readings for those who wish to per
SUB the sub;ect funher. or just to get new ideas on types of
creatures to include. A number of fiction and non·fiction
works are on this list. opening a wide range of material,
and each book has been commented on, to help people
decide whether or not to use that particular item. As well
as the reading list, the book is graced with a table of con·
tents of both the g~ing suggestions, and the historial
material these ideas were derived from, facilitating Quick
and easy reference.

The author has divided the book into two 'sections'.
the first covering the Skinwalkers, those who derive their
abilities from a totem, and the Shapeshiften. those who
derive their powers from either Sorcerous means, or naturel
happenings. This has resulted in a wide range of possibilities
when encountering the Werebeast, and has helped to revoke
the almost instant death sentence most characters are faced
with if the Werebeast attacks. A nice idea, and by varying
the type, strength and inherent limitations of a Were·



creature, /I measure of suspense will be injected into an
encounter whose outcome might be otherwise predictable.
Another mark in favor of Skinwalkel'$ and Shapeshiftel'$ is
that it is set up for use by both players and JUdges, without
the problem of one reading something reserved for the
other, something which has cropped up several times al·
ready on the market.

As well as this, a feature of Skinwalkers and Shape
shifters which should attract many gamers is that the
guidelines given may be easily expanded to encompass
the less traditional Wereforms that have become popular
in gaming as of late, such as the Werecat. In fact, in the
Shapeshifters section of the book is a new player or non
player character named appropriately enough, the Shape
shifter, which Is a culmination of ideas previously ex·
pressed, Bnd is tailor-made for those people who like to
tryout new and unusual things. In addition, the book
offers lists of ways to transform ones self into a Werebeast,
and vice-versa, either voluntarily or involuntarily. An
interesting touch which can add depth to any game. All
in all, Skinwalkers and Shapeshifters is an interesting,
informative, and well thou\t!t out produci which should
be of interest and be of much use to both players and
Judges.

MAGE
Released by The Archaeron Games System

Reviewed by Clavton Miner

One of the latest items to come from Canada is
Mage, one of the modules that go together to form the
Archearon Games System. This part of the system covers
the generation and development of the Clerics and Wizards
to be used when more of the game is released. On its own
Mage may be used as a supplement to existing rote playing
games, or as a game of Sorcerors and Clerics in a magical
COf'lflicl. While some of the systems and ideas in this book
are similar to Ihose found in Chivalry and Sorcery, there
are a number of new ways of doing things which will be of
interest to many gamers. To sel up a persona is admittedly
a rather complex process, but as most of the rules are
straightforward, requiring little or no guesswork by the
plavers or Judge, it is a task which is not overly difficult.

Generating this persona (character refers 10 the
NPCs) is more time consumi'1~ than it is complicated, as
the player must run through a number of formulas to
determine the overall quality of his persona. For example,
a Mage's Demonic control is figured as one-third of the
Deadliness + Social Attitude + Greed. Another necessary
formula is the Psychic Capacity which is the ability to
cause things to happen. This is determined by taking one
third of the Stamina + Social Attitude + Sensitivity. There
are several other formulas which must be run through to

set up the character, and it is this which takes most of
the player's time.

One of the new ideas in the game is that of Body
Type as a basis for setting up the character. In the game
it is important to know if your persona is a thinking person,
a doing person, or an enjoying person. This basic determina·
tion then effects things like size and social standing. The
most important use for Body Type is in figuring the enduro
ance of a character. This is an interesting way to set up a
persona that should appeal to others. A distinct advantage
to this game is the thorough Table of Contents, which has
made it alot easier to find specific bits of information.
Being able to find where a certain rule is, comes in handy
when faced with the large number of abbreviations found
in the rules. This high number of abbreviations is one
of the faults with Mage, making it a bit difficult to get
through.

Whef't using this product, it may be handy to view
it as a simplified variation on the Chivalry and Sorcery
Masic System, as some of the ideas, like that of specialized
Magic Users and the use of a focus are primary parts of
play. A nice touch is that the focuses necessary (labeled
Personal Magic Devicesl are divided into four different
types, the Wand, the Medallion, the Chalice, and the Sword,
easilv recognizable as the four dilJisions of the Tarot. Each
of these types have different effects on spells, depending on
the level of device constructed bV the Mage. This makes for
a wide variation in personae, and an interesting game. Ole
glaring fault with Mage is that parts of this have been set
up with very little forethought. First and foremost in this
is the Sage Personae Class. This fellow has the Power of
Prophecy, and as set up, if he is accurate is his predictions,
the Judge must change things around so that the events
happen. While this mav be a fun class, bringing a new
dimension to play, the possibilities of upsetting the balance
of a world are too high for it to be practical.

One of the biggest disappointments in Mage is the
artowrk, which at best can be labeled as poor. As a contrast
to the low quality of the interior artwork, the cover is
pretty well done and attracts the eye. Overall, this is an
interesting project, with selJeral very good ideas which
should make for interesting play. Hopefully the rest of the
A.G.S. will be released soon, making Mage more of a
role playing system than just a game. Play is often fast
paced and interesting, with the plavers becoming quite
invollJed with their personae, another reason that Judges
should try this out.

C'.c>.o----.l""'"
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VALKENBURG CASTLE

Released by Task Force Gaffie1

Reviewed by Clayton Miner

Like so many that have preeeeded it, and like so
many yet to come, Valkenburg Castle is a board game
version of a D&D game. And yet Valkenburg Castle has
something different than most. In this game the players
really get a feel for fighting a running battle on several
floors of a building at the same time, except that in this
game the action takes place in a castle. Because of the
many ways in which the five underground levels of the
castle connect, this game offers many challenges to in
experienced as well as experienced players. Victory might
be almost assured and then suddenly when you least
expect it the enemy may drop down the ladder one of
your men just found. Valkenburg Castle offers a degree
of complexity not found in most 0&0 related board
games

The closest game of this genre to date Is Citadel;
A Quest Within a Wizard's Tower, where similar to Val·
kenburg Caltle, the object Is to enter a multi·level castle
held by a Wizard and to complete some objective. 11'1
both games, one of the players is the defender trying to
keep the other person out, while they (the other person)
try to find their way about the castle before time runs out
and they are caught by the garrison. This, however, is where
the similarity ends. In Valkenburg Castle, the player of
the 'Good' side has several ways of winning the game, but is
faced with a much stronger challenge. Not only is he
allowed to roam the castle killing and searching wherever he
wants, so is the enemy, and you never know just where
the other person will surface. To survive the continually
prowling minions of the Evil Overlord (or Wizard) the
'Good' guys need a lot of skill and luck. The castle is
represented on the game map as a five level complex.
This actually is the dungeon below the castle proper inter·
linked by stairways and ladders, and split up into many
areas by walls. Doors are everywhere, some locked, some
unlocked, and some secured, which makes them harder to
open,

This map of the floorplans is actually somewhat
plain, rather spartan, being mostly black with a grey square
grid to regulate movement and combat on a cream yellow
background. Along with this square grid system is a series
of alpha-numerics to help people find various doorways,
staircases, ladders, and to set up the game. This is red, along
with the doorways, and is the only thing breaking up the
general monotony of the board. It would have been better
jf there were more color in the map, just to keep it inter
esting. However, the map serves its purpose, that of being
only the visual display of where the action is taking place.

Somewhat disappointing are the counters for tha
game, which are relatively plain and unassuming. Similar
to other games by Task Force, these counters consist of
simple silhouettes on a colored, or white background.
In summation, Valkenburg Clltle is a very good game
(unless you go a little crazy and try to use the rules for
modern combatL that lends itself well to the campaign
game scenario given in the back, and is well worth the cost,
as it wilt provide many hours of en;oyment and action,
in the dark depth of an enemy held catacombe,
Combat is the central idea of the game, and Valkenburg
Castle seems to have been designed primarily as a lesson in
Ihe complexity of such a struggle. The rules to Valkenburg
are well thought out, and cover the possibilities quite thro
ughly, As is usual with rules that 90 into the amount of
detail on combat as this there are bound to be some ques,
tions, but several readingi, and/or a trial game clear these
up quickly,

The rules cover such important things as missile
fire, melee, vertical assaults (for those times when you
are lucky enough to catch the other guy on a ladder, or
are unlucky enouifl to have that happen to you), magic
use, battering down doors, and monster. This is one of the
most complex games of its tYpe around, and also one of the
longest to learn how tp play, This is not due to bad rules,
but to the number of them that must be mastered before
play begins. Valkenburg Castle is by no means a perfect
game, it is not as spontaneous as 0&0, and lacks the gen·
eral creativity found in most D&D games, while being very
close to a dungeon run. Another problem with Valkenburg
is that some of the rules are out of balance, or tend to favor
the other player. For example: before the game has started,
the 'Evil' player has locked many of the doors In the
dungeon, which can only be picked, batlered, or chopped
down by the 'Good' guys, while the enemy have keys
to use. Why not take the keys your ask? Well that is because
the 'Good' guy cannot use the keys, as they are slightly
magical. However, these imbalances are minor and do
not really interfere with the game.

THE NECROMICAN

Released by Fantasy Art Enterprise

Reviewed by Clayton Miner

Magic has long been a fascination of mankind,
from the time when primal warriors danced by the fire·
light to insure the bounty of the hunt, to today where
people spend their time in reading the Tarot or the
I Ching, It seems only natural that many of the current
fantasy games would include magic use as an itegral
part, for often it seems that magic is inextricably bound
to the exploits of many heroes of legend and mytho
logy, It is also logical to find the relatively unrestrained
use of magic in these games as it is only realms of Dun·
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geonl and Dragons, Chivalry and Sorcery, and Runequest,
to name but a ftlw, that one can experiment with Ihese
powerful forces without fint having 10 run through
lengthy ant;! expensive (both in mortal coin and other
forms of wherewithal) procedures, and risk being exposed
to the etfeets, of an untried spell. Few things can be
more frightemng than bemg in the middle of a disaster
of your own creation and not beIng able to !top it,
ThiS product, The NeQ'omlcan, brings to a player Of

iudge a complete spell book contaming many new and
wonderous magical perlOlmances designed to amaze
and delight the Ilser

A veritable masterpiece of cntatlvny, this product
reflects the Imagmation of five fantasy gamers in their
seuch for th. new and u"usuaJ with which to bri"9
varietY and sparkle to many worlds. While not the only
book of ItS type available, many Judge and p1aye~ will
lind The Necromicilna mOST useful book, first on the
grounds that II offers something for everybody, not
iust the Lawful Mage or the Chaotic Wizard, but spells
that wilt be useful to the Druid or Cleric as well, even
the wily illUSionist will find a few spells, such as the
Bedauler, which will be UNtU!. Admittedly some of
these spells, are bit unusual, like the Sorceror's Space
craft, but by an large, the book offers reasonable, intell
igent uses of magic, In fact may of the spells have uses
thai do not at first come to light. For example, the
spell of Bemgn Boots which causes a pair of boots to take
a corpse to a place of nfety on another plane can be
used by a devious Magic User to put an enemy away,
where restorative spells will not reach him. One of the
best parts of (his book is that il opftns the way for player
and jUdge lngemlitY, something which seems to be lacking
in great quantities as 01 tate.

Retailing for S5,OO, thIS book allo offers interesting
illusllations cOllenng the effects of some spells, areas
the spell can cover, and so on, An Interesting little book,
this will bring some flew life mto a sagging campaign,
or help a frazzled Judge fight back against the party of
well equiped high lell8ls that have veen virtually running
the world. Especially u$eful to the judge with the reo
putation lor the bizarre, The Necromican is sure to
raiss a few eyebrows when tha party mests with a Mage
capable of using Toth Amon's Organ Request, and pro·
ceeds to do so. This is definately a product that judge
and players will find Intsresting and somewhat amusing.
The tong tenn value of new material in a w()(ld makes
this item well worth the purchase price.



If you have a spent many hours in the futile task of
e)(plainlng why a Magic User cannot wield a sword, and
then been frustrated by quotes of various books in which
the Magic User does have one, I offer a simple solution.

The Wizard Sword: cost: 20,000 Gold Pieces. Time
required: 1 year.

This Magic Sword is the sole sword usable by a Magic
User. Further, a Magic User will be 99% Iike{y to keep
this weapon once he has created it ' player characters
illCluded. (DecrellS8 by 20% for l!Very one already owned.)
A Wizard Sword confers no bonuses, (optionally. for an
extra 10,000 GP and an additional 10 weeks. it can be
made to "Glow" in the presence of some enemies. Note:
Only the blade will glow, so if the weapon il covered by a
sheath. no glow wilt be seen. The blade will glow only for
someone or something of direct opposite alignment within
30 feet) nor may it be further "Magicked" to give it bonuses.
The Iole "Magic Property" of a Wizard Sword (exduding
glowl is Its abilitY to be carried by 8 Magic User.

In general, the only way for a Magic User to obtain
a Wizard Sword is to create one, or kill the owner of one.
A Wizard Sword will not be found in a treasure! If a trea·
sure is guarded by a Wizard, or a Wizard is encountered as a
wandering monster, roll • percentile die. A roll of 00
indicates that the Magic User possesses such a rare weapon.

In Iddition to being desired by Magic Users, Wilard
Swords are highly sought after by Thieves who sell them at
great profit. If a Thief is offering to sell a sword claiming
it to be such I weapon, there is a 10% chance that the

sword is actually a Winrd Sword.
Wizard Swords are able to "sense" the alignment

of their owners. Hence, if the sword changes owners the
blade will still glow for the new owner if he encounters
a creature of opposite alignment. However, when chang
ing itself the sword must make a $Iving throw or shatter
in the new owner's handl I use a s~tem shock roll giving
the sword a Constitution of 15 (16 if it "glows") imme·
diately upon changing owners.

Only Magic Users of Wizard leYel (11th) or higher may
create a Wizard Sword; consequently, obtaining one will
not be easy!

You will find that in game playa Wizard Sword will
have little effect. Magic Users must sheath the weapon
before conjuring . losing valuable time. High leYel Magic
Users should have little interest in creating such weapons
because of the mOrletary costs, massive time ClCpenditure
and low yield result. In combat such weapons are capable
of no more damage than a dagger; the bearer is generally
singled out for attack ("Get Himl He must be a Wizardl");
and Thieves are always trying to ueal them. Wizard Sworm
are sub)ect to all sorts of common damage, and a Dispel
Magic spell. (Sword saves as 11th level Magic User).

So, now your Magic User can carry a swordl (it they
are rich, foolish, indolent, and don't need il.l

A final note: Should anyone protest that this Is the only
sword a Magic User can carry, explain patiently that such
weapons were rare - even in books, Then, drop his char
acter in boiling oil the first chance you getl





Confmuedfmm page 7

"'hat do you atrributt! if! populJ1n'fy?

Mr. Bledsaw: The free form design of
Tegel Manor was a plus in its' favor,
but some basic themes seem to work
just right and a huge haunted manor
house has just the right feel for inter
esting side action in an otherwise
serious campaign.

PegasUI: Docs that populan'ly carry
Ol'er 10 other Judges Guild products?

Mr. 8Ied_; To a large degree. Many
of our best selling items are simpie
Qmpaign aids such as c.mpeitn Hu

System and Re.cty Rd Book.

Pegasus: WOllld yOIl wy the !tyle of
FRP game! has changed milch Oll("r
the wt fille yean?

Mr. Bleduw: Not too much. The

.....w. r.maln
fl••lbl. and

r.sponslv. to
gam.r's needs"

gamers still expect a lot of fun and
that's what is delivered in oountles.s
sessionl around the country every day.

Pegasul,' If a /1('W FRP desigl/er wcre
Ihinking of sIarWf8 his 01' her OWl/
camplmy. whal adl'ic:e Iwmld you /1011('
lor them?

Mr. Bledsaw: Be prepared to work
hard, be honest "nd faIr. and don't
expect too much of others,

PegHUI," I think 1'1'(" Dbow used lip 0/1
my sp«e for Ihis issues illte"'in",. so
J'd likt' to Ihank.'ou for tht! intervitw
andgood l(aJ1/illg Ollt' at1d all!

Continu«l (rom f)6(J8}}

eludes 8 two-color map I with very
extensive information for both the
players and the Judge on this par
ticular scenario. These products
sen for ten dollars and sixteen dol
lars I respectively.

Technical Studies Rules (TSR)
has recently released 8 game based
upon an upcoming movie by the
same name. "Escape from New York ll

deals with the attempts of players
to rescue the President from New
York City. The year is 1997. and
New York City has been turned into
8 lar~ maximum security prison for
dangerous criminals once the police
wars were over. The President's
plane falter. and crashes in the
city .... "Escape from New York"
sells for twelve dollars.

Gamelords has released "Free
City of Haven, II which sells for
$14.95. This city is a detailed set
of adventures for their 'tThieve's
Guild" role playing system. although
it may be adapted for other cam
paigns. Free City is part of a four
part Thieve's Guild adventure set.

A new company, Future and
Fantasy Games, has just released
II Hyperspace, II a game of ship to
ship combat in the 21st century.
This boxed game, which includes
five scenarios. has a price tag of
three dollars.

Well. there you have it. The
list of the newest releases is com
plete. So, until next time (with its
inevitable large number of new re
leases) I may the Force be with
you .

1-

Continued from page 4

The BOOTY LIST points out the
next stop in this lour of our new
magazine. Best described as the re
gister of JUDGES GUILD products,
this section of PEGASUS not only
lists what we have available, but also
includes a rundown of prices, and
the component parts for each of our
items to make it easier for garners
and Judges to place orders for new
releases or replacement parts. ALL
TIIAT GLITTERS... con be quite
helpful in bringinq back an air of
uncertainty to any treasure cllest.
Something of a companion column.
.. . AND THINGS TIIAT GO BUMP IN
THE NIGHT is where we will be
bringing you a menagerie of new and
unusual creatures. Many strange
beasts, beings, and monsters of
magical and mundane nature will be
presented here, along with complete
descriptions and statistics for use
with the DUNGEONS AND DRAGONS
game system.

As we continue our lour of
PEGASUS. the next area that we
shall be visiting is the CONVENTJON
COMPENDIUM: our roster of up-and
coming gaming, science fiction, and
other assorted conventions. This
section of the magaZine offers the
reader a continually updated lis t of
what is going on, when, and Where,
with information as to whom to get in
touch with to find out more about the
event. The COMPENDIUM is also
offered os a free service, making it



easier for convention planners to
spread word of their planned event.

While on the final leg of this tour.
we sholl be stopping in on the three
remaining departments. The first of
the last three areas is FROM THE
HORSE'S MOUTH, which will be
bringing you reviews of the new pro
ducts. qames. and game aids in the
field of board and worgaming. and
fantasy and science fiction role
playing. This part of the magazine is
aimed at informing the gamer as to
the various merits and weak points of
a number of items. both currently
available. and soon to be released,
The section GRAND PROMENADE
AND SKALD'S STREET is where we
will be printing letters to the editor.
and his responses to the garners'
questions and remarks. The nome of
this department. by the way. is also
the location of the PEGASUS office
in the CITY STATE OF THE WORLD
EMPORER, Lostly, we hove IN THE

CRYSTAL BALL, the part of the
magazine set aside for advanced
billing of some of the features of the
next issue. This is where we will be
giving the reader some idea of what
to expect and look for in the near
future of our magazine.

Well. here we are at the end of
our tour of the magazine. and. be
fore I bring this month's HORSE
FEATHERS to a close. there is one
los t thing I need to cover. A number
of subscribers to the JUDGES GUILD
JOURNAL and the DUNGEONEER
have calfed or written in with ques
tions concerning their subscriptions.
In response to their querries. any
subscriptions that were placed before
the change in magazines will be pro
rated. that is extended. to cover the
PEGASUS for the duration of the
original subscription. None of our
subscribers are going to lose out by
our change in magazines,

,

"
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WINNER - H. G. WELLS AWARD,
BEST MAGAZINE COVERING ROlE.PLAYING, 1979, 1980

JOUtml of the Trallellers' Aid Soci~ry

PO 80x 7646
Bloomington, IL 67707.

The Journal of th~ Tr~lIellef$' Aid Society is
available at fine hobby shops everywhere or by
subscrtPtlon, 59.00 for four issues.

tbURNAL of the Travellers' Aid Society

J "you, T""II.. "mp"," go;", dow" ,h,
drain because of a lack of fresh ideas? Get the
Journal. and stock up. The Journal of the
Travellers' Aid Society il a 40 page Science·
Fiction adventure gaming maga2ine. Each is:iUe
IS stufied full of play·related articles and fea
lures guaranteed to pull your campaign out
of the black hole of boredom.
In Bddition tisch i$Sutl includes:

Amber Zone: Scenarios for Traveller.
The Bestiary: Descriptions of alien animals.
Ship'l Locker: New items of equipment.
PLUS-irregular features such as game

variants, reviews, Traveller rules modules, Ques·
tion and Answer sections and Ref's Notes on
plaYing specific situations.



Dear JudR'es Guild.
As an ardent fan of the TSR fantasy
game, Advanced Dungeons and Dra
flons, I find some of the modules
that you offer for sale very interes
ting and entertaining. However, af
ter the purchase and careful exami
nation of one of the modules (Under
the Storm Giant1s Castle). I found 8
few things that disturbed me about
that particular module.
In a game such as D&D. borderlines
must be drawn between the real and
the imaginary. When these border
lines cannot be drawn in a gmne.
then the game ceases to present its
true function. and could lead to mis
conceptions about it and the sub
ject matter it deals with.
I feel that Mr. McCloud's use of an
~18 and the Devil in his module was
in extremely poor taste. As previ
ously stated. boderlines must be
drawn somehwere. and I feel that
they need to be drawn. before they
draw in the Almighty and the Holy
Bible _ If the contents of this module
are to remain the same. perhaps the
Judges Guild should change the
sentence that is on -the inside front
cover thot reads. II All characters.
situations. and institutions por
trayed herein are fictional. and any
resemblance to any person or insti-

92~¥

tution is purely coincidental." Some
how. I feel that the resemblance be
tween the contents of the module
and the institution of Christianity is
too great to be called purely "co
incidental. 1I Perhaps Mr. McCloud
should refer to the TSR Monster
Manual for D&D. and select his mon
sters for his modules from this book.
instead of from the Bible.

Randall Keiser
Pollock, La.

Randall.

I'm glad to hear that you enjoy most
of our products. Unfortunately. 1
also have to admit that we are no t
perfect. luckily. no one else is
either. You may be right that
the line must be drawn somewhel'e.
but where that line is drawn is
up to the DM. Sometimes 1 feel
that the line is d,~awn too far
to one side 01" the othel'. 1 pCI~sonal

ly know Christians who use Chris
tiantty in theil' campaigns for evan
gelical purposes. In orde,' for the
game to be truly fantasy. all reli
gions that ever existed would have
to be kept out. which eliminates
both Gods. Demigods. and Heros.
and D"""'Iifles and Demigods. a little
late for that now. So. since other
religions have been included in the
game, it would be discriminatory to
say that people couldn't be used in
fantasy games. In other words, it is
Mr. McCloud's choice of whether or
not to use these beings in his Dun
geon. and it's your choice whethet·
or not to use his dungeon in your
campaign.

Harold

Hello.
I don't write often. and even leS8
freq uently to magazines. However J

considering the amount of utilization
I get out of THE DUNGEONEER. I
have decided to send Slong this let
ter. Through various means I have



obtained the more"valuable" informa
tion of all the issues. (Le. Dungeo
neer Compendium 1-6). I use much
of this material, somewhat modified
of course, in my world. Also. the
stories spark many ideas of my own.
Because of this, 1 consider the 'zine
an excellent return for the money
spent.
Being 8 member of the Air Force 1
come into contact with 0 lot of people
and J really am surprised as to how
fnst tho games catch on, especially
0&0. Keep up the good work.

Sgt. B. Chapin
Wurtsmith AFB, MI

p .S. I have enclosed a couple of
monsters and magic items of my own
design.
Like to see what you think.

Sgr. Chapin,

Thanks {or the good words.

Harold

Dear Sirs;
When 1 recieved issue #19 of your
good magaZine, I read with some
interest the 9I'ticle by Thomas
McCloud entitled "Estimating Power"
I've done a little work on my own
with the problem I and I'd like to share
it with you.
To my mind I the definitive rating sy
stem for monsters of any kind is
the one developed by Don Turnbull
in White Dwarf, issues U-3. I won't
go through it here, save to say the
number it generates is essentially
Uie number of rounds an endless
string of first level fighters would
take to kill the given monster. In
terested readers are urged to con
sult White Dwarf for further informa
tion.
But it does have a problem. It de
velps a MonsterMark (the name of
the rating) for only a single creature
at a time. It can also be used to rate
a number of creatures all considered

together, but only with the greatest
nf difficulty. I went through a num
h!:lr of these calculations, and came
up with the following empirical for
mula: MM of the group =: N1.5 :<:
individual 1\11\1 where N stands forn

the number in the group, and MM
stands for Monster Mark. Curiously,
if we square both sides of this e
quntion, and assume that MM is di
rectly proportional to level (though
that is not true), we have the for
mula Mr. McCloud developed in his
article.
I have no idea what a 1000th level
dragon is like, so I cannot comment
on 1\11' McCloud's example. Instead, I
have prepared a quiz for the rea
ders of JGJ. Pick the woup or in
dividual you think would win each
of the followin~ battles. For con
venience, no magic items have been
included.
1. 2 skeletons vs. 1 zombie (the

skeletons)
2. 10 orcs vs. a sea hag (the orcs,

easily
3. 3 stirges vs. 8 1st level fighting

man (the stirges)
4. 100 orcs vs. a 12 HO Gold Dra

gon (the dragon, easily)
5. 20 Copper Dragons vs. a roper

(the roper!?!)
Hope that was fun. When do you
plan to announce the winners of the
second dungeon contest (or third, or
whatever, the latest one)?

Scott R. Turner
Clayton, 1\10.

Scott.

Thanks ro'~ the information and
quiz. As for the Contest winners.
they we,~e published in issue No.
21 of the Judges Guild Jow·nal.

Harold



Traveller Combat Revisions
Written by Tom Holsinger, this article presents an
alternative way for Traveller tm players to conduct
intership combat. Other sections to this cover a wide
range of topics including ship design variations, com
puter programs, and crewing a vesseL

The Wanderer's Merchant Company
David MacKensie sets up for us an interesting sys
tem governing the ebb and flow of trade and com·
merce in a fantasy world setting. The charu and tables
in this article make it easy to determine who will end
up being the robber barons and who will go to Debtor's
Prison.

Swashbuckler
This time, the Guild reviewer examines an inexpen·
sive and enjoyable game that lets its players relive the
days of old when the heroes and the villians used
flashing steel instead of blazing lazers.

Sea Mages
In this article, Paul Elkman has established a new
variation on the Magic User, the Sea Mage, a spell
caster who draws his power from, and affects the
r&alm of, the seas. Sea Mages is complete with all the
necessary information needed to incorporate this sub·
class in' any active campaign.
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Newest
Traveller tm

Play-Aids
AMYCUS PROBE

B... Dave Serl"", this 32 p. adventur, Is
tha firlt il'l the Bordlll'" Prowler Advflnture
SeriC$ set in th, Gateway Ouadranl. The
bals of lh, scel'lerio 11. comm.ndo t.ld lor
Inform.don on '1'1 unk.nown inst.lIltion.
Compllte penonMl .nd equipment nltls·
lies .re given for ships, Assault Shunl..,
and oppositiol'l forces, This product is de·
signed to _ In en introductory _"0
to cempalgn geml~ with. campl't' set of
l)f"e-gen~ted chMacten. AIIQ inducMd I••
lCOring SYltem for evaI..-1I1'1ll perfOfTl'lal'lOl
in toornem8flt pi...... The ..me people and
equlpm8flt .re to be uMet throughout the
entire series New equipment fNturwt il'l
lhe ser'es indudei the 40 ton armor.lII,d
A_It Shuttle end the 1000 ton Border"
Prowl.,. Cl_ Ship_ All Mep$ and Encoul'lter
Tibl.. Ire provlded for the Judge. Creeted
end Approwd for UM with Tr• .-II., tm.

$5.98

8y Welt.,. 8I'Id Ooroth... Bltdsew, thIs 32
pega book with 22" If 34" color map det81l.
a plMlet in the MeraI'l.th8-Alk8hen 5ectOl'
of lhe GIItewe... Ouedl'1lnt. Compl.te cMI..ill
era given on the plent1 GhlXlri~ .. well ..
on Its AIplerlt native 1'1IC8, the Hewkl'nlJ'.
One major tcttnlll"io Is ~n with ...,..1
addltionel \I.,ltnn detailed • well •
IIJ9lleStionl for Judges' modification, to IUIt
tM tOn, of their OWI'I penonal ,*""poign.
GhOitring i, bUI one of II wries of Approved
Traveller tm pl.....ldl designed to k.ep en...
campoill" movlng.lo~It Jump 61 $5.98

GHOSTRlNG

The thild Judges Guild Traveller Sector with
22" II 34" three-color map .nd , 32'P1ll8
Guidebook. Part of the Get_... Quad",1'I1
c"mpolgn, thll product Hnks with L-V
Sector, Gllmm.rdrift Reaches, end the
forthcoml~ MIl<"lIl'l81hll-Alkehest S/lCtOl'.
The mllP gi\llll Stell.r Locetlol'l, PollllCllI
)!visionl and Jump Routes. Eightllgnlfie.nt

sector planets .re mltpped in detail on the
bllck .fong with complele historleel beck.
ground .nd nltislies on elICh, The Guide
book goes inlodeUlii on NCh of the hundrech
of IYllems.. Beckgroul'ld biliary of the
POIilal .nd mlUtety situalion Is given ..
well "Rumor end Encounter Cherts for the
Judge. Created .nd Approved for use with
Tr.....I.,. 1m $5.98

CRUCIS MARGIN

TOWER OF
INOOMITABLE CIRCUMSTANCE

The God ~th neech youl 01'11... ma daring
,nler th, ancient To_ 10 pr~ worthy to
_ tum. Maps 01 NCh level and ..nat
11M III eaeh are fumKhed, " well n a~
surpnse lor unlWrV pia ..."". 32 aetlon
plltked pages. $4.98

MASTERS OF MIND

Masten 01 Mind Is e det"led rulell iet for
psionic combat. The rul." include il'l;lisl
character talenu al'ld how to develop
those lalenu .w _II as all.ck and delense
modes for combal. All 90 PIllIfl ,re full of
Charl$. Tables. anll Ault.. ",lUI ellamplM of
Combot given lor clCllt rl!(l(J101l and compre'
h,ntlol'l. A mun lot lentusy rule playingl

$7.98

Our Newest Line
Villians &

Vigilantes tm
Play-Aids

DREAK IN AT
THREE KILOMETER ISLAND

This modufelor Ihe Vi1l,lnl& Vigilantes tm

.00e pillymg system IS dl:tslgned 101 use wilh
lower 1~e1 chal'Kten. P..:ktd futl 01 Maps,
Cham, and of course VIII,lns, In 16 pegn
are read... 10 pnwlde houn of aclion1*=kad
en,oyment. $3.00

~NrlU
'''''196],457,812.,389,420,837

A 16 pege book featuring I T_ one.
owned by II beeut,ful Magic UMr. but pr..
MfIlly inhDbll00 by It 1001 horde 01 ..,1
(t..um". Mennen IIfld Treow"" Ibound
IhroughOU1 tIM ToWl'/'. Art VOU~ end
strong enough to regain u.ta', To_ Of will
you $UIXumb 10 the eovil lurking Ihet')
Otl1gned and ApproYed 10' U!Ie wIlh Ad.
w.nced OU.o", " Ora9OO' 1m. 53.00

QUEST FOR l.ARA'S TOWER

Th" 11 whet the world 118:1 been Wlllluig IOI'!
In the footltl'PI of Survivil of Itw Flu..,
comes 0'81100" HIli•• 32 PI9lI lQIo dun.
geon IOf derong and ~fdV adVerlflJrer'
_king ue8$u". Or-von', H,ll i. !deal for
existi"lil ch~te" or lor new ones, IrKI 'f

Appl"oV'lld lor use with Ih, Ad...lnud
Ouf>9&Of'I a. Dragons 1m .00e playing
ty.ttm. 53.50

New for
Advanced
Dungeons

& Dragons tm

R. R. 8 Box 9 1221 N. Sunnyside Ad.
Decatur,llo 82522 Ph. 1217) 422·1930

DRAGON'S HALL

House ON HANGMAN'S HILL

Pleue add $ 1 00 1o. Pollaljle .nd H.ndling
and $ 1,40 lor C.O.D.

11111'1011 R8'SIdenb .cld 5% tu

Judg•• Guild Announce.
FREE 88 Page Catalog I

~ubgeli <&uilb

Approvlld for use with Advlnnd OUl'\98Onl
& Dr-s.onl 1m, 'hi, moduli pin • ~rlV of
lll:plor.1'S 9gilln,! the 5eCrets 01 lin old and
dMetly fortrep ManOl'. HolIW on Hangrrntn',
HIli con..ln, 32 p,," 01 Room Oftcr,p·
liQoI, Monnef1l, Encounten, al'ld Trtaurt
for lhe I,k,ng Can ...oo ele¥ thi, hou.. of
.,,11 or will "'0\1 die Irylng' $3.95

JUDGES GUILD DOES IT AGAIN
PRODUCES FANTASY ROLE-PLAYING GAME AIDS I
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BECOME A
AND RECEIVE SIX
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CAMPAIGN INSTALLMENTS
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Every two months you will receive I 32 .-ue City
Statl~ AdYentww . leading the way to F...
bItIc Aclwentun G..... induded In ......... 8C
~ FanUsy .nd Scienoe Fk:tion a.ningltr, --,
packed full of informative Artid••"-Y~.RewiIwI
and Adventures covering alt aspecu of Geming .,d
Rol. Pllying. A total of 96 pages of F.,taItic Enjoy·
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FOR SALE: 269 Room Castle with View..
~ ~. .

~ , ~~.)~
~- ~/-0)afJJJ

.......~ ,/ RAVENSKRAG is the fint in a new series of.-.,.,.../
• V-ft"c adventures suitable for use with all fantasy ~

~7.4-~ rol....playing .ystems. Four Giant 22" x 34" ~
• ..k; maps detail Ravenskrag Castle and the levels I

below. The 80 P9 guidebook coven all .
buildings, penonalities, treasures and mono ~
Itt" in detail. $10.00 .t

NEW FROM

D I
-; .\ A jullgrB (,ulll\

UNIVERSAL
FANTASY SUPPLEMENT

me~torlntl

Why are Ileople disappearing in the Village of Res
tormel? What terror stalks the night? Only you can
find out and deslroy itl A 32·page Guidebook plus
two detailed 22" x 34" maps of Restormel Casde
plus maps of all major Village Buildings. Find hours

of fantasy enjoyment lor just $5.98.

~ub9tS "uilb
R. R. 8 Box 9 1221 N. Sunnyside Road

Decatur.ll. 62522 Ph. (2171422·1930

ADO $ 1.00 FOR HANDLING to $1,40 FOR C.O.D.
illinOIS R,,,,denl5.ctd S'll. Sal,,", T~..

WRITE FOR FREE 96 PAGE CATALOG
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~ook for the Pegasus issue logo in ads appearing
In each Pegasus. When an ad i1tcludes the issue
logo, Guildmembers get 10% of! the retail
price ofany item in thead when ordered from
JUdges Guild This includes JG ads and other
manufacturer's ads. Your Guildmember Bonus
for each issue will begood for Otle month after
the issue dale of that Pegasus. That is, if the
Issue date is Dec/Jan, the Guildmember Bonus
is good through February of that year. Be sure
to state that you want your discoutlt and list
the issue and page number tlte item appears
on, as well as regular ordering info. This is
another good reason/or all ofyou Non-Guild
members to subscribe and to keep your sub
scription renewed and current!

This issue has quite a few "extra"
special items, including all expansion module
(that's right/ -it 's all IIew) for DUCK TOWER.
a delightful article on SEA MAGES. alld all
i"teresting variant fm TRA VELLER tm com
bat. We don't stop there, though, for there is
also THE WANDERER'S MERCHANT COM
PANY. a good article on CATAPULT WAR·
FARE, and all adventure piece, entitled
YARDARM McGRAW'S TREASURE for
PIECES OF EIGHT - SKULLS CROSSBONES
SYSTEM, flot to mention tire CITY-STATE
INSTALLMENT: ISLE OF THE BLEST by
Je's own Scott Fulton. Enjoy. Dear Readers.
See yOll next issue.

We at PEGASUS lVould like to thank
£ri~l McKef!. and Harold Kahn, the former
EdItors, for their contrihlllion to our magazine
alld hope they fare well in tlteir new en
deavors.

Also. you asked for it, .'>0 now you're
really gOlllla gel it! Watch fur a NEW CON
TEST, coming soonl

NEW!NEW!NEW!

Starting wltlt this issue, we halle a new
Guildmember bonus: If you are a subscriber,

EDITORIAL
by Chuck Anshell

To all my friends out there. a hardy
"Hello!" - it's great to be back. even though
the name of Ihe magazine has undergone a
couple of changes since I was last its Editor
alld its internal look has been totally revamped:
A Samurai Editor out ofits medium ;s no fun.
While J will now be living, for the most part.
in dis/am Oak Park, fL. J will be commuting
10 Decatur and Judges Guild for the purpose
of editing Pegasus. I am real/y glad that we
wefe able to work out this unusual arrange
ment. This issue sees me returning as Editor;
however. most of the Editorial Work for this
issue and the next wassel by my predecessors.
So issue number 5 will be the first which is
"totall)I" my issue.

While we're on the subject of good
net4-'s. I want to add that we have. finally,
solved our "tale issue" problem. While this
issue is late, issue number 4 should be sent
out on time, and, by the time you receive
issue number 5, I will be a whole issue ahead!
This means that I have to get used to working
on the December issue in August and the June
issue in January (Whew· talk about jet lagJl

For all you writers and artists out there,
please note that, in addUiOll to our usual re
imbursemem schedule and blurb, we are also
pri,aing a "Copy Call," starting with this issue.
Readers should find this interesting as well.

Keep those cards and letters coming in,
folks. Let us know what you like: we put tltis
magazine together for YOll Also. I would like
to hear from you about whom you want us to
interview. We ha~'e several interviews planned,
of course. but we want to know of anyone
you are particularly interested in. Are there
any special articles you would like. such as
How Do You Go About Designing A Product/
Scenario From Campaign Material?



Though involved with fantasy, scief'lCeofiction and history as soon as he learned how to read, Dave Sering didn'r get
involved in simulative gaming unril the U. S. Navy stationed him in Rora, Spain in the middle of 7971. At firsr his
gaming activities \oWn! restricted to historical subjects only, bur friends larer inrroduced him to FRP (Fanrasy Role
Playing). Hisrorica! subjects still remain his favorire even though his profession is now in the field of FRP. Gening our
of the Navy, Dave worlc«i for B shan rime in a f«tory and then got a job as B 3rd shift security guard while attending
classes al a local university. These jobs allowed him enough perwnal rime to referee some rarher la~ campaign games
and do some writing ar night, between his security rounds. Soon he became involved with fJUning on conventions with
various clubs in the midwest. It was at these cons that he first became aqU8inttKJ with Judges Guild's products and
personnel. After working on if set of plans and drawings for medieval ships, Dave was offered a job at Judges Guild in
O«atur, "'inoi$. Once ar Judges Guild, Dave spent most of his time slaving Ollt'!' a hot drafting board. Soon he was
called upon to do more and more editing and wriring. At present he is one of the senior designers at Judges Guild, his
primary area of emphasis being SFRP, especially TRAVELLERTM. Dave views his job as a continual challenge with
more and more interesting things ro do in the future.

Pegasus: When did you first ger involv·
ed with Simulations Gaming?

Mr. Sering: I was reading thrOUgh a
copy of "u, S. Naval Institute Pro
ceedings" when I noticed an advert·
isement for some company called
'Simulations Publications, Inc.' Having
a lot of time on my hands (the Navy
provides large quantities for all involv·
ed), 1 sent off and subscribed. The first
game I got was "Flying Circus". I
thought it was really neat and so did a
couple of my friends. A Corpsman
buddy of mine took it to work with
him and before the day was out half
the patients in the ward were trying to
shoot each other down. About that
time the base exchange toy store got
in an assortment of Avalon Hill games
and a lot of my friends were off on
wargaming, also.

Pegasus: What rypes of games did you
play?

Mr Sering: At first I played all the
common boardgames. It didn't take
long before I and all my friends were
making up new scenarios and modify
ing rules right and lefL In fact we were
soon inventing games of our own.
Most of us were plastic modetlen from
way back and soon staned painting up
a few miniatures and writing rules to
game with them. Then, I spent some

time travelling around England in the
summer of '73 and looked in on quite
a few of the wargamers in that country.
When I finally got back to the U. S.
I found that a lot of myoid college
buddies had discovered wargaming on
their own. We staned a club at Illinois
Central Community College which is
still going strong. I and my friends be·
came active in the conventions at
about that time. Soon after I became
invloved with Judges Guild.

Pegasus: How did you become invlov·
ed with the Guild?

Mr Sering: Up 'til then I hadn't been
involved in the fantasy end of gaming
that much. I had always read fantasy,
science·fiction and heroic adventure,
but few games were available to play
in that genre'. While I still spent most
of my time in historical types of gam'
ing, this new role·playing game began
to interest me. When several of my
friends went down to Decatur to visit
Judges Guild, I went too. After several
trips, Bill Owen, Bob Bledsaw and I
talked about a possible project they
wanted done. I had a lot of interest in
medieval history and technology.
Being an ex·Navy man I was, also,
interested in ship building. They
suggested that I draw up some detailed
25mm plans of ships that FRPers
would nonnally encounter or travel 00.

After a few of them were drawn up,
and I had written a description to !Jo
along with each plan, Bob offered me
a job In Decatur at the Guild. I moved

I moved down
to Decatur In
the summerof
78 ...

down to Decatur in the summer of '78
and set to work as rapidly as I coold.
We just managed to get 'Sea Steeds
and Wave Riders' ready for Gencon 7B.

Pegasus: Whar types of games do you
pfaynow?

Mr Sering: All typesl It has become a
very enjoyable part of my job to
become familiar with each new devel·
opment in the gaming industry 8S soon
as it comes ooL Our research library
here at Judges Guild is very extensive
and I make it a practice to examine at
least one new game each week or
review an old one I haven't played for
a time. After finishing off 112400
naval miniatures, WWII micro armor
and 25mm ancients (at least to the
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extent of completing what is available
in my selected anny or navy), I am
now painting up 15mm Napoleorll(:S.
At 1120 scale I am aboot halfway
ttuou!tl my French Army Corps. I
have had to call a halt to painting
French and go paint up some British in
order to put some counter.balancing
lead on the other end of the table.
Each week we try to schedule some
different types of gaming at the Guild
so we don't get into a rut with just one
type.

Pegasu~ What is your lob ar the Guild?

Mr Sering: The job title is Design Man·
ager. What it means is that I am a
senior member of the design staff and
I either design game projects myself,

I .ith.r d••ign
gam. proJ.ct.
my••lf or I
up.rvl•• the

d.v.lopm.nt of
.0m.one.I••·•
gam. proJ.ct.
or I supervise the dellelopment of
someone else's game project. Since
Judges Guild is still a relatively small
company, any and all of our staff may
be called upon to fill in for anyone
else. Most of my time is spent at a desk
or drafting table, editing manuscripts,
writing manuscripts and drafting maps
and plans are where the Judges Guild
employs me. I, also, have charge of the
approval process on certain types of
material submitted byoutsidedesigners.

pegasus: What products have you
designed?

Mr Sering: I have designed 'Sea Steeds
and Wave Riders', 'Frontier Forts of
Kelnore', 'Traveller Logbook', 'Star·
ships & Spacecraft', 'Ley Sector',
'Tancred', 'Glimmerdrift reaches',
'Crucis Margin'. 'Amyeus Probe',
'Rogue Moon of Spinstorme', 'Simba
Safan' and 'Laser Tank'. I helped out
with editing, layout and drafting on
over thirty more. Probably at least 50
or so products, in all, if magazines are
included.

Pegasus; What products are you cur·
rently working on?

Pegasus e

Mr Sering: At present I am developing
the Gateway Quadrant campaign series
fOl" TRAVELLER by GDW. Other
projects include Judges Guild's own
series of general playaids, the fint of
the universal science-fiction pgaming
aids is 'Port 0 Call Number One:
Tarlkin's Landing' I am also working
on material for a play aid for SPl's
'Dragonquest'. Finally, although on a
very low priority, I am working on a
series of miniatures rules.

Pegasus: Then Role Playing is your
specialty?

Mr Sering: That's correct. most of
my time is applied to various role
playing system gaming aids. With our
greater experience in the field we feel
we have come closest to achieving
playing aids which actually play well
with all rules systems. 'Ravenskrag' is
the first of our latest series, The
Universal Fantasy Role Playing Ad
venture. Other similar aids are coming
out for other areas of role playing. Of
course, we will, also, continue to put
out our specialist products for the
individual game systems.

Pegasus: Whar do you see as the maior
goal of FRP?

Mr Sering: The major goal of any
hobby activity is enjoyment. Fantasy
Role Playing contains enjoyment for a
great many different types of people.
At first many newcomers to FRP enjoy
the combat, the thrill of risking the
character and coming out in spite of
all the odds against you, Soon players
are investing more time and care in
their characters, developing a person
ality and a history for each. The play·
ers rapidly require a world to live in,
not just some cardboard scenery to
posture in front of every Tuesday
evening. At this point the players
come to the rescue of the judge since
they are just as important in creating
this world as he or she is. To long·term
gamers, that is where the enjoyment of
FRP comes, the enjoyment of mutual
creation of a vital world. The refresh·
ment of being able to step into an
entirely different world, even if only
in your mind, for an hour or two leads
a gamer back to the normal world,
r~ewed. Trying to cope with a plague
of angry dragons with only a sharp
stick or two makes it much easier to
cope with rush hour traffic.

Pegasus: That's what you get out of
Fantasy Role Playing?

Mr Sering: Yes. The chance to step
outside of myself for a while, to be
someone else for a while. I find it helps
me to be more objective about a
problem if I try and view it from as
many different viewpoints as possible.

Pegasus: Would the Guild like to see
submissions from the outsidecontinue}

Mr Sering: By all means, submissions
from Guildmembers are part of our
life's blood. Though we don't think of
it as submissions from 'outside' since
all Guildmembers are part of the Guild
whether they are in Decatur or Saudi
Arabia, When Someone sends us some·
thing we read it, even if it isn't in the
best of grammatical form or legibility
It helps alot if the material is double·
spaced, typed on one side of the paper.
If it is, we look at the materials as to
whether it would make a suitable
product or if it would be more appro·
priate for the magazine. M''9azine
material is placed on file, typed up and
used when it is appropriate. We try to
use material as soon as possible but
there may be waits of months in some
instances. (This is due in part to our
pubfishing schedule, with mags being
worked on in Aug for Dec issues. Also
we do notify if material is rejected if
an SASE is enclosed, . ed.] Material
which could become a product :s
evaluated and we run a cost estimate
to see how much it coold cost us to
publish it. With this information in
mind we send a contract offer to the
author with a cash purchase offer and
a royalty percentage offer. Upon
acceptance of one of the offers and a
signed contract, we typeset, do what
ever art and maps are required to
complete the project and send it to
the printers. If required, we arrange
for sending the manuscript throu!tl
the company, which wrote the rules
set involved, for official approval.
Soon, another Guildmember can point
with pride to their contribution to our
growinJl hobby!

Submillions from Guildmembers
are part of our Life's Blood!

!see page 771



by Clayton J. Mi ner

Greetings and welcome back once
again. This month we have a lot to
show you here in our busy Market
place. as an outstanding number of
new products arrived since your
last visit here. As is our custom.
we shall now give you a brief guided
tour of our wares. starting with the
Judqes Guild. Among the newest
items that the Judges Guild has re
cently relcascd is a product titled
Ravenscrag. a 269 room Castle shel
tering a wide variety of inhabitants.
beasts. intrigues. and mysteries.
Complete with a guidebook describing
the Castle and its environs, Ravenscrag
also includes a full set of floor plans
drawn out in 15mm scale. The first
in a new product series. the Universal
Fantasy Supplement line. Ravenscrag
retails for $10.00. Other new Judges
Guild items includes Dragon's Hall, a
32 page solitaire dungeon for use with
Advenced Dungeons and Dragons re
tailing for $3.50. and Break in at Three
Kilometer Island, 8 16 pa~e adventure
for the. Villains and Viailantes game
system. which retails for $3.00. The
remaining new releases from the Judges
Guild are Lara's Tower, a 16 page ad
venture within 8 priestesses' taver.
and Crucis Margin, the third in the
series of detailed Traveller approved
sectors. Lara's Tower has been approv
ed for use with Advanced Dungeons and
Dragons and sells for $3.00. while Crucis

L Margin retails for $5.98.

There are also a great many new
items from other manufacturers this
month. so we will begin with Mayfair
Games Inc. A new company their titles
include Richard I. the Lion-Heart, a
game of Richard I's campaigns for
France. The Castle, a skulk through 0

castle for one to six peoole. l.e.B.M.,
a game of thermo nuclear exchange be
tween the U.S. and the U.S.S.R., and
Space Empires a g-ame of universal con
quest for several players, each for $5.00.
Their last game is an amusing struggle
between the angry villagers and the
count. titled Transylvania, selling for
$3.00. Task Force Games latest release
is Ultra-Warrior, a pocket sized game
of combat between the elite warriors
of the 23rd century. Retailing for
$3.95 this game re-enacts the battles
of these re-born Knights-Errant. Game
lords Ltd. has added to their popular
Thieves' Guild series with the additions
of Thieves' Guild IV, which pits thief
against thief when the Block Hand
moves to take control from the Guild.
and Thieves' Guild Special #l, Prince
of Thieves' 81, the tournament run
from Gen Can 81 which selects the
best thief of all. These items sell for
$5.95 and $4.95 reopectively.

Fantasy Games Unlimited has also
expanded its line of games and game
aids. Their newest boardgame •
Diadem, a simulation of expansion
and conflict in the Diadem Cluster.
retailing for $20.00. The other
releases from F. G. U. expand their
science fiction role playing game
Space Opera. The first of these.
Martigan Belt sets up and adventure
within an asteroid field, and is
available for $5.00. The remaining
two items both sell for $6.50 and
provide the referee with a pre-made
area of space to game in. Titled
Star Sector Atlas I: The Terran
Sector and Star Sector Atlas: The
Outworlds. these booklets include
maps and information on the nora
and fauna of various planets.
Tactical Studies Rules latest item
is 8 new module for their Advanced
Dunqeons and Dragons. Available
for $5.50. L-1 T he Secret of Bone
Hill is 8 mystery and adventure

continued on page 76
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duck to'Wer:
An Expansion of Deathdrake Temple.

By Paul Jaqua~s

.. . .

No. this is not an errata or
corrections article. Nothing was
left out of DUCK TOWER. However,
the Runequest scenario created by
mysel f and completed by the eloqu
ent Mr. Rudy Kraft left a lot of
room for expansion and personaliza
tion. The crypts beneath Deathdrake
Temple are just an example of what
can be done by taking one of the
found objects from tables in the
front of the booklet and using it
as the basis for a mini-scenario.
In this case, it is the Protection
4 shield and the Sword of Yahkker
pupphie from Found Item Table num
ber three. items eight and ten.
Since the Humakti (worshippers of
the Gloranthan prime death deity,
Humakt) represent death as a sword,
it was an easy choice as to where
this powerful weapon would be lo
cated. The shield was thrown in to
justify the extreme forms of pro
tection around the sword. The
additional treasure, is as rolled
in my own campaign.

1 will make a point of men
tioning that this adventure is in
deed of the GATEWAY variety in that
my world is not Glorantan and neit
her are its deities, although there
are are great similarities. Death
drake temple is an abandoned sanc
tuary of the Angel of Death, Uriel,
who is in addition, a minor earth
deity allowing use of the 1 point
gnome is room 7. Change it if it
doesn't fit, I did.

Rationate for adventuring:
(Humakti) Certain cult relics are
known to be buried somewhere in
Deathdrake Temple, a shrine dedicat-

;.., .,
~ ..

Brazier •

Loose Stone

Warding

Pit X

S tai, IJ11iliii1i!1n1

Om 9m

Map
Key
000'----,
Secret Door -5-

2

.'. '

-

5X

, .'. " ..
:. .-, . "", .
; • '. ' •• r.



ed both to the worship of Humakt and a duck Hero whose name the temple
bears. While ducks are allowed into the cult. they really are ONLY ducks
and desecrating such a shrine would not be considered wrong, especially
when the possibilcy of the character's home temple possessinR the holy
artifacts in involved. There is certainly a chance to raise charisma
here! (Non-Humakti) There is a sword in those crypts and it doesn't really
belong to the death cult. No protective spirit is bound to that sword.

THE CRYPTS OF DEATlIDRAKE TEMPLE

1. In the south side of the base of the stone duck warrior in Death
drake Temple (see No. 29 of Duck Tower). there is a secret door vIsIble
only by a spot hidden roll being made on the statue itself (A spot
hidden roll made on the entire temple area will reveal the hidden door
only if a "critical" spot hidden roll. Le. 5% of the character's spot
hidden ability).
FIRST CLANCE: Room is dark unless light is present. Size is 3x3x3
meters. A 3 meter wide stair leads downward from the north wall of the
chamber.
CLOSER LOOKS: Floor is tiled with small, circular, ceramic tiles, no
regular pattern is apparent. Walls are stone block, carved with bas
relief murals of a duck warrior championing his people. The carving is
unusually sophisticated.
EXITS: A stair descending north and an opening in the ceiling in the
center of the south wall that will allow passage. one at a time into
the temple above. Creatures of a size larger than 20 will find passage
impossible. There is no apparent means of scaling the wall.

HIDDEN SPOTS: A successful roll will reveal a small. circular depression
in one of the room's corners. ahout a finger's width in diameter and not
more than a half centimeter deep. It is a stick that mades up a ward.
There is one in each corner. (See Traps).
TRAPS: The room is protected by a one point Warding spell that will do
1D3 of damage to any creature entering or leaVing the room and will alert
the guardian spirit metioned in DUCK TOWER, room 30 (INT 16. POW 37). The
Guardian spirit will then follow the adventuring group to determine whether
or not they are desecrating its temple.
2. This is a stair connecting rooms 1 and 3. It is 30 meters long and
descends 15 meters. Nothing special about it.

3. THE CRYPT OF THE HIGH PRIESTS

FIRST GLANCE: Room is 9x7.5 meters. Three unsually short crypts are
placed equidistant from the walls and each other.
CLOSER LOOKS: On the lid of each crypt is written the following in the
common tongue (or in duckspeak) "Defile not these tombs. else the guardian
shall hound you to your doom." This WTiting will normally only be visible
from the floor of the crypt (while standing on the floor next to the crypts,
that is). A spot hidden roll from the stairs will reveal it also. Walls
are damp. stone blocks.
EXITS: Stair to room I and a secret door 1n the southeast corner.

HIDDEN SPOTS: A hidden spot made from the stair on the crypts will reveal
the writing on the crypt lids. A successful roll made while searching the
room will reveal a dry area where the secret door is.
DENIZENS: Any Humakt worshipper not wearing a duck mask will feel a light
touch on the soul that will convey a message of unwelcomeness here. Any
non-Humakti entering the room will be immediately attacked by the guardian
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be immediately
gravel of vary
box, LxIxl meter.

spirit until they leave the room. Anyone who defiles the crypts in any
way (opening is defiling) will be attacked regardless of cult. If more
than one defiler or non-Humakti is present. the Guardian Spirit will
summon additional Temple Spirits to assist. INT: 10, POW: 15. tNT: 10,
POW: 18, INT: II, POW: 14; tNT: 14, POW': 16, INT: 14, POW: 19; [},'T: 11,
POW: 15; INT: 10, POW: 15.

4. THE LONG HALL

This hall is 1.5 meters wide, 90 em tall (any characters larger
than size 5 will have to squat or crawl) and 60 meters long. The hall
slopes gently down. The walls are damp and slimey.
TRAPS: 36 meters down the hall is a pit trap (See No. 5).
EXITS: The door at the south end of the hall is made of dense wood, bound
in bronze. It is damp and will not ignite. It is also locked. The lock
is rusted and -10% on lock picking. If the lock is not picked, the door
must be forced (remember that the ceiling in not even a meter high). To
open door. a character must roll under his strength (not under his strength
times 5, but under his strength, this is a difficult door).

5. PIT TRAP

This is a pit trap in The Long Hall. It is 12 meters deep and will
open on a 1-4 roll of a D6 each time it is passed over. It is counter
balanced such that it will swing shut each time. Creatures under 6 in
siz.e will not trigger the trap. If characters are probing for the pit, it
will require pressure exerted by someone of at least 16 Strength to cause
the trap to function (again. a roll of 1-4 on a D6 is required). The pit
will do 8D6 of dama~e to one hit location if fallen in.

6. THE ANTECHAMBER

FIRST GLANCE: Room is semicircular, 7.5 meter diameter. The walls are
stone block and two stone braziers spring into life when the room is
entered.
CLOSER LOOKS: The walls and floor are carved into arabesque~ and strange,
potent looking designs.
EXITS: Door into the Long Hall and a locked door into room 7.
DENIZENS: A ghost/guardian (INT: la, POW: 18) in the room has lit the
braziers with an ignite spell and has cast the Issaries Rune Spell Lock
on the door to room 7. It acts as a 3 point Klue spell. duration 8 weeks,
along edge of the door (the hinges are not accessible from the outside).
To break the spell, a character must overcome the resistance of a power
of 54. Up to two characters may attempt to breach the door simultaneously.
NOTE: For some Arcane reason, the Guardian Spirits of the Temple can not
penetrate this far.

7. THE ROOM OF DEADLY GRAVEL

FIRST GLANCE: The room is 10.5x18 meters in size. It will
noticable that the floor of the chamber is made up of loose
ing size. In the center of the room is a large black stone
Only half of the box is visible above the earth.
SPOT HIDDEN: A spot hidden made on the area around the black box will reveal
the end of a warding rod. Once the box is opened. a spot hidden made on the
floor will reveal a slight movement in the earth, a tremor, but nothing more.
TRAPS: The area around the box is protected by 6 points of warding of which
2 points have been used to expand the area covered. Any character passing
through the perimeter of the ward will be struck with 4 points of disruption
stacked against one hit location.



DENIZENS: Once the warding is passed, divine intervention will summon
3 1 point gnome who will wait for the defilers of the ward to pass out
of it towards the door.
Gnome: Hit Points: 34, Size: )x)x3 meters, STR: 13, Move: 3.

TREASURE: The box is sealed with a 2 point lock spell when the ward is
breached. the spell must either be broken or dispelled. The power used
to cast the spell 15 18.
Inside the box is the following: The Sword of Yahkkerpupphie. This magical
silver gword has a POW: 10 storage crystal in the hilt and the following
matrixes carved upon it: Bladesharp 2, Repair, Light and Fireblade. The
sword has the temper of bronze and may be used by any non-chaotic creature
(Remember also, that tempered silver is Rune Metal and Rune Metal is good
against lycanthropes). In chaotic hands the blade will untemper, the
crystal shatters and the runes fade. An additional power of the blade is
to do 1-3 points of disruption damage (Hit points not spell points) every
time it hits a chaotic creature. attacking with a POW of 10 every time.
The spells POW comes from outside the material plane and does not affect the
bearer or the crystal.

The Dragon Shield (Table III, No.8): This small. dragon bedecorated
shield has a Protection 4 matrix inscribed upon the back.

The Helm of Deathdrake. This copper helm may be used by a Duck Priest
of Humakt to summon the spirit of the Hero Deathdrake. The Hero will appear
as an INT: 13, POW: )2, spirit to do the bidding of the Priest as per a
friendly spirit in a Daka Fal Summon Specific Ancestor Spell. Duration
is 15 minutes. once per week. The helm has an additional value of 14,000
silvers to the Humakt cult. 3.000 silvers elsewhere. This item will be
recognized by a Humakt Rune level immediately.

The Torque of Humakt: This ancient treasure is valued by the cult at
70,000 silvers. There is no way that they can pay this amount in cash , how
ever. they will be long on favors. training etc. Elsewhere the value of the
torque will be but 10,000 silvers. Any character who wear the torque who is
not a Humakti initiate or higher. will immediately be struck by a POW 20
Sever Spirit spell. This spell will attack a new wearer immediately and
continue to attack one per day if the spell fails and the same wearer con
tinue in his folly. This item will be immediately recognizable to a Humakt
Rune level.

The following are miscellaneous gems and jewelry in the chest:
Each will have the value in silvers following it:

Red gem. 10. flawed Pink gem 27. flawed green gem 27. black rock 10,
gaudy necklace 30. orange gem 965, gemmed ring 140. flawed amber gem 15 ,
wrist bracers SO, flawed blue gem 95. cheRp torque SO. violet gem 1200,
clear red gem 500, pearly-white gem 100. belt 240. sandals 3666. clear gem
5000.

Above maybe easily reduced or added to if so desired. Remember, the
characters will have to get back past the temple's guardian spirits.
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Physical

Descriptions

by Tom Jones

On a number of occasions, I've been asked bV the
players: "O.K. What's he (or shel look like", For the most
part, they have been satisfied with a sketchy description of
what the encountered entity is wearing and carrying. This
usually provides them with enough information to reach a
dec::ision as to the entity's most likely alignment and profes
sion. But every once in a while. the necessity arises to
present the players with further infomatioo as to the exact
appearance of whatever it is the party just bumped into.

The situation may vary from a sudden encounter with
a group of nondescript travellers on a road to a catalogue of
customers in an inn. The multitude of causes for further de
tailing can become quite a load for the Judge. In a number
of cases I was forced to fall back on the old stand-by of
reeling off a thumbnail sketch of one of the playerl. This
has the advantage of confusing the playerl, since they find
it hard to "read" an encounter through an examination of
the NPC(s) expression. Unfortunately, the Judge is limited
to the number of available players as to the number of times
this option may be exercised. Also, it tends to dull with
repetition. There are only so many times you can state that
that innkeeper '100ks a lot like Sam" before the playerl
wonder whether your world is populated by Clones.

Many Judges, of course, have their own systems for
getting around this problem and many game aids provide
excellent physical descriptions of the personalities involved.
But for thos who don't have a methodology developed or
don't use prepackaged game aids, I present a set of charts
for generating a description which I've used with some
success.

Each chart may be used separately, integrated with a
pre·existing system, or used with the others. There are
brief explanitory notes at the end of each chart for modifi·
cations as required to confonn to Character Classes, Race
Variations and Sex, where applicable.

The charts may also prove useful in creating descrip
tions of Player Characters. Some game systems may require
a player to present the Judge with an exact description of
his or her character, as if the NPC played by the Judge was,
in fact, just meeting the Player Character lor the first time.

PhYtig! Oflcriptor Charts

Al Frame or Build

Fighters (including Rangerl, Paladins, Dwarves)

01 ·75 Heavy Frame (Strength +2)
76 - 95 Average Frame
96·00 light Frame lAgility +2)

2 Magic Users (includes Elves and Gnomes)
01·30 Heavy Frame
31 - SO Average Frame
S1 ·00 light Frame

3 Clerics (includes Druids and Monks)
01 ·50 Heavy Frame (Strength + 1)
51·90 Average Frame
91·00 light Frame (Agilitv +1'

4 Thieves (indudes Assassins)
01 ·20 Heavy Frame
21 ·80 Average Frame
S1·00 Light Frame (Dexterity +1)

BI Height

Height Light Frame Average Frame Heavy Frame
3' 10" 01·02 01·05 01
4'00" 03 - 06 06·10 02
4' 02" 07·10 11 . 15 03
4' 04" 11 . 15 16·20 04
4'06" 16·20 21 25 05·10
4' OS" 21·25 26 -30 11 . 15
4' 10" 26- 30 31 ·35 16·20
5' 00" 31·36 36 ·40 21 ·25
5'02" 37·43 41 - 51 26 - 30
5'04" 44·50 52 -62 31 - 40
5'06" 51 - 57 63 73 41·50
5'08" 58· 64 7' 84 51 - 60
S' 10" 65· 71 85 -90 61 - 70
6'00" 72- 79 91 - 93 71 - 80
6'02" 80· 85 94·96 81·S5
6'04" 86· 89 97 86·90
6'06" 90- 93 98 91 - 95
6'OS" 94-96 99 96 - 97
6' 10" 97- 98 00 98
7' 00" 99 NA 99
7' 02" 00 NA 00

Fighters: +10% Magic Users: - 5%
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Thieves: ·5%
Halflings: - 15%
Gnomes: . 15%

Elves: ·10%
Dwarves: ·10%
Female Player Characters; .5%

C) Weight

1 Blue
2 Brown
3 Black
4 Green
5 Gray

GI Eye Color

6 Red(Albinoismimplied)
7 Yellow·
S Purple-
9 Silver"

10 Gold-

Usually found in Non·Humans, but not exclusively.

Hll Special Feature Location

H2) Physical Defonnity

HI Special Features (Scars, Marks and Tattoos)"

6 face - left Side
7 Right Shoulder
8 left Shoulder
9 Right Thigh/lower leg

10 left Thigh/lower leg

4 Physical Deformity
5 - 6 No Special Feature

1 Scar
2 Birth Mark
3 Tattoo

1 Ri!flt Ann
2 left Arm
3 Ri!flt Hand
4 left Hand
5 Face· Right Side

Heavy Frame
NA
NA
NA
NA

01 ·03
04·06
07 -09
10· 12
13· 17
18 -22
23·33
34·44
45·65
66·66
87 - 91
92· 96
97 -00

Awerage Frame
NA

01 . 05
06 - 10
11 - 15
16 - 20
21 - 30
31 ·40
41 - 50
51 -60
61 - 70
71 - 80
81 - 85
66·90
91 ·95
96 ·98
99·00

NA

light Frame
01 - 05
06·10
11 • 15
16 - 20
21·25
26· 36
31- 47
48·58
59· 69
10- 80
81 . 91
92 - 00

NA
NA
NA
NA
NA

Weight
80
90

100
110
120
130
140
150
160
170
180
190
200
220
250
280
310

Fi!flters" +10% Magic Users: -5%
Thieves; - 5% Elves; - 10%
Halflings; ·15% Gnomes:·2O%
Female Player Characters: ·10%

01 Hair Color

1 Extremity Withered
2 Extremity Paralyzed
3 Extremity Missing
4 Sensory Organ Damage
5 Sense Organ Missing
6 Hemophelia

7 1 or more Teeth missing
8 Cleft Palet
9 Lisp

10 Chronic Allergies
11 Chronic Diseaselsl
12 Stutters when Speaking

1 Red
2 Black
3 Brown
4 Gray

5 Silver
6 White
7 Blonde
8 Auburn

• Use this chart primarilv for NPCs. It may be utilized op
tionally for Player Characters at the Judge's discretion.

I) Skin Color/Complexion

011 Hair Color Modifiers

I Light 5 Irridescent
2 Dark 6 Streaked
3 Dull 7 - 10 Normal
4 Glossy

EI Hair LengthlStyle

1 Shaven 6 Tonsure
2 Crew Cut 7 8raided
3 Mid Back 8 Pony Tail
4 Waist Length 9 Scalp Ridge
5 Shoulder Length 10 Scalp Lock

FI Facial Hair

1 Non. 5 Full Beard
2 Small Moustache 7 Full Moustache
3 Small Beard 8 Full Beard & Moustache
4 Fu·Manchu Moustache 9 Long Beard
5 Van Dyke Beard 10 Waxed Moustache
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1 White 7 Light Complexion
2 Black 8 Dark Complexion
3 Brown 9 Olive Complexion
4 Yellow 10 Mottled Complexion
5 R.d " Ruddy Complexion
6 Tan 12 Moderate (average)

Complexion



lava man

A long time ago there
was a tenth-level Wizard
named Telsinot, who en
joyed experimenting with
animals. He especially
liked to try to make them
bigger_

One day, the Wizard
acquired four kingcobras,
and began experimenting
with them. About a
month after he got them,
the Wizard fed them a
special potion he had
prepared. After being fed
this potion for 30 days,
each cobra began develo
ping another head and
Dragon's wings. One of
the snakes became Cha
otic Evil, two became
Neutral, and the last be
came Lawful Good.

After some more ex
perimenting, the Wizard
found that half the snakes

became Neutral in Alignment, the other half were equally
divided between Chaotic Evil or Lawful Good_ He named his
creation Flykes because they were snakes that could fly. and
because they made a "clicking" noise.

The skin of the Flyke 15 identical to that of regular
snakes, except that it is twice as thick and as strong as Plate
Mail. Their wings are like strong leather_

One day the Wizard heard a commotion in the base
ment of his laboratory. 'Nhen he investigated, he discovered
the Flykes doing battle with a giant rat. To his astonishment,
the snakes 'Here using Fire and Frost Breath Weapons to
fight the rat, who was just barely dodging them. Finally, one
of the snakes used his tail like a horse-whip, and totally dis
mantled the rat! The Fire Breath of the Flykes is a 9O'iong
cone with a 30' base, and the Frost Breath is a 120' long
cone with a 30' base.

Flyke
by Tom o 'Cull

FreQUency _ Very rare
No. Appearing 1 - 4
Armor Class 3
Move.. _ 6"'18"
Hit Dice _ _ _ .4
"in Lair __ .. , _40
Treasure Type_ ... _ _Nil
No. of Attacks .. 2 and Special
DamagefAttack 306

per head;
206 for Fire and Cold

Special Attacks Fire
and Cold

(each usable 3 times per day)
Special Defenses. _ . Tail whip

up to 1 time per 5
melee rounds

Magic Resistance 20%
to Fear spells

Intelligence ..... _ . Average
Alignment .. _.. Chaotic Evil,

Neutral, Lawful Good
Size .•......... roll 5010;

Result equals length in feet
Psionic Ability _.. _ . __ ..Nil

_.. -:~.~.:~~~~~ e~
~.~ na things" ~i

that go bum.,~~.

in the n~

These are brothel'S of Fire
Elementals, who are some
times found in caverns
leading to volcanoes. They
are able to attack their
enemies in two ways:
1) by throwing up to 3
balls of Greek Fire (dam

age from these burns is twice as hard to heall, or 2) by
engaging their enemies hand·to-hand, doing terrible burning
damage. Non·magical weapons will melt after 3 Hits on
them. Cold spells do x 2 damage, Fire and Fire spells have
no effect. They will not venture near water.

Lava Men
by Jon-Pierre Pazel/ic

flyke

No. Appearing , .1 . 6
AC 4
Hit Dice 6 . 8
% in Lair 30
Treasure D
Damage. _ 1 -12

Greek Fire 3 - 18
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SEA MAGE

For centuries the Free Lands of Goeldriaf have produced the
greatest sailors upon Nidavellir and their skills in aquatic matters are
widely acknowledged~ It is natural then that their magicians would
turn their energies to the water and that their fleets now carry Mages
of unusual power and empathy with the Sea. Out of this background
has grown another class of Magic-Users. one which shows great promise
as an NPC. The Sea Mage would naturally arise of a sea-faring people
and would be a natural extension of their interests; he would be
enoountered either abetting piracy or hunting it. or as an officer
aboard military vessels. Because he has essentially no power away
from any massive bodies of water. and since few of his spens are
melee oriented. he would make and unattractive adventurer in most
campaigns. The Sea Mage ought to be able to find a comfortable
place in any campaign which emphasizes sea power or has extensive
reaches of seacoast and islands.

The Sea Mage spells are arranged through the 9th Spell Level
as are standard MUls. and similar restrictions hold relating their tNT
to the number of spells knowable by the Mage. They have the standard
weapon restriction. they can use aD Scrolls. Wands and Rings and
there are Spell Storing Rings peculiar to them. They may use only
those Misc. Magic items which directly concern either Water or Weather.
A Sea Mage may wear leather armor but no Shield; this is to protect
him better from the dangers of sea voyages and the vagrancies of
weather aboard ship.

SPELL EXPLANATIONS (where different from standard)

FIRST SPELL LEVEL

1. DETECT CURRENT
casting time: 1 round

2. DETECT LAND/ISLAND

3. LOCATE FISH
casting- time: 1 round

4. LOCATE WRECK
casting time: 2 rounds

5. FIND FAMILIAR
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Determines direction and speed
range: 1/3 mile per 3 levels

range: 1 hex area

Determines species, range,
depth

Determines range. depth
range: 1/10 mile per level
caster

as per Magician spell.
except familiar from this
list



Special: Alignment CG-LG dolphin/porpoise
LN-NG sea otter
LE - NE gTeat tortise
CE great white shark

6. SHIPBOARD MESSAGE as 'Message' spell but limited to same ship

7. CREATE DRINKING WATER
casting time: 1 round

creates i gallon of pure water per caster
level

head (1/6 eyes)
neck-throat
torso damage is 1-12, hitting the throat
arms will kill in 1-3 rounds. hitting the
legs means permanent blindness

effect time: 1 round range: 200 yds.

01-08
09-12
13-65
66-80
81-00

2 roundscasting time:

8. MAGIC SHIRKIN uses a palm sized brass disk which when
thrown (as skipping a stone) reveals razor sharp spikes: it can be used in two ways:
A. when thrown against rigging and lor sails of another ship it has an 60% chance of
cutting support ropes and if not will 1-2 go into the water 3-4 strike the planking of a
ship 5-6 strike the rigging of ones own ship. It can also be used against other sailors:
when thrown vs. an unarmored sailor it has a 65% chance of hitting, less 3% per DEX
over 14 for the sailor.
Damage location is:

9. FLOAT OBJECT keeps
casting time: 2 rounds

afloat up to 40 lbs. of any object. per caster level
effect time: 5 minutes/lavel range: 18' /Ievel.

10. SPEAK TO FISH
casting time: 1 round effect: 5 minutes/level range: 30'

serves to maintain the position of the caster's ship
ft ./sec. supports up to 550 lbs. of displacement of the

11. ANCHOR
against currents of up to 12
per caster level.

casting time: 5 rounds effect : i per level range: 1 ship

boal

12. LOCK HOLD as per WIZARD LOCK

13. CHARM SEA PLANT as Druids CHARM PLANT

14. HOLE/PLUG SHIP creates/blocks a line of up to 6 holes of a diameter of
up to 2 i" at any point along the hull of a boat (usually below the water linel and the
holes can be up to 7' apart. Caster's of the 8th level or above can punch holes 1n metal.

casting time: 2 rounds effect: perm. range : 50' per level

15. SWIMMER
afloat in the water and move/swim

casting time: 1 round

allows
easily,
effect

1 creature wearing any armor /clothing to stay
regardless of the conditions in the sea.
: 5 minutes/2 levels range :40'

16. CURE SCURVY JRICKETS
casting time: 3 rounds

cures the disease in one man and protects for 2 weeks
effect: perm. range : touch

17. UNDERTOW creates a powerful current which pulls any object or
person not magically supported to a depth of 10' and carries him for 80' per caster level
before allowing him/it to surface.

casting time: 1 round effect: til distance travelled range: 50'
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18. MAGICAL SAIL spins a magical web of 3D' by 40' in the rigging of a
single masted ship. Each sail so created can support and propel up to 1000 lbs. of
ship displacement.

casting time: 10 rounds effect: 1 hour/2 level range: 1 ship

allows the Mage to commune with the Sea Gods to enough
position relative to any point he wishes to know about.

produces a fog bank ISO' by 100' by 50' tall which

19. DETERMINE POSITION
of an extent to know his exact
anywhere in the world.

casting time: 6 rounds

20. FOG ENSHROUDMENT
will surround a single ship.

casting time: 3 rounds

effect :----

effect: 10 minutesllevel

range :----

range: 1 ship

21. AERIAL PILOT summons a being which is related to the Aerial Servant,
and this being can understand simple telepathic commands and is a reliable steersman and
pilot when told where the ship ought to be "headed.

casting time : 15 rounds effect: 1 hour range: 180 '

22. CORAL GROWTH this spell accelerates the growth of existing coral
banks so that within 5 minutes it will triple its volume and it will do so once for every
4 levels of the caster and remain enlarged permanently.

casting time: 15 rounds effect: perm. range: 130 '

23. RAISE SANDBAR raises a portion of a sandy ocean bottom up by up to
40' in order to temporarily ground vessels.

casting time: 2 rounds effect: 1 round range: 35'

24. DEFLECT RAM deflects a ram mounted on a ship in a random direct
ion and stuns the crew manning it. This will effect ships of up to 2000lbs. displacement
per caster level and will have the velocity and damage caused by ships too large to handle.

casting time: 2 rounds effect: 1 round range: 35'

25. BOARDING PLANK creats a shining board of 4' width which fastens its
elf upon another ship, keeping itself Jevel at all times and stretching up to 20' to reach
to the next hull. It can support up to 10 men in Chainmail before all fall into the sea.

casting time: 1 round effect: 5 minutes/level range:20 '

26. MAGICAL RAM creates a spike of tor length and 4~n thickness on
the bow of the caster's boat; the spike is sufficiently stron as to go throug"h wood which
is not re-enforced and also through sheet metal.

casting time: 3 rounds effect: 10 minutes range: 1 ship

27. CAUSE/CURE BENDS touch either causes a victim to immediately double
over in pain from high pressure gas bubbles forced into his blood stream or it cures
the condition as it occurs naturally in diving. Victims get a saving throw; they are
unable to move for 3-30 hours and those of CON less than 11 have a [30 + 3x(l2-CONll%
chance of dying.

casting time: 1 round effect: immediate range: touch

28. REMEMBER SEAS A navigational aid. this spell causes the ship itself to
memorize the characteristics of the seas it passes through so that at any future time
no pilot will be required to steer the boat -- upon command~ when the boat is in waters
which it remembers it will steer itself indefinitely in a given direction. until it leaves the
known area and then it will just drift aimlessly.

casting time: 25 rounds effect: perm. range: 1 ship
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29. SHIP INVISIBILITY renders 8 single ship and everything aboard and/or
attached to it, and everything in tawas well, invisible Crom any view. The ship is able
to move while invisible and can raid likewise.

castine time: 8 rounds effect: *hour per level range: 1 ship

30. PASS THROUGH GALES creates a calm pocket of sea for a 100 yard radius
around the ship and deflects all winds so to protect the ship from all aspects of tur
bulent weather. It can either use tne ANCHOR SPELL or drift until the storm passes.

casting time: 8 rounds effect: ! hour per 3 level range: 1 ship
31. GIANT KELP causes any and all aquatic plants in the affected area
to grow to about 12 times their original size; this results in blocking the channel in
shallow seas and it catches and holds swimmers and small craft.

casting time: 1 round effect: 3 hours range : 50 yards

32. CONJURE WATER ELEMENTAL this creates a 13dl0 Water Elemental on the sea
which will follow the orders of the Mage who called it. It moves at slow ship movement
rate. It can overturn small boats (skiffs. rowboats, whaling rafts) in I round and can
knock holes of up to 8" diameter in the hulls of larger craft. It does damage of 3-18 pts.

casting time: 3 rounds effect: 10 minutesl1evel range: 20'

33. WIND WALK LIMITED allows the body of 1 creature to assume a gaseous state
along with whatever he is carrying, and move along the winds at the speed of 90 mph.
At any time he wishes. he may return to the ground and become corporal. thus ending
the spell

casting time: 2 rounds effect: 10 minutes/level range: touch

34. WALK ON WATER a person touched by the Mage. or the Mage himself can
move on the surface of any liquid. regardless of encumberence and will be able to make
forward progress against winds of 5 mph. Does not work over l.ava]Magma or over poisons.

casting time: 2 rounds effect: 15 minutes/31evels range: touch

35. LIMITED WAVE creates a small-scale tidal wave of height 15'. which
runs 1n a line that is 200 yds. long. It moves at 12 mph in the direction specified by the
caster. Boats of less than IS' length are swamped~ of less than 40' length have a 40%
of swamping, of less than 60' a 10% chance. The wave cannot be counter-controlled
(by a Druid for example). nor can it be fired through with weapons.

casting time: 6 rounds effect: 10 minutes /3 levels range: immediate are

36. CAUSE LOCAL CURRENTS causes a volume of water 500 yds. long by 4' wide to
move in simple patterns of the speed of 4 mph. It does this regardless of the natural pre
vailing conditions in the area.

casting time: 3 rounds effect: 1- hour per level range: 500 yards

37. STILL WATER stops all wave motions in a circle of 100 yard radius
centered on the caster. Currents in the area simply divide and go around this perimeter
without having any effect on the ship ..

38. SEA WALL this forms a wall of solid water which is 8' high and
3' thick. Sail-driven vessels trying to break through will suffer 20- 50% structural damaf!'8
and be held a~round for the duration of the spell. The length is 20' per caster level
and once the wall is constructed. it cannot be moved.

casting time: 5 rounds effect: 2 hours range: 100 yards

39. SHIP MISSILE SHIELD Forms a translucent bubble of force. with radius of
50' around the ship and this will deflect all incoming missiles rspears. ballista. catupult
shot, rocks] of a non-magical nature which have a speed of more than l' per second.

casting time: 2 rounds effect: 10 minutesl1evel range: 50'
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40. RAISE ISLAND raises a bare stretch of rock of dimensions 30' by 50'
times the level of the caster divided by five, This can further be improved on by
other spells or the work of a Druid.

casting time: 35 rounds effect: 1 week/level range: 300 yards

41. RAISE WRECK will bring to the surface wrecked ships and flotsam in
the immediate area adjacent to it as long as such have not been underwater longer that 6
months per caster level. The spell will also hold the ship afloat for 15 minutes per level
so that other means can be used to secure it,

casting time: 10 rounds effect: 15 minutes/level depth: 15' /level

42. POLYMORPH TO SEA CREATURE allows the transformation into any natural
which lives underwater which is also between 50 Ibs. and 350 Ibs. gross weight. This
spell will give a polymorphed person all abilities of his new form.

casting time: 1 round effect: 1 day range: touch

43. POLYMORPH TO SEA MONSTER as above, but choice is limited to one of the
following : Sauhugin, Merman~Triton. Giant Squid/Octopus. Whale, Great White Shark,
and marine dinosaur. Giant Sea Snake, Dragon Turtle. Saltwater Giant Gar, Man 0' \·,'ar.
Giant Crab. Giant Oyster. Seahag' . Sealion.

44. CREATE WATER WIERD creates a permanent Wierd under the control of the
caster. If it is not named, it cannot be recalled to the Material Plane by its creator
but otherwise can be conjured at any time from the sea by simply spealdng its name.

casting time: 65 rounds effect: perm, range: ----

45. REVERSE CURRENT TEMPORARY reverses the direction of any natural current
which passes within 400 yds. of the caster. This will effect the entire length of the
current with I hour of casting the spell (currents of up to 100 miles long only).

casting time: 1 round effect: I hour range: 400 yards

46. PASS THROUGH WAVE allows 1 ship or person to pass through a series of
waves as if they weren't present and neither be hindered or swamped by them.

casting time: 1 round effect: 1 hour range: 1 ship

47. DEFLECT GALE deflects a sever storm which is moving in the dir
ection of the caster in a way such that it moves in a random direction (use Id8); the
storm will then hit somewhere from 10-50 miles away from where it would have--doing
up to +20% more damage due to the fiercer winds and additional water it picked up,
This spell can only deflect a gale which is more than 10 miles away from the caster.

casting time: 1 hour effect: duration of storm range: ----

48. SCALDING SEA creates a cloud of steam from the surface of the
sea, which envelopes an entire ship. The first round it does 1-3 pts. damage to the
entire crew of the ship and the second 1-6 and the third 1-10 pts. Remember that an
ordinary sailor will have from 1-3 hit points!

casting time: 1 round effect: 3 rounds range: 60'

49. C~EATE ICEBERG creates large chunks of ice out of the sea, the
totat mass of a flow of 1 ton per caster level.

casting time: 30 rounds effect: perm. range: 100'

50. AIR BUBBLE create a bubble of air. of 5! radius per 3 levels
of the caster and this bubble can be centered up to 50' below the surface of the
water and will remain there despite buoyancy and the effect of currents.

casting time: 3 rounds effect: I hour range: 50'
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51. SEA QUAKES as per EARTHQUAKE, it lev'els structures built un-
derwater, forces silt (contaminants) into the water, creates large waves on the
surface and can sink islands of up to 1000 square feet per caster level.

casting time: 6 rounds effect: immediate range: 500 yards

52. WATERSPOUT creates a funnel of water, resembling a solid
tornado. which is 40' tall. 51 at its base and 15' at its top. This whirling mass can
be directed by the caster. All men forced into it are automatically drowned. It is an
effective weapon vs. ships, capsizing all ships of under 200' length if directed
through thcm. If concentration is broken. the spout falls apart in 2 melee rounds.
casting time: 5 rounds effect: while concentrating range: 1 mile

53. SHIP DESTRUCT an improved version of Finger of Death which can
explode and burn any ship it is aimed at. Mirrors and similar devices do not deflect
it but do negate it. A tiny blue beam can be seem reaching from the Mage to the
ship to be destroyed. If any living creatures break the beam. the spell is neutra
lized and that creature will die. no saving throw.

casting time: 1 round effect: I round range: :l mile

54. ICEBREAK
ice which is 200 yards long by

casting time: 6 rounds

every 5 minutes this spell will destroy a strip of
15 yards across, allowing an ice-bound ship to pass.

effect: I hour range: 200 yards

55. WIND WALK allows up to 4 people and aU of their gear to
assume gaseous form for up to 20 hours. They can move at 40 mph and re-enter the
gaseous state once after becoming physical during those 20 hOUIS.

casting time: 6 rounds effect: 20 hOllIS range: touch

56. SEA DIKE creates a Sea Wall of length 10 miles (maximum)
of which both ends touch land; it can be formed in any shape by the caster. The
wall will remain, even should all of the water be pumped out of the diked area.

casting time: 4 hours effect: perm. range: 10 miles

57. MAJOR WAVE creates a wavefront up to 50 miles long, IS' thick
and 30 1 high. This will move at 30 mph for up to 6 hOlUS (specified by caster) and in
a given direction. This wave will capsize all craft it encounter except for wide rafts
and merchantmen of 200 + length and draft of at least 351 •

casting time: 8 hours effect: 6 hours range : 50 miles

58. FLEET INVISIBILITY as per SHIP INVISIBILITY,except that it will
cover up to 3 ships per 2 levels of caster and over an area of up to 5 sq. miles.

casting time : 30 rounds effect: 1 day range: 3 miles

59. SEA VOLCANO creates a crack in the sea floor which allows
~agma to come to the surface, creating a volcano which will rise to the surface
10 2-6 days. Within 2 weeks thereafter it will have a visible surface of its own and
an are of up to ... sq. mile. The crest of the volcano will reach 20- 60' above sea
level in one months time before it becomes dormant.

casting time: 5 hours effect: perm range:
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SOME OTHER SPELLS. NOT ASSIGNED SPELL LEVELS

which is 40' to 60' high and up to 30' thick. This wave will move in a specified dir
ection for 4 hours at a speed of 70 mph. No vessel can remain upright against it
without powerful magical aids.

casting time: 12 hours effect: 4 hours range: 200 miles

60. FIRE BEAM this creates a beam of energy from the palm of the
caster's hand which will burn any flammable object it touches and does 4-40 pts. to in
dividual men. The spell is best suited to strafing decks of ships, clearing them of
sailors and marines as well as setting them afire. Beam intensity and damage de-
crease by 50% for each unit of 100' between caster and target.

casting time: 2 rounds effect; 1 cound range: imile

61. RETREAT SEAS this spell will cause an area of ocean, which is
lef>s than 3D' deep, of dimensions 5xl mile per 5 levels of caster maximum, to retreat
from its current shoreline leaving a new stretch of land. New beaches will be estab
lished along a new coastline and the area will be sufficiently dry in 2· 4 weeks
(assuming summer weather) for habitation and building.

casting tin'l8: 15 hours effect: perm range: 1 mile

creates a massive wave. up to 200 miles long62. TRUE TIDAL WAVE

63. ETHEREAL SHIPS allows a ship to move in the ethera1 plane instead
of the normal one. When in this state it can move at double normal movement rate and
is not subject to the effects of weather. The general characteristics of the land over
which the ship passes can be seen but as through a dense fog; in this state a
ship can cross over land. All passengers and crew accompany the ship and ethereal
creatures can be cleary seen, as can the ship by them. Monster checks aTe doubled.

casting time: I hour effect: 5 hours range: I ship

64. HALLUCINATORY ROCK causes the entire personal of a ship to imagine
land appearing in whatever direction the caster wishes. The land always appears a
constant distance away and the ship can never reach it.

casting time: 3 rounds effect: 5 minutes flevel range: I ship

65. HALLUCINATORY ROCK causes the crew/navigator of a ship to see a
large boulder either (a) directly in front of the bow, regardless of how it turns or
(b) in one spot, permanently--this is useful to guard harbors and guide invaders
onto treacherous (invisible?) shoals. The imagined boulder is useful in that it does
not disappear after being touched by a ship, any number of ships can go through
it and it is still visible.

casting time: 2 rounds effect: till dispelled range: ----

66. WATERPROOF
pellent to water. Covers area of

casting time : 1 round

makes any cloth or container resistent and
4'x6 t per caster level.

effect: perm range: I item

re-

67. DRY instantly removes all water from the surface of
an item Iperson and its coverings. rendering them dry to the touch. Note the
fact that surface is used here, it will not dehydrate and kill a human.

casting time: I round effect: perm. range: I item

68. REFLOAT a special LEVITATION spell to get ships off of
rocks and sandbars etc. where they are held or stranded. The caster can lift and
move up to 1000 lbs. per level with the spell.

casting time: 6 rounds effect: 15 minutes range: 1 ship
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69. WAVE TRAVELS allows a SEA MAGE to dive into a wave and re-
appear coming out of another wave which is headed in the same direction up to 10 miles
away per caster level. If no wave in the desired area is available. then he will sur
face at a random point along the maximum radius of the spell.

casting time: 4 rounds effect: 1 round range: I person

70. FLYING SRIPS allows one craft of up to '1 ton per level of caster
(gross mass, not displacement) to fly if using full sail. Flying is done at a height of
20' to 50' above the water and at quadruple normal movement rates. The ship will
fly until the sail is lowered.

casting time: 1 hour effect: til dispelled range: 1 ship

71. SHOAL MAP this spell is an assist to navigators in shallow
waters. it causes the seas to light up according to the depth of water; this is done
in a one of + 300 from the stern and is 400 yds. in radius along that cone.
Shoals and shallows are yellow in color, sand under less than 10' is red, water of less
than la' with rocks underneath are blue. water of under 20' depth is green and deeper
water is orange. Kelp beds and other obstructions are black. With a lookout on the
bow to note the colors. ships ought to be able to get through the worst chan-
nels. Note that this speU will light up features that are invisible and or in the areas
wtere hallucinatory effects are and will conform to the actual configurations.

casting time: 2 rounds effect: t hour range: 400 yards

72. ICE RING creates a ring of ice around the waterline of a
ship which prevents its movement until melted away by wanner waters. The ring
is 6" thick per 2 caster levels and extends 2' along the surface for every three caster
levels. Normal fires will not effect it. nor will lightning.

casting time: 5 rounds effect: up to 8 hours range: 1 ship

SPELLS BY LEVEL

I.
DETECT CURRENT
DETECT ISLAND/LAND
WCATE FISH
WCATE WRECK
PREDICT WEATHER
FIND FAMILIAR
SHIPBOARD MESSAGE
DANCING LIGHTS
SPIDER CLIMB
CREATE DRINKING
WATER
MAGIC SHIRKIN
FLOAT OBJECT
SPEAK TO FISH
ANCHOR
PURIFY FOOD /DRINK
READ MAGIC

II.
WALL OF FOG
LOCK HOLD
INVISIBILITY
WEB
CHARM SEA PLANT
HOLE/PLUG SHIP
RESiST FIRE-OBJECT
WARP WOOD
DISPEL EXHAUSTION
SWIMMER

CURE SCURYJRICKETS
UNDERTOW
MAGICAL SAIL
SUMMON CREATURE I
DETERMINE POSITION

Ill.
DISPEL MAGIC
LIGHTNING BOLT
CHARM SEA ANIMAL
FOG ENSHROUDMENT
SHIP-TO-SHIP MESSAGE
LOWER WATER
AERIAL PIWT
WATER BREATHING
CORAL GROWTH
RAISE SANDBAR

FREE MOVEMENT
UNDERWATER

DEFLECT RAM
SUMMON CREATURE II
BOARDING PLANK
MAGICAL RAM
CAUSE/CURE BENDS

23 Pegasus



IV.
REMEMBER SEAS
CHARM SEA MONSTER
POLY TO SEA CREATURE
POLY TO SEA ~IONSTERS

SHIP INVISIBILITY
PASS THROUGH GALES
CONTROL WINDS
PART WATER
GIANT KET~P

FIREBALL
CALL T~IGHTNING

FLY

VII.
METEOR S'VARM
AIR BUBBLE
SEAOUAKE
WATERSPOUT
SHIP DESTRUCT
ICEBREAK
WINDWALK

~
'

...~-, ~,

•

~

V.
CONTROL WEATHER
TELEPORT
CONFUSION
CONJURE WATER ET~EMENTAL

WIND WALK LIMITED
WALK ON WATER
LIMITED WAVE
SUMMON CREAT URE III
CAUSE LOCAL CURRENTS
STILL WATERS
SEA WALL
SHIP MISSILE SHIELD

VIII.
LIMITED WISH
SEA DIKE
MAJOR WAVE
FLEET INVTSIBILITY
SEA VOLCANO
FIREBEAM

VI.
DEATH SPELL
DISINTEGRATE
RAISE ISLAND
RAISE WRECK
SUMMON CREATURE IV
CREATE WATER WEIR':>
REVERSE CURRENT

TE\lPORARY

PASS TIIROUGII WAVE
DEFLECT GALES
SCALDING SEAS
CREATE ICEBERG

IX.
RETREAT SEAS
TRUE TIDAL WAVE

PROGRESSION FOR SEA MAGES

level EP die (4 sided) spells

I Id4 2
2 2 800 2 2-1
3 5 600 3 3-2
4 12 000 4 4-3-1
5 25 000 5 4-4-2
6 45 000 6 5-4-3-1
7 65 000 7 5- 4- 4- 2
8 98 000 8 6-5-4-2-1
9 145 000 9 6-5-5-3-2

10 275 000 10 7-6-5-3-3-1
11 400 000 II 7-7-6-3-3-2
12 800 000 12 7-7-7-4-3-2-1
13 I 200 000 12d4 +2 hits 8-7-7-5-4-2-2
14 I 600 000 +2 8-8-7-5-5-3-2-1
15 2 000 000 +2 8- 8- 8- 6- 5- 4- 2-2
16 2 400 000 +2 8-8-8-7-6-4-3-2-1
17 2 800 000 +2 8-8-8-8-7- 5- 3- 3-2
18 3 200 000 +2 9-8-8-8-8-6-4-3-2
19 3 600 000 +2 9-9-8-8-8-7-4-4-3
20 4 000 000 +2 9- 9- 9- 9- 8- 8-5- 4- 3
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CATAPULT WARFARE
by Keith Bradsher

Many Characters launch entire Navies with their loot from Dragon
Hoards. Unfortunately. I have never seen an article published on Ship
to-Ship and Shore-to Ship Catapult Warfare, the dimensions of Ships, the in
habitants of Sunken wrecks. and the number of Pirate and Buccaneer
Vessels encountered. In order to fill in for this discrepancy I have de
veloped these tables.

Widths, Lengths, and Drafts of Vessels

Vessels Deck space (sq. ft.) Draft Width Length--

small merchant ship 540 5' 10' 60'
large merchant ship 2160 14' 20' 120'
large galley 1870 10' 20' 110'
small galley 468 4' 10' 55'
sailed warship 1750 16' 18' 108'
whaler 2700 16' 25' 120'
longship 1084 7' 15' 85'
boat 21 l' 2' 12'
raft 49 i' 7' 7'

Catapult Hit Probability

In the chart below, one first columns determines the number of square
feet of deck space the targ-et has. Then cross-indexes this with the
type of catapult being fired. The resulting score is the minimum roll of
percentile die to hit. There is always a 1% chance of hitting except in a
storm when firing is banned. The chance of hitting increases by 1% for
evcry additional 50 square feet of target.

Target Light HenUh Trebuchet
(sq~ft.) Catapult Catap t (fire from land only)

50 00 00 00
100 99 00 00
150 98 00 00
200 97 99 00
250 96 98 00
300 95 97 00
350 94 96 99
400 93 95 98
450 92 94 97
500 91 93 96
550 90 92 95
600 89 91 94
650 88 90 93
700 87 89 92
750 86 88 91
800 85 87 90
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Targe; Light Healli Trcbuchet
sq. t.) Catapul~ Cntnp t (fire from land only)

850 84 86 89
900 83 85 88
950 82 84 87
1000 81 83 86
1050 80 82 85
1100 79 81 84
1150 78 80 83
1200 77 79 82
1250 76 78 81
1300 75 77 80
1350 74 76 79
1400 73 75 78
1450 72 74 77
1500 71 73 76
1550 70 72 75
1600 69 71 74
1650 68 70 73
1700 67 69 72
1750 66 68 71
1800 65 67 70
1850 64 66 69
1900 63 65 68
1950 62 64 67
2000 61 63 66
2050 60 62 65
2100 59 61 64
2150 58 60 63
2200 57 59 62
2250 56 58 61
2300 55 57 60
2350 54 56 59
2400 53 55 58
2450 52 54 57
2500 51 53 56
2550 50 52 55
2600 49 51 54
2650 48 50 53
2700 47 49 52
2750 46 48 51
2800 45 47 50
2850 44 46 49
2900 43 45 48
2950 42 44 47
3000 41 43 46

Average ranges for light catapults, heavy catapults, and trebuchets
are 22". 2T', and 36" respectively. For every 2" beyond average
range. add 1 to the required score to hit. For every 3" short of aver-
age rang-e. subtract 1 from the required score. All fractions are elimi
nated. When firing from a ship, add 2 times the wind speed (2 six-sided
die) to the required score. If beating to windward. add 4 to the required
score. Firing while rowing slow subtracts 2, just as firing while rowing Fast
adds 3 to the required score to hit. Aiming for rigging adds 5. Firing
from a galley during a gale increases the chance of shipping water by 20%.
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Catapult Hit Allocation on Sailing Ships

Normal

01-05

06-13

Normal

14-30

31-48

49-66

67-00

Aiming for Rigging

01-10

Aim for Rig~g

11-35

36-50

51-66

Damage and Location

Below waterline- -2; times
normal damage
Hit a mast - norma) damage
snip drifts L-8 turns. t speed
after that - 1-6 crew fall from
rigging

Damage and Location

Hits rigging - t damage 
t speed 1-3 turns - 30%
chance that 1- 4 crew fall
from rigging.

Hits forecastle - normal
damage - 60% chance it
destroys either catapult
or catapult crew

Hits sterncastle - normal
damage - 60% chance it
destroys either catapult or
catapult crew - 20% chance
hits steering causing ship
to drift for 1-10 turns

Hits main deck - normal
damage - 20% chance hits
1-2 people on main deck

Roll

01-05

06-30

31-48

49-66

67-00

Catapult Hit Allocation on Oared Ships

Damage and Location

Below waterline - 2} times normal damage

Hits oars - i damage - roll six-sided die: 1.2,3. - destroys
1 oar 4.5 - destroys 2 oars 6 - destroys 3 oars 5 rowers
die with every destroyed oar

Hits forecastle - normal damage - 60% chance it destroys
either catapult or catapult crew

Hits sterncastle - normal damage - 60% chance it destroys
either catapult or catapult crew - 20% chance hits steering
caUSing ship to drift for 1-10 turns

Hits main deck - normal damage - 65% it kills 1-8 rowers 20%
chance it hits 1-2 people on main deck
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Final note on catapults: Charts assume that light catapults. heavy cata
pults, and trcbuchets do 2.3. and 4 points of damage to buildings, ships.
etcetera, as in Swords and S~ellS. As in Book 3 of the basic set. large
ships can take 18-24 points 0 damage before sinking, small ships can
take 9-15 points, and a boat can take only three points of damage.

Sunken Wreck Occupants

There is an 85% chance that a sunken wreck will be occupied. Monsters
found in sunken wrecks are assumed to be in their lair. with their private
treasure being added to the treasure in the wreck.

Roll

01-15
16-30
31-35
36-40
41-60
61-65
66-73
74-81
82-91
92-00

Wreck Occupant

Giant Octopi
Giant Squid
Giant Crabs
Mermen
Aq untie Elves
Port. M.O.W.
Giant Sharks
Giant Eel
IxitxBchith
Sahuagin

Pirate and Buccaneer Enoounters

Roll Small Galleys Large Galleys

01-30 1 -------
31-47 2 -------
48-70 2 1
71-80 3 1
81-90 3 2
91-95 4 2
96-98 5 3
99 7 4
00 9 5

Pi rate and Huceaneer Treasure

Roll up a treasure for each captured ship.

Island Base

yes
yes

Ship
Small Galley
Large Galley

1000's of CP
10% 1-2
20% 1-4

1000's of SP
15% 1-4
35% 1-6

1000's of GP
40% 1-6
60% 1-8

Ship Gems&. Jewelry Maps&. Magic Pris. Very Imp. Pris.
Small Galley 20% 1-10 20% 40% 20% 1-410% 1-6 1-10

Large Galley 30% 2-16 35% 2 60% 30% 1-8
15% 1-10 2-16
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NEW FOR

Have your players got you down? Too much Rune
magic. tOO many 1()()%+ skills? Now, help is on the
way for beleaguered referees with CUL TS OF
TERROR Nine of the deadliest deities in Glorantha
are presented in the popular cult format. Included are
Nysalor. Path to Illumination; Mallia. Mistress of
Disease; the cult of the Crimson Bat; Krarsht. the
Hungry One; Primal Chaos; the Vampire Lord Viva
mort; and many more. 96 pages for $9.95

-."",-".IS

GRIFFIN MOUNTAIN describes the people and the area of
Balazsr and the Elder Wilds. Balazar is a sparsely populated
hunting ground forapproxirnately 12.000 human barbarians.
lohe Elder Wilds has roughly the same population but is
comprised of trolls and elves instead. GRIFFIN MOUNTAIN
comes alive with multiple maps {including two 20"x 30"l,
scores of scenarios. dozens of personalities. hundreds of
monsters and a starl-it-yourseH cult. Visit the giant's castle
or search lor the wondrous Wind Sword. Perfect for beginning
aod experienced players. This scenario pack establishes a nfffl
state-of·the-art in role·playing! 208 pages for $'5.95,

chaosium inc. Wri.. ,or. '"",e.,.I0gu0.

AJbanY,CA94706 (415)527-7361
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ALL THAT
GLITTERS.

The DW3rvcn Pick of Mining
by Edward R. G. Mortimer

This Mining Pick was created long ago by a Mountain Dwarf
king, whose name has been lost to non-Dwarves for ages.
This Pick can only be utilized by a Dwarf. It will enable a
Dwarf to mine twice a5 fast as normal. It can also Detect
Metals and Gems in a 10' radius. and can communicate this
to its DW31"1/en wielder. If used as a weapon, it does 2 - 71
2 . 8 damage and is considered to be +2 in respect to what it
can hit. This is, of course, a Owarven Artifact, therefore, no
Dwarf will pennit a non·Dwarf {oown it. It is said that only
2 Picks were ever created.

..,.,-.- .

The Gnomish Hammer of Carpentry
by Edward R. G. Mortimer

This Gnomish land HaUling) size carpenter's Hammer can
be utilized by anyone 2'h' - 3'h' tall. With this Hammer, any
nail can be driven into wood with one blow. Any nail can
also be removed from wood just as last. This enables the
user to work 3 times as fast as normal. This is considered to
be the property of the Gnomish Race (by Gnomes, of
course), so they will not allow a non-Gnome to possess it. If
used as a weapon, it does 1 . 3/1 - 2 damage and is con'
sidered to be +2 in respect to what it can hit. There are ru
mored to be at least 7 of these Hammers.
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The Amulet of the Moon
by Edward R, G. Mortimer

This Silver and Moonstone Amulet is a cursed item. Anyone
....tIc puts it on witl become 8 Lycanthrope; there is no saving
throw. and a RemOl'e Curse is needed to be rid of the
Amulet, Whenever the Moon is in the sky, the we<lrer will
be a lycanthrope, Consult the following table to determine
what kind of lycanthrope he/she will be:

Alignment of Character is:
Good:

1 . 50 Werebear
51 . 70 Wereboar
71 . 75 Wererat
76 - 95 Weretiger
96·00 Werewolf

Evil:
1 - 5 Werebear
6· 15 Wereboar

16 - 50 Werent
51 - 60 Weretiger
61·00 Werewolf

Neutral:
1 - 10 Werebear

11 . 45 Wereboar
46· 55 Wererat
56 . 90 Weretiger
91·00Werewolf

Optionally, you may use Were-Other instead of
Werebear.
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ISLE OF THE BLEST

long ago. this island was populated by a race of people who worshipped a Moon
Goddess, whom they believed spent her days beneath the ocean. The island was
nearly destroyed in the uttermost war. with only two areas still having human life.
One was 8 small island off the north coast. and the other was the lake in the center of
the island. As the two groups recovered from the supernatural conflict, they began to
worship different aspects of the Goddess. The folk on the small island began to make
human sacrifices at each full moon to placate the Moon Demon EntiCos. They beleived
that silver was evil. and that if the light of the full moon. or water in the moonlight.
came in contact with the body it would cause leprosy. Therefore the Priests of Enlifos
go out each full moon clothed all in black. with only the narrowest of slits for vision.
They then take the sacrificial victim and hang him /her head above the water, so that
only his/her head will be underwater when hanging straight down. They then stand
back and watch as he/she struggles to keep his/her head up. Eventually the victim
will tire, and the head will sink below the water, consUffiating the sacrifice. The sym·
bol of EOOCas is taken from that of the Goddess, a silver crescent moon. His symbol
however has it horns pointing down. Rumor and legend say that Entifos gives his
Priests powers to assure taht people keep placating them. The common ~eeting of ded
icated worshippers of the Moon Demon is, "Speak or die! 11, because for reasons explained
later the religions group maintains strict silence wherever they go.

The group around the lake practice a much purer form of worship. They worship
the Moon Goc1dess Amlifos, which may be the name of the original Goddess, but prob
ably is a corruption of her name. They spend the night of the full moon in prayer to
the Goddess. Indeed, only while the moon is up, do they speak. This explains their
seeming silence. Even during the moonlit hours. one can Inly speak to his collegues
who serve AmUfos. They beleive silver and water are holy. Thus, their symbol is
the Silver Crescent (horns up this time). Initiation into the cult of Amlifos. is by
baptism. symbolizing the Goddess's passage into and out of the water each night.
Only then may the other cultists converse. In an attempt to ease matters the Priests
of Amlifos have developed a sign language which anyone can learn. It is useful only
for technical and functional situations, and not for philosophy and jokes. They also
have developed the habit of helping everyone who needs it and of being passive and
retiring, in attempt to please the Goddess. They constructed their temple area under
the Lake of the Gods. which is fortunate, as the Enlifans are much more aggressive
than they, and have spread out to fill the entire island. It was the Enlifans who re
built the former Island Capital of Rallu. The only area not over run by the Enlifans
is that around the lake. for the Amlifans feel obligated to defend their temple. Neverthe
less. it would have been destroyed by now, if it were not well hidden. Over the cen
turies. many people have drifted away from both of these religions and others have
been broug-ht in, but these are still the strongest.

Rallu

This city was founded on the site of an earlier ruin, which had been the capitol
of the island. Indeed, Rallu was built with the idea that it would once again be the
capital. However, despite the fact that it contains a,significant portion of the islands
population, and its only seaport, there is no unity. Therefore Rallu is simply its
strongest political unit. This strength is largely wasted. however. as any land move
ment is cut off bv the iun~les that surround the city, thus the only method Rallu
has of showing her strength is her moderately sized Navy. Thus she exerts some
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control over the coastline, but none inland. Rtlllu has 8725 inhabitants and a civil
ization level of 8. It is one of the few places where EnliCos is still worshipped in the
old ways. Even here these rites are dying out. Lord Danston discourages and de
rides them. although he does not absolutely forbid them. His attitude has earned
him the name IIDanston the Merciful". although this is not generally meant as 8 compli
ment.

There are five main parts of the city. each named for the type of people who con
regate there (save two named for their function). The first area is the seafront area.
which surrounds the harbor. In this area are warer-ouses, customs houses and dives
where sailors may drink. gamble. carouse or sleep their money away. Thievery is
very common here, and murder hardly less so. The army maintains patrols in this area.
but wise people do not enter it unless necessary, and then they go ready and armed.
To the east of the seafront is the merchants quarters. The buildings in this area are
built like little fortresses, thick walls and narrow, heavy doors protect personal ware
houses. and luxuriously furnished quarters. They are almost always protected by
10- 40 hired guards. Merchants tend toward neutrality and cowardice. South of thc
merchants quarters is the general quarter. This area is the home of farmers, un
skilled workers and retired military men. The houses are small and crowded and the
crime rate is rather high, though not as high as in the seafront quarter (40% chance
of mugging as here opposed to 50% at the seafront). The merchants quarters give
only a 20% chance. Nearly in the center of town is the marketplace. Here too, the
streets are narrow. and the buildings are old. This is one of the oldest parts 01
the city. Most of its buildings have been converted to shops, with the owners livin~

either in the back or upstairs, although few live in the general quarters. The back
alleys and abandoned buildings in this section make it a good spot for criminals. and
anyone travelling at night here has a 40% chance of being mugged. The Guild quarter
is where one would go to find skilled laborers, such as Masons. t\1etnl Smiths, Jewelers.
Clothing makers, etc. Workers in a particular Guild will tend to live Clustered near
each other. The proper way to get workers is to go to the Guild Hall and deal with
the Guild officials. In all cases the Guild Hall will be a converted house, which will
also serve as the Guildmasters home. Anyone who tries to hire workers outside the
Guild. and any worker accepting work without going through the Guild will be subject
to retribution which may go as far as physical violence. There is a 30% chance of
muggers here. About the only two Guilds not located here are the Thieves Guild. and
the Assasins Guild. both of which are illegal and underground. The Thieves Guild is
located on the waterfront. The Assac;ins are centered in the market. Both are involved
in a mutual bribery situation with city officials. The last area in the city is the Nobles
quarters. The southwest corner of this quarter, and of the city is taken up by the
grounds of the Lords Palace. The Palace grounds are completely surrounded by a
wall, which is continuously patrolled by the palace guard. Anyone found in the pal·
ace grounds without permission is executed. This permission is not easy to get as the
Lord is a busy man, and has little time for visitors. The rest of the quarter is taken
up by smaller estates of various Nobles. These are walled and patrolled by the army,
and there is only a 10% chance of a mugging. Indeed. the chance of being arrested
for loitering or suspicious actions is greater at 20%. Next to the Lords Palace is the
Temple District, where almost all of the religious folk live. A few live in the Nobles
quarters as the personal Priest of various Nobles. The only other group in the city
not mentioned as to living area, is the military. The Navy is quartered in the water
front, and the army is quartered in barracks spaced around the outside wall.

Lords Personal Bodyguards

Name Class Align LvI HP AC Str Int Wis Con Dex Char Weapon

Doblad Ftr
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Tebcuk Ftr CN 3 7 5 13 7 5 6 16 14 Broadsword

Ebgyb Ftr NE 3 16 5 12 13 9 10 14 11 Broadsword

Apekai Ftr NE 1 6 5 16 7 11 16 11 12 2-Handed Sword

Owwak Ftr CE 2 6 5 13 11 10 11 11 7 Broadsword

Sepaby Ftr CE 3 28 5 15 11 5 11 13 13 Longsword

Fobsa Ftr CE 2 20 5 14 8 8 14 12 8 2-Handed Sword

Nibm Ftr NE 3 13 5 14 10 12 12 10 13 Broadsword

Zikit Ftr N 2 6 5 13 14 8 10 13 10 Bastard Sword

Lord's Bodyguards

These men have been chosen for loyalty, dedication, and fighting ability and
represent the best of Danstons former command. Each man is ready to give his
all that Danston might live. They are led by Doblad. who has been guarding
Danston for years.

Hokm Fisherman "The Waterfront Mangler"
Hokm
Ftr. NE 14 10 11 11 12 9 8 7 Dagger

There is nothing really remarkable about Hokm; generally that is. He is
a common fisherman. neither rich or powerful, and most people would pass
him by without a second thought. He has a pale complexion, red braided hair
hanging to his waist, and a red beard. He is 5'£11 tall, weighs 163 Ibs. and is
30 years old. He is black eyed. and right handed and also a schizophrenia.
About one night a week, he turns into the Waterfront Mangler, n beast respon
sible for 14 unsolved murders of sailors, prostitues, and drunks. HokIn has
no recollection of the Mangler, and remembers having slept all night. The Mangler
is very different from HokIn, he has blue eyes, is left handed, and even has
different stats, which are as follows:
Mangler
Ftr. Ncne 4 20 10 18 9 8 14 10 10 Dagger

The Mangler only comes out at night, and will attack until his victim is dead,
or he is. He will then clean himself up and go back to sleep. The Mangler is able
to back stab as a Thief.

Oluku Court Painter

OJuku
None CE 0 8 10 8 9 8 11 11 9 None

This young man seldom leaves his studio, and never spends time out of
doors. As a result, his skin is lily white. and soft as a womans. He has short
blaCk hair, with a thin little mustache. and hazel green eyes. His clothing runs
to ruffles and lace. and he spends his time simpering and flattering the powerful
and noble.

He is not well liked. but paints well enough. He has painted many of the
notables in the palace. and is presently working on his second portrait of
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Danston. He is a slow worker, having already spent four months on the present
project and being only half finished.

Tabe Brother and Heir to Danston

Tabe
Magic User CN 3 7 10 12 14 8 11 11 9 Dagger

Because Danstan is not married. and thus has no children his brother,
T abe is heir to the title. Tabe has been ruined by a lust for power. Not only
is his brother the ruler, but Tabe is also extremely short, and sensitive about
it. He is shorter than most people realize. as he wears special shoes which make
him seem 3 inches taller than his 4'71-". His dimative stature and jealousy over
his brothers position have driven him into the study of magic. to find power
of his own. I t would be a disaster should he become Lord. as he is mentally
unstable. and could never stand the pressure. A group of unstable and power
hungry men have formed around him, and seek to supplant Danston in the
office of Lord. Tabe is 26 years old, with red hair, green eyes. and freckled
face; which will not look fierce or threatening no matter how he tries. He runs
around in a typical Mages outfit, and does things he thinks are mystical. but
are act ually stupid.

Afcohop' Master of the Assassins Gui Id
Afcohop
Assassm CE 8 16 5 12 12 13 9 15 10 Dagger

This expert killer stays alive by his own cunning. He never sleeps two nights
in 8 row in the same place, and habitually wears +3 leather armor. He has no less
than six Daggers hidden about his body, and can place them within a handbreath
of each other, within twelve seconds. starting with his back to the target. He is
a master of disguise and changes his appearence at least twice a day. Thus, no one
is sure of his age. size. weight, or even that he is male. The only certain thing
about him is thatJ he is am bidextrous .

Ru Captain of the Palace Guard

Ru
Ftr. CE 5 23 4 13 14 9 10 12 14 +1 Longsword

This warrior has attained his high position at the young age of 25 due to his
ferocity and skill. He has piercing black eyes and dark skin. and heightens his
fearsome appearance by shaving all of the hair off his head. He is almost always
seen wearing- chaillmail and B black robe with his personal symbol of a sword drip
ping blood embroidered on it. He is Danstons closest friend. They fought together
and saved each others lives many times.

Ult the Harbor Master of Rallu

Utt
Ftr. CE 2 17 8 14 18 17 8 13 14 Longsword

utt is immediately noticible in a crowd. He is an albino. Thus he has extremely
pale skin. pink eyes and white hair. He uses this to rus advantage by wearing dark,
usually black, clothing to make his paleness even more noticable. This serves him
well. as seafaring men are superstitious, and are usually afraid of him. He also ser
ved under Danston, who recognized his great intelligence and ability to deal with peo
pIe. Before Ult became Harbor Master, there was almost no control over who came and
went, and where they anchored. Now the operation runs almost without a hitch. Ult
is 6'4 1/411 tall, weighs 2011bs. and is 39 years old. and righthanded.
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Uzi Master of the Red Hydra Inn

Gudwi - Chamberlain

Gudwi
None NE 0 3 10 8 10 8 18 14 13 None

Danston inherited this gentleman from his father. He is a capable man. if some
what corrupt. It is well known. for instance. that anyone wlshfng to see Danston.
other than a personal friend. must bribe Gudwi. He also has deals with the Assassins
and Thieves Guild. The Thieves Guild receives the same protection in return for re
fusing any contract on his life. That is quite fine with the GuiIdmoster of Assassins.
because the only time they did manage to poison him. he was not affected at all.

Uri
~. CE 2 7 10 5 12 1l 10 15 8 Wand of Frost (96 Charges)

Vzi was forced to retire from the practice of magic. when he lost his right hand
in a fight. He sold aU of his equipment and bought the Red Hydra. The only thing he
kept was a Wand of Frost. since he knew nothing about weapons. He does not adver
tise his former profession. and has never been forced to use the wand. There is great
speculation among his regular guests as to how he lost his hand. since he is too weak
and too soft skinned ever to have been a fighting man. When asked. he simply smiles
and tells an impossible and often rediculolls story. Needless to say. he is often asked
just for the pleasure of hearing the story.

Glazlo Lords Engineer

G1azio
Flr. N 1 2 8 11 16 12 7 10 11 Shortsword

Glazlo has held his post for six years. having served as a military engineer for
eighteen years before that. He is responsible for all of the building the Lords want
built. plus any seige operations the army is involved in. He is so experienced at his
job that he can set a catapult by sight and land a rock within twenty yards of the
target. The second such shot usually hits. He was never one of Danstons Cronies.
but he respects the Lord and trust his jUdgement. Glazlo is 6' taU, weighs 196 Ibs .•
has red hair and a red beard. both to the waist. He has a dark complexion and blue
eyes. He is 43 years old and right handed.

Myexi Master of the Metalworkers Guild
Myexi
Ftr. CE 2 10 10 18 4 15 11 11 15 Hammer

When still an apprentice. Myexi had his hair and beard burned off. The pain
affected his mind. and the scars destroyed his good looks. Despite his simpleness.
however, he has a native wisdom and a gift of Metalworking which makes him the
perfect Master of the Metalworkers Guild. He is likely to ask advice in the most un
expected places, but has the knack of recognizing good aOvice and taking it. In other
words. he has learned to let others think for him. and then to decide himself. He
is also the Lords Metalworker and makes or supervises the making of any metal
object for the palace.

T he Late Ysi ngo. Furrier

Ysingo
Ftr. CW 1 8 10 13 6 13 6 15 10 Dagger

Ysingo i.s known as "The Late" due to hi.s well known hypochondria. His shop
is open only about every other day. as he spends much of his time lying in bed. wait
ing to die. To compensate for this he charges rather high prices for work that is
only average. He specializes in fur lined vests, cloaks. and gloves. He is 49 years
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with a fringe of grey hair around his bald pate, and green eyes. He is 6'4 1/2" tall,
weighs 203 lbs., is right handed and has a tooth brush mustache. Unsurprisingly,
his fortune of 90 gold pieces is kept under his pillow.

Irneb the Begger

Irneb
Thief CN 2 7 10 10 16 11 11 15 16 Dagger

Irneb does quite well for himself, for he is a quite convincing Begger. and most
people will spare him a copper. Even those not generally known for supporting BeF(·
gars have been known to reward him with a gold piece in appreciation for an excellent
performance. There will usually be one or two apprentices hanging about, learning
the trade from a master. Irneb is 34 years old, 6' tall, weighs 1931bs., with fP"Cen
eyes, dark blond hair, a brown beard, and a dark complexion. He is left handed.
Those who don't wish to give him money, often do anyway, when he picks their poc
ket. He never steals from those who give him alms.

Gwix the Waggoner

Gwix
None CE 0 5 10 8 12 9 8 12 12 Dagger or Club

Although still rather young, Gwix has had many troubles. He has worked pre
viously as a fisherman, shipwright and tailor. All of these excellent jobs were lost
due to his "Me Ilrst, you last" attitude. Now he can only get jobs as an untrained
laborer. AU in all, he seems destined to be a crimina11eader, or a young corpse. He
is 25 years old, 61 3" taU, and weighs 2061bs. He has blue green eyes. blond hair
that goes to his shoulder and a short brown beard. His face is deeply tanned and
he is right handed.

Snjnom Admiral of the Fleet

Snjnom
Ftr. CE 10 47 4 13 10 11 4 9 12 Dagger

In his day, this elderly sailor was incredibly strong and healthy. Years at sell
have taken their toll. however. His short hair and mustache both have grey mixed
in with their natural brown. His bronzed complexion has turned to grey and his 181
lbs. is nearly 30 below his normal weight. His black eyes are dulled with pain and
with the drugs he takes to deaden it. Snjnom is afflicted with a crippling case of arth
entis, and will never take to the sea again. Indeed, he how never leaves his chair,
which is carried around by four husky sailors. No one knows that he always carries
a Dagger with him. and is contemplating using it on himself. About the only thing
that stops him is the training of his replacement. He will be dead within the year in
any case.

Sko Bartender at the Smiling Mermaid

Sko
Assaasin CE 1 2 10 16 12 17 9 11 10 Dagger

The smiling Mermaid is owned by the Assassins Guild, of which Sko is more or less
an honorary member. He acts as 8 go between for those who wish to contact the guild.
The inn also serves from time to time as a meeting place for guildsmen. It is located
in the water front section close to the wharves, and is a favorite of the sailors. It
provides cheap ale J filling food, inexpensive rooms and willing companions. The girls
are not always pretty, but they are cheap. Their faces cantIL be seen in the dark
anyway. Sko is 61 tall and weighs 192 Ibs. He has braided blond hair hanging to his
waist and a blond beard. He uses his strength well to keep his clients under control,
and often breaks up fights by beating all offenders senseless.
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Madam Boifs Mistress of the Whores Guild

Boil
Thief CE 2 8 10 8 10 5 6 11 16 Dagger

Like so many of her girls, Boif is a thief. They are adept at cleaning out a mans
purse and sneaking out. while he sleeps. It goes without saying that she has not ac
tively practiced her trade for some time. Although 47 years old. she is still beautiful
enough, but her prices have become far too high. BoiIs girls are also adept at gathering
information. and work closely with the assasins and thieves guilds. Note: However,
that unlike the other two. this organization is completely legal.

Baron Urpgal

Baron Urpgal
Pal. LG 44 28 1 17 9 11 16 12 17 +1 Long.word

Although a Noble of RR1lu, Urpgal is a spy for the Priests of Amlifos. He wears
+2l\1ail and carries a +1 Shield. He makes no secret of his dislike of the worship of
Enlifos, and truly supports Oanstom. He is not required to lie, for he truly does
wish the best for Rallu, desiring only to eradicate what he sees as the Enlifan here
say. He is 5'1" toll, weighs 169 lbs. has green eyes and blond hair to his waist.
He is right handed and 44 years old.

Moboe High Priest of Enlifos in Rallu

Moboe
Cleric CE 12 45 4 10 14 16 6 7 14 +3Mace

Moboe is upset and scheming. He sees his power wilting under Oanstons
derision, and has decided to overthrow the Lord and set himself up as theocrat.
lIe is. of course, mentally unbalanced. If he were not, he would realize that getting
caught would destroy any power that the Enlifos still have. Moboe is 6' 1/4" tall.
weighs 225 lbs., has red braided hair and a red beard, black eyes, and an unnaturally
pale complexion. He is right-handed and 43 years old.

Ilej Zop Master of the Fishermans Guild
llej Sop
Thief NE 4 18 7 10 18 14 15 14 11 Dagger

The Fishermans Guild is unusual, in that it is not based on the Cuildmans Quar
ters. Instead, it is based on the waterfront quarter where its constiuents live and
work. Despite his rather advanced age. llej Sop goes out every day to fish, weather
permitting. It is his job to determine if the weather is too bad for sail fishing. He
is 49 years old, 6'5" tall and weighs 217 lbs. His black hair comes to his shoulders,
and his beard to his waist. He is left handed and green eyed.

Enli fan Underlake Society

After the destruction of the island, society had to be rebuilt. Thus. much
knowledKe was lost, and many things forgotten. The things which did come through
were often changed beyond recognition. One of the few things remembered about the
old ways of worship was that the original temple had been under water. Thus, when a
new Temple was to be built, it was put on the bottom of the Lake of the Gods. A bub
ble of some kind was formed on the side of an underwater cliff. Then a tunnel was
dug down into it. At present no one is sure what the bubble is made of, or how it
works. but it obviously takes oxgen from the lake and releases waste gasses. It also
glows and erie blue, which takes time to get used to, but provides plenty of light. The
Rlow causes many to think the bubble is some form of energy, but if one ventures to its
edge, it \vill feel as solid as a rock. and cause no shock damage. Also, despite the
glow. the bubble is transparent close up and one may look at the wonders of the un-
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der water world. It is impossible to pass through the Dome, or even to harm it. sem
ingly, except at one point. At about the center of the Dome is a relatively small (about
20' wide) area which one can pass through while wearing a special Silver Helmet which
is kept in the Temple. The Helmets will only allow one to pass through in that small
area, and somehow allows the wearer to breathe normally underwater. These are used
by the inhabitants of the Dome to get out to their farmlands outside the Dome on the
map, and are made up of cultivated patches of underwater plants. The helmets also
give off a blue glow which makes underwater vision possible. The small squares inside
the dome represent 20' square buildings which house an average of two Clerics each.
The larger rectangles represent store houses. and the large building to the East is
the temple. The connected area is the living quarters of the high priest. Remember
that these speak only when the moon is up as indicated by a brightening of the domes
glow. During the day they do not speak whatever the circumstances, and never speak
to the uninitiated.

Debbek High Priest of Amlifos
Debbek
Cleric LG 9 45 10 9 10 14 16 6 10 None

Like all Clerics devoted to Amlifos. Dubbek is Lawful Good, and like all those
in the dome. do not use weapons. The only weapons in the dome are some under water
Crossbows and Tridents used for hunting by the few low level fighter types who
perform that task. Since they are rarely in contact with the outside world. the idea
of using these tools on humans would not occur to the dome inhabitants. In case
of attack, they would depend on their spell casting ability. Dubbek is 47 years old
6'4" tall, and weighs 217 lbs. He has brown hair to his shoulders and brown eyes.
He is right handed.

Hunting Party

Myexi Ftr. I.G 3 23 8 9 13 14 13 8 10 Trident
Wythaces Ftr. LG 2 11 8 12 11 6 13 13 13 Trident
Lhan Ftr. LG 2 6 8 13 10 6 9 12 16 Trident
Pait Ftr. LG 1 9 8 11 10 11 15 8 5 Trident
Jisr Ftr. LG 1 5 8 8 10 13 6 14 11 Trident

These are the men who hunt, and fish for the Dome community. As stated else
where. they use Tridents and special underwater Crossbows, but they would never
think of using them on another human being. These weapons are stored in the Temple
with the Magic Helrr.ents. There are 10 of eact' weapon, along with 200 blots for the
Crossbows. and 40 Helmets.

Rzny Leader of the Hunting Party

~an~lenc LG 3 12 10 15 16 14 14 9 13 None
When someone was needed to lead the hunting party Rany was the first person to

come to the high priests mind. With that as his only qualification, he has lead the par·
ty for 10 years. He is the adventurous sort, however. and has explored almost the
entire lake at times. staying out overnight. No one knows that he once performed
the unheard of and almost sacreligious act of going up to the surface of the lake. Be
cause of his knowledge of the underwater terrain. the High Priest has put him in charge
of evacuating the dome in case of attack. He has appointed his hunters as assistants
and laid out routes for each of them to take a group of Amlifans to shore. What he has
not thought of is how to get them back together once they reach the surface. Rany
is 38 years old, 5'7" tall. weighs 173 lbs. has black hair and a black beard. brown eyes
and is right handed. Note: He does not carry a weapon. but is an emergency, might
fight barehanded.
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Echis

Echis
Cleric LG 5 17 10 10 7 14 10 8 11 None

This holyman is in charge of training the initiates, teaching them the ways of the
cult of Amlifos until they reach second level. After that they must study on their own,
although Echis is always available to assist and advise them. Echis has held this post
since the old teacher died 5 years ago. He is 43 years old, has black eyes. and red
hair to his shoulders. Pe is right handed, 5'7" tall, and weighs 174 Ibs.

Takziyen

Takziyen
Cleric LG 7 36 10 13 13 18 13 11 13 Nonc

At 64 Takziyen is the oldest and wisest of the Priests of Amlifos, and an inspir
ation to all his colleagues. Time has dealt kindly with him. Although old, he is still
strong and healthy. and goes out each day to work in the underwater fields. His shoul
der length hair and his beard are both snow white, and the wrinkles in his face and
hands show dignity rather than weariness. He always has a kind word for everyone,
Hnd even seems to fascinate the fish, who cluster around him as he works. There is
onc old catfish who has been coming to commune with Takziyen as long as anyone can
remember. Rumor says that they met the first time he ventured out of the dome, and
have done so every day since. Takziyen carefully avoids heights and dangerous places
as his bones are now very brittle and the inactivity required for a bone to mend would
surely kill him. None the less, he enjoys life fully and faces death serenely. He is
5'4" tall, weighs 1561bs. and has green eyes.

Tum Chief Scribe

Tum
ClOric LG 5 18 10 15 11 16 7 13 9 None

As Chief Scribe, Tum supervises all of the writing of chroncic1es and copyinR' of
religious works, as well as any other important documents. At 28. he may seem a
bit young for such an important position. but he showed an early aptitude for writing
Bnd languages. and has the perrectio~sm necessary to assure faithful reproduction
of manuscripts. He also has 15 years of experience as a Scribe. He is 4'8 1/2" tall,
weig-hs 140 lbs., with blond hair, brown eyes and a rather dark complexion. He is
right handed and has a brow n beard.

Tikrellu the Mason

TikreUu
Ftr. LG 2 22 8 14 13 9 17 12 11 None

TikreUu is responsible for the maintainence of the houses, warehouses. and Temple.
The Stone Mason is 38 years old. with short red hair and matching beard. He is 6' 6"
tall and weighs 231 Ibs. He has brown eyes and is right- handed.

Tik:rellu is responsible for the maintainence of the houses, warehouses, and Temple.
He does his job by jretting a silver helmet, going out and finding the stones he needs
and then coming' back for them with a work party. He uses ground up clam shells for
the lime in his mortar. The stoneman is 38 years old. with short red hair and a match
ing beard. He is 6'6". weig'hs 2311bs. and has brown eyes. He is right handed.

Bakm

Bakm
Cleric

Unofficially,
LG 5
Bakm is

10 10 15 14 13 12 11 10 None
the leader of the female Clerics of Amlifos.

-

In fact, she is
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generally known as "The High Priestess" because she tends to act as though she hed
finel 8uthority under the dome concerning women. No one minds because she is not
unpleasent about it. Her authority is tacitly recognized. as Dubbek regularly consults
her about matters concerning women. Bakm is 42 years old. with grey hair that would
hang to the floor. if unwrapped from her head. Her eyes are green .and her complexion
is rather dark for an Amlifan. She is 5'311 tall. right handed. and weighs 115 Ibs.

Nuzr Keeper of the Cate

Nuzr
Cleric LG 3 11 10 8 12 13 11 16 11 None

Nuzr's job is to tend the entrance to the underground tunnel which leads out of
the Dome. He will only allow the uninitiated in if they can give some reason of over
riding importance to the Dome dwellers. Near the gate is a large gong. which will
sound on Nuris mental command. If this happens. strangers can expect hostile reac
tions from all in the Dome. Nuzr is 5'2" tall and weigh 172 Ibs. He has 3' long black
hair and a black beard. He is right handed. and his eyes vary in color from light
blue to dark green. depending on his mood. His complesion is pale.

Jet the Healer

Jet
~rjc LG 4 26 10 6 12 16 15 14 16 None

Because they seldom see the light of day. the Dome dwellers are very pale. Thus
Jet. who is naturally pale anyway. turns out to be absolutely white. He also shows
signs of age. for although his hair is bright red. his beard has progressed a long way
to being white. Jet is called the healer, because he is gifted in Healing Magic. If any
one is injured he win be around quickly to soothe the pain and repair the damage. No
one can cure an illness faster than Jet. 1f a person can be saved. Jet will do it. Jet
looks older than his 47 years. because of all the energy he expends in trying to save
the badly injured. It is common practice for the folk of the orea around the lake to
send out a call for him whenever someone is gravely ill. He is considered as a Saint
because of the way he appears seemingly out of nowhere. heals the patient, and then
disappears again with no reward whatsoever. He has even on two different occasions
managed to raise the dead. This was possible only by Devine Intervention. of course,
and was accomplished each time at the cost or incapacity due to exhaustion. Jet has
blue eyes. is right handed. 4' 8" tall and weighs 164 Ibs.

Kup Chief Farmer

~lPeric LG 3 20 10 10 15 17 14 14 5 None
Kup is in charge of the agricultural workers. having been born a farmers son

and having worked in the underwater fields for 25 of his 52 years. He is an undis
puted authority on the plant life of the lake. and knows nearly as much about its
animal life. He has not returned to the surface since he first came to the Dome and
thus has a very white complexion. He has black hair that hangs to his ankles and a
black beard to his waist. He is in the habit of wearing a rope around his chest. to
keep his hair and beard from floating up and blocking his vision in the water. He
has blue eyes, is right-handed. 5' 10 1/2" tall. and weighs 167 lbs.

Kopkes Midwife

Kopkes
Cleric
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There are females as well as males under teh Dome. and the Amlifans are not
celibate. Thus, there are marriages, and children are born. Kopkes is the I\'tid
wife. She is not higher in level because she has devoted her life to caring for chil
dren. She is 45 years old, 5'6" tall, weighs 128 lbs. has black hair streaked with
grey hanging to her waist. is right handed, and has green eyes.

Isles of the Slain

These small islands are the home of the worshippers of Entifos. They spread
out from here to conquer much of the Isle of the Blest. Nontheless, those who
stayed on the island have remained at a low level of civilization. The smaller island,
to the west. is inhabited only by the Priests. There are 35 of them. and they are wup
ported by the flak on the other island. In the center of the island is a moutain, which
is actually an extinct volcano. Its crater is about ISO' in diameter and oould be gotten
into. if someone felt like exploring. Most of the island is covered with jungle, with Hie
clearing for the Pristly village on the northeast corner. The temple is about 50' wide
and 100' long nnd is in the most northeasterly part of the village. Jutting into the
water nearby is a 30' long and 15' wide Peir, with an 8' high and 12' long boom at the
end of. which is used for sacrifices. South of the temple is another large building which
is used for storing food and offerings from the other island. There are about 10
other buildings, small huts in which the Priests live. The High Priest lives in a larger
building adjoining the Temple. All of the bUildings except the temple are huts made
from treebranches and reeds. The Temple is of wood, with a thatched roof.

The larger island also has a mountain in the middle. Atop it is a lake, which is
rather warm and h.1s a very high mineral content. It cascades down the side of the
mountain, and forms 8 small stream. The village has been buill at its mouth, sprawl
in~ along the western shore of the island. The northern part of the village aren is
filled with fields. shich, along with the Fishermen, support the two islands. The
rest of the clearing is filled with about 50 huts which provide homes for some 200
people. There are severa1long thin buildings for storage, and one extra large hut.
which houses the village Chief. Several outrigger canoes are pulled up around the
inlet caused by the stream. The rest of this island is also covered with jungle. The
smaller island is 900' EW by 600' WS. and is referred to by the Entifans as The Holy
Isle. The other island. called Isle of the Lake. is 1900' EW by 2900' NS. The two
islands are separated by a mile of water.

Byvm Hioh Priest of Enlifos

Byvm
Cleric CE 9 30 8 5 9 15 8 10 12 Wood Club

Despite his position at the head of an evil cult. Byvm is a truly likable fellow.
He serves Enlifos because he believes it necessary, not because he enjoys it. He
actively seeks outsiders to sacrifice to spare the villagers, and does what he can to
make the victims last hours com fortably . Byvm is 54 years old with snow white hair.
He has green eyes and a dRrk complexion. He is 5'5" tall, weighs 153 lbs. and is
right handed.

Ywukhyg

Ywukhyg
Cleric CE 9 50 8 7 6 12 14 15 16 Wood Club

. Yqukhyg is not nearly so kind as Byvrn. In fact, he is eaten by jealousy. He
IS sure he should have been High Priest instead of Byvm. He takes his frustration
out on anyone he can, and has a bit of a sadistic bent. He is not openly rebellious.
because he knows that Byvrn could easily use him for a sacrifice. Nonetheless, he
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watches Byvm like a hawk, hoping the High Priest will make a mistake, and meanwhile
keeps his eyes open for simple and safe ways of killing him.

Yek Master of Supplies

Yek
Cleric CE 3 16 8 7 15 12 10 12 7 Wood Club

As Priest in Charge of Supplies, Yek has control over the food, and makes sure
to save the best for himself. His clothing is also of better quality than anyone elses.
In short, he's got his fingers in the till. He supports Yqukhyg's bid for the High
Priesthood, because Byvrn makes it difficult to help himself. He is certain that
Yqukhyg will fail to notice irregularities, if included in the extra rationing. Yek is
5'9" tall, weighs 2091bs., and his beard is short and scruffy. He has black eyes,
dark complexion, and is right handed.

Oda Sovo

Oda Sovo
Ftr. LG 5 30 10 16 14 4 15 11 12 None

Oda Sovo is being held as a prisoner until the next time of sacrifice. He is a
follower of Amlifos who came to The Isles of the Slain out of curiousity (see his low
wisdom). He had armor and weapons when he came, but these were taken from him
and dumped into the ocean. Oda Sovo has no idea why he is being held, and since
he is well treated, makes no attempt to escape. He is 5'4" tall, weighs 170 Ibs., is
36 years old, and has blue eyes. His braided black hair hangs to his waist, and
his beard hangs even lower. He has a healthy pink glow about him, and is equally
dextrous with either hand.

Emgyqhi Master of Novices

Em~qhi
Clerc CE 4 21 8 14 12 16 14 14 Wood Club

With a smooth bald head, black beard and dark complexion, Emgyqhi is an im
posing sight, especially to frightened youths who have just arrived to begin their
study for the Priesthood. In such a visage, his mild blue eyes are quite inoongruous.
He truly enjoys his power, and deals out savage punishments for the slightest failure.
He is greatly hated, but his methods work. Motivated by fear, the Novices quickly
learn the chants required daily to appease Enlifos. Emgyqhi is intolerent of slow
learners, and they run the risk of being sacrificed.

Fo Cook for the Clerics of t::!1lifQS

Fo
None eN 0 3 10 9 9 7 8 9 7 None

Besides cooking, Fo provides other services for the Priests who are not too
particular. For the rest, a girl or two are brought over from Isle of the Lake about
once a month. Fo is nobodys prize. She is 4'10" tall, weighs 1241bs .• she has very
short grey hair, blue eyes, and a pale complexion. She is left handed and 56 years
old. She became cook for the Priests 13 years ago when the old cook died. She was
chosen because her brothers hut, where she was living, had just burned down with
no other survivors, and no one wanted to take care of her.

Murety Chief of the Enlifans

Murety
Fir.
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Murety is an excellent village Chief and looks the part. He has grey hair streaked
with black, a similar beard. which comes below his waist, and smokey grey eyes. He
has a much wider experience base than most Enlifans, as he traveled to Rallu as a
young man and stayed there for several months. He is therefore aware of how back
ward his people are, and is trying to stimulate a change. The problem is that the
EnliIans are happy, and unwilling to change. Fortunately, Murety is smart enough to
go about this effort discretely, or he certainly would have been removed as Chief. He
is 5'2 1/2" tall. weighs 1681bs., is 50 years old, and is right handed.

Py

aerie CE 3 17 8 15 13 13 13 9 11 Wooden Club
The Clerics of the Holy Isle serve on the Isle of the Lake on a monthly rotation

basis. Presently, the Cleric serving is Py. He is 4'6" tall, weighs 149 lbs. and is
Ambidextrous. He has blonde hair and beard, a pale complexion and green eyes. He
is 35 years old.

Village Council

Vic Ftr. Ce 3 14 6 14 13 9 10 17 8 Shortsword

Afcohop Ftr. CE 2 6 6 9 8 11 10 11 10 Shortsword

Wo1gi Thief CE 3 10 6 6 11 10 10 12 12 Dagger

JUah Ftr. CE 2 16 6 11 15 7 7 13 14 Shortsword

Kaci None CN 0 4 10 9 16 13 14 7 10 Club

Penfasta Ftr. CE 2 11 6 13 15 12 10 15 8 Shortsword

Gudwi Ftr. CE 2 6 6 11 14 10 11 8 11 Shortword

These are the folk that along with Murety and the Clerical Representative, make
the decisions for The Isle of the Lake. Actually, they for the third leg of a govern
mental triangle, with the Chief and the Priesthood forming the other two legs. The
resulting system is fairly stable, and manages to keep control without interfering too
much in peoples lives. The preponerence of fighters on the council is due to the fact
that most of the males of the village fall into that class, although they will have other
jobs, such as farmers or fishermen. Note: These are special characters. and that the
aver8~ fighter will not have 8 Sword. Most will have Daggers, with a few Spears.

Obvog Lor-esi nger

Obvog
None CE 0 1 10 10 15 11 8 10 12 None

Formerly. Obvog was a Fisherman, well known for his singing of the chanteys
used to provide cadence for hauling in the nets. He was often asked to sing at nights
for the assembled villa~. He listened to others sing, and quickly learned all of the
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tradit~on81 songs. Finally, as he began to grow too old for fishing, he stayed ashore,
teachmg !he ~ongs to children, and entertaining the village more often. He lives on
the oon.trlbu~lOnsof the people, and gets by quite well. Obvog is 55 years old, and
has wh~te hBlr, black eyes, bronzed oomplexion and is left: handed. He is 5'8" tall
and weIghs 169 Ibs. '

Ayt Warleader

Ayt
Ftr. CE 7 44 5 16 14 14 12 12 9 Broadsword

The Enlifans don't really have an army, but if required, almost all the men can
form into a fighting unit. At these times Ayt leads them. Once the tribe has been
committed to battle, not even the Chief can over rule him. This is compensated by
the Cact that until the Council votes to go to war, Ayt has no power whatsoever, and
is simply a Fisherman. He is 5'111 tall, weighs 150 lbs., has red hair and mustache.
He has green eyes, is right handed and is 42 years old.

Mipjilwy Trader

M~jilWY
T ef CE 6 17 10 7 13 15 12 16 11 nagger

In order to get the best possible deal from outsiders. the Chief has appointed
Mipjilwy as the official village Trader. The merchants who come to the village regu
larly, know that Mipjilwy recognises and accepts a good deal, but they also know that
he would not hesitate to cheat them if an opportunity offered itself. He is usually
treated with respect. but seldom with friendship. He is 49 years old with blond hair
that is turning grey, and a mustache. He is left handed, has green eyes, is 6' 1/2"
tall, and weighs 201 Ibs.

Onyegif Boatmaker

Onyegif
Ftr. CE 1 10 10 16 12 14 7 6 13 T)agger

The boats the Enlifans use are dugout canoes with outriggers, and this is the type
that Onyegif builds. He does not have sufficient skill to build the more modern types
such as Skiffs. He might, however, be able to repair them. He does not have the Dex
terity to put fine detail in his work, but his boats are quite sea worthy. Seaworthy
enough, in fact, to travel anywere in the world, if enough supplies can be provided.
Onyegif is short, only 4' 8" tall, and 140 lbs. in weight. He has short red hair and a
bronzed complexion. He is right handed, blue eyed, and 46 years old.

Kycmoz Basketmaker

Kycmoz
None NE 0 4 10 7 6 8 12 14 14 None

Despite the fact that she is the stereotype dumb bkmd, Kycmoz still manages
to be a useful member of society. She weaves baskets and is good at her trade. These
baskets woven by the women of the village are its main trade item. They are so well
made as to be nearly water tight. Kycmoz is not the best basket-weaver in town, but
she is very good for her age. S he is 22 years old. with blonde hair to her shoulders
and clear blue eyes. She is left handed. 5' tall. and weighs 107 lbs. As was stated
before, a lot of things go right over her head, but every adult male in town dreams
about her regularly.
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Gminthoc Netmaker

Gminthoc
Cleric CN I 4 10 8 13 II 11 11 7 Club

After spending a short period of time on the Holy Esle, Gminthoc decided he did
not wish to be 8 Priest. Thus, he went back to the Isle of the Lakes. and learned
his fathers trade of Netmaking. Nonetheless, he retained his small Clerical abilities,
and feels himself to be specially dedicated to serve EntiCos. despite his Non-Clerical
attitude.

Hofra Leader of the Enlifan Fishing Fleet

Hofra
T1Uel' CE I 4 10 13 8 10 8 15 7 Dog!!"r

For the most part, Hofra has developed his thieving abilities in the course of his
work. He sharpened his hearing. for instance, by listening for the splash of the water
and creak of the net, which reveal so much to the experienced ear. He developed his
deft fingers by tying the little knots req uired to make a large net operate properly.
He developed his climbing abllity while jumping from boat to boat. The one skill he
did develop outside of his work was the ability to pick pockets. This is generally
used only as a practical joke. Hofra is 5' 5" tall, with brown hair, 8 red beard, black
eyes, and 8 bronzed complexion. He is right-handed, and weighs 180 lbs.

Undersea Labyrinth

On the northeastern coast of the island is an ancient well, or at least so it seems.
It is partially crumbled and looks to be in danger of collapsing. It is actually the en
trance to an ancient holy complex dedicated to the Moon Goddess worshipped before the
island was destroyed. For reasons unknown, the Fane was entered through a Labyrinth.
This maze is now the habitation of Giant Rats and the Giant Snakes that hunt them.
The Temple itself was subject to many strange effects, as will be detailed later.

It is assumed that anyone who is brave enough to have himself lowered into the
"well" will discover a tunnel leading off to the east. This tunnel dips sharply downward
for several hundred yards, then levels off for about half a mile. then begins twisting
and turning and branching without warning. The tunnel and maze are made of dressed
stones. althouR'h these may be loose or fallen in places. The material the tunnel runs
throug-h is solid rock, so there is little danger of a cave in, although the dressed stones
may collapse and injure or temporarily hinder the party. There may also be leaks
in the roof and build ups of lime. If the leaking water is tasted it will be salty, for
after all, it is the sea that the Labyrinth is under. When one gets to the center of the
maze, he will find a large (50' EW by 90' NS) room which is completely empty. The en
trance to the temple complex proper is through a secret passage in the floor at the spot
indicated on the map. For every two turns spent in the maze, there is a 20% chance of
and encounter. If an encounter is indicated, roll a 010. A roll of 1-8 indicates an
encounter with 1-10 Giant Rats. A 9 or 0 incicates the encounter is with a Snake.

Giant Rats are nasty creatures that infest secluded places, and eat almost anything,
including each other. They have one hit die, and do ill 4 Damage, attacking once per
turn. They can move up to 90' per turn, and anyone bitten by one of these vermin
has a 10% chance of contracting a random disease.

The Snakes in the Labyrinth are spitting Cobras, whose main food source is, of
course, the Rats. Some of these reptiles get up to 15' long. They have two hit dice
and can move 90' per turn. They are called Spitting Cobras because. besides their
normal strike. they are able (and 40% likely) to spit poison quite accurately. When
doing so they aim for the eyes. Determine if a hit has been made in 8 normal matter,
treating a full helm as plate armor, and anyone not in a full helm as though they were
not wearing armor. I f a hit is soored. the vietim must roll his constitution or less on
306 or be permanently blinded. Even if the save is made. the eyes will sting and water
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for two combat rounds, usually quite long enough for the snake to make a kill. When
strildng, the Cobra does 1-6 points of Damage. and injects poison. In this case, if
the victim does not roll less than his constitution on 3D6 he dies; but there in no ef
fect if he makes the save. Both Snake and Rat have an Armor Class of 8. Hidden in
the ceiling edge at the point marked X is a small box containing a ring of Spell Turning.

Temple Complex

Just as no one can explain what really destroyed the island. it is impossible to say
what happened here. Whatever it was, it killed an of the inhabitants without doimr
any visible damage to the rooms or their contents. In fact, it looks almost as if every
thing was put away, and the inhabitants left. There is ample evidence that the inhabi
tants did not leave, however, as their undead spirits haunt the halls and rooms they
lived in. These spirits come in two forms. The first group is that made up of those
that animate their skeletons. These will seek to attack and kill intruders on sight, not
making a sound except the dreadful clacking and clattering of bones. These undead
have 2 Hit Dice and move 90' per turn. They will attack with clawed hands and with
teeth, doing 1-6 points Damage per hit, and being able to get in all three attacks in
one combat round 10% of these creatures will wear Chainmail, while another 10% will
wield maces, with yet another 10% having both. Those with maces win use them in-
stead of their normal attacks. doing 1-8 points of damage per strike. Those with
Chainmail will have an Armor Class of 4 instead of the usual 6.

The other group of spirits is the Ghosts. From the moment one enters the center
room of the maze their piteous groans will be heard. They are Spirits of the Dead, who
simply wish to be returned to companionship with those stilllivinK. In their normal
state, they are invisible, invulnerable, and unable to affect our plane. They are, in
fact, ethereal, so any examination of that plane might reveal them. It is impossible
to tell which direction their cries come from, as it is from another plane. It seems to
come from everywhere. If a player insists on trying to determine direction, roll aD 12
with 1-8 indicating points of the compass, 9 being up, 10 being down, and 11 or 12
indicating the fact that they can't even guess a direction. When 8 living creature comes
upon a Ghost. it will materialize, that is become visable, although translucent. indicating
that it is only partly on our plane. It will then advance slowly toward the living thing,
holding out its arms and emitting horrible cries. It does not seek to harm the creature,
it just wants oontact with life. Upon being touched, a character will instantly be chilled
to the bone, and unless his constitution or less is rolled on 306. he will lose a point of
constitution. The player need not know this. The Judge should simply ask to see the
character sheet, and note down the constitution. All the player need be told is that
he feels weakened. If a character reaches zero constitution, he dies, but otherwise. the
point loss is temporary. Lost points will be regained at a rate of one per hour of rest.
All that will be recognizable on a Ghost will be a face, and two arms, the rest of the
body will be too vague to be examined even when looking into the ethereal plane. When
materialized, a Ghost can hit and can be hit in return, but only by magic weapons.
They have 3 Hit Dice, l\love 6' per turn, and are considered to be AC5. It is almost
impossible to tell if a hit has been scored, for anything, even magical weapons, will
pass through with no resistance, and the Ghost will wail even louder, whether damaged
or not. This wailing will end in a final heart rending cry when the creature is ban
ished from our plane, either by weapon damage or by Cleric. Such a creature is not
destroyed. only rendered unable to materialize. He will remain in the area, still
waiting.

Besides the creature set in various places in the Temple there is a 10% chance
for every two turns of a random encounter 80% of these will be with 1-10 Ghosts.
Note: The number of creatures to be randomly encountered is limited to 46 skeletons
and 13 ghosts. When these have been defeated, here will be no more random encounters.
also. anyone killed in the Temple who is not blessed will in 1-12 days become a skeleton
(80% chance) or a Ghost (20% chance). These will be similar in all respects to those de
scribed, save that the skeleton will use and wear what it had with it when it died.
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1 GUQl'd room: This room is really quite unnecessary, since the entrance is so well
hidden. and so hard to R'et to. It is 30' EW and 20' NS. It is walled with dressed
stone, but the floor and ceiling are of solid rock. formerly polished, but now
cracked and lime stained in many places. This is true of most of the complex.
It is also generally true that the ceilings are 151 tall. Upon entering the room, a
party will immediately be attacked by 6 skeletons. When they are dispatched and
the party looks around, they will see a table with two Serches beside it, and an
oil lamp sitting on it.
In the center of the south wall is a wooden door, once finely made but now
warped and cracked. On the wall beside it is a rack, which was made to hold
14 objects. On the floor below are two tarnished mace heads. which still have
bits of decayed wood attached to them. On the floor is what appears to be a
green carpet. Originally, there was a carpet on the floor, but with time and
dampness, it has been consumed by Mold. This Mold is harmless unless eaten
but requires 8 roll of Dexterity or less on 3D6 or fall, if any unuf,ual act is at
tempted while on it. If eaten it will make the consumer very ill for 1-2 days,
with a 10% chance of dying. This Mold Carpet covers the 10' square in front of
the door.

2 Entry room: This 30' square room is empty, being just an enlarged intersection.
To ..the east. it leads down a 201 hallway to a door, which opens into #14A. To
the south it leads down a 3D' long passage and througn an opening to M4. To
the west a 20' passage leads through an opening to #3. The door to #1 is in a
101 square aloove in the middle of the north wall.

3 Recreation room: When the Priest were off duty. they were usually to be found
here. This 50' square room is where they ate and where they relaxed. It oontains
several tables with benches. and a few large armchairs. The armchairs are bug
and mouse infested, and the other furniture is badly rotted. On one table is a
chess board that appears to be in the middle of a game. The pieces are of wood,
and will crumble if picked up. On another table is a plate and cup. both made of
silver, and worth 10 GP each. They are covered with some sort of Slime, and
must be cleaned off. In a cupboard on the east wall are 43 other sets of cups
and plates, also silver and worth lOOP each. All four walls were originally covered
with tapestries I but these have fallen to the floor and almost totally rotted. A
corridor leads southward from the southwest corner for 40', then turns east.
finally leading to #4.

4 Sleeping room: This is the first of two rooms that were used as sleeping quarters
for the Priests. It is 90' EW by 30' NS. and contained 16 bunk beds. Only two
of these still stand, and the top of one has collapsed onto its bottom. Upon en
try into this room the party will be attacked by 4 skeletons. In the center of the
east wall is an opening which leads through a 20' passage to #5. On the north,
the opening leads through to #2, and the south passage leads to #9 after 30'.

5 Sleeping room: Like #4. this 40' EW by 30' NS room also contained bunkbeds, 7
in all. but only one remains standing laying in the ruins of one bed. partially
hidden. is 8 leather encased object. When unwrapped will be seen as a Harp.
It's excellent construction and storage leave it still usable, although it has no
strings. The leather was soaked in animal oil. It would sell for 85 GP as it is
not magical. The room is ~uarded by 7 skeletons.
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6 High Priests room: One great privilege of the High Priesthood is privocy. While
all the other Clerics sleep in bunk beds, the High Priest gets this 30' square
room 011 to himself. In the southeast corner is a large bed. nnd on the west wall
is a desk. On the desk in a full set of writing paraphernalia, and several scrops
of parchment with illegible notations on them, and pushed off to one side is a scroll
with 0 silver band around it. It is written in an unknown tongue, but a sage
would pay 1000 GP for it. It is in terrible shape. Part of it is already unreadable.
and must be treated with the utmost care or it will disintegrate. The silver band
is worth 5 GP. There are three doors out of this room. The first leads through
the eost wall to #5. The second leads to a 20' long hallway which ends in another
door. This lcads to #10. The final door is at the end of a 20' hallway to the south,
nnd leads to #7. This door is locked, and the kev is in the desk. Its is olso trap
ped. If the door is opened without defusing the trap, 8 needle will shoot out into
the hand on the latch. This was orginnlly poisoned but the poison is no longer
potent. Instead, the needle is rusty and the victim must roll less than his consti
tution on 3D6 or contract tetanus. The room is protected by a Ghost.

7 Treasury: When thc Temple was still in operation, the money was stored in bag'S
of 100 coins each. By now. however. almost all of the bags have fallen to pieces,
spilling their contents onto the floor. All of the coins have acquired a uniform
cover crud. so each must be scraped to determine its type. There are 1000 copper
pieces, 600 silver pieces, and 600 gold pieces. The only exits from this room are
two secret doors. The first is in the center of the north wall. It was opened
by speaking the proper command word. Since the fall of the Temple, however, the
word has been forgotten and the spell has faded. There is now no way of op~ning

the door. Beyond this hidden door. is the real Temple Treasure: 4000 SP. 1700
GP, 10 Rings. and 6 Necklaces. The Rings are worth 30- 50 GP, and the necklaces
Me worth 100-200 GP. The second secret door is opened by pressing a stone above
it. This leads to #8. This door is slightly out of alignment and makes a long f{Tind
ing- noise as it opens.

8 Artifact room: A secret room was considered necessary for protection of the special
and holy items of the Temple, and that is what this room is used for. It is 30'
square Rnd holds the following; one 3' tall silver statue, worth 1000 OF as an art
object. a large brass bound book, worth 2000 GP to a sage or the covers are worth
5000 GP. a silver belt with inlaid moonstones, worth 750 GP. n pair of silver can
dle sticks. worth 200 GP each. and a silver headed Mace which is magicked for a
#3 to hit and damage. A 40' passage leads south from the southeast corner to
#12, by way of a secret door.

9 Ablution room: Before any important ceremony, the Priests had to ritually pre
pare themselves to enter the inner Temple. That was the purpose this 90' EW by
50' NS room served. On its south wall is a basin carved out of solid rock with
crescent moons and stars carved around its upper edge. If 8 catch on the bottom
of the basin is pressed. it will fill with sea water. The water will be filled with
silt. and after the catch is pressed the third time. it will never operate again.
There is no drain in the basin and if the catch is pushed 8 second time. while it
is still filled with water, it will overflow onto the floor. Also in the room is 83
hooks set into the wall. These originally held ceremonial robes. but most have by
now fallen to the floor, and all are beyond hope of repair. A 20' wide and 20' long
passage leads from the ablution room to a pair of double doors. beyond them is the
inner Temple #10. A 20' long (l0' wide) hallway leads west to #17. Room #9 holds
1 Skeleton.

10 Inner Temple: In its prime this must have been a beautiful room. Silver is to be
seen Almost everywhere in its 60' EW by 100' NS area. The entire east wnII is cov·
ered in silver foil. and 0 4' tall and l' thick silver crescent stands atop the alter.
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12

13

14A

14B

At intervals along the north and south walls are torch brackets also made of silver.
All of the door latches to this room are of silver. as are the lintels and hinges. This
silver is all blackened now with tarnish. but must have glowed in the torchlight. so
that it seemed light came from everywhere. There are ten stone pews in the Temple.
each 25 feet long. These originally had silver foil in the carving on the sides, but
this has largely disappeared. The north and south walls are covered with rotted
tapestries. Although the curtains were an inch thick and closely woven, they
now can be torn apart by anyone who has a strength greater than 6. Careful ex
amination will show that these also had silver thread in them. The door equipment
is worth about 5 GP for each piece. and the silver crecent is worth 500 GP. The
silver foil is worth 1 GP per square foot. There are two doors in the north wall,
and a ooncealed door in the east wall. The eastern door on the north wall leads to
#6, and the western on to #5. The door on the east is not hidden, just construc
ted to be invisible from more than about 20'. This was more for esthetic purposes
than to prevent entry into the room beyond. The Temple is haunted by a Ghost
who will appear near the silver crescent as soon as the party gets within 30'.

Library: As might be expected, there are very few works of fiction here. Mainly,
this 20' EW by 30' NS room contains religions works with some histories, and a few
legendary writings. There are at least 3 alphabets represented, and several more
languages. These range from two so old they were unknown when the temple fell,
to one that is very close to a modern language. There are 200 of these books
and scrolls. in bookcases along the walls. Most are in at least fair condition and
would be worth 100 to 1000 GP to a sage. In the center of the east wall is a sec-
ret door. When a stone in the floor is pressed, it rotates in a counter clockwise
direction .and then closes after 30 seconds.

Hidden Library: The books in this room are incredibly ancient religious texts,
none of which are in good shape. The reason they still exist at all is that special
care was taken of them, which preserved them. They would be worth 1000-5000
GP to any N.P.C. Cleric of the 12th level or more. This 20' EW by 30'NS can
be excited through two secret doors. One on the east and one on the north.
The one on the north opens with pressure on 8 floor trigger, and leads to room
#8. The eastern one opens by pulling out a stone in the wall, and leads to #13.
The room is 20' EW by 30' NS.

The two sets of manacles in the walls of this room are quite obviously old, but
show no signs of wear. All things being considered, it is doubtful if this 20'
square room was ever used, since it was almost impossible for unauthorized folk
to find the Temple, and imprisonment wasn't the Priests style anyway. A secret
door in the northeast corner leads to a 60' long northsouth passage which ends
in room #18. When a stone in the wall is pressed, the door rotates clockwise.
This one must be closed manually.

Storage: There are three storage rooms, of which this is the first. It is 50'EW
by 30' NS and contains food. There were 7 barrels of hard tack which have rotted
and the hard tack is molded. The remains of 10 grain barrels also litter the floor.
with about a handful from each barrel still edible. There are rat droppings
allover the grain area. There were also three barrels which contained some sort
of preserved meat. This was all consumed by the rats but one of the barrels re
mains semi-intact. It will fall apart at the first excuse. To the east is a door at
the end of a 20' hallway. A secret door in the center of the north wall opens
when the key from the High Priests desk is inserted into what appears to be a
natural chink. and turned to the left. It leads to room 15A.

Stora~:.Every day items such as shoes. lamp oil, wicks, and ink were kept here
~ll o.f It 1~ now ~ne. The solids have decayed and the liquids evaporated. Noth:
lng- In thIS room IS still usable. The room is 50' EW by 3D' NS. with a door at the
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end of a 20' hall in the center of the east wall leading to 14C. and a secret door in
the center of the north wall leading to 15B. When a stone on the floor is pressed
the door slides to the left, permitting entrance.

14C Storage: This· room might also be called the armory, for its contents are military
in nature. It is 40' EW by 30' NS and contains 41 Maces and 17 suits of Chain
mail. The balls of the Maces are of silver, and worth 50 OP 8 piece. Only 14
Maces still have their hafts. and these will break if swung. The Chainmail is
iron and almost oompletely rust, quite useless. This room has secret doors in the
east and north walls. The first rotating clockwise when a stone in the floor is
pressed and leading to 15D. The northward secret door slides open with a
screech when a stone in the wall is pressed, and leads to 15C.

15A Hidden Storage: This room contains spices, which are hidden because of their
rarity. It is 30' EW by 20' NS. and contains 14 boxes. Each with a different
spice in it. Two are spices known today, but they are still rare. The rest are
completely unknown, and would bring 3000 OP each from an herb specialist.

15B Hidden Storage: Here are stored extra robes and holy symbols for replacement
of those worn out, or for outfitting Novice Clerics. There are 15 holy symbols;
silver crescents on silver chains, worth 15 OP each, and an underterminable num
ber of robes. Undeterminable because they have rotted and fallen to pieces.
The room is 3D' EW by 20' NS.

15C Hidden Storage: This room contains 8 Maces which are evidently special. or they
would not be stored separately. They look the same us far as can be told, for
they are intact and useable. Unsurprisingly, they are magical, all but one
giving +1 to hit and damage. the last one giving +2. The room is 3D' EW by
20' NS.

15D Hidden Storage: Unlike the rest of the room IS's. this one is 30' square. It
oontoins suits of Chainmail. Once again these are usable, and in fact, in pretty
good shape. There are four suits, each with a magical +1 added to its Armor
Class. A secret door in the center of its north wall gives access to 15E.

15E Hidden Storage: The secret door leading to this room no longer opens. There
is no way to get in short of battering it down. or something of the like. It also
will be prohibitively difficult at find out how it did work. If a party manages
to get through this door. the room inside is 20' EW by 20' NS. and completely
empty. Unlike the rest of the Temple, this room is in perfect shape. There
is no sign of wear, no fallen stones, no water leakage. not even any dust. There
is an indefinable feeling of power about the place. but if magic is detected for,
none will be found in the room.

16 Wine Cellar: The placement and size of the room indicate the importance the order
placed on moderation in drink. One must go through three secret doors and a
locked door, to get to this 20' square room. It contains 44 bottles. All of which are
absolutely dry. They are all sealed, but even the vinegar that the wine turned
into. evaporated out the bottles.

17 Meditation room: When problems come or interpersonal relationships got strained,
the Priests would retire here. This 3D' square room has the remains of dark
tapestries hanging on the wall, and three armchairs in various states of disrepair.
On a stand next to the west wall are the remains of a book with a silver foil
crescent on the front cover. It is completely decayed and unreadable. As soon
as this room is entered, two Ghosts will appear near the book and advance toward
the entrants.
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Villages

CIV.
NO. NAME POP. TYPE LEVEL ALIGN. RES:JURCES
"1 Gormcairn 424 lireil 3 Neutral Market
2 Merkab 116 Men 7 Lawful Evil Flint

3 Entenwold 305 Elves 7 Chaotic Evil Copper

4 Abject 396 Men 5 Lawful Good Silk

5 Lanax 150 Men 3 Neutral Market

6 Foundation 136 Half Elves 7 Chaotic Good Tin

7 Praetor 199 Elves 4 Chaotic Good Rope

8 D'alfang 378 Humans 6 Chaotic Good Fur, Wood

9 Cordoom 197 Humans 7 Neutral Pearls

10 Ral1u 8725 Humans 7 Chaotic Evil Market

Villages

1) Oormcairn: This is a village of people who have ceased to practice either of the
major religions of the island. They are mainly farmers. with a little home indtiS
try. Their real economic survival is based on their market, which brings folk in
from miles around. The name Gormcairn comes from the fact that a great wizard
named Garm is buried atop nearby hill.

Mabagr
Ftr. Neutral 9th 51 4 13 8 11 13 9 9 Broadsword

Formerly. Mabagr was employed in the armies of Rallu. and when he retired. he
wanted to get as far away as possible. He lived by his Sword for awhile. Then final-
ly discovered Gormcairn. The people were suspicious of him at first. but he liked the
town and settled down and won their oonfidence. When they got to know him, the
people were suspicious of him at first. but he liked the lown and settled down and won
their confidence. When they got to know him. the people made him Millta Commander.
and then Mayor. Mabagr is 5'8" tall, weighs 178 Ibs. and is right handed. He has green
eyes and brmded brown hair that hangs to his waist.

2) Merkab:The core of this city was a group of refugees from Viridistan. They left,
because they opposed the concept of monarchy and wished to have a representa
tive government. They moved to the then largly uninhabited island. and set up
a ~vernment of seven elected councilmen. They were educated people and lost
little in the way of technology by leaving Viridistan.

Ruathgoth
Bard Neutral 6 33 7 15 11 15 14 18 14 Longsword

Ruathl?;Oth is a local boy who left when quite young to see the world. When he
came back his fellow villagers recognized the value of his wider horizons and elected
him head of the Council of Seven. A post he has held for 5 years in a row. Ruathgoth
no longer practices the religion he was taught as a child. but does not seek to dissuade
others from that or any other faith. He is 6'3" tall, weirrhs 206 lbs. and is 31 years old.
'He 1s left handed, has blue eyes and red hair that goes to his waist.

3) Etenwold: The Elves of Etenwold are very unusual in that they worship Entifos.
Worship of the Moon Demon is generally restricted to humans. but the village is
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under control of the only Elven Cleric of Enlifos there has ever been. Like most
converts. they are quite enthusiastic and tend to use any dissenters t~~y .find as
monthly sacrifices. They are realistic, however, and mer,chants can VlSlt m .rel
ative safety. Their main trade good is the copper they mme out of nearby hills.

Tirunrelei
Cleric CE 8 37 5 10 12 13 17 15 14 Mace

As stated above. Tirunrelei is the only Elf ever to become an Enlifan Priest. and
why he did is a mystery. After 8 long period serving at the Temple in Rallu. he decided
to go back and convert his people. To this end. he recruited 8 large force of Mercen
aries and took control by force. After several years. enough of the people had been
converted that he was able to lead them in an effort to kill or drive off the Mercenaries
who were be~nning to innare Tirunrelei, and do as they pleased. Needless to say,
human Swordsmen are unwelcome in Etenwold. Tirunelei is 4'4" tall, weighs 122 lbs ..
has blue eyes, is right handed, and 87 years old, with 8 dark complexion. For some
unknown reason. he shaves his head.

4) Abject: The people of Abject are about the finest dressed villagers you will ever
see, because their main industry is making silk, and they generally wear clothes
made of that material. They also send a tithe to the Underlake Temple of Amlifos,
and all of the ceremonial clothing there is of silk. In fact, they own the High
Priest as their Liege and their leader reports to him regularly.

Cakjak
Pal. LG 9 79 4 14 14 16 9 11 17 +2 Broadsword

Besides being the Mayor in proxy of Abject. Cakjak is also Champion of Amlifos
and Knight Marshall of the Amlifan Defence Force, Agrandoise name given to the com
bined militias of Abject and Foundation. The last two titles are mainly honorary, but
there is enough friction with the Enlifos spread about the island that he gets plenty

'of fighting practice. He wears +1 Chainmail.

5) Lanax: Rather than people running away from anything, this village simply grew
out of a need for mutual protection. Just as there was no intention to create a
vina~. so the drifting away from the old religions was not planned. There was
no religious leadership available. and the people simply drifted out of the habit of
worship. Lanax serves as a market for the entire Northeastern Section of the
island.

Vishantr
Monk Neutral 9 37 10 13 9 15 15 13 11 Hands

Vishantr learned his art from an elderly gentlemen who came to Lanax when he
was 8 child. This elder Monk recognized Vishantr's knack for philosophy and quick
ness, and taught him all he knew. To this day. Vishantr exercises for four hours
a day, and sI?ends a further two in meditation. The result is frighteningly effective.

6) Foundation: Originally. Foundation was a village of men, but when Etenwold was
taken over by Tirunrelei, about half of the refugees came here. The two groups
intermarried, until virtually all of the people in the village have the blood of both
races. The Elvish philosophy of living has prevailed, although the people still
worship Amlifos. The majority of the villagers make their living by digging tin
out of t he surrounding hills.

Nybotha (half Elven)
Ftr. LG 9 54 5 15 11 15 9 13 12 tongsword

Nybotha was chosen by the Anlifan High Priest as his Proxy in Foundation be
cause of his trueness to the precepts of the Anlifan religion. He cuts 8 rather dashing
figure with his shoulder len~h black hair and his calvarymans mustache. He is slim,
wiry and tall, at 6'2 1/2" and only 1581bs. His brown eyes are pertetually full of
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humor. He is right hand~d.

7) Praetor: This is where the other half of the refugees from Etenwold went. They
were forced to fight for survival, and forgot many of the mechanical and indus
trail techniques they had known before fleeing. They eventually made contact
with the people of the Foundation and are friendly with them. One of the few secrets
they have kept is how to make light but strong rope. Many of the villagers are
involved either in growing the plants, or weaving the rope.

Khurdland
Elven MU Neutral 10 16 10 12 16 16 12 12 10 Fireban Wand (43 charges)

At 5'6", Kurdland is very tall for an Elf. and thin and pale. He is not ill, but the
Elven body just isn't designed to be that tall. It is equivalent to a human at 7' 1/2" tall.
None the less, Kurdland survives and carries his height well. He weighs 1291bs. and
has short red hair with a brown mustache. He is left handed and has blue eyes. He
rules in Praetor mainly because no one challenges him. Even though he has ruled well,
he is sure that challenge is ooming soon and he is worried.

8) D'alfang: Since it is in the jungle, it is not surprising that this villag'E!s main pro
ducts would be animal skins and lumber. The isolation the jungle provides also
frees them from the influence of the Enlifan religion. and they pretty much live
their own life.

Brandon
Ftr. CG 9 56 5 16 13 10 12 12 13 Broadsword

Brandon has lived in D'alfang all his life and more or less inheiried the post of
Mayor from his father. He is 48 years old, 6'3" tall and weighs 219 lbs. He has short
black hair, and a beard to the waist. green eyes. a dark comple:don. and is right
handed.

9) Cordoom : Because it is on the coastline, this village is oontrolled by the Navies
of Rallu. The people are not forced to worship EnUfos, but a representative of
the Lord of Rallu is in command of the local Garrison. The people of Cordoom
make their living out of oyster fishing. consuming the shellfish. and trading the
pearls for their other needs.

10) Rallu

11) Isles of the Slain

12) Anlifan Underlake Society

Free Holdings

13) Kix
Ftr. LE 5 46 5 15 13 15 16 14 7 Bastard Sword

It would not be true to say that Kix is handsome, but neither is he ugly. His
low Charisma is due to his badly scarred visage. He has a scar from his left cheek
up to the .comer of the eyebrow. and the top of his right ear is missing. He is hard
!o de!eat 1n battle, however, as he is ambidextrous, and randomly shifts from fight
Ing r1g-ht handed to left handed to two handed and back again.
He has light blonde hair, a thin blonde mustache and green eyes.

14)
MU

..

CE
Ifpah is only
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15)
Ftr.

18)
MU

His skin is Wl'inkled and darkened. This is the result of dealing with powful magic.
He originally came from the Isles of the Slain, but left when the Priest of Enlifos ?e
gan to get suspicious of his power. He hss 73 men with him as bodyguards. He IS

5'4 1/2" tall, weighs 185 lbs. is right handed, and brown eyed.

Bagonl
CE 4 24 5 16 9 14 16 7 14 2 Handed Sword

It was the idea of the late lDrd of Rallu to build a castle here. He felt it would
be useful to keep an eye on the Amlifans and also to us as 8 base when the time came
to wipe them out. It was also a shrewd move on his part to send Bagont, for despite
the fact that he is 8 ~d leader of men, he personally is not much of a fighter. He
is in fact obese at 224 lbs. and only 5'1" tall. Thus he does not look to impressive and
the Amlifans are not likely to have too much close contact with him. His habit of
wielding a two handed Sword which he is much too clumsy to handle properlv, tends
to make people overlook his leadership ability. Also with a force of 104 men, he should
be able to tie up and ki111arge numbers of Amlifan soldiers if attacked and possibly
survive until Ra11u can send aid. All in all, the Enlifans can hardly lose in the t!.l'es
ent situation. Bagonl has red hair, a brown mustache and black eyes. He is right
handed. 41 years old, and has a bronzed complexion.

16) Fykhajaw
Cleric LE 7 91 5 9 12 17 16 13 8 Mace

Five years ago, Fykhajan came to the island with the idea of showing its inhab
itants the joys of Mer Shunna. He has not been very successful in this mission.
Most of the people either have a religion or don't WQ.'"1t one. Now Fykhajaw and his
61 men spend most of their time finishing off his castle, which is only two thirds com
pleted. He is 6'6" tall, weighs 192 lbs. and is 31 years old. He has blonde hair, a
blonde beard which hangs to his waist and a dark oomplexion. He is right handed and
his eyes are VArj' from black to light brown. depending on how tired he is.

17) Vivgapy
Cleric N 6 22 5 15 11 14 9 15 13 Mace

Vivgapy came to the island six years ago with the same idea. but with the re
ligion in question being that of the Tempters of the Spider Goddess. He was no more
successful, although the people roundabout are more friendly. With some help from
the natives, his castle is 90% completed. He has 44 men. He is 6'4" tall, 38 years
old, and weighs 208 lbs. He has short brown hair, a brown mustache. and a healthy
pInk complexion. He is right handed and blue eyed.

Dexaipyc
CE 7 19 10 11 15 10 10 10 12 Dagger

As a Noble of Rallu, Dexaipyc is entitled to a home in the city. He chose to live
on a deserted ooast so that he might not be disturbed in his research. Nevertheless.
he maintains his oontacts in the city and tries to visit several times a year. His strong
hold is built on the ruins of an ancient fortress, overlooking the sea. Thus. he is
quite safe with only 50 retainers. He is 33 years old, 51 1/2" tall, weighs 1761bs.,
has black hair to his shoulders and black eyes. He is right handed.

Adventures and Finds

A) Ancient undersea maze and Temple (entrance).

B) At c;me time ~here was Q palace at this spot, but it was a casualty of the Amlifosl
Enlifos conflict. It was burned down. It is thought to be the lair of a Wolfpack,
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as passersby have reported howls cominK from it at night.

C) This is the home of a witch, who spends all of her time tending a boiling cauldron.
There are hundreds of frogs around hel' house, for she is in the habit of poly
morphing anyone she sees.

D) This area is being terrorized by four Ankhegs. The inhabitants will richly re
ward anyone who destroys these monsters.

E) A tribe of 194 Gholls live on the riverbank. They will insanely attack anyone
they see. but will not go out onto or into the river, as they have an unreason
ing for it.

F) Two Druids live among the trees. They seek only to be left alone, but will pun
ish anyone sho brings harm to "their" jungle.

G) 13 Sunken Galleys lay just off the coast. Among other treasures there is a
full operational Opitcal Range Finder on the smallest ship.

H) An abandoned Silvermine uses Dinosaur bones to shore up its sides. Deep be
low is an abandoned Digging Machine whose power supply is exhausted.

I) Ten Stone Huts are stacked to form a Pyramid. This is evidently a warning from
some powerful creature. as the Huts must be held together with magic for the
trick to work.

J) Baying Island, home of a Giant Wolf who howls at the moon. Anyone hearing
him must roll Wisdom or less on 306 or do everything in his power to flee the
island. His cry carries for 3 miles.

K) This island is completely surrounded by Coral Reefs and Wrecked Ships.

L) This island is infested with Land Sharks.

1\1) Two Hydra's inhabit a cave halfway up a mountain.

N) An abandoned Manor House. In the Ante room is a large Silver Skull. A Cross
bow is rigged to fire if it is moved.

0) Tribe of 51 Pixies. They will plague anyone in the hex, and do Malicious Mis
chief if attacked.

P) The Cairn of Gorm, a neutral Wizard stands atop a hill near the town of Gormcairn.

Q) Three Black· Dragons lair in a mountain top cavern. They are friendly with
Ifpah.

R) This mountain is haunted by 5 Specteres, which gives it its name Specter Moun
tain.

S) 5 Were Rats live on the coast. They attract victims by posing as shipwrecked
sailors.

T) Rinf!'-Tail, an abandoned city. Before the destruction. it was the second lar
gest on the island, after Rallu. Many Artifacts might be found here. Espec
ially reli~ug ones.

U) Troll Hills, 4 of these creatures live here.
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V) South of the mountain are 20 Giant Granite Blocks in 8 line with 200' between
them. Inorganic Matter placed on the northern rock during a waning moon, will
be teleported to the Southern Stone. These are an Artifact from before the
destructor.

W) 10 Blink Dogs lurk on the plains. They will stalk anyone who attacks the Amlifan
Underlake Temple.

X) Cairn of 8 Dead Wizard. This is from before the destruction. and people fear
to enter it. The Blink Dogs from "W" will protect it also.

Y) The jungle is full of very Lifelike Statues. for this is the home of Four Basilisks.

Z) 23 Apes live in a RUdimentary Tree Village. One to pressure from D'alfang.
They will attack Humanoids on sight.

AA) Two Bronze Dragons live in the deep jungle. A reward of 5000 GP each is offered
for their heads in Rallu.

BB) At the bottom of a cliff are a broken pair of Wooden Wings with feathers glued
to them. One of Dexaipyc's assistants thought that he had enchanted them to
fly.

Encounter Tables

Monster descriptions are not given, as they are available elsewhere. The two
exceptions are Underwater Plants and Tang-Ieweed. Underwater Plants are fairly self
explanitory. The encounter win be with a large patch which may obscure vision, and
or entangle swimmers. If Underwater Plants are called for, roll again, 8S this is a
favortie hiding place for aquatic creatures. Tangleweed is a life form that straddels
the barrier between plant and animal. It is semi-sentient. and will try to entangle living
creatures with plantlike fronds. Its victims are brought to a mouth on the lake bed.
and fed upon. Each plant will have 10-20 fronds, taking 1-3 Hits each. Attacklng the
mouth area does not greatly harm it. The only way to defeat it is to sever the fronds.
For random encounters on the surface of the sea, any general sea table will work.
The seas around the Isle of the Blest is not unique enough for it to require its own
table.

Jungle

01-02
03-04

05
06-12
13-15
16-18
19-25
26- 32
33-35
36-37
38-40
41-42
43-45

46

Ankheg
Ape. Carnivorous
Ape, Gorilla
Baboon
Basilisk
Boar, Giant
Boar, Warthog
Boar, Wild
Ceratosaurus, Dinosaur
Harpy
Hydra
Jack a 'Were
Jaguar
Land Shark

47-49
50-52
53-59
60-66
67-73
74-75
76-77
78-80
81-82
83-85
86-87
88-94
95-97
98-00

Leopard
Lion
Men
Ogre
Shreiker
Snake. Giant. Constrictor
Snake. Giant, Poisonous
Spider, Giant
Tick. Giant
Tiger
Treant
Troglodyte
Troll
Will-o-the-Wisp
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Open

01-02 Ant, Giant
03-04 Ape, Carnivorous
05-06 Ape, Gorilla
07-12 Baboon
13-14 Blink Do~

15-18 Boar, Giant
19-24 Boar, Warthog
25-30 Boar, Wild
31-34 Buffalo
35- 40 Dog, Wild
41- 46 Elephant ,African
47-50 Elf
51-52 Elf, Half
53-58 Herd Animal
59- 62 Horse, Wild
63- 64 Land Shark
65-70 Men
71-76 Ogres
77-82 Ostrich, Flightless Bird
83- 88 Rhinocerous
89- 92 Tiger
93- 94 Treant
95-00 Wolf

Hills

01-02 Ant, Giant
03-06 Boar. Giant
07-12 Boar, Warthog
13-18 Boar, Wild
19-24 Dog, Wild
25-26 Eagle, Giant
27- 32 Giant, Hill
33-34 Harpy
35- 38 Hydra

39 Land Shark
40- 43 Leopard
44-47 Lion
48-53 Men
54-59 Ogre

60 PeRasus
61 Psuedo Dragon

62- 63 Ram, Giant
64-65 ROC
66-69 Snake, Giant, Poisonous
70-75 Spider, Huge
76-79 Tiger
80- 83 Troll

84 Vampire
85-88 Wight
89- 94 Wolf
95- 98 Wolverene
99-00 Wolverene

-

01
02-03
04-11
12-31
32-42
43-44
45-46
47-66
67-68
69-70
71-72
73-80
81-00

01-02
03-09
10-13
14-20
21- 23

24
25-27

28
29-30
31-33
34-35
36-38
39-41
42-43
44-45
46-48
49-50
51-57
58-64
65-67
68-74
75-76
77-79
80-81
82-88
89-90
91- 93
94-00

Lake

Beaver
Crab, Giant
Crayfish, Giant
Crocodile
Crocodile, Giant
Eel, Electric
Gar, Giant
Men
Otter. Giant
Pike, Giant
Snake, Giant Water
Turtle, Snapping, Giant
Underwater Plants

Undersea

Crab, Giant
Crocodile
Crocodile, Giant
Dinicthys, Dinosaur
Dolphin
Eel, Electric
Eel, Giant
Eel, Weed
Hipocampus
Lanprey
Lamprey, Giant
Masher
Mermen
Nixie
Octopus, Giant
Ray, Manta
Ray, Pungi
Ray, Sting
Seahorse, Giant
Sealion
Shark
Shark, Giant
Snake. Water, Giant
Squid, Giant
Tangleweed
Triton
Turtle, Sea. Giant
Whale
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BOOTY LIST

S 4.50

$ 2.00

$ 2.00

$ 2.00

2.00
1.00
5,91
$.11

$ 2.00

$ 2.00

• 3.00
$ 3.50

• ·4.1S
$14.15
$ 6.50
S 3.00
$ 4.U
S 1.00
$ 1.50
S 3.25
$ 3.U
$ 3.115
$ 4.00

• 3.00
• 2.00
$ 3.00
$ 3.00

• 2.00
$ 3.00
$12.00

$ 1.15
$ 3.00
S 1.50
$ 4.50
$ 5.50
S 5.50
S 2.00
$ 2.00
$ 2.00
$ 1.50

$ 2.00
S 2.00
$ 3.50

" 1.00
$ 1.00

• 2.50

$ 2.00

$ 2.00

S 2.00
S 4.00
:I 3.50

• 2.00
• 5.00

:I 2.00
S 3.50
S 2.50

Fant.nlc Wl1derlllndl Beyonde
Guidebook •••••••••••••••.. $ 3.50

11" II 22" Wlldel1.ndl C.mpel,n Map
7fl Judge's .•••..••••••••

11".22" Wilderiandl Cllmp.l,n MliP
1/1 PI.yen' ....•.••••••.•

17".22" WlldeMand. Climpal9n Mlip
1/10 Judge'l•.••••••••••••

11" II 22" Wllder1.ndl Cempal,n Mlip
1/10 Pl.yen' •.

W•• Cry .....
W.r Cry GuidebOOk••••
W.r Cry Ref.rence Slle.l.
Flotili. One ••••••••
From S.. Steidl and w.ve Riden

Dick Pl.n•••.•••.
F.onlle. Forts of Kllno.e ••.••
T.aviller JUdge'S SllIeld .
ShIeld Secllon, WIiPonland Oam.,lf

Anlm.1 Encounten•.....•..•
51lleld SecUon, WIiPons .nd Oam"lf

Anlm.1 Re.cUon Tllble •.••.••
Slllerd Section: Weapons Ind O.m.,.1

weeponl .nd Ollm.ge .••••••
Sllletd Sl<:llon: Compute. Softw."f

R.ndom Penon Ellcountin.
Orllgon Crown•••••••••••
Tr.veller Log Book ••••••.•
01 Skulls and $<:,."pf,,,ol Grlln
Ch.rlIcte. Codex •••••
Oa.k Tower .•••••••••••
St,nhlpl.nd 5pecICrlIfl •••••
Shllt " Cove. end S"clllullons.
Shlet 2' Tltrl' .nd Gr.phs••.••
Slleet 3: PI.ns and Spl<:lflutlonl.
Wlldl.l.ndl of the Magic A..lm.
Wllderlands 01 the M.,lc Realm

Guldlbook .•••••••••
11" II 22" Wlidertendl Cemp.lgn Map

11f14 Judge's •••• , ••.••.••
17" II 22" Wlldertendl Cempalgn Map

11/14 Pleyen'•••••••••••.•
11" II 22" Wlldert.nds Cemp.l,n Map

12fl3 Jud,e'l ••.•••••••••
11" II 22" Wlidertendl Cemp,lgn M.p

1 2f13 Pl.yen'....
Under the Sto.m GIant's Celtle •
Survival 01 till Flttllt •••
Treasury 01 Arehele Names
Trek· '0 •.•.•.
Cevernl of Thrlld.
vm.1I 800k II
O •• 'k'ne SllIUon.
Broken Trn Illn.
Ve.boSIl ••...
Olll,."tlon Ot.e •
Mines of CUII.'con
800k of Trlasur. Malli.
The M.rt.... Clu••.••
Hellllits of Nltht Fan, •
Temple of Fl. AeeU.IoId by $It
Sword of HOlle •••••••
Towe. at UlIIslon .
Escape From Astlg.,'1 Lair
C.SUI Book II ••.•••••
City Stllt. of thl Wortd Emporlr •
,," II 11" Wlidert.ndl Cempel,n M.p 6

JUdt.'I. • • • • • • • • • • • • • • • •. $ 2.00
11" II 11" WUdertendl Cem"al,n Mep 6

P1.yen' •••••
22" II 31" City M.p
Guidebook to Mill 6
Shopi BOOk .•••
City Book ••••••
RuneQUeit SMeld ••
Shield S.etlon I, WII"onlllnd Ollma,ef

RulihnCl Tlble .•.••. , •••• , • 2.00
Shl.ld $IIetlon 2' Prob.blllly T.blef

Fumble Table •••••.•••.•.••..,'
Thl Trluu.. Vlultt 0' Undor.n
Infe.no ••••• "... $
Legend.ry Duck To_r • • • • . S

150M'"

110552

150MCl
15081
15082
150B3

'"170551

UMP1'.11

75552

""..
"....
nOP1
UOP2
1I0P3

"".

67MPI·IO

15553

92MJ11·14

.....
68CHI..
66·610PI

UMP12·14

67MJ'·10

""75551

92MJ12·1I

75554

61MJ7·8

,n

67MP7·.

a.
m
220

"....
'"",
'",OJ

'"".
'",n
'",,,,,,
'"'",,,
n....
".
150MJ6

$ 2.00

" 2.00

" 2.00

S 2.00

$ 3.25
S .25
S 3.00
S 1.00

" 2.50
S 1.50
S 3.50

" 2.00

S 3.50
S 2.50
S 1.00
S .50
S 1.11
S 7.11
S 5.00

" 2.00

" 2.00

S 3.75

" 2.00
S 3.00

• 3.50
" 2.15
S 2.75

" 2.75

$ 1.00
S 1.11

$ 2.50

• 2.50
• 1.00
S .50
$ .50

" .50
S 3.00
$ 1.50
S 3.50
$ 2.00

• '.00

" '.00

$ .50
$ .50
$ .50
S 3.50
S 2.99
S 1.50
S 4.00

S 2.00

S 1.00

$ .50

$ 4.50
$ 2.00
$ 2.00
$ 3.95
$ 2.00

elly Stile Judge'. MIP: 3 .... It ......

(4 seelig",) •...........
Clly Stlte Judge" MlP: 17" II 22" .
City State Playe.. ' Map: 17".22"
Dungeon TIC Cardl ••••••••••
Booklet 'I' - First Pari to 110. elly $Iat.
Six ChuU: Men AUackl""

Moniter Attacking
51" Chari.: ChaInman,

MonIter Att.cklng
51. Chart., Monlll. Attackln,
OU",IOI> L.I...1 "lIP' "', L.a".l., - 5 .
GI/ld. 10 the City St.l•.
Ready ReI 80011 •••••
Tegel Manor •••.••••
Tltill Manor Guidebook .
17" lC 22" Te,e' Manor and A.II

Judp', "lIP ......•....
11" • 1 7" Tell' Minor and A•••

JUd,,', "lIP .
11". 17" TlJ1Iel Minor Ind Ar..

Pllyel"i' Mlp.•.•.....•.
Jud,e's Shlitld ••••.•..••••
Shield Secllon. Moniter Att.Cklngf

S.vln, Throwl ••••.•••••
Shlerd Secllon. Moniter compendlumf

Men Atbcklng .•••••.•
Shield SecUon· Men Att.cklngf

Ptl.ntum.1 Foren •
Madron•••...•.••• , •••
MOdron Guidebook ••••••.•
Madron Judgu Map: 11".17".
Madron Pl.yel"i' M.p: IY," II 11".
Character Chronlcl. Cardl •••
Flrll F.ntny C.mpIlgn ••••••
Flnt F.ntuy Camp.lgn Guld•••
17".22" Fll"it FlntllY Clmp.lgn

JUdge'S M.p ••••••••••••
17"11 22" First F.nllllY C.mpalgn

P1aytrt' Mlp•••••••••
JUd,U Guild T'Shlrt:

(Adurl Slul) 5, M, L, XL .
JUd,es Guild T·Shlrt:

(Chltd."n'l SI:>n) 5, M, L, XL
Gulldm"mbtr Sutton •..•.•••
Wllderlandl Hell Sh..ts . I Shut Pk,.
Wllderlands Hell Shlet ••••
CampaIgn He••gon Syltem ••..••
Wlldel1.ndl of Hl,h FlIntny .•.•..
WlldlM.nds of Hl,h FlintilY Guidebook.
17" II 22" WlIdlrllndl Campel,n Mlp 1

Judge'S••••••••••••.••••
17" II 22" Wlldel1lndl campelgn Map 1

Playlrl' ....•••••..•••••
17". 22" Wllde.l.ndl C.mpelg" Map

2{3 Judge's •.•••.•••••••
17" II 22" Wilderlandl CamPIIgn Map

213 Pl.yerl' •••.• , •• , .•
17" II 22" Wllderlandl Campal,n Map

If5 Judle'l . . • . • ...••
17" II 22" Wlld.rt.ndl Campel,n M.p

I" Playlrl' .•••••....
Thl...... of FortAn Bl.dl.bl.skor.
Gen Con IX Ounglon.
VIIIl.gI Book I.
IIUnd Book I ••••.
Cutrl Book I •••••
RlvlHd City SUle of the

Invlnelbl" Overtord ..
RlYlIoId GuIde to the City Stllte.
21"" II 22...... Clly 511te Judgl's Ml.p
21111".22111" City 5tl.te PI.YlrI' M.p
11" II 17"Thunderhold Judge'S Map.
1111". 11" Thundl.hord PI.yen' M.p
oungton Level M.pl 'I': Levell 1·5.
Ounglon Level M.pl 'J': Levell 1 .
CItadel 01 ,., .
s.. St.ed. and Wavl Rldln .. , , •
S.. Steed. and Wave Riden Guldlbook
S.. Studland Wavi Rldln Deck Pl.ns
"llntlttlc Wlldlrl.ndl Beyonde •••••

21552

28553

"'MJ4-5

27MPI

",MP4·5

",MP2·3

"

"IMPI

",MJ2·3

Z7MJZ

,

"

••,,,

37MP1

'"52MJl
62MP1
62MJ2
62MP2,.
"".....
••-19DP1

"

,.
Z'551

"""..
""

"".
34MJl
34MPl

""".
J7MJI

""46M81

".....
4SMJI

,,
"""...
27MJl

Pegasus 66

------------------------------------



3Ju~gt.6 <&ui1~
R. R. 8 Box 9 1221 N. Sunnyside Road
Decatur,lL. 62522 Ph. (2171422·1930

S 2.50
S .15
S 1.25
S l.U
$ 1.75
$ 2.'0
$ 2.10
$ 2.10
S 2.'0
S 2.10
$ 2.10
S 2.'0
S 2.'0

S 5.'5
S t .50
S 4.50

$ 2.'0
$ 2.10
$ 1i.00
S 2.10
$ 5.liD
So 2.10
S 5.50
S 2.'0
S 7.00
S 2.'0
$ 6.50
S 2.10

$ '.50
S 2.'0
S 1.50
S 2.'0
S 1.50
S 3.00

S 1.50
S 2 .•0

S 2.00

S 3.'S

$ $.75
$ t .50

S 2.25
S .25
S .30
$ 4.50
S .10
S 3.50
S .•0

S 5.liO
S ••0
S 5.50
S .•0

S 3.50
S 1.00

S 3.50
S ••0
S 4.00
S ••0
S 3.00
S .'0

PO'I 0' C,II: Tulkln'l Llndln, M.p
Th, lIlhleClrin Book•........

Th. Dun,eoneer Compendium NOI. 1.6.
Dun,.oneer 7 .
oung.once,1 •
Duntcon.e.' •
ou ..,.0 10
Dung.on 11
D.. ",.on• ., 12
oung.on 13
o .. n..o 'I.
ounteOnte. 1 S
Du""one., iii
Dun,eonec.17
ou",eonee, II

Inlt,lIme.. t 'J'. Th....de.hold •
Inn.lIm.nt 'K'

Clty 5t.t. C.mp.ltn On.
I, J. K Jou.n.11 . , . , .. , .
'1.' Journ,l •••••••••.•
Inltlltm,nt 'L', Tltel M,no.
'M' Jo".... I•.••••••.
Inltlllm.nt ·M'· Mod.o .
'N' Jo al. , .
Inltlllm,nl 'N·· B.lrt>lrlIn AII",nll/

Clow Worm St,ppes •••••.
'0' Jo.. ,nal•••••••••••••
Inn,lIm.nt '0'. V.lonlT."ntli.
.... Jou.nal •••••••.•.•
In.UlIm.nl '1"'. Th. Thl.....

0' Fort B,d.balko•....
'Q' Jo...n",l. ' •••••••••
Inll.llm.nl 'Q', G,n con IX Dungeon.
JUd". Guild Jo.. rn.1 'S'CtO) ••
Inn,lIm.nt 'S" Cll,del of FI.e •
JUd,1J Guild Jou.nal 'T' (11) ..
Intl,tlme.. ' 'T'. Fronti.. Forti

of Kllno .
JudgelGulld Journ,1 13 <V)••.
Inltlllm,nl ·V·· WllClert,ndl 0'

the M.,1c R.,lm Part 1 ..
JUd,CI Guild Jou.n~1 14 (W).•
In,"l1me.. t OW'· Wllderl.nCl Of

the M,glc Flulm P,rt 2
The J"d,el G .. ild Jou,n,1 IS (X) •
Inltlllm.nt '5 • SurvIval 01 Ihe Fltt.S!.

Th' JUClg.1 GullCl Journal t6 (V) ••
Th, JUd,es Guild Journal 17 (Z) ••
Inltlllment t7· Mlnel of CUltalcon
The JUd,es GullCl Jou,n,1 II ••••
InUlllmenl t •. Tower. of Ullllion.
Th, JudglJ Qulld Journ.1 19 ••.
Inlt,lIm,nt 11 . C.m~I, .. M,p Ii.
Th. JUClt<lll Guild Jou.nal 20
Inlt.llm,nt 20· City •.
JUGgu Guild Journ,1 21 ••
Inlt.llm.nt 21· 5hopl •••
Jou.n,' 22/Oun,eon... t,.
Inltlilmenl22

F, ntutlc Reachel P.rt t •
ou n,.on,.. Jou.n,1 23••••
Inltlllment 23

F.ntntlc RCichu P.rt It
D.. ngeone.n Jou.n.1 24 •••
Inltallm'nt 24, T,mple Book I •
O.. n..on..n Jou.nel 2S .••.
In.t.llm'nt 2S· Cutle Rook II
PI,uul 1 ••.•••••.•...

'"'"

"..
"..

"..

""""....
"

"..
""......
"

""

"..
'"",,,,
'"'"'"'"'"'"'"'"no

'"

""........
'"".
'"'"'"'"",

..,...
no

'"• 00

S 2.00

S 2.00

$ 2.00

$ 2.00

$ 2.00
$ 7.U
$ :U5
$ 5.U
$ •.••
$ 3-50
$ 2.00
$ 3.50
$ 1.50
$ .75
$ .25
$ 5.9'
$ ••00
$ 3.9'
$ 1.00
$ 2.00
$ 3.00
$ ••00
$ 5.9'
$ 4 ..1
• J.50
$ 2.00
$11."

$ 5.50

S 2.00
$ ••95
$ ••95
S '.50

$ 2.00
$ 4."

$10.00
$ 6.50

S 3.50

$ 2.00
$ 3.50
$ 5."
$ 4.50
$ 2.00
S ••00
$ 3.50
$ 3.'S
$ 4.'1
$ 7."
S 5.U
S 5."

S 2.00

S 2.00

S 2.00

$ 3.00

$ 2.00

S 2.00
S 2.00
S 2.00
$ 3."
S 3.00
S 3.00
S 5."

"'aMuy Cartographe,', Field Book.
Chlulry ,"(I Sorcery Gam,mut., ..

Shleh::l ••••••••••.•••
Shl,ld Seciion 1: Monne. 5t,lInlnl

Crltlul HIt Table .•••••. __ .
Shield 5ectlo" z, SpIUCIIlIe,'1 MIgic Type/

MInn. Fir. Mlltlle
Port_holTon" ..... __ _ ..
Spl.. of L""lelf...•.. _ _ •..
Wltderllndl of HI. "'antutlc AUChft .•
Wlld.rlandl of the F,ntulk RuChft

G",IclIDOOk •. _ .... _ •• _ •••

11". 11" Wlldenr."cU ClmCllll,n "bp
15116 Jua..', ...••••••.• _.

t '''. 17" WlIdertloruU CampIl,n Map
15ft' ".Iyen'. _ •.•.••... _ .

11". 17" Wlld....llnGI Campal,n M>lp
17/1' JUG..'I •••...•••••••

11". 17" WIlG.ri~nG'C~mp'I,n IoUp
1711'Pl~yen'.•.•..

City of Lei Tlbo•••••••
Book of Trenu•• Mlp' II
T,nc...G •. , ••••••
Ley 5,cto••••••...•
LAy 5IIcto. Quldebook ••
Ley secto. M,p/Con, .
O,rth,non QU"n ••...
U ..... T~nk..••••••••
La_ Tank Velllcl, Shtet •
u ..... Tlnk Culd.lIn... Shut.
DuCk "ond••••••.....
Tou,hest Ount'l'On In Ihe Worid.
Alt,o,alo.·1 CIl,rtbook
Unknown Godl •
Hlura •••••
Tempi. 800k I
800k 01 R.. lnl.
50 Stubnel. ,
Qllmmera,ltt RUCIlIS
GUmmerCl,lfl Rnches Guld.boOk
GUmmerdrift M,p/Con,.
Doom of Ihe Sln,ln, Slar
Doom of th. Sln,ln, Star

GuideboOk .••.••
Doom of Ih. Sln,;n, Star

D.ck Pl,nt: A, B, D, J .
Doom of th. Sln,ln, 511.

Deck Plans: E. C, F. K.
Doom of the Sln,ln, 51"

DeCk Pl,nt: I. H. I., G •
Doom 01 Ih. Sln,ln, SI"

D.ck PI,nt: M, Q. R, N. 0, P .
Doom 01 Ihe Slngln, Slar

D.Ck PI,ns: 5, T, U, V. W, X
N.vl,.to,·ISI"chuU

R'WlnJer., .••..•.•
R.v.nJer., Guidebook.
R.venlC,.., M,p Section I

A,ea ,nd CUlle •...
R.venlC•• , M.p Section 2 Caltle •
NI,htm,.. Maz, 01 Jlg'elh.
Portallofl,ontooth •••.•...
QU'lt foY ur.'1 Tow•••••••••
B....k In It Th .... Kllomller Illand.
Crucll Margin •......
Cruell Margin Guld'book
Crucll Margin M,p/Con.
OI1l,on'l H,1I •••••
ChOlt,lnl ••••..•
GhOIUln, Guld,book.
Gholtrin, M.p .
Tri.1 by ,.1 .
ZI.nttck •••.••. , , ... , ..•• '
HOUle on Han,man'l Hill •.••.•.•
Tow... oflndomltabl, Clrcumll,nce ••
MIII.n of Mind •••••••.
Amyc.. II".ODe••..•....
Ro... , Moon of Splnllo.",••
51mba Slf,ri ••••••••
Simba Slf~ri Guld.book •
5lmba Slhri DICk Planl .
51mba Slfari M.p •••••
"ort O' Call: T.rikln'lLanClln,
I"ort O' Call: T~rtkln" UnClI",

Guld'book •••••••••

500oP5

300MJ15·U

5000Pl

no
no
30'
3008

><'
'"
zsossz

SOODPZ

340MP15_1$

300MP11-1I

5000P3

250551

'"no
530B
530MI

'"no
no

'"'3408
340M1

'"'"UODPI
3'OR51

'"'"'"'"'""'
'"'"..,
4'OB
4'OMI
'00
5008

530M2

'"'"no

'"'"5908
S'OM

'"."
6.08
640M

'"'"no..,
no

'"no
no
730B
nODI"
730M,.,
7408

67 Pegasus



TRA VELLER COMBA T REVISIONS

by Tom Holsinger

....

Starships may C:!jrry Defensive Screens which can ab
sorb a certain number of hits with no damage to the de
fending ship.

Screens wei~ and cost as much as Jump Drive.
Assign a numerical rating of 1 - 24 to all Power Plant, Drive
and Screen ratings. Type A is No.1, Type G is No.7,
Type Z is No. 24, etc.

Ships must allocate powt:r during the Movement
Phase as a numerical rating between Maneuver Drive and
Screens. Maneuver Drive and Screens may use Power
Factors up to, but not exceeding.. their numerical fating. A
Type H (No.8) Maneuver Drive needs 8 Power Factors to
operate at full capacity, but may be run at reduced capacity
with less power, with acceleration. of course, being mea
sured by the letter ratings on page 10 of Vol. 2.

EXaTlple: a 1000 ton vessel has Type N (No. 13)
Power Plant. Type J (No. 91 Maneuver Drive and Type E
(No.5) Screens. The player decides to allocate 8 Power
Factors to the Maneuver Drive and 5 Factors to Screens.
8 Power Factors is equivalent to letter rating G, which will
accelerate a 1000 ton vessel at 1 g. 5 Power FactOft is
eq.Jivalent to letter rating E, so the Screens may operate
at full value. No more than 5 Power Factors may be allo·
cated to SCreens because the maximum Screen numerical
rating is No.5. Big Warships usually carry Screens capable
of handling all the ship's power because they have little
need to mal"Hluver once they get down to slugging range.

A Screen may absorb a number of hits during anyone
Fire Phase from anyone ship or missile equal to the nu·
merical rating of power allocated to screens, from any and
all sources. Any excess is considered an "overload" and the
excess hits cause damage as normally.

The Hit location Table is hereby modified such that
a die roll of 12 is now a hit on Screens rather than a Turret
hit.

Screens take one hit during each phase in which they
are overloaded. Screens take one hit every three times
(round up or down as appropriate) a burn-throu!#l is
suffered. Hits on Screens may be repaired by damage can·
trol as nannally.

In order for a ship to use Double Fire, one Power
Factor must be allocated during the Movement Phase in
addition to the Power Factors allocated to Screens and
Maneuver Drive. Plus the computer program, of course.

Example: 3000 ton Battlecruiser has Power Plant Z
(No. 241. Maneuver Drive X (No. 221, and Screens Z
(No. 241. During its Movement Phase, it allocates 15 Power
Factors to Maneuver, B to Screen and 1 to Double Fire.
It takes 11 hits during IntnJder Laser Return Fire Phase
from any enemy Battleship that it had fired upon. The
Battlecruiser's current Screen value is 8, so it takes 3 hits
from a bum-throultl. The Battlecruiser then suffers Bmore
hits from the Battleship during Intruder Laser Fire, which
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equal but do not exceed its current Screen Factor so it
suffers no damage. Then the Battlecruiser takes 14 hits
from 4 Missiles during Intruder Ordnance Llklnch Phase,
none of them exceeding 6 hits, so none penetrate as burn·
throuljls. But, three times the current Screen Factor
of 8 is 24, and the Battlecruiser has now taken 33 total
Hits, 9 over its overload factor. 3 hits have already pene
trated as bum·1hroug,s so another 6 hits from the Missiles
penetrate as overload. And the Battlecruiser's Screen takes
one hit from the overload plus 113 of a hit from the bum·
throug,.

Tra.,eller Ship Design Re.,isions

Ship Section.: There are now five major sections in
each ship: Engineering, Command, Systems, living Duar·
teR, and Hold. The Engineering Section consists of Power
Plant, Maneuver Dri.,e, Jump Drive and Screens. The
Command Section consists of the Bridge, the Computer
and Fire Control (fonnerly Turretsl. The Ship Systems
Section consists of Controls, Life Support, Storerooms,
Machine Shops, Galleys and Sick Bay. Living Ouarters
consist of all berths plus Recreation and Sleep Tanks. The
Hold consists of the Boat Deck, Fuel Tanks, Cargo Bay,
Fighter Bay and Ordnance (also known as the Magazinesl.

Power Plants: One factor of energy from Power
Plants is necessary for every 20 Beam Lasers engaged in
Double Fire (or 40 Pulse lasers).

Defensive Screens: These cost and weigh as much as
Jump Drive; see the Combat Revisions page. Screens are
part of the Engineering Section and as such require one
Engineer per 35 tons of displacement.

Bridge: The Bridge does not automatically weigh
20 tons, rather it requires one ton of displacement for
every person whose battle station is in the Command
Section. These consist of the Captain. Exec, all Navigators.
all Fire Control Officers, Non·Coms and Gunners, Mid
shipmen, Yeomen, the Supercargo and one Purser if those
are present, and all Officer and Non·Coms on an Admiral's
or Commodore's staff if those are present.

Fire Control: These technically represent the un
manned Turrets and their cost is that of a hardpoint, turret
and weapons as given originally. A hit in this area knocks
out a turret and cannot be repaired. However, the Gunners
and Fire Control Non-Coms and Officers are all on the
Bridge.

Controls: This item represents all the machinery
actually used to control a ship. One ton of controls are
required for e.,ery 25 tons of ship displacement at a cost of
500,000 Credits per ton.

Life Support: One ton of Life SuPport equipment is
required per nine tons of Command Section and all Ship
Systems except the Life Support itself, at a cost of 100,000
Credits per ton.



Storerooms: One ton of supplies is required monthly
for every ten crew and passengers not in cold sleep. Repair
and replacement part stocks are recommended at the ratio
of 0.3% of the ship's mass for most vessels and 1% for
military, exploration and hazardous mission vessels. 200k
Credits per too.

Machine Shops: 1 ton minimum, 0.3% or 1% as given
for Storerooms. 200k Credits per ton.

Galleys: 1 ton minimum. 1 too per 10 passengers
and crew. lOOk Credits per ton.

Sick Bay: 1 tonl3O people most vessels, 1 ton/15
people for military, exploration and hazardous duty vessels.
lOOk Credits per ton.

Berths: Large· 5 tons, Medium· 3 tons, Small· 2
tons. lOOk Credits per ton. Captains of large vessels get
large berths, as do Admirals, Commodores, Flag Captains
and luxury Passengers. There is a powerful Merchant
Seamen's union so all Merchant Vessels must place enlisted
crew in small berths with Non-Coms and Officers getting
medium berths. Military, exploration and hazardous duty
vessels may doubleolJp enlisted personnel in medium berths
with Non·Coms getting small berths. Officers, of course,
get medium berths. It is possible to stuff still more people
in by sleeping in shifts, but only in emergencies because of
the strain this puts on the Life Support system.

Recreation: This rs necessary to keep the crew and
passengers from freaking out on those long voyages. One
tonlten crew plus one ton'five passengers. lOOk Credits
per ton.

Sleep Tanks: lOOk Credits per ton. The die roll to
be successfully revived is 4 plus. not 5 plus. People can be
placed into cold sleep and revived from it during a voyage.
This is handy when a ship runs out of fucl or stores.

Boat Deck: This contains all ships' vehicles save
Fighters and certain highly speciallized combat and explora
tion vehicles. The former have their own area and the latter
are normally carried as cargo. The Boat Deck costs nothing
except tonnage.

Fuel Tanks: These normally carry 10 tons of fuel.
Military vessels carry fuel in 5 ton tanks and Ships' Boats
and Fighters carry it in one ton tanks, Refined fuel costs
10,000 Credits per ton and can be found at Class A, B. C,
and D Starports, as well as any planet with Tech Level 7
or higher. Unfriendly areas may not be willing to sell fuel
even if available and technologically backward planets
may demand payment in technological items rather than
cash (as well as a higher price).

A Jump requires fuel equal to 2'% of a ship's mass per
level of the Jump, Acceleration of 1 g for one tum uses
0,02% of any vessel's mass (divide by 5000), Landing on
and taking off from a planet with the diameter and mass of
Earth (1 9 at surface, 8000 mile diameter) uses iuel equal
to 1"'- of a vessel's mass, Moving from close orbit to safe
Jump distan~ or vice versa requires a varying amount of
fuel depending on how fast you want to get there, All it
takes is on 1 g bum and a vessel will drift that far in about a
week,

Cargo and Fighter Bays: These carry the items indi
cated, at no cost save tonnage. It is possible to rig extra
fuel tanks at the cost of 100.000 Credits and one ton of
displacement per tank, each capable of holding up to 19
tons of fuel.

Ordnance: Also known as the Magazines. this stores
all the Missiles and Sand-Kegs carried on board ship and
conveys them to the Turrets. They cost money and displace
tonnage, coming in clips weighing one too. Missile Clips
contain four Missiles and cost 200,000 Credits, Sand-Keg
Clips contain eight Kegs and cost 160,000 Credits. Missiles
accelerate at up to 10 gs per turn, variable at the desire of
the controlling ship. sank·Kegs form a square 5000 miles
(Y, ..) across which has a vector identical to the launching
ship at the time they were launched, The doud fonns at a
distance of 5000 miles (y,") from the ship ani tum after
launching.

Hard-Points: Military vessels with Jump Drive may
have three hard-points per 200 tons of displacement, Mili
tary vessels without Jump Drive may have four hard-points
per 100 tons of displacement, These are not available to
private citizens though Pirates, Rebels and Renegades can
usually secure vessels with more firepower than normally
pennitted.

MllCimum Ranges

Beam and Pulse Lasers have a OM of . 8 at ranges in
excess of 500" and - 11 at ranges in excess o~ 700", Missiles
carry only limited tracking equipment and this plus neces
sary safety features requires that they be within 500" of
a target at the time of launch. They will self-destruct if.
after launch, their target gets more than 500" from them,

Combat Details I

Boats under 60 tons are automatically·, to hit due
to their small size. and -1 more for each 3 91 of acceleration
they are capable of (fractions rounde::i down), acceleration
being the prime component of maneuverability. A pinnace
would be - 1 for size. ·2 for acceleration and minus half the
expertise of the pilot. so that a pinnace with a pilot having
a Boats expertise of 3 would be -4 to hit overall. Fighters
are even harder to hit as their pilots get a OM of minus
full expertise.

Computer Programs

The Selectivll offensive programs are abolished. Boats
are hard enou~ to hit at all, let alone in selected places,
YIoftile larger vessels all have screens that make them look
like a featureless black sphere,

It is requested that someone develop a more realistic
set of programs for library,

Detection programs are now established. All vessels
carry enough sensors to detect a gnat at a billion miles
provided they can filter out the background noise and occa·
sional deliberate jamming. This filtering is done with
computers, so the following new programs are added:
Detect 1, 2. 3.4, and 5, A Detect uses computer "space"
units equal to the level of the Detect and costs two million
Credits per level of the Detect, Detect 3 costs 6 million
Credits and uses 3 units of "space".

Nonnal range is 400,000 miles (400") per level of
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the Detect. Ships attempting to conceal themselves can be
detected at 40,000 miles per level of the Detect. Ships on
a planetary surface (1000 or more miles in diameterl can
be detected at 4000 miles per level of the Detect. Ships
attempting to conceal themselves on a planetary surface
cannot be detected. Concealment means screens down, no
use of Maneuver Drive. Electromagnetic Silence, etc.

Ships in concealment may use a "passive" Detect 8t
1110 the normal range unless they are picking up the
"active" Detect of another ship, in which case, they can
detect the other ship at half the normal range of their own
Detect program.

Armed boats haw a Detect of 300,000, 30.000, and
3,roo miles. Other boats have a Detect of 100,000, 10,000,
and 1000 miles. Boats under 60 toos which attempt to con·
ceal themselves can only be detected at 4000 miles times
the level of the Detect by a ship, 3000 miles by an armed
boat and 1000 miles by an unarmed boat_

A Targl!!t program cannot pick up targets at ranges
in excess of 300,000 miles; a Detect program must be
used in conjunction with it In Ofder to fire at ranges in
exCfl$ of that.

Crew

captain: Sole authority over his ship just as were
sea-captains in the age of sail. Battle Station 00 the Bridge.
His respoosibility is to achieve the objective and some·
times to set it as well. Often acts as Pilot, if only to give
orders.

Exec: The Executive Officer's duty is to make the
ship respood to the Captain's orders while the Captain
concentrates on outwitting the enemy. Battle Station is
on the Bridge. Normal responsibility is to keep the ship
running smoothly. Must be a qualified Pilot.

Engineers: Their task is as given in the original rules.
often assisted by qualified Spacehands in banle.

Navigators: These are only found as Officers and Mid·
shipmen. Usually have secondary expertise in Computers
and as Pilots. Navigation expertise required for generating
a Jump program, though anyone with Computer expertise
can plug in a preprogrammed Jump tape. Banle Station is
on the Bridge.

Surgeons, Doctors and Medics: Surgeons are Medic - 5
and Dexterity 8 plus; Doctors are Medic - 5. Otherwise as
given. Battle Station in Sick Bay.

Ship Systems and Spacehands: These are the penon·
nel who maintain and repair that greater part of a ship
outside the Engineering Section, and sometimes they help
there too. They are skilled in Electronics and Mechanics.
Enlisted penonnel are known as Spacehands, Non·Coms
and Officers are called Ship Systems Penonnel. Their
Battle Station is chiefly in the Ship Systems Section. in
Controls, Life Support and the Machine Shops. Some help
out in the Engineering Section in battle. They direct the
less skilled (Marines, Stewards, Cooks, etc'! in Damage
Control.

Fire Control: One Fire Control Non-Com is required
per 5 or 6 enlisted Gunners. One Fire Control Officer is
reQUired per 12 Turrets. The Non-Corns man Fire Control
Stations themselves, Officers do not. Turrets can be fired
automatically, without the aid of Gunners, but 8t -2 on the
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die roll. Immobile orbital and planetary fortresses carry so
much Fire Control equipment that this negative OM does
not apply. Battle Station is on the Bridge.

Marine/Security: These personnel maintain order on a
ship and provide most of any shore parties. Their Battle
Station is in the Ship Systems Sectioo as part of the Dam·
age Control parties.

Supercargo and Pursen: The Supercargo is in charge
of all cargo and also serves as Chief Purser if there Is more
than one such officer. One Purser and/or Supercargo is
required per 5 Stewards and Cooks. The Battle Station of
the Supercargo, plus one Purser, if there is more than one.
is on the Bridge operating the computer. Some Computer
expertise is required in addition to Steward expertise.

Fighter Pilots: This is an elite version of the Ships'
Boats skill. Fighter Pilou and Boat Pilots may operate as
Pilots of large vessels in an emergency, though not very
well. Fighter Pilots may operate as Boat Pilots with full
expertise in Space and 213 expertise in Atmosphere_ Fighter
expertise in a Fighter may be employed at full value as a
defensive OM against laser Fire and as an offensive OM at
ranges of 5O,CKIO miles or less, at half value at ranges of
5O,CKIO - 100,000 miles and not at all offensively in excess
of l00,CKIO miles.

Midshipmen: These are expendable Junior Officers
ranked as NonoComs. They are too inexperienced and
suicidal to be entrusted with any specific task. They have
broad, though not deep, expertise and so can substitute
for most any officer in an emergency. Battle Station is on
the Bridge_

Yeomen: These are Clerks and Signals Specialists.
Battle Statioo is on the Bridge.

Cooks: One Ship's Cook is required per 20 crew in
additon to Stewards for the passengen. They double as
Damage Control in battle.

Stewards: As before. A few look after passengers in
battle and the rest act as Damage Control parties.

Hit location
The hit location system introduced here uses percen

tile dice, and is based on a vessel's tonnage. Any area of the
ship can now be hit, and it is possible to determine which
members of the crew and passengers have become casual
ties as well as what damage has been inflicted upon the
ship.

Use the Ship Construction chart to make a Hit lo·
cation table based on each individual ship. Divide a vessel's
tonnage by 100. Then divide each section of the vessel and
each area within a section by the resulting figure. Then
round fractions up or down. In this manner, determine the
percentage of the vessel's total tonnage which is taken up
by any given section and area.

Example: a tramp freighter of 1000 tons allocates
200 tons to the Engineering section, 16 tons to the Com
mand section, 94 tons to Ship Systems. 120 tons to Living
Ouarters. and 570 tons to the Hold. 1000 divided by 100
is 10. Engineering - 20%. Command - 1.6% rounded up to
2%, ShiP Systems . 9.4% rounded down to 9%, Living
Quarters - 12%, Hold· 57'%. Made into a percentage die roll.
we have: Engineering: 1-20, Command: 21-22, Systems:
23-31, Living Quarters: 3243, Hold: 44-100. Then assign
die rolls within the figures given for each area, as in Hold:



Boat Deck 44-48, Fuel Tanks 49-75, Cargo Bay 76·99,
Magazine ·100.

This system can result in some tiny areas such as
Computer and Sick Bay being left out, and a second die roll
within each given section might be necessary. Say the first
die roll falls within the Command Section, weighing 16 tons
so there would be a second die roll assigning a 3116 chance
that a hit there would be on the three-ton computer. What
would be best, of course, would be a random number gene
rator of 1-1000 for a 1000 ton ship, 1-600 for a 600 ton
ship, etc.

Damage

Engineering: Hits cause damage just as in the original
rules. Engineers and spacehands should be assigned duty
stations within each area of the section, say 4 in the Power
Plant, 3 in Maneuver Drive, 1 in Jump Drive and 4 in
Screens_ There is a 113 chance that any given hit will force
the characters in that particular area to make a saving throw
against death or wounds, because the engine room is so

"'L
Bridge: Everyone on the bridge must make a saving

throw when the bridge is hit. There is no particular damage
done, but the casualties can be horrible.

Computer: Computers can teke two hits per ton of
mess before failing permanently. A Type t computer that
takes two hits is destroyed. A Type IV computer that takes
five hits is in bad shape, but can still function, sort of. Make
a ratio out of the number of hits a computer has taken
relative to the maximum number of hits it can take, to
determine the chance every tum that it will break down for
one tum. A Type III computer that has taken two hits has a
216 chance of failing on any given tum. Computers with an
operator tending to their needs get a DM based upon the
operator's expertise. Computer hits can be repaired, even in
battle, as given, but the character operating the computer
(keeping it going) cannot simultaneously repair it. Compu
ter repairs are only temporary; repaired hits will become
permanent hits the next time the ship uses its Jump Driye.
Any hits in excess of twice the computer's mass in tons
cannot be repaired; e.g., a Type H computer that has taken
5 hits, the first 4 of which were repaired, takes the 5th hit
as permanent damage. Larger ships with lots of stores and
expert computer technicians can build a Type I computer
out of spare parts. Interior communications and the manual
operation of doors and such are about the only things that
can be done when a ship suffers computer failure.

Fire Control: Each hit on this arn is considered to
be a hit on a turret. Roll to see exacdy which turret, some
times the same one can be hit more than once. These hits
cannot be repaired except in a dockyard.

Controls: These hits can be repaired. Make a ratio of
hits suffered to total tonnage in this area to determine the
chance that the ship will be unable to use its maneuver
driye on any given turn. Note that a failure here also means
that the ship cannot use a ManeuyerlEvade program, and
that it cannot rotate to bring all of its turrets to bear on
an enemy (reduce firepower by halfl. A 1000 ton Smuggler
with 40 tom of controls which has taken 7 hits has a 7140
chance of losing control on any giyen turn. This does not
affect Jump Drive. Casualties are determined in the fol-

lowing fashion: 140 tons of Controls - everyone present
must make a saving throw, 41-80 tons of contIols . half
make saves, 81-120 tons· 113 make saves, 121·160 tons
% make saves, etc. Choose exactly who at random.

Life Support; These hits can be repaired. Determine
Life Support system failure and casuahies just as for Con
trols. It is possible to shut off Life Support to certain areas
of the ship in order to reduce the load on the remains of
the Life Support system. There is a chance per breakdown,
equal to the original chance of breakdown, that any given
breakdown of the Ufe SupPOrt system will be serious, in
which case it can only be repaired under the same rules as
Engines are repaired after a MisJump breakdown (one die
roll per day, etc.l.

Storerooms: Each hit here knocks out one ton of
stores, either consumables or spare parts. Determine which
one with a die roll. Figure out your own system for what
happens when you've lost most or all of your spare parts
and your ship is in dire need of repairs. The consequences
of running out of consumables are death, either from suf·
focation, starvation, or thirst.

Machine Shops: Just as for loss of spare parts. Every·
one in the machine shops when they're hit must save at ·1
on the die roll.

Galley.: Back to cold canned beans. -1 on the saying
throw for anyone present when a galley is hit.

Sick Bay: -1 on the saving throw for anyone present,
after first making a save of 5 plus on two six·sided dice a
gainst explosive decompression. Sick Bay is always pressu
rized, though everyone Wilars a vacc suit with gloves off and
visor open in banle. See the section on casualties. Loss of
all points in Sick Bay means that all severely wounded per
sonnel die.

Berth.: -1 on the saving throw for anyone in a berth
when it is hit.

Recreation: Normal saving throw for all present, plus
depressurization throw.

Sleep Tanks: Two berths per ton, occupants killed if
their berth is hit. Roll to see which berth is hit, if it's neces·
sary to know.

Boat Deck: Roll to see which, if any, boats were hit,
and if so, where. Same for Fighter Bay.

Fuel T.nks: Three hits are necessary to knock out
two full fuel tanks. Remember that military vessels carry
fuel in 5-ton tanks, and others in 10-ton tanks.

Carve: Sometimes it's necessary to see if a particular
item was hit. Figure it out yourself.

Ordnance: Three hits knock out two dips, d'losen at
random between missiles and sand.

Casualties

When the compartment any character, crew member
or passenger is in takes a hit, roll two dice. A roll of 2.3 or
4 means that tha person is a casualty. Sometimes the die
roll is to be lowered by 1, so that a 2-5 means a casualty. If
there is a casualty, roll a six-sided die to see if the wound is
fatal. A die roll of 1 or 2 indicates that the person is killed,
a 3-6 indicates a wound.

If a person is wounded, roll three 1D-sided dice. That
is the number of hits that person has taken. If the number
of hits is eq.JaI to, or greater than, a person's combined
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strength, dexterity and endurance, the victim has taken per
manent damage. This applies only to player-<:haracters and
important non-player-<:haracters. A character can take hits
equal to his combined strength, endurance and dexterity,
minus one. Subtract that total from the number of hits
taken. The remainder is the number of points permanently
lost from one of the three character physical requisites.
Select exactly which one of the three is affected by rolling
a six·sided die for each permanent hit. If any requisite is
reduced below 1, the character is a bcd·ridden cripple. If
a requisite is reduced to less than 0, the character is dead.

Characters with more than eight hits total arc consi·
dered seriously wounded, and must leave their battle sta
tion for Sick Bay. Othcrs simply roll a die, a result of 1 or
2 meaning that their wound is serious. Two minor wounds
constitute a serious wound. All seriously wounded persons
must leave their battle station and go to Sick Bay. If Sick
Bay is inoperative, seriously wounded persons and char
acters must get into cold sleep or die.

Getting the Hell Out of There

It takes ten turns per level of a Jump for a computer
to Generate the program for the Jump. It is possible to
make a Jump with an incomplete program, but the chanC1!s
for a mis·Jump are high. Multiply the number of turns the
Generate program has been in operation by ten, divide by
the level of the Jump, and subtract fifteen from that. The
result is the percentage chance that the Jump will be suc
cessful. Example: A Jump-1 program has been generating
for six tums. 6xl0 is 60, divided by 1 is still 60, minus 15 is
45, or a 45% chance that the Jump will be successful. And
a 55% chance that it will be unsuccessful. There is a 113
chance that an unsuccessful Jump will simply cause an
automatic drive failure in place, and a 213 chance that there
will be a mis..Jump plus an automatic drive failure. Attemp
ting a Jump with a 0 or less % chance of success will cause
an automatic drive failure in place.

Small Craft

Small craft are non-starships of 100 tons or less, and
the cost of constructing them differs slightly from the
larger ships.

Engineering Section: Exactly as normal, though the
mass and cost of the smallest units are a fraction of the
basic type A Power Plant and Maneuver Drive {1/2, 213,
116, etc.}.

Command Section: As normal, though the services
of a computer can be dispensed with on the simplest ships,
such as lighters, lifeboats and gigs. See below.

Ship Synem: These are different. There are never
Machine Shops, Galleys, or Sick Bays. Controls are as nor
mal. Life Support and Storerooms can really be figured out
only on an ad hoc basis. Assault carriers and Shuttles can
support their crews as long as the food lasts, but can keep a
full load of troops or passengers alive for only ten days be·
fore the Life Support system breaks down. Costs as nonnal.

Living Quarters: No need for Recreation or large
Berths, and medium Berths are always doubled up. Add
"Bunks," 1 ton holds one perwn and costs 100,000 Credits.
People usually sleep in shifts. Costs as before.

Hold: Cargo space costs 100,000 Credits per ton, and
can carry one passenger or one ton of cargo WIth minimal
modification. Otherw;se as before.

Hull Costs: Costs 20,000 Credits per ton_

Small Craft Types

Gunboats: 100 tons, 117.8 million Credits, crew of 7.
These boats are basically patrol craft within a system. They
are very well armed and protected for their size, and can
easily take on the 200 ton interstellar Sloop, which is twice
their size. They can patrol as long as the food lasts. having
adequate life support. Too long a cruise will tend to drive
the crew stir-<:razy, but at least they can look out at the
stars, receive entertainment broadcasts, etc., which star·
ships in Jump cannot. limited in fuel thoug" having only
enough for SOOx 19 burns.

Assault Carrier: 100 tons, 8B.4 million Credits, 3
crew, and up to 45 troopers in Battle Armor. Desi~ed to
land troops on a planetary surface or smaller body against
oppOSition. Fuel for only 250 bums.

Shuttle: 100 tons, 26.2 million Credits, crew of l.
Designed to land people or equipment from orbit as cheap
ly as possible. 82 passengers or 82 tons of cargo, or any
combination thereof, just as for Assault Carriers. Very
limited endurance.

Cutter: 50 tons, 68.8 million Credits, crew of 5. The
smallest vessel carrying defensive screens, comparable to a
Sloop in fighting power. Only 3 weeks endurance, 400
bums. Usually carried by warships.

Lighter: 50 tons, 12.4 million Credits, crew of 1. A
half·sized shuttle, can carry 41 passengers or tons of cargo.
Standard aboard tramp freig,ters.

PinnKe: 40 tons, 25.7 million Credits, 2 crew plus 6
passengers and six tons of cargo. 625 burns. Often used for
exploring wrecked and deserted space installations, or un·
civilized planets. Useful combination of cargo/pass@nger
capacity, endurance and firepower. EXC1!lIent life support
system.

Ship's Buat: 30 tons, 15.5 million Credits, crew of 1,
plus 5 passengers and eight tons of cargo. Stripped·down
version of pinnace, more cargo capacity. Only 30 days of
life support for six people. 500 bums.

lifeboat: 20 tons, 5.8 million Credits, 2 crew and 20
passengers in cold sleep. Also carries rations for all of them
for 100 days, plus survival gear in a special detachable 2·ton
cargo bay. Only 250 bums, which is enou!tt to push off
from a crippled ship, drift slowly to a planet, land, and re
turn to the ship for another load of passengers plus another
survival kit.

Fighter: 12 tOrl$, 10.3 million Credits, 1 pilot, but
can carry one more person in an emergency (cramped,
halve endurance, etc.). Also a cold sleep berth. More than
1600 burns available. Designed to intercept missiles, and
dJel with other fighters, as a protective screen for larger
warships and orbital fortresses. Extremely maneuverable.

Gig: 10 tons, 3.6 million Credits, pilot plus 5 passen·
gers and 100 kilograms of IUQ98ge each. Very small passen
ger shuttle. 500 bums, 30 day endurance.

Privateer: 100 tons, 109.5 million Credits, 5 crew and
28 fully equpped troops or tons of cargo (loot). Ideally
suited for smash and grab raids on relatively backward
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planets. and other illegal activities. large outward opening
hatche$ so troops can be released in mid·air. just as on an
Assault Carrier. 30 days endurance but fuel for only 250
bums as this vessel is designed for quick in-and-out missions.
not for space combat. Can carry fuel in extra tanks at
expense of hold sp~.

Battieships: Starship and Warship types are designed
for one specific purpose; to grab turf away from somebody
else, and that means slugging it out with orbital fortresses
and other planetary defenses. To that end, Battleships carry
more than 500 tons of missiles. three squadrons of Fighters,
100 extra crew in cold sleep to replace the usual horrible
casualties. plus many extra tons of spare parts and machine
shops. Berths and space on the Bridge are provided for an
Admiral and Staff. Battleships are so massive that they
hiNe to drop almost alt Screens in order to make a 1 g bum
and so usually ~t a course while beyond range. and then
drift through battle, taking and dealing phenomenal punish
menc

Survey Ships: These are usually accompanied by
several 100 ton Scoutships as well as the one carried inter·
nally. They are designed for independent operations of
more than a year in duration. The usual procedure is to
select a particular solar system with a lost and backward
Human colony on it as a base of operations for the explora·
tion and surveying of that whole sector. To that end.
Survey Ships carry the essential components of a small
fully automated fuel refinery, shipyard, planetary base and
mining/smelting plant, plus the construction equipment to
fabricate the simp/er components and the actual buildings.
Plus, of course, scientific gear and such lab equipment as
cannot be fabricated on the spot. The planetary base in·
cludes food-processing equipment. The Survey Ship only
carries rations for SYt months so local food supplies must be
developed. The ScouUhips will do most of the actual
surveying of a sector and the Survey Ship will carry scien·
tists to points of interest.

Battlecruiser: The principal purpose of Battlecruisers
is to fight other spacecraft. Battlecruisers are almost as
heavily protected as Battleships, but carry far less Missiles,
using the space instead to carry Marine landing parties and
extra fuel for longer range. Battlecruisers are designed
more for general purpose duty than Battleships. more to
cut trouble off before it geu serious than to blast whole
worlds. They are smaller because maneuverability is impor.
tant in a deep-space battle, as opposed to fortress reduction.

Cruisers: Cruisers are the most common variety of
major warship. They are designed more to show the flag
and keep trouble from ever getting started than to actually
fight stand-up battles. Battlecruisers are designed for offen·
sive and counter·attack rates, Cruisers for defense. Cruisers
therefore, carry a little bit of everything: Guns. Missiles,
Fighters and Marines. Their range is quite limited.

Destroyers: These are designed as the mobile screen
for Battleships, because of the almost nil maneuverability
of the latter. Destroyers rarely operate by themselves as
they are designed for space combat solely and cannot
afford to take losses to any landing party they might send
out.

Monitor: These are the non-intersteltar eQUivalent of
Battlecruisers. They are chiefly intended for use as the
mobile support of planetary defenses. They are ship· killers.

Their fuel is limited, only 585 bums, so they are restricted
to the immediate area of the planet or fortress they are de
fending.

lancers: These are the non·interstellar equivalent of
De$troyers. They are subiect to the same limitations as
moniton but carry somewhat more fuel 1700 burns) and
so can be used for patrol duties in an asteroid belt. to over·
awe small starships, etc.

Couriers: These are 4/5 fuel and engines. They are
used to carry messages quickly around the Empire, being
able to make two consecutive 6 parsec Jumps and almost
make a third, without refueling. They are given a generous
margin of fuel above the two 6 parsec Jump requirements
to cover such items as battle losses, continuous 6 g accelera·
tion in normal space, sabotage, etc. Couriers carry full
Z . 24 Screens.

Sloops: These are the smallest Navy Warships, having
little combat value. They are cheap to build and operate
and serve at the eyes and ean; of Naval Intelligence. They
go poking around in asteroid belts, checking into backward
planets within the Empire. following up rumors, etc.

Scoutships: These are not normally found in private
hands because few people able to afford a starship desire
one so defenseless or with such a small cargo capacity. They
are chiefly used to patrol areas within the Empire for ships
which have mis.Jumped and had their engines wrecked.
The Survey Service also uses them extensively.

Free Trader: No different purpose than before. Slow
speed, tiny cargo capacity and lack of defenses means that
their owners barely manage to eke out a living. Chiefly
restricted to trading between backward planets.

Tramp Freighter: The chief type of non-scheduled
cargo carrier. The mainstay of the smaller merchant lines
though often found even in the big companies' f1eeU.

Smuggler; Just what it says. Includes a privateer in its
hold. limited cargo capacity restricts it to small bulk, high
value items.

large Freighter: The-cheapest means of moving cargo
from one world to another, chiefly because 60% of its
mass is cargo space. Better protected and armed than the
Tramp Freighters.

Fast liners: Actually the only kind of liner. because
those people wishing to travel interstellar distances without
the hazards of cold sleep want to get there as quickly as
possible. Rather well anned, and with Z . 24 Screens.
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Can you meet !.he challenge and find the TREASURE OF UNICORN GOLD?
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continued from page 7

for characters of the lower levels
(2-4). Iron Crown Enterprises,
the company that developed Arm's
Law, has released a companion
product titled Spell Law. Priced
at $17.50, this variant magic
system offers over 2000 spells.
critical effects, and miscast spells.
as only a portion of its contents.
Chaosium has continued to expand
their line of gaming supplements
with the additions of Stormbrinqer
and Thieves World. The first item
Stormbringer is a fantasy role play
ing game set in the world of Michael
Moorcock's Young Kingdoms. Avail
able for $20.00, the game contains
rules. maps, character sheets, and
dice. Their other new release,
Thieves' World, set up the city
of Sanctuary for use with nine of
the most popular role-playing
systems. Thieves' World con-
tnins maps and guides to people and
places within the city, all for $16.00
Archive Miniatures has now entered
teh area of role-playing with the
release of Star Rovers: Module 1,
a new science fiction role-playing
game. Designed to be compatible
with their Star Rovers line of
miniatures, this item sells for
$19.95.

Addi tional new items have come
from S. P .1. has presented Universe,
The Role Playing Game of the Far
Future available in two forms,
Basic and Complete,players may
adventure in any of a large number
of star systems in the thirty light
year sphere centred around Earth.
Available for $10.00 and $20.00
respectively, this game offers alot
to the players. Spies! is a multi
player game of international in
trique where diplomacy and a
dagger go hand in hand for
$15.00. Argon Games premieres
with Husky: Invasion of SicilY,a
small scale simulation of the Allied
offensive on the island of Sicily for
$14.00.

Metagaming's latest release's have
heralded their temporary departure
from the micro sized games. Marketed
under the 1able of Metagames, this
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series of sm all boxed games all re
tail for $6.95, and offers a wide
range of topics to choose from,
currently avnilable are; Hitler's
War, The Game of European Conflict,
The Trojan War- The game of Gods
and Heroes, Command at Sea-The
1/4800 Scale Naval Battle Game, and
The Air-Eaters Stri ke Back! - The
Space Game of Alien Invasion. One
of the most productive companies,
Games Designers' Workshop, has
released quite a number of new
titles since the last tour of the
marketed place. Expanding
Traveller. ADW has put out a
new version of the basic game.
Titled Deluxe Traveller and
selling for $19.98, this set
contains the same three books
plus a great deal of additional
information. The Fifth Frontier
War-Battles for the Spinward
Marches rages in this 514.98
boxed game that is intended
to be compatible with Traveller.

Continuing the line of supple
ments for Traveller, G.D.W.has
released two new ones.H8 Library
Data (4-Ml a compilation of in
formation from galactic encyclo
pedias and Imperium memory
banks. and #9: Fighting Ships,
an index to 25 of the vessels found
in the Imperiwn Navy. The
Double Adventure line of items
has been increased by the addition
of The Arcon Gambit/Death Station
and Marooned'Marooned Alone,
priced at $4.98 each. Returning
to Earth, G.D. W. has also released
a number of historical titles. The
first of these. 1941: Operation
Barbarossa is a 120 Series game
covering Nazi Germany's Invasion
of Russia. The second game,
Trenchfoot: Bullets Arod Bay
onets in the Great War, presents
infantry combat in WWl set to a
scale of one turn equalling one
second of battle-time. available
for $9.98. A House Divided, for
$9.98 as well, covers the American
Civil War on a grand strategic
scale.

The final items on display here
in our market place come from Steve



Jackson Games, The first of these
brings a new meaning to role play
ing games. Titled Killer, this live
achon role playing game of assassinat
ion is currently popular on oollege
campuses and sells for $5.00.
Retailing for the same amount as
Killer, Game Design, Volume 1:
Theory and Practice is convenient
guide for anyone interested in
designing their own war on role
playing games. Priced at $3.00
a piece Steve Jackson Games

has also added to the line of poc
ket sized games with Car Wars,
a game of offensive motoring on the
highways of the future, and
Un-Dead. the persuit of Count
Dracula through the streets of
London in the 1890's. We have
now reached the end of this
particular journey through our
gaming market place, and hope
that you have enjoyed it. Be
seeing you next time and until
then--Good Gaming ,0

WINNER - H. G. WELLS AWARD.
BEST MAGAZINE COVERING ROLE.PLAYING, 1979, 1980

The Jourfl81 of the Travellel'S' Aid Society is
available at fine hobby shops everywhere or by
subscriPtion, 59.00 for four issues.

Journal of the Travellers' Aid Society
PO Box '646
Bloomington, IL 6'701.

the of the Travellers' Aid Society

JQoo~,eg~~L ' "
drain because of a tack of fresh ideas? Get the
Joumal, alld nock up. The Journal of the
Travellen' Aid Society is a 40 page Science·
Fiction adventure gaming magazine. Each issue
is stuffed full of play-related articles alld fea·
tures guaranteed to pull your campaign out
of the black hole of boredom.
In addition each issue includes:

Amber Zone: Scenarios for Traveller.
The Bestiary: Descriptions of alien animals.
Ship's locker: New items of equipment.
PLUS-irregular features such as game

variants, reviews, Traveller rules modules, Ques
tion and Answer sections and Ref's Notes on
playing specific situations.

_. HEAR YEI _.. HEAR YEI - HEAR YEI --

It has been brought to our attention that many of the
fine Guildmembers of this fair City State have mOIled and
not notified the Emperor or not~notifiedhim sooo enou!tl.
Accordingly, at some later date, they file a writ of grievance
against the Emperor's Runners for failure of delivery of
their copies of "Pegasus". Be it known that while the
Emperor has many Magicians, seers and Soothsayers, they
cannot oversee each individual all the time. Please notify
the Emperor's Runners YIa Judges Guild, as soon as possible

when moving. The Emperor's Runners will not, nonnally,
forward your "Pegasus" to its new stable, and yOU won't
want to miss an issuel
Both "Pegasus" and Judges Guild are looking for more
good Writers and Anim. If yOU would like to submit
material for consideration for publication in or as a product
or in our magazine, see Page 93 for information and write
for our "Writer and Artist Guide" . Free with a S.A.S.E.
(Self·Addressed, Stamped Envelope).
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I CONVENTION COMPENDIUM
M \ J. '... •

i ~;,.,.,/ ~ ~

OUNDRACLONE (G)
Sept. 4· 7 Oakland, CA.
DunDraCon
386 Aleatraz Ave.
Oakland. CA. 94618

COGACON
St!pt 5 - 6 Columbus. OH.
Cogaeon
1467 N. Forest
Columbus, 0 .... 43201

ORCCON (Gl
Sept. S· 7 Anaheim, CA.
Mark Snowden
1864 Nutwood Place
Anaheim. CA. 92804

DRAGONFlIGHT (GJ
Sept. /1- 13 Scaltfe. WA.
Brass Dragon Society
P.O. Box 33872
Seattle, WA. 98133

EARTHCON CLEVELAND (SF)
Sept. /8· 20 CleveJond. OH.
c/o Qleryl P. CI09l!f
23920 Fairmont Blvd.
Shaker Hts., OH. 44122

GALACTICON 111 (SF)
Sept. 25·27 Doytotla Beach. FL.
Galacticon '81
P. O. Box 491
Daytona Beach. FL. 32015

URCON III (SF, GJ
Sept. 25·27 Rochester. N. Y.
Urcon
Box 6647 River Station
Rochester, N.Y. 14627

CONCLAVE VI (SF)
Oct, 2·4 Detroit. MJ.
Waldo & Magic, Inc.
P.O. Box 444
Ypsilanti, MI. 48197

FALL CON (G)
OCI. 9 - 1/ Oneil/noli, ON.
Fall Can
5923 Hamilton
Cincinnati,OH. 45224

CHAOT1CON
Oct. 17- /8 Sunnyvale. CA.
Chaoticon
P, O. Box 485
Campbell, CA. 95009

VOlCON II (G)
Oct. 3/- Nov. / Yakima, WA.
Ken Peterson
P. O. Box 1647
Yakima, WA. 98908

AlPHACON III (SF)
Nov. 14 - /5 Ithaca, N. Y.
c/o Bill Freebairn
310 N. Sunset Dr.
Ithaca, N.Y. 14850

DETROIT GAME FEST (GI
Nov. 20- 22 Detroit. MI.
fTentativel

WINTERCON 10 (Gl
Nov. 20· 22 Derroil, MI.
Metro Detroit Gamen. W10 Info
P. O. Box 787
Troy, MI. 48099

CONFUSION II ISF)
Jan. 29- 31. 1982 Plymouth, MI.
Ann Arbor SF Association
P. O. Box 1821
Ann Arbor, MI. 48106

CHICON IV (World SF Convention)
Sepl. 2- 6, /982 Chicago,IL.
Chicon IV
P.O. Box A312D
OIicago, IL 60690

HEXACON (GI
June 18- 20

Toronto, Ontario, Canada
Hexacon
42 Rogers Rd.
Toronto, Ontario
Canada M6E 1N7

17,e Convention Compendium is a free listing o{ Science Fiction, Fantasy, and Gaming Conventiom. Convention plonnen are
invited to send us the in{onnatio" 011 your Conventions so we can prinllt {or you here. Write to: Convention Compendium,
c/o Judges Guild. Inc.• R. R. 8. Box 9. /221 N. Sunnyside Road. Decatur. IL. 62522. or Can: (217) 422-1930.

Convention Type abbreviations are: G - Gaming; SF· ScieflCe Fiction cl Fantasy; C - Cornia; At - MediIL Any more
spuiali:ed Com'e1ltions are noted as such.
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Wilderness Roads

.

In the era of 0&0 tm, roads were an important part
in the life of a traveler. Roads meant the difference between
wealth or poverty, power or weakness, even life or death.
Unfortunately. very few (if any) systems have been deye
loped for random road location. When mapping wilderness,
check each hex. No more than two types of roads will be
in each hex. Roll 106 for the road's direction at every hex.

Terrain Trail Road Highway Length
Clear 1('" 12% '8% 1 ·12 hexes
De.." 7" '" 1 . 8 hexes
Hills 30% , 5" "" 1 . 6 hexes
Mountain 25" 6" ." 1 . 4 hexes
Swamp 12% "" "" 1 . 4 hexes
Forest 22% '5" 10% 1 - 6 hexes
Scrub 18% , 0% "" 1 . 8 hexes
Dense Forest 16" ,,% 6% 1 ·6 hexes
Town """ 50% 22% 1 . 6 hexes
Hamiel 75% '5" 15" 1 - 4 hexes
City 100%

1""" """ 1 . 10 hexes

Trails increase movement 50%, roads increase move
ment 75%, and highways increase movement 100%.

Roads were not without danger or mystery. Roll on
appropriate table every 40 - 140 minutes.

Trails
01 - 20 Nothing
21 - 33 Normal Traffic
34 - 60 Patrol
61·87 Roll on Monster Table, Inhabited Regions in DMG
88 - 00 Special

Rood
01 - 30 Nothing
31 - 80 Normal TraHic
81 - 90 Patrol
90 - 95 Roll on Monster Table as above
96 - 00 Special

Highway
01 - 10 Nothing
11 - 40 Normal Traffic
41 - 76 Patrol
77 - 78 Roll on Monster Table as above
79 - 00 Special

Pegasus SO

by Paul Andrew Denisowski

Special Em:ounten

01 . 16 Bridge Ahead: As the party approaches the bridge,
1 - 4 trolls appear and demand a fee of 20 - 200 SP
per person and animal, which must be paid in
silver. If not paid, the travelers will be restrained
from crossing.

17 . 35 Inn Beside the Road: An inn is ahead on the road.
Food costs 50% - 150% normal and rooms are
2 . 40 SP per night. There is a 40% chance of
being robbed each night.

36 - 60 Casde Ahead: A small keep is nearby. Food and
lodging are available 65% of the time out of the
hospitality of the castle's lord.

61 . 85 Small Village: A village is beside the road. The buil·
dings in the village number from 10 .40, half of
which will be dwellings. 45% chance of an Inn.

86 - gg Merchant Caravan: A 6 . 60 horse caravan approa
ches. There are 1 - 4 merchants per horse, and
there will be 5 fighters of 2 . 8 level for every 10
horses, acting as guards. Total value of goods is
3·300 GP per horse.

00 Judge's Choice

Patrol

1 . 12 fighters (or rangers) of 1 ·6 level on horses and
armed with longswords are spotted. They are led by a
fighter whose level is 1 - 4 higher than the other fighters.
Roll on table below.

01 - 10 Immediate attack
11· JO Follows party at a distance
31 - 50 Stops party and demands 6 • 36 GP toll per person
51- 66 Impounds party's horses
67· 80 Arrem partY
81 - 00 Passes by party without incident



Wanderer's Merchant Company
by David Mackenzie

Meats: 1 ·6 Establishments
Liquors: 1 - 12 Establishments

3 - 30 Establishments
Spices: 1 - 4 Establishments
Fruits: 4 - 16 Establishments
Grains: 2· 12 Establishments
Textiles: 2·6 Establishments
Woods: 1 - 3 Establishments
Metals: 1 . 3 Establishments
Weapons: 2 - 8 Establishments
Armors: 1 . 6 Establishments
Stones; 1 - 3 Establishments
livestock: 2·8 Establishments

Now, let us explore how all of this looks together by
looking at an elCample city from my world. Mathyean is
located on the River Tearsinger. A Forest is located within
5 miles of the city and the lower areas of the Laughing
Death Mountains are located across the river about 12
miles ~ay. Mathyean NlS the following quantities of

Adjustments to the above chart are made according
to the location of certain natural resources in relation to
the city itself, i.e., Forests, Mountains, or Oceans. If an
obvious source of a product is in the same 10 mile hex as
the city, then a -2 adjustment is applied. If an obvious
source is within 20 miles of the city, then a -1 adjustment
is applied. If an obvious source of a product is not located
within 50 miles of the city, then a +1 adjustment is applied.
If an obvious source of a product is not located within 70
mites of the city, then a +2 adjustment is applied.

The number of establishments that cater to a certain
product wilt aho vary from city to city and this too should
be decided before the Merchants arrive in town. The
following chart will facilitate this. Where a difference
elCisu between the number of establishments that will sell
to the Merchants and the number that the Merchants may
sell to, then they will be listed in the above order.

SoIling
Ouentity
Verie~

No Market,...
'"'"2...
o
o

+ 2...

+ '"'"+ , ...

+''''"'

Buving
Quandty
Ven-nc.

+''''"'• 75%

+ '"'"+ 2...
o
o

2...

'"'",...
Not AV8il"ble

Bu,J~mng
Modiftution

·3
·2.,
o
o
o
o

+2
+2
+3

Situ.tion
Hull" Surplu.
urge Surplu.
Surplu.
No Surplu.A_
Aw_
No o.liciM1CV
Deficiency
Dire Defic:1enc:v
E.treme Defidenc:v

01,
Roll,

2
3

•
5

•,
•9

'0

~

_..~~~~~
c:. ().... U

t!JP' :"'S:::lon ,.; :'\

U ",0° 1l~"'0~~-
<e:.' (J ~ C/ (§fTr~~~~~""~ ,.J <\)v-o ,1

rJ;I. (.J~W qalji.
~O~ ~ :-',li '-v-Sto ~ v

Recently the players in my campaign acquired a
Merchant Ship and be9iJn to trl'.:!e with neighboring City
States. Suddenly. I noticed that there were no charts
already in existanOll to aid me in this end of an adventure.
I had. however, seen a chart in the Traveller tm game
system that could help me. After looking this chart OV1!r
and deciding that the players of my AO&D tm campaign
could not ship computers, polymers. or other such products
the remaining goods were few in number. Well, I managed
to make it through that night alright. but by the next time
we played. I had devised the following system to simplify
my end of the adventure. As was ~id previously. this
system has its basic origins in the Traveller tm game system
but it has gone through many changes to reach its present
state where it is useable in the AD&D tm campaign.

It is important to remember that these charts are set
up to be looked at from the Merchant's point of view, so
that buying refers to the Merchant's purchase and selling
refers to the Merchant's selling of his recently acquired
goods. There are 12 !Ieneral types of goods that are bought
and sold by Merchants and they are: Meats, Liquors,
Spices, Fruits, Grains, Textiles, Woods, Metals, Weapons,
Armors, Stones, and livestock. Each citY will have varying
amounts of each of these goods - from a huge surplus to an
extreme deficiency. It is therefore necessary to determine
the quantity of each type of product that each city pos
sesses before the Merchant arrives in the city. This is done
by using the following chart and one ten-sided die.
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goods and n umber of enablishments to sell to and buy
from the Merchants:

Meats: Dire Deficiency; 3/5 Establishments
Liquors: Surplus; 3/16 Establishments
Spices: Extreme Deficiency; 0/2 Establishments
Fruits: Average; 519 Enablishments
Grains: Dire Deficiency; 518 Establishments
Textiles: Large Surplus; 3/2 Establlshments
Woods: Large Surplus; 1/1 Establishments
Metals: Huge Surplus; 3/0 Establishments
Weapons: Extreme Deficiency; 1/8 Establishments
Armors: Large Surplus; 5/5 Establishments
Stones: Deficiency; 3/1 Establishments
Livestock: Surplus; 5n Establishments

The normal or standard prices at which these goods
can be bought and sold by the Merchants are given in the
detailed trade charts which appear later in this article. In
most circumstances, however, the Merchant will acquire
these goods for a price below the norm and sell them as
high above the nann as possible. In order that the Judge
can decide what the prices are, the following charts are
presented. The first chart is used when the Merchants
are trying to purchase goods, while the second chart is used
when the Merchants are attempting to sell their wares.
80th charts are rolled on one 20·sided die and are subject
to the modifications that pertain to that product from the
first chart illustrated in this article.

WHEN BUYING WHEN SELLING GOOOS
GOODS FOR RESALE BOUGHT FOR RESALE

1 10% of Norm 1 No Market
2 20% of Norm 2 10% of Norm
3 30% of Norm 3 20% of Norm

• 40% of Norm • 30% of Norm
5 50% of Norm 5 40% of Norm
6 60% of Norm 6 50% of Norm
7 70% of Norm 7 60% of Norm
6 80% of Norm 8 70% of Norm

• 90% of Norm • 80% of Norm
10 100% of Norm 10 90% of Norm
11 110% of Norm 11 100% of Norm
'2 120% of Norm 12 120% of Norm
'3 130% of Norm '3 140% of Norm,. 140% of Norm ,. 160% of Norm
15 150% of Norm 15 180% of Norm
'8 160% of Norm '6 200% of Norm
17 170% of Norm 17 250% of Norm
18 180% of Norm '8 300% of Norm,. 200% of Norm ,. 350% of Norm
20 Not Available 20 400% of Norm

Explanation of Measurements: One Keg is equal to 10 gal
lons of liquid or 100 pounds dry weight. One Hogs Head
is equal to 50 gallons of liquid or SOO pounds of dry
measure. One Bushel equals 4 gallons of liquid or 40
pounds of dry measure. One Case is equal to 24 units
and weighs 50 pounds. A Standard is equal to 2000 board
feet and in most cases weighs over one ton. A Bale is equal
to 50 pounds of dry measure. A Lot is a group of units of a
specified number.

Example of Trade: The merchant ship West Wind
puts into the port city of Mathyean. Her cargo hold con
tains 42 kegs of beef, 37 bushels of pea~. and 400 ingots
of iron. After paying the port duty of 6% of the cargo's
standard worth the owner or his representitive is allowed
to go about the city and try to selt his goods. Attempting
to sell his most expensive cargo first, the merchant appro·
aches a dealer in metals, only to discover that the market
is so saturated with metals of all types that he will be
unable to sell his iron here. Disappointed but not willing
to stop trying he tries to sell his beef. He enters one of the
establishments that are purported to buy meats and
starts to haggle. At the end of this complicated ritual the
Judge rolls one 20 sided die and consults the merchant's
selling chart and his personal chart to discover how the
city of Mathyean fares in the meat market. The roll is
an 11 and since Mathyean is experiencing a dire defi
ciency in meats 2 points are added to the 11 to acquire
a score of 13 in other words the proprietor offered the
merchant 140% of the standard cost for his beef. The
merchant, however, thinking he can get a better price
goes to a second purchaser of meats. The Judge rolls
again and a 15 comes up. With the +2 modifier this means
that the merchant was offered 250% of the standard
cost for his beef. He decides to accept this offer and
asks how much the proprietor will purchase. Here the
Judge rolls the appropriate dice (6010) and gets a 32.
next he adds in the extra 75% because of the dire defi
ciency in meats and arrives at the number 56. Since the
merchant only has 42 kegs to sell then it is assumed that
the buyer will get them all. To figure how much the
merchant got for that sale multiply 250% (2.51 by the
standard cost for one keg of beef and then multiply
that number by the number of kegs the merchant sold
at that price. When figured out this comes to 535 GP.
When the merchant went to sell his fruit he discovered
that there was an average supply of fruit around but
through skill and a bit of luck he sold all of his 37 bushels
at 200% receiving 74 GP. While returning to the ship the
merchant was approached by a darkly clad man. who
seeing the merchant's bulging pockets, offered him a
deal he could not turn down... a subdued young black
dragon and for only 500 GP. The West Wind will have
some fun on the way back to their home port, and you
can count on that.
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STANDARD COST & MEASURES CHART
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~~efltiofl, ~I'iol's

~I'e are flew fafltasy

HIGH FANTASY is your Introduction to a brand
new series of high adventure, role-playing games.
Unlike other fantasy role-playIng games, HIGH
FANTASY is simply designed· you don't have to
memorize staggering amounts of matenal. In
stead, you'lI learn how to become a warrior a
powerful wizard and charge through realms' of
blOOdthirsty monsters. swarded knights, and won
drous magic. You'll gel all the basic rules and
descriptions of monsters, plus a solo adventure
10 gel you acquainted with this new fantasy
world. This ullimale adventure game provides
you with countless hours 01 gripping action!

worlds to cOflquer!

ADVENTURES IN HIGH FANTASY begins where
HIGH FANTASY leaves all. You'll get four won
drous adventures. Fortress fllenda, IS breath
laking adventure where YOU'll match your wits
against an evil demon prince. Moorguard is a
powerful wizard who tries 10 create the ultimate
weapon as players stumble across his taboo
riddled lands. Terra Ash is a temple burled for
hundreds ot years with three warring societies
thai believe the world has penshed. Lord of Con,
quest is for those HIGH FANTASY players who
love the batlleflelds of miniatures, a complete
set 01 rules for 25 m.m. fanlasy wargamlng.

,

.

ACTNOW/
DON'T DELA Y:
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Go to your favorite hobby store and
demand the HIGH FANTASY GAMES.

RCS10Q tJOlJlIshlqg (;orn~I1Y.II1C.

.,.\ prcOUce-Htlil (;OIO~OY

Nestoo. \'ll1!:hfln 22000
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THE ADVENTURE OF YARDARM MCGRAW'S TREASURE

~
-::c-.,.

.....;..:.; ...-
~ .

- 1-- .- .

by Gerald Seppana -

You. and some of the lads are seated around 8 large table in the Fiddler's
Cove Inn. A buxom wench has just refilled your mugs with the finest when 8

little thing gentleman. 8 bit of 8 dandy. comes to your table. He says that his
name is Timothy Gleason.

"Captain" said Gleason, "1 WQuld be pleased to engage you and your crew
for the purposes fo recovering "Yardarm" McGraw's Treasure. II

All of you start to laugh and pass quaint witticisms like "What 8 bloody loon"
and "ruddy bonkers' is" until the Captain pounds the table and yells for all to
clap 8 hatch on it.

liDo you take us for lubbers l1 grated the Captain his face darkening. Old
Yardarm went down with his ship and the secret went with him. Many 8 jack
fool has tricd to find it and all failed. Shove off mate, we have better things to
do than sail around in circles with a Gold struck fool."

"I can show you proof of what I say, Captain". said Gleason, it can make
you and your crew rich and it will only cost you a few minutes of your time.
Ten minutes in your cabin for privacy is all I ask.

The Captain thinks a minute and nods. They depart leaving 8 very curious
crew behind.

Time pases and the crew finally straggles back to the ship. When the last
of them had showed, the First Mate pipes "All Hands". The Captain appears
with Gleason who looks pleased.

"Mates" says he, IlWhat Gleason said is true." He showed me a puzzle
map and I recognize it to be Old Yardarm'S Cor sure. The Old Demon was crazy
about puzzling and he plagued me with them enough times. Now there's a part
that has me adrift in a bad rip and it has to be figured right quick because the
tide waits for no man. Take a look at this bit of verse and see if anything comes
to mind. We have three hours before we up anchor. You have that long to cipher
it.
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"Yardarms" Puzzle Map

Set Yer Compass at the 250, Follow the Plan Straight to the Sisters,

Follow Yer Course. I Killed Old Tim Here, with No Remorse ....

Old Tim will Guide Yet He'll tell Ye the way, course it's hard to hear him

talking, his being Dead that way The Gold be above. and also below ..

That's a Mighty Good Trick ... Ho! ... Ho! ... Ha! ...

The Judges Notes

The players should be told that the only thing that Gleason wants from the
treasure is his log book covering the year 1674. He hopes to clear his fathers
name who was accused of cowardice when his ship crossed McGraw's path. Sir
Henry was Captain of the Sloop "Derbyshire" and when the smoke cleared off
the only survivors had managed to escape. When they returned, they swore it
was the cowardly rat. Sir Henry, who lost the battle. Well y the reputation of
his father was ruined and the shame of it about ended young Timothy's law practice.
Gleason is sure that the book is with the treasure because McGraw kept all of his old
logs there, them being covered with Cold.

The puzzle was wadded up in McGraw's old glass and in the battle that turned
out to be his last, a cubin boy lifted it and made his escape overboard, it
being not that far form shore. The glass, which was covered with Jewels,
was bought by Gleason from the former cabin boy in a pub while he was travelling.
Only this year, he daJided to clean it and found the puzzle inside.

The clues are interpreted as follows:
The stick man represents a dancing man. The Dancing Man Chandlery in

Fort de France, !\lartinique was well known to the old timers and if they should
be asked about it, they will remember.
Background: After a pleasant interlude with a Spanish Merchant, McCraw put into
Fort de 'Prance for repairs. Since his compass, Binnaclc and all had been carried
away by round shot, l\'lcGraw had it replaced at a new Chandlery called,"'The
Dancing Mon. What no one knew. is that the owner had built part of his work room
wall using lode stone. When he set his compasses, they were all 10 degrees to
Starboard off. Yardarm discovered the discrepancy when he checked it aboard
ship, but kept it to himself and swore the Navigator to secrecy also. About then
he was plotting out a new hide out for his treasure ahd the right 100 error had
given him an idea of how to fool the opposition in case any of them managed to
clap eye on his charts.

The next line is the little fooler. 250 ond follow the plan. If they use a
compass with the error. their actual course will be 240 degrees. If they follow
an accurate 250, they will wind up way off.

The 250 degree headin~ should be followed all the way which will bring the
party to two identical Willow Trees Inland of a cove that the proper course (240
degrees) will lead them to. The willows are in a clearing and are all alone.

The next line refers to the killing of a troublesome Sea Lawyer who disturbed
McGraw's tranquility once too often. His arm is pinned at the elbow by a spike
and a wind from the right direction will not only swing the arm around towards a
cliff nearby, but will set the jaws of the skeleton to chattering which refers to the
next two lines. The chances of this are 25% per turn.
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The Gold and Jewels as well as the Twenty Gold Covered Log Books are buried
in ten chests which are located in a cave half way up the alope of the cliff; above
and below as the verse goes. It is set three paces into the cave and ten feet down.
The Ho's are the distance from the Mouth of the Cave. The Cave is large enough,
25' back and 20' wide, so it is possible to miss it if they don't figure out the distance.
If it is random search, give them a basic 30% chance of hitting it each turn they
dig for four turns before declaring they found it.
NOTE: The players may not be able to figure what it is that the stick figure
represents. If they show around a copy of it, there is a base 25% chance that one
of the old timers thinks of the similarity that it has with the old Dancing Man
Chandlery sign.

When they get to Martinque. they will tind that the Chandlery has long ago gone
out of business because of the unreliability of their compasses. They will. however
be able to find old tools in the almost vacant shop and so will be able to set the
compass in the old work shop. Once it has been set and ret urned to the ship,
the Navigator will be able to discover the 10 degrees should be followed as said or
with the ten degree variance figured in. If they follow the compass that was set in
the shop, the 250 will lead them directly down the middle of the right cove, if they
factor out the ten degrees, they will be many miles off course and will never find it.

SPECIAL NOTE: The players do not know it, but a rival of the Captain's
a Dutchman named Captain Pieter de Hooch, has overheard a part of the
conversation at the Inn and he was interested enough to shadow the ship.
Each sea turn, there is a 10% chance that the Dutchman gets a little careless
and gets spotted. The Dutchman has a Sloop of 18 Guns and an average crew.
Twenty of them will be Pistol Armed. ten with Coach Gun. the rest with Cutlass.

The ship is the Redwitch: Captain is Edward "Shark II Toombs, last careened:
2 months, Captain's Level: 6th, Sailmaster's Level: 5th, Damage/Hit points: 0,
Type: Sloop. Owning Power: Pirate (crew), Current Max. Speed: 4, Navigator's
Level: 5th, Damage Status of Hull: 0, Damage Status of Sails: 0, Damage Status
of Rudder:O, No. of Guns on Port (left): 9, on· Starb'bard (right): 9. Letters on
Marque: ENGLAND.

Captain Edward "Shark ll Toombs: Skills: Navigator. LvI: 6. Level Bonus: None,
HP: 53, STR: 21, INT: 16, Agility: 19, CON: 20, Luck: 9, Leadership: 21,
Gambling: Even, to Hit: +10%, to Dodge: +10%, Damage: +2 • Weapons: Rapier,
Main Gauche. Pistol, Booty: 250 Gold, Exp points: 25,900. Exp points to next LvI:
100,000.

First Officer "Patch" Mullins: Skills: Sail Master, LvI: 5, Level Bonus: None,
HP: 51, STR: 18, INT: 19, Agility: 23, CON: 21, Luck: 20, Leadership: 18,
Bonuses&: Penalties: +5% exp., Gambling: +10%, to Hit: +20, +10, to Dodge: +20,
Damage: Even, Weapons: Rapier, Main Gauche, Pistol. Booty: 50 GP, Exp points:
10,001, Exp points to next LvI: 25,001.

Navigator Juan Ramerez: Skills: Navigator, LvI: 5, HP: 38, STR: 19, lNT: 22.
Agility: 10, CON: 17, Luck: 24, Leadership: 18, Bonuses & Penalties: +5 Exp,
Gambling: +30%. Damage: +2, Weapons: Cutlass, Pistol, Booty: 50 GP, Exp points:
10,200, Exp points to next LvI: 25,001.

Sail Master I1Hank Tomkins: Skills: Sail Master. LvI: 5. HP: 40, STR: 20.
INT: 12, Agility: 21, CON: 18, Luck: 11, Leadership: 14, to Hit: +10%, to Dodge:
+10%, Damage: +2, Weapons: Rapier, Main Gauche, Booty: 35GP, Exp points: 10,000,
Exp points to next LvI: 25.001.

Master Gunner lIChainshot" McCoy: Skills: Gunner's Mate, LvI-: 5, HP: 49,
STR: 24, !NT: 12, Agility: 19, CON: 18, Luck: 9, Leadership: 12, Damage: +5,
Weapons: Coach Gun, Cutlass, Booty: 30 GP, Exp points: 10.000, Exp points to
next Lvi: 25,001.

Master at Arms "Crusher" Jenks: Skills: Gunner's Mate, LvI: 3. HP: 73,
STR: 24, INT: 7. Agility: 19. CON: 24. Luck: 5, Leadership: 17. Bonuses &

Penalties: -5% Exp .• Gambling: -10%, to Hit: +10%, to Dodge: +10%, Damage: +5,
Weapons: Cutlass, Pistol, Booty: 30 GP, Exp points: 600. Exp points to next LvI:
2,001.
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1ii!~~~~~~~~~PEGASUS Reviews Gamesf and Game Aids

Th, Arduin Adyenture

Rele.sed by Grimoire Games

A Rniew by Clayton Miner

Several years ago there came out on the fantasy ga
ming market a previously unknown game system titled
The Arduin Grimoir•. Presented as a small but quite thick
book, what at first appeared to be a tangled and intricate
mass of rules, character classes, monsters, and $0 forth.
quickly began to accumulate followers. Over the course
of time. this system has been expanded upon by the addi
tion of two new volumes, Welcome to Skull Towe, and
The Runes of Doom. Four pre-packaged dungeon adventures
quickly followed the release of these books, as well as
several set of cards designed as games aids for the Judge.
The latest item to be added to the growing wealth of ma
terial is a boxed set titled The Arduin Adventure. Similar
to TSR's Basic Dungeom and Dragons Set, this product is
designed to attract the novice gamer to the world of the
Arduin Trilogy. Contained within this set are all the things,
except for pencils and imagination, that players and Judges
will need to explore the magical realm of Arduin.

Packaged in a sturdy cardboard box, which is large
enough to cerry this set and all three of the more complex
books, the purchaser receives not only the basic book,
but the materials necessary to run the small adventure
included with the book. One of the more disappointing
parts of this set is the cover art for the box which depicts
some hapless warrior being impaled on the talon of some
Gigeresque creature, while a Phraint (an inseetoid creature
of high Intelligence native to Arduin) moves into attack
the beast. In the background stands an underdressed and
underprotected female fighter who displays little more than
cawal interest in the proceedings while some magic using
thing on top of a pyramid discharges bolts of light from its
hamil:. Those people who are put off by the inequality
between armor worn by male and female Fighters may be
disuaded from purchasing this set. However, underneath
this all too common stereotypical artwork is a useful and
informative producL

One of the more eye catching componants are the
magic item cards. Similar to flash cards, these offer the
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players an illustration of the various magical devices that
may be discovered during the course of play within this set.
To prepare these for use it is necessary to first cut them
out, and then for the Judge to fill in the essential informa
tion on each item, such as the Attack and Defense Bonuses,
Powers, Intelligence, Ego, and Alignment of the device.
Ranging from Mage's Robes to a Magical Hand and a
Half Sword, these cards are handy items. Another part of
the set that has proved to be very useful during play are the
Character Sheets. These are exceptionally well done, and
provide players with a complete outline as to what informa
tion they will need to set up their characters. While aimed
for use within the Arduin system, these sheets can just as
easily be used for other games, such as Dungeons & Dragons.
Well organized, the use of these sheets makes the task of
setting up one's character somewhat easier by displaying at
a glance what areas have and have not been filled out. The
addition of such things as the character's favorite weapon,
or favorite drink helps in building separate personalities
for each one. A pair of high impact percentile dice have
been included with the game so players can start to use the
system at once.

While the other componants to this product are of
high Qualitv and deserve to be examined, the most impor
tant part of The Arduin Adventure is the game book itself.
Produced in an BW' l( '1" form, it boasts both a front and
back cover in full color. Excellently done, the back cover
presents a view of a long forgotten tower made of black
stone rising over bleak and forbidding mountains. Sur
rounded by decorative borders reminiscent of Celtic inter·
lace, this gives a mystic air to the product. less esoteric
than the back, the front cover depicts two stalwart (insane?)
Fighters engaging in a melee with a brightly colored, fire
snorting Dragon. Indeed this cover bears but a hint of the
excitment that can be found by those who venture further
in this item_ Set up with the novice in mind. this book
performs a masterful job in explaining the ideas of fantasy
role playing, in terms that are understandable by the
beginner.

Starting with the function of the Judge, the reader is
taken step by step through the procedures of character
generation. outfitting the character, conducting a melee and
so on. Well written, it takes only a short while to read
through the book from cover to cover. Comp4ete explana
tions make it easy to understand and use the ideas ex·



pressed here. For those who are interested in the use of
magical arts, as opposed to steel weaponry, there is a sec
tion on spells. how to use them. and their results. Both
Sorceron and Priests will be able to find useful spells in this
pan of the book. For the aspiring Judge, there has been a
great deal of information included in the back of the book.
From the various creatures, to a complete and ready to run
adventure, everything that a new Judge will need has been
covered. While the maps of the five different levels that
comprise the Wizard's tower are somewhat poor in quality,
the adventure more than makes up for this by being inter
esting and challenging. It is doubtful that those more
experienced gamen who give this a try will find much of a
challenge in it. they may still find a few surprises lurking
about the halls.

The unfortunate thing about the creatures in this
book is that they are more of the mundane variety. Gener
ally speaking. these are the commonly found creatures that
roam about many other game systems, such as Dragons,
Skeletons. Medusas, and the like. There are few of the
wilder creatures that inhabit the Arduin Multiverse. While
this is a' good product. an(l IS successful In putting the
basic elements of the Arduin system on a level understand·
able by the new player, it seems to be almost too simple.
The game mechanics presented here are so far removed
from the work done on the Arduin Trilogy, that it may be
difficult for players to make the transition. Whether or not
this is so, The Arduin Adventure is a product that shows a
lot of thought and effort before production, and is defi
nitely a useful item for any gamer who is brand new to
role playing. This item may even be useful for more ex·
perienced gamers who are interested in using the Arduin
Trilogy. but are having problems understanding new rules.

ADVENTURE GAMING (Manzakk PlJblishing Inc.
PO Box 12291, Norwood, Ohio 452121. monthly, $3 per
issue or $29.13/13 months. First issue July 1981,40 pages.
Editor Tim Kask.

What used to be known as wargaming. and is now
known as adventure gaming. has expanded rapidly in the
past few years thanks to role·playing and personal compu
ters. At the same time, wargames magazines have become
more specialized in order to thoroughlV cover one aspect of
the hobby. On the other hand, thanks to a blurring of lines
bet'Neen different kinds of gaming as the hobby as a whole
came out of its ghetto, players now tend to specialize less
than they did in the days when you were either a miniatures
player, a Diplomacy player, a hex gamer, or a non-war
gamer. There is a need for a magazine to cover all aspects of
gaming. from computers to hex games to role-playing and
non·wargames. ADVENTURE GAMING (AG) is intended
to fill this gap.

Physically, AG is printed on slick paper but is not
quite as c1ean·looking in layout, copy-editing, and art as
the established zines. The print is fair-sized and easy to read.
Not surprisingly, since Tim Kask is fonner editor of the
Dragon, AG looks a lot like an earty issue of TSR's maga
zine.

In a Wily, AG is to gaming as a whole as TSG is to
SF/F gaming. Just as TSG tries to cover all aspects of its
field. AG intends to cover all aspects of gaming. The first
issue includes articles on miniatures, role·p1aying. board
games, and what mj~t be called the background and philo-

sophy of gaming, and among the regular features promised
are interviews, game reviews, a computer cotumn, designers
notes, and a column on reviving old games. I understand
that AG may also run a book review column and Diplomacy
articles.

The quality of the material is good; I particularly
enjoyed the three background/philosophy articles, which
you would probably not see in any other games magazine.
Almost one third of the fint issue consists of articles on
"Divine Right" and "Knights of Camelot." including three
by the designers, but this may only reflect the domination
of fantasy plies in the hobby at present (particularly
among article writers).

I think the hobby really needs a magazine like this.
But the editon of the Dragon decided that they couldn't
do it in 90 pages a month; can AG do it in 401 At any rate,
if you have broad gaming interest, buy No.1 or No.2, and
let's hope that AG can build a circulation wfficient to
sUNive.

lewis Pulsipher

SViASHBUCKLER. A game of sword
play and derri ng-do

Released by: Yaquinto Publishing Co

Reviewed by Clayton Miner

How many peop Ie have watched an
old pirate film like Captain Blood, 0"

a swashbuckling film like The Three
Musketeers, and have not wished to
join in the fun, or have desired that
life was full of good food and golden
pieces of eight. fine friends and justice,
all to be fought for with a lightning
wit and noshing rapier. With Swash
buckler one can at least come close to
those merry scenes in the movie tav
ern where you either live or died by
dint of your Swordplay. This has to
be one of the most enjoyable, and de
j'inately the most light hearted game
to come out of the Yaquinto workshops.
With this game a pe,~son can act out
theit' daydreams in a fashion that all
ows the improbable to happen. and yet
is bound by a couple constraints which
keep the action from becoming too out
landish. Part of a new series. Swash
buckler is part of Yaquinto's line or
Album Games, games that have been
designed to fit inside album covers.
Yet despite its small size. this game
packs alot of material and even m01~

enjoyment for the players.
Rivals for attention in this game

are the counters and the playing sur
face, both of which are resplendant
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in detaiL For example, the tavern
floor. printed on the inner left side
of the fOld out album boasts nail heads
in the planks, cracks in the wall, a
broken pipe in the corner and a
seven of diamond lying near the wall.
T his is only a few of the many items
which have been added to the tavern
to make a complete scene out of it.
The counters which represent the
tables show off their wood grain and
the knives, forks, and spoons scat
tered amidst the split meals and brok
en crockery. Here and there a half
eaten loaf of bread and the bones of
a chicken breast sit neglected by the
cus tamers. 0 ther counters include 8
privateers and 8 musketeers. each
with a name and Rand L indications
to make it easier to maneuver the peo
ple. Chairs and chandeliers are all a
part of the room furniShings, and al
ong with the shelves. can be placed
anyWhere the players desire. Empty
and full tankards are included in the
mix as handy missiles which can and
usually are thrown with amazing ac
curacy. Topping all of this off are
the sword and dagger counters which
come in handy for determining the
weapons at hand. Two cut out car
pet sections are included on the Set
Up card which also lists the optional
procedure for generating a charac
ter.

Another part of this card is taken
up by an easy to use chart which de
termines exactly where a person is
standing when the fight breaks out. A
second card presents to the players
the charts that they will need to run
through a rfght. Among these are
the Sword and Dagger Attack Results,
Special Attacks and Incidences Table,
for such things as trying to throw a
tankard of ale at an opponent, or
flipping over a table. Much of the
card is taken up with the various
mOdifiers that affect the outcome of
an attack. A third card is used to set
up the Order Sheet. and it is a good
idea to photocopy this page as it will
be needed for each game. Large e
nough to accommodate four characters
at one time, it also has all the orders
listed, plus the enforced rest nota
tions, and in the order of priority. For
example, the attempt to throw a mug
takes precedence over someone about
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to run a prone enemy through. Both of
these players get to act before the
third person trys to run out the door.
In this way. players get away from the
old routine Of who is going to go first.

For those who would rather run
a ship board action. this can be acc
omplished by using the side opposite
the tavern. Here are two stylized ships
in boarding position, just wailing for
the crew to come aboard and start
fighting it out. The entire game is
played from a top view, so it becomes
important to know where your cha
racter is facing at all times. To
help players with this, the counters
are marked with a name and Rand L
notations. Using these it is still
possible to become disorientated, but
it occurs less frequently then it
would if the Tables were not there.
To make the game challenging, each
turn is 6 phases long, and all phases
must be ploted before hand. When the
mandatory rests are included, the
game becomes an exercise in outwitting
your opponent. The game is an easy
one to learn how to play, and players
can start up a melee within 15 minutes
of opening the package. As is usual
with Yaquinto games, the rules are well
though out, and progress from step to
step easily. Illustrations and examples
make t he game much easier to under
stand. Unlike many other sister games
Swashbuckler had just a Basic level.
There is a section of Op tional rules to
keep the game interesting for the
players, but as it is. without them.
the Basic game is still quite a lot of
fun.

This is a great game for players to
use to become familair with Yaquinto's
method of setting up rules, and set
ting up game systems without spending
a large amount of money. Swashbuckler
is great [un in the tradition of daydreams,
and fantasy books, and those films that
used to be shown on Saturdays and
on the late show. Anyone looking for a
simp Ie game that has a good challenge
to it, and had outstanding graphics
should pick this one up and give it a
t,~y. The movies come to life while
you and anywhere from one to seven
other opponents try to defend their
honow~ and survive the grand melee
in The King's Arms Tavern.
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Cleric Spell Attack and Hostile Magic Users System
Two answers to the problem of handling a hostile
Magic Attack. Written by two Guildmembers (one
responding to an earlier articlel.

A Realistic System for Handling Minile Weapon Combat
A treatise for the superlative Judge who demands
more realism in combat! Well, that's one w;rv of
looking at it. Another way is as a good article on why
a player might be upset if you tell him it takes 60
seconds to draw a Dagger.

CRYSTAL BALL

Solo Matrix Revisted
At long last, the awaited charts and tables completing
the fantastic solo adventure module by E. AI Hattie·
stad which originally appeared in Dungeoneer No. 17.
For those who do not yet own that tome, perchance
you should peruse the Booty list in this issue.

mall
JJ10r

IIrtttra

Articles, modules, rules variants, new game systems
& lor reviews of:

ANY FRP system.
ANY science-fiction or fantasy board game or
miniature rules set. This includes computer
moderated games and play-by-mail games.

2 Articles, rules variants, new game systems, reviews of:
ANY board game, set of miniatures rules,
computer game, computer-moderated game.
any play-by-mail game.

3 Reviews of:
ANY game.
ANY science-fiction or fantasy book or show
(movie, tv, radio. theatre).
ANY other book or show which may have
impact or interest for garners or the gaming
industry.
ANY gaming, sf/f. personal computer con
vention/show.

4 Fiction:

Pegasus is interested in:

ANY of a gaming nature or of interest to
garners, particularly jf oriented towards sf/t
andlor FRP gaming of any type.

5 Photos and Artwork:
ANY pertaining to any subject mentioned
above in general or in specific (to go with an
article, ete.).

In Addition:

Monotheism in Fantasy Games
An excellent exposition on the use of religion in
Fantasy Role Playing. Maintaining internal logic for
your world system while using a single god (i.e. God).
The theory is well·explained and examples given, with
precendents in history and fiction. The "other side"
is stated, but, ;;11 in all, a good arguement is presented.
Such new notions! One God? Well possibly.

AD&Dtm
V&V
Runequest tm
En Garde tm
City-State Compatible
T&T
Superhero 2044

You should be aware that JUDGE'S GUILD publishes
modules for, and is interested in submittals for, the fol·
lowing systems:

General (no particular
system)

D&D r
C&S
Traveller tm
Dragonquest tm
EPT

ALSO:
Both Pegasus and Judges Guild are interested in modules
which conform to and fit into the City·State Campaign
System. Pegasus includes a 32-page module in each issue as
a special, pull-out section. Items submitted in such format
may be considered for use as a magazine module or as a
possible product. Magazine modules are not intended to be
released at a later date as a separate product. They will ap·
pear only in the magazine.

Items submitted for consideration should conform to that
system's published rules sets and standard formats as they
must go through approval by both Judges Guild and the ap
propriate company (except for generalized modules).Judges
Guild is also interested in any new FRP System, any new
miniatures rules sets and any new board games. Contact JG
for more information,

When submitting: Please state the system being used (if
applicable). Please include your name, address, and phone
number. Please have your name on every page, and number
the pages. For more details, write for our free Writer/Artist
Guide (send a Stamped, Self-Addressed Envelope). Thank
you for considering Judges Guild and Pegasus as your
publisher.
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MARANATHA·ALKAHEST
The founh Ind flnll Tr....l. tin Sec10r
Which completn thl Judges Guild Gateway
Quadrant Cempaign beckground. ThIs pro
wct contelnl a 22" x 3.." three-color map
and e 32-page Guidebook. TIle map glV'll
Staller LOClItion, Polltieel Division., and
Jump Rou_ In me Sec1or. The I'IYene of
the map h. eight IIgnlfk-nt planl'tl of the
Sector mepped In <ldail with hlltorical
t.;:klJfound II"Id ItI1.IItiC1 on .ch. The
Guidebook details eech of the 392 Systems.
Background history of eec:h of the 16
SubMcton II provldllCi .. well 1:1 Polltlcel
and Military Information on the nine lignifi.
cant ;ntlntenar IUItllll, empires. IUltanates,
end 1ti ...n:hYI lae.tad here. Complete
EYI!!na, Run'lOl'II. and Eneounter Otll'tl In!
provided for the Judge In this produet.

This product hM been Created and Approved
foru.. with Till.... tm. $5.98

RESTORMEL
By Seon Fuhon. SomethIng II Mrr.-lng
the village of RertolTllflJ. People Ir. dhap
peering. P8Qp!e are being found dead.
Terror IUIlks tha night, It II up to you to find
the cause and destroy h. Thil Is a 321)&98
Book with 2 detail&ll 22" x 34" MIIpS of the
Castle Ind MIIpS of ,n the majOf" Village
Building&. This Idwnture Indudele c....ture
not to be found Inywhere e.... $5.98

PORT O'CALL: TARLKIN'S LANDING
A completelv detall&ll spaceport and town
out on the actIve fringtl of edwnture. this
C8I11pl1ign aid comprl... • 48i>1ll' 800k
and I zr' x 34" doubl~lded Map Sheet.
Designed to ......... en lnh~1 ltIrter lei

nerio, this p~ gives I finn t-. for
It3rting out e te.fl of ed'IIentur«s on the
proyerblal lhoestri"G- Opponunhl.. for
both legitimatl' Ind lt1. profits .. pre
sent. All Buildings end Inl18118110ns _
completely mepped in 15mm 5Clle for use
with Mlnlnures or Countel'll, This r. the f1nt
In a lerles of products which arl delilgned
l!I be utilized with Ifl Science Fiction
Roleplaying Systllml. A....Iab.. Soon

R. R. 8 Box 9 1221 N. Sunnyside Rd.
Decatur, It. 62522 Ph. (217) 422·1930

marllla Wimpa~

Newest
Traveller tm

Play-Aids

SIMBA SAFARI
By 0 .... s.rin.. This adventure lCeOlIl"io
contlilns I 32-oage Guidebook end I 22" x
34" double-sided Map Sheet. Set In the Ley
Sector of the GOlaway Quedrant. the
adventure features the ''Slmbi SlflM'i"
and crew. Complete 15mm plIns of the
Type K Huntet" Ship _ induded•• if; I
15mm _Ie plan of the .cfwntur, Ii~. The
crew Ind~~nge acroa t .... planm
of the Diamond-Prince SutMector in _rch
of trophillll and 8dYenture. Six pllnlU ..
provided in de~i1 along with ,II TefTlin and
Animal Chartli. The IOllnarlo is completeiy
detailed for the Judge. and IUggestlom
are given for pfflOnalizing the .aventure
to lUit the tone of hb Of" her cempeign.
This 8dYenture rNIY be completely aIt
contained Ind 1,1.. only the proyided chane·
ten. or playeR rrwv utilize their own
chenlet...,. Created Ind Approved for UMI

with Tr.l,r 1m. AWlillbl, SoOfl

ROGUE MOON OF $PINSTORME

By D..... Seril'lfo This 32~ 8dYentur.
continueJ _ lNi IIeCOOd in the Border

Prowl... AdYentul"I Series set in the G-t-v
Quadnnt. Though intel'lded to be pt.ved as

t"e AlCond in I lie"". this .aventur. me'( be
played on lu own. The Am, personnel and
equipment Is used for this 8S WM used for
Amycul Probe. New Information Is intro·
duced Into the ongoing plot. Complete
personnel 11'Id ~uipment stetlslia ...

given for Ships. ""-ult Shunlft, ~
OppoIitlon F~ Thb; product is designed
to _ • an Introduc1:oty It_rio to

Clnlpe/gn gaming .00 provides I complete
set 01 Pl'eil8nlll'1lled characten. Pert of the
teen.rio is I scoring IIVSUlm for _lultlng
performlll'lce in tournament play. All Maps
and Encounter Tllblcs are provided for this
8dwnwre set in the Rings and Moons of •
Gas Gill"t Plllnet. Cruted end~ for
UM with n·........, tm. A .... i...bt. Soon

WRITE FOR FREE It6 PAGE CATALOG

e--.Y Npw
"we 963.457.'12,389.420.837

PluM ..dd S 1.00 for POit••nd "'.ndl,n,
Ind S 1.<10 lor C,O.D.

Ilton_ R.Nd,na.cJd 5% I..

TRIAL BV FIRE
This Is an =ntroduetory adventure, Approved
for use with Ad",nl*l Dungeons & DIlI
lIO"lI tn'I. UN your own C~rIlCten:, or
use the fullY«luippecl chlnlet..., provlded
in the module. Includes detailed MIops;, En·
counten. and Room DescrIptions in this
eetlon-pec;:ked. 321)8l1e Book. See if you can
!UNM Tn-18y FIIlII '''.00

THE ILLHIEDRIN BOOK
By Din H_tfe. A ~h by I beitutiful
Wizwf1ISl inllONei the reco-y of the
fabulous lIIhiedrin 800k. 1011 during a ntging
storm .",id boIti of lightning In a titanic:
bettle between an inhuman cl'tlllture and a
now-deld Wizard who _ the former pol.

aQOr of the 800k. The plrty mutt recover
the 800k. defeat the Cr8llture. II'Id lay
Ifive In Ihe procell. This 32 pIgI module II
dIllIigned for 1,111 with low-ll\lef cMnJcten
end induda Wildemeu MaPl, Dungeon
MIpI and lnhebitl'ntl, plus the dangen of
I lolt crypt. Dlllgned and ApPfOVed for u..
with Ad...nnd Dungeonl & D~ tm.

$3.95

ZIENTECK
By Martt Hermon Ind ..",t Kirby. Thi. I.
.... AOIID 1m .aventurl InYOlving I wilder·
""' tnt« to ;.in I forvonen Wizard'i
Treasure. All prwious IxpeditiON hive
disappeered Ind only wild rumDn IwYe
~ the outlide world. Featured Ire _
Monlterl, creatld by the WIZlrd, that could
Itlll bllurking around the ruinlln S&lIrch of
prey. Induded also are MaPi of the IUrroun
ding Area end the Ruins, Monster Descrip
tions Ind Encounter Tlblet., Ind dncrlptlons
of the ROOtnI plus their contlnU. This
module makes for some ....~I houn
of playing. Designed Ind Approved for. use
with Ad...ancad Du...,.onl & D,.,om 1m.

$3.50

JUDGES GUILD DOES IT AGAIN
PRODUCES FANTASY ROLE-PLAYING GAME AIDS I

~h& New for
~Advanced

Dungeons
& Dragons tm
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EDITORIAL
by Chuck Anshell

There is a new book which will be hitting the
bookshelllf's soon. called Monsters and Mazes (I think
I have the M's in the right order). It was showcased,
with its author, on a Pete Rose show. recently. I will
be commenting on the show in the next Honefeathen
column. , will, also. review the book when I can get
my hands ana copy. Thebook is a n01lf'1 about gamers
and gaming - particularly FRP gaming - and does not
show us in our best light, I suspect. from the way the
television interview went. See you soon,

SAMURAI EDITOR

Tim. Compf1!S$J'onl A marvelous tool which
allows spacI travelers to trallf'/. spelunken to go dun·
~ng. garners to game, and editors to sleep.
While Pepsus has undergone 11 two-mOflth time span
between the last issue and this, and you have un~·
gone approximately the same two months in. pe~ps,
4· 5 weeks (the time between receiving both issues),
your fearless editor has undergone the same two
months in two weeks and (as editorials go) a few
hours. Therefore. gamers and fan alike should be get
ting this issue only slightly late, and, with issue No.5,
we should be totally back on schedule (and we in
tend to stay there)!

All of the typesetters, layout people artists,
editors. and publishers deserve a hearty applause and
a rotund '7hank you!" for this feat of ~ring.cJo.
Now. I get to enjoy all the holidays twice each year:
once when they actually occur and once when I put
together the issue about them months ahead of time.
That brings me to a special point. If you are planning
to send us II specialholiday·themeadventureorarticle,
such as a haunted house for Halloween, we need to
have it in our hot little hands at least 6 months prior
to the holiday. That means that I am looking for May
Day. So/trice, July 4th, etc. adventures NOW (hint,
hint) and that I will want Halloween and Thanks·
giving adventures in by March 1. etc. It would be
helpful if you indicated such special items on the
envelop: Pegasus (Halloween Issue). 1221 N. Sunny
side Rd.• Decatur. IL 62522-9709 (please note new
ZIP).

On to mort! topical things: II reminder to all
you Guiktmembers (subscriMrs). don't forget to
watch the ads for the proper issue logo for added
values. Also. due tosomem8Jo.~changeswhich liTe stilf
being worked out at the time of this writing, we
would prefer to receive game modules or scenarios in
a non-TSR format (articles are ok, though). There is
some question as to whether these can be published
without TSR's approval. and we wish to keep our good
relationship with tl'em. More on this when more is
learned.

Hi! My name is Edward R. G. Mortimer, IJnd I
am going to be your new ~itor. My sincere thanks to
Chuck Anshell (The Samaurai Editor) for his help in
-breaking me in..... without him it would have been
much harder (I probably would hallf' broken into
millions of pieces intread of the three or four I tJm

currently in). Chuck will be staying with us 8S As
sociatelContributing Editor. but I'll let him explain it
in our next issue.

Here at Pegasus, we try to give our readers
what they want, but, in order to do this, we need
input from you. the readers. So send in those letters;
we really like to hear from you.

There will be a few changes in format (to be
expected when new people take over), and IJ couple
of in-house columns will M added. We hope to cover
all of the gaming business or, at least. all that we
possibly can cover in 576pages a year!

The ~in-house" columns will include Hanging
Out in the City-State. which will be detailing life in
our City-State of the Invincible Overlord. Hanging
Out will be done by me. The G8teway Quadrant w;1I
be appearing in issue No. 5 and will be a vast help to
you Traveller tm adventurers. The Gateway Quadrant
will be done by Dave Seri"g. Hopeful/y, we wif! have
others in the near future.

So, until next issue, Keep the Peace.

ED. THE EDITOR



A Realistic System For Handling

Missile Weapon Combat
by Perry T. Cooper

~-----=-"'- =~ - ----

I happen to be a very avid par
ticipant in the game of Advanced
Dungeons and Dragons, and I find
it very exciting and enjoyable. Like
all games. the original rules have a
few debatable points. but n large
number of well-intentioned gamer/
authors have rushed in to provide
alternate systems and ideas. with
generally commendable results.

But in the area of missile wea
pon combat, no one has ever come
up with 8 realistic and truly work
able system for AD&D. A system
which changes its percentage chance
for 8 hit for every three feet of a
target creature's height is not what
1 consider workable; it's enough to
drive B Dungeon Master crazy. and
I was already R'oing- to the asylum
quickly enough. as I watched my
players ignore the opportunity. time
and time again, to employ missile
weapons at their disposal because
they didn't feel it was worth the
effort.

The players didn't let dust ga
ther on their missile weapons be
cause of foolishness or a lack of
skill in using them: they simply
didn't feel that it was worth taking
the time to get the weapons out
when, under official AD&D rules.
these weapons could only score a
measly 1-6 points of damage per
hit.

The more I thought about it.
the more I agreed with my players.
It especially disturbed me to realize
that, under these rules. no one
with seven or more hit points could
be slain with a single Crossbow
Bolt or Arrow. even though. realis
tically, anyone could be killed in
such a way. As anyone who has
ever seen a John Wayne movie
knows, even the sturdiest trooper
can suffer immediate death if an ar
row suddenly slams into a vital or
gosn. unless, of course, the trooper
is The Duke himself.

Eventually I decided that a sys·
tern which allowed a character with
seven or more hit points to be im
mune to sudden death like this was
not realistic. I don't care how high
level your character may be: if he
finds himself suffering the sort of
migraine that can be caused by a
Crossbow Bolt lod~d in his grey
matter, he's going to keel over. So
I set out to reform the system.

As is fairly typical in the hotly
discussed field of fantasy gnming, I
discovered that someone was already
somewhat ahead of me. For part of
the solution to the nag~ng problem
of creatures and characters immune
to sudden death had already been
dealt with in the form of the
"Critical Hit Chart.!l



Such charts, 1 understand,
have been around quite 3 while.
and they are even mentioned (just
barely) in the Dungeon Master's
Guide. The idea behind any such
chart is that any particularly solid
blow can damage an opponent in 8

manner that goes beyond measure
ment by a mere number of points:
thcre is a chance the blow may tem
porarily, or even permanently, in
capacitate the opponent. I employ
such a chart because I find the idea
reasonable, but in good conscience
I can't reproduce a critical hit chart
here, because it isn1 t my idea, and
anyway, any good DM can easily
devise one with percentages that arc
to his own tiking.

I find the critical hit chart adds
an extra dimension of authenticity
to close melee combat. But I submit
that the chart can't be designed for
realism in both close melee and mis
sile weapon combat, because these
two modes of combat have some
large differences.

In close melee, it's fairly rare
for a swordsman to put a creature
with more than, say, 10 hit points
down with a single blow. After aU,
any creature with more than one or
two dice has got to have something
going' for it, whether it be size,
speed, smarts or just plain tough
hide, and that means a one-punch
knockout is ROing to be difficult to
come by. Knockout blows will be
dod~d, blocked, or otherwise
spoiled more often than they will
succeed. If nothing else. the fact
that the creature is so close it is
capable of counterattacking will
make it difficult for any character
to be too precise with his sword
surgery.

Missile weapon combat should
produce quick ki11s much more of
ten. Why? Well, missiles are harder
to detect in approaching their tar
gets than swords or clubs are; mis
siles move swiftly and silently
through the air, and approach from
a much greater distance than close
melee weapons. This means it is of
ten impossible for the target crea
ture to dodge or block the missile
in time, and of course the attacker
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isn't havicg to rush his attack for
fear his opponent may get him first.
Frequently, missiles may not even
be noticed by the target creature
until the missiles have lodged them
selves into the creature, and by
then it's a bit late.

In short. no matter how easily
Urgo the Hill Giant King may dodge,
block, or slip away from blows
aimed at his heart by raging
swordsmen, 01' Urgo could have a
little trouble with a silent Arrow
travelling toward his left ventricle
at more than 100 miles per hour.
He'd need the dexterity of Hermes
to do anything about it.

Since there aren't many crea
tures of any sort with the agility of
Hermes. I've devised a "quick kill
possibility roll," which I feel accu·
rately reflects the damage a missile
can do when it hits.

The idea is simple: every time a
creature is struck by a missile wea
pon, the OM rolls his percentile
dice. If the unfortunate creature is
listed in the Monster Manual 8S

large (big-ger than human), it dies
on rolls of IH-05. If it is medium
sized, it dies on rolls of 01-20. If
it is small, it dies on rolls of 01-35.

The reason for the different
percentages is that an Arrow lad
ging in the tiny body of a rat has
a much better chance of piercing a
vital ol·~an. and, thus, of causing
sudden death. than does an Arrow
which comes to rest in the huge
body of a draf(on.

These odds are not so great as
to make missile weapons any sort of
"ultimate" weapons. but they make
it worthwhile for such weapons to
be cmp Joyed.

Note that the quick kill possi
bility roll is not designed merely for
the benefit of player characters: it
should be employed for monsters
which use missile weapons as well.
That will not comfort any player
who has come across a manticore,
which can rain spikes, and thus
death, from above, but it is only
fair that, occasionally. a spike
should find its way into a player
character's heart.



Similarly, it isn't right for a
giant to be restricted to a damage
total of 2-16 (or 3-18) points each
time he scores a hit with a thrown
rock. You have to figure that ¢
ants do not exactly throw pebbles,
and even Mongo the Invincible with
a maRic Helmet on his head is going
to be bothered by 8 forty-pound
fastball smashing against it. The
fact is that his brains are going to
be scattered to the four winds, and
it's going to be time to haul out the
High Priest for a Raise Dead spell.
Sorry, fellows, but these things
work both ways.

Now that we've made it worth
while for both players and monsters
to dust off their missile weapons,
let's take up the matter of success
fUlly scoring 8 hit with a missile
weapon.

E=;>

The AD&D system calls for sub
traction of an attacker's chances to
score a hit with 8 missile at both
"long" and "medium" range, with
the odds left alone at "short"
range. I find that very reasonable.
But I do not find it reasonable that
the size of the target creature is
not figured in.

Why do I feel size is important?
Well, let's say your character has
his Crossbow ready, and is firing
at three opponents, all of them 100
feet away. The creatures are a
pseudo-dragon, a man in plate ar
mor with a shield, and 8 Green Dra
gon. The pseUdo-dragon is 18 in
ches long, the man is six feet tall,
and the Dragon is 36 feet long.
Which one do you think will be the
toughest to hit? I think the discre
pancy here is obvious.

7 Pegasus



Some may try to justify the
AD&D system by pointing to the
fact that the dragon's hide is very
tough I but this doesn't wash in my
opinion because the man in plate ar
mor isn't exactly thin-skinned ei
ther. Anyway. my remedy to this
problem is simple. I merely give my
missile weapon attackers a +5 ·'to
hit" when they are firing at large
creatures, and a -5 when they are
firing at small creatures. For medi
um-sized creatures, the odds are
left alone.

All of this may seem complica
ted. but when you've gone over it a
time or two you find it's quite
workable. All the OM has to remem
ber is that any missile has a chance
of causing sudden death because of
the peculiar nature of missile com
bat. and also that large creatures
are generally casier to strike with a
missile than small ones. These are
simple. logical concepts which any
good OM can remember with no
trouble.

There will be 8 temptation for
many OMs to make certain creatures
exempt from the quick kill possibili
ty roll. Tt has been suggested to
me I for example. that Undead. such
as Skeletons. have no heart or
brain. and thus cannot be instantly
killed with a well-placed arrow. Al
so, it may not seem ri ght that some
incredibly lucky urChin with a Bow
could conceivably slay a major de
mon or godling due to the quick
kill possibility. I see the logic in
these arguments. but I think these
matters are best left to the discre
tion of individual OMs.

Anyway. I think the system is
simple enough to be used by any
DM. and realistic enough to add
zest to missile weapon combat. Prior
to introducing the system, my
players were letting spiders spin
webs on their Bows. A longtime
Ranger like myself could't let that
g'o on!
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by Paul Andrew Denlsowskl

A growing problem in my campaign
is the use of spells by hostile Spell
Casters. Several Tables have been de
vised for Magic Users, but I have not
seen one for Clerics. Below are the
Spell Levels and the Spells. A good
rule of thumb is that a Cleric will
use Spells over Attack for 5% per
level. Thus a 6th level Cleric would
use Spells 30t of the time. This may
sound low, but the greater number of
physical attacks per Spell can be
used to balance the figures.

First Level

01-15 Bless
16-29 Command
30-37 Cure Light Wounds
38-44 Detect Evil
45-53 Detect Magic
54-67 Protection from Evil
68-75 Remove Fear
76-84 Resist Cold
85-00 Sane tua ry

Second Level

01-11 Augury
12-23 Chant
24-36 Detect Charm
37-45 Hold Person
46-57 Know Alignment
58-64 Resist Fire
65-72 Silence, 15' radius
73-79 Slow Poison
80-00 Spiritual Hammer

Third Level

01-19 Animate Dead
20-39 Continual Light
40-49 Create Food and Wa ter
50-57 Cure Disease
58-67 Dispel Magic
6B-79 Feign Death
80-85 Locate Object
86-91 Prayer
92-00 Remove Curse
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Fourth Level

01-28 Cure Serious Wounds
29-38 Divination
39-47 Exorc i se
48-59 Neutralize Poison
60-77 Protection from Evil, 10' radius
78-89 Sticks to Snakes
90-00 Tongues

Fifth Level

01-16 Atonement
17-24 Coomune
25-46 Cure Critical Wounds
47-52 Dispel Evil
53-67 Flamestrike
68-74 Insect Plague
75-80 Plane Shift
81-86 Quest
87-96 Raise Dead
97-00 True Seeing

Sixth Level

01-16 Aerial Servant
17-26 Animate Object
27-41 81ade Barrier
42-50 Conjure Animals
51-62 Heal
63-73 Speak with Monsters
74-86 Stone Tell
87-00 Word of Recall

Seventh level

01-14 Astral Spell
15-24 Control Weather
25-34 Earthquake
35-40 Gate
41-52 Holy Word
53-60 Regenerate
61-70 Restoration
71-83 Ressurrection
84-96 Symbol
97-00 Wind Walk
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Also. there ;s a chance a Cleric
may have a magical attack item. There
is a 3% chance per level of having
one. If one is indicated, roll below.

01-03 Rod of Absorbtion
04-05 Rod of Be9ui1ing
06-09 Rod of Smiting
10-11 Staff of Conmand
12-15 Staff of the Serpent
16-22 Staff of Strikin9
23-25 Staff of Witherin9
26-30 Wand of Fear
31-33 Wand of Magic Missiles

34 Mace of Disruption
35-36 Ring of Ojinni Summoning
37-40 Rin9 of Elemental Conmand
41-46 Ring of Human Influence
47-53 Rin9 of Maomel Control
54-55 Rin9 of Wishes
56-65 Ring of Shooting Stars
66-80 Ring of Spell Storing
81-87 Ring of Telekinesis
88-94 Figurine of Wonderous Power
95-00 Horn of Valhalla

Note that I left off magic wea
pons save for the Mace of Disruption.
Optionally, 40% of all magic items
are weapons.

I hope these tables help resolve
any Clerical Combat problems and sim
plify Spell Combat. May your diety
always hear you!



A Trip To The Underworld
Filth of a sile pan series

By Bill Paley
This time we weren't under

ground when the whole busineu
happened. See. the group of us...
you do remember us, don't you]
I'm Deg an' I'm the sword·swinger of
this bunch. Then there's Taklin the
Dwarf, Evberin the Elf. the Clerical
Brothers Frigate 'n' Spigot, Sister
Penny (I think she likes mel. Melissa
(who I wished she'd like me) and
Tyrone our Wizard. Oh, an' Finny. the
dam' Halfling. There's days I wish
he'd ... but that's got nathuo' to do
wit' this story.

See. the King's Messenger (nick·
named the Pegasus Express) dropped
some signs off in town. The mayor
tacked 'em up in the Inns wheres we
could see 'em. Tyrone had to read it to
m•.

"Deg. this says that the village
of Gooding in the south peninsula,
wllat's a penillsula. I wonder? of the
Kingdom is being raided by wild
wolves or jackals on full moon nights.
They are oHering a heck of a large
reward to anyone who can stop the
raids."

"lots of money, hmm?" says
Finney. "Sounds fine to me."

Evervbody agreed an' so the
next day we're on our way South.
Nodbody'd told me yet what a penin·
sula was... just said not to worry a·
bout it. Is it some kinda monster?

It took us 'bout a week or so to
get to Gooding. but it seemed to be a
pretty rich an' happy place when we
got there. Even wit' raids a couple
nights a month, they weren't so bad off.

We stayed at the Cooked Goose
Inn, even 'though Finney wanted to
stay at the Hot Cross Buns. He's
strange like that. When the innkeeper
heard how we was genna take care 'a
the dogs or wolves or what have you,

he insisted we pay in full, in cash, up
front_ Taklin grumbled about the guy
bein' a trustin' sort, but Evberin disa·
greed, sayin' "He's no fool, bearded
pipsqueak." That led to a chase aroun'
the courtyard, Evberin keepin' 'bout
six steps ahead 0' the Dwarf, and the
little guy gettin' madder 'n' madder,
his cheeks gain' from pink to red to
purple. Tyrone finally broke it up
when Taklin got his beard cau!tlt in a
windmill, and we all lau!l'ed ourselves
hoarse.

Well, after a night's carousin',
we all packed up fer our search 0' these
wild jackals or whatever. We managed
to pick out a trail 0' 'bout fifteen or
more, but it led to a creek, 'n' there
weren't no tracks on the other side,
nor anyplace upstream. We gave up
near supper an' went back to Gooding.

That night was a full moOl1, so's
I only had three or four ales, to seule
my stomach, y'know. Tyrone got mad
that I was drinkin', 'n'sohe has Frigate
throw Neutralize Poison on me.
REAllYI Ale, a poison1 I can't im·
agine...

'Bout midnight we hears the
barkin' 'n' howlin'. Melissa says
"Wolves." I didn't understand, so I
says back "outside sillyl" which got
me doused with ale. I kinda missed
the rest, cuz I was suckin' it all aUla
my beard.

Seems the gang chased outside
an' started pounded 'em wit' the magic
stuff we all collected under the castle.
Well, pretty soon, those canine critters
figger they can't handle these folks an'
they tum tail 'n' run. By then, I'm
outside, swingin' my sword, 'n' Melissa
tells me "Watch, you big ape, before
you kill sombodyl"

Even thou!tl they can outrun us,
we start trackin' 'em. Like all pack

animals, they stuck together insteada
splittin' up. so it's easier fer us. We
hiked up hills 'n' through trees .
well, I bumped into one anyway .
until we find this cave. Dawn's breakin',
and we see 'bout forty men an' women,
all naked 'n' mad.

"Why do you track us as if we
were common animals," shouts the
biggest one.

Tyrone, bein' the brightest of us,
answered the guy. "You have terrorized
the town of Gooding and our aid was
requested to eliminate the danger. If
you stop your raids, we willleavc you
in peace."

The fellow got real angry, an'
cussed a while in some lan~age. Then
he glares down at Tyrone 'n' says,
"Once, these people and I were citizens
of that town. We slew an evil were
wolf who led his band around about
our town, slaying Serfs and Farmers.
In destroying this evil, we brought Ihe
curse on ourselves. In sorrow, we leh
the lawn, returning on moonlit
nights to view our beloved homes. But
our greedy and vile neighbors have
taken our riches to themselves_ Tell
them this. They must leave us one gem
each day from the coffers of Grishla
the Jeweler for our expenses in feeding
and clothing. Else we will rise up in
our wrath and destroy them all'"

Well, this sounded agreeable to
us, and by·the-by, to the town leaders.
They agreed to it, but refused us the
reward "For the threat was not
eliminated, but bribed." Oh well, easy
come, easy go.

'Course Finney had to wise
crack that night at the inn. The little
twerp grins at me when I grumbled
'bout losin' all that treasure, 'n' he
says, "Oeg, an opal a day keeps the
dog pack away."
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ARMAGEDDON 81 (G)
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RICON
Nov. 14 - 15 Lincoln, RJ
Ricon
P. O. Box 171
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clo Bill Freebairn
310 N. Sunset Dr.
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DETROIT GAME FEST IG)
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WINTERCON 10 (G)
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P. O. Box 485
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Denver Gamer1 Association
P. O. Box 2945
Littleton, CO 80161
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Ann Arbor SF Association
P. O. Box 1821
Ann Arbol, MI. 48106
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181 Trans Bn
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HOURIS: Park of Obscene Statues (Plaza of Profuse Plea·
sures).

HUNTERS: Boar's Head Tavern (Street of Malestroms).
Red Axe Inn (Old South Rd.). Light Gale Inn (Sea
Brigands St.).

What follows is a playing aid I made to help run my
City-State campaign. It made things a bit easier for me, and
I hope it will be of help to you. It is a compilation of public
establishmenu where cenain types of people can always be
found. In other words. it is a list of "partying places" and
the people who hang out there.

Note that a couple of places did not specify what
type of clientel frequented the establishment. so I took the
libeny of insening the most logical type from those groups
not already represented or having very little representation.

CARAVAN DRIVERS: Wanderer's Inn (Tempest St.).
CAVALRYMEN: Lancers Club (Coostable St.I, Mermaid

Tavern (Fog St.l.
CLERICS: Exotic Food Shop (Street of Crafts), First Born

Inn (Water Rat Rd.•.
CONSTABLES: Cook (Beggar St.). The Wild Surf Tavern

(Beggars St.), Happy Harpy (Festival St.1. Hot House
(Street of Malestromsl.

DEPUTIES: Dewy Dryad (Street of Shadows).
DWARVES' Ale Shop (Beggars St.!. Werelord Tavern (Old

South Rd.l. Masher's Gaming House (Sea Brigands
AMAZONS: She-Devil Tavern IRegal St.). St. I. Mindwarp Ale House (Temple St.).
ANYBODY AND EVERYBODY: The Balor's Eye (Barter ELVES: Baker (By-Water Road), Green Goblin Inn (Regal

St. I. Kick's Tavern (Beggar Street). Grocery (Murky St./. Stronsa Saloon (Water Rat Rd.l. Wine Shop
St.l. Open Market IOld South Roadl. Delphia's De· (Caravan St.).
light (Ox-Can Road). Royal Coun (Prefect 51.1. FIGHTERS: Wine (Street of Crafts). Pleasure Dome (Beg·
Low Coun (Prefect St.). Tax Collector (Royal St.). gars St.).
Ship Builder (Water. Rat Road). FIGHTER TYPES (FTR, PAL, RGR, & MULTI-CLASS):

ARTISANS: The Wild Surf Tavern (Beggars St.). Bloody Tusk Banquet Hall (Belfry St.l.
ARTISTS: Potter (Sea Brigands St.). FISHERMEN: Singing Squid Tavern (By·Water Road).
BANDITS: Boot and Strap (Baner St.). Gaming House Stronsa Saloon (Water Rat Rd.).

(Beggars St. I. Starfish Tavern (Caravan St.l. Bonnie FREEMEN: Blue Dolphin Inn (By·Water Rd.1.
Black Bear Inn (Alley south of Caravan St.I, Way- FUGITIVE GOBLINS: Prancing Ki·Rin Saloon (Cutpurse
farer Inn (Street of Crafts). Silver Eel Inn (Cutporse Rowl.
Row), Bellowdeck's Inn (Dead Broke St.). Naughty GUILDSMEN: Mermaid Tavern (Fog St.). Moven Bath
Nannies (Festival St.l. Gouge Eye Inn (Guardsman's (Murky St.l.
Ad.), Root Hog Tavern (Guardsman's Rd.l.Seahawk GENTLEMEN: Crystal Flagon Banquet Hall (Damp St.),
Tavern (Regal St. I. The Drunken Reveler (Regal St.1. Patrician Theater (Festival St.1. Mermaid Tavern (Fog
Dewy Dryad (Street of Sh.adowsl, Wild Boar Tavern St. I, Hot House (Street of Malestroms), Fur Shop
(Street of Shadows), Barbarian Shop (Silver St_1. (Plaza of Profuse Pleasures), Velvet Bed or Table
Mind'oNarp Ale House (Temple St.I, Crummy Crab (Plaza of Profuse Pleasures). Masher's Gaming House
Inn (Twilight Rdl, Sailmaker (Water Rat Rd.l. Sail (Sea Brigands St.l. Jeweler (Twilight Rd.l.
Bar (Water Rat Rd.l. GNOlLS: Prancing Ki-Rin Saloon (Cutpurse Row). Bellow-

BARBARIANS: Green Goblin Inn (Regal St.1. Sword·Rat deck's Inn (Dead Broke St), Mindwarp Ale House
Rest House (Street of Shadows). Wild Boar Tavern (Temple St.), Beat-A-Slave (Hedonist St.l_
(Street of Shadows). GUARDSMEN: Gaming House (Beggars St.I, Messy Mas·

BEGGARS: Candle Maker (Wailing St.). sage (Beggars St.). Naughty Nannies (Festival St.1.
BERSERKERS: Cut·Throat Inn (Dead Broke St.). Last Ale Gouge Eye Inn (Guardsman's St.1. Moven Bath

Inn (Guardsman's Rd.l. Wild Boar Tavern (Street of (Murky St.). Red Axe Inn (Old South Rd.), Werelord
Shadows). Tavern IOld South Rd.), Cup and Dragon IStreet of

BOWMEN: Root Hog Tavern (Guardsman's Rd.l. Shadows), Firedrake Mead HalllSilver St.).
BRIGANDS: Tripping Trident Tavern (Beggars St.), Prancing HALF·ELVES: Wine Shop (Caravan St.).

Ki·Rin Saloon (Cutpurse Rowl. Tanglebones Tavern HALFLINGS: Ale Shop (Beggars St.1. Baker (By-Water
(Dead Broke St.>' Cut-Throat Inn (Dead Broke St.) ~ Rd.l. Boar's Head Tavern (Street of Malestroms).
Pig and Whistle (Old South Rd.l. Seahawk Tavern . ~"j,.............Baker (Tempest St.). Cook (Wailing St.I.
(Regal St. I. Wanderers Inn (Tempest St.).

BUCCANEERS: Tripping Trident Tavern (Beggars St.). '~""~~>'::~~~~1~~
Messy Massage (Beggars St.l, Flipping Frog Tavern
IBy-Water Rd.l, Guided Abyss (Caravan St.), Cut-
Throat Inn (Dead Broke St.1. Mermaid Tavern IFog
St.1. Seahawk Tavern (Regal St.l, Water Dog Flop
House (Regal St.). Pirates Cove Inn (Sea Brigands
St.) Sea Rovcr Tavern (Water Rat Rd.). Red Pearl
Inn (Water Rat Aoadl, Morkoth Saloon {Water RIt
Rd.l.
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PASSENGERS IN PORT: Sea Nymph Inn (Water Rat Rd.).
PILGRIMS: Pig and Whistle laid South Rd.).
PIRATES: Tripping Trident Tavern (Beggars St.), White

Wake Inn (Caravan St.I, Bonnie Black Bear Inn (Alley
south of Caravan St.I, Wayfarer Inn (Street of
Crafts), Bellowdeck's Inn (Dead Broke Street), Mer·
maid Tavern (Fog St.1. Pirates Cove Inn (Sea Bri·
gands St.I, Sea Rover Tavern (Water Rat Rd.!, Red
Pearl Inn (Water Rat Rd.), Morkoth Saloon (Water
Rat Rd.), Sail Bar (Water Rat Rd.), Sea Food Hearth
(Water Rat Rd.).

POETS: Potter (Sea Brigands St.I, Noble Playhouse (Festival
St.).

ROYALTY: Movert Bath (Murky St.), Velvet Bed or Table
(Plaza of Profuse Pleasures).

RUFFIANS AND DRUNKEN ROGUES: Park of Obscene
Statues (Plaza of Profuse Pleasures).

NOBLES: The Silver Goblet (Beggars St.), Blue Dolphin Inn
(By-Water Rd.l. Exotic Food ShOP (Street of
Crafts), Oarlocks Up (Cross Rd.). Crystal Flagon
Banquet Hall (Damp $1.1. Patrician Theater (Festival
St.l. Wigs (Haggle St.1. Hot House (Street of Male·
stroms), Fur Shop (Plaza of Profuse Pleasures), Vel·
vet Bed or Tabk! (Plaza 01 Profuse Pleasures), The
Drunken Reveler (Regal St.), Guest Manor (Twilight
Rd.), Jeweler (Twilight Rd.), Courtesan (Tasso Gar
netl (Twilight Rd.1, Perfumer (Twilight Rd.).

NOMADS: Firedrake Mead Hall (Silver St.).
OGRES: Boot and Strap (Barter St.l, White Wake Inn

(Caravan St.).

MERCENARIES: Wayfarer Inn (Street of Crafts), Silver Eel
Inn (Cutpurse Row). Naughty Nannies (Festival St.1.
Green Goblin Inn fRegal St. I. Sword·Rat Rest
House (Street of Shadows), Barbarian Shop (Silver
St.I, Firedrake Mead Hall (Silver St.).

MILITARY TYPES (CATAPULTISTS, SAPPERS, CROSS·
BOWMEN, et. OIL): Mead Hall (Twilight Rd.).
MILITIA: Last Ale Inn (Guardsman's RdJ, Root Hog Tavern

(Guardsman's Rd.!, Light Gale Inn (Sea Brigands SAILORS: Messy Massage (Beggars St.I, The Wild Surf
St.I, Bloody Foam (Temple St.!. Tavern (Beggars St.), Blue Dolphin Inn (By-Water

MINSTREL.S. AND BARDS: B~zaar (Slave Market Plaza), Rd.), Flipping Frog Tavern (By-Water Rd.), Singing
Patrll:,an Theater (Festival St.1. Noble Playhouse ~ Squid Tavern (By.Water Rd.1, Starfish Tavern (Cara-
(Festival St.). . '1,"1 van St.). Mermaid Tavern lFog St.), Water Dog Flop

MERCHANTS: ExotiC Food S~op (Street. of Crafts), Oar· ~ 0 House (Regal St.I, Pirates Cove Inn (Sea Brigands
locks Up (Cross Rd.1. P,g and Whistle (Old South b......of" St.1, Barbarian Shop (Silver St.), Bloody Foam
Rd.1, Light Gale Inn (Sca Brigands St.1, Grub an ~ ,V.-1 ~/lemPle St I, Sea Rover Tavern (Waler Rat Rd.)
Grunt (Slash St.!. Courtesan (Tasso Garnet) (Twi i ~ red Pearl Inn !Waler Rat Rd.), Morkoth Saloon
light Rd.). .L~.J (Water Rat Rd.!. Sea Nvmph Inn (Water Rat Rd.).

MONKS: Guided Abyss (Caravan St.). J Sea Food Hearth (Water ROIl Ad.).

~
AGES' Firsl Born Inn (Waler Rat Rd.).

IM!i
~~O~ \ HLAVERS: Starfish Tavern (Caravan St.1. Guided Abyss
~v.~ I ~.. \/(J (Caravan SI.l.• ..:-2.:£. STUDENTS: White Wake Inn (Caravan St.I, Scholar's Inn

(Street of Maleslromsl. Water Dog Flop House
(RegaISt.1.

THIEVES: Boot and Strap (Baner St.I, Silver Eel Inn (Cut·
purse Rowl, Tanglebones: Tavern (Dead Broke St.),
Orator (End Gale St.). Wigs (Haggle St.1. Scholar's
Inn (Street of Malestroms). Park of Obscene Statues
(Plaza of Profuse Pleasures), Cup and Dragon (Street
of Shadows). Dewy Dryad (Street of Shadows), Sail
Bar (Water Rat Rd.l.

TRADERS: Last Ale Inn (Guardsman's Rd.), Scholar'$ Inn
(Street of Malestromsl. Were lord Tavern (Old South
Rd.), Grub and Grunl (Slash 51.), Wanderer's Inn
(Tempest St.), Bloody Foam (Temple St.).

TRADESMEN: The Silver Goblet (Beggars St.).

INFANTRYMEN: Foot Soldiers Club (Street of Male·
stroms).

KOBO LOS: Gouge Eye Inn (Guardsman's St.).
KNIGHTS: Concubines (Constabll!'s St.), Oarlocks Up

{Cross Rd.l. The Drunken Reveler (Regal St.),
Masher's Gaming House lSea Brigands St.).

MAGIC USERS & ILLUSIONISTS: Boar's Head Tavern
(Street of Maleslroms). First Born Inn (Water Rat
Rd.), PleasUt'"e Dome (Beggars St.l.

MARINES: Stronsa Saloon (Water Rat Rd.l. Sea Nymph
Inn (Water Rat Rd.l. Sea Food Hearth (Water Rat

Rdl~~·~·~b
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P.S. While rereading these compilations, I noticed a Gremlin
running away with one of the listings. After a wild and crazy
chase, I managed to retrieve it. It belongs with the list of
public "partying places," and reads thusly:

ELITE (SOCIAL LEVEL 12 AND UP): Bannarets Club
(Twilight Rd.).

KNIGHTS: Bachelors Club (Twilight Rd.), Knights of the
Realm (Twilight Rd.).

LITIGATION TRICKSTERS: litigation Tricksters' Guild
(Shady St.).

MERCENARIES: Mercenary Guild (Silver St.l.
MERCHANTS: Merchants' Guild (Silk Merchant St.I.
MONKS: School of Ancient Knowledge (Caravan St.).
NOBLES: Bachelors Club (Twilight Rd.).
SLAVERS: Slave Masten' Guild (Wailing Rd.).
THIEVES: Thieves' Guild (Cutpurse Row).
WITCHES: (the back rooms of the) Seal Maker (Beggars

St.).

This information is available from the Thieves' and
the Assassins' Guilds, for a slight charge. A random listing
will cost only 2 GP; a specific listing costs 10 GP, and, if all
the listings are desired, it will COSt 800 GP.

Please note that I do not mean to imply that certain
types of people can only be encountered in certain areas.
Any type of person can be encountered just about any·
where in the City State, but, in certain areas, the population
is mostly composed of 30r4 certain types, with other types
of people composing a small minority. Next issue, I will
detail one of the above establishments ("...the suspense
builds. .."), complete with floor plans, inhabitants, a mini
scenario, and whatever else can be fit in.

So, until then, arrivedercil

\

HOBGOBLINS: Beat-A-Slave (Hedonist St.).

Also within the City-State are a number of private
establishments which cater strictly to members. Those
without a membership card (or its eQuivalent) are refused
entry. Following is a listing of these establishments, exclu
ding military and political installations.

The preceding listings are, mOf'e or less, open to the
public. In addition to "hanging out" in public establish·
ments, many people also "hang around" in the streets of
the City·State. Following is a compilation of these "street
people:'

ACROBATS, JUGGLERS, MINSTRELS, PRESAGERS,
etc.: Minstrels' Guild (Slave Market Plaza).
ASSASSINS: Assassins' Guild (Dead Broke St.).
BANDITS: Racleateer (By-Water Rd.).
BARDS: School of Bards (Festival St.). Minstrels' Guild

(Slave Market PIau).
BEGGARS: Beggars' Guild IBeggars St.l.
CAVALRY: Cavalry Club (Twilight Rd.).
CLERICS: Clerics Club (Twilight Rd.).

BEGGARS: Beggar St.
CARAVAN WORKERS: Caravan St.
CONSTABLES: Constables St., End Gate Rd.
GUARDSMEN: Guardsman's Rd., End Gate Rd.
HOURIS: Hedonist St.
HUCKSTERS: Brazier St.
LITIGATION TR ICK5TERS: Shady St.
NOBLES: Festival St.
PAGES: By·Water Rd.
PEASANTS: Muggy St., Scud St., Silver St.
PIRATES: Sea Brigands St.
THIEVES: Cutpurse Row, Street of Shadows.
URCHINS: Barter St.
VENDORS: Brazier St., Silk Merchant St.
WERE·WOLVES: Damp St.

TRAPPERS: The Silver Goblet (Beggars St.), Singing Squid
Tavern (By·Water Rd.), Red Axe Inn (Old South
Rd.).

TROLLS: Prancing Ki-Rin Saloon (Cutpurse Row), Tangle·
bones Tavern (Dead Broke St.). Park of Obscefle
Statues (Plaza of Profuse Pleasures). Beat·A-Slave
(Hedooist St.).

URCHINS: Lantern Shop (Alley south of Caravan St.).
VIXENS: Park of Obscene Statues (Plaza of Profuse Plea

sures).
WAYFARERS: Cup and Dragon (Street of Shadows).
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Monotheism In

by Joseph R. Ravitts

When medieval fantasy characters get used to finding pay telephones.
pool tables, and automatic elevatores inside "Ancient" catacombs; when Cheryl
Ladd emerp;es from a Mirror of Life trapping which a gallant paladin has shattered
with his .45 automatic, and her Evil Wizard-Captor turns Qut to be Richard Nixon;
when the novelty of unjustified, Monty-Pythonesque illogic wears off-- the
Judge has to make up his/her mind whether the campaign is to be played for
laughs or as an exercise in that art which J. R. R. Talkien called "secondary creation. II

If it's for lauR'hs. then anything goes (including an item I contemplate writing in
the future establishing the characteristics of Popeye the Sailor as a member of
the Demigods- and -Heroes Class). But if you want the kind of game the develops
fantasy concepts suitable for a serious book (like M.A .R. Barker's projected
novelization of E .P . T .). you Ive~ to have consistent internal logic!

Supplying internal logic to your fantasy universe requires, among other thinRs,
a philosophical examination of the nature and origins of good and evil. If it seems
too demanding to apply serious metaphysics to recreational fantasy. you should
realize that all creators of fantasy--including inexperienced Judges--do just that
aU the time, though often unconsciously.

Consider horror movies. In the old days of Karloff and Lugosi. good almost
always gave evil a thorough beating. But in the 1960's, movies with sick endings,
like "Rosemary's Baby. "Night of the Living Dead," and "Count Yorga, Vampire."
gained popularity. Each of these films, though produced for mere entertainment.
was an implied statement about the scriptwriter's opinion of ultimate reality. It was
no coincidence that the decade of the "God Is Dead" movement saw the acceptance of
horror movies in which the Monsters Won. Nowadays- ever since the TV series
"Nig-ht Gallery" ran its course - this has become a routine film plot: the characters
come to the haunted house, the forbidden jungle. or whatever; they find out
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gTadually about the Monster, Ghost. or Demon, without ever being able to do any
thing about it; just before the end, they realize that they were hopelessly doomed
from the start; the Monster. Ghost. or Demon then kills or enslaves them, and
that's it. No give-nnd-take; no dramatic conflict. Just how dull and trite this
approach is may be seen by reversing it. If a fantasy film were made in which good
overpowered evil as easily and one- sidedly as evil destroys good in modern films.
woudn't everyone call it childish and unimaginative? But the "Omnipotent Evil"
Theme. no matter how many dreary times it gets re-rehnshed, continues to Oatter
itself for being clever and sophisticated.

A similar bias characterizes much modern literary fantasy. Michael l\1oorcock's
Elric series is a good example: Moorcock, a sav8KCly anti-Christian author. drags
his dubious hero from tragedy to failure to atrocity, till at last Elric's own Sword,
the accursed Stormbringer, turns on him and consumes his corrupt soul. (To anyone
who's just beginning to read the Elric stories, I do not apologize for giving away
the outcome; your time would be better spent reading' the Earthsea Trilogy or
Watership Down.) Likewise- to return to my real topic-many fantasy garners see
nothing wrong with a game-universe ruled by evil forces, or by a callous
"Neutrality" bnrely distinguishable from evil. 1:"ut let anyone suggest havin~ An

omnipotent good power, and they'll scream, "Blasphemy! That spoils the GA.'\lE
DALANCE!!~

It is my thesis that a 0"0 Campaign can assume the existence of an omnipotent
God-in fact. the God of the Bible-Without losing the quality of suspense. just as.
in reality. the existence of that same God does not make life predictable or unchnl
len¢.ng on~ "Prime Material Plane."

Why does "omnipotent evil" exert such a fascination? One reason is
obvious: human nature. All of us have had private fantasies- -at least in
childhood--of doing' selfish, lawless and violent deeds with impunity. This
is a major factor in the popularity of Conan, or Fafhrd and the Grey Mouser:
they do whatever they wish, and get away with it (all the while patting themselves
on the back for "not being civilized hypocrites"). But the obsession with evil
has another, subtler cause-also l"();)ted in human nature--which requires some
axposition.

In the fantasy classic The ~r~ Ouroboros, when the valiant Lord Juss
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climbs the haunted mountain Zora Rach Nam Psarrion to rescue his captive
brother Goldry, he encounters a series of menacing illusions (Phantasmal Forces.
if you will). None of these succeeds in frightening him, until a disembodied voice,
peruasive as Saruman's begins telling him, "Thou 8rt nothing ... for an is nothing!"
--meaning that life and the whole universe are futile and senseless. That almost
breaks the hero's courage; and the same idea, widespread in our modern world, is
the cause of countless suicides. All of us, whether we think about it consciously
or not, want the universe to be rational and meaningful; the idea of an impersonal,
absurd, meaningless universe appalls us as it did Lord Juss. Yet, at the same
time, we find it hard to let ourselves accept such an ultimately optimistic world-
view as the Bible offers; it sounds too good to be true, and we fear to be disappointed
if we venture to believe it. So, in our quest for something personal in the universe,
we find ways to settle for less. A morbid interest in the occult, ghosts, witchcraft
snd the like is one way of settling for less. A cosmos ruled by devils, while not
raising many positive hopes. is at least personal, and so is less horrible than that
blank nothingness we all secretly dread.

Yet, if only one will think the matter through, an evil omnipotence is not really
more plausible than a good one. C. S. Lewis, a topnotch fantasy author and
philosopher, did think the matter through, and, in his book Mere Christianity,
logically demolished the idea that evil could be stronger than~evenequal to,
good. T he following passage, aimed at the concept of Dualism, is applicable to the
standard Law-vs. Chaos conflict in works of fantasy:

"Now what do we mean when we call one of them the Good Power and the
other the Bad Power? .. if we mean merely that we happen to prefer the first,
then we must give up talking about good and evil at all. For good means w~at you
ought to prefer, quite regardless of what you happen to like at any given moment.
So we must m~an that one of the two Powers is actually wrong, and the other actually
right.

"But the moment you say that, you are putting into the universe a third
thing in addition to the two Powers: some law or standard or rule of good which
one of the Powers conforms to and the other fails to conform to. But since the
two Powers are judged by this standard, then this standard, or the Being who
made this standard is farther back and higher up than either of them and He will
be t he real GOD.

"The same point can be made in a different way. If dualism is true,
then the bad Power must be a being who likes badness for its own sake. But
in reality, we have no experience of anyone liking badness just because it is
bad .. wickedness, when you examine it, turns out to be the pursuit of some
good in the wrong way. You can do a kind action when it gives you no pleasure,
simply because kindness is right; but no one ever did a cruel action simply
because cruelty is wrong - only because cruelty was pleasant or useful to him.
In other words, badness cannot succeed even in being bad in the same way in
which goodness is good. Goodness is, so to speak, itself; badness is only
spoiled goodness. And there must be something good first before it can be spoiled ...
evil is a parasite, not an original thing. The powers which enable evil to carry
on are powers given it by goodness. II

In the real world, therefore, good is ultimately greater than evil. I submit
that this is a principle too basic to be discarded in designing even the most far-
out of fantasy worlds - if you want a campaign with internal logic instead of a farce-
just as you would not set up a game in which arithmetic was rejected and two plus
two equaled five. In The Two Towers, TollOen advises us that good and evil are
not "one thing among men and another among elves and dwarves." In the remaining
installments of this series, I will describe how a Christian viewpoint, recognizing
the superiority of good over evil, ~an be applied in O&D with excellent results.

I began this series by demonstrating philosophically that good is g;reater
than evil, since good can stand by itself (regardless of yin and~ concepts
to the contrary), while evil is derivative and parasitical, having no power
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that it did not steal from good. It remains to show that the embodiment of
supreme good in a specific. personal God is just as healthy and logical for the
fantasy worlds created by us as it is for the real world created by Him.

At the close of Michael Moorcock's liThe King of the Swords," interdimensional
rover Jhary-a-Conel takes leave of a world whose Gods have been destroyed by
personifications of blind fate, explaining to protagonist Corum that he prefers
to live in a personal universe (which, as I discussed in the previous installment.
is really a univer:::al human desire). Bidding him farewell. Corum replies, "Do
not despair of this world. Jhary ~ new Gods can always be created. It

The notion that "1\lan creates God in his image" is not original with Moorcock.
It is at least as old as the ancient Romans. who made a god out of any dead man
they revered sufficiently; later. their emperors took the logical next step and
deClared themselves to be Gods (as the Pharaohs of Egypt had long done without
bothering about the preliminary stage of writing novels in which men create Gods).
There is neither logic nor evidence demonstrating that the ultimate intelligence in
the universe owes its existence to a puny primate species on one small planet of
one small star in one ordinary gA.lflxy; the idea's survival is entirely due to the
collective egotism of that primate species. But it's a convenient idea for ecumenical
movements. After all, if every God is an animated cartoon projected from people's
brains, one can truly say that all religions amount ~o the same thing. The
Romans, who at heart were atheists like Moorcock, thus had an easy time reconciling
the religions of the countries they conquered - all were interchangeable.

Except One.
The Caestlrs might not have been so baffled by the "narrow-mindedness" of

the Judeo-Christian faith if they had only remembered Aristotle's principle that
two mutually contradictory statements CRnnot both be true at the same time. The
Biblic31 belicf-system and any other belief~system at all are mutually contradictory.
The Bible says that a God with definite characteristics did particular things
at particular times in recorded history. He is not n "principle" equally present
in all religions; He is a Person, and either you believe in Him on His terms to the
extent of the knowledge you possess, or you arcn't believing in llim at all (Exodus
20:2-3, Luke 11:23. John 14:6-11, Acts 4: 12. Hebrews 1:1-4, Revelation 22:8-9),
Burns has told us the Jesus. Buddha, and John Denver are all equally Sons of
God; and the typical D&D player, believing all religions to be equal because
e? ually false, sees nothinR' wrong with ranking Cram .Sct. Cthulhu and Krisna
rlght alongside Yahweh God and His Son Jesus Christ.

But it won't work. except by an outrageous suspensjon of logic. Jesus
cannot be changed at a Judge's whim into a resident of Melnibone or Barsoom. A
truly mythical figure like Odin can, without detriment, be used apart from his
historical background (though I appreciated Paul K. Johnstone's excellent pieces
in the Dragon about the origins of Odin!); but if you try to take Jesus, the Son
of God, out of His Biblical oontext, you just aren't talking about Jesus anymore.
It was at 8 specific point in space and time that He died to pay the penalty for your
sins and mine. You must either accept that fact. or deny 1t: don't cop out by
saying, "tt's true for you, but not for everybody."

If you rl?ally want internal logic in your game-universe. don't try to
make everybody happy by an impossible theological compromise. No universe
is bi~ enough for two or more competing omnipotences. 1f Jesus Christ is going
to play any kind of part in your games. you~ allow Him to be what He said
He was: supreme and without equal. If you don't want the Biblical God and His
Son to be absolutely on top of the cosmic heap. you must completely exclude
Christianity in all forms from your campaign-and invent some new religious symbol
to be used in place of the Cross for turning back vampires. Either way, be
sure to let your players know your choice of oosmology. Non-Christian D&D fans
entering a Christian Campaign must not be sHowed to think that a fighter can
maintain paladin status while worshipping Brahma: likewise. if Christians enter
a campaig-n whose premises definitely exclude Christianity, they must. in fairness,

19 Pegasus



reserve their theological insights for real-life discussions. regarding the game os
a recreational exercise in artificial myth (just as one may enjoy "The Iliad" and
"The Odyssey" without believing there actually is such a person as Zeus) .

It is not my object in this series to prove that Christianity is true in real
life; I do. nonetheless, believe it to be true, and on much IJrmer ground than
tradition (I was raised an agnostic) or emotional wish- fulfillment (I became a
Christian largely through the study of history at Rockford College). Anyone
interested in learning just how great a weight of logic and evidence Christianity
has in its favor may read the works of C.S. Lewis and Josh McDowell - or obtain
my address from this publication and mail me any questions he or she cares to ask.

If anyone reaoing thIS series has been disappointed at how little t have
so far said about OlD itself, please don't check morale just yet. I will deal
with gaming this time; but it was necessary to establish my philosophical ground
first. 1£ we overlook the Biblical God's claim to absolute supremacy, we can't
begin to apply Christianity to D&D because we're not yet discussing Christianity
at aU - only Unitarianism.

An evangelical Christian who takes up fantasy games has to deal with a
"stumbling block", namely the whole concept of "Magic." In the real world. all
attempts at occult experimentation are regarded by God as rebellion against Him
(Leviticus 19:31. Isaiah 8:19. I Corinthians 10:21). We are meant to use the
natural abilities God has given us, but to depend on Him in all supernatural
matters; to try to take mystic powers into our own hands is to insult God. as if a
little boy riding in a car were to try to snatch the steering wheel away from his
father. (fne may reply. "Oh, but I'm not intruding on God's department: magic is
a form of science, not a religion." but that is not so. Only the gulf of time
between us and the pagan era enables us to make that false dichotomy.
Historically, all forms of sorcery or withchcraft have theIr origin in some kind of
religion. ThePharaoh's "Magicians" who opposed Moses in Exodus were really
priests; similarly, to day's so-called "Science" of Transcendental Meditation is
nothing more or less than Hinduism.

How. then, can a Ix>rn-again Christian play OliD without seeming to himself
or others to be expressing a wish to stray from his faith? The way I do it is
to conceive all campaigns as happening in parallel worlds. (By "parallel world ,"
I don't mean an alternate Earth - "Earth os it would have been if Carthage had
conquered Rome" - but something more like e.s. Lewis' Narnia; on other-dimensional
planet that is not thought of as replacing our Earth.) The Fall of Man and the
consequent subjection of our Earth to Satanic powers (I John 5: 19) is the main
reason why no occult research, even if not consciously intended as rebellion
against God, can free itself from association with spiritual evil. But we can
always imagine another world in which, although evil exists, the powers of evil
have not been able so thoroughly to contaminate the "Metaphysical Environment"
as in the case of our world. In such a parallel world. there could be such a thing
as~ magic- a psychic science, rather than a false religion competing with thc
true God. On this premise my own DID Campaign is built.

I imagine my game-world to be Tolkien's Middle-Earth, at at time centuries
after the events in "Lord of the Rings." The above theory of parallel worlds
helps to reconcile Elvish and other Magic with the worship of the one true God
(called by the Elves "Eru lluvatar"); it also helps to fill in a blank in Tolkien's
anthropology. In "The Silmarillion," the First Men. or Edain. simply· appear
from nowhere. and the Elves never seem to find out their origin. My idea is that
these men were natives of our own Earth in its primitive era. and that Yahweh/Eru
"plane-shifted" them to Middle-Earth to start a colony of humanity in that world
(just as, in the Chronicles of Narnia, C.S. Lewis had AsIan/Christ supply Narnia
with human beings from our Earth, instead of creating a se~arate human race.)
The final destruction of Sauron. in my conception, occurre around 100 B.C. by the
time-scale of our Earth. Two or three hundred years later, then, I imagine that
God arranged for Christians from our world to be transplanted to Middle-Earth
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to preach the gospel of Christ to Elves. Dwarves and Halflings as well as to their
fellow humQns.

Subsequent crossovers from our Earth brought in the English language- and
whatever other elements of the real world I wanted to have appear in my game
world. (That's how you can get anachronistic items in your dungeon without
spoiling the internal logic!)

Some will object that a Christian DlD campaign, in which good ~haracters

are guaranteed to attain everlasting happiness in the end, destroys the suspense
of adventure. Not so! There's plenty of room left for uncertainty in what
happens before that eternal bliss; Jesus Christ had to warn His followers, "In
this world you will have tribulation." Sam Gamgee, in "The Return of the King,"
had 8 vision of "light Qnd high beauty forever beyond (Sauron's) reach." but
this did not relieve him of the responsibility to fight against the immediate threat
to his world.

Others will object that the stern moral authority of the Christian God puts
too many limits on a character's freedom. But have you considered the restrictiveness
of other cosmologies? The Eastern religions view man as the prisoner of Karma;
in Greek mythology, gods and men were subject to Fate, and often brought on
a predestined doom in the very act of trying to avoid it: and in Norse mythology,
everything that a hero achieved or enjoyed was overshadowed by the inevitability
of Ragnarok. The Judea-Christian view, in contrast, dignifies makind by asserting
that our will is truly free, and our free choices crucial to our eternal destiny
(Genesis 4:7, Deuteronomy 30:11-14, Joshua 24:15, Mathew 23:37, James 1:13-14).

My final installment will deal with handling a player character in a Christian
DAD campaign: until then, consider some of the advantages for Judge's in such
a campaign. If somebody's 20th-Level lord is getting too arrogant. you can have
God assign him humiliating tasks: if he refuses the tasks. you can punish him
with divine wrath against which there is no saving throw! On the other hand.
the Biblical God is also a God of Forgiveness (Ezekiel 18:21-22): this would give
you the option of restoring Paladinship to an ex-Paladin if he is truly penitent.
Above all, you can go right on making your dungeon frightfully dangerous-and
if players complain at the deaths of their characters. you reply, "Well, was your
character born-again? If so, he's happy now in the presence of God: 1 just hope
that the same wiH be true of you when you die! l'

How is a player character to be handled in a fantasy campaign which has
a universe ruled by the Judea-Christian God? The crucial difference from the
usual polytheistic D&D setup is, of course, in the moralltheolo¢cal realm. and
all pragmatic differences hinge 0)1 that.

First, a word on character alignments. T.S.R. did us alia favor by
SUbdividing the original three alignments of Law. Neutrality and Chaos, for, as
they have borne out, the conflict between gtK>d and evil is not strictly identical
to that between regUlation and individuality. As long as there were only three
alignments, it was correct to associate the Lawful with goodness (for any person
who aims to do good will, knowingly or not. be following eternal moral principles
which might as well be called "laws"): but in reality. of course. goodness has
some room for diversity. Thus, a La\'Jful Good lammasu, a NeutroJ Good pseudodragon.
and a Chaotic Good storm giant could easily associate with each other, their common
moral alignment counting for more than their differences in philosophical alignment.
But none of the aforesaid creatures would make an aUiance with beings of any
evil alignment; they would consider a compromise with evil to be treason against
their own alignment. And this brings me to a disagreement with T.S.R. They
hold that intelligent beings can be morally Neutral: 1, and the Bible (Luke 11:23).
hold otherwise. The only grounds for neutrality in any moral issue is ig-norance
of where the right resides: once known. that right must be obeyed. or else. even
by apathy, one is helping the side of evil. Accordingly, t allow only seven
alignments in my-campaign: Lawful Good. Lawful Evil. Neutral Good. Neutral Evil.
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Chaotic (or "Individualistic") Good, Chaotic Evi.l- and an "absolute Neutrality"
available ?nly to dumb animals, the retarded, or beings otherwise incapable of making
moral chOlces.

The following changes in play are not all used in my campaign; but that's
only because my campaign grew out of the polytheistic one in which I was first
initiated as 8 wargamer. If I ever get around to starting clean over, my new
campaign will be run by these ideas. The core idea is that aU Christian characters
have advantages and balancing restrictions similar to those affecting Paladins in
conventional D&D.

The advantages I would bestow on Christian characters, especially clerics,
mostly involve the preservation of free will and mental/spiritual integrity.
Christian characters should be immune. or at least extremely resistant. to such
spells as Charm, Fear. Geas, Quest. and Beguiling. 8S well as to externally forced
alignment changes. Psionic control might be allowed but only under such limitations
as exist already for Suggestion, Le. not being able to make the victim knowingly
do something contrary to his true nature. Clerics should be immune to being
transformed into werebeasts or undead monsters; other Christian characters, if
sUbject to such transformations. should at least be able to restrain their monster
nature (as does the good-guy vampire. Hannibal King, in Marvel Comics' "Tomb
of Dracula" series). The Cross should have some hindering effect on aU undead
types when wielded by any character of good alignment. A Christian magic user

should be free or" th'e danger 'of insanity when using a Contact Other Plane.
A character coming from a culture that has not heard of Jesus Christ can

be counted as good in aligrunent if. and only if, his heart is so oriented toward
goodness as to make him willing to believe in Jesus once the truth of the gospel
is revealed to him (compare the character of Emeth in C.S. Lewis' "The Last
Battle"). A character in this state of innocent ignorance would. unlike the
Christians, be vulnerable to demonic possession and similar misfortunes, but
any Christian Cleric or Paladin, coming upon such a victim, should be able to
free him by exorcism. (I hold that "exorcism" should not be an exhaustible
Clerical Spell. but 0 reusable power like the power of turning back the undead.)

Christian Clerics (and Christian magic users with a Wish) should be the only
ones able to restore the dead to life. Evil High Priests should be allowed to do
no more than produce higher-level undead types: liches, vampires, or mummies.
(Regeneration, however, would still work as in regular campaigns on the scientific
ground that a dcad person's bodily processes do not shut off instantly upon the
techni cal moment of death. )

Now, before you say, "There g'Oes the Game Balance," I assure that these
privileg'Cs for Christian characters are contingent upon 8 stern code of
conduct. Most of the restrictions involve respecting in other beings the same
liberty and integ-rity of mind and spirit that God is safeguarding for the Chnstiho
character. The Christian clcric. magic user, or psionic would be forbidden to
exercise ,any power that over-rules another being'S freedom of choice, except
perhaps In the most extreme of emergencies. This restriction might even apply
to the conjuring of djinni, elementols, invisible stalkers Bnd so on. though it would
not affect the "ordering away" of the undead by clerics. An Animate Dead Spell
would be permitted to Christian spell-"casters only as a means of preserving some
ones body for eventual resurrection. Such magic items as Rings of Human Control
would be considered inherently evil objects, like Tolkien's One Ring of Sauron,
automatically corrupting the user.

Moreover, Christian characters would have to give up the elitism so common
in the mutual-admiration societies of long-time D&D buffs, a fault of which I my
self have been guilty. The high-level fighters could no longer routinely send
low-level hirelings ahead to be slaughtered by vastly superior foes. Patriarchs
could no longer "save up" all of their Raise Dead Spells just to keep on re-reviving
someone's favorite 20th level wizard; the dead infant daughter of an N. P.C.
peasant could have equal claim to resurrection.
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AD&D campaign played by the above rules should be the more enjoyable
for Christians who love fantasy: and a non-Christian who enters such a campaign
should, hopefully, be able to see examples of the beauty of unselfish. charitable
behavior in the oonduct of the Christian charcters. (Of course, the nesh-and
blood Christians operating those characters also 1ught to furnish such examples

of goodness: remember your alignment, brethren!
If wargaming veterans desiring new approaches would like to take a step

beyond the variations I have proposed. a radical change could be made very
simply by declaring all mRgic to be incompatible with Christianity (as is the case
in the real world). All magic users. illusionists. and Druids would be relegated
to evil alignment - Druids being' So treated because it is a sin to worship Creation
instead of the Creator (Romans 1: 22-25). Christians. on the other hand. would be
the only ones able to use Cledcal Spells. and some Druidic Spells. such as Call
Lightning. would be available to Christian clerics. All magic items except Holy
Swords, saintly relics, etc. would be inherently evil and corrupting, but. by woy
of compensation, Christian characters would occasionally be miraculously enabled
to do impossible things (as R.E. Howardts Solomon Kane was once able to fight
an immaterial ghost successfully without the aid of any magic weapon). Christian
characters would accrue experience points by helping innocent people in distress
and by persuading evildoers to repent of their sins - not by killing enemies (except
when this is unavoidably necessary for the protection of the innocent).
of the innocent) .

If you want to go still farther, you'll have to take leave of fantasy altogether
(temporarily, anyway), and start reading the Bible, where you'll find plenty
of adventure in the true stories of people who faced the real world1 s monsters,
armed only with truth, and faith in the God who was rolling the dice for them.
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GRIFFIN MOUNTAIN describes Ihe people and lhe area of
Salazar and the Elder Wilds. Balazar is a sparsely populated
hunting ground for apPlO)(imately 12.000humnn barbarians.
rhe Elder Wilds has roughly the same population but is
comprised of trolls and elves instead. GRIFFIN MOUNTAIN
comes alive with multiple maps (including two 20"x 30"),
scores of scendrios, dOllms of personalities, hundreds of
monslers and a S1ar1 it YQllrsclf cult. ViSl1 the giant's castle
or search lor lhe wondrQllsWind$word. Perfect for beginning
and experi(lflCC(! players. This scenario pack cstablishcsa new
state-of-the·art in role-playing I 208 pages for $15.95.

chaosium inc. Write fora free catalogue.,
Albany.CA 94706 (4151527-7361

NEW FOR

Have your players got you down? Too much Rune
magic. too many lClO%+ skills? Now. help is on the
way for beleaguered referees with CUL TS OF
TERROR Nine of the deadliest deitIes in Glorantha
are presented in the popular cult format. Induded are
Nvsalor. Path to Ulummatton; Mallia. Mistress of
Disease; the cult of the Crimson Bat; Krarsht. the
Hungry One: Primal Chaos; the Vampire Lord Viva
mort; and many more. 96 pages for $9.95

CULTS OF
TERROR~

'-------



RUNELETTERS
This edition of Runeletten presents an addition to

the recently released Source Pack from Chaosium, Inc.,
Griffin Mountain. It provides extra detail on the clan struc
ture of Balazar. Also, there is an expansion to the cult of
Votanki, one of the area's indigent religions.

Runequert tm players. please note that there are
two projects currently in the works that can use your con·
tributions. John Sapienza and I are each working on projects
that desperately need contributors. Gateway Bestiary Two
and The Runequen Supplement are both collective works
and need your input. I am editing the Bestiary and John the
Supplement.

For Runequest Gateway Bestiary Two, 1 want
original monsters, creatures of chaos. natural animals,
mythological creatures. vegetable monsters and sea crea
tures. For a set of writer's guidelines. send a SeIf·Addressed,
Stamped Envelope ISASE) to: Runequest Gateway Bestiny
Two, cIa Paul Jaquays, 343 Oakland St. Apt. 31, Manches·
ter CT 06040.

For The Runequest Supplement, John Walts new
spells, rules, cults, and neany anything pertinent to Rune
quest tm. Anything you feel is appropriate may be sent to:
John Sapienza, Jr., 2440 Virginia Ave. NW, Apt. 0-203,
Washington, DC 20037.

Any questions concerning Runequest tm, Griffin
Mountain, etc. may be sent to me, care of Pegasus, All
questions will be answered briefly in this column. If 8 1000ger
or personal response is required, please enclose a Self-Ad·
dressed, Stamped Envelope.

Griffin Mountain Supplement: The Clans of B.lazar

The social structure of the Balazaring peoples in
Griffin Mountain is divided into a basic social unit of 416
people called a clan. The clans were founded by the ten sons
of the legendary Votanki. However, many of the original
clans have disappeared, while others have split several times.
The clans are now chiefly known by their totem or patron
animal spirit_

Historically, each clan belongs to one of the three
Tribes established by Trilus, Elkoi, and Dykene, the three
offspring of the founder hero, Balazar. In practice, the clans
may dedare the tribe relationship as a point of pedigree,
but most Balazarings pay fealty only to their clan. A clan's
loyalty to its Tribe is either purchased or earned, not owed.

The citadels all have larger than average clans. These
clans are presided over by a King, instead of the u$Yal chief
tain. When a clan is listed as being a "Citadel clan" of one
of the citadels, it refers to the dan of the reigning King.
Not all residents of the citadels are members of the citadel
clan. There are usually members of allied dans present,
along with tolerated remnants of previous citadel dans.

Table one below and the following descriptions list
the clans of Balazar. The clan's Tribal affiliation is shown in
parentheses. Also listed are current alliances and enemies.
The number following the enemy clan's name shows the de
gree of animosity for that enemy. Table two defines these
degrees of hatred.

The clan table is usable when starting a Balazaring
character or when Balazaring hunters are encountered.
Differences in clan affiliation can lead to interesting en·
counters.

Table One: Clans of Balazar
To use the table, roll 1020

020 Clan
1 Sable (Trilus) Enemy - Great Bison Clan (5)
2 Great Bison (Dykene) Enemy . Sable Clan (3)

Ally - Thunder Lizard Clan
3 Red Sable (TriIUs) Enemy . Black Lion Clan (3)
4 Impala (Citadel Clan of Trilusl

5 Great Sable (Elkoil Enemy· Crocodile Clan (4)
6 Barking Deer {Trilusl Enemy - Griffin Clan 131

Allies· Grey Wolf, Brown Boar and cave Bear
Clans, Citadel of Trilus

7 Thunder Lizard" (Trilus)
Allies· Great Bison Clan, Citadel of Trilus

8 Tiger (Elkoil
Ally· River Snake Clan

9 Silver Hawk (TrHus) Enemy· Black Dog Clan (31
Ally· Citadel of Trilus

10 Grey Wolf (Elkoi)
Allies· Barking Deer Clan, Citadel of Elkoi

11 Griffin (Dykenel Enemies - Cave Bear 161. Barking
Deer (3), all Citadel Dwellers (3)

12 Crocodile (Trilus) Enemy - Great Sable (4)
Ally - Citadel of Trilus

13 Black Dog (Citadel Clan of Elkoil Enemy· Silver
Hawk Clan (3)

14 White Goat (Dykene)
Ally - Citadel of Dykene

15 Blue Bear (Elkoi) Enemy - This dan is known as the
Eubuck hunters and is shunned (Hatred inten·
sity 2) by all other clans.

16 River Snake (Elkoi)
Ally - Tiger Clan

17 Tree Ghost (Citadel Clan of Dykene)
18 Black Lion (Dykene) Enemy - Red Sable Clan (3)
19 Brown Boar (TrilusJ Enemy· Hatred intensity 1 to·

ward all Citadel Clans
Ally· Barking Deer Clan

20 Cave Bear (Elkoil Enemy. Griffin Clan (5)
Allies - Barking Deer Clan, Citadel of Elkoi

"The Thunder Lizard is also known as a Brontosaurus.
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The Cult of Votlnkl

Tlble Two: Intensity of Clln Animosity
To use, roll 106

06 Attitude
1 Dislike

2 Repugnance
3 Scorn

• Hostility

5 Hatred

6 Unreasoning Rancor

L

Action
Avoid prolonged contact with
enemy.
Avoid contact with enemy.
Taunt enemy from a distance,
often hurl stones, offal, and
insults.
Attack enemy from 8 position
of strength (ambush, mobs,
on attacker's home ground.)
Attack enemy on si!tlt (situ·
ation may prevent attackl.
Attack enemy on si!tlt, reo
gardless of situation. Atta-
ckers fi{l1t as if they had
Fanaticism cast on them.
Combat lasts until one side is
destroyed.

As described on page 15 of Griffin Mountain, the
cult of Votankl is a minor Hero/ancestor religion; a variant
of the Daka Fal cult. Although legend declared him to be
the true father of the Balazaring peoples, the Hero/god is
not as popular as the later Hero, Balazar. Even 50, most clans
will usually have a Priest or Shaman who devotes part of his
time to the mysteries of Votanki. The limited nature of this
cult allows only the following Rune spells: Discorpoflltion,
Divination, Extension I - 3, Mind Link, Warding, and the
cult special Rune Spell, Summon Son of Votanki.

Three Point Spell

Summon Son of Votanki: Duration· combat or 15 min.;
Range 160 m of caster; Reusable.

This spell summons a powerful cult spirit, said to be
that of the Votanki·son who founded the caster's clan. The
caster must be a blood member of the clan or the summoned
spirit will immediately attack him or her. The spirit is
Friendly, has a POW of 506+9, and INT of 306, 204 Rune
spells, and 2D4+i) Battle Magic Spells. The spirit appears in
the guise of the clan's beast totem, taking on a semi-solid
fOnTl. Its attack is equal to its POW x 5 and does 2010+2
damage. It has Hit Points equal to its POW. The spirit may
speak in the tongues of men in this form, using any lan~age

known by the caster. If the spirit's physical form is des
troyed, it returns to the Spirit Plane. This spell may also be
used in the same fashion as the Oaka Fal spell, Summon
Spirit Teacher.

Since the last Runeletters column was written,
several Runequest tm projects have been released by the
Chaosium, Inc.

Wynn'. Footnotes, the Chao.ium'. "other" maga·
zine, has pubUshed a pair of issues and gone from being a
"House" newslener for all Chaosium games to devoting
itself strictly to the world of Glorantha. Now edited by
Olarlie Krank, the magazine is beginning to lose the fanzine
look that marked earlier issues. Much of the magazine is of
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interest to Runequelt tm players. If anyone is interested in
keeping up on what is going on in Glorantha, Wyrm'. Foot
note. is the place to find out. A single issue of Wynn'. Foot
notes i. $2.25.

Cults of Terror is to the bad guys and monsters what
Cults of Prelt is to the player characters. Nine dangerous
dieties for Glorantha are discussed in terrifying detail. Any
one of these cults alone can terrorize a campaign. The book
gives much insight into the history and cosmology of Glo
rantha, along with detailed views of broo and scorpion man
societies. Use the cults with care. Cults of Terror Is $9.95
from ChaOlium Inc.

Griffin Mountain is the largest game adventure ever
published (Mr. Guiness, are you listening?). It is a complete
depiction of a Balazar, a section of Glorantha just north of
Dragon Pass and northwest of Pralt. Unlike m...y source·
books which offer worlds, Griffin Mountain goes Into detail
about the inhabitants (not just how many people live in
what village), giving in depth views of their leaders, their
lives. and their land. This is not a dungeon adventure. The
book Is aimed at holistic, above--ground campaign. Most all
of the material can be adapted to the Judge's own campaign,
inclUding weather charts, personalized ertcounters, found
encounters. 8 merchant caravan, barbaric citadels, and two
new cults, Foundchild and the C&codemon. Griffin Moun
tain is $15.95 from Chaosium.

The previous message sho~J1d probably be lilted as a
plug. not as a review, since 1 am responsible for much of
Griffin Mountain and some of Cutts of Terror. II will bear
the burden of all the loathsome deaths attributable to
Thanatar.)

The opinion. expressed in this column .re not necessarily
thOle of Judges Guild or The ChlOSium, nor are they ap
proved for the ChaOlium'. world of Gloranth•.
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In my first stroll through the marketplace, a wealth
of new releases was discovered. So. being the heroic (?) ad
venturer that I am, I braved many perils to bring you these
important news items.

Judges Guild has released ten new play aids for your
role playing campaigns. The Tower of Indomitable Circum
mnce. by Corey Cole. is a 32·page adventure detailing the
attempt by Math (the demi·god Wizard of the celtic my
thos) to reach godhood. To do so, he needs worshipers, and
you are his neophytes. Can you survive the "Initiation Test
of the Old Order" and prove your worth to this aspiring
demi-god? Play this scenario and find out for only $4.98.
Masters of Mind, by Charles Wilson, is an excellent 9&page
treatise on psionic powers and their usage. Usable by all role
playing games. this is a must for all Judges who have JOCOf'"

porated psionics into their campaign. Marooned on Ghost
ring. by Walter and Dorothy Bledsaw,a 32-page Tra,eller tm
adventure selling for $5.98, details an adventure in the
Midormega Subseetor of the Maranatha - Alkahest Sector.
A new alien race is featured, as well as many new, indi
genous life forms. Explore the world of Ghostring (on a
22" x 34" world mapl in the fantastic far reaches of science
fiction. House on Hangman's Hill, by Jon Mattson, lets you
explore an AD&D tm haunted house. This is an adventure
for a stormy night, with all the flavor of the old monster
movies. Selling for $3.95, I suggest you don't miss this 32
page "nightmare." Trial By Fire, by Mike Wilson, is a 32
page introductory adventure for AD&D tm. Explore the
ruins of a once-secret military fortress, using the characters
pro,ided or your own. This is an excellent adventure for
beginners and mastersalike_AmycusProbe,IS5.98l by Dave
Sering. is the first of a series entitled The Border Prowler
Series. look for Rogue Moon and Darkling Ship in the near
future. A Tra'eller tm adventure, Amycus Probe comes
~mpletewith rules for toumament play and campaign play,
Important terrain and ship maps, oomplete personnel and
equipment slats, and new space craft la 40-ton armoured
Assault Shuttle and a 1,000-ton Border Prowler Class Ship).
This series is designed to be played with the same set of
characters, introduced in this scenario, and promises to be
possibly the best Traveller tm ad'enture on the market.
Port 0' Call: Tarlkin's landing, also by Dave 5ering, is a 48
page adwmture for aU science fiction role playing games. It
comes complete with 22" x 34" map, as well as numerous
building maps. Opportunities abound for legal and illegal

enterprises. A must for beginning spacemen, this first in the
Port 0' call series sells for $6.98. Restormel, by Scott
Fulton, is a 32-page adventure usable for all fantasy role
playing games. Terror stalks the night in the lonely village
of Restormel. Can you help save the inhabitants from the
Deep Lurkers? Explore the ruined fortress on a 22" x 36"
map, and test your skills and bravery. An excellent scenario
for beginning characters. Thellihiedrin Book, by Dan Hauffe,
is a 32-page AD&D tm samario detailing the search for a
fabulous book by a beautiful Wizardress. Can you defeat
the guardian of the Book, rccover the Book intact, and
return alive? Play this adventure and find out. It sells for
only $3.95. Zienteck, by Mark Harmon and Janet Kirby, is
an AO&D tm adventure detailing a wilderness trek to gain a
forgotten Wizard's treasure. New monsters are featured that
were created by the aforemer1tioned Wizard. Many suspense
filled hours are provided in this scenario, which sells for only
53.50_

Other companies' releases include Timeline Limited's
Game Maste(s Shield and Reference Tab'es ($5.00) for their
game, The Morrow Project. Also for The Morrow Project

are the Restricted Identity Package 1$.95), Vehicular Blue
prints (59.95), Vehicular Basic Loads ($5.95), and Personal
Basic Loads ($7.95). Then there are FASA's various Travel·
ler tm ship desigm for use with Martian Metals: I.S.P.M.V.:
Tethys 155.00, Para-Military!, I.S.P.M.V.: Fenris ($7.50,
Para·Military, also includes the S.F.V.: Valkyrie· a fighting
ship), I.S,C,V.: Leander 155.00, commercial vessell, and
Z.t.S.M. V.: Vlezhdatl (57.50, Zhodani military);and GDW's
Double Ad'enture 4: Marooned ($4.981, Traveller Supp'e·
ment 9: Fighting Ships ($3.981. and their Traveller's Aid
Society Journal No.9 154.001 featuring information on the
Zhodani race_ There is also Chaosium Inc.'s Stormbringer
game 1$20.001 which, of course, dcalswith the famous soul
stealing Swo.-d of the infamous Elric of Melnibone, and
Simulations Canada's Di'ine Wind (515.001. a war game for
you Kamikazes out there, and Jahid IS 15.00) a game of the
rise of Islam. Then there's Task Force Games' Heroes of
Olympus (S17.95), and Starfir. III Empires 153.95); from
ancient Greece to Interstellar space . gee, 1wonder if 1could
combine them....7 Flying Buffalo, Inc. offers two new
scenarios, Blue Frog TaYern ($4.98), a solitaire, and Cata
combs of the Bear Cult (53.95), and, in the realm of mini
atures, there are Heritage's Galacta 25 series which now
features three Planetary Policemen and a Grav Scooter
($3.95), and avery fine set of miniatures by Saxon featuring
Dragon Eggs, b<lby Dragons, and Large Spiders feasting on
Dragon Eggs (from $.98 to $4.981. Lastly, in the magazine
end of the business, Adventure Gaming No. 3 is on the
news stands; it has a very interesting artide concerning
magic kisses (excuse me while I do some homework....1

Welt, that's all for now, so, until next time 
Keep the PeaceJ
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At~efltiofl, "'rriOl's

~re are flew faqtasy

and \VIzards:

worlds to cOflqoer!

HIGH FANTASV Is your introduction 10 a brand
new series 01 high adventure, rOle-playing games,
Unlike other fantasy role-playing games, HIGH
FANTASY is simply designed· yOu don't have to
memorize staggering amounts 01 malerial. In·
stead, you'll learn how 10 become a war,ior, a
powerful wizard and charge through reulms of
blcxx:!thirsty monslers, swarded knights, and won.
drous magic. You'll gel all the basic rules and
descriptions of monsters, plus a solo adventure
10 get you acquainted with this new fantasy
world. This ultimate adventure game proVides
you with countless hours of gripping action!

ADVENTURES IN HIGH FANTASY begins where
HIGH FANTASY leaves off. You'll gel lour won
drous adventures. Fortress Ellender is breath,
taking adventure where you'll m;.tch your wits
against an evil demon prince. Moorguerd is a
powerful wizard who tries 10 create the ultimate
weapon as players stumble across his laboo.
riddled lands. Terra Ash is a temple buried for
hundreds of years With three warring societies
that believe thl') world has perished. Lord ot Can·
quest IS for those HIGH FANTASY players who
love the battlefields 01 miniatures, a complete
sel of rules for 25 m.m. fantasy wargaming.

,,,

Go to your favorite hobby store and
demand the HIGH FANTASY GAMES.
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Cold Reacher
by Tim Grice

Frequency Very Rare
No. Appearing 1
Armor Class. 7
Move. . • . . . . .. . ..3" (1")

Hit Dice. . . . . 10
% in lair. . . . . . . . .. ..90
Treasure Type G
No. of Attacks 9
DamagefAttack 2-8

Constriction
Special Attacks .....Surprises

on a 1-4
Special Defenses .. Body under

10' of ice
Magic Resistance Standard
Intelligence Animal
Alignment Neutral
Size. .. . . M
Psionic Ability Nit
Attack/Defense Modes Nil
Level/Experience 7/2850
Hit Points 14

Tangiers are a form of
carnivorous tree. Assuch.
they are found only in
forests, and do not move.
The roots of a tangIer
extend far around the
tree. The roots will warp
the ground so as to form
paths. each of which will
lead straight to the tan
gier. The area immedi·
ately surrounding the tan
gier will be grassy and
smooth with a pleasant
air, suggesting a perfect
campsite. Woe betides
the unwary party of ad·
venturers that venture
close, however. for the
tangier will attack when
everyone is within reach.

The attack of a tangier is quite simple. Each of the
myriad branches of the tree has a full Hit Die, and will at
tack unceasingly until prey is totally defeated. As the tree
has slow vegetable synapsis, each branch attacks as a 1 HD
monster, and no more than 30 branches may attack a single
medium·sized target. Opponents of AC 7 or less will be hit
on two consecutive rolls of 20. When the tangier hits, the
branch does one point of constriction damage, and will re
main on the victim until chopped off, doing 1 HP damage
each round. As the branches entwine around the person hit.
each tentacle causes a ·1 to hit on the victim's part, to a
maximum of -4.

Due to the makeup of the tangier, spells do as little
damage to the tree as possible. For instance, a Fireball would
do 6 - 36 points of damage to the entire tree, not to each
branch. or an Ice Storm would do 3 . 30 points to the tree.
enough to kill four or five branches. Resh to Stone, however,
would petrify the entire tangier.

Frequency Very Rare
No. Appearing 1
Armor Class 10
Move 0
Hit Dice 10- 200 (10020)
% in Lair 100
Treasure Type. . . ..A, O. S
No. of Attacks .....10·200,

(same as HD)
Damage/Attack 1
Special Attacks .. Constriction
Special Defenses NiI
Magic Resistance Standard
Intelligence None
Alignment Neutral
Size l
Psionic Ability Nil
Attack/Defense Modes Nil
Experience Points 3000
HP 3

Tangier
by Tim GriceCold Reachers dwell in

sheet ice, where they lie
in wait for the first
passerby. When prey ap·
proaches, the Cold Rea·
cher will lash out with its
9 tentacles. Each tentacle
that hits will do 2-8
points of damage. When
a tentacle hits. it en
twines around and may
incapacitate one or more
of the victim's arms.

1-25 Neither arm
caught

26.{)0 Shield arm
caught

51-75 Sword arm
caught

76-00 Both arms
caught

When an arm is cau~t,
it can no longer act. If a

Shield aOll is caught. the Shield no longer helps Armor
Class. If the Sword arm is caught. the Sword may no longer
be used.

Each tentacle of the Cold Reacher has 9 HP, in ad·
dition to the 10 Hit Dice of the body. When 10 or more
points of damage has been done to a single tentacle, the ten·
tacle has been severed.

The body of the Cold Reacher is hidden underneath
10' of ice. and is invulnerable to any attack that cannot
pierce 10' of ice. Swords. Fireballs, and Magic Missiles will
not harm the main body, but Lightning Bolts will. If a
Passwall or similar spell is used, the body of the Cold Rea·
cher will be exposed. The body is size large, AC 5, and can
bit for 3· 18 points damage.

After the Cold Reacher loses six or more tentacles, it
will retract the remaining tentacles. If attempts to reach the
main body are made, the Cold Reacher will burrow away,
taking its treasure with it.
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Coldwyrm
by Tim Grice

Ice Dragon
by Tim Grice

Frequency Very Rare
No. Appearing 1·3
Armor Class. _ . ·1
Move 24"
Hit Dice 12·14
% in Lair _ 30
Treasure Type H, S,

T, Q (xl01. A
No. of Attacks 3
DamagefAttack 1-12/1-121

4-48
Special Attacks Breath

Weapon
Special Dp.fenses .. Impervious

to Cold;
Regenerates Fire Damage

Magic Resistance Standard
Intelligence Average
Alignment Neutral Evil
Size. . . L (60' long)
Psionic Ability. . . .NiI
AttacklDefense Modes ....Nil

Ice Dragon

Ice Dragons are found
only in the coldest of
regions. This is because
Ice Dragon are truly made
of ice, and tend to melt
in more temerate areas_
Ice Dragons sometimes
will fly south and ter
rorize a kingdom during
the coldest part of winter.
For an Ice Dragon to live
the temperature must
never rise above freezing.
Thus, some snowy peaks
of ice·bound mountains
will harbor an Ice Dragon
all year long, but only if
a cave that will be snow·
bound all year round is
available. During the sum
mer months, the Ice
Dragon will estivate.

Ice Dragons are im
mune to any Cold-based Attack. Also, if the temperature is
below zero degrees centigrade, the Ice Dragon will regener
ate all Hit Points lost to Fire Attacks at a rate of one Hit
Point per round per ·10 degrees. Between a and -9 degrees,
Ice Dragons regenerate 1 HP each round_ Between ·10 and
-19, they regenerate 2 HP a round. Fire damage includes
Fireballs, Burning Oil, and Flaming Swords. Note that Ice
Dragons will only be found in areas below freezing.

Ice Dragons resemble true dragons in age levels and
Hil Points per die. Further, Ice Dragons have a 70% chance
of speaking the Common tongue. Ice Dragons also have a
60% chance of using magic. Each age level of the Ice
Dragon is equivalent to a level of magic use, so a very young
Ice Dragon could use but a single first level spell, while an
ancient one could use two fourth level spells, three third
level spells, three second level spells, and four first level
spells. See the chart of "Spells Usable by Class and Level"
Magic Users" on page 26 of the Players Handbook for fur
ther details. The spells an Ice Dragon can use will be selec
ted randomly, but no Ice Dragon can ever use any Fire
based spell such as BUn/illg Hallds, Pyrolcdmics. or Fire
ball.

Ice Dragons in lair will be asleep 20% of the time.
The Breath Weapon of an Ice Dragon is a cone of

frost, with a y," origin, a base of 6", and a length of 9".
If killed in an area above freezing, Ice Dragons will

melt into a pool of water.
When alive, Ice Dragons are translucent ice blue with

many sharp edges.

Frequency Very Rare
Number Appearing 1 - 2
Armor Class. . . . . .. . 1
Move 10" '30"
Hit Dice 12 - 14
% in Lair. . . .. . . .40
Treasure Type H, S,

T,Q(x10)
No. of Attacks 3
Damage'Attack.. 1- 1011 - 101

4-4B
Special Attacks Breath

Weapon
Special Defenses .. Impervious

to Cold;
Regenerates Fire Damage

Magic Resistance ....Standard
Intelligence .. Genius
Alignment Neutral
Size. . . . . . .L (60' long)
Psionic Ability Nil
AttacklDefense Modes Nil

The Coldwyrm is a land
bound relation of the tce
Dragon. Coldwyrmsshare
the Ice Dragon's ability
to regenerate fire damage
Fire damage at the rate
of 1 HP per round per
-10 degrees centigrade.
lee Dragons are found
only in arctic regions.

Ice Dragons vary in
Hit Dice and Hit Points
per die in the same
fashion as do Dragons.
Coldwyrms have a 40%
chance of speaking, and a
35% chance of magic use.
The spells a Coldwyrm
can use are one first level
spell per age, until the
Coldwyrm has 4 HP per
die, then one second level
spell per age. Ancient

ColdwyffilS can use 4 first and 4 second level spells per day.
Coldwyrms cannot use any Fire spells.

Coldwyrms breathe a cone of frost with a If.,'' origin,
a base of 6", and a length of 9".

As Coldwyrms do not fly, they have much heavier
armor than do Ice Dragons, and the daws of a Coldwyrm
are much larger than those of an Ice Dragon. The legs of a
Coldwyrm are very long, which allows Coldwyrms to run
fast enough to run down a horse.

Coldwyrms melt in temperatures above freezing.
Coldwyrms in lair will be asleep no less than 50% of

the time.
The lair of a Coldwyrm will be a cave hollowed out of

solid ice. Coldwyrms will typically have some monster live
in the lair so as to guard the treasure while the Coldwyrm
hunts. Typical monsters are polar bears, winter wolves, ice
toads, or yeti.
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WITH NATIONS UNDERFOOT
by Michael S. Que.enberry

Melshorn's husky frame scurried
through the jungle nearly doubled over
with the burden of a fullllrown mate
antelope carcass. The path he followed
was slippery just like always. except
for the nature of the poor footing. In
stead of the customary mud and muck,
the trail was frozen and covered with
snow. The usually profuse flowers
were gone, along with most of the ani
mals. Testimony tothe fear engendered
by the alien weather. was the village of
lizardmen two miles to the west of
Melshom's present destination. All
were either the victim of suicide or
cannibalism. Earlier. Meslhorn had
considered this source of food as a
means of fulfilling his position as
hunter for one of the Emperor's special
task forces. Luckily, he had found one
of the larger animals that had frozen
to death.

Greeted by cries of "It's about
time, Mell" and, "We thought we'd
have to eat your honel" Melshorn
stumbled into his party's camp just off
the path. After placing the meat in the
competent hands of the cleric Shane
Nostargoth, Melshom dropped his at

coutrementl and loped over to the
unt which sheltered the leader of the
expedition. Inside, Del Thorber leaned
over an object which he cradled in his
lap. The eery glow that emanated from
the thing, casting ghoulish shadows on
the kind and fatherly face of Del,
brought Melshom up short. His obsti
nant and self·assertive nature gave way
to the more powerful aura which per·
vaded the tent. His expressive brown
eyes locked with the cold grey eyes of
the older man, their previous fire sub·
dued.

"I trust you were able to reple·
nish our food supply. Tell the othen
that we will leave at dawn. Dismissed."

Melshom was not chagrined due
to the ClJrt manner of his superior.
That was Del's nature: stem, fatherly,
thoughtful. They all depended on him.
Mel sat next to Valentino Pleiadaederle
in order to restore some warmth to his
body at the fire. The bard's usually
sunny attitude was suppressed by the
continuous bad weather. Despite his
best pncautioos. the mandolin awarded
to him for excellence in ballad delive·

ranee had warped and could not be
properly tuned. The day before his dis·
covery of the damage to his instru
ment. Val had gashed his leg fleeing
from an angry ogre. Melshorn could
sympathize with Val only after a bad
rash discomforted the bard enough to
cause a dent in his good nature. Even
so, he did not sit too ncar the dis·
gruntled troubador.

"Here. you two, have some
soup. It will warm you faster:' offered
the practical cleric.

Colorless, but useful, Shane was
a necessary part of the group. Not given
to flowery speech, he could be des·
cribed in many ways. He called him·
self practical, though, and left ;t at
that. He was used to being unnoticed,
and actually thought of himself as
bland. Unknowing. Val and Melshorn
enjoyed their soup and left Shane
Nostargoth unthanked.

At the approach of twilight, Mel·
shorn looked at the faces gathered in a
circle around the fire. Val's curly gal·
den locks rested 00 the cold hard
ground ashe tried to catch forty winks.
The firelight danced across Shane's
SQuare, ruddy face and straight brown
hair as he and Del Thorber considered
the fine points of hand·to-hand com·
bat. Del's receding hairline contrasted
sharply with his fine silver hair and
mutton chops. His long thin fingers
cradled the crystal ball he had em
ployed earlier. Simon Solezaar was the
only one missing, and it was very
pleasant not to see the haWing's dark,
scowling face. Where could he be?

"Uh, Del ..." Melshorn was inter·
rupted by a sharp snapping sound as
the halfling in question came down
from the trees, as if on cue, to land on
the sleeping form of the bard. "Where
have you been, you sneaking thief7"

Val brought a hard fist down on
the stout little halfling, while cursing
and moaning. The grubby halfling
showed no indication that he had even
felt the blow that might have bowled
over a berserker in a tavern brawl.
Simon sauntered over and helped him
self to the antelope, leaving questions
and curses unanswered. When the bard
began to rise in order to punish the
rogue, Simon merely flicked a knife in

his direction to pin his cloak to a near·
by tree. Of course, Val pocketed the
finely·balanced throwing knife as pay.
ment for the damaged clothing. He
cast a meaninfullook in Simon's direc·
tion, which was understood to indicate
that Val would deliver a good solid
thrashing to any halfling who stole the
knife. Precautions were necessary even
against a thief who was a traveling
companion.

Del took the first watch. and the
ntght was uneventful until a shah
tipped with poison flew from Ihe
jungle. Judging from the angle of the
crossbow bolt, Del sent a Hreball into
the surrounding growth. Simon tore
through the growth and killed the
would-be assassin in the light of
another Fireball. A search of the body
did not reveal anything, and the lack
of valuables prompted the magic user
to question Simon.

"Gosh, Del, you know I'd never
take anything important." he sneered.

''Well, anyway... lomorrow is
none too soon to leave this spot. Wake
us at daybreak, okay, Shane?" com·
mented Thorber, ignoring the halfling's
insubordination for the nonce. He
made a mental note, though, intending
to bring swift punishment to bear on
Simon in the case of a more stressful
situation.

The vulnerability of five men
strung out in single file along a path
weighed heavily on Del's mind during
the trek the next day. Melshom led
the group, Shane followed, then came
Simoo, Del, and Val. Despite the beSt
protective measures, a tragedy was in
the making. The arcane powers at Del's
disposal were truly feeble at best, so
he must rely on his inlelligence to
guide him. (Luckily, it was great.) The
group was well-prepared and cautious,
but Del was the only one who had any
feelings of apreheflSion. Those he kept
to himself.

As the heavily·laden beam of
burden struggled to maintain their
footing. Melshorn looked 10 the on·
going trail for signs of mischief. They
wound their way down into the valley
at a conservative pace. Shane OCClJpied
himself by looking for possible means
of feeding the sorely abused animals.
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He felt unhappy because he had not
brought a sufficient supply of fe«! for
them. It was difficult for the cleric to
endure the rough singing of the half
ling behind him. It was nice that the
hal fling could be joyful for a change,
even if he were the only one in the
group that lelt good and optimistic,
but must he try to burn the ears of the
cleric with songs 01 bawdy houses and
drunken revelry? Val, the most mi·
serable of the lot, was strangely quiet
for a bard.

When the group was able to hear
the Needle Falls of the Moorgyor River
which ran parallel to the trail they fol
lowed, Del announced that the first
part of the journey was nearly com
plete. If they successfully made their
way to the foot of the falls, then they
could purchase a riverboat capable of
withstanding the punishment of the
rapids, known locally for the lives lost
on the way downriver. The town at
which to buy the craft was reportedly
only a few miles downstream from the
falls. Unfortunately, Del had told
them, the group must rapel down the
cliff beside the falls because of the
urgency of their mission. The questions
which followed that statement forced
Del to admit that the Emperor had as
signed them a key part in correcting
the cotd and snow which now occupied
the jungle in the southern part of the
kingdom.

"Shane, I'm afraid we'll have to
leave the animals:' Del spoke as he dis
mounted on the edge of the cliff. Simon
was already securing the lines. He would
be the first to descend,

Melshorn was the first to note
something was wrong with Val. "Val,
what's wrong? Get down; we're here'"
Val did not answer because he was the
victim of a poison dart.

Shane's response was immediate.
Simon took one glance and continued
working, his uncaring attitude broad
casting itself to the two griefstricken
warriors, Del Thorber and Melshom.
Shane looked up after a moment.

"The monastery at Gol Dirn is
the nearest place we can take him, but
it has to be within the next twelve
hours. If we can get him down the cliff
and build a raft quickly enough, we
may make it in time by paddling. We
surely could not carry him to the town
in time,"

Shane and Melshorn looked at
Det Thorber for his decision, while Del
thought. The life of his friend and
companion could be saved without
jeopardizing the mission, since Got Dim
lay en route to their destination. Un·
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consciously, Del clutched at the orders
which must remain sealed until he
passed the Nirmaneon Hom. Any raft
they could build would not pass
thrOU!ll the rapids whole. Would this
delay their mission? Even more impor·
tant at the moment, would they then
be too late to save Val? Or was it al·
ready too late7Should he abandon Val?
No, but if they did attempt to save
him, they might all perish,

"Is there no way that we can get
a vessel at the town? Perhaps MeJshom
could run ahead with the money and
have it ready when the rest of us came
down the river in our raft:'

''That might work, Del. We must
Slart now," Shane answered.

Del Thorber looked at his
stricken companion and gave the neces·
sary orders. His thou!tlU dwelled on a
previous experience. The same appre·
hensive feeling had overtaken him
early in the day. It was as if a tragedy
could not be avoided. When it hap·
pened, there was the same effort to
save the fallen ally, which later proved
the undoing of the entire party. As he
began similar preparations to aid Val,
he knew that there was a greater chance
of failure and injury to more of the
group than there was of success, but
there was noway to avoid the attempt.

ROGUE MOON OF SPINSTORME
BORDER PROWLER ADVENTURE
TWO! BRAVE THE BLACK HOLE
ANO SPINSTORME ALIEN WARBOTS
MIDST THE ICE MOONS OF A
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Villages

Tirnanog Isle

The history of this Island goes back to ancient times, and, throughout that history,
it has been a peaceful and slightly blase' place. There are no stories of monsters or
heroes of weat empires and battles. There are few stories of great storms or earth
quakes. although minor quakes are not uncommon.

When humans first came to Tirnanog, centuries ago, they found a halfling culture
which was already ancient. The half1ings only sparsely inhabited the island, snd there
was plenty of room for human immigrants. In fact, even to this day the island is
largely uninhabited. The halflings have only vague and contradictory stories of how
and why they came to Tirnanog, but there is general agreement that they first landed
on the east side of the island. The humans, according to legend, also landed on the
east coast and built the town of Talimanor, named after their first leader, Lord Tali. At
various times. groups migrated to various other places on the island but were still
nominally under the control of the Lord of Talimanor. Eventually. the Lords of Tali
manor died out. and each village went its separate way. Since the initial human migra
tion, visitors have been rare. The only other major addition to the population of the
island was a colonization attempt by the folk of the Isle of the Blest. The colony sur
vived. but it soon lost contact with the homeland. The people of Tirnanog are general
ly tolerant of strangers. as long 8S they are not bothered. The rich soil. favorable
weather, and lack of predators make the island seem a paradise and encourage its
inhabitants to ignore the outside world. Thus. they may be slightly resentful, but
never hostile toward strang-ers.

CIV.
NAME POP. TYPE LEVEL ALIGN RESOURCES--
Marecha! 91 I1alllinllS 2 Lawful Good Spices

Heratus 82 Men 6 Chaotic Evil Market

Lanka 107 Men 3 Neutral Quartz

Calfat 74 Men 3 Neutral Lobsters

Dalmaric 126 Halfling-s 3 Neutral Market

Talimnnor 102 Men 3 Neutral Fish

1) Marechal: This village is a perfect example of the desire of the islanders not to
upset the status quo. Although they have their own chief and are capable of
running' their own government. they accept the claim of overlordship made by a
human Magic User. In all fairness, they realize that he does provide valuable
services and demands little in return. The f-Ialf1ing-s are in the business of growing
and selling spices of various kinds. most of which are fairly rare. Merchants
have always enjoyed dealing- with the people of Marecha} because they asked
relatively little in return for expensive spices. In fact. even since Dewey Ditil.
the "Overlord." took over the spice dealing and raised the prices, the Halflings
have received as much as ever. he has had all of his needs supplied. and the
merchants have still made a good profit.

Doho:
Class
FTR

Teamster (Hallling-)
ALN LVL HTK AT STR

LG 1 6 10 13
INT

7
WIS

14
CON DEX AGL END STA

13 11 11 11 12
SPO

12
CHA LED

13 14

LCK WEAPON

15 None

This guy is small, even for a Halfling. He is only 2'7" and weighs 55 lbs. He
drives a cart pulled by two ponies, in wlUch he goes once 8 month to the market in
Heratus to trade with the big folks for local goods and crops. It is quite comical to
see him sitting' like a small child perched on the seat of the full-sized wagon. Doho is
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30 years old. has blonde hair and moustache. is right-handed. and has blue eyes.

Oavero Shepherd (Halfling)
Clau ALN lVL HTK AT STR
FTR LG 1 4 10 11

'NT
8

WIS
7

CON DEX AGl END STA SPO CHA LED
11 11 13 11 10 12 11 9

lCK WEAPON
11 Dagger

The responsibility for the entire village's flock of sheep falls on Daver's shoulders.
He soends his days tending them. alonK with his dog. which he has imaginatively
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named Barky. Actually. he spends most of the day drowsing, as there are only 13
sheep. and Barky can easily take care of them. In the event of an attack. J1arky would
fight as a 1 HD creature. having 2 Hit Points. while the sheep will simply bleat and
run away. They also have one Hit Die. DaveI' is 39 years old with a bronzed com
plexion. short black hair, and a black beard to the waist. He is 3'G!". weighs 83 lbs .•
is right-handed. and has green eyes.

Dewey Ditil; Overlord of Marechal
Class AlN lVl HTK AT STR INT WIS CON DEX AGl END STA SPD CHA LED LCK WEAPON
MU N 4 4 10 6 17 e 6 6 4 13 15 15 10 12 8 Dagger

T)itil is not a dictator. In lact. he rCl:llly doesn't R"lve orOers at all. He has made
a few sUg'f!,estions that improved the crop yield. but that's about all. The reason for his
takeover was simple. He needed money and saw a way to get it without causing anyone
harm. In return for their accession to his unilateral takeover. he stands ready to use
his magic to assist them at any time. and even helps with harvesting. when his assis
tance is of any value. All things considered, this odd situation works fairly well. Ditil
is 35 years old. with a light complexion, blond hail', and brown eyes. He is 5'10!" tall.
weighs 201 Ibs .• and is Ambidextrous.

Oakl: Chieftan of Marccha! (Half1ing)

FTR LG 2 14 7 16 9 11 8 12 11 15 16 17 13 16 12 Shortsword

Here is the real power in Marechal, although he does not press the matter. The
people come to him. and he makes decisions. On the other hand. if somet hing big comes
up, he does consult with DWI, both to pick his brain Rnd to preserve peace by preten
ding' to find out his master's will. The two leaders have always come to an 8ltI'eement. so
it is difficult to say which would prevail in a clash of wills. Gakl is 34 years old and bald.
with a ruddy complexion and green eyes. He is right handed, 2'6" tall, and weighs 61 Ibs.

Ia: FID'mer

FTR LG 1 6 10 10 10 16 9 12 8 8 10 10 8 7 j) Dagger

Ia is the chief farmer of Marechal. He is the most experienced and is an expert
on the various spices grown. If a problem arises, it usually takes him about five minutes
to decide what to do about it. He is 70 years old, bald with a grey-black beard,

2'7" tall, weighs 53 Ibs .• is left-handed. and blue-eyed. He usually wears a broad,
floppy straw hat to protect his head from the sun.

Tri: Trapper (Halfling-)

T N 1 5 8 13 14 12 10 11 14 18 18 18 12 14 14 Dagger

Very few of the folk of Marechal are not involved in growing spices. Tri is one
who is not. He is a Trapper. and often rides with Doha to the market and does bus
iness on his own. He relies on cunning and carefully-set traps to catch his prey and
goes about in a homemade Leather su.it. both for camouflage and for protection. He
is 25 years old, with short black hair and a moustache. He is right-handed, gl'een
eyed. 3'10" tall. and weighs 991bs.

0lmax: Tailor (Halning)

FTR N 1 6 10 6 10 12 1:; 13 13 7 7 7 1G 17 15 Scissors

There is little cloth made on the island, and people outside don't make Hallling
sized clothing. Thus, the people of Marechal have to make their own clothing with
impol'ted cloth. This is Olmax's job. He is an excellent desig-ner of clothing. and. as
a result, the people of Marechal always look their best. He is 39 years old with Iong-.
dark brown hair. and a reddish moustache. He is left handed, green eyed. weighs
68 lbs. and is 2'10" tall.
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Let: Carpenter (HalOing)
Class ALN LVL HTK AT STR

ITR NG 0 4 10 16
INT

8
WIS

12
CON DEX AGL END STA SPO

9 L5 II 7 5 5
CHA LEO LCK WEAPON

9 11 10 Hammer

As with almost everyone else in the village, Let is involved in the spice trade.
although only secondarily. He makes the boxes in which the spices are shipped.
He is also, of course able to do most any other carpentry work needed. His sideline
is carved boxes and pieces of furniture which he sells at fairly reasonable prices. He
is proud of his work, snd would rather see other people enjoying it than to get a
high price for it. Let is 27 years old. 2'10" tall, and weighs 69 lbs. He has a pale
comnlexion, short red hair with a redbeard to his waist. he is right handed and has
black eyes.

Pubef' Waggoner (Halflingl

FTR LG 2 12 4 13 9 10 11 10 13 15 LO 16 14 L3 L8 Shortsword

Pubef contributes to the spice trade by driving- a wa~n to market in Dalmaric
and sellinp' spices or tradinjr them for local goods. The trip is 8 rather long' one.
requiring- him to be on the road about four days a week, plus 8 day at the market.
He nearly lives in Chainmail. and his Shield lays in the seat beside him. This.
coupled with his fig-hting- experience has rendered him able to handle anything he has
run across, so far. Pubef is an Albino. a rather rare condition for a l-Ialfling-. He
wears his thin, white hair long', hanging' down to his waist. He is ambidextrous.
2' 9i" tall, weiQ;"hs 54 lbs .. and is 25 years old.

Mek: FishermRll ("aiDing)

MU NG 1 3 10 11 14 10 10 11 9 12 11 14 9 12 7 Dagger
Most HalOing donlt like water. but l\'lek is an exception. He loves the water

and is thought of as queer because of it. Nonetheless. the villagers enjoy the fish
he brin~ in and accept him. His boat is a dini!'hy which is quite roomy for him.
However, the size of his boat aJld the fact that he must work his nct ulone. keep
his daily catch fairly small. Since he has a lot of free time in the afternoons, due
to the limiting factors stated above, he has become an assistant to Oitil and as a
result, has learned a bit of magic himself.

Loagi: Frcig'ht Hauler

FTR N 2 6 10 10 16 6 9 7 13 10 12 12 13 L6 1, Daf{ger
Along- with his son, Zephil. this gentlemp.1l hauls the stone quarried by the T~ankans

to Dalmaric where it is sold to merchants. He is 47 years old with white hair and
a white beard hanginR' to his knees. He is 51 5" tall. weighs 178 Ibs. has brown eyes
and is right handed. His face is bronzed.

Zephil Lackhair: Son of Loogi

FTR N L 3 to 9 13 10 12 10 9 II 12 12 15 13 16 None
7.ephil has a lot to learn. Note, for instance, that he goes about unarmed. He is

just learning the job. havin~ taken over on the death of his uncle four weeks
ago. Due to his relative youth (22 years of age:) , he still has a very light complexion.
As he crets older, he will attain his father's bronzed skin. He is called T.ackhair
because, desoite his age, he is rapidly losing' his hair. He is already fairly shiny on
toP. He wears a stupid 'loolUnR' little hat to protect him from the sun. He and his
father are always on the move, and see each other once 8 day. One will drive to
Talimanor one day and drive home the next while the other drives to Talimanor. Thus.
they meet about noon and have lunch together. Zephil is 5' 8" tall with green eyes.
lie is left-handed and weighs 184 lbs.
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This village grew because of the demand for the Quartz from the quarry
nearby. and most of its men work there. Rock quarrying is hard work. and
8S 8 result. Lanka is very quiet. even for the Isle of Tirnanog.

Socerdot Two Horse: Mayor of Lanka
CllSa ALN LVL HTK AT STR INT WIS CON DEX AGl END STA SPD CHA LED lCK WEAPON
FTR N 4 21 6 17 9 8 12 13 15 9 11 10 17 18 16 Broadsword

The nickname "Two Horse" came from the fact that Sacerdot can supposedly do
the work of Two Horses. As is the case in many such villages. Sacerdot is the
Mayor because he can beat anybody in town. Fortunately. he also has the knack
of leadership, and keeps things running smoothly. He is 51st" tall, with brown hair.
He has 8 brown beard to his waist, is right handed. has black eyes. and weighs
170 lbs. He is 29 years old.

Eerode: Quarry Foreman

FTR LN 6 23 6 15 9 13 14 14 12 7 10 8 13 13 13 Bastard Sword

Experience is the reason Eerode is foreman. He has been working in the quarry
for five years 10n~r than anyone else. He is very exacting and demands that his
orders be followed to the letter. He is backed up on this by Sacerdot because he
does know what he's doing, and more than one person has been hurt by disobeying
his orders. Eerode is 49 years old and has black hair streaked with grey. His
beard is also this salt-and:pepper 9010r and hangs to his waist. His eyes vary from
blue to green with his mood. He is right handed, S'6" tall, and weighs 168 lbs.
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Ocpema: Hunter
Clas. ALN l VL HTK
FTR NG 2 5

AT STR INT WIS CON OEX AGL END STA SPD CHA LED lCK WEAPON
8 14 IS 14 11 14 14 8 7 10 12 10 13 Bastard Sword

and Longbow
Since most of the men work in the quarry, someone has to supply the food.

Ocpema is one person responsible for providing meat. There are a total of seven
hunters. Ocpema is the oldest, and the unofficial leader of the group. He is 42 years
old, bald, and bronzed. He is 5'9" tall, weighs 195 Ibs., Ambidedextrous, and has
black eyes.

Uhozh: Farmer

FTR LG I 4 10 7 10 10 14 11 9 11 11 9 7 7 9 None

Most of the food the Lankans eat is purchased with the proceeds of their quarry
sales, but they do have their own token farmer. Uhozh is considered just as much
a part of the community as any quarry worker. He places his food at the disposal
of the village, and in return receives a share of the profits. There is an unspoken
feeling that he is the villages hedge against starvation should the quarry fail. As
o result, all the villagers will fight to protect him. He is 4'8" tall, and weighs 134 lbs.
lie is light skinned with red hoiI', right handed. and has blue eyes. He is 46 ycars
old.

Ijetua: Trapper

FTR eN 1 3 10 11 6 12 10 t2 10 10 13 11 14 15 IS None

This is another individual who provides food for Lanka, in this case. mainly small
game. He is a small fellow of 4'8" tall. and pale almost to the point of looking sickly.
The fact is, he was quite sickly as a child. and has never gotten over it. He is not
really fit enough to work in the quarry nor clever enough to actively hunt animals,
so he sets traps for them instead. an activity which only requires careful planning
beforehand. ljetua's sickly childhood also has cQused him to go prematurely bald.
although he does retain a large blond moustache. He is 39 years old, left handed,
green eyed. and weighs 138 lbs.

Pomerka: Female

FTR LN I 6 10 8 8 14 9 8 6 8 8 8 13 12 13 Dagger

Inasmuch as most of the men are gone all day. someone must be left in charge
of the village, and it almost has to be a woman. Pomerka is not an appointed leader
but sort of fell into the job. She has a healthy pink complexion. black hair and dark
brown eyes. She is right handed, 31 years old, 5'7" tall, and weighs 121lbs.

Rolb: Female - fo1idwife

FTR NE I 6 10 9 8 8 11 9 11 7 9 5 11 12 13 Dagger

The Midwife is always an important member of the village. and Rolb is more so
than ever. because she is the only person in Lanka who has any real medical skills.
She learned them from her mother. who died four years ago. Fittingly enough, she
died of an illness she picked up by nursing a sick child. Rolb is very unsure of her
skills. She knows that there were many things her mother did not have time to teach
her, so while she does her best, she always has the feeling there is something more
she should do. She is healthy looking and ~od sized. at 6'H" tall and 1581bs. She
is 20 years old, with short. red hair and eyes that vary from hozel to dark brown with
her mood, and is left-handed. She has a pet Draconette (blue. 5 HTK) and is looking
for 8 minstrel to fall in love with.
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Zedovito: Learning Mistress
Class ALN LVL HTK AT STR INT
FTIt N 1 5 10 12 14

WIS CON DEX AGL END STA SPD CHA LED LCK WEAPON
13 8 9 9 10 12 12 16 16 18 Dagger

Because of her native intelligence and great store of knowledge. Sacerdot has
appointed Zedovito as Learning Mistress in charge of teaching the children. The kids
love her and learn quickly and well. She is very good with children although she has
none of her own. She is being courted by two knights that have come to Lanka, and
it will soon become a fight to see who wins her. Both knights are described at the end
of this scenario.

Zedovito is 21 years old with black hair hanging to her waist in two braids. She
has sparkling black eyes, and her skin is a healthy shade of copper. She is 5' 6" tall,
ri~ht-handed, and weighs 125 lbs.

Heratus

About 80 years ago. a group of people from the Isle of the Blest landed here and
began to build a life for themselves. This was a colony sent by the Lord of Rallu, who
hoped to gain control of the island in this way. A market was set up in direct competition
to the one in Dalmaric but did not really hurt it. l1eratus gocts the tradc from the west
end of the island while the east end still goes to Oalmaric. All in all. the colony was
rather a failure. It consists only of this one small village. and even that has taken a
native Mayor. While nominally under control of the Lord of Rallu, Herotus no lonl.rer
pays taxes or tribute, and is rarely visited by expenditions from Rallu.

"Cobra" Nila Nimi: Mayor of Heratus

MU N 4 10 10 13 18 12 8 12 8 15 18 15 18 18 18 Dagger

NUa Nimi is called "Cobra" because when he strikes, his vengence is quick, sure.
and deadly, and because those who look him in the eye find it hard to resist his will.
As a result, the villagers wilt look down or turn away in his presence end make signs
against the evil eye behind his back. He is the type of leader the people are used to.
however, andthey will almost certainly do what he says without hesitation. "Cobra"
is 45 years old with white hair and 8 short. white beard. He has brown eyes. is right
handed 5'4" tall, and weighs 174 lbs.

Buny: Shepherd

FTR CE 1 7 8 12 8 14 9 14 9 10 11 13 8 9 7 Long-sword

Between jet black hair, a jet black beard and a dark complexion. Buny tends
to be a very sinister looking person. This sinister aspect is not improved by his
height of 6'2'1 and weight of 212 Ibs .• nor by his possesion of the traditionally sus
picious trait of left handedness. All this makes his sparkling green eyes seem very
out of place. Actually this sinister look is largely false. He probably would be sinister
if he were able to, but he is also mentally in the dark. This_ probably explains why
he has happily tended sheep all his life rather than goine: off adventuring and is.
therefore, probably also responsible for his bein~ alive at 47 years of age.

Rettus: Frei~ht

FTR CN 3 11 5 13 9 6 15 16 17 10 8 12 7 7 10 BroHl]swol'rl

Rettus owns a wa~n and. for a price, will transport purchases from the market
to anywhere on the island. Once there. he will seek to find a load for the ride back
and will charge much less for the return trip. He is a careful mnn and habitually wears
a Mail shirt under his tunic. He is 5'4" tall, weighing 172 Ibs., and is 34 years old.
He has a black moustache, black hair to his shoulders and blue eyes. He is right
handed.
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Mason
ALN LVL HTK AT STR INT WIS CON DEX AGL END STA SPO CHA LEO LCK WEAPON
NE 2 3 10 10 12 9 10 13 8 8 7 8 13 11 11 Dagger

Ajev is the grandson of the original Stonemason who came from Rallu. The sec
rets of the trade have been handed down from father to son. Also handed down was
the hobby of dabbling in magic. Ajev has payed attention to "Cobra" and does better
than his forefather at the magical hobby. He is 6' 3" tall and 33 years old. He has
long, brown hair and a small mustache. He weighs 2281bs. and is right-handed.

Ajev:
Class

MU

Eofto: Carpenter

ITR NE 2 4 7 16 9 5 13 14 15 9 7 7 9 12 8 Hammer

Unlike Ajev. Eofto's trade is not hereditary. Instead, it is something he learned
on his own. He is an expert at guesstimating the length of wood needed for a partic
ular purpose. He win look at where the wood needs to go. pick up a piece of wood.
and cut it to the size needed. When he finishes a job, he never has a scrap left over
that is more than six inches long. He is 5'4t" tall, weighs 175 lbs. and is 31 years
old. He has short brown hair cut close to his head and a walrus moustache. He has
black eyes. and a dark complexion and is right handed.

I ardo: Furrier

None CE o 5 10 10 7 4 11 10 11 10 12 12 11 11 10 None

lardo buys furs at the market from traders and makes luxury items from them
which he sells. He is not a good bargainer but states the price he wants, and, if
he doen't get it, he acts insulted. This tends to upset his customers because they
j:;eneral1y love to haggle. This, coupled with the mild climate which makes furs un
necessary, makes business rather scarce for lardo. He blames his lack of wealth on
his customers who. he considers, have no taste. He is rig-ht-handed with black
hair and eycs.

Zygti: Trader

MU N 1 2 10 13 14 12 16 13 18 12 11 14 8 10 9 Da!'ger

By acting as a broker, and finding two people who want to trade and taking a
percentage from both sides, Zygti has become quite wealthy. Magic is his hobby,
and he is always interested in buying, but seldom in trading, magical items. His
offers for these items will be good and sometimes even excellent. Zygti is 39 years
old, with short brown hair and a moustache. He is right handed, green eyed, 5'7"
tall, and weighs 1691bs.

Jukid: Beg-goar

ITR CN 1 1 10 6 8 9 5 6 7 10 13 11 10 13 13 None

Until three years ago, Jukid was tanner. Then he was in an accident which
broke his beck and his right arm. He was paralyzed from the waist down, and his
arm failed to set properly. As a result, he was unable to work and was forced to
become a Beggar. His health was never eood and got worse after the accident. His
situation is not heloed by the fact that the villagers are not interested in helping
the helpless. He is 49 years old, with white hair and a very pale complexion. He
has green eyes, is 5' lil! tall weighs 145 tbs. and formerly was right handed.

Dwer: Gambler

T CN 7 8 12 13 13 9 14 9 12 13 14 15 16 17 Shortsword
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outsiders. The men take their boats out to the mouth of the windward fjord each
day to empty their lobster pots. The lobsters ore then taken to be sold at the market
in Dalmaric. The money is then used to buy what the villa~e needs and cannot
make.

Jacinth Chanak: Mayor of Calfat
Clns AlN LVl HTK AT STR INT WIS
MU N 3 6 10 12 15 12

CON DEX AGL END STA SPD

12 12 11 14 14 12
CHA LEO

13 11
lCK WEAPON

15 Dagger

Perhaps it is only in comparison to the rest of the villagers, but Jacinth seems
very pale. This is mainly because he spends his time inside all day. and most every
one else is outside all day, He has short, brown hair and black eyes. He is 33 years
old, right-handed, 4' 7" tall, and wei~h5 122 lbs.

Dimlako: Captain of the Seasprite

Bard N 2 13 7 13 9 13 8 9 7 14 15 13 16 16 16 Bastard Sword

The Seasprite is one of the two larpe boats in the village fleet, L8r~ is a
relative term, though: the rest nre about 8' 10niZ' while the Seasprite measures 20'
from stem to stern. Dimlako is prosperous and employs 3 crewmen. He has, on occasion,
taken his boat on trips away from the island and has learned a lot about the world.
He is 33 years old, with short blond hair and blue eyes. He has a sunburned
face, is right handed, 4'9" tall, and weighs 133 lbs.

Mopuk: Mate of the Seasprite

CL N 3 11 8 11 8 9 10 8111114 9 13 15 12 Club

Besides being second in command on the Seasprite, Mopuk is also the religious
leader of the village, being the Cleric of a Sea God. He says 8 prayer over the
fleet before it goes out, and accidents Bre extremely rare. He has made himself 8
lead lined trunchion to use in case of trouble. He uses this equally well with both
hands, being' ambidextrous. He is 5' 10" tall, 32 years old, and weighs 1881bs. He
has blond hair and brown eyes.



Nafmigy: Master of the Red Raven
Class AlN lVl HTK AT STR lNT WIS
T CE 1 4 7 12 9 8

CON OEX AGL END STA SPO CHA lEO lCK WEAPON
10 14 13 14 16 13 14 14 16 Da!'ger

The Red Raven is smaller than the Seasprite, only 14 feet long, and at 48,
Nefmigy is not as well off as Dimlako. He is upset and jealous and would probably
do Dmilako harm if he could get away with it. Instead, he is friendly. almost to
the point of fawning. and looks for a way to enrich himself at Dimlako's expense.
He has a dark complexion and black eyes with shoulder-length, red hair. He is
rig-ht-handed, 6' 2,," tall, and weig-hs 207 lbs.

"awok: Owner of the Sleepin~ Siren Tavern

FTR LN 1 3 10 8 11 14 14 13 II 15 17 13 12 10 11 Dagger

As the only Tavern in the village, the Sleeping Siren is the logical place for
the fishermen to meet in the evening after a day at the lobster traps. It is ran by
Mowak. Mopuk's brother. It is not very large, and docs not have rooms for hire.
The food and ale are both good, however, as is the conversation. for 8 villager. If
an outsider comes in, the place will get very quiet until he leaves, even Mawok replying
to questions with grunts or one word answers. If a local customer is spoken to, he will
turn his back. If further molested, he will leave.

Zinkol: Lobersterman

FTR NE 1 1 10 8 14 II 6 8 6 14 16 15 11 14 12 Da!'gcr

Zinkol is an albino, with very white skin, white hair and pink eyes. He calls
his boat the White Shark, and has it painted with shark teeth, pink eyes and an over
all white color. He is not bothered by his lack of pigmentation. and neither is anyone
else. He is forced to wear golves and a hat, as his skin burns very easily. He also
smears charcoal under his eyes and has developed an extreme squint. as the sun hurts
his eyes. His eyes water heavily, and this combined with the near sightedness caused
by his unusual deformity, renders him unable to see beyond the end of the boat. As
a result. his younger brother steers the boat while he tends the lobster traps.
Zinkol is 29 years old, rig'ht - handed, 6' 5i" tall, and weighs 217 Ibs.

Camenlaf: Jeweler (Female)

T eN 1 4 10 14 9 6 5 3 7 16 14 14 12 14 10 None

This may seem like an odd place for a Jeweler. but Camenlaf is not healthy enough
to do normal work, so she passes the time makin~ jewelry out of gold and silver wire,
seashells, semi-precious stones, and the like. About once a month, she sends her work
(l - 20 pieces) to market with Dimlako. \'iho is able to sell them fairly quickly. Thus.
she keeps herself alive and adds beauty to the world. She is 45 years old with short,
red hair and blue eyes. She is left-handed. 5' 1" tall. and weighs 112Ibs.
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Ozo:
Cia"
FTR

Lumberman
ALN LVL HTK
CO 1 4

AT
10

STR

15
INT

11
WIS

8
CON DEX AGL END STA SPD

11 14 14 11 13 9
CHA LED

12 10

LCK WEAPON

12 Axe

I

West of Calfat, along the coast, is a forest, and several men from the village
work there cutting down trees. Ozo is the leader of this group, and the person
who chooses which trees to cut. He takes this job seriously, workinR" hard to make
sure that the cutting does not damage the forest and, hopefully, makes it healthier.
He wants to be sure that the forest will always be there to provide food and timber.
Ozo is 43 years old with grey-blond hair and brown eyes. He is riR"ht-handed, weighs
180 Ibs., and is 5' 9" taU.

Jensnap: Sailor

I FTR CN 2 12 8 13 10 9 13 11 11 15 17 15 7 7 7 Broadsword

About half the time Jensnap is not around. He comes back from a voyage, and
spends about six months working on the fishing boats. Then the wanderlust comes
on him again, and he sig-ns on to a ship for another voyage, returning several months
Inter. When he first returns from 8 voyage, he is glad to be back and always cheerful.
As time goes by. he be~ns to get bored and surly. Then, one day. he simply disap
pears. and everyone knows he has !'tOne off sailing. Jesnap is 31 years old with light
brown hair hanging to his shoulders and a small mustache. He is right-handed, has
green eyes, is 6' yn tall, and weighs 193 Ibs.

Retso: Leather Worker

T CE 3 12 8 12 7 10 12 15 12 15 13 17 8 7 11 S hortsword

,

When out working with the lobster traps, the ment of the village go through
gloves and other leather clothing quite quickly. Thus Retso is kept very busy. All
of his time is taken up with making work clothing and such like. He has no time for
fancy dying or tooling, or to make leather armor. If asked to do either of those things,
he will refuse, unless offered at least three times the vaJue of the desired object. He
always acts in his own best interest, no matter what the cost to others. He is 31 years
old, with blond hair and a beard to his waist. He is right handed and green eyed,
weighing 163 Ibs. and being 6'5" tall.

Dalmaric

This village is located at 6 very opportune place. It is on the coast near the
opening of a fjord-like inlet, and at the junction of a road to the interior and a coastal
road. Over the years it became the marketing center for the island, and still retains
its position despite the challange by Heratus. It is an ancient village, possibly the
first HaUling village on the island. and certainly the largest concentration of that
folk. At any rate, it was important enough that people came clear accross the island
t~ trade here until Heratus was built, and some still do.

•
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Malig-nant Bomgnl: Mayor of Dalmaric
Class AlN LVL HTK AT STR INT WIS CON OEX AGl END STA SPD CHA LED lCK WEAPON
FTR I.E 7 35 4 14 12 12 15 15 15 15 15 15 12 15 13 +1 Shorlsword

After an absence of 20 years, Bomgal returned to Dalmaric years af!O and was
made Mayor. His attitudes are not subscribed to by most of thc villagers, but he
~ets the job done, so no one complains. Bomgal believes in fonowing the letter of
the law, whatever the cost, and has doubled the number of village laws since he came
to power. Many of the new laws. incidentally, increase his power or are tailored to
his personal likes and dislikes. This is why he is known as Malignant. although
the adiective is never used to his face. Bomgal is 3'8" tall, and weighs 701bs. He
has brown hair and a brown beard that hangs to his waist. His eyes are also brown.
He is right-handed and 49 years old. If the players are rich, he will jail them on false
charges and confiscate their money.

Snisy: Fisherman (Halfling)

Bard N 4 8 8 13 8 16 13 11 16 17 18 16 13 II 12 Broadsword
Before the return of Bomgal, Snisy was the Mayor, but gladly gave up the job.

Borogel has always watched him closely as a possible rival. Snisy does not want the
job back, and is not bothered by the scrutiny. Part of the reason Bomgal is jealous
of him is that the people gather to hear him sing several times a week, while Bomgal's
pUblic meetings are sparsely attended. Snisy is 32 years old with short. red hair and
a dark complexion. He is 3' 6" tall, weighs 931bs. and is right-handed. and he has
green eyes.

Cob: Farmer (HalOing)

FTR LG 1 5 10 14 14 II 12 13 15 7 8 10 9 8 10 Pitchfork

Cob is quite typical of the folk of Dalmaric. He is hard working and industrious.
and plays hard when he takes a break. He does not like Bomigal personally, but
feels the Mayor is doing the best he can. Cob is 33 years old, with hair that is pre
maturely white. His face is bronzed, and his eyes are green. He is 31 1" tall, weighs
57 lbs. and is right handed.

Hink::!: Miner (Halfling)

FTR LE 1 4 10 12 12 10 8 12 9 10 8 10 14 17 17 Pick

Hinka is convinced that there is gold in a nearby hill and spends each day
dil!ging- underground. As a result, his skin is very pale. No one has yet seen
any sign of the gold, but he is sure he will find it any day. He is always happy to
talk about his mine and what he will do with all that gold.



On the other hand should anyone seem to be trying to find out about it. hc will
get suspicious, and sometimes even belligerent. Bomgal has already quietly enacted
a law which will let him confiscate the mine if gold is discovered. Hinka is 30 years
old, with red hair and blue eyes. He is right handed, 3' 7';" tall, and weighs 861bs.

Kikm:
Class

ITR

Tanner (Halfling)
ALN LVL HTK AT STR

NE Q 3 10 17
INT

3
WIS

8
CON DEX AGL END STA SPO

9 15 13 9 9 10
CHA LED LCK WEAPON

8 10 7 Mallet

Nature often compensates for lack of intelligence with great strength, and
Kikm is such a case. He is barely able to take care of himself, and is only able
to operate as a tanner because his father patiently taught him over the years. He
has no concept of money and his wife handles all financial matters. Kikm has blond
hair to his shoulders and green eyes. He is right handed 3' tall, and weighs 90 lbs.

Brik: Carpenter (Haliling)

CL LG 1 8 10 9 9 18 15 15 15 11 10 10 18 18 18 Flail

Although taught by his father to be a carpenter. Brik has always had the urge
to enter the priesthood. He has always followed Clerical precepts and been devout and
has been rewarded by the ability to cast minor Clerical spells. Now he is seriously
oonsidering the idea of going to 8 temple for further study. Brik is 30 years old, with
a fair complexion and clear blue eyes. lie has brown hair hanging to his shoulders
and a short. brown beard. He is 3' 2';" tall, weighs lOa lbs. and is ambidextrous.

Name Class Align LvI HP AC Str [11t Wis Con Dex CII Weapon Age

ALN lVL HTK AT STR tNT WIS CON DEX AGL·END STA SPD CHA LED LCK WEAPONCI",
Glystaf
FTR CN 1 6 10 14 II 11 7 12 13 8 9 13 II 9 14 None

Haigwi
FTR CN

Aefkiki
FTR CN

Drulril
TH N

1 6 10 15 8 II 9 10 11 10 8 9 14 12 8 Dirk

1 6 10 14 10 12 10 I I 9 10 10 II 12 9 7 D;rk

5 14 10 14 8 9 12 14 13 I I 13 12 II 12 15 Sabre

These brothers
all over the island.
big at the market.

Impfef: Goat Herd

run a freight service. which will carry goods by wagon
They are most commonly hired by folk who have bought

FTR NG 1 3 10 10 13 10 12 13 11 11 9 14 10 12 12 Starf

Being 8 Herder is thought of as 8 peacful job, but it isn't wh~n you have to
watch 81 goats with only a dog to help you. Impfef has been looking for someone
to help him. but has yet to find someone he trusts who is willing to work for him.
He has a suspicious nature and won't trust most folk with his precious goats. Those
he does trust generally prefer to avoid the Bwful smell. Tmpfef finds this hard to
understand, as he enjoys the smell of goats. He is 3'101" tall. and weighs 8~ lbs.
He has one black eye. and one green one. His hair is short and blond and hlS beard
is brown. He is right handed, dark featured and 39 years old.
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Hok:
Class

TH

Mast.cr of the Leaping Lizard Tavern
ALN LVl HTK AT STR INT WIS CON DEX AGl END STA
CO 1 5 10 12 16 15 7 9 11 10 11

SPO CHA LEO lCK WEAPON
10 6 6 8 Dog-ger

Hok became Master of the Lizard when his father became too old to run it. The
Tavern is very old and the ceilings are only 5' tall, making it uncomfortable for
humans. 1I0k is intelligent and possessed of startling insights. lIe is also quite
frustrated because he has great trouble getting his messages across. People usually
ask for a beer just before he makes his point. Nonetheless. people always feel
that there is more to Hok than meets the eye. Hok is 3' 1" tall. weights 68 Ibs .. and
has a bronzed complexion. His blond hair hangs to his shoulders. but his attempt
at growing a beard has only resulted in pcachfuzz. He is ri~ht - handed. brown eyed.
Rnd 28 years old.

Lhusis: Fisherman (Halfling)

FTR NE 1 4 10 10 15 10 10 12 8 11 II 9 11 11 13 Da!!ger

Competition with the fishing fleet at Talimanor has hurt Lhusis. but he still
makes a 1ivin~. He makes the rather doubtful claim that his fish are fresher. He
uses a hook and line because it is easier than trying to work a net lllone. fle has to
work alone because no one else in the village will go out on the water. Lhusis is
quite tall for a Halfling-. He is 3' 10!" tall and weig-hs 911bs. He has brown hair, a
brown beard that hangs to his waist, and blue eyes. He is right-handed and 25 years
old. He dabbles in poisons anct is fond of trying them out on strangers.

Talimanor

This little fishing village is known to be where humans first landed on Tirnanog .
.'md is proud of it. At that time, R castle was built nearby by the leader of the band
of settlers. 8 Nobleman named Tali. The house of Tali died out. and. for many years.
the castle lay abandoned. In the meantime. the i\layor of TRlimanor became the
leader of the settlers. the Mayors still traditionally claim this leadership role. but
everyone knows that they have the title only.

Gand the Nympth: Mayor of Talimanor and Reg-ent of Tirnonog'

N 4 9 10 8 14 10 8 8 10 10 12 8 10 [\ 11 Dag!!_r

The office of Mayor of Tolimanor is hereditary. and, traditionally, the Mayor's
firstborn son is named Cand. The present Mayor is the ninth of that name.
He is called the Nympth because he has trouble speaking when excited. This {rives
him a 20% chance of spell failure in stress situations. Gand is quite glad that the
title of Reg-ent is not official because he has enough trouble running just one village.
Nonetheless, the claim is valid, and Gond will back it up under any circumstances.
One should not make the mistake of considering Gand inept. The blood of great
leaders and heros runs in his veins, and he is likely to show great courage in
adversity. He is 27 years old. with brown hnir and a brown beard hanging to his
waist. lIe has a light complexion and jet black eyes. He is 5'8" tall, weighs 176 lbs.
and is right handed.
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Yewor: Master of the Voyagers Rest
CI.ss ALN LVL HTK AT STR INT WIS CON DEX AGL END STA SPD CHA LED LCK WEAPON
FTR GL 1 6 10 12 10 9 8 8 9 7 8 6 8 6 8 Club

The Voyagers Rest is an old building. one of the few in the village made of
stone. It is built like a fortress, with stout wooden doors and shutters. It boasts
a tower where Yewor lives with his wife and two daughters. In fact, the Tavern
was built as a strong point into which the community could retreat in time of danp:er.
Yewor is a conscientious host and serves good food at reasonable prices. He is a
known and respected member of the community although some consider him a bit
goody-goody. Yewor is 38 years old with a short. black beard and black. braided
hair hanging below his knees. He is right-handed, 5' 8" tall, and weighs 182 lbs. He
has green eyes. It is rumored (and is a fact) that the ghost of an ancient trav'?:ler
haunts one of the rooms.

J\1icum: Weaver

FTR N ! 3 10 12 11 11 17 14 13 13 14 14 13 14 15 Dagger

Micum is one of the few people on the island who makes cloth. The cloth he
makes never gets out of the village. Although it is often rough and always plain,
it is also cheaper than imported cloth and the villagers immediately buy it. As a
result, Micum is concerned whenever any villagers clothing is harmed, because it
is his cloth. Micum is 29 years old, with short blond hair and 8 blond beard. He is
right handed. green eyed, and 6'1" tall, weighs 203 Ibs., and has 8 pale complexion.

Futhorc: Retired Ship's Captain

FTR NE 3 29 8 16 13 9 15 13 13 14 14 16 15 18 18 Longsword

Futhorc is rumored to have retired from the sea after a disastrous wreck. The
rumor is supported by his taciturnity and by the way his dark blue eyes seem to
focus on something far away. He refuses to go out in the boats and never seems
to do any work, yet he always has a bag of coins when he comes to the Voyager's
Rest each night. There, he drinks heavily and g-ets quietly drunk: then he goes home.
The vil1ag'ers have also noticed that he is never seen before noon and never suffers
any ill effects (or any other kind of effects) from his drinking. The vill8g'ers see in
him a tortured man and, thouKhtfully. leave him alone. Futhorc is 52 years old with
leathery skin and brown hair hangin~ to his shoulders. He is right· handed , 5' H" tall.
and weighs 164 lbs.

~asic: Gardener

FTR LE I 1 10 12 15 12 6 9 8 11 11 13 10 11 11 Hoe

Futhorc hired 'osic to plant 8 flower gardenthe day after he came to town.
Thus. Nasic is as likely to know the truth about Futhorc as anyone. but he's not
talking. Nosic had formerly been a farmer, but he had been working on the boats
since his farm failed. He hos never been in Futhorc's house but has. at least. spoken
to him. which is more than most people can say. Nasic is 43 years old with brown
hair Flnti hazel green eyes. He is 5' 7" tall. weighs 167 lbs., and is left-handed.
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Mu~oh: Tailor
Class AlN lVl HTK
FTR CG 3 19

AT STR INT WIS CON DEX AGl END STA SPO CHA lEO lCK WEAPON
8 12 9 17 9 14 14 12 13 12 12 12 15 Two-handed

Sword
Most of Micum's cloth Koes to Mugvoh, who makes it into shirts, dresses, and

breeches. These are immediately bouj:tht by the villagers. Mugvoh has been dis
cussing with Micum the idea of finding a supplier of good dyes to make some brighter
cloth and of getting someone to raise some new types of plants to provide material
for better cloth. Micum is interested, of course, but neither party knows how to
get the projects started. Mugvoh is 38 years old, with blond hair and black eyes.
He is 5'3i" tall, weighs 1611bs. is left handed and has 8 bronzed complexion.

Eldmaac: Blacksmith

FTR LN 3 15 5 15 14 12 16 14 14 14 12 17 13 13 15 Two-handed
Sword

Normally, Eldmaac works on common things, like horse shoes and shingle. nails,
but. whenever he can, he works on armor or weapons. He enjoys making Chainmail,
and he has at least onc set which he will sell. I t might tend to be too big because he
used himself as the model. He will also have a couple of Daggers and several Arrow
heads, but there is only a 20% chance of any larger weapon being completed. Eldmaac
is big at 6' 3" tall and 200 Ibs. He has brown hair and a brown cavalryman's
moustache. I-lis eyes are black; he is rig-ht-handed. and he is 32 years old .

.. Admiral" Kneipkil: Leader of the Talimaoor Fishing Fleet

FTR CG 1 4 10 12 10 7 10 13 14 9 10 11 7 7 7 Dagger

Kneipkil is unanimously called ., Admiral" because he commands the fishing fleet.
Most anyone in the neet could navigate it to the fishing grounds; as a matter of
fact, no one consciously navigates anymore. All the boats just follow each other to
the fishing grounds. Kneipkil's real task is weather prediction, and it is nerve
wracking. Weather on the seas is very changeable; Kneipkil must make what amounts
to an educated guess, knowing that a wrong guess could result in the destruction
of the fleet. On the other hand, if he plays it safe too often, the village will starve.
It is no wonder that Kneipkil looks ten years older than his age of 43. I-lis brown
hair is streaked with grey, and his face is deeply lined. When at sea, his green
eyes continUally scan the horizon. He is left-handed, 5' 7" tall, and weighs 167 lbs.
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Ukkhon: Ranger
Class ALN LVL HTK
RGR NG I 4

AT STR INT WIS CON DEX AGL END STA SPD CHA LEO LCK WEAPON

5 IS 10 9 IS 16 13 16 16 17 13 13 16 Broadsword
LonKbow

Ukkhon actually lives in the forest to the south of Talimanor J but comes to town
about once a month. His visits are welcome. as he brings game, which is a rare treat
for a fishing village. He will spend the night at the Voyagers Rest. buy supplies the
next day, and then stride off again. No one in the village really knows who he is or
where he came from, but he has been around long enough to be accepted. He is 33
years old, with short brown hair and a brown beard. He is Ambidextrous. black
eyed, 6'2 11 tall, and weighs 212 lbs.

Jynjerzo·s Tower

About 150 years ago, there lived 8 wizard named Jynjerzo who was very upset.
Every time he reached a crucial point in his experiments, some officiol or adventurer
would call Bnd disturb his concentrations, and destroy the experiment by causing
psychic disturbance, or physical vibrations, or sometines by physically bumping
into it. Finally, he was forced to nee the city he was living in when he changed an
important official into a mouse. After that, he traveled about, looking for a secluded
spot to do his work. Eventually, he found it on Tirnanog Island, the place where
nothing happens. As added security, he built his tower on a sheer pillar of rock
and provided not method of entry except for a door on the l'OOf. Then. at long last.
he was able to do his experiments in peace. In the course of time, he died. but the
people of Tirnanog did not realize it. Indeed. many did not even know he existed.
By now. however, the "Tower in the Sky" is known all over the island. as well as
various hair-raising tales aobut it that are completely fictional. The pillar is 120'
high and 30' wide. The Tower extends up another 50'.

Levell: Living Area. This is the upper area of the tower, which is described
first because the only outside door in the Tower is on its East side. The
room is 15' in diameter I and has a bed on its north side. At the head of
the bed J which is to the east, is a small triangular table. On it is an oil
lamp and a scroll. The scroll is written in an archaic form of the Common
tongue, but any character with an Intelligence of 12 or more. who can read.
will be able to understand it. It is a sleazy romance story. Five oth~rs

are stored under the table. All are still in good shape, as are most of the
things in the Tower, due to its height above the ground J and the benevolent
climate of the area. At the foot of the bed is a small chest which contains
5 handkercheifs and 3 robes, 1 yellow and 1 red and 1 blue. On the south
side of the room is a 4' square trap door which gives access to level two.

Level 2: Main Lab. The outside of this, and all other levels, save the first are taken
up by a circular stairway which is open and gives access to all levels.
In the center of the room is a stone table which is 8 part of the floor and
built up as a solid column 4' in diameter and 3i" tall. The entire Tower
is built of stone by the way, with the walls and floor being about 2' thick.
There are also several wooden tables around the edges of the room. These
are covered with oddly shaped glassware. filled with various solids and a
few liquids here and there, and one or two stoppered flasks which seem
to contain gasses. These will be of multiple colors. and can be a lot of
fun for the Judge, if the players sample them, or open sealed containers.
Many of the containers will be empty, as their contents will have evaporated
or leaked out. There will also be a load of utensils such as measuring
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spoons, stirring rods, spatulas, and tongs designed to hold and carry
the flasks. Approximately in the center of the table is an alcohol lamp.
which still contains 8 wick with a charred end. Around and above it is
8 complicated chemical apparatus. which seemed to send gas bUbbling through
several flask. and then condensed it into 8 final flask. The flask above
the lamp has its bottom covered with a black encrustation. and the finul
flask has red crystals in it. On the cast wall is a 20'-wide window. It
looks out on the slopes of Needles Peak.

Level 3. Storage room. Lying in the center of the room is a body in u green robe.
Yes. it is Jynerzo. and yes he is dead. The same effect that preserved
everything else in the tower also preserved the body. It seems to be
completely dried out. but has not rotted. Lying beside the body is a
smashed vial which contained a blue powder, which is now spread over
the floor. More of the blue powder is on a dish in the pan of a set of
scales nearby. and a fine dusting of it is on the spoon in the corpse's hand.
The pan with the powder is in the air. and the other pan of the scales
rests on the table toP. being held down by several weights of various
sizes. The room is 15' in diameter. in fact all of the rooms are that size.
and has a 2' wide table around most of its circumference. The table. and
the shelves above it are made of stone, and are built into the wall. On
the shelves.and to a lesser extent. the table are hundreds of vials and
jars and flasks. most containing some strange looking solid, Bnd almost
all labled. Most of these lables will be quite incomprehensible to most
folk, as they are ancient or scientific names. Those which can be figured
out will be things like "Coal Tar" or "Gnats Brains". The contents of the
other flasks will be [!'"uessable just by looking. A few of the containers
win seem to be empty. and actually might be. Most of the containers arc
of a size that they can be comfortably held in one hand, but three notable
containers on the west wall are larger, each being about eight inches in
diameter and n foot tall. One is full and two are half full. All contain clear
liquids. The full bottle,and one of the half full ones contain distilled
water, which has no taste. If anyone drinks from the other bottle, deter
mine whether they are sipping or SWallowing. If they just sip, tell them
that the liquid burns their mouth, although it does no damage (a fake
saving throw is optional). If thc;y drink any liquid, they must make 8 saving
throw of less than constitution on 306 plusS or immediately regurgitate. If
the save is made, the character will be very drunk for 24 hours, minus
one per constitution point. The third jar contains pure ethyl alcohol.
There is a window on the north side of this room. As stated on Level 2,
the Judge can have a lot of fun if the characters start sampling the various
items. It is suggested, however, that the effects be simple and temporary.
with perhaps a 2% chance of death. Each jar would be worth 10-100 GP
to f::l Wizard.
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Level 4. Library. A few of the writings stored here will be Magicnl Books, but most
are simply books about magic. There are a couple of Spell Books, and 38
Ma~cal Scrolls, of which 4 are cursed. Most of the rest of the books and
seroUs, are simply obscure and esoteric writings, which contain knowledge
Jynjerzo needed about his business. The most mundane of the books would
be worth !D6 x 500 GP to a Sage or Wizard, and the rarer or magical ones
might be worth 2 or 3 times as much. The window in this room faces west.

Level 5. M8~C room. This room is magically booby trapped. When anyone sets
foot 'On its floor, a fireball will explode for 8D 6 of damage. A successful Save
vs Magic will result in the victim realizing that the fireball is phantasmal
and taking no damage. If a person fails his Save and survives. he will
see that everything in the room has been destroyed. 1f anyone makes the
Save, that person will realize that nothing in the room has been harmed and
will allow another Save at -4 for those who failed the first one. This means
that they realize that the room is unharmed, but it does not affect the dam
age they have taken. The wall is filled with wooden shelves except for a
space on the south side where the window is. On the shelves are 95
Wands, 28 Ring's, and 130 Potions. None of these are marked as to use, and,
in fact, only 5 Wands and 3 Rings have had magic placed on them. All
of the potions are viable, but 48 of them are poisons of vnrous kinds.
Six of these are poisons that kill instantly upon the slightest taste. Also.
two of the Ring'S are cursed. If the stone in the exact center ofthe noor is
pressed, a secret trap door will sprinR' open when the pressure is removed.
Within will be revealed an 8' wide and 12' deep pit. Around the outside edge
are two rows of 8' tall and 5' wide glass jars and part of a third row of jars.
Altogether, there are 132 of these jars. When examined, each will be seen
to contain a perfectly formed doll complete with clothing and accessories in
g'reat detail. Each of the jars has been sealed with wax and. if opened. will
release a vile smelling gas and cause the "doll" to come to life. The dolls are
actually the inhabitants ofthe vilIag-e of Tailasa. Jynjerzo became enrag-ed
and bottled the entire villag-e when one of its members climbed the pillar
and wrecked an experiment. The villagers are now only about 6" tall and
are 150 years behind the times but, otherwise, are quite normal. Incidentally.
one of the jars is filled with tiny Gold Pieces. They hl:lve been magically
shrunk. If returned to normal size, they would be worth the regular price.
Otherwise. they are worth one SP each as a novelty.
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F The junKIe to thc southeast is infested with C:innt Ticks. A total of 14 of
these Thingies lurk about in the trees waiting to drop on animals or men
and suck them dry of blood. There is also a cache of eggs somewhere in
the jungle, which arc almost ready to hatch.

G Along the beach at the south east extremity of the island is a broad,
stonepaved. roadway. which is raised about a foot above the levcl of the
sand. It runs for nearly a jile, abruptly starting and stopping with a jag-
g-ed edge. Along both sides of the road and spaced about 20' apart are statues.
There are 400 of them. each representing a different type of creature, some
intellig-ent, _some unintelligoent, some no longer known. They are life-sized,
or at least the identifiable ones are, and finely detailed, even bearing
close examination.

H Just east of the windward peninsula is a small barren island> surrounded
by a huge coral reef. It is covered by Gas Jets and Geysers which spew
out powdered pumice and keep the island covered by clouds of the stuff. The
only life on the island is a species of very hardy lichen and a colony of Gi~1I1t

Slugs which nest on its north side and live off the lichen. The Giant Slugs
are hard to detect due to the pumice clouds which have settled on them and
turned them to an uniform grey like the rocks everywhere. The trail of a
recently-passed Slu!! can be seen, however, as a line free from pumice dust.
On an island off the south ellst coast of Tirnanog are the ruins of an
ancient temple. Everv 12-18 minutes a Geyser shoots from the center of
the temple, lasting for about 2 minutes. The water is boiling hot. and
anyone hit by it will receive 1 point of damage. The island has sparse
vegetation but no animal life of any kind. as indicated by the absolute
silence. The only sounds to be heard are the wind and the sounds of
the Geyser. On the east side of the island. on a jutting rock formation.
sits a man, staring out to sea. He is a Nobleman exiled from Viridistan.
He has set adrift in a boat. and by fortune landed here. The boat he
came in is beached below.

General Notes

As previously stated, the Isle of Tirnanog is a peaceful place. The only
danger to the party, other than Men or HolDings. will come from a few JUl1gole
Cats and Wild Dogs. The climate is favorable for the growth of banl?lna trees.
whieh are wild. They are a staple food of the people. and also feed the hordes
of Monkeys whi"'h infest the island. The Marshy Region on the west end of
the lake in the centcr of the island is a winter nestinK place for Ducks who
arrive about a week after the Autumnal Equinox, and leave again about six
weeks before the Spring Equinox.

w=~.
,«~~~~

t.:W-?".,;:.~
~--J:

•

,
Pegasus 62



Damliz
Clau

Ftr.
ALN
LG

LVL HTK

6 37
AT STR

2 IS
INT

13
WIS

9
CON OEX AGL END STA SPD

14 14 12 10 8 9
CHA LED

13 14
LCK WEAPON

15 +1 Mace

Until recently, the Castle south of Talimanor (the one built by Tali) was
deserted. Then Damliz moved in, and rebuilt the place. He now protects the
area, including offering aid at need to Talimanor. He has 72 men with Leather
Armor, Shields, and Broadswords, 21 men with Chain mail. Shields, and Broadswords,
and 10 men with Leather Armor, Short Bow, and Longsword. He. himself, wears
Platemail and carries a Shield. He is 4' 8" tall, weighs 1411bs .• has blond hair and
beard, is rig-ht-handed, has blue eyes, and is 38 years old.

Minor Adventures

A About 5 miles northwest of Marechnl, lives a Sea Monster. according to rumor.
Exactly what it is supposed to be is not sure, but it is said to have sunk
ships and swallowed small boats whole. At different times. the following fea
tures have been claimed for it: wing'S, claws. a giant fish tail, a long- neck, the
ability to breathe fire. a shark's head. a lizard's head, a snake's body. a squid's
body. and horns like n bull. Obviously. all these claims cannot be true.
but it seems fairly certain that something is out there.

B Just south from the western tip of Tirnanog is a group of islands known
as the Andaman Isles. Tehy are covered by lush vegetation and inhabited
by a band of Chaotic Pygmys. Decades aFt'0. an insane Wizard won their
loyalty with an immense fireworks display. He then commanded them to slay
all intruders. Now. they sacrifice all captives at the entrance to his tomb.
The island closest to Tirnanog also holds 10 deformed Dwarves who are
hiding' from the Pygmys. The deformities are the result of an encounter with
some powerful magic force. which they will not speak of. In fact, the very
thought of it panics them. They all suffer from mild forms of insanity. The
southern most island holds the wreckage of a beached merchant ship, inclUding
312 barrels of whisk~y guarded by 3 Ogres (5HD. 28.24.27 HTK, WEAPONS= Club).

C The slopes of Needles Peak provide fJ. home for a herd of 42 Deer. including
10 Stags. These Deer are good-sized and healthy since there are few predators
on the island.

D The northern most stretch of beach on the island is infested with Crocodiles.
Favorable conditions have allowed these creatures to grow quite large, 12'-20'
long, and they will not hesitate to attack almost anything. Due to their size.
give these creatures an extra Hit Die.

E On the north shore of the lake, in the center of the island. is a village. It
is deserted. and fallen apart. It is obviously not a recent event and there is
no clue as to why it was deserted. It is in fact. the village whose inhabitants
Jynjerzo bottled up. For more information. see the section on Jynjerzo's
Tower. The name of the village was Railasa.
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The Courtinq Knights

As mentioned before, there are two knights courting Zedovito the Learning
Mistress of the village of Lanka. They both met her on a previous adventure, and
the thoughts of her beauty have haunted their memories ever since. Both knights
have decided to make her their wife, and, to deepen the rivalry. they are half
brothers who never really liked each other.

Zedovito cannot make up her mind as to who she wants, so the half-brothers,
Sir Jonton the Vengeful and Sir Vaxton the Victorious, have decided to duel for
her hand, something that Zedovito doesn1 t want but can't stop now that it is set
in motion.

Sir Jonton and Sir Vaxton came to Tirnanog on an Elven trading ship and were
dropped off to be picked up when the ship came back. They brought their sturdy war
horses, their best Plate Armor and Shields, and their best Bastard Swords. Their
rivalry is intense, and they both expected this duel to take place; neither cares if
the other dies.

Zedovito will seek to persuade the players to stop the duel, promising anything
if both Sir Jonton and Sir Vaxton can be reasoned with and, somehow. stopped.
Note that both knights are very gullible. but, when they realize they have been
tricked or othr:rwise made fools of (in their own eyes). they will join together (for
a short time) to rectify the wrong that was done to them. If. perchance. Zedovito
has to promise to marry one of the players (or the equivalent of marriage), the
courting knights will follow that player wherever he goes in order to challenge him
to a duel to the death for Zedovito's honor to be upheld. Note that. as soon as this
is over with, Zedovito will choose one of the players as her lover. (She is very
fickle) .

The statistics for these knights are as follows:

CHA LED

15 14
CON DEX AGL END STA SPD

15 12 15 17 16 13
WI'

8
INT
10

the VengefUl
LVL HTK AT STR

7 49 1 17
LCK WEAPON

9 +1 Bastard
Sword

Sir Jonton is an extremely vengeful person, hence his name. He has hated his
half-brother since they were little kids because Sir Vaxton always beat him in
?nything- e\l which they competed. He is now dead-set against losing this time and
mtends to make sure Sir Vaxton never beats him again. Due to his intense emotion,
he will fight Sir Vaxton with a +2 to hit.

Sir Jonton is 34 years old, with short, black hair and neatly trimmed goatee.
He is 6' 1" tall, right-handed, and weights 195 lbs.

He wears Plate Armor (+1), and carries a Shield. His horse. Revenge. has
29 HTK.

Sir Jonton
Class ALN

FTR NE

Sir Vaxton the Victorious

16 1617 1411 13 1610 1555 0 17 118 12 +2 Bastard
Sword

Sir Vaxton, as noted before, has always beaten Sir Jonton at anything they
have attempted. Because of this, Sir Vaxton has grown to expect to beat Sir Jonton
all of the time. Thus, when they duel. Sir Vaxton will not put his nall" into it
(since he expects to win), and will fight at a -2 to hit until he has been wounded
twice; then he will realize he has to fight for his life and will attack normally.

Sir Vaxton is the stereo-type of the haughty. snobbish aristocrat.
Physically, he is 33 years old, with medium length brown hair and full beard

(neatly trimmed). He is 6' 2" tall, right-handed. and weighs 200 lbs.
He wears Plate Armor (+2) and carries a Shield. His horse, Victory. has 31

HTK.

FTR LE
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THE HIT
By

LOCATION CHART
Ross E. Mosteller

Combat in D&D is a very controversial subject. The rules do
not provide a hit location chart or state how much damage a part
of one's body can take before being functuaJlY incapacitated. In
my own campaign I have had numerous instantances where a player
character wanted to knock a vial out of a Wizards hand. or cripple
someone without killing them. etc. So T have whipped up the fol
lowing charts and tables in hopes that will solve the problems
mentioned above.

When 8 monster scores 8 hit. consult the below table.

Die Roll
1-2
3- 4
5-6
7-8
9-10
11-14
15
16
17
18
19
20

Part of Body
Left foot
Right foot
Left leg
Right leg
Abdomen
Chest
Neck
Left arm
Right arm
Left hand
Right hand
Head

Hits*
7-

7
9
9
11
12
5
6
6
4
4
6

Unmodified AC
B
8
9
9
9
9
9
9
9
B
B
9

* This indicates the amount of damage the member can sustain
from a single blow from a physical weapon. not a fireball for ins
tance, without having Special Damage done to it (see charts here
after). The number indicated will go up one (1) point for every
7 total HTK that the player has; Example: Hron, a fighter with
27 HTK will get a bonus of 3 points added to each specific part in
dicated above; therefore, his right hand woule. be able to sustain
7 points of damage without having Special Damage done to it.

Clothing hos effects on the AC of the parts listed above. The
armor listed in the Players Handbook co\'ers the Abdomen, Chest
and each body parts individual AC.

Part of Body
Left foot
Right foot
Left leg
Right leg
Neck
Left arm
Right arm
Left hand
Right hand
Head

Type of Clothing Worn
Boots; High Hard; High Soft; Sandals
Same as above·
Leather breeches; Cotton breeches
Same as above
Scarf
Shirt sleeves: Leather shirt sleeves
Same as above
Leather gloves; cestus; heavy; light
S arne as above
Cap; Hat; Hood; any helmet

Adjusted AC
5; 7: 0;
Same as above
6; 7
S arne as above
8
8; 7
Same 8S above
7; 2; 4
Same as above
8; 8: 7: 3

Note: Full plate armor covers the entire body. this making it
all AC 2.
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Special Damage

When 8 part of the body exceeds its hit point limitation from a
single blow, roll on 8 6~sided die and consult the below chart.

1·2 Heavy bleeding, must be stopped in 1 turn or unconsciousness
will result. Then it must be stopped within 1/2 hour or death results.

3 Critical bleeding, must be stopped in 6 rounds or the victim
bleeds to death.

4 Limb is useless, anything held by it is dropped, 8 raU of 19-20
on 8 20·sided die means the limb is severed.

5 An 17-20 on n 20-sided die means the limb is severed and victim
is unconscious. otherwise the victim is unconscious and will bleed
to death in 1-4 turns.

6 Victim is unconscious, a roll of 15-20 on a 20-sidcd die means
limb is severed, 19-20 means victim is dead. otherwise is un
conscious and will bleed to death in 1-4 turns.

Neck: When the die roll indicates the neck has been hit. roll
8 4-sided die and consult the following table.

1 Bleeding. must be stopped within 5 rounds or victim bleeds
to death.

2 Serious bleeding. must be stopped within 5 rounds or victim
bleeds to deat h, victim is unconscious.

3 A roll of over 15 on a 20-sided die means victim has lost power
of speech, and number 2 is in effect. otherwise 2 is in effect.

4 A roU of 18·20 on a 20·sided die means death, otherwise number
2 is in effect.

Head: When the die roll indicates the head has been hit. roll
a 3-sided die and consult the following chart.

1 Heavy bleeding, must be stopped within 8 rounds or unconscious
ness results. t hen must be treated in a 1/2 an hour or victim
bleeds to deat h.

2 Victim is unconscious and bleeding must be stopped in 5 rounds
or victim bleeds to death.

3 A roll of 15-20 on a 20-sided die means the victim is dead,
otherwise number 2 is in effect.

The above charts are only for humanoid subjects. you may want
to modify these charts for different animals and monsters. I hope
this article brings life to your campaign as it did to mine.



BUT MR. DM, IT WOULDN'T TAKE SOMEONE

WITH TWO BROKEN ARMS eo SECONDS

TO DRAW A DAGGER •••••

By Emil Parker

Being that I have actually used
some of the weapons listed in the
AD&D tm Players Handbook, I simply
cannot agree with the generalization
that it takes a round, which is 60
seconds, to draw a new weapon in
AD&D tm. The amount of time needed
to draw a weapon, the anmor. or lack
thereof being worn by the user, the
additional encumberance. as well as
the position of the weapon on the
user's body. In light of this, I have
designed a brief table for use in any
Judges campaign who wishes it, with
the segment as the base unit.

Weapon
Dagger
Long Sword
Short Sword
Broadsword
Bastard Sword
Two-Handed Sword
Axe. Battle
Axe, Hand
Mace
Flail
Scimitar
Spear. Stabbing
Cl ub
Bo/Jo Stick
Javelin
Sling
Halberd
Short Bow
Long Bow
Composite Bow
Dart

Base Time Required
2 Segments
4 Segments
3 Segments
4 Segments
4 Segments
5 Segments
5 Segments
3 Segments
4 Segments
4 Segments
4 Segments
5 Segments
3 Segments
4 Segments
4 Segments
5 Segments
6 Segments
6 Segments
7 Segments
B Segments
1 Segment

The above table assumes that the
weapons are in belt sheaths excepting
Bows, Spears, Javelins and Halberds,
which are assumed to be worn in shoul
der sheaths or on the side of a back
pack. This table only covers the
major weapons of AO&D tm. From the
above table, a Judge can draw the
general idea, and can compare to see
the speed of any non-listed weapon,
or at least a reasonable facsimile
thereof. This table is not meant to
give the characters 2 Attacks/Melee
round instead of one, or anything of
the sort. Generally the resheathing
time for a weapon is the same for the
drawing time, and is not included
above. If the drawing time is 5 or
less segments, I suggest you permit
the players to draw and attack with
the weapon in the same round, but
not to draw one weapon, attack with
it, resheath it, then repeat the
procedure in the same round. A num
ber of other factors can influence the
drawing time of a weapon. The above
table assumes a combat situation,
i.e. requiring a character to jump
back out of combat to get a chance
to draw a new weapon and this factor
is taken into account on the table,
but factors such as encumberance and
armor have not been. Thus, the below
table.
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Condition
Lea ther Armor
Padded Annor
Splint Mail
Studded Leather
Scale Mail
Cha inma il
Pla te Mail
Field Plate
80-100 pounds Encumbrance

(modified by Strength)
101-140 pounds Encumbrance
141-180 pounds Encumbrance
181+ pounds Encumbrance
15 Dexterity
16 Dexterity
17 Dex terity
18+ Dexterity
3 Dexterity
4 Dexterity
5 Dexterity

Bonus/Minus
None
None

+2 Segments
+1 Segments
+2 Segments
+2 Segments
+3 Segments
+4 Segments
+1 Segments

+2 Segments
+3 Segments
+4 Segments
-1 Segment
-2 Segments
-2 Segments
-3 Segments
+3 Segments
+2 Segments
+2 Segments

The Dexterity adjustments show the
speed and fluidity the character is
able to muster in dodging his oppo
nent long enough to draw his weapon
smoothly. The above tables are de
signed for Judges who wish to have
a faster, more (dare I say it?)
realistic combat weapon drawing
system, to avoid a one round lapse
between the sheathing of one weapon
and the drawing of another. Oh, and
one final thing, it is suggested that
one segment be the minimum possible
time for drawing a weapon and one
round the maximum time, regardless
of Bonuses/Minuses.

1!ftar It
IF Y~U HA~E OI~~ED {~ A NEW C!\Sl{eE, peE!\SlE C~N{AC{ ll$ M Y~UR EARe!E${ C~N~ENIENCE

$~ Y~U WIee K~{ 011$$ ANy I$$UE$ ~F Y~UR FA~~RI{E FAN{!\SlY mAGA<INE, {HE PEG!\Slll$

P.$ •
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OHMYGAWD!

I CAN'T SEE!

By Tim Grice

Movement

Melee

Moving full speed will cause falls
100% of the time. Moving 1/4 speed
will insure sure footing.

The speed of 8 blind person is
1/2 the normal rate. Moving at this
speed will necessitate a saving throw
less than or eq ual to dexterity on a
D20 to avoid falling. The condition
of the Ooor will modify the resulting
roU.

Saving Throws

As with melee. blind characters
gain no dexterity bonus.

While a blind person cannot see
to dodge. he can still feel, hear, and
think. Thus, saving throws can be
made. but at a penalty of - 4 versus
most attacks.

Against poisons and death magic.
which are resisted. rather than
dodged, saving throws are normal.

Gaze weapons normally have no
effect on blind creatures. Note, how
ever. that the gaze of the catoblepas
kills the sighted and blind alike.

A digression into the ways of gaze
weapons is in order here. Monsters
with gaze weapons have hypnotic and
compelling eyes. Even the slightest
glimpse out of the corner of the eye
is often enough to ensure looking di
rectly into the deadly eyes. If the
owner of those eyes happens to be
looking back, well, too bad. More
experienced characters have a better
chance of avoiding that first.deadly
glimpse (a better saving throw). Gaz
ing takes next to no effort at all, so
monsters with gaze weapons can gaze
and attack physically. Most gaze and
weapons affect only a single opponent,
and the monster usually will attack
and gaze at the same foe. If mirrors
are used against. say a Basilisk. the
sequence goes thus: The Basilisk
gazes at somebody. That person must
make his save or be petrified. If he
does survive, then he has interposed
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hit. and his blows will score on friend
as often as foe. (When the character
no longer has any friends left alive
is a good time to swinlt wildly.)

+1
-2
-4

No obstacles
Bodies and lor rubble
Melee in progress

Being unable to see means being
unable to dodge. so dexterity 1:x>nuses
do not apply to blind characters. Fur
ther, all attacks on a blind person are
at +4 to hit. but no additional bonuses
for attacking from behind apply.

Under most conditions. attacks
from blind characters are at -4 to hit.
This allows the selection of which foe
is hit by the attack. If the sightless
man does not care who he hits. he can
attack wildly. with a -2 penalty against
a random foe. In this case the charac
ter will have NO influence on who is

The causes of blindness are le
gion. from the eighth level Power
Word. Blind spell to simply dousing
the torches. from clouds of blinding
smoke to having closed eyes. But
what are the effects of being blind?
Blindness has effect on movement,
melee. saving throws and spell cast
ing.
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his mirror between him and the
Basilisk. The Basilisk must then make
its save or turn to stone. If the party
fighting the Basilisk wishes. it can
close its eyes and become immune, and
blind.

Area effect spells (such as Fire
ball, Lightening. Cone of Cold) can
be cast by blind casters, but as the
caster cannot see. the directions will
be such as 1150 feet in front of me"
rather than nat that buneh of OJ'cs
over by the grey stone H

• Casting
these blind gives a good chance of
hitting- friends and missing foes. but
they can be Cast.

All other spells must be cast witl1
the rang-e reduced to "touch." The
caster must hit (at -4) the victim to
ensure l1Htinf{ the one he aims at.

Spell Casting



THE MOST OF
CHARACTER

MAKING
A FIGHTER

By Mark Schumann
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What's your favorite character class? Chances are.
m<nt O&Der's love to have a Magic-User or a aerie. On rare
occasions, one of those selfish neutrals will tell you he likes
to be the Dl'lJid of the party, or the halfling sitting next to
you enjoys playing Thief or As.sassin. But who wants to be
a Fighter? Oh. sure, the goody-goody Paladins are just fine,
and Rangers are wonderful, but a Fighter? Who needs him]
(Answer: Everybody.) Who wants to play him] (Answer:
Nobody.) As I result, we get a party top·heavy with spell·
casters and nobody to swing a Sword.

Most AD&D tm playen dislike being a Fighter be·
cause it's so much more glamorous to cast spells or climb
walls and pick pockets. Besides that. the humble warrior
isn't ellen allowed to use most of the wands. scrolls, or mis
cellaneous magic items a dungeon party miltlt tum up. Be
cause Monty Haul magic refereeing is prevalent in many
campaigns (mine included), the Fighter usually gets stuck
sitting around and waiting for the MU's to run out of
Fireballs_

But thell! are a few things in favor of the Fighter.
Everyone knows that someone has to stand in front and
defend the MU's_ A Fighter can be of any alignment, which
makes him useful in almost any situation. And, because the
AD&D tm combat system is not all that complicated, es
pecially when compall!d to the magic system. a Fighter per·
sona is the best way to learn the basic mechanics of the
game. Still. the Fighter role tends to get a little dull, after I
while, because the other players gain new spells and abilities
while the Fighter just adds Hit Dice.

Of course. the maior idea of AD&D tm is role
playing, and that's what can make the Fighter dass interes·
ting. A Fighter may be the "meat and potatoes" of any
game. but his statistics and abilities don't exactly make for
an exciting exercise in higher math. The Thieves have their
backstabbing, hiding. and listening; the Clerics and Magic
Users get to cast spells. However. the Fighter doesn't have
to be bothered with all that nonsense, so his player is free
to use his 'her imagination in creating a personality for that
character. Here are a few ideas, selected from my fonnidable
gallery of NPC's:

The B1ecksheep Wenderer is the disinherited son of
a noble, or an escaped criminal. Helshe can be of any race,
and can also be II Paladin or Ranger. Some are multi-classed.
This one mayor may not have much money to begin with,
but rarely, if ever, has any recognized social status.

The Footstep Follown usually is the son of a hero
of the latest big war, and now Dad is pushing him to do the
same. This type of character is usually not very happy with
his profession and is often depressed. Commonly, the Foot
step Follower will be out to make his father happy or proud
of him. Evil characters will sometimes try to do awil'f with
a pushy parent.

The Kamikaze has nothing to live for. This type will
take all the crazy chances for the party because he would't
mind dying land saves a lot on resurrection expenses). He
could be a brokenhearted lover, a war fanatic, or a death
wisher.

The Mid-Life Crisis is usually stuck in some boring,
dead-end job. He wants something more out of life than a
few Copper Pieces and no future. So, he buys a Sword with
the money he was able to save and ventures off into the
wilderness with a crew of experienced old hands. The Judge
should remember that this character would stan his adven·
turing career at "middle age."

The Mu.eelbound Barbarian encompasses everything
from Fafhrd to Conan to Gardner Fox's Niall of the Far
Travell. This type is normally anti-magic and will resent
having to be accompanied by a spellcaster of any type,
althou\tl Magic-Users and Illusionists are most objectionable.
He also probably dislikes non.numans, regarding elves as
less macho and the others as below him, These are very
rarely found in the female gender,

The Perpetual Drunk is probably the least desirable
of all these. He makes his living hacking monsters to pieces
only because it pays enough money to buy some more
booze, Often dipsomaniacs, Perpetual Drunks are always
unreliable in a pinch.

The RelucUlnt Warrior is the kind who is attracted
to adventuring because of the money MId glamour wt is a
little repulsed by all the violence. He often tries to negotiate
his way past obstacles rather than stugging it out and urges
the Magie-Users and Clerics to use their Charm. Hold. and
Sleep spells if at all possible.

The Romantic Hero has heard of the great heroes of
the past (probably from the friendly neighborhood Bard)
and wants the chance to become part of the legend. This
type is likely to become a Bard himself if he has the ability.
These are most often human and/orelvish, although dwarves
sometimes tend toward this type also.

The Royal Bastard is self-explanatory. His parents
probably don't acknowledge his existence, or even know of
it ("But Aramethia, I thought you had gotten rid of him ..."'.
Maybe he's been given over to a foster family and hasn't
been told (yetO. It could keep this character busy II long
time trying to find his real parents, providing he wants to
find them.

These personalities are usually best developed outside
the dungeon, where there is more of II chance to deal with
NPC's. Remember that adventuring is not necessarily con
fined to dungeon or wilderness areas, either. There are
fortresses to attack. ships to sail, armies to lead. You can
try to get yourself appointed to political office, make some
money in the caravan business. or serve as purveyor to an
alchemist. Or, try impersonating the long-tost son of a far·
away king.....



CHARACTER CODE

by MICHAEL S. QUESENBERRY

When 8 player new to the game
creates his first Dungeons and Dragons
character. he discovers the necessity
of recording certain randomly created
numbers designated Strength, Intel
ligence, Wisdom. Dexterity. Consti
tution, and Charisma. If the initiate
does not record these properties.
now being used in 8 new and unusual
context requiring additional attention
to nuances of each provided defini
tion, in abbreviated form. then more
time must be taken to callout spelling.
This process is tedious at best. and if
one stopped the hassling and writing
long enough to consider the point.
then it would be conceded as 8 tor
mentingly unnecessary waste of time.
Advanced players should agree even
more readily to this point than "rook
ies" because they have done this so
many times. Actually it is also a waste
of space that could be put to better
use. like itemizing the weight and lo
cation of equipment. listing properties
of magic items, recording saving
throws. or making notes on the cam
paign.

The solution is a system of record
ing these numbers in one pattern so
that the first number always repre
sents the character's randomly deter
mined strength followed by his Iher
Intelligence, Wisdom. Dexterity, Cons
titution, and Charisma - in the same
order each time to avoid confusion.
Simple, easy, and efficient. However,
this system works only for single di
git figures. Naturally the letter A
would take the place of the number
ten, B must stand for eleven, and C
takes the place of twelve. Thirteen
is replaced by D, fourteen by E, fif
teen by F, sixteen by G and H for
seventeen. Eighteen is of course re
placed by T, and if any higher num
bers are needed the reader can only
surmise what letter would be an ap
propriate substitute.
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The system presented to this point
has good merit in itself, but there is
more. A dash separates the previous
section from the Armor Class of the
characteristics previously recorded.
A slash in turn distinguishes between
this and the Hit Points of the charac
tel'. This middle section (yes, there
is more) goes through the most changes.
and is therefore more truncated.

The third entry contains the fol
lowing, in order: the Race and Sex
of the character and his/her Align
ment. Class. Bnd Level. Abbrevia
tions should not be a great problem,
but here are a few examples: Hu
man, H; Eleven, E; Half-Elf, 1/2E.
Half-Ore, 1/20. and Halfling. 1/2.
Class abbreviations are CL for Cler
ics, MU for Magic Users, FR for Fight
ers adn TH for Thief. Most abbrevia
tions are common knowledge. It is dif
ficult to confuse Sex abbreviations with
contractions for Alignment or Race.
Likewise. others are naturally sep
arable.

One more review should suffice
before examples of the character code
are given. Entries arc made in the
following order: Strength. Intelli
gence, Wisdom, Dexterity, Consti
tution, Charisma - Dash - Armor Class
Class/Slash/Hit Points, - Dash - Race,
Sex. Alignment, Class, and Level.
For example:

Sehmelly Goot; H9ABC6-2/30-HMCEFr4
Loromir Neilson; 4FCC98-10/12- EMLGMu5
Cleo Creoss; 9BDC9A-5/20-DFCNCI3
Seth, FFFFGE-IO/30-HMLEAs5
Ellharaderringer Von Nam: A9BSC7-

3/10-1/20MCNFr2

These simple low level characters
show only a few possibilities of the new
system I have proposed. Eighteen
fifty-six Strength would be shown as
follows: 1/56. This nnd other unusual
circumstances are sometimes encount
ered. A little good judgment should
suffice to iron out any problems.
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CURSE OF THE

GREEN LOCK FOREST
by Patricia Hockhalter

An icy windwashowlingthrough
the barren trees and small animals
were scurrying for shelter; Lisa knew a
stonn must be approaching. She
moved slowly, checking the latch on
each window, stopping a moment to
gaze out, hopeful that Kart would be
in view. He had left the cabin two days
earlier, rifte in hand, to search for
food. Lisa, heavy with child, had
remained behind. The meat from the
cougar, shot six weeks ago. was
completely gone, so no amount of
pleading on Lisa's part could keep Karl
home. Their money was almost gone;
more food had to be obtained to
sustain them through the harsh Mon
tana winter.

Windows secure, another log
placed on the fire, lisa finally sat in
the rocker and tenderly patted her
stomach. She picked up a book. for
gotten for weeks, and again tried to
read. The book contained descriptions
of the Indians ....t10 lived here, in
"Green Lock Forest," over a hundred
years before. Chapter Seven, "Super
stitions:' said, "Killing of cougars is
forbidden; they are looked upon as
carrying the spirits of many powerful
gods."

An unfamiliar sound near the
front window disrupted Lisa's con·
centration. Closing the book, she sat a
moment, listening and watching. "It
must have been the wind," she thought,
for Karl would atways use the door.

She thought of Karl, the tall,
red-haired man she had married. How
she loved him! She had given up every
thing for him. Because his desire to
paint was overwhelming, he had quit
his qccounting job, sold all their pos·
sessions, built this one·room cabin,
and moved Lisa out into the wilder
ness eight months ago.

"Only eight months:' thought
Lisa. "It seems like a lifetime:'

She remembered that he had
said, "I have to be with nature, to
commune with the wilderness. That
is the only way to become a great
artist:'

The kerosene lamp turned down,
Usa knew she would spend another
night alone in the bed, but she hoped
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Karl would be home tomorrow. ~he

removed a pink and white comforter
from the metal trunk and placed it on
the bed, her only remaining luxury.
Karl had made all the pieces of furni
ture in the cabin. He did the best he
knew how, but Karl was not very
handy with tools.

The bed was warm as Lisa
gathered her thoughts and tried to
sleep. A glow from the fire sent lights
dancing through the room, illumina
ting her meager belongings: a bed,
table, two chairs, chest, rocker, and an
end table. This was all for her child or
children to inherit. Sobbing softly, she
finally went to sleep.

Deep in slumber, Lisa did not
hear the muffled thud hit against the
front door. Again and again, the thud
continued. until the door could not
stand the pressure. It flew open, and
the icy wind entered before the intru
der. Cautiously, the intruder moved
to the sleeping Lisa. She awoke with a
start, sensing impending danger.

"Nol" she screamed.
She heard heavy breathing, and,

from the righ t comer of the bed, she
noted two red, glaring eyes. Terror
completely consumed her; she could
not move. Scream after scream burst
from her throat. until a feeling of
nothingness surrounded her.
••••••••••••••••••••

"Lisa, Lisa, my love!" yelled
Karl, as he approached the cabin.

Dropping his bulky burden out
side, he entered his icy abode. The fire
had gone out hours before, leaving the
place as cold as a tomb. Lisa was
cowering in the far comer of the bed,
motionless. She did not even move as
Karl placed his arms gently around
her.

"Darling, what's wrong? Come
see the deer I killed. We have enough
meat for at least a month!."

He bent down, removing the
comforter, and noticed the tiny pool
of blood she was sitting in.

"Dear God, Lisal What has
happened?" he screamed.

Quickly he restarted the fire
and removed her clothes, talking as

reassuringly as he knew how. She did
not respond. Examination showed
there were no wounds; his dear wife
was just in the first stage of labor. Karl
could see the pain and terror in her
eyes, but no sound rose from her lips.
Five hours later, Karl delivered his tiny
daughter and wrapped her warmly in
the pink and white comforter. Com·
pletely exhausted, Karl slept with his
arms around his two loved ones.

As the weeks wore on, Lisa did
not get any bener. Karl cared for both
Lisa and the baby with great tender·
ness, holding the baby to her mother's
breast to receive nourishment. As win·
ter moved in, Karl began to panic be
cause he knew he needed help for Lisa
and someone to care for his baby
daughter, Kylie.

Spring finally arrived, and none
too soon. Rations were down to a
minimum. Karl felt it was time to
leave. Putting Kylie in his knapsack,
and kissing Lisa, who remained un
moving in the bed, he began the long
journey.

However, after only an hour on
the trail, Karl saw a jeep with six men
in it heading into the wilderness,
rifles in tow.

'Wait upl" he yelled, running
after them as fast as he could.

After Karl poured out his story
to the strangers, they walked back
with him to his cabin, to see if they
could help with Lisa.

The door was open, and Usa
was no where to be seen. Karl and the
men searched for three days before
giving up. The campers donated a can
of milk to help Karl feed the baby,
but it was soon gone. With a heavy
heart, Kart again prepared to leave,
determined to return later. He gazed
around the cabin, spied the book Lisa
had been reading, and placed it in his
knapsack. Then he stepped out,
closing the door on a very impOrtant
part of his life. Kylie was now Karl's
most important responsibility.
• •••••••••••••••••••

The years 'Nent by, and Kylie
grew tall, graceful, and blond. resem
bling her mother in every way.



" Please, Kylie, won't you marry
me?" pleaded Josh. "I know I could
m<lke you happy; my love fM you is
overwhelming."

"No, Josh," Kylie replied. "My
dad needs me. He has raised me him·
self all these years. Now that he isn't
well, I must take care of him."

Karl Manin had indeed aged
over the past twenty yea,",. Until five
years 190, he spent every summer
searching the wilderness for his be
loved Lisa. Now, with arthritis COrlSU
ming him, he just sat and rocked.
Kylie was his only companion because
no one ever visited him.

While cleaning one day, Kylie
came across an old book in a green
knapsack hidden in a back etoset. The
pages had yellowed with age, but were
still readable. On the front page of the
book, entitled "Green lock Forest,"
were inscribed these words: "This
book is given to lisa by her loving
husband, Kart." She caressed the book
with love. It was something that had
belonged to her mother, and she
cherished it. Her dad had spoken of
her mother so often that Kylie felt
she had been with them all along.

In her spare time, Kylie read and
reread the book. Chapter Seven was
her favorite.

"The Indians loved the forest,
and never hunted the cougars," it read.
The book went on to say, "The spirit
of Itash, The Great One, was believed
to take the form of these cats. Thev
believed that whoever killed a cougar
might accidently harm ltosh, and that
punishment would be given out:'

Kvlie became obsessed with the
book, and she stopped dating. Finally,
Josh ceased coming to the house.

Kylie tossed and turned every
night after she found the book. Her
sleep was never peaceful, but was
troubled with pain and confusion.
The days were no better. Food turned
her stomach, and even Karl could not
seem to help her. When he suggested
a doctor, she became upset.

''Shut up,dadl I wilt not see a
doctor. Just leave me alonel Why can't
you leave me alone?" she shouted, as
she stormed out of the room.....................

"Damn caT must have corne
down from the forest," said Sheriff
lund. "Been killing livestock every
night for two weeks. First time a
cougar has ever come into town. Tell
the townspeople to arm themselves
at night. A reward wilt be given for
the remains of the cat."

That night, Josh was out late,
his pistol swinging from his right hip.
like the other townsfolk, he was
terrified of the cougar, and worried
that the cat would try to go after
people.

Suddenly he heard a scream,
and then another. Thev were coming
from the Martin house. Josh ran to
ward it, the sweat pouring profusely
down his face.

"Kyliel Kylie'" he yelled.
He pushed open the door.

There on the floor was Mr. Martin,
who was being mauled by a huge
cougar. The red, glaring eves stared
at Josh. Quickly, he removed his
pistol from the holster, aimed, then
pulled the trigger. A human cry

erupted from the cat as it leaped
through the closed window, sending
glass shattering through the entire
room. Josh ran to Katl, but no help
would be of use to him now. A single
word rolled off the dying man's
tongue.

"Usa."
"Kylie!" Josh called.
He ran to her room, but she

was not there. Then he ran to the
back of the house, where he saw the
cat stalking Kvlie. But no, it was not
stalking her! As Josh watched, the
big cat crept up to Kylie and seemed
10 embrace her with its paws_

Kylie screamed as the animal
fell to the ground, blood pouring
from its gunshot wound. Josh
gathered the now·trembling girl in
his arms. Moments later, he noticed
the body of the cougar had vanished.

"Kylie, mv love, it's all over,"
he said, holding her even doser.

He turned her face to him, to
kiss the quivet"ing lips. A smile parted
her lips as he stared into het" red,
glaring eyes.
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JOPOOOI J010

JCPOOO, J01C
JGPO004 POIC

JG 0002
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JCPODO' SOlA
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JOl'OO07 SOIA
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JG 0014
JO 0027

JOPOU7801A
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R. R. 8 Box 9 1221 N. SunnYlide Road
Decatur,lL. 62522 Ph.(217)422-1930

JG 0240
JG 0250

JQP0250 KOlA

JQP0250 K02A

JQ 0260
JG 0210
JG 0300

JGP0300 BOlA

JGP0300 J01C

JGP0300 P01C

JGPQ300 J02C

JGPOJOO P02C

JG 0310
JG 0320
JG 0330
JG 0340

JGP0340 BOlA
JGP0340 SOlA

JG0350
JG OJIIO

JGP0360 S02A
JGP0360 SOlA

JG 0310
JQ 0400
JG 0410
JG 0420
JG 0430
JG 0440
JO 0460
JQ 0410
JG 0490

JGPG490 BOlA
JGP0480 SOlA

JG 0500
JGP0500 BOlA

JGP0500 MOlD

JGP0500 M020

JGP0500 M030

JGP0500 M04D

JGP0500 M050

JG 0520

JG 0530
JGP0530 BOlA
JGP05JO MOtD

JGP0530 M020
JG 0540
JG 0560
JG 0510
JO 05.0
JQ 0590

JCP0590 BOlA
JGP0590 SOlA

JG OUO
JG 0640

JOPOUO BOlA
JGP0640 M01D

JG 0650
JG 0660
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CRIME IN 0&0

by ADAM GRIFFITH
Crime in D&D tm is a problem I have often had to deal with. Some

character seem to consider themselves above the law. and they murder
and steal without a second thought or a twinge of guilt. For this reason
I have come up with a table of punishments for crimes that might occasion
ally occur.

CRIME PUN lSHMEl\"'1' *

** Petty Theft. .........••.....•......•...Whipping (1-6 pes), 2-4 weeks
Theft. ...............•......•..........Whipping (1-8 pes), 6-12 months
Grand Thc[c- ,Whipping (1-12 pes), 1-4 years
Manslaughter .........•......•.......... 1-6 years
Murder ..............••.....••.......... Beheading
Mass Murder ................••..........Disembowlrnent
Rape Castration. 1-4 years. 1000 Gp to victim
Assault and Battery ................•..Whipping (1-6 pts), 1-4 months 500 GP

to victim
Assault with Intent to Murder Whipping (1-8 pts), 1-2 years) 750 GP

to victim
Public Mayhem 1-8 days
Pickpocketing ......••......•........... As for theft, but after third

conviction hand amputation
False Witness .......•.....••........... 1/2 sentence of the crime
Kidnapping ..........•••...••••.•.•..... Blinding. 1-10 years 500 GP to

victim
Adultery Naked in stocks for 1-6 days
Piracy Death by stoning
Robbery ..........................•..... 10-20 years
Ensorcelment (To Bewitch) ......•.......Depends on circumstance

* Punishment will increase after repeated convictions
** The amount of money that would be considered petty or grand would vary

from world to world. I leave it up to you to decide.

ENFORCEMENT

In a world that abounds with magic. it can be alot easier to bring a
criminal to justice than it might seem. Although the police might not
waste time searching for a minor pickpocket. they would certainly look
for a mass murderer. There are endless ways in which a criminal may
be caught. ranging from a crystal ball to a ranger's tracking skill.
Offering rewards is also a good means of catching a crook; it has been
known to turn a criminal's friends against him!

THE TRIAL

There are many different ways to run a trial. The fairness of the legal
system will vary according to the flavor of your world. Don't over look
the use of magic in a trial. ESP. (although I consider it an invasion of
privacy and don't use it) and detect lie spells can be a helpful aide in
convicting a criminal. Roll an alignment for the judge. it can make all
the difference. 81 Pegasus



PRISON

One of the biggest problems you will have will probably be keeping
prisoners from escaping. In my world more often than not, a criminal
(with a little help from his friends) would have escaped before the
second day of his imprisonment. Recently though~ a huge prison has
been constructed that is nearly escape-proof. due to its thick steel
doors. and its anti-magic field (to stop teleporting mages). Prisons
of this nature are necessary to contain some more powerful people who
would otherwise escape.

a
game master's aid for

ALL
role-playing systems

Crimtooth's

Crlmtooth's TRAPS havf> been presented without game mechanics
of any kind; the nature, cause, and effect of each trap has been
thoroughly descflbfod so that any 0v1 may Introduce these deVIces of
delver destruction Into his or her games with ease. For eKample:
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only $9.95 lIess than a dime a death!!

One hundred and one catastrophic traps,
sinister snares, engines of evil, and deadly devices

,w.whIP .II OOI(T ~...JhOObt >10ft" fit OfdI.T down' flOm

RyIng Buffalo Inc.. • P.O. BOx 1467 • Deot.. JG-23 • SCottsdale, AZ 85252 /pk'~~ Jnd.odp $1 lot~ & h.rdng)
(l.k & [~aJW:JmerS~ ordef irom ems Hat>.~''FB, P.O. Box , Bath St. Wdb.JI, \'II Mdands, LK)
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MOUNTAIN MOOR
by Stefan Jones, ,), ~ ,

Tn the Granite Mountains is the fabled alabaster city. A dwarven iron mine being
dug nearby unearthed a network of monster-filled tunnels. Recently, an expedition into
the city found an entrance into this underworld. Bold (and foolhardy ... ) adventurers
flock from miles around to explore this mysterious pit, said to contain a vast treasure.

Others have been drawn here also. A sect of demon worshippers and a gang of raid
ing" orcs are said to dwell within.

KEY: DOORS: These open in the direction indicated by the arrow. If there is no
arrow. the door can open bot h ways.

SECRET DOORS: A level (2 s.l'.) on luck is leaded to spot one if a search is being
made. Secret doors open either way.

SHADOW-ARCHES: These are ordinary archways, but a "curtain" of black nothing
ness has been put across them. They can be passed thru easily. but light, sound, and
magic will be blocked.
Traps are marked with NUMBERS, rooms with LETTERS.

WANDERING MONSTERS:
For each full turn spent in hallways or empty rooms, there is a chance of a wander

ing monster. Roll a die; if a (1) comes up, a monster appears. Ron (2) dice to deter
mine the monster(s) encountered. on the WM chart. WM's will have treasure on a roll of
(1) or (2) on one die.

BERSERK MONSTERS:
If out numbered or enraged, some monsters go berserk. Berserk monsters do not

lose dice and adds as there MR is reduced, and any ones (1) that it rolls are added up and
rolled over. Only beast type lions and tigers and bears! and intelligent monsters go
berserk.

WANDERING MONSTER CHART.
1. Die roll
2. The greatful undead. See room E. level two. The first six of the G. U. appear.
3.Cave lions, 1-3 appear. They have a MR of 40. No treasure.
4.Troll. This beast has a MR of 50, and tough hide that takes 4 hits.
5.& 6. Orcs. 1 -6 app. They have a MR of 20, and wear battered armour that takes

a total of 8 hits. (They are warriors).
7. & 8. Goblins 2-12 app. They have a MR of 10, and wear leather jerkins that take

2 hits.
9. Bats. These have a MR of 10. 1-3 attack each party member.
10. Giant rats. 3-18 attack party, with a l\'tR of 4 per rat. No treasure
11. Zombies. 2-12 app. They have a l\'IR of 18, and do not lose dice and adds as they

lose MR. ( They must be ground to a pulp before "dying").
12. The Monster Gang. See room 0, level one. Roll twice for treasure.

TRAPS (Level One)

1. (a) This is a section of stairs rigged to fall flat, forming a slide. Make a lvl. 2 s.r.
on dx. to avoid faUing- down to the next landing.

1. (b) This is a 5' sq. iron grating. If a character tumbles down from above, he or she
must make a lev. 3 S. r. on lk. or avoid flipping open the grate, releasing 6 blood bats
( MR 10), and falling down the shaft to level two.



2. A tiny doorway. Behind it is the lair of Little Nuisance. a black hobbit. His attrib
utes are: 8t. 7. IQ. 13. Lk. 13, Dx. 17, Cn. 22, Chr. 5. Lit' will follow party. picking
off stra(;l!lers and making mischief. He is armed with ax, an sling. and wears leather
armor. The door is locked. and Lit' will not open it unless party has there backs turned.
3. A pitfall. When anything with a weight of more than 100 Ibs passes over this spot,

the pit opens. The fall is 15'. characters falling take one die of damage; armor
doesn't help. The bottom of the pit is covered with bones and 3 dice worth of copper pieces.
From 1-6 rats (MR 8) will also occupy the pit.

4. This section is a la' wide corridor. The floor is sunken 61t deeper than the rest of
this level. 600 small twigs litter the floor. Each twig has been enchanted into a make-shift
staff, and may be used as such. But. any time a Magic Fangs spell is cast on this level.
all the twigs turn into snakes! They then wander about the area, looking for food.

5. This 10' wide section of fk>or is a foot lower than the rest of the corridor. This
deoression is filled with dust, concealing rows and rows of rusty nails sticking upwards.
Anybody walking barefoot will take 1 hit and run Rt half speed. He or she may also get
tetanous .

6. Leanin~ on the south wall is a huge ooncave mirror, 6' in front of the mirror is a
smile face button, embedded in the floor. This button marks the focal point of the mirror.
3' off the floor. The light of the parties torches is concentrated on this spot. Anyone
pRssing thru it takes one die of damop;e per torch lit. Armor will take damage in this Case.

7. Two stone catwalks over a lor deep pit. Anytime one (1) person is on the walk, the
walk will pivot, tumbling the person into the pit. Allow level 2 5.1'. on dx. to avoid a fall.
The pit is padded with moss. so no damage is done, but if the victim misses the roll by
more than 4 points, he KO-ed. If he is not KO-ed. he may climb out unhindered. but if
the victim is unconscious, 1000 cave mice will run out of 100 cave mouse holes and strip
the character of Any possessions he has on. (Things weighting more thAn 200 g.p. are
sofe.) The mouse warrens contain 5 randomly rolled treasures, should they be broken
into.

8. MORE MICE- The section of corridor that looks like swiss cheese. The cheese is
worth one silver piece per 10wt. units are taken at one time, the guardian of the cheese
will be summoned. It is a gigantic mouse, with a MR of 100.

TRAPS (level two)
1. This is a pitfall, identical to N 3 above.
2. Anyone entering the secret door from the east is caught in this trap.

Victims must make a level 3 sr on luck or be hit with a anvil falling from above.
Persons missing the roll take one point of damage per point the roll was flubbed by.

3. This is an alarm to warn the greatful undead of intruders. See room E, level two.
4. Another pitfall. but this time the pit is full of poisonous snakes. Each round. char

acters in the pit must make a Lve. (1) 5.1'. on Lk. or take one hit and be paralyzed one
turn. Taking more than 6 hits is fatal. Monsters know the location of all traps, and
know how to cross them unharmed.

LEVEL ONE ROOMS
A. A long tiem ago. the citizens of the Alabaster city used this dungeon to get rid of
insane and simple minded folk. Though the city has long been ruins. the mad folk have
prospered and lived. This room is their major living space. There are 12 raving maniacs
here. Each has a MR of 12, one is crouched above the door. waiting to jump on the first
character entering. The first time the maniacs taKe damage. they will I{O berserk.

In the corner is the maniac's treasure: 100 c.p .. 170 g.p., a toe, two dry chicken
livers and a small piece of are hair.
B. In the center of the room is a statue of Venus, WIth arms missing,in each of the oorners
of the room is a stone arm; 2 of hairy mens' arms, two for a lady. If the ladies' arms nre
attacl1ed to the statue, it will come to life, thank party. and offer services for one fi~ht.

She has a MR of 30, and armor of 10. with the ladies arms on. If the mens' pair is put on,
the statue will attack party with a MR of 40. armor 10. The hollow head of the statue
oontains 4 gems; 2 pearls worth 750 g.p. each. and 2 ivory worth 70 g.p. each.
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C. Running along the east wall of this room is a 5' wide ledge. The rest of the room is a
101 deep pool, full of cold, glowing mist. One the bottom of the pool are 5 magick myrm
idons. These enscorsceled fighters have a MR of 20, wear fancy but battered leather
armor (takes 12 hits) and carry long pole weapons (add 2 dice to each wariors roll) too
poke at people on ledge. The myrmidons regenerate 2 pts. of MR each round they are
not damsg'ed.

When the myrmidons have been defeated, the bodies evaporated, leaving only the
armour (which has flash and glitter worth 20 g.p.) and their glowing, bronze helmets.
If a character puts one on, he or she is turned into an magick myrmidon, and is tele
ported to the greatful undead room E, level 2.
D. Twelve goblins ,they have a MR of 10, and wear steel caps and leather jerkins
(total of 4 armor). A locked strong box contains 90 s.p., 110 g.p., and a potion which
heals 4 pts. of constitution.
E.. Clones. 8 identical men, in identical leather armor and using bucklers, broadswords.
They attack on sight, and can co-ordinate their attacks so precisely that 25% is added to
their total. Each swordsman has identical characteristics: St. 12. IQ. g. Lk. 12, Dx. 12
Cn. 12, Ch. 9, Broadswords do 3 dice +4, armor takes a total of 18 hits .

When the party examines the bodies. they will find that the belts of the fighters are
jeweled and magical. They are worth 300 g.p., if sold. If a character puts a belt on, his
characteristics will change, 1 pt, per characteristic per turn, till he or she has the same
characteristics as one of the fighters. That character than gets an irresistable urge to
go to this room and fight anyone who enters. A level 4 II curses foiled" is needed to remove
the belt once the character returns to the room.
F .. The north wall of this room is pitch black, like a shadow-arch. Stepping thru teleports
the stepper to a tropical island. swarming with cannibals. This gateway is located in the
treasure room of the chiefs' hut. It contains a wicker basket with a jeweled cup worth
1,750 g.p., a potion which adds 5 pts. to strength till fatigued or spelled away, and 150
s.p. The chief will come in (1) turn after the party enters, and will not be very happy.
He has a MR of 30, and will call on his warriors to help if needed. There are 20 warriors.
with a MR of 20, and carrying shields that takes 6 hits a round. They will persue intru
ders into the dungeon. up to 50' from the room where the g'ate is.
G ... The Cult of OK-FRUJ, this is the re¢onal temple of a dread demon worshipping cult ...
There is a horrid altar on the north wall. with a statue of the cults diety, a 6- headed
weasel. The room is guarded by 4 guards (MR 20. wearing leather armor), 5 acolytes
(MR 10) and Zargo. the head priest. Zargo has a MR of 40. and wears ring-joined plate
armor (takes 7 hits). He uses the magic mace, Ash maker, in combat.

There is one random treasure hidden in the altar; and another divided among the
guards: the mace, Ash Maker, is a black, blood-stained weapon with a charred wood
handle. A ST. of 14 and DX. of 10 is needed to yield it. Ash Make}' gets 5 dice in combat,
and doubles the adds of the user. If the IQ of the owner ever drops below 7, he or she
has been possessed by the mace. IQ is raised to 16. LK drops to 9. The OM should
instruct the player so possessed to do evil acts, leaving details up to him. Especially
nasty acts should be rewarded with bonus adventure points.

.L.
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H... More insane folk. This room is full of crazies believing one of there number to be
a great military commander. They will attack anyone who enters. to capture and inter
rogate. They have a MR of 12 cach, except for the leader, who has MR 8,he fights with one
hand in his jerkin .. The loonies have a chest full of strange uniforms, a rack of wooden
swords, and a ring that renders the wearer invisible for 12 turns a day. The leader
carries this, but doesn't use it.
I.. The floor of this room is 20' deep, and covered with 4' long spikes. A fall on the spikes
should be fatal.
J .. A little old man, MR 10, lives here, he cleans off the spikes in room 1. The room is
full of battered equipment, half-eaten bodies, and a scattering of coins; 120 c.p., 70 s.p.,
130 g.p ...
K .. In the middle of this room is a polished iron statue of a wolf. The statue is highly
electrified; touchers receive onc of damage. doubled if metal armour is worn! If any
magic is used in this rOOm the THUNDER-BUNNY will to summoned, a rain cloud,
thundering and flashing; condenses over the statue. It gradually forms into a rabbit
shape. The Thunder-bunny will follow the party till it meets up with orcs: the bunny
then attacks the orcs, and disappears after 2 rounds. It has 8 MR of 50 ...
L.. The Hyena Fountain. In the middle of this room is a pool. with a statue of a hyena
acting as a fountain in the middle of it. In the south end of the room is a dome-shaped
mound of mud and sticks. In this mound is a hole, about 6" wide.

I f any characters drink from the fountain, they become beavers. Said rodents will
head for the pile of twigsand mud, and pop down into the hole. (This leads to room G
on level two, the beaver pond).

While the party is trying to catch the lost party members, the hyena statue will
begin to laugh, insult and mock the party. If nattered and asked politely it will inform
the party of the directions to the beaver pond and how to rehumanize the enchanted
party member(s); a second dunking in the fountain water.
M.. Sword and Statue. In the middle of the room is a 20' high statue of 3 fighter, armed
with spear and shielded, in roman armor. The eyes are large flame-gems, worth 500 g.p.
On the pedestal of the statue is a velvet pillow, on which is a jewelled sword.

Persons touching the sword will realize that the statue is staring at them. If the sword
is removed. the statue will follow the carrier with its'S eyes. If the carrying character heads
for the door, the statues' eyes glow, and the characters clothes catch fire! A level 3 s. r.
is needed to remove clothes. If this fails a Iv1.2 S.r. is needed. If the burning char-
acter fails this one. he may try again, on the first level. For each point that each roll
was missed by, take 1 hit damage.

The only safe way to remove the sword is to cover the eyes of the statue while the
carrier runs out of the room. The sword is a namberge, with jewels worth 650 g.p.
The sword is magical in nature, so it can hit enchanted creatures. The hilt glows when
undead creatures lurk nearby.
N.. This room is the lair of B nat, a shaggoth. It has a MR of 250, but the damap.'C done
is to subdue, not kill. the beasts opponents. When a characters constitution reaches
zero, he or she is unconscious no dead. After the party is either routed or defeated.
B flat will enslave the ones he has captured. They will be made to play silver piccolos' >s·
for as many years as their luck rating.

If B flat is defeated, the party may take the piccolos; these are worth 100 g.p. each.
and wehrh 5 wt. units. Therc will be one piccolo per person in party.
0 .. The monster club. This is a social club for the high-class monsters on this level.
They organize community affairs, such as raids on nearby villages, dwarf roasts, and
neighborhood mess-up drives.

Present at the moment arc: Adder Mane. lamiea (l\-1R 40): Slugbrain, goblin wizard
(MR 14). he has the first level spells and an ordin~y staff: Er~ and Forgo, orc twins
(MR 20); Mac, ogre (MR 48); Ghastly Roof. werewolf (MR 30) ordinary weapons do no
damalre, but they help in defense.

A locked strong box contains 120 g.p., 140 s.p .• a bottle of vanishing cream (turns
user invisible for 3 turns when rubbed on skin) and a small cake labled "eat me" (the eater
shrinks; treat as a rr Smaller is Smarter" spell.
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P .. This room is full of old furniture, grotesque statues, and a cauldron of bUbuling
liquid. Waiting by the cauldron is a large black tomcat. If the cauldron is approached, the
cat will attack. He has a MR of 5. After he is killed. the body will evaporate, and
redondense to form another cat. This time the cat has 8 MR of 10. Each time the cat is
killed, it will reform, with twice the MR of it's last life. The progression is: 5. 10.20.
40, 80, 160, 320, 640, 1,280. After 9 lives the cat will not return. (Die roll, effect of
cauldron brew on drinker. J

1.5: 2. The brew cures any Con. damage.
3.& 4. The brew adds 20 to the strength of the drinker. This lasts til fatigued or

spelled away. or the end of the expedition (which ever comes first).
5. The drinker falls to sleep till next sunday.
6. The drinker explodes, doing 2 dice of damage to all in the room.

Q•. The Guard House . This room has 5 prison cells. They may have non-player captives,
or may contain player characters captured on previous e>cpeditions.

The room is guarded by 8 half ore, MR 30, but he is using a giant orcish scimitar,
adding 2 dice to his roll. He also wears leather armor, for 12 hits a round. His desk
contains some provisions, a pack of cards, and 15 g.p.
R .. Six orcs make their home here. They have a MR of 20. and wear battered lent her
armor, for 8 hits. Their treasure consists of 80 s.p .• 170 c.p. and a bag of marbles.
S .. This room is littered with hundreds of green glass bottles. The only way to get
inside, is to break the bottles. Inside each bottle is an ore, who will attack the opener.
The bottled orcs have a MR of 18. A1x>ut one 1x>ttle in ten contains a human. who may
be grateful for being released. (See room J on level two, to find out how things g-et
in the lx>ttles .. )

LEVEL TWO,ROOMS
Add 5 to the MR of wandering monsters on level two.

A .. Fenns Bore. This room is baroquely decorated: fancy columns. murals, expensive
furniture. The east wall has a wood framed glass door opening on a balcony. Nothing
is visible but mist and fog.

In the middle of the room is a rotting wooden chest. While the party is examininR' this,
Fenris Bore will make his entrance. The door will swing open. and a fk:Ippishly dressed
bandit will swin~ in on a rope. He will demand all of the parties valuables, threatening
to shoot any who resist. His attributes are: ST. 20, lQ. 9. DX. 17, LK. 13, CN. 21.
CH. 14. He is armed with a foil (2 dice plus 1), stiletto (2 dice minus 1) and two flint
lock pistols. These do 5 dice plus 15 damag-e, and can be fired once before reloading.
Fenris will not hesitate to swing back out if things turn sour for him. If defeated. the
party will find nothing on him but the guns (3.000 g.p.) and pockets full of strange
flowers.
B .. Renegade dwarves. 4 dwarves from the nearby iron mine have found a rich vein of
p;old ore near this room. (About 100 ft. north, through the north door_J

These dwarves are in a gold frenzy, and will attack any who enter to protect their
find. Each dwarf has a MR of 20. and wears helmets and jerkin for a total of 4 hits armor.
There is a pile of ore here, worth one c.p. per st. unit. The party can take as much
ore as they can carry.
C .. This room is loaded with dusty furniture, empty lx>xes, a few bones and some
rotten provisions. Hiding among this debris is a ~ant slime monster, waiting to feed
upon any who stumble into it. The blob has a MR of 200, and is not affected by
weapons nor poison or magic. 87 Pegasus
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D.. George Gutsmear, minotaur. George has a MR of 100. He has a giant club that adds
4 dice to his roll. George's treasure consists of 140 s.p. and 120 g.p .• and a suit of armor
custom made for a centaur, takes 6 hits.
E .. The Great ful Undead. Eerie music can be heard outside of this room. The inhabi
tants are a group of undead monsters. They occasionally send out patrols to find
delvers to eat. There are: 5 zombies (MR 18, dice and adds don't decrease) 4 ghouls
(MR 40). The wounds they deal don't heal unless magicked. 2 living skeletons (MR of
36 and 24). The weaker skeleton knows the level one spells, and a vampire (MR of 48).
He can turn into a bat in emergencies. (Only magic will damage him). If the dead are
met as \\1M's, the first 6 starting iwith the Zombies, will appear. If room, Can level one, cters
turned Jlny ~haracters into Magic Myrmidons, they will be add_ed to the list after the
ghouls. The Undeads treasure? 130 SP, 220 GP, a ruby worth 1,500 GP, 3 spare myrlTli-
don t-.elmets, and a box of strange clothing.
F .. A polished iron statue of a troll. The iron is from a meteorite; all magic in the room
is absorbed by it, but if more than 5 levels of magic are cast in the same round. the statue
will begin to overload. If overloaded for more than 3 turns in a row, the statue explodes
doing 4 dice of damage to all in room. The current inhabitant of this room is a troll.
MR of 60 ••
G.. Beaver Lake. A river flows through this room, to a dam and over the falls. A small
tunnel leads up to room L on level one. Any beaver-people can be found here, along with
24 other beavers. The beavers will not attack unless one of there lodges is disturbed
(there or fore). Beavers have a MR of 8, each lodge has one random treasure.
H.. When this door is opened, green leafy tendrils with sharp thorns burst out and grab
at the nearest person. A level 2 s.r. on Dx. is needed to avoid the vines. If failed, the
victim takes 1 hit per point the roll was missed by. and is dragged into the room. Inside
is a killer kudzu-plant, hungry for fertilizer. It has a MR of 150. Anyone caught in the
vine is helpless, and takes 1 hit a round as the life is squeezed out of him or her. If the
party manages to kin the plant, they will find 150 s. p. 170 g. P .
I .. This room is very plain, but 8 statue of a young boy in nobles' clothing is leaning
against the wall. Sticking to his bottom is a wooden paddle. If this is removed, the
statue will come to life. He is little Lord- Nawtyboy, an obnoxious brat dumped down
here by his fed up parents. His attributes are St.8. IQ 12, Lk 14, Dx 9, Can. 80,
Chr. 2, he has had an enchantment thrown on him protecting him from normal weapons.
The Gl\1 should use Nawtyboy to annoy the party and lead them astray. The only way besides
magic to silence this nuisance is the paddle; if it hits him he is stoned instantly.
J .. A clicking, whirring sound can be heard outside this room. It contains a magic
bottling machine used to make the "bottled orcs" in room S on level one. Anyone stepping
inside must make a level 2 s.r. on dexterity or be sucked into the innards, bottled, and
teleported to room S. Anyone escaping this fate must fight the half orc who guards the
machine. He has MR of 30, leather armor. and 8 great sword ( add 2 dice to his roll).
The machine will sustain 100 hits before being destroyed. There is a one in six chance
of a trapped character still being inside the machine.
K.. Khargoid, the troll. He guards the secret door in his room Why. nobody knows. The
room is outfitted in comfortable troll sized furniture.

Khargoids' attributes are; 51. 54. IQ. 9, Dx. 15, Lk. 10. Con. 36, Chr. 14. He
gets 45 adds, and uses a giant Bec-de corbin (18 dice) and wears 8 breastplate (5 hits)
and helmet (1 hit) for a total of 12 hits.

Against the secret door is a heavy iron bound wooden chest. It has 520 s.p. ,380 g.p .•
and a jeweled goblet worth 1,300 g.p ..
L.. Inscribed on the east side of the east wall is the words "KEEP YOUR DESTINATION IN
MIND" in orcish. If anyone crosses the room without a destination (I. E. one of the doors).
he or she will be dazzled by random and constantly changing visions of far-away lands.
Then, he or she find him or herself in these lands. If the character heads for a specific
door, the visions will be seen, but he will arive at his destination.
M.. Six Gremlins. These mischievous devils patrol the corridor the room is on, creating
mischief for intruders. They have a MR of 10, and carry daggers coated in spider venom
to backstab people. The leader wears leather armor. and wears an amulet which can
absorb 6 levels of magic a day.
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The room is locked while the gremlins are out, and is guarded by a tralned rat pack
( 5 rats, MR of 13), The treasure is in a pile of dead leaves; 160 s.p., 210 c.p.
N.. In the middle of the room is a column of red hot iron. The rooms current occupant
is The Steamer, a oyster shell on legs. It has a MR of 88, and has armor that takes 12
hits each round. Once each round, the Steamer breathes a jet of plasma hot steam at
one party member. This does 3 dice of damage and blinds character for 4 rounds.

Because of the unbearable heat, characters with armor on lose 1 St. point a round.
The steamer has 280 s.p., 480 g.p., and a magic cake similar to the one in room 0 on
level one.
0 .. A Magic Myrmidon (MR 30, 12 hits armor) Stands by the door, guarding the room.

Against the west wall is a lectern, with a huge, leather bound book open on it. The
table of contents is as so: l1Winning friends and innuencing people". " Raising hell for
fun and profit·,. "Things man was not meant to know l1 . (One person may read on chapter;
the book then disappears.)

.tWinning Friends" ..... Allows the reader to automatically make the next 4 saving
rolls made on his charisma. "Raising Hell" ..... Let's the user call up one demon by
sacrificing a human maiden. It serves for 2 weeks. "Things Man" .... The user knows, :.
but becomes 8 frog-! .... FOREVER.
P .. Nine Orcs, MR is 25, they wear armor worth 8 hits_ The head arc has a magic sword.
It adds 2 dice to his roll (gets 5 dice when used by a character) takes 2 hits as though
it were armor, and g'lows f;I'een near magic. The orcs treasure is 200 s.p. 240 g.p.
Q ... Six Boogie Men .. These foul creatures look like masses of rotting swampy vegetation.
They have a monster rating of 30, and only take half damage from edged weapons due to
their rotten nature. The floor of his room is covered with rotting leaves, making it very
slippery. Hidden beneath is the boogie means treasure; 340 g.p., and a dagger that,
when used by a wizard, can suck (IQ points) from the victim equal to the number of con.
damage the victim took. These points are added to the wizards strength. There is also a
jar of vanishing cream ,(see room a on level one) and a ring that allows wearer to sec in
Ure dark for on hour each day.
R .. Five Giant BUdgies ... These are huge killer parakeets bred in the dungeons.
They have a MR of 48, and smell so foully that characters failing a S.r. are stunned
the first round. There treasure consists of 160 g.p. and a magic cookie that causes eater
to grow 6 feet.
S .. This room is occupied by Zoo Manners, an insane midget who ran here after killing ~

the tall man in the circus he worked at. He has sworn to himself to kill all he meets over
5'1". He has a MR of 40, wears a helmet (l hit) and uses a dagg-er poisoned with curare Ie
(double damage). He waits above the door to jump on the first tall person. His treasure: p.
240 gop and a huge ruby worth 7,500 gpo
T .. A level 5 Wizard and Twelve Orcs live here, occasionally raiding villages for fun
Bnd profit. The orcs have a MR of 25, wear leather armor, and have lig-ht selfbows.
The wizards attributes: S1. 31, IQ. 21, Dx. 13. Lk. 13, Can. 13. Ch. 15, he wears
leather armor (6 hits) uses a sax (2 dice plus 5) and has a deluxe staff. He has all
the spells UD to 5th level. The treasure is 140 g.p .. a potion which heals any damage
on Con .. a magic amulet which absobs 6 levels of magic ::l day, and a helmet which takes
6 hits. but gives weal'es such a headache his adds are halved. Only a "Curses Foiled"
will remove the helmet.

THE END
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Dear Sir,

"Never argue about religion. politics, or base
ball:' Hoo.vever, Randall Keiser's letter in PegMus
No.2 clearly deserves a reply. In doing so,let me state
one point quite early. so that readers may know my
viewpoint. , am a Christian. So that there is no doubt
as to what that means: I hold it to be true that Jesus of
Nazareth was, In fact, Almighty God; I have accepted
Him as my Savior, and I seek to obey Him as my Lord.

Often, of course. I fail Him. If I did so in in·
c1uding "Satan" and a "guardian angel" in Under the
Storm Giant's Cartle, it was not intended. Indeed, the
opposite was intended.

Two aspects of Dungeons & Dragons tm which
bother me are the system used for Clerics and the in·
clusion of devils and demons unbalanced by angels.

In the original 0&0 1m, it is clear from such
things as the no-edged.weapons restriction that Clerics
are usually assumed to be Christians, Yet Christianity is
never acknowledged, and Clerics perform by casting
"spells:' mtking them Magic-Users. This, to me, was
quite wrong. and I answered it long ago by developing
a system based on Faith and prayer. (Refer to "Faith"
by Thomas A. McCloud, The Dungaoneer No. 11,
May-June 1979, pp. 34-36.)

Demons surfaced In EldritchWizardry, followed
by demons and devils in the Ad'lanced Dungeons &
Drllgons tm Monster M.n~1. But, by traditional Judeo
Christian theology, devils are fallen angels. Here. in the
game, were the ftends of Hell. Where were the angels of
Heaven1 To answer this. I deliberately put an angel in
to Under the Stonn Giant'. Castle.

There are two points of theology being illus
trated, admittedly not nearly so clearly as I would have
liked. The first is the interesting concept of the guardian
angel which is based on Matthew 18.10. The second is
that a single angel, doing God's will, is mOfe than a
match for Satan himself which is based on Revelations
20.1·2. (For those interested, I recommend All About
Angels. by C. leslie Miller; Protected by Angeh. by
Don Dickerman; and, most of all, the Bible itself, with
the Apocrypha if you're looking for Raphael.)

Returning to Mr, Keiser's letter, it is interesting
to consider the questions of drawing borderlines be
tween the "real" and the "imaginary:' To borrow from
J. R. R. Tolkien's The Two Towen (Hougnton Mifflin
Co., 1963, p_ 37):
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"But they lhalflingsJ are only a little people in
old songs and children's tales out of the North. Do we
walk in legends or on the green earth in the daylight?"

"The green earth,sayyou1 That is a mighty mat
ter of legend, though you tread it under the light of
dayl"

In other words, things which appear in fantasies
are often images of things from our own reality. If the
Devil and angels are. indeed, real, then it is illogical to
exclude them on that basis unless everything, from
aardvark to zebra, is equally excluded,

Concerning misconceptions, I see two pos
sibilities, but, for the first, I must (almost) disclaim res·
ponsibility, and the second required unwarranted pre·
sumption,

The first misconception can be stated in three
sentences:

(1) "All characters. situations. and institutions
portrayed herein (in Under the Storm Giant'.
Castle) are fictional, ..."
(2) Satan and angels are portrayed in Under the
Storm Gi.nt'. CasUe.
(3) Therefore, Satan and angels are fictionaL

1did not write the sentence that reads: "All characters.
situations, and institutions portrayed herein are fie·
tional, and any resemblance to any person or institution
is purely coincidental," But, I would never have seen
the flaw in it had not Mr. Keiser pointed it out, and it
is a very standard legal.loophole statement that I might
have anticipated.

Perhaps a better way to stan the sentence would
be, "All portrayals of characters, situations, and insti·
tutions herein is fictional, .. ,"

The resemblance-is-<:oincidence clause is false.
The "resemblance between the contenu of the module
and the institution of Christianity," to ~row Mr_
Keiser's phrase, was not coincidence; it was very
deliberate. Presumably, the purpose of the dause is to
forestall lawsuits by, for example, someone named
louie de Cachot who claims that '11e" was "used"
without permission in room 2 of level Six. Perhaps
the JG could use: ".. and any resemblance to any
person or institution not in the public domain is purely
coincidental. "



The second possible misconception is a kind of
reverse of the first:

P) Satan and allgels are rul.
(21 Satan and angels are portrayed in Under the
Storm Giant" Cartle.
(3) The portrayals of Satan and angels in Under
the Storm Giant's Castle are portrayals of the
real Satan and real angels.
But it is presumptuous to ever assume that

descriptions in a fictional work are intended to deSCTibe
reality. Sometimes they do. ("Clouds are white.")
Sometimes they d()(l't. ("All the world knows that the
American Patriots lost their w¥ for independence from
England; hic} that their army was shattered, [sicl that
their leaders were either killed or driven into exile:'
[from H' Beam Piper's story, "He Walked Around the
Horses."] ) Sometimes they have no relevence. ("Dozens
of dragons boiled out of the ground where the warrior's
teeth had been sown."l That is simply the nature of
fiction.

Concerning the question of taste, there seem to
be those who feel that any use of the Holy Bible or any
of Its sub,eets outside of Church is sacreligious. But
there have been books, paintings, songs, stories, and

even comic books, T. V. shows, and movies made with
angels and/or the devil and/or God in them. The recent
George Burns movie, Oh, God!, is an excellent example.
So is Dante Alighieri's Divine Comedy. Inclusion of
sacred subjects in a 0&0 tm module is something which
I, obviously, simply do not consider to be disrespectful
in and of itself.

Neither do I feel that my particular treatment
of Satan and the guardian angel was offensive. I should
warn that I have recently felt Called upon to go fur·
ther, and I am now Pf'eparing Josterlosk for submission
to the Judges Guild.

Jonerlosk is a theme dungeon where the theme
is the Holy BitM. All of the monsters are selected from
the Bible or else related to Biblical questions. All of the
puzzles are based on either Bible lore or basic Christian
ideas. It is a dungeon where you literally need a Bible
in front of you to play it.

It is possible that either the JG or TSR will balk,
and Josterlosk might never be published. In any event,
I advise all readers 10 avoid anything I wnte if finding
borrOWings from Christianity is going to offend them.

Yours truly,
Thomas A. McCloud
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II has been brought to our iln,'lIflon that many of the
fine GUllclmembers of this faIr ("r" State hav~ moved and
not nOtified the Emperor or not notified him soon enough.
Accordingly, at some later date, they Ille a writ of grievance
against lhe Emperor's Runners for failure of delivery of
their copies of "Pegasus". Be it known that while the
Emperor has many Magicians, seers and Soothsayers, they
cannot oversee each individual all the time. Please notify
the Eml.leror's Runners via Judges Guild, as soon il'I possible
when moving. The Emperor's Runners will not, normally,
forward your "Pegasus" 10 its new stable, and you won't
want to miss an issue!

.

HEAR YEI HEAR YEI .... HEAR YEt The Guild of Manufaelurers of City State News and Pu·
blishers of Related Adventures (Judges Guild) has noted
that man" Guildmernbers try to order products or inquire
about orders at aU hours of the day and night, including
3:30 a.m. Sunday mornings. Unfortunately, the Guild is
not slaffed in all departments 24 hours a day. Please limit
all such calls to 9 a.m. to 4 p.m., City Slate Time (Central)
and Monday thru Friday only.

Both "Pegasus" and Judges Guild are looking for more
good Writers and Anists. If you would like to submit
material for consideration for publication in or as I product
or in our magazine, see page 94 for information and write
for our 'Writer and Artist Guide" . Free with a S.A.S.E.
(Self·Addressed, Stamped Envelope).
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CRYSTAL BALL
----

The Morrow Project Report
Our very own weapons smith has decided to add new
and different weapons and vehicles to enhance and
bring new life to any Morrow Project campaign. This
column is designed to be a part of any existing cam·
paign or can be used in starting a whole new one.

Screen Scenes
by C. J. Henderson. Featuring Time Bandits, a review
of a brand-new fantasy movie, here and now. Also by
C. J. is a book column, Magik Tomes, of latest re
leases in the sci fi/fantasy genre. These two columns
will be regular Pegasus occurences.

Stunning Adventure Comix
Featuring two new color strips, "Interstellar Fan·
tasies:' which follows the intrepid crew of the 1.5.$.
Maralyn 8S they conquer (?) all adversities. Our other
new comic, "The Vile File:' explores the world of
dungeon adventures. Follow Akron and Slickness on
their hilarious trek through the underwcwld.

Gateway Quadrant
A new column by Daye Sering which will consist of
explanations and use of Judges Guild Traveller tm
products. It will also focus on specific problems en
countered in typical Traveller tm campaigns and the
solving of those problems using Judges Guild material.

Copy.lthl nil by JuII,U Gufld. Inc.. R. A. '. BOl< 9, 1221 N.
Sunnvslde RO., O.Ulu" IL. 6252". Prinleo:lln In. US.A.; All R~nu
Rel.e'v.O. Tne Petu... 11 owneo &no pul;>U.neG Blmontnly 1;>'1 Jufl.9I'
G"lld. Inc, No Arlldl printlO ner.ln I. Offlnl Or Appro....O 10' ..se
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cn",aclen appe.,lng In Ihl. magulne are IIctlona!. Anv slmll.'lty
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01 Ih.....,It.rl anll 00 nol •• I1• .::t Ihe ... Iewl 01 Judgn Oullll. Inc.

upon pul;>llc:allon 01 any ,a..."ll4Im."I, wi" .nponsll;>lIl1y lor .nv
,ncI.1l conlrKIi &na .qreeme-nu e"p,eIHo:l 0' Impllea, ••'11 with Ih.
ad.....111... Juettn Gullll, Inc. &Uumltl no ••,poon,lb,IlIY 10. &ny
10.1t. 0' unf"ltlllea agreem.nll 01 any I<lna.

Th. 10Uowing ,amn a.e <:ol)y.I,nlea b.,. Inei••elPClcU.... manul&c·
lurln: Runequ." bv CHAOSlum; The Ard"ln Grim ol.1 b.,. Q,lmol••
Gamll; T"nnll... T<ollo and Mon"I"! Mon.,...l by FI.,.ln", Bullalo;
Empl'l 01 Ihl Pltal Th'one ,nd 5uOI'hlro 20'. 0'1 GamlllClencl
Co,p; Traveller .na En Gardel b.,. G&mn Oe.lgn",,' Worklhop;
Chivalry .nll Sorte.iI'. St. "hlp••nll Spacemln, Vlt1.Ino .nll VI,I.
l.nlil.•nd Bunnlll .nll Bu ..owl Dy '.nt,.y G,m.l Unlimited;
Too Sec.el. Ounglonl .. o ••,ont. AllVlnCI" Dun,lonl .. Dra,ono.
'nll MlumorpnOl1s AIOh. by TICtlcal 5lud"l Rulli: Ad"'lnt" •••
in t".ntUil' Dy AO....nlu•• GoOm", Inc.

Pegasus 94

Judges Guild wllicomes all contributions of copy and art for
thll Pegalui. There arll cerlain restrictions th3t apply, Letters to Ihll
Editor will nOI be paid for; arlicles IUbmitied by Game Manuf&ct....
or Designen revil!Wing Iheir own products will not be pilid lOr;
Rules Va..anls. Clarification, Se_rios, etc., or ReYiews of Ih.
products of others will be paid fOt",

ArtlslS unlarmhar with the 'fake' color- process will find an
excellent orticle on il. with required charts. in issue 12 of Th.
Oungeoneer. avail,ble al a back·'Slua. Bleck and While Arlwork
which Wf) add color 10 i$ paid for at Black lind Whi'(l rales. Artwork
mlly havll 10 be reduc~>d or blown-up to fit our nee<.k. All Art is paid
for at published si~CS. WIl reserve the right to delerminll IYJM!. si~e

and style, published si~e for art. alld 011 other editoriol rights. Full
page 1i~1l is between a%" II 11" and 7%" x 9W' !full PII90 of copy).

PaYlT1l!nts less lhan 52 ar. not mailed out. We do credil your
-=eouot for thaI amount. though. Special tor Guildmember1;
Guildmemben will be paid al a nne 10% h,gher man shown on
charts.. Special 00 Judges Guild Products II pilyment " made in
products which Judges Guild produces. YOU gel ~ mQl'"(I than
shown on chart. Specilll on Judges Guild Products ilnd Special for
Guildmemben combined gives yOu a rate 32% higher than shown
on the charI,

$10 $8 51 $6 $5 SC $3 52

FRP OR MS T HW

Ficlion CR MS T

Reviews CR MS T

'Fake' Color Art' H A F

B&WUneArt H A F

Half-Ioned PhOlo H A F

8 & W Pholo/Art" H A

Or Color Separations provided
Black and White needs 10 be Half-toned

CR .. C8mera Ready; MS - Manuscript: T" Typed; HW· Hand
writtlln; H" High Quality or Oelail; A" Awrage Qualily or Detail;
F .. Fair Qu"ity or Delilit.

Handwriuen Fiction and Reviews and Fair QUiltity ·oth... • Black
and Whi,e Anworkafe paid at the rale of $1.00 per page. All Above
Average Quality FRP. Fiction Ql'" Reviews arll paid $2.00 mOl'"B per

plI!Je. dBJ:Iending on pr<l'llnlability. than shown.
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•JUDGES GUILD DOES IT AGAIN

PRODUCES FANTASY ROLE-PLAYING GAME AIDS I

That's Righll Every twO month', you receiYl! a 32-pega City S....
campaign Ad1'lfltu,. iNding the _y to Fenr-tie Fant.y Geming.
But thet's not ,Ill You ,150 receive Guild', P~, , 64-pege Fan·
*y al'd Scienc:e Fktton G.mingMegazi.... pecked full of Informative
Articles, Play AldM, Reviews, and Adventunll covering ,U.spects of
Gaming .nd Role Playing. A Total of 96 peges 01 Fantastic Enjoy·
mant for the Low Guildmem_ R.1I of Just $15.00 per veer!

~ubgeg <&uilb RRBBox' 122'N.$unny"d.Rd

Newest
Universal
Playaids

F"OECKFO'S TOMB

"The eetion is crllmrned into this 16-pag1 fan·
talY 8dYenlllre module, F'dedcFo'. Tomb.
An ancient prophet fortokl of the thing
from the pits of Hell of the dead and buried
OOlid, F'deckFo, lind of the dev3statlon h,

would bring on the deS4;enclllnU of hll
people. The tim&-worn prophecy is IllllChlnll
for fulfillment; the curse must be reversed
end destroyed. You must march to the

Tomb, enter. and endttle unl\olveYil residing
there. This product conal,. multipl.cfven
Ulres, new Ind l\orrifVing ereltures•• 'HClni
fortress Ind. completelv described~ri.n
villllge. $2.00

FANTASTIC PERSONAI.ITIES

8y Bill p.... lind Edwltt"d R. G. Mortimw.
This~ eompilation deUilb 78 fantatit
~ities for use in any "n~ caTl'

~illn. Each chlirw:ter eomer eomplete with
beckground Infonnation. relllJloul inc:ll~

lions. penQfWll quIrks. magic items. fl'YOritll
tactics, 'Pell knowledge, lind much more.
Many ehanN;:ler claues are representlld.
such as A_mm. Thieves, W.rrlor.f>rit!f1s.
Figttten. Birds. Monks. Wi~...ds. lIlu.lonlsu.
Rangen. a.rics. Ind Orl,llds•• well as the
~ou. r-eetIGl\OlTltl.Owatves.Elves.ete.l.
0Iaraeten: ~nge in~ from the tota;lIv
lnexperlenced to the Elverl Pril'lCe of~
2,000 yNn old. Indudllld herein .re suc::h
I"IOtebles as Aesehul.s, the lI'mblll'lg Wizerd.
Rlvere. the happy-go-lucky Thief. Shella,
the she-wolf, Cherliy the Rotund. TIM 01
TlrgOI'lis. al'd Rite Nimblefinlll8rs. The per·
sonaliti... keyed to the Judges Guild
c.mpeign MapI, but they cen be used In
Inyone'S world. This is I must for ....y
.-ious Juclglll who reeognl~esthe importanee;
of fal'ltartk: penonalitief with which the
p1lyers c:an Interact. SS.aB

"'Ute Idd S 1 00 for POSI... _d HMMlI,ng
.nd S 1.40 for C.O D.

tII,n_ Reloldena .ckl 5'" I..

HEROIC EXPEDITIONS

By Edwn Fl. G. Mortim.... This 48·pege
book includes three separate quests for lIS.
with tmy fat'ltllsy role playing campaign. De·
tailed within i, a quest for those HalfHngs
th.t Ire tired of being overshadowed by the
Big People. Join them on the perilous quest
for "The Book of A~try." Or. if evil,
ronen, mean, 'I'd RlISty d\ancten are your
fone', WJide two Half..Qres on their "Quest
for the Spear of Darkness." Fight trn:-e
wimpy EIo.oes, Dwarves. Gnomes. and Hllf·
lings that stand in the way of Oreidl domillll'
liOt'l. Also Included is a quest for that ,ingle
character who believes he or she is invinciblv.
Definitely a must lor Iny campaign thet in·
eludes high-l.evel cherac:ten, ''The Cave 01
Despair" is an unique -'venture te:enerlo
which pits I lone pL.yer ageinst tl'le spectra
of the pest at'ld lhe p~ntormof the ""tufl.

An exciting .t'ld bewildering adventure thet
will be enjoyed by bolh the Judllll: and the
PI'Ylr. 53.98

··...P~
h.. doubled
its Ales fine.

In first
rei...... :·

WRITE FOR FREE 96 PAGE CATAl.OG

New for
Advanced
Dungeons

& Dragons tm
PORTALS OF TWILIGHT

Journeys of wondI!r Ind magic win be e.·
periMlCed when lhe Portal. are treveled again
in this newest release in the Portals Series fOl'"
AD&D tm. Ponelll of Twilight Is liel on the
phmel. Hallworld; It Is. world similar to our
moon, half light and half shadow, with only
• narrow strip of land thet is kebiQble. This
twilight region h81 ellOlve<l wried types of
crtatUnll which .... I(;(;UlItomecl 10 the
climate. North Poll City eIIn be visitM:l.llO,
.S it is the centlf of learning and culture on
Halfworld. Multipl. encounters Ire giYl!n, IS

well as other m./oI'" points of interesl and
new monster types. $4.98

Oea1Uf. IL. 62522 Ph. 12171 422· 1930
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WHY FIGHT OVER THE PEGASUS?...

Please send check or mon.ey order.
Don't send cMhI U.S. currency onlyl

Every twO mOflthl. you will receiIIe.
32-page City·St.1I Cam"'" A~·
ture • Jeeding the wrt to the Fanta
tie AdYwlture G..,.,...., includMt in""""1, • 64 J-a- hn*y Md
SeiencI Fil;tion G.ning M.,.nn..
pecked lull of intorm.tiYe Anic*,
ptay Aids, R_. and Adwnt_
covering .11 aspecu of Gaming and
Role pa.ying. A tote! of 96 JM9M 01
hntanic Enjoyment fof the l_
Guildmem'-t' Rau of only $15.00.
.,..'1

...
$"

. . $35

POSUlI SUb-Ch'fgllS hf SYblmption
PwrY_

Foreign
Air Mall ••••••••• , . $30.00
SumeeMail . . . .• .. $6.00

life Subs send 7 "'MrS .ppropl'iate.......

You receiYe six bimonthly lnull P&r yellr
of meteriel, designed especially for

fantMy Role PI'Vi~ Cam~lgns

BECOME A GUILDMEMBER AND RECEIVE SIX CITY STATE

CAMPAIGN INSTALLMENTS
EVERY YEAR!

US/.o.PO/FPO
Bulk Ratl •. • None
Fll1lt CIIS5 ••• •• 58.00

Canada
First Ctl" . . .. . $8.00
Jrd ellIS ......•...... $4.60

ly.r.
2'1'_n .•
Jy8aR ...•.•

1.,..... .. ••••. • .• $15
2 ....".. '" ... 529
3 y.-... . . S4J

Liffllme SulCriptiOl"ll. • $300

Rnublcr~tlo..

R. A. 8. 80x I. 1221 N. Sunnyside Aoed
o.c.tur. IL. 62522·1701 Ph. 12171 422·1930

BULK RATE
U. S. POSTAGE

PAID
PERMIT .275
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MORROW PROJECT REPORT
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POTIONS PERILOUS
blJ Rog Cram.

SCREEN SCENES
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Travel along perilous traits to prove
your nature as it Hero. Here are quests

lor Hal'lings and Half-Orcs, and one
espeCIally made tor your character!
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ATTENTION
Ed. the Ediror

Other new and interesting features include The
Morrow Project Report by Weaponsmith, Bill Pixley,
Th. Gateway Quadrant by Inter·Galactic Space Scout,
Dave Sering. and the st!COnd installment of H~ngiing

Out in the Crty-St~eby yours truly.
There are mdny mom tredrs in store for you

within t~ pages, SO /'11 let you move on very soon.
In the future (probably in the summer), I plan

to do a comparison of most of the major gaming
magazines. Now. you are probably thinking that I will
rate the PtiasUI at or near the top, but nor so, dedr
reackr, not so. J will not be doing a review, I will be
doing a comperison. It will beastraighc.marhematicAl
comparison. and you. the reader. will be the judge.
not I. I think the results will be very interesting. EVf!fI
though I haVf. forewarned thecomperition,l challenge
them to consisrently put out a berter magazine than
WI!' do. Nothing like a little friendly rivalry to keep
the quality up. and this is better for us af!, both thOS#!
who S4111 and those who buy.

Well, that's about all: have a Merry Christmas
and a Happy New Year, and I wish all of you the best
of luck in all good endeavol'$.

In chis issue, we haW! several treats for you. On
page '6 we present The Vile File, an hilarious comic
strip about your "a~ge" p!ayer<haracters, Akron
and SlidntnS.. The Vii. Fil. shalllH! a rPgUlar featum,
and we welcome Will Faust to our Guild.

EXPRESS YOUR OPINIONSI

USE THE ORIGINS A WARDS

BALLOT

EDITORIAL
by Edward R. G. Mortimer

-

Greetings, OM and III1! I have :som~ good news
and som~ bM1~ for you. SO lec's gec the bad news
OUt of ch~ way imm«Jiat~1yso that you can get down
to ~njoying fhis issu~ of ch~ Imperial Pegasus.

This issu~ is not on time as Chudc (ch~ Samurai
Editor) promiSi!d you if would~. This is mainly
because issue No.4 wn so far behind. But. enough of
~xcuses. H~fully, issue No.6 will be on cim~, but,
in any ~Vf't)f. starting wifh I~ No.7, we will be on
time if I hallt! fa pull a few teeth to do if!

Also, on~ of ch~ f~atures I promised you will
not be ap~aring in this. or any. issue in the fores;ee·
ab/~ future. The feature was to be "Interstellar
Fantastes." a comic strip. This is due to circumstanCf!S
beyond our control (a copouc if I e'A!r heard one, and
rllt! heard a few, but, in this case. ic is crue). I hope
the ren of this issue pledUfS you enough to overlook
this unfulfilled promise.

Chuck has not been in touch with me $0 the
review and comments he promised on Mon~en and
Mazei will have to be published at a later date.

We sincerely apologize to Gerald Seypura for
misspelling his name in issue No.3. Mr. Seypurs is, of
course. one of the co.cJesignen of che game, Skull and
Crossbonei. for which he designed the adventure
scenario. Yardarm McGraw's Treasure. We are proud
to have Mr. Seypura's work grace our pages, as is
evidenced by this issue's S&C adventure. The Adven
ture of Devil's luck. We hope to hear more from Mr.
seYPunJ in the future.

Well. that's all the bad news; I hope it wasn't
too hard to swallow.

The good news is thilt I think we have put
together the best issue to date (a conceited grin - er. I
mean, a proud smile· plays upon my countenanCf!J.
Please write to me and let me know what you think
of ic.

Now that all that is out of the way. if is time
for me to do some. . .uh. . .hmm! This has been
bothering me since last issue, just what am I supposed
to say in an editorial? I'm new at this job! To find the
an~r to that question, I read all che editorials from
11/1 the magarines I could (or wanted to) get my hands
on. My conclusion is that they (editon) talk a bit
about what's inside the fflilJf}azine. but. mosely, they
talk about whatellt!r they want. I gu~ that's aprivi
1«Jge OM gecs when one is an editor. so, h~ gM:S. _.
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ACADEMY OF ADVENTURE GAMING ARTS & DESiGN
OFFICIAL ORIGINS AWARDS NOMINATION BAllOT

for the year 198', to be presenrttd at ORIGINS '82, July 23, 24, 25, 1982, in Ba/tlmore, Maryland
(for information about Origins '82, write PO BolC 75405, Baltimore. MD 21220)

The Origlnt Awarat. preJlnled al OriglM nCh yea,. 're an Inlernallon
ai, popular fOrlei 01 awaras aImed al rKogn,~mgOUluanding achievement'
in Adventure GamIng They Comprlle Ihe Charles Roberts Awardl lor
Boardgam,nQ, and the H G WeU, Awards lor M,nialur..s ...d RoIePI .... ing
Games. An Inlelnalronal Awarm Commlttte 01 25 hobbYliu Isome PfO'

'"slonals. but p"m.. ~y ,r'ldtpendenIlJ directs and IOmlnlllerS the _rdl
,ystem. The nam,nallon ballOI II ~n to aU mlerw'lltd ~I!IS YOUR
VOTE CMl make a rtill dlflerencll A /rnal bllIol 1'1 prepared by Ihe com·
mlttee ina "'Oled on by membe... 01 lhe Academy of A<!venlure GamIng
A'It & Oesogn Acedemy mllmbersh,p. $2Iyeal. is opotIfl 10 actIVe. accom
plIShed hobby ISIS, both pro and amaleur. MembershIp guldelinel afe
avaIlable for a SASE Irom the addreues given below, Corretpondence
should be se"t to the USA add'eu. Present members may renew by sendmg
Ihe" check wIth Ih,s blllot. Caned,ant may lend $2 CanadIan, paytb•• to
M,ke Gi,ard UI( and Eu,opean members may "n.d 1 POUnd sttrlonQ
~y~le to Ian L,y,ngstone US and an Olhe... may sclfla US $2. paytb'e 10
B,n $omen

The A~y and Ihe Awa,dlCommIU_ 81 Wf'Il .. 1M OrIgins con~
tlon Itself. luncllon under the OIIerali dlrect.on of GlioMA. the Game
Manulactulers Auoc,a"on Oorect correspondence 10 Paul R. B.nnlll. ~
GOW. Box 1646. B'DDmmglon.IL61701

THE H. G. WelLS AWARDS FOR OUTSTANDING
ACHIEVEMENT IN MINIATURES AND ROLE.PLAYING

GAMES

3. Bell Veh'Cular Serres. 1981
(,ncludet allY miln.mllde con~evafl!:e.

chanots. wagons. CilllS, t,ucks. Tanks.
shIpS. a"c,afl, Il>&cICla't. elcl
4 Bell M,n,atures Rules, 19B1

5 B"I Rolv PI.... ln9 Rules, 19B1

(dungeons, Clmpa,gn modulls.
IClInariOt, elel
7 Beu ProfesSIonal Min,atures

MlIQll7lne. 1981

B Besl Profeu,onal Role play,nQ
Magaz,ne. 1981

9 AU T,me 8enMm,a'",res Rules 'or
20lh Century Land 8allles

10. All Time Ben Miniatures Rules.
fo' pre·2Oth Clntu,y Na~11 BOlli".

Innructions. Rnd Carefully: Print legibly or IYPI your nominat,ont.
Billoll Ihl' a,e messy, nOI IllIrd out correctly. 0' show Inempts ,t
nufflng WIll nO, be counted You may lin Ih,ee nomi""s per catego'y II
<toe1 not m;llll" In Whit order YOU hst them. To kMD Ihe votlnQ "
m,anlngf",1 • possible. do not mlOlo;e ielec,ionl in unfamiliar CIIttgOrles
YOU MUST SIGN THE BALLOT' And 'ndude your addless. YOU may
IfIlle only one•. and send only one ballo' per envelooe.

Nom,nallonl ShOUld be fo, producu produced duru'IQ the CIIlend¥
yea, 19B1 E~celltions aft poermilled fOI ofdel products which ;.,n
s,gn,flcan\ eltl>Olure and &cclalm duriflQ 1981. M,niIlU'1 "gure "1111
nom,nal>onl Ihould be f.,r oroducllmes wniCh ;lire either new or have been
subu.",ially ll~p.nt.led ,n 1981 All T,m. Best nomlnllions are not
'eU"cted 101981. of courso

Th,s ballol may be ,eoroduced and clfcul81ed by any meant .vallab'e.
plov'ded iu conlenU are failhfuUy copied. MIll"ln• .o,lors and publishers
Ihould plan '0 melude lhe Milot In an 'ssu' of th'ir PUbIlCll1ionl due 10
com'" out dUII"lI tM ,nlal'Yilll trom I." 19BI 10 mld-Mau;h 19B2. Clubs.nd
Olher or98nllalions shOUld c.!Cullle COP'" amonrg the" members Shortly
afte. 1!'Ie flru ollhe year.

AU Adve... lu.e Gamers are .ncour&ged to votel

o..dlllll_ M.'ch 31, 1982.

THE CHARLES ROBERTS AWARDS FOR
OUTSTANDING ACHIEVEMENT IN

BOARDGAMING

12 Best 1981 20In CenlUrv B08l'dgame

14 8est 1981 FanlaW 8oard9ame

15 Best 1981 In,",' Reteii18 of a Boarag
Ir,f''''nQ 10 Ihe first release of a
boaldgilme by a new companyl
16. Belt 1981 Profe"ionat

Boardgamlng Mall8~lne

Tne follow,ng calegorles ,ecognlle ouln.nd,n9 lChie\f'l!ment
'n Adventure GamIng In gene,a1

17 Sett 1981 Adventure Game for
Home Computel

lB. Bill 19B1 ""'Bleur Ad"'enlur.
Gam,nQ Magallne

tamtleur msga~in.5 are non·p,ofit
efforli. nOI of profeulonaJ quality. nOI prOVIding ;ncom, for their nafls or
not paying for cont"butlons)

19 Advt!nture Gamini HaU o' Fame'
(PrevIOUs w,nners of thl Hall of F..". are Don TUlnbull. James F

and Dungeons a Oragonsl

N. S'gnature' _

Addren:

City/Stale 01 Province/Zip 01 Postal Code

Sen.d in youl beHOt by Miirch 31, 1982 to only ()I'III of the follOWing addrlll8i

e.-,
Awards, " M'ke GOrin;!
AA'
Soulh Woods/H. ONT
Car-ada. NO'lIVO

UI( and EUlooe
Awards, " len L.v;ngnone.
27·29 Sunbeam
London NW10
United Klflgdom

USA .nd all ,he
Awards" Bill Somars
PO Box 656
Wyandotll. MI 48192
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by WILLIAM HAMBLIN

THE ORIGIN OF THE 'BLACK ARTS~

•

As is well known, the term.
"Black Arts," designates many of the
different forms of magical practices of
the Middle Ages in Europe. Althou\tl
there is general agreement on what the
"Black Arts" meant to the people of
the Middle Ages, there is a wide variety
of opin'ons as to exactly what the
origins of those "Black Arts" were.

The Latin word for "Black Art:'
"nigromantia:' is generally thought to
be a corruption of the Greek "nekro
manteia." which means prophetic or
oracular knowledge obtained by sum
moning and 5Pt!aking with the dead.
(nekros '" dead; manteia '" prophetic
power or mode of divination) The word
"nekromanteia" was first used by
Homer in Book XI of the Odyssey.
Odysseus goes through a ritual of
offerings, prayers, and sacrifices to the
Spirits of the dead, by which he sum·
mons a number of them from Hades.
He then engages in a conversation with
some of the Shades of his old, deceased
comrades 'Nho tell him of current
events in other places and offer cryptic
remarks about the future. "Nekroman·
teia" is used in this sense by a number
of other Classical Greek writers and,
eventually, was transliterated into Latin
by pagan Roman authors as the word,
"necromantia," with the same meaning
as the Greek word and from which our
English "necromancy" is derived.

Early Christian writers such as
Augustine used "necromantia" in its
classical sense of obtaining prophetic
knowledge through conversation with
the dead, but, as the Middle Ages
proceeded, "necromantia" eventually
came to stgnify any form of magical
practice. Around 1100 A.D., we find
the first use of the latin word, "nigro
mantia," meaning magical practices (W

the "Black Am," (nigro is Latin for
black) which is thought to have been a
scribal error in writing "necromantia."

The English "Black Art" isa translation
of "nigromantia" which first occurs in
the Sixteenth century.

There is, however, an alternative
explanation as to the origin and
meaning of the word, "nigromantia,"
which offers an interesting due to a
possible origin for the Black Arts
themsetves.. To understand this alter
native, we must return to the year
682 A.D., to Damascus. The Umayyed
Caliph Valid had died, leaving as heir
his eldest son, Khalid, who was stilt a
minor. The lords of the Islamic Em·
pire, therefore, decided to place the
government in the hands of Valid's
brother, Muawiya II. Khalid was to
succeed to the Throne upon the death
of Muawiya but, in the meantime, was
sent to Egypt to study.

In Alexandria, Khalid met and
studied with a certain Marianas, a Greek
Christian who claimed to be the most
reoent in an unbroken series of sages
and transmitters stretching back to the
scholars and priests of Ancient Egypt.
According to the legend, Marianos im
parted the ancient secret of the Phi
losopher's Stone to Khalid who later
transmitted the arcane knowledge to
other Arabs by means of cryptic Arabic
verses in books such as The Book of
the Amulets and The Great and Small
Books of the Scroll. The correct inter
pretation of these verses could be dis
cerned only by those who had been
initiated into the Secret Art and its
symbolic terms. Khalid, who never did
ascend the Throne, became the first in

a long succession of transmitters of
Islamic Alchemy.

The most famousofthese Islamic
Alchemists was Jabir ibn Hayyan, a
member of the Imperial Court of Harun
ai-Rashid at Baghdad. Jabir wrote a
number of treatises on Alchemy, many
of which were eventually transmitted
to the west by Latin scholars studying
in Spain and Sicilv, both of which
were ruled by Muslim dynasties during
pan of the Middle Ages. The writings
of Jabir (known to the Latins as Geber)
formed the basis of European AI·
cherny.

What has all this got to do with
the Black Arts? First, we should look
at the word, alchemy, which is a latini·
lation of the Arabic word "al-kimiya."
There are differing opinions as to the
exact meaning of "al·kimiya:' but one
prominent possibility is that it has
reference to the ancient Egyptian
word, "kemet" which, in a general
sense, means "black" but was specifi
cally used to designate "the Black
Land," which is what the Ancient
Egyptians called Egypt. "Kemet" has
reference to the black alluvial agricul·
tural soil of the Nile valley as opposed
to the red soil of the infertile desert.
The Arabic "al-kimiya:' then, would
literally mean "the learning of the
Black land" (Le. Egypt) or, more
simply, "the Black Knowledge," or
"Black Art:'

There are other interesting paral
lels that can be discovered based on
the assumption that the "Black Arts"
have an Egypto·Arab origin. In the
Islamic World, most people who prac
ticed "al·kimiya," including Jabir ibn
Hayyan, were also Sufi mystics. For
the Sufi Alchemist. the chemical
experiments of "al·kimiya," whe~ it
was attempted to tum base metals into
gold, were symbolic of the attempts in
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life to turn a base or evil Soul into a
divine and eternal Soul (a symbolism
which was also widely utilized by the
more philosophical of the European
Alchemists), These Sufi Alchemists, as
well as all Sufis in general, uSlJal1y
organiZed themselves into groups for
prayer, study, and the training of new
initiates, These groups were called, in
Arabic, "fahmiya," meaning "those
who understand," But, by coincidence,
in Arabic there is another homopho
nous word, also pronounced "fah
miya" but with a more gutteral "h,"
which means "black" « "coal-like."
Because of this, the color black took
on a special, symbolic significance for
the Sufi Alchemists and for Muslims in
general. For example, the official
Imperial Robes of the Abbasid caliphs
were black.. When the Sufi Alchemist
spoke of practicing his mystical and al
chemical exercises, he would call his
activities the "art of undenunding,"
which, of course, would also be under
stood as the "art of blackness" or the
"Black Art."

When Europeans began to study
Islamic learning in the Eleventh cen
tury, one of the first branches of
knowledge which captured their atten
tion was Alchemy. Many European
scholars traveled to Muslim Spain and
Sicily to leam the secrets of Alchemy
at the feet of Muslim Alchemists and
then returned to Europe to transmit
their new knowledge to others. Fur
thennOfe, there was no dearth of Mus·
lim wizards, astrologers, and magicians
in the Middle Ages, most of whom also
practiced Alchemy. These polymathic
sages would team their Magic and
Alchemy as an indivisible system, which
would be so transmitted to the Wert.

The early non-practlClng Euro·
peans often considered, perhaps with
some justification, that Almemy and
Blado:: Magic were one and the same.
They were thOllght to be evil arts which
the Alchemists had leamed from the
Devil and his disciples. Of course, what
was a socially acceptable practice in
the Muslim world and, indeed, could
be considered pious, would naturally
be considered as evil knowledge in
Medieval Europe precisely because it
came from Muslims who were, indeed,
in the opinions of many Europeans,
the "disciples of the Devil."

Eventually, there developed in
Europe a socially acceptable branch of
the Muslim "art of understanding,"
"learning of Egypt," or "the Black
Arts," known by the Arabic name
"al·kimiya" or, as written in the Latin
script, "Alchemy," which could be
practiced even by priests and kings. A
socially unacceptable form of this
knowledge, combined with the ancient
European magical practices of pagan
times, became known as "nigro
mantia," "the Black Arts," being a
translation of what the Arabs often
called their similar body of knowledge
and practices. This form was practiced
by magicians and wizards and became
increasingly arcane, secretive, and
associated with the worship of the
Devil. If the foregoing speculations are
true, then it is not impossible that
both of these branches of Medieval
~aming trace their origins back through
a long line of initiated transmitters via
the Arabs to the ancient and arcane
knowledge and practicn of the Priests
and Magicians in the Temples of
Ammon and Horus in "the Black
Land" of Egypt.
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Protection From Protection Spell
by Scott Fulton

This spell is used to cancel the effects
of a normal Protection Spell Ii.e. Pro.
tection From Evil. Protection From
Werewolves, etc.!. In effect, it makes
whatever it is cast upon immune from
the effects of the type of spell named
in the casting until there is no such
spell in effect within 100 feet of the
recipient. This is not automatic. There
is a chance of success equal to 50%
minus 5% per level of the original spell
plus 5% fat each Jevel of the Protection
From Protectton Spell.

One of these spells can also
cancel out another, making the original
spell effective and so on, back and
forth, until one side or the other runs
out of Protection From Protection
spells or the original $plll runs out.
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High fantaS\' Adwntur(s in High fantasy

ExcitIng introduction 10 a whole series
of high·adventur8, role-playing games I

In!h( Strvic(
of

S«na Stphar
Solo adventure game lor
games enthusiasts 01 all
ages. Complete directions
Included.

Murder in IrUss
Contains ovel 600 scenes!
One allhe most complex.
creahve. and challeng.ng
fantasy games ever created.

Begins where High Fantasy leaves all
FOur breath.lakmg group adventures

9Ollkhfst(r :
Mor( High fantaS\'

Adwnturfs
Five gripping adventures for
group gaming. Goldchesler
Is an ancient medieval clly
full 01 magic and mystery,

Ulizards&
Ularriors

TwO separate solo
adventures. Includes
all rules and descrlptlons
lor lanlasy characters

Game Poster:
A lull-<:olor 18x 24 rendition
of "Wizards and Warriors" High fantasy

Boxed Set:

Judges Screen:
(25'1111: 11 shrink·wrapped)

Hours 01 Bctlon packed·adventure!
set InclUdes: • A pair 01 dIce

• Five character sheets
• The High Fantasy adventure book
• Booklet conlalning yet anOlher adventure

BILL TO:
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City State Zip
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Game Polter, $. 00

FOR FASTER SERVICE, call our toll·free hotline: 800·33&0338 Ask for Sue 80l1ng • All price. retelt
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True Believers

1--4
~~ ". ~ /

Robert A. Heinlein's Martian religion
in Stranger in a Strange Land. Have
these people lost their minds? After <Ill,
it would seem fairly easy for most of
us to separate science fiction from
reality. The members of the Church of
All Worlds do not seem to have lost
this ability. They simply recognize that
all religious doctrines are built upon
myths which symbolically express a
particular view of life. One does not
have to believe in the myths literally
to take them seriousJy in a symbolic
way. So, instead of traditional religious
myths, the AtI-Worlders have simply
lifted their myths from science fiction
because they a~t the vision of exis·
tence expressed there. This is all rather
interesting.

But what is even more remarkable
is that the fundamentalists do not
seem able to make this distinction be
tween fantasy and reality. We can see
this by recalling some ollhe other un·
likely targets of fundamentalist wrath.
When the movie Star Wan appeared,
several born·again Christian reviewers
seemed to think that "the Force" was
being promoted by George Lucas as a
genuine religion! It was as if Star Wart
were a Billy Graham evangelistic filml
Stil today, one can find fundamen
talists criticizing the "false gospel" of
the Force,

Gary North adds super-hero
comic books to his list of forbidden
books: "If you thourjlt all those 19605
Marvel Comics featuring Norse gods
were innOOJous, you were wrong." He
is apparently afraid someone will
accept Thor as their personal savior.

How can crusading fundamen
talists be so blind to the difference be·
tween avowed fantasy and reality? Per
haps it is because they already live in a
fantasy world themselves. Now, this is
not to imply that their Christian beliefs
are silly or impossible_ A great number
of sane and serious people hold Pf"etty
much the same beliefs. It is rather the
psychological manner of believing that
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Beyond Reality

"The Chalcedon SChool" which ad·
vocates a sort of Christian counter
part to Khomeini's Islamic Republic.
North advocates the establishment of a
theoct"atic state where all Old Testa·
ment laws woulct be in force. This
includes capital punishment for gays,
adulterers, heretics, and kids who $3SS

their parents! lSee Rou$3s John Rush·
dOQfly's Institutes of Biblical Law and
Greg Bahnsen's Theooomy in Christian
Ethia.1

In North's crusade agaInst fantasy
gaming, no holds are barred. He advises
his readers, "remember, play dumb.
Don't come on like a threat to the sys·
tem while you're gathering infor
mation. You're just a possible buyer of
the games (evidence). You're JUst

interested in whether your child or
grandchild can join one of these clubs,"
This is pretty much the same as the
"heavenly deception" practiced upon
the unwary by the Moonies. So, who
does it look like is the conspirator here?
And who doesn't mind using duplicity
and deception?

But we wouldn't want to over
look an interesting point raised by the
fundamentalist critics. The notion that
fantasy games are propaganda for
witchcraft and occultism is absurd.
Satan didn't invent Dungeons & Dra
gons tm any more than, according to
anti-rock 'n' roU crusader, Bob Larsen,
he dictated the lyrics of "Jesus Christ,
Superstar." But, is it possible that some
players might go over the edge and start
taking aU this stuff literally, Well, sort
of. For example, there is, in the New
York area, a self-proclaimed "Starry
Wisdom Sect" that believes H. P. Love
craft was writing more than fiction
fsee the "Cthulhu Mythos" chapter in
Dieties and Demigods). This group
takes its name from the worshipers of
the cosmic monster, "Nyarlathotep"
in Lovecraft's "The Haunter of the
Dark."

A more famous instance is the
"Church of All Worlds," founded in
1961 as a real·life incarnation of

by DR. ROBERT M. PRICE

Beware of Demons

With the "Moral Majority" zea
lots apparently intent upon stamping
out everything not actually mentioned
in the Bible, it really should have been
no surprise when they turned theirguns
on fantasy gaming. For imtance. one
Moral Majoritarian led a successful cru
sade to have Dungeons & OrllgOm tm

banned from a community youth rec
reation program. Another. Gary North.
advocates "a national alert to boycott
these games and get them out of the
public S1Chools.'· What, specifically, is
it about sword . and . sorcery games
that spurs the fundamentalists to such
a frenzy]

Dr. Robert M. Price curremly
teaches in the Philosophy and Religion
Oep<Jrrmenr ofMonrclair Srare College.
New Jersey.

THE CRUSADE AGAINST
/'1:;:;;~0,·4

FANTASY ROLE PLAYING--'/'

In an editorial entitled "Games of
Horror," Gary North expresses the
alarm shared by many fundamentalists:
"Without any doubt in my own mind,
. , . I can say with confidence: These
games are the most effective, , . intro
duction to the occult in man's recorded
history. Period, ... This is no game."
Like most of today's political fun·
damentalists, North has the paranoid
fear that he and the other good
Christians of America are the intended
victims of an all·powerful conspiracy
of Satanic "secular humanists," So, he
believes that Dungeons &: Dragons tm,
Runequest tm, and similar games are
actually cleverly disguised propaganda
intended to teach kids real live de·
monism and witchcraft! It makes no
difference that both the players and
creators of these games do not see it
that way. North believes that they are
dupes of Satan, whether witting or
unwitting ones.

The ironic thing about aU this is
that, if one is familiar with the writings
of North and Company, it is obvious
that they are actually projecting onto
others what is really their own plan.
You see, Gary North is a leader of a
radical fundamentalist dique called
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Dear Horse Feathen,

I, too, was once a fanatical AD&D player and OM.
However, I recently have become won over to Metagaming's
The Fantasy Trip.

The Fantasy Trip has internal logic and simplicity
combined with enormous variety of options for the player
and OM.

I would like to see a review published and see dun
geons and adventures published in this format. Perhaps you
could issue modules for The Fantasy Trip. What I really
would like to see is some of your extant modules released
in a TFT edition.

The Fantasy Trip is a better game than AD&D and
deserves at least equal treatment by your excellent publica
tion.

I laud your magazine's courage in publishing "Mono
theism in Fantasy Games" by Joseph Ravitts (Pegasus No.
4). Although, as a "born again Christian," I don't feel it is
necessary to go to the lengths he described, he certainly
presents a valid option. A third option is available. My
campaign has a base much closer to Tolkien. with God
sending out gods to do his will (Yesl Some of them do
rebelJ). Final judgement and reward can wait until aher
Ragnarok. (d. The Last Battle by C. S. Lewis.) This system
leaves the game substantially intact.

Sincerely,
Joseph C. Rast III

P. S. My sympathy with regards to the mail you are fIO'Jded
withl

Joseph,

Well, thank you very much; your lerrer made my
day, Concerning The Fantasy Trip, we have only one TFT
adventllre in our fil8, and it will be in issue No.6, so if you
would like to see some more of them in the pages of our
magazine, send some in (that goes for all of you out there).
I have been thinking of doing a TFT adventure myself, but
I have not yet gOt around to it. Perhaps now, I will.

As for re-publishing some of our existing products
in TFT format, it is an interesting idea 8nd one to which
we will give some thought.
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In closing, I wouldlike tosay that Wl!' will be printing
man TFT stuff in the Pegasus, and. if anyone out there
would like to see things about other games that we have not
yet touched on or have touched on only very lightly, please
send material in to us. After all, this is a magazine that you,
the rtNlders, have a clear and substantial voice in. Don't be
afraid to send material into us. Good material hIlS an excel
lent chance to see poblication.

Give me a chance to show you that this is, indeed,
your magazine.

Ed, the Editor



Dear Editor;

I am the author of "The TangIer," "The Cold
Reacher," etc. in issue No.4 of the Pegasus, and I am
writing to inform you that, somewhere along the line,
a very important minus sign got dropped in the des
cription of the TangIer. The line should have read,
"Opponents of AC -7 or less will be hit on two con
seeutive rolls of 20:' not "AC 7 or less." Also. the
last line of the stats should have been "Experience
Points per Hit Point:' not "HP."

I am Quite gratified that you aa:epted my sub
missions.

In closing, I would like to say that I like your
magazine very much and hope to see Its high Quality
continue (although, possibly, with another proof
reader).

Merry Christmas
Tim Grice

Tim,

Whoops! 1 seem to have missed something
there (I am the proofreader). But thanks anyway;
rm sure our readers will appreciare the quick correc.
tions.

EO

IF YOU ARE MO VING,

PLEASE CONTACT US

SO WE CAN MAKE

SURE YOU RECIEVE

EVERY ISSUE OF THE

IMPERIAL PEGASUS

To the Editor of the Pegasus:

Here are a few (hopefully) constructive and
helpful criticisms of Issue No. 4 of the Pegasus.

The cOlier art was ralher unimpressive. Part of
this could be the fact that all of your covers have had
a Pegasus on them. After four issues, it seems time for
a change.

The missile combat system by Perry Cooper
brought up some good points and seemed easily
workable, though I don't relish the idea that one out
of ellery five arrows to hit my human-sized characters
will do them in. Good art by Wampler.

Joe Aavltls' article talked only about running
Christians in a campaign, not monotheism In general.
His article was very disappointing. I would like to see
an article on monotheism written for its usefulness in
gaming instead of personal ethics.

Ross Mosteller and Emil Parker had some good
ideas, but their complications out-weighed their use·
fulness in already confused 0&0 combat.

Tim Grice's article on blindness was well·writ
ten and Quite workable.

I was very impres.s.ed by Mark Schumann's
"Making the Most of a Fighter Character." It shows
there is still role-playing left in role-playing games.

The fiction was about average.
"Mountain Moor," the T&T dungeon by Stefan

Jones, looked lIery interesting.

I'm looking forward to the new comics and
oolumns. Good luck to ED the Editor and all his
elves.

Fred Weining

Fred,

Thank YOII for your fine letter ilnd criticisms.
This is rho type of letter which helps lIS put together
a good magazine.

Oil, by the way, I don't have any Elves working
for me, Jlist Dwarves and Gnomes!

ED
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Write for a free catalogue.

GRIFFIN MOUNTAIN desc,ibe; th!:" ,eople dud tht: area of
Balazar and the [Ider Wilds. Oa[8781 IS a sparsely populated
hunting ground for npproxlrni!t{'ly 12,000 humnn hilfb<Jnans.
""Fhe Elder Wilds has roughly the Silme population but l~

comprised of trolls and elves instead. GRIFFIN MOUNTAIN
comes alive with multiple maps {incilldinq two 20"x 3D"),
scores of scenarios, dorens uf personalities, hundreds of
monsters and a slart-it·yoLirself Cult. Visit th0 lJi;tnt's i.<l~111'

or search tor the wondrous WindSword. Perine! for beginning
and experienced players. Th is scen;1rio pi'lck f!Stablishcsii n(!w
state-of-the-art in role-playing! 208 pages for $15.95.

Albany,CA94706 {4151527·7361

chaosium inc.

NEW FOR

Have your players got you down? Too much Rune
magic. too many 100%+ skills? Now, help is on the
way for beleaguered referees with CUL TS OF
TERROR Nine of the deadliest deilies in Glorantha
are presented in the pODular Cult format. Included are
Nysalor, Path to Illumination; Mallia, Mistress of
Disease; the cult of the Crimson Bat, Krarsht. the
Hungry One; Primal Chaos; the Vampire Lord Viva·
mort; and many more. 96 pages for $9. 95

CULTS OF
TERRORCJ

'-'-=--
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A Trip To The Underworld
FINAL INSTALLMENT

It's me, Deg. again. with another
story 'bout some o' the rilings that
have happened with our group. This
time we were comin' back from a
trip up north, and even thou!tl we
were indoon (or in this yolcano's
cave) an' nice 'n' warm the whole
time. Finney, that dam' Halliing.
somehow caught a heck 0' a cold. So
we're ridin' down the road, an' every
couple hunnerd feet, Finnev lets loose
with a blast· "Achoo!"

Now, we were warned to stay
ifWay from one 10k in the road, even
though it was Ihe short way home.
With Finney sneezin' and moanin'
'bout how his head hurt, we rinally
decided to cut the trip shon. The fork
led us past this one mountain real
pretty. Sister Penny really liked it.
an' she couldn't keep her eyes off II.
Good thing. too!

We were half way home when
Penny cries out, "look up there!"
We all tum to see. an' way up there is

bV BILL PALEY

this strange bird thing. It weren't
flappin' its wings, it was sorta tvmlin'
them around 'n' around. What worried
us, thou!fl, was that It was dlvin'
right down on top 0' us.

Well, we shol oU a yollev 0'

arrows, and switched 10 our swords
and whatnot, but that bird thing came
tearing down on us. In this first pass it
wounded both the twins, an' took a
swipe from my sword. Then it came
twirlin' around and dived again.

I guess that monster Ihou!flt we
were easy food, 'cause on the nex I
swoop, il landed almost right on top
of us. It look a chunk 0' meat au Ita
my fight shoulder when I laid into It
an' then it got hazy. When I nexi was
noticin' things (like five or six seconds
latedl see that bird tumin' on Finney.
Half the group is wounded, an' FinflCY
is swingin' his sling.

Just as this bird is about to swal·
low the Halliing, he lets loose with the
grandaddy 01 all sneezes right mto its
beak. Finney fell over, tangled in his

own sling, while the bird thing is sittin'
mere lookin' stunned. We all started
hillin' it again, so it flew off in its
weird way.

Halfway up the mountain the
thing starts sueelln', itselll It got so
fouled up lhat It crashed on a cliff,
killin' it, 1 guess. The Clerics started
heahn' us up, and bindin' our wounds.
We were able to ride on a little bit
later

It sure was nice to get back to
town. That eventn' Finney was gettin'
hImself soused, an' he was tell in' the
story to the regular crowd. "Folks,"
he said, "I was sure thai this was the
end. This bird didn't look like he was
going to die very easily. I almost turned
to run away. At lOe last moment, I
recalled a saying my dad told me when
I was lust a few months old...a sa\ ing
that saved our lives..." He paused
as his audienc(l called for the sayin'.

"The Whirling bird catches the
[/erm."

Catacombs of the
Bear Cult

a complete T&T Dungeon with maps
and key for the Game Master

The Cult of the (~rt'at Bear MS becom(' a deadly menace: thp
Dealh Empress of Kho17an h..u proml'-t"<! it special rP\\3rd lor
lh(' person who brln~ to hpr the head of BJ<>rni oso·,\..\{'(hftl
the leadpr of the dre31h>d Cult Your Krnup of CMrdt Il'rs has
Pnlered Cult temlnry. Then (.lint> and fortuflP - ,md rhet! 11",1:''>
- depend upon how well they deal With the shapt~·..hlhmg
hi~hwaymen of the Creat Roo,ldl

catacombs of the Bear Cult IS not merely .1 dungeon 
It'S an advpnturC'! Addlhnn."11 sceNno SUKK('Stlons ha",p bt"('n
mdudcd - so onu' a group of <:h..lracters has I:''lhausted tlw
orl~ln.ll adventure, there are plenlY more \\<lltmF.'

only $3.95
,lv,ul,lblt'.11 Ilr'II('f ,L:,IIlU' ,Inri hubby '/Of(", Of Ifum

Flying Buffalo Inc.
P.O. Box 1467 ·oept. JG-60 • Scottsdale, AZ 85252

(pip",,· in. ItleI, , ", Illr ,h'rrm~ .lflt/ll,lntllm~J
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MORROW PROJECT
REPORT
By Bill Pixley

Krell Weapons

One of the problems that the
Warriors of Krell fan into after the
destruction or over-running of the early
Morrow Projeet settlements and bases
is that, while they captured a lot of
20mm ammo, most of the vehicle
mounted cannons were destroyed in
the assault on Morrow. They were,
therefore. stuck with very deadly ammo
but a lack of weapons to use it. The
answer to this problem was to steal an
old, pre·WWII idea and create the
20mm, single-shol, bolt-action, anti
tank rifle with which to arm their
infantry and home·made armored
vehicles.

Krell 20mm Single-shot. Bolt....ction
Anti-tank Rifle:

Weigl1t: 25kg
Effective Range: 1500m
Maximum Range: 65OOm
Rate of Fire: 20 RPM
Feed Device: Singfe-shot,

Bolt-ac;tion

Krell Armor Vehicles

Though some Morrow Project
vehicles were captured by the Krell, a
large number of the Krell forces were
without armored support. The answer
was that one of Krell's lieutenants (a
man by the name of M. Raygun) had
built a number of boiler-plate covered
trucks and, with a weapon on central
pedestal in the open back of the trucks,
gave the Warriors of Krell a bit of an
advantage over most of the regular
population.

Weapon can only be fired if bipod
braced or if on vehicle weapon mount.
Weapon uses 20mm M56A 1 and 20mm
T221E3 ammo. Rifles are issued with
either a belt of 6 of each for non·
vehicle use. or a box of 20 of each for
use in vehicles. Due to the age of the
ammo, there is a 1 in 6 chance of the
round failing to fire and being a dud.

Krell Armored Car:

Crew: .............•.......6
LengtH: . . . . . . . . . . . . . . . . .. 6m
Width: _ . . . . . . . . . 2m
Ground Clearance:. . . . . . . . .15m
Turning Radius: 1Om
Maximum Road Speed: 50 km/hr
Fording Depth: 2m
Trench: 25m
Armor Class: 25

Treat the vehicle as a jeep vs ex
plosive fire. Armament: Either an
LMG or an Anti-tank Rifle on a central
pedestal. Note the pedestal has an
AC: 10 screen on it.

The vehicle resembles a large
pickup truck covered with armor and
having an open end. Radius of opera
tion for the vehicle is 20 km.
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4_2 in Mortar M30:

Note ammo carried in cassion
gun-cassion contains 20 shells.

Rate of Fire: . _ 6 RPM
Ammo Type: HE Shell
Maximum Range: 3OOOm
Minimum Range:_ 100m
Burst Radius: 1Om
E·factor: _....•........6
Anti-armor Class: _ E
Shell Weight: 4.5 kg

Tear gas filling burns for 120
seconds.

Weight (gun and wheeled
carriage): 1SOO kg

Crew: .. _ 3 tr1lined men
4·8 untrained gun movers

Actions to set up Gun: 3
Movement by Full Crew

PUshing: .. 1m per combat turn
Movement by 4·Horse

Team: ... 16m per combat turn

Ilium M335:
Minimum Range: 640m
Maximum Range: 4,800m
Illuminated Area: 800m diameter
Burning Time: 60 seconds
Rate! of Descent: 10m per second
Weight: 12.09 kg

The New Armory Light Artillery Piece:
3-inch Breec:htoader:

SmokeM2:
Minimum Range: 870m
Maximum Range: 4,620m
8urst Radius: , BOm
Weight: 11.32 kg.

XM630 Tactical CS:
Minimum Range: , l,540m
Maximum Range: 5,650m
Weight: 11.64 kg

.:]

Weight Assembled: 305 kg
Rate of Fire: .. 9 RPM for 5 minutes

then sustained fire of 3 RPM
Ammo Types:

HE M3:
Minimum Range: .. " 87Om
Maximum Range: 4,620m
Fragment E·factor: 6
Wei\tlt: 12.21 kg
Burst Radius: ...•......... 20m
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Light Artillery Piece

The 4.2 inch mortar is the
heaviest commonly used mortar of the
U.S. Army. This mortar is usually used
by the Army to lay smoke and other
chemical gases. For the Morrow Pro·
ject, the mortar is used by the Rich
Five, by the Warriors of Krell, and by
the Morrow Project. The Krell and the
Project use the mortar as a light bom
bardment piece for those occasions
when an 81 mm mortar shell is too
light to do the job (bombarding a
fortress or a bJnker complexl. The
Rich Five, on the other hand, use the
mortar as the main artillery weapon
for their various fortifications. Note:
due to the extreme lNeight of the
mortar, if it is not mounted on a
vehicle, a light trailer is used to haul
the mortar around.

In the Morrow Project Hand
book, in the case of the New Con
federacy and the Lakeman, they are
supposed to have light artillery, but
there is no explarllltion of what kind

of light artillery they have and what it
does. So. based upon the average range
and explosion burst of a number of
~ns from the 1860s to the 18905, I
have come up with the New Annory
light Artillery Piece.

r •
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On the Trailing edge of the 1m·
perium lies an area of adventure. In that
tangle of mixed client states between
the Hive Federation. the Two Thousand
Worlds, and the Imperium lurks adven
ture enough and more. Exerpu from the
chronicles of this region are brought to
Trtlveller 1m Adventurers everywhere in
the Gateway Ouadrant Series. This series
of products tonns a complete Science
Fiction Role Playing Campaign with
detailed material published at all levels
from individual ships and crewmen up
to sector·spanning empires. Each adven
ture can stand on its own but all are
designed to mesh together to supply a
ready made campaign to assist the busy
Judge.

The Gateway Ouadrant material
is comprised of several series of publica
tions. The basic starting products are
the Sector Guides. There are four separ
ate sectors, each of which has a guide
published for it: Ley, Glimmerdrift
Reaches, Crucis Margin, and Maral'\antha·
Alkahest. Each Sector Guide is com
posed of a 22" x 34" three color map
and a 32 page Guidebook. The map is a
single sheet showing the entire expanse
of the sector at a glance with all politi·
cal boundaries and jump routes. The
location of each solar system is shown
but no planetary names are given.
Significant intrastellar navigational ha·
zards are noted. Also depicted are the
subsector names and boundaries. A
quick reference summary of the major
political groupings is repeated on the
map for convenience. The reverse side
of the map sheet depicts eight of the
planets of the sector in detail. The
planets chosen are selected to give a
good selection of the different types of
planets available. They are also selected
to give at least one from each major
political grouping and are spread evenly
across the surface of the sector. All

relevant statistics are given again for
each planet. Then a summary of the
planetary configuration of the solar
system is printed along with any signi·
ficant information on other planets in
that system. A background history of
the planet is summarized along with the
current political and/or military signifi
cance of the planet or system. Finally
any significant economic information
on resources, exports, and imports is
given_

Each Sector Guidebook com
mences with a historical overview_ The
galaetographic significance of the ~or
location is given_ Involvement of the
galactographic significance of the sector
location is given. Involvement of the
Major Races and their political relation
ships with the sector is then summarized.
Each interstellar state and significant
race is summarized. giving history,
political philosophy and significant dip
lomatic relationships. Each subsector
has a page devoted to it. The right half
of the page gives a detailed map of the
subseetor with all of the systems named
and political boundaries and jump
routes depicted. The adjacent subsectors
are named on the map as well. The left
half of the page begins with a summary
of the significant galaetographic features
and maj~ historical events. Next, the
signifICant planet of each system is listed
in the Standard Traveller format: Name,
Political Affiliation, Coordinates, Uni
versal Planetary Profile, Bases, Remarks,
Travel Zone, and Gas Giant. A statistical
summary of the subsector is !liven.
Across the bottom is repeated the
Political Allegiance Codes applicable to
that subseetor. Special information on
races or intrastellar conditions that is
intended for the Judge's use only are
given on special pages prominently
marked Judge's Information Only. The
next section provided is a special

Rumors Table. The first portion of the
table is devoted to general rumors,
the second to rumors specific to political
orgaJactographic locations. The intended
method of use is for the Judge to roll
on the general table first and then con
sult the local table if appropriate.
Aumors are intended to be used reo
peatedly and will require adjustment by
the Judge to maintain variety. In some
instances, a built-in variance on a die
roll is provided. The next section is an
Encounters Table, again split ,nto gen
eral and local ~ specific encounters.
Encounters are also for repeated use and
may be modified by the Judge for each
successive use. Also in this section may
be a set of Event Tables. Events are
singular encounters which occur only
once. Other special charts and lists
which may be present include Spaceship
Encounters, Animal Encounters, and
Space Encounters. The final two pages
comprise an alphabetical listing of the
planets in the sector.

The second series of products
are the System/Planetary Guides, each
of wh ich concentrate on a single solar
system and its major planet. These are
intended to form a completely detailed
area for a Judge to utilize as he or she
sees fit. Each System Guide has detailed
area for a Judge to utilize as he or she
sees fit. Each System Guide has detailed
amographic information giving all perti
nent data on the planets and sattelites.

As the Sector Guide St!ries
provides an initiating point for a cam
paign, other series of Judges Guild
Traveller products provide for both
expansion and detailing of the gamers
universe. The Navigator's Starckarts is
a playing aid to assist the Judge or
players in mapping their gaming star
cluster. It consists of six complete sets
of sector maps. Each set has an overall
miniature map of the sector, a section
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LEY SECTOR

GLiMMERDRIFT REACHES

of notes and mapping symbols, and
sixteen subsector maps numbered in the
Conmoid Tr1Iveller system with accom
panying form sheets for recording
statistical data on the star systems. The
Judge may utilize the Navigator's
Starcharts to expand the published
areas of the Traveller universe with his
or her own creations. As an alternative,
the players may build their own playing
map of the game universe as they dis
cover it. Tentative or approximate
information may be entered in pencil
and be replaced with accurate informa
tion in ink as the players discover it.
In this way, both the players and Judge
are continually aware of the extent and
accuracy of the characters information
on their own universe. This simple pro
cedure has been of great value to the
smooth running of many a campaign.
Covering over parsecs of space and with
room for data on star systems, there is
area enough for any active campaign to
grow for many a wild gaming session.

Another useful product at this
particular point is the Judges Guild
Universal Science Fiction Roleplaying
Aid. the Astregator's Chartbook. While
the previous product took the gaming
universe from star clusters through
sectors and Subsectors down to the
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MARANATHA.ALKAHEST SECTOR

CRUCIS MARGIN

individual Stellar System, this ~oduct

provides a series of standardized mapping
formats to detail a Stell"r System fTOm
the millions of kilometers of intefl)lane·
t"ry space right down to the meters of
buildings and their individual features.
Geodesic maps are provided to chart
individual planets while also in a special
logarithmic scale the position of that
planet in its Stellar System is summa·
rized. Each individual hex390n on the
planetary map may then be enlarged
to whatever scale the game play requires
by use of the Judges Guild Campaign
Hexagon SVJlem. Further detail may
be achieved by transferring at the most
enlarged end to the square grid contained
herein for buildings, vehicles, and other
artificial structures requiring such a de·
piction. Each map sheet has a facing
sheet specifically provided for it which
contains symbol keys appropriate to
that map type as well as note space to
record significant information. Astroga·
tor's Chartbook is thus a unified system
which permits a Judge to quickly and
easily portray a solar system and its
contents in whatever degree of detail
the game situation requires.

Making integrated use of these
and other Judges Guild systems is an
additional series of Trayeller products

LEY SECTOR

1. Imperium
2. Sydlmlc Empire

GLIMMERDRIFT REACHES

1. Imperium
2. MIlrlon Primate
3. Ginloochy Coocordance
4. MIlndenin Co Dominion
5. Krax Confederation
5. brilln Realm

CRUCIS MARGIN

,. Sphere Fenix
2. Chhuflfj Kuo
3. MIlndanin Co Dominion
4. Union Crucis
5. Am Nol
6. Hv'lko Kamlin

MARANATHA·ALKAHEST SECTOR

1. ZulQ....te Al Amyl
2. Rem.yon
3. Kmyill Eil'lln:hy
4. K'Chemi Central".
5. Aonge Valvai'll
6. Supnlher-d T'lflaree
7. Maorin Statt
8. StO$ffll Zonya
9. Taql,lori' Commit!

termed the Planetary Guides. This series
concentrates on providing a Judge with
an entire planet detailed to serve as a
background for adventuring in a cam·
paign. Examples of this series are
Tancred, Marooned on Ghortring, and
W8spwinter, all of which are set in the
Gateway Quadrant. The emphasis in this
series is to provide the Judge with a
location for adventures with all the back
ground worked up in detail ahead of
time. All the statistical data is elaborated.
explained and amplified with charts
and tables greatly organized. All neces·
sary maps are provided as well as
history. pmitics, economics. ecology,
and special occurances. Tables "re
provided for rumors and special events.
Animal Encounter Charts are made up
for each type of terrain. All the terrain
special events are completely explained
and any game affect thoroughly detailed.
All new types of lifeforms are explained
in detail. All new sapient races are given
a complete rundown in Trayeller terms,
including physical and mental abilities,
technical and social information as well
as military and political significance. As
is Judges Guild standard practice, a
mini·adventure is given to help the Judge
in getting things moving. Additional
campaign tips and hints are given to
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(continued on p. 93)

On this stroll through the market place, I bumped
into the Merchant Master who kindly agreed to show me his
new wares while I sat in complete luxury in the middle of
the square (right next to the hairy guy in the stocks!). So.
from my comfortable vantage point, I shaH inform you of
these wares as the Merchant Master hurriedly scurries to
and fro, bringing them to me for my delectation.

Judges Guild, Inc.. has created their very own Judges
Guild Jackets for only $20. These finely-erafted wind.
breakers come in red, navy, and royal blue with the Judges
Guild logo on the back. They are a must for all garners;
everyone up here already has one or twol A warming
thought fIX Christmas gifts or any time, this extra-ordinary
item is available from your favorite game-aid company,
Judges Guild.

Eight new adventure releases from Judges Guild
include Waspwinter, a Traveller tm adventure featuring
daring space pirates who raid passing ships for booty, new
technology, and slaves. Waspwinter is written by Dorothy
Bledsaw and sells for $5.98. Also new on the Traveller tm
scene are Maranatha·Alkahest Sector and Rogue Moon of
Spinstorrne, both by Dave Sering. Maranatha • Alkahest
Sector completes the background for the entire Gateway
Quadrant and sells for $5.98. Rogue Moon of Spinstorme
details a commando raid, alien warbots, and much more for
only $5.98.

Dave Sering has also written our new Dragonquest
adventure, The Quest for the Azure Sea Falcon. This
product should soon be on the shelves of game and hobby
shops across the country. or you can order it direct from
JUdges Guild.

We also have Portals of Twilight. by Rudy Kraft,
which brings the adventurer to another reality. Journey fonh
and discover the secrets of the twilight world for only
54.98. Portals of Twilight is designed for use with AD&D tm.

The Glory Hole Dwan'en Mine. by Edward R. G.
Mortimer, takes you through the adventurous and treache
rous tunnels of the Dwarven mine located right outside the
City·State of the Invincible Overlord. Glory Hole is for use
with most FRP games systems currently on the marieet and
is easily worth twice the listed price of S3.98. Also by
Edward R. G. Mortimer. we have Heroic EXpeditions. which
sells for $3.98. Three quests are offered here: one for
Halflings, one for Half..()rcs, and one for a single high level
character. Heroic Expeditions is designed to be played with
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most FRP systems. Finally, we have F'deckFo's Tomb, by
Scott Fulton. It takes you on a magical adventure to
uncover and remove the awful curse laid upon the Great
Druid, F'deckFo. F'deckFo's Tomb is priced at a mere
$2.00.

We have a few new releases from GDW. There is the
Journal of the Traveller's Aid Society No. 10 (S2.50),
featuring an article on Planet Building and another alien
race called K'Kree (or Centaurs). GDW has also released
two boxed games, Invasion: Earth about the final battle of
the Solomani Rim War (S 11.98). and Fifth Frontier War, a
campaign game portraying the battles for the Spinward
Marches ($14.98). Both games are approved for use with
Traveller un.

From FASA, we have Adyenture Class Ships (59.00l,
featuring blueprints on 15mm scale of 10 new ships along
with a 16-page booklet containing descriptions of each. This
product is approved for use with Traveller un and should
find its way into every good scienct' fiction campaign. Also
from FASA are three new Traveller tm approved adventu res:
The Ll98nd of the Sky Raiders Ian archeok>gical expedition
searching for a lost civilization); Action Aboard (adventure
on the King Richard. the pride of the PEL fleet). and
Uragyad'n of the Seven Pillars (detailing an attempt to free
a civilization from the ruthless grip of a military dictator
ship). All three adventures sell for S6.00 and appear to be
very interesting, especially U~yad·n.

SPI has released a new game called Dragornlayer
1$15.00), which is based on the movie of the same name.
Strategy and Tactics No. 88 is also on the stands ($6.00).

Flying Buffalo. Inc. has released lhe Sorcerer's
Apprentice No. 12, featuring Viking weapons and tactics
for Tunnels and Trolls tm (S2.50).

Eon has released four new games, Dar6<over ($ 15.00)
(based on Marion Zimmer Bradley's best-selling novels),
Quirks f$12.00) (a game of "unnatural selection"). Hoax
($10.00) (a role-playing game of bluffs and counter-bluffs),
and Runes (S10.00) (an unique and intriguing word game).

Chaosium. Inc. has just produced the Call of Cthulhu,
a game based on the works of H. P. Lovecraft ($20.00).
They also have released Different Worlds No. 16 ($2.50)
which has a good article on mythological monsters for The
Fantasy Trip.

XOIOII Games. Inc. has released rules for naval war·
fare from Salamis to Bolognas (No. I'm sorry; it's Salamis
to Actium; I just couldn't resist). called Embolos. Embolos
appears to be a well·thought-out rules system and completely
playable. Embolos sells for only S4.50.

FGU has released Shelden's Compendium of Star·
craft I (S6.00) for use with Space Opera. This booklet
details 21 starships with all necessary deck plans. A must
for all science-fiction campaigns. Also by FGU are two
adventures for Space Opera, Alien Base IS5.00l (an investi
gative adventure which uncovers a major alien invasion of
the United Federation of Planets). and Probe ($5.001 ( a
survey mission to NCG8436 with loads of adventure on this
"routine" mission).

Avalon Hill has released Volume 18, Number 3 of
The General, featuring Operation Torchlight, the end"9ame
in Afrika Korps (52,501.
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By Roy Cram
The players had all arrived and

were getting their character sheets and
lead figures ready, so, senling down
behind my Judges screen for another
long AO&D evening session, I made
my usual request, "OK, guys, let's
have your copy of stats and equip
ment," The sly smirk on each player's
face should have warned me, but I was
still taken by surprise to see, in the
section of each and every player's sheet
reserved for recording magic items, at
least a dOlen new potions.

My stinginess with all types of
magical treasure is something of a
legend among the club members; you
earn what you get when I'm running
things, Consequently, other than the
healing potions, which I consider a
necessary evil, potions, scrolls, wands,
rings. etc., are as rare as hen's teeth. I
soon learned that they had aCQuired
their extra potions in a weekend Monty
Hauler run by another club Judge who
is much more open-handed with his
goodies than I am. So, there I !>at,
facing a dilemma. If I disallowed the
windfall and disappointed everyone, I
would have to listen to an all-night
bitch-and-moan session. If, on the other
hand, I let them keep and use their
shiny new toys, the balanCi! of my
c<Jrefully-planned adventure would be
totally disrupted and force me to make
many time-consuming adjustments to
redress the situation.

At that moment. my Malice
gland switched into high gear and
cranked out about a half-pint of Nasty
hormones, I had an inspiration, and
the prototype system on which this
article is based was born. The original
version, I confess, was a bit more puni
tive, and, perhaps, I was just a little
overzealous in applying it, but, before
the night was over, I had instilled in
my players a strong sense of caution
regarding potions they had picked up
in some other Judge's dungeon.

I am sure that other Judges have
run into problems that involve a
plethora of potions, also. To helpthem
deal with this annoying situation,l have
developed the following system and
recommend it to them for their enter
tainment and to use as they see fit. It

will not only put a stop to interminable
chug-a-lug sessions before and during
every encounter, but it will add not a
little spice and interest to the adven
ture, as well.

The premise on which this
method is based is that making potions
is a very tricky and complicated busi
ness involving numerous hard-to.get
and delicate ingredients_ Any such pro
cedure almost neees!>arily invites errors
and mistakes; add to this the serendipi
tous nature of magic itself, and you
have a stage all set up and waiting with
bated breath for something out,of the
ordinary to happen.

The Dungeon Master's Guide
recommends, on page 117, a 5% to
20% failure probability, suggesting that
potions which fail become Delusion
Potions of the type attempted. Instead
of having all potions that "fail" auto
matically become Potions of Delusion,
I created a Potion Defect Table (q.v.)
which takes into account a wider range
of possible results. Each potion is
assigned a Defect Probability rating as
follows: The GP !>ale value of each
potion as listed in the Dungeon
Master's Guide is divided by 100 and
the resulting number added to 4. This
is the potion's basic defect probability
rating. For example, a Potion of
Diminuation costs 500 GP. Hence, its
DP rating is 4 + 500/100 or 4 + 5 '" 9%.
If a potion's origin is of a dubious
nature, Le. you bought it from Happy
Herman, the itinerate potion-hawker,
found it in 8 dungeon treasure cache,
or don't know who made it, roll 1010
and add the number rolled to the
potion's DP rating. Finally, for potions
that have been subjected to severe
magical stresses, such as teleportation,
extremes of temperature, powerful
magnetic fields, and what have you,
another 1% to 10% penalty should be
tacked on to allow for "damage" to
what is surely a delicate and highly.
fragile system. However, the overall
DP rating should never exceed 20% in
any case, to keep it in line with the
recommendations of the Dungeon
Master's Guide and to keep the system
from rendering certain high-eost po
tions too dangerous to use under any

circumstances.
Whenever the dice roll indicates

that the potion consumed is defective,
the perCi!nt dice should be rolled again
and the Potion Defect Table consulted
to see what has occurred.

Potion Defect Table

01 - 08 No.1. Potion's normal effect
enhanced 10 - 100%.

09 - 10 No. 1 plus Side Effects (see
Side Effects table).

11 No. 1 plus Unusual Effects
(see Unusual Effects table).

12·24 No.2. Potion's normal effect
dimini5hed 10 - 100%.

25 - 26 No:"2 plus Side Effects (see
Side Effects table).

27 No. 2 plus Unusual Effects
(see Unusual Effects table).

28·34 No.3. Side Effects (see Side
Effects table)

35 - 38 No.3. Unusual Effects (see
Unusual Effects table)

39 - 50 No.4. Delusion: User thinks
it works, but it doesn't.

51 - 60 No.4 with Side Effects (see
Side Effects table)

61 - 70 No.4 with Unusual Effects
(see Unusual Effects table)

71 - 75 No.5_ Potion failure; no
effects whatsoever.

16 - 80 NO.5 except for Side Effects
(see Side Effects table)

81 ·85 No. 5 except for Unusual
Effects (see Unusual Effects
tablel

86 No.6. Potion has become
toxic; Save vs Poison or die.

87 - 00 Potion appears to be one kind
but is actually another kind.
Select which type it reatly is
from the table on page 121 of
the Dungeon Master's Guide.

Side effects are reactions caused
by a potion's ingredients that are
usually not related to their primary
desired action; this is due to the fact
that many of the substances used in
making potions possess pharmaco
logical activityaswetl as magicaL Thus,
there is always a risk of these ad
ditional, undesired effects occurring
when a potion is taken, whether or not
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it works. The following table is used to
determine what side effects have been
elicited when they are called for by
the Potion Defect Table.

Side Effeeu Table

01·09 Dizziness, vertigo
10 - 21 Headache, disorientation
22 - 35 Nausea, possibly vomiting
J6 - 44 Flatulence, diarrhea
45 - 53 Pronounced diuresis
54 . 62 Blindness or impaired visual

activity
63·71 Impaired hearing or deafness
72 . 80 Muscular weakness, flaccid

paralysis
85 - 89 Fainting, extreme drowsiness,rom,
90 - 93 Tremon, convulsions
94 • 96 Acute psychotic symptoms,

insanity (see Dungeon Mas·
ter's Guide, p. 83)

97 - 98 Two of the above (roll again,
twice)

99 - 00 Three of the above (roll a9<lin,
three times)

Side effects last from 1 - 12
hours and are seldom prolonged more
than 72 houn (S" chance). Their
duration is a function of the half-life
of the resposible ingredient.

Unusual Effectl

Unusual potion effects result
from a modification or a malfunction
of the magical elements used in making
the potion. They are strongly in
fluenced by the type of magic attemp
ted or by the special ingredients used
in the potion's manufacturt. Several
possible unusual effects for each of the
potions listed in the Dungeon Master's
Guide are listed below. Judges may
select one (or morel at random, Of

simply and arbitrarily pick one that
suits the fancy at the moment. Judges
should also feel perfectly free to im·
provise wherever it suits them to im
prove on the Iimited choices offered
belO1N. Have funl
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Potion of Climbing
BOP: 9%. Requires the legs of giant
insects.

Character develops a hard, chiti·
nous exoskeleton (AC: 3, but
DEX decreased to 5).

Character grows long, grasshop
per legs (but, boyr can he jump!).

Character sprouts 7' long an·
tennae, very sensitive.

Potion of Oiminuation
BOP: 9%. Requires Kobold horn and
Wererat blood to make.

Character's equipment not affec
ted by the potiO(!.

Character grows a pair of 7 . 12
inch horns on head.

Character contracts lycanthro·
py of the Wererat variety (let
him find out the hard way).

Character shrinks away to no
thing.

Character gets stuck, permanent·
Iy, in a diminished size.

Potion of Dragon ContraJ
BOP: 20%. Requires Dragon brain to
make.

Char3eter develops a Dragon
Breath weapon.

Magalomania; character wants to
conquer the world.

Character polymorphed 1 - 1()()%
into a Dragon.

Character irresistibly attracted
to Dragon.

Dragon irresistibly attracted to
the character.

Dragon controls character (Po·
tion effect reversed).

Potion of Animal Control
Basic Defect Probability; 8%. Requires
animal gland or organ to make.

Character afflicted to believe he
and animals can conquer the
world Im3!}3lomania).

Character 1 . 1(J()% polymorphed

into the animal he is trying to
control.

Animals react very negatively to
potion user.

Animals find potion user irresis·
tibly attractive.

Charcter finds animals irresis
tibly attractive.

Potion of Clairaudience
BOP: 8%. Requires primate thalamus
gland or ear from an animal with keen
hearing.

Character's ears grow from one
to six times normal size.

Character unable to endure any
noise whatsoever.

Character starts to resemble a
monkey.

Vastly enhanced sensory input
makes character crazy.

Potion of Clail'\l'oyance
BOP: 9%. Requires primate thalamus
gland or eye from an animal with keen
vision.

Character's eyes increase in size
from one to four times.

Character develops X·ray vision.

Character afflicted with extreme
phOtophobia.

Character experiences terrifying
hallucinations.

Character grows a long, monkey
tail.

Ponon of ESP
BOP: 13%. Requires Brain of a Mind
Flayer to make.

Character gains psionic JXlWen
of a Mind F1ayer.

Character sprouts lour ugly ten·
tacles from his face.

Character has irresistable cra'll'ing
to eal brains.

Character's thoughts broadcast
to all creatures around.

Character driven mad; picks up

------



all thought for miles around,
simultaneously.

Potion of Extra-Healing
BOP: 4%-. Requires Troll blood to
make.

Character gains a Troll's sense of
smell.

Character smells like a Troll.

Character gains limited powers
of regeneration.

Character polymorphed 1 ·100%
into a TrolL

Character's nose grows 7 . 12
inches.

-I try not to discourage the use of
Healing Potions. Also, the Healing
Potions made from the hair of a saint
never fail or have any defects. This
kind is, unfonunately. very rare.

Potion of Fire Resinance
BOP: 8%. Requires Salamander's scales
to make_

Character's skin turns fiery red.

Character grows scales all over
his body.

Character craves extreme heat;
can't endure nonnal tempera
tures.

Character polymorphed 1 ·100%
into a Salamander.

Potion of Flying
BOP: 12%. Requires Hippogriff fea
thers and Wyvern blood.

Character grows feathers all over
his body.

Character sprouts functional
wings from back.

Character grows a long, ugly tail
with a venomous sting.

Potion of Gaseous Form
BOP: 8%. Requires Vampire dust or
Ogre Magi teeth to make.

Character seized with an irresis
tible craving to drink wann
blood_

Character develops an abnormal

dread of Holy symbols or ob·
jects.

Character unable to endure sun
light.

Character sprouts 6" tusks and
grows a 9" horn on his forehead.

Character turns lavender.

Potion of Giant Control
BOP: 20%. Requires Giant bl1lin to
make.

Character believes that he is a
Giant.

Giants irresistibly attracted to
character.

Character irresistibly attracted
to Giants.

Character afflicted with megalo
mania and delusions of grandeur.

Potion of Giant Strength
BOP: 13% - 18%. Requires Giant sweat
(whew II to make.

Character smells like 8 Giant's
locker room.

Character increases in size from
, • llJO%.

Character perspires profusely.

Character may injure himself
using Giant strength; potion fails
to give him a Giant's durability I

Potion of Growth
BOP: 7%. Requires Pituitary gland of
an Ogre magus.

Equipment not affected by
potion.

Potion affects only the charac·
ter's equipment.

Character gains powers of an
Ogre magus.

Character polymorphed 1 ·100%
into an Ogre magus.

Character afflicted with priapism.

Character gets stuck in enlarged
size.

Potion of Healing
BOP: '%. Requires blood of an Ogre

magus to make.

See Potion of Growth above.

Use of Healing Potions should not be
discouraged.

Potion of Heroism
BOP: 9% 1100% for non·fighters!)
Requires heart of a Lion or other large
oat.

Character poIymorphed 1 ·100%
into a cat.

Character grows cat fur all over
his body.

Potion works in reverse.

Character afflicted with feline
version of Lycanthropy. (Again,
let him find out the hard way.)

Character has an irresistible urge
to lick himself all over.

Potion of Human Control
BOP: 13%. Requires Vampire's eye or
Nixie blood to make.

Character seized with a craving
for wann blood.

Character able to use a Charm
spell once daily.

Character afflicted with photo·
phobia; gains infravision.

Character must get wet and stay
wet or suffocate.

Character afflicted with magalo
mania and delusions of grandeur.

Potion of Invisibility
BOP: 9%. Requires Invisible Stalker
ichor to make.

On IV character's flesh affected.
Equipment still visible.

On IV character's equipment af
fected. Character appears naked.

Character unable to regain visi
bility.

Charaerer rendered ethereal as
well as invisible.

muJ
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Oil of Etherealness
BOP: 19%. Requires Demon brain or
Shedu fat.

Gains innate demonic (or She
duan) abilities.

Character stuck in ethereal fonn.

Character possessed by a demon.

Character gains 10 . 100 pounds
of ugly fat.

Character grows stubby, non
functional wings on back.

Philtre of lOYI
BOP: 7%. Requires Dryad hair to
make.

Character becomes shy and non
violent.

Character cannot bear to be more
than 36 feet away from an Oak
tree.

Charaeter afflicted with priapism.

Character's hair grows to six feet
in length.

Potion's effects reversed.

Potion of Inyulnerability
BOP: 9% (100% for non-fighters). Re·
quires Gargoyle horn or lycanthrope
skin to make.

Character grows a 10" Gargoyle
horn on his forehead.

Character transformed 1 - 100%
into a Gargoyle.

Potion works in reverse.

Character contracts Lycanthropy
(let him find out the hard way).

Potion of levitation
BOP: 8%. Requires eye of a Beholder
to make.

Character gains one spell ability
of a Beholder (select at random).

Character goes insane; thinks he
is a Beholder.

Character unable to close his
eyes.

Character unable to control spell
and continues to rise until the
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potion wears off. _...

Potion of longe'lity
BOP: 14%. Requires Dragon or Elf
blood, and Treant sap.

Character acquires a Dragon
Breath weapon.

Character turns green, develops
bark on skin, sprouts leaves, be
comes sluggish and drowsy.

Potion works in reverse. Ages
character.

Character gains Elven abilities
and attributes.

Philtre of Persuasiveness
BOP: 12% - 13%. Requires Harpy's or
Oevil's tongue to make.

Character's tongue grows one to
four feet in length,

Character unable to stop talking.

Character's voice attracts all
living creatures within hearing.

Character possessed by a devil
(voice only).

Character compelled to sing
everything he wants to say.

Potion of Plant Control
BOP; JC.tI,. Shrieker spores and Umber
Hulk eyes needed to make it.

Character's gaze causes con·
fusion.

light or movement within 30'
makes character scream.

Character afflicted with magalo·
mania, delusions of grandeur.

Character develops infravision.

Character has an irresistible urge
to burrow in the din.

Character thinks he is a Petunia.

Potion of Polymorph Self
BOP; 7%. 8%. Requires Mimic skin or
Succubus hair to make.

Character's skin exudes an in
stant-bonding superglue.

Character can steal a level by
kissing other characters.

Char3Cter"s hair grows one foot
per minute without stopping.

Character stuck in new shape;
can't change back.

Character gains innate demonic
abilities.

Character attracts any nearby
demons.

Potion of Speed
BOP: 8% - 9%. Requires nean of a
Pegasus al"Kl Giant Weasel blood.

Character develops insatiable cra
ving for warm blood.

Character grows large, white,
functional wings.

Character grows Weasel fur all
over his body.

Character is irresistibly attracted
to horses and horse-like crea
tures.

Character unable to stow down
again. Will age one year for each
hour of time until Dispel Magic
is cast on him.

Potion of Super·Heroism
BOP: 11% - 12%. (100% for non
fighters). Requires Giant Wolverine
blood and Minotaur heart to make.

Character goes homicidally ber·
serk.

Character sprouts horns like a
bull.

Character develops keen Mino
taurian senses.

Character exudes Giant Wol
verine musk from skin.

Character becomes vicious and
bloodthirsty, cruel and savage by
nature.

Potion works in reverse.

Potion of Treasure Finding
BOP: 6% - 7%. Requires Gold Dragon
Scales or six powdered gem stones.

Character grows golden scales all
over his body. AC: 2.

Character becomes insatiably
greedy.



Potion works in reverse.

Character's skin turns gem
colored (color is Judge's option).

system for dealing with excessive
potion abuse. I hope you will have fun
using it in your campaigns.

WRITE FOR FREE BROCHURE

THE COMPANIONS, INC.

245 WATER STREET
BATH, MAINE 04530

207-443-4909

Third Annual
ADVENTURE ROLE PLAY WORKSHOP

For Designers and Judges

GAMESMASTERS
WORKSHOP '82

JUNE 26 - JULY 9, 1982
PleMfl'~ by TI'le Compan.OI1s

...... !h Lefl,rd Llkolk.. , Pe'e. RIC., Johfl Wheeler.llld ow".

Held 011 the c.npul of the
OAK GAOVE-cOBURN SCHOOL

EAST VASSALBORO, MAINE

Choose from FOUR COMPLETE PROGRAMS

- SWORDS AND SORCERY
_ WILD AND WOOLY "'EST

• CLOAKS AND DAGGERS

-STAR TRAVELLERS

THE COMPANIONS

I

Character is irresistibly attracted
to dead things and to undead
creatures.

Character acquires ability and
craving to touch other characters;
each touch drains one level.

Potion of Undead Control
BD?: 20%. Requires Spectre dust,
Vampire brain, or Lich tongue.

Character acquires dread of
Clerics and Holy symbols.

Potion of Water Breathing
BOP: 13%. RequiresWater Naga blood,
or Nixie organs.

Character afflicted with megalo·
mania.

Undead are irresistibly attracted
10 character.

Character turns into a Zombie.

Character is irresistibly attracted
to snakes and snake·like crea
tures.

Character turns into a bat Of a
rat 150150 chancel_

Character gains ability to use a
Charm spell once per day.

Character loses ability to breathe
air.

Character turns into a Giant
Constrictor Snake.

Character acquires a passion for
Nixies.

Character thinks he is a Water
N....

Unusual effects, fOf the most
part, last no longer than the potion's
normal effects would have endured,
except where noted above. Most of the
persistent effects can be nullified or
rectified by a 7th level orgreater Dispel
Magic spelL Lycanthropy, of course,
will have to be cured in the normal
manner.

There, for better or worse, is my 27 Pegasus



F'r.=ir~CONVENTION

:JO

COMPENDIUM

SON OF GENGHIS CON
January 16· ", 1982 Littleton, CO.
Denver Garners Association
Box 2945
Littleton, CO 80161

CONFUSION II (SF)
January 29· 31. 1982AnnArbor,MI
Ann Arbor SF Association
P. O. Box 1821
Ann Arbor, M148106

HOBBY INDUSTRY OF AMERICA
SHOW
January 31 - February 3, 1982
Dallas, TX
HIA
319 East 54th St.
Elmwood Park, New Jersey 07407

INTERNATIONAL TOY FAIR
Febmary 4· 10, 1982
Num/)erg, West Germany
International Speilwarenmesse.
eGmbH.
8500 Nurnberg-Messezentrum
West Germany
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VIKING CON 3
February 5· " 1982 Bellingham, WA
The Science Fiction & Fantasy Club
Viking Union 222
Western Washington University
Bellingham, WA 98225
Phone: (206) 676 . 3460

WARCON
February 5 - 7, 1982
Texas A&M University
David (Kong) Heiligmann
Chairman, WARCON '82
P.O. BoxJ·1
College Station, TX 77844
Phone: (7131845 -1515

GENCON SOUTH VI
February 6·8, 1982
Jacksonville Beach, FL
Gencon South '82
P. O. Box 16371
Jacksonville, FL 32216

MANNHEIMER-eON '82
February 12 - 15, 1982
Mannheim, West Germany
Grenadierstrasse Kriegspiel Society
181 Trans 8n APO New York 09166

MAINECON '82
February 12 - 14, 1982 Panland, ME
John Wheeler
245 Water St.
Bath. ME 04530

GAME FAIR
February 13 - 14, 1982 Spokane, WA
Shannon Ahern
Book & Game Company
W. 621 Mallon
Spokane, WA 99201
Phone: (509) 325 . 3358

ORCCON 1982
February 13 - 15, 1982 Anaheim, CA
Orccon
PR Dept.
P. O. Box 2577
Anaheim, CA 92804

DUNDRACON VI
February 13 - 15, 1982 Oakland, CA
Dundracon VI
386 Alcatraz Ave.
Oakland, CA 94618



CANADIAN TOY FAIR
February 14 - 17, 1982
Montreal, Canada
Canadian Toy Manufacturers Assn.
Box 294,
Kleinber, Ontario LOJ lCO

NEOCON I
March 19·21, 1982 Akron, OH
Convention Lords, Inc.,
P. O. Box 4045
Akron, OH 44321

M. I. G. S. III
May 3D, 1982
Kitchener, Ontario, Canada
Les Scanlon
473 Upper Wentworth St.
Hamilton, Ontario, Canada

NEW YORK TOY FAIR
February 20- 22, 1982 New York, NY
Toy Manufacturers of America
200 Fifth Ave.
New Yor1c, NY 10010
Phone: (2121675 - 1141

SCIENCE FICTION WEEKEND
April 8 . II, 1982Irv;ne, CA
Science Fiction Weekend
clo Fantasy Publishing Co.
1855 W. Main St.
Alhambra, CA 91801
Phone: (213) 337·7947

GENGHIS CON
June 5 . 6, 1982 Denver CO
Denver Garners Association
Box 2945
Littleton, CO 80161

a
game master's aid for

ALL
role-plavlng sYStems

MICHICON GAMEFEST
June 1'· 13, 1982 Detroit, MI
Metro Detroit Gamers
P. O. Box 787
TroY, M148099

CONQUEST III (SF)
May 28 - 30, 1982 Kansas Ciry, MO
Conquest III
P. O. Box 32055
Kansas City, MO 64111

GRIMCON IV
May 28· 31, 19820akland,CA
Grimcon IV
P.O.8ox4153
Berkelv, CA 94704

Grimtooth's

MIDWEST TOY AND HOBBY SHOW
March 13· 16, 1982 Chicago, It
Midwest Toy and Hobby Show
P. O. 80x 2188
Zanesville, OH 43701

.
One hundred and one catastrophic traps,
sinister snares, engines of evil, and deadly devices

FANTASYLAIR
March 12 - '4, 1982 Ponca City, OK
Shelby Cooper
Northern Oklahoma Dungeoneers
P. O. Box 241
Ponca City, OK 74601 - 0241

Crlmtooth's TRAPS have been presented Without game mechanICS
of any kll1d; the nature, cause. and effect of each trap has been
thoroughly descnbed SO that any GM may Introduce these devices of
delver destruction Into hiS or her games WIth ease. For example;

8etW'een A Rock and A Hard PIac:e I!> iI d'l ('f ~i1nalJun un Ihl' ttlTYTUI prIfl"lho·

romdor \Iap Mid "'. '-'f&<n' thai c.haf<iClt'f"!> Mot'PtrI' r 1Ol'S;lI all \I"OE'S - ortlll'V,,'lcN-lhffl
tcle§/ A st.ond;&rd PIIIf'lIhP lIorw Ilo """'~If'd hv ",hollf'\l.'I' mrthod \<lU~ When iI dwitlteo
fats 10 IhP honom ci the pc. he ". find lh.M he f) ., 100 dl't-'V to dmb <U un Ilf) 0\lIo11.

, ....toenthe Irapdoof Wn-600..'fl oIli\oW'6I ttr~d ltlI'~. Ab,I Mmmltll',,"I"'......
c.JtJ§(!o,I VIo1I rJ~ IOshant'f" The~ rapdydlssoto.-es iI "'YeN rl.W&~ throuidlthe~
,,-..II to~e ... pl.Ke ttr ~tlOfldrod oIbt",.'\: the PII. A!o ~ao.;,,~ f'PfNlI1lo on ltlI' 1Il1Ol' d
the PII !hl.'~ pLAT!:'~ "'.~.. tNl It-. blod 01 ceftr1«~ ... pI.lce .... the
". f§ ft'n'lCM'rl, rtWt'l rht (~ 1<0n..... \1 ." p.Jt:o, JH 01 Cn>lIOOlh~ T'ItN'SI

only $9.95 (less than a dime a death!!

" ..

<I~.t.bIl' <II berlt'J .Ildfflf' MId hobbr~, or Of'dfof df(Ia from
FtyIng Buffak) Inc. • P.O. Box 1467· Dept. .JC-23 • SCOttsdale, AZ 85252~~ ftCt.d. SIb~ C.~

(l.k & Europe.vo customel'S p6ea5e order (lOTI OYIS ~'fB, P.O. b 100, 6.Jth Sf:. WMw!t w .\ldands. t..t...)
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ALL THAT
GLITTERS. • •

';"-~
···b
"'".' -

~~,;..._.....", The Spectacles of Sightt......--~
by Edward R. G. Mortimer

These Spectacles enable the wearer to see certain vibrations
to the exdusion of all others. In other words, the wearer
can only see what the Spectacles have the power to reveal,
so the wearer does not have normal sight. The Spectacles
can function once a day for as long as they are worn; they
will not falloff accidentaly but can be removed by some·
body other than the wearer. To determine what kind of
Spectacles are found, consult the table below:
01· 10 Spectacles of Far Sight: act as a telescope with

100x power.
11 - 20 Spectacles of Minute Sight: act as a microscope

with 100x magnification.
21 - 30 Spectacles of Ethereal Sight: enable wearer to see

into the Ethereal Plane.
31 - 37 Spectacles of Astral Sight: enable wearerto see into

the Astral Plane.
38- 44 Spectacles of Invisible Sight: enable the wearer to

see things hidden by the II/visibility spell, or the
Psionic discipline (only).

45· 55 Spectacles of Infravision: give the wearer Infra
visional sight at 120 yards (or feet).

56 - 65 Spectacles of Ultravision: give the wearer Ultra·
visional sight.

66· 73 Spectacles of Magic Aura Sight: enable the wearer
to see the Aura radiated by magic items and spells,
even if the spell has been cast upon a person (such
as a Chaml, Omoc, etc,),

74, 79 Spectacles of Personal Aura Sight: enable the Aura
of an individual to be seen. After experimentation,
alignment can be determined by the person's Aura.

80 - 00 Spectacles of Shaded Sight: These magical sun·
glasses will protect the eyes from bright lights,
glare, and all radiations which affect the eyes; only
normal sight in lighted areas is possible.

The Spectacles can be used by any being who normally has
2 eyes, a nose, and 2 ears. The Specatcles will enlarge or
shrink to fit the wearer.

/

There afe several types of Bottles; each is of liter size and
is made from II single Rock Crystal. Upon utterance of the
command word leach Bottle has II different one). the Bottle
will fill itself with it's particular type of liquid. When II
Bottle is found, consult the table below to detennine what
type it is:

Web Seeds
by Edward R. G. Mortimer

The Everfull Bottles
by Edward R. G. Mortimer

1 . 5 Red Wine 41 -48 Iced Tea
6 - 10 White Wine 46 - 48 Light Beer

11 - 13 Dandelion 49·58 Dark Beer
Wine 59-65 Mead

14· 16 Fruit Wine 66 - 71 AI.
(Sangria) 72-80 Whiskey

17 - 22 Spring Water 81 - 85 Rum (151 proof)
23 - 25 Goat's Milk 86·88 Vodka (100 proof)
26- 28 Cow's Milk 89- 92 Brandy
29- 31 Grape Juice 93 -95 Wild Cherry Brandy
32- 37 Apple Juice 95-98 Peach Brandy
38- 40 Cranberry 99 Pure Grain Alcohol

Juice 00 Other

The Bottles will function 3 times a day.

Web Seeds appear to be fibrous, grey husks about J inches
in diameter. They can be used by anyone who knows the
command word. They can be thrown (up to 30 yards) or
shot from asling (normal). Upon impact, after the command
word is spoken, they "explode" into the same dimensions
and effect as a Web Spell. The duration is 5 hours.
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Ring of levitation
by Michael A. Wilson

Allows the wearer to levitate himself and his gear (up to
400 poonds) to a heigtlt of 10 feet for 2 turns (20 minutes I
twice a day.

Boots of Giant Stomping
by Scott Fulton

In an earfier magazine. an item known itS Boots of
Halfling Stomping was introduced. These boots are a
variation on those. Like the other boots, these appear to be
normal boots until tried on. They will then oonfo"" to the
foot as magical boou do. They will not reveal their nature.
however, until the wearer is in sight of a true giant. When
this happens, he will have an uncontrollable urge to kick
the creature to death. While wearing the boots, he will not
engage in any other attack against a giant. The boots, in
fact. give a +2 to hit vs. giants and do I ·8 points of damage
per attack. If a giant is in sight. they cannot be removed in

any manner short of a Willi. Otherwise, they can be taken
off and put on normally. Note that they only cause this
kicking frenzy when worn.

Quill of Commanding
by Michael A. Wilson

Functions as a scribe. Will translate voice into written
language for up to two hours per day.

Bracelet of luck
by Paul W. Vinton

This bracelet appears as an ordinary silver wrist band. 2"
wide and solid. It adds +2 to all saving throws, but once per
day for three melee rounds, adds 1 to all opponents chances
to hit its wearer.

/~<",,/
4. .' •••• ,....."'iir'i:l."· ••~...

,.".,~

Once this paper has been written on. it can be tom up in
~h a way that only the person who tore it is able to piece
It back together. Partial successes fup to 50%) are possible
by other persons.

Spell Staff
By Paul Andrew Denisowski

Thn appears to be a short 18'1 metal tube. It
functions much like a Rod of Absorbtion, with the ex
ception 1hat it can only absorb spells cas1 upon it by
its user. The Staff can hold up to 101 spell levels, know.
ledge of which is given 10 the user when grasped. The
stored spells can be discharged a1 will in Clfle segmen1
(it could be used in melee). The 101 spell levels may
be filled or emptied at any time and are never IOS1. If
the S1aff is broken, all stored spells go off as if cast at
the SP01 where 1he Staff was broken. There is a 5% chance
that first level Spell Caster will be given one by his Men
tor. Suggested GP Sale Value: 80,000

DunDraCon VI

February 12-15, 1982

Join us for I round the clock.
dungeons * SCA fighting demos *
films" Seminars * Offical ad
ventures and 1'lJRE! Where? The
Cun fey Hate1 in San Ma teo, CA.
3-day memberships: $13,00 by mail
to: Dundracan. 386 Alcatraz Ave.
Oakland CA 94618, Brin9 a friend!

31 Pegasus



Total Amount Enclosed:

Pleaw plate numbe, 01 jackeu desired 10 appropriate box". Enclose
$20 pvr each jackel ordered. ct1u<:k 0' money order. No stllmp'
please. For you. own prolllCtion, pl.~ do not Mnd c.h as we
Cinnot b. responsible for noh tost in the m....

,
•

SmallMedium

NEW

LargeX-large

JACKETS

N'me' _
Address: _

City: State: Zip: _

SAME DAY SERVICEI
"Dem,md Elleeeds Supply.

Pie.. Wei, 4 Weeks for Oeliv..-y
PIe_ add 52.00 for Posug. and HHdling

~S1.50forCOO

Illinois Retidenl$ldd 5% tex

Royal Blue

Royal Red

Navy Blue

ROVERSSTAR,
•

ThaI's right, folksl Judges Guild brinvs you yet .nothe.- SIlper
Special wIth OUt mach._ashHI•. 100% nylon jackets lined wIth
50" conon/5O% poly..'e. "'brie. They come in Royal Red, Royal
Bit••, and N1"Y Blue lind in sizes X.,~ L...~. L.rge, Mldium....d
Small.

NEW

~u~ge5 <&uil~

,~ullgt9
(&

Introducing the new STAR ROVERS tm line from Archives.

THE EMPIRE

ARCH Z401: IMPERIAl-DREADNOUGHT:
(SllIt_n pleus: approll. a" long). The prloe
01 IIle Imperial FI..t. FeW$hlp$ln the P~IIY

can match the power 01 \hls class 01 ship.
S 19.95

ARCH 2402: IMPERIAl,. NESTAR: (Twen'
ty·three pieces: approll. S" longl. The
Flghter·Catrlen 01 Ihe Imperlel F ....I. com·
Plete whn a complement 01 fl9hten, Indu·
olng 1 Sentinel (ARCH Z407). I Imper~l

Intirceplor lARCH 240al, ano:! I SCout
Ftghter (A RCH 24091. S lS.t5

ARCH Z403: IMPERIAL. ASSAUl,.T SHIP:
(FIve plece$: approx. 5" lon91. Ellira-lal"lle
IroOP and et!ulpment tran$port tor use ou.lng
shlp.to-shlp Elolrdlng actions and planelary
nsaulU. St.'5

ARCH '''()4, IMPERIAL SCOUT CRUISER:
(Four plet:esl approll. 4" longl. one 01 Ihe
WNlle, crulier types In Ihe Imperlat Fleet.
ThIS one Is the moS! widely u_ ot lhe I.r,.,
elus $hlQI. Used where.n lmperl., pl'lIwnce
muff. be emphulzed. S 1.'S

ARCH 240S: IMPERIAl,. OESTROYERS,
(51" plecel' approx. J.5" long eachl. The
moil widely used meolum slllla ShIp In Ihe
Imj)ll.lat Fleet. Used lor SearCh and Deslroy
mInIons ."Inlt Plr",t" strongholds and
rOUllne paHol of tmp",lal territory. Two
Shlpl per box. SS.t5

A"CH 2"0&, IMPERIAl,. TRANSPORT
SHIP: (Three pieces: ",pprox. 4" Ion.). The
bKkElone of Imperial power. These ships are
used to n,ul Ihe major cargoes upon whICh
the economy of the emQI.e Is basad. $1.9S

ARCH 2401: IMPERIAL MONITORS:
(Twelve oleees: apgrox. 1" longl. Imperl.ll
IIUnboals usea fo, IIlKk .~Inil mUCh l.r9ll'
_Is "'nd as extr", hUvy '''lIten fo, IlKkup
IYpQort ag.aln$t Fight.. _arm$. FO<,Jr Ships
per bolt. $ .... 5

"'RCH 240', IMPERIAl,. INTERCEPTORS:
fElghteen pleees: .pprox. lb" long). Haavy
comoat lighten Oe$l,nao:! to Intercept In·
coming mlnlles i1nd other c:omb",t IIghte"
01 various sizes. Sill $hlpi per ElO". "4.95
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ARCH 240': IMPCRIAl,. SCOUT FIGM·
TERS, (EIghl""n pIKes; appro". lb" longi.
I..Ighl, 10n9-range combat lighten U10Cd prl·
marlly for harassment anO rec:onnalssance
pUITJOSOS. Sill shipS ocr bOK. S4.,S

THE REBEL AXIS

ARCH 2421: RC8El,. GREAT CRUISER,
(Four pfec.es, app'OIl. S" Ion.). The tar",,"
$hlp Clus oullt oy Rebel Axis to date. end
the clowsl thing In Ihelr lI..t 10 a OrMa·
noughl. While Iii sllnouette Is dlstlnclly
reoel. tho appearance ollIS WeaPOnry aeflnl·
tely showl the Inlluence 01 Illel, allen IIl1lu.

st.n

ARCH 2422: nE.BE.L HEAVY DEST·
ROYE.R, (Eight Qleces, appro". Z.. long).
Whal II loses In sIze. It m;lkei UP for In
SopoMa ,no power. Thil $hlp Is rea Iy more of
", pocket cruiser. ",no:! the maln$lay 01 the
ReEleI rtMt. Two $1111'S per Doll. S 1.'S

ARCH 2"23: REOEl,. ASSAUl,.T SHIP,
(Throe pieces, "Pilro". 4" long). "The
Wtlale:' Tne reb'll eQulvalenl of the Imperial
assault c<",ft linea abov". A frelghler modi·
lIed for comblll aLlty. SS.U

THE ALIENS (Reb'll AIII.s)

ARCH 2441: Al,.IEN DREADNOUGHT'
(Tw.lve pieces: "'Pp,o". 1" lon9l. The allen
eQLlIVlI.nl 10 thCl Imperl",1 OreadnOU9!lI,
lmaller In sIze and powe•• OUI fUler. 11 Is,
...vertheleu, en aWlOme powe, 10 conlend
wllh. S14.,S

ARCH 2442: Al,.IEN NESTAR: IEl!Illleen
plocu: "'pprox. 6" longl. Allen Fighter·
tanior. II lackS Ihe rn"u of Ihe Imperl",1
equivalent. out II 'aster. Inclutles I Ncll 01
Ihe Allen senllnel (ARCH 24461, Intereep,
tor (ARC)ol 2441), ana SCout Fighter
(ARCH Z44a) dlss Ships. $14.'S

ARCH 2443: AUEN ASSAULT SMIPS,
(Ten Qlecn, apQro". 2" long). Allen eQulva·
lent 01 the ImperIal Ship type, but of a
smaller class. What Ihey lack In Slle, they
maka UP for In numElen. Two Ships p/,lf box.

S7.ts

ARCH '444: AL.IEN l,.INE CRUiSER:
(Four piKa: eppfOx. 5" long). Allen eQul.
valent of Ih. Imperial snip Iype, and about
equal In power. The main aUeck vusel 01
the D'l'gonspawn Hegemony. S7.'S

ARCH ,44S, ALIEN DESTROYERS: (Ten
pieces: approx. Z.. lon91, Allen equlvelenu
01 Ihe Imper..1 $hlp types. but $OITI_hal
n'",,. powerful. T!>e'M a .. the prlmery ~ull
WppOft fOfc:es of Ihe Dre90n~n Hege,
mony. Two ships per bOX, .&.tS

ARCH 244&: AUEN SENTINEl,.S, (Twelve
Qlecu, ",ppro". 1" longl. Allen eQuivalents
Of Ihe ImllOrllll Ship Iypes. Four Shlp$ per
box. $4.9S

ARCH 2441, ALIEN INTERCEPTORS:
(EightHn Qleee$' appro"....... long). Allen
llQu",alenn of the Imperl",l $hlQ Iypes. Six
$hJp$ Pet" 0011. $4.,S

ARCH 244', AUEN SCOUT FIGHTERS:
(Elght_n pIeces: apprOx. 'b" long). Allen
equlv",lents 01 the Imperial Ihlp types. SI"
ShlQs per bOlt. $4.95

(Piece eounl Includ.s PlrtS to ",ulmbl.
dlspl",y Itandl.)

Judges Guild now lias all three fleets in

stod: ready to sail to your door!

Jfullg1'5 ~ui(ll

R. R. 8, BOil 9, 1221 N. Sunn~d. Road
OMalu•• IL. 62522·9709 Ph. 12171 422·1930

PIe_ add $2.00 for P01ll1ge end Handli...
....d$150fo,COO

lltinoil: Rnid.... tt edd 5" 11K
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Notes for the Judge

The descriptions of the NPCs found in the Copper Cup House are, as a rule, longer than those of the other NPCs
encountered. To a great deal, this is because the playeR stand a chance of convincing the majOf"ity of these NPCs to join the
group. Generally. the other NPCs, such as the fishermen and the ship's crew. will not want to or will not be in a position to
accompany the players anywhere.

1 strongly recommend that any Judge who is interested in running this adventure should read through it thoroughly.
There are few, if any, hidden problems designed to cause either the players or the Judge any difficulties, but it is best to read
through it in order to establish some image of the NPCs.

I have not included pre-generated player-characters in this scenario because I feel it Is better if the playeR risk using a
character with which they are familiar; also, they will probably enjoy it more and play better if they use their own d1aracters.
To facilitate using this adventure. it is necessary for the Judge to make some arrangements with one or two of the playeR. I
would suggest setting this up in advance with the people because they may become suspicious if you suddenly lay an "Oh, b
the way..." on them that suggests that one or more of them all at once knew something vital to the adventure. The tYpe of
information you will want to set up with the players beforehand should be in some way to their benefit in the adventure.
primarily in figuring out where to look for the ship. To 90 about this. you can use the following ideas or come up with your
own:

1. One of the players comes from a long line of sailors and, as a child and young man. heard many tales from his
relatives, one of which was about a great treasure ship lost in a northern sea near the coast of Tarantis during,
wild storm.

2. The player in question may have been the recipient of some vague prophecy about rid1es and a wine-dark sea and
has been searching for the answer.

3. Instead of being the recipient of a prophecy, as a child, the player was a native of the region. A resident of the
castle which housed the survivor of the wreck, the player remembers traveling with his father to the beaches to
search for signs indicating the proximity of the hull of the Empress.

The Quest for the Silver Empress is not intended to be a simple "hack and slash, pick up the treasure" adventure. It has
been set up primarily as a thinking adventure where the players rely more on their brains and their abilities than on a Sword
or an Axe. True, there may, and, most likely, will, be some killing before the adventure is over, but that is not the main thrust
to this installment; intelligent and creative play is. As a few final words to the prospective Judges of this installment, you may
find that I have glossed over some areas that you would like to have seen covered, such as the castle or the cities Ind villages.
That may be, but, remember, 01'lC1! you have decided to use this installment, it becomei part of your world system, and my
views on a castle or village may be quite different from youn. The major intent of setting up the Ouest for the Silver Empreu
was to provide a framewol1c for an Idventure and. as such, centen primarily on main points of interest. As Judge. you should
feel free to expand this installment to your liking, for ex4mple, by adding a land campaign section to cover the party's tnvels
from a port to the beach. and so on.

The following table explains the Annor designations used in this adventure. Animals, of course. don't wear Armor but
have natural defenses. In the case of an animal, a letter designation indicates that an animal is as difficult to damage as 8 person
wearing that type of Armor.

•

A
B
C
o

Unarmored
Shield Only
Leather Armor
Leather and Shield

E
F
G
H

Chainmail
Chain and Shield
Plate Armor
Plate and Shield

The Copper Cup House

••
A small, well cared for tavern set along the Silver Shod Canal, the Copper Cup House sheds a cheerful light upon

darkened streets and alleyways. The Copper Cup House is a modest place nestled among old warehouses, residel'lC1!s, and shops
that, for the most part. have seen better days. Even though the area around the Copper Cup House slowly decays with age
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and rot spawned by the moisture in the air, Polybis and his employees somehow continually manage to keep the place clean
and in good repair. The main claim to fame of the Copper Cup House, and the greatest part of its drawing power, is its reputa
tion for being a place where anyone's bad fortune turns to good. Whether or not this is true, or that some beneficial spirit
watches over the tavern, has never been determined, but one thing that is a certainty is that friendship and good fellowship
dwell within its walls. Polybis, owner and proprietor of the Copper Cup House, has made it an established rule that the doors
of his establishment will remain open to anyone, regardless of their race, however wretched they may be, or whatever their
situation. Many is the time that Polybis has served a meal free to the city's poor and often has been repaid in a number of
ways.

The Story of the Quest for the Silver Empress
fTo be read to the players)

It has been a rather pleasant evening for you and your comrades as you sit around one of the tables of the Copper Cup
House, one of the better eating and drinking establishments to be found in the City State of the WO(ld Emperor. The meat and
ale of the place is good and so is the conversation flowing between yourselves and the gentleman who joined your company
to Itsten to tales of your recent exploits. Introducing himself as Polybis Beak-Breaker, a one-time adventurer and current
owner of the Copper Cup House, he has hauled over a chair for himself and invited himself to your reminiscing, oa:asionally
ordering a round of drinks fO( all of you. The only thing that has marred the overall quality of this night out on the town is
the presence of a small gang of rowdies who seem to enjoy creating a ruckus and making themselves heard over everybody
else, but, as they are paying customers, Polybis is doing his best to ignore them. Before long, however, the rowdies congregate
on a table occupied by some anonymous old man and begin to harass him, often sneeringly demanding that he "tell that old
fishstory again, Granpal" in a collectively nasal voice_ This goes on for a few minutes until your host and a scarred female
sitting at a table in the comer tell this group to put up or shut up, which they quickly do. Now being encouraged by Polybis
to "tell your tale to my companions here and to anyone else who may not have heard it:' the old man, whose name is Old
Scarly, proceeds to do 50.

"Old Scarly" Drachsha:

s/£MBI£OA

"Old Scarly's" Story

"I remember the days I served on the Silver Empress:; a proud and beautiful ship she was. None like 'er anywhere in
t' entire world as that there beautiful lady. She were near unto 200 feet long from the great carvin's on 'er stem to the point
0' 'er bowsprit, an' she carried three great, 'uge masts that could really 'o&d a mess 0' sailcoth. Leastways, she could 'ave afore
she went down near about thirty year ago. Anyways, there was none like the Empress; she were a right 01' queen 0' the sea,
she was. The Empress were a special ship made exclusively to the orden: of the king 0' Valon. Can't seem to remember 'is
name right off, but 'e sure seemed to know what types 0' ships 'e wanted us to sail. Anyway. the Empress was 'is pride an'
joy, an' it were we that were sent on all the important runs, like our last voyage.

PeQasus 36



"We 'ad been out 0' port for about a week 'au lin' a load of silver ingots an' suchlike valuables back to 'is Majesty in
Valon that we 'ad gotten while in Tarantis. I never did figure out why we were goin' after such a prize, us relatively undefen·
ded an' all, but orders is orders, an' we 'ad to get this load back 'ome. Welt, the Cap'n was sorter nervous on the trip an' must
0' been a bit worried that we might be jumped by raiders, but I guess that we were lucky on that score. Another one of the
Cap'n's worries, an' the rest 0' us, too, was that our load might suddenly shift to one side 0' the 'old should things get bad.
But, for the most part, our luck 'ad 'eld.

"Well, 'twas on the afternoon 0' the tenth day out from port an' after we 'ad put considerable distance atween our·
selves an' the shipkillin' reefs along the shoreline that our lookout in the crow's spots what 'e takes to be a gatherin' storm
Sure enough, that's what it turns out to be, an' the Cap'n decides it would be best if we were l' give it a wide berth. Well, we
turn the ship to grab ourselves a good breeze an' get around the storm as fast as we can, an', to 'elp things along, the Cap'n
orders that we put on full sail, some9t we did as fast as we could 'cause none 0' us liked what we could see. Unfortunately for
us, our luck turned bad, real bad, for, as we were mavin' along at a real good rate 0' speed, we 'it somethin' 'ard, real 'ard.
Well, we never found out what it was we 'it. I guess it could a been a whale or somethin. a might bit worse, but we kept gain'
with what we thought to be only mild damage. There were some timbers forced that required patchin', but the bad news was
that we 'ad lost our rudder an. were all but 'elpless. Of course, 'twas about this time that we noticed that the storm 'ad not
only built up but 'ad changed course an' was 'eading in our direction.

"The Cap'n orders the ship's carpenter to cut out some 0' the cabin walls an' build usa temporary rudder. It were a
good idea, but it came too late to 'elp us. Before the rudder were finished, we were becalmed right before this wallopin' great
storm. Well, she finally caught up with us, an' we started to move back towards where we knew the coastline was, but, as
things weren't too bad, yet, we 'ad 'opes 0' seein' our families again. But the Empress' luck were all used up an' afore long we
were at the mercy 0' a dreadful storm. What with the timbers below creakin' like a demon's knees an' the waves a·crashin'
over the bow above, we really knew what fear were all about.

"Welt, it weren't too long afore the wind 'ad tom open the sails the Cap'n 'ad ordered reefed right after we lost the
rudder, an', afore we could do anythin' about it, we lost most 0' them along with parts 0' them magnificent masts I told ye
about. We lost a couple 0' men right then when the crown 0' our mizzen came crash in' to the deck in a tangle 0' sailcloth an'
riggin' like ye'd never want to see.

"Well, we knew at that point that our beautiful Silver Empress were doomed to go down as we were springin' leaks
an' some 0' the deck planks were torn up, but things just 'ad to get worse. Somehow, she 'ad gotten turned broadsides to the
win' an' we got slapped by a great wave. This must 0' been the final straw for the ai' girl 'cause the main beam split open an'
our cargo broke loose. We 'ad figured on the stonn lessen in' up by now, but it showed no signs 0' lettin' up. As near as we
could tell, in the dark an' the cold, we were gettin' perilously close to those reefs, so we were really in trouble. We 'ad all
gathered on the aft deck to 'ear what the Cap'n 'ad to say, an', as we expected, it were the order to abandon ship. With cer
tain death ahead 0' us, many felt they would stand a better chance over the side.

"As first mate, I stayed back to join the Cap'n when 'e left the Empress, but, before 'e could leave 'er, part 0' a yard·
arm fell an' pinned 'im to the deck. By the time I was able to reach the Cap'n an' try to lift the arm, the Empress 'ad reached
the reefs. We struck full on, an' I was thrown for'ard 0' the Cap'n an' almost were hit by what was left 0' the main mast as it
went over the side. Seein' as 'ow we were bein' jammed in tight by the force 0' the gale, I went back to try to free the Cap'n,
but he were dead at last. The storm all at once lifted the Empress off the one reef an' drove 'er right onto l' other, where she
stuck fast again. By that time, though, she were so low in the water an' stuck at such an angle that you could just step from
the aft deck into the sea, which I did,

"As I was driven past the bow 0' the Empress, I 'eard a sudden crack an' saw the silver-painted figurehead break free
an' fait towards me. I'll never forget 'ow she looked like an avenging angel as the lightenin' lit 'er up on 'er way down, an' I
can remember 'ow I thought' were goin' to be killed by my own ship, but she missed me an' felt into the surt. At that point,
a wave came along an' lifted me right over the sharp edges 0' the reef an' set me down in the open waters between that an' the
shore. The next thing' recall was wakin' up on a beach somewhere an' looking about for me mates. Nearby lay the remains 0'
one 0' our ship's boau an' some bits o' wreckage includin' some 0' the crew's gear an' sailcloth. Out away from the shore some
900 to 1,000 feet was the remains 0' the Empress still impaled on the spines o'the reef. I guess she 'ad shipped a good bit 0'
water an' the wei!tlt 0' it were more than she could stand, for, as I watched, she broke off the reef an' went down to the bot·
tom. For a few minutes, I could see bubbles an' bits 0' this an' that comin' up, but then they stopped, an' I figures that she's
probably about 20 feet down there. Oneil she were finally gone, I found me a fesh water river open in' up to the sea nearby
an' started to follow it. They say that a group 0' noblemen found me still wanderin' along that there river, out 0' my wits.
Supposedly, they was out a-nuntin', but 1don't know about that part 0' the story. Alii know about that is I found myself in
a great stone castle where I was brought back to 'ealth an' sent on 'ere to the City-State an' me 'ome."

Once Old Scarly finishes his story, the punks start up again, telting him that their folks all say there never was any ship
by that name and that he is making it all up. Several of them pult out knives and threaten to shut him up once and for all, but,
before they can act, a person whom nobody had noticed was there steps out of the shadows with Sword drawn to defend Old
Scarly. Before anyone can act, however, the nearest punk slashes the man and lets him drop to the floor, apparently lifeless
(although you are unable to judge that from your vantage point). and turns back to Old Scarly. This, then, is your situation;
what are you going to dol

(From here, the game is started)

37 Pegasus



Seated THE COPPER CUP HOUSE
1 Polvbis (Owner)
2 "Old Scarly" (Sailor!Story Tellerl
3 Verian (Customer)
4 Ellisey (Customer)
5 Jacthra (Customer)
6 Cvne (Customer)
1 Khand (Customer)
8 Edward (Customer)
9 Ivar (Customer)

10 Penelian (Customer)
11 Ponsonby (Customer)
12 "Slack Jack" (a Punk)
13 "Mangler" (a Punk)
14 "Weasle" (a Punk)
15 Grawulf (a Punk)
16 Oreath (a Punk)
11 Kristoferap Riis (Cook)
18 Kilburton Cramfast (Barkeep)
19 Silvina Cramfast (Serving Girl)
20 "Knavish" Haliford (Serving Boy)

K.y

P • Party Members

1. • 1st Victim of Punks

iIfJr <!:op'll'T <!up 1

F >r- """,N

... BLUEFIN WALK

~~------.

The Copper Cup House is located
on the comer of Oarstreet and Bluefln
Walk on the banks of the Silvershod
Canal (Hex 1421 of the City State of
the World Emperor Map).
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The NPCs in the Tavern

Polybis Beak·Breaker: CL$: FTR; ALN: N; LVL: 1; HTK: 7; ARM: UK; PSL: 6; $TR: 15; INT: 10; WI$: 9; CON: 12;
DEX: 13; CHAR: 13; END: 15; AGL: 10; LED: 16; LCK: 16; PSY: 12;WPN: Rapier. Polybis is a portly gentleman
given to frivolity. However, he does run a half-way decent inn. Continually on the prowl for a good joke or clever
story, he frequently mingles with the guests and passes his jokes and tales around. Always cheerful, he makes a point
of personally greeting patrons as they enter, and, if this is the first time they ha~ visited his place, he gives them their
first drink free and has them sign in. The north wall is covered with the names of the patrons and the date they first
entered.

"Old Sc.arty" Drachsha: CLS: FTR; ALN: LG; LVL: 4; HTK: 16; STR: 14; INT: 8;WIS: 8; DEX: B; CON: 13; CHAR: 11;
AGL: 9; END: 13; STA: 12; SPD: 8; LED: 14; LCK: 10; AT: C; WPN: Dagger. Wealth on Hand: 110 $P. 5' 4" tall,
128 Ibs. with watery blue eyes, grey hair 3" long, coarse, tanned skin, and medium voice. He is right-handed and 64
years old. A quiet. unassuming man with hardly any enemies in the entire world, "Old $early" is content now to sit in
the back of the Copper Cup House and share a pipe and some tales with his old sailing buddies. Having spent a full and
active life of adventure on the high seas, he now sees no reason why he and his contemporaries should not be able to
sit back and reminisce at their leisure and let the young folks have the fun and rewards of adventuring. Throughout his
half-eentury of sailing the great oceans and rivers, "Old Scarly" has collected a great number of tales and delighU in
telling them to anyone who will listen. He can go on for hours at a time. Fortunately, he has always had the good
fortune to have companions who enjoy hearing a well·told tale. To those who are good friends of "Old $carly," it
comes as no surprise that, of his entire stock of yarns, his favorite is his recounting of the sinking of the Silver Em·
press, a fabled treasure ship known to many a sailor, ship's captain, and navigator but almost unheard of ouuide the
naval profession.

Also a man of meagre wealth, "Old Scarly" manages to keep himself alive through the continual use of his many
talents which include chartmaking, teaching others the art of knot tying, and fishing. There is hardly a day that goes
by that "Old $carty" is not down by the canal edge dangling a line into its waters. Frequently, "Old Scarly" can be
found down by the docks watching the ships enter and leave the port. Many's the time he has tried in vain to find I
ship's master that will take him on for a voyage; so far, none have been willing to take the chance on his advanced
years, and so he continues to look about.

Verian Dellansar: CLS: FTR; LVL: 3; HTK: 22; ALN: N; STR: 13; INT: 10;WIS: 13; DEX: 14; CON: 11; CHAR: 14; AGL:
14; END: 16; STA: 15; SPD: 14; LED: 10; LCK: 10; WPN: Broadsword; AT: F. Wealth: 310 GP. 5' 7" tall, 178Ibs.,
piercing green eyes, black hair 4" long with beard and mustache, tanned skin, and low voice. He is lett· handed and 21
years old. A relative new-comer to the varied charms and delights of the Copper Cup House, Verian has yet to hear the
greatest portion of the tales spun by "Old $early" and his several transient friends. In that he spends almost all of his
time traveling from place to place in search of fun and excitement plus a gold piece or two, it is most unlikely that he
ever will. In some ways, this is unfortunate for the young man 8S he has not yet heard $carly's tale of the loss of the
Silver Empress and, at the least, would be very interested in that he lost his father with that ship. When present in the
tavern, Verian feels a very strong attraction to "Old Scarly" whom he feels uncannily resembles the portrait of his
father that hung in his home. Verian's continually active lifestyle has turned this once-sickly little boy into a fine,
strong lad, fit enoug to go out and battle just about anything that crosses his path.

Although Verian tries his best to control himself and be a peaceful man, he has had the misfortune to have been
borne with a fierce temper that frequently erupts at the slightest provocation. Otherwise inclined to be somewhat
reticent, a goodly number of people have come to believe that he is a berserker, but he has yet to display any special
prowess in battle. At one time felt by his parents to be destined to join the Cleri~, Verian was unable to see the sense
in trusting one's existence to the whims of an invisible, and, possibly, not even real, power claiming to be a god when
one could learn how to survive with a visible and highly tangible Sword. As a result of this thinking, he left his home
to roam through the world as an adventurer and a mercenary rather than remain confined to a drafty stone building.
Perhaps it is this that troubles him and contributt1 to his short temper and moody countenance.

~
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Adward Skraelson: CL: Cleric; LVL: 2; ALN: LG; HTK: 7; STR: 12; INT: 14; WIS: 16; DEX: 14; CON: 14; CHAR: 12;
AGIL: 14; END: 15; STA: 15; SPD: 14; LED: 12; LCK: 14;WPN: Morningstar; AT: E_ 5' 5" tall, 160 Ibs., white hair,
blue eyes, clean shaven, high cheekbones, deepset eyes, and low voice. He is right-handed and 27 yean old. Spell
Casting Ability: 2nd Level: 3. Spells: lst Level: Heal Minor Wounds, Food Purification, Detect Magic Auras, Detect
Ellil Auras, Personal Protection from Ellil, and Sphere of Light. Merely a tired tralleler who is looking for someplace to
bathe, eat, and get some sleep, Adward could not possibly be any more disinterested in what is going on in this par
ticular tavern. He is particularly disinterested in whatever it was that prompted some youngish Elf to look at him with
a mixture of anger and distrust on his face and then stick out his tongue. So far, the only need that Adward has been
able to satidy is the one for food, but this is due to the fact that he is too tired, right now, to try to find a place with
bath and bed. AU things considered, Adward has been seriously thinking of just crawling into one of the cornen with
his well-worn blanket and spending the night. Just coming from a highly successful adventure that brought him a total
of 1,200 GP in coins and gems, Adward is intending to stuff himself until he all but bursts. Accustomed to the finer
things in life, Adward finds dungeon adventuring to his liking, except for the food. In his blood-spattered and torn
clothing and with a 5<1ay growth of beard, he looks very much the hard-bitten adventurer, and so far, for the most
part, has been left alone. Somewhat interested in what the local news was while he and his few friends were off
traveling about, Adward has been trying to get somebody to come over and talk with him, but, so far, he has been
unsuccessful.

Weary to the bone from chasing and being chased by many and varied dungeon occupants, Adward really hopes
that nothing out of the ordinary occurs tonight because he is iust too tired to be effective in a fight. He is not that
foolish, however, and realizes that the rowdies in the place are going to cause trouble before they are finished, and his
biggest hope is that there will not be too much bloodshed. Currently, he is on his third helping of steak and roasted
potatoes and, much to the dismay of the serving girl that has been attending him, it appears as if he is going to call her
over again. Basically, she is somewhat afraid of this blood-stained man who keeps putting his steak bones on the table
in front of him instead of letting her clear them away. On his part, Adward is planning on using them as missiles in
case any fighting breaks out. Adward is a pretty good shot when it comes to throwing things and is counting on the
surprise value of beaning someone with a chunk of bone.

Ivar Kasparian: CL: Thief; LVL: 5; ALN: N; HTK: 13;STR: 16; INT: 13;WIS: 13;DEX: 17;CON: 12;CHAR: 12;AGIL:
18; END: 14; STA: 14; SPD: 13; LEO: 11; LCK: 14;WPN: Rapier; AT: C. Wealth: 190 GP. 5' 6" tall, 110 Ibs., black
hair and mustache, pale blue eyes, and average complexion. He is right-handed and 23 years old. A long-time prowler
of bars, taverns, and inns, Ivar has become quite proficient at sensing those situations that can be turned to his advan
tage, and the coming conflict is one of them. Quite skillful at lifting pouches, his mode of operation is to wade into
the middle of the battle while delicately cutting the purses of those involved. He is the first to admit that this is a
dangerous practice, but he also will admit to living his life solely for adventure. Quite the swashbuckler, Ivar displays a
very odd form of ethics while in combat, such as allowing the enemy to retrieve a lost weapon, pointing out untied
bootlaces, and so forth. These little nicities are frequently only a prelude to a rather cheap and nasty trick such as a
knee to the face when his opponent bends over to retrieve a weapon. Outfitted in wide-euffed boots, a blue velvet
poncho and a soft hat with a huge plume in it, he cuts a magnificent figure in the many duels he fights_

Also quite a religious person, Ivar has always shown deference to any clerical type that he chances to meet, but
let them cross him and he will not rest until he has put them in their graves. At last count, he was plotting revenge on
the last 67 Clerics he has run across. There are those who are familiar with the members of the local thieveing guild
who are of the opinion that baiting Clerics has become a hobby with the young man and may have something to do
with the time he was left for dead in a street fight by a Cleric he was trying to help. This may most certainly be true
because, ever since that day, Ivar has held a veritable open season against what he considers to be "false" or "un
worthy" Clerics.
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Panelian Harlanor: CL: FTR; LVL: 4; ALN: CN; HTK: 19; STR: 17; lNT: 16; WIS: 14: CEX: 12; CON: 13; CHAR: 9;
AGIL: 11; END: 11; STA: 12; SPD: 15; LED: 10; LCK: 9; WPN: Broadsword; AT: F 1+ 1 Mail). Wealth: 78 GP. 6' 1"
tall, 210 lbs., flaxen hair, clean shaven, brown eyes, tanned complexion, pronounced facial bones, and low voice. He is
right·handed and 48 years old. Considered by many to possess one of the finest military minds currently in existence,
Penelian has been able to sustain quite a high standard of living for himself through his highly effective mercenary
groups. Sought after by many political factions, Penelian's men operate on the simple principle that, if someone has
enough cash, they will fight for them. The only rule that they lay down on potential employers is that at no time are
two groups of Penelian's highly·trained forces to be put in a situation where they are attacking one another. There is
one known instance where someone decided to put an end to Penelian's mercenaries and financed a small war in which
both sides were supplied from the same group. This attempt, however, failed quite miserably on the first day of
fighting when the attempted trickery was discovered. The resulting number of casualties to their employer's own forces
and, eventually, to his own family, has served as a good example of what a contract-breaker can expect from Penelian
and his crew.

The most outstanding of Penelian' personal possessions is a silver and gold inlay hilted Broadsword which he
wears at all times. Carried in a black leatherwrapped scabbard, this weapon has attracted the gaze of many as he moves
about and is reputed to have shed the blood of every Thief that has dared to remove it. Rumored to be a gift from an
Elven King, noone but Penelian knows precisely where it came from. and he is not saying. Currently, he and his second
in command, a well'seasoned warrior named Giyrd of Neverich, are visiting various places in the City·State in hopes of
turning up a new contract. So far, they have had no luck, and Penelian has stopped here only for some rest and a quick
pint before moving on. Like Adward. the Cleric, Penelian dearly hopes that all will be quiet while he is having his
drink. Already quite irritated by the carryings-on of the rowdy guests of the Copper Cup House, Penelian is not very
far from being fed up and taking matters into his own hands. Quite proficient an armed opponent, it is unlikely that
he will be faced with any difficulties with this small group of rabble-rousers. In fact, Penelian is so sure that there is
going to be trouble that he has taken the precaution of loosening his fine Sword in its scabbard.

Ponsonby Scramff: CL: Magic User; LVL: 2; ALN: N; HTK: 8; STR: 15; INT: 17;WlS: 9; DEX: 16; CON: 15;CHAR: 12;
AGlL: 16; END: 16; STA: 13; SPD: 17; LED: 12; LCK: 12; WPN: Dagger (2x); AT: A. Wealth: 15 GP. 5' 2" tall,
green eyes, brown hair 3" long, average complexion, and medium voice. He is right-handed and 24 years old. Spell
Casting Ability: 1st Level: 2. Spells Available: Detect Magic Auras, Lock, Read Magic Script, Personal Protection from
Evil, Sphere of Lighr, Charm, Slumber, Magic Shield, Magic Bolt, and Venrrifoquism. Keeping pretty much to himself
while he sits and eats his rather simple meal, Ponsonby is trying to project an image of a calm and urbane gentleman at
one time used to many of the finer things in life but currently down on his luck. Unfortunately, his rather shabby
clothing and many furtive glances throughout the room have given most of the clientele the impression that he is
either a beggar of some sort or, perhaps, an outlaw on the run. While neither of these assumptions are strictly true, the
conclusion that he is an outlaw on the run is certainly the closest. He is currently being sought by the local legal
authorities for his involvement in and suspected instigation of a highly destructive riot at the Hundred Fountain
Square. This has made Ponsonby quite a nervous person, likely to bolt at a moment's notice. Along with his fears of
being recognized and being held for questioning by the authorities, he is further put on edge because of his plans for
this particular evening. Although a Magic User by training and a baker by upbringing, Ponsonby is present at the
Copper Cup House tonight for an attempt at an assassination; it is something he is not looking forward to. While not
cut out to be an Assassin, eithe~ physically or mentally, he has agreed to make the attempt in exchange for having all
the charges stemming from the riot currently against him being dropped. Being somewhat of a realist, Ponsonby is
aware that his chances of survival are not at all promising, especially considering that his assigned target is the mer
cenary leader, Penelian.

Even though he is, for the most part, unprepared for the attempt, Ponsonby has pretty much resolved himself to
go through with it because it is the only way out of his present difficulties, insofar as he is aware. Armed only with his
long, well-sharpened Dagger and a nebulous plan to slip up behind Penelian at some point and stab him with it, Pon·
sonby may very well balk and fail to act when the opportunity arises. Currently, Ponsonby has been forming a new
plan which involves his waiting forPenelian to advance on the trouble·makers in the room and then slipping the Dagger
into him as he goes by Ponsonby's table. As this plan involves quite a number of variables, Ponsonby is no surer of the
outcome but is a bit more comfortable with it, as it is, at least, a more detailed plan than his previous one. Once the
deed has been done, Ponsonby is in the dark about what he is to do, but he remains sure (or hopeful, at least) that the
people who originally made him the deal will contact him.
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"Black.Jack" Ony: CL: FTR; LVL: 3; ALN: NE; HTK: 12; STR: 13; INT: 12; WIS: 14; DEX: 8; CON: 8; CHAR: 13;
AGIL: 8; END: 13; STA: 12; SPD: 7; LED: 11; LCK: 11; WPN: Btack-Jack and Shortsword; AT: C. 5' 2" tall, 100
Ibs., black hair 1" long, clean shaven, black eyes, olive complexion, heavily scarred face and hands, and medium voice.
He is right-handed and 22 years old. Leader of the gang of punks, "Black-Jack" maintains tight control over this group
of young toughs with an iron fist and rock-hard determination. Like so many of his fellows who also occupy the lower
strata of the City·State's social order, Davy is nearly insane with hatred towards those he sees as being his betters as
well as with the frustration of not being able to escape a lifestyle he finds intolerable. Almost a total illiterate, along
with the rest of his following, Davy has turned to traveling the streen at night and engaging in petty thievery, mug
gings, vandalism, and the occasional rape as his way of staging a protest. Usually, the favored areas of Davy and his
gang. the Gorgon's Claws, are the park areas and the fringes of the merchant's quarter, but tonight they have chosen
to roam through the sailor's quarters for a change of pace. Unofficially the "Warlord" for the Gorgon's as well as their
leader, Davy bears many scars as testimony to the frequent altercations between the rival gangs and the City Guard.
One of the reasons underlying Davy's continual search for trouble is a subconscious death wish of which he is, for the
most part, unaware.

At one time the devoted son of a moderately successful adventurer, Davy has been on his own in the slimier parts
of the City-State since his father died in a tavern brawl 14 years ago. Fortunately, Davy's father had possessed the
foresight to start 10 train the boy in the use of weapons almost as soon as he could walk. The loss of his father and his
experiences during the next four years contributed greatly to his bitterness toward the well-to-do citizens of Veridistan.
Through many hours of continual practice and instruction, "Black.Jack" Davy has turned his loosley·knit band of
followers into an effective fighting force that usually comes off well in the many brawls they stir up. Although he
keeps subconsciously hoping to be killed during one of their many excursions Into the well·patrolled quarters of the
City-State, Davy is, nonetheless, pleased and somewhat proud that the Gorgon's Claws routinely inflict more injuries
than they receive.

Gustav "The Mauler" Hawkins: CL: FTR; LVL: 3; ALN: N; HTK: 9;STR: 16; INT: 14;WIS: 9; DEX: 10; CON: 13; CHAR:
8;AGIL: 12;END: 13;STA: 14;SPD: 12; LEO: ";LCK: 11;WPN:8areHands;AT:D_S' 10" tall. 1991bs., Red·
dish-orange hair, crew cut, green eyes, pale complexion. high voice, freckles, buck teeth, "barn door" ears, and a high
voice. He is left-handed. Right·hand man and COflstant companion to "Black-Jactc," there are few places DaIlY qoes
that his body-guard, "The Mauler," does not follow. For the most part, this almost dog-like devotion and loyalty on
the part of Gustav has been a great asset to both Davy and the Gorgon's, but there have been occasions where it has
led to some friction between the two. Fortunately for the group, these instances have been relatively few in number
and do not last long. To a great extent, it is Gustav's devotion to Davy that has kept the balance of power intact in the
Gorgon's because most of the members of the gang are afraid of Gunav and his massive hands_ Cursed with a mal·
formed body, Gustav is often viewed by those outside of the gang to be linle more than a dumb brute or an illiterate
country clod. Although Gustav is, in actuality, a highly intelligent person gifted with a great deal of natural cunning,
he has not been granted any sense of finesse whatsoever which has reinforced his image of being a bumbling clod.

Named "The Mauler" by his companions in the Gorgon's Claws, Gustav has demonstrated any number of times
that this nickname is weU-eamed. His unusual, two·fisted style of killing leaves no doubts among his fellows that they
do not wish to share the same fate as that of his many victims. Ever since the time he knocked out a Guardsman's
horse with one hit, and it was later found to be suffering from a major concussion, the other members of the gang have
treated him with great deference. Although Gustav is highly intelligent, he is, at the same time, a dangerously warped
person and has shown an almost pathological love for killing people in partiCularly shocking and horribly messy ways.
Another way in which Gustav's devotion to "Black.Jack" has manifested itself is in his willingness to die for his leader
which Davy, with his still·unrecognized death wish, finds mildly annoying.

"The Weasel:" CL: FTR; LVL: 3; ALN: N; HTK: 17; STR: 12; INT: 13; WIS: 12; DEX: 11; CON: 9;CHAR: 10; AGIL: 10;
END: 11; STA: 17; SPD: 11; LED: 9; LCK: 9; WPN: Longsword; AT: C. 4' 9" tall, 95 Ibs., brown hair 2" long, black
eyes, swarthy complexion, thin lips, thin limbs, low voice, and big eyes. He is right.handed and 18 years old. Nick
named "The Weasel" by the other members of the Gorgons for his amazing talents of evasion and escape and for
several times when he was suspected of informing on the gang's activities, "The Weasel" has shown himself to be of
great use to the group. Having lived through his rather lengthy trial which involved several repeatedly shouted accusa·
tions, a number of nail-studded leather strips, and the loss of close to two pints of blood, "The Weasel" is once again a
member in good standing among the Gorgons. Frequently posted as a lookout while the rest of the gang is occupied
with ransacking the interior of $Ome merchant's store or a private citizen's home, he has many a time demonstrated
his talents and his value to the group by alerting the others to the arrival of a rival gang or a contingent of the City
Guard. His sPeed and stealth have, in many situations, given the Gor9Cms enoogh time to prepare for a fight or make
good their escape, whichever is deemed the best course of action. As a sort of reward for his services to the Gorgons,
"The Wease'" has been appointed to the unofficial position of exchequer to the gang and given first pick of the booty
after it has been sifted by "Black-Jad<" and "The Mauler." This has been quite an improvement from his previous
status, which left him with whatever the 20-odd other Gorgons did not want.

Looking out, pretty much, for his own interests, "The Weasel" is, for the most part, unconcerned about the
affairs of the other members of the gang so long as their actions do not jeopardize either his life or position in the gang.
While trying, for the most part, to keep his mind on the activities in the Copper Cup House, he is, nonetheless, some-
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what alarmed by "Black-Jack's" decision to come here tonight with so few members of the Gorgons and then to start
causing trouble when there are so many oblliously well·trained people in the place. "The Weasel" has already decided
to make a mOlle for the door if and when things get out of hand due to Davy's actions. With his talents of sneaking
about and hiding, he feels quite confident that he can make good his escape with only minimal difficulties and injuries.

"Rabid" Grawulf Thomal: CL: FTR; LVL: 2; ALN: NE; HTK: 13;STR: 11; INT: 8;WIS: 7; DEX: 7;CON: 10;CHAR: 11;
AGIL: 9; END: 12; STA: 12; SPO: 7; LED: 14; LCK: 9; WPN: Dagger and Whip; AT: C. 5' 4" tall, 165 Ibs., dark
brown hair 4" long, black eyes, low voice, and facial scars. He is right·handed and smiles a lot. One of the meanest,
most sallage, and dirtiest street fighters that anyone could ever hope to alloid, Grawulf alone can truthfully boast of
hailing defeated more opponents than any other mem~ of the Gorgons, In fact, a great many of the gang's victories
can be ascribed to this man's ferocity in battle. When wielding his favored weapon, a 6' wire-and-nail-studded Whip, he
is truly a terrible sight to behold. In battle, Grawulf is totally devoid of any sense of mercy or restraint, and he has been
known to press an attack long aher his opponent has surrendered. He also has a reputation for provoking altercations
with unarmed and defenseless passers<ly. Apparently, Grawulf does this for some form of enjoyment rather than fOl" a
profit as it is rare fOl" him to rob his victims once he has beaten them senseless. There have been a few times when his
excessive brutality has gone too far, and several of the unfortunates who have run up against him have died. Inasmuch
as one of these people was the eldest son of one of the lesser noblemen living in the city, there is currently a price on
his head of 5,000 GP (less if he is dead). Fortunat~y for Grawulf, none of the other members of the Gorgons have
heard of thiS r~ard_

Grawulf also enjoys using Knives on people, particularly if the Knives are quite sharp, and has developed a fair
degree of proficiency in handling them. When it comes to using his glittering, sharp Knilles, Grawulf's favorite method
is to Sit astraddle his victim while carving what he considers to be "pretty little pictures" into the victim's skin. Gra
wulf's prowess with a Knife stops with his artistic endeavors, and, as such, he is, at best, only average when it comes to
fighting with a Dagger. In fact, he is somewhat less than average in a Knife fight as can be evidenced by the scars on
his face. Somewhat of a morbid pef$()n as well as brutal, Grawulf makes it a habit to collect "mementos" of his
triumphs. One entire wall of his room is decorated with weapons, clothing, personal possessions, etc. of his successes
in combat, and, on his person, he sports a necklace of human teeth and finger bones around his neck and a belt woven
of human scalps around his waist. Needless to say, even the other members of the Gorgons are a trifle leery of him.

Ponsonby Scramft:
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Jacthra of the Silvertrove: CL: Thief; lVL: 6;AlN: CG; HTK: 18;STR: 12; INT: 11;WIS: 13; OEX: 17;CON: 14;CHAR:
13; AGl: 18; END: 16; STA: 14; SPD: 17; LED: 12; LCK: 15; WPN: Rapier; AT: C. Wealth: 60 GP. 6 SP. Race:
Elven. 5' 5" tall, 120 lbs., brown hair 2"lon9, copper eyes, low voice, left-handed. thick eyebrows, and 352 years old.
Almost always a welcome sight at the Copper Cup House, Jacthra continually brings along with him a wealth of tales
jokes, coins, and tricks. It is his love of the latter item that has brought about his occasional stretches of unpopulari~
with Polybis. who has a tendency to get a bit upset when Jaethra's antics go too far. The last time. he had been shown
the door and the garbage-laced canal out back for snitching the door knobs to the private rooms upstairs white Inere
were tenants using them. A frail and easygoing fellow, Jacthra has SUa:essfully covered his three- member thieving ring
under the guise of a hi!1lly successful traveling medicine show, and one can be sure that any city, town, or canle that
Jacthra's troupe visits will find a sudden imbalance in its stock of valuables. His undercover activities have not spawned
any confhcts with his "good" tendencies as he views robbery as being a more efficient means of redistributing the
wealth between those who have it and those who don't.

J~thra usually tries to keep a low presence when he is around the clergy because he is convinced that they are
after hIS soul, and he has every intention of saving it for his own use. Admittedly, his fears are not entirely groundless
be~use he seems to have been Q.lrsed to attract more than his fair share of representatives of ..off·the......all .. religions.
While he has had better luck with the mcwe "established" religions, the ones that can afford the prestigious structures
he is still a bit leery of them as well because they, too, have tried to convert him in the past. The only reason that h~
gets along with Eltisey to any degree is that she has impressed him as being $Omeone who doesn't care any more; al$O,
the fact that she has occasionally joined in one or two of his wilder- $Ongs has affected the way he views her. While
Jacthra will not be foolish enough to try to rob one of the regulars, he makes it a practice to snitch a newcomer-'s
pouch, take a few coins from it, put it back, and then buy the newcomer and himself a round of drinks with the
money_

Cyne Biogan: CL: Magic User; lVl: 3; AlN: NG; HTK: 6; STR: 14; INT: 15; WIS: 14; DEX: 14; CON: 15; CHAR: 15;
AGll: 14; END: 15; STA: 15; SPO: 14; lEO: 11; lCK: 10;WPN: Dagger; AT: A. Wealth: 80 GP. 4' 6" tall, 971bs.,
grey hair and mustache, green eyes, faintly yellowish skin, and gravelly voice. He is right-handed and 52 years old.
Spell Casting Ability: 1st level Spells: 3; Second level Spells: 1. Spells Available: 1st Level: Lock, Read Magic Script,
Understand Languages, PersOlUlI Protection from filii, Sphere of Light, Slumber, and Magic Shield: second level:
Fireworks, Find Possession, Sreak, Open. Sphere of D~rlmess. Spider Web, Multiple Images, and Magic Message. The
shortest of the regulars to the Copper Cup House. Cyne is also one of the most lively. Always active. he makes a per·
fect companion for Jacthra and has been known to outlast the capricious Thief in assorted punning and drinking con
tests. His short stories, jokes, and remarks have been so painful at times that Polybis and the other regulars have used
him on the transient customers as a form of "punishment" for getting out of ham!. All of the repeat clientele remem·
ber the day lor evening, actuallyl when the punning duel between Polybis, Jacthra. and tvne became so intense that
that the City Guard was called in to disarm the participanu. Cyne is no stranger to the City Gaol as his seemingly
boundless energy has prompted him to carry out some "off duty" carousing long after the taverns were closed.

Possessing a strength far greater than one would expect from someone as short as he, Cyne has become the un
disputed champion at arm wrestling for the tavern. Through his standing challenge to anyone to come in the House
and face him, he has gained a fair amount of coin, and Polybis has gained a great deal more business. Although it is
rumored by many of his detractors. usually those he beats, that he is casting spells to insure his victories against larger
opponents, there has never been any indication that this is so. A highly intelligent man, Cyne has proven himself to be
quite an inventive fellow, As a result of his puttering about in his study for the better part of a month, combined with
a fortuitous spill, he came up with a more durable parchment for writing scrolls upon that also make it easier to do so.
This parchment, which is being examined quite thoroughly by the local wizards, will retain the text of a spell almost
indefinitely, only losing the power of the spell once it is used. He has hopes that the wizards in the City will be pleased
and will help him set up a commercial outlet for it.

Khand, 'tile Bear:" Cl: FTR; lVl: 4; AlN: N; HTK: 19;5TR: 15;INT: 7;WIS: 6;DEX:8;CON: 16;CHAR: 7;AGll: 8;
END: 9; STA: 13; SPD: 10; lEO: 7; lCK: 7; WPN: Broadsword 1+1); AT: E. Wealth: 160 GP. 6' 3" tall. 268lbs.,
black hair and beard, brown eyes, and very deep voiu. He is right-handed and 34 years old. On the whole. a pretty
good fighter and a valiant companion to have by one' side in a desperate situation, "The Bear" spends most of his
time trying to scrape together the few coins necessary to purchase the one or two trinkets in the bazaar that he fancies.
Born in the small village of Doom ford (hex 1005, map 5), his style of clothing and manner of speech mark him to be
a stranger and leaves him open to some suspicion on the part of those he deals with. a problem which he really does
not understand. At one time a highly inquisitive man, Khand unfortunately suffered brain damage when the raft he
and his friends were using overturned and his armor dragged him to the bottom. Although he was rescued by his com
rades and then revived as soon as possible, the damage was done and now his mind operates on a rather simple level.
Even though he is no longer the great fighter he once was, Khand has managed to relearn enough about the use of
Sword and Shield to be able to once more travel with his friends.

Currently in the Copper Cup House because he enjoys listening to others tell stories of excitement and adven
ture and beeause the food had been recommended to him, Khand has been having a great time chatting with people
and making new friends. However, the six rowdies in the place that have been bothering "Old 5carty" have upset him.
He keeps hoping that someone will side with him if he tries to roust out these ruffians. but he is afraid that he would
end up fighting on his own.
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Dreath the Merrybegotten: CL: FTR; LVL: 2; ALN: NE; HTK: 8; STR: 16; INT: 11; WIS: 8; OEX: 13; CON: 16; CHAR: 9;
AGIL: 13; STA: 16; END: 15; SPO: 11; LED: 12; LCK: 8;WPN: Dagger and Shortsword; AT: C. 5' 9" tall, 173 Ibs.,
blonde hair 1" long, pale green eyes, medium voice, and dark skin. He is right-handed and 14 years old. One of the
youngest members of the Gorgon's Claws, Oreath is also one of their most: ambitious members. Eager to assume a
position of authority within the gang, his current low status among the others is something he finds quite frustrating.
Along with his resentment of the leaders of the Gorgons, Oreath is also a chronic failure at 90% of everything he tries
to do, which does not impmve his self-esteem. As such, Oreath has little confidence in himself and is considering
leaving the Gorgons at the end of tonight's activities. Aware that this resolve is, most likely, going to get him killed
and that being wch a bungler and yet remaining a member of the Gorgon's Claws is, most likely, also going to get him
killed, Oreath is almost at the point of desparation. In fact, there are times when Oreath has his doubts as to whether
or not he is really enjoying himself as a gang member, but his fear of reprisals from the others in the gang have preven
ted hlm from trying to break away. Although Oreath is a complete bungler when it comes to planning and executing a
plan, he is a passable Fighter. and his strength has been a great asset to his companions. His abundance of brute force
is one of the reasons that Oreath is brought along as much as he is.

The one thing that Dreath seems to be totally unaware of is that he is somewhat well-liked by members of the
gang, despite some rather obvious flaws in his leadership abilities, and he would be liked even more if he were not so
moody a fellow. His repetative depression is due, in part, to his lack of self<onfidence, but it is also due to premoni
tions he has involving the deaths of members of the Gorgon's Claws. Tonight, he is especially subdued. having foreseen
the coming demise of at least three members of the gang although he remains uncertain of who they will be and when
it will occur. Since the small group came into the Copper Cup House, Oreath has become increasingly agitated, but, as
of yet, he has not made the connection between his dream and this place.

KristoHer .p Rib: Cl: FTR; LVL: 5; ALN: LN; HTK: 30; STR: 12; INT: 13; WIS: 14; OEX: 15; CON: 16; CHAR: 15;
AGIL: 15; STA: 17; END: 17; SPO: 18; LEO: 15; LCK: 17; WPN: Meat Cleaver and Frying Pan; AT: B. 4' 11" tall,
105 Ibs., sandy hair, grey eyes, slight lisp, medium voice, and a dimpled chin. He is right-handed and 47 years old. A
calm and easygoing fellow who's had more than his share of adventurous living. Kristoffer is just as fond of tales of
great deeds and far away places as Polybis, but he does manage to keep his mind on business somewhat better than
does his employer. Throughout the many busy evenings that occupy much of Kristoffer's time, he entenains himself
by listening to what snatches of conversation he can overhear in the steady stream of voices and lening his mind
wander over his own dungeoneering exploits. Having first met Polybis during a tavern brawl in Thunderhold. the two
of them fOlTTled an almost immediate friendship and partnership. Later on, this pair went on to become two of the
best-known and most successful! adventure" of their time. Now that they have both retired. Polybis and Kristoffer
"ave maintained their friendship and their partnership through joint operation of the Copper Cup House.

Verian Oellansar:

Oreath the Merrybegotten.
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Although Kristoffer prefers to present the image of an unperturbable, efficient cook contentedly going about
his work, he greatly enjoys life when there is something exciting going on. On his days off from the grill in the Copper
Cup House. one can be certain of finding Kristoffer wherever there is some action, even if he has to go to the extent
of causing it. There have been one or two occasions when Kristoffer has missed 3 few extra days of work due to the
intervention of the City Guards. While he may find enjoyment from watching people unwind in a tavern brawl and
may gleefully join in one himself, Kristoffer does not ap~oveof lethal weapons being drawn in the midst of a brawl.
If this should occur. he will do his best to reach and disarm the owner of the offending weapon. Should an armed
brawt break out in the Copper Cup House, things will be a bit different. Armed with a trusty frying pan and a well·
used Meat Cleaver. Kristoffer will attempt to subdue or, if necesary, kill those people who have pulled their weapons
unless, of course, those weapons were drawn in self-<lefense.

Kilburton Darkfast: CL: FTR; LVL: 3; ALN: N; STR: 14; INT: 11; WIS: 14; DEX: 11; CON: 11; CHAR: 11; AGIL: 10;
STA: 11; END: 12; SPD: 13; LED: 13; LCK: 14; WPN: Dagger; AT: A. 6' 2" tall, 2131bs., grey hair 2"long, blue
eyes, pale complexion, medium voice, and receding hairline. He is right-handed and 38 years old. Possessing all the
grace, learning, and sophistication of a country gentleman, Kilburton cuts an imposing figure as he stands and tends
aJstomers behind the great oak bar along the wall. An amazingly well-educated man, Kilburton seems to be capable of
partaking in a discussion on any subject from philosphy to the arts magical. In addtion to being one of the most
interesting people in the City·State to engage in conversation, he is also a good listener which is one of the essential
traits for a successful barkeep. little is known of Kilburton's past and even less is known about his private life except
that he has an only daughter and makes a hobby out of collecting and praying musical instruments, This shroud of
mystery around Kilburton has given rise to a number of speculations as to his past, but most of them are wildly
improbable. The only information about him that is a certainty is that he fiercely protects his daughter and that the
two of them live somewhere in the northern end of the City·State.

Many are the times that aJstomers in the Copper Cup House on a slow day have seen Kilburton idly fingering
one of his priZed instruments as if lost in thought or trying to remember something long forgotten. Although he has
never openly played a tune or a song while at the Copper Cup House, and nobody can ever recall his performing any·
where else, his daughter, the serving girl, frequently claims that he plays for her quite often and is the best musician in
the whole of the City·State. She has made mention of the faet. that, when he does play, however, he seems to be a dif·
ferent man. These observations of hers have recently fired up more speculation on Kilburton's past, but there has been
no evidence to confirm or deny even the least of these rumors.

Silyina Dafkfast: CL: FTR; LVL: 1; ALN: LN; HTK: 6; STR; 14; INT: 12;WIS: 10; DEX: 11;CON: 9; CHAR: 13; AGIL:
14; STA: 11; END; 10;sPD: 13; LED: 13; LCK: 16;WPN: Dagger and Hair Comb; AT: S. 5' 4" tall, 120 Ibs., blonde
hair 4" long, green eyes, high voice, and thin face. She is right-handed and 14 years old. A calm and restrained young
gin, Silvina goes about her duties as a se~ at the Copper Cup House with the air of a person who is totally content
with her lot in life. A pretty girl, as well, Silvina exudes an almost mystical aura about her as she moves from table to
table waiting on the various customers of the tavern. Her polite demeanor has won her the admiration and approval of
her employer, Polybis. who sees to it that her duties are not too demanding. Silvina makes a practice of not saying
much while serving the guests. preferring to listen and to learn as much as she can from the various conversations that
are going on almost continually, This reticence has worried her father, Kilburton, somewhat because he fears that a
spell or ensorcellment of some bizarre nature has been placed on her which prevents her from speaking unless spoken
to first. Fortunately, Sivina does not appear to have inherited as much superstitiousness as that which her father displays.

Silvina has found her attractiveness to be a burden only a few times when working. This was primarily when
passing groups of nomads or the northern barbarians had visited the Copper Cup House. However, the training she
has received from her father and several of his warrior friends in the use of small weapons for self-defense has stood
her in good stead and helped her to avoid trouble. Armed with a good-sized Dagger, Silvina will draw it only if she feels
threatened or if she feels that she has been insulted. If disarmed or outnumbered, she will draw the ornamental comb
in her hair and attack with it, using the four sharpened tines to puncture and rake.

"Knavrsh" Haliyord of Demon', End: Cl: Thief; LVL: 2; ALN: CN; HTK: 5; STR: 11; INT: 8;WIS: 11; DEX: 14; CON: 9;
CHAR: 12; AGIl: 12; STA: 10; END: 7; SPD: 16; LED: 11; LCK: 13; WPN: Stiletto; AT: C. S' 1" tall, 110 Ibs.,
aJrly, reddish·brown hair 2" long, narrow, green eyes, and low voice. He is left~nded and 26 years old. An interesting
combination of traits. "Knavish" Halivord is not the type of person one would expect to find eking out a living as a
WIVing "boy" in a tawrn. At least. that is the impression most people get after being around him for a short while.
Halivord projects the image of a person who would much prefer to be let loose to roam about the world rather than
be confined in a small, boisterous ale house. Something of a loner by nature, Halivord prefers to be off by himself
where it is quiet, and he has a tendency to act peculiar when forced to be around too many people for too much of
the time. Some of his almost innumerable quirks include an intense dislike of children counter·pointed by an equally
intense love of cats, a raving distrust of Elves, dogs, and windowsills, an obsessive belief that someday he will spon·
taneously tum into a clump of asparagus, and a tendency to wear his clothes on backwards while working. Another of
his oddities is an argumentative nature which centers on a person's taste in food. Should someone be so unfortunate as
to request something to eat that Halivord does not like, he or she will find that the service is brusque and he becomes
quite melodramatic about serving it, doing so with a great number of actions, gestures, and words designed to impress
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the person with how much he, Halivord, dislikes the dish.
Hativord is not a stupid person, merely somewhat unbalanced. If he senses that he has gone too far with his

antics, he will immeidately back off, giving his target an opponunity to calm down. Even when he is in his eccentric
phases, Halivord's thieving talents remain as sharp as ever, and he uses every opportunity to sharpen them funher. It
is possible that the excellent cover provided by his position as a server is the one reason he remains where he is. Hali
vord is not a man for hobbies, but, if one must be listed, it would be causing bar-room brawls. In this one area, he
excells greatly; he surreptitiously instigates a fight and then lifts pouches and wallets from the participants. In the
event of a fight breaking out here in the Copper Cup House, Halivord shall cover his activities by at least appearing to
try to break up the action.

Ellisey of the Shimmering Beach: CL5: Cleric; LVL: 3; ALN: LN; HTK: 18;STR: 12; INT: 11;WIS: 15; OEX: 14;CON: 13;
CHAR: 16; AGL: 13; END: 15; STA: 14; SPO: 14; LED: 11; LCK: 12;WPN: Mace (+1/+1); AT: O. Wealth: 32 GP.
S' 10" tall, 170 Ibs., green eyes, brown hair 4" long, average complexion and skin, and medium voice_ She is right
handed, 29 year$ old, and has B scar on her face. Spell Casting Ability: ht Level: 2_ Spells: 1st Level: Heal Minor
Wounds, Detect Magic Auras, Personal Protection from Ellil. and Sphere of Light. Other than the nearby teenaged
serving girl who is trying her best to serve the evening's customers amid all the bustle, Ellisey is the only woman
currently in the tavern. One of the regular$, she prefer$ to quietly sit at one of the corner tables where she can easily
keep an eye on the doors to the tavern as well as the main mass of the clientele. Having shown her usefulness as a
Cleric and as a bouncer at times past when several excessively violent fights broke out, she is given preferential treat
ment by Polybis and his employees. While this has caused some grumblings among one or two of the old timers who
have been coming around longer than she has, there have been no problems. This is due panly to her rather firey eyes
and her practice, when sitting down, of placing her Mace on the table next to her Knife. Those few who have ap
proached her table with leu than peaceful intentions have sworn that, when they got close to her, the Mace flickered
with. pale blue light, but this has been scoffed off by the other patrons as being the product of an alcohol·soaked

brain.
A very calm and quiet woman who wishes merely to enjoy the few pleasures in her life, she bears an active dis

like, combined with distrust, of any man older than herself. This is due to the way her father and two brother$ treated
her when she first announced that she was planning on leaving the farm to join the ranks of the 1,000, an elite Wa"ior
Priest group dedicated to spreading education throughout the world. At first merely cajoled into staying, then beaten
and threatened when she tried to leave, Ellisey finally ran from home on the evening her father decided to "put an
end to this Warrior-Priest nonsense once and for all" and proceeded to slash her face down to the cheekbones with a
dull knife. Claiming to be the only survivor of a Troll raid that resulted in the farmstead burning, Ellisey declined to
enter the order of the Warrior·Priests as she was no longer qualified to be a member of the 1,000. Actually, they
would be willing to accept her, but she has kept a low profile while going her own way.

--
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The Nosferatu

Originally constructed and christened The Trader's lord for a growing merchant coalition, this vessel spent many of
iu earlier years plying the waten of foreign seas on miuions of trade and commerce. For a white, the company was quite
wocessful. but fonunes changed, and the company failed due to bad luck, To satisfy the demands of the creditors, the few
ships that had survived the bad times were sold off to various companies or private individuals. The Trader's Lord was just
one of those vessels that had to be sold to pay the bills of the company. Purchased by Captain Kendaris Martlet at an out
nandingly low price, the ship was paid fOf" upon receipt and almost immediately pulled into dry dock for substantial modifi·
cations. The most important work was done below the level of the hold deck, where the hull was slimmed down and reshaped
to form a sharper, more narrow keel. Above decks, the masts were replaced with ones that were taller and stronger and
allowed for a greater area of sail to be used. Other, smaller modifications that were made contributed toward making The
Trader's Lorn into a faster ship. The only problem that came up during the refining of this vessel was that not enough ballast
was on hand, so gravel from a nearby graveyard was substituted for the maiden voyage.

47 Pegasus



-

Painted black with gold filigree wood working and name boards and white masts and bulwarks, the ship was re
christened The Nosferatu and once more went out to sea. Her maiden voyage was an unnerving one with a near-coilision with
several barges, reJ)04"t$ of ghostlv apparitions, and the deaths of several crewmemben in a freak storm that almost claimed the
entire vesseL Upon reaching their destination, the captain speedilv unloaded the entire cargo and all the ballast and had a
high'powered exorcism done on board. While this eliminated most of the supernatural occurrences on The Nosferatu, there
are still a number of unexplained happenings plaguing the ship. The Nosferatu has a reputation among other marinen of being
a haunted vessel, and the sign against the evil eve is often made when this black and white ship enten a port.

Currently (when the players come across her). The Nosferatu is taking on cargo consisting of a variety of foodstuffs,
some weaponry, and 50 oblong wooden boxes measuring 6' in length,4' in width and 4' in depth. All of this is being stacked
in the hold, and, as soon as this is finished, the ship will leave port. If the playen can summon the courage to find the oppor·
tunitv 10 search through these boxes (which are all nailed shull, they will find each one filled with some sort of earth or dust.
This is nOI what it may appear to be, for, while the players may jump to the conclusion that there is a vampire on board, this
shipment is actually of a business nature. The material is being sent to an alchemist in Tarantis who is actively engaged in the
transmutation of metals. However, the shipment is also a cover for a number of smuggled ran'! art objects, antique weapons,
and the like. This may be discovered on a chance of 2'lIi cumulative per box searched.

If, by any chance, the players are discovered searching the hold, those who were involved will be taken prisoner and
locked in a storage compartment for the night. The next day they shall be given 20 lashes by Schreck for anempted thievery
and turned over to the port authorities upon arrival in Tarantis. There is a percentage chance equal to the character's CON
subtracted from 25 of the character dying as a result of the flogging.

A partial list of some of the unexplained and somewhat supernatural occurrences going on on board The Nosferatu
when she is at sea includes the following:

1. Singing in the hold when no one is there.
2. Doon quietly opening and closing on their own.
3. Lights dancing around the mast and craw's nest.
4. A large, grevish-white dog Ippean that no one can explain or capture.
5. The appearance of a tall, gaunt man in black.
6. The cargo is occasionally rearranged.
7. Ghostly eyes staring at people from darkened cornen.
8. Names or conversations being whispered in hallways.
9. Metal weapons taking on a reddish tinge.

And so on. For the most part, the occurrences are low-key, aimed at being malicious rather than violent or aggressive.

The Ship's cat

Known as Jones or Jonesy, the cat of The Nosferatu is a somewhat skittish, orange-colored tom that is rarely found in
one place for any length of time. Quite affectionate, Jonesy likes to roam the ship and hunt for rats. After dark, though,
Jonesy will usually single out one person and stick to the chosen one like glue. If encountered while roaming the ship, Jonesy
will try to hide behind anything convenient. Following the cat or cornering it will cause it to arch its back and hiss, all the
while looking over the penon's shoulder. Jonesy will then take the opportunity created by the person's instinctive reaction to

chet:k behind him to slip away. \~ ~/
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Captain Christigan Martlet: CL: Thief; LVL: 14;ALN: N; HTK: 26;STR: 13;INT: 13;WIS: 12; DEX: 17;CON: 14;CHAR:
16; AGIL: 15; STA: 14; END: 15;SPD: 15; LED: 18; LCK: 16;WPN: Dagger and Rapier; AT: C. 5' 8" tall, 175Ibs.,
gray hair 3" long, blue eyes, average complexion, and low voice. He is right~anded. The owner and captain of the
well-known and somewhat unusual ship, The Nosferatu, Christigan is always on the lookout for excitement and adven·
ture, particularly if it will bring fun and profit to himself and his crew. While Captain Martlet may appear to be a pillar
of the community and a guiding beacon of goodness in the darkness of sin and wickedness, he is actually the leader of
a highlV successful smuggling operation. A highly intelligent and crafty man, he has managed to avoid any hint of sus
picion throughout the 4 yean that he has kept his smugglers in operation. He is always willing to take on paying
passengers but makes no guarantees that the passengers will arrive safelv in their port of destination.
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"Mad Dog" Madhao: Cl; FTR; LVL: 10; ALN: CG; HTK: 71: STR: 11; INT: 13; WIS: 13; oex: 9; CON: 9; CHAR: 11;
AGIL: 8; STA: 9; END: 10; SPO; 9; LED: 13; lCK: 13; WPN: Hand Axe; AT: C. 5' 3" tall, , 151bs., black hair 5"
long, black, almondoShaped eyes, 5fTlail nose. and medium voice. He is ambidextrous. A small and wiry man, well
capa~e of handling himself in a fight. "Mad Dog" is also one of the quietest members of the Nosferatu's crew. It is a
common occurrence for passengers to go through an entire voyage without hearing his voice once. Having spent much
time in perfecting his skills in stealth and hiding, it is also a common occurrence for passengers and crew to walk right
past him, even if they are looking for himl Madhao's nickname came about as a result of his actual name and the be
havia.. he exhibiu in banle. In a combat situation, Madhao is prone to wade into the frav, laying about with his Axe
and yelling excitedly in a foreign tongue. To many of the sailors of the Nosfe...tu, this resembled the barking of a dog,
and so the name came into being.

"Tiny" Tillinghast: CL: FTR; LVL: 7; ALN: NG; HTK: 39;STR: 15; INT: 9;WIS: 7; DEX: 13;CON: l1;CHAR: 14; AGIL:
14; STA: 13; END: 13; SPO: 13; LED: 14; LCK: 17; WPN: Broadsword and Horsebow; AT: C. 6' tall, 1951bs., red
hair, narrow, blue eyes, tanned skin, medium voice, big ears, and high cheekbones. He is right-handed. A member of
the unofficial boarding party that the Nosteratu sports, "Tiny" makes an impressive sight as he charges across a deck
waving his Broadsword. A good friend of Max Wood, the two are almost inseperable and, when in port, can be seen
frequenting taverns and inns throughout the waterfront areas. "Tiny" is considered something of an oddity among his
crew mates, who find it hard to understand how such a violent fighter can be so gentle with others. When not engaged
in war of some sort, "Tiny" displays a touching kindness that clashes greatly with the bloodlust he exhibits in battle.
Little is known about "Tiny's" background, and a quick way to alienate his eaSViloin9 nature is to ask questions along
those lines.

Eliard Camplin: CL: FTR; LVL: 10; ALN: N; HTK: 59;STR: 16; INT: 12;WIS: 9; DEX: 12; CON: 9; CHAR: 11; AGIL 9;
STA: 16; END: 12; SPD: 12; LED: 10; LCK: 14;WPN: Cutlass; AT: C. 5' 9" tall, 160 Ibs.. blond hair 3"long, green
eyes, and a high voice. He is right-handed. At one time the owner of a fair·sized fleet of merchant vessels, Eliard is
now a broken man. Earlier in life, Eliard was a very successful merchant and held a comfortable place in society, but
disaster overtook his business as, one by one, his ships and cargoes were either lost at sea or impounded to satisfy his
creditors. The final stroke to his venture came when his best and last ship, the Madame Mina, was lost with all hands
in a sudden hurricane in the Silver Skein Islands. Soon after that, Eliard's wife left him to the mercy of his creditors,
taking with her his child and whatever valuable objects she could lay her grasping hands upon. Penniless and faced
with a protracted stay in Debtor's Prison for non-payment of bills, Eliard slipped away from his home to find a ship
on which to make his escape. Every so often, when the Nosferatu is in port, he will spot one of the surviving vessels of
his fleet and wonder what became of his family.

Ridley, Ship's Navigator: CL: FTR; LVL: 8; ALN: NG;HTK: 41;STR: 14; INT: 14;WIS: 8;OEX: 11;CON: 7;CHAR: 13;
AGIL: 14; STA: 8; END: 10; SPD: 9; LEO: 14; LCK: 15; WPN: Dirk and Loogsword; AT: B. 6' 1" tall. 220 Ibs.•
greyish-brown hair 5" long, beard, brown eyes, tanned skin, low voice, hawk nose, and lantern chin. He is right han·
ded. A loud and boisterous man who is constantly in good cheer. Ridley is an exceptional fellow. Capable of wearing a
smile regardless of the situation, Ridley is also a highly qualified navigator. Originally signed on board by Christegan
to merely assist in plotting the course, the captain has become quite dependent on his skills over the years. Ridley
makes quite a flamboyant sight when on the bridge in his red and black panerened kilt and playing his ornate set of
bagpipes. Quite often. he will be present by the captain's side when the Nosferatu leaves a port. Something of an
exhibitionist, Ridley often moves about the ship wearing only his boots and kilt and playing a small musical instru
ment of some sort.

Hlljom, "The Cub": CL: FTR; LVL: 4; ALN: NG; HTK: 28; STR: 15; lNT: 11; WIS: 9; DEX: 12; CON: 8; CHAR: 15;
AGIL: 14; STA: 9; END: 13; SPD: 14; LED: 15; LCK: 18; WPN: Battle Axe; AT: C. 4' 11" tall, 951bs., black hair
2" long and bushy eyebrows, brown eyes, and a facial scar. He is right·handed. An eager young man, anxious for
adventure and filled with romantic notions of life at sea, treasure hunts, and glorious battles with pirates, Haljorn
occupies the position of cabin boy. Usually, Haljom has little to do in this capacity and spends much of his time asa
lookout or as a rope hauler down on the deck. He is slowly being disabused of his notions of life aboard ship and is
not finding the lifestyle particularly enjoyable. Already, Haljom is bristling under the boredom of shipboard life and is
becoming desperate for something to do. His feelings of frust...tion at his current situation are slowly corrupting
Haljom and causing him to look at the captain and his fellow crew members with hatred.

"Hol'I' Ector: CL: Cleric; LVL: 4; ALN: NG; HTK: 15; STR: 16; INT: 7;WIS: 17; OEX: 14; CON: 13; CHAR: 10; AGIL:
13: STA: 15;END: 13; SPD: 13; LED: 10; LCK: 11 ;WPN: Cudgel; AT: A. 5' 9" tall, 150 Ibs., curly gray hair 3" long.
green eyes, fair skin, and medium voice. He is left-handed. A fairly competant Cleric, capable of the standard, expected
rituals, Ector really lacks some indefinable quality to his ministrations. Although he does not show it, Ector has been
finding it increasingly difficult to get his spells to function. So far, he has been able to cover this with elaborate rituals,
but he is afraid that, sooner or later, his failing as a Cleric will be found out, and he will be done away with as a fraud.
Currently, Ector is wallowing in an ever·increasing pool of self-doubt as well as doubts about his chosen god, which is
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contributing to his present problem. Unbeknownst to Ector, some of the more observant crew members have noticed
his difficulties lately and are already spreading dissention among their fellows.

"Peg·Leg" Quincy: CL: FTR; LVL: 8; ALN: NE; HTK: 42;STR: 15; INT: 6;WIS: 13;DEX: 8;CON: 15;CHAR: 11;AGlL:
10; STA: 18; END: 17; SPD: 9; LED: 14; LCK: 14; WPN: Gladius; AT: G. 5' 5" tall, 180 Ibs., brown hair '''lon9,
brown eyes, dark skinned, medium voice, and wooden left leg. He is right-handed. Pretty much the picture of a
weather-beaten, hard·fighting sailor, "Peg. Leg" could well be found on <.Iny recruiting parlor or handbill anywhere in
Veridistan. A tough man who has seen many years before the mast, "Peg· Leg" ahs been, in one capacity or another, a
member of a crew for most of his life. Originally brought on board as a slave purchased from a passing merchant who
needed the funds more than he needed his servant, "Peg-Leg" eventually was granted his freedom by the captain. By
this time, however, he had become accustomed to life at sea and decided to stay with the Nosferatu. Despite the loss
of his left leg from the knee on down in at attack by sahuagin, he has remained a formidable warrior. Almost through
sheer stubbornness, "Peg-Leg" has retained the mannerisms, accents, and customs of the southern "barbarians" with
whom he was raised.

Ridley

5/EMBI!PA· 80~
<Zr

j

-
Pegasus 50

.

Peg Leg Quincy



Gra"in of Howarth Flat: CL: FTR; LVL: 2; ALN: NG; HTK: 9; STR: 9; INT: 12; WIS: 10; OEX: 12;CON: 7; CHAR: 15;
AGIL: 12; STA: 6; END; 9; SPD: 13; LEO: 18; LCK: 16; WPN: Heavy Club; AT: C. Wealth: 10 SP. 5' 6" tall, 150
lbs., brown hair 3" long, blue eyes, dark skin, and high voice. He is right.handed. An average sort of man, almost non·
descript, in fact, Gravin's position on board can be described in the same fashion. To the captain and crew, Gravin is
viewed as being a general worker, someone who is on hand when extra people are needed. To Gravin, this means that
he is continually being called upon to do somebody else's job or to act as a servant. Only rarely has Gravin been called
to help someone instead of to do their job. Not a particularly good Fighter nor possessed of any great strength, Gravin
has developed the opinion that the others take advantage of him because of his failings. He is, however, determined to
put up with the situation as long as is necessary to prove that he is as strong and as valiant as the others.

Rannulf of Herbert Wells: CL: FTR; ALN: LG; HTK: 14; STR: 15; INT: 13;WIS: 11; OEX: 13;CON: 7; CHAR: 11; AGIL:
11; STA: 11; END: 9; SPD: 15; LED: 11; LCK: 14; WPN: Broadsword and Net; AT: D!C (use lower vatue if without
net). Wealth: 19 GP. 5' 10" tall, 162 lbs., blonde hair 3" long, grey eyes, and medium voice. He is right·handed. A
strange man with some pretty wild ideas, Rannulf is looked upon with a mixture of alarm, consternation, and amuse
ment by the crew of the Nosferatu, as well as by anyone else who listens to him. For the most part, the crew is of the
opinion that Rannulf is just plain uazy. As far as Rannulf is concerned, it is the othen that are crazy and not he.
Among his totally preposterous ideas are that someday, in the future, magic will either cease to function, or people
will have forgotten how to use it; mankind will rule the world through the use of intricate machinery; ghos15, dragons,
liches, and all manner of magic creatures will no longer exist, and so on. The one idea that he has that always brings
laughter to his listeners is that, in this future, man will reach to the stars without the use of magic. Indeed, Rannulf
professes that, even now, magic does not work, and, while those around him try to laugh that off as well, no one can
ever recall any magic ever having affected the man. (Judge's note: Rannulf possesses a natural anti-rnagic field and is
100% resistant to all magic.)

Albart Tygler: CL: Thief; LVL: 2; ALN: N; HTK: 7; STR: 10; INT: 9;WIS: 8; DEX: 15; CON: 14; CHAR: 7; AGIL: 15;
STA: 13; END: 9; SPO: 18; LEO: 8; LCK: 6; WPN: Rapier and Dagger; AT: C. 5' 10" tall, 170 Ibs., blonde hair 3"
long, grey eyes, medium voice, and facial scar. He is right-handed. The average, run-of-the-mill Thief, there is little in
the way of skills that would make Albart stand out in any crowd. In terms of following one's chosen profession, this is
much to his liking, but beingoontinually anooymousgreatly rubs against Albart's vanity_ Something of a megalomaniac,
Albart burns with the desire to be a leader of men and to be well·known wherever he travels. Needless to say, it is most
unlikely that he will ever become anything more than a second·rate Thief.

Aldwin Hansard: Cl: MU; LVL: 3; ALN: lG; HTK: 25; STR: 10; INT: 15;WIS: 9; DEX: 15; CON: 11;CHAR: 16; AGll:
18; STA: 9; END: 8; SPO: 16; LED: 18; LCK: 18; WPN: Quarterstaff; AT: A. 5' 5" tall, 1651bs. gray hair 5"1009,
gray eyes, tanned skin, and medium voice. He is right-handed. Spell casting: 1st Level: 3; 2nd ~evel.: 1. Spells: ht
Level: Magic Bo/r, Detect Magic, Read Magic, Read Languages, Sphere of Light, Charm, and MagIC Shield: 2nd L~vel:
See Invisible Objects, Levitation, Invisibility, Improved Lock, Detect Evil, Read Minds, Pflrmanflnt Sphere. o~ LIght,
srrongth, Firoworks, and Open. Considered by most of the crew to be the ship's wizard and w.ise m~n, AldWin IS often
kept busy by various people coming to him with a wide range of personal problems or needing mlOor charms, spells,
and enchantments. Somewhat flattered that he has been more accepted by the crew than has been Ector, the rather
narrow-minded Cleric Aldwin has also found all the anent ion somewhat bothersome. So far, he has found little time
for himself. White it 'may be contrary to his beliefs, Aldwin has concealed the full extent of his abilities from the
others, primarily because he is afraid that they will become even more reliant on him than they are now. Generally, he
performs showy rituals to pacify the water and weather spirits and calm the superstitious sailor, as well.
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Led Renfield, 1st Mate: CL: FTR; LVL: 13; ALN: N; HTK: 77; STR: 15; INT: t 1; WIS: 12; DEX: 14; CON: 14; CHAR: 14;
AGIL: 15; STA: 15; END: 12;SPD: 14; LED: 12; LCK: 15;WPN: Sword; AT: C. Wealth: 15 GP. 5' 5" tall, 1351bs.,
sandy hair 3" long, green eyes, small mouth, and medium voice. He is left·handed. An appropriately unusual man for
an unusual vessel, Renfield currently occupies the position of First Mate to the Nosferatu. His overall views on life and
his odd mannerisms can all be summed up with the statement, "That one's a tad balmy, that one is"· a comment that
can ohen be heard on board when Renfield comes up in conversation. One of his most outstanding eccentricities is his
love of fire and explosions. To this end, he always has a number of molotov cocktails ready for use in his sleeping area
as well as 106 on his person at all times.

Hanz N. Pfoeffer, Ship's Cook: CL: FTR; LVL; 10; ALN: NG; HTK: 57; STR: 17; INT: 16; WIS: 12; DEX: 11; CON: 11;
CHAR: 15; AGIL: 10; STA; 14; END: 14; SPO: 14; LED: 13; LCK: 17;WPN: Meat Cleaver and Frying Pan; AT: C.
5' 7" lall, 170 lbs., blonde hair 2" long, blue eyes set far apart, tanned skin, and medium voice. He is right.handed.
Having the near-legendary expert in Imperial cuisine, Hanz N. Pfoeffcr, serving aboard as the Ship's Cook has imparted
a great deal of prestige to the Nosferatu. At one time the head of the Emperor's kitchen, Hanz eventually grew weary
of the position and retired, hoping to spend the last years of his life traveling about and adventuring. There are few
that can match Hanz's skill in preparing a meal, and it is often said on other vessels that the crew of the Nosferatu is
the best fed. When not actually engaged in fixing something for someone to eat, Hanz usually sits and whittles or tries
his hand at catching a few fish. His positiion on the Nosferatu is somewhat unique because no one dares to cross him
for fear that he will not cook dinner for them.

Mall Wood: Cl: FTR; LVL: 6; ALN: N; HTK: 28; STR: 14; INT: 14; WIS: 14; OEX: 15; CON: 12; CHAR: 15; AGIL: 18;
STA: 12; END: 14; SPO: 18; LED: 15; LCK: 15; WPN: Broadsword; AT: C. 5' 5" tall, 1431bs., black hair2" long,
blue eyes, tanned skin, and high voice. He is right-handed. Mall is only one of the general deck hands with no really
special talents to his credit. Indeed, he is somewhat of a jack-of-all-trades and, perhaps, is of more value this way. Born
and bred to the sea in one of the northern fishing villages, Max looks upon land dwellers with disdain. An adventurous
soul with the enviable gift of knowing when to keep silent, Max is Christegan's partner whenever smuggling arrange'
ments need to be made. A fearless warrior, Mall has been in many battles and has shown himself to be an excellent
leader of men. If a combat situation goes against him and his men, and Max is required to make a morale check, he
does so with a +4 modifier in his favor.

Wilholm Schreck: CL: FTR; LVL: 9; ALN: N; HTK: 51 ;STR: 18; INT: 9;WIS: 12; DEX: 11; CON: 9; CHAR: 14; AGIL: 14;
STA: 13; END: 9; SPD: 10; LED: 13; LCK: 16: WPN: Sword and Cat-o'·Nine-Tails; AT: C. 5' 6" tall, 165 lbs., blonde
hair 4" long, blue eyes, medium voice, lon9 teeth, and hi9h forehead with scar. He is right·handed. A well-built and
powerful man, Wilholm is unofficially in charge of the loading and unloading of cargo. Part of the smuggling operation,
his responsibilities also include updating and maintaining records, seeing to it that illicit materials are well-hidden, and
altering and forging various documents, a task he performs amazingly well. Along with the unofficial position of cargo
master, Wilholm holds the position of Provost Marshal AKA the "Head Flogger." Despite his continual readiness to use
his Cat-o'·Nine·Tails and his immense strength, Wilholm has never been known to beat a man to death. In addition,
Wilholm has not been known to use his whip without sufficient reason.

Sigourney, Ship's Sailmaker: CL: FTR; LVl: 5; ALN: N; HTK: 26;STR: 9; lNT: 12;WIS: 10; DEX: 13;CON: 12;CHAR:
12: AGlL: 15; STA: 7; END: 9; SPO: 11; LED: 15; LCK: 13; WPN: Dirk; AT: A. 5' 9" tall, 180 Ibs. brown hair3"
long, brown eyes, and low voice. He is right-handed. Occupying one of the more essential positions on board as Sail
maker, Sigourney also spends a good part of his time doubling as ship's carpenter. To a large elltent, it is his efforts
that keep the Nosferatu in good shape and ready to sail. Not really an active member of the smuggling ring, it, never
theless, falls on him to construct the crates or hidden compartments for the materials the smugglers are hired to trans
port. While Sigourney does his best to keep quiet and not say anything, the situation bothers him, and he has been
known to occasionally slip and say something about it to the wrong person. So far, nothing has come of his infrequent
comments, but he is being treated with suspicion by both the port authorities and some of his crew mates.

"Blundering" Odo: Cl: FTR; LVL: 6; ALN: NG; HTK: 23;STR: 17; INT: 18;WIS: 8; DE X: 9;CON: 13; CHAR: 13; AGIL:
11; STA: 17; END: 17; SPO: 10; LED: 12; LCK: 12; WPN: War Hammer; AT: A. 5' 2" tall, 110 Ibs., curly brown hair
5" long, green eyes, medium voice, and freckles. He is left-handed. Another one of the general hands on board the
Nosferatu, Odo does his best to find a place that his well-developed muscles will help him fill. So far, he has not been
made to feel all that welcome by the rest of the crew and has been spending much of his time thinking about jumping
ship at the next available opportunity. The major reason behind the crew's dislike of Odo is that he is so clumsy.
During the few months that he has been on the Nosferatu, Odo has been responsible for the loss of an anchor while at
port, a sail set afire, the Captain being knocked down one of the gangways, and a yardarm crashing to the deck. While
the accidents have been coincidental and did not result in any permanent damage, the crew has become convinced
that he is a jinx and want him off the ship as soon as possible.
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"Baarbait" Ethfllred: CL: FTR; lVl: 4; ALN: N; HTK: 19;5TR: 10; lNT: 13; WIS: 10; DEX: 14; CON: 10; CHAR: 14,
AGIL: 12; STA: 8; END: 10;SPO: 13;LED: 11; LCK: 15;WPN: Mace; AT: C. Wealth: 25 GP. 6' tall, 210 Ibs., black
hair 3" long, blue eyes, pale skin, low voice, broken nose, upturned eyebrows, and pointed ears. He is right·handed.
One of the biggest members of the crew of the Nosferatu, Ethelred gives testimony at the northern blood running
through his veins by his physical make up. On no other WirV does he bear any resemblance to any of lhe sea raiders
who stormed his home village with the intent 10 burn, pillage, and rape anything female. Born as a result of that forced
union, Ethelred, as a child, was subjected to the conlempt and taunts of neighbors who were more interested in
believing that his mother gave herself freely to the raiders than in remembering the rape, as well as the dislike of his
mother who saw in him a living reminder of that night. When he was old enough, Ethelred fled from home vowing 10

seek OUI a life of adventure and to never return to his mother's house.

Tiny Tillinghast

Galliard

Holy Ector

Ethelred

Maddog Madhao

GalliJIrd of Myrthin's Hill: CL: FTR; LVL: 3; ALN: LG; HTK: 18; STR: 16; INT: 12; WIS: 12; OEX: 13; CON: 13; CHA:
15; AGIL: 16; STA: 16; END: 12; SPO: 14; LEO: 15; LCK: 13; WPN: Bastard Sword; AT: C. 5' 10" tall, 160 Ibs.,
blonde hair 4" long, grey eyes, and low voice. He is right-handed. One of the newest members of the crew, Galliard is
only II temporary addition to the company. Signed on only three days earlier, shortly after the Nosferatu docked, he
is planning on only working for his passage across the sea 10 the City-Stale of Tarantis. His ultimate goal is to reach
the Windedark sea and explore the coast, seeking some clues as to the resting place of the Sil\l1lr Empress. He, too, has
heard the tale (four nights earlier, as a matter of fact} and is convinced of the wreck's existence. Galliard is somewhat
suspicious that this motley crowd he has become involved with may try to sell him to a slaver, and he is continually
on his guard. As he came on board, most of the crew were struck by the great similarity between Galliard and Albart,
and the suspicion is that they are brothen. As of yet, no one has broached the subject, so the speculations are rife.
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Duration of Dive Table

This table is designed to give the players and the Judge some guidelines to determine how long a character may remain
submerged. If desired, this table may be used in conjuetion with the Sink or Swim tables originally printed in the Modron
(JG 0034) installment and repeated on page 21 of the Ready Ref Book (JG 0014).

Condition of Diver Duration of Diye-

Holding one's breath Y.t of CON (rounded down) in phases.
For each phase on bottom past limit,
add 10% chance of drowning.

Using spell of Water Respiration As spell description. For each phase on
bottom past limit, add 7% to chance of
drowning.

Using Potion of Water Respiration As potion description. For each phase
on bottom past limit, add 5% to chance
of drowning.

ever is greater) divided by the number of seconds

See description. For each phase on
bottom past limit, add 3% to chance
of drowning.

e activity w' involve the attempt to recover some portion of the
fonnula to dete ine if any of the treasure is spotted. The Judge

volve a complete derwater archeological dig, nor is the treasure
irelings, and henchmen they haye with them

RepetitiOJ\.-of Diye

(12+8+91/1 +7=36% ~
(12+8+9)/2+7-22% '"
(12+8+9)/3+7"'17%
(12 + 8 + 9)/4 + 7 - 14%
(12 + 8 + 9)/5 + 7 - 13')(,
(12 + 8 + 9)/6 + 7 '" 12%

"7"~,,ing of Water Respiration

%ofDiscovery-10x IINT+WIS+DEX) r1
on the bottom· + Level or '

• if holding breath only

1n 10 Seconds:
2nd 10 Seconds:
3rd 10 seconds:
4th 10 Seconds:
5th 10 Seconds:
6th 10 Seconds:

\
For Example: Stephan of Blueknoll (7th Lev I :...!.2, IS: 8) DEX: 9, CON: 12) is going to make an attempt at recovering
some of the treasure, pretty much unaide$l by ~l mea""

Duration of Dive: 60 seconds ICON: 12/2 - 6)
Repetition of Dive: rests for 30 secol;lds (15/5 .. 3)

Once Stephan is on the bottom, he begins ms search for some of th

-
If Stephan remains below, his chances for finding any tre3SlJre will oontinue to decrease, while his chances for drowning will
increase.

-



Order of Roll

WEATHER TABLES Table I
Wind Strength

(Roll 10201

(Flat Plains and Mountains add 2 to Die Rolli

Roll
h.
2nd
3,d

4th
5th
6th

Name of Table
Wind Strength
Wind Direction
Precipitation Probability

Base Temperature
Precipitation Type
Precipitation Amount

Table Number
I
II
III

IV
V
VI

Modifiers
Terrain

Zone
Month, Zone

Special
Month, Zone
Temperature
Zone, Special

Roll
1 - 4
5· 11

12 - 11

18
19·20

Result
Calm, 0·3 mph
Light. 4 • 18 mph, ., Longrange Missile Fire
Strong, 19·39 mph, -2 long and Effective Range
Missile Fire
Special (see Table la)
Gale. 40 . 70 mph, -3 Short Range Missile Fire

Special Table la

Arctic
1 • 15 Squall

16·20 Blizzard

Tropical
1 - 2
3-8
9· 14
15 - 16
17·18
19·20

Tropical
10
15
25
30
35
35
30
25
20
10
10
10
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Tropical
1 - 17 Thunderstorm

18 Tornado
19· 20 Hurricane

Semt-Arid Oesen
1 • 15 Dust DtNil

16 - 20 sandstorm

---

Sub-Tropical
1 - 2

3· 14
15 - 17

18
19
20

Sub-Tropical
05
25
20
20
25
35
25
20
20
15
05
05

SUb-Tropical
16 Thunderstorm
17 Tornado

18·20 Hurricane

Temperate
1 - 15 Thunderstorm

16 - 18 Tornado
19·20 Hurricanel

Blizzard

Table II
Wind Direction

(Roll 1020)

, Cold Temperate
1 - 4 1 - 2
5-9 3-4
10 5-6

" 7 - 8
12 - 13 9·17
14·20 18 ·20

Table III
Precipitation Chance

Cold Temperate
10 30
15 25
20 20
25 35
35 25
35 15
25 05
20 05
'5 15
15 25
10 25
05 30

~

Arctic
1 - 4
5· 11
12 . 13

'4
15 - 16
17 - 20

Cold
1 - 15 Squall \:- ,

16-18 Blizzard ~
19·20 Thunderstorm

Direction
N

NE
SE
S

SW
NW

Month Arctic
I 20
II 15
III 10
IV 05
V 05
VI 05
VII 05
VIII 05
IX 10
X 15
XI 20
XII 20

--= ~



Table IV
Base Temperature

(Measured in degrees Celsius/Fahrenheitl

Month Arctic Cold Temperate Sub-Tropical Tropical
I ·38/·36 -25/-13 -8/18 7/45 22/72
II -40/-40 -22/-8 -6/21 7/45 22n2
III ·33/·27 ·17/1 0/32 8/46 23n3
IV -22/-8 -8/18 5/41 9/48 24n5
V ·10/14 3/37 0/32 11152 25n7
VI om 8/46 15/59 13155 2405
VII 5/41 "/52 16/61 15159 23m
VIII 0/32 9/48 15159 15/59 23m
IX -12/10 2/36 12/54 14/57 25n7
X -24/-11 -11112 7145 10/50 25n7
XI -32/-26 -2014 -1/30 8/46 24{75
XII -35/-31 ·25/·13 -8/18 6/43 23m

,

1/33.10/50·10/14 - 0/32

~., h~V

"'''w . t ......... Precipitation Type
-""t. ~ " ~ ~ (Roll 0%1

Ebse ~_.\ teL)",.

Tempenlture Below
Range: ·10/14

Nonnal Temperature Varia~: RoIIlD10 and 106; on 1 ·3, add 1010; on 4 ·6, subtract 1010.

~
...
I

Weather
Type
Snow 1 - 98 1 - 80 1·20 1 ·2

Sleet 99-00 81 ·89 21 - 22 3-4 1

Hail 90 ·97 23 - 25 5-7 2-4

Rain 98-00 26·00 8 -00 5 ·00

Table VI
Precipitation Amount

(Roll D%I

.-.
,J;r ... ( ~

~ ~.~ .- - .

50% chaQCe of precipitation temporarily raising wind strength one category. Precipitation temporarily lowers temperature by
10 degrees Fahrenheit......--

Type
T,...
Slight
Moderate
Heavy
Steady

Arctic
1·59

60·97
98·100

Cold
1-39

40 ·69
70 ·94
95 ·99

'00

Temperate
1 ·20

21·70
71 ·90
91 - 97

98 -100

Sub·Tropical
1 - 40

41 - 92
93 - 97
98·100

Tropical
1 ·10

11 -45
46 ·87
88 ·95
96 - 100

0 .....
1 ·75

76 - 100

Semi-Arid
1 ·75

76 -97
98·100

Special Note: Semi-Arid has constant 5" chance of precipitation; Desert has a constant 1% chance of precipitation. Precipita
tion is highly localized in cloudburst.

Special Precipitation Amount Chart
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Type
T,...
Slight
Moderate
HeavySt,,,,,,

Amount
0·.1 em
.2· .5cm
.6-1 em
1,1-3em
3+ em in 24 hrs.

•



Encounter Tables
(RoU 106;1t 10 +0%1

Treasure Table
(Roll 0% each time a Detection Roll is Suooeufull

Ocean Sunfish
Blue Marlin
Portugese Man..()·War
Giant Squid
Stingray
Giant Catfish
Devil Ray
Moray Eel
Sea Bass
Sea Rawn
Giant Porwpine PuHer
Wolf Fish
Maca Shark
Bay Shark
Great Hammerhead
Shark
Great White Shark

444 - 459
460·475
476·491
492·507
508· 523
524·539
540 - 555
556- 571
572·587
588·603
604 - 619
620· 633
636 - 651
652 - 667
668 - 6B3

6B4 - 699

Encounter
M.n
Lamprey Eel
Merman
Dolphin
Seahorse. Giant
Giant Crab
Croccx:lile
Pungi Ray
Sea Snake
Leviathan
Water Elemental
Air Elemental
Whale
Sea Turtle (Giant)
Godless)
Barracuda. Giant

Roll
100 - 160
161 - 176
177 - 192
193 - 208
209 - 224
225·236
237·296
297 - 308
309- 324
325· 332
333- 340
341 - 348
349 - 409
410·425
426 - 427
428 - 443

Roll
01·02
03- 04
05· 06
07 -08
09 - 10
11 • 12
13· 14
15 - 16

17- 18
19· 20
21·22
23- 24
25·26
27 - 28
29- 30
31 - 32
33- 34
35· 36
37·38

39· 40
41·42
43·44
45· 46

47·48
49- 50
51 - 52
53- 54
55· 56
57·58
59· 60
61·62
63-64
65- 66

67 - 68



69· 70 10.
71 - 72 10.
73· 74 103
75- 76 103
77 - 78 103
79- 80 1012
81 - 82 106
83-84 1010
85-86 108
87·88 106
88-90 '06
91 - 92 1020
93- 94 '02
95· 96 10'
97 - 98 1 Magic Weapon
99-00 106

Indigenous Underwater Encounter Table
(At Site of Wreck)

(Roll 0%)

Ann", Hit Number
Roll Type Size Type Dam... Dice Appearing MoYe Attack" Specie'
01 ·05 Great Barr&CUda 10' 0 , - 8 3 1 -. 12" 10
06- 10 Dolphin 6' 0 , - 8 2+2 2 -20 15"/21" 10 R.m

Attacks
11 - 15 Ocean Sunfish 6' A 1 -. • 1 - 2 ." 10
16· 20 Blue Marlin 20' E 1 - 6 3 1 . 12 10" 10
21 - 25 Portugese Man-Q-War 20' A 1 -. 5 ,-. 3" 10 Poison

Type 5
26- 30 Giant SQuid 20' CIG 1-8 6 2 - 12 3"/12" '2 1 • 10

points due to bite
31 . 35 Stingray 2' R 8 1 -. 2" 10 Poison

Type 4
36·40 Catfish 12' C 1 - 6 3 1 - 6 8" 10
41 - 45 Stingarges '0' C 1 2 2-8 3" '0 3 Stingers

Poison Class 3
46·50 Devil Ray 20' E 2· 12 6 ,-. 12" '0 Smother ;n

2 . B turns
51·55 Moray Eel 6' e ,-. , +4 2 - 1B 12" 10 Poison

TypeB
56- 60 Sea Bass 7' 8 , - 6 5 2 - 12 8" 10 Ram to

Subdue
61 - 65 Sea Raven 20' G , - 6 3+ 1 1 -. 8" 10 Back is

AT:C
66· 70 Porcupine Puffer 3'/9' 0 ,-. 2 1 - 6 3" 10 Poison

Spines Type 5
71·75 Wolfish 6' A , - 8 3+2 2·12 ." 10
76· 80 Hagfish 3' 8 1 -.

, 1 ·10 5" 10 Drains
Blood at Rate of 1 ·2 STR points/phase

81·85 Sea Turtle 20' 0 1 -. 5 ,-. 20" 10 Shell is
AT:H

86- 90 Maco Shark 0 1 - 8 5 1 - 8 20" 70
91 - 95 Bay Shark C 1 - 8 5 2 -8 10" 60
96-00 Great Hammerhead $hark e 1 - 8 3 2 -8 5" 50
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'DISON EFFECTS

PoinD at lin Addition 10 0.",...1 PM
R~_ DIofn", P... EHK1 wh... s........ Throw··· PatIO'>

P..... Ett_ Flaund/Na. of II Not Ma6e On: O,",I!T,,, -,... Raundl;· Man·SOzlld Ogr.sizlld Dragon-$ind C_
O 9 Dill ~, Act;Or'!s IOGP

• 8 ,/. Como H.1f Acl,ons lOOGP
7 7 7" '" Com. :>DOGP
3 6 3/3 PJr.IYled '" Move H.lved 300GP

• S .,.
'" t" HlIll Acuons 400GP

S • SIS Pilralyled ParlilYUc'd
'"

500GP
6 3 6" C~. Com. ParalVled 600GP
7 7 7/7 '" Pllfalyled Coma. 700 GP
8 , 8/8 PlI,alvud PiI"'Vled Paralyhd BOOGP• 0 .19 Coma·' Coma·' Coma'· 900GP

If Saving Th,ow is not madl!. f'gr.J,n show O""agl!' Poml$ 'rceiYet:! per round and number 01 rounds sullet'ed If $<1"'"9 Throw's" ....... n.lwe
figu.-n shown !drop trKTiond . be'ng o.m. 'ecr,ved

•• In addition to 08magl! receiYrd.nd Com. efleen.·1 on OUTltf'itV, permanenlly. 'I suffered.

••• Efleen shown 1.1t 8IlXording 10 lin: Duration
Man-siud' 1 .10 davs
Ogre-Siled.12- 4 8houl"I
D~·Siled.6 - 36 'OOJt!d1

Com•. is Unc:on5C;o",I, l!'lul no act;o.'II. etc.

Par.lyud. CoouciOOJs bul /'10 IettoOl ..e allowed.

Moy. H.yM: Movemrnt, onlv. it at half rate. ulually precludrs llight capllbilily.

:
Del.y of. cet'"tllin number of .00J1'ldI will occur before iI/'Iy a.m. 'I wfferl.'d. o••ny spao;ial effKIS. per.bove o;h.M.

Ill. ;s Unconscious molt or lhe lim••nd no ilCliOO$. IImiled M(Nement.Uowed, per Juligll.
"-

/.
8'

"'",

~:. IS, II
PoilOf'll can only be plK'ed on~I by Akhemllft The Porson SillY' potent fo' one week, and b«omes ineffectIve .Ite. CluSlng Ii ...

Hill. EIId1 Porson Potio/'l will tl'Mt tl'O -nail Wtll!Ipons or Ihr. I.rge OMS. Attempting 10 nrike a loPf!Cif,C poinl hueh ••• head 0' bodyl wllh •
Poisoned Wspon reducn Hil Probability by .4. GeneBlly, pIli in the upper dungaD/'I IlMIlslw'lh PoilOf'led Spikesl will hllVe IYIM 1 .6.

H.lf"Ao;tio..: All Ktlons: Spelll, Sp.aech. MOW'ffienT are performed II hall rIIte Of ire delayl.'d iI round, ilt Judgllli option.

When SaYinv Throw ,t made, onlV half D.m. OCO;UI"I • no til, Coma, eTC. When s.y,ng Th,ow IS nOI made. lpecllll elfeclt below occur '"
lIddition 10 D.-nage·

Major Underwater Encounters

Residing within the decaying hull of the Silver Empress are two creatures acting in some form of master·pet relation·
ship and, together, currently presiding over the positions of "guardian" and "executor" of the treasure. Their relationship to
the treasure is one of accident rather than of desire as neither of the occupants are interested in the sand-obscured wealth
accumulated arOlJnd them. The only notice that has been paid to the remains of the ship and its cargo has been an occasional
rummage about for tools by "The Beast," and, one or two times, the Octopus has played about with gems it has uncovered
while looking for something to eat. It is possible that the fishermen have seen the OClOPOS tossing the gems to watch them
float down and reflect the sunliltlt and drew the conclusion that it owned the treasure. Whatever 1he reason, the fishermen
have avoided the wreck itself and know nothing about it.

The Giant Octopus has made its home here within the wreck merely because it is seeking a secluded and easily defen·
sible habitat in which it can hide and re!>!. Pretty much a cowardly creature, despite its rather ferocious appearance, if the
Octopus is encountered outside the hull, it will flee if surprised or threatened, leaving behind a cloud of murky, fout·tasting
ink to cover its return to the wreck. Usually. when the Octopus is encountered outside its lair, it is hunting for a meal. Under
these circumstances, there is 8 slight (10%1 chance that it will attack a person under the erroneous impression that it has
found food. Stumbling across the Giant Octopus when it is in the wreck is a different matter altogether. The Octopus viE!'NS
any intrusion upon its lair as an attempted attack and shall respond accordingly_ The Octopus will fight until either all the
intruders are dead or it is better than three-quarters damaged, at which time it will flee, leaving behind the oily cloud of ink.

The other inhabitant of the Silver Empress is a creature that has only rarely been glimpsed by the fishermen or visitors
to this area. All that is knO'Nn about it is that it is a ferocious fighter, seemingly intelligent, and has been spotted on land at
times. Even though the fishermen know of its presence in the vicinity of the wreck, they are not absolutely sure where its lair
is located. All they know for certain is that they are deathly afraid of it. Despite their fear, they have made no attempt to
destroy "The Beast." Truly a deadly monstrosity, nobody knows what "The Beast" is or why it exhibits such unbridled
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aggression. "The Beast" is a large creature measuring 7' when standing and 11' from nose to tail-tip when swimming and
weig,ing rougly 1.000 Ibs. It is somewhat lizard·like in itt appearance and is armed with razor-sharp fan!JS and scythe·shaped
talons which it uses with incredible precision.

While "The Beast" may not appear to be a life form capable of doing a great deal of thinking, it is, nonetheless,
amazingly intelligent as well as highly cunning. This has been bome out by its demonstrated ability to plan, anticipate, and
evaluate. Many ambushes by would~ treasure seekers have failed and have even been reversed, snaring them instead. The
apparent cunning of "The Beast" is matched only by its strength, which is reputed by the fishermen to be great enough to
tear a man's chest in half with ease. No stories are capable of doing justice to "The Beast" which can best be described as an
intelligent, four-limbed shark. Itssensesof hearing. touch, and smell are all highly developed while the senses of taste and sight
are somev.tlat limited, being only marginally poorer than that of the avtrage human. Even though it does not possess out·
standing vision, its eyes are weil-adapted to salt water, allowing it to see as well in water as men can see on dry land.

The main driving force within "The Beast" is its highly attuned territorial imperative. Other than hunger. nothing can
spark the ferocity of "The Beast" like an invasion of what it considers to be its area. Currently, it has claimed the hull of the
Silver Empress and everthing around it for a space of HY to be itt territory and will conduct a lightning-swift attack if that
zone is entered by someone. If, by some stroke of misfortune, "The Beast" is encountered while it is out hunting, it will attack
anyone ...mo comes within 30' of it. There have been very few that have survived its rapacious attacks, and those who have
survived have ended up being maimed or crippled for life. The creature does not always engage in these savage amacks; if it
encounters a group or a perwn outside its territorial limits, it will spend hours in hiding and observing the strangers.

Gi.nt Octopus

Body Size: _ . __ 10' diameter
Tentacles: __ 30' in length
Hit Dice: ...........•.................... 10
Hits to Kill Main Body: ..................••.• 35
Hits to Kill Single Tentade: _ 10

(tentacle must lose all points to be severed)
Damage: 1 - B (crush with tentacles)

1 • 10 (Bite plus Save vs Poison or all voluntary
muscles paralyzedl

Chance per Tum of Being Outside Hull: 10%

The Beast

Hit Dice: _ _ _ 10
Hits to Kill: .....••..•......... _ _ 71
AT: ..........••••••............ _....•. G
Move: ...........•......... 30"19" (Ocean/Landi
Damage: ........•.......... _ . _ . 2 - 12 per hand

3 - 18 bite
Lair: .....••.....•.......... 25% of being in hull
Treasure: ........•..................... None

-
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THE SAVING OF KRIS KRINGLE

BY BART HUGHES

Judges Notes

This adventure wu designed for 5 ·7 characters of 5 . 6th Level. The Judge should give one of the players a SCroll of
Invisibility lusabfe only once} to help them get Oul of the city and through the enemy lines. Remember, this is just for fun, so
have a Merry Christmas.

As the great wars racking the North cities of the Buska Mountain range wear on, the battle-weary human allies' morale
drops lower and lower. Things have never been like this. The humanoids had always pushed previous Orcish invasions. started
in Spring. back into the mountains. That was, however, before Drassak.

Drassak is the most cunning of any previous commander and is said to be smarter than any three Goblins or Orcs com
bined. Drassak has succ:essfully defeated the Border Patrols of the Buska Mountains and captured two cities. These cities were
really villages. and most of the inhabitants escaped back to Norwell before the Orcs could catch them. The North's most walled
city, Norwell has taken in most of the refugees.

Or8S5ak has used these two victories to whip his troops into a banle frenzy. The morale of his troops has increased with
each settler's home they bUmed.Any captured prisoners are maimed and sent to the city of Norwell which the Ore and Goblin
host now besieges. E~ry day at noon, Drassak tortures another human as the city watches.

The effect on the city has been devastating. Morale is at its lowest. Many who now dwell in the city feel that they will
not live to see the Winter Equinox.

To make matters worse, the commander of the city Guard, Sorvic Holmshorn, is a pessimistic old fool. All assc.ults
against the invading host have been spontaneous attacks with linle planning and have, thus, been failures. Sorvic puts the
blame on his sulx:ommanders, his soldiers, the direction of the wind, anywhere but on himself. In fact, his troops are actually
better than the Orcs and Goblins, and his sub-captains are excellent leaders. Sorvic is old and set in his ways, however. At 65,
he has spent most of his life in the cavalry of the lower plains. He only seems to know two combat techniques: Charge and
Retreat. This type of fjghting is much more effective in the plains of the South where there are no tricks like waiting for the
charging troops to follow bait into ravines where a rainstorm of Arrows, Darts, and rocks can destroy them.

Actually, a swift victory is the invader's only hope. If the walled city can hold until spring, the regular troops of the
South wilt be able to get through the snow and chase the Orcs and Goblins back into the mountains. The Goblin chief knows
this and plans to attack the city on the night of the Winter Equinox. On the day of the Winter Equinox, Kris Kringle of the
North flys around the world, under a spell of Speed, depositing gifts and trinkets under decorated pine trees. This day is a real
shot in the arm for morale. This year, however, the Goblin chief plans a change. As a final morale effect, Orassak sent a group
of fifty of his most-prized Orcs and Goblins with a vanguard of eight Snow Trolls to the far North, to Castle Kringle. The force
entered a seemingly·abandoned cave and tunneled their way under the small wall and into the storage dungeon under Kris'
house. Then they broke into the house when Kris was inspecting his magic reindeer, captured Mrs. Kringle, and left a note
saying they would kill her unless Kris came, alone and unarmed, to pay a ransom. Now Kris, being the kind of person he is,
went down with the ransom of 10,000 GP and, predictably enough, was set upon by the Orcs, who finally captured him,
although he managed to kill 9 of them. Mrs. Kringle escaped in the tussle and is now inside the house with 22 of the Lyynger
Elves.

The Goblin's luck has gone downhill ever since. That "seemingly abandoned cave" they tunneled in from now has some
inhabitants, a group of 57 Ice Gorillas. The Goblins would be hard-pressed to defeat such adversaries. They now face the
choice of trying to fight their way out through the Ice Gorillas or go through Kris' house.

One week before the Winter Equinox, a Snow Dove will land at the player-character's residence bearing the following
message:

"Time is running out. We can't hold the Orcs off much longer. Be at the Glistening Falls arn::l read the following out
loud as soon as possible:

'Eight reindeer pull the sleigh,
One Elf to lead the way,

Help arrives to save the day,
Now that fortune looks our way:

Signed: Glenda Kringle"

First the player-characters will need to escape the town. General Sorvic has issued an ordinance that none may leave the city
while it is being besieged. The characters must figure a way out of the city. The city wall that encircles the town is 30' wide
and 60' high. Four portOJlIi, one at each of the four entrances, contain fifty guards, Twenty pairs of guards are continually
patrolling the walls. Rolling a 6 on 106 indicates that a guard pair walks past (roll every 3 minutes). If the adventurers are on
the wall when guards walk by, roU 106. 1 - 3 indicates the guards see them, 4·5 indicates that they do not, and 6 indicates
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small Elf will be driving the sleigh. and he will tell the adventureB that his name is Gimbi and that it is urgent that they be on
their way back to Castle Kringle. He will also tell them, once in the air, that Kris has been captured and Mrs. Kringle is in dan
ger. He will say that the Orcs plan to kill Kris in front of the city before they assault it on the Winter Equinox. It will take the
sleigh-load of adventurers 6 hours of flying to get to castle Kringle.

Gimbi Silverton: Cl: Clairvoyant/FTR ;lVL: 2; Race: lyynger Elf; HTK: 7; STR: 11; INT: 13;WIS: 14; CON: 13; DEX: 15;
AG1L: 15; STA: 12; SPD: 15; LEAD: 13; lCK: 9; WPN: Shoruword (+ 1) and Short Bow (+2).

Gimbi has the ability to know who people are. what their motives are, and some of the immediate future. He is 4' 6"
tall and weighs 89 Ibs.

Gimbi will land the sleigh behind the bam unless the adventurers instruct him otherwise.
InsKJe the house, Mrs. Kringle is holding off the Orcs and Goblins with the remaining 16 Lyynger elves (not counting

Gimbi). Until the time the adventurers arrive, the Orcs and Goblins have tried nothing but frontal aMau[u against the one
opening from the dungeon. It has been 1 - 6 hours since their last attack. Mrs. Kringle will tell the characters that her group
has killed 5 of the Orcs, 4 Goblins, and 1 Troll. She will give them a map of the two-level dungeon and split her force of 16
Elves, giving 8 to Gimbi and telling him to aid the adventurers. She is wounded and will guard the top of the stairs with the
remaining Elves.

Glenda Kringle: CL: Mage/Cleric; LVL: 6; Race: Human; AT: E; HTK: 47; STR: 11; INT: 14; WIS: 14; CON: 12; DEX: 12;
AGIL: 12; STA: 10; SPD: 11; LEAD: 14; LCK: 12; WPN: Rolling Pin. Height: S' '''; Weight: 169 lbs.

Garbed in red fur, Glenda wears her snow-white hair up in 8 bun. She has picked up most of her magical and Clerical
ability from her husband. She is rather chubby with a melodius voice and, nOlTTlally. wouldn't hurt a flea, but, with Kris in
danger, she will do anything to save him.

Bam

.;

'}.._.

Warehouse

Scale ~~ ~" ,r_

.- 5 yards

L 1= 50 yant•..... ,
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lewelOne

Room A: Storage Room. This room contains the magical trinkets and toys Kris and his Elves produce. It also looks some·
what like a battleground. The door at the top of the 40' staircase is torn off its hinges. This happened when the
Orcs raided the house the first time. The floor contains the bodies of 5 Orcs. 4 Goblins, and the massive body of
a Troll. 5 Elves also lie on the stairs.

Room B:

RoomC;

This room is empty except for the 2 Orc guards. They are HO: 3; HTK: 16, 10; AT: GB (Scale Mail,Shield,
Helmet); WPN: Falchion (1 - 8/1 - 8) and light Crossbow and Shortsword. The Orcs have drilled' hole in the
door and take turns watching. If they see the adventurers coming. one will go to get help, and the other will fire
Crossbow Bolts until the first guard gets back with help from Room H or he feels the party will break through
the door. The door is now spiked shut. and it will take the other Orc 2 minutes to relay the message and get help.

The Goblin Sub.captain in Room H will send 2 sentries (AT; F; HO: 3; HTK: 11, 16; WPN: Broadsword,
Shortsword) to room G to spike the door shut and go below to warn their leader.

This room. by the time the adventurers get to it, will have the door spiked shut. It has the remains of a meal and
some Orc droppings left by the Orcs on this level.

Room 0: More trinkets and gifts. This room is obviously a store room. The Orcs have broken into some of the boxes, but,
other than that. there is nothing out of the ordinary.

Room E:

Room F:

Another Storage Room. This room is empty except for one box of gifts.

3 Gobl.ins and lOre gu.ard.this ~oom. If the Goblins meet the party, they will throw as many of their 4 Daggers
as po.sslble and make a fighting withdrawal to Room H. The Ore will immediately retreat to Room H to get help.
Goblins: HD; 2; HTK: 12,10,9; WPN: 4 Daggers and Broadsword each. Ore: HO: 3; HTK: 16; AT: F; WPN:
Spear and Scimitar.
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Room G: Empty except for six crates of fruit.

Room H: This room contains 11 Orcs, 1 Goblin, and 1 Troll. Orcs: AT: G (ScaleMail);HO:3;HTK:9.ll. 13. 6, 9, 14, 3,
5,20,16, and 10; WPN: Scimitan. Goblin: AT: F; HD: 2; HTK: 8;WPN; Shortsword. Snow Troll: HD: 5;
HTK: 27; AT: H (Giant Scale Mail); WPN: Giant Mace (1 - 10) or Fists 11 ·8/1 ·8), plus, charaeten under
300 Ibs. are knocked off their feet. SCore of 20 on dice knocks cha~er unconscious.

This party of reinforcements is composed of battle-hardened veterans. They will fight until one side or
the other is dead.

level Two

Room I: 4 Sentries: 2 Orcs: AT: GS (Scale Mail and Shields); HD: 3; HTK: 12.8; and 2 Goblins: AT: E; HD: 2; HTK:
13,7; WPN: Light Crossbow and Scimitar. These troops will fire a volley of light Crossbow Bolts and run to
Room N. If the lower level is alerted, the captain will combine all the forces that previously had been working
on digging a tunnel out into the main grounds of castle Kringle.

The Stats for the assembled war party are as follows: 8 Goblins: AT: EB (Studded leather and Sheild);
HO: 2; HTK: 13,11, 11, 10.4.6,7,9; WPN: Shortsword; 8 Orcs: AT: GB (Scale Mail and Shield); HD: 3;
HTK: 18,14, 15, 10, 13,6,9, 15;WPN: Scimitar; 4 Trolls: AT: J (Giant Splint Mail); HD: 5; HTK: 24, 24, 21,
26; WPN: Fist or Club, both 1 - 10 DAM. The Trolls will attack immediately, followed by the Orcs. The rest of
the war party will not be able to attack until 3 Trolls are dead or a party member gets between the Trolls and
Orcs. They will not retreat because they have nowhere to retreat to.

Room J: This room contains crates of foodstuffs. 17 of these crates have been opened, and the Orcs have turned this
room into a kitchen. There are no Orcs in this room at this time.

Room K: Being about 600 ft. underground. this room makes a great food locker, as would any room on this level. It
contains 6 sides of beef and 2 reindeer and 4 lamb carcasses. The Orcs have also broken in here and eaten some
of the food.

Room l: Another storage room for clothing, etc. The invaden have done nothing more than open a few of the crates.

Room N: Kris ;s tied up here with a bag over his head. He is weary but not really harmed. Guarding him are 2 Orcs: AT: G;
HD: 3; HTK: 11,10, WPN: Shortsword, Scimitar; 3 Goblins: AT E; HD: 2; HTK: 4, 9. 7;WPN: Shortsword;
and 2 Trolls: AT: J (Giant Splint Mail); HD: 5; HTK: 30, 26;WPN: Clubs and Fisu. These guys are desperate.
The Trolls will attack immediatety while the othen hide behind Kris. If the Trolls are killed. the Goblins will hold
a Dagger to Kris'throat and threaten to kill him unless the player-cha~enlet them leave. .

Kris has a spell that he needs only his mind to perform: Super Slumber. He will cast it when he hears the
party members answer. All enemies of the party will fall asleep. After the pany has untied him. Kris will thank
the party members by giving them a ring with one Wish. That's right; this ring will give them almost anything
they want. I would recommend that the Judge not describe it quite so grandly. however. The ring is only usable
once. Kris will also give each player 1.000 GP each and have Gimbi take them wherever they wish to go. He will
not take them nim~lf because he must prepare for the Winter Equinox.

Second Level



01 - 06
07·12
13 - 19
20· 2B
29· 37
38 -46
47 - 54
55 - 66
67 - 74
75- 90
91 - 97
98·00

Encounter Table

1 . 4 Brown Bears
10 - 20 Orcs on Patrol
1 . 2 Black Bears
1 - 10 Ice Gorillas
5 - 20 Snow Hens
3 - 1B Ducks
2· 12 Geese
1 . 6 Snow Trolls
10·50 Goblins on Patrol
1 . 6 Polar Bears
1 . 20 Dwarves
1·10 lyynger Elves

Ice Gorillu

!Ronlltrr iestrtptton

lyynger Elves

-

AT: •..... _•....•..•...•.....••...•...•.E
HO:········ _ 5
ATIACKS: ..•....... 3(1·B/1-Borbymouthl·6)

These Gorillas travel in loose bands of 10 - 50 over the
tundra of the North. They are carnivorous and, of course,
enjoy human flesh.

Snow Trolls

AT: .....................•..... D plus Armor
HO: 5
ATIACKS; 1 plus weapon
DAMAGE: By weapon or fists 1 . 10
SPECIAL ATTACK: See Below
FREQUENCY: Uncommon
MOVE: 5 mph

Due to their incredible strength, when an opponent under
300 Ibs. is struck by the Snow Troll, the opponent will be
knocked off its feet. These huge creatures derived from
giants in the far reaches of the north. They are of average
intelligence.

Goblin

AC: B (Natural, but can wear Armor)
HO: 1D6,l.2,3,4,or5
MOVE: .. , 9" or 12" (106·3 HD or 4·5 HD)
DAMAGE: By Weapon

(Usually Club, Spear. or Morning Star)

Goblins are ugly, misshapen, evil. and mischievous beings.
They love to torture most life forms. They sometimes live
and work well with Worgs and are sometimes enslaved by
larger monster·types or powerful beings.

Pegasus 10

AT: E
AD: .........•....••....................3
ATTACK: 1
WEAPONS: .............•... Shortsword or Dagger

These Elves differ from other Elves in that they are much
smaller and live much looger. Their average height is about
3' 6", and they weigh about 72 Ibs. They have some mining
ability and enioy doing precisioo work. They have infra·
vision.

AT: .........•.....B (Natural. but can wear Armor)
HD: .........•............... 1,2,3,4,5,or6
MOVE: 12"
DAMAGE: By Weapon

Orcs are larger, fiercer, Goblinoids. They are good miners
and can see into the infra-red spectrum. They usually'wear
Ring or Chain Mall and favor Scimitars, Axes, Hammers,
and all sorts of Pole Arms.

Snow Troll



HANGING OUT
IN THE

CITY STATE

by

EDWARD

R. G.

MORTIMER

Here we are, again, at the City
Statl!. In this issue. f haves very special
ffNt for you Thieves out there . a
special invitation to a party at The
SI..,. Marten Guild It promises to be
s gala ellent with many rich folk atten
ding. Here's your chance to rub elbows
with (and pick the pocktlts of) the
City-State's mort influential citizens.
But. please. be careful: if you should
get caught. / shudder to think how
long you would spend in jail

So, without further delay· on to
the partyl

Judge's Notet

Th is scenario is designed to be
used by Thief·typecharaeterswho have
I high probability of suocess when
picking pockets.

To begin this scenario. the
player"Charaeter(sl must find the spe
cial in1litation(s). This is wry easy to
do. If the character frequents a tavern,
the following sequence of events will
take place. They can either be narrated
or acted out by the players. The choice
is yours.

Tavern

One n~ht. as you (the player.
characters) Ire enjoying yourself at
your favorite bar. some new people
enter (as many as there are player
chlr3Cters). These people are obviously
drunk (from their ridiculous antics)
and rich (from their expensive clothes
and jewelry). They order drinks and sit
at the table next to you. aNi pulls out

a deck of cards, and they start to play
poker. Another asks you if you wish
to join the game. You accept_ As the
night wears on. they get more intoxi
cated until. finally, only one is awake.
He, too, then falls asleep. It is late at
night; your group is the only one left
in the tavern. You slyly reach oller and
cut the purseh) off the onels) next to
you and calmly proceed to shovel the
coins from the table. You look around;
nobody is paying any attention to you,
so you remove a couple of rings and the
purses from the rest and say your good
nights as you exit into the cool night
air of the City·State.

If your player-eharaeters do not
frequent a tallern, then the following
sequence of ellents will take place. As
with the preceeding sequence, this can
be narrated or played out.

One night. as you (the player
chal1lcters) are strolling through the
streets of the City-State, a few drunken
revelers approach from the other end
of the street. As you watch, they
stumble Into an alleyway, and you can
hear them making fun of someone who
passed out. By the time you approach
the alleyway, there ara no longer any
sounds emanating from It. You care·
fully peer Into the darknes:s, and you
see them sprawled about the alley, all
"dead to the world." From their
clothes, you can telt they are rich. You
look around; no one is In sight, so you
calmly walk up and rob them blind.

In either case, tavern or non·
tavern, the loot garnered wilt be the
following:

100 GP per person
70 SP per person
3 Amethysts per person
1 Ring per person (gold and

diamonds worth 800 GP
eachl

1 Sillier inlaid. mahogany square
(3" x 3") which is an invi·
tation to a party at the
Slave Masters' Guild (one
for each person) which is
taking place "tomorrow"
night

A Brief History of the Sialle Master,
Ragolet the Ruffian

Ragalet began his long career as
a common ruffian, hence, his name.
He was not to remain a ruffian for
longl Quickly. he learned that selling
people as slaves was very profitable.
Some say he discollered this fact after
being "kidnapped" and sold into
slavery himself. He was astounded by
the price that was paid for him, and
the "little wheels inside his head"
began formulating the start of a
"brilliant" career.

After "losing" his new master,
Ragelet gathered his ruffian friends to·
gether and started a kidnapping and
selling business. Profits poured in, and,
by exercising a little (ruffian) muscle,
he eventually became the Guildmaster
of Slalle Masters.
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As Guildmaster. Ragolet collects
one slave a year (his choice) from each
Slave Master. From these cornmisions.
he has collected 20 of the most exotic
female slaves from all over the world.
They are his pride and joy. and he
constantly looks to increase their num·..,.

Physically. Ragelet is short and
slightly stocky. He has a short, cropped
beard that is salted by white whiskers.
and his hair flows wildly from his nead.
His hands are large and gnarled and
somewhat clumsy. He is botnered by a
chronic cou~ which has affected his
heald'l a great deal. At one time. he was
known for his talent at wrist·wrestling,
but he has not accepted a challenge
since he lost 13 straight matches 8
years ago. Ragolet is 49 years old.

Ragolet carries a magical +1
Broadsword at nis side, encased in a
silver·studded scabbard worth 15 GP.
HIs clotnes are made of tne finest
materials available. and he is partial to
furs, especially marten.

One throwback to his ruffian
days is his love of wild parties. Food,
drink, and entertainment abound when
Ragolet throws a party.lndeed,he even
allows his prized slaves, the 20 exotic
females, to seNe and entertain his
,..em.

Each of his treasured slaves Is at
least an 18 CHAR, and he gives them
jewelry to demonstrate his pleasure in
them. Each slave wears 1,000 GP worth
of jewelry (silver and Sapphires).

The Adventure

The adventure is detailed in the
following manner: The rooms are
numbered. and in the description will
be listed all the people that are in each
room. The personal descriptions of the
people can be found at the end of this
scenario. Also with the personal des·
criptions is a Quoted sentence. These
sentences are to be used by you, the
Judge, to initiate and/or sustain a con·
versation with the p1ayer.char.cten.
They indicate what is uppennost upon
that particular perlan's mind and what
he or she is most inclined to talk about.

There are two characters that
need some clarification. One is Sylperi
th, Spellbinder, the owner of the Red
Peart Inn on Water·Rat Road. Sylperi
is at the party uninvited, but nobody
knows he Is there because he is invisible
when the &dventure begins, He is
sneaking around, picking pockets at
his leisure, and enjoying himself as he
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samples the fine food and drink that is
available. He also loves to play nann·
less pranks on unsuspecting victims
(and, to an invisible person, nearly
everyone is an unsu~ing victim).

Sylperi does this sort of thing
quite often. He is able to do these
invisible adventures with the aid of a
spell he created. By using this spell
lSylperi's Marvelous Ensorcellment),
he is able to become and remain in·
visible for a length of 168 hours (1
week). He may vcluntarily become
visible at any time during the spell's
duration, but can only be forced to
become invisible by the use of some
sort of magic-ca~lIing spell, magic
item, or technological device. If he
becomes voluntarily visible, he can
become invisible again by simply
wishing to do so. This is a very power
ful spell. but it does have one draw
back of wn1ch Sylperi is not aware.
Each time the spell is used upon a
peoon, there is a 50% chance that the
person will permanently lose one
point of LCK or WIS (determine
randomly). So far, Sylperi has been
lucky, but, sooner or later, he will pay
for his many usesof the spell. If neither
of the above ratings are used in your
campaign, choose whichever ratings
you think are most appropriate.

Remember that the p1ayer-cha
racterls) are just as vulnerable as
anyone to Sylperi's pranks atld/or
thievery. He almost never picks
pockets, but steals items that are laid
down by the owner; all items he
wishes (tnat he is touching and is
entirely within a 10·foot radius) to
become invisible will be invisible and
subject to the normal effects of the
spell from tnere onl.

The second character is Hippotier
the Kind, the owner of the Bazaar on
Bywater Road. Hippotier is a very
clever" Japanese Ogre." This type of
Ogre differs from nonnal Ogres in that
they are very intelligent and can cast
magic. They also have two special
abilities. One is to become invisible at
will; the other is the ability to assume
the shape of any human·type being
(e.g. Humans, Elves, DwaNes, Goblins,
ete.), This second ability is particular
enough that the Japenese Ogre can
assume the shape of a specific person.

Hippotier masquerades as a kindly,
old gentleman who loves to chat about
nearly everything.

He is here to make new friends (all
of his old ones have been eaten...l.
and, perhaps, buy another female
Altanlan slave or two. He will offer to

sell items from his shop at a 30% dis·
count to his newly-acquired friends
(the players).

The Party

Only infonnation not available in
the City State of the Invincible Ove,
lord is given here.

The following table is for wandering
enoounters during the party. Every 15
minutes, one roll should be made. A
roll of 1 - 3 on 106 indicates an en·
counter.

Encounter Table

ROll % diu 10 delermlne WIlO Is en·
countered. The lollowlng abb...vlallorn are
used:

G - Garb
TT. T ...nTlnu
C - Complexion
H _ Height
VS - Vltel Statistics
A_ Age
PP _ Platinum Pieces
GP - Gold Pieces
MP - Mlth~1 Pieces
SP - Sliver Plec:es
OM _ No.INO. _ Gems a NumMr Of gem"

lotal wonll 01 ge~ In GP.
JW - No.lNo. - J_elry a Number of pieces

of ~elryfl:otal wor1h of J_elry In
GP.

FR _ NO.INO... Fur Clothes _ NumDer 01
fur lIemsjtolal worth of lun In GP

FTR a Fighter professIon
LVL aLe..",' 0' proflcleno;y.

When ExoUc Female Sla..es are en·
counterea. lhe... wllt De Ktlng U se....lng
m~lds. Everythln9 Is a"allable lor Ille uklng
• this Is,) rlcll party.

01 Exotic Female Sian No.1, G ..
Amazon, TT .. Sky Blue, C a Ebony.
H _ 4' g •. , VS .. 31 - 25 .35, A" 29.

02 ExotIc Female Slue No. Z, G a
Amazon, TT _ Brunetle, C • M11Icy
White, H - 4' 0", VS - 35 ·23 -33.
A- 21.

03 Exotic Fema'e 5 ..... No. :I, 0 
Priestess, TT .. AUburn, C a Red, H a
6' 6", VS .. 39 • 21 • 31, A a 11.

04 Exotic Female Sla..e No.4, G -Wood
Nymph, TT a arunette, C .. Ebony.
H _ 4' 3", VS. 34·22·32. A. 11.

05 Exotic Femal, SIa ..e No.5, 0 _Woocl
Nymph. TT .. Bloncse. C a £Don....
H" S' 0". VS _33 _22·31.Aa27.

06 Exotic Fem,'e 5'''. No.5, G _
Priestess. TT .. Brunette. C .. Bronze.
H - 4' 3''. VS -34 -24 ·32.Aa 21.

07 Exotic "'email' Sbn No.7, G _
PrIeStess, TT a sable. C - Outl(y
OU.... H - 4' 6". vs - 35 • 25 - 33,
A a 26.

01 Exotic Fem~le s.~n No••. G .. sea
Ny'mpn. TTa Silver, C a Milky White,
H" 5' 0", VS - JI-26·36.A -19.

09 Exotic F,male Sl.awe No. t, G - Page,
TT - Olonde. C _ Bronze, H _ 4' 9",
VS _ 36 - 25 _ 34. A a 21.

10 hotle Fema'e S'ue No. 10, G ..
Shepn...deSS, TT _ sable, C" Ebony.
H a 4' 9" VS a 38 -21 ·36. A- 19.

11 Exotic Female Slaw. NO. 11, 0 .. sea
Nymph, TT - LUaC, C _ Oronze, H a
4' 9", VS - 42 - 30 _ 40. A _ 17.

12 Exotic Fema" 51..e No. 12, G 
Amazon, TT _ Olondl, C _ Cowny
Golden Fur and FellneT.II, H" 5' 0",
VS- 32·22 ·30.A _25.

13 Exotic Female SI.ve No. 1:1, G 
ShepherdeSS, TT - Brunette, C •
Ousk... Oll ..e. H - S' 6". VS _ 3a 
26·36, A a 20.



14 IExotie Female Sla"e No. '4: C •
a~9ar Clrl. TT .. Ll9ht C,"n. C "
Pale Blue. H ~ 5' 3". VS ~40·21l·311.
A .. 23.

15 Exotic Female Slue No. 15: C ..
Paop. TT .. BlOnde, C .. realhery
Down .na WI"'9S, H '"' 4' 3", VS _
35·25.33,A_lll.

16 botlc Female Slue No. ,., C _
Priestess. TT ... Sit ...." C • OU$lcy
011.... H - 5' 3". VS .. 38 ·211 .36.
A-30.

17 ExoUe Female SI...e No. 17, G •
M.rmald, TT" 1".laes.»nl. C" SC.IO<I
.nd h.11 mennald. H _ 5' 9". VS ...
33·22-31.Age_11.

III IExotk Female 511'1. No. II; G ..
Be99ar Clrl. TT .. sable, C .. 8,onz••
H • 4' 3". VS .. 35 . 23 _ 33. A _ 21.

19 Exotic F.mal. Sian No. II G •
Prlest~, TT - sabl•• C Y.lIOW.
H·.' 6". VS"'32-22-30,A"21.

20 I::ootle "'.male Slu. No. 20: G _
Page, TT - Sky Blu•• C • Milky
White. H -(;' 6". VS - 39 -27 .31,
A" Amazon,

21 Hlppoll., the Kind (Bu.aar, Bywaler
F1oilld), 20 PP. "I ha... just the
rl9nt fo' YOU :II my bU",I"

22 Mu.lnh Bahdar (Monoy-L.nd.r, SlI,
v.r sq, GM .. 5/1,500. "Lat·s 90
taka. 9.nder al Ihe Slaves for roal.;
n'''ybo we' I He One we Uk•."

23 wn.lp Roarbek (FI,ed,..k. Mead
H.II, SlIv.r 51.): 10 PP, 50 GP. "Tnts
P.rty .In·t bad, bUI 1 pul on. Deller
show every nlghl it my place,"

24 """a'ir "".111 (Money Changer. 511 ....'
St.), 50 !>p...H....e you soon Mu.luh
Slhdar around~"

25 Tre9lrdls the Thu"Cle"r {Mer~",ry
Gulld, Sliver St.),., GP... I.... 901 ..
900cl ]~ ....all..DI. fO' W.rrlon SUCh
,Ii yoursell - as ""rem guardU"

26 L~"dw.llan the Blu. (Wlurd's K"p.
Waler R..I Rd.): GM .. 20/6.000,
Rln9 of Flight, Wand of Ice. "It's
90Dd 10 gel ..way ',om lhe humorum
of 9u.rOltlll the Clly."

27 Ro."" K.... ln ($tIa Capl ..ln. w..ter
Ril RO.): 100 GP. 3 MP. "N.xl week
I 1.111 K,OSS Ihe Wlnd.lrk Sea lor Ih.
O ....rtoTdI ..

211 Gru.n Guffaw (Llundry. Wale' R.. I
Rd·l: I CPo 3 SP. 'Wowl I n_
d,oamO<l.••.

29 D.mlol the O ... "ka,d (Ship BUlld.r.
Wat., Ral RD.), 10 MP. 50 GP.
"Com. on ove, to my plac. no. I
Thor'S Day; 1'm Ih,owln9 a ,ul
party I"

30 Varllk the Palrlol (Admiral. Watar
R.. t Rd.), tOO GP." .anD th."
Ih...·s the limo I held 011 an onllre
army 01 GObllnS.111 Dy mYHlf•• , •

31 Pyom Ihe Charleta" (FI,st Born Inn,
Wal.r R.t Rd.), 50 PP, "Hmm. I.t·s
see. you',. a Leo. right'"

32 Durda, Tawag (First Born Inn. Waler
Ral RO.I' 50 PP. "So. yOU say yOU
need a potlon,"

33 Flakls 80arck {First Born Inn. Wale,
Rat Rd,}: 50 PP. "On. 11m., U I was
gUiding a P.rtY}hrou9h a mounl.. ln
pus," Roc....

34 8a""01k..1 the F..y (Shipping M.ognale.
Walet" Ral Rd.), 200 GP, Ef,",1
Botti. with an Ef,eetl Ini/.oo, "My
merCh.nl..'leln Is growing IU1. Prelly
soon•••.

35 Plump Ponw.r (Perfume.. Walling
St.): GM. 7/350. "You _ a fal,.
1.0.'"

36 Tau. Gam.t (COl.Jrtet.ln. TWilight
Rd·I' 2,860 GP worth of BOdy
Jewelry. 3 Ow.,f JU9\l1• ..,. 4 Hallllnt)
G"'''TdS, .nd 3 Hand Mald.ns...you·...
Doen 0911"9 m. att nlghtl ..

37 Du_as P,.m (Jc_I.,.. Twlll,hl Rd.),
GM - 11/1.600. "Fine Partl'_, ..

311 MUh., MItT)'1 (Mashe,'s Gilmlng
HOUM. sea Brlg.ono·s SI.), 50 lIP.
"You Ilk. to , ..mble' I·v. gOI Ihe
best tames In the Cllyl"

39 Atmlol Ih. T.nlh·Than. (Go....,.n.
monl Bu,.au. Re9<l1 St,): GM _ 5/750.
50 PP. "The O .....rlord can'l goet .. lon9
wlthoul mel"

40 AthelbN' Ih. Affable (Sorce,er'S
Supply HOUse, R.gal 51_I' GM _
2/200, 50 GP. MOd.. lllon of Magic
Aura Delect!on. F11"9 of FI.ry BOlts,
"I hurd YOU we,. Inlerested In Ob.
1.lnln9 .... rlous monne, p.rts.. I' so.
I'm Ih. m"n 10 Mol'"

41_50 C."'chis Ih. 8a,.. Ember OChl.r.
JUIS ""arlz"a, and f"lutlerin9 Blzel
(Dancen., Phtu 01 Profu.. P1eaiIJ,es),
JW .. a/60 .ach, 'Wh..t ire yOl.J tooys
dcHtlll'"

51 C'ack.... Rutlk"or (Velvet Bed or
Table. P1,oza of PrOlu.. Pleasu,esl,
50 pp... I·..... 901 teO tom..l. stawes
working In my .$IabUShmen""

52 He",ld Vartll.t (Fu, snap. F'tau 0'
Pt'OfUH pt.easuresl' FR _ 4/4aO.
50 lIP. "You'O lOOk fantaslle In •
Leooard clo;lk'"

53 Gnarll"g Guile.." (T.x Collec;tor.
51..... Market "".u): 50 GP. "Old YOU
plly th. Royal Tax on Ihose Slaves'"

54 HOdatll of Allania (Bazaar. 51.....
Markot PlaU!, 50 CPo Gold Key
around n.Ck worth 20 GP. "Hey, a.e
you Inlor.st.d In a brass 90n9' RUI
cheap!"

55-60 Amllt" the Rlolous, SleiDert the I".
Ion.', and BudD'.dl (Minstrels, Slave
M.rkel PlaZa), 20 pP. 30 CP oileh.
"Let us sln9 YOU a sonll 01 the forest,'·

61 Zog the Mulanl (Brass Bazaar, Slave
Market Pi....), 50 pp. "I 901 all kinDs
01 melal war. at my Ihop. ..

62 C.lmlol (Wlnory. Sla.... M.rkel F'taza):
30 Gp, "I gosh Sh"m °da b.sh Shtull
In da hhot. Cllyl"

63 Veil Ihe Rank (LUst Shop. 51.....
Market Piau): 22 GP. "I ....n guaran-
I ..

6. Delphia Ih. T.""'r lDelohtl's De
Ilghl. Sla..e Mal1<.1 Plaa}, 30 GP.
Amu et 01 Youlh (10 yurs yoynge,).
"HOw about a 1.. le nlghl in.ICk ..t my
Plac.,"

65·75 W.nch Oolra"... Bumps Clorlna.
8",z." aell"a, and uychJna Ih.
Bundl. lDaneen. Mu,ky 51.)' JW _
3f10 each. "H.y. where h..... you
boon all nlghU"

76 GHama, ""d Merwl"a th.. Lith..
(Fortune T.lI~,. Sireel: 01 Mael.
stromS): 50 lIP .ach and Merwl", i'Ys
JW - 1/350. Bolh "a...... Jewelled
m~1c Dagger. "Would you care to
know whal In. fUlure nOlds In slore
ror YOU'"

17 Beteroptn (eo~.'s Head Tave,n,
Streel Of Ma.lstrOrn1i), 50 GP and
weaA a 9~rljc n.Cklac•• "You haven't
.<c<In any Vampl,es around, havo
you'"

78 Lady Amphl1bla (HOi HOUMl, SI,eel
of Ma.lslromsl, JW .. 10/1,250,
"How'd you like a sauna'"

19 Sla...emaUe, Makcalel (Slave FIr. Bri_
gade, Guardimans Rd,), 60 GP.
"Thai's .. mlghly line weapon YOU
"ave l!lo,o. 1)0yl"

110 Scultor Ihe Mlnl.lu,I,1 (A,U.I. Fe$ll
V"I SI.I' JW_ 1/100, "My, my I You're
the Splllln' Imallll 0' World Empero,1
You bolter nO! let lhe O ...orto,d soo
yOU'"

III Mulle..., Ih. Lioness I~PPY Harpy,
F.stlval 51,1: FA _ 1/100. "Pu,,,.,,.!"

112 Belllrin the LO"'.' (Poet. End Gat.
Rd.), 45 SP. "Zz.uzZZlUZ.l.!l!"

113 cUt/g sa ....hlker (Sla...... End Gale
Rd.): 50 lIP, 10 MP. "I hu,d you
_,e 100kltlll 10' a OW..f 11.1........

84 Lampoon Tryflneri {Crystal Fla90n
B.lnquet H..n. Datmp SI.I, "TraSh
like YOU WOUld newr gel Info my
pL:lc.!,U"

IS R.wa", Ih. R.concll., (M~lstfilte's
Residen.... CroH Ro.od!, JW _ 11S00,
SO GP. "Ahhh! "ol"lnll tlke \IOOd
fOOd, gOOd poeple, and. 900d P.lrty,"

116 Alotoroto Rub ISla...." ca,av.n 51.),
SO SP. anel .. huge now. "Heyl You
lea...e my nOM oul olltllll"

117 Thedori"a (Courttian. C""'Vlln 51.),
JW .. 4/480. "Hey, tlill bovt You ha...e
any d..p. da,k wcreis you'o Ilk. 10
tell me,,,

88 Ragolel the Rufflan (Your Host):
JW .. 4/400. "I hOo. YOu'ro.n]oylng
yourself,"

119·00 t . 3 Sl.... Guard, (Sclmlla', FTR,
LVL, II' Whal ....., II aop,op'l.Ite,
Which Is moolly Illence.
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The Map'

Below are the details of the keyed
areas on the floor plans.

Front Door; Hert! stand two Slave
Guards (see table above). They
will demand to see an invitation
and then will allow entry when
one is produced. Exotic Female
Slave No. 15 is here bringing
wine to the guards.

2 Main Reception H.Il; Here, the
party is in full swing. The room
is decorated in Early City-State
(e.g. suits of armor, coats of
arms, ovemuffed chairs, elegant
ly carved furniture, 25 marble
statuettes of mythical a'eatures
worth 100 GP each. silver candle
sconces which ani too big to
pocket. etc.), and many chairs,
couches, and 10veseaU have been
made available to the guests.

Currently in this room are
15 of the people listed in the
table. Choose them randomly or
specifically, whichever you pre
fer.

7

8

9

10

11

Up.tain Lending: There is aSlave
Guard hertl, keeping an eye on
things.

Privata Room: Used for guests,
this room is an extravagantly
furnished bedroom. Many silver
knick-knacks are placed about
(10/500). Two partv~rs are
aJr~ntly here.

A sea-et compartment in
the stone wall hides 430 GP in a
sock.

Private Room: As No. B in all
respects except that the gold is
hidden under a loose floor board.

Living Room: This room is used
by Ragolet and his Exotic Female
Slaves when they are just re
laxing. The ebony end tables hide
a total of 10 gold plates on their
undersides. Each plate is worth
100 GP.

There are 4 party-goers
within.

Hellw8Y: There are 5 party-goers
standing about, talking,

16

17

Master Bedroom: Ragolet's room
is furnished in mahogany, satin,
and silver. He also has a wall·to
wal! giant ram rug and several
hunting trophies on the. wall
(Tiger, Baby Dragon, GnHon,
Hippogriff).

He has 10 gold plates hid·
den under loose floorboards,
worth 100 GP each. A secret
compartment in the outside wall
hides 430 GP in a sack.

His clothes are stored in
various mahogany chests and are
mostly made of silk or leather.

Library: This room is chock·full
of bookshelves, and the book
shelves are chock-full of books.
scrolls alchemical equipment,
star ~harts, and silver knick
knacks (10/5001. Ragolet used
this room for a Wizard com·
panion he once had. Ragalet
hardly ever comes up here now
because the Wizard died here of
mysterious causes, and his ghost
still wanders about the room
rtlading books and making notes.
The ghost does not like to be
disturbed.

15

3

4

5

6

H.Uw-V: Some of the party-goers
are hanging around in the hall·
way. Choose 6 and place them
here. The hallway is decorated
with tapestries that depict dif·
ferent views of the City-State and
are worth 50 GP each. There are
eight silver candle sconces which
provide light.

Dining Area: This area is decora·
ted with carved oak tables and
chairs, overstuffed chairs, ebony
end tables, silver oil lamps worth
35 GP each. and tapestries depic
ting banquets, feasts, and festi·
vals (worth 50 GP each).

Within the room, mun·
ching on all types of exquisite
foods. art! 11 party.goers (see
5 alsol.

St.irway; This stairway leads up
to the second floor. Thert! is a
Slave Guard here, keeping an eye
on things.

Kitchen: This kitchen is com·
pletely stocked with every ima·
ginable utensil and exotic food
stuth. Working here a~ four old
cooks (females). They will cook
anything desired by the guests.
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12

13

14

Hallw..,: There are only 2 party
goen standing about, talking in
this hallway.

Stairway: This stairway leads up
to the third floor. There are 2
party1:loers here.

Hlllw..,: There are 4 Slave
Guards here. They will prohibit
anyone from entering Rooms 15
and 16.

Harem Room: This room is used
by the 20 Exotic Female Slaves
IS living quarters. The room is
decorated with silk sheets, cur
tains. pillows, etc. There are also
numerous knick·knacks (40/1(0)
in the room. There is 1 Exotic
Female Slave here, changing her
attire.
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~ 21GAIrfESCIENCE BOX TSR
: 01956 PASS ROAD - GULFPORT, MS. 39501

:VESII I WANT TO BE A SUPEA·GAMER. HERE'S$1.5(]
: lche<:k or money order ONlVI FOR YOUR CATALOG:
••
~NAME

DEMDN/DRt DICl:AODRESS
~_ ....""'... 4 ... •... ,_ -v ,_ : CITY
"" In "I... 01.
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000:.....ioII 1_. 1I~. .
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"M......

Availilble in Opaque
in Issorted colors. sots
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.~
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.".

.".

."..,n
0'.3....,.

Also available in jewel·
bright Gemltml colors,
... of six (unlnkeet).

SUO
Sets contain one each of

TEfIl fOliA 4. 6 8,. 10, 12 81 20
,.. lid" dICe.

w.D)W~W~jP~~.~~N",:ED I
TO RUN OEMONSTRATION GAMES OR TOURNAMENTS gencon .mlchlcon
OF GAMESCIENCE TITLES.........................................•........AT •

Write to our add,.. below for Oeuih. \Allntercan
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Time Bandits
Reviewed by C. J. Hendenon

Producer/Director ...•.Terry Gilliam
Screenplay Micheal Palin
Director of Photography. Peter Biziou
Editor Julian Doyle
Music Ray Cooper

King Agamemnon ..•• Sean Connery
The Supreme Being Sir Ralph

Richardson
Evil Genius. ...••.•..David Warner
Vincent Macheal PaJin
Robin Hood John Cleese
Fidgit Kenny Baker

"'"Kevin ..........•. Craig Warnock

Recently, a movie was released
which caused quite a critical stir. Some
critics said that it was the funniest
picture of the year; others said it was
disappointingly unhumoroos. Some
reviewers have labeled it an important
work of fantasy. as important as The
Winrd of Ozor King Kong; others have
called it a hopeless muddle. And,
unfortunately, in the case of the film.
Tim. B.ndits, they are all correct.

Time Bandits is an unusual film
in the broadest sense of the worm. It
oPens in the suburban home of a
proper British family, sometime in the
future. A bright-eyed, eleven-year-old
boy. tired of listening to his mother and
father dully debate the merits of
owning an automatic packaged opener.
retires for the night to the peace of his
toy-strewn room. He changes dothes
and then makes his way to bed through
a miniature army of soldiers, Greek
heroes. medieval warriors, toy rocket·
ships, cowboys. and Lego blocks. He
has barely dozed off. however, when a
full-sized. armored kniltlt a'ashes
throoftl the wardrobe door on horse·
back, thunden throu!tl the room. and
then disappears through the next wall
which has vanished to be replaced by a
field. Kevin blinks for a moment, and,
suddenly. the room is back to normal,
and his father's head is angrily jutted
into view. ordering him to stop making
so much noise.

Kevin returns to bed with his
camera and a flashlight. waiting for
something else to happen. What
happens is the emergence of six
dwarves from the same wardrobe. They
have stolen the Supreme Being's map
of the time haees in the fabric of the
Universe. The holes remained unre·
paired when the Supreme Being grew
weary at the end of the First Week and.
somehow, overlooked them.

The problem is. the SuP4'eme
Being wants his map back; the dwarves
don't want to give it back, and in
nQC1lnt Kevin suddenly finds himself
swept up in a rampage through time and
space which puts him face to face with
the likes of Robin Hood, Napoleon,
Agamemnon. and a lot of other his·
torical and legendary figures - in other
words,. every linle boy's dream come
tru••

The problem with Time B..diu
is, however, that the dream is a little

too erratic a rampage for many peopte.
Audiences are used to following the
basic idea of a comedy from one end
to the other without having to think
about what is going on. This is not
possible with Time 8.ooits; this is
basically because Time Bandits. al·
though hysterically funny in many
parts, is not a comedy.

Even director/producer, Terry
Gilliam confessed. "I'm not sure what
kind of film it is. I just want it to en·
tertain and amaze everyone. I'd like
them to come out aSking. '15 it real·
isn't it real . or doesn't it matterr"

Time Bandits is a dramatic
fantasy. The premise is a serious one.
The plot developments are also serious
ones. The movie's trouble begins with
the placement and order of these
developments. Gilliam admits, "The
whole thing was organic; the script was
forever trying to keep up with the
production."

The film had many problems
during shooting. When it was only two·
thirds shot. there was already over two
hours of screentime. By the time the
final picture was cut together, one
entire major sequence had to be cut.
This. coupled with other P4'oblems,
forced changes in the movie which.
unfortunately. give it an u.neven flow.
"We had to keep re-writing," said
Gilliam, "as each new problem arose.
There were things we found we
couldn't do because they were too
oostly or just impossible, and so the
script had to be revised to adapt to the
problem:'

As much as these sound like
excuses. however. they really aren·t. It
is true that the film flows unevenly
and that better use of the premise could
have been made. It is also true that the
goings on within it seem a bit too
rushed. But this is the point of the
film. The audience is supposed to feel
hurried; the dwarves are fleeing,
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have condemned the film for not being
PythoneSQue in style, even though none
of the film's advertising suggests that it
is a Monty Python film (which is a lot
like the country electing Henry Fonda
President because he played Abraham
Uncoln so well in the movies and then
blaming him when he doesn't do as
good a job as Lincoln did).

To sum up briefly, Time Bandits
is not essentially a comedy. What it is,
is fast-paced, irreverent, damn funny,
and damn entertaining. And, compared
to a lot of films which have come out
this year, that is almost more than one
could hope for.

He's not human - He's God. We are
things made; we don't count. The
struggle between good and evil will
continue forever, and being meek is
not the way to keep from being de
stroyed. Stupid, dull, or lazy people
will always be evil's tools, and, although
goodness is an effective shield against
evil's manipulations, it is not a suf
ficient shield against evil itself. To beat
evil, one needs power, courage, and an
understanding of evil and its workings.

This is the lesson young Kevin is
presented with before he faces the
film's tragic and coofusing ending. It is
not the message of a comedy.

The main reason so many people
have gone to Time Bandits expecting a
comedy is because three (eleese, Palin,
and Gilliam) ex-Monty Python alumni
are involved with it. Having cast them
in a certain frame of mind, audiences

pel·mel, from God. They are running
for more than their lives; the mightiest
being in the Universe is enraged with
them. Normal, intelligent men would
flee stupidly in a panicking gibber.
these culprits are far from intelligent.

I am not suggesting that it was
Gilliam's plan from the beginning, OOt
it does work out. As the film pro·
gresses, the pacing grows faster and
more erratic with every moment. The
audience may want more bits with, say,
King Tut or Keauor, maybe, Caligula,
but that is the point; there isn't time
for sightseeing . God is coming, and
everyone has to keep moving.

All in all, Time Bandiu does more
than its makers set out to aecompfish.
Although it is not a moralizing film, it
presents a better picture of God than
any ever shown before in the movies.
God is cruel; He is inhuman. Of course
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The Best of Harry Harrison
by Harry Harrison

Released by Timescape Books
Reviewed by C. J. Henderson

People who read science fiction
break down into many categories. Two
of the major divisions are those people
who read science fiction magazines and
those who do not. For those who do
not, the only way they can ever catch
up on all of the best short stories in
the field is to wait for collections and
anthologies to be printed.

For those people who do not
read science fiction magazines, there is
good n~; Timescape Books has just
re~ased a gathering of Harry Harrison's
best. Introduced by Barry Malzeberg.
the volume contains over 300 pages of
Harrison's finest wort<. The stories
stretch over nearty twenty years of his
career. There are fantasy stories.
science fiction stories, and some which
are hard to categorize. What they all
are, however, is good.

The book opens with Harrison's
dassic. 'The Streets of Ashekelon."
This story, first written in the early
'60s. was so radical for the times that
it took several years to finally get it
into print. The tale of the story's his·
tory, along with Harrison's personal
comments on censorship, precede the
story. Each of the shorts within the
collection are preceded by. at least, a
short paragraph !some, by several para·
graphs) telling the reader something
about the story. Harrison's feetings
about it. or how it came to be written.
In these passages. the author explains
some of the private jokes within the
stories, the ways some of them came
into being. and other little bits of
information which help give the book a
warmer. more personal feeling.

As interesting and informative as
these preludes are. however, it is the
stories themselves which are of main
interest. Harrison is a quiet writer; he
is not given to large scenes of sweeping
emotion. His stories grow in silence;
the awful truth of what is about to
happen creeps up darkly out of the
corners of the paragraphs and slips
before the reader. almost unnoticed.

This is not to imply that Harrison
is another Harlan Ellison. Many of his
stories are very funny, although there
are not too many humorous ones in
this collection. The seoond one in the
book, "Captain Honario Harppfayer,
R. N.... is a good example of Harrison's
tongue-in-cheek style of humor in full
swing.

But. although his power to amuse
is a fair one. his power to shock the
sensibilities of the average person is a
great one. Stories like .., Always Do
What Teddy Says" or "A Criminal
Act," show Harrrison's very personal
feelings toward violence and the sense
less kind of social non-thinking which
can bring violence about.

To review elk:h story would take
far too long. To give away any of the
surprises would be unfair. The best I
can do is to direct people to The Best
of Harry Harrtson and let them take it
from there. I am fairly sure no one will
be disappointed.
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Hom Crown
by Andre Norton

Released by DAW Books
R,viewed by C. J. Hendenon

One of the happiest momenu of
any fantasy reader's life is when they
finish a great book and find out it is
part of a series. Although the fantasy
genre has suffered some terrible indig
nities. many of the series within its
boundaries make fine reading, novel
after novel.

One such series is Andre Norton's
Witch World books. Although (as it is
to be expected) some of them have
been better than others, all of them
have made for very good reading. Now.
DAW books has released her newest
one. Horn Crown. in which she finally
goes back to the beginning of the series
and seU the stage for all of the novels
which have gone before.

In Horn Crown. we are taken all
the way back to the beginning of the
human "occupation" of the Witch
World. It is set shortly after the time
when the Elder People have deserted
their home. and the Cosmic Gates have
opened to allow the migration of the
human households which would be·
come the land's new masters. Though
the land is abandoned. the new owners
find signs of those who have left.
Shrines of both darkness and light are
found, some of them out in the open.
some of them hidden. Evil black birds
protect some areas; hideous magical
traps protect others.

Due to a disturbance between
the balance between dark and light,
two people are drawn into a quest
which will not only alter their li"85 but
the entire face of the humanity which
has escaped into the Witch World. The
first, Elron the Clanless, finds himself
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on the trail of his ex·lord's daughter.
Blaming himself for her disappearance
(the admitting of guilt being the thing
which makes him danless in the first
place), he determines to trail and re
trieve her for her father. He does not
hope for a minute that this action will
reinstate him with his clan; he is only a
good warrior doing his duty.

On the other hand, Gathea the
Wise Woman also trails the missing girl.
She, however, wants to find her for the
more selfish reason of obtaining power
for herself. It is her power by right,
she feels, but, even if this is so, Gathea
does not understand the risk in trying
to obtain it.

Elroo arK:! Gathea cross paths
and seperate several times throughout
the novel, facing terrib{e dangers both
seperately and together. Since the
novel is written from Elron's point of
view, we get only sketchy parts of
Gathea's adventures away from Elron,
but it does not matter. Every scene we
are given is a good one, and each leads
us further into the mystery which both
the hero and heroine are chasing.

Hom Crown is an excellently
crafted book. Both of the book's
major figures come across as real
people. Their character traits, both
good and bad, are so well-defined that,
a third of the way through the book,
the reader is able to tell what decisions
they will make as easily as they can of
friends they have known half a life
time.

One of Norton's major achieve·
ments in this day of female author
dominated fantasy novels is that, for
once, the major male figure is not a
completely unlikable, corrupt, or
whathaveyou personality. He is an
average {actually, maybe, better-than·
average I man doing what he feels to be
right. Before he spends too much time
in Gathea's company, the readers find
themselves hoping that he will get a
chance to show her up. Norton has
portrayed her Wise Woman as basically
an arrogant snot, v.tIat one would,
most likely, expect a yoong woman
with power, on the trail of more
power, to be like. She spends more time
telling Elron how stupid and naive men
are than she does working toward her
goal.

What I am applauding here is not
the fact that the major female character
is hau~ty to the point of annoyance,
but that Norton has realized that both
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men and women can act stupid. For
too much of what we have seen lately
in the fantasy field has been a testa·
ment to the glory of womankind and a
condemnation of the lowly male rather
than a balanced gathering of both
brought together to tell a story.

And Horn Crown certainly tells
a good one. This latest Witch World
book is one of the best in the series.
Although violent Klion is limited,
.......en it is center stage, it is riveting.
Norton's characters speak naturally,
conveying and hiding their feelings with
a sense of realness which is overwhel
mingly solid and enjoyable. The scenery
of the novel is painted in light but
detailed strokes. Everv image is dearly
set, but none of them is ponderous.
No time is wasted anywhere through
out. From cover to cover, it is one of
the tightest stories Norton has ever
written.

Hom Crown is good reading. For
anyone who has ever- read a Witch
World novel, this one is an absolute
must. For anyone who has never read
008, I couldn't recommend a better
one to start with_
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Jathral could hearthem up there,
a rumble and a rage like thunder. Under
him. the ground shook. His footing was
precarious. Jathral clutched the hilt of
his powerful Sword tightly in his huge
hand. They were close; he knew that.
He could sense them.

Morgsl Those renegade Elves who
had joined forces with the Orcs and
Trolls. Behind him. Jathral could hear
the steady breathing of the Wizard, the
rasp .-Kt stink of his wine-soaked
breath. It made Jathral angry and ill,
the thou!tlt th81 the entire party relied
on that tosspot for its ultimate safety.

What, Jathral wondered, could
that decrepit old man do against half a
dauo Benerkers? Or even against three
of the Morgs that waited so near now?
Jathral could sense them, feel the
amber hair at the nape of his neck raise
in anticipation. Soon, soon. The battle
would be soon. They were close.

Suddenly. from overhead. there
was a tremendous roar. The earth
heaved and Jathrallost his footing. His
SWOf"d clashed against the ground.
numbing hts arm. and he feared. for a
moment. that his wonderous blade had
shattered. Only his Leathers protected

him from injury. He rolled. came erect.
and spun in a circle, frightened. That
had been the worst quake so far. And
they continued to grow WOf'Se the
closer the group got to the .outside
world and freedom.

From somewhere up ahead had
come a scream, the piteous wail of the
defeated. the dying. It had come the
moment the ground shook. Thecrv had
come from a human throat, and Jathral
knew it to be that of Barshak, the point
man. It could be no other. So. Jathral
thought. another member of our party
has died. For a moment he smirked
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inwardly as he considered replacing
Barv.ak with the Wizard, Navermane.
But he dismissed the idea. The Wizard,
annoyance thouIt1 he was, was still too
valuable to be wasted. It was he who
carried the map.

How many were left? Five? Six?
It was too late for a head count, but it
couldn't be more than that. Six, per·
haps, out of twenty who had started.
Still, Jathral knew that the spoils they
had collected went to those who sur
vived, and he planned to be among
them.

\

i
~ \

,,,
"

\,

Jathral ordered the woman,
Jamine, forward as lookout. If Banhak
could do it, she could as weU, he
reasoned. Besides, they all shared fully
or not at all.

The halls they walked were dark,
nearly devoid of tight, and smelled, a
fetid odor of long disuse. The dust on
the floor showed no footsteps other
than those of Sarshak and, now, Ja
mine. No tracks of even the Morgs
Jathral knew to be SO very close. But
he was aware that they could have been
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erased. Magic!
As though on command, Naver

mane appeared at Jathral's side, reeking
of cheap spirits. Where he kept the
stuff, Jathral could never determine,
though he searched. Perhaps that was
the old man's lone magical trick,
Jathral thou!tlt.

Ignoring him, Jathral strode for
ward down the long. dim corridor.
following the course Jamine had set.
When he reached the place where the
golden·haired, shield·bearing woman
stood, he stopped. Beside her on the
floor were Barshak's Dirk and Mace.
Of the body, no sign remained. Naver·
mane and the others trouped up, stan·
ding in a semi·circle, warily casting
gtances down the corridor, A few
meters ahead, the tunnel branched off,
splitting in three directions.

''Well?'' Jathral snarled at Naver
mane, "Which way?"

Gnarled hands dug deep into the
tom and stained robe, pulling forth a
tattered and ragged slip of paper. This
map was their lone guide. Navermane
had made it during their descent. Now,
he studied it carefully.

"Forward," he said, his voice a
rheumy whisper.

Jathral stared hard at the wizened
Wizard, wondering why he had allowed
anyone so obviously incompetent to
join his expedition in the first place.

"See, that wasn't so hard, was it,
old man?" Jathral sneered.

"Beware. lad. You mock too
freely."

"Enou~, old man:' Jathral said,
repeating his insult. "Let's just get out
of here."

Jathral walked alone to the bran·
ching of the corridor, standing and
staring into the murkiness. There were
Morgs thete, along the route the Mage
had indicated; he could feel them. He
turned back to the others. Angrily.
Jathral snatched the map from the
magiker's quivering fingers and held it
before his face, attempting to read in
the dim light. For a moment, he
puzzled over the curious script, and
then it struck him.

"It's gone'" he bellowed. "It's
not herel Where is the rest of the map,
you stupid clot? Where is it?"

"I. .. It's gone."
"I know it's gonel" Jathral

howled in fury. He swept his Sword
free, raising it threateningly abo~ his
head. "I want to know where it is,"

"It wasn't my fault," Navermane
pleaded. "A Morg must have crept in
while we were steeping, stealing it
from my robe. But....but I remember

-

the path. I do. I remembef-_"
Jathral lowered his blade slowly.

"Ohr' he said.
"Yes, I do. It's that way, there,"

said the Wizard, indicating the tunnel
to the left."

Jathral hesitated, uncertain. In
two attempts, the Wizard had made two
seperate choices. Would a third prove
the same? Jathral did not want to be
the one to choose. He turned to the
remaining members of the troop.

"Well:' he said. 'Which shall it
be?"

IT IS SUGGESTED THAT, AT THIS
POI~T, THE READER TAKE OUT A
106. AS THERE ARE THREE TUN
NELS, THERE ARE THREE SEPA·
RATE ENDINGS FOR THIS STORY.
ROLL THE OtE. WITH A ROLL OF
, OR 4, READ ENDING ONE. A
ROLL OF 2 OR 6. READ ENDING
lWO. FOR A ROLL OF EITHER 3
OR 5, ENDING THREE SHOULD BE
READ.

GOOD LUCKI

Ending One: The Tunnel to the Rigkt

The members of the company
trudged hesitantly down the corridor
to the right, casting furtive glances to
both front and rear. The tunnel seemed
to be growingdar1c:er. the air more dank
and filled with the odor of rot. Jathral
motioned Navermane forward.

"I do not remember this," he
said, indicating the steps that led
downward. "You lied."

"No, I swear," the Mage pleaded,
his voice a whine in the near·blackness.
"Besides, you chose. You all chose. It
was not my decision alone."

"Ah, begonel" Jathral shoved
the white-haired magiker ahead, down
the stairs. The remainder of the party
followed stealthily, fingers clutching
weapons, shoulders hunched in antici
pation.

"Magicians! You never can count
on them," Jathral grumbled. "So smart
they think they are. Better, somehow.
Naw, give me a blade and Leather to
bind myself...."

Jamine shouted from the front.
"It ends up here. The steps stop at a
wall."

From behind them came the
rumble of stone against stone. Every·
one turned, startled. For a moment.
nothing seemed to be happening. Then
they saw it. The roof was collapsing in
ward. Navennane stood frozen, unable
to move.

Jathral raced toward the crum·



bling ceiling, but too late. Before he
arrived, the entire tunnel had been
blocked, huge slabs of stone littering
the passageway. In a fury, Jathral
swung his Sword, bringing it crashing
down against one of the immobile
chunks of rock. The blade snapped,
whinging wickedly through the dust
filled air and slamming against the wall.

"Trapped I " Jathral raged.
His eyes burning, his face con

torted with anger, muscles bunched.
the warrior turned away from the rub·
ble and away from the other members
of the group. Clutching the remnants
of his once-mighty Sword, Jathral
walked toward the stairs. He sought
the Wizard.

Ending Two: The Tunnel to the Left

The members of the oompany
trudged hesitantly down the empty
oorridor to the left. casting furtive
glances both to the front and to the
rear. The tunnel seemed to be growing
darker. the air becoming more filled
with the odor of decay. Jathral moved
ahead slowly. He motioned Navermane
forward.

"I do not remember this." he
said, pointing to the deserted celts that
lined the path along which they
walked. "You lied."

"No, I swear," the magician
pleaded, his voice a thin cry in the
inkiness of the tunne1. "Besides, you
all chose. AU of you chose together,
not just me,"

"Ah, begonel" Jathral shoved
Navermane forward, farther down the
corridor, The remainder of the party
followed stealthily, weapons held to
the ready, muscles taut in anticipation.

"Magicians1 You can't trust
them. ever," Jathral grumbled. "Airs
they always put on. Superior they
pretend to be. Naw, give me a blade
and Leather to bind myself and... ,"

From behind them came the
sound of drums, hundreds of drums,
thumping and pounding down the
passage. Everyone turned, startled. For
a moment only. the drums sounded,
deep. resonant. and timed, a sound
like the very earth rending.

Then it came, from ahead, a
surge of horns, screeching and blaring,
howling the defiance of the Morgs at
the stunned humans. They all froze,
terrified. So many. There were so
many.

The first to move was the Wizard.
From somewhere within himself. Na·
vermane found the strength to resist
the evil that confronted them. Stepping

forward and pulling thC"'sleeves of his
ragged robe back, Navermane raised
his staff and began to chant. Slowly,
inaudible amid the din that raged from
both front and rear, Navermane wove
his magic. With his motions, incompre.
hensible to the others, he carved secret
runic signs in the air.

And suddenly, in front of him,
the air itself came to life, a glowing,
churning maelstrom of color and
energy. Jathral stared in awe. The old
man had done it. Before them was the
ultimate weapon: a power of such fury
that none had ever heard it named.
The drums halted; the pipes fell silent.

From overhead came a raucous
rumble. The earth shook violently.
Jathral watched from the floor as the
ball of light and radiant ene'9Y 5J)read
out in all directions. Slowly. inexora·
bly, it moved, sweeping down the long
Ienth of the tunnel, lighting everything
in its path, bringing the light of day to
this netherworld for, perhapS, the first
time.

Then it stopped a few scant
meters shon of their foes. It halted, its
light wavering, dying. The tunnel
plunged into blackness.

"You missed'" Jathral screamed.
It would be only a matter of

seconds now, Jathral knew, before the
huge throng would be upon lhem. For
the magician's failure. for his miscalcu
lation, Jathrat's fury knew no bounds.

His eyes burning. face taut with
the strain of his anger, his muscles
bunched, Jathral turned away from
the others of the company and made
his way toward Navermane. Sword in
hand, he stalked the Wizard.

Ending Three: The Tunnel Straight
Ahead

The members of the group
trudged hesitantly down the central
corridor, casting furtive glances ahead
and to the rear. The tunnel seemed to
grow darker with each step. the air
becoming more dank and filled with
a necrotic smell. Jathral could feel the
presence of the Morgs. They were here.
But there was more, much, much more.
Here, lay evil, terrible wrong. Jathral
motioned Navermane forward.

"I do not remember any of this,"
he said, indicating the bizarre carvings
on the wall. "You lied. We have not
been here before."

"No, I swear." the Mage pteaded,
his voice a whine in the jet'COlored air,
"Besides, you chose. You all chose. It
was not my decision alone that we
oome this way."

"Ah, begone!" Jathral shoved
Navermane forward. deeper into the
black of the corridor. The remaining
party members followed stealthily,
hands cluth<;hing weapons. muscles
alert in anticipation.

"Magicians! You cannot count
on them. Neverl" Jathral grumbled.
"So smart and wise they think them
selves. Better than other folk. they
think. Naw, give me a length of steel
and Leather to wrap myself and...."

From ahead in the gloom and
silence came the sound of feet and
breathing, loud. strident, and very con·
fident. Whatever was ahead was huge.
Then Jathral heard voices. Morg VOices.

and he knew that this was to be the
last stand, the final test before they
carried their plunder to the safety of
the outside world. Jathral set himself
and walked forward.

For a moment he did not notice
the quiet form of Navermane striding
alongside him. matching his gait step
for step. The magicker was suddenly
alert. his eyes bright and fixed on some
distant object not visible to Jathra1.
The tip of his staff glowed in th~ dark.
a blue-white light that ached the eyes.

The creature's roar caught Jathral
off-guard. Something immense was
ahead, something Jathral had never seen
before, something he could not name,
something evil. In a rush, it came at
them, bellowing. Jathral stepped aside,
letting the creature pass. He knew that
mere steel could not deal with that.
But, for the filthy vermin wihich
followed the horror...ah, for them.
the steel was precisely the weapon.

Jathral sprang forward into the
midst of the Morgs. The sky resounded
with thunder almost like the sound of
gigantic voices; the ground shifted
violently underfoot. Jathral went
down but sprang erect again instantly.
To his side, the others came, Jamine
crying her war song. The Morgs hesi
tated, backing off. gibbering among
themselves. Jathral knew them to be
gathering courage for the final rush.

And it came. Dozens of perver·
ted, twisted little creatures raced at
them, screaming and howling. The
humans held their ground. Swords
flashing. voices raised in battle chant.
weapons wielding their deadly work.
For a moment, the balance seemed
precarious. Two of the humans wt!nt
down under the rush and died in
agony. The world shook, and the sky
roared, but, still. the brave band fought
on. And on.

Then, as suddenly as it had
begun. the attack eocled. Almost with
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THE

ADVENTURE

OF THE

DEVIL'S LUCK

BY

GERALD SEYPURA

Dnwn on the Carribean and a battered Sloop limping into Port Royal;
Main Mast cracked and her sails tattered. Aboard is her master, Edward ,.
Mansvelt, 8 free lance Pirate. A nurry of activity and ~he is warped into . .
her berth. her impatient Captwn eagerly making his way ashore after 8 ' '." ~
sulphurous blast at his First Officer to see that she- is repaired and fast.
He makes his way to the Brigantine "Devil's Luck" and his old friend Captain
Charles York.

"Ye say she made her way to Piper's Cove?" How sure can ye be with
the sightin bein' so bad 8S ye say? Oh, I'll grant that yc saw the Dons .,.
running 8 convoy through those waters; I'll even grant that the thing was
broke up by the storm. but to claim you know the berthing of any onc of
them with the seas that high; hard to credit.

Captain York was feeling amite feisty from too little activity and decided to
be a little obstreperous with his old friend.

"I followed her" yelled Captain Mansvelt ,'I most of the way, anyway, before
my main Mast cracked Bnd J had to come about. It's the only sheltered cove
around, the only one with any kind of port in it thot·she could reach. I told
you, her formast was at least as bad off as my main Mast and she'll be there for
two or three weeks at least. II Thumping his chair for emphasis, l\1ansvelt went on.
"Blast You. this is a golden opportunity. what are ye waitin' for?"

"Not a thing, old friend, you'll sail with us, will ye not? First Officer.
we sail with the tide, mkke ready. II

The ship is the Neptune: Captain Edward Mansvelt, last careened: 4 months,
Captain's LvT: 6 • Type: Sloop. Owning Power: Crew, Current Max. speed: 2,
Navigator's LvI: 4, Sailmasters Lvi: 4, Damage/Hit Points: 79. Cost of Repair: 50
Gold, Damage Status of Hull: -21 points, Damage Status of Sails: Cracked main Mast,
Damage Staus of Rudder: None. No. of Guns of Port (left): 9, on Starboard (right):
9, Crew on deck to board or repel boarders: 65, Casualties Suffered: 5 Sail handlers.
Letters of Marque: None.

Captain Edward Mansvelt: Skills: Master Gunner, LvI: 6, LvI. Bonus: ...2 Lead .•
HP, 32, STR, IS, INT, 16, Agility, IS, CON, 17, Luck, 12, Leadership, 17 +3 bonus
-20, Bonuses & Penalties: None, Gambling: Average, Election Table: +10%, to
Hit: +12% (Expertise), to Dodge: +12% (Expertise), Damage: Average, Weapons:
Cutlass, Pistol, Exp points: 40,000. Exp points to next LvI: 60,000.
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The ship is Devil's Luck: Captain
Charles York. Type: Brigantine. Last
Careened: One month, Owning Power:
Crew, Current Max. Speed: 3, Cap
tain's LvI.: 6, SwImaster's LvI.: 5.
N8vi~ator's LvI.: 5, Damage/Hit
Points: 200, Cost of Repair: 100,
Damage Status of Hull: O. Damage
Status of Sails: O. Damage Status of
Rudder: O. No. of Guns on Port (left):
Eighteen. 10 T. 8 Second. Starboard
(right): Ei~hteen. 10 T. 8 Second,
Crewmen at Guns: 3. Crew on Deck
to board or repel boarders: 89,
Letters of Marque: ENGLAND.

Captain Charles York: Skills:
Sailmaster. LvI. 6. LvI. Bonus: +5
Lead .• Bonuses and Penalties: Hitl
Dodge +10%, HP: 3~, STR: 171NT:
17, AGILJTY: 20, CON: 15, LUCK:
16, LEADERSHIP: 16, GAlI'IBLJNG:
12 • Election Table:

Exempt, to Hit: +10%. to Dodge: +10%. Damage: Average. Weapons: Rapier, Coach
Gun, Exper. points: 40,001, Exper. points to next LvI: 60,000.

Navigator Deacon Mowbray: Skills: Navigator, Lvi: 5, LvI. Bonus: lost on 6
only, Bonuses & Penalties: None, HP: 28, STR:14, (NT: 13, Agility:17, CON: 14,
Luck: 11, Leadership: 16, Gambling: 16, Election Table: Average, to Hit: +18%
(expertise), to Dodge: +8% (expertise), Damage: Average, Exp. points 20,000,
Exp. points to next Lvi: 5, DOL
Weapons: Rapier, Pistol.

Sail Master Henry Higgins: Skills: Sail Master, Lvi: 5, LvI Bonus:
Double turns, Bonus &: Penalties: Exper. + 10%, HP: 44, STR: 14, tNT: 23,
Agility: 14, CON: 20. Luck: 12, Leadership: 15, Gambling: Average, Election
Table: Average, to Hit: Average, to Dodge: Average, Damage: Average,
Weapons: Ropier, Pistol. Experience points: 22,000, Exp. points to next LvI:
3001.

Master Gunner Henri Rocheforte: Skills: Master Gunner, LvI: 5, LvI Bonus:
+10% Hit, Bonus & Penalties: HP + Damage +5, HP: 44, STR: 24, [NT: 14, Agility:
12, CON: 15, Luck:6, Leadership: 17, Gambling: -10%, Election Table: Average,
to Hit: Average, to Dodge : Average, Damage: +5 points, Weapons: Cutlass. Pistol,
Exp. points: 22,000, Exp. points to next LvI: 3.001.

Master at Arms Quicksilver Long: Skills: Gunner. LvI: 4, LvI. Bonus: +5% M
10% G, Bonus & Penalties: H plus 20%1 10% D 20%, HP: 35, STR: 18, INT: 14,
Agility: 23, CON: 17, Luck: 15, Leadership: 14, Gambling: Average, Election
Table: Average, to Hit plu,s 20%/+10%Fire Arm, to Dodge: +20%, Damage: Average,
Weapons: Rapier, Main Gauche, Coach Gun, Exp points: 7, ODD, Exp points to
next LvI: 1,001.
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Piper's Cove

1. Fisherman's Inn: Innkeeper-George Fontaine

2. Mayor's Residence-Herman Dasilva-Mayor

3. Temporary Forts constructed by the Crcw of the Fontaneda and
using her Starboard Guns.

4. The Fontaneda-a-Iarge merchant with 20 Guns. Hcr Treasure room:
has 80,000 Pieces of Eight in Plate.

Swivel Guns
These very short cannons were served by one man and they were used

prior to boarding or by the crew of a ship trying to prevent being boarded.
On occasion, they were mounted on long boats, in the bows, for small expeditions.
The usual charge for the Swivel Gun is 8 Musket Balls or even scrap metal.
Their 1'ange is the same as the musket. one hex away and the effect is the same
as the Coach Gun doubled. The Swivel Guns ond the :\luskets are fired simultan
eously Bnd the results are computed before boarding begins. The effects are
computed as the Main Guns and the casualties will be computed as per the
Grape Shot Rules except that the casualties are only on third of Main Gun Grape
and the points necessary to effect are tripled. For each six points of damage,
one Cannoneer and one Musket/Pike Man may be killed with 25% chance of killing
a Gunner's Mate.

The ship is the Fontaneda: Captain: Deigo Velasquez, Type: Large Merchant,
Last Careened: 1 week,Owning Power: Spain, Current Max. Speed: 3, Navigator's
Level: 5, Captain's LvI: 6, Sailmaster's LvI: 5, Damage/Hit points: 220, Cost of
Repair: 120. Damage Status of Hull: 20, Dama~e Status of Sails: Foremast demounted,
Damage Status of Rudder: 0, No. of Guns on Port (left): 10. Starboard (right): O.
Crewmen at Guns: 3, Crew on Deck to board or repel boarders: 30, Casualties
Suffered: 5 Sail Handlers, Letters of Marque: N/ A.

. ... _....~
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MERMAID MEMORIES
Dedicated to Sharon

A cool breeze sailed over the waters,
As the waves lapped at the shore.
A woman was standing on the sand,
She swore she'd been here before.

She couldn't remember how she did arn've.
Just before break of day.
Diam's moon was sailing across rhesley,
Glisrening upon the bay.

Just then! In a moments notice,
The moon seemed, the sun to laugh,
The woman looked down upon herself,
And saw what once had passt!d.

No longer was she human,
For her beautiful legs,
were transfonned, a Mermllid's Tai/l
She cried, "Oh God," she begged.

But God smiled upon her,
Said, "Woman, whar's done is daM.
Do not disgrace yourself,
Accept what you have become. ..

She fell to rhe ground,
"No, this cannot be. ..
She longed to be free,
'was drawn to the sea.

The airy waves rushed a friendly greeting,
Hesirantly, their fragrance she did breathe,
And was awash in splendid emotion.
At last fortune decreed her to be freed.

No longer was she fearful,
For her hean had cleared.
She looked up at heavenly hosts,
Bade a farewell dear.

The waves, the Mennaid did embrace,
Knowing that she now belonged.
A pre-known joy did fill her heart,
With a long forgotten song.
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Grundarrak
by Paul W. Vinton

Number Appearing 1 ·2
Number in Lair 6 -10
Hit Dice..... _ . 1DB males,

106 females, ~D6 young
Number of Attacks 3

or by Weapon used
Damage/Attack...Bite: 'hD4

Pummel: 'hD4
Pummel; 'hD4

Speed Above Average
Agility. _ Average,

Very Dexterous Manually
Size Small
Alignment.. Lawful Neutral
Annor Type Leather

and/or Padded
Percentage of Females •. 30%
Percentage of Young ... 30%
Intelligence Average
Gestation Period. 12 months
Grouping Name..... Family
Food Eaten ..Small Animals,

Grain, Nuts, Berries
Psionic Ability .. Low to Nil
Magical Resistance ... Above

Average
Special Abilities ....Natural

Blending
Languages Spoken .... Sign,

Common, Own Dialects
Weapons ... Hand Axe: 106

Shortsword: 106
Pick: 106

Hammer: 104
Short Spear: 106

Family group of six seen
Three ambushed corpses

found
Long distance solitary spot

ting
Village of 39 noted by a

Aangar
Solitary spotting
Two males spotted
Village of 43 found and

traded with
Male found in bear trap
Family group of 4 spotted

on trail
Male encountered on trail
Family group of nine seen

in hills

Campaign Map Nine, Hex 3824
Campaign Map Nine, Hex 4014

Campaign Map Six, Hex 3902
Campaign Map Six, Hex 5217
Campaign Map Nine, Hex 3518

Campaign Map Nine, Hex 4114
Campaign Map Nina, Hex 4605

Campaign Map One, Hex 3324

Campaign Map One, Hex 3216

Campaign Map One, Hsx 0514
Campaign Map One. Hex 2802

The above can be used by a Judge for his/her campaign
or can be thrown in various spots on the maps as rumors.

shafts are driven for the forges which use charcoal in order
to produce next to no smoke. They will put up s fierce
fight, if forced to, with their Hand Axes and Short SWOfds
as well as a scattering of mining tools. Each Grundarrak is
a semi·skilled Magic User of sorts, with spell types mostly
used being those of concealment type magic (Fog, B/ending,
etc.). Some progress has been made in other areas of magic
use such as Healer and Animal and Plant Communication
type magic. Not much other magic is known or used.

Grundarrak have been sponed in the following
Campaign Map Hexes:

The Grundarrak are small
and hardy folk encoun·
tered mainly in dark forests
and lonely hills. Their
origins are shrouded in
mystery; some claim that
they are the remnants of a
once proud and rich race,
and others retort In kind
that the Grundarrak were
the slaves of that race who
rose in rebellion,destroyed
their masters, and, in time,
dwindled in numbers and
knowledge. Low browed
and shan, averaging 4' 8"
and weighing around 90
pounds for the males,
4' 3" and 75 pounds for
the females, a typical
family group runs 3 - 4
males, 2 - 3 females, and
1 . 3 young. Dark hair and
dark complexions are pre·
dominent, most males have
facial hair grown also.
Dark and stained leather
jerkins and sl<insare favored
dress along with breeches
or leggings and loincloth.
Grundarrak generally run
barefoot. Originally wood
cuners and charcoal bur
ners in addition to being
master scroungers, espe
cially of metal items, they

are now budding metallurgists and are getting more skilled
day by day. The Grundarrak are very skilled at concealment
and are very rarely surprised. A typical lair is often a natural
cave system with a well hidden entrance and several exits/
lookout posts. If no caves are available in an area, an
underground tunnel system would be dug with rooms for
each family and work group. Entrances would be situated
under a large tree or in a pile of boulders. Ventilation
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Verdans
by Paul W. Vinton

members of the species. This link is not constant and di·
minishes over distance and time. Another use of Telepathy
is that used between a Verdan and her mount. a large bird
called an Okrik, very similar to an ostrich except having
dark hairy feathers, HO: 2, Armor Type: Padded. Speed:

Rubble Rousers tive in
piles of rocks created by
cave·ins and collapscs in
dungeons and caves. They
are about 12" tall with
powerful arms reaching
to the ground. Although
they have very keen
hearing and sight (infra
vision), they have no
sense of smell. They are
covered in grey. scaly skin
completely devoid of any
hair. They are not carni

vorous, subsisting on lichen and other plant life growing in
the dark. moist recesses of deep dungeons and caves. Not
aggressive, they will, however. fight fiercely if cornered. Al
though they are not at all dangerous if not attacked. lhey
can be a nuisance because their high-pitched chattering
when disturbed may bring larger, more dangerous monsters
into the vicinity to investigate. If attacked, they use rubble
rocks as weapons to throw at attackers. or. if close enough,
they will bite any exposed flesh. Given the chance. however,
they will flee any intruders, and they are particularly good
at escape because they run very fast and can conceal them
selves extremely well among the rocks and in the nooks and
crannies of their natural habitat.

Surprise: ., ,." .1·4
Hit Dice: , , , , . ,2
Move: , ~BO'/minute

AC: " 4
Attacks: , , .2
Damage: ......•. 1 . 6 each

(Bite 1 ·3)
Number Appearing: . , . , .1 - 8
Number in lair: ,1 - 20
Frequency: ., Uncommon
Intelligence: ......•...low
Alignment:_ , Neutral
Size: 12" tall

Rubble Rouser
by Oebye Pruitt and Scott Fulton

Very Fast. Verdans use a RapierlDagger combinalion as
they are ambidextrous. and for mounted combat use Self
Bow and lance. They speak with a sibilant whisper. and
can communicate with humans and humanoids with hartly
any problems. Verdans and other felines lie. Great Cats)
get along at a distance, can communicate with each other,
but prefer not to IGreat Cats cannot understand slavery}.
Magic use is thought of as unwomanly, and charms are
muttered against practitioners. However, any help is usually
not refused and benefactors are amply rewarded. Most con·
tact with Verdans will usually result in enslavement or
death for those who wish to try without a spokeswoman.

Verdans are wilderlands
roaming nomadic Amazo
nic Warrior Hunters. They
are feline in origin. which
makes them even more so
independent and they keep
the males of their species
as slaves only who take
care of the young and the
daily basic chores. Each
Pride is nJled by the
strongest warrior woman.
in coojunction with the
advice of ~der revered
matriarches. The Verdans
range from 5' 4" to 6' in
height and from 90 to 150
pounds in weight, being of
a sinewy build. The males
have basically these same
characteristics also. but to
throttle any attempts at
resistance are kept shackled
and sometimes muzzled.
Fur coloration range from
light tan to black, fur
texture being kept soft by
constant cleaning. A Pride
averages from 21 - 28
females, 10 . 14 males,
and 15 . 18 young, An un·
usual feature noted among
the Verdans is a limited
Telepathic link between

Number Appearing _4 - 8
Number in lair 30 - 40
Hit Dice..... lDlO females

1D6 males. 1D4 young
Terrain Appearing In ..Plains

and Scrub
Number of Attacks 3

or Weapon used
Damage/Attack ... 8ite: ~04

Claw: ~D4
Claw: ~D4

Speed 15+. Very Fast
Agility __ .. 14+. Agile
Size _ Man Sized
Alignment lawful Evil
Armor Type leather

and some Mail
Percentage of Females ..50%
Percentage of Young ...30%
Intelligence Average
Gestation Period .. 6 months
Grouping Name Pride
Food Eaten Strictly Meat
Psionic Ability limited

Telepathic
Magical Resistance.. Average
Special Abilities ...Tracking
languages Spoken, .. , Sign,

Own Dialect, Common
Weapons .....Rapiers: 108

Oaggers: 1D4
Self Bows: 1D6

lance: 1010
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(continued from p. 83J

out thou~t, the remaining humans
raced toward the light that was visible
down the long corridor.

"The Wizard'" Jamine shouted as
they ran.

"Forget him," Jathral replied.
"Runl"

The sky raged and the earth
rumbled again. From behind the fleeing
humans came the sounds of a titanic
struggle. They did not care. They had
their booty, the treasure they had
risked their lives for, and freedom lay
just ahead. They raced on, into the
light of day.

Then the sky broke apan and
the gods spoke.

"Nice game."
"Yeah, it wasn't bad. You've got

a great dungeon there:'
"Well, you did get three out.

That Jathral, he's a tough character. I'll
probably see more of him in the fu
ture."

"Probably, but I did lose my
Wizard."

"Yeah, but, against my Balrog,
wnat did you expect? I thought it was
a nice touch, leaving him for the end:'

"Not for my Wizard, it wasn't."

Jathral felt the world rise up and
begin to tilt over. He was falling down,
down into a dark hole. And there he
lay, along with Jamine and the others,
waiting until it was again time to play.

.-r.>.-r.>.-r.>"""".--t
(continued from p. 21)

assist the Judge in integrating the planet
into their own active campaign. Gener·
ally, several more mini·scenarios are
given to maintain the player's momen
tum. Planetary Guides may also contain
additional playing aids such as Tancred's
15mm cardstock plans of annored
fighting vehicles as well as an entire
detailed mercenary regiment to make
use of them. Each Planetary Guide
contains a large scale map of the planet
giving extra geographical and c1imatalo
gical detail. Frequently these maps are
of immense wall p:>ster size, a full
22" x 34" in extent! More of the
Planetary Guides will be released, each
selected to enhance an ongoing campaign
or serve as the start of a new one, and
all set in the fantastic Gateway Ouadrant.

Further explorations into the
fascinating Gateway OJadrant continue
in the next issue.

(continued from p. 11J
is in question here. Why do people like
Gary North seriously fear that fantasy
gamers may slip over the edge into real
demonism? Perhaps it is because North
and Company are already on the same
wavelength. They believe their own
beliefs in an essentially fanatical way,
in a way that takes everything dead
seriously. In other words, they take
everything else as literally as they do
the Bible_ Thus, people like Gary
North, and not the players, are the
only ones who will ever find real
demons in Dungeons & Oragonl tm.

The views and opinions expressed
within this article are those of Dr.
Raben M. Price. We, at Judges Guild,
are proud to present a forum where our
readers can express their views unhin·
dered, as is consistent with the Jaws of
this great country. If anyone cares to
comment on this or other subjects,
please 2nd all letters/articles to:

Imperial Pt9UUS
1221 N. Sunnyside Rd.

Decatur. III. 62522

If you are a subscriber, look for the PEGASUS issue logo in
ads appearing in each PEGASUS. When an ad includes the
issu!!lQgQ, GUllDMEMBE RS get 10% off the retail price of
any item in the ad if the item is ordered from JUDGES
GUILD. Your GUllDMEMBER BONUS for each issue will
be good for one (1) month after the issue date of that
PEGASUS. Be sure to state that you want your GUllD
MEMBER discount and list the issue and page number on
which the item appears in addition to the regJlar ordering
info.

13
anb 101'11,,4 ID1'tnganll

~~~~~~~~~~~~~~~

(continued from p. 22)

Games Workshop ltd. has just released the White
Dwarf No. 26, featuring a prize-winning Traveller tm
scenario, Amber to Red ($3.001.

Manzakk Publishing, Inc. has Adventtlre Gaming
No, 5 (Volume I) for us for only $3.00. It features three
articles on the game, Titsn, and a "how-to" article about
Space Invadersl

The Merchant Master has collapsed in the square
from his exertions, but, fortunately, that is all for now. From
the Merchant Master, the hairy guy in the stocks, and me:
A very Merry Christmas and a Happy New vearl

1/1, 93 pegasu,£!...
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CRYSTAL BALLBealtmarter Safari Ships
by Stefan Jones. A new Safari ship for alt you TraYet·
ler tm Hunters out there. Explore the galaxy and
hunt for rare trophy, on the Beastmaster. Included
are complete deck plans, Operation, Customer
Availability, and Internal Details.

Copy.l,hl Itt, tly JUd,U GUild, Inc., R. R. a, Bo~ 9. 1221 N.
sunnyslae Ra" DC'C,lu', IL. 62522. Prlnled In Ihe USA.I All RllInu
Re_v.o. Tn. Pe,uulis o ...n.o .nd IlUtllllhea Blmonlhlv by Jua,.,
Guild, Inc. No A'ilci. a.lnl.a n•••ln II Olnul 0' Appro...a tor UM
... llh 'ny oll"e .ulu sYlleml me''>llon~

Min;'Scenatios
Two new scenarios dealing with game systems that
have not appeared before within these pages. We pre
sent a Bunnies and Burrows adventure, "The Jack·
rabbit's Lair." Bunnies and Burrows is based on the
classic novel. W.tership Down. Then, we have a
scenario based on The Fantasy Trip rules system,
"The Caves of the Goblin Lord." And, as a special
treat, we have David F. NaUe's adventure, "Blood
Tribute." Judges Guild and Ragnarok Enterprises are
very proud to bring this extrll-ordinary adventure to
youl

C"lrKte" ,ape"in, In 11111 m'!luln. ". fletlon,!. Anv slmll"Uy
Del.....n lnem ,na ,ny Klu,1 pe'~M, I1ving o. Ge,d, b au,.lv
CQlncldent.l. Tile Vl.wl ••o.UHd In Hlb ml9lzlne "e lOl<Iy thoM
of lh. w.lt.n ,nd dO nol ,.flecl I". vl<lws of Jua'itl Guild, ItIC.

Uoon putlllc,llon 01 ,ny ,ovettllem.nl, MIl. ,eloonsltlUltv to, ,ny
,nO,II ContrKII ,na '9.....m.nll e~p.eued0' Implied, r.lll whh Ih.
'dv••tll.... J"dt.. Gulla. 1M. ,numes no '.~Mlbility to' ,ny
lou.s o • ..,nfuUllled '9fHmenU of ,nVltlno.

T"e followln, "mel If. cOOV.I,hl.O tly 111.1, .especU..e m,nufIC·
,,,••,,: R"n.qunl tly CHAOSlum:TIl. A,Ouln G.lmoln tIV G,lmolr.
G,mel; Tunn.Il &. T.olll ,na Monn.r.' Monlt.nl tly Flyln, 9ull,lo:
Empl•• 01 th. P.I,I TIl ...n. ,na Sup.,h••o 2044 tlV G,mnd.nce
co.p; T"..elle. ,nd En G"Oel by G,mel Dell,nen' workillop:
enl... l,y .nd SO,u,y, SlInhipl ,nd Sp,cem.n, VilI.lnl ,nd VI,I.
I,nln, ,no Bunnlu ,nd 8"rrow, by F,nluy G,me, Unllmlted:
Top S.cr.t, Oun,.ono &. O",onl, Adunc.d Oun,.Onl &. O",onl.
<Ina M.llmo,pho,h Alph. tlV T'Cllul 5tuOI., Ruin: Ad...nlu,n
In ".nlny oy AO....nlurfl G,mes, Inc,

Morrow Project Report
Weaponsmith. Bill Pixley. describes weapons made
outside the United States. Detailed are weapons from
Canada, Argentina. Brazil, Mexico. and the Dominican
Republic. The United States is invaded by foreign
arms in the next installment of the "Mo"ow Project
Report:'

Showing Your True Colon
by John Mortimer. Exploring the realm of Skull and
Crossbones, John brings to us 8 discussion on Pirate
Flags. Everything you always wanted to know about
Pirate Flags but didn't know who to askl
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JUDGES GUILD ANNOUNCES
DRAGONQUEST GAME-AIDS ,

•
NEW forUniversal

City State

Campaign

Game aids

TERROA BENEATH THE CITY STATE

Danger lurks belowl Beneath 1he City State
of fhll Invincible Overlord lies a maze of
ttlnnell and sewen populated by criminals,
fugitive5. end 8 host of strange creatures.
This massive product includes many NPCs,
multiple undergroulld areal to be explored,
and sevenll new monslen. Terror Beneeth
the City Sut. is en absolute mUll for any
one CBmPlligning In the City State.
JG 0860

DragonQuest

AZURE SEA FALCON

Make a fantastic quest for II rllre item which
Involves a perilous journlly o'er land and sea
to the rugged crngs of the Rookeries, This Is
8 chellenging Initial adventure to start
beginning players into too amazing world of
O"'90nQum. This sc:-enario contains three
completely detailed villages, numerous cha
racters, new monsters, encounters, carallllns,
bf'igands. merfolk, pirates, and much, much
more, This continuing campaign module
from Judges Guild is creeted and approved
for the Frontiers of Alusie from Oregon
Q"~

JG 0880

STAR SILVER LODE

High in the Barren Hill, o'er the Fells of
Valusna. it is rumored, lies tho fabled Ster
Silver Lode, Now, with danger threatening.
your Dwarven Clan has !lent you and your
$!Wen stoul-hearted friends to seek out thet
hoped-for treasure lode. Can your party but
return with enough Star Silver, the cunning
smiths of Ihe Clen will forga luch mighty
weapons that your Clen will heve an OV$!"'

whelming adllllntllge in the threatening
liIrife. Go quickly. nowl The cry of Ute
Raven on the night wind waml that the
enemy may al'o have heard of the lode and
be, even now, stealing il awayl Set in the
Frontiers of Alusia campaign map. this 32
page adventure s<:enario provldeli new mon
ners, encountllf1i. end wggested player
charac::ters el well lIS a IUll98ned new skill.
Designed and epproved for use with Oravan·
QUII$I.
JG 0930

PlUM 'dd $1.00 for Po". and H,ndling
.nd $1.40 for C.O.D.

11I",olS R,"d,nh.cld 5% ,..

')

WASPWINTER

by W.lter and Oorothv Bleduw. High
adventure In the fer future as Space Piretes
scourge the It&rlenos. Vicious Mind Control
DevicllS enslave hilpless captives. The Pi... te's
Starbase and the entire planet ofWespwint8l"
are detailed for play. Five subjllCt raclll ere
tined, along with ell encounter tables for
the life end land of the plenet. Contalos e
32·page book with 22" x 34" color map of
the planet. WltSp'Winter Is another of the
.kldges Guild Planetary Guide series created
end approved for use with Tr....U.r tm.
JG 0940 $5.98

1/--

JJurageg (&uUb f)
R. R. 8 Box 9 1221 N. Sunnyside Rd. '- 1./

Decatur, IL. 62522 Ph. (2171422-1930 -,

r Judge. Guild Announce.
\.__ FREE 88 Page Catalog !

'\

Y Latest
~

~ Traveller

~ Release
~

by Edw.,.d R. G. Mortimlll'. This 48-page
Unlwrlal P1ayaid details the rich DWlINen
Mine which lies just outside the ....0115 of the
City State of the Invincible Overlord. The
City Slate is alille with rumon: of the strange
happenings deep within the Glory Hole.
Something is going on down there· is it the
discovery of onc;lent CIItllCOmbs filled with
the artifl!lCU of IIl0ng-dead civilization? Is it
• power struggle between tha Overlord and
the OWlll"VeS over the control of the minll? Is
It a grudge mateh betwelln OWlirven end
norl·Owarven miners over the division of vast
treasures that have been found? II it an
influx of creatures from without? Is it an
Influx of crut\,lres from within? Is it an
Influx of creetures from another Plane? Is it
the discovery of a lost Gnomish mine
adjacent to the Glory Hole? Can all of the
preceding qUlltions be answered by an
emphatic "YESI" Ventu~ Into the Glory
Ho~ Ow......en Mira, If you dare, and find
out how you can turn these events into
adventure and richlll bevorld your wildllt
maml!
JG 0800 $3.98

GLORY HOLE DWARVEN MINE

Pl_ add $ 2.00 for Postage .nd Handling
and S 1.50 for COD

Illinois Rasidents add 5% tell
Juilgts <&utlll

9S Pegasus 
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O_tur. IL. 62522 - 9109 Ph.121?1 422·1930



iubgts ~uilb

.... Mnd cheek or rnonllV order.
Don" -.cI dlhl U.S. CUfT&nCy only1

BULK RATE
U. S. POSTAGE

PAID
PERMIT _275

UECATUR, lL Inn

Ewrt tvwo mondts. you w.1t ,..."..
3:Z~C~~AchM·

tu.. • l-'ing the w., to m. ........
tic .u-a.... a..Int ondudKt In
~.84 ..... F~N
sa.nc. F~ 0-"" M ....
packed full of ntonnat_ AnklIII.
ptey AidI, R....... and Ad'a'''.
e~ng ,II aspec;u or a.n.. -.d
R. PIIIv.. A total of 98 pIglIt of
F ~ for t .... L_
Quld __ R.. of only $15.00.
V.'!

SI'.,....
. SUi

'20....
.300

R. R. e, Box 9,1221 H. Sunn'flid. R_d
o..tur, IL. 62522 -8709 Ph. 12111 422-1930

WHY FIGHT OVeR THe peGASUS'•••

BECOME A GUILDMEIIBER AND RECEIVE SIX CITY STATE

CAMPAIGN INSTALLMENTS
EVERY YEAR /

o • ' .... Sn' l$:ItDII

UlJAPOIFPO
1uI11 ...te . . . . . . • . . . • • None
Ftnta- . . . . . .. . ... '8.00

c..-
Pint ea- . . . . . . . . . . . . 18.00
ltda-. . . . .. .. . ......so-AIr~ . .. . •..•... 130.00.,,..M.iI... .. . .. 11.00

LIM lube -.xl 1 y.-s appropriIte-

....... CMr......'tn {Jlls ,Pw'_

v iN_ bimonthly pW.,...
Df" lehdeIignKI I.Ry for-- --

...._-
1~ .
2' .
S ...-..--
,.,.,..
!y .
I,.. .



#6

FEATURES:

BLOOD TRIBUTE by D.vM r. N.II.

RULES FOR KAISSA: Gorean ChessbYP,uIElkrn~m

FANTASY INSTALllotHNT:

THE AZURERAIN

PIRATES
by R. J. Baier





·-•··•
•

•

,
,

,

•

·•····

··

··

··

ISSUE LOGO

Bob Bledsaw

Paul Vinton
Edward R. G. Mortimer

Roger Harvey, Mark Hofmer, 13
Debye Pruitt. LindSilY smith,

Tami Smith
Rick Houser, Jerry Taylor,

Penny Gooding, Joseph Wcingarxl
Dave Sering

IMPERIAL

ISSUE SIX

TABLE OF
CONTENTS

~~~~~~

.IJ. '1NEW GUI LDMEMBER BONUS
~,

ART
Rick Houser. Front Cover
Mark flolmer: Front Cover Color
Kevin Siembeida: 35. 36, 39, 40, 42, 43, 44, 49, 50, 52.

54, 55, 56, 59
Ken Simpson: 18. 19.41,44,49,50,56,69, 75, 91
Erin McKee: 17,34.39,66.67,68.72,82.87
John Mortimer: 16, 17. 18.87,88,90,92
Pau/Jaquays: 13. 19,28,66
Russ Steffens: 61, 19
Ed Perry: 34
Mel White: 62
J. G. Staff Composite: 30

Publisher:
Editor in Chief:
Editor:
Graphics and Layout:
Typing and Composing:

Staff:

COLUMNS
Hone Feathen by Edward R. G. Mortimer 4

The editor babbles on. ..

Stroll Through the Marketplace
by 13 aoo Joseph Weingand .......••.........7

More new releases!
The Vile File by Will Fault 8

Escape!?
Morrow Project Report by Bill Pixley 9

Detailing a continued influx of foreign arms!
Gateway Quadrant by Dave Sering 12

Traveller tm aids and Rumors from Ley Sector
Hanging Out in the City State

by Edward R. G. Mortimer......•........... 16
Suggestions for using Judges Guild play-aids

Screen Sames by C. J. Henderson 20
Comparative review of 1981's Science Fiction iJnd
Fantasy Movies

Magik Tomlls by D8bye Pruitt and C. J. Henderson .... 25
Three new releases reviewed for you

From the Horse's Mouth by Rob Greenberg 89
Computer game reviews

Convention Compendium. . . . . . . . . . . . . . . . . .. 90
Get ready to pack your bags and take a trip!

Town Crier 92
Comments from our Readers

FEATURES
Reader Survey 5

Looking for your response!
Caves of the Goblin Lord by Dan Goodsell 27

A Melee/ Wizard adventure for beginners!
Beastmaster Safari Ship by Stefen Jones 29

A new ship design for Traveller tm Hunrersl
An Index to Arduin Grimoire Magik

by Joseph O. Alford 66
Put an end to time-consuming searches through

thrr!f! voillmes with this all·encompassing article!
Jackrabbit.' lair by Oaniel J. Maxfield 69

Especially for Watership Down enthusiasts!
Rules for Kaina: Gorean Chen by Paul Elkmann 71

An otherworld chess systeml
8100d Tribute by David F. Nelle 73

Beginning adventure from Ysgarth,f

Seatrade Guidelines by Tom Jones 84
Sea Merchants, Ahoy!

Showing Your True Colors by John Mortimer 87
Pirates off the port bow (and how to tell them
apart)!

I'm Starvingl by Mark Tarkington 93

Livingoffthefandin FRP

GUllDMEMBER 32 PAGE INSTALLMENT
The Azurerain Pirates by A. J. Baier 33

Explore the lair of the Riwr Pirates of Taranrisl

~~~~~~~~~~~~~~~

3 P.egasus



Ed, the Editor

Now, to get to some seriou~ stuff: in this issue, we
have includtKi ~ Reader Survey. It is very important to us
that you take the time and effort ro complete this form and
return it. We want to make the Imperial Pegasus the best
maga~ine 0" thB market, but we need your input to do this.
We must know what you want in order to give it to you, so,
please, use tM Reader Survey.

We are proud to welcome a new contributing anist
to our Guild. Russ Steffens; check our his art on pDg8 19
and in the Guildmember Imtallmenl We hopB ro won have
8 few covers done by Russ, as well as other material, both
In this m8f}8Line and in other Judges Guild producrs. Keep
your eyes peeled for morB of Russ's excellent artwork in
futurf1 releases.

Lastly, we are going to bfJ putting together a science
fiction issue very soon. So, if you hilve iIfly good sci·fi
articles, scenarios, or whatever, don't hesitatfl to Siffld thf/Tn
in to us.

Willi, that's about all for now, $0, until next time. ..

Pegasus 4

Ragnarok Enterpriset
1402 21st St. NW

Washington, DC. 20036

Greetings once again. We havtJ a Io"ery Imeresting
Issue for you, and I hope you enjoy it. C. J. Henderson has
given us a review of the fantasy and science fiction movies
of 1981, and hfl has somfl commMts of worth that you
should read before planning to see them (whether at the
movies or on c8ble TV). C. J. also bn'ngs us a review ofan
hilarious sri-fi novel by Douglas Adams, A Hitchhiker's
Guide to the Galaxy, a book all good $()#ICe cadets should
own.

As a special treat, Pegasus, and Ragnarok Enter
prises have combined efforts to bring you David F. Nalle's
adventUffl, Blood Tribute. Blood Tribute is a scenario for
use with TtM Ysgarth Rula System, a nflw FRP systflffl

sc:hedulfld for relfIdSIJ on March 17 of this year. The Yl98rth
Rule System is an expanded version of the New Ysgarth
Rules which have been availtJble for some time from R8g
narok Enterpris8t.

I think a few words should be said about Ragnarok
Enterprises because I rhink thtJy are an upvnd-eoming FRP
game company. They publish a wry good fanzine called
Abyss which, I understand, is to be expanded in the wry
nesr fUlUTf!_ Abyss always has some wry Interesting articles
on FRP, and anyone interested in obtaining a copy or sub
5/Cription should send an inquiry to:

EDITORIAL
by Edward R. G. Mortimer

A catalog of all their releaset should also interest a/l you
serious garners out thflre and can bfJ obtained by writing to
thtJ above address.

Debye PruiN, one of our \l'8ry own JG people, has
presented us with a very good review of an FRP/horror
nowl by John Coyne called Hobgoblin. 80th the review
and the book are very intBf'f/sting reading.

This issue also Includes rules for Gorean chBSS adap·
ted by Paul Efkmann from John NormiJl'l's Gor series of
fanrosy novels. An interesting vsriant to "normal" chess.
this might M the start ofsomething big.

----------------



READER SURVEY ~t2
~~.

•

We have often communicated with individual readers as to what they W¥lt to see in our magazines. But we feel that this
method of gauging the wants of all our Guildmembers and readers is Illss than perfect.

What do you think of our magazine? We want to know, and here's how you can tell U5. This Is your opponunity to tell
us what we're doing right or wrong. Please fill out the Questions you want to anSW1!f and skip the ones you don't. Everything
we can find out from you will help us to serve you better. If we don't ask for something that you'd like to tell us, please add

it on. We'll read it all and act on it.
You may copy this page or cot it out (please don't tear it out) and send it to: The Imperial Pegast.ls. 1221 N. Sunnyside

Road. Decatur, IL 62522.

Al Check those features of The
Imperial Pegasus that you look
for in an issue:
11 Articles on role plilying

al Fantasy Role Playing
b) Sci Fi Role Playing
cl Other Role Playing

Systems
d) Fantasy Games
el Sci Fi Games
f) Other Games

2) Fictional short stories
3) Artwork
41 Convention listings
5) Columns:

a) Horsefeathers (edito
rial)

b) Town Crier (letters)
cl A Stroll Through the

Marketplace (review)
d) Gateway Quadrant
el Hanging Out in the

City-State
t) Comics
gl Magik Tomes
h) Screen Scenes
il Booty List

B) Where do you obtain your copy
of The Imperial Pegasus?
1) Subscription
2) Friend's Copy
31 Wargame or Hobby Store
4) JUdges Guild CatlUDg
51 Other (please specify)

CI How did you hear of The 1m·
pertal Pegasus?
1) Judges Guild Catalog
2) AdvertIsement
3) Saw it in a Store
41 From a Friend
5) Convention
6) Other (please specify)

D) Would you like to see a regular
question and answer rolumn in
The ImPllrial P~us?
1) Yes
2) No

E) How many people read your
copy of The Imperial Pegasus?
1) One
2) Two
3) Three
41 Four
5) Five or more

FI What kinds of articles do you
look for in a gaming magazine?
1) Computer Gaming
2) Fiction
3) Fantasy Gaming
4) Board Gaming
5) Game Reviews
6) Play by Mail
7) Factual Information
8) Other (please specify)

GI What other magazines do you
read often?

1) Ares
21 The Dragon
3) White Dwarf
4) Journal of the Traveller's

Aid Society
5) The Space Gamer
6) The General
7) Moves
8) Fire & Movement
9) Strategy & Tactics

la) Sorcerer's Apprentice
11) Flying Buffalo Quarterly
12) Wargamer's Digest
13) Games
14) Fantastic
15) Galaxy
16) Omni
17) Heavy Metal
18) Fantasy & Science Fiction
19) Alarums & Excursions
201 Wild Hunt
21) The Lords of C~os
22) The Apprentice
231 Different Worlds
24) History of Wargaming

Quarterly
25) Other (please specify)
26) Other (please specify)

H) Age?
1) 10·16
2) 11·20
3) 21 - 25
4) 26 and over
Sexl
1) Male
21 Female

J Education:
1) Less than 9 Years
2) 9th - 12th Grade
3) Junior College
4) College
5) Are you still a student?

a) Yes
bl No
c) Full Time
d) Part Time

K I Occupation?
L) Personal Income Yearly?

11 0·5.000
2) 5,000 - 10,000
3) 10,000 - 20,000
4) 20,000 - 30,000
5) Over 30,000

M) Classify your Home Environ
ment:
1) Urban
21 Suburban
3) Small City
4) Town
51 Aural

NI On the average, how much do
you spend monthly on games
and game-related materials?
1) Less than S 10.00
2) 510.00 - $25.00
3) $25.00 . $50.00
41 $50.00 and over

0) On the average, how much do
you spend monthly on Fantasy
and SCience Fiction materials
such as books, movies, and con·
ventions?
1) Lessthan$10.oo
2) $ 10.00 - $25.00
31 $25.00. $50.00
4) $50.00 and over
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2) No

5) 00 you like games:
1) Boxed
2) Zil>-Iocked
3) Plastie-wrapped only

T) What size game-aids do you like?
1) 16 Pages
2) 32 Pages
3) 48 Pages
4) 64 Pages
5) 80 Pages
61 Over 80 Pages

U) Would you like to purchase pos
ters of any of our covers or other
an?
11 Yes (please specify)
21 No

VI Do you feel The Imperill Pegasus
is over·weighted In some areas?
11 Yes (please indicate which

ones)
0) Reviews
b) Advertising
c} Columns
d) Fiction
It) Art
fl Installment
9) Other (please list)

00 you belong to a formal
gaming club/society?
1) Yes
2) No
Do you belong to an informal
gaming group]
1) Yes
2) No

Is there anything else you'd like to say about our magazines. products, and servioes?

What kmds of games or game aids
would you like to see from
Judges Guild?

1) Fantasy Games
2) 0&0 Play-Aid
3) AO&D Play-Aid
4) Runequest Play-Aid
5) Chivalry & Sorcery Play-

Aid
6) Tunnels & Trolls Play-Aid
71 Traveller Play-Aid
8) Superhero 2044 Play-Aids
9) City-State Play-Aids

a) Wilderness
b) Universal

10) Empire of the Petal Throne
Play-Aids

11) ViII, ins & Vigilantes Play
Aids

12) DragonOuest Play-Aids
13) Other (please specify)

Thanks for your timel If you hIVe anything else on your mind. please don't hesitate to write to us!
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A Stroll Thru the Marketplllce

Greetings, fellow adventureB. This issue's stroll brings
many interesting treasures to light. But, before I describe
these dazzling artifacts, let me remind you that all of the
items featured In this column are readily available from the
Judgel Guild retailltore - juncome in and ask the Merchant
Master for them or send for them via our catalog.

Now, we vi_ the new releases,
First, from Judges Guild, we have several releases.

'Nraith Overlord, subtitled Terror Beneath the City·State, is
an extensive adventure within the sewers and dungeons below
the City-State of the Invincible Overlord. A product that
has been long anticipated, Wraith Overlord contains many
hours of hair.raislng adventure. An absolute must for all
City·State campaigns, Wraith Overlord is a Universal pro
duct designed for use with most fantasy role-playing sys
tems.. Wraith Overlord is designed by the Judges Guild staff
and retails for $12.00_

JUdges Guild has also released a flurry of Dragon·
Ouelt tm play-aids. There is Magebird Ouest, subtitled
Ouest for the Azure Sea Falcon, by Dave Sering. Magebird
Ouest deals with a group of beginning DragonOuest tm
characters on a journey to retrieve a very rare avian for a
Wizard'sexperiments. Thisadventur8, as with the other two,
takes place on the Frontien of Alusia lDr~Quest's cam·
paign map), and is filled with land and sea adventures.
Mltgebird Quest retails for $10.00. Then, we have Star Silver
Trek, by Diane Mortimer and Bill Pixley (with help from
Scott Fulton and myself). Star Silver Trek follows 8 group
of Dwarves as they race rival groups to the mother lode of
the magical meteor metal known as Star Silver. Crammed
with adventure, thIs product retails for $1.00. The third
DragonQuert tm release is Heroes and Villains, by Edward
R. G. Mortimer. This is a compilation of personalitie. that
roam the Frontiers of Alusi•. A must for all DragonQuest tm
campaigns, Heroe. and Villains retails for $1.00_

Also from the Guild is a new Tunnels and Trolls tin

adventure, Rat on a Stick. Rat on • Stick is a tongue-in
cheek look at fast-food franchises in the world of dungeon
crawlers. It is also an adventure, aside from the humorous
aspects. Rat is by George pazco!t and Edward R. G. Mor
timer and sells for $3.9B.

Also aVililable is Pray of Darkness, subtitled Quarterfy.
Gules and Sable, an adventure into an old Orc complex to
rout a band of brigands (or to join them). Prey of Darkness

sells for $6.00 and is designed by Edward R. G_ Mortimer.
Then, we have Simba Sabri, designed by Dave 5ering

and retailing for $5.98. Simba Safarl takes yOU on a space'
age big game hunting expedition in the Diamoncl..prlnOll
subsector of Ley Sector. Six planets are provided in detail,
as well IS 15mm scale plans of the Type K Hunter Ship.
Simba Safari is approved for use with Travail!! tm.

Naturally, other companies have released new games
and game aids, and Judges Guild carries these as well. From
Fantasy Games Unlimited, we have news that they hal/8
purchased and refurbished the Bushido game. BushKto
deals with role-playing in feudal Japan and sells for $15.00.

Flying Buffalo. Inc. has released another Tunnels.nd
Trolls tm solitaire adventure. This one is by Mad Roy Cram
and is titled MistyWood. This is a very interesting adventure
and is well worth the $4.95 priOll tag.

Off the Track brings us Dungeon Stones to allow you
to create a most impressiv8 dungeon for your 25mm figures.
Dungeon Stones include rubble, stairs, grates, arrow slits,
windows, alcoves, myriad doorway., walls, floors, and more.
Dungeon Stones are priced from $1.00 to $9.95.

From Task Force Games, we have Fltderation Spaoe,
a game of stflltegic Star Fleet banles. Maneuver the fleets of
the Federation, the Klingons, the Romulans, the Kzintis,
the Goms, the Hydfllns, the Thelians, and the Pirates of
Orion. Federation Space retails for $ 14.95.

In the magazine end of the busin"s, White Ow..,
No. 21 is on the stands. It features an AD&D tm mini
adventure, "Hell's Portal" and a new Traveller tm career,
"The Imperial Seaet Service." White Dwarf No. 28 is also
out; it features an AD&D tm spacefaring scenario, "Opera·
tion Counten:trike," and a Traveller tm mini-.dventure,
"'Sony."

From SPI, we have Moves No. 59, featuring notes and
options for Baor. Also included are artides on Strelts of
Stalingrad and the British viewpoint of the Longest Day.

GDW has released The Journal of the Travellen' Aid
Soc.iety No. 11, featuring alien contltct: with the Newts. It
also contains fine artides on Planet Building and Medical
Treatment in Travellar tm.

SpacegII1\er No. 41 is a special D&D tm issue.
Different Worlds No. 11 features a Skull and CrOll'

bones adventure by Gerald 5eypura and a new TFT class,
''The Horse-Clans Player:' based on Robert Adams' series
about a culture of nomadic warriors. Different Worlds also
includes a solo RuneQuest adventure,

FallgOria No. 16 makes the scene, featuring the make·
up madness of today's movies.

Before I leave, you, let me take the time to inform
yoo that we are having a sale at oor retail store (walk-in 001

tamers only). Among the bargaim aV8ilable are Mmgamlng
Miao-games at $1.00 off, Heribgll Hinchcliffe Miniatures
at 40% off (series 34 . 30 Thermopolites to 46 - 40 Russian
Nobles), back issue Ares magazines at $3.00 and all other
back issue magazines except the Dragon are 40% off. This is
wt a partial listing; come in and save up to 60% on other
items (such as Suez '13, Fall of France, Beastlord, AfUr
math, Source of the Nile, and many more).
By 13 and
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More Weapons for The Morrow Project

, _.B.y Bill pixleL

Mexico

._,

RM2 Light Machine Gun 7.62x63mm

While many weapons are listed
and described for use in the Morrow
Project. either in the Handbook or In
the Gamemaster's Shield, numerous
weapons have been left out. Of the
weapons that have been left out are
various Canadian and Latin American
weapons that would be relatively com·
mon in the border regions of what's
left of the U. S. The Latin American
weapons would be of special interest
in those campaigns that leave Central
and South America relatively un
touched and, therefore, capable of
trading weapons and other goods for
North American resources.

Mexico

Obregon Pistol .45 ACP

Obregon Pistol .45 ACP

E Factor:. . . . . . . . . . . . . . .8
Weight: 1.lkg
Effective Range: .sOm
Rate of Fire: 35 RPM
Feed Device: 7rd magazine

Obregon pistol is the standard
pistol of the Mexican army. The pistol
externally resembles the Colt 1911a1
but internally uses a different system
of chambering new rounds.

E Factor: 18
Weight: 6.4kg
Effective Range: 800m
Maximum Range: 3,155m
Rate of Fire: 40/600 RPM
Feed Device: 20rd magazine

The RM2 light machine gun is
the standard light machine gun of the
Mexican anTlY. The RM2 is the im
proved version of the earlier Model 45.
Additionally, the light machine gun
has the unusual feature that, if the
firing pin breaks, it can be reversed to
put the gun back into operation.

Latin American Produced Arms

Produced copies of the HP-35,
Colt M191lal, and FN·FAL.

PAM2 Submachine Gun, 9x19mm

E Factor:. . . . . . 9
Weight: . . 2.97kg
Effective Range: 200m
Maximum Range: 2.012m
Rate of Fire: 450 RPM
Feed Device: 30rd magazine
Device Weight: 62kg

The PAM2 is a copy of the M3a1
submachine gun in 9mm and is fairly
wide·spread among army and para
military units in South America.

9 Pegasus



INA 953 Submtchine Gun, .45 ACP

Canadian Weapons

Enfield Pinol..38

E Factor: 8
Weight: 8kg
Effective Range: .sam
Rate of Fire: 24 RPM
Feed Device: 6rd cylinder

The Enfield was the standard
UK and Commonwealth pistol for
WW II, and, as such. relatively larqe
stocks of weapons are retained by
Canada and other UK countries. Due
to the general clumsiness of the pistol.
at ranges beyond medium, it is a ·1.

Lee-Enfield SMLE Rifle, .303 MK7
Ammo

E Factor: 16
Weight: 3.71kg
Effective Range: 500m
Maximum Range: 2,aOOm
Rate of Fire: _ 20 RPM
Feed Device: 10rd clip

The SMLE rifle was the standard
UK and Commonwealth rifle during
WWIl, and. therefore, large stocks of
the weapon are held in canada and
other Commonwealth countries. The
SMLE, while being a bolt action rifle.
has a higher than normal rate of fire
due to the shape and location of the
bolt handle which allows a quick action
on reloading the rifle.

Vicken MMG Water-cooled .303 MK 7
Ammo

E Factor: 16
Weight; .•.............. 18.2kg
Tripod Weight: 22.7kg
Effective Range: 2.000m
Maximum Range: 3.S00m
Rste of Fire: 500 RPM
Feed Device: 2S0rd Fabric Belt
Device Weight: Skg

The Vickers was the standard
Medium machine gun for the Common·
wealth during WWI and WWII. The
Vickers is a load to haul around, but,
with plenty of water for the cooling
system and plenty of ammo to fire.
the gun is so well made it could literal·
Iy fire all day long without letup.

(Note: The later versions of many of
the weapons that usually use .303 MK 7
ammo were produced or converted ;n
limited numbers to use the standard
NATO round 7.62xS1mm ammo.)

Pegasus 10

Canada

Br..dl

Brazil

INA 953 Submachine Gun. A5 ACP

E Factor: 8
Weight: J.4kg
Effective Range: 200m
Maximum Range: 2012m
Rate of Fire: 650 RPM
Feed Device: 30rd magazine
Device Weight: 92kg

The INA 953 is a copy in .45
AC? of the Danish 11.1/50. The sub·
machine gun is rugged and reliable but
has no startling special features.

G-3 Assault Rifle, 7.62x51mm

E Factor: 17
Weight: 4.25kg
Effective Range; . , 40Om
Maximum Range: 3,725m
Rate of Fire: 40/100/600 RPM
Feed Device: 20rd magazine
Device Weight: 625kg

The G-3 is a German-designed
assault rifle that. like the FN-FAL. is
produced by many countries under
licenses throughout the world. The
weapon is rugged and reliable with
semi-Ruto copies being sold in the U.S.
as survival weapons. These survival
weapons are not usually Brazilian
made.

Domincan Republic

Cristobal Model 2 A5Iault Rifle
7.62x33mm

E Factor: 12
Weight: 3.52kg
Effective Range: 300m
Maximum Range: 2,100m
Rate of Fire: 40/580 RPM
Feed Device: JOrd magazine
Device Weight: 225kg

The Cristobal is presently in
service with the Domincan armed
forces. A wire stock version ofthis rifle
is also produced. Note: This weapon is
rather light to be an Assault rifle-6ut is
classified as such because it fires a car
tridge too powerful to be termed a
submachine gun.



l.tin Am.ric....

PAM2 Submachine Gun, 9x19mm

Mexico

RM2 light MKhine Gun 7.62x63mm

Brazil

G-3 A_uk Rifle. 7.621C51mm

Domincan Republic

Cristobel Model 2 A....ult Rifle
7.62l(3Jmm
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This second in II seriesofcolumns
covering the Gateway Quadrant Tra·
veller tm campaign and the materials
available for it from Judges Guild con
centrates on some of the playing aids
useful in allllcrive Cllmpa~qns.

Additional playing aids were de
veloped to aid in the smooth running
of the game mechanics. The most
prominent of these is the Referee
SerHn. Composed of four BW' x 11"
sheets of heavy cardstock, this item
has all the charts and tables necessary
to play the Traveller tm game mecha
nism. The Judges Guild pioneered the
development of the gaming shield idea
and perfected its layout to speed game
play. All those items required by the
Judge are printed on one side, and that
information required by the players is
printed on the other side. When the
SCreen is assembled, it stands upright
in front of the Judge. In that position,
it serves to conceal that material which
the players do not yet know as well as
to present for continual reference the
constants of equipment and skills that
the players do know. The tables them
selves are presented with all appropriate
die roll modifiers figured in and in
such large type as to be clearly visible
to the players across the table. Charts
and tables are arranged for clarity of
data presentation and rapidity of use.

........"'''' ""." i,>H',
_ TR."HIl/J.:
~- .-
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The original Referee Screen included
all that was in the three original rule
books as well as the weapons and
equipment from Mercenary, the fourth
book.

Another item which speeds play
for both Judge and player is the
Traveller Logbook. It provides a one·
page summary of the character genera
tion system of the first three books
and a one-page summary of the Mer
cenary character-generation system.
All the appropriate charts and tables
necessary to build a character are
arranged so that they can be scanned
at a single glance in order of use.
Character record sheets are provided as
blank forms with appropriate and
logical layout and format. The section
on character generation also includes a
large, new section by Judges Guild of
tables on detailed physical characteris·
tics and personal background. These
tables are provided to assist the Judge
or players in developing the background
detail necessary to turn a string of
generated numbers into a living per·
sonality. One table gives a selection of
minor physical variations, all of which
are insufficient to modify game
balance. They are, however, significant
enough to have a marked effect upon
the character's personality and relation·
ships with the universe. Additional

tables are designed to give a famity
background for the character. One table
permits the Judge or player to derive a
social structure for the family, deter·
mining such factors as number of
parents, siblings, and marital configu
ration. Another series of tables permits
the determ ination of the major oc·
cupation or occupations of family
members based on the Technological
Lellel of the society. The job types a
character was exposed to while growing
up can have a lIery great influence on
what the character knows or picks as
Skills. Also, there is a table of reasons
for initially starting out on a life of ad
venture. These table may be used by
the Judge to quickly flesh out 1'101'1
player characters who Will be signifi·
cant to the players. The players may
also use them to get a hint of how to
get started in developing a personality
for their own characters,

The second section of the Log·
book is oriented towards helping
JUdges and players with the intricacies
of starships. The major portion of the
section is a set of 6 registration papers
for starships. These forms are designed
to give all essenlial game information
in a clear format that also appears
"official." The section begins with a
page containing a complete summary
of the economic aspects of starship
operation. The first half of the page
details the operating expenses, and the
second half gives revenue"9l!nerating
activities including a complete Passen·
ger Table. The facing page contains the
Trade and Speculation Table with a
complete listing of the various cate·
gories of trade goods and their base
prices. Also part of the table are the
Purchase and Resale modifiers for the
different types of worlds, Agricul·
tural, Non·agricultural, Industrial, Non
industrial, Rich, and Poor, as well as



the qUWltity of material available for
purchase. The next page is a visuaillid,
giving scale silhouettes of the six stan
dard ship types as well as the five major
ship's auxiliary vessels. The facing page
gives II Random Location Table for use
when it becomes necessary to deter
mine precisely where a particular crew
member or passenger may be located
at a particular moment. An Activities
Table is also provided for those in
stances In which it becomes necessary
to determine what a crewmember or
passenger is engaged In doing at that
panicular moment. The tables are in
tended to be used separately but can
be used together though, in the latter
case, some discrepancin will have to
be resolved by the Judge.

The rest of the page has a special
set of tables to be uSlld by the Judge in
resolving the effects of weapons hits on
the standard types of ships. The tables
are specially arranged to give the cor
rect percentage of hitting the different
areas ot the different types of ships.
Never again will the players be forced
to sustain an abnormally high per
centage of hits u pan a section or com
ponent of a target which occupies only
a small percentage at the target vessel.
The first segment of the tables deter
mines which of the four major sections
is hit, Personnel. Cargo, Fuel. or En
gineering. Subtables then further de
fine each section for each type of ship
as to the specific item of equipment
or compartment that is struck. An ad
ditional subtable is provided for locali
zing hits on the various types of ship's
auxiliary vehicle, including Air Ratts.

The Logbook is most often used
at the beginning of an adventure where
a knowledgeable player can quickly
use it to roll up a new character or up
date the paperwor1l: on his or her
character's starship instead of the rule
books. Thus, the Judge, or another,
has free use of the rulebooks and does
not have to compete with several other
people when looking up that last bit of
information necessary to begin play.
The blank record sheets provide an at
tractive standard form on which to re
cord the infonnation necessary for
play. All in all. this Is an item of fre
quent use to the Judge and players in
an active Traveller tm campaign.

Another playaid is still Quite use
ful though no longer the sole example
of deck plans of the standard Traveller
starships it once was. Published even
before High Guard was available, Star
ships and Spacec:raft provides scale
deck plans of all the standard stanhips
and ship's auxiliaries. At the time of
publication. the scale chosen for depic
tion was 25mm werein one square was
set up to equal one meter. Funher de
velopments of Traveller tm concepts
led to the decision to adopt 15mm
figures and a 1.5 meter pcr square. This
differing scale was chosen to better
facilitate the active interior episodes
that Traveller tin game sessions en
gender. The spacecraft phms provided
by Judges Guild are completely usable
in this new scale as well. They are an
excellent representation of the types
of a-aft encountered on the active
frontier of the Traveller tm Imperium
Universe. In fact, the hypersonic delta
shape of the Type S Scout/Courier has
come to signify the lure of the Scout
Service on the far frontier.

Each of the six types of starmip
desaibed in the original Traveller tm
rule set has a complete floor plan or
deck plan provided. The plans are
color-eoded with a red halftone pattern
indicating the Engineering Section of
the hull, and a solid blue ~or in
dicating the area oftha pressurized hull
and cargo section normally accessible
to the crew. Electronics and avionics
equipment such as the ship's Com
puter, Fire Control Equipment, and
Basic Ship Controls are indicated with
a light blue halftone pattern. The nor
mal direction of travel of the vessel is
shown by a torward-pointing arrow.

A dotted line over the control area in
dicates the transparent caoopy permit
ting the pilot visibility for conning the
vesseL On those vessels which have
hardpoints for the installation of wea
pons turrets, small, solid arrows indi
cate the positions of access hatches to
the port and starboard portions of the
hull while small, circular symbols mark
the locations of access hatches in the
deck or overhead. The ship's hull and
significant structural bulkheads are de
picted with thick lines. Interior par
titions which divide the Crew Section
into the various cabins and compart
ments are made up of thinner lines.
The doon to the private cabins lin!

shown as open while the privacy
screens to the fresher modules are
shown as partially closed, wavy lines.
Hatches in the exterior pressure hull are
located and shown in the normally shut
position. Hatches between the various
decks and to the interior airlock are
also indicated as well as whether the
hatch is normally closed or open.

All five of the standard ship's
auxiliaries or smart craft ere also depic
ted_ Plans are provided for the Lifeboat
all the way up to the cargo Shuttle.
On the reverse side of the plan sheets
are pe"Pective views of the vessel along
with an indicator of the average size of
a human being for comparison pur
poses. Beneath each illustration is re
peated the description of the vessel as
given in the original Starships book of
Traveller tm. Also given are the
physical dimensions of the vessel and a
short description of the major features
of the deck plans. The descriptions of
the deck plans on one of the sheets are
printed on the bade of the other sheet
so that it is not necessary to disturb a
shipboard action In progress to check
the descriPtion of some feature. As a
bonus. perspective sketches and des·
criptions of the Airraft and the All
Terrain Vehicle are also provided. The
basic parameters of shipboard routine
are set out for prospective "passen
gers" in a quote from the 'Welcome
Aboard Brochurs" of the ''Tri Star
Lines." Other facets of starship opera
tion are depicted In technical illustra
tions of a starship weapons turret and
the modular refueling scoop package
installation for a Pinnace.
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The third sheet in the package
has a large area gridded in the half-inch
square pattern $0 that the purchaser
may add his own narship design to the
fleet depicted. On the reverse side is a
filled·out Ship's Summary Sheet for
each of the starships. There is also a
complete set of blank Starship Docu·
mentation Papers for the purchaser to
provide identification for his own star
ship. The partiwlar designs depicted in
this product are only one form of the
many designs conforming to the stan
dard Traveller tm classifications. They
are some of the designs provided by
M, C, & S Engineering among the
myriads of companies constructing
starshiDS.

Judges Guild has several series
of produeu, each of whIch IS deSigned
to fulfill different requirements in a
campaIgn. The next column will treat
with specific ploblems encountered In

science fiction role-playing campaigns.
One of the the tOpICS to be covered
will be the generation of accurate
playing universes from astronomical
data. Watch future columns for fea·
tures treating alien characters and their
generation.

The Rumor Bin
lay Sector

Reliable sourCil5 In the Duke's Speclal
Service indicate that recent activity by
border patrol forces was not prompted
by Sydemic agents.

ADCOMLESEC has issu8d an official
communique denying that an invasion
from Stasmi AI Amya is imminent.
"They have much more signifiCilnt
problems closer to home."

Tri Star lines stiltes that its recent
acquisition of shipyard facilities at
Salenik (019) is not intended to take
business away from its yards at Julia·
nar (0404). The additional capacity is
required for routine mainenance.

Integrated Dynamics' subsector office
on Sledgetower (1934) has circulated a
notice calling for bids on a series of
mercenary contracts. The contracts are
for security forces in the Gmlenchy
Concordance. One of the contraeu is
said to be for a heavy-duty strike force
to spearhead the proposed pacification
of the Chm'Bana Rebellion on Bell
mawr (Glimmcrdrih 16081.

The Archon of Evercve (1010) Is
seeking to hire an experienced mer
cenary strike team to train his newly
raised planetary guard. Pay is not ex
ceptionally high, but physical risk is
minimal. After the initial contract.
several positions will be open on his
staff for permanent training cadre.

Rescue and salvage teams have repor
ted that they have been unable to find
a trace of the new Provincial Border
Prowler Class Cruiser, Tnagano. which
disappeared on her shakedown auise.
The local naval officiOils deny reports
that she was hijacked by pirates or
agenU of the Sydemic Empire.

Reserve Scout Ships. Sartana and
Cradz III ha~ been recalled to active
duty. The commander of the Imperium

Provincial Naval Base on Arnitag
(1915) states that increased pirate ac
tivity in her subseetor requires vigorous
countermeasures. "Activating these
Scouts is a lot cheaper than continuing
to suffer losses in trade and merchant
ships. Other measures are being taken
to end this menace quickly."

The Armaments Systems Di ....ision of
Consolidated Energetics has announced
the development of a special retro-fit
module which can convert the Rousta
bout Class fleet auxiliary intoaSystem
Defense Boat. The Duke's Office of
Management and Budget has issued an
official commendation to the company
for conservation of govtlmment re
sources.
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Thousands loved HIGH FANTASY and ADVENTURES IN HIGH FANTASY-Now there's more. Discover the
thrill of high fantasy role playing games. Not just for kids ... they're played by game enthusiasts of all ages. Jeffrey
Dillow presents the most sophislicated, creative adventure games ever produced.

High fantA51' BOXED SET Th. ~Ie" ,n
acllve entertainment! In Ihis complete High Fantasy set, players
gel; - 5 Character Sheets - 2 Dice. I High Fantasy. I Adven
ture Booklet. The only other thing needed to play is imagination
.. players must bring their own! Ready

JUDGES' SCREEN FOR High fantA51'
The Judges' Screen adds a whole new dimension 10 fanlasy.
The "judge" will be a.ble 10 narrate uoobserv«!. Prinled behind
the allum\g screen is a summar1zallon of the facts needed to
play-at a g1anct!-for hours of uTlinterruptt!d fun! Ready

gotdchesttr: Mort High fantA51'
Adventures Five compliclJled.lenglhy advenlures,

madt! to be played WIth f1igh Fantasy rules. Enter the mt!clJwal
town of Goldchester which has been conquered by enemy armies.
From there. readers wiD enjoy playing CASTLE KNOT. QUEST
OF CHAMPION, QUEST FOR THE HEART, and DELTYSIC
CANYON. Morch! 6 x 9/289pp. __

J.l1lC~

s",..~

Murder in trUss Someone has killed the prince!
And the prince's bodyguard must lind the murderer or else!
MURDER IN IRUSS is a solo adventure (designed to be played
~one) in which the reader is given the plot. the adventure. and a
series of scene selections. Travellhrough a fantasy kingdom
altempung to solve the murdt!r. Ready/ 6 x 9/289 pp.

In tilt Strvict of S«n4 Stplt4r
A fantasy island-inMbited by 111.3rd·people! An assasslMllon
lhat must be stOPped-before It'S 100 tale! The setllng and plot
are given and It'S up to the reader to do the rt!sl. The adventurer
becomes the character who mustSCIve the qooen by reading
and oul""';lIlng pursUt!rsl But walch out-tht!re areglCl.l1t sea
birds, bombs, and jails Just around the corner! Reody/6 x 91

205pp.

Winrds 8< Warriors -, dolhbound boo!<
containing the above tlNO High Fantasy 9illnes. RtKJdy

Also avaIlable in the High Fantasy Series: GAME POSTER- Wizards& Warriors
Set the scene lor WIZARDS AND WAR

Hi9h fantasy Already PuMshed RIORS action play! Use the new Wizards and Warriors Posler
"...~ tu . H' h I:. t for creating the atmosphere-and ImagJMtKm WIll do the rest!
""""n res In '9 ~"n A5I' Aha"" P..bJ"h«1 Rrody

-MAli-co-uPON-TO~R~-;;t~~p';blis-"j~g~Com-';"c;;;y~'nc~;11480-SunsetHlllsRoad:Reston,-VA22090----

BILL TO:

N.m~~===~;;;;::==~~===Address
City State Zip

SHIPTO:

N.m~~===~;;.;::==~~==::Address
City State Zip

SEND ME:

_ High Fanlasy Boxel1 Sel. $19 95"
_High Fantasy 0 CIOlh.$14 95 0 pilper,512 95
_Advenh,m,IS in High Fllnlny 0 cloth. $14.95 n paper. $12 95

Judges Scr"n (shrlnk·wrap). 56.95
_ WizardS & Warriors, cloth $14.95
_ Murder In IrUSI5, paper. $10.95
_In tneServiceol Saenil S&p/lar. pape,. $10.95
_Goldchester 0 cIOlh.$14.95 [J PIlPer.$1295
_ Cillme Posler, $4.00

I

__ FOR FASTER SERVICE, call our toll·free hotllne: .800·336-0338. Ask for Sue BOllng __
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HANGING OUT
IN THE

CITY STATE

by

EDWARD

R. G.

MORTIMER

•

--

This issue unveils another aspect
of this column· the discussion of City
State Installments and City-State rela·
ted products from Judges Guild. This
also means that, if you have any ques·
tions concerning anything related to
the City State of the Invincibfe Over
lord, send them to me at this address:

Imperial Pegasus
Hinging Out in the City Stat,

1221 N. Sunnyside Road
Decatur,ll62522-9709

Now, in this issue, we will take
a backward look at last issue's Hanging
Out in the City State. In it. you may
have noticed that some things were
different than that which appears in
the City State booklet. This was done
intentionally to show how the City
State should be approached by the
Judge. A product such as the City State
of the Invincible Overlord sets up the
foundations of a campaign blJt not the
entire structure. Itallows the individual
to tinker with the City State in order
to merge it with his or her own cam
paign 5lT1oothly. It does not stifle
creativity; rather. it promotes creati·
vity. It has been designed to give each
Judge a "nudge" as to which tangent
to take on a particular aspect of the
CitY·State. but it does not demand
that the course be taken. The same can
be said of the people described within
the booklet.

For example, let's take a look at
what was said in the City State booklet
about Ragolet the Ruffian, the Guild·
master of Slave Masters:
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"Grizzly and given to wild ban·
queting, Ragolet's commission permits
him to tax each Slave Master the 'pick
of the crop' (best slave) once a year.
Forty slaves guard a harem of twenty
exotic women from distant lands.
860 GP hidden in private rooms. 20
gold plates. RumQf': ambush by ban
dits set (or drunks on CanJVMI Street.
Barred windows."

From the line of statistics also
given. we find out that Ragolet is
Chaotic Evil. is a very proficient
Fighter (9th levell thou!tl he seems to
have been remiss in practicing his art
lately because he has a low amount of
HTK (28). and his ability scores are
not anything of which to boast. He
does own a magic +1 Sword, however.

Okay. Once I decided to go with
an adventure using this setting. it was
rather obvious where to start· with II

wild banquetl The Ingredients for such
are:

1 Food and drink
2 Servants
3 Guests
4 Entertainment

Item " food and drink, was not
a problem. As this type of thing is quite
common for Ragalet. I imagined he
must have good connections in the
food and drink business (e,g. "111 give
you one slave for every twenty bonles
of exquisite wine."), so getting the
shopping done would be no problem.
Preparing the food needed only the in·
clusion of cooks - two old women, in
this case.

Item 2, servants, was also handled
without difficulty. Ragolet owns •
harem of 20 exotic women. so I
decided thn he would have them sarve
his guests. In this way, Ragalet can
show ott his possessions and get some
work from them as wel1. I en'lisioned
that Ragolet was that kind of person
. greedy for possessions and eager to
show everyone just how much he has.



Along these lines, I decided to give
Ragolet more wealth than was de
scribed within the City State booklel.
I gave him what I thought a Guild
master of such a profitable business
should have. You may have different
ideas, and you are free to change what
I have written just as we both are free
to change what has been written with
in the City Slate booklet. The new
wealth was in the form of jewelry for
his harem.

I moved on to Item 3, guests.
Here, I encountered a slight problem.
The description gives no hint of whom
Ragalet associated with outside his
professional life. However, it did say
he was a Guitdmaster, so most of his
guests should be rich or influential. It
also said that he was Evil, so there
won't be too many "good guys" run
ning around the place (though that
does not preclude all good guys). Then
it said that Ragolet's Social Level was
7, which is something to keep in mind
when inviting guests. Other things to
keep in mind induded:

1 Who works in the slave·
selling business?

2 Who owns a lot of slaves?
3 Who likes parties?
4 Who likes to socialize with

the influential?

With all these things in mind, I
began searching the City-State booklet,
entry by entry, deciding whether or
not to invite each pe~on about whom
I read and then deciding if he or she
would accept the invitation. I quickly
found that some people would have to
have other plans for the evening, or
too many people would be at the
party. With this in mind, I decided

that such people as Paramsworn the
Red (from the Southern Keepon Water
Rat Road) and Garrick One-Eye (from
the Wild Boar Tavern on the Street of
Shadows) had made other plans or. as
in the case of Paramswarn, knew that
someone else was going to the banquet
that he or she did not want to see (in
this case, L1angwellan the Blue from
the Wizard's Keep on Water Rat Road
who just felt like unwinding tor a
night).

Now, I had a list of names. The
next step was to determine how to get
them into the party and to make their
whereabouts flexible. I decided to
place them on a Wandering Encounter
Table along with the harem of 20
exotic women, the forty slave guards,
and, of course, Ragelet, himself.

Placing all the guesl on a Wan·
dering Encounter T\lble enabled me to
place a certain number of them
already at the party (by using the map
descriptions to also determine how
many guests should be at the pany at
the stan of the game) and be assured
that the olhers would appear later in
the evening as a result of the table.

I then decided not to include a
provision for guests leaving the party
because I wanted this particular party
to be a BIG one so the players would
have plenty of openings for whatever
they wanted to do. I also figured that
the players, if they were running Thief
tYpe characters, would not want to
stay until the end of the party. Rather,
they would want to leave "while the
going is good" (a bit of Thieves' Cant,
there). However, if the player-eharae·
ters have decided to stay for the end
of the party, a provision to have guests
leaving is no problem to include.

For eX<lmple:

Going Home Provision

Roll once every hour on 106. If
a 1 is rolled, it indicates that someone
is leaving the party. Then roll 106 10
determine how many leave; roll 1 die
for every two hours that the characters
have been at the party. Then roll the
indicated number of times on the Wan'
dering Encounter Table. These people
are now leaving. It someone is rolled
lwice (or more), consider it represen
ting the fact that he 0 r she forgot

something, came back for ii, and left
agair,. You may want to work this in
and have the plaver-eharaete~ find
such a left-behind item.

If any slave of Ragolct is rotled,
consider it indicating that he or she
went to sleep. Half of the time, they
will fall asleep in whatever room they
currently are (determine randomly if
necessaryl; otherwise. the exotic wo
men will go to the Harem Room, and
the slave guards will go to the Base·
ment (which was not included as a
map because I envisioned that there
was nothing of importance there, just
supplies of various kinds).

As a side note, I also envisioned
that the party might last for a few
days. Using lhe above Going Home
Provision might result in the party las
ting for such a length of time, and
then, again, it might not. Whether or
not it does doesn't matter. The party
will either be a big social hit or a social
wipe out; it is all up to the dice rolls.

As to Item 4, entertainment, I
look care a f this problem in two ways.
The first was to have the 20 exotic fe·
male slaves dress in i1ppealing costumes
(taken from the "Houri Garb" table in
the "Women" section of the City-State
booklet as were the other charac
teristics of these slaves). The second
was to have Ragelet invite dancers and
minstrels to the party. The dancers
and minstrels would move about, plying
their trades, and all would be well.
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Even tho~ all four items (food
and drink, servants, guests, and enter
tainment) were provided, I sensed that
something was missing. That something
was the unexpected. Aher a bit of
thou~t, I decided to indude the two
characters, Hippotier the Kind (from
the Bazaar on By-Water Road) and
Sylperi the Spellbinder (from the Red
Pearl Inn on Water Rat Road) as sur
priSl!s for all a"ending. Their roles
were completely des:aibed in the
scenario.

Still, something was lacking, so I
decided to include somethIng totally
unexpected - a yhost. I put the ghost
in the library (included just for him)
and decided that he could not leave
that place. In this way, only those
player·characters that were either very
bold or very lucky would ever run into
him. I also decided not to assign statis
tics to the ghost so that each Judge
could (and, indeed, would have to)
make sure the !tIon wouldn't be a
pushover, but, on the other hand, he
wouldn't be too powerful, either.

When all that was done, I be
lieved I had created the basis for a
good scenario, a scenario where the
players could make excellent contacts
(if they wished), enjoy themSl!lves,
pick a few bulging pockets, and have a
bit of a scare thrown in "for dessert."
All in all, I think it could be an en
joyable little scenario.

More importantly, however, I
think it shows the correct way to ap
proach the City State of the Inwincibll
Overlord, which is this: use the book
let to provide a solid foundation for
youl campaign and change, delete, and
add whatever you wish to personallze
it for your playen.

Remember, the last word in any
campaign is the JUdge's, and, in your
campaign, you are the Judge. Judges
Guild playing aids are there to advise
you, not to command you.
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Review of '81
By C. J. Hlndenon

Anyone who ever unered the
statement, ''They don't make pictures
like they used to when I was young,"
obviously doem't remember a great
deal about moyies • either that, or
they're relying more heavily on their
imaginations than their memories. I
will admit, it is an easy statement to
believe. A person can point to The
Wizard of Oz, Casablanca. Forbidden
Planet and then at a recent outcropping
of swill like Deadly Bll1Sings, Skate
town, U.S.A., and Ghost Story and
fairly well make the point stick. What
these longen-for-yesteryear tend to
forget, however, is that every year there
is always a greater percentage of gar.
bage than there is of good features.

1981 was no exception. From
one end of the year to the other, there
was enough bad horror, fantasy, and
teienoe fiction films to cause one to
swear off movie·going forever. Even
taking only the top ten genre films of
the past year leaves us with some bad
flavor in the backs of our mouths.

A$ bad as some of these top ten
films were, however, they all had
something important to offer the
gtJnre as a whole. 1981 was the year
which ripped off the lid on the science
fictton/tantasy taboo box. Star Wen
end The Empire Strikes Back produced
a great number of offspring during the
past twelve months, the growth of
which was watched yery closely by
those people holding the moviemaking
pursestrings around the world.

The following ten films have
been listed in ascending order from the
worst to the best, with reasons both
monetary and critical cited to justify
their positions. Some of the positions
may surprise you. Some of the rea·

soning may, as well. but it is. after all,
the way of the American film industry
to be confusing. For bener or worse,
here they are.

It has been universally accepted
that Dragonslayer was the most dismal
failure of 1981 as far as fantasy films
went. Nobody seems to have gone to
see it. It closed across the country as
fast as it opened. This surprised some
people, for the film had absolutely the
best special effects of the year. The
dragon, Vermithra)(, was frightening,
horrible, and absolutely believable. His
aeation was brought about by the
finest state-ol·the-art effects money
could buy. The monster was so real, in
fact, thllt critics and civilians alike had
trouble telling when the gigantic model
was being used and when the Disneyl
Paramount lizard was really a stop
frame model.

So, what happened? Basically,
special effects aside, it was a terrible
film. The acting (outside of Ralph
Richardson) was pedenrian, the story
was skimpy and fairly bothersome,
and the characters did not come across
as fully real. The third century was not
the time of women's lib. When the
best performance in a film is given by
the technical staff and not the actors,
the film is usually in trouble,

Likewise, United Artists· Clash
of the Titans went down the tubes for
the same reasons. Slightly bener than
Or8g0nllaye' due to its strong cast
(Laurance Oliver, Burgess Merideth.
Maggie Smith, et cetera), it still suffered
from a weak, silly. and boring story.
The special effects were not up to par,
and this was doubly disappointing, for
the film was a Ray Harryhausen effort.

For years, people had been saying
that, if Harryhausen could get his hands

l
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on a decent budget, he would turn out
the greatest fantasy film ever made.
Well, after finally being given a monu
mental $20,000,000.00 to play with,
the revered creator of dynarama not
only did not make the best fantasy
film ever made, but he did not even
make his own best film. Clam ranks
low on the Harryhausen ladder, con·
taining some of his worst: specill
effects.

The Importance of these two
films, however,lies within the fact that
they may help Hollywood to realize
thlt the science fiction and flntasy
audience wants more than back-to·back
special effects. At five dollars a shot,
most people are going to only the best
films; movies that do not offer a good,
interesting, involving story line popula
ted by believable characters have never
been big successes. It is not hard to
think back to the days of "sensur
round." It was a wonderful gimmick,
but a short·lived one - mainly because
the movies filmed with the technique
simply weren't worth going to see.

Close to these two It the bottom
of the ladder was Columbia Pictures'
epic disaster, Heavy Metal. Heavy Metal
was calculated to rake in top dollirs.
Based on the semi·popular graphic
magazine of the same name, it featured
drug humor, casual sex, exotic via·
lence, sword and sorcery, hi-tech
science fiction, good·looking cartoon
girls, funny scenes, horror, cute robots,
and just about anything else which Is
supposed to sell to today's movie
audience.

The problem with the film was
that very little of it made any sense.
The framing story which surrounded
the individual vignettes was atrociously
poor. It did not match up well with
the stories it was supposed to explain.
Its ending was trite, expected, and
boring.

Several of the segments which
made up the film were quite good, bot
they were not enough to support the
ones which weren't_ For the most part,
the pieces were only parts of stories
which neither began nor ended. Much
of the art was poor throughout, and
few of the bits which made it up made
any sense.

Heavy Metal was a box office
and an artistic failure because Its
makers underestimated the taste of
their lIudience. The memory of anl-

mated feature mike" such as Disney
and the Flitcher Brothers are not so
far removed that people will accept
dregs the likes of which they receive
from folks such as Ralph Bakst'li or the
crew in charge of Heayy Metal. This
film will, hopefully, encourage more
animated efforts. Its mistakes will,
hopefully, encourage better ones.

Fourth on the list comes Super·
min II. a financial success bul an
enjoyment washout. Superman II did

not live up to a lot 01 people's expec
talions. like 80 Derek's Tarzln and
the quickly-killed The legend of the
lone Ringer, it could not bring itself
to take its subject matler seriously.
Unlike Superman: The Moyie, the
sequel dehumanized its characters,
making them more like the cardboard
prop-ups of the 19505' Superman
Comics than the f1esh-and-blood people
ot the first film.

Not taking one's sub;ect matter
seriously has ruined more than one
heroic adventure film. Swashbuckler,
Doc Savage, Flash Gordon, and a dozen
other heroes from Zarro to the Black
hlwks have been done in by bad movie
adaptations. The people who make
movies have often felt that no one
would take a comic book hero or pulp
character seriously on the screen. So,
to protect themselves, they have added
humor to the films so that, when asked
if they were making a serious movie
about so trivial an idea, they could
safely answer, "Not mel" Thu~, Super
man II was a booming box office smash
but only with the kids. The adulu who
were pleased to see their childhood
hero so well· treated in the fim movie
were sorely disappointed by the
second.

The disappointments in the next
pair of films came more from audience
anticipation than any real faults within
the movies themselves. John Carpen
ter's Escape From New York and
George A. Romero's Knightriders were
both ill· received films. Before Escape
came out, people knew what it was

ESCAPE FROM NEW YORK
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about and knew what to expect, or, at
least, they thought they knew. Most
everyone went into the theaters looking
for a great deal more viohmCfl and
social commentary on the state of New
Vori( than Carpenter felt like deli·
vering. Thus, those people who would
have enjoyed the film never went to
see it, and the people who would be
bored by it flocked in droves.

Word got out that the film was
bad. Thlt people who wanted sex and
violenoe stopped going, and the people
who would have enjoyed the film said,
"Welt, if those kinds of people aren't
going to see iI, it must really be bad,"
and stayed home as well.

In the case of Knightriden,
Romero made a deeply sensitive,
mostly non·violent study of a special
band of people, retelling the Arthurian
legend in a modarn setting. His story
was touching and dramatic, possibly
one of the top three pictures of the
year and, assuredly, his own penonal
best work. Like Escape, Knightriden
was prejudged by the audienoes and
seen by the wrong people.

And, of course, the villain, once
again, was Greed_ The same avarice
which rustled production on HeaYV'
Metal, producing a hurried, nonsen·
sical, sloppy film, designed the mis
leading advertising campaigns for both
Escape and Knightriders. Both films
were advertized as violent. Neither
realty was. False advertizing killed
both the fair Escape From New York
and the excellent Knightriders with
the same stroke. The wrong crowds
were drawn to them; it only took word
of mouth to do the rest.

The next film up the line would
be Time Bandits. Time Bandiu made
money. It was also not hard to watch.
It offered a premise and then stuck to
it. Its advertising campaign was honest
and direct. The actors assembled with
it were the best. The special eHects
housed within it were all at least good,
some of them were spectacular.

The film only did reasonably
well due to two factors. First, the story
was a bit too jumpy. No definite pat·
tern was ever established for the film.
The audience did not kn<MI what to
expect next, and many were confused
by the goings-on. Too many people
went to it expecting a children's film
and wel'1l made to feel uneasy at the
religious libel which ran throughout it.
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second, unlike movies like the
classic Wizard of Oz, there is no senti·
ment in Time Bandies. The film is a
confusing, somewhat tragic tale; this
does not make it unenjoyable, but it
does make it different. For many
people, it was too different.

The last three of the big ten are
a long step away from the rest of the
year's films. All three were both box
office successes and good films, to
boot. They were Excalibur, Outlands,
and, of course, Raidenofthe lolt Ark.

One IS a Stfill!tlt fantasy film,
ilnother a hard·tech science fiction,
and the last is an adventure film. What,
if anything, did these three films have
in common? The answers are simple;
none of the three made any of the
mistakes of the other seven.

First off, the special effects in all
three films were excellent. None of the
technical magic In any of the three
looked hurried; none of it was flawed.
Every trick inewry scene, every model,
every matte painting, and everything
else was perfect or very close to n. All
three films were well thought out and
made with corresponding care. All of
the sets, costumes, and locales used
were perfectly suited for their films.

Second, the casts were perfect.
There was no one else TO play Merlin
except Nicol Williamson. Connery was
the perfect Marshall. No one would
ever question Ford's Indiana Jones.
Unhke so many of the other films
mentioned, each cast here was flawless.
Everyone knew their characters' weak·
nesses and strengths. There were no
bad performances.

Neltl came Ihe story lincs. Once
again, nothing was trivialized. Outlands
and Raiders were played with deadpan
seriousness. True, there were some light
moments in both films, but that was
all they were. No fun was ever made of
the characters. Audiences laughed wilh
O'Neil and Jones, not at them. As far
as Excalibur wasconcemed. a grimmer,
more serious sword and sorcery film
has never been made.

Unlike so many other heroes
recently brought to the screen, this
year's Arthur, O'Neil and Jones were
all taken Sflrious!y by the people who
aeated them. This m<Jde it wry easy
for their audiences to take them
seriously, as well.

TIME BANDITS

. - .

RAIDERS OF THE LOST ARK
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As far as advertising went. all
three films were fairly represented.
The media played no games with any
of the trio; thus. the right ludiences
were filing into the theaters from the
start. And, though this wouldn't have
bothered a runaway moneYofTlaker like
Aaiden. it was a help to marginal
money--makers like Exc.alibur and Out
land.

And, lastly, came the mess3geSof
the films. Time Bandits wasn't quite
sure what its message was. Neither was
Heavy Metal. There is no dOUbting the
morals of the year's top three, though.
Each of the top dogs knew what it
wanted to say and said it as straight
forwardly as possible.

So, in a nutshell, it seems what it
takes to make a good picture is: good
effects, conumes, sets, locales, and
actors, a solid, interesting, complete
story, people in charge who care about
their subject matter, and some plain,
simpJe truth, both in advertizing the
film and in the film itself.

Despite what Hollywood seems
to think, it takes mOfe than stacks of
dollars to make a good film. Clash of
the Titanl cost nearly twice as much
to make IS Aaide" of the Lost Ark.
Sad, but true.

Whether or not anyone will learn
anything from last yellr, only time will
tell. Rumors have it that, after Conan
fails, which most everyone is positive
will happen, there wilt be no more
sword and sorcery films for a lot of
years.

Every year, II number of pictures
come out doomed to be forgotten
almost instantly bcCiluse they don't
have what it takes. For some reason,
althou[Jh movie making is an art form
and a business well over fifty years old,
!lOme people persist in ignoring the
Obvious; the public can recognize bad
films. Now that the economy is of
ficially in depression, they had better
realize that, not only can people recog
nize bad films, as long as money is
tight, they will be staying away from
them as well.
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Hobgoblin
by John Coyne

Published by G. P. Putnam Sons

Reviewed by Oebye Pruitt

You don't hal/e to be Irish to
find this book interesting. but It helps.
You don't have to be a gamer, either,
but that helps, too. One thing you
should be, however. before you read
this book, is over sixteen years of age.
It is definitely not for children since
the action includes the rathergfuesome
deaths of both parent-figures and
other children. In addition, the book is
rife with sex. sodomy, and sadism. It it
were a movie, it would cl!rtainly get an
R rating, but, since literature, by its
very nature, must rely on the imagina·
tion and experience of the reader to
bring the printed page to life, as a
book, it gets a solid PG.

The violence in Hobgoblin is per
vasive, yet it is only as graphic as the
imagination of the reader, with some
help tram the writer, will allow, The
same is true of the sexual references.
Young people may find the "love
interest" boring, if not embarrasing,
and the more explicit sexual encoun·
ters thoroughly mysterious. Adults, on
the other hand, may have some dif·
ficulty relating to the feelings and
actions of the teenagt.-u boy caught in
the unfolding tale of mystery, may
hem, and murder.

The teenagers in thIS book verge
on the unbelievable. Thei, CO!lvers.l
tions Ire generally brutal, disagreeable,
and foul, and they differentiate not at
all between language and behavior that
is appropriatc to their peers and that
which is appropriate to parents or
teachers. They permeate the almo
sphere with an almost diabolic malice

toward all. Their ideas of harmless
jokes include car theft, the brutal
beating of a new classmate, and the
disrobing of one of their female class
mates, subsequently leaving her, naked,
bound, and blindfolded, in the cool
fall evening atop an ancient tombstone
situated in a secluded cemetary sur
rounded by a deep woods inhabited by
less·than-savory-charac:ters. Gentle rea·
der, these are not urban guerrillas or
the demented dwellers of a large,
metrOpOlitan ghetto of which we
speak; they are the s1alwart sons ot
farmers in a small, agricultural com
munity, yet no voice of protest is
raised, and no authority notified of
their heinous deeds.

Rather rough In spots, the action
is sometimes so predictable that it is
possible to skim over entire paragraphs,
including conversations, without losing
the thread of the slory or, indeed,
without missing anything important.
On the other hand, some parts are so
brilliantly written and finely crafted
that it is next to impossible to pUt thc
book down for fear that the story will
go on without you and something of
dreadful import will be missed.

Although the book begins slowly,
it builds in suspense, the pace quickens
like the beat of a heart gripped in tear
until, at the end, you may find that
you have been holding your breath for
the last three pages, and it is necessary
to gasp for air at the crashing denoue
ment.

Hobgoblin is the story of the
struggle of a teenaged boy, Scott
Gardiner, to cope with the simul
taneous death of his father and demise,
during a game of Hobgoblin, of his
twenty·fifth level Paladin, Brian Boru',
dod of his efforts to find that fragile
line between reality and fantalY, His

father's death causes Scan to be up·
rooted and moved to a new town to
live in the guest house of an ancient
castle where his mother has found em·
ployment. The loss of his Paladin leaves
Scott with no champion to hide behind,
and he is forced to face life as it really
is rather than through the mists of
legendary Erin. He finds it an un
pleasant experience, at best, and is
continually drawn to the.4eemingly
safe world of Hobgoblin. However, his
new classmates think it is a stupid
game and make no effort to hide their
disdain. Meanwhile. unexplained occur
renoes, sightings of strange-looking
creatures, and violent encounters cast
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an ever-lengthening shadow of fear on
the already-sinister stone walls of Bally
Castle. Fittingly, it is on a Halloween
night, dUring I live reenactment of the
game, Hobgoblin, which has been
Staged by Scott to teach his tormentors
a lesson, that all the accumulated
hatred, fear, and evil intent find cui·
mination at Bally Gastle, and Scott
finally sees things as they really
are....

The tale is so skillfuUy woven
that even the reader, who knows at
least as much as, and. sometimes. more
than, most of the characters at any
given time, doei not see the u\lth,
either, until the end. This is as it
should be in any good mystery tale,
ilnd it is in this that the true genius of
John Coyne's Hobgoblin lies.

The HitChhiker's Guide to the Galuy
by Douglas Adams

Published by Pocket Books
$2.75

A Review by C. J. Hendenon

ScienOll fiction has a problem. It
tends to take itself too seriously. By
"science fiction," I mean the people
who write it, the people who read it,
and the people who criticize it. Over
the years. the BEMsand bad TV shows,
and general, all·round. misunderstan·
dings over what the ge"re is all about
have clII.l$ed a lot of ill feelings between
readers and their parents, teachers.
loven, and various other outsiders. Be
cause of these misunderstandings,
people involved in both fantasy and
science fiction have got fairlydefensjve
over the love of their lives and will
brook no belittling (I mean, really, if
you think about it, who cares if it's
called SF or sci-fi, or anything else?).

Well. things will have to chBnge
lOOn. The most outlandishly funny
science fiction novel ever written has
finally ~ delivered to our shores
from Great Britain. It is The Hitch·
hiker's Guida to the Galuv, and it is
truly a riOt,

The book has an unusual history,
When Monty Python and his Flying
Circus broke up, Douglas Adams, one
of the show's main writers, found him
self looking for something new to do.
Wtlat he decided to do was to write a
completely insane radio show for the
BBC about interlla1actic hitchhikf!rs,
the desruction of the Earth, inter
stellar throughway by-passes,evil aliens
who write even eviler poetry, and the
ultimate qUf!stion. the ultimate com-
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puter. and the white mice who prac·
tically rule the universe.

The radio show was an over
whelming sua::ess. It has been replayed
as often in England as Monty Python
itself. Not one to miss such a golden
opportunity, Adams tumed the radio
segments into two novels, Hitchhiker's
Guide and The Restaurant at the End
of the Universe. Together, the pair
sold over a million copies in the British
Isles..

late in 1980, the book was pub
lished in hardcover form "ere by Har·
mony Books. After that, it was a U·
terary Guild Alternate, and a main
selection for the SCience Fiction Book
Club, In all three ca:oes, it was a devas
tating success.

So now, Pocket Books has re
leased it in paperback form, having
also purchased the ri!tm to The Res
taurant at the End of the Universe,
whidl they plan to release later in the
year.

As for Ihe Hitchhiker'. Guide
itself. it is deserving of all its praise. it
is the most insane, wildly funny literary
event in years. That this event has taken
place within the genre of science fiction
is something all readers should con~der

an extremely fortunate event. Adams
has packed all of the sheer lunacy of
his old Python days into one absurd
book. It is silly, happy, absurd stuff. It
is the wildest funniest. sci fi novel ever.
The only disappointing thing about it
is that the reader is forced to wait for
the next volume to come out to get
more of the same.

The Ofta1h of a legend
by Robert Adams

Published by Signet Book.
$2.50

A ReviftW by C. J. Henderson

Few people will argue the fact
that Robert Adams' Horseclan novels
make up one of the finest science fico
tion/fantasy series ever created. They
are real; the stories come across as tales
of real peoph~. TheV arf! all individual
creations, each one eating, sweating,
blinking, and itching. They love thf!
way real people do, and they are
capable of dying, just the way real
people do.

AdarT\S' characters walk through
stories which have a realistic flavor to
them. Not all of his plots involve top
pled thrones and grand armies and all
of the other trite, well-worn, bric-a-brac
of the Uncarterian sagas. Adams is
creating a believable future world. one
in which people just haven't changed
all that much. It is an interesting place,
one where people lie, drink, steal, go
to the bathroom, fight, and, basically,
do everything that all ordinary people
do· they Just do it in more exotic sur·
roundings.

What all this is leading up to, of
course, is the news that Adams has de·
livered another novel in his ongoing
series. Th. O.ath of a lqend is, while
not the best of the lot, certainly near
the top.

(continued on p. 93)



THE CAVES OF THE GOBLIN LORD

History

by DAN GOODSELL

A short time ago there was a great Goblin that commanded a large group of
Coblins. His fame was great. but in the end he was driven back to lurk in a
subterranian abode. For 15 years nothing was heard of him, then rumors of his
return began to circulate. You are a group of adventurers that have set out to
enter his caves and to kill him.

Judge I 5 Notes:

This Dungeon is for a group of Melee/Wizard adventurers whu have no Ex
perience Points.

LEVEL ONE
1) Enlances Room: Standing in this room Is 1 Goblin guard. He l~s a Club.

Judge only: Goblin ST:9. DEX:9(7). IQ:8, HA:8. Armor:Lcathcr (2 points),
Wcapons:Club and Dagger. The C~blin has lOSP. If the party
looks strong he will run to warn the Goblin Lord.

2) Bedroom: In
Judge. only:

chis room
Under the

is 3. small bed.
bed is a small Bron7.c Cup worch SSP.

3)

4)

Wolf Room:
Judge only:

Guard Room:
Judge only:

Sitting in this room 1s a Wolf.
wolr ST:tO. DEX:l4. IQ:6. MA:12, Armor:Fur (1 poinc), Weapon:
Bice (1+1). This Wolf will attack any parcy chat is noc wich
a Goblin.

2 Goblins are sitting in this room.
(;oblins ST:ll. DEX:7, 6. IQ:8, 8, NA:10. 10. Armor: None ,
Nonc. Wcapon:Small Axe, Broadsword. When the party enters
one Goblin will run out of the. room and the other will fight.
The one that ran will get the Ore in Room 6.

5)

6)

Food Storeroom: Many bags of flour. sugar and salt lie in this room.
Judge only: The Goblins have to eat a mush made from the stuff. Living

in this room is a Giant Rat ST:2, DEX:ll, IQ:l, MA:8, Armor:
1 point for dodging, Weapons:Bite (1-2).

Ore Room: Sitting at a table in this room is a large Ore with a Morning
Star. He is eatiog a small dinner.

Judge only: Ore ST:l3. DEX:12(9). IQ:8. MA:6, Armor:Chainmall. Weapons:
Morning Star and a Mace. He has JOSP.

Goblin Lords Room:
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7)

Judge only:

In this large room is a large throne with a small
Goblin in it.

The small Goblin is the Coblin T.ord ST:12.DEX:7. IQ:14.
HA:lO, Armor:Nonc. Weapons:Wizards Staff. He is a Magic
User. Spells:Sleep. Illusion. Reverse Missiles. Rope. De
stroy Creation. Dazzle, Summon Wolf. Aid. Confusion. Magic
Fist and Staff. Beneath his throne there is a spiral stair
case leading down to Level 2, 9. To move the throne a ST
of 25 must be applied.



8)

9)

Goblin Lords
Judge only:

Stair Room:
Judge only:

Bedroom: In this room is a large soft bed.
This is the bed of the Goblin Lord.

LEVEL TWO

The spiral staircase 1n this room leads to Level I, 7.
Nothing special.

10) Another Food Storeroom: In this room arc barrels of salt pork, ale and
wine.

Judge only: This 15 the food the Goblin Lord cats.

II) Bear Room:
Judge only:

There is a large Bear in thIs room.
Bear 5T:30. DEX:l1, lQ:6. MA:8. Armor:Fur (2 points), Weapons:
Claw (2+2). The Bear will attack anyone eating except the
Goblin Lord.

12) Treasure Room: There is a large chest In this room.
Judge only: Inside the ches tare 350SP.



BEASTMASTER SAFARI SHIPS

STEFAN JONES

Operation

Customer Availability

Customers for the Safari Ship wilt be available as per
Ihe chart below.

The roll is made once per month. Customers from a
previous month's roll may "wait" (roll 7+) if a Safari Ship
does not leave in order to find more customers.

Customers will generally be nobles, rich officials, etc.
Supplement 4 should be consulted for proper NPCs.

The Bcastmastcr Safar; Ships are streamlined 200·ton
vessels. The staterooms and recreation rooms are large and
very luxurious.

Internal Details

Bridge: The ship is controlled from here during space
flight and in atmosphere. The model llbis computer
IS located on the port side of thl! bridge; an avionics
bay is located below the bridge.

2 Double Stateroom: Used hy the pilot and navigator.
this room has access to the bridge.

3 Double Stateroom: This room is used for the engineer
and the sTl!ward.

4 Double Stateroom: If a single staleroom is available,
the tour gUide will generally berth there. If nOf, the
gUide shares thIS room with the medic.

5 Airlock and Ship's locker: The locker contains sur·
vival equil'lment. Vacc suits. rescue balls. etC. Another
ship's locker is lucated aboard the life bOill.

6 The lounge: This giant area contains the dining hall
and entertainment facilities for the customers. A
library (with real books!) and holographic stage for
viewing life·sized entertainment programs are some of
the features included.

7 Sickbay: Extensive medical facilities, including a low
berth for emergency cases. arc located here.

B Galley: The exofic meals sl!rved to the customl!rs are
prepared here. The control panel for the entertain·
menll!Quipment is located here, also.

9 Suite· Stateroom: This large room is reserved for the
owner or the captain of the ship. When needed, the
room can be diVIded into two smaller, but still luxu·
rious, staterooms.

10 Suite· Stateroom: This room is idel'ltical to room 9.
11 Customer Stateroom: This large room is for the cus·

tomer's use. A folding stairway/hatch leads from the
hallway to the lifeboat bay below.

12 Customer Stateroom: This room is the same as room
11.

13 Customer Stateroom: This comfortable room is the
same as room 11.

14 Customer Stateroom: This room is the same as room
11.

15 Customer Stateroom: This room is the same as room
11.

16 Customer Stateroom: This room is the same as room
11.

17 Drive Room: Access to the ship's jump. m'll'Ieuver.
and power equipment is availab1t: here. An iris leads
to the lower drive room.

OM
+5
+1
+2
+3

TV",
Rich World

Airless World
Population 6+
Population 9+

Customer
Availability

10 ·10
10 -20
10 ·30

Starport
World of Origin

A
B
C

Most Safari ships ilrc owned by wealthy Nobles or
Tourism Businesses. Ships owned by Nobles are run as a
business venture when not in use by the owner; this helps
with the pilymenlS.

Satari trips are expensive. Salaries for the crew come
to about 30,000 credits a month. Life support totals
96,000 credits. Fuel is generally skimmed and purified, but
an allowance of 5000 credits a month is madn. With soml)
extras added, this comes to 140,000 a month for ellpenses,
with a full load of B passengers. Each passenger (il the shq)
has a full load of B passengers). must be charged 17,500
credits per month to break even on the operation expenses.
To make a profit requires charges above this level.

A trip is generally 2 . 3 monlhs long. This assumeS 3
~eks of outward Jumping to the destination, generally an
underpopulated, terrestrial world; 3 . 5 weeks of hunting,
and another 3 weeks of Jumping home.

The vast majority of starships perform important
functions, such as maintaining commp.rce, providing securi
ty, and exploring the unknown. Some, however, cater to
the whims of the rich and powerful of the Imperium. Typi·
cal of these "toys" is the Safari Ship. iI vessel designed tor
excursions into wild worlds whele Nobles yo hunting for
exotic and dangerous animals.

The "Beastmasler" Safari ShIp is based on the Safan
Ship in Traveller tm Game Designers' Workshop Supple
ment 4. Several additions have been made, notably. the
inclusion of a Jump 2 drivc. In view of the price, function,
and "missing mass" of the described ships, these changes
seemed logical and necessary.
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LifBboat lstandard from Traveller tm Game Designers'
Workshop Book 2): Uses 1I 20-ton hult, CJpabli! of
loG accelelation, it carnes 1 Ion 01 fuel IlInkage.
and a crew of 2, with 13 Ions excess space allailable.

21 Air·Raft/Airlock. The ship's alHaft, uSl!d on huntmg
trIpS, IS kept here. Occasionally, a 6-ton Airboat is
carlled, iI thll larger lIehlcle has larger passenger capa·
city, allowing the entire huntmg pilrty to be OUI at
the same lime.

22 Trophy Room/loun911: ThiS i1reil IS used for trainIng
of customers as well as reo-catIon. A holographic cata
logue of the shIp's history of specimens is kept here.

23 Viewing Gallery: The trip'S pnzes may be lIiewed
from this area. The enllironmental contlols for the
two cagmg aras are placed hefe.

24 Marine Caging Area: ThIS area IS deSigned for the diS'
play and preservation of hlle aquatic species. A WIde
lIariety of enlllronmental adjustments are possible. A
large hatch is set in the port hull to permit placement
and remOllal of specimens. The arca may be parti
tioned, but aU the areas mUSI have the same enlliron
mental conditions.

25 Caging Area: SImIlar to the abolle. this area is designed
for land and aenal speCImens.

26 life Boat Bay' The bay extends down to Ihe dorsat
hull of Ihe ship A halch set in the belly of the ship
can open to drop the boat. A catwalk along Ihe nar·
board side allows access to fhl! lower drille room and
to a ha:tchwa:y that leads down 10 the landmg leg/em.
barkatlon ramp. A folding stai' Irom the passenger
area abolle connect dllectly lu Ihe hie boat's airlock.

Poinu of Entry

There are 5 points of entry to Ihe Safari Ship: the
main airlock. the turret inspection hatch, the Ail·Raft Bay
hatch, the life Boal Bay hatch, and the landing leg/ramp
halch. ; J

0-/ ~
(

27 Bridge of Ufe Boat: The bl idYl: has an acceleration
couch for one ollhe awake crew.

28 Stateroom: This stateroom IS for Ihe use of awake
crew,

29 Stateroom: ThIs stateroom IS for the uS!! of awake
crcw,

30 low Passage Berths' 5 emergency berths wilh a capa
city of 20 i1re here.

31 Drille Room/Storage: This conlains fuel drilles and a
small shIp's locker

18 Crew's MIlIi/loungs!Workshop: FaCilities for crew
recreallon and planning arc here. An iris leads down
to the ship's double turrel. When armed, thl! turrel
mounts iI Sandellster and a Beam laser.

19 Crew's Galley: This IS the lood storage and preparatIon
ilrea.

20 Storage: Equipment for repair and maintenance are
kept here, along wIth expedulon supplies and arma·
ment.
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Catacombs of the
Bear Cult

a complete T&T Dungeon with maps
and key for the Game Master

The Cult of the Grcal BeM ha~ hp(..nme ., deadly nl("nacc; the
Death Empress of Kh.lLan has promised a special rewiud for
the person who brings to her the head of Blorni oso-Mf'dved.
the leader of the dreaded Cult. Your glOufI of characters has
pnlerec! Cult terntary. Theil farnp and fortune - and the,r live'>
- depend upon how w..11 they deal ",th the sh.lpe-sh'hlllg
htRhwaymcn of Ihf' Great Road!

catacombs of the Bear Cult IS nol merely a dunRcon
Irs an adventure! Add,tuma! scenario sURR<'Sllons haH' IWf'1l
Included - so once a group of char'lClcrs has pxhausted the
origin<ll advenlUre. there arc plenty mort' wattlng!

only $3.95
.1V,lil,lb/(' dt IWtlf'f ~,lme imd hobby "(Of£"". or irom

Flying Buffalo Inc.
P.O. BOx 1467 .Dept. JC·60 • Scottsdale. AZ BS2S2

(plf',m.' Include S' tor ~hippm~ ,md h,'ndltnr:!J

Grimtooth's
a

game master's aid for

ALL
role-playing systems

One hundred and one catastrophic traps,
sinister snares, engines of evil, and deadly devices

Grlmtooth's TRAPS ha...e bef>n plPltt"nted "Ithout game mechanICS
of any kind: Ih(' nalure cause, and effect of each trap has been
thoroughly descnbcd SO that dny CM may Introduce these deVICes of
delvel df'!olruCllon Into hiS 01 hel ~ames 'vlth ease. for example:

Between A ROCk and A Hard Place" .. {Jeo,l'I' \',1n.Jll(l<'1 on the rornmnn f'IIl..-wtwo
rnmtlnr 11.'fJ ,11.u ",til ~n.u,,' 1''\011 d..ll.xtCfl, I.l'<l>tJlllill-', U~ itt "II'~ - Of they win lose ll\('ll
tOf'<l A ')t."wJ."d pol In t"'" 110oo .. <.lI.b~,1tl'l.l hy \~hittf"l'..r mP'Ihond y(lud~ Who..'l;' dWiKll'1
ldll~ to till' houOIn 01 tl1l' 1)11. Ill.' 1'111 finrllh.ll I'll' l\ WllOO (1,.'(1> to l~"~) nul on'1I!o own.

\Vht-n rhfo lMfl oo....r $lJn", Lk,"I' ~JIfN the We 0I1hc pll. ~ t.ts a hunoo m thP I'ittl """"ch
rit\~,1 ,IJI <.J .llxltolhoJ«"", Thc.JOd t,iplllt'to;<;{.... f"I it \\Il'P rh.:It f\.I"IS up 01l0Ul1#l tht·W~l
" .. 10 'Jl,ure n pUi:c the lot'<t1t Clf mot .tI'la...~pI A'> u'lt~ Wl"ll"ot ~1;In thelloot d
the pit !he~ pLat.. !tw"f 1'. IllSUrl.' 0 II.. hIocIc of(~ Ii.'I'1\alI15 ... ~~ ... the
I'cttht ... temtM''l! 0"'" II ..' ll~ /<,,,,, -.:1 ..... ~\l~ '11 UI Cnmtoottu TItAf>(,j

only $9.9S (Jess than a dime a death!)
dv.m..bIt'.1I lx'f/<.'I It<lffir dnrl~ 'Ihlfl'" 0" ,,,cJl., tJr", I trom

Flying Buffalo Inc. • P.O. BOX 1467 • Dept. ..1(;23 • SCOttsdale, AZ 85252 (ph ....f' Iflt'fltrli> SI lot "'\lfll""l.( b h.fnt:~1l!
(l.A(: & EurQI'l'dll lWotnerS plNse ordef Irom a,r~ llarvt>yifB PO 80>.100, 8dlh "'.• Wi\lwn. W. """dwoos, lJt.·l
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Background
...,./

Ten years ago, a freebooter approached Atar the Lion, the ruler of Tarantis IHe;ll; 2327, Campaign Map Four) with an
interesting proposition. An agreement was reached between Atar and the man who hilS since been known as the Seahawk.

The Seahawk gathered together all the local pirates, priv8teen, buccaneers, and the other refuse of the water and
molded them together into a brotherhood - an association of independent captains which would eliminate competition
between them. Atar and the markets of Tarantis would share in the enterprise. It soon became recognized that ships licensed
by the Tarentine Merchants' Association would be guaranteed passage by the Brotherhood if a slight fee was paid. Vessels
which were not registered would be fair game for the pirates. seized goods were then auctioned by the Brothf!rhood monthly.
It has bf!f!n rumored that Atar sometimes denies registration to vessels carrying goods he COVf!ts and then buys them at the
auction when the ship is taken by the Brotherhood.

In timf!, a camp grf!W around thf! markf!t site about 18 miles northeast of the city of Tarantis. The Seahawk, a cautious
type, developed a system of protection for his men. Lookout points Wf!rf! situllted along the Azurerain River. Agents of the
Brotherhood were sent into the cities and towns along the river. It is rumored that, by this time, agents can be found In most
major cities in the known area. A canier pigeon system was instituted about five years ago, thus insuring quick communica·
tions between outposts. It is not uncommon tor magic to be used to notify the Seahawk of wealthy prizes.

Ships used by the Brotherhood vary in type. Most are owned by the Captains although ships are also known to be
under the ownership of patrons who receive a portion of the booty when it is sold. The main type of vessel is a clinker-built.
shallow-draft ship, close in design to the Viking war boat. This type of ship can be used with sails or oars and is quite capable
of long sea journeys. Smaller river crift ire also used. In most cases, the crew is entirely composed of members of the Brother·
hood although some vessels use slaves IS rowers.

The governing body of the Brotherhood is the Council of Captains. Each captain (who must possess a ship and at least
fifty men) has a vote in Council deliberations. The Captain-General has three votes and decides the action it II tif! vote results.
The Tarentine Merchants' Associition and Atar the lion each get one vote. General meetings are held twice a year. and at least
three·quarters of the Captains must be present in order to have a voting quorum. New Captains arc appointed as voting mem
bers only with the approval of two-thirds of the voting membership. Quanels within the membershIp are normally decided by
II formal duel if agreement cannot be enforced by the members. Violations of the Articles of Association of the Brotherhood
are tried before a judicial board consisting of the Captain-General and two Captains elected every two years.

Shares of sold booty are normally divided in the following fashion although minor variations are known to exist.

30% Master of the vessel. Usually the Captain.
10% Officers and bodyguard.
30% Crew.
10% Captain-General.
15% Brotherhood treasury.

5% Atar the Lion and the Tarentine Merchants' Association.

Average Ship Characteristics

Length: 65' to 70'
Beam (wK:lth): 13' to 15'
Crew: 55·60. usually two per oar.
Officers' 3 - 5
Average Speed: 3 - 7 knots rowing, 4 - 11 knots sailing, usually with one mast and a large, square sail.
Armament: Some ships mount small ballistae on a platform on the bow. Individual crewmen are armed with their personal

weapons_ Some Captains elect to use unarmed slaveS" as rowers, bYt the rest of the crew is armed.

Offices of the Tarentine Merchants' Auociation

Representatives of the Association can be found in many towns and cities of the known world. A typical building is
three stories high. Living quarters for the agent and his family are found on the second floor. There are also living quarters for
the guards 12 - 8 Fighters, all in Leather Armor. bearing Longswords). The strong box is also found here.

The third floor contains storerooms and a carrier pigeon loft. 5 - 15 birds are kept, walched over constantly by <I

trainer. Using these birds, the agent always keeps in toud'! with the home organization. Messages are always sent in code, and
the code is known only to the agents.
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The first floor holds the offices for the Association. Record files are maintained by 1 - 4 scribes. The liamsing office is
in the rear. Licensing pennits and the Association's sear are kept in a locked strong box during business hours and transferred
upstairs at night. Average costs are 1 CP per ton of common goods. 1 SP per ton of luxury goods (wine. fine cloth, etc.). and
1% of the value of valuables (jewelry, fine books, spices, magical items, etc.l. Slaves are priced aemrding to the use of the
slave. Common slaves are insured for 1 CP per 10 slaves. Trained slaves are 1 SP each. Harem girls, fine cooks, body servants,
and scribes are insured for 1 GP each.

Pennit.l may be denied (and the infonnation passed along to the main office) if the cargo exceeds certain values):

c.rgo Value
0-50GP
51·100GP
101·500 GP
501·1.000 GP
1,001.5.000 GP
5,001·25.000 GP
25.001 . 100.000 GP
100,001 . 500,000 GP
500,001·1,000,000 GP
1,000,001·2,500,000 GP
More than 2,500,000 GP

Chance of Dental
,%
5%

""'0%
15%
20%
30%
40%
50%
75%
80%

Attack Chance
'%
7%

'0%
'5%
20%
30%
45%
60%
80%
95%

100%

Attack chance is the percentage roll to determine if the Brotherhood will attempt to take the unliamsed merchant
vessel. Note that bribery may be resorted to by shippers to attempt to gain a proper license.

,

Hex 2625, Campaign Map Four
Bireznia· Lair of the Azurerain Brotherhood

All hex locations hereafter are numbered hexes contained within the five-mile hex dIed above.

Watch Tower: Hex 1120, This is a platform built in a large oak tree and camouflaged. It has walls approximately 13'
high and about a foot thide Its dimensions are 15' x 20'. and it holds ten men on its two stories. It is entered by a
rope ladder which is only lowered when the guard is changed ellery 18 hours. Three men are always maintained on
guard, and these three are changed every three hours. Others at the tower are either steeping (60% chance) or awake
(4'" chance). All are 1 HD and AT: leather. They are anned with Heavy Crossbows and Cutlasses. Carrier pigeons
are released if danger or prey approaches. A +3 Heavy Crossbow is carried by the leader of the detachment. but it
always remains at the Watch Tower.

HTK of garrison; 8,6.6.5.5.5,5.4,3, 1.

2 Ferry: Hex 2015. Black Diemn. Ferryman (M); Half Ore; Class: Thief; Align: N; lVl: 5; HTK: 21; AT; leather
(Plate-); Social level; 2; STR: 15; INT; 10; WIS: 12; CON: 15, CEX: 17; CHAR: 8; POW: 14; SPD: 13; END' 16;
lEO: 11; STA; 15; LCK: 14; AGll: 16; GAM: 11: Weapon: +1 Dagger. Diemn always wears black, hooded robes. He
is extremely nervous when faras appear. He charves 1 SP per man or beast and 3 SP per wagon or cart. He greatly dis·
trusts anyone who is not obviously a warrior.type. Diceon will attempt to rob customers who are not of the area if
there are only one or two individuals (80% chance if one customer, 65% if two). He uses a weighted fishing net to
entrap his prey· treat the tervet as AT: leather to hit. If hit, the victims are snared for 4 ·7 rounds. Diccon then uses
a Truncheon to knock out the victims prior to robbing them of everything they own. The victims are then lied to logs
and abandoned into the stream. Diccon's treasure is stashed in his nearby hOllel: 106 SP. a +1 Sword, and assorted
goods worth 25 GP.
- Diccon wears a reinforced breart and back plate under his robes. If struck there, treat as AT: Plate to hit.
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3 Stone Tower: Hex 2115. This tower is 20' tall and 15' in diameter. A Light Ballina is mounted on the roof. The
garrison consists of 15 men, till AT: Leather. There are five artillerists armed with Short Swords, HTK: 5,4,4,2, ,.
There are five armed with Short Swords and Light Crossbows, HTK: 7,5,4,3,2. There are five with Cutlasses and
Boarding Pikes (Spear5). HTK: 6,6,4,4,2.

Tower Captain: Shanghai Sam (M): Class: Fighter; Alignment: CE; LVL: 3; HTK: 20; AT: Leather and Shield:
Social Level: 4; STR: 16; INT: 13; WIS: 9; CON: 16: DEX: 15; CHAR: 9; POW: 16; SPD: 11: END: 15; LEO: 10:
STA: 14; LCK: 14; AGIL: 14, GAM: 13, Weapon: Cutlass. Sam thinks of himself as a '1ady4tiller" and willalwayt
admit females to the tower who have a CHAR of 14 or higher. Females who rebuff his advances are apt to end up
chained in the cell underneath the Tower floor. Sam's trea5Ure: 158 SP and 285 CPo

4 Auctioneer's: Hex 2215. This is a large, two-storied none building. Here is the site where locals bid on the loot stolen
by the pirates. Goods are auctioned here every month on the last two days of the month. There is a below~roynd vault
in which goods are stored before the auction. The stairs to the vault entrance are always guarded by two men, AT:
Leather, HTK: 7, 6 who are armed with Cutlasses and Boarding Pikes. These men are relieved every four hours from
the Stone Tower. The vaul! door is trapped with poisoned, spring·fired Darn (2· 121n numberl. The poison is Type 7
(Ready Ref Sheets, Judges Guild product number JG 0014). Only the auctioneer and the Seahawk have the key.

Auctioneer: Mumbles Mahon (M): Class: MU; Alignment: LE; LVL: 3; HTK: 12: AT: Shield; Social Level: 6;
STR: 10; INT: 17; WIS: 9; CON: 10; DEX: 15; CHAR: 10; POW: 9;SPD: 13; END: 10; LED: 14; STA: 9: lCK: 13;
AGIL: 14; GAM: 11; Weapon: + 1 Dagger. Mumbles has a Ring of Human Persuasion which he is known to use during
the auctions. His cut is generally 1% of the sale value taken from the owner's share. Mumbles and his loyal servant,
CrucMace (Ogre; HTK: 25; AT: Splint Mail) live upstairs from the Auction Hall. Mumbles' treasure is hidden under
the floor beneath Cruchfaee's bed. The box has a symbol of fear engraved inside the cover. Treasure: 1,575 GP in
assorted jewelry, 355 GP, 1,BOO sP. Folded over the loot is a Cloak of Poisonousness made of leather with a high·
standing collar. The cloak has a clasp of two red stones, each worth 500 GP.

5 Seahawk's Hold: Hex 2316. The Seahawk (M): Class: Fighter: Alignment: LE; LVL: 9; HTK: 83; AT: Chainmail:
Social Level: B; STR: 17; INT: 16; WIS: 10; CON: 16; DEX: 15; CHAR: 14: POW: 16; SPD: 12; END: 16; LED: 17;
STA: 15; LCK: 10; AGIL: 14; GAM: 7; Weapon: +2 Cutlass. The Seahawk is often absent from the Hold: 20% chance
he is in Tarantis; 40% chance he is on a raid; 10% chance he is meeting with the Captains at the Red Lion Inn. The
Seahawk is a master of disguise - treat him as equal to an Assassin of equivalent level. He often disguises himself and
wanders around the area listening for promising rumors,

Others in the Hold:
G10rglas (M. Half are): Class: Assassin; Alignment: NE; LVL: 6;HTK: 20;AT: Leather; Social Level: 4;STR:

15; INT: 13; WIS: 10, CON: 15; DEX: 17; CHAR: 8; POW: 14; SPD: 18; END: 14; LED: 8; STA: 15;
LCK: 8; AGIL: 16; GAM: 13; Weapon: Cutlass and Stileno.

Astrahir 1M): Class: Magic User; Alignment: NE: LVL: 6; HTK: 13; AT: Leather: Social Level: 6; STR: 5;
INT: 17;WIS:8;CON: 12; DEX: 14;CHAR: 9; POW: 4;SPD: 12: END: 11; LED: 10;STA: 13; LCK: 12;
AGIL: 15;GAM: 13;Weapon: Dagger.

Nordak (M): Class; Cleric; Alignment: LE; LVL: 12; HTK: 42; AT: Plate; Social Level: 8; STR: 14; tNT: 10;
WIS: 17; CON: 13; DEX: 10; CHAR: 12; POW: 13: SPD: 10; END: 11; LED: 11; STA: 12; LCK; 14;
AGIL:9;GAM: 13:Weapon: +2 Mace.

Prog the Grim (Chief Mate· M): Class: Fighter; Alignment: LE: lVL: 6: HTK: 25; AT: Chainmail: Social Level:
5: STR: 16; INT: 14; WIS: 9; CON: 12; DEX: 15; CHAR: 13; POW: 16; SPD: 13; END: 12; LED: 8;
STA: 11; LCK: 10; AGIL: 15; GAM: 10; Weapon: Cutlass.

Mak the Knife (lst Mate· M): Class: Fighter; Alignment: NE; LVL: 4; HTK: 21: AT: Leather; Social Level: 4;
STR: 13; INT: 12; WIS: 11; CON: 14; DEX: 17; CHAR: 10; POW: 12; SPD; 16; END: 13: LED: 7;
STA: 14; LCK: 12; AGIl: 17;GAM: 6: Weapon: 8 Throwing Kni'lt'S.

Brother Cion (M): Class: Cleric; Alignment: LE: LVL: 2; HTK: 10; AT: Leather: Social Level: 5; STR: 12;
INT: 16;WIS: 16;CON: 10;DEX: 10;CHAR: ";POW: 12;SPD: 9; END: 11; LED: 7;STA: 11; LCK:13;
AG1L: 10;GAM: 7;Weapon: None.

Tardry Lan (Bosun· M): Class: Fighter; Alignment: LE; LVL: 2; HTK: 11; AT: Ringmail; Social Level: 4:
STR: 15; INT: 10; WIS: 9; CON: 13; DEX: 13; CHAR: 12; POW: 14; SPD: 15; END: 14; LED: 14;
STA: 11; LCK: 13;AGIL: 13;GAM: 12;Weapon: Cutlass.
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Glorglas disguises himself to appear as the Seahawk when the Seahllwk is oway on business. He also has been
known to eliminate rivals of the Cllptain-Gencral and is 98% loyal to the Seahawk. Prog is the sccond·in-«lmmand,
and Mak is third on the Seahawk's ship, The Golden Griffon. Brother CIon is the chief accountant tor the Brother
hood. Tardry Lan IS the younger brother of the Seahawk, but only Glorglas knows this secret. Lan is the personal
messenger and confidante of his brother. All have rooms on the second floor. The stain; are guarded at all times by
two pirates, AT: Ringmail and Shield. HTK: 6. 5. A trapdoor in the Seahawk's room leads to II hidden stairway to II
tunnel below ground level. The escape tunnel leads off to the nonh~ast and is barred by II magically-locked, heavy
door. Only the people who Hve 8t the Hold know the secret password required to deactivate the spell, as does Mumbles
Mahon. Immediately to the left when the door is opened can be found a 25' by SO' room which contains the Sea
hawk's loot. If the door (locked by the same password as the other) is forced open, a 15' x 15' square pit opens at the
door, and intrud@nwill fall 25' into 20' deep water. The treasure is contained In locked strongboxeswhidlline the
walls. Treasure: 15,000 GP, 15,000 gP, 25,000 CP, 10,000 GP in jewelry, 15,000 GP in gems, and five potions: Ether
Form, Dominate Birds. Flying, Vial of Persuasiveness, and DrltgOn Control. The treasure is guarded by an Iron Golern
which always attacks unless the control word is spoken. This word is known only to the Seahawk, Nordak, Astrahir,
and Tardry Lan.

The Seahawk's ship, The Golden Griffon, is manned by sixty seasoned veterans.
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6 The Accounting House: Hex 2316. Employed here are:
Brother Sind (M): Class: Cleric; Alignment: LE; LVL: 2; AT: Leather, HTK: 8; Social Level: 3; STR: 12;

INT: 15; WIS: 16; CON: 12; DEX: 12; CHAR: 10; POW: 11; SPD: 9; END: 12; LEO: 13; STA: 11.
LCK: 8; AGIL: 12; GAM: 7;Weapon: Mace.

Brother Karval (M): Class: Cleric; Alignment: LE; LVL: 2; AT; Leather; HTK: 6; Social Level: 2. STR: 14;
INT: 14; WIS: 15; CON: 12: DEX; 15; CHAR: 10; POW: 13; SPD: 12, END: 13; LEO: 10; STA: 14;
LCK: 16; AGIL: 15; GAM: 15;Weapon: Mace.

One of the two will always be found consulting or writing papers. There are also two scnbes (AT: None. HTK:
2, 1) and six slaves (AT: None, HTK: 5,4,4.3,2.2) present. There is a 1% chance per five minutes that a literate
character may find the control word for the Golem in area 5 in this plact'!. There is then a further 40% chance that the
paper on which the control word is found may connect the word to the Golem; otherwise, just the word has been
found. There is also a 5% chance per fifteen minutes that a map of dungeon level one is found.

--.•

-
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7 Temple of Neptune: Hex 2317. Presided over by Nordak. this is a local shrine to the pOItron of the river. There are two
acolytes and three custodian/guards:

Fostick (M): Class: Cleric;Alignment: NE; LVL: 3; HTK: 13; AT: Chainmail; Social Lewl: 4; STR: 14; lNT: 10.
WIS: 15; CON: 10; OEX: 12; CHAR: 10; POW: 14; SPO: 11; END: 10; LEO: 6. STA: 11, LCK: 12;
AGIL: 12;GAM: 14;Weapon: Mace.

Istrim (M): Class: Cleric; Alignment: NE; lVL: 3; HTK: 13;AT: Chainmail;Social Level: 4;STR: 10; INT: 10;
WIS: 14; CON: 12; DEX: 15; CHAR; 11: POW: 9; SPD: 10; END: 10; LED: 14; STA: 11; LCK: 9; AG IL:
15; GAM: 8; Weapon: Mace.

Falfour (M): Class: Fighter; Alignment: LE; LVL: 3;HTK: 10;AT: Ringmail; Social Lewl: 2; STR: 17, INT: 10;
WIS: 10; CON: 12; OEX: 13; CHAR: 10; POW: 16, SPD: 13; END: 11; LED: 14: STA: 12; LCK: 16;
AGIL: 13;GAM: 15;Weapon: Trident.

Trim Ardris (M): Class: Fighter; Alignment: NE; LVL: 2; HTK: 11; AT: Ringmail; Social Level: 2; STR: 16.
INT: 9;WIS: 11 ;CON: 14; DEX: 14; CHAR: 9; POW: 15;SPD: 11; END: 14; LED: 8; STA: 13; LCK: 11;
AGIL: 12;GAM: 1';Weapon: Trident.

Lyr Manan (M): Class: Thief;Alignment: NE; LVL: 2; HTK: 7; AT: R Ingmail; Social Level: 2; STR: 12. INT: 13;
WIS: 10; CON: 10; DEX: 17; CHAR: 13; POW: 11;SPD: 8; END: 9; LED: 16; STA: 8; LCK: 13; AGIL:
17; GAM: 9; Weapon: Cutlass.

All monetary donations are used to plate the marble statue of Neptune; all non-gold items are exchanged for
gold plating. Its current value ;5 22,500 GP. Per five mintues of uninterupted work, 450 GP value of plating may be
removed. The statue is on a high dais surrounded by a 15' wide moat that is 30' deep. The moat is filled with river
water.
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8 The Armory: Hex 2317.Contents: 2 Light Ballistae, 25 casks of oil. 150 Ballista Bolls. 50 Heavy Crossbows. 100 Light
Crossbows, 2,000 Crossbow Bolts, 300 Cutlasses. 500 Boarding Pikes. 200 Knives. 150 small Shields. 100 sets of
Leather Armor, and 100 Grappling Hooks.

Clank Torgrim (Dwarf armorer): Class: Fighter; Alignment: N; LVL: 2; HTK: 10; AT: Ringmail; Social Level: 3;
STR: 16; INT: 14; WIS: 10; CON: 13; DEX: 14; CHAR: 10; POW: 5; END: 12; STA: 13; AGIL: 15;
SPD: 11; LED: 8; LCK: 11; GAM: 15;Weapon: Hammer.

Fourfingers Trainor (M): Class: Fighter; Alignment: LE; LVL: 5; HTK: 28; AT: Chainmail; Social Level: 4;
STR: 17; INT; 15;WIS: 12;CON: 12;DEX: 15;CHAR: 8; POW: 16; SPD: 11; END: 12; LED: 9; STA: 11;
LCK: 16; AGIL: 15; GAM: 11; Weapon: Cutlass.

Guards: Five pirates, two of which are always an guard: AT: Leather. HTK: 6,5,5.4. 3; Weapons: Cutlasses
and Pikes.

9 Rape Maker: Hex 2417. Boldikker (Goblin): Class: Fighter; Alignment: CE; LVL: 1; HTK: 4; AT: Leather; Social
Level; 2; STR: 13; INT: 12;WIS: 10; CON; 9; DEX: 15;CHAR: 12; POW: 13; SPO; 11; END: 10; LED: 10; STA; 8;
LCK: 7; AGIL: 15; GAM: 6; Weapon: Dagger. Treasure is 56 GP hidden beneath a rope coiled in the upper 10ft.
Rumor: An old temple may be found in the caverns beneath the ship cove, and much wealth lies undiscovered.

Aestar

10 Red Lion Inn: Hex 2116.
Big John Ferman (M): Class: Fighter; Alignment: NE; LVL: 4; HTK: 21; AT: Leather; Social Level: 3; STR; 17;

INT: 11; WIS: 12; CON: 15; DEX; 15; CHAR: 15; POW; 16; SPD: 13; END: 14; LEO: 14; STA: 15;
LCK: 10;AGIL: 15;GAM: 14;Weapon:.l Mace.

Fast Eddie (M): Class: Thief; Alignment: NE; LVL: 3; HTK: 11; AT: Leather; Social Level: 2; STR; B; INT: 15;
WIS: 12; CON: 14; DEX: 17; CHAR: 12; POW: 15; SPD: B; END: 14; LED: 10; STA: 13; LCK: 10;
AGIL: 17;GAM: 9;Weapon: +1 Dagger.

Lintner Gras (Ore): Class: Fighter; Alignment: CE; LVl: 4; HTK: 14; AT: Chainmail; Social Level: 2; STR: 14;
lNT: 1O;WtS:8;CON:12;DEX: 13;CHAR:9;POW; 15;SPD: 10;END: 12;LED: 13;STA; 11;LCK: 10;
AGIL: 13; GAM: 8;Weapon: Sword.

Toke SimaIIOrc): Class: Fighter; Alignment: CE; LVL: 4; HTK; 19;AT: Chainmail;Social Level: 2;STR: 14;
INT: 11; WIS: 10; CON: 13; DEX: 12; CHAR; 12; POW; 14; SPO: 11; END: 13; LED: 16; STA; 12;
LCK: l1;AGIL: 12;GAM: 12;Weapon: Sward.

Leena IF); Class: Thief; Alignment: NE; lVL: 3; HTK: 11; AT: Leather; Social Level: 3; STR: 10; INT: 13;
WIS: 10; CON: 11; DEX: 17; CHAR: 15; POW; 9; SPD: 11; END: 9; LED: 14; STA: 10; LCK: 13;
AGIL: 16;GAM: 11;Weapon: Dagger.

Aestar IF): Class; Thief; Alignment: N; LVL: 2; HTK: 4;AT: leather; Social level: 2; STR: 12; INT: 14; WIS: 9;
CON: 13; DEX: 15; CHAR: 14; POW: 12; SPD: 12; END: 13; LED: 15; STA; 12; LCK: 18;AGll: 14;
GAM: 14; Weapon: Dagger.

Big John awns lhe inn. Fast Eddie runs knucklebones games in the corner. He often cheats. so add 1 to his total.
The charlGe of detection is 5% cumulative per roll. Gras and Simat are the bouncers. Leena and Aestar are bar~aids.

Leena also works as the dancing gir1. Rooms upstairs are available 40% of the time. Cost with foad and drink is 2 SP
per night. There is a 10% chance per night that Eddie, Leena. or Aestar will attempt to steal something. Usually pre
sent are 10 - 40 Pirates (AT: Leather, Cutlassesl and 1 - 20 visitors IJudge's choice of stats), and there is a 10% chance
per night of a Captains' meeting (refer to area 5). The Seahawk is in love with Aestar who only knows him as Rolstir,
a pirate in the Scahawk's crew. The Seahawk visits Aestar weekly (15% chance cumulative per day) and spends the
night in her room. Each person mentioned above will have a stash of 20·40 GP. The establishment's till is kept in a
rocked cash box and equals 120 Gr, 100 GP, and 55 CPo
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11 Granary: Hex 2117. Contains 20 ~ 200 tons of grain. Watchman is Perf Ladir (M): Class: Fighter; Alignment: NE;
LVL: 2; HTK: 8; AT: Leather; Social Level: 2; STR: 12; tNT: 9; WIS: 8; CON: 12; OEX: 12;CHAR: 7; POW: 11;
END: 12;STA: 13;AGIL: 13;SPD: 13;LED: 13;LCK: 12;GAM: 14; Weapon: Club.

12 8arracks: Hex 2216. Contains 50 + 1020 pirates.
Captain One· Eye 8101'1 (M): Class: Fighter; Alignment: NE; LVL; 5; HTK: 25; AT: Ringmail; Social Level: 4;

STR: 16; INT: 12; WIS: 11; CON: 14; OEX: 15; CHAR: 13; POW: 16; SPO: 13; END: 14; LED: 12;
STA: 13; LCK: 8; AGIL: 15;GAM: 7; Weapon: +1 Cutlan.

Bosun Skregor (M): Class: Fighter; Alignment: CE; LVL: 3; HTK: 16; AT: Ringmail;Social Level: 3;STR: 15;
INT: 10;WIS: 9;CON: 10; DEX; 13; CHAR: 12;POW: 14;SPD: 11; END: 9; LED: 9; STA: 10; LCK: 13;
AGIL: 14;GAM: 12;Weapon: Cutlass.

Crashwort (Ore): Class: Fighter; Alignment: LE; LVL: 3; HTK: 16; AT: Ringmail; Social Level: 3; STR: 13;
INT: 12; WIS: 13; CON: 13; DEX: 14; CHAR: 8; POW: 12; SPD: 7; END: 12; LED: 10; STA: 13; LCK:
10; AGIL: 14; GAM: 9;Weapon: Cutlass.

Capt. One-Eye Bien
Capt. Bigboot Lathey

13 Lathey's Place: Hex 2317.
Captain Bigboot Lathey (Ore): Class: Fighter; Alignment: CE; LVL: 6; HTK: 25; AT: Chainmail and Shield;

Social Level: 7;STR: 15; INT: 16;WIS: 10;CON: 13;DEX: 15;CHAR: 13; POW: 15;SPD: 11; END: 12;
LEO: 11; STA: 13; LCK: 10; AGIL: 15; GAM: 9; Weapon: +1 Cutlass.

Chief Mate Seron (Ore): Class: Fighter; Alignment: CE; LVL: 3; HTK: 15; AT: Leather; Social Level: 4; STR:
12; INT: 13; WIS: 9; CON: 12; DE X: 13; CHAR: 12; POW: 11; SPD: 10; END: 12; LED: 9; STA: 10;
LCK: 9; AGIL: 13; GAM: 9; Weapon: Cutlass.

Scurvy Dan (Goblin): Class: Fighter; Alignment: CE; LVL: 2; HTK: 10; AT: Leather; Social Level: 3; STR: 13;
tNT: 10; WIS: 12; CON: 12; DEX: 14; CHAR: 10; POW: 16; SPO: 12; END: 11; LEO: 12; STA: 12;
LCK: 18;AGIL: 13;GAM: 13;Weapon: Cutlass.

Bosun Iblis Nard (Troll): Alignment: CE; LVL: 7; HTK: 26;AT: Chainmait and Shield; Social Level: 5; 5TR: 1B;
tNT: 11; WIS: 6;CON: 1B; DEX: 12; CHAR: 5; POW: 17; SPD: 8; END: 17; LED: 4;STA: 16; LCK: 17;
AGIL: 11; GAM: 15; Weapon: Boarding Pike and Brass Knuckles.

Bigboot and his cronies are the Seahawk's main opposition. They control about a third of the Brotherhood's
votes and are always trying to undermine the authority of the Seahawk. Their ship. Grim Reaper. is manned by 40
Orcs and 20 Goblins. Bigboot will pay mOrley for any infonnation which may prove damaging to the Seahawk.
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14 Bella9io's: Hex 2318.
Captain Bellagio (M): Class: Fighter;Alignment: NE; l Vl: S;HTK: 38; AT: Chainmail; Social level: 6; STR: 17.

INT: lS;WIS: 14;CON: 14;DEX: 13;CHAR: 12;POW: 17; SPD: 9; END' 13; LED: 11; STA: 14; lCK: 6;
AGIL: 12;GAM: 6; Weapon: Cutlass.

First Mate Namell!ss (M): Class: Fighter; Alignment: LEo LVl: 3. HTK: 24: AT: Leather; Social level: 4; STR:
18; INT: 10; WIS: 13; CON: 13: OEX: 14: CHAR: 10; POW: 17; SPD: 11; END: 13; LED: B; STA: 13:
LCK: 15;AGIL: 15;CAM: 9; Weapon: Cutlass.

Bosun Uldr Kan (Elf): Class: Fighter· Magic User; Alignment· CG: LVL: 3; HTK: 20; AT: Ringmail; Social
Level' 4; STR: 13; INT: 16; WIS: 12; CON: 15; oEX: 16;CHAR: 12; POW: 11 ;SPD: 6; END: 14, LED:
15;STA: 15; lCK: 12. AGIl: 16; GAM: 12. Weapon: longbow and Sword.

Bellagio generally (8S%) votes with the Seahawk on policy matters. His ship. The Tarantis Princess is crewed by
50 men and 10 Viking·type Berserkers.

15 Brig: Hex 2418.
Scarface Druel (Ogre); Class: Fighter; Alignment: CE; LVL: 5; HTK: 23. AT: Chainmail, Social Level: 2;

STR: 1B; INT: 9; WIS: B;CON: 15; oEX: 12,CHAR: 6. POW: 18. SPO: 13. END: 14; lED: 7: STA: 15:
LCK: 17, AGIL: 12. GAM: 9;Weapon: Club.

Ratty Zorf (Wererat): Class: Fighter; Alignment: lE; lVl: 4; HTK: 17; AT: None; Social Level: 2, STR: 13;
INT: 15; WIS: 10;CON: 16; DEX: 13; CHAR: 7. POW: 12. SPD. g. END: 15: LED: 6:STA: 16: LCK: 7;
AGIl: 13;GAM: 9:Weapon: Sword.

Cells contain: 1 . 8 pirates (usually jailed for fighting). 2 . 12 prisoners (held for ransom. More imponant
prisoners may be held by individual Captains on II 1S% chance each.). and 1 ·4 others (miscellaneous outsiders, spies,
etc.). All cells are on the upper level of the building. On the lower levels (ground floor and two levels below ground)
are the quaners for the overseers and field slaves. Thefe are quaners for 150 slaves who are chiefly employed in wor·
king on the nearby fields. There is one overseer farmed with Whip and Sword) per lS slaves. The slaves are of all races:
85% Human, 10% Ore, 2% Elf, 2% Dwarf. 1% Halfting and miscellaneous. They are kept chained at all times. Attrition
rate is high· 10% chance of disease cumulative per month held in slavery. Slave raiding is one of the Pirates' many
activities.

16 Watchtower: Hex 3118. This is a wooden tower 20' high and lS' in diameter. There is a ten-man garrison. AT: Leather,
HTK: 6, 6, 5. 5. 5. 4. 4, 4, 3. 2. There are always three men on duty. armed with Cutlasses and Light Crossbows. The
others are armed with Cutlasses and Boarding Pikes.

17 The Keep: Hex 2612. This is a stone tower Keep. 30' in diameter and SO' high. There is a beacon fire on the roof which
Is sometimes used to guide ships to the camp or to relay signals. Tne normal garrISon is 20 men. AT: Leather. HTK: 6,
6, 6. 6, S. 5. S. 4. 4. 4. 4, 3, 3. 3. 3, 2. 2. 1. 1. I. There are tcn Light Crossbows with the garrison. The duty shift con·
sists of five men at all times. Thefl~ is a trap door which leads to II shaft connecting lo the cave below.

18 The Ruins: Hex 2610. Here are the remains of what was once a large building which WIIS destroyed by fire long before
the Pirates found it. The area is shunned by the superstitious sailors although some say that the place was once a rich
temple to II local cult of killers.
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Other Captains
(20% chance of being present)

1 Belis (F): Class: Fighter; Alignment CG; LVL: 7;HTK: 39; AT: Leather; Social Level: 6;STR: 16; tNT: 15;WIS: 12;-
CON: 13; DEX: 16;CHAR: 13; POW: 16; SPD: 11; END: 12; LED: 6; STA: 13; LCK: 13; AGIL: 16; GAM: 11;
Weapon: longsword. Ship: Revenger. Crew: 60 Amazons. 20 Have Javelins and Cutlasses, 20 have Bows and
Short Swords, and 20 have Boarding Pikes and Cullasses. NOTE: Never ransoms male prisoners· sells them as
slaves. Uncooperative with other Captains.

2 Agrin Ron (Ml: Class: Fighter; Alignment: LE: LVL: 6; AT: Leather; HTK: 30; Social Level: 5;STR: 17; INT: 10;
WIS: 11;CON: 14;DEX: 15; CHAR: 9; POW: 17;SPD: 16;END: 14;LED:9;STA: 13; LCK: 11;AGll: 15;
GAM: 12;Weapon: Cutlass. Ship: Levantine Lady. Crew: 58 men, 4 Dwarves. Twenty men have longbows. The
rest are armed with Cutlasses and Boarding Pikes. NOTE: Always votes against the Seahawk. Hates him with a
passion.

Capt. Poldon

Capt. Agrin Ron
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3 Zindar (M): Class: Cleric; Alignment: LE; LVL: 6; HTK: 27;AT: None; Social level: 6;STR: 17;INT: 13;WIS: 17;
CON: 13; DEX: 14;CHAR: 13;POW: 16; sPD: 11; END: 13; LED: 9;STA: 11; LCK: 10; AGll: 15:GAM: 13;
Weapon: Morning Star. Ship: Soul Stealer. Crew: 60 Hobgoblins.

4 Poldon (M): Class: Cleric: Alignment: LE; LVL: 7: HTK: 30; AT: None; Social Level: 6; STR: 15; INT: 15;WIS: 17;
CON: 11: DEX: 13; CHAR: 14; POW: 14; SPO: 7; END: 11; LEO: 12; STA: 10; LCK: 9; AGIL: 13; GAM: 16;
Weapon: +1 Mace. Ship: Knife of the lord. Crew: 50 Orcs. 6 Goblins. 4 Hobgoblins. The Goblins usc Javelins.
The Hobgoblins are armed in Chain and wield Two-handed Swords. (Judge's Note: Polan is the inheritor of the
position of the High Priest of Cutul·Nyar. None of the Pirates know this because he covers his true religion and
pretends to wonhip another god. He is rumored to be seeking an able·bodied human First Mate.

Cutul-Nv.r

Cutul-Nyar is a powerful demon. He is the personal servant of Asmodeus. The ruins at the top of the cliff are the re
mains of a long-destroyed temple to Cuwl.Nyar. There are few servants and worshipers of this demon. The Pirate Captain.
Poldon. is the current High Priest although this is not known to the rest of the Pirates.

Cutul-Nyar, for past offenses against his master. Is locked into a cycle of earthly existence which lasts approximately
81 years. After this time, he Is sent to Hell to become a minor demon for the same period of time, Unfortunately for Cutul·
Nyar, this cycle was interrupted some 200 years ago by the actions of a human champion of the Gods of Light. The earthly
focus for the gate to the earthly plane. a jeweled heart. was shllttered into nine parts by the Sword. Ralondil.

Since that time, Curul-Nyllr has not been able to return to the earth. His priests have used all their resources to discover
a way to ensure his return. From their studies, they have found that a human host is required for the devil to enter, and the
shattered heart must be rejoined. It is not clear, however, to the newer priests, exactly what else is required since many records
were destroyed in the past.

The only surviving text is The Scarlet Tome, a record of the priests of Cutul·Nyar, This book has been severely da·
maged, and oroly shan portions ate readable. Poldon is the current guardian of the book. and he is resolved to make the
attempt to recall Cutul-Nyar to this plane. He also knows I secret passage from the opposite side of the cliff which leads to
the temple area beneath the ground,
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The Scarlet Tome

The Inscriptions and legends of Cutul·Nyar

"..,.
;.'... ,

'"'.' ' ..

dare the beginning of hinory. before there was man. there was Cutul·Nyar,
When the lords of Evil contested with their opposites upon the barren
plains of the Earth, Cutul·NYllr was charged with the promotion of their
rule over the liquid mediums,
The creatures of the night and the d~PthS of the'seas found fir;t his power.
Subjected 10 his will were many, Subjected to his influence were many
more. It has been said thlt 'rue rivers of blood ftowed to mingle with the
waters of river and occan, .. ;.:.,;':~·~:" '. '.' "

~~::: THE GREATLoRO.fO~~~oWAS P~EA·SED. U
~i.\, HELL W~.ENfJICHED.But.time passed.' •
~.::. THE GREAT LORDA"~beCime jealous, As the~r of
~', Cutul·NYlr grew, this envy inC;ea~""Hl'SWAfHECAST DOWN, Cutul·Nyar was

~~~' summoned to serve himself in Hell. .

, - Eon' p""'d. Tht;~;<IJ.~w"'. (o,gott.n up~ tho E.rth. R.'.nt;ng.
~'.:' ' j;'" THE GREAT LORD A_ '.'~. " ,rallOWed his servant to enter this plane again,
J, ...:?' ~ New creatures felt the laSh'of Culu :Nyar:the Orcs and Goblins of the depths. For his for-
.'}:' "'u"· .: mer presumptions, Cutu!·Nyar was restricted to the bowels of the Earth, no ,nore to rule'5.,,-. :".,;: ,. : the deep wlters. . . .

.,,~... .. .,1....._. .. As the numbers of circles was nine. his sentence was nine nines of years, For nine - '~",~

',~~.:~" nines of yean was he to be given a body on the Earth. The ones of the Earth then named .r:.
~:,~';~,.' him. That .......hich.......alks·as·a-man. For nine nj.nes,.C?1...Y.ea~ .~.~ h~•.n:e;alled.to, e)1 to,se. .: ". ,t\"
.,,'~ ".,lnthebreastofmanwasfashioned8· - .~~,.... ..•.. r .<-::::, ;;,
~.~~ ~.':. . .': ;..:':: ~~;::.... ~ :~; .~..-: .:. ~ ':~t;':~:i,-;::' '; '..>~ :':::';:?f' ,_ .,'~ -?:: ,'\. " " .f'[/ ':"~:.::: ::' Co: 3~": ~, .."~
\~:;:-~, :.' I~~':~':; ~.";;:/;~.~.~'i£;.~:" .~~:~·;~:~~?;e}~:~~~o..,~~~~~~~~~j,. '':l''¥f~'~'':..;~" ··~·\~~'·~::_~t;,~;~"~i~-);:t~.:~;~;'::i:

"i ....'·....···,.;·,·' :.~~.::~~;~~ ...:,:-,>:.~,~;~f1 ,,~..~;.;:: ...,~.~. .;,.- .
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;;"!'!"J'1'I1"""l'..",r,;rJ:,!!~:!!",~""""~~'J'!?:-r:~:1~~.~.;:n::~~~.~<~!~.~.,-~,,~"""~,~,!>.~:m.,f; .""""'P""...... . ,to '-'- .....~, .~ h .·.-~d.·....·,.~':<· ..... ~.';. ..}~1i«_
~""'. t.· ::::::'''4~'''''':'_-'''' ,....· .. l··.,·,,· -,.J ..· ~~._.: .. _~_L·••_, .• •· -~~ ...
:'~': _ ,,;. "In the years measured by Cutul·NYer numbered 72835 (this translates roughly to·-:::?,:'5

. \ 400 years previous). the scarlet Coven of the Priests had constructed the great temple of jY.~
~ the East. Into the depths of the Earth was hewn chambers of worship, and those chambers ::~,~.

twere built with the blood of all the races of life. An edifice of strength and might grew .<:
'iabove the subterranean v~ult~ ~.a ..n~tyr'/.o:riv I a ,,0, "rth..:. a place of wonder._~

.. '. Then, again, did THE'tREAT LORD IA ·":{take offense and his .:.
~ ,. • '.' .... ,..,~.•~.< ..•• .1 _ • ..• • ••

. might was unleashed. The dr'ead LORD struci'a the temPle'a left a smoldering heap of ,.
•",l-ruins. The earthen body of That-which-wal!cs-as-a-man was sundered for nine nines of '.-;'
,~~years.:.-- ,.,-:: :,':; . ". ~ . :,':: .:>. "':.!,'; :'::'i';' ': ';' ..:~ .... '.':. ;;:..... ,. .':-:.:..~::...:,:::":..:.~"~ ~'X:':"~;~'<:'
"'::.:.' In the year numbered 73037. the sojourn in' Hell had been completed by nine ',-;:

. ~:';e~rs. The powers of Cuwl·Nyar ina-eased in scope. Where once he flourished. his fol ....~).;'<
:.. :Iowers returned. ~. ~ ..'!... ,: ,.~::~. ";' .~.:: ::".:'.. ~:'::-~il:~·· :,~ ~:-.:.:..:.:~ ;i/;:··<:<:.;;.,·r
C':,,:' . . ,'.: There Ilrose lit that time. in the lallds of the west, a man faVored by the GODS OF ':,:
~"LiGl-h (may their deeds be cursed). Endowed with RAZONDIL. a blade of fearsome;'~;:
,': potency. the man known as FORUNDEN (may his deeds be cu~ed) came to the domains·:·::t
':: ?f Cutul·Nyar. .': :'. ':: :";'~"": ~,>,~:::: .:.:.:. ~:::.-.::: ..,..;.~' ~" :;~:"~:::;':':? \.\:'; '~:.:~ ~ '-:' :.:/ :::,?::::.,>; ~~:,;
,:'.'>.:.: 'Five score perished and the foundations of the mountain' were' shaken"when "~'::~~

Z, 'RAZONDIL eteft the earthly heart of Cutul·Nyar. As it sundered That-which-walks'8S.a.~~~,.

p: man. RAZONDIL was shattered. The Earth spoke. and Cutul·Nyar aryd FOR LINDEN were~ .:;."
~'. no more ... :"" ':;,'~' . ..~~#~~.,~ :Zj."" / "'I, •.... -< " ••,"""~~'\"':"'~:~:~'";·\\·(~~::!.~sr:

'::v _ .:~~~~:~.1.~:~.~ i.'f±t.~:.:~.·.
,~ .- .' . ....'"

. .., '.' ...'.-~... !';)\ '. . ~. ~i-:
. .~ . ,_ ~ \,'; ~"t-:".;t'.~.~.:-.;:.~\o",:~(:It,;
"t:)~ ~.~, '... \ .-·jl He,e thew,',,'.. ', 00--'-") ---""'~'..~ ;-.;. _, t· ""..
"'.-:.tU'>'1"I':'\.::-.'.""~''''~':;:''''' I I y),.,.,t:J~:-."'· :;:'.: "' ...., "~'+'"

.';' j~::;~·(:.:'l·t'·;Y·;~·;'r.:':;~~·:. ~~ · r~· .. ,'., ~~::.l~~i::.~·::~~~~:/.\~~;::~ .
.. . ~'"_,';~. ·-,··.::::~'.;"·~\./CEREMONYES:D THE REn'c .-::;:,;;.~';"" t>'.: ,,·',;·.,t;'.... ~ .. "'-.• " . .. v: ,"-"' , y,

'iK ..•-, •• '( '-- •• -" .~. ,;. ~-' ~'''i': ':·<"I'·,?,'N·" ".,.... '. ,J;: "_"" .••.• ,'.. , " ~.;.

·fA,~\~~~~~~i~g·~~~~~~~~~:~~~~~~~)~;~$.jRt~:~~f;~·:i;?/~:;~.'.:,.-:;.:. :"';;{"
...... _.······ .. ··- .. ·."',,····-,··.·1..... ···• ..(Allpralsehlsname):"' ·~·;~·..:.::J·.··..;.,~···~;" ~ .I;:.-."':. ,... ~ •.•.~ ...~~'. .. ~,,,::."~'h _..' :;..::.' \~ ..~.\.':: ..~: .• ~ :.. :, ".•:

,_·".~~letltthenbeJolned..:·.·:~o;; ·,,: \ ....• - .._.: .•........•. ' ...•. ,
..• ~cI" ....... '•..• ~ ~r-Il··.>.. '· ......•..•••.'••. ,
",:,;;. (All praise his n~l . '~t"~, :;:'.:. ~'J.''''./''~ ~'''j' .. , '-\ •. '.'i'-.'':;'''',•• ~ . '" ; ;' ''-~''''..
··.,;.·,··,;.,../1..·.· ...-:1,.:..·......, "I.·p ,.~ . l· ... •.•··•. ,. ~ •.• : ,
't·:?!.'1;;;;n:.".::'·;.t.l:." "' .. '.; .~.::. : ;:' ..:.'•.•. t ;..-:S.
,.I !",.:-~:,.,:_~ .. ;. :.' (Here the parchment is destroyed) ". ..'.' ~ .."~';": . '.' .,~~
~"~"..J'~';. <~ . , .•~ : ~ .• ' ••••." .. 'V
....'4" .....>~•.C;~...... ,....~~. ,;. :':1'" .••••• ' .' >'1:;(,1
~;~~ay t,'i~ seivi~iS 'a-p'PrQacti'" tli'e h6st awciits,' }J)I',' .:.: ~.::";',".::. :".:': :;~; ': :" '.' ..,,:::'. ~'~:~~?Il' .. "'.' , ....•.. ~' ....• , I'or..
:., '(AII praIse h IS body) "'.: •..;.~::, :.; '.: • ':.7'. '.... .;. ". /: ~.; ";'": . :; \..... -: ". ": ·";f;'

:;i{..,~l·~~:~~IU~i~~;?:1t~~\:;~:~..~~..:.:.~~~ )~:'?:;.\~ ~..:~ ~.~.: :':. ;;' ::.~.:.~ \:~:::::~~:::~<;.~:',~ .:::.:~ ;::-;~~~!
,"~H /,', .. ' .~.: The washing of the host with the blood of Life. The waters mix witW;
~~;..:,,-,- ".~" '.: ,,~he bl90d of .life;': ~.'" ~,:"'.:: : .:. ~ : .•..~ : .' .'~'" , •.... -; ::..... ...-:-.{f.
~.~~: .... ~ . ',,: :~.':: ';. w:;:.~ :.M<,~~..:.:';~>,:~':/ ,~'": ".: '.-: ::'/. .; .'?~'. ;.:, '" '..:. ~ ~ \,:~~
,r-:;.The spirit of the dre~ o.ne.v:'il.1 apprpo1C~. '. '~. ~ ..... ' . ~. :.'...: .: ~ -:. ~.: ,<... ';"~:r.l
;:.;, \, (All praise his spirit)·: '. ' ......: :," '~':.: ;.~ . '.' ".. , : .' .-." .;": ":.:,:.: .'.'~
~,,"H d ..•. ',': .. ,-.:,.; : , {:.- '.", ~)- ", ::,.,: •··· .. ····~l··
_"~ e rawsnlgh ,': .. ", 1' ~. _ •• , ,. •• , ~,}.. ,

.~.!f (All praise his word)' ,.,..~.."-:: .~, ~:' :.~ :;. " : ~~. ' •:;::. "; .. :': :.: ::~::; ... ~. :.~ '" ::.~T~:
~."r. • '.' ' , ). n · • .'~'.'''' ':0 .J,~.
"':': FIX the helm upon the gIft.. .:'.' ;:.:. :. ". :-:'.,: '.' .: : _ J ;...... :,.....: .':' /: .... ;;'..f
(.;':(The watllfS mix ~it" the .blood of life) :;;.;-: "::'.f r;,( ,. ' .:.. : .l'.; ;'J '. >:,.:: .~:c;o.

-<:. • ........,.~ • ..- .... "r!'~' "'"~ .. .... ..,..,.
J:"~ ::::o;.;:;.~;,.:,,:-:. ,!':' . ",.~.:.• : '. ~ ::;~.:r.:

-.,::'·:~;1::~;:J_~·:' (Here the parchment is interrupted) .'! <.'~:':". '::.:".~
'~"::j.:''''.:'<':'':'' If.~·,(·, .;.: '. ':~M""J(1- "1; •• "., ~

3.NQW the victim"is given. THE K'NIFE' OF THE l,ORD ~rtOrm$ the 'four'CutS 0(.,,\
~W"';:;:'r life Ind death:' •. '.:.: ~.,. .'.: , '. - " '.'; .' : " .. ~;' : '" : -=:4-;;:.
);(AlI'p'raise his life) .--= ~ ,,:. .::. '.-'" .-: '.." .:: :.. - : :.~ ..~:: :: .~ . :' ...~ . - ' . t' "t'f!'!.-j...
-." - " •• ~_ •••••. ,,' ." •. '. '. ,~•.I.~
'?.c~The waters mix with the blood of Life':'~"',,· ,:"'\'" ' ..;. :, .>.: ". ~ .. ;: .... "w"~'."<' ...... ' • v ••• ·.·.. .,......

~;·.,=Th8clenched fist is armed with his sceptre.:,;<:.:"...... '. ".;,.:.'.: '.: '.. 'M':'. '.: '~.. ~', .
'<:iTheROBEOFlIFEisfitt ;' .... ~:!-t=;- ..... ~.• -;-:'~~"".:;': ; .. ' :.:_ ; ;. •.
. ;. .":ij' : '., '.

:, (All praise his cOf!ling a ~'~~.\..~ ; :•.. ,.1•• I' ':.;fliji.:
, , "'. "~', 1:, , . ":X

.:J~.:)"..• ...... >""r " .• ,'.' ~ .. ,: •. '!,!:t
~ .; !t·~.';~·,;:·:(\,··$~:~~ (Here the parchment is ripped away) ~'!'~*;;~:~J;,\.";[,~

.. 'j;~ ..~..;::.., ';.:~r, \:', fe.'·
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The remainder is recently written, approximately 30 years old:

~~,,~~·ll. ".It ;~'y then bi'i~fe;"ed\h~twhen"Uit piopCr h~S1 is fou ,i,:,: . ..,.....
ttPrfay then be a relatively simple arrangement to invoke his presence.:\.. ,."'.c:~;' ·:·:\r:;,: {~1l::,CO'"

..;·2.:-:~:::-:.lt may be an involved ceremony then to mllJ\age his embodiment. But That-which~::·,.
.•;~-;;walks.as·a-man has the cycle of nine nines to contend with. Infernal politics may, there-;"..·.

.'?:i tore. be .n assumed mechanism. This is, indeed, applicable accordU'9 to the inferr~5,.
~ ::.~ writinQl of Shabad·niser IV (see volume IX, Ceremonyes of the Red Coven. cycle 231~j;:·:~:·
•••• :''1 .... '''_... _ . '...~•. ',-,:~,;i.f-.?~~......However. the sundenng of the orb of the soul by the thflce-cursed RAZONOIL:.:::_~

:~';',fm3y provide several obstacles to his coming, It is not clear if any damage was done - but.: ~.~

~·'t~\we must not preclude any possiblitles of compilatIOns which might arise in the ancient~~;~,
?:~~ ~corded procedure, "}::';':::-::'~;:\~~:;'~";'«l:;:':~r:('':;;~';'~{~l~-~~ '..1. :'.:: ... '...:....:..,,-'~~:.':- /-:' -;.~,:,~
.;~~,..':.. ,_'. '.::: ~.: .~~;;~';;;,;~"'-'" .- •.•• "r. • _,,;-.. " '",'#.- ".' ''':}'\: .'~.,,' ~:'.' "":', :::::'.::':~:',:~~

;.'$':; ~ ,.- '.. ; ,<,';- ':'1:" (Here the parchment is destroyed) .',': •• '.' '{'.:' .' ..; .......'.. ,.:~{:.'

~~" ..::<: :.';:;' ;~,:;. .. ~~~?>:-;''''' /.'~' !;-~" ;,......'!.'_N~-t. .";.: ;~.,.,;~...~::~ ':.:-'. ';::~ ;-. ~::: ;.:' :\,-~~ ::!)
;.:..... :' It is resolved. then. to forgo any procedural comPlications. The requirement of \;1.
;,~ the NINE is not deemed functionally ne~ssary. The competent focus is what is truly'~i'~'l

1<:.';, required, Of coune. the host is atso necessary. The earliest that we may begin is the};~.
..._~.. second part of the 25th cycle, since this marks the passage of th!! CtJrrenl nine nines of!~
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Judge'. Notes

The nine pieces of the Hean of Cutul-Nyar necessary for the summoning of the devil are found in the following rooms:

1 . The left eye in the face in the crypt in the northeast corner of Room No.3. Level Four.
1· The left eye In the crypt in the southwest comer of Room No.3. Level Four.
2 - The eyes in the nonhern crypt in Room No.4. Level Four.
2 - The eyes in the southern crypt in the same room_
2 - The eyes of the face in Room No, 8, Level Four.
1 - The gem of the necklace worn by the inhabitant of Room No. 14. level Four.

If found and taken by an adventurer, the gems will not be able to leave the level. A Detect MagiC and Detect Evil will
both register positive results if used on the gems. In times of stress or sleep (roll as if the gem was a magic Sword with a score
of 25 combined Intelltgence and Ego scores!. the gems wilt influence the possessor to return them.

47 Pegasus





Key Dungeon Leval One

Steps lead up to the Keep on the top of the cliff.

2 Docking slips for the Brotherhood vessels. The basin under the cliff and the stream leading to the river have all been
dredged to allow the easy passage of shalJow-draft ships that the Pirates use. There is always one small rowboat tied to
the dock. There is a 5Q';I6 chance for one or two cargo-carrying river craft and a 25% chance for a warship. (If a war·
ship. roll on table below).

,

01 • 25
26· 55
56· BO
81- 90
91·95
96· 99

100

Golden Griffon
Tarantis Princess
Grim Reaper
Two of the above
All of above
One other
Two others

Guards are two Pirates. AT: Leather. HTK: 5,4. armed with Cutlasses and light Cronbows. Also, three men of
the crew of each docked ship are normally posted as guards.

3 Stores: Contents: 20 - 30 kegs of salted meat. 10 - 20 cases of rum and other liquors. 30 - 40 cheese wheels fc. 40 Ibs.
each). 5 - 15 cases of bottled fruit iuice. 50 . 60 barrels of flour. 5 - 15 crates of live chickens. 5 - 10 cases of dried
peas and beans.

4 Stores: Contents: 25·35 barrels of oil. 6 Mast timbers. 15·25 kegs of nails. 30· SO oars. A stack of wood 20' x 20' x
30'.

I

I

5 Guard Room: Two medium Saltislae. They are always armed and manned.
Gornash (Ore): Class: Fighter; Alignment;CE; LVL: 3; HTK: 12. AT: None; Social Level: 3: STR: 12; INT: 13;

WIS: 10;CON: 13; DEX: 10: CHAR: 9; POW: 13; SPD: 12; END: 12; LEO: 8; STA: 13; LCK: 13; AGIL:
9; GAM: 12; Weapon: Cutlass and Ballista.

Barak (Orc): Class: Fighter; Alignment: CE; LVL: 3; HTK: 21; AT: None; Social Level: 3; STR: 13; INT: 10;
WIS: 9; CON: 12; OEX: 14; CHAR: 13; POW: 12;SPD: 10; END: 11; lEO: 7; STA: 10; LCK: 6; AGIL:
13; GAM: 9;Weapon: Cutlass and Ballista.

Zarab (Ore): Class: Fighter; Alignment: CE; LVL: 1; HTK: 3; AT: None; Social Level: 1; STR: 15; INT: 9;
WIS: 12; CON: 14; OEX: 11; CHAR: 13; POW: 16; SPO: 9; END: 13; LED' 11; STA: 13; LCK: 17;
AGIL: 10; GAM: 12;Weapon: Cutlass.

Pogork (Ore): Closs: Fighter; Alignment: CE; lVL: 1; HTK: 6; AT: None; Social level: l;STR: 10; INT: 14;
WIS: 10; CON: 15; OEX: 9; CHAR: 4; POW; 9;SPD: 10; END: 15; LEO: 2; STA: 16: LCK: 9; AGIL: 8;
GAM; 9; Weapon: Cutlass.

Gornash and Barak are trained artillerists. They have orders to sink any unauthorized vessel coming into the dock
area. Zarab and Pogork carry ammo. One crew (two men) is always on duty. Sleeping quarters 24' x 16' x 15' high ad-
join the guardroom. Their loot is equal to 25 GP total. 49 Pegasus



6 Stores: Contents: 200 ·400 feel of heavy rope cable. 2.000 . 5.000 feet of medium rope.

7 Stores: Contents: Four anchors, 100 - 200 leet of heavy chain, 200·300 feet of chain. 10·20 harpoons, a 25' x 125'
fishin!) net wIth f1oals. There is a secret door which leads to a passage to the Seahawk's lair (building No.5). The
storeroom is very dusty and not much used,

8 Well: The well shah is about 45' deep and is used primarily in case of siege.

9 Barracks: 2 + 108 Pirates, AT: None. HTK: 6.5,4.4,4.4. J. 3. 2.1. If looted, their sea chests will bring 4 - 7 GP per
Pirate. Their latrine is in the NE comer of the room. There is a 25% chance of a nasty. but true, rumor about the Orcs
in Room No.5 being scrawled on the latrine walls. Rumor: "The Orcs in the guardroom eat Dwarf meat.

10 Barracks: 3· 1010 Pirates, AT: None: HTK: 6,6,6,5,5,4,4,4,4,3. 2, 2, l. Sea chests will bring 5 - 8 GP per Pirate.
Twenty minutes of search will uncover a 50 GP gem hidden in a bed post by the crew chief.

Baby Stewie
Beans Ar o;('J.~;;;r::t!,

11 Barrscks and Mess Hall: 3 + 1020 Pirates, AT: None, HTK: 6,6,6,6,6,5,5,4,4.4.4,3,3,3,3,2,2,2,2, 1, 1, 1.
1. Loot is 4 GP per Pirate. There is a rack of Cutlasses (10 . 20) on the west wall.

12 Kitchen: Two fireplaces are located on the east and south walls. 2 + 104 of the following are present:
Beans Arno (Hobgoblin): ClaSl: Fighter; Alignment: CE: LVL: 2: HTK: 13; AT: None: Social level: 2; STR: 15;

INT· 12;WIS: ";CON: 13: DEX: 12:CHAR: 8; POW: 14;SPO; 7: END: 12; LEO: 4; STA: 13; LCK: 12;
AGIL: 12; GAM: 12:Weapon: Meat Cleaver (Battle Axel.

Fi$l1tunk (M): Class: Thief; Alignment: NE; LVL: 1; HTK: 3; AT: None: Social Level: 1; STR: 10; INT: 13:
WIS: 10;CON: 12; OEX: 14:CHAR:9;POW: 9;SPD: 7; END: 10; LED: 5; STA: 11; LCK: 11: AGIL: 13;
GAM: 8, Weapon: Butcher Knife.

Baby Stewie (M): Class: Fighter; Alignment: CG; LVl: 2; HTK: 14; AT: None: Social Level: 2; STR: 17: INT: 8;
WIS: 10;CON: 15;OEX: 10;CHAR: 12;POW: 17;SPD: 5; END: 15; LED: 6;STA; 14; LCK: 5;AGll: 8;
GAM: B;Weapon: Butcher Knife.

Spitboy Lascar (Goblin): Class: Fighter: Aiginment: CE; LVL: 1; HTK: 3; AT: None; Social Level: 1; STR: 10;
INT: 10; WIS: 8; CON: 9; DE X: 12; CHAR: 12; POW: 10; SPO: 7; END: 8; LED: 9; STA: 9; LCK: 9;
AGIL: 12;GAM: 14; No Weapon.

Gruk (Goblin): Class: Fighter; Alignment: CE; LVL: 1; HTK: 1; AT: None; Social Level: 1; STR: 9; INT: 10;
WIS: 11: CON: 12, OEX: 15; CHAR: 12;POW: 7;SPD: 11; END: 14; LED: 7;STA: 15; LCK: 8;AGIL:
14; GAM: 13; No Weapon.

Heyboy (Goblin): Class: Thief; Alignment: NE: LVL: 1; HTK: 2; AT: None: Social Level: 1; STR: 12: INT: 11;
WIS: 10; CON: 9; OEX: 15;CHAR: 14;POW: 11;SPO: 12; END: 7; LED: B;STA: 9; LCK: 17; AGIL: 15;
GAM. 11, Weapon: Dagger.

The fim three are cooks. The secood three are the mess boys and helpen. Beans sometimes whips up special
dishes for the 8allista Room (see Room No.9) in which he sometimes shares. Heyboy dreams of pirating althoug,
none of the Brotherhood would ever consider him a prospect. He would do anything to get out of the kitchen.

13 In this arm of the natural cavern is a heavy, bronze door embossed with the faoes of leering demons and devils. This
area is geneully left alone by the Pirates. OCcasionally, unransomed prisoneB or Pirates who have committed especially
vicious acts have been abandoned behind the huge doors.

14 Guard Room: 2 . 4 Pirates, AT: Leather, HTK: 6. 5, 5, 4, with two Ught Crossbows and Cutlasses. Two men are
alwllyson duty. They watch the corridor to the east through Arrow slits. By pulling a lever, they can activllte the floor
pit in the corridor. The concealed pit is 20' deep and 10' x 10' in size.

-
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Dungeon Level Two

A pack of six Goblins is here, AT: Chainmail. Two have Spears (HTK: 7, 5);one hasa Morningstar (HTK: 2): one has
a Military Pick (HTK: 1); one has a Sling and lead bullets (HTK: 3); and the leader carries a Shortsword and a Pick
(HTK: 4). 3 • 18 SP per Goblin. The leader has 3 GP. There is a 50% chance that they will join an adventuring party if
asked. They will sel"le for 20 . 30 turns. At that time, if no treasure has been given to them, they Will attempt to back·
stab the party, steal what they can, alld then run. They know about the loose stalactites in Room No.2 because they
recently lost one of their party there.

2 Caverns: The western half of the room is made treacherous by the loose stalaetities hanging from the ceiling. Any
movement wilt cause 0 • 3 to fall each minute. Each one that falls has a 15% chance to hit anything in that half of the
room (take 2 - 16 points of tUrnage). At the eastern end of the Caverns is a doorway. This entrance is in the form of a
mouth to a huge, grotesque face cal"led into the rock. The face is about 45' high.

3 Empty.

4 Stairs to the third ICIleI.

5 Empty.

6 Empty.

7 Trap: The passageway between the two doors is balanced on 8 central pivot. Shutting either door activates the point.
The corridor floor tilts on the center axis. depositing trespassers into a chute to the founh 18vel.

8 Cawm: Empty.

9 Cavern: Empty.

10 Two Giant Toads, AT: None, 5 HD, HTK; 22, 17, Inhabit this area. Water covers the westem part of the chamber. On
the Island in the southwestern corner is a stone stiltue with two half-buried wooden chests at its feet. Cal"led Ot the
base of the statue is the word "CUTULNVAR." The face of this statue looh like that of the large face at the entrance
in Room No.2. One chest contains a poisonous Snake, AT: None. HTK: 7, and a 200 GP gem in an inside compart·
ment. The other chest is empty.

11 Empty.
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Dungeon Lewel Three

Robing room of the Priests of Cutul-Nyar: The nairs lead down to the fourth level. On the west wall of the room is a
fresco badly molded with green slime. If the slime is scraped off, a map of this level will be visible. To the north of
the room is a spy-hole to permit observation into Room No.8.

2 Anteroom: Tattered clothes and ceremonial vestments can be found in the southeast corner of the room In a wooden
chest.

3 Storeroom: There are five wine urns, each six feet high, In the southwen comer. The wine has turned to vinegar. In
the bottom of the fifth urn is a golden figurine of Cutul·Nyar worth 200 GP. The rest of the room is littered with
worthless junk.

4 Purification Chambers: Once-rich scartet brocaded tapestries hang in tatters from the walls of the nOl1hern chamber.
Four gold.-plated brass face masks of Cutul-Nyar (value: 25 GP each, apparent weight: 300 GP each) hang, one on
each wall. The southern chamber is paneled in a rich mahogany. The two niches once held statuettes of Cutul·Nyar.
The pedestals are still there with the golden feet broken from the statuettes still attached. The fountain, 4' deep, is of
pure marble with deep reddish stains inside and along the sides. The fountain is empty and a drain mechanism is visible
at the bottom or the structure.

5 This is II 15' high statue of Cutul-Nyar carved of black basalt. The eye sockets are empty, The corridor to the north is
25' high.

6 Caverns: This is completely filled with water. In the southern ann of the cave lairs a Giant Eel (HD: 5, HTK: 26;
DAM: 1·6). A wooden barrier prevents the passage of the Eel north of the entrance to Room No. 12.

7 Storeroom: There are ten strong boxes in the room. In the southeast comer is the body of a Human in leather with a
nmed Cutlass. There is a Dagger with four blades and a design of a clenched fist engraved on the blades embedded in
the back of the body. The body lies face up and must be moved to see the Dagger. The body appears to be a few weeks
old and is already infested with maggots. The body is draped over a l'h' square ebony coffer. There Is a poisoned
needle concealed in the lock of the chest. The poison is TVpe 7 (Ready Ref Sheets, Judges Guild product number
JG 00141. The base chance of detection is 20%. Inside the chest is a pectoral collar of gold set with a large Fire Opal
and 15 Bloodstones (value 3,250 GP).

8 Temple of Cutul·Nyar. The altar is connructed of blood-stained marble. There is a 25' high statue of Cutul-Nyar stan·
ding over a 10' diameter, water·filled pit. By the rusted remains of clamps and bolts, a character with INT of 12 or
greater will discern that there was once a metallic sliding covering over the pit. A marble latticed SQ"een is indicated by
the line on the map. Six pillars support the ceiling, each caNed With bas·reliefs of Cutul·Nyar.

9 Storeroom: Eight empty chens lie scattered about the room. It is obvious tnat the room has been ransacked. A usable
brass lantern lies discarded (no oill in the southeast corner.

10 A small, oared boat has been pulled into the corridor. Footprints lead toward the temple (appears to be two sets of
footprints),

-------------------
Storeroom: There are ten broken-open crates littering the floor. In a pile of rotted clothing lives a Giant Centipede
(HTK,31.

11
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12 Colonnades' There are eighteen marble pillars which reach the ceiling of the chamber. There an! rusted iron rings about
eight feet from the ground on nine of these pillars. The pillars are badly stained I red color from about nme feet tram
the ground to the ground. There are what appear to be drains In the floor under the pillars.

13 Nine Neanderthals lair in this room. There are three adult males (HTK: 15, 12, 11; one has two JaI/Clins; one has a
stone Banle Axe). There are four adult females (HTK: 7,5,3,3) and two young females (HTK: 3. 21. Treasure:
150 CP, 100 SP, 25 GP, 1 gem worth 100 GP.

14 Empty.

15 This is a T-shaped corridor, ten feet high. Alone end Is a statue of Cutul·Nyar, about nine feet tall. In front of the
statue is a water-filled basin.

16 Concealed chamber behind a secret door: In the comer is a trap door which leads in a short passage to an areil beneath
the statue in Room 15. The statue is hollow and can be entered by a ladder from below. Slits near the idol's eyes allow
vision into the passage. A megaphone is anached to the mouth of the statue, and it is evidently used to impress wor·
shipers.

17 Empty.

18 The northern part of the room is tilled with rubble from an apparent a1ve"'n. The entrance is only about 2' lC 2'. The
room is inhabited by 8 Giant Rah (HD: 1: HTK: 6,6, 6,5,5,4.4.21. In the northwest comer of the room is iI trap
door covered with rubble and Rau' nest. If cleared away (about 25 minutes work by one man; reduce proportionately
tor more), a 5' x 4' trap door;s revealed. Underneath is a short passage leading to room 19. The floor of the passage is
filled with 3' deep,cold water. There is a 2' diameter Rat hole in the southeast corner of Room 18 which leads to Room
27.

19 There are two chests in the northwest comer of thili room. The one on the right IS covered with sheet bronze embos.sed
with the face of Cutul-Nyar. The other is similarly covered, but the images are of four·bladed weapons. Inside the right
one is a ceremonial mask of gold plate (value: 300 GP); it [s the mask of an high acolyte. In the left chest are ceremo
nial robes once richly embroidered but now a Iinle tattered. Underneath the robeli ili a studded leather belt with semi·
precious stones embedded In it (value: 150 GPI. Anactled to the front of the belt ;s a four-bladed Throwing Knife
plated in sliver (value: 100 GP). Trl!8t ;t as a normal Throwing Knife but add one to the number to hit and damage
because of the weight i1nd design. The roof of thl! passage to the eiln has collapwd.
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20 This rubble·tilled chamber is empty of anything of worth or interest.

21 Empty.

22 Empty.

23 Three Ghouls (lVl: 3; HTK: 14, 12, 12) live here. They also patrol rooms 21, 22, 23. and 24. Action such as combat,
breaking open doors, or loud noises will draw a Ghoul 40% of the time l~ in Room 23). This wIll increase by 10%
per minute of continued noise. If a wandering monster is rolled in this area, it willi autOfTh1tlcally be a Ghool. The
Ghools will retreat to Room 22 if they are heavily outnumbered. Their stash is in Room 23. Amid moldering meats
from varying sources can be found a 100 GP gem, 150 SP, 50 GP, and a scroll of two ThIrd level spells. The Ghouls
know about the trap at Room 34 and, if cornered, try to trick their enemies into using the area.

24 Empty.

25 Empty.

~ 5/MlBIEa4·

26

....~~;;r.;:f.,:~"...,c.:/::::::~-::....=::::
27 Three Wererats live here (lVl: 4, HTK: 21, 18, 15). There is a 2' diameter hole in the northeast CQlner whictlleads to

Room 18. If outnumbered, the Wererats will summon the Giant Rats to help them. Treasure: 250 GP and 3 gems
valued at 100 GP each.

28 Empty.

29 There is a false door in the soothwest passage. The room is filled with a high·pitched. whistling nOise.

30 The niches along the walls of this 15' high passage all once contained statues of Cutul·Nyar. One half·bmken statue reo
mains in the northern-most niche on the eastem side. The others have only pedestals with wierd carvings on them.

31 Empty.

32 Empty.

33 Empty in appearance only. On the wall directly above the door is a Giant Amoeba (HO: 8; HTK: 33; DAM: 1 - 12,
MOVE: 6"; AT: None).

34 Trap: On the east wall is hung a glowing Sword. Above it is inscribed somethinll in glowing letters which are unreadable
by any means. Touching the Sword with metal or flesh willirigger the floor pit . a , 6' drop into 20' deep water, The
Sword is fastened to the wall and cannot be removed. It a Magic Detection spell is used, a positive answer will result.
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Dungeon Level Four

In the well shaft from the upper level sacrificial altar is found a watel1ight door. In front of the shaft is a pump which
is used to reduce the water level in the well. When the door is opened, a grating may be found which is used to salvage
valuables that may haWl been offered as sacrifices. The well itself continues down at least 46' past this point. The door
is constructed of heavy bronze with leather seals and is embossed with a leering face of Cutul·Nyar. The room is other·
wise empty.

2 Empty_ On the west wall is a mural of Cutul-Nyar accepting victims of all races.

3 Crypts of Cutul-Nyar: Ten Ghouls (LVL: 3; HTK: 16, 14, 13, 13, 12, 11, 11, 10,9, 7) lair here, and they are under
the command of the Inhabitant of Aoom 5. They have cleaned out the crypts. Their food is stored in the northeast
corner of the room. Discarded atop a rubbish heap in the northwest corner is a Scroll of Undead Protection still en·
closed In a carved, wooden case. Within each crypt is a stone sarcophagus with a carven face of Cutul-Nyar atop the
lid. The eyes of the faces are each red garnets wol1h 150 GP each.

4 Each of the two doors (north and south) is silver-plated to a value of 100 GP. Inside the northern door is the skeletal
body of a man in rusted ceremonial armor with a 4 . bladed Knife clenched in his left fist. Within the other door is a
skeleton clothed in embroidered robes with a similar Knife in his right hand. Atop the lid of each sarcophagus is a
carven face with eyes of red garnets each worth 200 GP.

5 This crypt is the lair of a Wraith (HTK: 29j. The Wraith will summon the Ghouls if a party enters this chamber. Within
the marble sarcophagus is the skeleton of the last High Priest of Cutul·Nyar. He is clothed in rich, brocaded robes. A
jeweled pectoral collar lies on his breast (value: 2,000 GP). Clasped in his hands, which are folded over his breast, is 8
gilded Dagger of four blades (valued at 500 GPI. Upon his head is a horned, golden mask fashioned to look like Cutul·
Nyar. This is a Helmof Linguistics Magic Comprehension, Within a silver coffer (value: 250 GPI at his feet are a Potion
of Shrinking, a scroll of three spells (LVLS: 1,2, and 4), and a copy of the diagram to a mystic pentacle to be used in
calling Cutul-Nyar. Hangin on the eastern wall is a Cursed Sword of Disease. Anyone who wields it will dewlop a case
a bubonic plague within three hours.

6 Living Ouarters of the High Priest: A tapestry fonns the eastern boundllry. There are many furnishings, all once very
beautiful but now tattered and moldy. There are four chests, all empty.

7 More living quaners for the priests of the temple. There are several beds and chairs, all badly decayed. There are ten
chests scattered around the room, all of which are brokan and empty.

Pegasus 58



8 Audience Room of the High Priest: On the south wall is a gold1llated throne (value 200 GPj atop three raised steps,
each 1W high. The arms of the throne are movable arld produce varied effects. If the right one is pulled upward, the
floor area in the doorway to the left will rise to block the passage wIth an 8' l( 8' stone pillar. If the leU arm is raised,
the pIt area in front of the throne will open. This 8' x 8' pit is 25' deep, with the bottom 15' filled with cold water.
Returning the position of either arm to its original state will reverse the effects. Above the throne is a gilded face of
CUlul·Nyar (value 250 GP) with two red garnets for eycs {value 250 GP each!. Seated upon the lowest step of the
throne platform are two statues of horned, female demons. These statues will become real demons if any unauthorized
persons approach WIthin 20' of the throne platform. The demons are HD: 8: HTK: 39, 28; AT; None, but they can
only be hit by magic or silver weapons.

9 This room is lined with black obsidian. On the north wall is a face of Cutul-Nyar carved into the rocle The eye sockets
are empty. Centered in the room IS a red granite table, about 3' high and S' x 4' at the top. The form of a man is carved
into the top of the table, recessed to a depth of about 5 Inches. If measured, the man's height appears to be 6' 4".
There is a lip around the top of the table which is 10" high. There appear to be holes in the corners of the table, and,
if a liquid Is poured on the table, il will be discovered that the holes ilre drains. A secret compartment hidden in the
side of the table contains four red-stained, ivory plugs filigreed in gold (total value: 800 GP).

10 Empty.

11 The floor of this chamber is filted with cold water to a depth of one foot. The floor is slippery; roll DEX or less to
avoid falling. The floor is a mosaic of Cutul·Nyaf.

12 Empty.
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14 Minotaur Lair: Gotzbad the Minotaur (HD: 7, HTK: 311 can speak Common (in a horrible, growling voice) and carries
a huge, double·bladed Axe. He will not harm any person wearing any priestly garments of Cutul·Nyar or anyone who
mentions his name favorably. He will escort them to the secret door in the west wall of the labyrinth. Any others he
will Silve to eat. Treasure; 8.000 CP, 2,000 SP, 1 red garnet and gold necklace (which he wears) valued at 825 GP, and
a map to the crypts of Cutul-Nyar (Room 3J. The area to the northeast of this room indicated by the X IS the place
where Ihe chute from level Two empties. It reclases and locks into position aUer It has deposited the victims into lhe
maze.

15 This room is used as the garbagc disposer for the Minotaur in Room No. 16. Gotzbad hauls all the things remaining
from his feaslS here. Rummaging around, an adventurer will find three broken Swords, a bent, metal·covered Shield, a
crow·bar, two old, leather backpacks, a crushed Helmet, two Chain shirts that have been ripped to pieces, about 850
assorted, gnawed bones, and numerous pieces of ripped Leather, metal plates, and broken weaponry.

16 Two Devil·Dogs (HTK: 28, 20, 8 HD, DAM: 3 . 12 + Breath Fire for 2 ·81 are stationed in his room. They will admit
anyone in the garments of a priest of Cutul-Nyar or anyone who calls out his name when the Dogs first appear. The
two Dogs patrol Rooms 17. 18, and 19. If a wandering monster is rotled tor in this area, it will be one of the Dogs.

17 Empty. Thc walls of the room have been burned in some manner; a layer of soot is visible on the south wall.

18 Empty. There is a face of Cutul·Nyar carved into the east wall. On the west wall is carved the figure of a bull-headed
man flanked by two huge dogs.

19 Empty.
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A party of drunken Pirates (HTK: 8. 6. 4, 3, and 3) accost the party and demand that they buy a round lor them
at the R~ Lion. They will fight if the party doesn't come across.

2 Old Will, a one-legged retired Pirate oHen; the party a secret map (fake) of the dungeons below the Seahawk's house
for 200 GP, If pressed, he will say that he is not able to search them himself because of his bum leg. (This encounter
may only happen once. If it is rolled a se<nnd time. roll &gain.)

3 Mother Jujy. an old hag, offers good tuck charms to the party, 1 SP each. They are worthless.

4 A band of slaves is being led to work in the fields, and one attempts to escape. He runs toward the party while the
overseer chases him. It is a serious crime to aid a slave and a duty to capture all escaping ones.

5 A drunken Pirate is ooocNed being robbed by a small boy. The boy, Grido, knows all about a secret tunnel that leads
beneath the mountain to a hidden temple.

6 An impressment gang has a 35% chance of noticing a player-characer and will seek to capture him.

7 Party is offered employment by a representative of the Tarentine Merchants' Association as a crew member for a
raiding expedition.

8 An Elf, chained to a wagon, whispers to the pany leader thal he wilt pay handsomely if they will release him.

9 A scantily-clad woman (Argelis, Class: Fighter; Alignment: CG; LVl: 4; Social Level' 4; STR: 15. INT: 12; WIS: 11;
CON: 13; DEX: 15; CHAR: 17; POW: 16; END: 14; STA: 13; AGIL: 16; gPO: 16; LED: 18; LCK; 8; GAM: 7;
Weapon: Longbow) walks toward the party. If the party says anylhing suggestive or improper, Argelis will fighl. She is
a member of the crew of the Revenger. HTK: 23.

10 A rough-looking character gives lhe party leader a scrap of paper and whispers, "It must be done tonite, matey." The
paper has a large black spot, and beneath it is written: Prag the Grim. IThis encounter may only happen once. If rolled
a second time, roll again.)

11 A beautiful woman asks the party leader to help her to find her father who is rumored to be a prisoner of Bigboot
Lathey. She will pay 1,lX1O GP if her father is released. Lathey demands 2.000 GP for the ransom of the prisoner.

12 A ship-less Captain, Tindel the Red, Clas:li: Fighter; Alignment: LG; LVL: 3; Social Level: 3, STR: 17; INT: 11, WIS:
14; CON: 14; DEX: 9; CHAR: 11; POW: 17; SPO: 13; END: 14; LED: 11; STA: 15, LCK: 8; AGIL: 8; GAM: 14;
HTK: 16, approaches the party and confides that he is a Iinle down on his luck but Is seeking investors to help him
get a new ship. He shows the party half of a treasure map showing the legendary island of OariaOOr where fabled riches
are concealed. (This encounter may only happen once. If rolled a second time, roll again.)

13 A street vendor approaches, selling "official" Pirate head scarves for 2 CP each. He is very persistent.

14 Two Pirates begin a fierce brawl as the porty passes. There is a 25% chance that one of the party is struck by one of
the combatants.

15 A rum-seller runs past the party yelling, ''Stop, Thiefl" to a fugitive disappearing into 8 doorway ahead.

16 A lady of the evening propositions the party leader.

17 A drunken Pirate lies sprawled in the gutter muttering about men and "a dead man's chest." He has 3 SP in his pocket
and a treasure map (fake) hidden under his bandana_ (This encounter may only happen once. If rolled a second time,
roll again.)
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18 A recruiter for the ship. Levantine Lady, accosts the party and seeks a trained archer for the ship's company.

19 A Pirate walks past the partY carrying a woman over his shoulder. The woman appears drugged. If aided, the woman
will pay the party 100 GP.

20 A mounted messenger knocks down the party leader. He carries a list ot untiC1lnsed shipping to the seahawk.

Wandering Manner Encounter Table
Roll 106 once every 15 minutes. A roll of 1 or 2 indicates an encounter

1 1·4Pirates(from Rooms9,10, l',or 12, Level One)
2 1 ·4 Neanderthals (from Room 13. Level Three)
3 1·4 Giant Rats lfrom Room 18, Level Three)
4 1 - 4 Ghouls (tram Room 3, Level Four)
5 1 Minotaur (from Room 14, Level Four)
6 1 - 8 Giant Centipedes tHO: 1; HTK: 2, 4, 3, 5, 1, 2, " 3; DAM: 1 + Poison: 1 - 4 points unless Save is made;

MOVE: 15"; AT: None)

Tower Captain

Shanghai Sam
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Write for a free catalogue.

Albally.CA94706 l415) 527·7361

chaosium inc.
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GRIFFIN MOUNTAIN dcsLribcs the people and Iht: area of
Bal,var and the Elder Wilds. B"I(l13r IS d sparsely populated
hunting ground forapproxillldu:ly 12.000 human barbar idJlS
lilt:: Eldr( Wilds has roughly the Sinnn population but i:;
CWlllJriscd of tlolls god elves insledd. GRIFFIN MOUNTAIN
COlllt:S alive with multiple maps lillduding two 20";0.: 30"1.
scores of ~nanos. dozens of peJsonillitles. hundreds of
munst~s and a start It yourself cull. Visi( the 91<1"1'$ caslle
Ofseafl,;h for the wondrousWindSwOld.P~loclfor beginning
and experienced players Thlssc('nario pa"k establlshesa now
state of the-all ill role·plaYlng l 208 pages for $15.95.

Have your players go1 you down? Too much Rune
magic. too many 100%+ skills? Now, help is on the
way for beleaguered referees with CUL TS OF
TERROR Nina of the deadliest deilles In Glorantha
arc presented In the pOpular cult formal Induded afC

Nysator. Path 10 illumination. Mallia. Mistress of
Disease. the cult of the Crimson Bal, Krarsht, the
Hungry One; Primal Chaos; the Vampire LOf'"d Viva
mort, and many more. 96 pages for $9.95

CULTS OF
TERROR7)

'-~
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AN INDEX TO ARDUIN

GRIMOIRE MAGIK
by JOSEPH O. ALFORD

.-.

[The following is an IndeX to the Magik
spells detailed in the three lIoIumes of
the original Arduin Grirnoire. Each
$p811 is folJowt1d by II volume number
(I.e. I, II, or Iff) and thepage on which
that spellapPNrs. • Ed.}

MAGES' SPELLS

Level One:
Aphrodisiac Aura III, 35
Lockjaw Ill, 35
The RQSV Mist of Reason I, 39
Trenkole's Basic Web Spell II, 47
Muscle Spasm III. 35

level Two:
Anti-Web Aura I, 39
Ounklemeycr's Spell of the Taran

tella III, 35
Fafing-Ghat's Spell of the Fiery

Flash 11,47
Karmar's Spell oflNine to Poison III, 35
Patch Spell III, 35
Quarzalla's Spell of the Wonderous

Webs II, 47
Skorzandon's Mirror III, 35
Thurldon's Reversal 111,35
Timaharn's Blind Spot Spell 111. 35
Torozon's Slippery Peel III. 35

lev.1 Thr..:
Angborn's Spell of the Abysmal

Itch II, 47
Hargyn's Spell of the Unmasked

Mind It, 47
Hildagarde's Heavy Helper III, 35
Jahk's Spell of the Singing Star 111,38
Jheep's Cheap Spell (The Big Bargain

Spell) III, 38
Mind Focus II, 50
Mindan's Dancing Axe of Dondura

III. 38
Mindan's Mind Mask Spell II, 47
Morden's Backward Blast III, 38
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Sholnon's Secret Spy Wall III, 38
Sporting's Wall of Whimsey (The Wierd

Wallllll,38
Stephan Ie Strange's Spell of the In

stant Idleness I, 39
Xundomyre's Vigilant Eye III, 38

Level Four:
D'Allon's Spell of the Mist of Black

Misery 11,49
Elric'sThunder 8811111, 38
The Flames of Doom (Harbag's Hell

firell,40
Karole's Stupendous Spell of the

Seven League Boots III, 38
Korum's Spell of the Enigmatic

Eye Ill. 38
Mend Spell!I, 50
Morbaera's Spell of the Violent

Vertigo III, 36
Pllr-Kher's Pain Blast Ill, 36
Rhoar-Eee's Transit Spell (The Gone

Gone Spell) I, 40

Rorghull's Rot Spell II, 47
Santander's Wasp SpeU 111,36
Starbuck's Sunlight Serenade II, 50
Tirinyo's Spell of the Wall of Ice and

Fire III. 36
The Wailing Wheel of Fire (Pyroman's

Pinwheel) I, 40
Waragen's Night Walker (The Un

wanted Visitor) III, 36
Zym's Fearful Fiery Fist Spell 111,36

Level Five:
Azorn's Fearful Fiery Fist Spell III. 36
Crimson Bands of Cytorakk II, 49
D'Allon's Spell of Magnificent Mys-

tification III, 36
Eric's Acid Rain 11,49
"Homing" for Magik Missiles III, 36
Khoreb', Curse of the Screaming

Skull 111,37
Masayuki's Mist of Malevolent Misery

1,40
Morgault's Magic Missile of Slaying

111,37
Ouerdloe's Clumsy Field II, 49
Sar&chander's Sunbursts III, 37
Scharpe's Sex Swap (The Changeover

Spell) III, 37
$lygon's Silver Spiral of Sleep III, 37
Yathagon's Perfect Dome of Dynamic

Deferue 111,37

LenlSix:
Charonard's Wraith Hold III, 37
Oar-Thorn's Doomlight Spell II, 49
Klynt's Cube of Baffling Beauty 111,37
Merlin's Spell of True Seeing II, 49
Morgom'. Spell of Red Death I, 40
Noad's Bane [The Blue Banshee of

Shearnt) 111,37
Russalla's Spell of the Demonic Dance

of Death 111,37
savoy's Silent Slayer Ill, 39
Skarn's ImmaaJlateSky Symbol III, 39



Level Seven:
Charonard's Spectral Spell Ill, 39
Darvohl's Hand of Doom (The Shadow

Assassin) 111,39
Davalon's Death Star II, 49
Fazalla's Friend From Beyond III, 39
Green Death (The Serpents of Shar·

doom) 111,39
Maryindj's Spell of Super Telekinesis

(Tractor.Presser Beam) III, 39
Dh'Wen's Spell of the Red Awful·

ness III, 39
Paerraen's Hand of Hell 111,39
Russalla's Reflector Shield III, 39
Savoy's Spell of the Silver Serpent

111,40
Voor.Hing's Spell of the Eater From

Within II, 48
Waragen's Wave 1,40
Vorgan's Falling For Forever Spell 1,40

Level Eight:
Charonard's Spell of the Vampire

Hean 111, 40
Elrie's Spell of Disintegrate Magik

Metal II, 48

Hadaag's Horror (The Hand of Her·
cules) 111,40

The Red Sending of Sorrow (Archom's
Bane) HI, 40

8archimus's Sending (The TerrorJ
111,40

Sulthoe's Blaze of Glory I, 40

Level t~ine lind Ten;
9 Elrie's Spell of the Astral Eye

11,48
9 StaHord's Star Bridge I, 40

10 Caowyn's Spell Catcher III, 40
10 Jhem's Spell of the Far Ter·

minus III, 40
10 Khurluu's Call of the Hell

Spawn I, 41
10 Savoy's Starthunder Spell 11,48
10 Tarnhelm's Spell of the Re·

generated Mana III, 40

level Eleven and Up:
11 Antigan's Spell of Silvery Safety

1,41
11 Talso's Spell of the Black

Binding II, 48
12 Gandolyn's Gates I, 41
12 Maryindi's Spell of the Elemen·

tal Self II, 48
15 Charmichael's Spell of the Astral

Stonn III. 41
15 Time Lining 11,48

~'~--~---,

20 The Curse of Tindalos (The
Lovecraftian HoundsJ 1,41

20 Krubach's Bane (The Spell of
the Spiralling Oeathllll, 41

20 Phanc;h's Spell (The Fell Gates
of Hell) III, 41

RUNE WEAVERS' MAGIK 1,43

3 Spiraad's Spell of the Web of Pain
3 Werthal's Web of the Fire Spyder
4 Palanzaand's Witch Fire Web
4 Spell of the Web that Eats Men

10 Kaid's Web of the Wonderous
Star Spider

CLERIC'S SPElLS

Level One;
Aura of Evil Detection ("Something

Wicked This Way Comes") I, 41
Crimbley's Spell of the Mending

Cloth II. 52
Namphrook's Spell of Protection From

All Aphrodisiacs III. 42
St. Theresa's Spell of the Time That's

Told III, 42

-
---=--~:;:

-~~--
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Level Two:
Korgen's Cloud of Kindness I, 41
Megalon's Bless III, 42
Michellen's Cure for the Fiery Flash

111,42
Veladom's Spell of the Finding of

Doors Most Hidden II, 52

Level Three:
Calabalu's Spell of the Aura That

Shed's Webs III, 42
Crimbley's Spell of the Mending

Wood II, 52
Doroman's Spell of the Finger(s) of

Light 111,42
Evenoe's Ritual of the Empathic

Cube 111,42
Michel1ene's Spell of Walking on Air

(Briefly) 111, 42
Transfer Curse ("Not Me, God, Him''')

I. 41
Tuatha's Ritual of the Binding Chains

of Light 11,52
Tyr's Spell of the Heavenly Um

brella II, 52

Level Four:
Aura of Megalon's Glory Ill, 42
Basic Rituals for Cleansing of Poisons

and Venoms 111,42
Gathering the Sheaves I, 42
Pheldoe's Radiant Ring of Righteous

Fire iiI. 43
Saint Patrick's Spell of the Banished

Serpents III, 43
Stanson's Stenes to Spiders Spell 11,52

Level Five:
The Heavenly Fog of Hiding and

Help 111, 43
Heavenly Halo of Binding III, 43
Tuatha's Advanced Ritual of the

Binding Chains of Light II, 52
Wilaman's Wall 1,42

Level Six:
Crimbley's Spell of the Mending Metal

(Lesser) II, 52
Fanalom's Spell of the Animated

Objects III, 43
Solomon's Sigel of Absolute Im

passe III, 43
The Supreme Aura of Megalon's

Glory 111,43
Visions of Hell I. 42
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Level Seven and Eight:
7 The Heavenly Fog of Forget-

fulness I, 42
7 The Silver Lord's Counter Curse

Mirror Spetllll, 43
8 Aura of Angelic Fire I, 42
8 Crimbley's Spell of the Mending

Metal (Grealcr) II, 52
8 The Holy Word of Command

111,44
8 The Saintly Spell of Gabriel's

Golden Horn 111,44
8 Xandoman's Spell of the Cree-

ping Green Death 111,44

Level Nine arm Up:
9 The Blessful Aura of Megalon's

Glory III, 44
9 Rhyton's Releasc I, 42

10 Grevlorne's Hell Stann III, 44
10 Spells of the Horns of Joshua

(The Jericho Spell) I, 42
15 The Hi~ Hallowyn's Spell of

the Aura of Prismatic Pro
tection III, 44

20 The Askolooian Aven Spell 1,42

DRUIDMAG1K

Level One and Two:
1 Basic Ability to Detect "Good"

and "Evil" Ill, 45
Basic Infonnation for Potion of

Counter~ausea/Seasick

ness III, 45
Milnahr's Minor Ritual for De

tecting All That Which
lives III, 45

1 Sillatyra's Basic Ritual of the
Passing Through of Briars
and Other Lesser Plants
II, 51

2 Balkwyr's Basic Ritual of the
Calling of the Lesser Winds
11,51

2 Talara'. Fearful Fireworks Spell
111,45

Leyel Three:
Anome's Spell of the Aura of Illusion

Dispelling III, 45
Intermediate Ability to "Pass Throug,"

Lesser Woods and Forests 111,45
Khennal's Puissant Color of Mvstical

Magik 11, 51
Larissa's Spell of the Sylvan Seeming

(The Faker's Justice) III, 45
Thanatar's Spell of the Eyes of Light

111,45
Yalynwyn's Spell of the Mystik Moons

(Les.wrllll,45
Yalynwyn's Spell of the Singing

Winds I, 39

Level Four:
Arabuhl's Spear of Fire Spell II, 51
Kharch's Spell of the Binding Earth

1,39
Larissa's Singing Sarms of Time

Spell Ill, 46
Ritual for the Calling of the Greater

Winds 111,46

Level Five:
Cuelchain's Spell of the Wonderful

Wind Horse I, 39
Cvnwyren's Spell of the Walking

Wood til, 46
Druach's Spell of the Infinite Insect

111,46
Ovore's Spell of the Mystic Moon

(Greaterllll,46
Ovore's Spell of the Shambling Moon{s)

111,46
Taoracn's Spell of the Fields of

Famine II, 51

Level Six Ind Up:
6 Cuelchain's Spell of the Fog of

Fearful Effect 11,51
6 Martvn's Mighty Mystical Mouse

Spell I, 39
6 Obloe's Spell of the Monsters of

Id 111,46
7 Chancer's Spell of the Golden

Fog of light and Reason
11,51

7 Chastarade's Spell of the Stone
That Weeps in Silence 1,39



THE JACKRABBITS'

LAIR
by DANIEL J. MAXFIELD

For purposes of this adventure, assume all Hares and Jackrabbits as Slrength
Level 15. Speed Level 18. and Smell Level 9. unless otherwise stated. Plagueweed
Warren was started by a large and evil party of Jackrabbits fleeing from their
former residence, no reason being given. During the course of their wanderings,
most of their does were killed, and so raids on the outlying Rabbit Warrens were
not m~e with any real force. In a few months that could all change ...
As for Jackrabbits digging Warrens: They do now.

Players' Information

The most sinister of the Jackrabbit Warrens on Wasp Isle is Plagueweed.
Started by the cunning and diabolical Jackrabbit Chief 'Mr. Nettle-head'. the
Warren now raIds the surrounding rabbit communities with both increasing re
gularity and with Ferrets.

1) Nettle-head's Private Mushroom Garden: This room contains mostly just plai~

edible mushrooms, but it also holds 40 truffles in caches of 4. The chance of
finding a cache is the same as detecting a plug. Three Jackrabbit Cuards, (HTK:
27. 26, 29), patrol the secret passageway. and a stinging Nettle trap is imbedded
in the last plug.

2) Two does, (IITK:2J. 21), feed their litters equivalent of 4 bagfuls of oats.

3) This is the lair of the huge Crizzly Bear 'Kojak the Kodiak', (HTK:151, LVL:
18 Intelligence, Wisdom. and Dexterity. He speaks Lapine. Common Lagomorph.
Murine, Sciurine, Common Arthropod. and Common Herbivore in addition to those
normally known to bears). His C3ve is very well camouflaged on the lower cliff
face. but Nettle-head' s burrowers dug through the back of it by accident. He
maintains only an uneasy truce with the Jackrabbits because of an old grudge.
It seems a troop of Jackrabbits once kidnapped his family while he was sleeping,
(he had st3ycd up all winter with a sick friend). He preserves this grudge de
spite the many peace offerings the Jackrabbits have given him. including several
undisturbed beehives, (don't ask me how). Kojak. being no fool. has concealed
one at point X. If he is hard pressed in battle. he will claw it. filling his
lair with bees. ~Ie is not ill-disposed towards rabbits, and has even supported
several invasion attempts, (unbeknownst to the Jackr3bbits, of course). There
is a pile of leaves at point Y that conceals 2 Scorpions and a sack with 3 doses
of Lemonberry Flower. In burrow Z lies Steel Abeat, Kojak the Kokiak's badger
friend. who will follow the grizzly's suggestions without question.

4) Four Ferrets (HTK:17. 18, 17, IS), amuse themselves by blinding Crickets.

5) Four Ferrets with Fleas, (1:ITK: 12, 15, 15. 15).

6) Four Ferrets. (HTK:14. 11. 18, 19). Two Rats. (HTK:6. 1). The passageway
to Room A has a Rattlesnake. (HTK:3). Room A contains 7 sacks, each with 4
burning Nettles. 2 stinging Nettles. 2 hero Flowers, 4 Bitterweeds. and one
Rabbit Flower.
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i) Nettle-head's Chamber: 12 Heads of lettuce, 5 apples, and 2 truffles are
on a stone slab in a corner of the room. Mr. Nettle-head is a Level 17 Seer!
Fighter. (HTK:33). and his doe is a Level 15 Fighter. (HTK:27). The plug to
this room is Nettle trapped.

8) Three burly Jackrabbits play sticks and stones for 10 truffles. while two
others watch. (HTK:25, 29, 27, 28, 25).

9) An unsees Burrow. A large metal pipe protrudes from one wall. Any attempts
to dig it out will result In the roof caving in. doing 4 dice of damage to all
in the room.

10) Three Fighters. (HTK:3S, 32, 30). rest on a mattress of rabbit skins.

11) Three Fighters, (HTK:29. 35, 35). are lazily chewing pellets.

12) Three Fighters, (HTK:27. 35, 34), laugh over a Human Relic, a copy of
0&0. (Look! The characters are Human!).

13. 14. 15) Herb storage roome.
and 15 Dodgeweeds in each. Each
IITK Rat tlesnakes lie in the herb

Twelve burning Nettles. 21 stinging Neltles,
is guarded by a 41 HTK Fighter, and three 6
piles of each room.

16) Threasure Room: Nettle trapped plug, 150 dried truffles. (~Value).

17) A Jackrabbit, (HTK:28). one of Nettle-head's burrowers. He has on a
Luminescent Gem on an elastic strap that is worn around the head, thus creating
a Beacon, (20 ft.).

18) As in 17. but with 3 head Beacons.
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RULES FOR KAISSA:

Gorean Chess

by PAUL ELKMANN

.

Adapted from the fragmentary
descriptions of the chess-like board
game described by John Nonman in
Books J!'3, 5, g, 11 of his Cor Series;
with necessary changes and inventions
to overcome inconsistencies in the
text.

Required equipment? one square
board, ruled into squares, 10 squares
to a side; the board is set in alter
nating colors, red and yellow with a
red square along the right hand
lower corner of the board and red
squares along the diagonal.

Pi eces: Des i yrl~ represent i n9
the following Castes and occupations:
Ubar. Ubara, Tarnsman, Builder,
Initiate, Physician, Rider of the
High Thalarion, Spearman. Scribe,
Home Stone.

Rules of Play

1) After color is decide~ by the
players. Red starts the game.

2) The pieces are moved accord
ing to their individual des
criptions.

3) One each move, each player
must move one, and only one,
piece.

4) Pieces may move to an e~Pty
square or to one which 1S

occupied by a piece of the
other color, providing that
it would otherwise be a
legal move. If an apposing
piece is present, it is re
moved from the board for
the duration of the game
and the capturing piece takes
its place.

5) The only exception to #4 is
during the move in which the
Home Stone is placed on the
board which counts as a legal
move, although no other pieces
can be moved at that time.

6) On or before the 10th move,
the player must create a va-
cant square along his rear
rank and place the Home
Stone on that square.

7) The game ends when: (A) The
Home Stone of one player is
removed by the other; (8) When
no pieces are capable of rea-
ching either Home Stone. This
is a drawn game; and (C) When
40 moves have elapsed without
a capture taking place.

8) Only when the game ends by
capture of the Home Stone is
a winner declared.

9) Moves alternate between Red
and Yellow. one moving and
then the next; for Tournament
purposes, a move is over after
Yellow releases his hand from
his piece.

10) The board is set up so that
a Yellow square is on each
player'S left side.

11) The Ubar piece is placed on
the central square of his own
color and all other pieces set
relative to him.

12) Once the Home Stone is placed
on the board, it cannot be
moved.
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7) Physician: May move one space
in any direction.

B) Rider of the High Thalarion:
Moves directly ahead or to
the forward diagonals, one
space per move. If it reaches
the lOth Rank, it may turn
around and move back towards
the 1st Rank.

For scorekeeping purposes, the
pieces have been assigned values:
Ubar: g, Ubara: g, Tarnsman: 8,
Builder: 5. Initiate: 3, Physician:
2. Spearman: 2. Scribe: 5, Rider of
the High Thalarion: 1.

The starting position is as
follows, given for Yellow with Yel
lowls Ubar on the center yellow
square.

Second Rank: Physician, Rider,
Spearman, Spearman, Spearman, Spear
man, Spearman, Spearman, Rider.
Physician.

First Rank: Initiate, Builder.
Scribe, Tarnsman. Ubar, Ubara, Tarns
man. Scribe, Builder, Initiate.

9) Spearman: Moves forward one
square every move except on
the first one, when it may
move I, 2 or 3 squares at the
playerls option. It can cap
ture on the forward diagonals
as well as the forward verti
cal, but otherwise ;s con
strained to the vertical
direction. Upon reaching the
10 Rank, it may be promoted
by the player to any of the
other pieces excepting the
Home Stone; it cannot be con
verted into an Ubar if that
piece is still on the Board.

10) Scribe: Moves an unl imi ted num
ber of squares along any diagor.~l

and can, in addition, move one
square along the vertical or
horizontal.

horizontal or vertical direc
tions. May not move past a
piece (like a Rook).

Initiate: Moves up to five
spaces along any diagonal.

6)

1) The Home Stone: No movement
a11 owed.

13) All moveable pieces with the
exceptions of the Speal"man and
the Rider of the High Thalarion
may move backwards.

3) Ubara: moves up to five spaces
along any vertical, horizontal
or diagonal direction. Cannot
move past pieces.

4) Tarnsman: Moves either forward
or backward along either the
diagonal or the vertical direc
tion. Cannot move into another
file while remaining in its
rank. The Tarnsman can move
behind pieces in its path. It
may move one. two or three
spaces along its allowed direc
tion of travel.

2) Ubar: Moves an unl imited num-
ber of spaces along any vertical.
horizontal or diagonal direction
with the restriction that it
cannot move past any piece al
ready along that line.

5) Builder: Moves an unlimited
number of spaces in either the

The Moves of the Pieces

14) For Spearmen only, if the
Spearman of one player is on
his seventh Rank, with a
Spearman of the other player
on a file one place to either
side, and the other Spearman
options to move his first move
with 3 squares, so that the
two Spearmen end up side-by-
side (unable to attack each
other), then the player whose
Spearman did not move has the
option on the immediately fol
lowing turn (only) of moving
as if the other Spearman had
only moved two spaces and-cap
ture him, removing the Spearman
from the board and advancing
along the diagonal one square
into the column from which the
Speannan was taken C'en passant U

).
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JON SCHULLER

SYSTEM ANALYSIS/DESIGN

BLOOD
DAVID NALLE

TRIBUTE
DESIGN

THE SERIES
The Ysgarth Adll'emure Series is a set of serial adventures in the fantasy world of Ysgarth designed to be run con

SIlOJtively as iii group for the same set of player-dlaraeters. This novel concept puts an entire ready-made world at your finger
tips. The adventures are in progressive levels and feature an unique experience system. Singly. they afC easily fitted into any
AD&D tm or NYR campaign.

VAS No.1, Blood Tribute. is designed as an introduction to the series lor newIY-f;reated. low·level characters. Guide·
lines afe given for rolling up the characters, for their social background. and fOf the general situation of the world in whlet
they live. Also introduced IS a special standardized experience allocation system tor use with the series. This system aSroUfeS

reasonable and regular advancement in phase with the level advancement with each new adventure.

BACKGROUND
Ysgarth Is an ancient world, and the origins of its cultures and races arc lost in time. HiSlory as it Is known and kept

by the Bards begins some time after the Age of Cataclysm, almost 700 years before the present day. What existed in the
period before that is a mystery, though it is generally known that two races, the Wraithlords and the ArChaeurges ruled, and
the races of men served them. The Cataclysm from which the current era IS dated is known as the Fall of Faldyg. At that time,
a mighty being called the Archaeurge FaldYQ embraced the powers of evil and was cast down beneath the eanh, rending its
very fabric, creating a great, BOO-mile long chasm, and splitting the major land mass of Ysgarth in two.

After that time, the Archaeurges and Wraith lords have faded from view, and, perhaps, from power, and the chasm of
Faldyg, now called "The Great Abyss," is the realm of a race of extra-planal demons. These demons seldom venture out of
the Abyu Jave on the direst errands. They are outcasts of Hell ruled by Lord Zaedukrom the Eyeless. Others of their mighty
leaders are Arekitash, the Soul Claw, and Salastevar, the Iron Bard. They find the upper world unhealthy and so wor1< subtly
and indirectly to subvert man to evil. It is thought that they arc kept in check by remnants of the power of the Archaeurges.

Other new arrivals in the world are the gods of men, representatives of a number of pantheons worshipped by the
different human races in Ysgarth. They ara generally divided into several groupS. These are Vanir, Aesir, Kymric, Gaelic, and
Miscellaneous. The Miscellaneous group is large and includes II number of single gods and some unpopular groups.

All of these gods are represented in the great city of Ptolemeias where 127 temples adorn the Street of the God.
Ptolemeias is a great trading center where the nations of Ysgarth trade with their lost brothers across the Abyss by marine
rouies in the great Southern Sea. Much of this lIade is between the Kymric kingdoms and the Empire of IIchania. Little is
known of this Empire or the other nations beyond the Abyss, as they are far off and alien C\llture5.,

Ptolemeias has a population in excess of 300,000 souls and is a political, mercantile, religious, and 50Cial center for the
warring nations and the tribes around it. It is a free city, ruled jointly by the 7 Thearchs, and the GuildLord. These represent
the major religious and mercantile forces in the city. Another coven force in the city is the Mage·Pact, an alliance of the most
powerful mages whose aim is to restrict the hostile use of magic in the city.

There are five major racial groups, or tribes, in Ysgarth. These are the Vaen, the Saexe, the Gael, the Kymri. and the
Magar. Each has its own peculiar institutions and culture. The Vilen are nomad warrior tribes of the North·Eastern steppes.
They are notable warrlors and horsemen. They are generally fair haired and blue eyed. The Saexe form a large empirlto the
southwest of the continent. They are related to the Vaen but are shorter and more ruddy of complexion. The Gael rule in the
island kingdoms of the North-West. They are tallish and fairly dark, though red or blond hair will show up from time to time.
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They are great seamen, and all of their nations swear allegiance to the Ard-Ri, their high-king, who rules in the Kingdom of
Gacldodl. The Kymri are loosely related 10 the Gael and inhabit half a dozen kingdoms in central, coastal Ysg8rth. They arc
known for their art and wisdom, and they are ruled by a High·King or War-King who is the hereditary ruler of the Kingdom
of Moryanwc_ The Magar are a short, dark people who live in the mountain lands of the South-East. They are good horsemen
and herd-keepers. The terrain of their land keeps them mostly separate from the other peoples. There is a fair amount of mixed
blood, and racial lines are often haZily drawn. Each people has its own heritage, language, and customs.

In addition to the human rBces in Ysgarth, there are several notable non-human races. These include the Khuzdar, or
Dwarves, who live in the mountains of many regions or in the Dwarvish Kingdom of Khurzdaral, and three races of Elve~. the
Gwyltion, the Gwraggedd. and the Ellyllon, each of which has a preferred habitat. The Gwyllion are primarily mountain dwel·
lers and have several kingdoms in the far Nonh-East. The Gwragedd are sea farers, mostly in the island kingdom of Seregond,
and the Ellyllon inhabit the woods of many parts of the world. Dwarves tend to be moderately friendly to man, but the Elves
are often hostile and. at best, unfriendly. It is rumored that many stranger races dwell beyond the Abyss.

Magic and magical creatures abound in Ysgarth. Dragons, Gryffons, and other mythic beasts are deadly hazards of the
land, and much youthful blood is spent in controlling them. There are many types of magic in the land. and the study of the
Arts Arcane is the practice of over 30 major guilds. Magic is a key part of industry. trade. and many parts of everyday life in
Ysgarth. Some forms of magic are more popUlar than others for their marketability and relative security. These include
Pyromancy, Hydromancy, Geomancy, Windmastery, Sorcery, and Wizardry, among others. The study of magic is a life·long
task and can often mean the early death or destruction of Ihe Mage, though the rewards can be great in power and wealth.

On the whole, the world is peaceful, though the need for strong fighters is ever present in mercenary actions, militia,
private guards, and small wars between contesting rulers. Employment is good and profitable for skilled Warriors in any of
many campaigns and conflicts. Adventure, both martial and maglcsl, can be had easily, but at what dear price?

THE CHARACTERS
For this adventure, the characters will atl be newly created and suitably modified to fit the special context of the ad·

venture. This scenario is designed as an introduction to the world and to the types of chal1tCters which are suited 10 it.
The characters will all be young (roll 14 -+ lOB) for age. They will also all be residents of the same region and of some·

what similar backgrounds. They are all from the island of Uchelglan, a large island off the shore of Morganwc, the chief of the
kingdoms of Kymria. They are all subjects of the king of Morganwc. and the island is rather near his capital of Arberth. They
should be able to speak only their own language, Kymri, fluently, but they should each have a 10% chance of knowing one
other language.

The island is mountainous, but quite fertile in the coastal areas. Most of the income of the island is from fishing in the
cold waters around it. As detailed on the map, there are about halfil-dozen towns of varying size on the island; the largest of
these is L1inyth on the North Eastern side with a population of almost 3,000. The other towns are roughly eQual in size al
500 to 1,000 population. The towns on the smaller islands are usually populated by fewer than 500 souls. The total population
of the island group is some BO,OOO. The capital is in L1inylh. The characters should each be from a different town. The large
inlet which splits the island is a natural fjord. It and the mountains are all the result of glacial activity in the past. The fjord is
called the L1ydofn.

The characters should be somewhat restricted in what class they should take. They should only be allowed to be
Warrior or Druid types without restriction. There should be no more than 1 Clenc type and one Mage Iype in the group. If a
Mage is present. he would be best as an elemental or lesser type Mage.

There are several religious options open to the characters. All of them are variants of Druidical religions, specialized
for a panicular god and his attributes. There are six main deities who dominate Ihe faith of the residents of Uchelglan. By far,
Ihe Ihree most popular are Arawn, Gwyn Ap Nudd, and Aranrhyd. Three less popular gods are Dylan, Havgan the Whitt:, and
Gwyrthur. It is very strongly recommended that the characters worship one of these gods, and a brief description of e<lch
follows.

Arawn is a god of water, mist, and deception. He is winter king of the land of Annwfn. He is a tallish. grey-haired man
with grey eyes. He is a protector of fishermen, and travels in the fog. He is clever and witty. He is the foe of Havgan. He is
also a noted Bard and patron of Bards.

Havgan is the summer king of Annwfn. He is a pale, fair youth. He represents the destructful aspects of summer. es·
pecially famine, plague, and drought. He is rude and abrupt in manner and not very considerate.

Gwyn Ap Nudd is one of the more popular gods of the island. He is the lord of the mountains in winter and Ihe
master of the hunt. He is worshiped by huntsmen, herdsmen, and warriors. He is also a god of death, feasting with the dead in
his castle on Mt. Tylwyth. He is very popular as he is a local god, with Mt. Tylwyth on the island. He is the foe of Gwyrthur.

Gwyrthur is I wind god, personifying the summer wind. He is a fair man with red hilir. He is generally a beneficient
god. with control over wind and light. He can b1~t foes with a withering flame. He has an uncontrollable and erratic temper,
verging on a split personality. He fights with Gwyn for possession of the goddess Creudylad and the kingdom of Gwibir
Vynyd, where Gwyn rules by winter and Gwyrthur by summer.
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Dylan is a lord of the sea and stonn. He looks like a tall, scaled man and lives beneath the waves. He can be considered
a Kymric Poseidan. He has powen over the water and storms and is popular with seafarers. He is not particularly hostile.

Aranrhyd is the goddess of the moon and of fertility. She is popular throughout Kymria and on the island as well. She
is generally worshiped by those who make their living off the fruit of the land. She is very fair but can drive men to madness.
She is quite powerful and has maternal and child..Jike aspects.

Explain a bit of the background of their world and region to the playen and have them roll up and develop their
characters as they see fit. From there, you can proceed with the meat of the adventure itself. They should not in any way be
warned in advance of the nature of the adventure.

EXPERIENCE
For this adventure, it is highly recommended that you use the Schuller Progressive Experience System, so that level

advancement will remain parallel to the level advancement between the adventures in this series.
After the desaiption of each room or encounter, there will be given an ExperittnCII Value in parenthesis. This indicates

the relative difficulty of that encounter and is used in detennining experience. At the end of the adventure, atl of these EVs
should be totaled up and the table below should btl consulted to find the final experience. This should then be divided evenly
among the members of the party.

If the party gets all it can from a room with minimal losses, it should be given the full EV; however, if it takes large
losses or fails the goal of the room, it should get half EV. If it ignores the room, it should get no EV. In addition, there is an
Individual Character Modifier determined. This is found by ranking the characters on value and role·p1aying on a scale from
one to ten. Then consult the chart for this given below to find the multiplier to be used to modify their personal experience
after the total party experience has been divided. A rank of 10 is considered the best, and 1 is considered the worst.

Total Porty CharacteR XP
EV XP Rank Modifier

1 10 10 1.5
2 40 9 1.4
3 90 8 1.3
4 180 7 12
5 250 6 1.1

10 1000 5 1.0
15 2250 4 .9 "V20 40DD 3 .8
25 8250 2 .7 .'
30 9000 , .6
35 12250
40 18000
45 20250
50 25000
60 38000
70 49000
80 64000
90 81000

~100 ooסס10 -rii ,

ff",
'XITPj.o¥

Thus, from this you get the experience for each character. For example, If a party of three racked up 25 EVon a short adven
ture, they would each get 208JXP and, as one was ranked 9, one 7, and one 3, thit would come out to be 2916, 2500. and
1866. This seems 8 rather fair and equitable division of the experience, taking into account all major factDf"S.
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INTRODUCTION
At the center of uchelglan is the tall mountain called Mt. Tomud. At the top of this bald peak is the castle of the

Mister-Mage Carryon Cil"!"elen. He is lin ancient mage of great age, a mas1er of Ner:romancy, Sorcery, and Dark Enchantment.
He is favored by the god Gwyn, lord of the hunt. Carryon extends a rule of magic over the island, granting good harvests and
weather in exchange for a small fee. His fee. infortunately. is human blood and flesh. Each spring, at the vernal equinox. he
expecu a sacrifice of youths to be sent up the steep slopes of Mt. Torhud to enter his service. This year, the number required
just hllppl!!ns to be the number of members in the party.

Victims to be sent up the mountain arc chosen by lottery. and the characters which have JUst been rolled up were
chosen. They liTe from separate parts of the island and do not know each other. They have been taken in their sleep, disarmed,
and are standing in homespun tunics at the foot of the mountain. Behind them, a force of some 300 armed men and 25
Druidical Priests of Gwyn are walting, armed with steel and magic to block their retreat down the mountain. They have no
dloice but to follow the clear path cut in the side of the mountain unless thev would prefer death on the blades of their
fathers and brothers. The rest of the islanders fecI sorrow for them but realize that they must go up or the whole island would
be doomed.

It should be noted that this the the start of the adventure, and the charaetef' now have no equipment except their
clothing and enough bread and meat for two meals.

ENCOUNTERS
E1 The path up the mountain passes between two cliffs. and there is an old deadfell pit ahead. There arc manV metel

spikes and three corpses in the pit. It is possible to pass around the pit to the right. but each character must Save
against failing In. This roll is +2.

If a character chooses to climb down into the pit, he must make a normal Save against falling. and, when he
comes back out, he must make this Save again. with a -2 for each suit of Mail and a·l for each WC3pon he is carrving.

Anyone who tails in the pit gets hit by 10 spikes. They each do his Weight/10-(lOBI in damage. For each turn a
person is in the pit. there is a 15% chance that 3 Vipers will emerge from a small hole in the side. These Viperurn
described below.

VIPERS
NYR AR: .....•......•.....•........5
NYR OR: .....••••...•..••••....... 15
NYR AC:.......•....•••.............3
IN: _ 20
WT: ...•.. _••• , •.••.••.•.•.••.••...5
HP:.••...••••••••••••••••••..•.....8
ST: ........•••.................... 14
Al: C/N/A
level: 1
Attacks: 1 Bite for 106 Plus Poison

On the corpses are 2 ·2/·2 Broadswords. a -2/·1
cruddy condition. fEV:2J

Vipers ere small. common black snaklls. Their bite is
poisonous. The first minute after being bitten. the
victim takes 1010 overall, the next. 108. and so on
down to 102, then. nothing more. The damage will
regenerate as normal damage does but needs a Cure or
Nt!Utralize Poison.

Mace, and 2 suits of ·2 Chainmai1. These are all rusty and in

E2 A mountain stream cascades down to the right. A diff is to the left. As they round the corner, the group sees a set of
stairs ahead and a pool in the stream to the right. From this bu~u a Stream Troll who falls upon them with a 50%
minus half of the total of the charaete~'Wisdom's chance of surprise. The Troll is described below.

STREAM TROLL
NYR AR: ......••...................7
NYR OR: .....•.... _..•. _...•.......8
NYR AC:.....• , ••.••..•.....•••.....4
HT: , ..........•.... , ••••..••..... 6'
WT: ..........••................. 120
HP:..•...••••..•...•.............. 40
ST: .•.•.•..•• , •••••............... 12
AL: .. _.•...................... CIE/A
level: ..........•...................5
Attacks: ........•.••......2 Claws 1DB + 1

1 8ite 1D6

Trolls are ugly. vicious, grcen-skinncd humanoids who
are not any too bright, especially this runtish variety.
They like to eat humans for food. and this type has
no unusual regenerative abilities.
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There is a cave hidden under the pool in the cliff. 11 has air and can be readied by any reasonable swimmer. In
the slimy lair, there is one Troll egg, which will hatch a Stream Troll in 20100 days. and quite a few human bones.
Among the bones are 200 Silver Marks, a +2/+ 1 Daggernhrowing Knife. and 3 + 1 Arrows. There is also a ring with
three charges of Water Breathing. (EV:41

E3 The partY comes to a deep ravine across the path through which runs the stream previously mentioned. Beyond the
ravine they can see Carryon's Tower. There is a shaky-looking rope and board bridge &Cross the ravine. Two can cross
the bridge at one time. There is a chance of it collapsing equal to the toal weight on it/5%. Any who fall In the stream
must make a dodge Save. If they fail. they take 3020 overall in the 3D-foot fall. If they make it. the party has 3 CR to
save them before they go over the waterfall to the left and take 5020 overall in that fall. (EV:l)

THE CASTLE
1 At this point. the party nas reached tne castle of Carryon. which they find to be more like a small, two-story house

set into a rock spur. There is a wall around the front, and the rest is buried in the rock. Through a gate. they can see a
garden. The gate is unlocked and can be opened freely. 11 is fairly euy to climb over the wall. as well, in several places
along the slope of the spur.

2 This the the garden at Carryon. The path le8ds through the garden. There are twO types of plants shown on the map.
These are Tentacle Bushes, shown by squarish swirts. and Vampire Trees, shown by the spoked circles. The path passes
close to two of these. All areas except where there is grass are covered with what is called Grasping Grass. These three
deadly plants are described below.

In this yet-ion. one inch on the map of the castle is equal to 50 feet for the characters.

TENTA CLE BUSH
NYR AR: ..•........................7
NYR DR: ....••••.••......•.........2
NYR AC;..........•......•..........3
HT: .............•.......•....... 40"
WT: ........••...••.....•......... 20
HP:•.••....•...........••......... 20
ST:......................... . .12
Al: .•......................... NIN/A
level: 2
Attacks: .1 08 Tentacles, 106 Each

1 Beak for 206+2

This appears as a rather scrawny. but normal~nough
bush; however, the almost leafless branches are elastic,
strong tentacles, and concealed in the heart of the
bush is a beak-like mouth. Each bush will attack with
108 tentacles each of which has a 140· target STR)%
chance of grasping a chosen target. The same roll can
be made each round to escape. The tentacles may also
strike tor damage. After 3 CR, the subject will be
drawn to the mouth of the bush. The tentacles have 8
range of 15 feet.

This is a large, leathery·barked, oak·like tree. It has
the abilitv to fling its leaves, which suck blood, at a
rate of 10/CR. with a range ot 30 feet. Each leaf has a
5 HP capacity. after which it will fly back to the tree
with the 5 HP worth of blood. Each 5 HP of blood
drained adds 1 HP to the tree. It takes 3 times damage
from fire.ST: 9

Al: .....................•..... NIN/A
level: 4
Attacks: 1010 leaves for 103each/CR

VAMPIRE TREE
NYR AR: ....•..••..................8
NYR DR: ....••..••.•............... 1
NYR AC:.........•••••..••.•........4
HT: ...................••........ 15·
WT: ............•......•........1.000
HP:•.•....••••.•••....•••.••....•. 70

GRASPING GRASS
. . . . . . • • . . . . . . . . . . . . . . . . . . 11
..•....•••..•.•.....•......1

01; ............••.•..••.••....... 10'
WT: ...........••.....•........... 75
HP:•..•.•.•....•.••..............• 30
ST: 6
Al: NIN/A
level: 3
Attacks: 1020 for 1 pl. Each plus Grasp

NYR AR:
NYR OR:
NYR AC: .........•.....•.... ........4

This is a creature which resembles a patch of grass.
These creatures gather in colonies large enough to
make up a whole lawn. They are sensitive to fire. Their
blades are Quite sharp and can pierce even Platemail
to drink blood and eat flesh. Any which are successful
in piercing flesh in this way will try to drag the victim
down with the aid of another 1020 on the next
round. If the number of pierCIng shoots is within 5 of
the victim'sSTR.he is immobilized. If they are greater
in number than his STR, he will be dragged down
that round.
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It should be noted that it is clear that there were other less hearty plants here at one time, but they all look
dead of neglect_ Once past the perils of the path, the door of the castle will be found unlocked and unguarded, and
the party may enter. (EV:61

3 This is the entry hall of the castle. At the back, there is an ancient suit of full chivalric Plate annor bearing a rusted
Sword. If the party advanus beyond the middle of the hall, it will become animated and advance to attack them. It is
an Automaton, but an old one, and there is a 15% chance that it will fumble on each attack in addition to the usual
dlance.

AUTOMATON
NYR AR: .•••.. , ..•.................8
NYR DR: .....•...•.•...•••.........5
NYR AC:........••. " ....•..........8
HT: ...........••......•........ 5' 6"
WT: ...•........•••.•..•••........80
HP:.......•.•..••..••••••.. _ .. , SO
ST: ...•......... _ _ 7
AL' '" .........•.............. N/N/N
Level: •.............................7
Attacks: Broadsword for 1010

This is an animated suit of normal Plate armor. When
the animating magic is destroyed by eliminating its
HP, It will collapse to the ground like a useless old
suit of armor. (EV:2)

4 In the middle of this room there is a 2 ft. deep poof with a 3 ft. diameter. It is filled with a viscous. clear liquid. At the
bottom are the bones of at least 3 human skeletons. There is a pedestal arising from the center of the pool. On this,
there is a 2 foot long wand. It is a Wand of Sealing. If anyone whose body radiates heat, or any other source of heat.
comes within 3 feet of the pool, it will burst into flame, and the bones will be animated to emerge from the flaming
liquid IS Firebones.

FIREBONES
NYRAR: . _......•......•...........5
NYR OR: .......••..••.••....••.•...7
NYR AC:.....•..•••••..••.•..•......0
HT, ........•.•••......•......••.. S'
WT: _ 30
HP:........•..•••••..•••.•........ 18
ST: 12
AL' NIE/A
Level: 4
Attacks: 2 Hands for 106 + 106 Flame

These are flaming skeletons. They are a form of Un
dead which can only be animated briefly. They will
stay animated for only 208 CR at a time, either col
lapsing when no longer engaged or at the end of their
duration. 2 CR before they are going to drop, their
flames will begin to fade.

Wand of Sealing: This wand has 50 charges with which it will seal cracks or openings. It seals cracks at 10 inches of
crack no more than 'to inch wide per charge and openings at 1 square inch per charge. (EV :4)

5 In this room there isa large, strong chest. Seated on it and guarding it is a Stone Mini-Golem. Description of it follows.

MINI GOLEM: STONE
NYRAR: ....•••••.... _.........•...7
NYR OR: ..•.•.••.•.... , .•.••...•...8
NYR AC:...................•........0
HT: ........•......•......•....... 3'
WT: ••..•..••..•.....•••••....... 150
HP:........•.....••......•........ 35
ST: ...•........................... 10
AL' N/N/N
level: , 5
Attacks: 2 Fists for 106 + 2

or 2 Thrown Rocks for 108 Each

This is a miniaturized. economy Golemequipped with
the ability to generate missiles of its substance from
its hands. It moves fast and will try to stay out of
hand-to-hand combat if possible.

If the chest is opened. the opener will see in it a swirl of bright color and then feel a strong wind blowing out of
the chest. This is the Wind of Change. and it will definitely strike the opener of the chest and anyone in the doorway
or the room_ There is a 25% chance that it will go after anyone outside the room. Once opened. the chest must be
shut within 2 CR or the Wind will have escaped permanently.
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Winds of Change: This is a magical effect, not actually a creature, but often acts as if it is conscious and possessed of a
purpose. Each round in the wind, the subject must make a Save. If he fails It, a randomly located part of his body
becomes that of some animal or creature as is shown on the table given below. The features changed remain normal
size but take on all of the attributes of the creature in question. The wind will usually take 104 + 1 round to pass a
person. It also transmutes normal maner and items that It passes.

Roll Creature
01-08 Rat
09·20 Wolf
21 . 35 Cat
36 . 48 Mosquito
49 . 64 Lizard
66·74 Hawk
75·90 Penquin
91 - 00 Ant

Any disabilities of the creature and any abilities of the creature, as long as they pertain to that part of the body. are
imparted to the person changed into that creature by the Wind. (EV:4)

This Is clearly COf'"ryon's library. It is lined with books, $Cfolls,a nd paraphernalia. Seated in what appears to be a large,
stone tub in the middle of the room is a strange, glistening-black skinned creature. It becomes aware of the party if
they enter the room and greets them, saying, "Name the seven great minions of Yubb:' As the party does not know
the answer to this. the creature will use ill power to destroy the library when it does not get an answer_ It is a Petroo
and is described below.

NYR AR: ............•••••..........5
NYR DR: •.....• _ . _ _ 2
NYR AC:.......•... _..•........ _ 2
HT: ........••••••••.•.••..•...... 4'
WT' ..........•......•........... 300
HP:..........•..................•. 40
ST: 8
Al: ......•.................... NIN/P
level: _ 6
Attacks; _2 Flame Sprays for 20S Each

or Explode for 3010 to All Within 15 Feet

This is a glistening, bulbous, blade: creature which lives
in subterranean oil deposits. They are very loyal and
very rare. They can self·ignite and jet flame throu!tl
nozzles in their hides. They will also willingly explode
and destroy whatever they have been set to guard.
They have to live in tubs of oil when on the surface.

After the fire in the library has been put out, there will be only three thingslhat survive. These are two Scrolls
and a thin book. One scroll contains a level 5 spell for 30% protection from fire. The book lists the names of three
demons, Grondalak, Oemyane. and SUburak, with an appropriate summoning for each. The last scroll contains the
words, "Aliak, Ur Donnens, Samrnek--Torkites'" both in strange script and phonetically. The use of this will become
clear later In the adventure. (EV:3)

7 This is a large combination dining room and lobby with appropriate furniture and fixtures. There are 8 seats at the
dining room table. If any are sat in, a hand will appear with a menu. Those Items pointed to will be brought magically
from the sir by other, flying, magical hands. The food will be warm and quite good.

8 Thare is a spiral staircase going up here. seated on the stair is an old serving man who has shrunk so that his suit no
longer fits him. If disturbed, he will look up feebly. His entire mind is a blank, and the retinas of his eyes are reflective,
like mirrors. He is a lost cause.

9 In this room there is a Mirror Golem guarding a small chest which has in it Aeliscarp, the Sword of Justice.

MIRROR GOLEM
NYR AR: •...•.••••.•.•......•...•. 10
NYR DR: .......•.•...........••.••.4
NYR AC:...•...••.....••............0
HT: ..•.......•••••.•..•.••....... 6'
WT: ...........•.....••.......... 120
HP:.•••......•.•......•........... 70
ST: ..•.....•...................... 10
AL' .•..•...................... NININ
level: 7
Attacks: 2 Fins for 1010 + 3 Each
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This is a Golem made of mirrors, polished to be highly
reflective. Anyone attacking it must make a -1 Save
or be confused. failing his attack for one roond be
cause of the dazzling. reflective surface. It is, however,
very fragile. and any single blow of 15 or more points
of damage will shatter it.



Aeliscarp. the Sword of JustIce: This is a two·edged, pointless, executioner's Sword. It has only one unusual power.
When used against anyone of confirmed criminal or evil nature, it is +5/+5 with 50% Sword of Sharpness on the first
blow. Otherwise, it is just a .2/+2 Sword and hits for 1010. (EV:4)

10 In this room, there is a Stone Mini·Golem sImilar to that described in Room 5. However, this one has a small door in
his chest. Behind that door is a scroll which reads, "Tharak Dal Attrad·lstcl, Carat Me Durag···Setharikl" The use of
this scroll is not immediately apparent.IEV:2)

11 In this room, there is a Mirror of Duplication. It is unguarded.

Mirror of Duplication: This man-sized mirror, if looked in more than glancingly, will draw the looker into it where he
must face a double, identical to himself in all ways, in combat. The winner of this combat will be able to emerge from
the mirror. While they are fighting, it is impossible to enter or disturb the mirror. If the double wins, the player should
keep playing him, but as the opposite alignment and personality. (EV:31

13 In this room, there is a Zombie wearing the Helm of Mirrors. He will attack the party ifthey attempt to enter.

ZOMBIE
NYR AR: .... , •• , •• ,. , ••••••••...... 6
NYR DR: ......•. , , ...•.............6
NYR AC:. . . . . . . . . . . . . . . . . . . . .. . ..•. 1
HT: " .•.....•.•...... , , .. 6'
WT: ........•••.. "., , •.•••...... 150
HP:.••........•...•. _ 40
ST: ,., . , " 12
AL: .......••.•........ _ NIE/A
Level: . . . . . . . . . . . . . . . . . 3
Attacks: 2 Claws for 108 Each

This is an animated C()(pse and, as such. cannot be
slain. 1t will fight on until destroyed, and it is not in·
telligent although it can tollow simple orders such as
to guard something.

Helm of Mirrors' This is a full Helm, covering the face and polished to mirror reflectiveness. 1t causes opponents in
battle to Save against confusion or miss with their attacks for that round. They must Save each round. fEV:3'

13 This is Corryon's private summoning chamber. He is seated, motionless, on a throne at the bade, and there is 8 pentacle
on the floor made of shattered mirrors. Leaning over Corryon is Mirraval. Demon of Mirrors, who will turn and attack
the party.

Corryon is, in fact, dead, and, on close examination, he has mirror retinas. Mirraval has slain him. The scrolls
found in Rooms 6 and 11 will do good here. The one from Room 6 will repair the mirror pentacle and any other
mirrors as a Level 6 spell, and the one from Room 11 will force the demon back into the pentacle permanently as 8

Level 8 spell. Both take 2 rounds to read and will not work if interrupted.

MIRRA VAL, DEMON OF MIRRORS
NYR AR: 10
NYR DR: .....•.................... 12
NYR AC: 4
HT: ........•.•...... , .. _ 8'
WT: ...•.•.•..•••••.. , •••........ 350
HP:. . . . . . . . . . . • . . . . . ..•...•... 110
ST: 4
AL: .......•................... C!E/A
Level: 12
Attacks: , 2 Claws 208 + 3 and Special

Mirraval is a grey-skinned. humanoid demon with
mirror eyes. His gaze is his main distance attack, and
it drains FP {251, STR Ill, and CON (11 from one
target each found. When any of these reach zero, the
target becomes the demon's mindless slave. He is
sneaky and quite intelligent.

Corryon can be raised from the dead, and, if he is, he will do anything in his power, within reason, to aid the
party with the powers of a 14th Level Mage/Druid. The party can escape safely if they take the head of the dead Mage
or some other sign of his death and use it to convince the villagers that Corryon has been neutralized. Under the
throne, there is a bOll: with 8 cache of 50,000 Silver Marks. IEV:91



~-

SEATRADE

GUIDELINES
by TOM JONES

Fellow Judges. have you ever had
a gaming session where the players, de
spite your best efforts, keep stumbling
on lairs? Worse than that, they persist
in surviving to haul out large amounts
of gold and silver?

I have. As I have stated in some
of my other guidelines, one of the main
thrusts of play in my campaign has been
to negate the boredom factor. These
guidelines are a method whereby a
Judge can eliminate both problems at
the $Umc time.

They are based on a world greatly
similar to our Earth. The planet has
multiple climatic zones with a shift in
the seasons due to axial shift and or
bital distance from its star. Like the
Earth, the seasons experienced by the
northern hemisphere and southem
hemisphere will be opposite. (Le. When
it Is summer in the northern hemis
phere, it is winter in the southern one.)
It also postulates a large number of high
population/civilization level cities a
round the seas. If your campaign
doesn't have many such cities, you may
want to consider modifying the popu
lation and civilization figures in the
guidelines to reflect this.

As can be seen from the high
level of voyage failure, sea trade is a
VERY risky business. This is my at
tempt to accurately reflect the tech
nology of the Middle Ages. The only
peoples who engaged in long distance
trade at this time were the Arabs and
the Chinese. The rise of the Italian
Merchant Princes is several centuries in
the future. The costs are commen
surately hiftl to reflect this risk.

As I mention in the guidelines,
one of the best methods to separate
players from large amounts of treasure
is through the use of Merchants' Guilds
or Brokerage Houses. These entities
have usually refined the fine art of
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lawful extortion to its maximum. The
use of such organizations in a campaign
will also give you, the Judges, an
opportunity to get nasty with the
players if you so desire.

Good luck. and may these guide
lines provide many more hours of
enjoyable gaming in your campaign.

Weather

January to February: These two
months are the end of winter. No
sailing in the Temperate or Subtropical
climatic zones. 40% chance of a major
storm in the Tropics.

March to April: These two
months are the primary ones of spring.
During this period, the shipping season
opens in the Subtropical climate zone.
50% chance of a major storm in the
Subtropical and Tropical areas. 25%
chance of a hurricane in the southern
hemisphere.

May to August: This is the period
of late spring through summer. It is also
the primary shipping season. All warm
water ports are open. Check the
weather as normal.

September to October: These
months are the fall season. All ports in
the Temperate zone are closed by
October. This period is also the end of
the shipping season for the Subtropics.
All ports there are closed by the end
of this period. 50% chance of a major
storm in the Temperate and Sub
tropical climate zones. There is a 25%
chance of a hurricane in the northern
hemisphere.

November to December: These
months are the beginning of winter.
No sailing is possible in the Temperate
and Subtropical regions. There is a
40% chance of a major storm in the
Tropics.

Regarding storms and hurricanes:
Major storms cause 50% losses for
those ships caught in open waters and
oover 50 - 100 hexes on the aHected
map. Hurricanes cause 75% losses to
ships in open waters and 25% loss to
those in ports. This weather effect
covers the entire map.

Risk and Distance

Risk is defined as the loss of ship
and cargo with all hands. It is a function
of the distance the voyage is to encom
pass and the route chosen. The risk
factor should be determined for each
venture as detailed below. Roll a per
centile die. If the resulting number is
less than the calculated risk factor, the
voyage fails and both ship and cargo
are lost.

The risk factor for ships sailing
along a coast is t% cumulative for each
hex covered. This percentage implies a
Captain or Sailing Master who is
familiar with the territory to be
traversed. If the voyage is to take place
through new or unexplored waters,
alter the risk factor to 2% cumulative
per hex of distance.

The risk factor for transoceanic
trading expeditions is 1% within three
hexes of the coast, regardless of the
degree of familiarity. For each hex of
open water traversed thereafter, add
1% if known, or 2% if the waters
crossed are new or unexplored.

The risk factor for anyone
voyage may never exceed 80% for
distance alone. Additional risk may be
assessed by the Judge at his or her
discretion.

Effects of Ports

Reevaluate the risk factor of any
particlar journey for each leg thereof



between ports of call with a population
of 1,000+ or a Civilization Level of 6+.

The basic chance of encountering
Pirates or Buccaneers 8t sea is as speci·
fied in the Waterborne Encounter
Charts of the Dungeon Masten Guide
EXCEPT as detailed following:

1. For each port of population
1,000+ or Civilization Level
6+ called at, there is a 10%
chance of a "spotter" for one
or more Pirate gangs being
present in the city.

2. FOf'" each port of population
500 -999, there isa 5% chance
for this person to be present.

3. For each port of call with
population 300 - 499, the
chance for a "$pOtter" being
present is 1%.

4. If such an individual observes
you entering port or while
therein (50% chance of such
an event occurring), increase
the basic encounter roll at sea
to 1 in 10 and the possibility
of running afoul of Pirlltes or
BuccaneeB to 50%. On a
coastal trade route, there is a
25% chance that the encoun·
ter is with wreckeB rather
than the usual Pirates.

5. There is a 5% chance cumula
tive per Civilization Level
1 . 10 of a ships' crew being
arrested by the City Watch
for drunken brawling. Check
for this taking place for each
day 8 ship is In port. If the
roll is positive, the voyage is
delayed for 2 - 12 days. This
coveB the time spent in
detention and Court. it will
cost the Captain 10 - 100 GP
per man in fines and court
costs. Check daily for being
spotted by Pirates.

6. There ;s a 6% chance of a
"navigational accident" for
every time a vessel enteB a
known port. There is a 15%
chance when the port is new
to the Captain or Sailing
Master. This will delay the
voyage 2 ·7 weeks for repairs
and cost 100 . 1,000 GP.

7. There ;s a 5% chance when
entering or leaving a port of
Civilation Level 6+ or popula
tion 1,000+ of a collision due
to the large amount of traffic.
fA fter all, not every Captain
is as sklllfull as your manl).
Delay the voyage' ·6 days for
minor collisions (75%), and

1 - 6 W1leks for malar co4
lisions {25%1. The cost for
repairs will be 10 . 100 and
100· 1,000 GP respectively.
In addition, 1 • 4 crewmen
will be lost in a major ac·
cident.

8. There is a 2% chance of a
collision when entering or
leaving ports of Civilization
Level 3 - 5 or population
500 - 999. Results as No.7,

9. There is a 1% chance of a
collision for ports of Civiliza
tion Level under 3 or popula·
tion under 499. Refer to No.
7 for results of such an event,

Procedures for Engaging in Trade

1. Wilderness exploration must take
place to locate a local Merchant who is
interested in the type of merchandise
you wish to trade.
2. Convince him that he should deal
with you. Use whatever method the
Judge may direct. Don't forget to check
on Customs duties and local import
restrictions.
3. Make arrangemenu for the pur
chase or manufacturing of the goods
you wish to ship.
4. Locate a ship Captain willing to
handle your !)oods. This implies the
necessity for locating aCaptaln familiar
with the waters to be traversed. Many
Players own their own shipsand employ
a Captain, but he or she is not always
conversant with the proposed trade
route. The standard hiring rules can be
used, or use whatever system the Judge
may specify.
5. If a Player.charaeter does not
own a ship. one will have to be char·
teredo see the section following for
suggested guidelines regarding charters,
6. Transport the cargo to its point
of departure and load aboard the car
rier. Conduct this phase as a regular
Wilderness Expedition.
7. Sit back and wait for the return
on your cargo. Be sure you pay any
accrued Income Taxes and Import
Dutiesl See "Calculating Your Return"
for details on calculating the amount
of return on your investment.

Chartering a Ship

There Is a 25% chance per week
of 1· 4 Small Merchantmen being
available for charter in a port of popu.
lation 1,000+ or Civilization Level 6+.

There is a 15% chance per week of a
Large Merchantman being available.
This is exclusive of ships in the employ
of a Brokerage House, Merchants'
Guild, or Trade Magnate.

There is a 10% chance per week
of a Small Merchantman being available
for hire in a port of population 500 
999 or Civilization Level 3 - 5. The
percenta!)e chance of a Large Mer·
chantman being available is 5%.

For any port of population tess
than 499 or Civilization Level under 3,
there is a flat 5% chance of any vessel
being available. 99% of the time, It will
be a Coaster or Small Merchantman.

RatM for Charter

Coastal Trade:
1. 50 SP plus 1 SP per ton of

cargo for a Coaster.
2. 100 GP plus 5 SP per ton of

cargo for JIl Small Merchant
man.

3. 150 GP plus 10 SP per ton of
cargo for a Large Me-cham
man.

Transoceanic Trade:
1. 500 GP plus 10 SP per ton of

cargo for a Small Merchant·
man. A further fee of 1 SP
per man will be levied as
Hazard Pay if the voyage is
over 2 weeks duration or 150
miles,

2. 1,500 GP plus 10 GP per ton
of cargo for a Large Merchant
man. A further fee of 1 GP
per man will be levied for
Hazard Pay if the voyage is
over 1 month duration or 250
miles.

If the cargo is of a valuable or
dangerous nature, the penon chartering
the ship will also be responsible for
hiring Marines (treat as Mercenaries) to
provide security for the cargo.

Ship Classes

The Coaster is a small vessel. It is
usually family owned with a crew of
4 . 6. The vessel has a cargo capacity
of 10 tons of cargo or 6 ~ngers.

There are no provisions for riveS!ock
of any kind.

The Small Merchantman is larger
with a crew of 10 - 15. The cargo
capacity of such a ship is 15 passengers
with mounts or 50 tons of cargo. A
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Example: A vessel carrying a
10,000 GP cargo engages in a voyage
of Risk Factor 75% and bypasses 3
major ports. The return to the Player
is 120% x 10,000 GP + 1,000 GP ==

13,000 GP. This nets the Player a tidy
3,000 GP profit.

Good Luck and Fair Winds!

oo 0o WANTED: Dungeoneer No. 7 and 0
g Dragon Vol 1,2·6. Originals or copics. g
o D. L Porter 0
o 808 South Greenthorn Ave. 0
8 Sterling, VA 22170 g
o 0

I,

~/...,-.
Brokerage Houses

All large cities will have some
type of Merchants' Guild. Brokerage
House, or Merchant Magnate with ships
of their own. If a Player does not wish
to go to the trouble and expense of
chartering his or her own vessel, these
entities may be induced to handle the
cargo. The exact terms of such an
arrangement will be a matter of nego·
tiation between the Player and the
Judge.

(A note to Judges: Historically,
these people were gougers. They will
likely charge everything the traffic will
bear. This may include such things as
Magic Items. a cut of the cargo. future
favors, etc.)

In return for their fee, these
persons or organizations will under'
write the administrative and ancillary
costs. They will also provide security
for high value shipments. They will also
either be able to recommend a distri·
butor at the receiving end or provide
an Agent if arrangements for disposal
of the cargo are not already in place
(at a commission, of coursell.

But, if you should lose your cargo
from Qfle of their ships, don't hold
your breath waiting for compensation.
The concept of insurance and Lloyd's
of London won't come into being for
about 400 years!

total of 6 Marines may also be shipped
in the holds to provide security.

The Large Merchantman is a truly
magnificent vessel. It has a capacity of
up to 50 passengers and their mounts.
There are 4 private cabins for V.I.P.s.
The hold may contain as much as 150
tons of cargo and 20 Marines. It is
crewed by 20 . 25 seamen and 4
Officers.

Calculating Your Return

The return generated by a voyage
is based on the amount of investment
versus the Risk Factor.

1. Determine the Risk Factor
and add 15% for each port of
population 1,000+ or Civili·
zation Level 6+ bypaued to
the point of delivery.

2. Multiply the resultant number
by the amount invested and
add 100 GP per 1,000. This is
the amount of return the
Player receives when the vessel
returns to the point of depar.
ture.

........ ~. .,r:. .,..
,
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SHOWING YOUR
TRUE COLORS

Christopher Condent

In the Fantasy Games, Unlimited
release, Skulls and Crcmbones. the
game of roleplaying plrate-style, one
of the things a new pirate captain will
want to do is to choose a personalized
flag of his own. Of course, the image
that comes to mind fint is thaI of the
skull and crossbones on a field of
black, which was first flown by the
French pirate. Emanuel Wynne, in the
early 17OO"s.

Although that familiar design was
not the only one used by the pirates
during their heyday. it did appear atop
quite a few different ships. Other
common designs included rum tan·
kards, cutlaues. and daggers.

Another de~grI used by thesa
outlaws of the seas was the hourglass
shape, which represented the fact that
time was running out for their next
victim.

Black was historically the Pfe
dominant color represented in pirate
flags of the day. But, just as with the
skull and crossbones, such was not
always the case. More than a few used
the color red extensively. Christopher
Moody used yellow, blue, white, and
red to display his piratical nature.
Again, you can el<pand upon this when
designing your own flBg. You can usc
any color you want; after all, you're
a piratel Pul a red rose dripping blood
and set on a black field or a blue skull
and crossbones emblazoned across a
whne field on your flag. Maybe you
would rather design a coat of arms tor
your personal insignia. It's all up to
you. All yoo need is some imagination.

by JOHN MORTIMER

Bartholemew Roberts

Emmenuel Wynne

Henry Every

Bartholemew Roberts

Bartholemew Roberts, or Black
Bart, as he was sometimes known, was
one buccaneer who exemplified the
pirate image. Flying his two flags, he
was, indeed, a terrifying sight to many
a merchant ship. One of his gruesome
flags depicted himself and 8 skeletal
figure drinking a "toast to death."
On the other, which was more of a
speciatty flag, the feared pirate was
pictured atop two skulls. One skull
wa51abeled A.B.H., for "A Barbadian's
Head," and the other was labeled
A.M.H., for "A Martin;can's Head."
This idea can be used by the p1ayer
character quite readily. If, tor instance,
the governor of some colony is waging
a pernmal campaign against your
character, you might decide to show
him his fllte by putting his tombstone
on your banner.

Not all pirates wanted a flag to
show his opponents his true colors. A
common tactic was that of flying
whatever flag the situation called for.
If, for instance, you're off the coast of
a Spanish colony, Spain's co!OfS would
grace your sloop so as not to alert your
prey until the last possible moment. A
large stock of various countries' flags
could be a valuable asset indeed.

There are a great many ways to
go. Any way you choose will 90 a long
way toward developing the personality
of your player-ehar&Cter.
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~i~~~~~~~~~PEGASUS Reviews Games• and Game Aids

Kaves of Karkhan

,
DriIgOfl Fire

, , , ,
Rings of Saturn

,

Drugan Fire is a role-playing
game set in a fantasy universe. The
player assumes the role of the Hun
tress, the Warrior, the Wizard, the Elf,
or the Dwarf. The player's objective is
to slay the dragon, Salmadon, which is
holed up under a great dungeon.

The game starts out very impres
sively, having a high·res picture of the
dragon, Salmadon. However, once the
dungeons have been entered, the game
uses low resolution graphics.

The game is, essentially, over·
coming all the monsters in each level
of the dungeon_ (There are 10 lewis
with salmadon on level 10.) After
leaving each level, the character may
exchange his experience lfrom fighting
monsters) into life points and constitu
tion (thus, making you stronger).

The game has 5 levels of dif·
ficulty, sound effects, a small story to
accompany the adventure, a save the
game feature, and is randomly set up
each time.

AII·in·all, the game is good, but
could use better graphics in the dun·
geon, and random events to relieve the
repetitiveness of fighting monsters.

Dragon Fire requires: 48 K of
memory, Dos 3.3, 1 disk drive, and an
Apple II, Apple t I Plus, or Apple III.
Suggested Retail Price: $49.95

o

Kavet of Karkhan, distributed
by level-l0) is the sequel 01 the game,
Orllgon Fire, and is a 3-dimensional,
hi-res graphics game for the Appe.

The Kaves of Karkhan is an ad·
venture game which is set in a fantasy
universe. Maldamere, an evil force, was
released from his captivity by the des
truction of an ancient dragon (from
the Dragon Fire gamel. As soon as it
was released, Maldamere began its at
tempts to destroy the world. A brave
Magic User notil:2d itS attempts and
used his magic to temporarily "suck
up" Maldamere and contain it inside
his body. The player assumes the role
of one of the Mage's fellow adventurers
and must hire people from a town to
make up a party to deliver a magic
stone to the top of Mt. Karkhan. In
this way, Maldamcre will be destroyed
and the Mage saved. The idea of the
program is to defeat the traps of the
caves to progress further inside. The
traps are defeated by using items ac·
quired from the townsmen.

Overall, the high·resolution pic
turcs were well done and interesting.
However, the traps were so difficult to
get past that almost no progress was
made after several hours of playing the
game. Suggested Retail Price is $49.95.

Ringl of Saturn (distributed by
Level·l0) is a high-res arcade game for
The Apple.

The introductory story behind
the game is well-written and simr I:!:
you are the pilot of a spaceship wh.ch
is carrying a new and dangerous power
supply_ The ship was Itranded near
Saturn, making your shuttle the ben
rescue vehicle (you are on a nearby
basel. The power supply, (called the
Mod Angel) is no longer functioning as
planned, and a tremendous explosion
il imminent, To make matters worse,
Saturn's gravity has attracted the
stranded ship and pulled it through iu
outer rinQl - meaning. of course, that
you must pass through them to rescue
the ship. Hostile alien ships are included
for more excitement,

The game has many options lin
cluding 4 skill levels) to keep it from
growing boring. You have a limited
supply of energy shields which can be
damaged, various repair options (the
ship's 5Vl1ems can be damaged from
the flight through the rinQl), and only
15 minutes (real time) in which the
Mad Angel must be taken from the
crippled ship back to your basco

Overall, the game is very good. It
makes extensive use of high resolution
graphics (forword and rear view
screens, long-range scan of Saturn's
rings), and should remain challenging
for a long time.

System requirements Bre: 48 K
Apple II, 1 disk drive, 3,3 Dos, 2 pad·
dies (or 1 Joy stick). Suggested Retail
Price is S 39.95.

Review by Rob Greenbef\l

89 PeCi\S\4s



~~CONVENTION

WISCON 6
M"rch 5 - 7. 1982 Madison, WI
Inn on the Park
Contact: WisCon
Phone: Days - (6081231-2916

Evenings· (608) 233-0326

FANTASYLAIR 112
March 12· 14. 1982 Ponca City. OK
Shelby Cooper
Northern Oklahoma Dungeoneers
P. O. Box 241
Ponca City, OK 74601.()241

MIDWEST TOY AND HOBBY SHOW
March 13· 16, 7982 Chicago. IL
Midwest Toy and Hobby Show
P. O. Box 2188
Zanesville. OH 43701

NEOCON I
M.rch 19.21,1982Akron.OH
Coovention Lords, Inc..
P. O. BOle 4045
Akron, OH 44321

NOVA
March 27·28, 1982 Rochester, MI
Order of leibowiu
64 Oakland Center
Rochester. MI 48063

CAPeON V
April 2 - 4. 1982 Columbus. OH
South Terrace of the Ohio Union
1739 N. High St,eet, OSU Campus
Paul T. Riegel
5226 Heritage lane
Hilliard, OH 43026
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SCIENCE FICTION WEEKEND
AprilS ", 1982 Irvinll. CA
Science Fiction Weekend
c/o Fantasy Publishing Co.
1855 W. Main St.
Alhambra, CA 91801
Phone: (2131337-7947

USACON 4
April 23· 25, 1982 Mobile, A L
Leo Vaulin
POB USA· 1
Mobil~, AL 36688

GRIMCON IV
May 28- 3f, 1982 Oakland, CA
Grimcon IV
P. O. Box4153
Berkely, CA 94704

CWA CON '82
May 21-23, 1982 Chicago, IL
Chicago Wargamers' Association
POB 10397
Chicago, IL 60612

CANGAMES
May 21 . 24, 1982
Ottawi1, Ontario, Canada
Bruce Knight
2011 8 Saint Laurent 81vd.
Ottawa, Ontario, Canada K1G 1A2

CONQUEST III (SF)
May 28·30. 1982 KBnSils City, MO
Conquest III
P. O. Box 32055
Kansas City, MQ 64111

M. l. G. S. III
May 30, 1982
KitchenBr, Ontario, CBIIBOII
Les Scanlon
473 Upper Wentworth St.
Hamilton, Ontario, Canada

GENGHIS CON
June 5·6, 1982 Denver CO
D~nYer Gamers Auociation
Box 2945
linleton, CO 80161

I, ,

MICHICON GAMEFEST
Jurw 11· 13, 1982 Detroit, MI
Metro Detroit Gamers
P. O. Box 781
Troy, M148099



GENCON EAST '82
June 24·27, 1982 Cherry HiIf, NJ
GenCon East
POB 139
Middletown, NJ 07748

ORIGINS '82
Jllly 23 - 25, 1982 Baltimore, MD
Origins '82
POB 15405
Baltimore, MD 21220

SYMPOSIUM: MAR LBORO TO
NAPOLEON
August 6 -8, 1982 Arlington, TX
Empire Games
POB 5462
Arlington, TX 76011

TEXCON '82
August 6 - 8, 1982 At/stin, TX
Texcon
8028 Gessner No. 1805
Austin, TX 78753

GENCON 15
August 19 - 22, 1982 Kenosha, WI
GenCon
POB 756
Lake Geneva, WI 53147

PACIFICON 82
S~plel11ber3 - 5, 1982 San Mateo, CA
Pacificon
POB 5548
San Jose. CA 95150

CHICON IV (World SF Convention)
September 2· 6, 1982 Chicago, IL
Chicon IV
Box A3120
Ch icago, Il 60690

WINTER GAME FEST
November 12· 14. 1982 Detroit, Mf
Metro Detroit Gamers
POB 787
Troy, Ml 48099

March 26, 27, 28

9:00 A.M. - 10:00 P.M.

nIinois Cenlral College Campus

East Peoria, Illinois

$2.50 Conference Registration

or

-/

- I:::- I
;/" -,(/ 1'

------'-"-__~((,-,LCl./~.---C' ---'-,_,-'.'__--'-'--

$ 1.50 per day

For infonnation, contact:

Rick Craves

R. R. 4, Metamora, 1L 61548

(309) 383-2118



Give you good greetings, Gentle Beingsl

At my favorite hobby shop this morning (favorite be
cause they graciously give me a 15% discount), I was plea
surablysurprised to find issue No.4 of Pegasus hiding behind
the Dragon. It was the first time I had seen a copy of the
Pegasus, and, naturally, I purchased it.

While I am not an avid player of fantasy 9ames, being
required by profession and health to spend great quantities
of time in isolation, I, nonetheless, enjoy the mental aspects
of the games (generating characters and monsters, devising
traps and scenarios, creating names and religions and
worlds and whole universes....). Your Pegasus is a great
addition to the other gaming magazines. The Oungeoneer is
sporadically good, as was Ttle Space Gamer, and the White
Dwarf has an interesting flavor.

Pegasus is delightfully diverse without going over the
head of a beginner or a dabbler who isn't quite "up" on all
the lingo_ The print of the Pegasus is substandard at times
and the art occasionally insipid (are you really so lacking in
contributions and submissions of art that you grasp at press
a-ply art?), but that is, in most parts, made up for by the
quality of the articles.

It would be an immense help if, somewhere in each
issue, there be printed a list of abbreviations used in the
articles and what they abbreviate [for instance; FTR, HTK,
LED (quartz readout?), LCK....J.

Which brings me finally to ask - May I have a copy of
your Writers' and Artisu' Guide? I'm a lousy writer but
have been assured that my art is passable. I do mostly black
and white line art; the occasional acrylic I do, I usually give
away - usually Elves and dragons and other beasties. But, I
have rambled on long enough.

Please, keep up the good work. Beginners and dabblers
need all the help (and support) they can getl

Adventurously Yours,
S. L. Brothers

Sir Brothers,

Thank you for your welcomed comments concerning
the Imperial Pegasus.. We especially liked your comment
about O/lr delightful diversification. In the future, we will
try to keep that term very applicable co che magazine.
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To answer you questions, the reasons we use "source
book an" (press·a·ply) are many. 1) There is no applicable
art in our files. 2) Applicableart in files !las been used many
times. 3JApplicable an in files is not the correct size and
will not' reproduce well if we shrink or enlarge the iIIos.
4) Applicable sourcebook art is easier to filld. 5) To keep
the cOst co our readers of the Imperial Pegasus as low as
possible, we have 8 low producrion budget, and sourcebook
art is free.

Your comment on including a list of abbreviations is
well·received and will be acted upon.

And, yes, you may have our Artists' and Writers'
Brochure; we will anxiously await your submissions.

Ed, the Edicor

If you are a subscriber, look for the PEGASUS issue logo in
ads appearing in each PEGASUS. When an ad includes the
issue logo, GUILOMEMBERS get 10% off the retail price of
any item in the ad if the item is ordered from JUDGES
GUILD. Your GUILOMEMBER BONUS for each issue will
be good for one (1) month after the issue date of that
PEGASUS. Be sure to state that you want your GUILD·
MEMBER discount and list the issue and page number on
which the item appears in addition to the regular ordering
info.
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All of his books are extremely
readable because of this, if for no other
reason than the fact that it is nice to
read a fantasy stOfY once in a while
which isn't written in "the grand tradi·
tion of Robert E. Howard," or anyone
else, for that matter.

The Death of a Legend is a good,
solid novel, a welcome addition to the
Horsedan series, and a great book to
start 1982 off with. Now, who could
ask for more than that?

Fantasy Folk: Miniatures.

GEMS .75 • OPAQUES .50 @

Upcoming Reviews

NEW
20 PLUS H

-1

The new 20 Plus " til' tloes eve'ylnlng IIUP
20'& tlO anCl mOle' Bt;slCles ,eOttllng lthlOuyh
20, 'hey gene'ate standa'd SIngle C1,glt
pe,centlles wlthoul me olstracung StImuli 01
uslen IS anCl2 s D19,ls i1'(' 'ead as 10 hlgnCI
Ihan lace value only wl""n a ",Ius IS shOWIng
The small G alt~r Ihe "u,-noer 1 ve"lles Il'Iat "
IS GameSCleoce tI,e Tl'le TM on eaCh 0,...
prevenl& copyCats Irom infringIng upon ou'
ufllquP tlps'gn RewalCl ulh;>,eCl 10' "ames
aClaresses and phone "umtrers 01 Shops

whICh dO not sell QAMESCIENCE C1occ'
01956 PASS ROAD

GULFPORT, MISS 39501
(6011896-8600

Guaranteed to 1,151 mo'p Inan 'YP<IfS'

R8gnarok Enterprises: Duel Magical
IBanle in the Arena of Dark Magic),
Mini·System 2 (Character RolePlaying),
Wyrdworld L llhe Corsairs of Cythera),
and Abyss.

There is little which really must
be said. Like all of the Horseelan
novels, The Death of a Legend is packed
with both great action sequences and
marvelous characterizations. By the
end of the book, we know all of the
surviving figures. Like real people one
has known for years, we applaud their
victories and despair for their tosses. It
is not the bold, slashing pen stroke of
Howard or the light, flitting fantar.y of
Tolkien; Adams has created his own
definite style which owes linle to
those who have gone before him.

Gama Fol'1lst Manh Mountains Desert River
FoW< + 5 +25 . 5 ·25 +20
Large Game +15 +10 . 5 -25 +20
Small Game +10 0 0 - 5 + 5
Fish + 5 + 5 - 5 -50 +25
Water +10 +10 +20 -25 +-15
Desperate +20 +15 +10 +10 +20

In it, Thoheekl Bili Morguhn, his
troops, and a few others barely escape
with their lives when the earth moves
at the command of the Witchmen. As
the flames from the mountains' inner
depths drive them away. they are
forced to escape into a territory said
to be peopled by twisted, half·humans.
BiB is forced to choose between reo
turning back through an al'1la where
nature has lost all reason or staying
where he is, facing the mutants on
their home grounds.

Before he can make a decision,
however, the owners he is worried
about spot him and his men, and the
war is on. And, although the premise
seems rather thin, one must remember
that, in any story, it Is u&ually what is
done with it that makes the difference.
Adams does a lot.

By Mike Tarkington

Definition of Food

I'm Starving

Fowt: Any Bird, Duck, Chicken, Goose, or Robin
Large Game: Bear, Deer, Cow, etc.
Small Game: Rabbit, Squirrel, etc.
Fish: Bass, Trout, Bream, etc.
Desperate: Snake, Lizard, Field Mouse, etc.

During my AD&D tm campaign, the characters be
came in debt. They decided that, to save money. they would
"live off the land:' I found the AO&D tm rules to be grossly
inadequate on the subject of hunting, so, to remedy this
situation. I devised the following system.

When hunting, the character tells the OM the type
of game for which the character is hunting. Fishing involves
finding water, and hunting large game should involve
tracking. Tracking is done by averaging the character's INT,
WIS. and DEX. Then the player rolls a 1020. If he or she
rolls less than this average, the character has successfully
tracked what he or she is after. A successful tracker should
receive 25 experience points. A huntingchafaeter gets a base
chance of 50% of finding what he or she is after, plus 1%
per Level of Thief, Bard, or Druid. Add or subtract the
following percent. After J days of no food, the characters
must try for desperate.

(continued f,om p. 26)
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THE

CRYSTAL BALL

Enemies of JUltice
by Paul O'Connor. This is a trio of Villains and
Vigilantes scenarios for you comic book heroes out
there. Paul brings us "An Hour for Terror, A Moment
to Die:' "In Darkness Lurks the Slime Devil," and
"Femmes Fatale." These are three action-packed
adventures.

Standardization in FRP
by Bob Bledsaw. Our publisher discusses the merits
and detriments of standardization. This interesting
article is designed to help the Judge keep his players
on their toes and their interest in the game at a peak.

How to Raise Pet Dragons
by Thomas A. McCloud. A very good article on raising
Dragons for fun and profit details the care and feeding
of your new pet from birth to old age (you should live
so longl). This is an article that answers all those
questions about this most dangerous of pets.

The Old Dwarf Mine
by Roy Cram. This suspense-filled Tunnels and
Trolls tm adventure is designed by one of the fastest
rising new writers in FRP today.

••••••
Copyrltnt 1912 bV JUGg" GuIlG. Ine.• R. R. a. Bo>( 9. 1221 N.
SunnV11GI Rd., Olellyr, IL. 62522. P,lnted In the U.S.A.; All Rlghh
RUlrna. The P.gnull, ownea Ina puOIl.hea Bimonthly by Judg..
Culld, Inc:. No A,tlcle p,lnled he,,,ln I, a/Ileal o. AppmYCId 10' u't
with any of the .ul", .ysl"ms menlloned.

Ch"'rld......oo...... in9 In lhlS nlJl\llllne Ire tlellonll. Any 'Imll.rlty
b411w..n Ihem Ind Iny lelual person,. living or aUd, 11 purelv
eplneldentll. Thl vllws l"pru1Id In Ii'll' magazlnl Ire soley Ih~
of 1"1 writ.." Ind dO nOI ,efl"cl th .. vl"ws of Judy" Guild, tn".

upon o"bll':'ltlon 01 any adve,II,ement. 1011 re,ponslolUlv for Iny
and all "onlra.:.u ana agrl..menu IxprU'la or Impllea. "SI1 wll" Ih"
adverllzl1'. JucJgn GullG, Ine. aUumli no rliPonslt/lUlV fOr InV
10'"' 0' unlulflilia ag"lmlnl1 of .nv IClnd.

Th" tollowln\l \11m", I<e COPv,I\lhled bv Ihel. r",pee!lv" mlnufac,
turl": Run.qul1l by CHAOSlum;Thl A.duln G,lmol.. bV GtlmOl"
Gam,,; Tunne" to Tron, Ind Monll.nl MonileFi' Oy FIV1nll Bulfalo,
Emplrl PI thl PIIiI Thronl Ina SUPlrnl<o 2011 OY Glml1cllnct
corp, Tranller ana En Gara.1 bV Glmls Ol1lgnl'" WO(l<1hOP;
Chlulry Ind So,,,,,)', Sur'hlp, .nd Sp.um.n. VIlI.ln. Ind VI,I.
I.nlu. Ina 8",nnlu Ind 8",rrowl 0'1 FanlllV aim", Unllmltld:
Top Se"."t, Oun,,,onl to O""on., Adunud Oun,eono" O""on',
.nd Mebmo.pho.11 Alphl b)' Tactlul StudlU RUlli, Adnnt",r..
In FlnlU)' Oil Allvenl""e Gamu, Inc.
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Judge' Guild welcomes alt conlribulion, of copv and art for
the Pegl1ul. Then:' are ce'lain restriclion~ that apply, Letters 10 Ihe
Edilor will nOI be paid for; anicle, submitted bV Game Manufactures
or De.igner. '!!lIiewing Ih"'r own products will nOI be paid for;
Rules Va.ianls. Clarificatlo,l. Scen"rios, clc., 0<' Reviews of Ihe
products of others will b" paid for.

",Tllsts unlam,her Wllh the 'lake' color process will find an
cxccHt'nl orticle on it. with required Charts, in issu!! 12 of ThO
OungeonC(lr, oliailllbh::- a~ :t back-i.sue. Black ann White Artwork
which .....e add color 10 is paid for at Black and White rales. Arl.....ork
may hllllE! 10 be reduced or blo .....n·up to fit our n&eds. All Art is paid
for at publishlld Siles. We resBIVI! Ihe righl to delermine tYpe, sin
and stvle, publiShed size for art, and all othnr odilor'al rigtm. Full
page size's betwE!en B%" x 11"and 114" x 9~" lfull page of copy),

PaVmCnll leu lhlln $2 lire nOt mlliled OUI. We do credit 'lour
account for \hlll IImount, Ihouflh. Special for Guildmembe.,:
Guildmembers will be paid al a rBle 10% higher Ihan Shown on
charts. Spocial on JudgtlS Guild Products: If pavment is made in
products Which Judgos Guild produces, 'IOU gel 20% more Ihan
shown on chart. Special on Judges Guild Products and Special for
Guildmemben combined gives you a rate 32% hIgher than shown
on the Chan.

$10 $8 $7 $6 $S $4 53 $2

FR' CR MS T HW

Fiction CR MS T

Reviews CR MS T

'Fake' Color An' H A F

B&W lineA" H A F

Half-toned Photo H A F

B & W PholofArt·· H A

Or Color Sepa,ations prOl/i(led
Black Mtd White nColds to be Hall·loned

CR ~ CamCf'8 Ready: MS" Manu"=ripl; T· Typed; HW· Hand·
Wrill!!n; H· Hillh QualilV or Dl!lail; A· A~ragtl Quality or Detoll;
F • Fair Quality or Delli!.

Handwrinen Fiction and Rl!vil!ws and Fair Quality 'othar' Block
and White Artwork are paid at Ihl! rat" of Sl.00 per page. All Aboll!!
Average Qualitv FRP, Fiction or RlIViews af!! paid $2.00 more per
pagl!, depending on presentabilitv. thlln ,hown.



JUDGES GUILD DOES IT AGAIN
febnuory!Mlon:h 1982'Mue 963.<151.812.389.'20.838 ,

•
NEW UNIVERSAL CITY STATE CAMPAIGN AIDS I

53.98

WONDROUS RELICS

A 4S-page collection of lhe linellt lreesuf'eS
Judg15 G",1d has; unoorthed to dill, WOf'd,.
roUl RelICS 'ealUres rlew Ifld elU:iting
mystial, megal .rtiflCtI designed 10 8dd
spic. 10 any ac!\/8fIlure and 10 bring _'" to
Ihe h.c@l. 01 tht player-ch.rlCltf' In your
eampol9n, The lilling lock, Neutrallllllion
Powder, arid Uhyl'l Jouning Helm .re only
• lew ollhe marv&loul items feoturec! In this
one-of· ... lr.ind module coming IOOri from
Judges; Guild
JG 0920

'600

PREY OF DARKNESS
Ou"nerlr. G,,/fl. "nd ~ble

by Edward R. G. MOt1.mw. P.r( of Oaril·
.- ,s • Un'VI!nII Pf.y",od wh,ch delaol' '"
I()fU 01 b"ganc,h and Ihe.. 1(!1I1l.()"'. fol
10wefl, .nd ,I",ves. Exh of The brol}&nm hI'
a p ..ce on hIS o. her he¥! You hil\/e been

cha.ged w"h Ihe,r caplYrel Coin YlJU bring
Ihlm blCk 10 l.cl 1f1.1 alille. or mu" VOU
kill ,hem in order 10 COllec::1 Ihe .pwilrd) Can
YOU ellen SU ..... ,II. Ihl ..nemOI~ Send your
he.oel "'rid he.oirles ,n surch 01 Aed Hono·
rlon ariel Blx'" M'Oilbb Th,s scen;J"o can
also be u1ol!d 101 ell,1 chilrKleu whO neflJ
manoower to ICcomolosh Ih.,r goals Joon
Red ",nd Blx... ,n ,heo. endeiWon 10 become

"ch "'nd POWerful Become it brl~nd .....d '''';;;=~r"';'''':;~:''"Hor'le The COUnlr",S'd1!! Ch",lIenge Red p;7=
",nd Black 'or Ih", I~io 01 Ih'" bl'lgand -
lorc",1 All Ih,s and mar", lWatlS yOu'
JG 0840

OVERLORD!

WRAITH

O••r lurla beolowl Beneath Ihe City SlBte
of lite Invincible Oveflord 11.... mu. of
tunnels Ind~ populated by criminals,
fugitives. and • host of stra"'!JC <:Tealur".
This mlll$iw product il'lCludes many NPCs,
multiple underground •.- 10 be .l<p1ored,
.nd several new monslen This module coo·
1"ns. 112..poage bookilnd II huge, 22" It 34"
mlp, with mlps .nd tel(l figured down to
ltlll lUI detail for Ihe most exacting Judge.
Wr.ith Ov....lord Is on obsolute must for Inv·
on. ClmPllgnlnllln the Cily SUlur,
JG 0860 $12.00

NEW!

RAT ON A STICK

Our latest
TUNNELS &

TROLLS
playing aid

MAGEBIRO OUEST
St""" lor tlr. AI"" Se", F",/eon

Milke II lilntilSlOC Quesl tor I r.,. Item which
Invollltl. o.,ilous lourney o'er l.nd.nd I.ea

10 'he rugged cf'l9' Of the Rook,.,es Th"
" a cl>afleng'"9 ,nlloal ~ntun 10 Sf,,"

be9,nning ollyers InlO Ih. -.nil'" world 01
O.-gonO"tst. This scenario contlins thr~

compltlely OeI""led v,I~, numeroul ct..·
I'ICten, new manners.•floCOUnten, C.,.....05.
brl;-nds, merfollr.. oif1ltl'l, and much. much
more, Set in Ihe Front,,," 01 Alvsi. cem·
oatgn map, Ihis 61-0••dverllure sc.n""io
Provides new mannen, encounten. and
SYllQeued ola",tr<hlSrac;ltrS 3S well as iI

IUggelled new 11(,11 Otl;lIned and 'oorOYfll
10' O'lIlIOnOU.n.
JG0890 $1000

STAR $llVERTREI<

DRAGONQUEST PLAY AIDS I

High ,n Ihe Ba,ren Hill. 0'" Ih. Falls at
Valusha. il is Nmo,II':d, lies Iht f'bled Silir
SilYet' lOde Now, with Gange' Ihrtalll':fl,"g,
you. Dwar-n CI,n has sent YOU ,nd YOUr
wven noul,hurted Iritnm to ~ ... QUI TNI
hoped-fo, He"'lufl' lode Can yOUr party bul
rll",n wllh enough Sla. Sol'-1'f, lht cunn'"9
sm'ths 01 Ihe cr",n w,lI fo.ge such mognlV
wuoons Ihll vou. Ct",n will have ,rI ove.·
whelming advanlll~ In Ihe th'''''III''''''9
IllIfe Go qUlckl.,., nowl The C'''' 01 Ihe
RaV{!" on Ihl' n'!lht Wind warns lhl' Ihe
enemy may also hall' hurd 01 Ih.lode 'nd
be. ellen now. lltililng II a"""",' Se' in tnt
F,ont/ff' of Alusi. clIfT'DIIign map, Ih" Old·
\/t!fllUre scenario orO\/'oes 0t!'W monUeB.
IOCOUnte.s, and SUggnled olaytr<l'Iaraclers
as well as • SUggesled new Iklll OUtlined
WId 'POroYld lor use wilh Or19OnOU1II$1
JG 0930 $7.00

by GflHge P""colt Tkos tS • ,,,n·IOt .~ ..
ClunQoeOn c.ealed ",s~,.I1... 10< Tunnek lind

T.olh ,on O,d you ell"" wondM wko s",o·
pl'ed tne food lor /Ill Ihose monners lo"nd
lurl(lnglrl C!I.on'J!.'ons) Well, hire's lhe &Mw\,'
. you do' Become lhe owne< o. a la~t·lood

Irilnch'~e Ind keen tllose mOnsters Irom
sU' .....ing to death Prol'l is YOUf' lor llle
t",lcing a,, ,I.,.ou orefer.uolnre Ihe 1\.on",I'I
01 thiS mulll·mOriner lall and come face 10
IK' wOlh aU its lany ,nhlb'llnu SUI. watt'
Wh.t's Ikal noos.) Oh. nol 11'1 Ii'll' monn\,r
Ifom Ihe lowen I~. and It'S nOI loolcJO;
for I'ugtlsl Wheot II Cv Ihe CVclOPI ....I'\t'n
you nlfeod hwn Iht mon~ HELP'"
JG 0850 53.98

________________________~L.. 95 Poga.u.

Pitt",. lIdd $ 2.00 10' Po-stage lind H.ndllng
and $ 1,50 lor COO

Illinois Residents IIdd 5'" Ill<
R. R. 8, 90_ 9. 1221 ,.,. SUnrlY1id. R<*d

Oleat",. IL 62522,9109 Ph, 12111422 1930
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WRAITH OVERLORD
TERROR BENEA TH THE CITY STATE

High In th" S"rren Hill. o'er th" FaU~ of Valush.. , It
Is ,umorea. lies th" I..DI"d Sur Sliver Looe. Now.
wIt" o..nger Ihre..tenlng. your Dw",ven Clan h..s
sent you ..no your sev"n stout-hellrteo IrlendS to
seek out th ..t hopeO·lor t.enure lade. C..n you.
Pilrty but retU.h with enough St.. r Sliver, the
cunning smllhS of the Clln wlll forg" such mighty
_ ..pons th<>t your Clan will hive an overwhelmIng
advantage In the th.e.. tenlng st.II". Go quICkly.
now! The c.y of the Raven on the night wind
wa.nS th .. t 11'1" enemy mlY liso have he ...d of th"
lad" ..nd be. ev"n now. st".. lIng II ..way I Set In th"
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with Ora,onGlu"tt. $7.00

STAR SILVER TREK

WRAITH OVERLORO
n"""" .." ....T" Til. CITT nAnA, s••" ,.." ..

ri'

1)~~1~~
Fantasy Role-Playing

Game Systemj

\)

80 Page Catalogue
Bulk Rate Free
1st Class $1.00

WRAITH OVERLORD is a Universal Adven
ture which details the numerous tunnels and
sewers of the City State of the Invincible
Overlord. This subterranean adventure in·
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22" x 34" map of the Terror-filled Tunnels.
Danger awaits the intrepid adventurers who
dare to probe the depths beneath the City
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comollallon of lnc.edlble Aluslan clllzens. This Is a
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Many pe.sonalltles a." finely delaUed herein along
with a host 01 characlers of va.yln, Importance.
Wlt"ln this book roam such characte.s as the Lone
Huntress who Slalks th" Fllglslo wllh her S..b.e
Toolhed Tigers. and Old G.egor the Sto.ytelle.,
spinning his yarns In the Iav"rns of Seagale. Then
th".e IS Aurelia, a soft·hell.ted Elv"n TroubadO'
who cannot cu." her wanderlust. These and others
await you.lnt.epld O.agonQuest players as frl"nds,
enemies, or Just BS chanc" encounters. $ 7.00

MAGEBIRD QUEST

Make a fanusUc Quest fOf a ra'" Item whiCh In
Il'OlvlS a pe.llous Journey O'er I..nd and sea to tne
.uggea cr ..gs at the Rook"rl"s. ThIs Is it chitU"nglng
Initial adventure 10 slut begInning players Inlo th"
itmnlng world of D.a,onQuest. This Ke"",10 co,,·
t.. l"s Inr"e compl"tely det .. Il"d vlll ..ges. "ume'ous
ch.....ct"rs, new monst"rs, ""counters, cl...vlns,
b.lgands, m".folk. pl.Itas, itnd much, much mor".
Set In the FrontIers of Alusla campaign m ..p, tnls
64,p1ge adventure $cen,rlo provla"s n"w manners,
encount"rs. and sugg"sted 1I1 ..y". characlers as w,,11
itS a sU9'.lest"d n"w skill. DesIgned and approved for
o ragonQ.ultU. $10.00
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Ed

Sometimes, an article has to be delayed because the
upcoming issue or issues already have enough material on
that particular subject. As editor, I try to present a diversity
of wbjects, as well as to preserve balance between authors
and length of articles, in order to make each issue as interes·
ting and meaningful to as many people as possible.

While I'm on the subject of editorial policy, I would
also like to say that very rarely do I edit a magazine sub·
mission. The +5 Samurai Scissors left to me by the former
editor are gathering dust and rust at the bottom of one of
my desk drawers. I feel that my job is to present your view
of a subject. My opinions are expressed in my columns and
not in your articles and at your expense. If anything is
changed, there is definitely a good reason for it. wch as cor·
recting any spelling, punctuation or grammatical errors or
changing small design e"ors to conform to the rest of the
material.

Well, enough of that; let's get back to iimtasyland.
As I mentioned in issue number 5, there will be a scitm~·

fiction issue of the Imperial PtJ9lISUS within a few months.
So, if you have any ideas or commentary on science.fiction
role-playing, please send them in to us. I am especially in·
terested in material for Aftermath, Space Opera, Stanhips
and Spacemen, Flash Gordon and the Warriors of Mongo,
Villains and Vigilantes (FGU). Universe (SPO, Sur Rovers
(Archiye), Worlds of Wonder (Chaosiuml, Space Marines
{FanTac Games>. The Mechanoid Invasion (Palladium
Books), Champions (Hero Games), Superhero 2044, Sur
Fleet Battle Manual, Alien Space (Gamescience Corp.), Sur
Fleet Battles CTask Force Games!. The Motrow Project
CTimeline, Inc.), Outpost Gamma (Dwarfstar Games) and
others which I have not the space to mention. So, let's hear
from you. I'm not hard to please.

In closing, I would like to remind you to U1le the
Reader Survey that was printed in issue number 6. If that
issue is not readily available to you, you can order it from
us, or just drop us a few lines on any handy piece of paper.
Your comments will be carelully scrutinized and BCted
upon; you will not be wasting your time and postage.

Greetings, fellow adventurers. We have another fine
issue here for you which I'm sure you will find interesting,
thought·provoking, and enjoyable.

One of the highlights of this issue is the first of a
two·part fantasy story by C. J. Henderson, To the Beast.
Among irs more remarkable features is the fact that we
actually have both parts of this fine piece of fiction, and the
other part will be presented in another issue, I promise.
Illustrated by Russ Steffens, this tale will rivet your atten·
tion and have you waiting by your mailboxes for the issue
containing the second and final part.

The continuing debate on Christianity in FRP
rages on as t1'Iidenced by two fine letters and my replies
in The Town Crier. I hope everybody understands that
we are not trying to convert anybody or to change any·
one's beliefs; we are JUSt presenting a variety of viewpoints
on one of the many interesting areas in FRP, religion.
If you have something to say about this subject or about
any other aspect of FRP, don't hesitate to drop us a few
lines. At the very least, your viewpoint will be read by
many of us hertl at Judges Guild, and it probably will
find its way into the magazine sooner or later.

While on the subject, in an obtuse sort of way, I'd
just like to inform those of you out there that have sent in
many articles, adventures, or what-hallf!'YOU that, if you
don't see it in print immediately, don't despair. While it may
seem that there is plenty of space within this magazine to
fit all of your Stuff, please remember that other people also
contribute to this magazine. I can't always fit all of the
material I would like to fit into every issue; some things have
to be put aside until some other time. An excellent example
of this is Ken Sf. Andre's mystery, Murder at the Ruptunld
Troll which will appear in the next issue but which lorigi.
nally wanted to put in issue number 5; it had to be put off
until issue number 8 because it issuch a fine piece of fiction
that I felt it merited special attention, and, therefore, I held
off printing it until it could be properly presented in the
way it deserved. Several other good materials have been
delayed for similar reasons.

EDITORIAL
by Edward R. G. Mortimer

"Chi,,,,,

We wish to thank the following readers for their
prompt comments to our Readers Survey. Mr. Howtand,
Raytown, MD; John T. Jones, Portland, OR; Mr. Spigener,
Wethersfield, CT; Glenn Johnson, lawrenceville, NJ; Danny
Krystyam, Trenton, MI; B. Speer, Houston, TX; Bill Hoyer,
lake Geneva. WI.



STANDARDIZATION IN FANTASY
ROLE PLAYING

5 PC!!aSUs

By Bob Bleda.w

My background in gaming has
made me respectful of the ovelWorked
word, "playability"... usually found
next to the copy on boxes stating. "For
8 Years and UP:' Standardization
makes for ease of play, ..generally.
There are many areas in fantasy cam
paign designing where standardization
makes little or no contribution to
playability. however. When a Judge
begins the de$tgning of social structures
for an active campaign, he is im
mediately faced with several problems
resulting from rule systems which in·
troduce standardization of fighting
ability, intelligence. alignment. size.
dexterity. and other concepts on the
races of fantastic creatures with which
he is attempting to populate his "fan
tasy" universe. I have found it very ex
peditious (and more fun) to consider
these limitations as representative of
the particular creature type or race...
in other words, the prevalent mode.
This allows the Judge to have unusually
intelligent members of an otherwise

low intelligent type of fantastic crea·
ture to interact with player<haraeters,
lead organized lives of benefit to them·
selves, create organizations, formulate
diabolically clever plans, and gives a
more realistic feel to negotiations and
other actions so common in an active
campaign. I'm not suggesting that the
Judge should fit a normal curve to all
characteristics ascribed to these crea·
ture types. Something far simpler suf
fices quite well... like permining plus
or minus one for forty percent, plus or
minus two for twenty percent, and plus
or minus three for five percent to the
average characteristics for that type. A
further refinement would be to create
multi·modal adders to allow some
simulance of racial characteristics,
tribal influences, or environmental
skewing of certain characteristics such
as a history of contact with creatures
of a higher intelligence might in
troduce. Thus, the player can be fairly
certain that the "wandering monster"
is the standard type to be expected and
yet allow some interesting and unique
encounters for those adventures strue-

tured in more depth by the Judge.
Further applications of this ap·

proach would easily apply to tech
nology, religion (mythos). and Ian·
guages. let's tackle the toughest one
firsL ...technology. My exp'anation
for the diffelence In technology from
one area in a fantastic campaign to
another would run something like
this: The rapid spread of technology
throughout mankind's history is pe
OJliar to man himself and muchabened
bv the natural, inherent ability of
mankind to adjust to new situations or
environmental adaptability. In a world
replete with more competiton for the
highest rung on the predator ladder,
this ability is hampered by warfare (one
of the best, if not the best, catalysts
for technological advancement) with
these other creatures instead of other
men. Warfare with creatures of higher
intelligence will cause more tech
nological advancement; warfare with
creatures of lower intelligence will
introduce stagnation and complacency.
Many of the creatures themselves,
while a viable political force at this
stage of mankind's technological de·
velopment. may not possess the same
environmental adaptability as man·
kind....i.e. a Stone Age technology
might well be the prevalent tech
nological level of most Goblin tribes.
Of course, this logic is predicated on
the basis that there exist creatures
almost or more populous than mankind
of high enough intelligence to rep
resent a real political threat while
low enough in intelligence to inspire
complacency.. _ .mankind is gradually
winning the climb up the ladder. The
use of a working, everyday magic sys
tem also retards "real" research to in
crease technology....although I would
consider high-technology items to be
magical devices for all practical pur·
poses in any fantasy campaign where
knowledge of these devices is not com
monplace. The spread of technology
through trade is also severely restricted
because trade itself is severely restricted
to items of very high value of a highly
portable nature. Anarchy prevails
beyond the gates, and only the most
stalwart of merchants will vent1.lre forth
in the best of times. Warfare may bring
out the animal cunning, but it wrecks
the prospect of an adequate return on
investment.

The limits of technological levels
anainable by any CiVIlizations, crea·
ture types, or sage individuals should
be determined by the Judge when he
develops his campaign. Most opt to ex
clude the prospect of explosives. and I
heartily concur that this seriously
affects the Swords and sorcery flavor
preferred by most fantasy role playing
enthusiasts. The unique prospect of
obtaining a phaser with its power sup
ply very low or a.38 revolver with four
shots left is almost too much tempta·
tion for many campaign players and
should not affect the campaign over
much unless it falls into the hands of a
super-genius with the motivation and
resources necessary to exploit the hap
penstance without penonal hazard. I
like the most advanced areas in my
campaign to possess inventions such as
telescopes (simple spyglasses). sextants.
rudimentary alchemy, and higher
mathematics (inspired, no doubt, by
the esoteric punuit of high magic and
the symmetrical balance necessary to
achieve "safe" magical results). I tend
to ascribe a technological level at
tainable in any certain area by villages
and city-states. The general population
is assumed to be completely self·suf·
ficient in lower technological levels
with "specialization" becoming promi
nent as the technological level rises to
the "medieval" level. Thus, the popu
lace has small inducement to risk the
hazards of travel and live out their lives
within short distances of their birth
places....excepting nomads and hun·
ting parties. This further restricts the
propagation of technology. Techno
logical breakthroughs are generally re
garded as the closely guarded secrets
of Priests. Guildmasters, and rulen and
disseminated to the average citizen or
tribesman only when it serves the pur
pose of the possessor of same. One can
easily imagine that "magic Swords"
were, indeed, wielded in days of yore.
...being more flexible, staying sharp
longer, of lighter weight and, therefore.
faster, and constructed with hand
guards able to withstand stout. direct
blows. Ask any metallurgist about the
ritual tempering of steel in living blood
to produce the fabled blades of the
Middle East. The raw materials were
available elsewhere, but no ruler could
glean the secret of Damascus steel from
the pnvlleged few_



The areas wherein technology
has developed beyond the normal weal
shoold be located at some point con
ducive to the dissemination of know·
ledge. Rivers are the super highways of
the ancient and medieval civilizations,
and real advantage accrues to trade
centers located thereon. This should
not exclude the possibility of a "lost"
civilization of advanald technology
"cut off" by some catastrophe of major
dimension or purposely kept secret by
powerful magics or technology in some
fantasy campaigns. But they are the
exception, not the general case. Nor
are established trade outes to be exclu
ded from a non-standard technology
campaign....they must involve much
perit, however. Areas with higher tech
nology must be located near areas with
the agrarian capacity to support the in·
creased specialization mentioned ear
lier. A favorable climate is also de·
sirable for your favored technological
areas. Creature comforts must be ob
tained with reasonable ease to permit
the more energetic to achieve higher
goals. Periods of peace enforced by a
strong military presence would permit
a relaxing of some of the barriers of
trade, thereby increasing the stimuli of
foreign ideas. A resource to attract
these traders and increase specializa·
tion would also encourage technology.
Some interesting benefits accrue in a
non-standard technology campaign, al·
though it must be considered early in
the design stage or the range of tech·
nology might not fit the mythos de·
sired. It is quite rewarding to observe
the distraction of a player-eharacter
far from home attempting to purchase
a light horse with worthless soft metal
disks in an area where barter is the only
trade medium technologically available.
As with characteristics for types of
creatures, I would recommend a mode
of something akin to medieval tech
nology with a spread, on the lower end,
back to the Bronze or Stone Age and,
at the upper end, early Renaissance or
late Medieval technology. One last
caution: the highest technology extant
in an area may be common knowledge
but will also command the highest
prices and may be rare or uniquely
controlled to retain its use in that area
for the obvious advantage of the
controller.

Religion is a fertile source of
cults, political factions, sub-eultures,
mores, and social structure. It is the
well·spring of a whole character class.
It has inspired warfare from the begin
ning of mankind's history. For those
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Judges that prefer a one-mythos cam·
paig, I recommend that you skip this
section....it has little to offer you.
Most fantasy literature presupposes a
multitudinous approach to religion.
The introduction of many pantheons
in a campaign will generally enrich it.
While some societies may be based
solely on a "state" religion, the in
teresting variety of religions in densely
populated areas is obvious. In fantasy
role playing, it makes the non-player
characters more believable inasmuch as
they are split into factions and yet
practice some tolerance to live together.
I dislike sending the player-eharaeter
to any or every village populated by
humans to visit the temple of his
choice as much as I dislike sending one
to Elfland to hire Elves. Any civilized
or barbaric group will have more than
one religion even if the one that isn't
predominant is a branch of the main
one (mode). I like to have no fixed
method of determining how many reo
ligions will be practiced in an area but
recommend that the number rise geo
metrically with the population... .res·
plendent with false gods, minor gods,
household gods, and class gods. The
Judge need not enumerate or "flesh
out" any more than necessary at any
point in his campaign. leave it up to
the player-eharacter Clerics to deter·
mine rituals, hierarchy titles, and the
less important details of the minor re
ligions unless it is important to the ac·
tion in your campaign. While it leaves
few decisions for your Clerics to make
if you have few religions, the introduc·
tion of many religions will put political
and social limits on the sway of the
religions in your campaign, making it
more competitive for the Clerics and a
ready source of quests, conflicts, and
conversions. Not every religion needs a
temple, but every Judge needs controls
and motivators in a large campaign.

Languages have been frequently
glossed over in many campaigns because
of the need to encourage, not dis
courage, interaction between the player
and the non-played characters which
add spice to play. All intelligent
creature types will develop unique
dialects if separated by any real geo
graphic barrier (distance, mountains,
oceans) from their fellow creatures.
The common tongue should pose a real
danger of misinterpretation every time
it is used to communicate with crea·
tures of less than average intelligence
and even highly intelligent creatures if
the player-characters have traveled far
from their original stamping grounds.

In other words, the common tongue
should develop dialects as the player·
characters move further away from the
place where they learned it. The intro
duction of some dialectic differences
and different languages for the same
type of creatures wilt not increase
playability for action at the inception
of a campaign but will tend to restrict
the movement of player<haracters to
fairly familiar territory (unless at the
head of an army or the shoulder of an
interpreter) until later in the campaign
when the Judge will be bener prepared
for such expeditions (or invasions).
This may, at first, seem like a less im·
portant control for a large campaign,
but it does have impact and will limit
the wanderlust until you are able to
cope.

Thus ends my diatribe against
mothers, apple pie, and standardiza·
tion. Although I abhor complication
for the sake of miniscule tweaks which
have little impact or importance on
outcome in a game because it sacrifices
playability, the net effect of a few
design considerations when setting up
a campaign will do nothing to harm
play and will spark the imagination,
aid in the controlled growth of player
characters, and add much to the
pleasure to be had by aiL
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HOW TO RAISE

PET DRAGONS

bV THOMAS A. McCLOUD

In the kingdom of Meng. for which I am Judge, ad·
venturing characters formerly went to the Dragon's Nursery
to slay dragons and take their treasures. Now, however, the
wizard, Acorn (whose description is in Under the Storm
Giant's Canle). has returned, and the Dragon's Nursery has
become a place from which adventures start. Acorn is it dra·
go" breeder, and so the characters are sent out to find
dragon eggs or breeding stock.

Acorn bargains with each group as to their reward.
The usual request has been it pet dragon. This produces the
problem of guidelines for handling dragons as pets. and this
article is to document the strictures to be used in the games
I run. For other Judges. especially those running open cam
paigns into which players mighl take these pet dragons. the
ideas set fonh here are suwestions only, to be followed,
considered, or ignored as the Judge pleases. Furthermore, I
reserve the right to change these guidelines in my own cam
paigns, Please note that these guidelinu produce a variant
of the standard 0&0 tm game.

Hatchlings

A D&D tm dragon, to be a proper pet, must be ac·
quired while it is still a hatchling less than one year old. At
this tender age it has only 1 HP, is less than 2'long, and its
bite can inflict only 1 point of damage. A hatchling does
not yet have any Alignment, and may be considered Neu·
tral. (Dragons adopted as pets when hatchlings, will take on
the alignment of their owner, regardless of the usual align
ment of the type.) If a hatchling has a damage-inflicting
breath weapon, that breath is capable of inflicting no more
than one point of damage; this is standard, since the hatch·
ling has only one hit point. But, for a hatchling, a Roll to
Hit must be made before breath effects are considered,
since the range of a hatchling's breath is deemed less than
one foot. A hatchling has no treasure, knows no magic
spells, and fights as a "less than one hit die" monster.
Hatchlings make Saving Throws as first level magic·users.

The preceeding statements on hatchling dragons ap·
ply only in the first year of the dragon's life, which, in the
"Age of Pet Dragons" section, to be given later, means only
on the adventure in which the hatchling is obtained. By the
next adventure, the dragon is one year old, and no longer a
hatchling.

Dragon size, sex, characteristics, and so forth are es·
tablished when the egg is fenilized, so the Judge for the ad·
venture on which the hatchling is found needs to decide
these things. For sex, roll any die: odd • male, even· fe·

male. For size, rolt 1010: 1 . 2· small, 3·8· average,
9 -10 '" very large. For characteristics, roll 306 as usual for
Strength, Intelligence, Wisdom, and so fonh. The results
should be interpreted as " ... among dragons of this kind,"
Thus, a Strength of 10 for an adult red dragon is very much
greater than a Strength of 10 for an adult human. The
"Monsters Attacking" combat table is used for pet dragons,
therefore, they do not get Strength or Dexterity bonuses.
(By the rulebooks, monsters do not have "characteristics"
as do characters. However, many Judges, induding myself,
run variants which need those numbers.

Some dragon descriptions list percentage chances for
a dragon to talk and for a dragon to use magic. Every pet
dragon, unless the type description indicates low or lower
Intelligence, will learn to speak the primary languages of its
master (Common, the Alignment tongue, and, for such as
elves and dwarves, the Racial language). Dragon pets with
high Intelligence may learn extra languages under the same
rules used for characters. Magic use by dragons is here
deemed an inbofn trait, so where a dragon type description
gives a percentage chance that such dragons are magic-using,
the Judge for the adventure on which such a dragon is
found should roll to see if the dragon will develop magic
use. Spell-learning then follows the increase in spells by age
group as given in the type description. (Some Judges may
prefer to treat magic-using pet dragons as if they were chao
racter Magic·Users with level as Magic·User assumed the
same as the dragon's age leveL)

Growth of Pet Oragom

Pet dragons do not advance in levels by accumulating
experience, they grow year by year through various age
groups. The rulebooks indicate that monster dragons have
increasing hit points and increasing numbers of magic spells
as they get older, and this will be imitated for pet dragons.
The rulebooks so not indicate any change in the body size,
damage done, or volume of breath, of dragons as they grow.
These will be coyered here.

The table, "Oragon Age Groups," shows the corres
pondence between years and age level. (Note that it extends
the table given in the AD&D tm Monster Manual.) The
table, "Dragon Growth," shows how size increases with age
level for different adult sizes. The size in a dragon type des
cription is here assumed to be the full adult size, reached
when the dragon is 101 years old. The "Dragon Growth"
table is given by full adult size, ratner than type, since
Acorn breeds many types not in the rulebooks. Suggested
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daw damage and bite damage for each size of dragon is
given in the table, "Dragon Attacks." (This table does not
quite match the rulebook, since the rulebook goes by type
of dragon. and sometimes has different damage listings for
different types of the same adult size. There is nothing il
logical with the rulebook method; dragons of the same
overall length could easily have drastically different teeth
and claws, but it would get too complicated if used with
pet dragons, which grow.) The size of a dragon's breath is
not given in a table. since it is simpler to handle by saying
that it should be proportional to the dragon's age level,
with age level 6 deemed the age level used for dragon type
descriptions. (Using age level 5 would result in awkward
fractions.) If this is used. then. for example, a 2O-year old
red dragon breathes fire in a cone 3/6 x 90' long by 3/6 x
30' wide, which is simply 45' long by 15' wide.

Age of Pet Dragons

In my games, a pet dragon adds one year of age for
each genuine adventure in which the dragon is played.
(Closed campaign Judges with their own time scales will
probably prefer to use those time scales.) The character
owning the dragon ages the same .mount. What "genuine"
means is up to the Judge, the word is put there so players
will realize that it's really cheating to run a pet dragon
through a lot of quick. short, safe "adventures" just to
pump up the age.

Care and Feeding of Pet Dragons

Growing dragons need to be fed. The between-games
cost of feeding them in the kingdom of Meng is a simple
100 GP per hit point on the adventure. payable at the be
ginning of the adventure. which represents the cost of food
since the end of the last adventure. The bank of Kemble will
make loans to those who need to go into debt to feed their
dragons. Those venturing in other lands will have to ask the
appropriate Judge for their food prices and loan availabilitY.
On the adventure itself, the dragon starts well fed, and this
is sufficient for short adventures. For long adventures, the
dragon must be fed after 2D4 days, then again after another
2D4 days, and so forth. A full meal is the equivalent of a
cow, or a half-dozen pigs, for every thirty of the dragon's
own hit points, rounded up_ Failure to feed a pet dragon
has obvious consequences.

Those who play that Gold Dragons really live on a
dtet of jewels and pearls may adjust the foregoing according
ly. I prefer to say that the jewels and pearls they eat are
simply mineral supplements analogous to vitamin pills, so
feeding a Gold Dragon between adventures is only 1000 GP
more expensive than feeding a more normal dragon.

Pet dragons need very little care beyond feeding.
They will enjoy baths appropriate to their kind (red dra
gons like fire baths), but will do just as well without. They
should always be given toys to play with - diamoods, piles
of gold, magic crystal balls, things like that - or else their
inborn greed may get to be a problem. They need love and
kindness, and attention, and hate to be left at home when
their masters go adventuring. If a dragon is left home, I will
give it a 5% chance of running away, and variable percentage
chances of it finding its master, or vice versa, on the adven
ture.
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Other Differences Between Pet and Monster Dr~m

Pet dragons. because of their prolonged dose associ
ation with people, have no "aura of fear" as do the dragons
described in the Monster Manual. In all other ways, they are
described for their type. Anything not covered in the type
description and not covered here is left to the discretion of
the Judge.

Obtaining Pets

While certain other types of pets, such as dogs and
cats, might. within reason. be considered as a kind of ori·
ginal equipment, and. therefore, simply attached to a chao
racter by the player before or between adventures, a pet
dragon is more like a magic device, and it is imPfoper for a
player to have a character acquire a pet dragon by any other
means except that of the events in a genuine adventure.

Dragon Age Groups

Age
level Descriptive Term In Yean

0 Hatchlmg Less than 1
1 Very Young 1 5
2 Young 6 15
3 Sub-Adult 16 - 25
4 Young Adult 26 50
5 Adult 51 100
6 Old (Full Adult) 101 200
7 Very Old 201 ·400
8 Ancienl 401 - 1000
9 Legendary 1001 and over

Dragon Growth
(length in feet at various stages of growth)

Age level
Full

Adult Size 0 , 2 3 4 5 6 1 8 9
6' Yo I 2 3 4 5 6 7 8 9

12' 1 2 4 6 8 10 12 14 16 18
18' 2 3 6 9 12 15 18 21 24 27
24' 2 4 8 12 16 20 24 28 32 36
30' 2 5 10 15 20 25 30 35 40 45
36' 2 6 12 18 24 30 36 42 48 54
42' 2 7 14 21 28 35 42 49 56 63
48' 2 8 16 24 32 40 48 56 54 72
54' 2 9 18 27 36 45 54 63 72 91
50' 2 10 20 30 40 50 60 70 80 90
66' 2 11 22 33 44 55 66 77 88 99
72' 2 12 24 36 48 60 72 84 96 108
78' 2 13 26 39 52 65 78 91 104 m
84' 2 14 28 42 56 70 84 98 112 126
90' 2 15 30 45 60 15 90 105 120 135



by
EDWARD

R.G.
MORTIMER

IN THE
HANGING OUT

... f I

Hanging out in the City State can
be very dangerous if one doesn't have
the right contacts. Many of the non
player characters detailed in the City
State of the Invincible Owertord book
let qualify as important contacts. Per
haps the easiest contacts to make are
those with tavern owners because al
most all charaete~ frequent taverns
sooner or later (at least, in my ex
perience. they do). Innkeepe~ are also
prime candidates for friendship; in fact,
a character should not stay at an inn if
the innkeeper doesn't like that charac
ter for any reason, be it race, sex, ~i·
gion, eye color, or fang length. One is
never more vulnerable than when one
is asleep.

Both tavern owners and inn
keepers are excellent sources of rumor
and aid. All such people tend to have
many contacts throughout the city and
in the countryside as well. Some of
these contacts will usually be of the
strO"!tarm variety. These can be useful
to the player-eharacter as protection
or, possibly, as henchmen. They are also
useful to the inkeeper or tavern owner
as protection or to get revenge against
player-characters for wrongs done
them, be they real, imagined, or
trumped-up. One should not make
unnecessary enemies of those who have
extensive contacts with Assassins,
Brigands, Ruffians, Berserke~, or
Fighte~.

Another type of contact that an
innkeeper or tavern owner usually has
is the information source. Information

sources can take many forms, and you
may be one of them. Sources of infor
mation may be Thieves. Spys, Beggars.
urchins, constables, bureaucrats, ad
ventlJre~, or linle birdies. Innkeepers
and tavern owners do not usually res
trict themselves to one type of source,
and they frequently employ a wide
variety of contacts to keep their lines
of information flowing. Information
is, after all, good business.

Other information sources a·
vailable to the innkeepers and tavern
owners include other innkeepe~ or
tavern owners as well as the local con
stabulary. Both of these sources tend
to exchange more information about
rowdies than they do about the quiet
individual. It is never a good idea to
cause any trouble in any establishment
the owner of which might be a friend
of the innkeeper or tavern owner with
whom you are attempting to strike up
a friendship. (Of course, it almost goes
without saying that spending money is
a good way to warm the cockles of any
innkeeper's or tavern owner's heart
and, thus. worm your way into his
good graces.)

Another contact that could be
invaluable for your ptayer-character
is the guard of the city gates. You never
know when you might need a quick
entry or exit, or when you would like
to have a pu~uer detained while you
make good your escape. The gate guard
can perform both of these tasks as well

as provide valuable information about
who passed by recently, and he is
backed by the whole of the city's
military might.

Perhaps the most powerful con
tact an innkeeper or tavern owner can
have is the regular customer that wields
considerable power (I.e. high-level
types). These people are usually not
conspicuous to the casual observer be·
cause they do not wish to be bothered
by every bum off the street, However.
they will come to the aid of their
friends if the situation demands it.
This type of contact is also a good
source of adventure for the player
characters because high-level types are
usually always seeking to expand and
enhance their powers by acquiring
more magic items and greater mone
tary treasures. To acquire these
treasures, however. they will undoub·
tedly need the help of lower level
persons. and so may be persuaded to
hire the player-characters to accom·
pany them on a quest or an adventure
if the innkeeper or tavern owner in
which they repose trust advises them
to do so.

Still another valuable contact is
the Beggar. Nobody ever pays much
attention to a Beggar, except to flip him
8 Copper or kick him in the shins. Be
cause of this, Beggars sometimes over·
hear conversations meant only for
select individuals. Nobody knows the
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lay of the land within a city better than
a Beggar. A Beggar must fight for his
Coppers in order to sul'Yive. Beggars
know of safe places to hide and se<:ret
exits out of town. They know who is
generous and kind·hearted and who is
evil, rotten. mean, and nasty.

Courtesans and Houris are other
excellent contacts jf you can make
them. They can cause the tightest of
lips to loose. the most steadfast to
waver. and the most persistent of pur·
suers to be distracted. They are privy
to the private quarters of man and are
often present when he is most vul
nerable.

/~r~'W)/;~;
.......r:r. v4h'V""
~~5.~~

There are those who might not
seem to have much importance as con·
tacts within a city, such as hunters.
trappers, and fishennen. While it is true
that they normally aren't much help
within the city. they can be of immense
help just outside the city walls. They
know all the footpaths leading away
from the city and all the little hiding
places within a few miles of it. This
knowledge can be helpful to the hunter
as well as to the hunted.
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And then, there is the type of
person the player-charaeters are: fool
nardy adventurers: (Let's face it; wno
else would venture into an unfamiliar,
dark cave known to be innabited by
death--dealing monsters and fraught
with dangerous traps?). These people
are always on tne road and can be a
fount of information about far away
places as well as tne best (and worst)
routes to get tnere. Of course. they are
inclined to want reciprocal infor
mation from tne player-characterl

Common food merchants can
make excellent contacts for those
characters that prefer to take revenge
slyly (read: cowardly) if the shop
keeper is of the same ilk as the evil
doer_ Poisoned food can be sold to the
intended victim quite easily, so, the
next time your character patronizes
the butcher, the baker, or the green
noodle maker, watch out; he or she
might be in for a nasty surprise when
meal time roUs aroundl

In somewhat tne same way. stable
nands can be useful. For a few gold
coins, someone of evil intent could nave
an enemy's mount poisoned, steal the
beast, or have a poisonous spider or
viper slipped surreptitiously into the
saddlebags. Perhaps the stable hand
could even sell the steed to an innocent
(and gullible) third party. This sort of
behavK>r, of course, presupposes that
the character is not of a chivalrous
background.

In addition, the armorer. wea
ponsmitn, and bowyer can also be
useful, both as sources of information
and as accomplices in dirty deeds.
These craftsmen can inform you of the
condition or strength of your op
ponent's armor and weaponry, or, if
he is so inclined and the price is right.
he can sabotage these same items. For
the more honorable. these people can
also sell you the best of their stock if
you are a friend, even allowing you the
use of any special equipment that they
may nave stashed away for special
occasions. They may also be able to
inform you of any rumors or legends
concerning tne wnereabouts of magical
armor or weapons.

Another important contact in
any port city is tne sailor. Whether he
is a lowly decknand or the captain of
the ship, the sailor is able to procure
relatively safe passage out of the city.
This is especially useful if you are en·

deavoring to avoid the minions of the
law or other revengeful persons or if
you just want to iourney to a far-off
land in search of adventure and trea
sure. In the same way, the caravan
worker can perform the same function
as the sailor in regards to passage out
of the city.

Finally. there are those who are
among the most important of contacts
but who are the most difficult to cul
tivate - the influential citizens. Influen
tial citizens can pull strings when no
body else can help to get you out of
all kinds of tight spots with govemment
or law enforcement officials. They have
the ability to cut through red tape
q.Jickly. They know whom to ask for
fallOrs: and whom to stay <May from.
They do not, however, readily make
friends of strangers. The quickest wfly
to get on the good side of an influential
citizen would be to rescue him Or ner
from a robbery or some other such
inconvenience. Since that type of
tning doesn't happen every day, you
might have to engineer something, but
don't get caugtlt at it Or it'll be the
dungeons for surel

What all this amounts to is that
nearly anybody can be an ace·in-the
nole for the player-eharacter. Don't
overlook the obvious (e.g. commoners),
and don't be picky. Above all, don't
mistreat your contacts. or you'll never
be able to put complete trust in them.
Assemble a close circle of contacts (and
protection), and walk the streets of
the City-State as a citizen instead of a
stranger_



One of the most fascinating
drawing points of Science Fiction
Rolegaming is the encounters with
"Others," the Aliens. "Golden cities
far and peoples wonderous strange"
make up the stage and the characters
upon which and among which the
most fascinating games take place. The
very meaning of the word "alien" is
"other." This column deals with the
theory and practice of representing
aliens in science fktion campaigns_

Intelligent aliens or sapient beings
may be considered from two major
approaches, the physical and the be
havioral. The movies and television have
tried to emphasize the behavioral while
printed science fiction has emphasized
the physical. Both have had their prob
lems. As the visual arts have often
demonstrated, dressing an actor or
actress up (or down) in an outlandish
costume and tinting the skin green does
not an effective alien make. The
character must behave differently to
seem effectively alien. However, at this
point, the first snag occurs. The play,
movie, or program is aimed at a human
audience which, in order to enjoy it,
must understand it. The most success
ful aliens of the Star Trek television
series were the Vulcans, of which the
most popular example, Mr. Spock, was
most decidedly not a typical member.
The character straddled the difficult
line of being sufficiently logical to be
"other" and sufficiently emotional to
be identifiable to the "human" au
dience. Recent advances in the visual
arts have made it much easier to get a
believable, physically different alien as
George Lucas and Star Wan have
demonstrated. Still, most of the aliens
are only human actors with fancy
rubber or plastic costumes behaving in
recognizably human fashion.

Praetioners of the written genre
have no such restrictions of the phy.
sical shapes of their characters. Yet,
they also run into the problem of
human comprehension. In order to en·
tertain or instruct, the message must
be understood. If not understood, the
author's story does not sell. Still, there
is an active interest among science
fiction authors in the creation of a be
lievable alien being and society_ The
major challenge of a noted science fic
tion magazine editor was "write me a
story about an alien who thinks just as
well but differently from we humans."
Writers are still trying, and their at
tempts still Iascinate us. Some of the
more prominent contemporary authors
whose efforts will be of use to gamers
are Poul Anderson, Piers Anthony, Jack
L Chalker, C. J. Cherryh, Hal Clement,
and Gordon R. Dickson, just to men
tion a few at the start of the alphabet.

One of the most often utilized
techniques is to take a basic human,
clothed in fur or scales, and set it in an
historic human culture with a couple
of components twisted or exaggerated.
Thus, we come up with the reptilian
Meresians of Poul Anderson or the
A'ann of Alan Dean Foster who exhibit
a feudalistic, imperial culture. Conse
quently, we also come up with popular
gameing systems which have T'ranna,
Hisss, Ralnai, and Lizardeen. For
peculiarly western cultural reasons, the
gaming reptiles and insects seem to be
uniformly hostile, while warm-blooded
gaming sapients seem to be uniformly
friendly or, at least, neutraL The
science fiction community has no such
prejudices; M. Z Bradley's Proto
saurians and Alan Dcan Foster's insec·
toid Thranx are eminently compatible
with human types. Even Anderson's
Meresians were far more reasonable,

upon occasion, than gaming's reptilian
aliens are. Perhaps this is a consequence
of the prevailing climate in English
speaking cultures and its effect upon
the types of Iife-fonns conveniently
available as pets. Warm-blooded furry
or feathery critters make up the lIast
majority of pets encountered by
members: of our culture.

Characters:. in gaming terms,
divide into those which are controlled
by the players and those which are
controlled by the Judge. Gaming styles
also tend to divide into those games
which encourage identification with
the character and those which do not.
Aliens also divide logically into those
which are understandable by humans
and those which are not. Thus, those
games that encourage identification
with the character must have alien
characters which are understandable
by (and, therefore, are playable by)
humans. Such aliens will probably be
hydro-carbon life forms which repro·
duce sexually, inhabit an environment
similar to Earth in terms of tem
perature, pressure, and presence of
water, and are members of a society
capable of time-binding thought (me·
mory) and communication by modu
lated sound waves (speech), Such aliens
will have the same basic life require
ments as humans. These needs will then
place such aliens in a cooperative or a
competitive relationship with humans.
Fortunately, in game tenns, the players
will be most likely to portray in
dependent units of a species engaging
in explorative or exploitive behavior
and will be most likely to encounter
other units performing similar func
tions for their own species. Game
characters will be scouts and explorers
who form a fairly small percentage of
any species. Such characters would be
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In physical game terms, the Hani
will have statistical values about the
same as humans. The normal popula
tion will have a minimum of one and a
maximum of twenty possible. Where
humans have an average of 10 for the
vast majority of the population, Hani
will have the average of the population
displaced slightly from the 10 value in
some statistics to reflect their slightly
different body structure. As with
humans, the Hani adventurer characters
are likely to be above average in their
statisti~, Values for Hani adventurer
characters may be generated by
throwing 3D6 and modifying the re
sults as follows: Strength (STAI: +1,
Intelligence (INT): +0, Wisdom (WIS):
·1, Constitution (CON): +1, Dexterity
(DEX): -1, Charisma (CHAI: -1, En
durance (END): -1, Agility (AGL): +2,
Leadership (LED): +0, Luck (LCKI:
+0. Psyonics (PSY): +1. Hani are
traditionally trained in close combat
and are all considered to have an ability
to hit oneskill level above the rated one
of each individual. Their natural claws

most likely to have significant inter
actions with other scouts or explorers
rather than with the bulk of the
population. Like characters respond to
like characters in a spectrum of
behavior that can range from coopera
tion to competition.

With no evidence to the contrary,
we wilt make an assumption, con
venient, in game terms, that most
species will range between one-quarter
to four times the body mass of a human
and will perceive the universe with
similar senses at a similar rate. Such
beings will probably not strain any of
the game mechanisms for resolution of
physical situations. Judging by the wide
variety of philosophies, cultures, and
lifestyles exhibited by the human
species on one planet, aliens will,
potentially, vary wildly from planet to
planet. Since our own human imagina
tions are limited to the experiences of
just one planet, anything we can
imagine can be only a small portion of
what is possible. Anything we can
imagine as being resolvable in game
terms is available for use in a game
scenario. Let us consider two separate
species as depicted by the same science
fiction author and how they are
adaptable to rolegaming. The author is
C. J. Cherryh, and the two books in
volved are The Pride of Chanur and
Serpent's Reach, both available in
paperback from DAW '" SF Books.

The first book, although it never
mentions the model by name, features
a race of intelligent beings pattered
after cats. Providing a behavior model
familiar to all folk who are aware of
cats is very common in science fiction.
Gaming rule sets accommodate this
with Aslani, Mik·Pur, Shatharra, and
Felixi. The Hani are a fairly new species
to spacefaring habits. They were intro
duced to interstellar travel technology
only recently by another sapient race.
While the Hani travel freely in the near
vicinity of their home planet system
and have commercial contact with six
other sapient species, they have estab
lished only a small colony on one of the
other planets of their home system
besides that on the home planet. The
race is reasonably technical; its memo
bers are good mathematicians and fair
tool-users.

Individual Hani have a great deal
of pride in personal physical ap·
pearance; they take great pains in
selecting clothing and ornaments.
Though carefully selected, clothing is
limited to breeches and jewelry to
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armlets and earrings. Greatest pride is
taken in the grooming and appearance
of the fur. Some individual awareness
of the predator heritage is evidenced in
the care paid to the claws of both
hands and feet. These claws are retrac
table and remain formidable weapons.
They are the major reason that the
Hani will not wear shoes. The Hani are
fastidious and bathe as frequently as
possible.

The basis of Hani society is the
Pride, a clan-like organization based
upon an extended family of females and
young males centered around a single
adult male. While based originally upon
a hunting pack, the pride has become a
merging of family unit and business
enterprise, Each pride specializes in
providing certain goods or services. The
adult females provide both direction
and physical labor because the males
are less intelligent and less emotionally
stable. The physical property of the
pride and the composition of its female
members tend to remain relatively in·
tact. Succession to the position of pride
head is by challenge and physical com
bat among the males. Maturing males
must leave the pride, and, unless they
can attract some of their sisters to
form a new pride, they must defeat the
current head of an established pride to
obtain breeding rights. The pride is the
major social unit; second in importance
is the race as a whole, but there is little
attachment to national units.

As individuals, Hani are very
combative but not very aggressive. They
do not initiate offensive action, but
they will counter-attack with en·
thusiasm. They are independent and
self-reliant but totally cooperative
within the pride. The Hani may have
combat, but they don't wage war. Most
Hani are adept with both natural and
mechanical weapons, but they don't
form armies. All Hani starships are
armed, but the Hani don't have military
ships or form navies. Pride may oppose
pride, but prides do not fight with
other prides, A Hani will individually
contest with Hani of another pride but
only to the point of victory in a debate
or a physical victory, seldom to the
death. The race is seldom unanimous
on a course of action; at least some
prides will usually end up espousing
opposing courses on any question. It
takes a really strong outside threat to
make all Hani cooperate.

The Hani would be most likely
to be encountered in small groups, all
of a single pride. A pride might num-

ber up to several hundred Hani, most
of whom will be young or adolescents,
Normally, a pride would number below
fifty. Hani starship crews would tend
to number between four to ten in
dividuals. Groups of Hani would most
often tend to be all females. Oc
casionally, a single adult male will be
present. Seldom will two or more adult
males be present together. A single,
young, adult male might sometimes be
encountered. Hani are perfectly capable
of independent action but feel most
comfortable with their own pride mem
bers. A solitary Hani might be able to
adapt to existence alone by adopting a
small group of aliens such as a ship's
crew, a company, or a military unit as
a "substitute pride."

Hani have a strong sense of phy
sical separateness; they do not like to
have their bodies touched. Body con
tact or touch among themselves or
among other species is avoided. In
dividual Hani have a great feel of pro·
priety or personal dignit'j. They do not
enjoy being the object of amusement.
Each Hani highly regards hisor her own
personal dignity in a manner much like
the Oriental regard for "face," A single
Hani can act undignified and be very
blunt and to the point when required
but will prefer to act civilized, urbane,
and dignified, The Hani most strongly
resemble the human Samurai philo·
sophically, with a good dose of com
mercial business common sense thrown
in.



give a constant bonus of 2 to the
damage done by a bare-handed strike.
The above statistics would apply to a
female Hani; an immature male would
be the same except for a -1 in INT. A
mature male would have an additional
INT: ., with an AGl: +1 and STR:
+1. Hani will be able to use most
human tools with no penalties. Some
very small or precise items with hand·
grips will not fit their hands and will
bring an additional penalty to tasks at
tempted with them. Almost all hand
weapons have grips or controls suf·
ficiently generalized that Hani will suf·
fer no penalties using human weapons
or vice versa.

The Hani will require little atten·
tion or instruction upon the part of the
Judge to a prospective player. In fact.
anyone familiar with cats can playa
Hani with ease. As a society, the Hani
are unlikely to unbalance any cam
paign. Their advantages cancel out any
disadvantages and make them a useful
addition to any universe.

The second book, Serpent',
Reach, features a race of beings, the
Majat, who are panerned after com
munal insects. The Majat, when the
humans fil"$t encounter them, are di·
vided into four hives distinguished by
the color of the external body shell,
blue, red, green, and gold. Each hive
has a common mind link though in
dividual units are capable of some in·
dependent action. Majat have four dif·
ferent physical types, each of which
serves a different function within the
group. Workers are the most numerous
type anddo all construction work, food
cultiyation, and brood-tending. War
riors are less numerous and do the ex
ploring and fighting. Drones are even
fewer, serving the function of memory
banks, and Queens are the least nu
merous; there is only one mature Queen
to each hive. The Queen provides re
production of the species and syn
thesis of information for all hive mem
bers. The mind link primarily conveys
mood, sum as differing states of alarm
or other emotions. The individual
Majat are capable of some distant com
munication by means of modulated
sound waves: speech. More precise
communication is achieved by chemical
means. In addition to encoding me
mories into RNA molecule chains
(Ribo·Nucieic Acidl in the brain
tissues as do himans, the Majat secrete
these chemical memory messages in the
body fluids, particularly the $3liva.
ThUS, by exchanging "tastes" with
each other in a physical action which

resembles kissing, Majat can excha"98
detailed memories. To some extent,
one Majat can read the body fluids of
a recently killed member of its species
and comprehend its strongest and
latest memories. Each Majat of a hive
knows anything that any other unit of
the hive knew at its last "taste:' Con
sequently, every immature Majat, as
soon as it is hatched from its egg and
receives its fint "taste," becomes in
stantly a full adult member of its
society. Workers as a whole could be
considered one particular mindset of
the total hive gestalt with only a
moderate intelligence and a short at
tention span. The mindset could be
considered to be one facet of the
single, slightly schizophrenic, individual
hive mind and could be called a "Wor
ker." The mindset called 'Warrior"

would be of moderate intelligencewith
a long attention span and capable of
limited independent action. The mind
set called "Drone" would be of fairly
high intelligence, a long attention span,
and capable of little independent
action. The Queen would be highly in
telligent, have a long attention span.
and be completely independent.

The Majat are not, strictly
speaking, insects. Though the body
temperature varies with the external
temperature, they have an internal
skeleton as well as an external hard
shell. This hard shell of chitin-like
substance makes them resistant to ex
ternal impact damage and forms for
midable natural weaponry. The body
fluids are in a semi-open circulatory
system which, once punctured, does
not seal itself as readily as the human
type of closed circulatory system. They
do not breathe through noses or
mouths, which are asingle opening. but
have many openings called spiracles on
either side of their after-bodies which
open into many, small, lung-like
cavities_ Breathing is accomplished by
muscular expansion and contraction of
the rear body. Thou~ C. J. Cherryh
never specifies a precise number, we
may assume at least six limbs. Each
limb is long and thin, has a pair of
grasping claws at the tip, and has a
number of spines along its length. The
forward pair of limbs has somewhat
enlarged grasping daws that are spe
cialized for manipulation. The forward
portion of the slender body is enlarged
into a head which is capable of some
movement upon a slim neck. The head
has a pair of large, compound eyes
which are specialized for vision into the
infra-red end of the visual spectrum

and, while capable of detection of
motion, do not see mum fine detail.
On the top of the head is located a pair
of sensory antennae, and at the bottom
is located a pair of chellae or jaws which
work from side to side. At the base of
the chellae are a pair of palps which are
fine but stubby manipulative members.
Each of the varieties of Maiat has dif·
ferent physical modifications to suit its
specialized functions. Workers have
smaller heads, short, stubby jaws, and
thick, sturdy legs. Drones have large
heads, small jaws, and small bodies.
Warrion have sturdy bodies and heads

with an extra-thick, armored shel1. The
heads are large with long, sabre·like
jaws, and the mouth parts are modified
to produce a spike which can inject a
tleadly venom. The forelimbs have
grasping claws enlarged into weapons,
sharp, serrated pinchers. Queens are
much larger in overall size with jaws
somewhat reduced in an enlarged head.
The rear body is greatly distended
with the enlarged, egg-producing or
gans.

When first contacted, there were
only four individual personalities of the
Majat species, one for eam hive. Each
pefsonality was, in effect. immortal
because the collective memories exten
ded back millions of years. The hive
personality was not concerned with the
loss of the individual Majat unit as long
as the survival of the hive memory was
insured. Comprehension of the mor
tality of humans and other such species
was considerably delayed. Majat ten
ded to treat with humans by recog·
nizing a company as a hive entity with
its employees as ephemeral and expen
dable as individual Workers or Warriors.
An individual human had no sig
nificance to a hive mind except as that
individual human related to its own
hive equivalent. The major plot of the
novel Serpent's Reach is dependent
upon the dawning comprehension of
the true status of humans and the
presence of billions of personalities,
each of which exists for but a brief in
stant of a century Of so- This com
prehension is aided by the use of human
starships to colonize new planets. The
hive mind can only maintain contact
over a planetary distance. Separations
of more than tens of thousands of miles
or kilometers causes the mental link to
snap and individual Majat units to go
insane and die. A group containing a
Queen, however. upon separation,
achieves an independent personality.
Majat philosophy and outlook is begin
ning to enter an expansionist phase.

13 Pegasus
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Majat do not have a very high
machine-oriented tech level. At time
of discovery, Majat technology barely
encompassed separation and working
of metals with the beginning knowledge
of fire. However, bio-chemical tech
nology was extremely high. Majat are
able to manipulate genetic material to
produce any life form desired, but the
Majat concept of time may mean that
an ordered task may take several cen
turies to complete. They can develop
short-term biological memory pro
graming of great complexity and
sophistication once the comprehension
of the end result is made. Majat hives
trade biological material of great com
plexity for raw materials, transport of
Majat units and communications, and
information of certain types.

In physical game terms, the Majat
will not have value ranges. Each type
has had its physical attributes carefully
adjusted to the optimum values over
many millenia of selective breeding.
These values are given in a table at the
end of this column. The normal resis·
tence to impact damage of Majat outer
shell material may be taken to be equi.
valent to a light flack jacket for the
Queen, Drones, and Workers. The
Warrior would have protection equi.
valent to a heavy flack jacket. The
Drones would be capable of causing
damage equivalent to an untrained bare
hand strike in close melee combat, but
they would avoid combat. The Worker
jaws or manipulative pinchen could
cause damage equivalent to a short
sword. The Warrior jaws could cause
damage equivalent to that of a halberd,
and the forelimbs would each cause
damage equivalent to a broadsword.
The Queen could only cause damage
with her jaws, but, because of her lar·
ger size, this would also be equivalent
to that of a halberd. The ability of the
Majat body to absorb damage is dif
ferent because of the semi-open cir·

STR
Human 12
Hani Female 13
Hani Male, Immature 13
Hani Male, Mature 14
Majat Queen 20
Majat Drone 14
Majat Worker 20
Majat Warrior 24

culatory system. As long as the outer
shell is not actually pierced, only
minimal shock damage is done, How
ever, should the shell be pierced, a loss
of one-half the damage of the impacting
blow is taken each succeeding turn due
to continued loss of body fluids, The
Judge might decide, for purposes of
game balance, to have the Majat be
particularly vulnerable to some other
form of attack such as ultrasonics or
microwave radiation and take double
or triple the normal amount of damage.
Majat will be unable to use human
precision tools and will take serious
dexterity penalties with regular arti
facts.

Majat are not suitable for gaming
use as player-characten. The individual
units do not correspond to human per
sonalities and relationships. Majat are
best played by the Judge with each
hive being a distinct personality, and
the individual units encountered by
the players being low·independence
biological robots. The implications of
Majat manipulative ability should be
considered before introducing them
into a campaign. Once the Majat be
come familiar with the biology of the
human species, they can affect it in
drastic fashion. In Serpent's Reach,
the members of the company that
made initial contact with the Majat
were given greatly extended natural
lifespans in excess of five centuries'
duration. This was done as an off-hand
gesture for the convenience of the hive
personality $0 that it would not have
to keep re-educating the humans with
whom it dealt. Majatalso assisted in the
production of cloned worker forms of
humans and the neuro-educational
programing which made them function.
This would drastically alter the forms
of human society and political inter
action. What was altering the overall
situation even more was the Majat in·
corporation of these clones into the

INT WIS CON OEX CHA
12 12 12 12 '2
12 11 13 11 11
11 11 13 11 11
10 11 13 11 11
24 16 18 4 '0
23 18 12 6 11
6 8 14 10 '0
8 10 18 8 12

hive structure as a new type capable of
remembering, fighting, and working.
Humans in the hives functioned as
multi·purpose units which were usable
at all tasks although not as efficient as
the specialized types at anyone task.
However, because of the greater
manipulative ability of the human hand
and the greater detail discrimination of
the human visual system, the Majat hive
gained immensely in its ability to con
struct mechanical devices. With the
ability to plan millenia-long programs
and the perserverance to carry them
through, the Majat pose an extremely
strong unbalancing force in any game
campaign based primarily upon present
human relationships, It is strongly
recommended that the game Judge use
Majat only as a "spice," A small ad
mixture of Majatcan really enhance the
alien flavor of a campaign, but wide·
spread use can only damage an essen·
tially human-eentered game system.

Summarized in the following
table are the average statistics of the
various forms of alien discussed in this
column as compared with the average
human adventurer. Their statistics
were generated using the 1020 scale.
The Human statistics represent the
average adventurer, not the common
person,

The following Statistical Com·
parison Graph will permit any game
Judge to adapt these values to the
number base he or she uses in a cam
paign,

The next Gateway Quadrant will
cover the implications of the latest
inter-planetary probes of the gas giants
Jupiter and Saturn to science fiction
rolegaming systems and suggestions for
the use of the data in creating exciting
game scenarios.
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NOTES ON HENCHMAN
by ANDREW RUTENBERG

While personalities and goals in
Henchmen are wanting in most cam·
paigns, it is a good idea to not bring
them into active play (however, plans
can be made or vengence setl until
they reach about 25% of the level of
their mentors. This reflects the innate
awing power of high level characters
and also prevents hard work going into
an NPC who will die the first time a
Giant Rat bites him (although a NPC
will almost never go into near certain
death).

A Henchman will always stay
with a character (if the Player Charac·
ter wants him to) if a friendship has
developed. This will only happen if
particular friendly attention is paid to
the Henchman (and he has a very good
loyalty).

(
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Type of Henchman
(Percentile Dice)

Experience
Greed
Hero Worship (only if the

character has done things of
note reflecting his alignment)

~- .

\

01 ·70
71 - 95
96·00

Henchmen are people with the
ability, need, and motivation to ad
venture. They seek employment with
higher level 'mentors' for a variety of
reasons, reflecting a variety of basic
personalities. The three basic types of
Henchmen are:

2) Greed: This type of Henchman has
two catagories: the stupid type, who
actually expects to become rich and
powerful from his association; or the
gambler who knows the inherent risks
involved in being a Henchman and is
willing to play the odds. Both tYpes
will demand fair or better shares of the
treasure and loyalty will be lacking if
they don't receive a good cut.

Henchmen motivated by greed
tend to stay with players until a cer·
tain monetary goal is reached, at
which time they will quit. In some
circumstance5 (101%+ Loyalty) the
Henchman will stay around even once
his goal is obtained. This type of
Henchman also tends to quit if the
lack of financial opportunities is
realized.
31 Hero Worship: This type should
be kept in the minority. This type
of Henchman joins up with a mentor
because the Player Character is idolized
(for one of a variety of reasons). Loyal
ty with this type of Henchman tends
to be either absolute (100%) or non·
existant. The latter case applies if the
Player Character sways significantly
from the Henchman's idol image. This
Henchman tends to lack a prominant
personality.

Heroworshipping Henchmen tend
to stay with characters until one or the
other dies (and perhaps beyond, then).

1) Experience: This is the most typi
cal Henchman. He joins up to gain
experience from older and 'wiser'
adventurers. This type generally learns
from mistakes and will become very
wary if forced into frequent dangerous
situations.

This general type of Henchman
will quit once they are 1 - 2 levels above
the average for NPC's (about 5th· 7th),
However, these will stay around if
they have fanatical loyalty.
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Mortars Ammo Types M83A3 60mm Illuminating Shell:

M19 60mm Obsolescent U.S. Army
Mortar:

Since Mortars are very useful
in the brush fights typified in the
Morrow Project, a Mortar that is not
in the Morrow Project but due to the
large number in reserve storage around
the U.S., the M19 60mm Mortar
would probably be found in hidden
reserve stocks or in the hands of the
various groups out in the world.

Weight .
Rate of Fire .

... 21.03kg

.... 8 RPM

M49A4 60mm HE Shell:

Weight. . . . . . . . . . . .. lABkg
Minimum Range 45m
Maximum Range l,814m
Burst Radius. . . . . . . . . 9m

MJ02E2 60mm WP Shell:

Weight. . . . 2.26kg
Minimum Range AOm
Maximum Range. . . . . 1,465m
Burst Radius........•...... 1Om

Weight. . . . 2.27kg
Minimum Range 375m
Maximum Range 1,OOOm
Illuminated Area 600m diameter
Burning Time 25 seconds

M1903 Springfield Rifle 7.62 x63mm:

E·factor 18
Weight 3.64kg
Effective Range BOOm
Maximum Range. . . . . .. 3,155m
Rate of Fire 15 RPM
Feed Device 5 Rd Clip
The M1903 was the standard infantry
rifle of WWI for the U.S. Army. The
rifle (like most pre·WWII weapons)
is rugged and very dependable. It
should be a very common weapon in
the hands of the survivors because
large quantities of the rifles were
sold to the civilian populace after
WWll as hunting rifles.
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The Colt Comm.ndo Assault Rifle
5.56 x 45mm:

E·faetor 14
Weight 2.78kg
Effective Range _ 200m
Maximum Range 2,6OOm
Rate of Fire 4SnOO RPM
Feed Device as per M-16

The Colt Commando is a much tigh
tened M-16, so lightened in fact, that
despite it being called an assault rifle,
it is really a submachinegun. The wea
pon's lightness makes it rather flimsy
and therefore rather rare to have sur·
vived the time since the war, unless it
it in the hands of those who would
take good care of it (the Rich Five
and the Snake· Eaten).

Ruger AC-5S6 Select Fire Weapons:

Rate of Fire 40n50 RPM

The Ruger AC-556 is the select fire
version of the Mini·14. The AC·5S6
has been sold to some police depan
ments.

Marilo, SL Pistol 9 x 18mm:

Ruger Mini-14 Rifle 5.56 x 45mm:

The Mini-14 is a civilian rifle that be
cause of its relatively low price, has
been highly touted as a survival arm.
Folding stock versions also exist_

E-faetor 14
Weight 2.9kg
Effective Range 300m
Maximum Range. . . . . . 2,650m
Rate of Fire 40 RPM
Feed Device 20 or 30 Rd Magazine
Device Weight. . 20 Rd MagaZine; .2kg

30 Rd Magazine: .35kg

E-faetor _ .. 15
Weight 5I<g
Effective Range 80Om
Maximum Range 2.2OOm
Rate of Fire 660 RPM
Feed Device 40 Rd Magazine

or 7S Rd Drum
{May use 30 Ad Magazine from AK-47}

DeviceWeight ..40 Ad Magazine: 1.13kg
75 Rd Drum: 2.1kg

The Markov is the standard sidearm of
the SOl/iet Army and therefore it can
be found in the hands of the Soviets.
Note the round used in the pistol is
not 9mm Parabellum and cannot use
9 x 19mm ammo.

E·factor 9
Weight 0.9kg
Effective Range 50m
Rate of Fire 35 RPM
Feed Device 8 Rd Magazine
Device Weight. O. 1kg

RPK Light-MachiRegun 7.62 x 39mm:

The RPK is the Light·Machinegun ver·
sion of the AK·47 and is used by the
Soviet Army (and therefore would be
in the hands of the Soviets). The RPK
shares with the AK·47 many parts and
like the AK-47 is very rugged and
dependable.

c•

.J,.

Ruger Mini-14 Rifle

The Colt Comm.ndo Assault Rifle

Next issue, I have a special ad·
venture scenario planned for you. It is
an assault on a Krell base complete with
light armored vehicles and varied wea
pons. In the future. I will have other
scenarios involving Soviets, Canadians,
Mexicans, and Brazilians.
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ENEMIES OF JUSTICE
A TRILOGY OF VILLAINS AND

VIGILANTES ™ SCENARIOS

by PAUL RYAN 0 CONNOR

AUTHORS FORWARD AND INTRODUCTION
This trilogy of scenarios is designed for use with Fantasy Games Unlimited's Superhero role-playing game, Villains and

Vigilantes tm. Each of the scenarios presented herein are separate. independent adventures designed to be run individually.
Each is gauged for characters of different experience levels-guidelines for determining appropriate player-character levels are
provided in the introduction to each scenario. With a bit of work, individual Judges can weave these three situations together
into a continuing campaign, with the same characters facing each situation in turn. or the separate scenarios can simply be
inserted into the Judge's world with a minimum of effort.

Villains and Vigilantes tm is, by its very nature, an extremely open-ended game. As such. it is impossible to fully pre·
sent every possible detail within the scenarios pro... ided. If a situation should arise requiring information not presented herein.
then the Judge will ha ...e to fill in the details as best he or she can. As with any role·playing suppliment. Enemies of Justice
can pro... ide but a skeleton·-it is ultimately the Judge's responsibility to bring life to the ... illains and heroes described within
through the agency of his own imagination.

It is important to remember that this scenario is now yours, as the Judge, to use as you please. FE'el free to adjust
the characters and situations I· ...e presented to best fit your needs. For better or for wone, these are now your ad...entures··
do with them as you will.

Enjoy.

CONVENTION: THE POWER ROLL
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In the course of running Villains and Vigilantes tm ad...entures, I ha...e found that I've often needed to determine whether
or not a character has been caught by a trap, survi ...ed a fall from a great height. noticed some hidden item, or otherwise been
successful in performing one task or .another. Sadly. the Villains and Vigilantes tm lack guidelines for adjudicating such
situations.

To this end, I ha ...e de...eloped the "Power Roll". I include it here as you might find it useful in adjudicating the scenarios
included herein. The "Power Roll" is a catch·all sa... ing roll that a character must make to succeed in a particularly difficult task.

To successfully make a basic "Power Roll". a character must roll his or her current Power rating or less on 0100. A roll
equal to or less than the character's current Power rating indicates that the character has successfully accomplished the task
in question. Failure to make this roll indicates that the character has failed in the task. The consequences of success or failure
in a gi ...en task are left to the Judge to adjudicate.

Especially difficult tasks might require that the player roll some fraction of his Power. such as Y.. or ~. Especially easy
feats might be accomplished by rolling as much as twice a character's current Power rating. In any e...ent, a Power Roll result
of 01 . 05 always indicates success, while a roll of 96·00 always indicates failure, irregardless of the number actually required.

This system is presented purely as a tool for the Judge's con...enience. If it feels good, use it. Otherwise, ignore the rule
and use whate...er system you choose.



SCENARIO 1: AN HOUR FOR TERROR , A MOMENT TO DIE

Introduction To The Scenario

This scenario deals with the ticklish situation of a terrorist hijacking. While the villains of this piece are simple thugs,
weak in and of themselves, they deal from a position of power by virtue of the fact that they are threatening the lives of inno
cent people. Thus, while the terrorists would prove to be push,ollers for even a first level Superhero, the situation presented
might very well demand a more experienced character to avoid a tragedy This scenario probably will work best when used
either by a large number of low-level Superheroes (so superior learn tactics can win the day), or by a small number of more
experience Heroes (so finely honed powers can enter the contest).

The scenario begins with the Heroes being informed that a hostage drama is unfolding at a local airport. You may intro
duce this information in whatever way will best suit your campaign-a newsflash over T.V. or radio, an official alert on the
group's security monitor, a chance encounter along the characters daily patrol route...suit yourself.

The characters will arrive at the airport to find a stand-off situation. The terrorists, representing a group called "The
People's liberation Army", have taken control of an international flight while it was still on the ground at the airport. The
terrorists are demanding the release of five political prisoners from a local penitentiary, and safe passage out of the country.
The terrorists are armed and have threatened to kill one hostage every hour beginning at midnighl if their demands are not
met. It is unknown how the group managed to smuggle their weapons onto the flight.

The police have thrown up a cordon around the plane, and are attempting to negotiate with the terrorists. Approxi
mately half the passengers on board the airplane have been released, and by piecing together the information they could
relate, the police have determined that there are at least five terrorists on board. The remaining passengers are being held in
the coach section of the aircraft. It is known that at least one of the terrorists is in the cabin of the aircraft, while two others
have been sighted moving around in the coach section.

The police are in a jam. The Governor has already stated that the release of the prisoners in Question is impossible,
although this has not been revealed to the terrorists. The police have the aircraft completely surrounded, so the terrorists
can't escape, and police sharpshooters are positioned so as to be able to pick off the terrorists that expose themselves through
the windows of the airplane. Still, the police are loathe to open fire, as this would almost certainly precipitate a major disaster
with the remaining terrorists on board. Still, the negotiations with the terrorists are making no headway, and the hour of mid
night is fast approaching. Something will have to be done soon. It is at this point that the characters arrive.

The police will gladly accept whatever aid the Heroes can offer. Present the characters with the information above, and
let them decide what steps to take.

THE MAP
The map shows a schematic representation of the situation on board the aircraft. Windows are assumed to line the cabin

walls thorugh all sections of the airplane.
The jet is parked in a shadowy section of the airport, providing the characters with a chance to approach the plane

with a good chance of doing so unseen.

Up to Cockpit

Up to Lounge and First Class

First Class
...U

__,; Lounge Are.

Cargo B.y

11= ...u

Pe~aSl\S 2l~
Equlpmtflt Locker



THE TERRORISTS

There are six different members of "The People's liberation Army" on board the plane. They are detailed below.

1 ALLEN COOPER (leader)
STR: 15 10: 15 CON: 14 DEX: 15 CHA: 17 level 4 Age: 28 Power Potential: 59

Offensive Bonus: 0
Hit Points: 8
Direct Damage: +3
Other Damage: +2

Defensive Bonus: 0
Hit With Devices: +10%

Detect Entrances: 4%
Detect Traps: 15%

Allen Cooper is the leader of this band of terrorisu. He is very suspicious of attempted trickery on behalf of the potice.
He is more than slightly mad, and would not hesitate to give his life for his "cause". It is with Allen Cooper that the police
have been carrying on negotiations via radio. He is beginning to suspect that he'll have to kill some of the passengers to get his
way. and is prepared to do so.

Allen Cooper is wearing a cap, dark glasses, and a phoney moustache to hide his identity. He is armed with a pistol.

2 WILLIE SMITH
STA: 8 10: 10 CON: 14 DEX: 6 CHA: 9 Level 4 Age: 21 Power Potential: 38

Offensive Bonus: -10%
Hit Points: 2
Direct Damage: -1

Defensive Bonus: +5%
Detect Entrances: 1%

Detect Traps: 5%

Willie Smith is a trigger-happy psychopath with a barely-controlled lust to kill. He is a nervous sort, and is likely to start
at anything unellpected. Willie Smith is wearing a stocking mask and is armed with a pump·action shotgun. The shotgun
fires with the same modifiers as a rifle, and does 1012 damage if it hits. Willie Smith's Oexterity is low enough that it effects
his accuracy with the shotgun, causing a base 10% chance that Willie will hit some other target than the one intended when he
fires it.

3 BOBBY THOMAS (lookout)
STA: 11 10: 13 CON:7 OEX: 10 CHA: 10 Level 3 Age: 28 Power Potentia;: 41

Offensive Bonus: -5%
Hit Points: 6

Defensive Bonus: 0
Detect Entrances: 1%

Oetect Traps: 5%

Bobby Thomas is entrusted with the job of guarding the only open door to the aircraft. He has a keen eye and is very
observant, and glances perioc:hcally through the open door of the aircraft to see if anyone is approaching. Bobby Thomas
wears a hat and a hankerchief over his features and is armed with a .45 automatic.

4 JOHN GLAZJAW

STA: 11 10: 11 CON: 10 DEX: 10 CHA: 10 Level 2 Age: 23 Power Potential: 42

Offensive Bonus: ·10%
Hit Points: 2

Defensive Bonus: +5%
Detect Entrances: ,%

Detect Traps: 5%

John Glazjaw is the terrorist's ace in the hole. Hidden away in the furthest back section of the aircraft, his presence
should be unknown until someone is right on top of him. The police are unaware of his existence. Any Superheroes looking
into the aircraft through the window with standard vision will not spot his location. As a result, he could possibly make a
very dangerous foe. John Glazjaw is wearing a rubber horror mask of a Werewolf, and is armed with a .45 automatic.



5 ONE-EYED NICK
STR: 14 IQ: 17 CON: 10 DEX: 10 CHA: 14 Level 4 Age: 23 Power Potential: 51

Offensive Bonus: 0
Hit Points: 3
Direct Damage: +2
Other Damage: +1

Defensive Bonus: 0
Hit with Devices: +10%

Detect Entrances: 4%
Detect Traps: 15%

One-Eyed Nick is Allen Cooper's second-in-command, and is every bit as committed to "The People's Liberation Army"
as Cooper. Acting as the mediating influence with the terrorists in the main body of the plane, it is his responsibility to see to
it that no needless shooting breaks out. Ultimately, the responsibility will tall to him should Allen Cooper decide the time has
come to begin executing hostages. One-Eyed Nick wears a rubber horror mask to hide his distinct features. He is armed with a
.45 automatic.

6 RICK TOOLE
STR:9 10:4 CON: 9 DEX:9 CHA:3 Levell Age: 23 Power Potential: 31

Offensive Bonus: . 15%
Hit Points: 5
Direct Damage: ·1

Defensive Bonus: -+ 10%
Hit With Devices:-21)%

Other Damage: - 1

Rick Toole is a congenital idiot, barely aware of what he is doing. He believes the other terrorists to be his "friends",
and will do whatever they tell him to do.

The terrorists are anything but friends to Rick Toole. They've transformed him into a living bomb by strapping several
sticks of dynamite to his torso and wiring the detonator to a deadman switch. If Rick Toole releases his hold of the deadman
switch (which would happen if he were to be killed, or loose consciousness, for instance), then the dynamite would detonate,
causing 5020 worth of damage to anyone within his immediate vicinity. This would almost certainly kill Toole and anyone
in his section of the plane. The dynamite is clearly visible on Toole's body.

The Heroes could possibly negotiate with Toole if they used the right approach, but Toole will blow himself up if any
member of the terrorist group tells him to. The terrorists would probably rather not detonate Rick, instead preferring to use
Toole as a last-ditch bargaining tool.

TACTICS OF THE SITUATION
The terrorists will more or less remain in place until midnight, or until shooting breaks out, whichever occurs first. All

the terrorists periodically glance out the windows of the aircraft. Still, they are not the most observant people on the whole.
They probably wouldn't notice a Hero clad in black approaching the plane if he stuck to the shadows, but a Human figure in
a gaudy costume glowing with light and flying through the air would be a dead give away.

At midnight, Allen Cooper will give the order to kill a hostage. One· Eyed Nick will then pick a passenger at random,
drag him or her forward to the stairs, and shoot the hostage. This would almost certainly cause the police sharpshooters to
open fire. The results will probably prove disasterous.

You'll probably want to start your scenario around 11 :00 or 11 :30 p.m. to put the pressure on the characters to formu·
late a plan and act on it, Running this scenario in real time can add a touch of excitement.
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REWARDS AND PUNISHMENT
Successfully capturing the terrorists without loss of life will e::rn the Heroes $2000 in accumulated Rewards, the Charisma

Bonuses outlined in the rules. and Experience equal to three times their rate of gain each. The mission, however, probably
won't prove so successful.

If the characters really botch up the mission. they should get nothing in the way of Rewards or Experience, and should
probably suffer a Olarisma loss. If the mission is only partially successful, then the Judge should decide what mix of Reward
money, Charisma modification and Experience awards are appropriate.

In any event, the situation on the plane will have been covered live by all the major news networks. so the Heroes will
probably be in for some (possibly unwanted) publicity_ An event like this can make or break it Superhero's public image.

NOTES
The nature of this scenario should prove interesting and challenging to the players. Characters that are used to solving

problems with their muscle are liable to make some big mistakes in this one. In the end, the successful Hero in this adventure
will be the one who keeps a cool head and can manage to think on his feet.

SCENARIO 2: IN DARKNESS LURKS THE SLIME DEVIL

Introduction To The Scenario
This scenario concerns a series of gruesome murders in the city's sewer system. The scenario requires that the Heroes

enter the sewers and stalk a monster to its lair, ....here they will face the final confrontation. This scenario works best when
run with two or three mid-level Heroes.

The scenario begins when one of the Heroes is approached by a young child while conducting his daily patrol. The child
will say that he has a serious problem, and will offer the sum total of his allowance for the rest of the year if the Heroes will
help him.

The child says his name is Bobby Norton. He says that his father went to work three days ago, and hasn't been seen since.
Bobby's mother is of the opinion that her husband has simply walked out on his family, but Bobby won't believe this. His
father had promised to take him to a baseball game the day before, and, when he didn't show up, Bobby became convinced
that his father was in trouble.

It can be learned from the boy's mother that the father, Arthur Norton, worked with a repair crew in the city's sewer
system. Bobby's mother will tell the characters that she and her husband have been going through marital problems for several
years, and that her husband has walked out on her before. She could care less where he is, and hasn't bothered to call work
looking for him.

If the Heroes pursue the investigation to the Sewer Department, they will run into a wall of red tape. The Sewer Direc
tor has recently resigned his post, and the department is in an uproar. The ex·Director is staying at a vacation resort and is
impossible to reach. The Acting Director is an overworked secretary with linle time for meddling Superheroes.

If the Heroes persist in their investigation, they will eventually gain access to the company's work records. The records
show that Arthur Norton punched in at the correct time on his time clock the night of his disappearance, but never punched
out. The Sewer Department pays linle heed to this, as workers forget to punch themselves out on the clock as they go home.
Nevertheless, Norton has failed to return to work. After repeated attempts to reach Norton at his home failed, the depart·
ment decided to fire him. Norton"s discharge papers were issued a week ago, and still await his pickup in the repair crew
foreman's office.

It is at this point that the characters must take matters into their own hands if they wish to solve the mystery. This will
necessitate investigating the area where Norton was last seen: the sewers themselves.

There is more going on here than meets the eye. A series of gruesome murders have occured in the sewers over the last
month, but the Sewer DirectOf was ordered by higher·ups at City Hall to hush up the incidents. This is because one of the
higher-ups is affiliated with a major chemical company located in town, which has been illegally dumping radioactive com·
pounds into the sewer. News of the murders would undoubtably spark an investigation, which would reveal the illegal dumpings.
This would be very bad for the company. Hence, the cover-up. The Sewer Director quit his job because he could no longer
stand the burden of so many deaths on his conscience, but was in too deep to go to the authorities. The Acting Director
knows nothing of the deaths or the cover·up.
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IN THE SEWER

The sewers can be entered through most any convenient man hole or storm drain. The sewers thermelves consist of
miles of sprawling pipeline. Most of the sewer is devoid of interest. Rather than map out miles of boring sewer tunnels, use
the following procedure to determine what happens when the characters search through the sewers.

For each game hour that the Heroes spend searching through the sewers, each of the characters may attempt his or her
Detect Entrance roll. If made, then the characters have located the secret entrance to the Slime Devil', Lair. If none of the
Heroes manage to make this roll, then roll 1010 and consult the following chart:

1 - 5 Nothing happens. The characters may either continue to search or give up.

6 The Heroes find a patch of green, radioactive slime (see the section on the Slime Devil for an explanation of the slime).

7 The characters find a partially dismembered corpse. The corpse is too badly disfigured to identify. This may be Arthur
Norton, or it may be one of three other workers murdered in these sewers.

B The characters find the sewer area where the chemical company is illegally dumping radioactive materials.

9 The characters are attacked by a Serpent.

10 The characters are attacked by the Slime Devil.

THE SLIME DEVIL

STR: 16 10: 1B CON: 20 DEX: 17 CHA: 16 Level 10 Accidental Scientific Power Potential: 71

Offensive Bonus: +20%
Hit Points: 44
Direct Damage: +7
Other Damage: +3
Powers:
Emotion Control
Water Breathing
Revivication

Defensive Bonus: ·15%
Hit With Devices: +20%
Detect Entrances: 16%

Detect Traps: 20%

Lower Level Companions
Spiked Tail

The Slime Devil is an unholy Humanoid·snake creature, created by a freak reaction between the water of the city's
sewers and the radioactive waste dumped therein. The creature stands 6 feet tall in a semi·crouch, and is covered in dripping,
green slime. It has one, glowing yellow eye in the center of it's head, and sports a row of wicked spines that run down the
length of its back and onto its spiked tail. It has two deceptively spindly, multi·clawed arms and walks upright upon powerful,
almost Human legs. His body excretes slime, which is vaguely radioactive in nature, and can be found in patches all through·
out the sewer system.

The Slime Devil is highly intelligent, but that intelligence is alien in nature, and incomprehensible to Humans. The
Slime Devil views the sewers as his home and breeding ground, and will slay any who enter it.

In combat, the Slime Devil will attempt to use his Emotion Control first before entering into hand-te-c1aw combat.
Emotions it commonly attempts to instill include Fear, Claustrophobia, Panic, and Demoralization.

SERPENTS
Serpents are evolving versions of the Slime Devil. The creatures are hatched as small Serpents and grow to sizes in excess

of 12 feet 1009, before going into crysalis and emerging as full-grown, adult Slime Devils. While in Serpent fOl"m, the creatures
attack on the hand-te-hand column with a + 10% bonus. They have 10 Hit Points each. and no Power Potential. They have no
special defenses. Their Bite does 106 in damage if it hits. and carries with it a chance of radiation poisoning.
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LOCATING THE SLIME DEVILS LAIR
The Slime Devil's Lair is hidden behind a loose stone in a walled-up sewage tank located near the radioactive waste

dump sight. If the characters locate the Lair, the Slime Devil will automatically be within, unless the characters have already
encountered and destroyed it.

Within the Lair will be found the corpse of at least one of the missing sewer workers. The walls, floor and ceiling of the
Lair are lined with a multitude of slimy, semi·transparent eggs. Within a number of the eggs small Serpent·like creatures can
be seen to be moving and rustling.

This is the Slime Devil's lair, and while here the Devil will fight to the death to pmtect the eggs. The eggs themselves
can be destroyed by smashing or fire-several cans of gasoline and a match is probably the safest and most efficient way to
clean out the nest.

Note that a number of the eggs are ripe for hatching, and that smashing them will simply release the Serpent within.
Note also that if some of the Serpents escape the Lair into the sewers they will eventually grow into full-size Slime Devils
unless hunted down and destroyed in detail (their radioactive nature should make it relatively easy to locate them, given the
proper equipment).

Slime Devil

AFTERMATH: REWARDS AND PUNISHMENT

Hunting down and destroying the Slime Devil is worth a Hero's rate of gain times 10 in Experience points. Successfully
destroying the Lair and the young is worth an additional bonus of 5 times the Hero's rate of gain. No Charisma bonuses are
awarded for defeating the Slime Devils because the action takes place out of the public eye, and thus does not improve the
Hero's statis within the community.

Revealing the illegal dumpings and bringing the chemical company to trial is worth one Charisma point. Revealing the
cover-up operation and bringing the guilty parties to justice is worth the Hero's rate of gain times 10 in Experience points and
is worth a further +1 Charisma bonus. The details of the steps necessary to uncover the cover-up are left to the Judge to
determine.



NOTES
This is not a tidy scenario. The Heroes are going to get a tittle dirty before they can resolve the situation.
It is important. in running this scenario, to avoid pushing the characters into actions they don't initiate for themselves.

If the characters should choose to believe Bobby's mother when she says that her husband has simply walked out on her, then
let them. The menace in the sewer will continue to grow until sud'l time as it simply can't be kept secret any longer. or until
armies of Slime Devils begin to invade the city from the tunnels below. It will be the character's loss for having not investi
gated earlier.

Furthermore, there is a good chance that the characters wilt simply destroy the Slime Devil and leave the lair undes
troyed lor even undiscovered). If this is the case, then the young Serpents will mature into full size Slime Devils within six
months. and the pmblems will begin anew. This time, however, there will almost certainly be more than just one Slime Devil.
Each Devil will have a lair of its own, complete with its own stash of eggs.

As you can see, unless the Heroes act quickly, this one can quickly get out of hand. No one ever said a Superhero's job
was easy.

Still. in the end, the hardest job is likely going to be explaining to Bobby Norton that his father won't be coming home
any more.

SCENARIO 3 : FEMMES FATALE

Introduction To The Scenario
This scenario is a straight-forward hero-villain slugfest. The scenario concerns an attempted robbery of a local bank by a

pair of notorious super-villainesses_ As such, this scenario affords a rare opportunity for the Judge to inject a bit of realism
into his or her campaign.

Draw up a mental picture of what your local bank looks like. It will prove especially helpful if your players are familiar
with the bank in Question. Use this bank as the setting for your adventure. You may draw up a rough sketch outline of the
bank you intend to use if you think it will help you run the scenario, but most Judges will find that they can run this encoun
ter entirely from their head.

Alert the Heroes that a robbery is in progress at the local bank by whatever means suits you best. The Heroes will arrive
on the scene to find Sonic Doom and the Amazon busy stuffing bank cash into a number of sacks. Sonic Doom will have
already cracked the bank's safe wide open with a sonic blast. The bank personnel are huddled in terror against one wall,
guarded by the Amazon's menacing pet, Ubaz the Tiger.

SONIC DOOM
STR: 13 10: 11 CON: 24 DEX: 18 CHA: 12 Level 4 Sponsored Power Potential: 66

Offensive Bonus: 0
Hit Points: 17
Direct Damage: +3
Other Damage: + 1
Powers:
Heightened Constitution
Radio Reception Device
Sonic Abilities/Flight Device

Defensive Bonus: 0
Detect Entrances: 1'"

Detect Traps: 5%

LalM'a Foater, "Sonic Doom", is equipped and supplied by a mysterious industrial interest. She wears an outfit of black
and red, along with an elaborate head set/helmet and backpack device. Without this gear, Sonic Doom loses all her abilities
and 5 Hit Points. When not being used for raids on rival industrial firms, Sonic Doom is free to engage in whatever pastimes
she wishes-such as robbing banks.

Sonic Doom and the Amnon want to do little more than simply rob the bank and escape with the loot. They work as
a team, however, and won't lightly abandon one another in a tight spot. If the villainesses can get clear of the bank with the
cash, they'll probably try to escape via the flight setting on Sonic Doom's sonic device. In short, while these two will give
most any Hero or Heroes a good fight, they won't hesitate to flee if the situation dictates it.
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THE AMAZON

STR: 13 10: 25 CON: 22 OEX: 10 CHA: 18 Level 6 Accidental Scientific Power Potential: 70

Offensive Bonus: +5%
Hit Points: 26
Direct Damage: +5
Other Damage: +3
Powers:
Heightened Constitution
Power Weapon
Pet or lower Level Companion

Defensive Bonus: -5%
Hit With Devices: +40%
Detect Entrances: 32%

Detect Traps: 25%

Veronica Samms was a simple lab room technician before a freak chemical accident gave her the powers of a legendary
amazon warrior. Turning to a life of crime, the Amaron uses her abilities as the ultimate huntress to track down and destroy
Superheroes for pay_ Still, she isn't above doing a bank job now and then...

The Amazon's power weapon takes the fann of I bow, which fires energized arrows. Her Pet is Ubaz. an enormous
Tiger. Ubaz attacks at +30% on the hand-to-hand line of the combat chart, and does 2012 damage if he hits. He has 30 Hit
Points and no Power Potential. Ubu: is extremely intelligent, as well as being unswervingly loyal to the Amazon.

REWARDS AND SUCH
Capture of either Sonic Doom or the Amazon is worth the villain's level number times the Hero's rate of gain in Exper·

ience. Chari$lT'la bonuses are explained in the Villains and Vigilantes tm rules. The bank may offer the Heroes a reward of up
to S 1000, depending upon the circumstances of the engagement. There are no rewards available for the capture of either
Sonic Doom or the Amazon-most of their activities have been private ones, and thus they don't have prices on their heads.
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NOTES
This scenario provides some straight-forward action for fight-minded players. This scenario works especially well if used

as a warm-up for a more developed scenario of another type-people will sometimes do a better job at complicated, puzzle
solving role-playing if they have a chance to get the fighting urge out of their blood early.

Still. feel free to further develop this scenario. You might wish to experiment with the idea of having Sonic Doom on a
raid for her industrial concern for an item of some iml»rtance hidden in a safe deposit box in the bank.

AFTERWORD
Villains and Vigilantes tm is a simulation on comic books, and as such, is larger than life. In running scenarios for this

game, the Judge must take care that he doesn't become too rooted in reality. The world of the comics is, in many ways, a
simpler one than the world we live in, and it should be played as such. Remember that in the comics anything is possible.

For this reason, it is not recommended that you allow characters or villains to be killed. Toy with the dice a bit to en·
sure that the characters merely fall unconscious. Death really isn't part of a comic book world. If you feel you simply must
kill a character off, then see to it that there's some chance of the character undergoing a miracle ressurection sometime in
the future. Villains bounce back from supposed death in the comics all the time.

In the end, try to simulate the fHI of comic books, rather than the letter. Let your characters be Heroes and save the
world. You'll find you can't go wrong.

If you are a subscriber,look for the PEGASUS issue logo in
ads appearing in each PEGASUS. When an ad indudes the
issue logo, GUllOMEMBERS get 10% off the retail price of
any item in the ad if the item is ordered from JUDGES
GUILD. Your GUILDMEMBER BONUS for each issue will
be good for one (1) montk atter the issue date of that
PEGASUS. Be sure to state that you want your GUILD·
MEMBER discount and list the issue and page number on
which the item appears in addition to the regular ordering
info.
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Catacombs of the
Bear Cult

a complete T&T Dungeon with maps
and key for the Game Master

The Cult of the Great Bear has become a dE:'adly menace; the
Death Empress of Khazan has promIsed a special reward for
the person \"ho bongs to her the head of Bjorni osa-Medved,
the leader of the dreaded Cult. Your J!,roup of characters has
emered Cult terri lory. Their fame and fortune - and their lives
- depend upon how well they deal With the shape-shlftinA
hIghwaymen of the Great Road!
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HEROES OF

A WHOLE NEWWORLD OF ROLE PLAYING

I
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HEROES OF OLYMPUS
HEROES OF OLYMPUS IS a role playing heroic fantasy game
for multiple players and a gamemaster In addition to this
mode of play, some scenarios are playable in the form of
conventional two player combat games, or even in a solitaire
mode. The model for HEROES OF OLYMPUS is the voyage of
the Argo. on which the greatest heroes of Greek legend sailed
in a quest for the Golden Fleece.

HEROES OF OLYMPUS includes a full-color campaign
map. four full-color scenario maps, 216 two-sided full-color
du.> cui playing pieces and extensive rules of play

Scenarios in HEROES OF OLYMPUS include:
• The Challenge of Amycu5
• King Phmeus and the Harpies
• The ClashIng Rocks
• The Golden Fleece
• An Assortment of Monsters

TASK FORCE GAMES - THE NEW FORCE IN GAMING
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The Hand of Zei
by L. Sprague de Camp

Released by Owlswick Press
Reviewed by C. J. HendeBOn

For those who like collectables,
Owlswick Press is oftering a real beaut
these days. Thirty years ago, L Sprague
de Camp knocked out a sizeable (this
printing comes to almost 300 pages)
novel entitled The Hand of Zei. One of
his Viagens Interplanetarias series
books, it is packed with great fun,
covering nearly every fantasy precept
created by E. R. Burroughs, weaving
them all together in a fast-moving, often
hilarious, novel.

The action takes place on the
distant planet of Krishna. Writer Dirk
Barnevelt and xenologist George Tan·
galoa are sent there by their firm. Igor
Shtain, ltd., to finish shooting the film
footage the company is under contract
to moot and to rescue their boss, Igor
Shtain, if possible. Tangaloa looks upon
the enterprise as somewhat of a vaca
tion; Bamevelt approaches the assign·
ment with dread. Leaving the Earth,
something he has wanted to do for
most of his life, means leaving his
mother behind, something he is loath
to do • mainly because the woman has
brow-beaten him into submission since
childhood to the point where he is ter·
rified of her. But, Tangaloa gets him
aboard their space ship, away from his
mother, and off to Krishna.

With thoughts of his mother
haunting him all the way, Bamevelt
launches himself into the problems at
hand - mainly, getting into Krimna un·
recognized, getting his footage and his
boss, and getting back out again in one
pfec:e. He knows it won't be easy; most
of the planet is suspicious of Earthmen.
and, since the Viagens Interplanetarias

has a non·interference directive (15
..... years before Star Trek· there are no

new ideas) he will have to go it with
sword and wits alone.

The story that follows is 8 panic;
it is filled with dinosaur con·men,
pirates, sword fights, nal/al battles,
political in-fighting, and Alvandi of
Oirib, Oueen·ruler of a land defended
and dominated by women.

Even as a prediction of things to
come, The Hand of Zei makes good
reading as we watch poor mama's boy
Barnevelt tackle an entire society which
is his worst nightmare come true.

De Camp has called upon many
of the things he knows best, sailing in
partICular, to make this novel both
powerful and interesting. All of the
characters are strongly drawn. The
action is not only good, but it is fairly
non-stop. The pace is rapid as Barnevelt
and Tangaloa escape from one mess
after another, trying to do their job and
stayalive_

The author can be excused for his
broad parody of R. E. Howard in the
fonn of Barneveh. Howard was not the
recogniZed figure when the novel was
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written that he is today. Taking the
characterization in the spirit it was
meant actually helps to make the book
more enjoyable.

Another one of the things which
makes it enjoyable is the artwork. Be·
sides the full-cover color (by Kelly
Freas and Edd Cartier). the interior is
filled with black and white illustrations
by Edd Cartier. one of the great illus·
trators of science fiction's golden af}e.
They are the original illustrations from
the novel's first printing and have lost
none of their chann or distinction over
the past three decades.

All in all, The Hand of Zei is a
grand adventure and good fun woven
together at a rapid pace. Like most of
de Camp's work. it is well worth the
effort of tracking it down.

To order this Owlswick book or
merely to get their catalogue, write to:
Owlswick Press, Box 8242, Philadel
phia, PA. 19101, or check with your
local fantasy book shop.

The Science Fictional OinO$lur
Edited by R. Silverberg, C. G. Waud'!,

and M. H. Greenberg

Released by Avon/Flare Books
Reviewed by C. J. Henderson

As it has often been said, every
body loves dinosaurs. Science fiction
and fantasy are filled with them. For
some reason, a gigantic lizard on the
cover of a paperback will always help
sales. And. in the case of Tom Hilde
brant's cover for The Science Fictional
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Dinosaur, there should be no excep
tions_ The editors have taken nine, top·
notch science fiction dinosaur stories
and gathered them together under one
roof to the delight of readers across the
country.

It is a broad collection. There has
never been a funnier dinosaur story
than Isaac Asimov's "A Statue for
Father." Paul Ash's "The Wings of a
Bat" is a good, grumpy tale with an
undramatK: yet satisfactory ending.
Asimov's second entry. "Day of the
Hunters," is humorous in its telling but
not in its message. A story that com
pares the mysterious end of the dino
saurs with modern-day life, it is all the
more chilling now, 30 years after it was
written.

After that, however, humor
vanishes, for the most part. Harry Har
rison's "The Ever·Branching Tree" is a
classic tale of childhood and its indif
ference to the past. Brian Aldiss writ"

a much harsher story in his short-short
"Poor little Warriorl" Many tales have
been written about men traveling time
to hunt dinosaurs, but never has one
been so hard on its subjects as this one.
With his usual flair, Aldiss has ground
his central character down under the
pressures of an uncaring world, des
troying his dreams with a cruel snap
ping of truths.

Also dealing in harsh realities is
Poul Anderson's 'Wildcat," a tale of
ecological rapists and political mad
men. Written in '58, after McCarthy and
ciJring the opening paranoid years of
the cold war, it is a bitter, grey, hope
less story of irrational hatreds and
fears. Its grim premise and telling prac
tically negate its pitifully absurd
"happy" ending. Written man! recently
and yet just as harsh in their judge·
ments of mankind are F. D. Gottfried's
"Hennes to the Af}es:' and Bob Silver
berg's "Our lady of the Sauropods."
Both are harsh tales indicating that not
only might the dinosaurs have t>e.en
more intelligent than we usually gIve
them credit for, but they might have
been more intelligent than we.

Worth the price of the boOk all by
itself, however, is Robert F. Young's
''When Time Was New." like most of
Young's work, it is basically a love
story, but that is not meant to demean
the tale. "When Time Was New" is a
touching and clever piece of modem
fiction. Although it bends the laws of
probability slightly to achieve its can·
clusion, since that is one of the hidden
points of the story, it does not matter
much.

ContinlJ«l 0/1~ 93
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AELELS TUTORING SERVICE
The above sign hangs ouuide of a small building on Water-Rat Road in the City State of the Invincible Overlord. The

house has one room where currently seated is Aelel. He gives the following speech:
"1 run a small tutoring service. For the small sum of 1,000 GP. I can advance you as far as 6th Level, depending on

your line of work and ability. This price indudes one year of totally safe lessons. Of course, if I let in just anyone, people
would be knocking down my doorl. Therefore, there is a little entrance exam. The folks who do the best get the most of my
attention, and a few flunk out. The test is totally safe and requires 100 GP to enter. If any of you want to take it, give me
your money. and I'll tell you more."

If anyone agrees, he takes the first one and tells the rest to come back tomorrow. He leads the person through a door.
which he casts a Lock spell upon, and then down the stairs.

"The main purpose of this service is to get leaders for my little group. although joining my group is not required:' he
explains. "If you ever wish to give up, call for me. Whenever I hear my name, whatever is attacking you will stoP. and I will
take you out of the Dungeon. When you call, you are giving up and, thus, flunking the test. Creatures are expensive, so don't
kill anything if you can help it. Your mission is to safely get through the Dungeon. On the way, try to remember what you
see, and take anything of value. I will be testing your memory. care, agility, and common sense. Above all, remember that
there is a way out of any situation in which you may find yourself if you have made all the right decisions. Finally, try to be
fast. Slow folks are boring." With that, he disappears, and the player finds himself at the entrance to Room 1.

Aelel is a Human. 10th Level FTR and 5th level Magic User. As he will only arxept 1st level characters, that should
indicate what happens if they try to fight. Aelel has a Bracelet of Invisibility and Elven Boots. and he will follow the player
through the entire Dungeon. If the player fails the test or refuses to be a student, Aelel will place a spell of Forgetfulness on
the player which causes the player to forget the past day's events.
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Player: The door into this room is yellow. To your lett is a 10' by 15' chamber. In front of you is a green door. There
is a grating which is slowly rising between you and the chamber. In the chamber is a very hungry-looking lion.
Judge: If the player decides to run to the door within five seconds after hearing the description, he will make it.
Otherwise, he will have to fight the lion. The lion is ARM: as leather, Hit: 4; HTK: 15; Damage: Claws (1 ·4/1 ·4)
and Bite (1 • 10).

Player: This 10' by 10' room is well lit by torches. There ;s a large pile of Copper Pieces in tile far lett comer. There is
an opening opposite you.
Judge: Under the pile of 500 CP are several items. They are a Sword, a scrol~a light Crossbow with 200 Bolts, a pair
of glasses, a Cloak, and a key. The scroll reads "You may take three items. but leave the rest alone." The glasses act as
a Magical Sight spell which enables the wearer to see through all magics that hide the true nature of things. The key
will open any lock in this Dungeon. If the player tries to leave with more than three items, Aelel will throw a Sleep
spell on him and cart him out of the Dungeon. Note that a torch may be taken as one of the three items, and all items
not described above are normal and not magical.

Player: This corridor is very bright; the light is almost blinding.
Judge: This is simply to keep the Orcs in their place. They will not venture here,

Player: There is an arc with a Broadsword here. He is blinking in your direction.
Judge: If the player walks around the corner, the arc will smile and hold out his hand. If he is given 5 CP or more, he
will allow the player to pass by him. Otherwise, he will call the guards from Room 5 and attack. Any character may
try to sneak by at +50% Normal Probability because of the arc's blindness. arc: ARM: None; Hit: 1; HTK: 4;Wea·
pon: Broadsword.

fltayer: The 15' by 15' room is barely lit by a candle on a table in the near right corner of the room. Five Orcs are
deeply engrossed by a card game at the table. There is an opening opposite you.
Judge: Any player can sneak through by rolling less than their Agility on 1012. Thieves may attempt to steal one of
the bags where the Orcs keep their stakes, 540CP. The loss will be discovered in one round. 5 Orcs: ARM: None. Hit: 1;
HTK: 4, 8. 3, 2. 7; Weapon: Scimitars.

Player: There is a 15' wide, unlit corridor leading to your right. There are bunks along the walls.
Judge: There are a total of 20 bunks. Each has 3· 18 CP under the pillow. The players may attempt to "pickpocket"
the sleeping Orcs, but failure indicates that the arc woke up. 10 Orcs: ARM: None; Hit: 1; HTK: 7,5,9,4.4,7,7,7,
6. 4; Weapons: Stilettos.
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Player: The door into this room is orange. The room is 10' by 20' and lit by the fireplace on your left. There is. table
with ten chairs in the middle of the room. Three are occupied by loudly snoring Orcs with mugs in their hands. A
large keg is on the table. Above the mantef is a painting of a very ugly Orc which is lit by 2 candles in golden candle
sticks. There is a golden skull on the mantel.
Judge: The skull is worth 100 GP and weighs Sibs. The left candlestick, if rotated clockwise. causes the interior of the
fireplace to silently mOlle downward, revealing a passage. Both candlesticks are firmly attached to the wall. 3 Orcs:
ARM: None; Hit: 1; HTK: 6, 7, 6;Weapons: Scimitar.

Player: This room is completely dark. It is 10' by 10', and you hear a sleeping creature.
Judge: The sleeping creature is the Orc in the painting. He will wake up if a light source is brought into the room and
will jump out of the painting to attack. Next to the Orc is a large chest. It is unlocked but trapped. A Thief or a Dwarf
can detect the trap easily and remove it. Others may detect it only. The trap is a large siren which goes off when the
chest is opened. The chest is filled with clothes, and, in the false bottom, is a + 1 Rapier and a 500 GP ring. Orc:
ARM: None; Hit: 2; HTK: 13;Weapon: Whip.

See Room 4. The Orc is facing away from the player.

See Room 3.

Player: This room is dimly lit by torches. It is 15' by 15'. There is a blue door on your left, an orange door opposite,
and a yellow door on your right. In the center of the room is a pedestal with some paper on it.
Judge: The paper states, "Go through the door that is the same color as the one through which you first entered."
The blue and orange doors are fakes. If the player tries to open them, Aelel will put him to sleep and cart him out.

Player: In front of you is a pit, 20' across. You can't see the bottom. There is a rope going across. At the end of the
corridor is a golden-colored door.
Judge: If the player crosses by the rope, he gets 10', and the rope dissolves. He will then fall for up to 1 minute. This
whole set up is an Illusion. If he doesn't figure it out in a minute, Aelel puu him to sleep and carts him out.

Player: This room is lit by torches. There is l' of fur covering the floor of the 15' by 15' room. There are two doors
on your left. The first is copperoCOlored; the second is brown.
Judge: The copper door is a fake and is well.grounded. Anyone touching it receives 3 points of damage from static
electricity. If this results in death, the player instead is reduced to 1 HTK and is unconscious. Aelel will then take him
out.

Player: This area is filled with stalagmites and stalactites. The walls are very rough. It is unlit.
Judge: Every 10', there is a 25% chance that the players will be attacked by a Mobile Stalagmite. If the player is
looking for strange things, the Stalagmite's chance to hit is reduced by 4. The walls are very easy to climb: 95% for
Thieves, Acrobats, and the like, and 80% for others. Mobile Stalagmites: ARM: as RCD; Hit: 2; Damage: 1·4.

Player: This 10' by 10' room is well lit by torches. A large, totally silent Ogre is sleeping in the opening opposite you.
Judge: The Ogre is a Minor Illusion. It makes no movement or noise. If it is touched, it disappears. The chest is locked
and trapped. The trap can be detected by anyone with a Dexterity of 9 or higher. It can be removed by any Thief. On
the lock is a small inscription, "State my master's name, and I open." If the player says, "Aelel," that individual will
remove the player as promised at the beginning of the adventure. The trap fills the room with Sleeping Gas when the
chest is opened, and Aelel will take the player out. Inside is a Scroll with a Slumber spell upon it.

In this room, Aelel collects all that the player has taken, giving points as follows:
Each GP or equivalent + 1
Slumber Scroll +500
Each point of Damage taken . 100
Each Orc killed 10
Lion killed 50
Every second falling down Illusory pit 1
Each room character can describe as to

contents, doors, and dimensions
(within 5') + 50

The resultant total is multiplied times 10. Aelel will tutor the player for one year for 1,000 GP. The player must
spend all his time at his studies but will receive the above number in Experience Points at the end of the year, danger
free. If Aelel had to rescue the player or put him to sleep, he will not be tutored, but will receive the number of points
he accumulated before reilCue as Experience Points, although they will not be multiplied by ten.
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THE TOWER OF MABELECK

INTRODUCTION
The Tower of Mabeleck stood for many yean; in the hills just north (Hex 30171 of the village of Kolda. With his ap

prentice. Kamshka. the Incomparable, Mabeleck practiced a fonn of evil that, for many years, darkened the lives of those
who chanced to live nearby.

How he got his appellation, "Mabeleck the Mad," is not genuinely known, but it is believed to have something to do
with his demise. One night, the world for miles around awoke to a great flash and a resounding boom, and then the night re
turned to silence. The light. however, did not fully fade. When it did go out, adventurers to the blast site found nothing but
fragments of the tower, scarred earth, and a host of demonic footprints gathered about the still-smouldering foundations.
Many believe that Mabeleck went insane and blew up his tower with an immense Fireball; others say that he made a miscal
culation while working on a spell or a potion. Still others say that the evil he served finally destroyed him. Whatever the case
may be, Mabeleck the Mad has not been seen for 150 years. The grass has grown up around the site. and the foundations have
cooled; no one claims to have entered the subtenanean chambers. The townspeople, on general principal, shun the area. and
it is reputedly frequented by Orcs and the like.

A legend, which the villagers are fond of quoting to gullible adventurers, speaks of a rare Gem buried in the bowels of
the tower but with a Curse laid on it. Another legend speaks of a silent guardian, the Hammer and Scourge of Evil, that con
tinues to haunt the place.

GENERAL NOTES
This dungeon is designed for a group of 3 - 6 low-levet characters; however, it is not an easy dungeon. It is not recom

mended for novice players, as death can come quickly to characters who act rashly.
The Ruined Tower is situated on a low hill. All that is left above the ground is a fairly strong. round foundation of

stone about 60' in diameter. The foundations are about 25' high. There is nothing else left of the walls. The interior of the
tower is only a pile of jumbled rubble, but there is an opening near the center which is the stairway leading down to Room 1.
The only other entrance is througn a hollow tree just to the east of the tower base, which has a secret, well-hidden door in it
that contains a ladder leading down to Room 13.

The dungeon floors are of smooth rock, but the walts and ceilings are constructed of stone blocks, 2' high by 3' long
by l' deep. The dungeon consists of three levels. Access to Level B can be gained by passing through the secret door and
down the stairs just past Room 8. This will put the party at Area B on Level B. Access to Level C can be gained by going
down the stairs just past Area D. This leads to Room 18. By passing through a secret door on this stairway, access can be
gained to Room 19.

There are no Wandering Monsters in this dungeon, but there is no need to mention this to any of the player-<:haracters.
If, however, you feel that, at some time during the adventure, a Wandering Monster is needed, I would recommend a Giant
Spider or, perhaps, some Giant Centipedes, these being creatures that could, theoretically, co-exist with Orcs without directly
coming into conflict with them.

THE ORCS OF MABELECKS TOWER
The Orcs of the tower, led by Grabzag, are an outcast band. They were kicked out of their own tribe because they

were unusually offensive. The Chieftain. formerly Lieutenant Grabzag of the Dripping Blade tribe, has a Charisma of 6. The
rest range from 3 to 5. The Orcs stink and do not bathe. Yet, they are proud of themselves, for they accidentally found the
secret door in the tree which leads to the complex, and, therefore, they fancy themselves to be Orcs of unusual merit. They
have been living here almost a year, but they have not yet been noticed by anyone because they are incompetent Thieves.
They tend to raid only defenseless peasanu, and, in such outlying areas, defenseless peasants have little money. The Orcs fight
as 1 Hit Die monsters except for Grabzag, who fights as a 2 Hit Dice monster. Each Orc will be carrying 2 ·8 CPo The Orcs are:
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Grabzag: (18 Strength)
Enac:set: (17 Strength)
Rotcod:
Kakuk:
Ramsnatcher:
Skinrender:
Bloodlicker:
Hor1c:torker:
Pheces:
Boozo:
Slime/ips:
Aristotle:
Mungburger:
Robolik:
Dribgnik:
Torder:
Boor:
Elfstomper:
Gutsucker:
Drooltapper:

11 HTK. + 1 Two-tlanded Sword
8 HTK. + 1 Scimitar
8 HTK. Battle Axe
5 HTK. Scimitar
4(0)HTK
7 HTK. Spear
3 HTK, Scimitar
4 HTK. Spear
5 HTK. Mace
5 HTK. Scimitar
6 HTK. Scimitar
7 HTK, See Area C
2 HTK, Dagger
4 HTK, Hand Axe
6 HTK, Hammer
7 HTK, Battte Axe
6 HTK, Battle Axe
3 HTK, Hammer
4 HTK, Hand Axe
2 HTK, Dagger

in Room 14
in Room 3
in Room 2
in Room 2
in Room 6 (already dead)
in Room 12
in Room 12
in Room 12
in Room 2
at Area 0
at Area 0
at Area C
in Room 16
in Room 16
in Room 16
in Room 15
in Room 15
in Room 120r16
in Room 120r 16
in Room 120r 16

Room

Room

Room

Are.

Room

THE DUNGEON
130' x 20' x 20' (high): Twigs and leaves lie scattered about the floor of this empty room. The stairs to the west

lead up to the surface.

240' x 20' x 20: This room contains 3 Orcs (ARM: Ringmail): Rotcod - B HTK, Kakuk - 5 HTK, and Pheces
5 HTK. These Orcs are guards, but they are presently involved in a game of dice. They will be surprised on a roll
of 1 ·4 on 106.

320' x 20' x 10': An Ore Sergeant. Enacset (17 Strength; ARM: Chainmail; B HTK). is stationed here. He sits at a
desk that once belonged to Kamshka, the apprentice of Mabeleck, whose study this once was. There is a Scroll
in the desk with three spells on it. They are spells of lIIu$()ry Noise, Minor Illusion. and Illusion. The Orcs have
not touched the Scroll because they believe it to be worthless. The desk is made of heavy oak and is worth
15 GP. A matching chair is worth 3 GP. If a battle OCC\lrs in Room 2, Enacset will shout a warning through the
"Communications Tube" on the east wall. The "Tube" is about 6" in diameter and about 5' from the floor. It
leads to Grabzag's room below. There is only a 10% chance for Grabzag to hear Enacset's warning, however,
because rats continually use the ''Tube'' for their own purposes and frequently block it temporarily. Persons
using a spell of Diminuarion or some other similar magic to enter and descend through the "Tube" have a 50%
chance of meeting a rat each turn (treat as Giant Rat) due to character's reduced size). It will take 3 turns to
descend to the Chieftain's room. Items rolled down the "Tube" will anger the Chieftain below, but he will do
nothing until the guards get off duty.

4 A rope dangles from a 3' diameter hole in the ceiling, 20' above. If the rope is pulled, it will tip over a cauldron
full of hot oil (3 - 8 points of damage) totally inundating a 10' square area including all characters within that
area.

S 30' x 30' x 30': There is a stone pillar, 20' tall, in the center of this room. If this pillar is touched, it will become
supple and william out at whoever touched it, striking once per melee turn until the character who touched it is
dead or has managed to dodge the blows and flee the room. In order to dodge the blows, the character must
make a Saving Throw ¥s. his Agility on 1020. He must roll Agility or tower. Failure to make the Saving Throw
means that the pillar has struck and caused 2 - 7 points of damage. There are also three skeletons lying in the
room. They were slain long ago by the pillar and have since been looted of all treasure. The letter A on the map
marks a loose stone in the wall which can be pried out to expose a 2' x 2' crawlway which leads to Room 7.
There is a short stairway along the east wall which leads up to Room 6.
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Room 8 30' x 20' x 20': This room contains the body of a dead Ore, crushed and lying in a pool of dried blood, if the
party chooses to look carefully, called Ramsnatcher, who wandered up from the tribe below to meet a horrible
end. There are two false doors in the room and on the ceiling above the dead Ore is a very noticeable blood
smear, should the party look up to see it. Any character stepping into the room will be crushed as the floor
hurtles upward to smash against the ceiling unless the character makes his Saving Throw vs Agility and, there
by, manages to jump safely back to the stairway.

Room 7 20' x 30' x 10': The crawlway beginning at Area A from Room 5 ends at a similar loose stone in the west wall
of Room 7. The most notable feature of this room is a large, stone throne, covered with leather and with a
heavy fringe along the arms. If a character sits on the throne and rests his arms on the arms of the throne, the
many 12" long strands of leather fringe will become magically animated and will hold him fast by the arms.
Only those with Strength of 12 or over have a chance of breaking free. Each point of Strength over 12 gives the
character a 10% chance to break free. Once seizing a victim, the chair will teleport through the floor to Room
12. It will teleport back after 24 hours. Any character not being held by the throne has no chance of teleporting
with it. The throne will radiate magic if detection of magic is attempted.

Room 8 Room 8 is just north of the door leading out of Room 7. It is 10' square and is crypt-like. A skeleton, non
animated, in a robe lies on a rough, wooden couch along the west wall. Besides the valueless robe, it wears a pair
of Magical Bracers. They are apparently Defense Bracers, but they are cursed. When the wearer first faces an
enemy while wearing these Bracers, they will slap together behind the character's back, holding him like hand
cuffs. A Remove Curse spell is necessary to remove them, and all combat and spell casting will be impossible
until that time.

Room" 30' x 20' x 20': This room contains a flesh Golem with 30 HTK which will only fight if the party attempts to
enter the room. If the party flees, the Golem will lose interest in them and will not pursue. There is a false door
in the south wall.

Are. B Access to Area B is gained by passing through a secret door in the hallway down from Room 8 and going down a
stairway. There are two drunk Orcs here, guarding this entrance into the complex of Orc rooms. They are only
moderately drunk, so they only get a -1 on their attack dice, and the Judge has the option of giving each an
added HTK to reflect the extra damage they can withstand while drunk. The Orcs are Boozo (ARM: Ringmail;
5 HTK) and Slimelips (ARM: Ringmail; 6 HTK).

Are. C An insane Orc guard has posted himself at this door. As he is a Berserker-type fanatically devoted to guarding
the route to the sewer (via the trap door in Room 19). he swallowed the key to this door several hours ago. This
key is the only way through the door because it is solid metal, l' thick. An Opening spell or a character with
Hill Giant Strength or greater would be able to get it open, however. The Ore, Aristotle (ARM: Ringmail, HTK:
7) will never stray more than 10 feet from this door. He carries a Longbow, 5 Arrows, and a Longsword.

Are. D There is a 100 GP gem lying on the stairs about 10 feet past this point. If it is disturbed, the steps will suddenly
change into a chute, causing any players on the stairway to slide down through the door at the bottom and end
up in a heap in Room 18. The gem will go back to its position on the stairway, the stairs will reform, and the
entire process will be ready to go again. Thirty feet down the stairway, on the west wall, is a secret door. This
door gives access to a passageway and then to a stairway leading to Level C. Room 18 is also on Level C.

Room10 20' x 20' x 20': This room contains a battered but still padlocked, heavy trunk. It is rooted to the floor in the
southeast corner of the room. The only way that it can be opened is by an Open spell or by saying, "Open," in
Elvish. This will cause the padlock to unlock and drop off. If the trunk is opened, the players will find it empty,
but, as they lift the lid, a secret door, previously undetectable except by magical means and unopenable in any
case, will slide open along the west wall. The entire room is defiled by Orc droppings and stinks. The wails are
covered with various curses in Orcish.

Room1 1 10' x 20' x 10': This room can be entered only by means of the secret door from Room 10 and contains 3 suits
of Elf-sized Scale armor, a pair of boots, and a leather pouch. The boots are Elven Boots, but there is a large
Spider hidden in the left boot which will attack any foot which enters the boot. Any character remembering to
check inside the boots before putting them on will easily see the Spider. The Spider takes 4 HTK, does 1 damage
point per melee round, and is not poisonous. The suits of armor are along the south wall, and the one in the
middle is +1. The pouch contains 20 SP, 7 GP, and 3 base 10 GP gems.
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floom12 30' x 30' x 20': This is the torture chamber. There are always 3 - 6 Orcs present here (lD4 + 2). They will be
torturing any player teleported down via the throne from Room 7. The Orcs will knock the character in the
throne unconscious, speak the word, "Zitfra," which unlocks the hold ot the leather fringe, remove the player
from the throne, and strap him to the rade in the northeast comer of the room. They will wait five minutes for
the character to revive and then start torturing him. The torture does 1 damage point every fifteen minutes, so it
is possible for the player to be rescued before the Orcs kill him. It is recommended that you don't tell the party
what has happened to their lost romrade, however. If no players are teleported to this room by the throne, the
Orcs will be torturing a Kobold with 2 HTK. He will be slain by one of the Orcs if the party attempts to rescue
him. If a character does teleport in by throne, the Kobold will be slain and his body tossed into the small stream
which cuts through the southern part of the room. There is a secret door along the southern part of the room.
Tnere is a secret door along the south wall which leads to Room 13. The Ora in tnis room are Skinrender
(ARM: Ringmail; HTK: 7), Bloodlicker (ARM: Ringmail; HTK: 31. and Horktorker (ARM: Ringmail; HTK: 41.
One or more of the following Orcs may also be here. If they are not here, tnen tney will be in Room 16: EIf
stemper (ARM: Ringmail; HTK: 31. Gutsucker (ARM: Ringmail; HTK: 41, and OrooUapper (ARM: Ringmail;
HTK: 2).

Room 13~ x 10' x 10': This room contains a ladder going up to the surface. It ends at the secret door in the hollow tree
In the Genel'lll Notes.

Room 14 20' x 20' x 10': Grabzag, the Ore Chieftain (ARM: Chainmail; HTK: 111, makes his home here. He will be sitting
at his desk, examining a map of the region, and planning future raids. He carries 30 SP and 7 CP in a purse at his
belt. He also carries a Healing Potion which he will quaff if damaged in combat {restores 2 - 9 points of damagel.
There is a hole in the east wall beside the desk, about 5' from the floor and 6" in diameter, which is tne end of
the "Communications Tube" mentioned in Room 3. The stream from Room 12 passes through this room as
well. Grabzag uses it for drinking and for body wastes disposal. In a locked chest under Grabzag's bed is the
Orc's treasure. It consists of 300 CP, 150 SP, 37 GP, and a jeweled bracelet worth 50 GP.

Room 1S 20' x 20' x 10': This is the room of Grabzag's officers. Torder {ARM: Chainmail; HTK: 71. an Ore Sergeant, and
Boor (ARM: Chainmail; HTK: 61, an Ore Lieutenant, are here. There is a 25% chance that Torder will not be
nere but will, instead, be in Room 16 taking roU call. Under the three mattresses of the three beds in this room
are purses containing lB, 21, and 27 SP. The stream passing througn this room is also used for drinking and for
waste disposal.

Room18This is the barracks. There are beds here for 14 Orcs. Three unarmored Orcs, Mungburker (HTK: 2). Rabolik
(HTK: 4), and Dribgnik (HTK: 6) are always in this room. Three Orcs from Room 12 and one from Room 15
may also be here. See those rooms for details. The stream also cuts through tnis room and is, again, used for
drinking and for disposal of body wastes. In addition, the soutnwest corner of the room is a virtual dungheap.
There is no treasure in tnis room except for tne meager fortune of 2 . 8 CP that eacn Ore carries with him.

Room17 20' x 30' x 15': There are two Gnolls in this room. They are Crollworthy (ARM: Chainmail; HTK: 12) and Snil·
diddler (ARM: Chainmail; HTK: 9). Tney are advisors to Grabzag, though ne would gladly get rid of them if he
could because tney demand more pay tnan he Is willing to give them. Tney have 32 SP and 7 GP each; they
divide tneir money equally between them. Crollworthy carries a +1 Spear. There are two beds in this room, and
the room is kept neater tnan most of the Orcs' rooms.

Room18 Any characters sliding down the chute into this room (see Area D for details) will strike tne far wall away from
the door, taking no damage. Tnere are 4 Zombies in the room, one in each corner, wnich will move to attack.
They cannot, however, leave the room under any condition. The Zombies take 8, 7,5, and 4 HTK. The room is
20' x 30' x 15' and reeks of death and rotting. There is no treasure here.

'oom18 30' x 30' x 20': This room is different from all the others in that it has plaster waHs covered with a harmless,
green mold. Water will be dripping from several random points on the ceiling. The secret door in the soutn wall
can be detected only by magical means. The trap door in the ceiling is obvious; there is a rope hanging from it,
also covered in the damp, green mold. If the rope is pulled, the trap door will burst open, and the room will
rapidly flood, for, just above, is the sewage pool of the Orcs. When the room is half full (just 10 minutes). the
secret door in the south wall will open, draining the entire contents of the room, including the party, down a
chute to Room 20. Players must make a Save lIS Endurance to avoid taking 2 - 12 points of damage from
choking in the foul waters. In the southern end of the west wall of tnis room, there is a door hidden under the
plaster. The hidden door leads to Room 21. It can be found only by tapping, which will reveal a hollow sound,
or by tearing away the plaster which rovers it.
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Roam 21

30' x 30' x 20': There are two Ghouls in this damp. filthy room. They are 3 Hit Dice and take 6 and 5 HTK.

30' x 20' x 20': The walls of the room are solid stone painted white and very dusty. Along the west wall is a
gold pedestal holding a large gem. The pedestal is flanked by metal :>arrels about 3' high. In the wall, at floor
level, in the southeast corner, is a small hole 3" in diameter and only 3" deep. where it is blocked by a stout,
brass plate. The gem appeal'5 to be quite valuable but is actually worthless. The pedestal is only stone covered
with gold paint. There are two barrels in the room. The lid on the one in the northeast corner (Barrel Number 1)
will not come off unless the lid on Barrel Number 2, in the southeast corner, is off. If the lid of Barrel Number 2
is removed, Sleep Gas will be released from the Barrel, covering a 10' diameter circle. A Saving Throw vs En·
durance is needed, or the characters within the cloud will fall asleep for 2 ·8 melee turns. At the same time, the
cover on the 3" diameter hole will rise, and there is a 20% chance each melee turn that a Poisonous Snake (Hit:
1; HTK: 6) will appear from the hole. The brass plate will drop again after 8 melee turns. The Snake or Snakes
will attack the sleeping characters before any others if this is possible for them. The poison of the Snakes causes
1 - 3 points of damage for 1 - 6 melee turns. The lid of Barrel Number 1 can now be removed easily. If the
players look in, they will see that the Barrel has no bottom; they can see the stone floor on which they are
standing. Suspended in the air, in the middle of the Barrel, is a large gem which is obviously quite valuable. If
grasped, however, the gem will not come free. Any attempt to pull on the gem will result in the elongation of
whatever is doing the pulling. A character pulling on the gem will suddenly find that his arm has stretched a foot
or so (no pun intended), and the gem has not moved at alL The character may remove his hand by releasing the
gem, but the stretching is permanent until a Remove Curse is laid upon the stretched pan. The stretched sec·
tions contain no bone, so that part of the character's anatomy becomes useless. The way to get around the curse
is to push the gem clear of the Barrel through either one of the open ends. This will destroy the curse and cancel
the effects already inflicted. The gem is an Opal with a base value of 1,500 GP.
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This is a ghastly adventure for 4th through 10th Level chaTClcters.

KTHENTAS DARK REPOSE
Many centuries ago, in the now-vacated woods around the City State, a lone Elf set up his Woodland Court. His name

was Lord Kthenta, and he was no ordinary Elf. He was said to have something different and evil about him, something dark
that chilled those that met him. He woce nothing but grey and black clothing, walked with a measured, machine-like pace,
and never, never laughed. He ruled over a small and unproductive patch of forest with no rivers through it and little at all to
recommend it for agriculture, magic, or anything else worthwhile. His subjects were mostly like him, grim and unsmiling, but
one was different. This one, whose name is forgonen, was sort of a Jester to Lord Kthenta's Court. He was mostly unsuccess·
ful in his attempts to make his Lordship laugh unless he made some joke about death, at whid'l Kthenta would smile wryly.
One day, as it always has been told, this Jester was making the Lord smile by dancing about and playing a funeral dirge on his
Pipes of Pan. As he played, Kthenta turned and walked up a flight of spiral stairs in his tree-home and was never seen again.
Three days later, a great army of Orcs overwhelmed the little fief, and nobody survived except the Jester_ Rumors have cir·
wlated that the Jester has surfaced recently and is offering a reward to anyone who will help him seard'l for Kthenta_ In fact,
he and his strange, hairy friend contact our heros as they are walking in the street one day....

They want the characters to come with them to the huge, petrified tree that was Lord Kthenta's home four hundred
years 390. The nameless Jester, a merry Elf in a red silk cloak and tunic, says that he knows exactly where it is.

"Elves live for a long time and know many things," he laug-.s. His friend, who is six feet tall, burly, very hairy, and
sullen, says not a word. The Jester explains that his friend's name is Whump. He is, says the Elf, a deaf~ute and an excellent
warrior, if a bit simple.

JUDGES NOTES
The true story of Kthenta's fief is somewhat different from what the players know or what the Jester tells them. As a

maner of fact, he is lying through his teeth. This "Jester" is no Jester at all but a formerly human servant of the Laughing One
and a one·time neighbor and blood enemy of Lord Kthenta named Duke Tisirato. Kthenta and Tisirato had fought for years,
and this was due mainly to the fact that Kthenta served the four Demons of Despair, who wer violently opposed to the al·
most happy Chaos of the Laughing One. One day, about twenty years ago, Kthenta was interrupted in his prayers to Moratha
of Blood and Tears by Tisirato's arrival with a troupe of dancing bears and tricksters. Kthenta, enraged, tried to throw a spell
of Darkness and Fear, but Tisirato, who had been praying to his Master, laughed it off and departed on his merry waY,leaving
Kthenta fuming in his little Obsidian chapel. Some weeks later, however, ten thousand Orcish Pikemen came tearing through
the woods and overwhelmed Kthenta's Dark Elves. (You may have guessed that anyone who worshiped someone named
Moratha of Blood and Tears was not an ordinary ElL) Kthenta did not, himself, lead his forces in defense of his fief, and, after
the battle, he could not be found anywhere, much to Tisirato's chagrin, The only place not searched was the palace itself, a
huge, black Huorn oak which Kthenta had somehow petrified. None of Tisirato's servants would enter the place for fear of
death, and it had been prophesied by Kthenta's fortune·teller that his greatest enemy would die trying to kill him unless that
enemy had a band of faithful followers with him. This was what Tisirato has been searching for all these years. Nobody will
go in with him when they see the tree and hear the sounds emanating from it. Most of them he had to get rid of anyway; they
weren't truly faithful, and he has grown too poor to pay for servants.

Tisirato will try to convince the characters to come with him using tales of easy conquest and much gold, jewelry, and
gems. He will mention an Obsidian chalice bound in silver and studded with Diamonds, a golden Longsword with a huge Ruby
in its hilt, and chesu full of double-sized Elvish gold pieces. If the party looks stupid enough to him, he will explain in a con·
spiratorial tone that there are really no Undead or cursed objects in the place and that he just needs people to help him in car
rying the stuff out. This tactic is only for the congenitally incapable, however, and, if the party looks smart, he will mention
in an offhand way that he can't take any of the stuff out without faithful friends around because of a wrse of the Orcs. It
should be imperative to the Judge that no Elves be included in this expedition because they will see that Tisirato's behavior is
un-Elvish in the extreme, and wonder why an obviously Chaotic Human in a bad Elf disguise is teaming up with an even more
obvious (to an Elf) Were-Buffalo. Yes, Whump is a Were Buffalo. Hit: 515; HTK: 35/35; Damage: {1 - 8J plus Charge (Butt:
3· 18, Trample: 1 - 6). He is wearing Chainmail and carries a Shi~d. He says nothing because he has been placed under a
nasty, evil spell that ensures that he will be in excruciating pain if he says anything or disobeys Tisirato's commands. TlsiTClto
considers this to be faith, not realizing that the Were-Buffalo is just yearning for a chance to rip his guu out if the spell is"
moved. Whump is, otherwise, Neutral. His INT is 8, STR: lB, and AGIL: 12. He has no ambition beyond destroying Tisirato,
but Tisirato doesn't know this and would permit a Remove Curse Spell to be put upon him in an emergency or if someone in
the party finds out and objects vigorously. This could make this a very short adventure, so try to avoid it.
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Tisirato is a 10th level Mage (Human), and he is incorrigibly Chaotic. He dominates the Were-Buffalo through his
doubly superior level as well as his Master's Hold spell and is a Master of Deceit, Concealment, and Treachery. His INT has
been artificially raised to 18 (19 at night). and his CHAR is 17. His DEX and WIS are both 15. He is not armored, has 35
HTK, carries no weapons, and has the following spells memorized: level 1: Fiery Fingers - 20 pts.; Charm - for 2 days if
successful; Comradery . 20 minutes at la' radius; Comradery - 20 minutes at la' radius. level 2: Auditory Illusion· tange
16", time 15 minutes; Fool's Gold· time 60 minutes, amount 20 cubic ft.; Invisibility; Multiple Images· time 30 minutes.
level 3: Suggestion. time 60 minutes; Minor Illusion· range 20", area 18 sq. ft.; Dispel Magic. level 4: Illusory Terrain 
range 200 ft, 100 ft. x 100 ft. square; Magic Bolt· Damage· 11 ·30 pts. levelS: Cold Ray· 50 ft. range, damage· 10 - 40;
Teleport· 300 pounds plus self.

As evidenced here, Tisirato is a worthy foe indeed, and, although his sYIlJPY tongue and smooth manner will convince
many characters to be faithful to him, he can be nasty beyond nastiness when unmasked. If anyone in the party has been
around Elves for some time, he or she will feel something is "funny" about Tisirato and will have a 15% chance plus 2O'Io/1n·
telligence Point over 13 to recognize him as an Evil Human under magical disguise. Detect Magic Aura spells will register most
heavily, and Clerics will instinctively dislike him unless they are of Chaotic alignment themselves. Tisirato is immune to all
spells that detect alignment, however; they will show a well-meaning Neutral Good.

Try to assemble a balanced party of total levels 20 - 50 numbering 4 to 8 characters. As mentioned before, Elves wilt
be wet blankets on the adventure. Avoid them. At least two Clerics, preferably Good (Tisirato will try his best to find lawful
Clerics and Neutral Good types for the rest). a couple of the Thieves if a large party is assembled, and the rest divided equally
between Warriors and Mages should make a good expedition. lycanthropes might liven up the adventure a bit as they will im
mediately realize that something is terribly wrong with poor Whump.

The best way I can think of to start this thing is to have all the characters separately receive me.ssages telling them to
be in the Slave Market Plaza at midnight after reception of the messages. Tisirato and Whump will meet them there and, per
haps, take them to a tavern that disobeys curfew. If you aren't using the City State, any open market will do, as will any wood
for the Dungeon itself.

Tisirato will explain that he can teleport the party to the place with a spell he has prepared and will take them to the
Third Underground level of the School of Ancient Knowledge (from Wraith Overlord, Judges Guild product number JG 0860)
where he has been posing as a student and has an assigl"led room. Here, a pentagram of chalk with a small break in it awaits
them. This, by the way, can be postponed for days or weeks while the characters equip themselves. When all have entered, he
will finish the magic line with his chalk, and we're off to see the Dungeonl

Our heros will appear in a dar1c, dank, and smelly part of the swampiest jungle you ever saw (Hex 3022, Judges Guild
Campaign Map 2). They will be at the edge of a clearing. and, in front of them...

OUTSIDE
A huge, black petrified oak tree some 85' in diameter at the roots stands in a rotting marsh of clearing in the jungle. It

presents a forbidding appearance. It has greyish moss and fungus growing on its roots; there are strange and disgusting growths
on its shattered and broken limbs, and the huge stone gateway, 22' up on its trunk, presents a toothless grimace to the world.
There are numerous cracks in the trunk, from which protrude brown streams of what appears to be dried blood. This is old
sap. Getting up to the entrance should be fairly easy.

LEVEL ONE
A

B

c

Entrance: This large, spacious chamber is mostly full of soggy leaves. Some nasty, nasty person has placed a wooden
frame over a pit in the middle that will give way to a weight over 45 pounds. The pit underneath is 13 feet deep, and
it should make a lot of noise falling in. There is no damage; the pit is full of leaves. Roll for encounters on the table
provided.

Two large, brass-bound oaken doors lead into this room,and they are wedged shut from the inside. Players could spend
a goodly amount of time throwing themwves againn the door unless some bright person notices the tips of the wedges
and knocks them out with a Dagger or something. Inside, it is totally dar1c. Torch and lantern time! The floor is slimy.

The passageway from B is ornamented with friezes of the Four Demons of Despair (Tisirato urges speed in a terrified
voicel and seems much cleaner than anything else so far. This changes fast because the next room is full of the remains
of a centuries-old mass sacrifice. Twelve ghastly human bodies, near to becoming Skeletons,lie on the irregular stone
block in the center of the room. The block is 3' high and 15' long by approximately 10' wide. It is covered by a blue
velvet cloth that has nearly rotted away and is thick with dried blood. Fifteen hearts, twelve of which seem to have
been the hearts from the victims on the block, are nailed to the wall to the north. The clue to the whereabouts of the
other three sacrifices is the pile of ashes in the south side of the room. All around, on the walls, are bas reliefs of
Arawn of Cold and Death, another of the Four Demons of Despair. Tisirato wilt probably throw up in this room (85%
chance). Whump doesn't care.
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The secret door from C is hidden behind some bloodstained velvet curtains, but it is easily observed when the curtain
is removed. This room is deeper than the others by 2' and is filled to that depth with water that has been covered with
sawdust. Unless something is thrown in, the "floor" will look just fine. The real floor is covered with spikes, and 1 ·4
points of damage per foot set in will be done. Movement is also halved for each fully-weighted step in this treacherous
trap. The water is kept flowing through by means of a diverted spring and a drain. as will be noticed if anyone spills
blood (or any other colored fluid) into the water. If a torch is dropped (55% chance if foot is spiked). there is a 15%
chance that the top layer of sawdust, which is quite fresh and newly laid, will catch fire, making it nearty impossible
to cross the room.

If the characters do manage to get across the room, the secret door must be found. Tisirato will be impatient
because the walls are covered with bas reliefs in disgusting detail of One Day in the Unlife of Terhammak of Misfortune
and Stann, Patron Demon of Reavers and Brigands and Bane of the Traveler. He likes to eat peoples' ankles. Someone
might discover the catch underwater and beneath the door (use normal secret door rolll, and it will allow the door to
swing slowly open. It will also automatically stop up the drain in the SW corner of the room and open up all the way
the spring in the NE, something the players are not likely to discover. The water will overflow at the rate of 4 gal./min.•
and the room will overflow in two minutes. The west door will break down within an hour if neither door has been
artificially kept open (all the doon in this place close on their own due to I special, tilted hinge). If this does happen.
a great rush of dirty, bloody water with repulsive things floating in it will go whooshing about the First Level and
below in, quite possibly. an embarrassing moment for everyone concerned. The sawdust in this room will probably clue
someone intelligent. at least TIsirlto, that something or someone is running this place. He will keep quiet about it.

This is a study. with an old, dusty desk and stool. The door leading in is solid iron and very hard to open. The handle
on the inside ha1: been removed and a perfectly useless piece of wood replaced in its socket. The wood closely reo
sembles a door handle. The only way to get out of the room is to pull the small lever of the south wall under the pic·
ture of Morathl. This will unlatch the door. It will also ring a small bell on the wall beside (X). At (X), there is a Sub·
terranean Lizard who is trained to come south down the passageway to the door by way of the ceiling and attack any'
one there when the bell rings. The bell is too high-pitched to be heard by any but the Lizard. It is ARM: as Chainmail,
Hit: 4; HTK: 22; Damage: 1 ·12. It can move on walls and ceilings very fast, and it will arrive at the door in 30 to 35
seconds after the lever is pulled. It will try to hide from the players on the ceiling, and, because of the darkness, only
Dwarves or people who are checking the ceiling with I torch will be able to see it. If the players decide to go towards
(F) by the passage, he will hide on the ceiling and follow them until they stop at the apparent dead-end (secret door);
there. it will attack from the rear. If they come from F, it will attack them as they open the secret door. which must
be crawled through to enter the next room.

As the door to this room opens. the charaeten will be frightened terribly by a huge Giant Cobra. It is actually a golden
statue with green gems for eyn and is worth 410 GP if carried away; it weighs 20 pounds. There is an altar in the west
part of the room; it is tastefully (?) carved in black marble with red veins. The front depicts an unspeakably inhuman
sacrifice of an old man to Arawn. There is rubble. mostly granite gravel and stones, strewn across the floor. The south
passage leading out of this room is hung with canvas strips 4'1..' wide from wall to wall and ceiling to floor. Visibility is
about zero. and, about 5' into the hall, there is a pit 4' deep and 4' square that has 2' of semi-dried tar at the bottom.
If anyone over 125 pounds total weight steps in it, he or she will be stuck fast; total STR (including that of others hel
ping) of 16 will be required to free the victim. The secret door is a normal door but hard to find in all those strips of
canvas. If they are removed from the doorway opening, it will be easy to find.

The secret door to C is opened by placing pressure on the apparently doorless wall in which the secret door is
set. No other way of detection is possible for anyone except Dwarves, who will see it immediately. The east·west
passage here is ornamented with scenes of unbelieven having their toenails removed by joyous servants of Prennak of
the Undying Evil. who watches malevolently from his throne. All this is in a wierd, black and white fresco.

This is a palatial. marble-<:overed room of white. dres.sed stone containing thirteen heads on thirteen Pikes as indicated
by the dots on the map. The heads are all Orcs and are considerably rotted. The Pikn are of Elvish work. Tisirato will
probably say, ''The Dark Elves probably did it. They must have come back with captives." He will be greatly shocklM:l
and di$gusted. but will explain it as being due to the extreme fetidity.

There is a tiny cubicle here with a roug,. granite, spiral stair going up and down. Up leads to level 2. a distance of
thirty feet. Down leads to a 10 x 10 cubical room that has a 3' diameter well with winch and buckets nearby. There
are ten Lampreys living at the bottom of the well, which is full of water. If water is drawn with winch and bucket,
there is a 20% chance that there will be a Lamprey in the bucket. If so. it witlleap out and attack the nearest person.
It will be ARM: as Leather. Hit: 1 + 2; HTK: 4; Damage: 1 - 3, and will drain 2 points in blood per melee if it manages
to attach itself to a victim and isn't removed. If anyone falls in the well, forget him. He will kick the bucket Iso to
speak) in no time flat.
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LI!VEL TWO
A The stairway accesses a small section of a passageway that reeks of a musty. camphor-like odor. The door is half

rotting in the humid, tropical atmosphere, and bugs of disgusting appearance are flying about. They are Giant Mos
quitos: AT: None, Hit: 2; Damage: 1 ·3+ (1 - 3) blood drain each phase after a successful strike. On the door, in
scribed in gold letter, is the following message: "Fall down or scream or rush about - there is no way of getting out."
(Judge's Note: This message is meant to demoralize intruders and is not necessarily true.)

B There are 18 black marble pillars in this room, all 9" diameter and placed as indicated by the dots on the map. The
huge, black hexagon in thecenteris3 12' tall obelisk. The room, as, indeed, this whole level, is 20' from floor to ceiling.
There is a mysterious golden plaque on the west part of the obelisk which reads, "HERE ENTOMBED IN TERRIBLE
GREATNESS IS THE LORD, KTHENTAOFTHE DARK ELVES, LORD OF DARKNESS AND KEYSTONE OF THE
ARCH OF EVIL." The plaque is 4' high and 4' wide and will open if touched. Inside the obelisk is a chair with an
awful, awful thing in it. The thing is Kthenta, who has become a Spectre. How this happened may nevar be known,
but the most likely explanation is that he arranged for it himself to prevent his own death at the hands of the Orcs or
to be more fully attuned to his Demon-lords. However it happened, or for what reason, he is now ARM: as Chainmail,
Hit: 9; HTK: 46; Damage: 1 - B + drain 2 END points. He can only be hit with magic weapons. A vial of Holy Water
will do 2 - 16 points damage. If anyone is totally drained by him. he or she will become a half-strength Spectre under
the control of Kthenta. The Spectre looks like a rotting Elf except that it is transparent. It will fight fiercely for three
melee rounds, and then it will summon Ahexrou, a minor Demon from the pool in D. Above Kthenta's chair in the
obelisk is a chest. It is resting on a metal frame. It is locked with a heavy padlock which may be broken off quite
easily because it is already rusted nearly to pieces. The chest is of cedar and is 4' by 6' by 2' thick. It weighs B5
pounds. Inside is a +3 Bastard Sword wrapped in a Cloak of Invisibility, a jeweled Dagger worth 600 GP, 400 GP in a
leather bag, and a Pearl of Wisdom (+3 to WIS) set in a ring with four Diamonds. If Whump picks up the Pearl of
Wisdom, this bit of Good Magic, which Kthenta was guarding to prevant it from falling into the hanns of anyone of
Good alignment, will totally shatter the spell binding him to Tisirato. Since the rest of the party will probably be
furious at Tisirato for deceiving them, they may not prevent Whump from attacking Tisirato furiously. If Whump does
attack, Tisirato will probably Teleport back to the City State, taking with him as much treasure as possible, and
leaving the player-eharacters stranded in the sinister tree-palace. If Whump does not get to pick up the Pearl of Wis
dom, and the spell is not broken, Tisirato will try to demand a double share of the treasure found in the tree and will
then Teleport back to the City State with as much loot as he can get. The player-eharacters will be totally lost when
he leaves because he never told them where the tree was located. (Judge's Note: It is located in Barbarian Altanis.) If,
and when, the player-eharacters return to the City State, they can find Tisirato living it up in Kick's Tavern on Beg
gars' Street.

Empty Storage Room
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Empty Storage Room

It is this room that contains the pool from which Kthenta will summon Ahexrou. the minor Demon, to his aid. The
black dots on the map indicate seven more Elven Pikes topped with rotting Orcs' heads. Near the center of the room is
a pool of clear, fresh water, 15' in diameter. The pool is raised to a height of three feet above the floor and is 13 feet
deep. It is constructed of blue Turqoise and is encircled by blocks of green Jade, each 3' SQuare. The walls of the room
are covared with murals depicting, in vivid color. the assorted atrocities favored by the Four Demons of Despair. A
hollow, moaning sound reverberates through the room which requires a roll of WIS or less on 306 to avoid freezing
in fear for 106 minutes. At the very bottom of the pool, in the center, is a 3' diameter hole which is the gate to the
plane from which Kthenta summons Ahexrou. Ahexrou is ARM: as Plate, Hit: 7, does 3 attacks at 1 ·4/1 ·4/4 . 16
(Claw/Claw/Bite}, HTK: 45. SCattered around the hole at the bottom of the pool are 4,000 GP. To recover this, the
players may find it necessary to dive into the pool. (Let's hope they have defeated the Demon first1) Should they
attempt to descend into the hole, they will probably drown in the attempt (96% chancel. If they should survive, they
will enter the plane from which Ahexrou comes, but that is a whole other adventure, the details of which are left to
the individual Judge. ~
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KTHENTA'S DARK REPOSE

LEVEL 1

LEVEL 2

BASEMENT
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ENCOUNTERS

1
I

,
2
3
4
5
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9

10

(Roll alternate tums unless otherwise specified)

The Lizard (if not already dead)
2 Giant Mosquitos (see Level Two, Room A)
3 Giant Mosquitos (see Level Two. Room A)
4 Giant Mosquitos {see Level Two, Room Al
5 Giant Mosquitos (see Level Two. Room Aj
6 Giant Mosquitos (see Level Two, Room Al
7 Giant Mosquitos (see Level Two, Room A)
8 Giant Mosquitos (see Level Two, Room Aj
9 Giant Mosquitos (see level Two, Room Al

10 Giant Mosquitos (see Level Two, Room A)

Have fun with this onel
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THE PYRAMID OF SUBERUS
Thousands of years ago, the ancient lord Suberus came to power in the desert empire of Adelux. He was sympathetic

to the needs of his people at first, but, as his power grew, he began to delve into the dark secrets of black magic. He started to
worship the gods of the underworld and, through them, gained great and terrible power. But, 35 is the case so often, power
corrupted his mind. Some say that he actually died and his body was appropriated by the demons of the underworld. Others
insist that he strove to become one of them· like unto a god. At any rate, he mustered forces of earthly and unearthly
creatures and, with the aid of his dark power, fought for control of the known world. He became cruel and merciless, slaying
or torturing all who opposed him or his gods. Throughout the land, he bacame known as the Death King. It was Rommol, the
Archmage and crusader who finally killed him, although the valiant hero died in the encounter.

For thousands of years, all was well. It was assumed that Suberus was destroyed. But, recently, terrible things have
happened in Adelux which are believed to be caused by a great evil. Dark creatures walk the night and multiply in number
and strength. The source of the evil is believed to be the great pyramid of the Death King, a monument that Suberus had built
for himself during his lifetime.

It is at that place that you now find yourself. There is an ancient taboo concerning the pyramid, and the people of the
desert will allow no one near it. You, however, have come in the dead of the night, under the dark moon. Perhaps you wish to
determine if Suberus still exists and, if so, to destroy him once and for all. Perhaps it is legends of tremendous wealth which
lure you here. At any rate, you are poking around the pyramid when you find a secret passage. It slopes down into the dark
ness. With visions of untold wealth or the chance to destroy a great evil in mind, you descend cautiously.

You are grateful to get out of the heat of the desert. You gaze in fascination at the ancient walls when....SLAM!!!
A giant, stone slab seals off your exit. The only way to go is ahead; you will try to find a way out, but, first, you feel com·
pelled to explore the mystery before you.

JUDGES NOTES
The Pyramid of Suberus is a dungeon created for use with many fantasy role playing systems. It should be used with

about five characters of approximately fourth or fifth level. These characters should be of differing classes; the recommen·
dation is one Magic User, one Cleric, and the rest Fighters, including, perhaps, one Thief. It is also recommended that they
bring with them a few minor magical items to help them in their quest.

The Pyramid of Suberus can fit easily as a side-adventure in an ongoing campaign or as an adventure itself. It can also
be used as a tournament dungeon. In the latter case, groups of five should enter the pyramid. When they have finished the
expedition, the Judge must then check a table of victory points provided with this dungeon. The party with the most points
is declared the winner. The pyramid is set in Hex 1424 of Judges Guild Campaign Map 7 (Desert lands). We strongly suggest
that the Judge read through the entire dungeon before attempting to referee an expedition. The Pyramid of Suberus has been
designed as a complete and specifically~tructureddungeon. Something encountered in one area of the pyramid may turn out
to be of importance in another. It will help to be well-acquainted with the entire dungeon before you start.

For tournament purposes, the description of each room has been divided into two sections: the player notes and the
Judge's notes. This is so that you don't slip up and tell the players something they shouldn't know. This should be a con
venience in non-tournament situations as well.

Initiative is always determined by a die roll except for cases where there is surprise and in Rooms 26 and 27 (the
Dragon and the Death King always gain initiative unless otherwise noted).

The premise of the Pyramid of Suberus is that Suberus, being the nasty that he is. has forseen the possibility of looters
and set a trap for them. All of the living creatures in the pyramid have been put under a Temporal Stasis spell which is ter·
minated when thf! stone slab falls, trapping the players. They have precisely twenty·four hours until they run out of air. They
should begin to weaken after about twenty-two hours. The Judge may wish to make some changes in the dungeon. including
changing the values of treasure and altering the legend to fit the campaign. This should be done with an eye towards the whole
but is generally encouraged. It is your dungeon. We've set it up in structure, but it is up to you to breathe life into it.

There will be no random monsters to be found in the pyramid, and it is completely dark throughout the pyramid un·
less otherwise noted.

One final note: The Pyramid of Suberus is not a dungeon for inexperienced players. We think you will find that it
takes a good deal of quick thinking, intelligence, and common sense to make it through. This is a true test of playing ability.
Good Luck· and Happy Dungeoning.
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ptayers' Description: It is notaab'v cooler here than it is ouuide. You are now about ten feet bel~ ground level.
The walls are covered with hieroglYPhics and scenes depicting an Egyptian-type burial. The double doors on the south
walt are carved with a shape of a Jackal on the east door and a Hound on It-e west. There is a stone slab leaning against
the southwest corner. Otherwise. the area is bare.
Judge's Description: The temperature is about 55 degrees Fahrenheit. The doors can be pushed open. although it takes
a bit of force. The stone slab has the following written in the local tongue (which the players know) upon it.

Ve who enter, Thieves and Knaves
Shall find the terror of my grave.
Dare ye enter, if ve will.
Beware! Your blood I seek to spill.
If ye seek my burial tomb
Where wealth untold pervades the gloom,
Up, up, up thrice past the Beast
Who waits alone, on you to feast.
Not much farther 'til you're free,
But first you'll have to deal with me.
Enter further, if you dare,
But, one day hence, you'll have no airl

A simple slope (about a 25 degree angle) which ends at the dotted line on the map

Players' Description: This is a very dusty room filled with bones, broken pottery, and old ScimitaB.
Judge', Description: In this room are broken pieces of pottery, bones, and ScimitaB. When player: stt:p into the room
itself, the bones (actually Skeletons) will rise up. The players will have 20 seconds to react. There are 12 Skeletons at
the end of the 20 seconds bearing Scimitars in good condition. Each of these Skeletons have 4 HTK. Within the room
are 4 gems under an old rag. They are Blue Zircon (50 GP).

Playen' Description: There is a skeleton here (unanimated) wearing rotted leather armor and with a Dagger lying just
under his left hand. It is pointing towards the archway. Something has been scratdled on the wall next to him.
JUdge's Description: The scratched message is in an ancient tonge and requires a Comprehend Languages spell or the
equivalent to read. It reads:

No hope, no way out, insanity lies that way.

This is an archway leading to the next room. There is no door.

Playen' Description: This room contains a black stone statue of a beautiful woman. She is scantily clad and is holding
out a bowl (Judge: empty). Her eyes are deep blue gems. An intricately·woven rug runs the length of the room to the
statue, which is standing against the north wall. On either side of the statue are incense burners with faint curls of
smoke rising from them.
Judge's DeKription: The gems are Sapphires. If a player tries to take them, he will be shocked and thrown down (5
points of damage). The gems will then project a holographic image of the woman (a goddess) in the middle of the
floor. The image will say:

Fooisl Do not waste your time pilfering a sacred shrine. You shall surely perish, and the Dark One will add yet
more souls to his evil vault. leave! This path only takes you further from your goall

She will then disappear.

Playen' Description: Inside this room is a pool of water which is 5' wide and circular in shape. The pool is located in
the exact center of the room. The pool walls are made of green marble.
Judge', Description: When the p/ayeB look into the pool, they will see an image of the Death King. It will be a sha·
dowy form with piercing red eyes. This will hold their attention for 2 minutes (no Saving Throw), during which time a
Water Elemental shall form. It lashes out as a 5 Hit Dice monster, doing no damage but dragging its victim into the
water if it hits. If a victim is pulled into the water, he must roll Strength or under on 1020 at a penalty of minus 8 or
drown. If he makes his throw, this means he surfaces after taking 8 points of damage and is still vulnerable to attack
by the Water Elemental. The Elemental can only be defeated by a spell of DisPelling, or it can be sent to another plane
of existence. Note that the Elemental can only reach up to 5 feet from the pool.
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Players' Description: There are more hieroglyphics on the walls here. Scenes depict a ceremony resembling Knight
hood (a young Warrior is kneeling while a king or nobleman lays a Sword on his shoulder). At the west end of the room
is a large, stone platform, about 4' high, built into the west wall. It has a sheathed Longsword on top of it.
Judge's Description: As soon as the players enter the corridor-like part of the room, there will be a faintly-audible
click (20% chance of hearing it; 40% chance for an Elf). Give the players two seconds only after telling them this. If,
in that time. they do not say they are dodging or dUcking, they must roll their Dexterity or under at a penalty of
minus 4 to avoid the darts. If they dodge or duck. the darts will miss them. Three darts will fire from a hidden hole in
the platfonn. They hit as if fired from the bow of a 7th level Archer. each has a chance to hit doing 5 points of
damage apiece. The Sword is Chiaups, a +4 longsword.

Playen' Description: Inside this room are 5 dead, human bodies which are richly clothed. There are gold pieces scat·
tered around the room.
JUdge's Description: When the room is entered, a Wight will come from the south wall and attack anyone. Each round
it is "alive," one of the bodies will tum into a minor Wight. The Wight has 20 HTK; ARM: as Chainmail; Hit: 5;
Damage: 1 ·3 + drain 2 points of END (when 0 is reached, the character becomes a minor Wight); need silver or magic
weapons to hit it. The minor Wights hava 10 HTK each. They are 3 hit dice, ARM: as leather, Damage: 1 - 2 + drain
1 point of Endurance, and regular weapons will hit them effectively. On the floor, there is a total of 500 GP.

Pllyen' Description: A pool of crystal·c1ear water (shown by the dashed area on the map) has a small Shari< in it
(ARM: as leather; Hit: 3; HTK: 12; Dam: 2 . 71. There are 6 torches on each of the east and west walls. Also in the
pool is a silver bracelet worth 750 GP. There is a large (6' talll stone skull (human·typel at the end of the pool from
which water issues into the pool. There are also skulls carved on the doors.
Judge's Description: If the players look into the pool, they can see that, in several places, there are drains to let the
water out. The Shark will attack anyone trying to enter the pool, but, if a hidden knob on the skull is turned (find as
if it were a secret door), it will stop issuing water and the pool will drain in 1 hour. The Shari< will then, of course, die.
The bracelet bean the symbol of the rotting skull. This is the bracelet to be used in area lSA. The pool is 15' deep.
Note, also, the passage from Room 10. The water is recycled by flowing out through the drains and then back through
the skull.

Playen' Description: A small table covered with blue velvet holds a silver wand with a red tip. It bears the sign of a
rotting skull.
Judge's Description: The wand is a Wand of Magic Bolts; the red end fires the shots. It has 10 Bolts, and each Bolt does
1 - 6 points of damage. The last one detonates the wand. It will dematerialize, trying to take its user with it. This will
disrupt the player's biological system, causing 2 ·16 points of damage and leaving the person quite mindless for about
one minute. After this, he will recover slowly, attacking and defending at a -2 for another two minutes.

Players' Description: In this room is a stone statue of a Jackal-headed man with a wooden chest at its feet.
Judge's Description: The chest containsa +2 Dagger and 50 mithral pieces. If one of the players should happen to gaze
ir>to the eyes of the Jackal, he will fall into a comatose sleep lasting for 3 hours.

Players' Description: In this room, against the south wall, is a rectangular table. On it are several glass containers, most
of them broken. One of the containers which is not broken contains a dark, murky liquid. There is a similar table near
the west wall except that this table has only two legs; the other side is attached to the wall. It has several unbroken
glass containers on top of it.
Judge's Description: The black liquid on the table is oil. There are about 5 ounces of it. The glass containers on the
table attached to the west wall are actually attached to the table. If this table is lifted up, there will be a hidden door
visible underneath it on the west wall. It is only about 2' x 2'. The tunnel it conceals is of like dimensions and, thus,
must be crawled through, one at a time. One section of it leads underneath the pool in Room 7. If this door is opened
before the water is drained, the water will come down, killing in 4 minutes whoever is beneath. The first player has no
chance for escape. The second player has a percentage chance of living equal to the sum of his Constitution and his
Agility. The third player has twice this chance. If, for any reason, the door or doors in Room 10 are open, the water
will flow out there and escape_

Players' Description: The tunnel empties into this room which is cylindrical. The ceiling is 40' from the floor, and
there is a ladder attached to the south side. It stops at a trap door at the top.
Judge's Description: The trap door opens into the floor of Room 13 on level 2.
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P1lyen' Description: This is a large, impressive room. The ceiling is a good 25' high, and anything said in here has a
tendency to echo. There are two pillars in the middle of the upper portion of the room; otherwise, this part is empty.
The walls here show huge murals of the Death King and his army mercilessly slaughtering their enemies. In the lower
part of the room. there is a small, round table with a glass cover over it. Underneath the cover is a skull. In addition,
there is a narrow shelf about 4' from the floor attached to the walls and encircling the room. Upon this shelf are some
eighty skulls, all facing the skull under the glass.
Judge'. Description: In this room are kept the skulls of the Death King's enemies. They have been here for thousands
of years, suffering under his spell. The one on the table is the skull of Rommol. the valiant warrior who died trying to
slay the Death King. The first person to come within 10' of the table will be frozen in his tracks (paralyzed, with no
Saving Throw). He will be held there until somone breaks the glass casing containing Rommol's skull. Note that there
is no way to rift the casing; it must be broken. Once someone is paralYZed, anyone else is free to enter the area around
the skull. When the player is paralyzed, the eyes of the eighty skulls will glow red. The character will feel their torment
and will slowly be drained of life Energy. As soon as the character is paralyzed, the Judge should start counting to
himself. Every second until the grass casing is broken, the paralyzed character will lose hit points at the rate of 1 a
second. The skull of Rommol can be used as a detector of the Death King because it glows when brought near to the
him, and it can be hurled at him for 15 points of damage if it hits (+2 to hit).

Players' Description: The stairs which lead up to this room rise 15' aboYl! the level of the corridor. In the center of the
room. there is a truncated pyramid. It is 30' x 30 at the base. It rises to 18' high at the level of truncation. There are
nairs set into the pyramid, ascending the north side. The ceiling of this room is 30' high. There is a 10' x 10' section
missing from the middle of the ceiling.
Judge's Description: If players examine the pyramid. they will find that there is a colorless lubricant covering the
north face including the nairs. When a player neps on the 14th step, the stairs will instantly flatten, becoming a chute
in the side of the pyramid. The sides are too slippery to grip. When this happens. a 5' x 5' pit will open at the base of
the chute; barring spells, special abilities. or magical devices, there will be no way for those on the chute to avoid fai
ling in the pit. Note, also, that anyone standing at the base of the chute (stairway) will also fall in the pit. There is one,
large Spike at the bottom of the pit. There is only a 5' drop to the pit floor, but the Spike is quite la~ (10" in di·
ameter at the base) and quite sharp. It is 24" long. Consult the following table to determine if a player lands on the
Spike and, thus, is run through. Note that only one player can land on the Spike although others can land on this hap
less character. Anyone falling in the pit but not on the Spike will take 1 - 4 points of damage from the fall. Check the
table. starting with the lowest person on the nairs, to see who lands on the Spike.

Roce
Halflings
Gnomes
Dwarves
Elves
Half Elves
Half Orcs
Humans

Agility Modifiers
3- 6 +1O'K.
7- 9 + 5%

10-12 0%
13-15 5%
16-18 -10%

Chance of Impalement
20% chance
25% chance
40% chance
50% chance
6O'JI, chance
70% chance
70% chance

Exactly one minute afterthetraphas sprung. it will reset itself. The hole in the ceiling leads to Room 16 on the Second
Level. Note that it is 12' from the top of the pyramid to the Second Level. Also, keep in mind the presence of the
Bats in Room 16.
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Playen' Description: This room looks something like a laboratory. There are several tables and shelves arranged around
it. On the largest table is a strange apparatus, a combination of metal rods of different sizes and shapes and twisted
wires. There is a handle attached to a small metal box on the device. On the shelves are containers of glass and pottery.
There are several beakers filled with many different-coloreU liquids on the three tables, and a few scrolls afe also on
the tables.
Judge'. Description: The liquidS on the tables are all harmless and without effect except for two vials of potions which
are kept in holders. These are closed with cork stoppers and sealed with wax. They both contain cloudy, red liquids.
They are deadly. but short-lived, bacteria. Anyone opening either of these vials must Save '.IS. Endurance at a minus 8
on their die roll or die instantly. Note that this is due to enzyme contact with the skin. The victim's skin will shrivel
in places, and dark red splotches will appear on the body. The bacteria dies after only 3 seconds when exposed to 0'1\'('

genated air. There are a total of four scrolls. Two of them contain designs for strange devices; one of them is for the
device on the table, and the other is a non~xistent device. The first scroll indicates that, if the handle is cranked on
the machine, it will be activated. If the handle is cranked, it will send a narrow field of electrical power from one wire
to another (about 1'). Anything that comes in contact with the field for more than 2 seconds will become charged,
begin to glow, and explode in ten seconds, doing 2 . 16 points of damage to whatever is within 6 feet of it. The impact
at 3' proximity is enough to blow open a door. This effect works on flesh as well as on anything, and, if a Sword is
put in the electrical field, the charge will spread throughout the blade. Of the other scrolls, one is a cursed scroll which
will Teleport its reader to Room 20 on the Third Level, where instant death awaits, and the last scroll contains a Heal
Major Wounds spell. Note, also, the passage up from Room 10.

Playen' Description: In this room, against the south wall, is a coffin. There are small, round tables, one at either end,
with large, ornate, silver lamps upon them worth 200 GP each. The walls are covered with murals showing different
stages of a man's life. Among those stages is the ascension to a position of royalty. There are baskets of gold and silver
near the coffin.
Judge's Description: This is the tomb of one of the nobles of the Death King's empire. There are 1,000 SP and 400 GP
in the baskets. Inside the coffin is a powerful Zombie (Hit: 3; Damage: 3·8; HTK: 22; ARM: as Chainmaill. He will
not be brought to life unless the coffin lid is opened. Then, he will leap out with surprising speed (unlike a normal
Zombie, he attacks twice eve'Y round), surprising the opener on a 1 ·4 on 106 (1 - 3 for Elves) and attacking at :J +4
to hit for the first round. He wears a necklace of electrum (100 GP value) and gems in the coffin are worth a total of
500 GP.

Players' Description: This room is very much like 14A except that the coffin is against the east wall and there are no
treasure baskets. The murals are slightly different, but the theme is basically the same. There is a Skeleton climbing
out of the coffin.
Judge's Description: The Skeleton starts getting out of the coffin as soon as the tapestry in 14A, whim covers the
doorway, is pulled aside. It, too, is extraordinary for its monster type. It is Hit: 3; HTK: 20;Oamage: 2·7; ARM: as
Leather. It can attack by propelling the middle 3 fingers on its left hand through the air. They are razor-sharp at the
ends. They fire at a 30' range and do 2 - 7 points of damage (+ 1 to hit; treat as a thrown Dagger). It will fire its fingers
when it first sees the party and then use its right hand in melee. In the coffin are gems worth 200 GP and a +2 Long
sword.

Playe"' Description: This room is similar to A and B but slightly more extravagant. The murals show clearly that the
occupant of this room was very important. There is a skeleton lying on a platform next to the south wall. Lying on the
rib cage are two, crossed Broadswords. All around the platform are silver coins, gems, and jewelry. Among this loot is
a gold ring which shines magically.

Judge's Description: If anyone enters this room, the Swords will rise into the air to a "guard" position. If anyone
comes within 15' of the platform, they will throw a Flamebolt at him or her (2 -16 points of damage). They witl do
this only once. Afterwards, if anyone advances, they attack as 1 Hit monsters, doing 1 ·8 points of damage and taking
4 HTK each. The loot is worth 1,700 GP. The ring is a +1 Ring of Defense.

ptayen' Description: The floor of this room is made of large (5' x 5') tiles. There are many cracks through them and
between them. There are vines growing up through the cracks. Dominating the room is a small, stone structure resem
bling a small building. There are steps leading up to it. The ceiling of the building is held up by 10 pillars. Inside the
building is an old man sitting on a throne. He wears a white robe, stained with green and brown.
Judge's Description: If the players approach the building, they will see that some of the stairs and all of the floor are
covered with moss. The old man is an Illusion. He will watch the players and even blink now and then. Occasionally,
but not often, his head may turn just a little bit. He will not do anything else. If a player steps up to the floor of the
building, the old man and the moss (also part of the Illusion) will disappear. The players will see 5 large Snakes sli.
thering toward them (ARM: as Leather; Hit: 1; HTK: 3; Dam: 1 - 3 + poison (3 ·8 points of poison damage). The
room is 20' from floor to ceiling, and the building within is 10' tall.
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Pla'f1!:n' Description: This is a rather plain room occupied by 20 Bats.
Judge's Description: The bats fly about in a frenzy, never leaving the room or going down to Room 12. There is a 30%
chance per tum that 1 - 4 Bats will swoop down at the playen in the room or those climbing up from Room 12. doing
1 - 2 points of damage. The Bats are ARM: as Leather and have 1 HTK each.

Playen' Description: This room is bathed in shifting. yellow light. The source of this is readily apparent. On the far
side of the room is a 2' diameter glass tube extending from the top of the room to the bonom. Inside this tube is
something that resembles a Ghost· a twisting, writhing spirit. its features distorted. its face twisted in agony. Muffled,
but aUdible, moans are coming from the tube. About S' in front of the tube is a ladder reaching up to something akin
to a man·hole cover in the ceiling. There is a stone box next to the ladder with a crank on one side.
Judge's Description: If the players even look closely at the box, the spirit wilt begin to scream, "No, nol" If the crank
on the box istumed, the man·hole cover will slide back into the ceiling. The same will happen to a similar cover at the
top of the tube. When this happens, the Ghost will be violently sucked out of the tube but not before uttering a blood
curdling scream that wilt drain each member of the party of 3 HTK. The ladder leads up to Room 22 on the Third
Level after going up a cylincler for 50'.

Playen' Description: This room is absolutely bare and colorless except for a hlJ9l!, red hand painted on the east wall.
There is an inscription around it in the ancient tongue (Judge: Comprehend Languages or the equivalent is required).
JUdge's Description: The inscription above the hand says,"HAND OF FATE," and the inscription below it says,
"KNEEL AND BE JUDGED." If a character kneels before it, a white beam of light will come from the hand, curing
him for 5 HTK of damage. There is only one exception to this. If the character's name is a very ordinary one, such as
Mark, Fred, Joe, etc., regardless of anything else about the character, a red beam will hit him and disintegrate him. This
may, at fim, seem unfair, stupid, and out of place, but the Judge is asked to consider that the character is judged on
fate· something totally incomprehensible to him and known only to the gods. Besides, when the player finds out why
he got zapped, you'll barely be able to control yourself.

18A Players' Description: This is a dead end.
Judge's Description: Thisonly seems to be a dead end. If the wall is searched, a panel cover can be flipped, under which
is a small slit shaped like an indentation of the rotting skull emblem. If the bracelet from Room 7 is inserted here, the
north wall will slide back into the west wall and stay there for one minute. On the other side, there is a handle which
can be used to push the wall open. Note that the bracelet is not needed from this side. Behind the wall is a stairway
leading up to Level 3 between Rooms 22 and 25.

18 Pfayel'$' Description: This large room is bare except for an amazing phenomenon. There are hundreds of rocks whirling
through the air in a circular formation which has its center at the middle of the room. The largest rocks are on the
outside of the circle. These rocks are about 6' long. The smallest ones, in the middle, are mere pebbles, and in the cen
ter is a cloud of dust. The rocks near the middle are hardly moving at all.
Judge's Description: The Judge may notice that this is a scene taken from Roger Zalazney's book 3 of the Amber
series. If players try to run through, there is an 80% chance that they will be hit by a rock every five seconds they are
in the circle. For game purposes, let's suppose that there are three concentric circles. Since the player will be attemp
ting to bisect the circles, he will have to go through six "layers" of rocks. It wilt take him 30 seconds to do so. When a
rock hits a person, it shatters into 100 fragments. The rock material is lighter than one would expect but does 1 - 10
points of damage for the large stones located in the outer circle, 1 ·6 points of damage for the second circle, and no
damage for the inner circle. This makes a player subject to 4 effective attacks. Note that a player may try to jump on
and ride one of the rocks in the outer circle. To do this, he must make his Agility score or lower on a 1020 twice·
once for getting on and once for getting off. If he misses, he falls, taking 1 - 6 points of damage.

1ftA Pflyel'$' Description: There seems to be nothing out of the ordinary in this room. The doorway to the west leads to a
• tunnet, but the entrance seems to be distorted, as though one was looking through a warped lense. The floor of this

room is made of small (6" x 6") beige tiles with a black rectangle of tiles just in front of the doorway_
Judge's Description: We emphasize that this is a doorway, not a door. If a player tries to walk through it, he wilt find
that he cannot; it wilt seem to be simply a part of the wall to the touch. If a player stands on the black rectangle for a
second, a small console will rise out of the floor to his right. It will rise to about 4' and then stop. On the top of this
console are three tiles, 3" square. They are colored, from left to right, black, beige, and red. If they are pushed in the
correct order (beige, black. red) within two seconds of each other, the entranceway will shimmer and sparkle with
white flashes of electricity. This wilt last for ten seconds; during that time, the entranceway will be passable. If they
are pressed in the order black, beige, red, the entranceway wilt shimmer and give off yellow sparks. If anyone tries to
enter it for a ten second period after that, they will be shocked for 1 - 6 points of damage. If a red, beige, black com·
bination is pushed, the entranceway will sparkle blue and teleport anyone trying to enter to the marked spot on the
labyrinth in level One. Any other combination will have no effect. Note that the entranceway is passable from the
other side at any time.
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20

21

22

Playen' Description: There is a 2' wide carpet leading from the door to an altar on the other side of the room. The
carpet contains different patterns of black, beige, and red. On top of the altar is a longsword. In the back of the altar,
set into the west wall, is a 3' diameter figure of the Death King himself, wearing his famed death mask. There are
several unlit candelabras on either side of the carpet.
Judge's Description: If the Sword is tapped 3 times on the altar. the tapper will be instantly teleponed to Room 25
on the Third Level. The Sword will remain. There aTe 10 candelabras, each worth 5 GP.

Playen' Description: This room is bare except for a low (2' talt) table covered with dant blue velvet. On it rests a
crystal ball.
Judge's Description: This is actually a crystal hypnosis ball. Attempts to use it will fail, but the Magic-User trying to
use it will experience a mind-fusion with the mind of the Death King and himself. He will be held in it for a brief
moment, petrified by fear, and then he will break away. There will seem to be no ill effects, but, when. and if, the
Magic-User comes face to face with the Death King {even if the Death King is unconscious}, the Death King will take
over his mind, double his Strength, and have him tum against the party at a critical moment. An exorcism will restore
the Magic·User. After the Death King is destroyed, the crystal ball will become usable.

Players' Description (if the room is entered from the door): There are murals on the walls of this room much like
those of Rooms 14A, 14B, and 14C except that they deptet the life of a woman. There is also a coffin in this room. All
around the coffin are fine silks and jewelry, totaling 1,500 GP worth of goods.
Judge's Descripuon: Inside the coffin is the mummified corpse of the Death King's bride. The first person to look at it
must Save vs Wisdom (throw Wisdom or lower on 1020) or be maniacally insane for 1 - 4 hours. Note that the ladder
from Room 17 exits into the coffin. Anyone climbing through this must make his Saving Throw at ·4 on his die roll.

23A Judge's Descripuon: There are a few cracks here in the wall, and players will feel a dlClft coming through. This is, of
course, impossible; it is an Illusion. The waU is aging, and it will not take too much effort to tear it down. Beyond it,
they will see room 23, which is actually a room filled with a sleep gas that will put them out for 3 hours. Read them
the description for Room 23 for what they think they see.

23

24

25

28

Playen' Description: Greeting you is a sight for sore eyes. Several feet in front of you is a platform, a sort of balcony
built into the pyramid. Fresh air greets your grateful lungs in place of the state stuff you've been breathing. As you
look over the desert, the sun is just setting below the horizon (Judge: At this point. try to keep from giggling.)

Players' Description: On the floor of this room lies the skeleton of a dog. Scattered around it are bones of other sorts.
Judge's Description: When the room is entered. a spirit will arise from the dead dog and form into a Hell Hound
(ARM: as Chainmail; Hit: 4; HTK: 19; Dam: 2·7 + breathes fire on the first round for 3 - 8 points of damage). Note
that. if someone picks up one of the loose bones and throws it. the Hound will fetch, giving the player a few seconds
to get to the door.

Players' Description: There is nothing here except a large table on which lie small dolls.
Judge's Description: These "voodoo dolls" depict party characters. 1f any members of the party have died, the dolls
will be in the condition the characters were in immediately after death {i.e. impaled on a stake, waterlogged. etc.}. If
any player was disintegrated, there will be a pile of ashes in his place. All the doUs of the still.Jiving characters have red
Xs on their chests.

Players' Description: Occupying this room is a small Dragon. There is treasure in this room, but it is minor, not a full
sized Dragon hoard. The Dragon is looking at the party and inhaling_
Judge's Description: Tlle Dragon is 4 Hit;24 HTK; ARM: asChainmail; Damage: 1 ·6/1·6/2 - 12 and breathes light·
nlng (4 . 24 points of damage) in a straight line S' wide and SO' long; no possibility of subdual. The treasure consists
of 5,000 CP, 2,000 SP, 1,000 EP, 500 GP. 100 PP, gems worth a total of 600 GP. a +2 Stiletto, and a +2 Rapier. The
stairs ascend for 30' before turning at a 45 degree angle and doubling over themselves for another 30'. See map. These
stairs lead to the final resting place of the Death King.
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Playen' OeJCrip'tion: This is a dead end.
Judge's Description: This wall (south) is a Teleporter. If any player touches this, his hand will pass through the wall. If
he walks through, he will be sent to a spot about 100' from the pyramid, where, if the Death King has been destroyed,
he can watch its final collapse. This concludes your expedition into the Pyramid of Suberus. We hope that you have
enjoyed it. Pegasus 59

1 Magic Item
2 Magic Items
3 Magic Items
4 Magic Items
5 Magic Items

01·20
21·40
41·60
61·80
81·00

+ 1 Longsword
+2 Longsword
+3 Longsword
+2/+4 vs Undead longsword
+3 Stiletto
+2 Scimitar
Potion of Doubt
Potion of Herculean Strength
Love Potion
Ring of Insubstantiality
Cloak of Darkness
Candle of Demon Conjuration
Shield of Magic Dispelling
Djinni Lamp
Amulet of Sobriety

01 - 07
08- 14
15·21
22 - 28
29· 35
36- 42
43 - 51
52- 60
61·69
70· 76
77·83
84-90
91· 95
96- 98
99·00

Players' Description: The doon to this room are impressed with the sign of the skull. Above the skull, in ancient script,
is the signature of the Death King himself! Inside is a huge, vaulted room. At the zenith of the ceiling is an opening
covered by a convex lens. Some 100' below it, lying on a platform, is a body which is unmistakably that of the Death
King. Around the room, a fabulous treasure has been collected.
Judge's Description: The Death King's body rests here. Meanwhile, his consciousness roams the earth, seeking and
organizing evil. Every day. at sunset, the light of the sun is reflected by a mirror through the lens at the top of the
truncated pyramid. AU of this is hidden by an Illusion so that it looks like a normal pyramid. The light is focused so
that it comes down asaconcentrated beam and illuminates the body of the Death King. The energy from the dying sun
sPreads throughout his body, giving it the power of life for 12 hours. During this time, the Death King can go forth to
prey upon his victims. This mechanism was arranged by the Death King long before his actual death in an effort to
insure for himself eternal life. It is here that all your timekeeping is crucial. The Death King will sense the party
entering the room. When the party entered the pyramid, it was midnight. If, when they enter the chamber of the
Death King, it is between 5 o'clock and 8 o'clock p.m., the beam of energy will be hitting the Death King. In this case,
he will rise to combat the party. The beam will continue, at any rate, until 8 o'clock p.m. If the party arrives before
that, the Death King will be in a non~nscious state. If they arrive afterwards, he will be gone on a foray to terrorize
the countryside. In this case, the party may leave by the other door. If, however, they touch any of the treasure, he
will immediately materialize. If a player touches the beam of energy, he'll take 2 - 20 points of damage.

The Death King's body is one of rotting flesh held together by some mysterious energy. He is ARM: as Plate
annor; Hit: 6; HTK: 38; magic weapons are needed to hit. The following spell·types affect him: Bless (1 ·4 points of
damage): Remove Curse (1 ·6 points of damage and stuns for 1 minute); Exorcise (4 - 16 points of damage): Dispel
Evil (stuns for 1 minute); Bolt of LIghtning (gives him 10 additional hits to kill). He has Strength: 18;he gets a phy.
sical attack at 1 . 10 poinu of damage. He may opt to use spells. He can use a spell as many times as he likes each day
but may only use one spell a minute. He may not use spells when in melee. His spells are: Cold Ray (100' range) for
1· 10 points of damage and Doubt, which will affect 1 ·4 players. If a victim fails his saving Throw of Wisdom or
lower on 1020, he will stand immobilized and riddled with self-doubt .. How, he will wonder, can an insignificant
mortal hope to stand against the Death King? If two players are affected, they each save at -1 on the roU; if three
players are affected, they each save at -2 on the roll, and, if four players are affected, they each Save at -3 on the
roll. The Death King can direct the spell at whomever he wishes. However, if the player makes his Saving Throw, lhis
means that he overcomes his doubts and realizes that it is a trick. Thereafter, he is impervious to the Doubt spell and,
furthermore, will gain a + 1 to hit on his attacks because of his confidence. Note that, if this dungeon is used as a tour
nament, the Death King will use his Doubt spell first, when the party begins combat. He will use it on one person,
with preference going to Fighters, Clerics, Thieves, Magic·Users and others, in that order. The next round, if he is not
in melee, he will use his Cold Ray with the same preferences. If, and when, the Death King is killed, he will scream,
and his body will crumble into dust because the life energy within it has been destroyed. The mirror and lens at the
top of the pyramid will explode because their stored energy is released by the death of the Death King. This will start a
chain reaction of explosions in the pyramid. It is obvious that the Death King had made preparations to "take it all
with him." The whole pyramid will be rubble in five minutes. The party wilt have time to stuff their packs with
treasure, but they will not have time for each individual to take very much. The chamber will begin collapsing in 30
seconds. If they try to stay longer, they will be killed. They will be able to grab 1,000 GP each plus some choice magic
itemhI. The magic items don't really matter unless you are running this dungeon as part of a campaign. If this is so,
roll on the following chart:

Magic Item Chart

27

28



The Judge is free to vary these items as he or she sees fit, but, re
member that, for tournament puposes, they must remain constant.

VICTORY TABLE
Condition

Every GP brought out
Destruction of the Death King. Suberus
Each character surviving
Each level of character surviving

(i.e. Fifth level character: 500 pts.l
Every hour under twenty-four spent in the pyramid

Supplies Suggested·

20 - 24 Tarches
Waterskin
RC!pe and Grapple
Iron Spikes
Various Sacks
Tinder Box
Any other items the Judge desires
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Points,
3,000
1,000
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CONVENTION COMPENDIUM

MAVCQN '82
April 2 - 4, 1982, University of Texas,

Arlington Station, TX
MavCon '82
Box 19348-50
University of Texas.
Arlington Station, TX 76019

JERUCON '82 (SF)
First International Integrative Congress

on Science Fiction, Fantasy. and
Speculative Science

Organizing Secretariat
Jerucon '82
P.O. Box 394
Tel Aviv, 61003
Israel

LEXICON 1
May to 1982. Penfield. NY
Bisnop Kearney Gaming Association
24 Leonard Crescent
Penfield, NY 14526

GAME FEST
May 7.9, 1982, Sr. Catherines,

Ontario, CAN
Niagara Garners Association
POB 457
St. Cathennes, Ontario
Canada, l2R-6V9

DONNYBROOK
May 8·9. 1982. Portland, OR
Robyn Edwards
925 S.W. Tropicana,
Beaverton, OR 97005

4th ANNUAL WARGAMERS'
WEEKEND

May 21·23. 1982. Newburypon. MA
The Toy Soldier
20 Unicorn Street
NeWburyport, MA

CWA CON '82
May 21 • 23, 1982 Chicago, IL
':hicago Wargamers' Association
POB 10397
Chicago, IL 60612

CANGAMES
May 21 - 24, 1982
Ottawa, Ontario, Canada
Bruce Knight
2011 B Saint Laurent Blvd.
Ottawa, Ontario, Canada K1G lA2

GRIMCON IV
May 28·31, 1982 Oakland, CA
Grimcon IV
P.O. Box4153
Berkely, CA 94 704

CONQUEST III (SF)
May 28·30, 1982 KanSdS City, MO
Conquest III
P. O. Box 32055
Kansas City, MQ 64111

M. I. G, S, III
May30, 1982
Kitchener, Omario, Canada
Les Scanlon
473 Upper Wentworth St.
Hamilton, Ontario, Canada

GENGHIS CON
June 5 - 6, 1982 Denver CO
Denver Gamers Association
Box 2945
Littleton, CO 80161

MICHICON GAMEFEST
JUM , 1 - '3, 1982 Detroit, MI
Metro Detroit Gamers
~,O. Box 787

Troy, M14B099

STRATACON III
June 12- 13, 1982,

Vancou,""r, British Columbia, CAN
Allan Wotherspoon
Dept. G
326 Greensboro Place
Vancouver, British Columbia
V5X 4M4, Canada
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TEXARKON (SF)
May 14· 16, 1982, Tex.arkana, AR

SPRING REVEL
April 3 .4, Lake Geneva, WI

DEEP SOUTH CON 20 (SF)
June 1 I . 13, 1982, Atlanta, GA

The followii"19 is a list of Conventions
for which we hlye limited information
at this time.

ORIGINS '82
July 23·25, 1982 Baltimore, MD
Origins '82
POB 15405
Baltimore, MD 21220

TEXCDN '82
August 6·8, 1982 Austin, TX
Texcon
8028 Gessner No. 1805
Austin, TX 78753

GENCON EAST
July 17· 20, Chester PA
Kim Eastland
Grenadier Models
POB 305
Springfield, PA 19064
(Phone: 1 • 215· 544 . 9030)

GRIFFCON 4
July 17, South Bend, IN
Griffen Books
121A S. Michigan
South Bend, IN 46601

HEXACON
JUM 15·27, 1982

Uniwf3ityof Toronto, Toronto,
Ontario, CAN

Hexacon
42 R*"Road,
Toronto, Ontario
MBE 1N7, Canada

EMPIRE GAMES' SYMPOSIUM
ON MILITARY HISTORY

August 6·8, 1982, Arlington, TX
Scotty Bowden
Empire Games, Inc.
P.O. Box 5462
Arlington, TX 76011

GENCON 15
August 19·22, 1982 Kenosha, WI
GenCon
POB 756
Lake Geneva, WI 53147

PACIFICON 82
September 3· 5, 1982 San Mateo, CA
Pacificon
POB 5548
San Jose, CA 95150

CHICON IV (World SF Convention)
~rwm~2·6, 1982 Chicago, IL
Chicon IV
Box A3120
Chicago, IL 60690

CONSTELLATION (SF)
JUM 18·20, '982, Huntsville, AL

SF CON 5 (SF)
JUM '8.20, '982, Syr«u$e, NY

GENCON EAST 112
June 24 . 27, 1982 Cherry Hill, NJ
GenCon East
poe 139
Middletown, NJ 07748

AMBERCON 4 (SF)
June 25·27, 1982, Wichita, KS

INCONJUNCTION 2 (SFI
July 2·4, 1982, Indianapolis, IN

WESTERCON 35 (SF)
July 2·5, 1982, Phoenix., AZ

OKON '82 (SF)
July 16· 18, 1982, Tulsa, OK

JUST RECEIVEDI

6th ANNUAL BANGOR AREA
WARGAMER'S CONVENTION

August 7· 8, 1982 Orono ME
Edward F. Stevens, Jr.
32 Masonic St.
Rockland, ME 04841
PH: 1 (207) 59&0338

SUNCON '82
May 14· 16, 1982 Coral Gab/~s FL
SunCon HQ '
c/o Army ROTC, University of Miami
poe 248166
Coral Gables, FL 33124

WINTER GAME FEST
Novem~r 12· 14, 1982 Deeroit, MI
Metro Detroit Gamers
POB 787
Troy, M148099

KCCON (SF)
August 6·8, 1982, K/lnSiJS City, MO

CON (SF)
August 13· 15, '982, Portland, OR

WINTERCON II (RP)
November 12· 14, 1982, Detroit, MI
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ConrinUN from P.ge 8 Conrinu«J from". 32

L.......
0'·2'
J'·5'

6' . 11'
12'·17'
18'·23'
24' ·29'
30'·35'
36' - 41'
42' ·47'
48' - 53'
54' - 59'
50' - 65'
66'·71'
72' - 77'
78" . 83'
84' - 89'
90' - 95'

96' - 101'
102' - 107'
108' - 113'
114'-119'
120'·125'
126'·131'
132'·138'

Dragon Attacks

Claw Damage
o
1

104
104
104
104
104
104
lOB
lOB
108

1010
1012
20B
208
404
2010
2012
40B
B04
3010
SOB

3012
2020

Bite Damage
1

lOB
108
1010
20B
208
JOB
504
J08
SOB
BOB

4010
4012
B08
5010
708

6010
808
7010
6012
908
8010
7012
1108

In addition to the tales listed
above (each one introduced by the
editors). the book also contains four
small sections at the end which take up
the last twenty pages. The Geologic
Time Scale, Glossary, and Selected
Mesozoic Reptiles sections are all use
ful for any gamer who likes to be ae
wrate in his monster descriptions. The
Further Reading selection is a good lis
ting of the remaining top dinosaur
stories. Good luck in finding them.

Future Reviews

We have received the following review
copies:

Man, Myth and MltlIic . Yaquinto
Games

Pirates and Plunder· Vaquinto Games
Moon Base C1avius· Task Force Games



----A Complete--.......
City Description For
Fantasy Adventures!

'The new material in this adventure
pack makes it a must for Thieves'

World fans.'

-Raben L. Asprin

Designed for Use with
9 Role-Playing Systems

Some of the brightest names in gaming have joined
talents to create this adventure pack for use with
the nine most popular role-playing games on the
market. Journey into the dark depths of Sanctuary I

city of mystery and imagination. All of the charac
ters from the anthologies have been faithfully des-
cribed for use in adventures by the most popular
game designers including Dave Arneson, Eric
Goldberg, Rudy Kraft, Marc Miller, Steve Perrin,
and Ken St. Andre.

2007·X 118.00

Based on the popular anthologies
"Thieves' World"and "Tales from the

Vulgar Unicorn"

From the makers of RuneQuest and Worlds of Wonder:

CHAOSIUM INC'-
For a free catalog write to:
Box 6302·P, Albany, CA 94706·0302. Please add $2 for postage and handling. California residents odd
appropriate 696 or 6~96 sales tax. Payment must be in U.S. funds, Allow two to four weeks for delivery.



Fieldguide to Encounters
This is a new role-playing system, peoplell You get

two volumes, one of 112 pages and the other with 96 pages.
The first volume contains rules for character generation,
melee, magic, and manitou combat, plus rules and stats for
chanicter monsters, of which over 150 are provided for use
by players. Numerous NEW player classes are provided,
complete with stat restrictions, special abilities, and class
descriptions. At the end of the volume comes the best part:
becoming a god or demigod. In Volume Number 2, over
600 monsters are detailed and illustrated for use in encoun·
ters, dungeons, or ANYWHEREII Th8$e creatures range
from the fearsome Cave Wraith to the waiting Wimperer,
from Dragons of many new and varied types to slithering
multi-headed serpents. Many familiar and even more
unfamiliar creatures await YOU in the pages of Volume
2. Put both of these volumes together, and you get a com
plete role-playing system. New from Judges Guild, soon to
take on your hobby shop walls, these volumes retail for a
low$12.ool

Wondrous Relics
Also new from Judges Guild is a marvoulous collec

tion of fantastic, majestic, incredible, beautiful, archaic, as
tounding - boy! this could go on for daysl Really, the items
inside this book are something else. Everything you always
wanted for your fantasy campaign, both to spice up the
trf!asure troves and to bring awe to the faces of your players,
not to mention the challenge of mastering some of these
wonderful finds. Furniture, jewelry, weapons and armor,
pouches, rings, skulls and fingernails, veils and statues, can·
delabras, and special dust and clay have all been enchanted
to provide the utmost in dungeoneering delight. Whit else
could anyone ask for? Don't answer that, and, for your in
formation, this product retails for only $3.98, just I few
measly coppersl

Imperial Infantry Squad
Soon to be released by Judges Guild is Imperial In

flntry Squad which is our first boXed, counter game. The
componenu of Imperial Infantry Squad are I 32-page rule
book, over 400 counters, and 3 full·rolor geomorphic maps.
The game is a tactical-level simulation of infantry combat in
the far future. While the game is self-contained, it was
designed for use with sci·fi campaign and the resolving of

battles in them. The easy-to·learn rules cover the basics of
any warga me such as movement and fire, flight, night com·
bat. dropping powered infantry from starships, and much
more. Also included are rules covering the raising and main
taining of units in a campaign along with 11 scenarios.
Imperiallnflntry Squad will retail for $15.00.

Imperial Infantry Squad

, ,
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Dear Paul,

Recently I bought your module, Dark Tower, an ex·
cellent module with many good ideas. However, I still have
a lot of questions about some unclear things.

First of all, what is the scale of the Village Map? Also,
where do the tunnels of the old Priest of Mitra lead to? I
can't find them on the Map of the First Level.

Also, there are no Egos listed for the Soul Gems to
use for determining Alignment Shock. In 1·1, Holomir is
given a Social Level. What is this, Traveller or something?
Also, on Level One in 1-24, a "Quest 24" is mentioned.
What is it? Is there a list of all the entrances to Level One?
If not, what are they?

In 3·21. a Flash Gem is mentioned. It's a good idea,
but is it a treasure lying in the room, contained in the Globe
Trap, or what?

In Room 4·10, what do you mean by "for those
dice as a Fighter (HD x 10)". What is the Stone Man's
level and how do I determine his Hit Points?

Finally, a few questions about the Sons of Set. Does
Manahath's Constriction do 3 - 36 every round after he
has hit once, or does he have to hit every round in order to
do damage? In 1-22, how many attacks does Balaar get?
Where are the descriptions of the Minions of Set that
Manahath can summon? I haven't been able to find them.
Also, do you have any recommended Experience Point
values for the Sons of Set?

Sincerely,
Wolfgang Baur

Wolfgang,

Thank you for the letter and the compliments. Dark
Tower was my first large-scale adventure proiect. Although
reviews have acclaimed it one of the beST AD&D adventures
to come out of Judges Guild, it still has many inherent
problems that slipped past the designer, the editors and
approval personnel at TSR. Pleasebeawarethat Dark Tower
was first published almoST three years ago, back in the
infancy of AD&D. At that time, there was no Dungeon
Master's Guide or Deities and Oem igods. Although I am no
longer employed by Judges Guild, I still answer queSTions
concerning my designs for them. So, I will attempt to
answer each question to your satisfaction.

You are the first person to bring up a map scale
problem for the Village Map. I checked it with a ruler and
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found that the wrong scale had been used. The gray grid
shows 5 squares to the inch. It should be 4 squares to the
inch. However, for current purposes, assume that 1 square
equals 10 feet.

As mentioned before, the Dungeon Master's Guide
and all its sundry rules did not exist when this book was
written. Dark Tower is designed using a baSTardization of
original Colleeton Set 0&0 and AD&D. The original
damage was 2 six·sided dice of damage for a Law/Chaos
Alignment difference and 1 six-sided dice of damage for;m
Alignment difference between Neutrality and Law or Choos.
As far as I can determine from the Dungeon Master's Guide,
the Heart of Law has an Ego of 23. The Soul of Chaos has
an Ego of 14, and the Mind of Ballance has an Ego of 11.

The Alignment Shock Modifiers show what the Gem will do
to characters of a particular alignment.

Social Level is taken from Judges Guild's City State
Campaign It is a relative measure of a character's social
status in society. For more information, I would check the
City State of the Invincible Overlord by Judges Guild
Otherwise, it may be ignored.

Quest 24 is an editorial oversight. It should be de·
leted.

There are many entrances to Level One. They are in
the following places:

V-S (Cellar) to 1-18. This is the cellar to Avvakris's house.

V-l (Cellar) to '-21. This is the cellar of Overlord's Inn.

V·2 To 1-1. This is a Secret Trap Door in the Temple.

V-10 To 146. This is through the Constabulary.

V-11 To 1-45. This is through the Tower.

The Flash Gem in Room 3-21 is inside the Globe. It
is the sPark that ignites the volatile liquid.

The Warrior who appears in the arena to fight the
players' Champion has Hit Dice equal to the number pos·
sessed by the Champion. Each of those Hit Dice will have
the maximum possible points for a Fighting Man, that is
10 points each.

Based on the rules for a Constrictor Snake, Manahath
would do 3 - 36 points of damage every round once he had
hit. If this seems too powerful, you have my permission (al·



though entirely unnecessary and unoffic;'1) to change it.
Balaar may attadc at least twice per round with

Constriction and either Bire or Weapon attack or with
FirefNJfI/Lightning.

The Minions of Ser are taken from page 2 of the origi
nal 0&0 book, Gods, Demi-Gods and Heroes. A slightly
different version appears on page 54 of Deities and Demi·
god<

Rather than give a set value for each Son of 58t, I
suggest that you IJ# the table on page 85 of the Dungeon
Master's Guide to determine the Experience Point values
for thestt monsters. Assume that a Chosen Son has at least
a value of 8500 Experience Points plus adjustments for his
special and exceprional abilities.

A final question that you may not have asked. Where
is Area 141 on rhe map? When you exit Room 1-39 to the
east, turn south. That is where the Te1eporting Mist is.

If you have further questions about Dark Tower or
any or~ game adventure (regardless of publisher), please
feel free to contact me_

Without wax,
Paul Jaquays

Gentlemen,

I've heard many disparate ideas promulgated in the
name of fantasy role playing, but your article on monotheism
had me checking to see if, maybe, this was the April Fool's
issue. Never have I read a treatise espousing internal logic
that was so shot full of logical holesl

As does Mr. Ravitts, I must first state my own
prejudices. I was bom and raised a catholic, and it was only
through exposure to history and logic courses taught by
catholics that I became an agnostic.

I agree with Mr. Ravitts that a campaign should oon·
tain an internal logic, but I have great difficulty defining
that logic. In a world where magic is in common usage, who
can say that Popeye is less logical than Aragorn, son of
Arathom? They both seem durned unlikely to me.

We all seek, in some way or other, to lessen the awe
some blow delivered to our egos by the theory that the
universe is governed by the laws of chance. Good and evil
are nothing more than hi!tl and low throws on the dice. If
the world is treating us well, we are under the benevolent
protection of a good and personal god. If. on the other
hand. we are being royally $Clewed. it's the fault of the
devil, or some force of evil, or even our own free will. That
last is bunk, along with the idea of an absolute good and an
absolute evil. The only standard that is universally recog·
nized is that, "Good is that which, in some manner, en
hances me."

This does not make the decision e8$V, by any means.
In some cases. we are oonfronted with the choice between
the immediate gratification of a desire and what we perceive
to be a long-term good. Practicing with a Longbow may
cause muscle ache, but it may someday save us from a close
encounter with an Ogrel

Mr. Ravitts is right, again. in stating that magic is an
attempt at religion. Of courw it isl It is equally obvious to
me that religion is an attempt to influence our destinies in
areas where we have no power by being buddies with some·
one or something who does have power. Fantasy games
merely infer that the something is a force of nature which

is not necessarily self-aware.
It is not necessary to posit. or even to speaJlate, on

the ultimate source of the universe in a campaign. To para
phrase, any being sufficiently more powerful than ourselves
as to be indistinguishable from a god, is a god. Those beings
are the ones who, for reasons of their own, dabble in Human
and Elvish affairs. Whom or wtIether they worship is more
rightly a subject of speculation for the high priests, who
seldom have time for a campaign in the first place.

After reading the monotheism article. I passed it
around to some of the best OMs I know, and their one,
united response was total amazement. The most telling
comment I heard was aboYt the inconceivable ego of a
person deciding that they could adequately represent the
thinking of the postulated one god, creator of the universe,
and primal cause. We all deliberately use anthropomorphic,
limited, multiple gods, mostly from known literature, just
so we can have a fig,ting chance at displaying some internal
logic in their decisionsl

Michael Joseph Cuba

Mike,

First, let me state my position on Mr. Ravttts' ar
tic/e. As Editor of the Imperial P....us. it is my duty to
present to the readers the .news and opinions of other
gamers. Mr. Ravitts is a gamer, and he sent to us his opinion
of how how religion can be used in FRP. Whether or not I
agree with him on any or all points is immaterial. I feel it is
my duty to present the views of others as well as my own
views, restricted as they are to the columns which it is my
resposibility to write (Honefeathen, Hanging Out in the
City State, and The Town Crier).

Secondly. I. too, was born and raised a Roman
Catholic. I went to saint Ann's Grammar SChool in Milford.
Connecticut, and I have since decided that I do not believe
in the sanctity of the Church but still believe in the tea
chings of Christ (as well as certain other avatars).

In my own campaign. I do not include Christianity,
Hinduism, or any other prevalent, modern religion. How·
ever, I do imply in my campaign that there is one supreme
God that watches over everything and, sometimes, gets in
volved in order to smooth things out (though very, ..ery
rarely). I do not feel that it is my place, as JudgB, to impress
my beliefs on the players. After all. it's only a game. and we
play to have fun and to forget the troubles of real life if only
for a few hours. I see no need to interject religious problems
into my campaign, but I do not object if another Judge
does as long as everyone has fun, and the 98me does not
degenerate into arguments on religious viewpoints.

One last comment: Mr. Ravitts' article did evoke a
response from you and your friends, as well as from others,
so, in that way, I View It as a success. I printed it to see if
anyone out there was going to respond, to see if we are
retlChing you or not. Evidently, we arel

Ed
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Dear Editor,

Thank you very much for printing Joseph Ravitts'
"Monotheism in Fantasy Games" in issue number 4. It con·
tained a good argument for internal game logic and many
seminal ideas on how to handle religious concepts in a
D&D tm setting. I am sure that many other Christians have
also been troubled over how to reconcile our faith with the
polytheistic, pagan setting otten associated with 0&0 tm.
This concern is reflected in the letters of Randall Keiser in
issue number 2, Thomas McCloud's reply in issue number 4,
and in comments by Joseph Rast and Fred Weining in issue
number 5.

Each Christian DM must comes to terms with him
self on how he handles his faith in the context of a game
that is essentially a secular absorber of much time and
energy. There seem to be 2 basic approaches to doing this,
although there is a range of variety within each approach.

One approach is not to use the beings or objects of
Christianity at all. Mr. Ravitts refers to this on the bottom
of page 19, and Mr. Keiser seems to argue for it in his letter.
In this way, you can avoid having to handle "demons" in
any manner (which can make discerning Christians very un
comfortable!. and you avoid the risk of profaning the truly
sacred.

The second approach (per Mr. Ravitts and Mr. Mc
Cloud) is to take a situation laden with evilly aligned
creatures and a secular outlook and try, however imper
fectly, to counterbalance that by interjecting our faith and
precepts into it. This can be difficult and always runs the
risk of offending those who prefer the first approach.

Whichever approach one takes, we should all respect
the rights of those who take the other approach and be sen·
sitive to their concerns. We should address those concerns
with understanding and compassion and not stoop to
denunciation and invective.

Which brings me to the art!!:le of Robert Price on
"The Ctusade Against Fantasy Role Playing." I do not know
etthel Mr. Price or Mr. North or the works cited, but I can·
not let the article pass without comment as it touches upon
some very important issues. Unfortunately, rather than ad
dress the legitimate concerns of people who wish to protect
their families and communities from what they believe to
be potentially dangerous practices, he holds them up to
ridicule and denounces them through guilt by association.

While we may believe that such fears are unfounded,
it is easy to see how they can arise; all you need to do is to
listen to a bunch of players tell how they cast magic spells,
conjured servants, battled demons, and, in general, wreaked
mayhem to see how such things send shock waves through·
out a Christian community. As Mr, Ravitts pointed out, any
dabbling with magic is anathema to Christians, and such
talk is like waving red flags before them. Those who believe
that "all religious doctrines are built upon myths" or that
"Man creates God in his image" may not understand people
who believe in the true God and in the absolute truth of His
word. But we believe, with Paul the Apostle that "we are
not fighting against human beings but against the wicked,
spiritual forces in the heavenly world, the rulers, authorities,
and cosmic powers of this dark age" (Ephesians 6:12). So,
all this semi·occult kind of talk is very provocative. To
make matters worse, some post·D&D tm games go further
and further into the magical-demonic realm, making 0&0
itself more vulnerable to the charges of Mr. North.
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In a similar fashion, first century Romans thought
Christians sacrificed babies, ate human flesh, and drank
human blood. In both cases, we have misconceptions based
on false or incomplete information and hearsay. This should
be dealt with through rational dialogue, not scorn.

For several years, TSR has faced such situations by
meeting with the concerned parties, explaining D&D tm to
them, and letting them see the game in action. Otten, but
not always, this is enough to alleviate the concerns. In any
event, the kind of emotional hyperbole employed by Mr.
Price does not hel p the situation at all.

Sincerely,
Warren W. Wright

Dear Warren,

Thank you for your letter. As I have already respon·
ded to comments on Mr. Ravitts' article in the prior letter, I
will address myself to yotlr comments concerning Mr.
Price's art/de.

I can see how FRP can lead to "potentially dan
gerous practices," but I cannot believe that the incidence of
this is even as great as 196 of all gamers. Stating that FRP
leads to demon worship!conjuration or other such despicable
acts is, in my opinion, the same as saying that, if a wargamer
plays the Germans in a World War II campaign game, he will
become a Nazi.

It is also my opinion that just abotlt anything can
lead ro unacceptable practices, but, if we were to ban every
thing that could lead us astray, what would we be left with?
Should we ban politics because it may corrupt politicians?

, should also point out the fact that acceptability
and tlnacceptability hinge entirely upon certain standards
that differ from continent to continent, country to country,
region to region, and person to person. In short, what'
think is acceptable may be unacceptable to others, and vice
versa. But, as long as' don't force anyone to believe as I do
and am not harming myself or orhers, nobody should be
alanned or attempt to stop me from believeing as I do simply
as a matter ofprinciple.

YOti are correct in saying that we should respect the
rights of others even if they don't believe as we do. But that
does not inc/ude, in my opinion, respecting the right (?) of
others to change, by any mcans, the way people who think
differently from themselves think to the way they believe
evcryone shotlld think.

The Earth is populated by individuals, not by clones.

Ed

o
g WANTED: Dungeoneer No. 7 and g
g Dragon Vol 1, 2 - 6. Originals or copies. g
o D. L. Porter 0
o 808 South Greenthorn Ave. 0g Sterling, VA 22170 g
o 0



THE OLD DWARF MINE
A SOUTAIRE ADVENTURE FOR

TUNNELS & TROLLS

by ROY CRAM

Background

tm

A small group of adventurers has been asked by the inhabitants of an outlying village to help them get rid of a group of
marauding Goblins. The villagers have managed to track the pesky monsters to an ancient, abandoned Dwarf Mine in the hills
near their town. In addition to any treasure they recover, the pany has been promised a bounty of ten Gold Pieces for each
Goblin head they bring back from the expedition.

This module is designed for a group of six to eight characters of first or second level, but the total number of levels in
the entire party should not exceed ten. The party should not, at this level of experience, possess a lot of magic weapons,
annor or other devices; they ought to be able to survive the perils of this adventure without a lot of such equipment anyway.

A well-balanced partY has the best chance to succeed here; of course, this is true of any adventure. If at all possible, the
partY should take along a Dwarf or Gnome.

This adventure is somewhat loosely structured. It is expected that the person playing it is fully familiar with the rules
and the play of the game. He must take both the role of his characters, and that of the Judge. The dice should be used to settle
any question of random choice. The decisions of the perSOfl playing the module must be absolutely fair and neutral, or it
invalidates the resutts. and makes a travesty of the spirit of the game. In spite of the lack of detailed instructions, I think that
anyone who has played. and is familiar with the rules and play of Tunnels & Trolls, can use logic to set alt the situations his
characters will encounter in this module up fairly and squarely.

If you have never played a solitaire adventure before. they are simple to use. Each paragraph directs you to make cer
tain decisions, and/or perform certain actions. Always, they refer you to other paragraphs. Under no circumstances should
you ever read any paragraph that you are not specifically referred to by the one you are currently involved with.

The villagers have led your group into the hills near their town. It is early morning. Ahead of you. in the side of a
towering cliff, you see the entrance to a Mine. Go to Paragraph 3·A and begin. Good Luckl

Adventure Begins Here
~-. -

3 A You approach the entrance of the ancient mine. You see no sign of guards in or about the narrow opening. Cautiously,
you approach with weapons ready, alert for any attempt to ambush your group. Roll a 06. If you roll a one, go to
5-A. If you roll any other number. go to 4-A.

3 B If you want to take the left fork of the tunnel, go to 6-B. If you want to take the right branch, go to 7-B.

3 C In the bottom of the pit, covered with a shroud of spider webs, is the skeleton of a Dwarf. If you want to climb down
for a closer look. go to 1O-C. Or, you can try the door in the far wall, go to Soc. Or, if you wish, retreat to B·A.

3 0 Before you can enter the room, you are suddenly set upon by the Goblin's Guardian, a Giant Weasel (MR; 36, gets 3
extra dice per roll for speed). Due to the monster's quickness, it is impossible to attack it from behind. If you manage
to kill it, its pelt is worth 100 - 600 GP. While the Fighters skin their kill and watch the door, someone must examine
the chest. Have one character roll the dice (Level 3 Saving Roll on IQ, Level 2 for Rogues) to Detect Traps; if they
make the roll. go to 11-0. If they miss it. go to 12-0.
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4 A From the mine's entrance, II flight of steps lead down about 20 feet to a stone passageway about eight feet wide. The
ceiling is only about six feet high; tall characters will have to stoop. The tunnel is damp. and smells musty. There does
not appear to be any traps. Your party descends. Write down your marching order, and go to B-A.

4 B in the dim light of your torches, you see a door ahead. Closer inspection reveals that someone has taken great pains to
seal it uP. using a large wooden cross to bar it. It appears to be untrapped. You can let whatever is imprisoned in the
room lie in peace, and go back to a·A, or you can unseal the door, and look inside, go to 8-B.

4 C
Your approach has stirred up the pit's occupants, and they suddenly scurry out to protest the invasion of their privacy.
The party must defend themselves from the attack of four Large Spiders (MR: 10 each, Poison Bite does double da
mage). If you survive, go to 3·C.

4 D
Check for secret doors lit takes a level 2 Saving Roll on IQ to find the secret door). If the dice indicate that you have
found one, go to 13-D. If not, all you found was the Hobgoblin's filthy gear, and a lot of stinking garbage. You may go
to 7·B, and explore the other branch of the tunnel, or return to a-A.

5 A Suddenly, a salvo of four Javelins (2 dice) is hurled from the dark entrance. Half are aimed at the point person; choose
random targets, by die roll, for the two remaining. Five Goblins (MR: 16) rush out and attack you. If you survive, you
will find one to six Copper Pieces on each of the sealey little varmints. Go to 4-A.

5 B
Decide how you will open the doors (which appear to be barred from the inside). Roll the dice (it takes a level 3 Saving
Roll on Strength to force the door) to see if your effort has been successful. If it has failed, you can retreat rapidly, go
to 9·B. If you have broken the portals open, go to 10-B. If you failed to open the doors on your first effort and want to
try again, go to 11·B.

5 C Cautiously, you open the door only to see a heavy cloth hung across the entrance. Choose a brave soul to tear down the
cloth, and go to ll·C. Or retreat back to B·A.

5 D
Seeing you charge, he fires off an 18 point Take That You Fiend spell at the closest target; then, retreating along the
wall, uses the same spell on his closest pursuer. Then, seeing that you have him surrounded, he throws up his hands, and
cries, "Stop! I surrenderl" If you accept his surrender, go to 7·0. If you want to bash him anyway, go to B-D.

6 A The passageway proceeds on about 100 feet. The stone walls are wet and slimy; tiny red eyes reflect back your torch
lights from small crannies in the rock. Then, ahead, you see an intersection. You approach it carefully. Roll a D6. If
you roll a one, go to 7·A. If you roll any other number, go to B-A.

6B

6C

The tunnel here is 10 - 12 feet wide, and the t.:eiling is 8 - 10 feet high. The passageway ends abruptly in a door after
about 100 feet. The door appears untrapped, and naught is heard upon listening. You may retreat, and explore the
other branch of the tunnel, go to 7-B; or retreat clear back to B-A; or you can open the door and take a look inside,
go to 12·B.

You look in on a room filled with all kinds of odd equipment. Several bookshelves line the walls, and a table, covered
with alchemica! apparatus, stands in the middle of the floor. In the corner stands a big, stuffed Black Bear. The far wall
of the chamber is covered with tapestries. If you want to retreat quietly, return to 3·B, or B-A. If you want to enter the
room, go to 12-C.

6 D Alas, he is a poor conversationalist, and reatly resents the fact that you snuck in without kllOcking. Go to 7·C, and
ignore the first sentence.
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78

The intersection goes right. left, and straight ahead. Just as you reach it. six Goblins (MR: 16) charge, yelling, around
the corner, and attack you. Roll for surprise. If the party is surprised, they cannot use missiles or magic in the first
melee round. Only two party members can fight side by side in the narrow tunnel; three Goblins can crowd in to attack
the pair. Each Goblin has 1 ·6 Copper Pieces. If you survive, and wish to go on, go to a-A.
The tunnel ends after about 90 feet in a door. Make a Level 3 Saving Roll on 10 (Level 2 for Rogues) for Traps. If he
makes his roll, go to 13·8. If he misses it, choose someone to check the door, and go to 14-8.

7C You break open the door, and find yourselves face·lo+facewith avery thin, tall man in a Wizard's Robe. His eyes flashing,
he cries out a command in a strange language; the stuffed Bear in the corner, suddenly animated, attacks youl MR: 50,
the Bear doe$ not lose dice or adds until killed outright_ If you survive the Bear, go to 13·C.

The intersection goes right, left, and continues straight. If you want to 90 right, go to 9--A. If you want to 90 left, 90 to
10·A. If you want to go on straight, go to 11·A. If you merely want to go home, no problem. Close the book, your
adventure is over.

.... ..,

"If you will go away, and swear not to return, I will give tne chest of treasure standing by yonder wall," says the trem
bling Mage. If you want to accept his terms and leave him in peace, go to 14-0. If you don't trust him and want to go
ahead and bash him, go to 8-0.

, ' ....

70

8A

88

8C

In the center of the room is a large stone coffin on a raised dias. There are six bricked-up alcoves at regular intervals
along the walls. The air in the room is icy cold, and there is a strong charnel ordor in the air. Another large cross lies
on top of the coffin lid. You can still take it on the lam; reseal the door, and retreat to 8-A. Or you can go on in and try
to open the coffin, go to 15-B.

Cautiously, once again you approach the stone sarcophagus. Ready for anything, you throw off the lid-l In the coffin
is a skeleton with a silver stake thrust through the ribs, just over the location of the heart. On the bony finger of the left
hand is a ring set with a ruby carved in the shape of a devil's head. There appears to be a box of some kind underneath
the bones. If you want to remove the silver stake, go to 14-C. If you want to take the ruby ring, go to 15-C. If you
would like a close,- look at the mysterious box, go to 16-C. If you want no part of any of this stuff, go back to 8-A.

. ~ .":'-.: .

8 0 As you smite him, he cries out in a loud voice and says, "Let it be on your head then!" He siezes a Staff standing against
the wall, and breaks it in half. There is a blinding flash, and a deafening explosion. Anyone standing next to the Wizard
is blown to bits, as, incidentally, is the old Magus. Everyone else in the room takes two 06 of damage. If there are any
survivors, go to 14·0.

9 A This tunnel proceeds about 50 feet. It seems darker and colder than normal. The sensitive members of the party sense
the growing presence of something very evil and very malicious ahead. Roll a die. If your group has a Dwarf or Gnome
up front on point duty, and you rolled a 1 ·3,90 to 12-A. If you rolled a 4 - 6, or there is not a Dwarf or Gnome leading
your group, go to 13-A.

9 8 Just as you reach the turn leading back to a·A, a heavy iron portcullis falls closing the tunnel in front of you I The door
behind you flies open, and ten Goblins (MR; 16) charge your group. The hall here is wide enough for a general melee.
Each party member will have to fight at least one, assign extra Goblins to party members at random. Since you were
fleeing, you don't get to use missile weapons, or spells in the first melee round. If you survive, go to 16-8.

9 C This door has been used, and recently; there are fresh scratch marks on the dirt in front of it. You push it open, and a
pungent, animal smell comes out. In the far corner of the room is a chest bound with chains. If you would like a closer
look at the chest, go to 3·0. If not, retreat back to 8-A_ Don't forget to close the door!

9 0 The ring is worth 300 GP. The character is advised to sell it quickly and be rid of it. It is not a good or healthy thing to
have around. Go to 8-C and choose another of the alternatives.
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1OAThe dank, dripping tunnel proceeds about 80 feet. and then turns left. You proceed about 40 more feet when the point
person stops you. There is a door ahead I Send someone to check the door for Traps. Roll a Level 3 Saving Roll on 10
(Level 2 for Rogues). If the checker makes their roll, go to 14·A. If they miss it, go to 15-A.

1 ORTen totally surprised, startled Goblins stare at you. They are MR: 16. You get one round of missile and spell fire before
they can react; survivors witl attack immediately. If you kill them all, you will find 2 - 12 Copper Pieces on each body;
the leader has a Dagger with a 50 GP Gem in the hilt. Go to 16-8.

1OC In the rotting remnants of the Dwarl's Leather Purse, you find 56 GP and 7 Gems worth 3 - 18 GP each. There is also a
Battle Axe underneath the body. The Battle Axe is magical. It gets eight dice in Combat, and can be used with one
hand, allowing the wielder to carry a shield or other weapon in his free hand. Nothing else of value here; climb out and
go to 3-C; ignore the first two sentences.

100 The ring's taker is unable to resist the urge to put on the ring. When he does, he is siezed with another irresistable. com·
pulsion; to remove the silver stake! His comrades will have to render him unconscious, or kill him to prevent thiS act.
If anyone else touches the ring, they also must make a Saving Roll on Luck or it will affect them also, in the same
sinister manner. If the silver stake is removed, go to 14-C. If the threat is neutralized, go to 8-C, and choose another
alternative.

'."': ...
. , ...-..
".- .'

ItA The passageway proceeds another 60 feet, then branches diagonally right and left. Roll a 06. If you rolled a one, go to
16-A. If you rolled any other number, go to 3-8.

1 18 As the character(s) make their attempt to open the door, it suddenly flies open, sending them sprawling on the floor
inside the room. Instantly, they and the rest of the party are attacked by ten Goblins (MR: 16 each). The door openers
get no counter·attack in the first melee round; the rest of the party cannot use spells or missile weapons in the first
melee round due to surprise. Go to 16·8 if you survive.

1 1 C Bad move, brave one! The cloth remover is target for two Heavy Cross 80ws wielded by two large Hobgoblins inside the
30 x 40 feet room. As soon as they have let fly their Bolts /Sdice), they will charge and attack the party with their Axes
(4 dice). Their statistics are: MR: 26 each, wear Armor taking S hits per turn. If you survive this attack, go to 4-0.

1 1D The Contact Poison on the chest's padlock was easily detected and washed off. The chest contained 3487 CP, 1248 SP,
and 34 Gems worth 3· 18 GP each. Return to 8-A.

.,,:
, ., -"...-.. '

12A Lucky for you all, the wily point person has been on the ball. He halts you abruptly; then proceeds to point out a care·
fully concealed Pit Trap in the floor ahead. After he has rendered this diabolical device inoperable, you can go ahead
safely. Go to 4·8.

128 The room is about40 feet square with a 10 feet ceiling. There is a door in the middle of the far wall, and a foul·smelling,
5 feet diameter pit near the left wall. If you want to inspect the pit, go to 4·C. If you want to look at the door, go to
5-C.

12C Just as all of you have entered, a tall, thin Wizard enters from the other side of the room through an opening in the
tapestries. He looks quite surprised to see you. If you want to attack him, go to 5-0. If you want to try and talk to him
first, go to 6-0.

12D The unfortunate fellow fooling with the chest has just found the trap on ito-the hard way. His hands are covered with a
sticky substance that is making him feel very ill. He must roll a level 1 Saving Roll on Constitution or take 2 - 12
points damage from the potent toxin; if he saves, he will take only 1 - 6 points. Go to 11-0.
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13A As you proceed down the tunnel, the point man suddenly disappears, with a loud yell. into it Pit Trap. The next person
in line must roll a level 1 Saving Roll on Dexterity or fall in also. Each character falling in will suffer 1 - 6 points of
damage. You quickly pull the victimls) out, and render whatever aid is in your power to help them. Meanwhile. other
members of the party render the trap harmless. You can retreat, go to 8-A, or you can go on, go to 4·8.

138 The person examining the door has fortunately noticed the poisoned needle in the door handle, and the party will be
able to avoid it. The door is locked. If the person examining the door wants to try and pick it, fine. It takes a level 4
Saving Roll on Dexterity to pick the lock (Level 3 for a Rogue). If he fails, the party will have to break the door down.
It requites a Level 4 Saving Roll on Strength to break down the door. If the person examining the door picked the lock,
and you want to open the door, go to 6.c. If you have to break down the door, go to 7·C. Or you can go back to 3·B.
and try another branch, or retreat clear back to 8-A, if you want.

13C The Wizard shoots an 18 point Take That You Fiend at the character closest to him. Then, as he sees he won't have
time for any more complicated spells, he uses the same spell on the next closest target. Now you have him cornered,
and he throws up his arms, crying, "Stop I I surrenderl" If you want to accept his surrender, go to 7-0. If you want to
bash him anyway, go to 8-0.

130 Inside a small secret oompartment is a box. In the box is a Ring of One Wish. You may not use the wish in this dungeon
except to restore a comrade to life. Go to 3-B or B-A.

14A

148

There is no trap! on this door. Go to 15-A.

The door checker suddenly cries out in pain. As he inspected the handle of the door, a powerful spring drove a needle
into his hand for one point of damage. The victim must now roll a level 2 Saving Roll on luck. If he makes it, fine.
If he misses it, the poison will do him 106 of additional damage. Go to 13·B and ignore the first sentence.

14C You pull out the stake. Suddenly, an icy wind blows through the tomb; the door slams shut. "At last!" cries an awful
voice from the thing in the coffin, and you see a dreadful figure, with skin as white as ivory, rise up before you. Its red
eyes are like coals of fire, long needle-like fangs protrude from its scarlet lips, its breath is like the vapor from an opened
grave. In a very short time, you will all be half·strength Vampires oontrolled by the evil monster that you have foolishly
released. That's all she wrote, guys. Close the book.

14D The Wizard's t~asure.chest contains a Jar of No·See-Me Grease, which acts as a Hidey·Hole spell when rubbed on the
character and tllS eqUipment, and 3 Potions of Healing that will repair up to six points of Comtitution damage each.
Return to 8-A.
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15A The door is ~ot trapped. Listening at the door reveals the sound of gutteral voices inside. The room is obviously occupied I
You can qUIetly retreat back to 8-A, or prepare to break down the door and attack who or whatever is on the other
side, go to 5--a.

158 You approach the coffin, Holy ~ymbols ~n hand, ready with Holy Water (if you have any) and a sharp wooden stake.
But, as you lay hands on the lid, the brick facades of the six alcoves crumble with a roar, releasing six skeletons to
attack you I MR: 24 each, Skeletons are not affected by cold, poison, or mind magic; cutting and piercing weapons do
only half damage. If you survive this onslaught, go to B-C.

15C As you pull the ring off the skele.tal hand, the wickedly-fanged jaws of the horrid skull gnash together in frustration.
The character who removed the ring must now make a Level 3 Saving Roll on Luck. If he makes it, go to 9-0. If he
misses it, go to 10-0.

16A Your group is suddenly attacked by five Goblins (MR: 16, each Goblin carries 2 . 12 CPj. If you survive, you may reo
treat to B-A, or go on, 90 to 3·B.

168 Each Goblin has 2 . 12 CP on his body. In addition, the leader has a Dagger with a 50 GP Gem in the hilt. A search of
the 50 feet square chamber finds a lot of nasty smelling rubbish and a door hidden behind a pile of garbage in the far
wall. You can 90 back to B-A. or, you can break down the door in the far wall to see what is behind it, go to 9-C.

16C With an effort, you are able to get the box out of the coffin without disturbing the bones. To your delight, the box
contains 275 GP, 14 Gems worth 20·120 GP each, and three Healing Potions (Heats 6 points each). You carefully
reseal the coffin and the door to the tomb, and return to B-A.

****************
Are you the stuff legends are made of7 Yes? Then it's up to you to find the fabled

* * ** STAR OF ULDOR *
* * *and be remembered as the Savior (or Conqueror) of the World.

A play by mail fantasy role-playing game by Diadem Enterprises, Star of Uldor is unique in its epic scope as well as

absorbing detail. Do battle with phalanxes of fierce Fighters or mobs of murdering Mages as you vie for CASH PRIZES along

the way to the Star. And, if you are skillful-and lucky-enough to make the Star your own, your character will be the fea·

tured character in The Saga of the Starl

$5 includes set·up, map. and first~ moves. Subsequent moves are $2.50 and include up to three pages of plans and

actions. Include type of character that you wish to play (Fighter, Wizard, Cleric, Thief, Assassin, or any you can think of)

and mail to:

.,,, O.. n"." ..."

Diadem Entet'prises
P.O. Box 123

Trafford, PA 15085



Quest For Fire
Reviewed by C. J. Hendenon

Director Jean..Jacques Annaud
Producer John Kemeny

and Denis Heroux
Screenplay Gerard Brach
Music Phillipe Sarde

Naoh. , Everett McGill
Amoukar Ron Perlman
Gaw Nameer EI-Kadi
lka Rae Dawn Chong

Three men plod their way across
a lost wilderness. tracking a dangerous
group of cannibalistic savages. Sud·
denly, they realize that they are being
trailed themselves - by sabre-toothed
tigers. Unlike most movie heroes ofthe
past, instead of fighting the cats, the
trio breaks into terrified flight, racing
across the plain for a lone tree in the
distance. They scramble upward into its
branches, inches away from the im
patient sets of fangs below. Hours pass.
The cats don't leave. The tree dwellers,
growing hungry, decide to sample the
leaves. A day passes; so do most of the
leaves. Finally, in the middle of the
night, one of the trio falls from his
branch. He scrambles screamingly back
into the safety of the tree only to dis·
cover that the cats have deserted their
port.

Although the above sequence
sounds as if it's from ''The Three
Stooges in Dinosaur Land," it isn't. It
takes place in Jean.Jacques Annaud's
daringly bold new epic, Quest For Fire.
And, if one gets the idea it is a comedy
or just another caveman epic, once
again, it must be made clear that it
isn't. Masterfully painted across the
screen, it is the most impressive film
ever made on the subject of man's dis
tant past.

Quest For Fire is the most scien·
tifically aet:urate film of its type. No
dinosaurs roam the landscapeofBO,OOO
years ago. Savage neanderthals fight
with cunning but not with honor. No
English is spoken; there are no blondes
with smooth skin and alluring curves;
the past is not presented as romantic,
noble, or endearing. Annaud's world is
more-than-dangerous; it is a horrific
nightmare of fangs and the senseless
slaughter which accompanies blind sur
vival. It is also a fascinating study in the
most basic levels of human nature.

In the film's opening, the Ulam
tribe is attacked by a stronger tribe, the
cannibalistic Wagabou. During the
battle, the Ulam are almost entirely
wiped out, and their fire is stolen. With
their survival at stake, the Ulam send
their three bravest warriors· Naoh, A
moukar, and Gaw - on (you guessed it)
a quest for fire. The Ulam know not the
secret of fire making and must rely on
either aoc:idents of nature or raids on
other tribes to secure it.

As you may havealsoguessed,on
their quest, the three protagonists learn
a lot of lessons. Condensing many of
the important trials and discoveries of
primitive man into this one adventure,
the film offers explanations for their
overcomings and uncoverings. The
audience is plunged through examples
of primitive fear and drama while being
given insights into the behavior of our
own ancestors. First laughter is treated
as as important a discovery as long
range weapons. The most important
discovery, however, is that so serious a
film could be made during teday's pre·
sent atmosphere of comic-fantasy and
wide·screen pulp science fiction movies.

The culmination of three arduous
years of preparation and exhaustive re
search and a fourth year of filming,
Quest For Fire is Annaud's first inter
national film.

"It was as difficult as I an
ticipated," Annaud admits. "It took a
long time, but this picture is so much a
part of me that it is now a baby of

---,., =
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A TWENTIETH CENTURY· FOX RelEASE

OUEST FOR FIRE:

mine." The director was drawn to the
project by the novel by J. H. Rosny on
which the film is based. "The book has
an essential respect for those early, in·
significant creatures," recalls Annaud,
"and, of course, its central theme was
immensely exciting - man's discovery of
the means of making and controlling
fire, which anthropologists now agree
was a giant step forward in mankind's
evolution."

The film is more than exciting,
however. There is a strong feeling of
de jsvu; a sense of racial memory per
meates the production, strongly en
hanced by the scientific accuracy of the
film. One of the main pi~s of craft
which helps to lend such believability is
the language of the Ulam tribe. Created
by Anthony Burgess and Desmond
Morris, the verbal and non-verbal com
munication presented in the film is
stunning in its seeming authenticity.

Beyond the language, however,
beyond the realistic creatures and
landscapes, the gut-level battles and
confrontations, beyond the carefully
sculpted look of the make·up, the cos
tumes, and the sense of the dawn of
time which permeates the movie, there
is a further aspect of the film which
draws the audience in without their
being aware of it.

By studiously avoiding the stan
dard cliches of the genr~, Annaud has
hidden within his film the very message
so many other moviemakers have failed
to deliver although they tried hard. Too
often in the past, we have been asked to
identify with antic cave-types who
fought with a sense LJf duty, protected
the weak, braved untold dangers for
little reward, and, on the whole, acted
like knights in shining bear skins most
of the time. As it should have been ex·
pected, most people have trouble telen·
tifying with someone who acts better
than they do.

In Ouest For Fire, however, the
heroes are a believable bunch. They
steal what they need. They run in
wild-eyed terror from what they know
they cannot beat. They go to the bath
room, play silty tricks on each other,
and worry about where their next meal
is coming from, just like "regular"
people. By delving deeply into what
makes people act the way they do, by
sticking honestly to the true facets of
human nature which dwell within us,
Annaud has made a tnJly universal
film, one which speaks to every man
and woman on the face of the planet.
His characters are much easier to iden-
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tify with than the pompous, self-ab
sorbed families in such "real-life" pic
tures as Shoot the Moon, I'm Dancing
as Fast as I Can, or Ordinary People.
I've never known anyone like the
people in those films. On the other
hand, everyone knows the characters
from Ouest For Fire. They are the
forefathers of mankind, and, if we look
around at the world and the way its in·
habitants treat each other today, we can
see that we are not all that removed
from them.

There is true excitement as the
Ulam try their hand at making fire.
Everyone in the audience wants them
to succeed. The reason goes beyond
cinema involvement, though. By the
end of the picture, there is a primal
need on the part of the audience to see
the Ulam triumph. It is not like waiting
for Han Solo to rescue Luke from Darth
Vader or like counting off the minutes
until Jamie Lee Curtis can escape her
newest would·be murderer. There is a
tension in the theater borne of des
peration; if the Ulam fail to master fire,
it would be more than a let-<:lown to the
viewer; it would be a death sentence.

Sighs of honest relief sound from
every comer at the first wisps of
smoke produced.

The Ulam's victory is the au·
dience's justification. After having
viewed everything that is wrong with
mankind on the screen, there has to be
at least some small amount of hope
given as a balance. Maybe it takes giving
the Ulam mastery of the world to
balance all of their faults. After having
been a witness to the atrocities of man
daily on the news, the end of the pic·
ture, with the young "cave couple"
gazing upward at the stan in wonder, is
as powerfal a release from despair as
any other ever filmed.

Quest For Fire is, possibly, the
best science·fact film ever made. AI·
though it may draw considerable flack
from blind and fearful organizations
such as the Moral Majority or the
Catholic Church. it should be able to
weather any attack. Simplistic and yet
brilliant, it is the most optimistic film
released so far in the '80s. Considering
the way things are, it wasn't a bad
decade during which to release it.



Here, we pmsent the 18ng~ uS8d in the movie,
Quest For Fire dS Wf!II dS 8 history of its invention by Des·
n and Moms,nd Anthony Burgess. It is included because it
an lend /In /11(' of reilllsm" to FRP or SFRP games when

t:;Jllf!men' /I,. f!ncounreTPd. Aim proVIded ;s a shan Ms·
cnptlon of each of the four tribes that appear in the movie
whICh an, agam ~ of use in your FRP or SFRP f}lJf'ning
leW ns ·Ed.

Words and Gestures

To build the story of Quest For Fire on a firm,
scientific foundation, a credible communicationssvstem had
to be devised for characters who lived tens-of-thousands of
vears before the invention of the first alphabet.

To create this system, the filmmakers sought the
assistance of two of the world's outstanding scholars in the
field of linguistics and human behavior. Zoologist..i)ehavioral
theorist Desmond Morris (author of The Naked Ape, The
Human Zoo, and Intimate Behavior) and novelist-linguist
Anthony Burgess (A Clockwork Orange, Nothing Like the
Sun, and Honey for the Bears) collaborated in the creation
of a primitive language which combined word and gesture.

Morris, drawing on his knowledge of primate com
munication and his observations of the rich gestural language
of modern man, devised a system of physical cues by which
early man may have transmitted a variety of complex
messages. Burgess, through his familiarity with ancient
Indo-European word groupings, invented a spoken language
that is both credible and comprehensible.

"Communicating with sound is nothing more than a
specialized kind of bodV sign:' states Burgess, explaining the
most widely accepted theory on the origin of human speech.
"Man, at his most primitive, communicated with signs. But
the signs made with the organs of the mouth have the good
fortune to be accompanied by a sound mechanism, the vocal
chords.

QUEST FOR FIRE: A TWENTIETH CENTURY_FOX RELEASE

"We can't talk without moving our bodies, and I
think this shows very clearly that our speech is tied up with
bodily movements, bodily gestures, which were the basis of
aU communication. Speech is a very specialized kind of
communication we developed very, very early. and probably
quite by accident:'

In developing a vocabulary and linguistic structure
for early man, Burgess began with the theory of a common
origin of modern European languages, tracing their roots to
a language known as "lndo·European." There are various
words in different languages which show that there was a
common origin between them, but they can only be traced
back as faras 50,000 years. The mother of English was called
"Primitive Germanic:' This mother had many oHspring:
English, German, the Scandinavian tongues, Dutch,et cetera.
Latin is the mother of the $O-atled "Romance Languages"
which include French, Portuguese, Romanian, and Spanish.
These two mothers were, themselves, off-springs of a
language which no longer exists, called "Indo-European:' It
is no longer with us because the people which spoke it could
not write it, leaving scholars to guess at what it was like by
comparing words in the various descendants. But Burgess'
job involved more than simply inventing words by adapting
primitive derivations. He had to invent a grammar since
people can't speak a language with just what is found in the
dictionary. Words must behave in the context-situation, and
that means a grammar must be developed.

Morris, who devised a system of non·verbal cues
which man has, throughout the ages, useo with the spoken
word, explains: 'These early people would have had the
same range of emotions and a comparatively simple language
with, perhaps, only a few hundred words. They would have
also had, almost certainly, a fairly rich gestural life in which,
by hand movements and other gestures, they would be able
to indicate to one another their changing moods and
emotions, the presence or absence of certain kinds of
animals, fruits, berries, and so on."

His task was to invent a body language and a gestural
language that worked in complement with Burgess' invented
verbal and vocal communication system. They were created
without knowing those very early patterns of communi
cation.

The primitive people in the film could not be too
different from modern man, or the audience wouldn't un
derstand them. But they could not be too similar without
running the risk of appearing too modem. So, instead of
having a nodding movement for "Ves," they dipped their
heads when saying, "yes" in a little bow. It is close to a nod,
but it isn't one. For "no," they moved their heads to one
side instead of shaking it from side to side as we do today.

A repertoire of more complex gestures running the
gamut of human emotions was created by movements
carrying messages of greater complexity with Morris drawing
upon his studies of primate communication.

Using body language was difficult for the actors be·
cause it was easy for them to go overboard and become too
involved with the gestures. They had to learn movements
and then almost throw them away so that they were not
over-emphasized. One of the problems of devising a gesture
language for people who are not used to the gestures was
getting them to feel more familiar with them.
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Quest For Fi...·s L.ant-It

The following ch¥t lim type lUb$tnuwJor phoM
tic symbols wirh descnptions of the sound e«:h symbol,.".
resetlts and examples of th6. sound in film/II.,. usage. Th,

ond chan contains the English equiw,lent of some com
mon UlIIf1I words (in their phon«k forms) -.d rhtt ."
tNopmfte body mo~m.t1n «:compenYl"l rh. 1OUItd.

directed.
Foot stamping. One foot
~ing. Alternate leg am
pi hfing legsquk:klyuptnd
Clown.
Vi ent smasflJng obj-e:u to
grooM I(1d knuck -blti
Self-aggrel'ion.

Hold leh forearm vertic.l and
punch It with right fist,

Standing position, am'll railed.
hands bent forward with fla
fingel'$ painting down. akl
to bear posture,

Based on Spanish lice~re
a belittling sture. Bo
hands used. Hands .... hItf
clenched, two thumbMils ...
pressed tpgethef', one on top
of the other. Then ttl
nails rotated.

Hand hefd near chest. In ...,
cuPPed position. then lifted
.-wi half rotated
_mouth.

Arms raised above head••
loose, hand and finge" poin
ting to each other, Straigh
t,nlng elbows a few timet
emphasize haight.

Grab left hand with right
pull down, making right
with wrist.

Swing whole arm fOfWW
across body to indicate dlrec
tlon .

Swing forearm Into
from elbow.

Cover eyes with hart open
hanc!.

Hh face with fist.

.......
(margioml

br (Tl:::rl

C·...".det'

(·.......1

go",,'
('ga:rsn(a))

meg (me:g)

tirorSa
(tlr-'oo:rsa)

..,lml
lnjl,",11
nylm"'l
~m1 .11

_f'_I

frlke 'frlJel1

ri-marglom
('ri:margiom)

to .....

big

anim,1

cold

de""

-en

to drink

fight

to .....-

flnd
theQlIdlc
VOl....

<non......-............
bolIrd

kick
co~

wum

Exam....

Body~
Group SW8ys from tide to
side LAm..,....,. 1CtJon,
minimal body IWIV.
Adding YoeM chordexplealon
and monance plus~ng
body movement,
Most violent form of 'xpntt.
lion within this grouping.
Mouth open, tMth bared.---beStI 1:1 from chill. OomInInt
..". lips ro.w.ro. Felr
___ Ilpe pulled _.

Allin ... lifted on 'WI'

Violent"'Id"~
down ClPPOII_ ....
_I..-~..._.", ........ -.
bum of ..1_ -hltI.
Th~ ...Ion __y

...... -- -...Ieldy. AdhIty _ con

t:inuIM:. .'''';pwwwd wtm
1PPIi_1lt relD:1IIon.
_-""Scnu:hlng
-~-hom_lD__.. ~

Sound
'b'/'v' $Qund rolled together

short 'a'
long'a'
',' sound

'ch'sound
n'yer sound rolled together

$harp '21' sound
'or' sound
'kh' sound
'oi'sound
'n' sound

'n'
'f'

iB It is written
'd'rz' 50und rolled together

gutteral 'ker'
Arabic gargling COflSC)lVfIt

'y'
short 'e'

preceeding VOMII .."''''-...,'''......"led

Ulem
IPhoneticI

t'ka ·t·k,· t'ka
(very quickly)

d'ga' d'gI' d'.

'"....
'""

......
(w.wa)

(modIfiod
hom---,)

Also exttndl
to long''''
rewmbUng

SPitting toUnd
1'-1

-n

"F
lh
(,)
x
9
I
•

2 Pc a

Phonetic
Symbol

B

•
•
E
S

-nj
(.)
00
1

ply to

I.""
"."

English
aggression



food

friend

fruit

good

give

greeting

hunger
(food
want)

estachai
(esta'tSail

yeemi (ji:mi)

buailt (buailtl

otim ('otim)

dow
('d-o-:e)
(0 S01Jnd

throu!tl nose)

khonia
(''Ionia)

essachaivow
lesa't$aivau)

Stroke face with bad<. of
hand.

Grasping gesture ,like plucking
berries from tree, between
forefinger and thumb, then
twisting motion downwards.

Feel good: Tongue protru
ding, teeth just showing,
tongue then moves from side
to side of mouth.
Look good (attraction to
another human): Jaws moved
up and down as in eating
mime but not chewing.

Gentle action, arm extended
in front of chest. scooped
back to body. and then
slapped against back of other
hand which is held in front of
chest, palm inwards. Hug el
bows in for emphasis.

Passionate but platonic gree
ting: Between two peop{e.
Back of hands touched to
gether and rubbed.
Big Greeting: Face to face
rubbing. bodies slightly apart
so faces touch and nothing
etse. avoid nose rUbbing.

Clenched fist on stomach.

strong

thirst

tiger

victory

w.nn

water

weapon

wolf

woman

kras (kras)

agavau
(agavau)

timria
('tirstria)

vaiii (Bail

s1ackht (s1axt)

riarch
(ri'a.ns)

aga (aga)

s1akhataka
('s1axtakal

wuhur
('Iwu.hur)

virku (virkul

siyeda
(siyedal

Pulling self more erl!<:t and
hitting high shoulder with fist.

Two fingers point down,
other hand grabs wrist. Then
push hand down.

Before battle: raise weapon
above head.
After battle: raise piece of
enemy property above head

0'0$$ forearms vertical to
ground and bang together.

Wiping hands downwards over
body (outside skins) and
sinking slightly at the knees.

Pump cosed fist up and down
above head.

Hand sideways . little finger
towards ground. Fingers are
closed and slightly bent,
thumb vertical.

Hands are slightly cupped;
thumbs touching, fingertips
of one hand overlap fingertip
of other. Fingefslow, thumbs
high.

Bow head, not nodding

hunt

joy

lion

mam
moth

m.n

pain

reindeer

tirpreng
('tirpre-njl

(eBai)

tirgarsna
(tir'garsna)

tirmeg
(tirme::g)

vir (vir)

smerdolor
('smerdolorl

tirdondr
ltirdondrl

Tap head with weapon. Bang
up and down on ground with
spea~.

Cheek rubbing (see greeting).
Let head rub over an imagi
nary face.

As for tiger but all finger5
pointing down.

Standing upright and swaying
back and forth, arms resem·
bling tusks.

Two fingers point downwards
on back of hand.

Thumbs interlocked, fingers
splayed.

The Tribes

The Ulam
Primitive Homo Sapiens, the Ulam are a loosely knit

group banded together for surviva1. They wear animal skins
and use sharpened wooden poles as spears. The Ulam know
how to utilize and maintain fire, but they are unable to
create it. If they lose their fire, they must either steal it from
others or find a bush or tree set afire by lightning, The Ulam
eat almost anything, from insects and plants to animals, but
they show a distaste for human flesh. Whenever possible,
the Ulam find shelter in caves.

The Kumm
A cannibalistic tribe, the Kzamm fashion their club.

like weapons from bones. They are hunters who wear anim.1
skins for protection. Although they have the ability to use
fire for cooking and other purposes, the Kzamm are not able
to create it or use it to greater advantage.

e.g.as.us 3



The Wagabou
Plundering Neanderthals, the Wagabou, like most

other tribes, use fire but are unable to create it. They are
protected from the elements by their natural covering of
thick hair. More primitive than all the other tribes in the
film, the Wagabou use very rudimentary weapons and prac·
tically no tools. They are semi-eannibalistic and prey on
other, weaker tribes.

The Ink.
The lvak, wear little clothing, preferring to paint

their entire bodies. The warriors wear face<oncealing head·
gear and utilize a throwing stick which gives them greater
accurate striking range than simple, hand-held spears. The
Ivaka village consists of crudely-made huts of mud and
straw. They fashion containers from animal skins for food
storage and sometimes carry pouches with them. They have
learned to create fire when needed through heat caused by
friction and use it for comfort and convenience.
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CONAN
THI! BARBARIAN

Reviewed by C. J. Henderson

Director John Milius
Producer Dino De Laurentiis
SCreenplay John Milius
Photography GiI Taylor
Music Basil Potedouris

Conan Arnold Schwarzenegger
Valeria Sandahl Bergman
Thutsa Doom James Earl Jones
King Osric Max Von Sydow

Whenever a book or a continuing
character becomes popular, the people
who made the book or character
popular in the first place usually start
discussing what they hope to be the
"inevitable" movie to come. They will
outline the perfect script in their heads,
cast it with their favorite stars, pick
people to do the music, list the perfect
locations for shooting around the world
(or the universe, if need be) and
generally have a grand time fantasizing
about it until the inevitable movie is
made or something else captures their
attention. Such a movie is Conan the
Barbarian. People have argued over
how it should be handled for over
twenty years, fighting grim battles
which, for the most part, ended with
the thought that "it doesn't matter
who is right, 'cause they won't ever
make it anyway."

As we know, however, the
film literally millions of people have
been waiting for has been made. Across
the country, Conan fans have had the
chance recently to test out their
own vision of their favorite chao
racter against that of Hollywood,
and, unfortunately, no matter how
absurd, moronic or childish their
images might be, they are guaranteed
to be better than John Milius'. Please
make no mistake about it, Conan
The Barbarian is, beyond the slightest
hint of a doubt, the worst, and most
damaging fantasy film that has ever
been made. Not only destruetive and
insulting to the precepts established
by Conan's creator, Robert E. Howard,
it is a murky, plodding, lifeless movie,
overflowing with glaring editing mis·
takes, excessively poor transitions, and
plot twisu as enjoyable as finding half
an insect in your salad.



To review Conan fairly, the
criticisms of it have to be separated
into two sections: how it was transla
ted to the screen from the origiJ1a1
books, and how well it will stand before
those viewers who have never read
one of the books, or even heard of
the series before.

As to how faithful Milius has
been to Howard's original stories,
the answer is: not at all. Outside of
some of the tess specific physical
characteristics, the people and the
places do not resemble those in the
stories in the least. Howard's Conan
is an elemental, free spirit. He is
unchained because it is impossible to
enslave the whirlwind. He is a giant
among men; Ile is highly skilled
in weaponplay, pantherishly quick,
steel willed and nerved; he is a born
tactician, warrior, and leader of
warriors. He is a fire-lit tower in a
world of mud huts. Taking what he
wants, following his own moral
conscience, he is an unbeatable, fear·
some reaver, bowing to no lord,
slave to no woman, country, or
anything else which preys on indio
viduals in a society.

In comparison, Milius' Conan
is a slightly dull·witted, cautious,

slow-to-understand strongman. Al
though the narrator tells us Conan is
a master of weapons, we do not
receive much evidence to the fact.
Schwarzenegger moves well when
dancing about in the film's many
moments of "Conan-practicing.with·
his-sword," but his movements in
the combat scenes are less than ex
citing. Conan of the movies is a
slave, chained for most of his life,
with practically no interaction with
the rest of the world. Howard's
Conan mOl/ed about through do
zens of societies, learning about
the various lands of his world and the
people that filled them; Milius' warrior
has practically no understanding of
anything he enoounters. He knows
nothing of women, power, the glory
and horror of battle, food or drink
outside of the most basic, or precious
little else. He is a monsterously muscled
child, lumbering his way through
impossibly easy adventures, seemingly
barely aware of tile fact that there is
more to life than taking drugs and
getting falling down drunk (two
things Howard's Conan would never
have done).

Milius' Cimmerians are farmers
easily slain by the dozens. Howard's

were a mighty warrior race who
pushed back armored civilization with
almost casual ease whenever it en·
croached too far into what tlley
considered their domain.

Milius has made Conan's first love
Valeria; her name was Belit. In the
books, it was Belit who came back
from the dead to save Conan's life;
in tile film it is Valeria.

Film Conan fights Thutsa Doom
Howard's Conan was born thousands
of years after Doom's bones had
long moutdered and vanished. That
Doom was a fantastically powerful
wizard, capable of myriad dark and
destructive feats of black magic.
The movie Doom can turn himself
into a snake, and tum snakes into
arrows, but that's about all. The
literary villian deposed monarchs and
ruled hundreds through fear; the
celluloid one tames them with a
ReI/rend Moon philosophy, complete
with the flowers, white robes and
bells.

There is more, but the point
is amply made. For some reason,
Milius (who, along with production
designer Ron Cobb has been quoted
as saying that Howard's fans would
be the ruin of the film if their ideas

CONAN THE BARBARIAN: A UNIVERSAL CITY STUDIOS INC_ RELEASE
Pegasus 85



in when the pillar falls? Why doesn't
the meat in the soup fall from the
bones--human hands can't be boiled
in broth and not fall apart. Who
knows?

The mistakes go on and on.
The audience is left with more ques
tions than it can remember; why
doesn't the were-woman die ;n the
fire? Why doesn't she kill Conan?
Why doesn't the monster snake
Conan kills make any noise? Why
is everyone in the film a bener warrior
than the hero? The answers to all the
questions are withheld.

The mistakes continue through
out, raising question after question,
none of them to be answered. The main
problem, though, is that, if other
things in the film were better, all of
the aformenttoned might not be so
bad. Coupling these things with the
film's other flaws, however, is what
finally brings Conan to its knees.

Basil Poledouris' music is flat and
uninspired. It is more a harvest of notes
and strains from viking and dinosaur
movies gone by than a cohesive score
created for a new film. It is hard to
fault him severely, though. Most movie
music is written to revolve around the
central theme of the film. If the picture
has no central theme, it is hard for its
score to have one.

Much of the acting is flat and
static to the point of disaster. Schwar
zenegger is a passing fair Conan, pro
bably the best thing in the film; there
is no doubt that he tried hard with
what little he was given, but, sadly, he
is not actor enough to transcend his
material.

Sandahl Bergman, having most
of the film's good lines and scenes,
comes across much better, lighting up
the screen with her presellCe. Moving
with her Broadway-born dallCer's grace,
she is the perfect warrior-woman. Out
of a cast which runs from cinema giants
to unknowns, she is the film's brightest
spot.

Von Sydow and Jones are was
ted, however. Giving silly, broad, over
played performances, both actors strut
through their parts with a condescen
ding oiliness which seems to project a
distaste for their roles.

This may be justified if one con
siders the script in which they were
mired. The ploning is unforgivably
childish. Scenes exist only to take up
time; they do not develop the charac
ters further the plot, or entertain the
audience. There is little in the way of

4

During fight scenes, scars and
bruises appear, disappear, and then
reappear with every camera angle
change. Modern stitchil1g and metal
work peeks out of the costuming. One
scene, taking place in the desert, has a
disturbing amount of shots of the
ocean in it. Since Conan rode through
the mountains to find the desert, we
aren't sure where the ocean is sup
posed to be. The same treeless desert
yields up a veritable mountain of
wood when Conan and his friends
need it for weapons, traps, funeral
pyres, et cetera. Where does it come
from? Who knows? How does Conan
set fire to Thulsa Doom's carved stone
palace with a small pot of burning oil?
Who knows? Why does Doom's second
henchman fight with a large wooden
mallet? How does this mallet knock
down the central support pillar of
a gigantic chamber (especially without
vibrating its wielder's arm out of its
socket)? Why doesn't the roof cave

on what should be done ever got
to the screen) chose to ignore In
every way the basic precepts of
the character he was supposed to be
translatil1g to the screen.

This would not be the first
time that a DeLarentiis film fol
lowed such a route. In his attempts to
"improve" King Kong and Flash
Gordon, the same kinds of liberties
were taken, but here, somehow,
they seem more brutal, as if the object
of the film was not to make money,
but, instead, for some reason, to
destroy the subject matter. With a
lesser subject, he might have suc
ceeded.

All of these things might have
been excused, however, if the film
itself was a good one. Most of the
Tarzan films that have been made
have struck extremely wide of the
mark as far as accuracy goes but
have usually been at least fairly
excitil1g. Not so, Conan.
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tolerable dialogue, let alone any that is
inspired. Transition between scenes,
when it exists at all, consists of Conan
and his Panchoian side-kick running
across vast plains, forcing the kind of
abandon into the film that is generally
reserved for hypertension victims
turned loose at the zoo on a field trip
day.

Adding to all of this the garbled,
heavilY-KCented narration which runs
throughout the film and the pointless·
ness of most of the characters. one
finally finds the place where the buck
must stop· at the direction.

Milius' uninspired, flit, high
school direction is the picture's death
stroke. Nothing, literally nothing, in
the film evokes a response. The fight
scenes are iII-staged and clumsy_The
orgy and Conan's several love scenes
are unerotic. boring, and trite to the
point that they would draw yawns
from a Disney audience. It is weekend
directing: static, gap-filled, motionless.
The lack of imagination tied up in
staging each mot we see could lead
one to believe that the entire epic was
filmed in a day and a half. Even half·
hearted flops such as Venom and The
Legend of the Lone Ringer were at
least interesting to look at; not so
Conan.

OriginallY, this article was sche·
duled to run to 3,500 words. This
would have induded background in
formation on the cast and crew, in
teresting tidbits on the movie's loca
tions and shooting, how the special ef·
fects were achieved. et cetera. As it
stands, it only runs to 1,500 words.
Even though that meansitwillearn less
than half the cash it could have earned,
then! isn't much of a choice_ After all,
how many diffurent ways are there to
say "bad"7
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TO THE BEAST

by C. J. HENDERSON

, I



Andra, She Who Would Be,
Daughter to the Mother to All, held
back a sniffle. Admitting she had made
a mistake, she decided to correct it be
fore any more time was lost. Stretching
out in the nearby brush, she curled into
a comfortable position and then whis·
pered to the ground. At her command,
vines untangled, grass grew quickly, and
the sweeping plants above her lowered
their leaves, all helping to hide her
small form as she slept. She fell asleep
without fear, knowing the planuwould
awaken her if the gargor came near.

Round one went to the beast.

The afternoon sun warmed Gra·
kat's scales. He had been awake several
hours now. Patiently, he sat cross·
legged, waiting for something to stir.
The witch would be expecting him to
hunt for her.

''To the Shade with her," he
thought. "Damn-ta-frack Lomonians
think they know us; they think to stop
us . hold us back as they would the
humans. Gargors are not so easily out·
guessed, little princess. Nor are we
easily killed."

The lizardman flexed his shoulder
muscles slightly, ntetching the skin

tight across his back. His mind raced
back over his plan. He would let the
witch come to him. Hewouldnot leave
his ledge until he had spotted her. He
would do no hunting, build no fires,
make no sounds . these were things
which could help the Lomonian.

He would not do them.
For over four hundred years,

every gargor Klan had hoped to reoover
Hotot's Talisman. As a bauble, it was
worthless, nothing but badly-worked
lead and blue quartz. As a political
totem, however, it had great power.
The gargor nation had been splintered

• • • r
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moistened instantly, betraying his hun·
ger, he held his tongue back. Even so
small a death cry as the insect's might
be heard by a witch. The massive
lizardman reached into the sack next to
him, pulling forth a strip of dried beef.

"Chew it, Grakar," he ordered
himself. "Chew it slowly; wet it with
your own juices. Save the water;
conserve. Conserve rations, conserve
strength, conserve nerves. You have set
your traps. You will lure the witch. She
will come to you. She will die. Hotor's
Talisman shall come to the Kar Klan."

The dragonfly lancled on the gar
ger's snout. Yellow eyes stared at the
insect until it satisfied itself that there
was nothing for it there.

As it flew away, Grakar smiled.
"You shall be proud of me, father."

Round two went to the beast.

The garger stood granite still,
staring at the grand Queen Mother of
the witches. Standing nearly seven feet
tall, the lizardman bent his frame in an
impossibly graceful bow. Andra shud
dered slightly at the memory_Heskar
was nothing more to her than ttgl'lt
muscles and heavy bone covered in
scales and bristles and menace. His pale
green eves stared out from under the
hood he wore, Wrapped in animal
skins, he stank of death; he was a
towering pillar of living destruction
waiting to be set off.

"I am here:' he answered calmly,
"for what is mine. Hotor's Talisman."

"It is not your's. It is Hotor's."
"Hotor is dead." smiled Heskar.
"He gave it to us." countered

Clarri.
"He gave it to the dead. You, not

any here, were born then. Lomonia
has held our soul long enough. It shall
be returned." The garger's words curled
slightly to a snarl. Andra stood by her
mother taking in the political debate
which followed.

Decades earlier, the garger's de
mands would not have been taken
seriously. Anyone or two Klans at
tacking Lomonia would have posed
little threat, but times had changed.
Heskar had been planning for a number
of years. He had played on Gargaria's
wounded national pride, manipulating
Klan after Klan into joining the outcry
for the talisman's return.

'''We wish no quarrel with your
people, Heskar." You are nor $0 easily
beaten now through direct combat. We
would look for easier ways to maneuver
you.

"Nor we with you, Mother To
AIL" I am power now; I can mobilize
all of GargoriB. Even if you can stop all
of us, your losses would be staggering.
"Surely, there must be some way this
matter can be resolved between us as
civilized peoplat. We are not humans,
after all."

There was an almost impercep
tible wince in the room. The human
race was Lomonia's fault, an off-bran
ching of the witches many thousands of
years in the past. Magicks were almost
unknown to them now. Heskar had
thrown them into the discussion with
out implying Insult. Chard had smiled;
the gargor had grinned. Andra had
watched, fascinated.

The debating then continued for
the rest of the day; planned approaches
had been used, reviewed, and discar
decL Tradition demanded it. It had be
rome apparent to both Clam and Hat-

•••
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Sleeping behind the protection of

her plants, Andra dreamed of the last
meeting between her mother and the
head of the KarKlan.Shefound herself
back again in the massive meeting
chamber of the lomonian society. High
in the frozen northlands, still mostly
unexplored by garger or human, her
race dwelled c.;uiedy, ignoring the gelid
cold and the winds which carried it.

Andra remembered Heskar, his
sneering address to her mother. It had
bordered on insult, but only slightly.
No comment had been made; it was not
the time.

"Great Charri, Mother To All,"
he had mocked, "You Who Are; Charri
of Lomonia, all Gargeria bids you long
life."

"You are far from home, Heskar.
Why come you to the cold you do not
enjoyr'

thousands of yean in the past by the
Lomonians. One of the co~ssions

given to the witches by the gargar king,
Hotor, was his medallion of state_ Owr
the centuries, many Klans had tried to
regain the talisman. Thieves had been
sent to Lomonia. Renegade witct\es had
been bribed; Klans had gathered to·
gether into armies. None had ever re
turned.

Andra moved cautiously through
the trees. Covered from head to toe by
her cloak, she continued forward, shiel·
ding her pale, northland limbs from the
sun. The cloak's hood hid her thick,
blonde hair as well as shading her thinly
angular face and blue eyes, other
features which helped to marie her as a
Lomonian and a witch.

Skirting throu~ the endless
brush, she watched and listened for any
sign of the gargar. Their duel was well
into its second day, but she had found
no trace of him as of yet. Nearing a
gradual incline of greying stone, she
stopped to examine the ground. What
could have been the remains of a foot
print stared up at her from the edge of
the gradually sloping shale.

Kneeling next to the rocks, Andra
~aced her hand on the track, closing
her eyes, concentrating. She asked
v.tlen the print had been made. Slowty,
the past unfolded for her. The track
was many days old. Even if it was the
garger's, if he had come to the valley
early to scout out the land, it could not
tell her where he was now. Frustrated,
the young witch broke off her concen·
tration. She lay wearily back against the
rocks, giving up her search for the first
time since the duel had begun. She
needed rest. At midnight the day be·
fore, she had entered the northern end
of the valley; the gargarhadentered by
the south. They had to remain until one
of them surrendered to, or was killed
by, the other.

Andra closed her eyes again, this
time to rest and to think. She had
gambled that the gargar would march
straight to the interior, wanting to begin
the fighting immediately. She had gone
straight to meet him. She had lost.

"Filthy, rotten lizard," shegrum
bled, "Most likely still asleep, curled up
in a tree a dozen miles away. Now he's
fresh and ready for battle, and I'm ex·
hausted. Out there laughing at me,
aren't you? Dirty gargor."

But Grakar would not fail. Hes
kar, his father, had planned too well.
As the gargar thought of his father's
manipulations, a fat dragonfly flitted
past his eyes. Altho~ his mouth



Several hours before dawn, Andra
found herself a resting place. She
napped until the sun broke over the
mountains to wake her. She awoke
alert, smelling the air around her for a
trace of her foe. Still, there was
nothing. She contemplated taking
animal form but decided against it. As

Charri, She Who Is. had been used,
tricked by a gargor, or she had sent her
own daughter into a fight for her life,
unprepared. Neither thought brought
Andra relief or contentment.

"Am I supposed to lose? Are the
gargors supposed to recover their
bloody totem? Doesn't anyone care
what happens to me?"

There were no answers to her
thoughts. If the gargors were to have
their talisman, it could have been han·
ded to them. Somethingwashappening
which Andra did not understand. She
realized, however, that her present
situation was no time to try to find her
way through the past. Only the future
held any validity for her. Her mother
had instructed her to defeat the gargor
- to kill him if necessary. With a dan
gerOlls enemy waiting for her to make
any wrong move, she had no time for
worrying about the past which had
brought her to her present situation.
All that mattered was the duel.

"I am sitting by a stream which
can talk but which tells me nothing. I
have sat long enough. My garment is
dry; 1 am dry. My opponent is waiting.
I must find him." With new resolve,
Andra rose and began to make her way
quietly through the forest which began
a few yards from the bank.

Round three went to the witch.

kar in the first hour of their debate to
what they would agree. A duel was
unavoidable. By the second hour, An
dra had realized it also. She had lis·
tened impatiently. waiting for the
combatants to be named.

It had come long after the prin'
cess's patience had run out. She had
removed herself to a comer. annoyed at
the lengthy court procedure. Finally,
however. all was agreed: which valley.
which day, and all of the rules. Thtly
could take in their own food and water
or rety on the valley. It was a contest to
the death or surrender.

"And who shall our combatants
be, Heskar7'

"Two of equal rank, two with
reason to fight, two bound to try their
best. Two who have the most to lose."
I would name you and I, but that is
what you want, isn't ir? But maybe
not; no clean advantage for you. Weare
both roo good. I shall let you name
them. We both know who shall be
named.

"There are many of equal ranks
among our people," Charri started. But
only two will be named, won't they? It
is the children. It is always the chil·
dren. "but, outside ourselves, who
could we name to fit all of your quali
ties? I could suggest your Grakar and
my Andra, but it would be so ridicu·
lous. .. ,"

"I agree, Mother To AlL My war·
rior son against your child? It is no fair
contest. She is too young, too un·
disciplined, too arrogant... " Agree,
witch. Give me the girl.

"Andra? My daughter... :' Do
you mean it, Heskar? Are you trying
to draw me in or truly exclude her?
Do you know as much as I think you
do or not? Or more?

But suddenly, before she could
dream further, Andra awoke. She did
not move. She waited, clearing her
senses first. Sending out, extending
herself through the grass and shrubs all
around her, she could feel no other
presence. She rose slowty. disengaging
herself with great care from the plants
which had shielded her.

Satisfied that nothing large was
moving in the area around her. the
young witch proceeded forward south
into the valley. It was night time. She
had stept for many hours. Now that it
was dark, cooler, the gargor would be
seeking shelter. He would notstay out
in the colder night air. She cast ques
tions ahead of herself as she walked.
Allowing herself to seep into the terrain
around her, Andra joined with nature,

searching for her opponent. She had
no luck. He had rested against none of
the trees, trod on no grass, been seen
by no beast.

She combed the air for death
screams of victims. Hundreds had died
in the valley that afternoon, but none
of them at Grakar's hands.

A sudden thought changed An·
dra's direction. She drifted noiselessly
through the brush, coming to the stream
which fed the valley. She stepped into
it, ignoring the freezing chill; it was
nothing to a Lomonian. Again, she
paused to reach out, hunting for miles
down the silent water for those inter
ruptions in its flow where something
or someone had stolen from it that
day. Fox. bird, trellig, bear, racker,
mole, badger - animals of all sorts had
dipped the river that day, but no
gargors. At least. no gargors close
enough to be her gargor.

Dismayed, Andra uossed the
stream, swimming with strong, easy
strokes. She grabbed playfully at a pas·
sing trout, remembering childhood
games of the ~e sort. She stopped
suddenly, however, scaring the fish with
her abruptness.

"Undisciplines, am I? Arrogant?
I'll show..." Andra forced herself to
stop. Turning back to her originat des·
tination, she continued on for the
shore. "I am undisciplined. The gargor
is only a warrior, a killer of flesh, a
destroyer. In many ways, he is no bet
ter than a human. And yet, he is out
there, waiting for me, winning. I have
been arrogant; I have. I assumed it to be
impossible that a 'mere' gargor could
eYer give a Lomonian, let along a prin
cess of the line, the slightest trouble."

Sitting on the opposite shore,
Andra began to put together the pieces
she had missed. She began to realize
that the gargors had planned everything
long before they had come to Lomonia
to argue with her mother.

"It was always to have been a
duel. They knew it; mother knew it.
Grakar knew he would be the one
chosen. Did mother know t would be
her choice? Did she know it would be
Grakar against me? Did Heskar know7'

It did not add together .She could
not believe that her mother could have
been manipulated by the gargor. But.if
$he had not been maneuvered into sen
ding Andra into the duel. if she had
known, why had Andra not been pre·
pared? Chard had known for months
that Heskar was coming to debate the
rightful ownership of Hater's Talisman.

Either Queen Ruler of Lomonia

• • •
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and the clearing, she saw the rabbit
dangling by one leg caught in a grass
rope. The creature strained, jerking and
kicking, tumbling itself back and forth
throu\t1 the air, swinging and gyrating,
but not freeing itself. Andra bit her lip.
She dared not free the rabbit; the gar
ger might come before she was fi
nished. If he knew his trap had been
sprung, he might come to investigate
and find her nearby. She could not let
the animal suffer, however.

She had to leave; there was no
hope for the animal in the snare - it was
doomed. But something had to be
done.

From his ledge, Grakar watched
his snare. "Scream, little hopper. Call
the child out of the woods. Bring her to
me. Patience is not my brightest cloak.
I would see an end to all this waiting.
Come, little witch. Hotor would join
his people, and I would drink a frosted
mug of...." Grakar's thoughts broke
off. As he watched, a wolf dove from
the trees, clamping its jaws around the
rabbit. The hunter swung for a mo
ment then fell to the ground as the
grass rope snapped. The already-dead
bait was still tight in its jaws.

Grakar scanned the area. He
spotted no trace of Andra. His eyes
narrowed as his balled fist struck
against the rock ledge upon which he
perched. Other wolves approached the
clearing, but the one Andra had called
snarled them away, sharing his prize
only with his mate.

Round four went to the witch.

a bird, she might spot Grakar from the
air, but he might also bring her down
with an arrow. There was no animal to
which she could change which the gar
gor could not beat in combat. No, bet·
ter to use real birds as her eyes and
SICOUt for real beasts to use as her
strength. She had been keeping track of
several large animals in the valley. There
was a racker, ooe of the great, northern
cats, nearby; she had kept note of its
whereabouts. She had also managed to
herd a wolf pack and a bear in a
southerly direction. If she needed
them, they would come to her aid. The
problem of keeping track of them and
still searching for the gargor was a dif
ficult one, but Andra felt more com
fortable knowing she had allies.

What made her less comfortable
were the growing douds above. A storm
would change the air. She would lose
contact with her surroundings until she
could readjust. Storms were diffiC\Jlt
things for young witches to control.
Nature's violent secrets were the last
ones taught. Andra had little knowledge
of the rhythms of rain or lightning,
sleet or thunder.

"'t's known that the gargor
shamuns can predict the weather. Could
they have picked this time as part of
their plan? They might. Being able to
control the weather, we have never
cared if we could predict it. Did you
plan this well, Heskarr'

Andra frowned, trying to un·
weave the pattern of political mao
neuvers which had brought her to the
valley. Her majorstumbling block lay in
the question, to what use could Heskar
put the talisman if he did receive it?
Even if Hotor's trinket did enable him
to unite all the gargor Klans, he still
could not destroy Lomonia. True, there
could be a great conflict, and many
witches would die, but. in the end,
Lomonia would continue, and Gargoria
would not.

It made no sense.
Suddenly, however, Andra's at

tention was caught by something else.
There was a bleating sound, the cry of
a rabbit coming from somewhere
ahead. She moved foreward cautiously.
It was a faint cry, accompanied by the
small creature's terrified heartbeat.
Calling to it, she received strange im·
pressions. It was cau!1'lt, but there was
no foe. It was trapped, but no enemy
knew of it.

"Trapped? A trap, a snare.
Grakar."

Andra moved more cautiously.
Parting the last brush between herself

!=l2 P~aasus
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Grakar looked upward into the
darkening sky. The first drops of rain
were beginning to fall. Extending his
hand, he felt at thedrillle,determining
what type of storm was to follow.

''Warm,'' he thou~t, "but it will
not stay such. This one will grow cold.
This one will mire the valley."

Thunder rumbled overhead, clap
ping throu~ the premature darkness.
Jagged tines of lightning pronged their
way across the sky, some crashing
throu\t1 the taller trees out on the
plain.

Grakar turned from the storm,
retreating into the small recess in the
cliff wall behind him. The cloak he
wore was fast becoming drenched. He
removed it quickly, trading it for a
water-repellant wrap stored with his
other supplies. Once again, the wisdom
of his father's plan unfolded before
him. It did not matter that he had
brou!tlt several hundred pounds of
supplies with him. He had not traveled
long enou\t1 under his burden to really
notice it.

"Luck that we gargors are a
hearty race:' Grakar chuckled with his
own hum~_ The time had come to go
hunting.

"The witch will confuse now. For
the time of the storm, few of her
powers will be a help to her."

The gargor buckled his sword to
his side. Looking over his other
weapons, he ignored the bow, knowing
the limitations rain posed to arrows.
Stooping, he picked up his daggers. The
first blade he secured in his left boot,
the second in his belt. Grakar found the
rain's tapping comforting. He knew
that, as long as it held, the witch's main
powers of fire would be useless. Stan
ding straight, the garpor took his pike
from its place against the recessed wall
and headed out into the storm.

"I know you are out there. little
witch. You are dose. If I am wrong, the
storm will muddy my passing; you will
not know if I have been about. If I am
correct. this shall all soon be over:'

Slowty, Grakar moved down the
cliffside. working his way along the
ledge with slow, sure motions. He was
not worried over being spotted by his
opponent. The sky had inked over
completely; no moon showed, and the
lightning had ceased to flash. Coming
near the foot of the cliff, Grakar leaped
forward, holding his pike over his head
in both hands. He landed with a short
thud. Instinctively, he headed for the
forest. He knew Andra would seek
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shetter in the fashion of the beasu.
"The witch will not be foolish.

She will head for the pines. Never tall
enough to draw lightning but fresh
smelling and dry underneath. If she's
nearby, she'll be in the pine grove
toward the slate fields."

Grinning, Grakar ignored the
trickles inching their way beneath his
collar and headed in toward the pines.

Round five went to the beast.'
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AN EDITORIAL by

Edward R G. Mar liller

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

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

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

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

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

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

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

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

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

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

MEMORIAL DAY CELEBRATION

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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



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

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

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

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

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

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

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

Round six went to the witch.

• • •

Epilogue

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

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

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

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

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

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

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

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

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

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

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

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

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

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

us."
Charrl shook her head. LOOking

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

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

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

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

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

RUPTURED TROLL
by

KEN ST. ANDRE
with apologies to Agatha Christie.

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

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

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

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

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

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

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

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

8 Pegilsus

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

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

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

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

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

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

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

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

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

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



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

Suddenly I knew that I was
going to need it.

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

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

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

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

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

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

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

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

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

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

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

Pegasus 9



,

•

''You'd benerfill me in,Slather,"
I said. 'Who's the dead Ouendir, and
how'd it happen?"

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

But before he could finish, I had

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

intend to do with your

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



HEROIC
FANTASY

a new concept in
play-by-mail gaming

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

explores a multi-level labyrinth
strewn with glittering treasure

thars guarded by hordes of
slavering monsters - and

other adventurers!

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

Name _

Address _

Ory 5'.,e'__ Zip _

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

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

of fanrasy and science fie/ion games
Copyright © 1982 by flying Buffalo Inc.
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8th Annual

Strategists Club
Awards

for "Creativity in Gaming"

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

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

Voles will be collected and tabulated between now

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

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

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

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

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

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

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

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

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

OUTSTANDING MINIATURES RULES OF 1981

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

OUTSTANDING PROFESSIONAL GAMING MAGAZINE OF,..,
L J



HE'S HOLDING HIS SWORD
IN THE WRONG HAND!

by Scott Fulton

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

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

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

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

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

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

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

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

IN THE

CITY STATE

y Edward R. G. Mortimer

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

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

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

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

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

Wilderlands of the Fantastic Reaches by Judges Guild Staff:
32 pages, four 17" x 22" maps (2 Player, 2 Judge, two·
sided), Campaign Maps 15 (Isles of the Dawn), 16 (Southern
Reachesl, 17 (Silver Skein Isles). 18 (Ghinor Highlands),
villages, citadels, castles, creatures, treasurel
JG 0300 $8.50
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Village Book I by Bill DaVIS, Marc Summerlott, Bob Bled·
saw, and Mark Holmer: 64 pages, 48 village maps, 9 pages
of pertinent tables, usable for any campaign but ideally
suited for mapping out the many villages appearing in the
Judges Guild Campaign World I
JG 0059 $2.75

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

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

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

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

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

, .. "-1,

M~ROW PROJECT
"REPORT -,y/

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

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

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

Krell Force Leader: Warrior William Followlnon

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

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

THE FORT •N

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

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

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

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

20 Pegasus

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

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

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

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

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

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

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

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

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

Unit No.2

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

The ring probably will not be of great interest to an
astronaut. It is very thin, quite weak, and is probably formed
of small panicles blasted off the surface of a moon. Thi.
small moon circles just 11 the outer edge of the ring. The
ring itself is made up of microscopic particles, mostly no
larger than the panicles which make up cigarvtte II'I"IOke,
with lOme few bits of larger rubble. Thin as it is, it woo't
ewn .creen a ship from radar detection. It cenainly can't
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stop a missile. It might have a significant screening effect on
laser bums. though. With its probable origin in the inner
most moon, this ring belongs to the first of the three groups
of Jupiter's satellites. An examination of the orbital data
(Table Two) shows that the family of moons can be broken
up into three sets by distance from the planet. The first
set includes 1979J3, 1979Jl. Amalthea, 1979J2, to.
Europa, Ganymede, and callisto. Theil! are the innermost
set of moons, exteflding from 126.000 to 1.884.000
kilometers 178,000 to 1,168,000 mites). This first group
inchJdes four small rocks and four respectable worlds. The
secood group includes Leda, Himalia, Elara, and Lyslthea.
They range from 11.094.000 to 11,861.000 kilometers
16,878,000 to 7,353.800 miles). All four are minor rocks
under 200 kilometers (126 miles) in diameter. The third
and final set is composed of Ananke. Carme, Pasiphae, and
Sinops. This set is located from 21.250.000 to 23.670.000
kilometers (13.175.000 to 14.675.000 miles) out and reo
volves around Jupiter in a retrograde fashion. That is. all
four of these minor rocks of less than 35 kilometers 122
miles) diameter move clodcwise when 'fiewed from above
the north pole.

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

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

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

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

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

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

Ganymede is the largest of satellites in the solar sys
tem. In filet, at 5,216 kilometers (3,234 miles) diameter, it
is larger than Mercury or Pluto. Were Ganymede to orbit
the lun on in own, it would be considered a significant
planet in its own right. It is only a little bit smaller than
Mars. ThIs body appears to have no atmosphere and to be
composed primarily of ice and rock. Examination of the
surface features indicates that the rock sank through the
ice to form a central rocky core surrounded by an Ice
mantle. Even though the C1lnter of Ganymede may still be
warm, most of the geological activity has long since died
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away. Still trICes of plate tectonics action are noticeable
and scientists will want to study Ganymede for what is can
tell us about our own planet. Future astronauts will want to
visit because it is a large world. Mining activities will have to
get through a lot ot ice to make it to the core but most of
the discardMl material will be processable for fuel or water,
Mining colonies shoukt thrive on Ganymede _ soon 8$ deep
prospecting methods are worked out. Future prospectors
may fight off claim jumpers from the interior of their
fusion-powered sub-moles. Though not as spectacular as
10, Ganymede has much greater prospects for long term
industrial development.

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

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



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

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

Table One

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

Tlble Two

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

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

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

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

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

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

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

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

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

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

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

12 Lvsithea 25116 7.353.820/11.861,000 Rock None

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

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

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

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

by Stephen R. Marsh

Edited by John T. Sapienza

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

Why Copyright?

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

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

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

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

What Can Be Copyrighted?

The Law says:

§ 102. Subject Matter of Copyright: In Ganeral

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

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

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

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

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

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

description or exact characteristics of a spelt in Greyhawk.

What Copyright Protects

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

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

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

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

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

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

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

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

How to Copyright

Copyrights are surprisingly simple and Inexpensive to obtain.

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

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

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

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

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

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

Olte Your Naml

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

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

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

How to Protect Your Copyright

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

6 Ask for summary judgemenL

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

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

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

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

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

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

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

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

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

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

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

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

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

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

Incidentals to Copyrights

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

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

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

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

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

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

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

Is the use for profit or non-profit ends

2 Wh.t is the copyrighted work

3 How much of the work is copied

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

Good Luck,

Key to Damkina

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

See Sub·Map A

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

No.4· The P.ICI of Lord BIoodsplller

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

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

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

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

No.8 - Tempk 01 Gtordildll luwful-Good)

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

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

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

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

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

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

No.8 - Temple 01 AJlwonhy luwful Good)

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

No, 11 - Guild Hall for the Houris Guild

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

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

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

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

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

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

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

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

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

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

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

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

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

Sub-Map B

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

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

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

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

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

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

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

9 Empty.

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

11 Empty.

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

13 ·16 All three rooms Ir, empty.

42 Itgasus



No. 13· Th. M.ltlng House for the Sorcerers Guild

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

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

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

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

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

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

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

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

No. 14· Thll Homll of the Witch Starlight

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

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

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

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

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

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

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

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

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

Innt, TIVet'ns and Roadhouses of lhe City

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

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

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

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

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

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

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

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

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

The 51.ding of Ouinden

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

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

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

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

No.1· Tnt Keep of Ehron Drampinill the Sllsher

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

No.3· TIM Smithy

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

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

No.4· TheWaylitle Inn

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

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

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

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

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

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

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

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

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

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

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

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

Lent One

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

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

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

Lewel Two

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

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

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

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

5 StairCiItl from 1 - 3.

Le.,,1 Thrll

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

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

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

4 Stain from 2 ·4.

Leyel Four

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

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

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

The IrO" Smelter Dwarves

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

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

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

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

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

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

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

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

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

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

- Tower

• BUltMs

• Trees

• Hobooblln Guards

~"'throp

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

o
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Man'throp VIII'lle

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

11 Empty,

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

MAN'THROP aU.MAP A
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Vast Lake

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

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

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

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

The Tamesis River

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

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

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

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

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

Tamelil Rivet" Encounter Table

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

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

7 One to Six Nixies
8 One Giant Snapping Turtle

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

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

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

The Warrior-Wizardress is known as Aliana the
Avenger, and she rides a huge Gryphon, called Skydaw, as
she p~rols the .rea Marching for Minions of Evil to van
quish. Aliana keeps the Final Pass open, free from bandits,
$0 trade from both sides of the mountain range can How
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freely. She Is respected, admired, and feared by all the
people who live in the area detailed by this installment.

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

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

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

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

2

3

4

+3 to Hit.

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

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

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

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

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

+3 to Hit.

2 +3 to Damage.

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

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

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

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

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

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

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

1
2
3

•
6
6
7

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

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

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

6
9

10
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The Amaite Range

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

Encounters for the Amaite Rangt

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

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

LADY

STARMIST

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

"I:OAIUS
$).00 per IUulI

THI: JUDallS aUILO JOURNAL

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

THa DUNGaONl:l:A JOUANAL

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

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

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

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

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

APPROVED FOR USE WITH VILLI ANI &. VIGILANT.llm

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

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

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

APPROVaD ~O. uSI: WITH TUNNELS&. TROLLllm

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

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

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

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

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

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

1221 N. Sunnyside Road

Deatu,. IL. 62522

APPAovaD ~DA vsa WITH AO&'O 1m

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

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

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

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

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

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

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

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

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

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

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

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

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



by Rudy Krett

Bones of tile Diseased O~ad

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

KnOWledge: Automatic, Cult Secret

Cults: Associated: Mallia; Hostile: Most Others

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

Pro~dure: See History

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

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

•

Sulan's SCenic Paintings

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

Knowledge: Famous, Few. Automatic

Cults: Friendly: Lankhor Mhy

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

Procedure: None

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

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

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

Knowledge: Automatic, Few

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

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

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

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

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

.-
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Horm of the Great 8roo

Description: Very large goat horns.

Knowledge: Automatic. Famous

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

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

Procedure: None

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

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

"

.'i:.'

" t P'"P555 ... tHROW tH€. MA ' ..



A DUAL PURPOSE PROGRAM FOR

MELEE / THE FANTASY TRIP

by George R. Paczolt

The following progr.m will senlil two purposes:

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

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

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

Line. 1 Through 190 - Character Generation

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

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

Lines 300 Through 421 . Character Arming

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

linet 500 Through 540· Repeat Option

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

Lines 600 Through 150· Combat Resolution

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

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

u...

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

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

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

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

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

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

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

16 Pause 360

20 CLS

30 Print "Character Generation"

40 Print

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

52 Print "when needed."

60 Print

70 Print "Do you need a character?"

71 Print "(Input Yor N'"

80 Print

00 Input AS

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

110 If AS-"N" then goto 600

120 Goto 200

130 Print

140 Print "This is your chat8C1.er:"

150 Print

160 Print" Basic Strength is"

161 Let S- int (rnd-'9)

162 If S<8 then goto 161

163 Print S

170 Print "Basic Dexterity is"

171 Let 0- int (rnd-'9)

172 If 0 8 then goto 171

173 Print 0

160 Print "Basic Intelligence is"

181 Let 1- int (rnd-19)

182 Ifl 8 then goto 181

183 Print I

100 Goto 300

200 CLS

210 Print "You're only supposed to press"

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

212 Print "directions, your character is"

213 Print "generated from the infirmary"

21' Print "list."



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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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



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

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

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

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

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

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

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

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

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

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

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

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

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

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

430 Pause 1500 695 It C-5thengoto 702

440 CLS 696 If e-6 then goto 701

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

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

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

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

510 Input 8 704 Print int (rnd06)+1

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

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

540 Goto 130 710 Print

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

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

620 Print 730 Goto 660

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

640 Print 741 Print "Try again:'

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

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

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

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

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

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

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

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

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

Wondrous Weapons
Featuring a marvelous, magical weapons shop run by

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

ALL THAT
GLITTERS.

Shield of Sreath Resistance
by Marc Patrick

• •

I

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

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

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

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

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

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

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

Sword of Soul Gems
By Paul Andrew Denisowski

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

Antar's Medal
by Michael A. Wilson

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

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

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

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

Ordering Instructions
SvKt check Of money order to VlIquinto PubliutloN,

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

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

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

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

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

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

,.

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

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

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

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

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

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

ollel Al.njql sells for $1. 9$

MINI-SYSTEM 2 CHARACTER ROLE PLAYING

by Dave Nlille

Dublished by RaqnarDk Enterprises

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

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

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

ABYSS 17 - February 1982

Published by RaC)narok Enlerprlses

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

A.bxu sells for 51.00

- THE CORSAIRS OF CYTHERA

by Jon Schuller

Published by Ragnarok Enterprises

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

Good luck with your world.

Yours for deeper dungeons
David earl Af9lIl1
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THOMPSON SUBMACHINE GUN

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

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

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

Submachine Gun, $9.68 by:

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

86301

Dear Daw,

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

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

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

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

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

Ed



Dear Sir,

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

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

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

Sasha Cole

Sasha,

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

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

--Ed

Dear Editor,

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

Laul"a Parkinson

Laura,

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

--Ed

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

Armor location and Critical Hit Occurrence Table

HEAD

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

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

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

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

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

Surprise rolls

~O Pegasus

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

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

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

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

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

57 - 64 Spine Cracked: 103 damage, 25% chance of
becoming paralyzed from neck down

65 - 70 Larynx punctured: 102 damage, no speech
for 1 - 12 days, 40% chance of speech
loss becoming permanent

71 - 84 Spine broken: 106 damage, 90% chance of
becoming paralyzed from the neck down

85 - 93 Severe damage: 106 damage, windpipe
blocked, 40% chance of immediate
death; if not, 102 points of damage per
round until deared

94 - 97 Jugular vein cut: 103 damage. 106 points of
damage per round until bandaged

98 - 00 Head severed: Immediate death

NECK

31 - 40 Left ear severed: 102 damage, -1 on Surprise
rolls

41 - 50 Nose ripped open: 102 damage, -1 on
Surprise rolls, 40% chance of losing 1 - 2
points of Charisma

151 - 60 Mouth hit: 2 - 12 teeth knocked out, 60%
chance of losing 1 - 2 points of Charisma

61 - 80 Gash: 104 damage, 85% chance of losing
1 - 2 points of Charisma

81- 86 Deep gash: 106 damage, lose 1 -3 points of
Charisma, 1 - 2 points of damage per
round until bandaged

87 - 93 Concussion: 103 damage, 40% chance of
stunning for 1 - 6 rounds

94 - 95 severe concussion: 106 damage, uncon-
scious, 30% chance of internal hemor
rhaging_ Hemorrhaging does 108 damage
per round. 65% chance of losing 1 - 4
points of Intelligence and oexteritv·
Only magical healing will stop hemor
rhaging.

96 - 97 Fracture: 108 damage, unconscious, 40%
chance of hemorrhaging as above

98.00 Skull split: Skull cracked and brain entered,
immediate death

, 6% chance of critical
10% chance of critical
12% chance of critical
10% chance of critical
10% chance of critical
8% chance of critical
8% chance of critical

10% chance of critical
10% chance of critical
8% chance of critical

10% chance of critical
10% chance of critical
10% chance of critical
8% chance of critical
8% chance of critical
8% chance of critical
8% chance of crhical

Head
Neck
Chest
Upper Right Arm
Upper Left Arm
Lower Right Arm
Lower Left Arm
Right Hand
Left Hand
Abdomen
Groin
Right Thigh
Left Thigh
Right Shin
Left Shin
Right Foot
Left Foot

01 . 10
11-17
18 - 34
35-40
41- 46
47- 50
51 - 54
55· 56
57 - 58
59· 66
67- 72
73- 79
00 ·86
87 - 91
92·96
97- 98
99-00

White numerous systems have been devised using a
"critical hit" system, none of them take into account hit
location. Thare is no difference between lOnking someone
in the head or smashing his toes except for a percentile die
rolL

In my system, armor is divided into different parts
of the body {an article on this is in an earlv edition of the
Dungeoneerj. Then, a plaver announces at which part of
the body he or she is aiming. If the hit table shows a hit,
the critical hit chart is consulted. If the shown number or
lower is rolled, a critical hit has taken place. Then, one rolls
on the critical hit table for that specific part of the body
and finds out what happened. A note should be made that
most critical hits involve bleeding which must be bandaged.
Also, some critical hit effects, such as hemorrhaging, need
magical healing, a Heal spell, a Staff of Curing, etc. While
these tables generally reflect the use of an edged w~apon,

appropriate alternatives (ex. body blows) can be substituted.



CHEST ARMS
Uppet' Right Arm: 10% chancs of critical
Upper Lett Arm: 10% chance of critical
Lower Right Arm: 8% chance of critical
LoWftr left Arm: 8% chance of critical

12% chance of critical
01·21 Gash: 106 damage, 20% on next chest strike

being critical until healed
22·40 Rib cage fracture: 106 damage, 'h move

ment and no strenuous activities
4'- 49 Severe rib cage fracture: 108 damage, un·

con$:ious. no movement
50·59 Sternum cracked: 108 damage, no move

ment, 4Ql)rt chance of fatal hean puncture
60 • 89 Lung puncture: 106 damage. no movement.

45" ehanee of losing 3 points of Strength
70 - 75 Deep gllh: 108 dlmage, 103 points of

damage per round until band9d.45%
on next chest hit being critical

76· 79 Spine cracked: 104 dam•• 80% d'IIInce of
being paraly~ from the chest down

80·84 Internal dan..: 106 "-mage. 103 points
of damage from hemorrhaging unless
mlllal healing is utad. Lose 1 ·2 points
of Strength and Constitution

85· 89 Spine broken: 106 dam•• paratv~ from
chest down

90·94 Lung tom: lD12damage.3O%chanoeofim-
mediate death

95· 99 Heart puncture: 1DB damage. 104 pointJ of
damage per round until magically healed,
5O'.lE. chance of immediate death

00 Impaled: 1020 dam. Ind roll llQ8in on
Chest Critical Hit table. 85% chance of
immediate death

01- 30

31·39
40- 50

51- 60

61·70

71·80

89- 95

96-98

99-00

Bash: 102 damage, 40% manes to drop any·
thing held with stricken arm

Heavy bash: 103 damage, drop anything held
Muscle slashed: Can', use arm for 1 • 20

hours
severe muscle slash: Can't use limb for 2·20

day.
Gash: 106 damage,:D)f, chance to drop any

thing held with gashed arm
Fracture: 106 damage, limb useless until

healed
Compound frlW:tUre: 108 damage, limb use·

less. 103 points of damage per round
until bandaged

Severe internal damage: 108 damage, 4O'.lf,
chance of It compound fracture as above
(includes extra damage). 102 points of
hemorrhaging damage per round until
magical healing is used

Limb severed: 1010 damage, limb removed
at strike point. unconscious unless Sys
tem Shock roll is made, 103 points of
damage per round until bandaged. lose
1 • 4 points of Strength and Dexterity

HANDS
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41·46
47 - 53

Right Hand: 10% chance of critical
Left Hind: 10% chance of critical

01 - 40 Disarmed: Weapon or anything elsB held is
dropped.

Heavy blow: 102 damage, disarm as above
Gash: 103 damage, disarm as abovB, 35%

chance of a permanent ·1 when using
that hand

54 . 64 Severe blow: 103 damage, disarm as above,
40% chance of hand fracture (see below I

65·70 Severe gash: 1D4 damage, disarm as above,
75% chance of permanent ., when using
that hand. 102 points of damage per
round until bandaged

71 ·80 Fracture: 104 damage, disarm as above, 90%
chance of permanent -1 when using that
hand. Hand useleu

81 . 86 Compound fracture: 105 damage, disarm as
above, permanent -1 when using that
hand, 102 points of damage per round
until bandaged. Hand uselhs

87·94 Fingers removed: 105 fingers removed, 1
point of damage per finger removed,
disarm as above; if all fingers are not
removed, there is a permanent -J when
using that hand

95 . 00 Hand severed: Hand severed at wrist - 106
damage, 103 points of damage per round
until bandaged



GROIN
10% chance of critical

Ot·34 Gash: 106 damage, 40% ckance ofstunning
for 1 - 6 rounds

35· 50 Bash: 108 dam•• stunned for 2 - 8 rounds.
50% chance of unconsciousness

51· 64 Hemil: 106 damage, no nrtnuoullctiviti6
until healed

65- 70 Deep gash: 108 damage, 103 poinu of
damage per round until bandaged

71·78 Heavy bash: Unconscious. lose 1 ·3 points
of Constitution for 3 • 30 days

79 - 83 Double hernia: 106 damage, lose 1 ·3 points
of Constitution

84·93 Genitals tom: lD8dam9.unconscious.10I8
1 . 2 poinu of Strength and Constitution

94 - 98 Fracture: lOla damage, unconscioUl. 10.
t - 3 lXJints of Strengch until htlled

99-00 Compound fracture: lD12 damage, uncon
scious, 103 points of dim. until blin
daged, lose 1 • 3 points of Strength per·
manently

LEGS

ABDOMEN
8% chance of critical

01 - 25 Gash: 108 damage, 35% on next critical in
abdomen

26· 38 Stomach tom: 108 damage, no movement,
40% chance of losing 1 - 20 points of
damage extra

39 - 48 IntestiMS tom: 108 damage, unconscious,
60% on next abdomen hil being critical

47 - 63 Spine cracked: 106 damage, 35% chance of
being paralyzed from abdomen down

54-83 O_p gah: 108 damage, 103 poinu of
dImege per round until bandaged

64·76 Intntinn st'lr~: 1010 damage, uncon
scious, 104 points of damage per round
until ~, 75% chance of losing
1 - 20 extra damage points

77.- 85 Spine broken: 108 damage, paralyzed from
abdomen down

86-93 Stomach ripped open: 1020 damage, 106
points of damage per round until ban
daged, 40'-" chance of immediate death

94 - 96 Eviscerated: 1020 damage, unconscious,
70%~ of immediate death

97 - 00 Impaled: 1020 damage, roll again on Ab-
domen Critical Hit table,~ chance of
immediate duth

Right Thigh: 10% chance of critical
Left Thigh: 10% chance of critical
Right Shin; 8"- chance of critical
left Shin: 8% chance of critical

01·33

34- 50
61 - 70

71 - 86

87-92

93-96

97- 99

00
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Bash: lDJdamage, 35% chance of fall; if f,lI,
there is • 00/ chance of being stunned
for 1 -4 rounds

Heavy bash: 106 damage, fall as above
Gash: 106 damage, 30% chance of fall as

'bo'"
Fracture: 106 damage, fall as above,leg use·

leu, no movement
Deep gash: 108 damq, fill as abo.... 103

points of damage per round until ban·
daged

Compound fracture: 108 damage. leg useless,
fall as above. 103 points of damage per
round until bandaged

Severe intemal damage: 108 damage, 40%
chance of a compound fracture as above,
102 points of hemorrhaging damage per
round until magically healed

Leg severed: leg severed at Itri ke point, 1010
damage. 103 points of dan'llge per round
until bandaged. Unconscious unless suc
cessful System Shock Roll is made_ lOit
1 • 6 points of Strength and Dexterity
for 1 • 20 days

FEET
Right Foot: 5" mance of critical
L.tt Foot: 8% dlance of critical

01 - 26 Heavy blow: 102 damage, 35% chance of
movement at 1/3 normal rate

27 - 34 Severe blow: 103 damage, 35% chance of
failing (as In leg Critical Hit chart)

35 - 48 Gash: 102 damage, 45% chance offalling as

'bo'"
49 - 66 Fracture: 103 damage, no movement, 55%

chance of falling as above
59-68 Severeg&sh: 103 damage, fall as above, 103

points of damage per round until ban
d_

69- 78 Compound fracture: 104 damage, fall, leg
useless, 103 poInts of damage per round
until bendaged, Movement % normal

19 - 88 s.ven dim.: As compound fracture but
85% chance of movement penalty be
coming pennanent

89 - 95 Ton removed: 105 toes removed, 1 point of
dwnage per toe removed_ Movement re
duced by 5% per toe removed. 102
poinb of damage per round until ban
doged

96- 00 Foot amputated: 106 damage, 103 poinu
of damage per round until bandaged.
Movement 40% of normal.



Woody Allen and Martin Scorsese,
occasionally shock modern ludiences
with stunningly beautiful black and
white films; in the flntasy field, how
ever, outside of the once-in·a·while
hurried sketch, no one works in pen
and ink anymore, except for Krenkel.

He is a pagaentist, a man with
time vision who looks back on ancient
worlds and recreates them in a moment.
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MAGIK

TOMES

Rarely ever planning his work, he
starts in whatever comer of hi.
paper suits him and simply begins
to sketch. Almost never working
from any references outside of those

images ingrained in his
head, he invariably lays
out inaedibly detailed
and yet simple views of
places and times of
which there can be
no photographic refe·
rences. Krenkel has visi·
ted none of these places
except in his imagina
tion, which seems to
have been sufficient.

Every page of this
ovenized collection Is
crammed with ert'NOrk.
Unlike most fantasy art
books which oHer only
one piece per page, Iny
page which is not filled
by one large work is
filled by t'NO, three, or
hO\/W!ver many pieces it
takes to cover the white
areas. Many of the
smaller pieces Ifll "doo·
dles," single figure sket·
mes of wanion, boats,
city str_b, women at
wells, animals .t rest, et
cetera, whatever the
artist happened to spot
that day while viewing
the past. Roy Krenkel
is famed for his doodl•••

" .....-- "

,

....

-----,- --

Frank Frazetta took the fantasy
art world by storm in the mid-60's. His
interpretations of fantastic jungles,
warriors, animals and women captured
everyone's attention, sending him to
stardom in a shorter time than the
Beatles. Several times, Frazena has
acknowledged his artistic debt to a
forerunner in print. The man who
helped the most widely known fantasy
painter of our time to bridge the gap
from comics to paperback covers, to
whom technical credit is given for the
cover of Conan the Adventurer, is Roy
Krenkel.

Roy Krenkel is possibly the most
copied man in the field of fantasy
art (Fraletta's early covers can barely
be distinguished from those of Krenkel
during the same period). There are
good reaIOns..

He draws in the old master style
of fine II~. a style rarely seen these
days. One of the reasons is that color
has become so all important in the ans
that the use of black and white as a
medium of expression is practically
sneered at. Very few creative talents
have had the nerve to return to it.
Ansel Adams continues to creete
wondrous images with black and
white photography; film.makers, .like

CITIES &: SCENES FROM THE
ANCIENT WORLD

by Roy G. Krllflket

PubUshed by Owldick Preu
().913896-0Z.Q

Ovenized hardcover: $18.00

RevWNed by C. J. HmderlOn



Unlike the tossed off scraps of his
contemporaries, these are. no maUer
how simplistic, all complete works of
an. The anatomy of the figures is
perfect; the range of shades go from
the starkest whites to deep black,
with all of. the intermediary greys
represented subtly inbetwefl1. 1I'Ideed,
Krenkel is one of those rare anists
who seems untalented because he
makes everything look so simple. He
kn't.

Cities & Scenes From the Ancient
Wortd Is one of the finest art books
available to the public today. If you
have a liking for such things (and can
spare the cash in this depressed 100·
nomyl. you should treat yourself. You
will find the enjoyment received will
far out·balance the price.

(As w;rh Durandal, check for this
on. at tM $p6Cia/ty book shops, or
send an S.A.S.£. to:

Ow/slick Press
8ax8243
Phi/adelphia, PA. 19701

Studying the near 200 iIIustra·
tions within Cit... & Scenn will prove
that. Not only is each one wonh a few
hours of study, but all of them are
enhanced by the book's top-notch
layout. It Is a true an book, one de·
signed to show each work to best
advantage. There is one color plate,
used for the cover (and also repeated
inside), iust for variety. The rest is all
true Krenhl; placid, expansive, breath·
taking-·filled with life and the every
day things which go with it.

In the hurried, splashing, unrealis·
tically muscled world of modern
fantasy an, it is good to know that at
lean one anist still understands his
craft, and that he is more concerned
with doing good work than with
pleasing children enily captivated by
flashing lights.

for thllir tmtirll c8talog~, or just $fMd

8 check for the book; thtty'll .-nd •
caril/agull wirh it.)
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GENCON EAST '12
June 24 - 27, 1982 Ch..-ry Hill, NJ
GenCon east
POB 139
Middletown. NJ 07748

HEXACON
June 25·27. 1982

UniversitY of Toronto, Toronto,
Ont.rio, CAN

Hexacon
42 Rogers Road,
Toronto. Ontario
M6E lN7. Canada

MYSTICON II (SF)
July 2.4, 1982 S.~m. VA
Mysticon
Box 1361
Salem. VA 24153

HANCON 88-V
July 2 -4. 1982 Houston. TX
HANCON 88
c/o Nan's Game Headquarters
11 B Briargrove Center
6100 Westheimer
Houston, TX 77057

ASGARO '82
July9- ", 1982 Atlanta, GA
Asgard '82
P.O. Box 90952
East Point. GA 30364

GRIFFCON 4
July 17. South Bend, IN
Griffen Books
12lA S. Michigan
South Bend, IN 46601

ORIGINS '82

July 23 - 25, '982 Baltimore. MD
Origins '82
POB 15405
Baltimore. MO 21220

KOMMANO CON '82
Julv 24 25, 1982 Mansfield. OH
K.W.C.
P. 0.80'1( 2235
Manslil'!d. OH 44905

EMPIRE GAMES' SYMPOSIUM
ON MILITARY HISTORY

August 6·8. 1982. Arlingron. TX
Scotty Bowden
Empire Games, Inc.
P.O. Box 5462
Arlington, TX 76011

TEXCON '82
August 6·8, 7982 Austin, TX
Tucon
8028 Gesmer No, 1805
Austin, TX 78753

6th ANNUAL BANGOR AREA
WARGAMER'S CONVENTION

August 7·8, 7982 Oron, ME
Edward F. Stevens, Jr,
32 Masonic St.
Rockland, ME 04841
PH; 1 (207) 596.0338
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PHANTASTACON 82
August 13· IS, 1982

Mefbourntl, Ausrr.fia
Phantastacon
PO Box 45
Mitcham, Victoria, Australia 3132

GENCON 15
August 19·22, 1982 KMOshd. WI

GenCon
POB 756
Lake Ge~a, WI 53147

HOliCON'
AlJf1fJst 21·22, 1982 Hurchin!lOn, KS
AD.A.S. Holicon 1
Bo.96
Abbyville, KS 67510

CHICON IV (World SF Convention)
s.premtJ.r 2·6. 1982 Chicago. IL
Chicon IV
80x A3120
Chl<ogo. IL 60690

PACIFICON 82
September 3·5, 1982 San Mateo, CA
Pacificon
POB 5S4B
San Jose, CA 95150

WINTER GAME FEST
NOIlflmb8r 12· 14, 1982 Detroit. Mf
Metro Detroit Gamers
POS 787
Troy, M148099

MASSCON 1982
~tem~ 18· 19. 1982. Amhem, MA
D~nisWang
11 Dickinson SHeet
Amherst. MA 01002
1 (403) 253-9472
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The following is 8 list of ConYentions
for which we have limited information
at this time.

AMBERCON 4 (SF)
June 25·27. 1982, Wichita. KS

INCONJUNCTION 2 (SF)
Julr 2.4, 1982, Indianapolis. IN

WESTERCON 35 (SF)
July 2·5. 1982. Phoenix. AZ

OKON '82 (SF)
July 76· 18. 7982. Tulsa. OK

KCCON (SF)
August 6·8, 1982. Kansas Ciry. 1040

CON (SF)
August 13 15. 1982. Porrland. OR

WINTERCON II IRPI
November 72· 14, 1982. Derroit, 1041

OFF TO ORIGINS '82



YOU CAN TAKE YOUR
+2 BROADSWORD

AND BATTLE AXE AND

By Bart Kemper

••••••

Have you ever noticed that most of your Fighter-c1855
adventurers will lutomil1iC81ly reoch for the :same weapon.
over and over; the ever POPUlar Broadsword and/or Battl.
Axe. Why do you never see • Rapier, a Cutlass, a War Ham
1TWIf•• non-Clerial MKit, Of any number of time honored
..pons used for years by v.toU' contries1 SureJy it can
not be that they ar. h.mlns. All weapons, applied correctly
can and will kill, lNim. mutime, and ,II of the oth..- fun
features that the more popular WQpon$ have.

The main problem with these less popular weapons is
the use of weapon. In pneraL Even though the various
manuals have the stats on the weapons, most people really
forget that I BrOMtsword is very unwieldy. clumsY. and in
gener.1 just not as effeCtive a, • Rapier in one-to-one,
Human-to-Human combat. In the time that the person with
the Broadsword .wings, the Rapier man could easily dilen·
g8ge. feint, and thrust home. At many conventions and
gaming seaions, this has been convincingly proven without
the use of dice and charts. The same type of experiments
with other wupons hIVe proftll thlt all weapons hiI'Ve
their UII! in RPG.

The point is that the Broadsword and Battle Axe are
very simple and straight· forward weapons, easily leamed by
a novice. Their attractiveness is owned to the Knight or
Barbarian i~ instilled by the various movies and books
that formed the RPG player in the first place. And there's
nothing wrong with that, Even YOU" truly enjoys the feel
of the well·worn shah of his trusty gore,slained Battle Axe.
But, a heavy duty weapon like that is Just that, for heavy
duty. Put Chuin No"k MacDevlin in a pitched baltle vs.
three·score Orcs, you will find him with a Broadsword in
one hand, his Banle Axe in the other. But with a couple
of Humans, it's Rapier/Dagger time. This combination is
highly effectiv., allowing the attacker to parry or attack
with either hancl. A very useful variation of this i. using a
long knife so that it will protrude about five to eight
inches beneath a small Shield when gripped by the Shield
hand. This gives the highly mobile piece of defense an
offensive edge. So as you lee, the lighter weapons do have
their merit.

Maces are another oft neglected weapon. The ....ry
fact that theY do not have large edges makes it a very
handy weapon. Tlke I regular Axe and a regular Baseball
Bat and swing at a tree with all of your strlngth. You could
pull a muscle trying to get the Axe out in one quick yank,
but the Bat Is ready to go. That is the effect of Maces: VI.
the Human (and Ore, Kobold, Gnome, .tc.) IS opposed to
getting your Sword stuck in In inlXlnvenient corpse. This
mikes it an excellent weapon for pitched battles when there
is little room to swing I Sword. Since many Maces are
accompanied with a spike on the tip, a two-handed thrust
would be a very effective bk>w, also suited for close combat.

If there is I bit more room available, a WIll chosen
Pole Arm is a useful weapon. Granted, many Pole Arms are
designed for mass Inti-cavalry phalanxes or decorltiV'l pur·
poses, but a balanced, medium Jim weapon such • the
Spear are well worth the inmnvenienoe of their size and
encumbtrancll. They can keep most creatures It bay with·
out bringing the bearer within striking range, bring down II
mounted Human and the like, be thrown with satisfying rI

suits, and a myriad of other uses. Onl of the most useful
is prodding lIhaad, to see what's in that dark corner or Mcove
or to trip traps that would have harmed the buret' instead.
A dirty trick with a Pole Arm is when being chased in high
grass, in a dtr't floored dungeon, or similar situation, pt,nt
the Pole Arm butt first into the ground It a suitlble 8ngle
and position so that your pursuer will run full tilt onto the
point. Even if it is not immediately killed, it will be incon
venienced enough so that you could aneck It effectivelY or
keep running to buy more time. .

If you have followed the general trend of this Inide.
yOU will have realized there is more to deith than the
Broadsword or Battle Axe. Other weapons do hIVe thefr
uses and place in RPG. As II play.r or Judge, they should
be used to make the game more interesting, and to better
equip parties. A character with exotic weapons lends to
itself an exotic flavor, which Is fun when you 8re at, say, a
convention when almost everyone is a stranger in real life
H well in the campaign. The only problem would be not
having iii Judge experienced and/or open·minded enough to
vary from the ordinary styles of fighting. But if this is the
case, it makes the game very enjoyable. And that is the
whole idea of RPG, to have a good time. So add some spice
to your character, give your enemies a surprise, and have a
good time doing itl

* ,*•

THE

*
CHARGE

OF THE
INVINCIBLE
OVERSHOO.

* ? *•
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SERAFIN' 'WHAT S
~APPENING? TIlE SHIP FEELS
Ll KE IT'S COMING APART.'

SERAFIN IS CAUGHT UP
I N THE DEMON'S TENTACLES
BEFORE HE CAN AID HIS
CIl.EWl FOP- A MOMENT HE IS
UNABLE TO MOVE •• "

•• BUT ONLY FOR A MOMEN

SAVE YOURSELF CAPTAINl
WE'RE FINISHEf.'

AAAAIlIlIl.'
I .f O.

\
\



THE DAY HAS BEEN YOUFI.S
SO FAR VILE BEASTl LET
US SEE IF YOU CAN TAKE
IT AS WELL AS DISH IT

OUTI

SERAFIN BURIES
HIS SWORD TO
THE HILT THROUGH
ITS EYE AND IN

TO ITS BRAIN/

TIME TO
ABANDON SHll'/'~""---'-
THAT DEMON IS GOING

TO SINK MY SHIP
BEF"ORE IT FINISHES DYING!



8 THE PICNIC IS OVER ! 8
"REVENGE OF THE ANT-GOD"

The Fall City-State Installment.
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Pegasus will be at Origins '82 this year in Baltimore,
Maryland on JulV 23, 24, and 26. Representing Pegasus and
Judges Guild wlll be Edward R. G. Mortimer, Michael
Re~an, and Bill 'Weaponsmith" PixleV, barring any un·
foreseen roadblocks.

We will have many new releases for you, all made by
the frantic Gremlins here at the Guild. There are 8 couple
of BIG surprises in store for all that attend - we are prepared
to start a quest into an area of gaming with which we h8¥e
not previously been associated. Be there at the opening re·
lease of ttlese fantastic NEW items; they are selling for un·
belieyably low prices considering what they Includs. They
will definitely satisfy thou of you who have expruted the
opinion that we have not covered your particular area of
gaming. I hesitate to say any more, for fear of ruining the
surprise.

Also at O''gins will be the Awards presentations for
the finest products of l}8ming intel1l$t released in 1981,
something we have all been waiting for with bated breath.
The Trade Show is tentatively scheduled for Sunday mor
ning (possibly Sunday afternoon). All or almost all of the
nwmbef1 of GAMA (Game Manufacturers' Association) will
be there to sell their wares, both old and new.

The premier gaming convention is about to start, so
polish up your Sword and unlimber your thumb 'cause h's
time to go on an adventurel

PEGASUS FLIES TO ORIGINS '82

If you are a sUb$criber, look for the PEGASUS iuue logo in
ads appearing in eactl PEGASUS. When an ad includes the
issue logo, GUILOMEMBERS ~t 10%otf therebil price of
any hem In ttle ad if the item is ordered from JUDGES
GUILD. Your GUILOMEMBER BONUS for each issue will
be good for one (11 month aher the issue dfte of that
PEGASUS. Be sure to state that you Wlnt your GUILD·
MEMBER discount and list the issue and page number on
w:hfch the item appeaf1 in addition to the regular ordering
info.
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RayguM in Fanusy Rola-Ptaylnll SYlteml
by Ken St. Andra explores the oldest of lcience
fiction gagetry - the raygun. Perfect for any super·hero
or space role.playing campaign, this article is a preview
of a variant T&T super-hero game on which Ken is
working.

ForeRunner Artifacts
by Steven Chabotte dewlaps the history and teen·
nology of the ancient ForeRunners of Space Oper•.
This extensive playing-aid is invaluable to all Science
Fiction campaigns, not just to Space Opera.

Empires in Space
by Edward Kunl, We present you with an E:NTIRE
SECTOR of space for aU of you Traveller tm cadets
out there. This comes complete with an overall sector
map and all of the sub-sector maps. as well as descrip
tions of politics, aliens, technology. and everything
else needed for new space adventures in an unknown
sector of the universe.

Traveller Tipi
by Paul Andrew Denilowski offers advice to new and
experienced Traveller tm players. It includes notes on
how to choose _apons, vehicles, and service enlist
ment. Don't miss itl

Copy,lght 11112 DV Judgll Guild. Inc.. R. R. 8. Box 9. 1221 N.
Sunnylh" Rd .. OICIIU', Il,.. 62S22. Prlnled In Ihe U.SA.: All Rlghh
ReM'v'd. The PIIUUS Is owned end lluDUShed Bimonthly Dv Judtal
GUild, Inc. No A.llcle pdntltd hereIn Is Olllut or ApprOYld 10' Ul.ll
with InV 01 the .ules IY"ltml mltntlonltd.

Ch c.lltfl ..ppu,lng In Inll mlllilln, Ir, IIcllonll. Any Ilmllarity
Del "n Ihlm Ind Iny ItlUl1 Plnonl, tlvln9 or dlld, Is purely
colncld.ntll. Tnl vl...., 'XI)(III,d In tnll mlgulna ara solltV thoslt
01 In, wrilin Ind dO nOI rllilci Ihl viltwi 01 Jud,u OUlld, Inc.

Upon publication 01 Iny 6dverllsemant, lOll raspomlDllIlY 10' Iny
Ind III conlracll Ind 19r"manua.praslld or Impllld, ,.us wltn Ii'll
IOvlrl12llr. Judlll Guild, Inc. Uluml1 no rllPon51bllltv fo' Iny
10Sl.lli or unlulllllldlg...mlnli of Iny kInd.

Tnl fOllowing gimes are cOPVrlgnlld OV Ihel. ,elpecllva mlnullc,
lu,en: Run.qulIl bV CHAOSlum:Thl A.duln G.lmol'l by Grlmolra
G~rnel: Tunnell & Trolllind Mon,lerll Monllarll Dy Flylnll Buffllo;
I:mpl•• 01 In, ~IIII Tnronl Ind Supernaro 2044 Dy Cillm..clanca
CO'PI T.ulller Ind I:n Gardll by Glmas Ol1lgn.,,' wo,klnop:
cnlulry Ind So,cerv, 511.11\1111 Ind SpaCamln, Vllllln, Ind Vigi.
Ilntll. Ind 8unnlll Ind 8ur,owl ov Flnll'V Gimes Unllml1ld,
Top S,c.el, Dungeon> &. 0'1,0"", Adnnud Ou"glOnl &. OUtOnl,
...... MllImo.pnolli Alp"a by Tlctlc:al Sludlli RUlli: Allvlnlurll
in Flnilly Dy Adv.nt .... Gln,tIS, Inc.
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Judge, Guild welcomes all COfllrib.. tions 01 copy and art lor
Iht PIg8IUI. Thllrll are cllnain restrictions that apply: Lenen to the
EdilOr" wilt not be paid for; IIllcllII Submitted by Gama ManufICturfl
or Deslgnen reviewing their own products will not be paid for;
Rules Variants, Clarification, Scenario" etc., or Reviews of Ihe
proc!uclI of othell will be plid for.

Artins unfamiliar with Ihe 'fake' color proce'S!; will find an
excellent article on it, with required Charts, in issue 12 of The
Dungeonea., available as a buck.issue. Black ond White Arlwork
which ~ odd color to is poid for al Black aod White ralcs. Artwork
may hove to be reduced or blown·up to lit our needs. All Arl is paid
for el published size5. We reserve Ihe right to determine type, size
ond lIyle. published size for arl. and aU other editorial righls. Full
page size is bet~en 8Y," x 11" and 7J'O" x 9Yl" (full page of copyl.

Payments les:s thon $2 ore I10t mailed OUI. We do credit your
8CCOUnt for thot ornount, though. Special for Guildmember1,
Guildmembers will be paid 01 e nlte 10% higher than shown on
charts. Special on Jud9CS Guild PtOOUCIS; If pavment is made In
procluClI which Judgel Guild p'oduces, YOU get 20% mOr"e then
shown 00 chari. Spe<ltel on Judge'S Guild Products and Special for
Guildmembers combined gives yoo 8 rale 32'l6 higher lhan shown
on Ihe chorl.

510 58 57 56 55 54 53 52

FRP CR MS T HW

Fiction CR MS T

Reviews CR MS T

'Fake' Color An' H A ,
B&WUnaAn H A F

HIIII·toned Pholo H A F

B & W PhOIO/Art" H A

Or Color Seperalions provided
813Ck and White noods 10 be Half·toned

CR .. Cam(lfa Readv; MS" Manuscript; T" Typed; HW" Hand·
wrilten; H .. High Qualily or Dalail; A· Averllllll Quality or De1lil;
F • Flir Oualily or Oelail.

Handw,ltten Ficllon and Reviews ond Flir OUIlity 'other' Black
and Whila Artwork ore paid al Iha ral8 of $1.00 per paga. All Above
Average Quality FRP, Ficlion or RllVlaW1 Ira paid $2.00 mora per
page, depanding on pre5entability, Ihln snown.
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FNturong .marvelous magICal WrilpOnsShop
"In by • eapeble O_rt Armor•• Wondrout
WI,pons eon"I"1 120 diff...m .nd ...ou~
ding lnIIfiell _pons for U$e in ,"y tam
~1sI1\. PI.y.... mUll buy andlor Irade 10 gilln

the _apon of their choice. or "they wl5h.
they or the Judge C<ln oonstrUl;:1 • _epon
1111"" the lables 'ncluded for jun lueh •
UM. Tht .ntlr. Weapons Shop i'described
room by room end .110 hall! complet, map
for th. Judg. and Plavers U!ll. New Irool
JIldIl" Guild, Ihis Un'versol PI.yaid com.
prlles &4 pclgM in .n.
JG 1040 $5.98

WONDROUS WEAPONS

R. R. a Bo. 9 1221 N. Sunny'ide Rd.
o.c.tur,IL.62522 Ph.(217)422·1930

TRfAlUfIle BOOK III

Judges Guild Announces

80 Page Catalog

INNS • TAVERNS

Bulk R~tlJ FntfJ
1st Ct.u $ UJO

T,n f.rrcMlie ICh/tnlurei ,... in u- 80
p.- of T_ Book III. Nine tdYenhlrllti
.... mlnklllflllllO"~ lult8ble tor .... en·
joylbll _lng of pl.... wtlile the rMlth "'1'1
.ntir. are. Idventure 00",,1",l'1li villae-,
wildlf_ l"COunt«l. WId ',,10m. moo
net' m*iont. Tllil -,""IU... It tul1t1b1e lor
-.l tM!I'n"lng pley.... or tor In exp'"
WICtd player IMklng r«lr.ment to • qui.t
eommunlty. For pleyen "rll'lll en _in;
of fun or __ -'0011 01 ••tended play,

T..-. ... III will till every Med. A
80~~ Pt.....6dfram ...... GuId.
JG-.o ....

A &4 ~ collKtlon of _ious Inl'll III'Id
T_Ill 1ft benn In end ovulde tlte~
Outed c:Mlpllign world. All Cln be ~ Into
¥IV~n for UM bV anv JudglI, all f.
ture • complet. del.lIed mep of the prernises
and euetlng dI1.1l of ""'frY room and em·
ploy.. "",itt! lOme regullr curtomen too.
Adventure Cln be found 'Nheo looked for,
but pllyln mun be eorelul of results un·
looked lor. This Is. new Univerllli PI,veid
lidding n_ dlmenllonl TO cempeignlnog for
•n Judges.nd their ch.raclers.
JG 1070 $6.98

Universal City State
Campaign Game Aids!

~

MINCing the .. trMSe of the Invlncibll
Overlord, Ai_ Pir~. 00 the Alver HegroIt
tlmlly .-it ~ listen 10 rtlm(ln of In
Imppdlng a.ult. Spia Ire rife thl'OlJghout
their orv-nlntion Ind newcomers .no un
.....1eomI. TheM f~igI'lt~ contlin 18
Wildtrrwu~ 1000ed 0I'l Campeign Map
One with elllpl_IOry ,,-"t. ehiJiru end tIbI"
eho ",c1uded to fliCilitlte use of thlt Un}.
wneI moduli. Thil modul. contlrnS •
Oatliled IdYintur,.ocI. complellwader~
erl!l for U!ll with en role playing system...
JQ 1030 $•."

PIAATES OF HAGAOST

SHIELD MAIDENS OF SEA RUNE

Eighty pIIgft d.t.ll the _tern coen 01
JudtM Guild'. Campaign M.p On•• Twenty
two w,ldernll$.l NlIIIM ctlme witn tltelr
ICCOffipenylng tellt. composed of vm•.
T~ end c.nle Mips end full detCriptlon.
Conflicting forcli of Viking tYpes, Amezonl,
eocl In unholV Warl)and Ihreateo the n.bl
IIty 01 the ereD end In oc::wpants, and the
Invlnclbl. Overlord looms In the di,tenc•.
ShlMd MeId.lIS of 51. AUM is the I.all
~idebook TO the City Stlte c.mf)llgn
World, end being Universel can be uJed with
man role p1eying systems.
JG 1010 $'.98

5tIElD MAIDENS Of SEA ILN
~ ...._.o._

'ullgu Clullb - --

PIeeM add $ 2.00 lor Post. and H~lIllf

and S 1,60 for COO
lUinoi. RMidenu add 6" ux Jullgrs Ciuilll ~. 1\••,101'.1221 N. Su",,~d. RWd

::'_It,fr.IL.I2512· '701 ..... 12171 U2 193(1
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TARANTIS
Discover new "ventUr. In the t.t_t uniY.....1 pIIVafd from

Judge. Guild. r ....ntil. thl City Scate 0' MlfluderL Located on the
coartline of r,r.ntis on Clmptign rap 4, this 2500 VA' otd city i'
dacrlbed In complete deuil. TM history of T••ntil, government.
religions. cuttoms. and mlM:h more it d...iMd. Alto Induet.d .r. 326
shops and over 100 taw_.. delcritMd in full, plul hundreds of NPC'•.
All this In two SM5 P9 books. Abo two 2rx3C" m.. (one judges in
full cotor end one phi,.,. an ...., of the city .. iftduded. AIIO on
the 'fte...e it c.mpiJign Mlp 4 and 8 fift mile heX" of r.antes and
the ..mounding .,•.
JG 1090 $14.98

BULK RATE:.
U. S. POSTAGE

PAID
I"ERMIT .275
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