


Warning!
Violence and War

This book may be inappropriate for young readers.
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Island at the Edge of the World is a work of fiction! The magic. monsters, characters and places
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young readers/players. We suggest parental discretion.
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About this Book
The approach Thorn and I have selected for this book is a liule

different than anything Palladium has done in the pas\.

Those of you who are familiar with our other games and adventure
sourcebooks know thaI we seldom present fully developed. place to
place. room to room adventure descriptions. Instead, Palladium presents
what we think of as adventure outlines. These "outlines" present a basic
plOl, conflict. setting. major char-deters. special items and key locations.
The game master can then run with the story elements and develop and
extrapolate on them in any way he or she would like. We have found
that this style of presentation may mean a little more work for the
a.M .. but it also gives the a.M. a lot more flexibility in developing
the siory line. allows for the a.M. 's personal style and approach to
playing. and makes the advenlUre easier to fit into an existing campaign.
This approach also means that no twO adventures will be exactly the
same. even though the same sourcebook and characters were used as
the catalys!. Most Game Masters seem to prefer this somewhat unique
approach.

Island at Ihe edge of Ihe World takes the scenario Oil/line concept
a couple steps fanher in the sheer scope of the overall plot idea and
loosely intefTelated stories. If played in the order they are presented,
the Game Master and players will find an exciting campaign unfolding
before their eyes. But even if he hops around and leaves some elements
and encounters out. there should be enough material and ideas for an
exciting campaign. Whether this campaign will run for four weeks or
four momhs will depend on the particular G.M .. the playing group,
lind how much the adventures are expanded and/or what adventure
off-shoots may occur. Of course, the G.M is free to alter, build on,
deviate from, and present these adventures. ideas. chamClers and Slory
elements in any way he or she would like.

There arc two underlying plot themes throughout. The first. most
direct theme is the resolving of conllict(s). There is trouble in the world.
The oceans' waters are disappearing and thOlt C;ln only spell disaster.
Who or what is responsible Olnd how can it be stopped (and the water
replaced)? This can obviously lead to a quest and a series of adventures.
As II subplol or sideline, we provide a number of adventures. encounters
and dilemmas which mayor may not be related to the obvious trouble
with the disappearing oceans. but adds to the overall Story. with real
danger and excitement.

The second intriguing plot theme is about changelings. All changel
ings are hated. feared and frequently slain on sight by virtually all of
the monal races of the Palladium World; humans. elves. dwarves.
wolfen. orcs. etc. What are the reasons for this genocide? When did it
stan? How long has it gone on? Are all changelings inherently evil? Is
their persecution fair - arc people justified or is it pure insanity? Are
the changelings a dying mce teetering on the brink of extinction? Or
are the rumors regarding the existence of a secret changeling society
true? Do changelings represent the "end" of the world as suggested by
the Tristine Chronicles?

Most of these questions are answered. or clues provided. throughout
the adventures in this book. The answers arc found in the foml of
character interactions. encounters. history. exploration. mysteries, ncw
magic. discoveries. and adventure. An intricate web that should intrigue,
excite. and enlighten the participants. A plot that has its genesis in the
history of thousands of years pasl.

Thomas Banold. with a little help from Maryann Siembieda (they
co-developed most of the changeling plots, Noah and Axel) and I
(keeping things on track and adding to some of the writing). have
created what we hope is an epic adventure Ihal touches the past and
present. When these adventures are finished. the players' chamclers
will have been embroiled in many conflicts and heroics, see events of
the past in a new light, and will have glimpsed one possible and frighten-
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ing fUlUre. We hope the experience is pretty epic and. if nothing else.
loads of fun.

Kevin Siembieda
Contributing author. Story editor & publisher

More Insight & Information

The source material, characters. adventures and adventure ideas pre
sented in this book span IwO separate and unusual regions of Ihe Pal·
ladium World. Everything is bound logether by a common thread.
Changelings!

There is the Old Kingdom Mountains. known as "The Great Scar"
by those who live and worship there. It is a land where time stands
slill and many of the things of legends are still alivc. if one knows
where to look. Crystal Magic is being rediscovered - a forgotten magic
used to create weapons that rival the rune swords!

The ghosts of ancient kings haunt the Mountain Tombs of the Old
Kingdom Mountains. an underground world rife with death and the
dead. In those tombs a king's mnsom is said to be quietly waiting for
the hero willing to confront or bargain with the dead. Allics and items
acquired in the Old Kingdom Mountains may be thc only way to stop
an insane evil soreerer from destroying the world.

Far to the South are the islands at the edge of Ihc Palladium World.
In the context of Ihis book. player chamcters may visit the Flocnry
Islands, but their quest will lead them beyond the known world to an
island slowly travelling towards the end of the world.



Shadows of the Past

The Mysteries of the Tristine Chronicles

In general. the Tristine Chronicles were wrillcn to preserve the
hislOry of the world. Ahhough no one has ever found the originaltc;u.
there are many IOlnes which claIm to be accurate copies. 1bere are also
COpieS of key passages and chapters from the TriSline Chronicles found
scallere<! round the world. A few of the famous and seemingly complete
volul11Cs are beheved to be a hundred percent accurate. However. few
of these authenticated and allegedly "3ccur:llC" books are actually iden
tical. and mise some question of just how accurate they are. Still. all
are incredibly valuable and, to some, they are considered holy books
and Sllcrcd writings.

The Tristine Chronicles presents the chronological history of the
world. beginnmg with the Age of Chaos and continuing to the prescnt
day. The writing style and lone are so consislcntlhal it seems impossible
that there could have been more than one or possibly two writers. Over
the eons. thousands of historians. mages and scholars have studied the
teXI. Most agree that it ~ wriuen by • single author, the enigmatic
TriSiine, Yet. the Chronicles are so complete Ind span such an incredibly
long penod of lime (50.000 to 600.000 years. depending on the scholar
one chooses to believe) that no "mortal" being could have lived long
enough to ha\·e written the book in ilS entirety. 11,'1 alone witness all
the events that the Chronicles describe! Thus. many experts have con·
c1uded that the "one" author must be immortal.

TIle belief that an immonal being is responsible has led many church.
cult, philosophical leaders, kings and peasants alike to poinl to their
favorite god as the author, One of the nlOf"e popular assenions is that
the god ThOlh is Tristine, ThOlh is one of the few gods well known as
a gttat aUlhor and he has existed since the Age of Chaos. Those who
disagree argue Ihal Thoth would certainly have claimed authorship 10
such a renowned book and thai the text in The Chronicles is not wriuen
in lIny of the slyles attributed to Thoth. The god Thoth enjoys this
debate and notoriety and avoids Ihe question of authorship entirely
neither denying or confinning the speculation,
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Some scholars contend that there is evidence Ihat the te,\t In The
Chronicles continues to this day! They are quick to point to the different
editions. ALL supposedly the "True" Tristine Chronicles. many 'it'pa
rated by thousands of years. with the onty difference being the IOclu~ion

of new. addilional chapters about more recent events. One such edittOO
is said to be only 30 yean. old! These belie\'crs insist that Tri~tinc,

whoe\'er he may be, continues to chronicle the history of the Known
World to this \'ery day.

The most 3CCepied belief is thai Tristine was a great scholar. poeSI
or adventurer who died three hundred years ago, Tristine may have
befriended the gods and ocher ancient beings and wTOIe down the many
stories they told to him, 0,. he may have been a lime tnlve!eror prophet
who could see events of the past and future (there is some evidence 10
support this line of conjecture). Eventually. he we:wed the~ SIOnes
into a reasonably accunlle history of the Palladium World in his book,
The Tristine Chronicles, As for the tatter chapters. they are not wrinen
by Tristine but a series of skilled imitators who have copied his style
of writing and have expanded the volume, Many of the kingdoms and
churches with ancient editions of the Chronicles are quick to accept
this theory because. to their thinking. it proves that their OOok(s) "arc"
authentic and possibly even wrillen by the hand ofTristine himself. In
sollle circles. Ihis debate has laken on serious mornl and philosophical
overtones.

Regardless of who Tristine may have been (or be). the TriSline Chroni
cles, in all of its myriad fonus and excerpted sections. is an Important
and valuable book 10 the people of the Palladium World, It IS one of
the few books that offers great insight to that world's hislory. and
possibly its future,

A Warning about the End of the World
As interpreted by IIlOSI who read the Tristine Otronicles. lhe End of

lhe World is desrined to occur unless current events are dmmatlCally
changed. The Tristine Chronicles ha\'e been so frighteningly acCUnlte
in other areas that one must wonder if its dire predIctions might not

also be true. And when? It was such strong faith in lhe accur.tey of
The Chronicles, and the resulting fear, that inspired the genocide of
the changeling race. 1be obliteration of the changelings began cons
past. and fuels the prejudice that continues 10 this day. You see. many
believe the Trisline Chronicles accuse the changelings of bringmg about
the End of the World,

The following passage st:mds 0111 as one of the rare instances wherc
the Tristine Chronicles. a text cawloging the past, has predicted Ihe
future, It is also one of the very few passages which refers 10 chnngeJing~,

The deliberate reference to Ihe "world" rather Ihan elves or humans
would seem to reflect the universal fear and prejudice toward changel.
ings harbored by virtually all lhe humanoid nlces of the Palladium
World.

Whtn man rost from Iht ashts of Iht' Elf-Dwarf Wtlr. Thl'_\ 01
Many Facts conspirtd to commltlht grtmtsl dt>ct>plion: 10 101..1' lilt
lau of man ontl assumt his piau as tht ting ol,ht "''Orld, Vtr.h·,
thtrt ""as a grfiJl dtctption, and Iht crtaturt mtIn calls "chtw,:tl
ing M sought to rult tht plact kIIo""n as, Tht' Old KingdtHn. HUI
dumgtlings did nOllry 10 dtstTtl)· fht world. Na)'. tht}, wught onl\'
10 hold 0 pori of il lor thtmst'I\'ts and soughl to build upon ,ht
from_'{)rk 01 cidli:ation,

/n 011 tht lands. a grfiJl outcry' rost up ogaiost Thtl' of MtlllV
Focts. Man asl:.td thl' qUl'slion that modt all pt'OP/1' trl'mblt>: "Who
wtrt salt Irom tht cho-ngtiings' ptJwtrSr So it waJ" thm Ihe world
rtucttd in Itor and hotrtd.lor tht rtJ"ounding unswtr /Q Iht qutr}'
WaJ'. "nont wtrt s"lt." Tht' ch(mgttings could wkt ",,_v/aCt' mltl
tillY body to USt OJ Ilreir own. f-etlr Ihm tht changeling 10'011/(/ quielly
conquer or chmrgt the world, consumed "II who li,'td ill thl' wor/tl.
TIlIIJ", Ihe world souglll 10 pllrge the dangtr lrom its sOlll, III lhis
ant Ihing did tht world agrtt, Iht challgeling rnUJ"1 dit. "flllls,lrolll



lhat da)' f(}r'M.·ard. Ih~ blood of th~ d~c~ivu and all hIS tm was
JpllI~d and ,h~ir botI~s ground intO Ih~ £onlr. No m~rcy or qllQrr~r

g/l·rn. fh~chang~ling,sforel'ercrushedunder thehulofthe ""·orld.

GentrtlflOfl aflu g~ntrotion. ,h~ inquisition, retribu,iQn and
genO("idc ('ominues. The blood of Ihr innocrm is spilled to pil)' for
lilt' foil}' of Ille /XW. The world does I/ot hew ","at I now S(/)', bw
Dllt' duv 1I1t'.\· will rt'rflll these words (wd weep:

The "''arld is cngog~d in ils own fQ/fy. II coruimus 10 unjus,ly
11"nuh alf changtlmgs, alld shalf M punish~d in return: for the
....orld cannot drslTO)' the changeling ...·/thoul destroJing itself. Repo'
ratuHl ... ,11 come 10 Ihe changr/mg as sanctuary in a paradise se'
apon fr"," Ihe rrSI of Ihr world. uke an island ofgold. umolr and
precious. Ih~ plact .....ill ~ found at th~ ~nd of fhe ....orld. Her~ will
Ihe chullgellflg.{ IIwke (I Il~W beginning.

8m rakt' heed \"t' who reads m)' ....ords: Tht chlmgeling clt'ceil'es
el·tn h/ln!Jelf. H~ hidtsfrom thr ....orld and stcrnl)'galhers kno....ledg~
and fXJ'I'er. Whilr Ihe changtlmgs hide in Ihr shado....s, their h(lfr~d

gro....'S as do thtlT numbrrs. When th~ /l~ of waiting and hiding is
,o'·rr. fhe\' sholl r~/urnand punish Ihe ....orld. Thr changelingd«eil'es
hi_If b)' bdienng the ....orld ...'iII be rrborn ....ith bloodshed. He
s~es his day of l'~ngr(mCf' as a nt'll' brginning, bUI it is jU.J1 ,hr
brgimlinK of tht' Efld of Illr World. Nalhing ctm be born from this
.vat/foll}'.

The TrlStme Chronicles also has a much earlier passage aboul the
changehng thaI IS wonh relating. II shows that changelings haye elliSled
\lnee before the lime of lhe Old Ones. In Ihis passage. Tristine reyeals
hiS feelings 10.....ards the Old Ones and II would seem rnal he views
changchng~ Wllh a ttruin mochcum of respecl. HIS kIndly attitude
to\Ooani the ,hape changers has led some radical schol~ to suggest that
Tristinc: may hllllSelf be a changcling who has been givcn thc girl of
nnmortality or divination. Few support this ridiculous notion.

1'I.t IXI.Huge of Ihl' uges hiJS broughl order and regulwit)' 10 tire
...'orld wnt>: INfore Ihe first arChilic lNastlmen (humans' set fOOl on
Ih~ WorM, Ihere ....as a dijJuent ag~. An agr of COllS1Wlt changr.
Chan,:e and rxcilement

II ... tlS luN al...·aJs Ihr lI'a) of ,hr IIYJTld lhal 'he lalld grut~d Ihe
sun as II ros~ in ,ht ~aSI el'e')' morning. There .....(lS no sun. For
,,,,I). IheTt! was I/O sun as wr think of il. The l'rry sky rolled ....i'h
lighl OI/(l i/(lTkness t/ur"'8 Ihe world's infilllC)'. Chaos ami lilT/nail
rulNI lilt' sky. 'I'll, lIIorclr of srilSOIlS werr IInkllo....n mId lire I'ery
lall's of IIU/ltT' wrrr 1/01 yel formed. Magic energy jilled Ihr ilir and
myslic tlTtS ummagilUlbl, 'oday ....u~ commonplace. £I'en Ihe ac
cursed Old Ones Iwd nOi )'rl com~ into Ih~ ....orld.

And from IIrr ~"er changing ...·orld ...·rre born Its chi/dun. There
arOH a guUI mtlll)' races tMt conslantl)' fought for supr~fT/D(;)'.

Nrl'~r "as 'herr a day, If Ihue .....ert such Ihings Ihal on~ could call
days. Ilrm il Ilt'W TtIC" ",us 1101 born imo the world as illlO/her
peT/shed. Hili el'CII Ille forces of ClrilOS could 1101 reign Sllpreme
fort"·er. And so il sloll'/y come 10 pilSS Ihm Ille sky selfled into a
conS/(lnf pil/fern of /iglrl imd dark. OIld soon lire sun re,-ealed ilSelf
10 ~'es lurned upwards. Alui so the loss ofchaos I~d to nagnation.
Nt'll TaCts .... err 1/01 born as freqllently. but tlr~ tides of ....ar alld
discord ClHltlflued U/lObaled. Mam' rous "''auld reign supume for
geneT(lflOflS. Gr~ilt ci"I!I:alion rose and toppled as ,h~ world sellied
IlIfo I'S \'Io/~", cO/ITse.

So if ...."5 in Ihe d(I)'.f b~fore elf or lIIan Ihat crt'mures walked Ihe
wor/(/ 11'110.1'" feilff,re's "'ere so beautifulilim ju.fl to look IIpon them
woulif ClIUS~ such mpwre Ihm one's lift' force was ripped asunder
from its CQrporcal bod)'. Tht'rr was such braw)' in Ihm 'itnr thm
Ih~ ugliness Qf ~'en an accursed Old One ClJUld no' diminish il.
Yn, If was u time ofupheal·al. Man" races were Lftlnguishrd simply
becall!ie th~ laws of nUlure changed. In IMt time. mony races of
shupe fhiflers came Into bring. As th~ laws ojnature chongtd. so
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did th~ cMnge IMirlorm Man>, ofthe anci~nt races ofMan's nltW
age still retain somr ofthai ubili!)': Dragons. l'QmplT~S.....rrebrasts.
Ihe succubus, cerrain filerie folk, and orhrrs. AmQng Ih~ nobftSt of
Ihe shape changrrs w~r~ 'Thl')' of Many Foc~s·. fi" Ih~ foughllo
bring oTtler to the chims.

Then Clime lire Dreaded Old Ones. Tire 0/(/ Diles lilfempled 10
deslroy or enslaw! illl OIhrr lidng crclIfures. In Ih~ir jralous)' of Ihe
other farms. and in hatred and deUstation oflheir o....n appearanu.
Ihr)' lost Ihe fast oflhrir sanity. TIr~ Old OntS gained p/~asur~Ofll)'
m Ihe tormrnt of01/ olhrr lifr forms, for onl)' in ,helT o.....n common
miser)' did they find canwradrrir. But Ihis .....as a Ij~ of greal
change in Ihe world. The forc~s that CTeUled Ihe Old Onrs began
to disapp~ar.Nigh' and d(IY. ,hough not as those oflorer ages .....ould
fmderSll/Iul il. beglln fO follow each other. Alld a.v lire OM Onu
destroyell mce afler mce. lJ/l1crs callie illfo bein8.

Th~ ne\l' rQas ....tr~ unlike those .....lro hud come brfore. Thr)' took
Otllya single form, a sillgle immutable appeorWlct. and in 'his ~'ue

fik~ th~ Old Ones: but in this_ the Old Onufound no solocr. Th~1T

hatr~dfor all life had become a monstrr afllO Ifsrlf. E'"en aflu ,hr
Old Ones If'CIrn~d to shape th"r fXJ'I'~rs into rff«,il'e en~rgits.

.....hich .....ould lalrr come 10 br called Ih~ discipfinrs of milgic, they
did nOI re/~fIl. EI'~n though Ih~ Old O,les leamed to changl' their
form through magic, Ihey did 1101 re/ellt. Trul)'. did ~'ome of lilt' OM
Ones forsake their forms emire/,\' for plt'ltsallt apfJ('llmnces. Ilel'er

10 r~lum. bll/ Ihe)'IXlid grt'at COSIS.

Anolher reference to the early changelings exislS. but nol In the
Tristine Chronicles. 11 is written in the script of Th~ Chl'OOider, be·
lieYed to be an ancienl Wolfen from the Northern Wilderness who has
styled himself after the famous Tristinc:. Here again thc ellistence of
the changelings during the age of the Old Ones is mentioned. This docs
nol provc that changelings date from that lime. it is only the opinion
of The Chronidec. Many human scholars insist that The Chronicler
is orten wildly inaccurate in his writings. Others point OUI thallhe his
accusers have no prooftosuppon lhcirclaims. The ChronlClerwriles:

"We don'l koow much about the world during the Elf-D\Oo'arf .....ar.
and eyen less about the days before it. But there is one warning that
stays with us: Changelings. Eyen before the Old Ones, the changelings
wcre ancient. They are survivors of a time when the powers of magic
and the elements wracked havoc on Ihc world. Many of the early races
were destroyed by these forces. The changeling and the Dragon stand
as sentinels to that ancient time. unchanged and unchanging. but forever
mutable.

'1bc: last of the rattS 10 rtse up in those days were the Old Ones.
The Old Ones were unimaginably yile and disgusting in bolh spirit and
physical form. So horrible to behold. that all \Ooho ga7.ed upon them
would quakc in terror and many who saw thcm were driven insane.
The powers thai coursed through their beings changcd all aspects of
the world. for the Old Ones did nol just wield great power. thcy were
powcr incarnate. Magic was dellned by the very actions of these horrid
monste:rs. Yellhe Old Ones never underslOod their yile nature and they
loathed their own monstrous appearance:. Of allthc rattS rnat walked
lhe planet. only the Old Ones could noc alter their form. Eyen the Iowl)
changeling could choose a visage of beauty and splendor. although
limited 10 bipedal fonn, the Old Oncs could 001. 11 seems that they
were resistant to change. and in fact incapable of il. The changelmg
by contrast is a creature of change. which is why they walk the planet
to this very day'"

Note: Also see Ihe section about An:hie the Mage and his home in
Ttte Valley for some startling speculation aboul changellOgs.



Some General Things about Changelings----
Most intelligent life forms in the Palladium WlXlds fear and hate

changelings. Humans, e111es. dwarves. and .....olfen have all waged a
camp.ugn of genocide, slaying changelings on sighl for cenlUries on
end They see the misunderstood c-reaturts as horrible. evil monsters
""ho, if gillen the chance, .....ould assume their lOuge and try 10 destroy
them The S10ries describing changeling treachery are endless. Many
are the tales describing how changelings will take a person's form to
get close toother humanoids only to steal or worse: rape. tonure. or kill.

If all the storte~ could be believed. l1l:llevolent changelings have
taken the form of a child in order to slay the mother and then the entire
family or those who offer their hand in condolence. They are said to
ha\"e usurped the thrones of kings and are the best assassins and thieves
In the world. There are stories and legends that are thousands of yean
old. whIch tell about the treachery. evil and murderous ways of the
changelmg. So man) ,that illS impossible to even begin to Iisl them.

All of this rises from the intense paranoia about the shape-changing
c~ature. One can speculate and hypothesize about the po(ential dangers
a shape changer repl'eSC:nts till blue in the face. Stop and think about
It A shape changer. such as the changeling. can assume any humanoid
foml: your mother, father, wife. husband. child, playmate. friend,
pnest. civillcadcr. kmg, police officer. a store clerk, visitor. a beautiful
malden, a handsome young man, and on and on. Anybody could be a
changeling! Thus. a changeling could be at your side at any time, learn
your darkest secrets, assume the identity of your lover or other loved
une A person could unwittingly be intimate in any number of ways
"'dth a terrible stranger and for what purpose? If the changelings are
evil. that purpose can only be hunful and/or selfish.

Many people of the Palladium World consider changelings to be
demons! Others see lhem as hideous. monal fiends who use their "un
natural" powers for their own selfish needs. desires and terrible plea
sures. It is this devouring fear and mass pannoia. exaggerated through
wild speculation about what a changeling could do and stories about
what some changelings have done, that has created this environment
of unreasoning terror and murder. Many kingdoms. communities and
churc-hes warn of the danger changelings represent and actively encour
age their desU1lction.

Members of virtually every intelligent race of humanoids on the
plaoct have engaged in the extennination of the changeling race. Many
will kill a changeling the moment they are discovered. There is no trial
or waiting period. The poor crealUre need not be accused of any crime,
and can be the most innocent, good or heroic person to walk the eanh.
but he is still murdered on the spot; stabbed. beaten to death. beheaded,
hung or any numberofothcr methods. as long as it is quick and deadly.
11Iousands of non-changeling people have also been killed by zealots
and bloodthirsty mobs simply b«ause they were suspected of being a
changeling or thought to associale with known changelings. This cam
paign of genocide has been terrible and has continued for thousands of
yean to this \'ery day.

Many of the monster races such as ogres, trolls, orcs, goblins, ean
droth, and others williolerate the changelings and let them live among
them. but even they are suspicious and careful around them. The first
serious infraction and the shape changer is beaten, tortured and fre
quently killcd. If lucky, they are merely beaten and banished from the
community.

Unscrupulous. evil humans and other humanoids have used changel
ings for their own insidious purposes. Many Ihieves and assassins'
guilds welcome a changeling to their organization. for who is a better
thIef or murderer than a creature who can instantly disguise himself by
shape-ehanging. Beller yet. if the criminal is captured and found out,
II is the changeling race who is blamed. not the thieves' guild. The
shape changers are often thrown 10 the ....olves. for few will believe the
words of a changeling and people are easily blinded by their hatred.
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The fact that there are good and bad changelings, like any ocher race.
is ignored. To even suggesl such a thing is likely 10 br.tnd that person
as a dangerous "changeling lover" or dupe. The fact that there ha\·e
been many brave, honorable. berote changelings disgUised as humans
or members of other races_ and who have helped humans and others is
also dismissed. In fact. a bero who is discovered to be a challgeling is
assumed to have been slain by the shape changer and his identIty stolen
_ no mailer how strong the evidcnce may be that the hero has always
been a changeling!

Strangely enough, many changelings want to walk among the people
who would destroy them. They hunger for companionship, culture and
to contribute to a community of people. Many secretly adopt a panicular
race, group or comlilunity as their own. Perhaps it is the fact that they
are not allowed to build their own community that nlakes them so
desperate to belong to one. even if it's composed of people who fear
and hate them. Perhaps they cannot stand the loneliness. Or perhaps.
they have never been the demonic monsters they are accused of being.

Understandably, there are changelings who have responded to hate
with hate. It is hard to forgive somebody for murde.ring your family.
friends and people. When the Iibenies e.njoyed by others are denied
you because of your race and ),OU are attacked and killed for the crime
of being born a changeling. many become biuer. angry, and hate filled
themselves. This has spawned its own evil; changelings consumed with
revenge, who hun and kill all other races. Tormented characters who
have fallen victim to the same blinding hatred and unreasoning emotions
as their persecutors. A tragic circle of fear. hate and pain continues as
these changelings kill the killers, massacring every olan. woman and
child who lire NOT changelings, just as the changelings have been
massacred. As one might guess. this only perpetuates the belief that
all changelings are evil. murderous monsters.

All this having been said. not all people hate and fear changelings.
Some good people everywhere try to be open-minded and accepting.
Some communities knowingly allow changelings to live among them.
often as equals. as long as they hide their true nature. Ofle;, it is
necessary to hide their IroC form. because the community doesn't want
to be reminded that changelings live among them - what they don't
know or don'l see, won't bother lhem. But most often, it is to avoid
persecution by other larger and/or more powerful communilies and
organizations who .....ould hunt them down. kill them and punish those
who would dare to allow such an abomination to exist.

There is even a movement among some scholan;' and the reccntly
creatcd (and tiny) Church of Eternal Peace to understand. welcome and
protect the changeling race. The people of Elernal Peace point to the
passages of the Tristine Chronicles that warns of the world's destruction.
They believe that unless the people of the world can learn to acrept
and live with changelings that a lerrible race war will erupt. and much
like the devastating Elf-Dwarf wars. (hey will all perish. Their goal is
10 Ieam more. about changelings and to promote unity and peace for all
intelligent life forms (including wolfen and goblins). Needless 10 say,
this is an extremely unpopular position and these people are nearly as
persecuted as the shape changers. Those who believe changelings must
be obliterated see these people as traiton to their race. They are often
beaten. tonured, and killed. Such is the sad state of the world regarding
changelings.



The Adventure Begins

The Town of a Dozen Fracts
Design Nole: There are six requirements for any lown areily: indllSlry

(barrel making, carpenu),. etc.), sen'ices (messengers. stores. inns.
taverns. ClC.), {rMe (exchanging finished goods for raw materials).
odminiSlrarion (a governmg body). research (city planning) and de
~'tlopment (ingiluling new .....ays for the 10wn and induslr)' to operate
more efficienlly). Without these six elements. any habitation IS nothing
more than a village. A city is a lown on a grand scale. 1be Town of
a Dozen Fracts really is a lown. Most other surface habitations through
out the Old Kingdom Mountains are villages.

The adH~nlurc Ixgill'l in the To.....n ora Dozen Fracts. a backwater
community located in the northern half of The Old Kingdom, [t is
found between the Old Kingdom Mountains and the waters of the inland
sea. The lown is bordered by a large river coming out of the mountains
on the east, a main north-south road on the west. and the mounwins
and forests on the south. The farming and agricuhurallands of the lown
expand outward to the north. The player characters are most likely 10
approach the Town of a Dolen Fracts from the north,

The. first major building they encounter wilt be the RKt'ptwn Center
at the north end of lown. The. building is a stone fortress almost 200
feet (61 m) across. It has been built up on the foundation of one of the
old curtam wall lowers of the original city fonification. A guard force
of 10 bearmen is usually present. but lhey show little inlerest in visiton
or tr.!\·elers. The. guards glance at visitors on lheir way inlo lown to
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check them over. If any wizards or charnclers displaying obvious magic
are Wilh the group, the bearmen will call out to them that. "Magic is
nO( penniltoo in the town:' Ho.....ever. lhe beanllcn will do no nlore
than announce the warning,

The central feature in the town IS an octagonal stone fonress 500
feet (152 m) across. bul only 30 to 40 feet (9 10 12 m) tall ......Ith twin
towers on either side of the gate, The. fortress is a mere shadow of the
original fortress. The. current Slone fonress is built on the foundalion
and remains of lhe original keep. The. onginal baulement walls are
about a mile (1.6 km) away. beyond the edge of the current town.

History and General Information
This town was built on and around the ruins of ancient Krikkt, a

dwarven cify that has now passed from most people's memory. Krikkt
was a small city that was founded long after the Elf·l)warf wars.

Krillt itself was built on the remains of a far older habitation. The
original fortifications. the remains of which both lhe city Mnd the town
were buill on. are believed to ha\'e 0I1Ct: been an impressive fonified
city of considerable size. All that remains of the original octagonal
keep is the current fonificalion. The. original baulemenlS enclosed an
area somewhat larger than the current town. On the OIItsklns of the
town one may find remains of the original balliement walls. 1bese



walls and all other original foundations follow an octagonal plan. Only
one of the original octagonal towers remains on the road to the north,
and that has been extcnsively rebuilt. The mill that lies on the eastern
edge of thc town, about a mile (1.6 km) from the centnil fon, is also
built on the foundation of an original tower. but has been highly mod
ified.

The river bed near the mill seems 10 follow the course of the outer
curtain wall for a distance and may be evidence that the fortification
originally had a very large moal. The "river" passing the mill is very
str.l.ight, with a elean cut, 135 degree bend at the mill. The river thus
follows two sides of an octagon. There is also evidence of smaller,
regularly l>paced towers along the outer wall. Although this may imply
what the scale of the original fonification was like. no one knows for
certain. Nor can they say when the original castle was built. It is
believed that the dwarven city state of Krikkt had no more than a few
thousand residents. The current population of the town also numbers
in the thousands, however. the original fortress was much larger than
the entire modern town. It could be that the outer wall was simply a
city wall. and that there were once as many as 10,000 residents. The
ful~ extent of the fortifications ilnply a garrison of thousands. Some
have suggested that these ruins may be from an even earlier time and
that the ancient fortification that pre-dates Krikkt dates back to the Old
Kingdom and possibly as far back as the Time of A Thousand Magics
(not likely, but it's fun to speculate on),

All that is remembered about Krikkt is the disappearance of its
people. That one day. about a thousand years ago, all the residents
wtnished, leaving the /Own completely aoontiQlled. It was clear that the
inhabitants chose to leave, since the there were no signs of bailie and
they did not leave behind any valuables or personal items.

Many believe that the dwarves have gone into the mountains to
reopen one of the ancient tunnel complexes. No dwarf has ever returned
to confinn or deny this rumor. Others believe that some horribly pow
erful mage made the residents into slaves and they were made to serve
some evil purpose. The mOSt common rumors suggest that a mage from
another world or another time took the dwarves away to some point in
the future. or the past. to help save someone or something. Many
different versions of the powerful mage rumor exist. claiming ties to
everything from the Elf/Dwarf War to the end of the world. There are
some who claim 10 know the TRUE story and are willing to share it
with any traveler for the price of a drink. In the pubs and taverns of
the town, the mysterious disappearance of the dwarves is a popular
topic of SpeCullltion. However, no one has ever uncovered any solid
evidence to substantiate any of the rumors. The only possible exception
is a mountain man named Bernie.

People will tell the adventurers that a ranger named Bernie knows
every backwoods trail up and down the mountains. If anybody knows
anything about the dwarves it's him, Certainly Bernie knows everything
there is to know about the mountains. Likewise. if the player group
indicates that they are planning an expedition into the mountains. Bernie
will be suggested as the man to see.

Krikkt has been reborn as a tiny ramshackle town of slums and
merehants who cater to the adventurers and infrequent merchant cara
vans that stop on their way into and through the Old Kingdom Moun·
tains. The transient population is high. and the inns are cheap. However,
this town is NOT a safe haven for anyone. Forgotten creatures and the
monsters of the mountains often make their way into the town to either
visit and get drunk or to ransack it. The standing anny of 50 bearmen
and trolls protect the town to a large extent. Some merchants claim
that what they really need is protection from an anny.

The town is now known as The Town of a Dozen Fracls. The
meaning of the word "fracts" is important. or so one would assume.
but no one is really sure what it means anymore or from what language
might be derived from. One might assume thai it refers to the many
different "racial factions" and the divisions of the slums where the

different races live. However, any adventurer who can count may notice
that there are really only eight sectors in the town, not twelve. Perhaps
there were a dozen at some point in the past. Then again eight is close
enough to a dozen for the inhabitant who can't add very well. Thc eight
sectors are sometimes referred to as quarters. since most fX.'Ople know
that a quarter is a small pan of something. [II many Old Kingdom
villages, there has evolved a system of fractional coillagc or "fracts."
Eastern, western. and old kingdom coins are often cut up into halves,
quaners. and eighths. One rumor in town claims thatlhe current ruler.
Pendl, came to power by paying off the old rulcrs with a dozcn fract
coins. This explanation of the town's name is enough for most people
- and besides, who really cares?

The Town of a Dozen FraclS is small and avoidcd by nclghl:xlring
villages. It is nestled up in the foothills of the Old Kingdom Mountains.
It is not part of any empire and no one seems to be interested in claiming
it as their own.

The main trails to and from this lown lead in four directions: To
the north lies the Great Inland Sea with the island kingdom of Lopan.
The northern trail leads to one of Lopan's large coastal colonies.

To the south lies only the mountains. The southern road leads up
into and over the mountains through Jedrie Pass. Though mrcly tr.l.vcl
led in earlier days. Jedrie Pass is now becoming one of thc main routes
from Lopan to the inner lands of The Old Kingdom. ~Iowever. Jedrie
Pass is still dangcrous. Dragons are said 10 frequently appear in the
pass and caravans are oftell lost, People intending to cross through
Jedrie Pass will often wait in the Town of a Dozen Fracts. somctimes
for a yearor more. to join the next well armed CllnlVan. Thcse individuals
makc up part of the tr,Jnsient population of the town. A lone tr.l.veler
is said to have no chance of surviving the journey through the pass.

The west road snakes and circles but eventually leads to the border
of the Western Empire.

The main eastward trail winds along the base of the mountains.
eventually branching towards the north and the Eastern Territories, and
towards the Timiro Kingdom along the south branch. This eastern trail
is becoming an all but forgotten path, superseded by the trails that lead
directly from Lopan's coastal colonies to the more populous regions of
the eastern Old Kingdom.

Although rumors and legends tell of incredible treasures of gold and
gems left behind by the ancient elves and dwarves. thcy are just stories.
Most of the old money was spent on the war or taken away by thc
survivors when they moved. Real treasure is very rare in the mountains
and ruins of the Old Kingdom.

The Old Kingdom Mountains of the present day is some ofthc poorest
and mosl desolate territory in the Palladium World. The land has been
abandoned by most elves and dwarves thousands of years ago. There
are pockets of humans. but most have moved East or West. leaving
the Old Kingdom to the so-called Monster Races, orcs. goblins. ogres.
trolls and other non~humans.

The typical mountain villager will earn less than olle-tcmh of what
a laborer in the Timiro Kingdom earns. However, prices for common
items tend to be lower in the mountains, gcner,Jlly one-eighth what
things cost in the more civilized pans of the world. This also means
that the mountain residents are much poorer than elsewhere. Much of
thc mountain trade is in the fonn of baner.
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NO Magic Allowed!
The population m It'Ie lown na~ a prejudice agamsi IUaglc that IS

fueled and dlclatctl by Pendllhe ch.ef magl~trJle Ho"c\ ...r. Inc mhablt
ants of tbl~ to'" n go mueb further than I1'IO'>t anll~maglC communllJes.
and do IlOI lolerate any Iype of magI( u!oCr Thl'> 1rw;ludc\ all lren of
magIc. mind mage... pnesh. druId,. and ,hamen. Ps.lonlC~ ... con~ldercti
magic or I'lleheraft and nO! tolcrJI~"d eltncr An) nalurally psIonic
mhabllanls of the to\lin. and Ihc) arc rare:. ha\c Ieam..-d 10 bide their
abllitlc;,. Onl) healers arc "'ekonk'

T1Icre lire no rIlaglc or alcherlll'>l ..hop, (olher Ihan Ihe Lillie Pal
ladium). However. the ocea;,lonal magic wcapon ;mJ Item;, may De
found:u one of the l.rmOflC~. pawn..hop,. Ihmugh all Indcpendent thief
or offered on Ihe black marL.el whkh I' controlled hy th.: Thieve.. '
Guild. Price, for such Items Will be extremely high. lI\e Itl len lune,

"~I

The onl) law Ihat Ihe charJetef', rel,lI) need 10 t>c ""'are: 01 I'thm
Ihe blalam u~ of magIc IS IlOI allo"ed b.CT!> of magIC "'III be dealt
'" uh as the guard Of police "C(" fit If an~ Charai.1Cf l'~,t .... 'f'Clll" U!oC\
a magic Item Of "'capon In public \IC". thc to"'n~ltllL. "'llIl-') OUt and
lhe polICe and.(.. guard "lll appear Jnd lhe offender "ill he bealen.

fined and pt""lbl) Inlrn:>OIlt-"d

The aceuOiUtlon of rnagK' u...:: I' not ..uflil'iem for b..'mg hcall'n and
fined. There mu;,t be "C\erill rehable "'Itne~...::.. "llhng to 'land up and
testify. In thc mo,t obviou\ '1lualilln... the guard "'III fluhhcl) Ocalthe
accu\Cd flghl on thc ~pot It di'le\n'l Ill;lllef th:llihe char:lcter ma) hav.:
been dl.'fendin~ l\lrll~c1f. Ihe U'>C of maglt.'. mcludmg m<lglc "eapon\.
device, und ,('mil,. I'n'l allo"'ed Thu,. after Ihe dlamcter I' Ocalcn.

any obviou, magic Ilems arc c(lnfi-.c'lled, ,lIld Ihe char..cter h 'el frL'C
to go. wuh a 'lIff "ammg. If other L:h ..r.teters g.:t 1n\(lhed. the) "ill
be ;,UOjCL:IIO In.: ..amc trcatment I\lu,t confi",aIL'd !lenh lall hoc reg,lInoo
by pa}ing a c(btly bnhe or finc 1l0000e\cr, chamL:lcf', ..hllulJ "L:lllulcI,;J~

before Ihe Itemhl I' 'ho",n 10 Magl'trJle Pendl 11Jc m)'ICfltlU' I'endl
"III L.l.'CP an) Ilell1~ he rna) t1e"lt'I." fur hlllhClf

USlllg milglc agaln'l lhe guard. pelhce. Of' lhe l'ourt "'III rc..uh m a
bcalmg. capture. confi'>i:i1tlOfl of AIL JlO"'>C\\IOf1", Imrr"'lfImenl and

The InhabitanlS

I'here "r.: "I". ,m,,11 f:,"m ....:allered around Ihe lown that provide II

\;tncl~ III fnuh. grain'. \.:gct"ole~.and a IIll1lled \upply of domc~lIcatcd
"nmlak Olher rnll hU1l1 or tr;lp m the nellroy forc'!s an In Ihe low
mnunlalll' 11w IIlre,h nl ..o proVide a lirnlled ~upply of wood for IUOlDer.
<- •• rpcl1ll) hcutml; JIllI hllildmg The fl\---qLl~nl di ..appcarnnce of un

"'ill') IrJ\elcf', I' IIlten hlami.-d on mounlam handlt~ and monsters; some
hlame the lI><:al d,et The Til" n of a Dozen Fr.K:t~ i, a rough and lumble
rlar.:e popul'lIcd h~ rnam non-human race.. MlIny of Ihese races. IIL.e
,>n; .. , O!!l"C'. and troll ... COlt "'her humanold~ and find humans. el\'~s

Jnd ~nllol(', paru,:ularl) ta't) \'1!>1!0I"i mu,,1 be a, "'ary of lhe,r ne"
InenJ.. .t .. !helr ellCmlC\ In Ihl\ to"n

In.. nu","I~ 01 thoc Ill"'n buddmg\ are nu,1I from seasoned p,ne,
lorc t<-oJ .tnd hauled tkl" n from the rnounlam~ There an: numerous
t.t\em.. , ""lo(}n~. mn.. , ro"d hou..c" hthtelnes. and all manner of lodg
In~, "nJ re,laurant, In the til"'n Sll1l'e there arc more !rallsicnt' Ihan
r':"I\km... Ihl' mOlL.e, ,en,e l!oWe\Cf. each FrJct u~ually catef<; to (Inc
ltl three role" III thJl p'lrllI;ulllr part uf to"n hJr example: A kobold
nm 11m only allew... L.obtJlll, to 'pendthc mght. An ore manllged bM
1\1,1) all"", unly nn-, .1I1d ogre,. ur ore,. ogre, and humans. and.\.o on
, ..... e,,"'h mdll idual h;Kt lor racIal and "(!Clal ,llIlano::c, Of tolerJnce~

)n~' rC\ldcnh ill lhe t.."n Jo not apJlfo\C of pef',()n, of dlfferenl
r....'" tndglnl; lugelher l'\cn if lhe group j, compeKed of three human~

,00 a guohlin. the grohn "III ha\e to <,ta~ at a goblin or hob-goblin
m"na!!<.'d boardmg nou'>C. 111< human.. "'{KlId ..lay :11 a human run IOn
,II thoc ,"her end (If ttl"'n The ""me I'> true of U\lng balh hou!>es. siables.
and mJn) ..!lop-. and la\em.. R:Klal prejud,ce I.. IlOl as common 10 the
..h"p" on the \\ righl \\ a\ SIIII. a d"'arl entefing an chen \btiP ~hould

e ..pcd hi pa) l"ll tn Ihree lime' nKlfe than he ",ould al a d"'al'\'cn
,bt,p \h\ed ~fl'Ur' ha\e an iKhantage on the Wnght Way .. inee they
....11I "mllhe approllfl,lIe repr.:,enlatl\e mlU the arpropnale ,htJp In do
the OU~1l\g ''If all lit them

If Ihe pl,,)er l!wUfl I" Cllll1l""eJ of m\lfC thall one mce. the tittle
)'alladium i, th.: only ",If,: hal'cn for Ih.:m hi "II 't:l) togcthcr The

JltemJlIw l' \II ..pIli Ufl Of l':lnlfl nUhlde ,11 llIw-n

The \>nl~ prc\alcnl rcllg'iln In to"n i, lhe Church of Ihe Scar The
\'nllnh hi!" ..ome f(lllll"'cf', hul no prll."'" The 111<)..t Uc\out "'arnOT!> ,n
Ihe (bur<:h 01 the Scar 1111 Ul I~. lhe pne..'" In lhl~ CtlmmUml)

Duc t"the ... Ide lUI' nfr.....'c.. that lI\e h<rt. ,Ia\c') IS StrlClly forbid
den An~ outlander tbJt plJn.. IU ..pend tlO'Ie here had be'>! free h..... lave..
fiN

TM total population of the town often varies between 1300 and
2200 pt."Op1e The aclUal pennanem population is probably closer to \
about nine hundred. but the tmnsiem population vari~ wildly. Currently

tn.:re art' appro..,matcly 2000 people m lown, half of I'hich are Imns· \ \

""" ~~~
The Tuwn of a Dolen Fr.tels ,~ mhablted by eIght m(/in races: kobold.~~

,h"arl. on;. goblin. hob-~ublin. ogre. human. and Deannan. Each has _~

lh own ,~'Ction or \O·called "quarter" of town. ElIch seetion is a slum -~-0 ":
thm I' pllpulated mo-tly ny l. particular race. In addition 10 the main ~. '//1 -
elghl rar.:e'. there arc \'1,110f', and olher non·human denizens of the Old ~"

I\llll;Jom lnc..c Illclude trolh. rathngs. changelings. lroglodytes, the /"/ ~~"-~~?fl~"
r...:r.:a'lonal elf. j!l1(lTTlC, .!lId OIher!>. / ....

lbe milJOllt~ of the to", n\foll.. are ~nl;aged in buSlOesses and services
tlul ~-i1ler to the \'\lllng Irnn'~nl populatIon. There are large sections
In c.kh lit liIC \et:tllr'o tknlled 10 hOlblng. feeding. and cntertamlng
\1')\'''' Thert' are crafhmcn of all '>Ol1S. '" uh lhe maJOrlly of the shops
1'''i1I00 ak.ng the milln road. The \\right \\ay. Th,s is also the malO
hU\lnc" dll>{nci. wnh \mllh. wflght. and crafl shops on both s,des of
lhe ,treet lodging hou'>C, and proViSH}f\S arc comfortable bul noI: luxuri·
,~,
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hard labor. Later. the character will have the opportunity to defend
himself in front of the court. but that may be after a few weeks in a
stockade or as part of a work camp.

Game Master Note: There are two main reasons the use of magic
is frowned upon. The first is that it is easier to control the town and
its many visitors if magic is not used. Men of magic tend 10 be powerful
ami the court feels it's best to watch out for these potential troublemakers
and try to control them through intimidation.

The second reason is purely self-serving for both the town and Magis
trate Pend!. Men of magic tend to be comparatively more wealthy. If
they don't have ready cash available, their magic items will fetch a
good price from visiling merchants, adventurers and towns to the east
and west. Thus, if people of magic break the law by using magic, their
property is confiscaled. The "lawbreaker" or somebody else will buy
the item(s) back (the fonner in the way of bribes or fines). Either way,
the town. Pendl, and the members of the court all make a profit. Items
that are especially valuable, rare or powerfUl are given or sold to Pend[
who collects such things. To help promote this "law," Pendl and the
court members often tum a blind eye 10 small bribes kept by the guards
and police: this way they're more motivated to enforce the law, Quite
a nice lillie racket.

The Thieves' Guild
The Thieves' Guild is a separate political entity and is often referred

to as the "last quarter" by the residcnts. [t is called that for two reasons.
First. it is not acknowledged as one of the eight quarters. Second, they
are the last people any right-thinking individual should deal with. The
guild is about 60 members strong, and its leader is a troglodyte who
has no love for anyone.

Thelma is possibly the most dangerous of the town's subterranean
dwellers. She is an intelligent troglodyte with a bad attitude. Thelma
hates surface dwellers at an obsessive level. She is especially disgusted
by the town's choice to exclude the troglodyte race from the court.
Anyone who wants 10 be part of Ihe Thieves' Guild may have to give
up living on the surface to stay on Thelma's good side, Most of the
guild members are kobold and dwarf.

The tunnels of the "underworld" controlled by Thelma and her thieves
extend to every Fract of the town. There are extensions leading up 10

business buildings in the town, Most are intentionally left incomplete
(haven't broken to the surface) to avoid detection. but any kobold,
dwarf or trog can finish the tunnel and break through the surface in ten
minutes or less. There are also tunnels to many of the buildings in the
old fort/town center area wherc the members of the court live.

Guild Master Thelma: A female troglodyte, 8th level thief, I.Q.
18, all mher attributes typical; anarchist alignment. The typical thief is
fourth to sixth level with an average P.P. of 18.

The Court
The Town of a Dozen Fracts is governed by a court of nine, made

up of a chief magistrate and one member from each of the eight rna;"
races in town: kobold. dwarf, orc, goblin, hob-goblin, ogre. human.
llnd beannan. The eight representatives do not strictly represent the
eight sectors. although that is the intent. The final member is Pendl,
the Master of the Court. No one knows his race and it is suspected that
he may be a supematuml creature, Pendl speaks eastern. elven, and
southern as well as a native. and can speak faerie. dwarven. goblin,
troll. wolfen, and ogre with no obvious accent.

It must be stressed that the town has no tics or fonnal treaties with
any Kingdom or Empire. It is too small and poor for anyone to consider
it to be worth their while. Thus the town has absolulely no diplomatic
relations or embassies wilh other nations: Pendl prefers that the town
keep a low profile anyway. The town will not appear on most of Ihe
maps of the larger nations of the world, but may be noted on local
maps and is known to local inhabitants of the region within a five
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hundred mile radius (its one of the few towns in the area). It is also
known to the operators of merchant caravans who tmvel the area.

The player characters are not likely to meet the court unless they
have committed grievous acts of magic involving the police. or more
than one native race. This court acts mainly as an arbitnl.ting panel for
disputes that cross racial boundaries, but the nine actually have far
greater legal and economic power than most realize. mainly because
there is no other law. The court often operates on the basis of fiscal
superiority. Whoever has more money is more [ikely to get a ruling in
their favor. The court is corrupt and bribes are common.

The court officials are, for all intents and purposes, the rulers of
each respective racial "quarter" and the town itself. There are no fomlal
codes of law in any specific quarter, but the decision of the "ruler" or
the court in any dispute between residents is final.

The nine court officials/rulers
L Tah'or Sledge, kobold. 6th level assassin and thief

Talvor is a "respected" high ranking member of the Thieves' Guild.
but he is a surface dweller and IlOt respected by the thieves themselves.
Talvor has never met Thelma. thc true leader of thc Thieve's Guild
and she detests him. However, Talvor is the most powerful member
of the court. since he represents one of the largest quarters. The Thieves'
Guild has arranged his placement as a figurehead on the court to let
the people think this is the beSt that the Guild has to offer. However,
Talvor does have complete autonomy and a certain amount of power,
since he really believes that he is the leader of the Thieves' Guild and
does negmiate on their behalf. Talvor doesn't really know much about
the ··underworld" of tunnels mainly because he is somewhat claus
trophobic and never ventures below ground. ·Ibis also means he has
no idea who two-thirds of his fellow thieves are. Talvor Sledge: A
male kobold, 6th level assassin and thief, I.Q. 10, P.S. 20. P.P. 21.
all other attributes average: miscreant alignment.

2. Oberrk, lhe ore, an 8th level soldier & warrior chief

Although technically the representative of the orc quarter, the second
most populated section of the town, Oberrk is a warrior and has lillIe
respect for the complacent orcs in this community. Oberrk represents
only his own inlerests and endeavors to maintain his own comfort.
Oberrk used to live in the mountains and was a member of the Church
of the Scar, He introduced the Guard to the church when he firsl arrived.
At that time he served as the Captain of the Guard. but has since retired.
Oberrk still has a good relationship with the Guard and the beanncn
and tries 10 represent their interests to the court. Oberrk: See the section
about the police and the Guard for stats.

3. Krib, goblin, a 7th level ranger and trapper

Krib represents the third largest community in town, the goblins and
hob-goblins. The residents are mostly hunters, trappers and thieves (but
only [0% belong to the thieves' guild). Kribalmost always votes against
Talvor. He tends to rely on his own opinions and does what he can to
support goblin interests. Krib still continues to work as a trapper and
runs a small business composed of trappers and traders that is attempting
10 open trade with the Lopan colony in the north. Krib's business is
on The Wright Way, Krib: A male goblin. 7th level ranger and trapper,
I.Q. 9, P.S. 14. P.P. 22. P.B. 4, all other attributes average: aberrant
alignment.

4. Clive Aldon, a 7th level human mercenary fighter & Police Chief

Clive technically represents the interests of the human residents of
the town, although he is generally self-serving. and will always favor
the Story of a police officer over a resident. even when that resident is
a human, He is an absolute creep and bully who takes all sorts of bribes
and may blackmail visilors into doing things against their will, He loves
his position of power and enjoys it as mueh as he can. However, he
knows where his bread is buttered and will never betray or steal from



the town, other coun members or Pendl (who he's sure is a demon of
some sort). Clive Aldon; See the section aoout the police and the Guard
for stats.

Breaux
5. 8ren, ogre and 7th lenl farmer

Although Bren technically represents the ogre community, the ogres
are all members of the orc community. and what's good for the orcs
is usually what's good for the ogres. Because of this, Bren is more
likely to represclll the ore's (and ogre's) interests than Oberrk is. Other
than his place on the coun. Bren does little else. He is extremely lazy
and complacent. and is just happy he was elccted to this cushy job.
8ren: A male ogre. 7th level fanner. I.Q. 10, M.A. 8. P.S. 24. P.P.
18. all other attributes average; unprincipled alignment. good natured.

6. Enjel, hob-goblin and 6th level mercenary fighter

The hob-goblin community is effectively a sub-section of the goblin
quaner. Enjel is a stupid lout and almost always sides with Krib on
any issues brought before the Court. Enjel is effectively crippled by
battle wounds that prevent him from serving a "useful" purpose in the
goblin community. Enjel: A male hob-goblin, 6th level mercenary
(retired).I.Q. 6. M.A. 4, M.E. 23, P.S. 13. all otherauributcsavemge;
anarchist alignment.

7. Feldeshar. dwarf, 7th merchant and blacksmith/businessman

Feldeshar is one of the justices and owns and opemtes the largest
anns seller on the Wright Way. Feldeshar mrely rcpresents the dwarves
as a group. He is old. but still powerful. His face is hardened from
long years in front of the furnace. Since he is the owner and principal
blacksmith at the Wright Anns. Feldeshar tends to represent the interests
of the crafts people. and businesses in general. Because of this. Feldeshar
often finds himself representing the interests of the elf, Adrian Bendlo,
ownerof the Little Palladium. which disgusts him. Ifpossible. Feldeshar
would love to get the court to ban the Little Palladium, but it will never
happen. Feldeshar: An old male dwarf. 7th level merchant and
blacksmith. I.Q. 13. M.A. 4, P.S. 23. P.P. 19. P.E. 24. all other
attributes ;:average; anarchist alignment.

8. Jendre Klaug, bearman. 7th le,'elsoldier & Caplain oflheGuard

Jendre is a r,lrity among beamlen, he's intelligent! Jendre knows
how to handle his Guard. and insists on what beannen call comfon.
The Guard patrols the main roads. and The Wright Way is a pan of
that. Jcndre and the beannen "protect" the businesses along the Wright
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Way, ;:and the business Owners "willingly" provide the Guard with its
"needs." Jcndre and Feldeshar are always at odds in Coun. Jendre
Klaug: See the section about the police and the Guard for stals.

9. Pendl. rare unknown; He speaks for all residents, he is a 6th
level Water Warlock & Noble who sen'es as the Court Magistrate

Most oflen this Coun will split its decision. with Oberrk. Jendre.
Krib. and Enjel on one side. and Clive. Feldeshar. Bren. and Talvor
on the other. The tie is broken by Chief Justice Pendl, Pendl encourages
a split vote as often as possible and thus retains almost complete control
over most decisions for the town.

Pendl (a scarecrow) is Ihe real power in the town since he has the
most supporters. In fact. he has shaped the current "stable" government.
However he does not intend to remain in this town forever. If a real
threat to his role ariscs that he cannot suppress, he will leave with as
much of the town's treasury as he can carry (especially magic items).
He is horribly afraid of powerful magic (phobia). The Thieves' Guild
is one of his strongest supporters. since it has nourished under his role.

Pendl constantly watches for those who mighl usurp his power. Magic
is strictly outlawed in the city and its users watched closely for infrac·
tions. Thieves help in the surveillance of men of magic, in addition to
lhe police and the Guard. The only cltceplion to this ban is inside the
Utile Palladium of Desires. Pendl has come to depend on the large
percentage of the take. or tax. that Adrian Bendlo pays to Ihe town.
The Little Palladium pays well for its privileged status. In spite of
appeamnces. Pendl is not getting overly rich off the town. The need
to have a powerful standing amlY and related ellpenscs sap whatever
the city is able to take in.

The Police
The domestic police scrvc to keep thc peace in all quarters. They do

this by keeping the townsfolk afmid of them. They are responsible for
arresting and/or roughing up anyone who is causing problems or sus
pected of such. Those arrested are taken to the fonress, detaineli. and
possibly roughed up funher. until the police decide they have learned
their lesson. When an individual is panicularly unrepentant. they will
be taken before the Magistracy, where the police will ask pernlission
to "teach them a linle respect." This is the same as a death sentence
and the Magistracy nom1811y approves lhese requests since they are not
common. The character will then be tonured. put to dellth (or at least
inlO a coma), and discarded at the edge of town.

There are 40 human policemen in town. and one in five (8 total) are
higher level officers. Each officer will regularly patrol the town with
4 regular policemen. When a character sights this typical group of five
policemen patrolling the streets it is best to drop whatever he's doing
and look as innocent as possible. no mailer what he was doing at the
time. If a chaw.cler is arrested for any reason. his beSI plan of action
is simply to accept the beating, pay any bribe and apologir.c.

If a character chooses to fight a police patrol. and wins, he will be
hunted down by the rest of the police and/or the Guard. Even if the
character does not physically hun the police men. he will have earned
their revenge and is marked as a criminal. Any townsfolk who witness
the character's insurrection will side with the police. no mailer what
the circumstances. Anyone who helps a criminal or even sides with
him will also be charged with the criminal's crime. arrested and
punished.

An understanding has been reached between the human Police and
the beannen Guard. The Guard is responsible for the peace on the
Wright Way and all pans outside the town. The Police take care of
watching all other areas inside the town. The Police will join with the
Guard when monsters or mamuding bands threaten the town. The police
in all quaners arc a band of humans and the occasional ore and ogre
who keep the peace as they see fit. The police force is composed mainly
of low level (one to third level) mercenaries. In any chance encounter



with the police there is a 20% chance that one of them is a human
officer (level 106+2).

Police Chief: Clive Aldon, Human
Alignment: Aberrant
O.C.C. and level: Mercenary 7th.
Allribules: I.Q. 13. M.E. 12. M.A. 20. P.S. 15. P.P. 16. P.E. 19.
P.B. 14. Spd. 13.
Hit Points: 65. Natural A.R.: 4.
Armour: Standard issue is a full suit of scale mail: A.R. 15. S.D.C.

75. and a small shield (adds to parry - included below). Clive's
armour is magically weightless.

Natural Abilities: None.
Psionics: None.
Magic: None.
Combat: 3 alt3cks per melee. critical strike 19-20. +4 dodge. Clive

uses a magic long sword that can also spit lightning 3 times a day
(range 40 ftll2 m. 306+4damage): +4 strike, + 13 parry. ID8+7
damage.

The Typical Town Police "Officer"
Alignment: Usually evil. but sometimes selfish
O.C.C. and level: Mercenary 5th.
Allributes: Physical altributes are above average (14-16). all others
average (10-13).
Hit Points: 63. Natural A.R.: 4.
Armour: Siandard issue is a full suit of scale mail A.R. 15. S.D.C.

75. and a small shield (adds to parry - included below).
Natural Abilities: None.
Psiollics: None.
Magic: None.
Combat: 2 altacks per melee. + 3 dodge. Officers are issued kooold

made long swords (with a superior edge): + 2 strike. + 10 parry.
108+7 damage.

The Typical Town Police "Man"
Alignment: Usually eviL but sometimes selfish
O.C.C. and level: Mercellary 2nd.
Attributes: Physical attributes are above averdge (14-16). all others
average (10-13).
Hit Points: 40. Natural A.R.: 4.
Armour: Standanl issue is a full suit of scale mail: A.R. 15. S.D.C.

75. and a small shield (adds to parry - included below).
Natural Abilities: None.
Psionics: None.
Magic: NOllc.
Combat: I allack per melee. + 2 dodge. Siandanl issue is a koooid

made long sword: + I strike. +5 parry. ID8+3 damage.

Typical Troll Guard
Trolls stand 10 to 12 feet (3 to 3.7 m) tall and weigh 400 to 600 Ibs

(180 to 270 kg). appearing tall and scrawny next to their beamlen
companions. The trolls and beannen get along amazingly well, mainly
because neither can beat the other consistently in a fair fight. The only
disadvantage the trolls have in relation to the beannen is a low natural
speed.
Alignments: Usually anarchist or miscreant.
O.C.C. and level: Soldier 3rd or 4th.
Attributes: P.S. 24. P.P. 19. P.E. 19. Low M.E., M.A.. P.B.. &
Spd.. others average.
Hit Points: 35. Natural A.R.: 4.
Armor: None.
Natural Abilities: 60 fl (18 m) nighl vision. +2 vs magic.
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Psionics: None.
Magic: None.
Combat: Two altacks per melee, + 5 dodge. Always fights with a

large two-handed sword: +4 strike. +7 parry. 406+ II damage.

The Guard----------
Jendre Klaug is the current captain of the guard and is on good tenns

with Oherrk. the retired captain. Jendre looks up to Oberrk as his
mentor. Oberrk will often advise Jendre and/or help out in tmining and
organization of the Guard. The trolls among the Guard respect Oberrk
and work for Jendre because that's what he wanlS them to do.

Captain of the Guard: Jendre Klang, Bearman
Aligllment: Unprincipled.
O.C.C. and lewl: Soldier 7th.
Attributes: I.Q. 15, M.E. 6. M.A. 10, P.S. 28. P.P. 20, P.E. 30.
r.B. 10. Spd. 10.
Hit Points: 63. Natural A.R.: 11.
Armor: None.
Natural Abilities: 10 fl (3 m) night vision. poor day vision. good sense

of smell. + 8 vs magicJpoison.
Psionics: None.
Magic: None.
Combat: 3 attacks per melee. critical strike on 18-20. +6 dodge.

Always fights wilh a large. dWaJVen two-handed sword (with
superior edge): + 6 strike. + 10 parry. 406 + 20 damage.

Retired Captain of the Guard: Oberrk, Ore
Alignment: Miscreant
O.C.C. and level: Soldier 8th.
Attributes: I.Q. 14. M.E. 7. M.A. 15. P.S. 22. P.P. 20, P.E. 19.
P.B. 14. Spd. 13.
Hit 'Joints: 62. Natural A.R.: 4.
Armor: None. Oberrk would prefer to wear heavy annor. but has

gained the respect of the beannen by not wearing any.
Natural Abilities: 40 ft (12 m) night vision. nonnal day vision. +2

vs magic/poison.
Psionic.s: None.
Magic: None.
Combat: 3 attacks per melee. critical strike on 18-20. +3 dodge.

Prefers to fight with a dwarven battle alle (with superior balance):
+ 9 slrike. + 7 parry. 206 + I I damage. Also proficient with a
two-handed sword (with superior balance) since that is the standard
weapon for the guard: + 8 strike. +9 parry. 306+ I I damage.

Typical Bearman Guard
Beannen stand 9 to 10 feet (2.7 103m) tall and weigh 1200 to 1400

pounds (540 to 630 kg). The beannen seldom wear annor and wield
huge. specially made. two-handed swords which do 406 damage. The
Guard are generally stronger than the average bearnlan and most arc
3rd or 4th level.

Alignments: Usually anarchist, but may be scrupulous. unprillcipled
or miscreant.
O.C.C. and level: Soldier 3rd or 4th.
Attributes: P.S. 24, P.P. 19, P.E. 28. Low I.Q.• M.E. & M.A. others
average.
Hit Points: 44. Natural A.R.: II.
Armor: None.
Natural Abilities: 10 fl (3 m) night vision. poor day vision. good sense

of smell. + 7 vs magic. All speak Troll.
Psionics: NOlle.
Magic: None.
Combat: Two attacks per melee. + 5 dodge. Always fights with a

large two handed sword: +4 strike. +7 parry. 4D6+ II damage.
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Pendl,
Chief Magistrate
Name: Pendl
True Name: Pendlcrazny
Alignment: Aberrant
O.C.C. & Level: Water Warlock 6th. Noble 6th
Race: Scarecrow Age: NIA Size: 5 fl. 11 in tall tI.80 m), 70 [bs (31.5

kg), Sell:: Male.
Attributes: I.Q. 15. M.E. 15. M.A. 14, P,S. 12, P,P. 11, P.E. 20,
P.B. 5. Spd. 6.
Hif Points: 90. A.R.: 6.
Armor: Robe of protection, A.R. 12. S.D.C. 50. impervious to fire.

The Robe is impervious to fire. Pend] is not. but the robe can be
used to block fire from re:lching him.

Bonuses: + I spell strength. +3 save vs poison. +6 vs magic. +7
vs spells/circles/wards.

Natural Abilities: Nonnal weapons do nodamage. only physical magic
attacks are effective. fire does double damage. regenerates 1 hit
pointevery 8 melees except firedamage (even ifhacked to pieces).

Psionics: None.
Magic/Clerical/Healing: 2 spell attacks per melee. can cast 12 water

spells a day. recognize enchantment 36%, sense elemental 90%,
see air elemental 75%. summon minor elemental 30%. summon
greater elemental 38%, recognize runes 48%, study circles 54%,
study symbols 66%. study wards 66%/30%.

Magic Knowledge: Simple circle of protection.~ (I) cloud of
steam. purple mist. (2) fog of fear, resist fire. (3) circle of rain.
sheet of ice, (4) create water. hail. (5) ten foot ball of ice, tOllic
mist, (6) heal bums, hurricane.

Magie Items/Weapons: Pendl carries two magically colored blue knives
which can be considered magic weapons, each is of superior quality
(+ 2 to strike when thrown and + 2 damage, in addition to other
bonuses).

Combat Abilities: 3 attacks per melee. + 7 damage. +4 strike. + 7
parry, +5 dodge. Hand to hand: soldier 6th. W.P. knives 6th.

Weapons: Pendl also carries a pair of silver knives. All knives do ID6
(+ 7) damage. He can do the same damage with his hands. but
prefers to use knives.

Skills of Note: Horsemanship (knight) 6th. disguise 45%114%. dowsing
82%, forgery 52%/20%, pick locks 50%, pick pockets 35%, prowl
36%, scale walls 48%. use poison 48%, demon and devil lore 80%.
faerie lore 80%, math 73%, raci:1I histories 62%. recogni7-c precious
metals and stones 55%. sailing 68%. sense of direction 90%. swim
90%, tailor 60%. read/write elven 99%, read/write dwarven. eastern
and southern 70%. speak elven. dwarven. eastern, southern. faerie.
goblin and ogre 99%, troll. wolfen. western and nonhern 85%.

Possessions: Pendl has access to the town's treasury. but its total value
including magic items is under 100.000 gold pieces.

Descriplion: He appears as a very elegantly dressed figure. He stands
tall and is very trim. Typically he will wear a finely tailored suit of
clothes in royal blue with light blue piping. Over this he wears a
very dark blue hooded robe, most often with the hood hiding his
features when in public, and in coun. Pendltailors his clothes himself
and his robe is actually a cloak of armor. He is amled with 2 silver
knives and 2 magically colored (blue) knives. See Palladium Books'
Monsters and Animals, page 70. for a detailed description of scarec
rows.

Game Masler Notes: If Pendl ever abdicates. is driven out of town,
killed or vanishes. the Thieves Guild will try to take over the town
by force or by subterfuge. whichever is quicker. They need a stable
govemment to thrive and will promote any successor that will ensure
their ellistence. It is extremely unlikely that a single human or kobold
will be accepted as a new ruler. It is possible thai a lone elf. dwarf.
troll. ogre or a mixed group of different races could serve. Another
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acceptable candidate would be an intelligent "monster" such as a
Lizard Mage. giant. sphinx. or even a Rahu-Man. There is no reason
that magic could nOi return to favor under a different ruler. but the
people would be slow to accept it.

Pendl's Protectors
Pendl has II group of personal guardsmen. There will always be 4 to

6 bcarmen escorting Pendl wherever he goes. The main job of the
protectors is [0 make sure no one can get close enough to Pendl to see
his face.

Beamlcn stand 9-10 feet (2.7-3.0 m) tall. and weigh 1200-1400
pounds (540-630 kg). They overshadow Pendl whose head comes up
10 their chests. The beannen never wear amlOf. but wield huge. specially
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made, giant sired. two handed swords which do 4D6 damage. Since
the average bearman has a strength of 18. their swords will do even
more damage. Pendl is rarely seen in broad daylight. and holds most
sessions of court at dawn or dusk. This is good for the beamlen since
they have poor day vision.

Typical Protector: AnllrChist, So1dier3rd level, beannan. Allribules:
I.Q. 7, M.E. 6. M.A. 5. P.S. 23. P.P. 18. P.E. 27. r.B. 13. Spd. 12,
Hit Points: 39. A.R.: 11.
Armor: None. Bonuses: +6 vs magic. Natural Abilities: 10 ft (3 m)
night vision. poor day vision. good sense of smell. Psionics: None.
Magic: None. Combat: Always tights with a large two-handed sword.
two attacks per melee. +4 strike. +7 parry. +5 dodge. 406+9
damage.
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by ogres and orcs, giving the town the appearance of being a very
rough place.

The orcs and ogres of this Fract are surprisingly friendly with their
neighbors to the south, the humans. The orc and human regions are
separated by the main farming road that extends to the northeast from
the town. The fann road follows the western bank of the river.

The Human Quarter: ISO inhabitants. 110 humans. 20 gnomes. 20
elves. Main language is Southern. but Elven is also spoken.

This is the only Fract where elves or gnomes are allowed to live.
This region stretches to the east of the fort. but generally includes the
area immediately around it as wel1. It is divided from the arc seclor on
the north by the main farming road, There is no distinct landmark
between the humans and the dwarven sector to Ihe south. The humans
are allowed to log the forests in the dwarven sector. The lillie Palladium,
the General Hospital, and the Mill are located in the human sector. The
mill provides cut lumber and flour to the town. Humaos are famlers,
hunters. loggers. and crafts people. The humans also make up much
of the police force.

Gnomes are the ones holding positions of influence in this Frac!. but
very few of them actually aspire to hold a posilion in the town's gov
ernment. The Mill is owned and operated by a group of gnomes, with
human employees. Gnomes dealing with the dwarven smiths remain
underground in the neighboring dwarven sector. However. the gnomes
must use bodyguards and extreme caution when travelling to any of
the other Fraets (a rarity). Gnomes, you see are a delicacy to many of
the monster races.

The Wright Way meanders Ihrough Ihe human sector near the fortress,
and both nonh and south of it. The main entrance to the fonress borders
the Wright Way.

Starting from the north end of lown with the reception center. the
main sections of town can be viewed as pie segmenls. with the fonress
al lhe cenler. The followir.g list gives an overview of each of these
sections. lisling them in a clockwise order.

The Eight Quarters or FI'acts

The Ogre Quarter: 110 inhabitants. 80 ogres. 20 orcs. 10 trolls.
The main language in this Fract is Ogre. The inhabitants of this Fract
sees themselves as superior to the rest of the ogres in town. but they
still gel along reasonably well with their ogre and ore neighbors. This
sector does not include an underground section. except for secret under
ground mnnels dug by the troglodyte thieves' guild.

The Ore Quarter: 230 inhabitants. 210 orcs. 20 ogres. The main
language in lhis seClor is Goblin which includes an Ore dialect. How
ever, the orcs speak with an extreme and affected accenl. This sector
does not include an underground sections. except for secret underground
tunnels dug by the troglodyle thieves' guild.

There are goblins here because they speak the language. but they are
few in number. This district is on lhe north and nonheast side of town
with the fanning regions. The road to the Inland Sea, north of lhe
reception center, divides the ore and goblin sectors. The sector does
not border the fortress. Most of the orcs and ogres work in the farms
or hunt in the plains 10 the north.

The Wright Way begins just south of the reception center and goes
through the orc sector first. The first business on the Wright Way is
the ogre run resale shop, The Wright One Enterprises. All of the busines
ses along this first stretch of the Wright Way are owned and managed

The "Fracts"
The lliain I1Ices in the Town are: kobold. dwarf, are. goblin. hob.gob

lin, human, ogre. and bearmen. The secondary races are troll, troglo
dyte, gnome, and elL The town tends to be divided along language
lines more Ihan obvious racial lines. The pcmlllncm residents are distri
buted alllong eight main seClOrs (or quarters or fraets) which are referred
10 by mce. such as Ihe Human Fract or Goblin Fract, and so on. Often
thc division betwccn Ihe Fracts are impossible to see by visitors. wilh
one seemingly spilling into the olher. However. the residents are like
members of a street gang and know their turf and Ihe dividing lines
between them. Orten there is little crossover between one Fract and
:lnOlher. For example. the goblins living in their sector don'\ gel along
with those living in [he neighboring Orc Frac!.

The main schism between the Fracts comes from the kobolds and
troglodytes who don't often associate with anybody else. Most often
the are quaner sides with the humans. since they both hate the kobolds.
and the goblin quarter sides with the kobold. simply because of location.
The Wright Way lies directly between the goblin and kobold sectors.
Goblins and kobolds hate humans more than they hate each other. and
since they see each other across the way every day. they've become
more friendly.

GM Note: Treat the schism as more of an ideological schism than
a physical one. More like Democrats versus RepUblicans. The hostHity
is there, always ready to nare up. but no major confrontation should
ever occur. Nobody wants a big battle. since these are their homes.

There's also a sense of overall civic pride. If a human is confronted
by an outlander from Lopan that says all kobolds are despicable. that
human will agree. But if the outlander says that the kobolds of "this
lown" are despicable. the human will defend the kobolds' honor (but
not to the death). Similarly one can find a kobold defending a human.
Inhabitants can hate each other. but outlanders have no place to talk.
All racial hostilities mentioned in the r"oIcial descriptions of the Palladium
RPG ellist here. they are just soothed by living in close prollimity over
time.
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The Dwarf Quarter: 110 inhabitants. 80 dwarves (20 below ground).
10 gnomes. 10 kobolds. 10 troglodytes (10 below round). Main language
is Dwarven.

More than half oflhe residents live above ground. but the underground
section is very comfortable and very well maintained. Some tunnels
run deep into iron deposits and there are small scale smelting and
smithing facilities underground as well. Dwarven anns and armor are
sold and can be made to order for the right pricc.

The Wright Way runs north-south through the dwarven sector. but
turns west when it reaches the forest. The road that continues south
from the Wright Way is used by both the kobold and the dwarven
sectors for access 10 the mountains and the forest.

Just south of Miller's Pond is where the Qld trail from the east enters
the town. crosses the dwarven sector, and leads to the fortress.

The Kobold Quarter: 250 inhabitants. 250 kobotds (160 below
ground). Nonnally kobolds speak a dialect of Dwarven. but those living
here prefer to speak the older Faerie tongue.

This is largest and only racially pure Fract. A tiny handful of trolls
and dwarves also live here. but those that do are looked down upon as
kobold sympathizers and low-life scum. The kobolds supply the town
with many resources. including wood. ores, and meat. The region they
control is a wooded area to the southwest of the fon. on both sides of
thc road to Jedrie Pass. Tunnels going to underground rivers provide
fresh watcr. There are very few dwarves here and the kobolds prefer
to separute themselves from that ethnic group. so Faerie (with the
Kobold accent) is the spoken language of the Frac!.

The underground tunnel system could comfortably house over 1000
people (more than the population of the fract)o However, only about
160 live underground on a regular basis. Extensions of the tunnels
known only by the Troglodyte Thieves' Guild extend under the business
districts of all other sectors and the fort itself. Some tunnels run deep
into iron deposits and there are small scale smelting and smithing
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facilities. Kobold anns and amlor arc available and can be made to
order for the right price.

The Kobold FraCI is divided from the Goblin Fraet by the south
ernmost branch of the Wright Way. The kobolds control the south side
of the road while the goblins control the north side of the road.

The Goblin Quarter: 200 inhabitants. 160 goblins (75 below
ground). 40 hob-goblins (15 below ground). Main language is Goblin.

The Goblins live along the main road that runs between the reception
center and the road to Jedrie Pass. This rood and sector is generally
considered the western end of the town. Most of the surface dwellings
along the road are small. decrepit and dilapidated. The goblins do lillie
to restore or keep up their d ....·eltings so the ugliest homes of the town
are found here.

The goblin rcsidents are most likely to side with the kobold in any
disputes. although they h,wc no love for each other. Actually half the
inhabitants live underground in decrepit tunnels. The only section of

the Wright Way that touches the goblin sector is the southernmost
stretch that acts as a border between the goblins and the kobolds.

The goblins sell erude crafts of all sorts along the Wright Way. but
the shops most frequented by adventurers are the pawnshops. A 101 of
good deals can be found and quick cash earned althe goblin pawnshops.
However. the pawn shops also act as fences buying and selling stolen
goods for the thieves' guild.

The Hob-Goblin Quarter: 180 inhabitants. 100 hob-goblins (30
live underground). 30 goblins. 40 ratlings (25 live underground) and
10 boogiemen. The main language is Goblin.

The second most rJmshackle section of town is the hob-goblin Fmc!.
It is located right next door to the Goblin Fmct and is discernably
different only because the majority of the houses are a little bit larger
(hob-goblins are a bit taller than their goblin cousins). They tend to
side with the goblin Fract.

Tl-Je Guard or Bearman ''Quarter'': 140 inhabitants. 80 beannen.
30 trolls, 30 others. The main language spoken by the guard is Troll.

The Forl Fraet is built around the remains of the ancient city-state.
The old fon was built by the dwarves of Krikkt in the time before their
mysterious ellodus. The keep has not been rebuilt. but is used as a less
massive fortress wall. The entrance ren::lins relatively unscathed on the
southwest side, with both gate towers intact.

The Guard, along with most other bearmen and trolls. police, and
the Magistracy are all housed in and around the castle. All intcrior
structures are made of wood. The Magistrate's Pala« is a 60 II 60
foot (18 II 18 m) twO story structure (7200 square ft/669 square m tOlal).
1lJe second floor is the private residence of Pend!. No one may enter
it without his pcnnission and he never grants pemlission. The first floor
contains the official meeting rooms and record offices of the Magistracy.
This structure is continuously guarded by at least a half dozen each of
Guard. Police. and Thieves; the thieves being unofficial and unseen.
but approved by Pend!.

Eight other buildings, each 50 by 50 foot (15 x 15 m). one story
structures (2500 square ft/232 m), are the offices of the representatives
of each of the eight Fmets. Each of these is guarded around the clock
by at least a half doren soldiers or mercenaries from the Fracts them
selves. There are also thieves' tunnels leading to the underside of each
of the buildings, although no one in the Magistracy ellcept for Pendl
knows this.

The Guard comprises the main ponion of the population in this
fract, over half of whom are bearmen. A resident from any of the other
quarters would never be found employed as a Guard and never visit
this Fraet ellcept to report trouble. The Guard lives in the fort district
and is always on catlto protect the town from invaders.

G.M. Note: The Guard is in many ways above the law as enforced
by the Police. The police have no jurisdiction among the Guard and



the Guard answer only tothe high coun. However. the two do cooperate.
especially dunng a crisis. The Guard also provides a group of four to
~IX "prolectors" for Pend!. They are usually 3rd or 4th level, and prOle<:t
him 24 hours a day. However. an individual Guard member mayor
may not be dedicated 10 the lask and only 50% will stand to fight when
he IS faced with ~tirf competition.

The Army
In emergencies. the Police will stand with the Guard to confront any

menace 1be ThIeves' GUIld can also send in its members as a militia.
That repre~nts about 200 trall1ed men of anns; most are second or
third le\eI. Add to the nll;ll; Pend!'s powen and it's easy to see why
the town ~uro. ives most situations. In an utreme emergency. vinually
halfoftlle to\lo'n's mhabltants can take anns and defend their homeland.

The Business District:
The Wright Way

The Busll1C!is dl~trict I~ noc an aclual FI'3C1. or quaner. but can be
thought of as a sepanue entity. since: different ru'es apply there. lne
Busllless district is the street called TM Wright Way which meanden
through the to\lo'n. cutung mto. through or between many of the eight
FrxlS 1be Way IS considered a neutral ground by all races and is
alwa)~ cro\lodcd Here is where the majority of smiths. wrights.
craftsll1en and t3\Cms are found. Those 'Who woo on 1be Wright Way
are among the wealthiest III town. 1be language spoken in the shop
will depend on which Fmct it is in. however. most shop owners speak
three or more languages. 1be most common languages are goblin.
dwar..en. elven and human.

Note: The Lmle Palladium of Desires and the neighboring stables
arc the only buildings do:~ribcd that are nOi actually on The Wright
Way

The Little Palladium of Desires
The Lillie Plilladium of Desires is p:menled after the fabled and

deadly. true I)alladium of Desires, said to have once existed in Ophid's
Grasslands far to the nonh. Rumor has it that the owner won a great
fonune there. He later decided to build his own. scaled down version
of The Palladium.

Adrian Bcndlo own, and operates the lillie Palladium. He professes
to have visited the real I).alladium of Desires and cenainly seems to
lnow all about it. 1be Little Palladium of Desires is a tower-like building
and i~ one of the largc~t in town (most buildings are one or two stories
tall). It IS a round. wooden building, 200 feet (61 m) in diameter. 40
fect (12 m) tall, and paInted yellow. 1be doorway is large (lOx 10
ftl3 x 3 m) with ornate double doors that open outward. Around the
doorway the follOWing IS inscribed in all languages:

"Welcome to the Palladium of Desires. Please proceed down the
staIrs where a j;Ulde willlcad you to your pankular desire. May your
suy here be a pleasant one."

1bere are two set of stairs, both lead down to the lobby. a 20 by 20
fOOl (6 )( 6 m) room. A sign against the far wall reads: "Please wait
for your host to eSCOt1 )ou - This message is also repeated in all written
languages common to the area. A number of seats and benches are
placed around the room. The room is also lall (30 feet19 m) with
windows lool:ing down from III second level on three sides.

The guests will be greeted by the doorman of the Little Palladium.
He is a rather mcely dressed, soR-featured. young human. Jason. who
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is a 1st level scholar. and speaks all languages (75% or better). He is
young. avemgc height. trim. but not athletic.

The Little Palladium is an island apan from the town. It actually
offers IU;ll;urious apanments, sauna and bathhouses with beautiful atten
dants, fine food. carnal pleasures, eXOIic drugs. the best booze, magic,
and more. Everything that has been stated about laws. racial hostilities,
etc.• do not apply here. In fact, the Little Palladium caters to all races
and people of magic. Here it is not a crime to discuss or use magic.
and the gift shop is even a lillie alchemist shop.

Guests are always encounaged to sample other offerings in the lillie
Palladium. Hemp is the smoke of preference. which just happens to
give the smoker a great appetite. Ifa female character opts for a massage,
she will get a masseur. a male gets a masseuse. all with I high P.B.
and M.A. who just happen to be gigolos. Nothing is free. except for
the e;ll;ccllent slage show. where there is a two drink minimum. 1be
char.K:ten will defimtely ha\'e a very interesting, if not an enjoyable
time. but it will likely empty their pockets. The customer's salisfaction
is guaranteed or the money will be refunded.

The ,'artous art:as of The LitUt Palladium include: 1be gift/al
chemist shop (buys &: sells), saloon. restaurant. casino. stageJthealCT.
bordello. weight room. massage parlor. sauna. bath. and smoking room.
1bere are also rooms to rent for the nigh!. Prices here arc higher than
most other places in town, but they do have e\<erything.

One can also rent profesSional male and female -servers" who arc
at the renter's beck and call. like a butler or handmaiden. Prices range
from 10 to 100 gold per hour depending on the attracliveness of the
serving person and the extent of the services rendered (this docs not

inchKic su). The server will fetch and carry drinks. food and packages.
taste and recommend food. pickup after messes, help himlhcr select
c101hes and dress. draw hi&lher bath. offer encouragement (especially
at the gambling tables). heap praise and admiration at everything hislher
employer does. laugh at all of hislher jokes. and generally fawn all
over the character who has purchased hi&lher services.

The gift shop is the equivalent of a poorly stocked alchemist shop.
wilh only the most basic components. herbs and items used for magic.
It does offer the occasional potion. powder and magic item. but these
are usually priced twice as high as normal. The shop will buy magic
items at 15% of the current market vallie (take it or leave it). possibly
as much as 30% if a potential buyer is known orthe item is truly r'dre.

Prices (In gold) for common items & services:

Pim of beer 10. glass of moonshine 10. bouic of good wine 25.
bottlc of e;ll;cellent wine 75, glass of the finest Western Empire brandy
20. dinner 10, 112 hour smoke 5. hot bath 5. I hour sauna 5. I hour
escon 20 to 50. I hour massage 10. I hour weight roonl 5. room for
the night 25, room for the night with an escon 100. Gold or silver can
be gambled in the casino. and the games of choice are blackjack or
crnps (with the gan1e master acting as the house). One gold minimum.
with a house limit of 1000 gold. The games are actually honest. but
the odds arc in the house's favor.

If the prices for staying at the Lillie Palladium are too high for Ihe
group. Jason will offer them lower rates. especially if they are willing
to do some odd jobs. and accept substandard lodgings. The jobs can
range from cleaning the slables to running emmds in town. doing some
shopping for Adrian, or escorting a sick pauon 10 the hospital. 1be
substandard lodgings may mean that the rooms are small. located in
the basement and they don't gel a maid or room service. Olherwise.
they are better than most available in lown.

Gnat Dt'sirts

1be lillie Palladium is pauemcd after the true Palladium of Desires
where it is said that your hean's desire. no mailer what it is. can be
purchased. Although the price may be high and cost more than money.
1be lJtlle Palladium makes the same claim, although it is reno.....ncd



for its more immediate and simple pleasures of wine. women and song.
Still. lhe owner <lnd his loyal. c<lpable st<lff try their best to rnaint<lin
the illusion. Much of what onc experiences at the lillIe Pall<ldium is
an illusion.

The polite doonllan. Jason. will infoml visitors. "Whatever your
own paniculardesire is. we would be glad to help you find it." Whatever
the player asks for is said to be obtainable. However. ridiculously high
prices are assigned to things that are not possible.

For Example: Frank. the klutz warlock. says that his desire is "to be
the greatest swordsman in the world." Jason the doonnan would respond
something like this. "Ahhh. to be the greatest swordsman in the world.
What a wonderful accomplishment that would be. I'm afraid the price
is quite steep. sir. at least 100 million gold. perhaps 60 million to be
'one' of the greatest. or. sir. it would be our pleasure to make you the
greatest swordsman in this humble establishment for the rest of the
night. That sir. we can accomplish for ... say. one hUlldred gold.
Satisfaction guaranteed."

If the player accepts. he will be esconed off to a battle room. There.
he ~s gIven a magic potion (actually just a glass of wine). Moments
later. he meets and defeats opponent after opponent until he is 100

exhausted to continue. 1lJe opponents might be real swordsmen paid
to take a dive. or lousy swordsmen who Frank could beat anyway. or
it can all be :m illusion. a fantasy experience created by a psychic. In
any case Frank should feci like he really was the greatest swordsman
III the world. at least for the evening. Adrian guarantees that his patrons
will get what they ask for. but his methods may nOl be completely
~Ilsfying or real - his specialty is illusion.

Jason wants to ensure that the patrons of the Linle Palladium enjoy
themselves. To that end. he will pester each character in tum to find
out what their desires are and attempt to provide an option for them.
The more common types of pleasures are all readily available.

Note: Visitors who can really afford it will be referred to Adrian.
(he owner lmu general manager of the Little Palladium. The Game
Master playing Adrian should be ready to provide any service. All
charactcrs desiring the more expensive :md!or exotic entertainments
would have to meet with Adrian. Jason takes care of an the low cost
entertainments. Adrian is not a man without his means and can :lJTange
for dttadent. criminal or s«:ret pleasures. If he cannot penoml the
service requested. he will either place an impossible price on it or admit
that it is "even beyond my resourees." He will not con somebody he
thinks is dangerous.

The Owner of The Little Palladium
Adrian. a tall. trim. stately elf. is the owner of the Little "Palladium

of Desires." He always dresses elegantly. but nOl fiamboyantly.

The Little Palladium is a small oasis in the town that operates to the
left of the law. if not completely above it. This is mainly because of
Adrian's wealth and favor with the court (namely his ability to buy
them off). The profit margin in operating the Little Palladium is lower
than one might think. mainly because of the significant "contributions"
that Adrian is requircd to make 10 the town. Adrian is not making
millions off of the venture. but he is content and comfortable.

Recently he has begun franchising the idea of the Palladium of Desires
10 other towns in and around The Old Kingdom Mountains. Adrian
will tell the characters about his franchising and suggest they should
visit the "Ogre Palladium" if they are ever in the neighborhood of the
Great Falls on the Old Kingdom River. [t's in the largest ogre city in
the Old Kingdom. but he doesn't remember the name of the city.

Adrian insists that he was once visited by "The Nameless Lord" who
invited him to visit his "Palladium of Desires." He has fond memories
of the greater Palladium. But that was a long. long. long time ago. He
insists that his Little Palladium is "similar" to the original. Adrian
swears that he visited the place and that he met beings there known as
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The Nameless Lord. The Joker. Coake the Mysterious. and many
others. He claims that he built his Linle Palladium in memory of the
one thaI was lost. and that "The Joker himself told me to build it."

The Owner of the Little Palladium

Name: Adrian Bendlo
True Name: Adrian Bendelon
Alignment: Unprincipled
O.C.C. & Level: Merchant 10th

Race: Elf. Age: 450.
Size: 6 ft. 3 in tall (1.91 01). 197 Ibs (89 kg). Sex: Male.
Attributes: I.Q. 15. M.E. 12. M.A. 18. P.S. 12. P.P. 14. P.E. 13.
P.B. 25. Spd. 12. Hit Points: 52
Armor: Cloak of armor: A.R. 14. S.D.C. 50.
Bonuses: None
Natural Abilities: Night vision 60 ft (18 01). trust/intimidate 50%.

charm/impress 75%.
Psionics: None
MagiclClericalfHealing: None
Magic Items/Weapons: Cloak of annor. rings of chameleon. neet feet.

fiy as an eagle. invisibility. impervious 10 fire. impervious to cold.
sense magic. protection from psionics. and x-ray vision. He wears
only the rings he feels he might need. but always wears invisibility
and sense magic.

Combat Abilities: Adrian never undenook any son of combat training.
he considers it crass. therefore any weapons he uses are without
bonuses.

Weapons: None. but may usc anything to defend himself.
Skills of Note: Horsemanship (general) at 8th level proficiency. read!

write elven 99%. read/write nonhern. southern. eastern. western.
dwarven and wolfen 94%. speak northern. southern. eastern. west
ern. dwarven, wolfen and faerie 99%. speak goblin. troll and ogre
60%. forgery 90%/46%. prowl 72%. pick locks 70%. pick pockets
60%. disguise 55%/22%. identify plants/fruits 68%nO%. mathema
tics 99%.



Possessions: Adrian owns, operates and lives in the Little Palladium.
His personal savings is about a half million in gold, gems, and
jewelry. [n addition, the Little Palladium, along with its magie shop
and workers, is valued at over three million.

Description: Adrian is tall, trim and stately. He is clean shaven with
black hair.

The Stables of Desire
This is where guests of the lillie Palladium can safely keep their

horses. [f you use the facilities provided by the Little Palladium. they
will validate your stable ticket. Otherwise the cost is 24 gold per dayf24
hour period. It is the only stable that will board riding animals owned
by any race.

The Wright One
This shop is the one and only "resel1er" on the Wright Way, It is

the first shop on The Way, hence its name. The shop is run by a
congenial female ogre named Bara'bara. Bara'bara employs a handful
of~orkers in the shop and others that go from shop to shop along the
Wright Way looking for good deals on whatever the wrights have
produced that they just don't have the space to stock in their own shops.
Her employees are from every race in town. and that gives her an
advantage in dealing not only with the other shops, but with customers
too. There are those elves who want a dwarven manufactured dagger,
but would never consider buying it directly from a dwarf. At the Wright
One, that elf can bUy that dwarven dagger from an elf salesperson!

Just about anything that is sold along The Wright Way can be gotten
and purchased at the Wright One, with a very small mark-up (typically
20% more than the other shops charge, but as little as 5-10% to make
the sale). In this regard, Bara'bara serves as a broker/resaler. When
the buyer has a true hard-luck story, Bara'bara has been known to let
some items go "at cost" (I.e. the price the other shops eharge), but
Bara'bara has never paid full price for anything.

Bara'bara: A female ogre, 9th level merchant, I.Q. 15, M.E. 18.
M.A. II. P.5. 19, all other attributes average: unprincipled alignment.
She is sman, resourceful and compassionate (well. at least for an ogre).

Herb the Herbwright
Herb is an ogre who knows everything there is to know about locally

grown herbs and dried plants. Herb's is also excellent as a tobacconist
and apothecary. They also stock powders and pigments for writing and
painting. along with the more common spices, salt, pepper and sugar.
Prices are fair and quality is excellent. Herb: A male ogre, 7th level
healer. I.Q. 13, M.A. 9. P.5. 2 J. all other attributes average: scrupulous
alignment. He has two anarchist orc assistants.

Meat Right
Borg the orc runs the Meat "Right," Borg and all of his employees

are illiterate and this is the reason for the shop's unusual name. Borg
deals in everything From livestock. dairy callie, and domestic animals,
to any cut of butchered meat. The Meal Right owns a slaughterhouse
out in the fann district. minimizing the smell at the ~hop. Prices are
fair to good and so is the meat. Borg: A male ore, 5th level merchant
and butcher, I.Q. 9. M.A. 7. P.S. 19, P.P. 20 (he's quick and deadly
with knives and cleavers). all other attributes average: anarchist align
men!. He is assisted by his wife, three sons. two daughters, his brother
Phifo and twO hob-goblins.

The Greenwright
An ore managed shop that sells the produce of the orc-run farms.

The Greenwright is mainly a green grocer, selling many fresh fruits
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and vegetables when they are in season, but will also sell preserved
and dried fruits and vegetables, jams, honey, and spices year round.
Prices are on thc high side, especially to kobolds. Orcs and humans
pay 10% less than anybody else.

The Wright Way
General Hospital

The hospital is located at the comer where the Wright Way changes
from being an orc dominated road into a human dominated road. The
orcs are to the northwest. the humans are to the southwest. The northeast
branch is the farm road between the humans and the orcs. The southeast
branch leads deeper into the human sector and directly to the Little
Palladium.

The hospital is run by the gnome. Shelden and is a very profitable
business considering the absence of magic and clergy in the town. The
town pays for the medical needs of the Police and the Guard. Actually.
Shelden is expected to provide the services needed as the hospital's
contribution to the town, and receives lillie in return. But this also
allows the hospital to operate slightly outside the law. Here the use of
magic and psionics for healing is allowed, although its use is expected
to be discreet.

The majority of the healing is accomplished by true healers and those
with medicaVdoctor knowledge, but there are times when more is
needed. Shelden has arranged with Adrian to treat those particularly
acute cases where magic is necessary.

Shelden can often be secn at the Lillie Palladium, sharing dinner
with Adrian. He is also interested in meeting adventurers who do not
appear too threatening. Shelden lives a quiet life and likcs to hear stories
fronl faraway places. In fact, a good story is likely to eam a character
free medical service if the need should arise. Shelden is also good for
reliable news and rumors, especially about residents in town.

Shelden: A male gnome, 10th level healer, J.Q. 14. M.A. II, P.P.
20. all other attributes average: scrupulous alignment. He is thin,
sheepish looking, and soft spoken, but very sman. alen and compassion
ate.

Temple of Druidism
This is one of the few stone structures in town that is now vacant.

I! is located on the Wright Way in the human sector. near the fortress.
The druids were run out of town with all other priests not long after
Pendltook over. It is used as an unofficial hangout by boogie-men and
thieves looking for trouble.

Temple of the Scar
Wright Way Branch

This temple is also located near the fonress in the human sector. It
is a large cedar structure regularly frequented by beannen warriors who
talk about the old days when they lived in the mountains. They also
meet to drink heavily (the humans who run the nearby distillery and
brewery are happy with the business). This is not an actual branch of
the Church of the Scar. but something the warriors have buill themselves
- it's more of a shrine, a place of remembr<lnce.

The Grainwright
(brewery)

This is a human managed liquor store, distillery and brewery. The
usual stock in trade for the grainwright is beer, ale. and grain alcohol
(any distilled spirits made from femlented gmin bever<lges). In short.
whatever they can make cheaply from the occasional excess yields from
the farms. The booze is strong and cheap, typically nine gold for a five



gallon keg of beer. se\'en for a keg of ale, ten gold for a bottle of
moonshine (called "gm ro...·) and 20 gold for a bonk: of good whiskey,
Grains for cooking arc also sold.

John Wright's
John Wright is the human owner and manager of the shop. He is a

blocksmllh, tinker. and amlOrer. He also employs a few human and
ogre apprenllces. John and his people make and repair polS and pans,
as "'ell as armor and shields. John Wrighl's has most types of armor
In most Sizes (9O'l» and will even have a few suits with eJura S.D.C.
(10%). He gladly repairs armor, and can add S.D.C.: all at standard
prices. 1be workmanship is very good, although not even close to
dwarven or kobold quality.

John: A young human male, 5th level blacksmith, I.Q. 8. P.S. 20,
P.P. 18. P E. 17. all other attributes average; scrupulous alignment.

Miller's Wright
Way Outlet

This is a small shop located on the human ponion of the Wright
Way. 1be gnomes who run the mill use the store to sell their wares:
Woodworking. wood utensils, axe handles. mallets, wooden spikes.
sawdust, griSt. flour. etc. The woodwright and grainwright employees
from the mIll work in the shop on slow days. When the mill is busy.
the outlet is usually closed.

The Locksmith
is Right

This is a small locksmith shop owned and operated by a retired
troglodyte thief. She can build, repair and open most locks, traps. and
unusual melll.l devices. The shop is located next to the fonress entrance.
Veri Trogl: An ancient looking female troglodyte. 10th level thief.
I Q 9. P.S 22, P.P. 22, Spd 26. all other attributes average: anarchist
alignment

Wright around
the Corner

A human operated shop that sells all manner of soft goods. Anything
that can be made from COtton. wool, flax. or bemp is on sale here.
Items include ropes. nets. netting, paper and parchment. 1bere arc
weavers ..ho wort. at the shop that will take special orders. The shop
also has occess to a limited supply of dyes and inks that arc used in
the products and arc also offered for sale. 1be shop is located at one
of the many "comers" on the Wright Way. The Way turns sharply four
times in the human sector.

The Wright Look
This shop is ope11lted by a human named Dave. He is always dressed

in the nicest clothes and prefers calling himself an "appearance: stylist."
Da\'e is the only barber in town. 1be majority of the business he gets
is from other shop owners in exchange for his needs. He often says
something like. "( can make you look gorgeous for the price of a meal
today." A high natural M.A. and P.B. usually win their beans.

Dave: A robust. middle-aged man with a neatly groomed beard and
full bead of hair. He is a 6th level merchantlbarber, I.Q. 9. M.A. 21.
M.E. 17. P.P. 20, all other attributes average: unprincipled alignment.
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The Trail Wright
A human and ore operated bakery and dairy. 1bey sell fresh and

traillQ3\·cs. along with fresh milk and harder cheeses. 1be Trail Wright
is the place to stop for any human looking for fresh dairy items or trail
supplies. The lovely human owner. Sylvia. has 13 single daughters and
is always looking for a strong adventurer type to scttle down with one
of them. Unfonunately. her ore farmhands arc probably more attractIve
than ber daughters (average P.B. 6).

The Light Wright
A combination potter. glassworks. and waxworks that makes and

sells all manner of candles. oils. lanterns. torches. etc. They also deal
in cemmics, glass. eanhenware. and porcelain. The shop is owned and
operated by goblins.

The Wright Arms
The Wright Anns is an extensive shop and smithy. Feldeshar. one

of the coon justices. owns the place and is still the head blacksmith.
The shop also employs a number of weaponsmiths and loolsmiths. all
dwarves. 1be shop has woodcutting tools. lock pfcks. hand picks.
hammers. metal spikes. grappling hooks, Ienglhs ofchain. and mountain
climbing gear in stock at all times. They can also make any sort of
simple tools on demand.

The weapons made in the shop are all dwarven quality and there IS
the standard 30% extra COSt even for standard weapons. Elves and
kobolds will be charged twice the normal price. Feldeshar and his
people will not haggle on price. All standard weapons arc available
and some of superior quality arc in stock: 3()'l;. chance of any being
+ 110 strike and parry. 10% for +2 to strike and parry. 40% +2 to



damage, 20% +4 to damage. The Wright anns will NOT make silver
... capons. The ~hop also has a government contract and supplies the
Guard wllh s....ords.

Inquiries about magk ....eapons at either of the ....eapon shops (the
d... arven Wnght Arms or the k.obold All Wright) will normally (01-90%)
be mel ....ith outnlge, and a player will have to think fast if he ....ants
to 3\'01d a )Cene. But sometimes (9I.()(}C1,) the salesperson will ~ply

In a ... hlsper: "That item just might be available for ... (double book

pnce).- If the pla)'er is inte~S1ed, he will be told: "Meet me at ...
(place) at (lime). and make su~ no one sees you."n.e player will
learn about the BlacL Mari:et and thieVes' guild if he should keep his
mec:ung Poces for magk arms and armor arc: live to ten times book
value (the earlier quoted price will never be ~ferred to again). Ho....ever_
precautions should be taken by the purchaser. A foolish and unprepared
individual I~ very likely to be beaten and robbed ....hen he goes into a
darl.. alley atthreeo'c1ock in the morning to meet a black marketeer.

Grlthtllk, the hlack marketeer: A robust and muscular dwarf. 5th
le\'c! thief, 1 Q. 10. P.S. 21, P.P. 17, P.E. 18. all other allributes
average: miscreant alignment. Note: Mo~t of lhe dwarves althe Wright
Arm!!' havc similar allribules and a typical alignment of unprincipled
or anarchist.

"-eldeshar, the o....ner: An old male dwarf. 7th level merchant and
blacksmith, I.Q. 13. M.A. 4. P.S. 23. P.P. 19, P.E. 24. all other
allnbutes average; anarchist alignment.

Stone Wright
Thl~ shop l!o run by an old. mostly ~tired dwarf. B~gger. He used

to ... ork:b a mason and sculptor for the previous adminlSlr.ltion. Bregger
I) a ~Lllied Slone carver. painter. anist. and sculptor. He's a bit down
00 hl~ lucL since few visilOn or resKlents seem to appreciate "'an.- He
"'III gladly talk about the to....n, the rulers. the mountains, Bemte the
ranger (they're old friends). and rumors (he loves the: most outrageous
ones) for the: price of a few drinks andlor a meal or other goodie (jar
of jam. honey. IObacco. ClC.). Bregger: An old male dwarf. 6th level
merchant and slOnt:smith, I.Q. 10, M.A. 8. P.S. 24. P.P. 15, P.E. 20.
all other allrlbul~S av~mge; anarchist alignment. He won'ttol~rate the
presenct: of elves.

The Millwright
A dwarven group runs the shop that is famous as Ihe builder of the

mill and all nllll-like machinery. The group is skilled in Ihe construction
and opemtion of large scale machinery and has years of c)[pcrience
building sIege weapons.

There is also a larg~ "Land Ship" parked lit the side of the shop.
Land Ships arc hug~ sailing vessels on wheels that are uncommon even
on Ophtd's Gmslands where they ....ere first used. Anyone in the shop
can tell the characters that Adrian commISSIoned the building of lhe
ship'" hen he returned from a journey to the north many yean ago.
Adrian WItS convinced that the Land Ships could be used as merchant
transports and ... ould move faslCf and mof"C cheaply than the standard
caranns. The only real problem is that the ... inds arc alwa)'5 blowing
to....ards the south. not north. east or ....est. Funhermore. the strange
\'ehlcles are really only effective in the hands of somebody ....ho can
control the winds or air elementals. so the ship JUst silS there.

The d""an'cs who run the shop are all family membet!i. Most are
quite cantankerous and al ....ays in a hun)'. Typical alignments are anarch·
iM and aberr.Jnt.
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All Wright - Let
Go of My Arms

This is a kobold weaponsmith. The owner. Roo Zenstein. is a horrible
punster and will ....ork almasl any idle comment into a pun of some
SOC't. Newcomers who seem to sincerely enjoy his humor and laugh at
all of his jokes are likely to gel a 5% discount.

The ....eapons are of superior qualilY and cost 20% additional even
for standard ....eapons. All standard ....eapons are in stock and available,
along with a few superior ....eapons: J()lI, chance of any ....eapon in stoek
being + I to strike and parry. 50% + Ito damage. 20'1> +2 to damage.
Special orders for weapons with bonuses will be accepted as long as
they are paid for in full, in advance. Roh and his smiths will also make
silver weapons, but they cannot have bonuses and the cost is ten times
normal. This shop supplies many of the Police with their weapons.

Roh 1..enstein: A muscular kobold. 71h level blacksmith and merce
nary lighter. I.Q. 12, M.A. 9. P.S. 18, P.P. 14, P.E. 24, all other
atlribules average; aberrant alignment. Note: Most of the kobolds :11

the All Wright have similar :tllribules and a typical alignment of anarch·
ist. miscreant or aberrant.

Wright Fur Ewe
This is a kobold managed clothing Store. The o....ner Teev Shearing.

is almost as bad as the armorer, Roh Zenstein, when itcomes 10 puns.

The shop employs furriers. tailor, and seamstress. They rar-ely have,
but do sell cloth and padded armor.

Teevand Roo are the unofrK"ialleaders of the kobold business com
munity, and thus the acknowledged leaders of the enti~ sector. The
district generally ignores the COlIn and Talvor. their "representalive"
""00 sits on the COlIn. The kobold domain is slowly growing away from
lhe town. deeper into the ground. foresl. and mountains. and only the
shops on the Wright Way hold them to the lo....n.

Tet'v Shearing: A cheerful kobold, 9th level merchant and tailor.
I.Q. 15, M.A. II. P.S. 12. P.P. 14, P.E. 20. all other allnbutes
avemge: aberrant alignment. Note: Most of the kobolds at the Wright
Fur Ewe have similar attributes and a typical alignment of anarchiM or
aberrant.

Gary's Wainwright
Gary's is an ogre opt:mted cooper (barrel maker) and wheelwright.

constructing mosl1y smaller items: barrels, kegs, wheels. trunks, boxes,
ctc. Wood weapons. panicularly staves, canes. clubs. hammers, knh'es,
arrows, and eapon handles are also available. 1lJey can construct
anything of ood and iron, no mallet" what the size, and were also
involved in Adrian's failed Land Ship enterprise. Prices are averoge.

Gary (G'al'Tff): A powerfully built ogre. 6th level merchant and
cooper. I.Q. II, P.S. 22. P.P. 12. P.E. 19, all other attributes average;
anarchist alignment. Note: Most of the: ogres at Gary's have similar
attributes and a Iypical alignment of anarchist.

Wood Be Wright
This shop emplo)'5 a number of woodwrights (carpenlers). and walll

wnghls (wagon or can builders). It is a kobold owned and operated
shop. SOme of the: fint:st wood fumitu~ is availabk and all at reasonable
prices. The shop can also be hired to build slructures. Prices are high.

The True Cobbler
This is a kobold managed shop, employing goblin cobblers. leath·

ersmiths, and tanners. The owner and main shoemaker is a kobold
named Snerk. Snerk displays obvious contempt for all goblins. but



Rumors from and about the mountains are commonplace in the Town
of a Do7.en Fmcts. and gossip is one of the residents and visitors'
favorite pastimes. Unfortunately. many of the rumors and supposed
news repons are ridiculous and completely unfounded. If the Story is
a good one. it nics through the town like wildfire. The newest and
most outrageous rumors are on everybody's longue; "Hey, did you hear
that .....

Current popular 'TUmors"

1besc rumors are prevalent along trade routes, in the colonies of
Lopan. the outpostS of the Eastern Territories and Western Empire, and
especially at the TO"'n or II Doun FnK:1S and similar places.
• The surviving Old Kingdom Dwarves have secretly returned to lhe

mountains and are re-opening ancient tunnel compleJ:.es in the Old
Kingdom Mountains where rune magic was created.

• The old dwarf city of Krikkl was deserted hundreds of years ago,
and no one knows why, A recent and popular legend maintains that
the inhabitants of the cilY were recruited by a great wizard from
the past who controlled time ilSelf. Ruman suggesl this wizard

and/or his secrelS can be found in the ancient ruins of Krikla.
Related rumors SUggcSI that evil changelings Me looking for or have
already discovered the secrets of time travel and plan to use them
to conqucr lhe world.

• There have been expeditions recently that have started to reopen
the ancient dwarven tunnel complexes and mines of gold. silver
and diamonds. Talk around town is thai the mountains are danger.
ous. but not unapproachable. However. a lot of people don'l return
from the mountains.

• It is believed that a secret colony of changelings is growing in the
mountains and planning to conquer the world. Note: Changelings
are regarded with hatred and fear all over the world. Humans, elves.
dwarves. kobolds and wolfen have been especially diligent in their
extermination. At many towns and cities in the Old Kingdom they
arc killed on sight or driven from town. Those captured and accused
of a crime arc killed on the spot.

• A changeling travelling in disguise has becn frequenting the towns
in the mountains and acquiring recruits for some evil purpose.
Inquiring funher will reveal that a powerful mage has been asking
a lot or questions about changelings. People are cenain that the
mage is hiding in the mountains.

• 1l\e Church of the Scar is starting to become expan...ille and the
towns of the lowlands fear the powerfUl sub-humans. Perhaps some
one should lind out more about this church, and see if they really
are a threat'!

• 1l\e Tristine Chronicles say that the End of the World will come
from an evil. changeling warlord who comes down from the Old
Kingdom Mountains. At least that's how the locals interpret the
passage. Any changeling who seems to be a warrior or wealthy is
suspecled of being that warlord and is spied upon and/or attemptS
are made to kill him (and his traitorous minions).

• Rahu-Men are living in the mountains. and are secretly planning
to destroy the Wcstern Empire. They pretend to he sheepherders.
but that's only a cover.

• There is a demonic forest in the mountains. Anyone who enters it
never returns!

• The Southern Oceans are disappearing - falling off the edge of
the World. Even the water level of !he Inland Sea has decreased.

• An old. popular standby is lhal the ghosts of dwarven kings and
warriors haunt the ancient ruins of the old dwarven empire. Any
who defile these places will he haunled, cursed or killed. so doa't
go treasure hunting! This rumor never Slops anybody.

Rumors
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Obviously the Town of I Dozen Fracts provides an interesting seuing
where player characters can bu)' supplies. have some fun and get into
trouble. Depending on the silUalion, the town can serve as a base camp
.....here the adventurers get involved in any number of things. Perhaps
they fonow the lead of some silly rumor or get involved with a visiting
thief or mage. or god knows what. Feci free to extrapolate and add
your own adventures and subplocs as you feci is appropriale. Have fun.

The Wright End
The last shop in the Wright Way is a huge goblin managed pawnshop.

It is actually owned by the troglodyte dominated thievcs' guild. but
they have gobhns working there. Almost any used non-magic item can
be bought or sold at the shop. Prices for items in good shape aTe

normally about the same as prices at The Wright One. But many cheaper
Items Clin be found. In addition, The Wright End will buy anything
from anyone (including magic items), no questions asked. for 20% of
its current market value. Rare and special itcms may command as much
~_.

The Gold Wright
A k.obold managed }CVlelry stOft;. There art: jewelers. silvenmiths,

and goldsmiths all hard at work most days. In addition to jewelry,
teapotS, and e\'eryday metaillems. there Me also a few sil ....er VI'caponS
on hand (daggers. arrow heads. and hand axes at five times the normal
priees), The qualily I1lnges from good to excellent with reasonable
pnces.

most of the other kobold workers get along well with them. They are
able to make and repair leather armor. boots. saddles. bags. gloves and
clothing.

Snerk: A mean looking kobold, 7lh level merchant and shoemaker,
I.Q, II. P.S. 10, P.P. 15. P.E. 20. all otherauributes average; miscreanl
alignment. Note: Most of the kobolds at the True Cobbler have similar
altnbutes and a typical alignment of an~hist or miscreant.

Errl KJy. head or the goblin shoemakers: He is a real goblin
"cobbler" .....ho conceals hiS magic powers. He is a two-bit hood who
hatcs Sncrt. and sleals from him whenever he can. His goal is to one
day take O\'er the shop. 4th level cobbler and shoemaker. I.Q. 8. M.E.
21. P.S 13. P ,P. 17. all other attributes average; miscreant alignment.

/
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Old Bernie
Bernie is a wizened I'1lnger infamous to these pans. He is a frequent

visitor to the Town of a Dozen Fracts and TIle Little Palladium. How
ever. the player characters can encounter him JUSt about anywhere in
the Old Kingdom Mountains (G.M.'s decision).

1be old man appears to be senile. Some would argue that he's 10lally
Insane. He lends to chuckle 10 himself. tcllioog. wandering stories and
will not remember talking to the same character from one evening to
the l'Ieltl. Bernie will ask the group if they are advenlUrc:rs. If they say
no, he'll simply walk away, but he'lI approach them again 8t another
place and 300(her lime With the same question. If they ever say yes.
Bernie will respond With one of four statements (roll percerllile or pick
one):

OI·25lJo There is a man In the: mountains woo needs your help. I can
lead you to him. I'm sure that he will rewaro you for your help.

2()'S()Il. Do )'00 seek a quest? I know where you can find ore. Follow
~

51-75'* 1be gealeSl adventure of your lives awaits you in me moun
lams. I can show you the path that leads to its beginning.

76-OO'l> I ha\'e found a path that leads to ancient magk. If you are
resourceful enough, perhaps you could put il to use.

Bernie is always up to some scheme or adventure, so the four com
ments above could refer 10 almost anything; The Magk Valley (The
Valley), the Haunted Forest (The Silent Foresl). me titan. rahu-men.
and Just about IIny ploce or peTWfl in the mountain where lhere is
nunored to be adventure or magk (G.M.s can use Bernie as a foil 10

lead characters all over the place).

E\'en if the group ~s not take Bernie senously and dismisses him
as a senile old man. others m town do take him seriously, Everybody
knows the "crazy old coot" and Will vouch for his expertise as a ranger
and his mcredible know!t.''(lge of the mountains. Despite his eccen
tricities, he is :he best mountain guide around. Everybody recommends
him. The old n.nger might even be introduced as "someone who I'm
sure will be able to help you:' The feeble ranger is preoccupied with
adventure and he loves to lead expeditions into the mountains.

When the group rinally decides to join Bernie on his trek into the
mountains. they should outrit themselves for a long journey. If they
have made friends with any of the town locals, the residents might even
do what they can to help prepare them (for a price).

The path th:ll most adventurers will stan on is the winding Jcdrie
"ass. 11 is the only known and rcl:nively safe pass through the mountains.
The Jedne Pass leads mOMly south from the Town of a Dozen Fracts.
upward in an easterly din:etion into the mountains. Other paths and
trails (some visible only to Bernie) stern from this main lrail. Pans of
the path have been widened by a wizard who lives in the mountains.
Little is known about this wi1.ard except that he calls himself Archie.
or "the Arch Mage" as others called him. He used to visit the Town
of a Dozen Fr.teIS regularly but has not been seen anywhere in the
mountains for 15 or 20 years. Bernie has probably worked wilh him.
but has no recollection of the fellow and will not recognize him should
they meet. However. he does know of him and has a number of stories
and TllIllOC"S he can tell. He knows that the wizard lives in Tbe Valley.
bul he only has a vague "nocion" where it is located. He will NOT lake
Iht:m to 1be Valley, but can S!:nd them in the righl general dIrection.

No matter what they are looking for. Bernie will help them rind it.
1be problem is that there are dozens or side paths and adventures that
Bernie could take mem on (G.M.s uS!: your imaginations). Bernie is
ICrrible at giving directIOns. He knows where people and places are,
he just can'l ell:press hlffiSClr verbally. Many people have g<Mten lost
trying to rollow Bernie's directions. The ranger also has a problem
indicaling dislances. time and Jocalions. Everything is "Just up the
mountain I piece." Or, "A lillie ways from here." If landmarks are
questioned he'll respond, "Not thet big boulder. Iwill:t two uees. B
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different one," etc. When he gets nustered he'll simply say. "I'll know
it when we gel there, I'm certain of that:' If the old fellow ever says
anything is far away or dangerous, you can bet your bottom dollar that
lhe journey will be extremely arduous. lengthy and fraught with danger.

Bernie will try to desen the group al me 8arn:n Cirque. If made
10 Slay. he may very well meet his end in the maw of the Beast Dragon.
If lhe group travels beyond me Barren Cirque. or meet Knemm. they
willleam euctly where lhe Cryslal Valley lies.

Bernie, The Old Ranger
Name: Bernie
True Name: Bernard Jamison
Alignment: Anarchist
a.c.c. & Level: Ranger 8th - son of.
Race: Human, Age: 47
Size: 6 feet. 2 inches tall (1.88 m). but appears 5 feet, 6 inches (1.68

m) Dccause he's alw:lys stooped over. He weighs 140 Ibs (63 kg)
and looks like he's wasting away. Sex: Male.

Attributes: I.Q. 12, M.E. 6, M.A. 5. P.S. 9. P.P. 6. P.E. 13, P.Il.
3, Spd. 5.
Hit Points: 16
Armor: Hard Leather: A.R. 10. S.D.C. 30.
Bonuses: None.
Natural Abilities: None.
Psionics: None.
MagidClerlcal/llealing: None.
Magic Ilems/Weapons: None.
Combal Abilities: Special hand 10 hand: ranger. W.P. staves. W.P.

longbow, all at second level profickncy. Bernie gets no othcrcombat
bonuses and can only attack IWice per melee round. but does gct
an automatic parry.

W~pons: Carries I wooden staff and a longbow with a quiver full of
3 dozen arrows.

Skill!; of ole: Horsemanship (general) al 8th le"cl profICiency but
does DOl gel combat bonuses, speak northern. eastern and elven
99%, speak weslern. southern and dwarven 95%. disguise45%114%,
dowsing 65%132%, identify planlSlfTllits &4%186%. idenliry tracks
82'k162%. rnedkal 86%190%. prowl 52%. scale wall!; 56%, tmek
86lJ:137%. lrapfsklll large animals 88%. lrap/skin small animals 96%1
99%. cook 99%. carpentry 82%, f3C"ric lore 99%. fishing 59%,



preserve food 99%. planllfann lore 88%. r~cial histories 70%. rec·
ognize poison 76%. sense of direc1ion 99%. swim 99%.

Possessions: He carries everything he owns. his weapons. his annor.
enough food 10 last him IWO weeks. and 506x 10 in gold.

Description: From appearances. Bernie seems 10 be a very frail. very
old man who is obviously senile. 1ne age and frailty that he shows
IS misleading. since the weathering of his features is due more to
.....md. sun. and frost Ihan age. His body is tough and strong. His
apparent senility has IIOl been caused by old age either. but something
dse. What that something may be remains a mystery.

He IS a human who has the skills of an 8th le\'el ranger. ho.....ever
he has experienced something in the mountains that has affected his
mind. memory and fighting abilities.

Sigmund,
The Dragon Wolf

Bernie is often seen in Ihe company of II dragon wolf named Sigmund.
"-"S char.lctcr is just out looking for IIdvemurc and Bcrnie is only too
glad to oblige him. If the group ends up leaving town with Bernie.
they will meet up with Sigmund as they head up the mountain.

This panicular dragon wolf is a young. inexperienced mercenary
fighter. He craves adventure and longs tosee the world. He will .....elcome
the player charncters with a large. lOO(hy grin and compliments. How.
e\er. the wolf is an opponunist who looks out foc himself. He will sell
the group out if the price: is righl or 10 save his own neck. He will also
If)' to hog the glory and grab the best 100(. Sigmund is also cocky.
arrogant and brash. which can get him orthe group in trouble. Otherwise.
he IS a fnendly. coosldera1e. and reasonably reliable InIvelling compan
ion.

Name: Sigmund
True Name: Salimar Relsid
Alignment: Anarchist
D.C.C. & Level: Mercenary 4th
Race: Dragon Wolf. Agt:': 26 (very young for a dragon wolf).
Size: 3 feet. 6 inches tall (1.07 m) in wolf form or 5 feet. 6 inches lall
(1.68 m) in humanoid form; 175 Ibs (79 kg). Sex: Male.
Attributes: I.Q. 13. M.E. 12. M.A. 7. P.S. 17. P.P. 13. P.E. 20.
P.B. 12. Spd. 18 (72 in flight)
Hit Points: 70
Natural A.R.: 12.
Armor: None. not even when in human fonn.
Natural Abilities: Fly. night vision 60 ft (18 m). resistant to fire and

cold (half damage). track or scnse invisible prcsence by smell 78%.
prowl 44%. can assume humanoid shape when moon is full. Under
stands and speaks all languages.

Psionics: None.
Magic: None.
Magk Knowledgt:': None.
Mack Items/Weapons: None.

Combat Abilities: Hand to hand; mercenary. +4 parry/dodge. +4
damage. 3 attacks per melee. Bite 108 (no damage bonus). orelaws
106. or by weapon in humanoid form. W.P. small shield. W.P.
blunt. W.P. knives. Frost breath 206 (range 10 ft) once per melee
instead of one hand to hand attack.

Other Bonuses: + 2 vs magic.
Weapons: Rarely uses weapons. and does not cany any. but will use

almost anything he finds lying around when in human fonn.
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Skills or Note: Identify tracks 41%125%. locate secret compartments!
doors 12%. pick locks 30%. pick pockets 30%. prowl 44%. scale
walls 54%. trnck 30%. tTap/skin small animals 32%/36'l-. demon
and devil lore 55%. faerie lore 50%. fishing 25%. imitate VOices
40%. plant/farm lore 12%. recognize poison 35%. recognize pre
cious metal/stones 31%. rec:ogni7.e weapon quality -l4'l-. sense of
direc1ion 70%. sing 30%. SWim 60%. ventriloquism 8%.

Possesskms: Sigmund travels light. and lives day to day. He has ne\·er
amassed a fonune because he bloVo'5 it as soon as he gets it. Ho.....e\-cr.
he: does carry a purse filled with 506x 100 in gems.

Description: Sigmund is OUt foc adventure and will defimtely be in
terested in going with the: group no matler where they go. He ..... i11
find Knemm. Archie. The Valley. thc: changeling mystery and all
the rest very intriguing. He may remain with the group until he
meets his end or finds something more interesling; G. M.•s discretion.
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The Old Kingdom
Mountains

The description of the mountain areas apply only 10 the nortliem
branch of The Old Kingdom Mountains. From the western-most lip to
the Gre:u Falls of the Old Kingdom River. To the south of this mountain
chain is The Old Kingdom River. To the north is a mostly unsetlJed
wilderness. This mountain region is dominated by the Church of the
Scar. the only coherent authority in the region.

The easter/! region of the Old Kingdom Mountains is quite different
and is not described here. References to thceastem part of the mountains.
which borders the Timiro Kingdom. can be found in The Palladium
RPG Buok II: Old Ones. which also describes the Timiro Kingdom
in detail.

The Nonhern Brooch of the Old Kingdom Mountains are inhabited
mqstly by orcs, goblins. hob-goblins and kobolds. along with a fair
number of humans. ogres. trolls and others. Humans dominate the
neighboring lands of The Timiro Kingdom. The Western Empire and
the Ea~lCm TerrilOries. with more and more daring to claim land in the
Old Kingdom. Elves and dwarves. the primary inhabitants during the
glory days of The Old Kingdom. arc comparatively scarce.

The lowlands north of the mountains are quite different from the
highland~. Here forest gives way to vast ellpanses of grassy prairies.
sav:uma. scrub and parched earth. [t is largely uninhabited and what
few mhabitanh can be found are mostly those of the monster races. It
is only as one approaches the Inland Sea that the grasslands and tight
forests reappear.

As the people of topan begin to sellie the coast of the great Inland
Sea. ancient trade routes from east to west and from nonh to soUlh are
being used again. There is currently no tl"dde between the Eastern
Territories and the Western Empire per se. but there is some trade
between the various outpelsts of these huge nations. Lopan has always
profited from the sea trade on the Inland Sea. especially wilh empires
thm refuse to deal directly with each other. Therefore. Lopan sees
tremendous advantage serving as the "Iand-trade-go-between." The
tmde routes are also frequented by caravans from distant nations like
The Land of the South Winds and even the Wolfen Empire. However.
most are run by Lopan merchants.

The Two worlds of the Old Kingdom
Travelers into the Old Kingdom must be aware that there ellists two

'epamte worlds within the same territory. The world of surface dwellers
above ground and the world of subterranean dwellers below their feel.
Dwarves. kobolds. troglodytes and even goblins live underground in
tunnels thm can stretch for mites. The surface and subterranean worlds
should be considered as separate and hostile environments. The two
rarely interact and often view each other as enemies.

The world below has passed from the Kingdoms of the Dwarves to
the Tribal States of the Kobolds. It is below ground that the kobolds
dominate. However. they are far less numerous than when the dwarves
ruled supreme. The average kobold spends most of his time below the
earth and seldom has any reason to visit the surface. This means there
arc vaSl underground tunnel networks. villages. cities and kingdoms
throughout the Old Kingdom. especially in the mountains.

Tra\'eleTh are wise not to invade these underground civilizations.
Kobolds and troglodytes are notoriously private and view most intruders
from the surfaces as dangerous invaders. Lucky surface folk who invade
the domain of the subterranean people are beaten. robbed and taken
back to the surface. The not so fonunate may spend the rest of their
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lives underground as slaves. or be tonured, killed and eaten. Fonunately,
most subterranean dwellers are satisfied with driving invaders away.

Another danger for explorers from the surface are deliberate traps.
Kobolds and dwarves are famous for their labyrinths of tunnels. Many
are mazes intended to confuse and separate visitors from above. Most
subterranean tunnels are protccted by traps as well. Concealed pits and
trip wires are the most common defensive measures. but there are many
others. including sliding or dropping rocks, shooting dans/arrows/
spears. animal guardians, magic wards. and so on.

Pits can be large or small. narrow or wide. drop only a few yards/me
ters or plummet hundreds of feet deep (typical pits are 50 to 100 feetl
15.25 to 30.5 m). The fioor of the pit may be din. stone. or covered
with jagged rocks. sharp spikes or filled with water. Some hold deadly
animals like poisonous snakes. spiders. or monsters. The walls are
usually smooth and difficult to scale.

Trip wires can be used with many different results. They may cause
a silent alarm to sound or create a loud commotion. Breaking a trip
wire might release shooting arrows, flooding waters. sliding rocks,
falling rocks. or even cause a cave-in (crushing or burying intruders
aliVe). Subterranean dwellers also use animals such as cave spiders.
bears. rock crawlers, and others to guard passages or 10 give intruders
cause to think twice before they continue any farther.

Many of the kobold and dwarven cities are incredible. with huge
vaulled chambers, ornate wall carvings, statues. streets, buildings. un
derground gardens. wells. fountains. and streams. Others. like the trog
lodytes and goblins'. are just a crude network of tunnels and chambers
carved out of the rock and din. They show lillie architectural design.
artistry or evidence of culture.

Kobolds. dwarves and any subterranean dwellers may also live above
ground. Those who do so are often pan of a larger scllicment of surface
dwelling humanoids. The kobolds who dwell on the surface are a people
apart from their underground kin. Many show lillIe or no allegiance to
the various tribal states underground. For every one kobold who lives
on the surface. there are ten who live below the eanh.

Troglodytes are believed 10 be far less numerous than kobolds or
dwarves and live aJmost exclusively underground. Theoccasional family
of nltlings has made the exodus from the Western Empire to the Old
Kingdom. but their numbers are tiny. Like the gOblins, they tend to
live among other humanoids and are very reclusive.

Goblins are lazy scoundrels found all over the world. They are
extremely numerous. Their cowardice and laziness makes them suscep
tible to domination and enslavement by creatures who are more aggres
sive and powerful than they. Their laziness also means that goblin often
opt to live in the subterranean ruins of abandoned dwarven and kobold
dwellings or natural caves rather than dig their own. When they do dig
their own subterranean dwellings their tunnels are small (seldom exceed
ing three and a half feetlO.95 m) wide and high. narrow and crude,
with rough walls and din fioors. Living chambers are cave-like cavities
found along the tunnel passages. The largest chamber will be the throne
room of the king, which also serves as a gathering place for meetings
and festivals.

The majority (60%) of the goblins who live on the surface also prefer
to live among the ruins. slums, and dungeons of other creatures. When
they do build their own houses or huts. they are crude, nimsy and
crooked. often made of mud, wood and scraps (The Town of a Dozen
Fracts is a good example). Many have taken to living on the surface
with their larger ore cousins and other monster races.

The High Mountains
The highest reaches of the mountains lie far above the tree line which

stops at about 6000 fcel (1829 m). Beyond the forest is alpine pasture
or tundra of grass and scrub. The tundra is much more rocky than the
lower areas and has fewer mountain paths and fiat areas. At 8JXlO feet
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(2438 m) the tundra begins to thin and completely disappears at 12,000
feet (3657.6 m). Beyond this point is only barren rock and ice. The
tallest peaks and plateaus range from 15.000 to 20,000 feet (4572 to
6096 m) high. From about 17,000 feet (5182 m) thc peaks are covered
in snow and glaciers year round.

Most of the mountain area above 8,000 feet is uninhabited. There
are a number of reasons for this. The high mountains are generally
inhospitable, cold. and rocky, with steep cliffs, falling rocks, mud
slides, fiash noods (caused by rain-storms or melting snow). and av
alanches of snow in the winter and spring. Beyond 12.000 feet. the
mountains are devoid of vegetation. This hostile and lifeless environ
ment offers little reason for intelligent creatures to climb the ragged
peaks. The higher one travels into the mountains. the more difficult it
is to scale. This gives creatures such as dragons. dragondactyls.
gryphons. the pegasus and dragon wolves a haven (0 roost.

Other notable inhabitants ofthe high mountains are small communities
of rahu-men. and the occasionaJ sphinx. bearman. dragon wolf. rock
crawler. maxpary shambler. troll. giant. dwarf. kobold. human. and
minmaur. None of these are panicularly common or numerous. How
ever. few humanoids dare to brave these desolate heights. so these
creatures are able to live unmolested by monster slaying humans and
elves. The high mountain dwellers find security and isolation in its
staggering heights.

It should be noted that even creatures capable of night are limited
to how high they can fiy. With rare exception. one will not find sparrows,
robins, eagles or even the pegasus or gryphon among peaks higher than
12.000 feet (3657 m), especially during the winter months. Even magic
night, such as the ny as the eagle spell. fails in the highest regions of
the mountains (maximum altitude is 6000 feetll829 m).

16,000 feet (4876.8 m) and above is the glacier cap of the mountain.
This is nothing but rock. snow and ice year round. The only life a
traveler is likely to encounter are dragons and other foolish mountain
climbers trying to brave the peaks. More than a few ancient dragons
have made their homes in the upper reaches of the mountains, ]Xinicu
larly ice dragons, hydra. and basilisks. but any of the dragons can live
among these foreboding cliffs.

High Altitudes & Altitude Sickness
Air at high altitude has less o"ygen for the characters to breathe.

This effect becomes noticeable at altitudes above 8000 feet (2440 m).
Even then, the effects are comparatively insignificant.

At high altitude. characters will fatigue quicker due to the reduction
in available oxygen, and may pass out if they overexert themselves.
Dehydration also acceler,ltes in the thinner air. making it imponantto
drink plenty of nuids. The lack of oxygen also clouds the characters'
thinking processes.

During a character's first week at high altitude the following modifiers
wilt apply: P.E. and speed are reduced by 2 points. bonuses for save
'IS coma/death and poison/toxins/drugs are reduced by halL and all
skills suffer a penally of - 10%.

After the first week. players roll 204 days to see how quickly the
character adapts to that altitude. After the 204 days. the character's
body adapts to the thinner air and allitude and suffers NO penalties.
The only exception is if he or she continues to ascend to a higher
altitude. In this case. the character's body can not adapt and will suffcr
from the penalties until he stops at a paI1icular level. Also see altitude
sickness.

Altitude Sickness
It·s only when one climbs to height.s above 12.000 feet (3660 m)

that the lower level of oxygen and pressure becomes apparent and
dangerous. The effects of altitude sickness can be deadly and it can be
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hard to shake off once it starts. The initial symptoms of altitude sickness
are shonnessofbreath. headache. pounding heart. giddiness. insomnia.
and vomiting. The only cures for altitude sickness are time. a descent
to lower almude. or the "curalive'" lea that is available in The Valley.

Penalties from Allilude Sickness: P.E. is reduced to 2 (reduce P.E.
to I if original P.E. was 6 or less). all skills requiring concentration
have a penalty of - 30%, all skills requiring dexterity suffer a penalty
of - 60%. and all skills requiring physical exertion arc impossible.
Once a character acquires altitude sickness. the effecls will last at least
a week (204 + 5 days).

There is no threat of altitude sickness if precautions are taken. The
chal1lCter should avoid alcohol. drink plenty of Ouids. eat lightly. relax.
and a\"oid exertiOfi for the !i~ week. The danger of gelling allitude
SICkness passes after the !irS! two weeks. meaning that the body has
become fully acclimated to the thin air and high altitude withoul penally
to the character. Howe\'eT, if the character is forced to engage in lengthy
combat (15 minutes or more). running. climbing or Similarly strenuous
aclivity. or gets drunk. he or she will get allilUde sickness.

If a character feels a "touch" of the sickness coming on. he can also
have a cup of "feel good" tca. which is available althe mountain town
known as The Valley. This tea will cause 1I slight loss of feeling and
a tingling in the extremities, followed by drowsiness. but will prevent
the onset of altitude sickness. There are no other negative or long tenn
effects from the tea. However. the "feel good'" lea cannot cure the
sickness once it has hit full swing.

There is also a '"curative" tea which is a much stronger concoction.
This polion will completely eliminate any symptoms of altitude sickness
and will also negate the s-ymptoms (penallies) from those affected by
the less debilitating penaltIes from high altitude, After a single cup of
curative tea. all auributes. bonuses and abilit)('s will return to normal.
no matter how bad a case of skkness. Howe\·er. the beneficial effects

of !he tea .....ear off a day later (2D4 + 18 hours later). As soon as lhe
"eurath'e" tea wean off. the characler will immediately be subject 10

a1tilude sickness for a full 204 +4 day period, Another cup of curatin'
lea will relOO\'e the sickness within an hour. but to keepit away the
character must drink a cup of the curJtive tea once every 24 hours.

Both versions of Ihe tea are available anywhere in The Valley. A
cup of tea is nornllll1y provided to visitors free of charge with breakfast.
and call be requested with any other meal. There are some residents in
the valley thaI will drink a cup of "feel good" tea every morning.
although the only effect is 10 make them feel good. There are residents
who s.....ear by a good strong cup of curative every morning. Those who
drink the curative are among the hardest worken in the valley. Ho.....ever.
they will often skip their morning cup on the wttkends, when they
plan to relax.

Then an s-ome long term s-ide efTe<:ts associated with the cUnlth-e.
During the !irS! three: days, the chantCter .....iII n()( be subjecl to the
a1tilude sickness penallies and will feel completely normal. If he con
tinues drinkmg the tea. he will start to fttl a Iinle hyper and by the
4th to 6th day receives a + I bonus on his initiative rolls. Continued
dependance on the tea will begin to have a more dramatic effeet on the
7th through 9th days: + 2 on initiative and +2to speed and the character
can work twice as long without feeling fatigued. but is - I 'IS psiollies.
After that he will need half the sleep nonnally required.

By the 13th day the full effects of the curative tea will be felt. The
character will only require three houn of sleep a night. will be able to
resist fatigue and pain, and receive + 2 0fI his initiative, +2 to s-peed
and + I 10 dodge. On the down side. the character is unable to meditate.
l.S.P. is- reduced to 112 as long as he drinks the tea, and he suffen a
modifier of - S vs psioniC's. By this point. !he character is completely
dependant on the curalive, He craves the brew and musl have one or
IWO cups every day, To miss a cup will cause a severe head3che and

31



a run-down feeling. Arter that first warning signal of a day. lhe
character is stricken by severe withdrawal syslems and altitude sickness
unless he can get the curative tea.

To kick the curative habit means to suffer from withdrawal for a full
month. The character suffers ALL the effects and penalties of altilUde
sickness. only magnified! In addition to the usual pounding headaches.
faligue, vomiting, and penalties. lhe characters is -70% on all skills.
speed is half, and physical ellertion for more than 106 minutes is
impossible (passes out for 204 minutes). The penalties and sickness
lasts for one month (30 days). Any time later in life. a single cup of
the curative tea will completely addict the character and require the
same painful. month long period of sickness and penalties to kick il.

Rahu-men, trolls. and dragons are not affected by altilUde sickness.
Dwarves, beannen, sphinllcs, ice gianls and dragon wolves adapt and
recover twice as quickly. Likewise, characters, whether human or non
human, who have adapled to life in the mountains do not suffer fronl
allilUde sickness unless they leave their mounlain homes 10 live at a
significantly lower altitude for a period of a month or more, then return
to the high altitude. The curative and feel good teas are only available
inlfhe Valley.

Note: The Valley and Tom II's cave described elsewhere. are the
only plaees specifically mentioned in this book that are above 12,000
feet. The Titan, Knemm. lives in a cave just below the level lhat
altitude sickness will occur.

Mountain
Adventures

The typical adventurer who goes to lhe Old Kingdom Mountains
might begin at any community. Most mountain communities are small
villages. The main occupations are lumber. hunting and sheepherding.
Some fannland is found only in the lowlands. Most of the human
explorers have come from Lopan or Timiro. They are lured by stories
of ancient treasures, IOSI dwarven cities. forgotlen magic and oppor
tunities waiting for those with a strong back or good sword-arm.

Game Master Note: There are any number of reasons the adventurers
might go into the mountains: to investigate rumors about gold. magic.
:md ancient ruins. to find work as a mercenary. to fight a terrible evil
or to right an injustice. and so on.

The group's beSt guide in the mountains is the ancient ranger. Bernie.
He can be introduced in the Town of a Dozen Fracts, in the forest. or
anywhere in the mountains. He might even rescue or help the adventurers
in some way. However. Bernie and all of the mountain non.player
characters can be left out or presented in any way the Game Masler
sees lit. Similarly. the player group can be led. misdirected or stumble
across Thc Valley. The Valley is an imponant scenario sub-plot that
should offer a lot of intrigue. sub-plots and adventure opponunities. It
should not be cut oul.

Random Mountain
Encounters
Roll percentile dice and find the result on the following lisl.

01-09 A group or rowdy, drunken Rearmen. 206 soldiers, levels
104+2, P.S. 506. P.P. 406. P.E. 606. Speed 306. A.R. 11. Hil
Points: Standard. They claim to be on their way to a religious festival
in the nearest town. They hate everyone and are prone to get into
a light with anyone they encounter over the most trining matters.
An especially seedy looking bearman (he should be the same level

32

as the adventurers) claims to be the greatest swordsman in all thc
world and challenges the "champion" of the group to a duel. naked.
and arnled only with two-handed swords (they have an extra one
just in case).

10·18 A )'oung wandering beast dragon (A.R. 12. hit points: 189)
is oUllooking for trouble. She is mean. bold and reckless. She will
do everything to bully the group into giving her a horse or mule for
lunch. If they anger or insult her. she will attack. There is a 1-50%
chance that she will go berserk and fight to the death. If not. she
will run away. but hold a grudge against the group and hope for a
chance for revenge. Beast Dragons hate true dragons, humans, elves,
and dwarves. so she will be panicularly nasty to any of those charilc
ters.

19-21 A cheerful dragon wolr (A.R. 12. Hit Points 406+50. mis
creant alignment, second level wizard). Since dragon wolves enjoy
adventure and intrigue. he will definitely inquire aboutlhe group's
purpose. If Sigmund is travelling wilh the group he will chit chat
and leave. If not, he will sile them up for robbery.

22·25 Rock crawlers looking ror prey, They will fighl to the deilth.
106+2 creatures. Naturill A.R. 14. avcr,lge 20 hit points, two
allacks per melee. bites doing 108 damage.

26-30 204 Ogres with a hllte for humans lind elves. They will
attack and beat-up or kill any humans or elves and run off with thc
pack animals. All the ogres are second levcl mercenary fighters,
miscreant alignment. with about 22 hit points i1nd amlcd with battle
axes and large swords. They will not fight to the death.

31-35 A mountain swamp with Land Squid (6·8 inchesll5-20 cm
long. A.R. 2. Hit Points 404. Speed 4). The squid will drop on the
group from above. One for each character on the first round. and
206 more (distributed) on the nellt round.

36-41 A small pack, 304 (01-80%), of hungry serpent rats. or a
large pack 6D6 (81-00%) of well fed serpent rats will come upon
the group's camp. As few as three or four hungry serpent r,lb will
auack a single humanoid. They will be scrounging mostly for gar
bage, and can easily be dissuaded by lhrowing food to lhem. How
ever, it's a good idea to break camp while the rats Cilt. or they could
become quite a nuisance.

42-49 A Rahu-Man, Iravelling a mounlain Irail. He will be totally
uncommunicative and ignore all ovenures made toward him. He
will not fight unless pressed intolerably. If the group works magic
on him to chann him, he will admit that he is a tr,lpper (5th level
mnger, anarchist alignment) who is jusl travelling to a lown to trade
his furs for supplies.

50-60 Passing near a cliff, the group hears burrowing from a large
cave. Inside are a mated pair of devil diggers (A.R. 8. Hit PoinlS
606+ 12) with a liller of 106 young (Hit Points 5(6). If the cave
is entered. the diggers will bark a warning. If the inlruder(s) docs
not leave immediately, lhe diggers will attack from the darkness
and fight 10 the death to protect their young. There is nothing of
value inside the cave.

61-65 A pack or 2D6x 10 Floaters (A.R. 4. Hit Points 2D6+2.
Speed 6) appear overhead. and swoop down lowards the group. If
not disturbed. the noalers will land and proceed to eat the c1eilring
clean of the benies and seeded grasses growing there. They will
also eat any food the chamcters may have that isn't secured and out
of sight. If the group attacks, they will fight back.

66-70 Goblin Thugs: Thesebrigands are jusl second level mercenaries
(average 17 hit poinlS, miscreant alignments) looking for easy pick
ings. If the player group offers serious resistance the goblins will
vanish back into the woods.

71·75 A pack of 104+3 Goron (A.R. 12, Hit Points 100x 10)
sneak in to attack. They will first try to subdue or kill the character
on watch and, if successful, will steal any available food and obvious
valuables. After that they wi1l1eave. If they do not succeed at their
hit and run tactic. they will stand and fight. but nee if they are
clearly oUlnumbered or overpowered.



76·80 41>4 Tree Eels (3-3.5 feellO.9-1.I m long. 406 hit points.
A.R. 4, two attacks per melee, 106 damage. + 2 strike, +4 dooge,
spd 12) will spring down from the branches or rocks overhead onto
the character who leads the group. If immediately allacked by other
members of the group, the eels will attempt to escape and return to
a nearby mountain spring, pond or stream. Otherwise. they will
attempt to subdue the first character. If the rest of the group is very
slow to react. another 206 eels per each character will emerge to
assault the rest of the group.

81·85 A gryphon, perylon, loogaroo or harpy swoops down to
inspect the travelers. It will not land and is only searching for food
(mountain sheep, goat, deer. horses). It may try to snare any loose
meat or snatch a pack animal or small humanoids. If the swooping
allack misses. it will soar away into the douds. If it grabs something
or somebody . it will let go if pursued or if its quarry is toodifficull.

86-89 An injured non-human (beannan. ogre, troll, or kobold; pick
one). He is pinned between some large rocks and his leg is broken.
He needs medical help but will try to fight anybody who seems
threatening. He clutches a lumpy leather bag close to his chest. He
will fight to the death rnther than relinquish the sack. He is a founh
level priest of The Scar. Inside the sack is tribute for the church.

If the player characters don·ttry to rob him and actually try to
help, he will allow them to set and splint his leg and work healing
magic on him. As a reward. he will give the nicest person in the
group a gold brncelet wonh 100x 100 gold to be shared with all
of his rescuers. He will also offer them directions if they need it.
If ever cncountered again. he will remember their kindness and try
to return the favor.

90-95 A mounlain brown bear. It attacks and fights to the death
only if Slanled or allacked first. Two allacks per melee. claws do
206+6 damage, bite 108; +2 to strike, + I to parry.

96·00 A true dragon nies overhead. Unless the group lakes cover
quickly, he will likely fly down to inspect them. They are not
actually in his territory, so he only demands a small tribute (10%
of all Ihe gold and gems they have). If the group does nOI pay
Iribute. the group will have to fight. but the dragon will not fight
to Ihe death. If the group is being badly beaten and cries for mercy,
the dragon will relent, and demand full tribule (all the gold and
gems that they have). If the group still refuses to pay tribute, the
dragon will continue to fight until he knocks everyone unconscious
(but never risking his own life) and in Ihe end takes what he wanlS.

If at night. this encounter will be with a Night Stalker. During
the day. it would be with a fire dragon.

The Silent Forest An adventure outline

The player group are just as likely to stumble upon the Silent Forest
as they are to deliberntely go there to investigate. The main mountain
passage way is known as the Jedrie Pass. The way to the Silent Forest
is to leave the main tmil and take a winding din trail to a mountain
valley a full half day's travel away from the Jedrie Pass,

The Silent Forest is IIvoided by most mountain folk and considered
to be haunted. The foresllooks nornlal enough and is alive with trees,
flowers, veget:llion, and insects. However, there are few birds or other
animals within ils 20 mile (32 km) rndius. The reason becomes obvious
the moment the adventurers step into Ihe enchanted area of the fores!.
Absolute silence. It is as if a giam globe of silence engulfs the entire
area. All Ihe characters will get an uneasy feeling. mainly because
communication is difficult and they feel vulnerable. Without sound.
they cannOi hear an approaching predator or cry for help. This is one
of the reasons many of the animals avoid the area. It is a very eerie
feeling to Imvel in a place where there is no sound. One can feel the
wind. but nOi hear it. A bird or rabbit may suddenly dart from ilS hiding
place but there is no rustle of leaves. footsteps or animal sounds. There
is no familiar sound ofcrickets chirping or birds singing. Only Silence.

Anyone who can deteel magic will sense some kind of magic at work
but very faintly. Using any funher powers. whether magic or psionic.
will only confimi that the foresl is magically enchanted. but that's all.

There are a number of rocky outcroppings along the tmil and in the
forest. Many of these have deep claw marks in them. Rangcrs or some
one who has encountered devil diggers in the past will recognize their
handiwork. Otherwise. the group will just notice Ihat something made
Ihe marks and may get even more nervous.

Further investigation will offer little infonnalion. There are openings
(burrows) around many of the rocky outcroppings. Digging, moving
the boulders or ernwling into the opening will agitate ID4 devil diggers
or rock crawlers who will allack in defense of their home. Otherwise.
there are no apparent mOnsters currently nearby. Likewise, there are
no dangerous animals or humanoids in the forest. The occasional daning
animal (rodents and snakes are the most common) and pestering insect
may stanle the advenlurers. but that's aboul it.
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The ranger, Bernie, will have no due as to what is amiss or whether
anything should be done about it. He will simply lag along. making
the occasional observation.

The Pillar
At the center of the Silent ForeSI are several large boulders with the

tell-tale claw marks of devil diggers. There is also a liny, cave-like
opening. presumably the entrance to the animals' burrow.

The characters are likely 10 come upon it purely by accident. They
or Bernie could stop at Ihe rocks to rest for a moment or somebody
might notice something (a devil digger) moving around in the shadows
and go to investigate. Bernie will point to the claw marks. then to the
opening and motion people to stay away from it. However. Bernie or
one of the player characters may notice that among the pile of large
stones is a block that looks like a man-made, rectangular pillar. The
pillar is half buried and weighs two tons. Scmping away some of the
din and moss that is caked on it will reveal some ancient symbols. A
man of magic or scholar may recognize them as being similar to those
associated with The Time of a Thousand Magics. As e~citing as this
discovery may be, there is nothing more to learn unless they enter the
cave.

The cave opening is tiny. An average human character will barely
be able to squeeze Ihrough. Beyond the opening is a narrow tunnel thai
looks and slllells like the burrow of a devil digger. The tunnel is also
narrow and an average sized human will have to crawl on his belly to
get through it. Of course. this leaves the lead person vulnerable to
atlack and limits their mobility. Goblin size characters can crnwl through
the lUnnel on their hands and knees. Anybody larger than a human will
have to stay outside. Note: The silence prevails underground!

The burrow tunnel descends at a slight angle for about 60 feet (18.3
m) before it stops at a larger opening to a series of natural caves. The
first cave is about 20 feet (6 m) in diameler and has a six foot (1.8 m)
high ceiling. Severnl small. devil digger sized holes and lunnels can
be seen along the walls. The slllell of devil diggers is powerful. There
is a 1·45% chance of encounlering one devil digger for every five



minutes the characters stay in this area. TIle crealure will instantly
attack the nearest Intruder. The smell of humanoid sweat and blood
will bnng 204 additional devil diggers every 106 minutes! 1bc:re are
a 100ai of 12 liVing in this networ\: of burrows.

The typical Devil Digger--------
Hit l>oints: 606+ 12
Natural A.R.: 8
Natural Abilities: Nightvision 90 feet (27.4 m). lraCltIIocate by smell

:mel. chmb ~. swim 5O'k. dig and leap up to four feet (1.2 m)
high or across.

Attacks per Melee: Four: bite or claws inniCI lOS +3 damage. + I
10 parry. +2 to dodge. +310 sa\·e 'IS POlson.

Size: J 1/2 to 4 In feet (about one meter) long. Powerfully buill.
Notf': See Monsters & Animals, page 24. for details.

The typical Rock Crawler--------
Hil I'oinls: 606
Natural A.R.: 14
Na,lural Abilities: Sense movement wilh feelers 120 feet (36 m). track!

locale by feelers 90%. climb 90%. swim 50%. prowl 72%.
Allllcks per l\'1elee: Two: bite innkts 108 damage. + I to strike. + '2

to dodge.
Slu: 3 to 6 feet (0.9 '01.8 m) long. msecl-like creature.
Note: See Monsters & Animals. page 68. for details.

1bc:re IS another cave opemng to a narrow cavity that runs for 20
fett 16 ml and is 10 feel (3 mltall and four feet (1.2 m) wide. JD4
rock cra..... lers h\e mSlde this ~mall area. leavmg only at nighlto hun!.
1bc:re I~ a 1·3511 chance they .... 111 auock mnuders.

1bc: cavlIy leads to another underground chamber. This one appean
to be man-made. 1bc:re IS evidence of many rock slides and cave-ins
along Its penmelcr. suggesting the chamber may have been much larger
or pan of a larger complex. 11lere is no way to move the tons of rock
to unbYry the resl of the chamber (there is nothing of value under lhe
rubble)

11le anCIent complex is completely in rums except for the one
chamber. It is round. domed. and sixty feet (18 01) in diameter wilh a
30 foot (9 01) high ceiling. A number of devil digger skelelons and the:
husks of 'OOme rock crawlers lie: scallered ncar the entrance.

Thh is the tinal resting place of thc wizard. Selsesstissan. Lying on
a rai:sed, circular dais in the cenlcr of the chamber is what appears to
be a corpse. The body is that of a very old gromek mage (see Monsters
and Animals. page 40). somewhat shriveled and naked. A thick coating
of dust covers him and everything in the chamber.

Any characters who enter the chamber will feel faint for just a mo
men!. At that eJlact moment. the body on lhe dais will appear to stir.
A deep. nearly inaudible. single beal reverberates throughout the:
chamber. If the chantC1ers remain in the: chamber. or approache the
daiS. the heanbeat sound will be heard again. only this lime. a bit
louder After aboul fhe minules. lhe: he:anbeat sound will throb 10 a
regular pallc:rn. Ho.....ever, it is the: only sound: they are slill affected
by the magic silence spell.

All characters .....Ithin 100 feet (30.5 m) of the chamber will again
feel faint and suddenly fatigued. Any character who moves up to
examlr.e the corpse will be momentarily Slunnedl He Of she is unable
to move or lake any action for one melee unless a successful save V$

magiC is made. A successful save means the characler feels weak and
woozy for the next melee (all anacks. allock bonuses. and speed reduced
b)' hall). but is not stunned. Then il slans to get bad.

The chest of the gromek corpse heaves as the Ihing takes a deep
breath of air. A quick attack on the corpse al this time will destroy it.
The area of the chest that holds the hean must be hit. A roll 10 strike
of 14 or beller (it is a smalilarget and Ihe gromek has a natural A.R.

of 12) hils and does damage. Only 12 points of damage is needed to
kill it and lhe heanbeat sound SlopS.

If the ad\·enturers s.tand back and .....ait. the he:anbeat continues to
grow slronger and louder. With each passing minute the corpse absorbs
a bil of the group's energy 10 revive itself. 1be gromek gains si,1, hit
points for every minute thaI passes. When it has 48 hit poinls (eight
minutes/melee rounds have passed). lhe: creature awakens and sits up.
Unknown to our advenlurers. the: weakness lhey felt was the gromek
absorbing pan of their life essence. ALL characlers insKle or within
100 feet (30.5 m) of the: chamber are at half their nonnal hil points!
Any characters slanding within 10 feel (3 m) of the dais will be: alone
third their normal hit point level. Nole: Hit poinls can be recovered as
normal or via magic. When the creature is awake the magic silence is
broken.

If the beasl is allowed 10 awaken, the)' will be face to face with one
of the wizards who lived during the Time of a Thousand Magics.
However. the wizard. Selscsstissan. is unlikely to share any knowledge
with them and will seem unappreciative thatthcY have awakened him.
The gromek will eye them with suspicion and answer onl)' basic ques
tions. such as his name. that he is a wizard. and Ihat he has slept for
eons. He will question the group about what the world is like outside.
He will smile an evil looking leer when he learns thai thousands of
years have passed since 1bc: Time of a Thousand Magics. He will be
C<lually delighted to learn that other wizards of his lime have perished
and that rune magic is forgouen. He will be surprised that the: dwarven
and c1ven empires have fallen and that man is the dominant civilization.

Selscsstissan may agree to join the: group temporarily. if only because
they were instrumental in bringing him back to life and he needs to
learn more aboul the currenl .....orld. Note thai a Gromek travelling wilh
the group will allract a lot of allention.

1be .sorcc:rer will not take any more of lheir life force and apologize
for their inconvenience. Ho.....e\·er. Selsesstissan will be in a weakened
stale and will need to acquire more life energy. He will do so by
absorbing the life energy from animals and monSle:rs wllhey encounler
along the way. Selscsstissan is a son of energy vampire and must have
life energy to use his magic and to survive. See special magic powers
elsewhere in this seclion.

C.M. Note: The gromck mage can make an interesling non-player
char,tcter who can help the group and/or get Ihem into more trouble.
At various poinls. his unique and frightening powers should become
obvious. giving the player characters cause to wonder about what they
have set loose upon the world. Selses.stissan can make II dangerous
enemy.

The Time of a Thousand Magics -------
There was a time in the Palladium World's hiSlory when a vast

surplus of magic energy surged through the world. Many of those who
believe il happened. claim that the surge occurred because of the ballk
with the Old Ones. The tremendous energies used in the: ballie sel off
a chain reaction in the: mYilic ethe:r that sunounds the: plane!. This
reaction filled the world with magic energy and lemporarily opened
dimensional doorways 10 many different .....orlds. Others contend lhat
the: energy was released long after the: ballle_ cenluries lalCf......hen Ihe
Old Ones who WCTe put 10 sleep finall)' died (not all people believe
Ihat the Old Ones still live). Still ochers claim that the magic energy
will nare again when Ihe Old Ones try 10 break out of their prisons.
No one: knows the truth.

The Time of a Thousand Magics was a period dominated by beings
of magic. Many wizards were able 10 ulilize. or perhaps created. the
classic ans of runes. spells. circles. wards. psionics. and others. Many
others were unique and limited in Iheir abililies. Early contests and
petty bickering weeded out the weak from the powerful. and only the
most powerful of the wizards survived. Those with the greatest power
built empires.



Selsesstissan, the Life Foree Wizard, is a product of the Time of a
Thousand Magics. He was born at a time when the magic energy of
the world was peaking. He mastered his unique abilities and used them
to build and command an empire. He came to be treated like a god by
his subjects. He dispensed life and death as he saw fit. All other Gromek
bowed to him and all Gromek in the present will know the legendary
name of Selsesstissan.

As time passed, the most powerful wizards continued 10 expand their
domains. Selsesstissan's domain was huge. covering the Old Kingdom
mountams and most of the surrounding territory, including parts of the
Old Kingdom and Timiro. However, it was comparatively weak. in the
area of magic. This lead 10 an alliance: with. and eventual betnlyal
from. a Crystal Wizard that conlrOlled a small region near the Gromek
territory. EvenlUally the. Crystal Wizard conspired with many of
Selsesstissan's powerful neighbon and enemies to orchestrate the down
fall of his empire. But this was a war of wizards. not empires, and
Selsesstissan himself was the tnJe target of the onslaught. After a long
fruitless batik, Selsesstissan sent word to the Crystal Wizard that he
surrendered and promptly vanished from the \....orld. However. his sur
rensler was part of a gteaterscheme. Even today the Gromek descendants
still remember Selsesstissan's last words to his people.

-Th, lime of Ihis empire is past. bId not so Ihe lime ofour /Wopk
Lellhem~ mu/ crmquer ItS. Then slup in their midst. Lin' omong
lhem Pnd ....pilfor Iheir kings 10 fPIl. Thry Cl.IIIJIOI endure. J bid you to
uject lhe "'ays of magic lhal ha\', been our d'feol. Rely on b",,'e
str,nglh and physical training. Be steadfasl as the mollflloins. Our
people ....,/1 ,ndure and ....e ",m rule Ihis world. Neither 1 'fOr our people
can ev" die. KfIO" lhal 1 will rise again. ~

Selsessussan does not know what happened next, because he has
been asleep the entire time. 1ne Gromek did allow their empire to be
conquered and divided up. 1lley chose to abandon the Old Kingdom
Mountains and migrated to the west where they still remain.1lleGromek
heeded Selsesstissan's words and to a large extent. still avoid magic,
instead focusing on combat and physical abilities. The other empires
continued to fight, eventually crippled themselves, and finally fell. The
Gromek simply waited and remained outside the ongoing conflicts.
Sadly, they fell victim to a terrible plague that killed millions and is
responsible for their small numbers today.

Selsesstissan is now only 1I creature of myth and legend. The Gromek
of the present can only trace their history to their arrival in Baalgor,
centuries afler SelsesstisSlln disappeared. They know nothing about the
Time of a Thousand Magics. Nor do they realize that the Gromek once
dominated an area larger than the Old Kingdom. They have since laid
claim only to the mountains circling the Baalgor Wastelands and no
empire has ever been able to challenge their claim. Some of the Gromek
continue to wail for Selsesstissan to return and again lead them to glory,
but they arc chastised as foolish cultists and dreamers. Selsesstissan's
return may bring a new and terrifying conqueror onto the world's stage
just as the human mee is beginning to gain an upper hand.

The Special Magic Powers of
the Life Force Wizard

Life Force Magic is a lost an known only to Selsesstissan and he
will not share its secrets. 1lle magic transforms the character into an
energy vampire. While he may still enjoy the taste of food and drinks,
the wizard draws his sustenance from the life forcelhit points of other
living creatures. The life force wizard must feed on 20 life force points
a day. Starvatw,n will cause the character to become weak (reduce all
bonuses and hit points by half) and e\'entually die. Likewise. the mage
must aDsorb eXtnllife force daily to perform his magic. The following
are the special powers.

I. Absorb life force energy from others: Area effect or aimed at
a specifK" opponent. Range: 10 feet per level of experience. Duration:
Until hit points are restored and faligued feeling lasts 10 minutes per
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level of experience. Cost; None, an automatic power. Maximum level
of energy; 30 points per level of experience.

The life force wizard can drain anyone opponent of HALF his hit
points in an instant. Or he can drain ten hit points from as many as ten
different people or animals within the range radius of this power. Once
the person or animal has been drained of hit points. the wizard cannot
affect him again until the character has returned to full strength.

1lle syphoning of the life forceJhit points also means that the victims
suddenly feel tired and are - I to Strike. parry or dodge and - 25%
on spd.

Important Note: The Slolen hit points or "life points" (LP) are used
as energy points to fuel the wizard's other magic abilities. Each spell
or power costs a cenain amount of "life points" created from the stolen
hit points. They work similar to I.S.P. exccplIhalthe wizard does not
have a permanent base of his own. He cannot use his own hit points
to power his magic! Only a maximum of 30 LP per level can be stored
by the wizard. When that total number is expended within a 24 hour
period, he is po~'erless until the next day. At the beginning of each
new 24 hour period. the wizard is powerless and must aDsorb energy
from others to energize himself.

The character is powerless to aDsorb life energy from supernatural
or immonaJ creatures, including dragons. faerie folk. demons, devils.
elementals and gods.

2. Transfer energy to heal and ~urnd: Range: Touch. Duration;
Until hit points are restored and fatigued feeling lasts 10 minutes per
level of experience. Cost: 10 Life Points (LP) and a life.

The life force wizard can breathe life into a dead companion by
touching the fallen character with one hand and killing another person
or large animal with the other. He then absorbs the life energy of the
slain viclim, using his body like an energy conduit. to jump stan the
dead person. The chance of success is 45%, provided that the dead
man has not been dead for more than two hours. This strange resurrection
power can only be tried three times on the same person. Failure means
the person stays dead.

Success means the character's or animal's wounds are healed and
he/she/it is restored to ID4 hit points above zero. The restored person
will feel weak and woozy (half speed and combat bonuses) for 206
hours, regardless of other healing magics which may be applied to him.
The USUlII insanity rules are also applicable. Remember, dying is 1I
traumatic experience.

3. Drink life energy: Range: The wizard must strike the killing
blow. Duration of Powers; 8 hours. COSt: 120 LP and a life. The sillin
creature must be an intclligent being; animals will not work for this

magic.

This frightening magic is reminiscent of thc soul drinking power of
some rune weapons. The life force wizard can completely absorb Ihe
life essence of the person he has just slain! The victim of such a
devastating attack cannot be resurrected and his entire body turns into
mist and seems to be absorbed by the mage who killed him.

The life force wizard gelS an additional SO hit points and the following
bonuses, all of which last for eight hours; +4 to P.S. and + 10 to
speed attributes. +4 to.save V$ poison, drugs. and disease. +2to save
vs psionic llnacks. plus one additional allack per melee!

4. Dt>ath Tou<:h: Range: Touch. Duration; Instant. Cost: 40 Life
points.

The death touch cannot actually kill a person but causes the loss of
one hit point per level of the wizard. per each touch. The death touch
can reduce the victim's hit poinls down to half. but also causes hIm to
feel fatigued (tires twice as fast as nonnal and speed is reduced by
10%). This power can also wither a specific plant or make a specific
animal sick and lethargic.



S. Control over the life force of others: R:mge: By lOuch or 10
feet (3 01) per level of eltperience. Duration: 206 melees. Cost: 15 life
poillls.

The wizard can make the victim of this magic depressed. frightened.
sick. sad. and so on. the same as the psionic powerof evil eye (bio-man
ipulation). The life force wizard can inflict any of the evil-eye attacks.
Each type of arniction counts as one spell attack.

6. Super bio-regeneration: Range: Touch: self or others. Duration:
Instant. Cost: 80 life points.
3D6x 10 hit points are instantly restored!

7. Super Uealing touch: Range: Touch: others. Duration: Instant.
COSt: 20 life points.

406 hit points arc instantly restored! This touch will also give those
in a coma a bonus of + 10% to save 'IS coma.

8. Other magic powers known to Selsesstissan: Unless noted other
wise. each of the following is the equivalent to the spell or psionic
power of the ~ame name. Durations. abilities and effects are also the
same. subject to the character's level of eltperience. Each costs 10 life
points to perfonn.

Globe of silence. charismatic aura. see aura. see the invisible. levit:tte
self. size of the behemoth. control the beasts. commune with the dead.
tum dead. death trance. diminish others. negate magic. tongues. the
faerie's tongue. words of truth. magic pigeon. paralysis bolt. wisps of
confusion. induce epilepsy. age. curse of boils. curse of fever. detect
poison. negate toxin. healing touch (conventional). and cure disease.

9. Pseud&-Immortality: This is anOlher power that all life force
wizards receive when they allain 9th level. Selsesstissan is nOi immortal.
He can be killed but it is difficult. Selsesstissan's survival power will
operate automatically. dr<lwing on the closest life forees to keep him
alive. In order to deslroy him with any certainty. his hit points must
be reduced to -173. he must be decapitated and the head and body
burned in separate fires. Otherwise. he will regenerate and return similar
to a vampire. within 204 days. This power also makes him impervious
to the bites and powers of vampires.

The Life Force Wizard
Name: Selsesstissan
True Name: Selsesstissan
Alignment: Aberrant (lives by his own code of life and death)
O.C.C. & Level: 10th level Lire Foree Wiz:trd
Race: Gromek Age: Unknown, appears to be over 180 (the nuturallife

span of u Gromek). but is more likely to be over 20.000 Size: 9 ft
3 in tall (2.82 m). 760 Ibs (340 kg). Sex: Male.

AUributes: I.Q. 18. M.E. 19. M.A. II. P.S. 23. P.P. 12. P.E. 19.
P.B. 5, Spd. 11 (33 if flying).
Ufe .-orce Capacity: 300 LF per 24 hours: must be renewed daily.
Hit Points: 173 but only when he is up to full strength.
Natural A.R.: 12
Armor: Never wears armor.
Natural Abilities: Keen vision. fire does half damage. and winged

night.
Combat Abililies: Three hand to hand allacks or three magic attacks

per melee. Claws do 106+8 damage, +4 to strike/parry/dodge.
Other 80nuses: +6 save 'IS all magiclpsionics, always saves 'IS coma.
Weapons: He rarely uses weapons. instead he relies on his powers.
Skills of Note: Recognize and use poison 98%. medical 98%/98%.

Speaks Troll and Elven but is illiterate.
Possessions: Inside the dais upon which he has laid is a secret chamber.

It contains gems worth 100.000 gold and a stone rune dagger. The
dagger is indestructible. has the usual features of a minor rune
weapon and innicts 406 points of damage.

Description: A very old and frail looking gromek. belying his real
strength and powers. He is a power hungry conqueror who is an

excellent strategist and leader. He is SOlan. resourceful and cunning.
willing to wait to play his hand. He will not IOlerate interference
from inferior beings. partiCUlarly humans. elves and dwarves. He
sees himsclf as a demi-god driven by the hand of f:tte. He believes
it is his destiny 10 build a new empire. Those who cross him will
become enemies for life.

Selsesstissan chose to enter a burial/survival chamber when he
knew that the Time of a Thous:tnd Magics was passing and his
empire was under siege. His original plan was to sleep for 100)

years. but something went wrong and he has slumbered for countless
eons.

Unlike other gromek. Selsesslissan is elttremely intelligent. He
is very interested in finding out about other gromek in the world.
He has always intended to come back to his people and lead them
again. However. when Selsesstissan encounters other gromek there
may be difficulties. He will automatically !reat all Gromek as his
subjects. even though moSI will not know or acknowledge him. Nor
will these modem Gromek see him as a god. However. if he can
prove who he is. then they will regard him as a creature of legend.
Gromek legend does tell of an ancien! god who once led them in
the greatest battles. But Selsesstissan may not be able to live up to
the legend. He will also be puzzled and disappointed to discover
that his people have evolved into s:tvage warriors with a sub-human
intelligence.

Subplots
I. If Selsesstissan leams of the rebirth of the Crystal Fonress. he may

desire to altack il and the Crystal King. because it was the Crystal
Master who created it and who betrayed him. Thinking ahead for
building his new army. he may also wan! to acquire some of the
crystal magic weapons for his troops.
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2. The adventurer group may realize they have accidentally unleashed
a dangerous and powerful force in the world. Selsesslissan will
make it known that he plans on finding his people and rebuilding
his cmpire. This can only mean lroublc for the future. However.
whether or not the group decides they should raise a hand against
the wizard is :mother matter. Selsesstissan hasn'l committed any
crimes or threatened their lives. After a while he will want to leave
their company to explore his "desliny." It;s likely the characters
will pan company as friends. Latcr, however, they may find their
paths will cross again.

3. Sclscsstissan will try to rebuild the gromek empire, but he will
have to realize that the gromek are too few in number to do so.
This may lead him to unite and mobilize OIher monSler races,
panicularly goblins, orcs, ogres and giants. The most likely con
frontations are likely to arise with the Western Empire and the
Land of the South Winds.

4. The wizard may give up on his dreams of building a gromek empire
and instead ally himself with other denizens of evil.

5. Selsesstissan may teach Life Force Magic to a promising assistant
f and ally (probably a gromek, never a human. elf or dwart). This

could be the beginning of a new age in magic.

Tom's Glen
A mini-adventure

Along a mountain trail beyond the Silent Fores!. the group is sure
to encounter Tom the Shepherd. Tom is one of the friendliest, good-na
tured. mountain men they will ever meet. Although he is a rahu-man
trdined as a warrior. Tom gave up his warrior ways and retrealed to a
quiet life in the Old Kingdom Mountains.

This meeting will be a pleasant one. The gentle rahu-man will offer
the travelers food and shelter from the environmcnt. The food is tasty
and lodgings are comfonable. The giant will gladly listen to stories of
adventures and world events or talk about farming, sheep raising. wool
making and faerie folk. He is only disturbed when the Western Empire
is mentioned and will not talk about them or their persecution of his
people. Otherwise Tom is continually cheerful and pleasant. The
shepherd will warn Ihe group aboul the Dragon Beast. goblins, beannen,
rock crawlers and other dangers that lurk high in the mountains. He
can also direct them to another "nice gentleman," Knemm the titan.

Tom also knows abolll the Church of the Scar and its immona!
champion, but can only provide directions to two villages affilialed
with the Church. As for the legendary champion. his only comment
will be something like. "Oh yes. the Immonal Champion. Quite the
lighter that one. I would avoid gelling on his wrong side," Likewise.
he has heard about the Arch-Mage Archie, the Silent Forest and the
mysterious Crystal Valley. but he doesn't know where any of them are
located.

Tom will smile and explain that he is content with his life as a
shepherd and docs not know much about the affairs of others. He keeps
to himself.

G.M. Note: Tom doesn't think to melllion that the lmmonal Cham
pion is his identical twin brother. The twO haven't seen each other in
a few hundred years and he docsn't know what mischief his brother is
up to. He knows thai his brother can take care of himself. so he docsn't
worry about him. If the characters have already encountered Tom II,
his brother will inquire about him and make brotherly comments about
their youth logether. Tom II is too wild and immoral for his tastes. but
if his brother is in dire need he will go to his aid. See the section on
the Church of the Scar and Tom II for details.
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Tom the Shepherd
Name: Tom
True Name: Tom Drew·tik
Alignment: Anarchist
D.C.C. & Level: Shepherd 20th
Race: Rahu Man, Age: 1000. Si1.e: 15 feet tall (4.57 m). 500 lbs (227
kg). Sex: Male.
Attributes: I.Q. 20. M.E. 14, M.A. 5. P.S. 28. P.P. 22. P.E. 22.
P B 13. Spd. 8
'iit Points: 95. Natural A.I-!:. 4.
Armor: None.
Natural Abilities: None.
Psionics: All 1st level abilities (minor psionic). I.S.P.: 80.
MagiclClericaUHealing: None.
Magi" Knowledge: None.
Magic Items/Weapons: None.
Combat Abililies: Four attacks per melee. 106+ 13 damage by hand.

+4 strike. +4 parry. +4 dodge. At one time Torn was a tmined
warrior. but over the centuries he has forgotlen aoout the ways of
tombat and doesn't care to relearn any of them. He will defend
himself but he will not fight for any cause.

Olher Bonuses: +5 vs psionics (nonnal1y 12 for a minor psionic so
Tom saves with a 7). +7 vs insanity. +4 vs magic/poison. + 14%
vs comaldeiUh.

The Church of the Scar
a.k,a. The Great Cult

This unusual religion currenlly thrives only in lhe Old Kingdom
Moumains, Its followcrs are predominantly non-human races. The
Church of the Sl:ar only accepts members that can display their fighting
prowess. oflen in duels or contests. Priests and wizards must have
oFfensive spells. merchants must sell weapons and arnlO", etc. The
greate~1 fighlers are the most likely to rise to prominence in the church.
It is believed that the greatest fighters have the powers of the greatest
gods behind them. Annual comests are held in various regions of the
mountains where the best priesVwalTior team becomes Ihat region's
representatives and/or leaders.

The church is known under a number of names. depending on the
location and the personal preferences of the followers. It is sometimes
also referred to as The Church of the Great War, The Church of Great
Things. The Church of the Mountains. and The Great Cult. The church
has few branches outside of the Old Kingdom Mountains and it is
uJllikely that it ever will.

Main Gods: The Great Dmgon (Kym-nark-mar). The Grea' God
(Thoth). and The Great Old One (Xy).

Alignments: Any. The church is generally viewed as a good organiza
tion by most people in the mountains. Cenainly under CalorJm's direc
tion. the church is mostly" force for good. However, humans tend to
look at it as bad. because the church is organizing the so-called "monster"
races and could become a dangerous political entity.

Panthron: Any god or god-like creature purponed to have laken part
in the last war with the Old Ones. including the Old Ones. The Great
Elf(Lictalon). and The Great Angel (Lokum). They also worship "great"
things relatcd to thc war, like the Great Falls (on the Old Kingdom
River). and The Great Scar (The Old Kingdom Mountains themselves).
Type: Polytheistic
Direction: Non-expansive. exclusive. open.
Size: Church

Priesthood: A priest of The Scar may choose any god as his personal
deity. He will then derive his powers from that god and his pantheon.
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Weapons: A giant walking Slick and a knife which he uses only
for self defense.

Skills of Note: Speak elven. southern, western. dwarven. goblin. troll
and faerie 99%, disguise 90%/56%. identify plants/fruits 99%/99%,
identify tracks 99%/86%, medical 99%/99%, pick pockets 96%,
scale walls 99%, track 98%/46%, trap/skin small animals 99%/99%,
animal husbandry 99%. carpentry 99%. cook 99%. faerie lore 99%,
geneml repair 99%/99%, planVf"rnl lore 99%, preserve food 99%,
sense of direction 99%. sing 99%. and swim 99%. W.P. staff, knife,
sling and blunt are all frozen at fifth level proficiency.

Possessions: Tom lives in a mountain pasture with sheep and a few
trees. He owns a huge. run-down farmhouse where he lives. He
wears sheep skin and wool clothes and occasionally carries a walking
staff or knife. Tom lives as simple a life as he can. He trades wool.
Sheepskin, and meat with some of his neighoors and the occasional
traveler for other odds and ends. The only things he misses are good
brandy and candy, He has no gold or other valuables and will not
accept any sort of payment in gold. jewels or weapons. He may
trade for tools. rope. food, candy and booze,

Description: Tom is large even for a Rahu-Man. He is nearly 1M
years old, but he has kept himself very fit. He stays away from the
stresses of the world and looks much younger than he really is.
However. he does have a rugged and well-worn appearance.

The priest should choose a god whose alignment is compatible with
his own. All priests of The Scar select either hand-to-hand: soldier or
mercenary as an elective skill and can usc light or heavy armor. Most
will have combat oricnted spells as well as healing magic and knowl
edge. Ultimately, the character is free to choose any spells that his god
knows. Each priest in the church will have a champion (this is optional
for player characters. where the champion should probably be another
player character). The priest's champion is always one of the men-of
arms O.C.C.s and will oflen be treated with as much respect as the priest.

Origin: The Church of the Scar m"y have becn founded soon after the
Old Ones were put to sleep, but there is no physical record of its early
history. The verbal tradition maintains that the church is as old as the
Scar (the Old Kingdom Mountains) itself. Afler The Great War. the
Old Ones were cast down, still alive but sleeping underground. the
powers of the Old Ones staned to fester. and a great Scar ooiled up to
mark where they were Sleeping. This Scar is the Old Kingdom Moun
tains. The lerm The Scar or the Great Scar is always used to refer to
the Old Kingdom Mountains. All the great beings and great things
involved in that epic battle are the source of strength and greamess.
The verbal tradition also maintains that The Great God Thoth founded
the church. No physical proof exists for any of these "verbal" traditions
or history.

Holy Relic: There is only one ancient relic of the church. Little is
known aoout its origin and it has changed hands countless times in the
thousands of years that the church has existed. According to verbal
Imdition, the relic. known as the Dragon's 8reath. was crafted by
Kym-Nark-Mar for the firs' Priest of the Church of the Great Scar. 11le
Dragon's Breath, which is also known as The Great Twig. serves as
the symbol of the chureh's highest position of leadership. the Great
Priest.

To maintain his position, the Great Priest is required to compete
against the winners of the annual. regional tournaments. If the Great
Priest loses, he mUSt relinquish the Dragon's Breath to his better and
thaI victorious priest becomes the new leader of the church. The Great
Priest is also free to relinquish his title by gil·jng the Dragon's Breath
to any priest he deems to be wonhy. Oddly enough. if the Dragon's
Breath is ever stolen. the thief immediately becomes the new Great
Priest. This has actually happened more than once. Of course, the thief



must defend his ill-gouen position against the winners of the annual
tournamenlli.

The Dragon's Breath is an 18 inch long piece of wood carved to
look like a dragon with ils wings folded againsl its body. 1be tail is
shaped to wrap around the wielder's wrist. Although it is the symbol
of leadership. illi magic can be used by anyone. It is as powerful as
mosl rune weapons. but il does not possess an intelligence or personality .
The rod looks delicate and flimsy. but is actually iodestrue:tible.

As a weapon. it Will inflict 406 damage (W.P. Blunl). It also has a
number of powers and granlli the wielder certain bonuses.

Magic Sprny Powers: Each spr1ly fires from the "mouth" end of the
rod. Defenders muS! roll a saving throw versus magic of 16 or higher.
The Greal TWIg can fire each of the magic sprays/mists once per day.
Sleeping spray: Range 30 feet (9 m). 10 feel (3 m) wide. victims sleep
for 206 melees. tlre spray: Range 40 feet (12 m). 6 feet (1.8 m)
wide. 606 damage. Frost spray: Range 40 feet (12 m). 6 feel (1.8 m)
wide, 406 damage. Poison spray: Range 30 feet (9 m). 6 feet (1.8
m) wide. paralyzes for 206 melees. Renal Invisible spray: Range 30
feel (9 m). 10 feet (3 m) wide. cancels any magic based invisibilily.
last!> 306 melees. Healing spray: Range 10 feet (3 m). 10 people
maximum. heals S06 hit points in5lantJy.
Other Bonuses &. Abililies: The user of the rod is + 1 on all savings
throws and + 10'1> to each of the following abilities (if applicable):
ule.ntify IraCks. IraCk. prowl. locate secret compartments/doors. lurn
dead, exorcism, animale dead. resurrection. remove curse. The user
can also tty 10 perform I Ieleport self or dimensional teleport as often
as ollCe per day. but only has I 1-1% chance for success.

The Annual Tournaments
The annual contest is always a festive affair for the chosen town.

The tournament will move from town to town in each region. The
regions within the mountains are very loosely defined. sillCe there are
no formal kingdoms and each town is autonomous. with its own rulers.
The location of next year's event is decided at Ihe end of the tournament
and normally chosen by the winner or the Great Priest.

Each member of the church makes his annual donation to the church
at this event. This is required for anyone wishing 10 compete. witness.
or otherwise panicipate in the tournament. Anyone who makes a dona
tion is automatically a member of the church and all members are
allowed to attend and compete in the tournament. 1be best ~ats in the
arena are given to those followers who made the biggest don:llions.
whether or not they chose to compete in the tournament.

A donation of ten or twenty thousand gold is not unusual in order
10 get onto the team of the Great Priest. Con\·ersely. an untried priest
may have to pay his teammates and followers to fill his tearn. Men of
magic are never allowed on the team. Only the opposing priests wteld
magic.

To participale in Ihe contest. a learn must have a priest of The
Scar. his champion and three 10 eight devout followers. It is lhe priesl

and his champion who are the main conleslaIlIS. MO§t priests are
kobolds. ogres and the occasional troll. Many champtons are powerful.
intelligenl monsters such as millOlaurs_ rahu-men. lrolls. and ogres.
Typical followers illCllKk trolls. ogres. orcs. goblins. puny kobolds.
bearmen. and the occasional dragon .....olf (joining in for the intrigue).
The devoot followers buy their way onto the team to help as squires
10 a knight. 1be more the follower can pay. the better his chalICe of
gening onto a team with a high ranking priest from the previous year.
The exacl number or followers may vary from town 10 town and year
to year.

The competition ;s set up as a single elimination. one on one tour
nament. The path to VK:lOry consists of a series of learn versus team
battles where the bailie is always 10 the death. To the death means the
death of the opposing champion. not the entire team. The pnesl rarely
dies during the tournament. However. most of the followers on both
sides usually die or are incapacitated. However. ·'de:llh" is not necessar
ily permanent. since many priesls in The Church of the Great Scar are
able 10 perform resurreclions. 1be average wamor priest of The Scar
concentrates first on acquiring combat orienled spells and neXI on healing
spells. The church Ihat lives by the sword is forced to place value on
healers.



The teams can square off in an arena or opcn ficld of combat. The
priest and his champion of two learns are placed al lhe opposite IWO
ends of lhe combat area. A line and rope are drawn across lhe center
where lhe followers from both sides line up. facing each olher. No
physical attacks may be made unlil lhe rope is dropped. signalling the
stan of lhe contes!. However. lhe priesl may cast non-offensive spells.
pray. elC .. before lhe sIan of combal. The priesl from eilher learn may
never cross lhe center rope line. The priest may choose to use magic
or any of his other powers al any lime. 10 anack, defend, help his
followers. or hinder lhe opposing leam.

The followers on each leam square ofr. weapons drawn. The cham
pion will sland back behind [he followers [0 protect lhe pries!. The
battle belween the followers is usually quick and bloody. Once alllhe
followers on one side are slain, lhe opposing champion and any remain
ing followers race across lhe line to go after the other learn's champion
and pries!. Wilh well malched leams. it oflen comes down to the cham
pions and priests battling each olher one on one to detennine lhe victor.
The learn whose champion is left slanding at the end is the winning team.

There are usually enough high level priests and healers in anendance
10 lJring those teelering al dcath's door back to life and to full hil points.
However. frequent death causes psychological problems, and many
followers arc insane in some way. II is not uncommon for a team 10

face two, lhree. or four battles in a single day. The priesl has 10 be
careful not to use up his spells 100 early eilher. The last competilion
of lhe day is always lhe toughes!. The lournament usually lasls a full
week. with lOIs of quick baltles on lhe first day. When only lwO teams
remain, the loumament is temporarily hailed and the learns are given
II full day (and twO nights) to res!.

The winners (the priest and his team) get to use a ponion of the
"donations" 10 make their circuit of the mountains for the following
year. The winning priesl from each region will tour lhe length of the
mountains with his champion and followers for lhe year. They are
expected to make eenain thaI the greatness of the church is recogniu:d
by the inhabitanlS of lhe moulllains. This may include getting into
brawls. laking over a lown or lWO. or even doing a few good deeds.
In towns where lhe Church of the Great Scar roles. the winners serve
as travelling judges and wisemen. Their word is the law and their
decisions final. The church is also likely 10 serve as the proteclOr or
defender of many lowns and villages. A group on tour from any region
of the church commands respect. mainly because everyone knows that
they are lhe greatest IighlCrs in their region and some of the greatest
warriors io lhe Old Kingdom.

There urc four mountain regions. Each conducts ilS own annual
tournament. The winners of the regional tournaments can then challenge
the current, reigning Great Priest. his champion and followers. How
ever, the regional champions are not required to challenge lhe Great
Pries!. This means some years there may one challenger or as many as
four (there is always at leaSl one). The Great Priest must accept any
challenge made from any or all of the regional winners.

The Great Priest
The current Great Priest of the church is a kobold named Klem. Or

so everyone believes. Klern has been the Great Priest for a decade.
Unknown to anybody. Klem is secretly a dragon named Caloram. Ten
years ago, a little known kobold priest named Klem was making a
meteoric rise through the church's ranks because of his champion, a
Rahu-Man named Tom II. The dragon watched Klem become lhe Great
Priest. even though he didn't deserve it, One night when Klem was
away from his champion, Caloram confronted him and demanded that
he hand over the Great Twig. The cowardly priest handed over the relic
without a word and hasn't been seen since.

Caloram has always enjoyed interfering in the affairs of the lesser
beings and often masqueraded as a travelling priest or champion of lhe
Chun:h of the Scar. He assumed Klem's identity to have some fun as
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the Great Priesl of the Church of the Scar. Although his original intenlion
was just to have fun, he has since become tl devoled priesl of lhe
Church. He chooses to worship the Greal Dragoo God Kym-Nark-Mar
and is considered a 15th level PriCSl of Light.

Caloram is old. even for a dragon. He hopes thaI his involvemcnt
in the church will leave a lasting mark on the mountain people. A
legacy that will lasl beyond his death. He continues In influence lhe
current direction of the Church of the Scar and hopes 10 establish it as
one of the great churches of the world. He praises dragons conslamly
and encourages the worship of Kym-nark-mar above all other gods.

The Greal Priest carries the relic as a symbol of his position. but
rarely uses i!. He prefers to rely on his own powers. Caloram recognizes
that his days are numbercd (204 x 10 years; shon for a dr-Igon) and
thaI he needs to find a new Greal Priest who will continue his legacy.
One such goal is 10 see the church expand inlo the lowlands. As a
result. he travels as Klem. The Greal Priesl. with his champion. Tom
U. looking for a likely successor. If he finds a suitable priest. i.e. :l
follower of Kym-nark-mar who suppons his vicws, Caloram/Klem will
encourage and promote his rise in lhe church. If the ancient dr-Jgon
begins to feci too weak and sickly. he may even give him the relic and
the title of Greal Priest.

The Great Priest

Name: Klem lhe Kobold (really a dragon)
True Name: Calvryn Loramar. 3.k.a. Calomm
Alignment: Unprincipled
D.C.C. & Level: Priesl of Lighl, 15th, devoted 10 Kym-nark-mar.
Race: Greal Homed Dragon, disguised as 3 kobold pries!.
Age: 5750 years (very old), Size: 30 ft tall (9.14 m). 70 rt long (21.34
m). 120 ft wing span (36.58 m). Sex: Male.
Attributes: I.Q. 28. M.E. 25, M.A. 30, P.S. 23, P.P. 20, P.E. 25,
P.B, 28, Spd. 75 running (150 flying).
Hit Points: 412, A,R. 15.

Natural Abilities: Modified Clerical Abilities: Turn dead 98% (includes
vampires. ghosts, ClC., at 75%), exon:ism 98%. remove curse 98%,
healing louch 3-18. resurrection 50%. telepon 98%, dimensional
telepon 72%. Other Abilities: See page 213 in the Palladium RPG
for complele Slats.

Psionics: All level 1-3 abililies, sixth level proficiency. I.S.P.: 103.
Magic: Fifteenlh level proficiency, 37 spells per day.
Magic Knowledge: All spell magic from levels I to II.
Magic Items/Weapons: The Dragon's Brelllh Twig. See ilS description

under the Church of lhe Scar.
Combat Abilities: 4 attacks per melee, claws 206. bile 306. or by

weapon. +3 strike, + 10 damage, +3 parry. +3 dodge.
Other Bonuses: + 5 on all saving throws.
Weapons: Dragon's Breath twig does 406 damage plus Caloram's

bonuses.
Skills of Note: Caloram has sludied many fields of knowledge in his

life and can be considered an expen on almosl everything. Caloram
can perfonn every known non-magic elective or secondary skill al
99%. He speaks all languages nuenlly. and is literate in all.

Possessions: Caloram has a mountain of gold hidden away in II cave
in the highesl reaches of the Old Kingdom Mountains. 111e mountain
could be larger, bUl he donales a great deal to the operation of the
church.

Description: Caloram is an extremely old great homed dragon. and
when he is io dragon fonn he looks old. His color. which is a grey
white (Slonn cloud colored). is rarely seen in great homed dmgons.
bUl is a natuml color lhal comes with great age. He rules a large
region of the Old Kingdom Mountains, and can often be found
patrolling the peaks. He also frequents the lowlands disguised as a
kobold priest named Klem.



Sub-Plots
One: The real Klem, who is also a 15th level priest of the Church

of the Scar. is still out there. He has gone inlO hiding OUt of emblU,...ass
ment and for fear of crossing paths wilh Caloram again. If Calor.am
ever abdicates. dies. disappears or gives up his Klem persona, the real
Klem is likely to reappear to continue his career. The real K1C'm sees
Tom II as a traitOf. because Tom knows Ihat Caloram is a great homed
dragon masquerading as a kobold priest.

Two: Various powerful beings and ri\'a1 churches co\'et and vie for
the possession of the Dragon's Breath relic, Among them are the follow
ers of Slyphon (the jealous brother and enemy of Kym-nark-mar). the
cult of the evil Dntgonwright (who believe the relic is rightfully theirs),
and the cult of Yin-Sloth the Terrible (whose members wun;hlP the
Great Old Ones and wait fOf the day lhey will awaken).

"
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Weapons: None; avoids lights and backs down or l\Ins away when real
danger threatens.

Skills of Note: Honemanship: general 15th level. read/write dwar.en
99%. speak dWllf\'en, troll. ogre. faerie and goblin 99'1>. disguise
84%150%. forgery 94'AJ/65'AJ. identify plantslfl\lits 94"*196%. locate
secret companments and doors 93'1>. medical 99%199%. prowl 96%.
demon and devil lore 99%. faerie lore 99%. recognize polson 99%.
sing 99%. mathematics 99%. pamt 99%. play suing mstrument
98%. play wind instrument 98%. racial histories 99%. religious
doctrine 99%.

P05SC:SSions: Klem wanders the mountains. appearing very poor. but
manages to feed and cloche himst:lr.

Description: Klem is a weary. old, kobold hcnnit who avoids other
members oflhc church. He is likely to appear on the narrow mounlain
path anywhere between the cryslal \'alley and the old capitol. The
path is also frequented by a rowdy group of bearmen who do baltle
to dedde everything. They don't wear amour. and wield large
swords, He tends to remain near them. even if he doesn't actually
tr,lvel with them. They know he is II follower of the Scar, like
themselves. and allow him to stay near. He will SlOp to see II tour
nament of the church whenever he linds one, but only as a spectator.

If Klem encounters the cha....lctcrs and a pricst is in the group. hc
will do his best to get them to join the Church of The Scar, or at
least watch a tournament. If Peter is the priest. and has the crystal
staff from Thoch. he will recognize it as the real thing and try to
get Peter to fight in the tournament (and willII)' to help him win).

Klem is monifted by his act of co....'aJdice and will not show hiS
face until the pretender Calonun. is gone. He relUCIantly admits to
himself thai the dragon is a belter. braver and bolder leader of the
ehurch than he could ever be, but he still resents him Over (he
years. KJem has grown bitter and longs to see Caloram removed as
the Great Priesl. To this end. he occasionally instigates ochers to
challenge the Great Priest and to question his direction. However.
the prelenderooly grows more popular and the church more powerful
with each passing year.

Despite Klem's feelings loward Caloram, he remalOS a loyal
member ofthe church and would fight to protect it and its members,

'" ,

The Real Klem, Priest of The Scar
Nllmc: Klcm
True Name: Klement Kras
Alignnllmt: AnalX:hist

O.C.C. & Level: Priest of Light 15th, devoted to Tholh.
Race: Kobold, Age: 150. Size: 3 ft, 3 in tall (0.99 ml, 73 Ibs (33 kg).

Sex: Male.
Allribules: I.Q. II. M.E. 10. M.A. 7. P.S. 11. P.P. 10. P.E. 20,
P.B. 5. Spd. 10.
Hil Points: 95. A.R.: 4.
Armor: Kobold chain mail: A.R. 13. S.D.C. 44.
Natural Abilities: Recognize enchantment 71 %. sense evil 65%. night

Vision 90 (I (27 mI. day \'ision 30 fl (9 m).
P!;ionk:s: None.
MagklClericaVHealing: 2 spell allacks permelec. + 3 spell strength.
Magk Knowlt'dge: 15th Ic\~1 priest of I1gh!. 20 spells. study circles

99t-l. MOOy symbols 99%. Spells: blinding flash. water to wine.
m\'llilblhl) (seIO. wind rosh. fleet feet. fly as the eagle. armor of
hhan. call hghtning. hail, create bread and milk. tclepon (self). 1M:
(xnes' dantt. impenetrable wall of force. ten fOOl: wheel of lire.
restoration, river of lava. IOmado, death, hurricane, resuntttiOfl,

Magic Items/Weapons: None.
Combat Abilities: Although a Pnest of the Scar. Klem started to study

combat late and rost: in the church on the combat abilities of his
champion Tom II. and later. the abilities of Dragon's Breath. Hand
to hand soldier and W.P. blunt at 9th level proficiency.

Other UOIlUS4.'S: +6 save vs magic, +3 vs poison. + 10% vs comal
death.
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Tom the Immortal
The Giant on The Peak: A mini4 adventure
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There are twin rahu-men of renown who live in the Old Kingdom
Mountains. Tom and his brother Tom II. also known as Tom the Immor
tal. The group will probably meet Tom the Shepherd first and his
identical twin brother, Tom the Immonal, later. Game Masten should
hne fun with the obvious confusion thai will ensue from the characten
InllJal meetmg with the genLle shepherd's twin brother. They Mwluld
have no clue that the second Tom is someone else. The twins look
alike. they sound alike. they have the same mannerisms. and e\'en their
aura's are Similar. The mam differenee IS that Tom the Immonal is not

as nice and he is magically immon.al. He tends 10 live in the higher
reaches of the Old Kingdom Mountains and has not seen his brother
m centunes.

Tom II the Immortal can be encountered one of the Crystal QueslS
or may be encountered as a separate side adventure. Player characters
could run into the giant while adventuring in the mountains. at a church
tournament orthruugh other involvement with the Church ofthe Scar.

If the group first sees Tom II in a tournament baltic, they will be
unable to approach him. since he is the Great Priest's Champion and
very busy.

If they encounter Tom II on his own land or on a quest for the Crystal
King, the players are far more likely to mistakenly recognize Tom II
as Tom, who in as much as a single meeting should have impressed
them with his friendliness and morality.

Thc: warrior will be quite annoyed with anybody who presumes to
know him. He is actually quite good nalUred and enjoys a bit of decep
tion Consequently. he is likely to pretend to be his shepherd brother
and have some fun with these "Iowlanders:' He may even go so far as
to make up a story and get the chaJ1llC'ters Involved in his own mischief
Of troubles.

Tom illS NOT evil. Both Tom and Tom II are of the same anarchist
alignment Tom II just has no sense OfmoDlity, or rather. has lost all
sense of morality, and has trouble distinguishing between right and
wrong. He does not do things because they are wrong, or evil. any
more than he does things because they are good. or right. Tom II is
Just as likely to Invite the group for dinner:ls he is to fight them if they
insult him. He likes to drink. brawl, gamble and womanize.

Once any difficulties are overcome, and the group acknowledges
Tom II as a separate and distinct being from his brother. Tom II is
likely to be quite pleasant. If difficulties are not overcome. and the
group acts hostile. belligerent. or uncooperative. Tom II will suggest
that they leave his land or he will slaughter them. Tom II docs not see
anything wrong with killing, especially in difficult situations.

If the group remains friendly, Tom II will be interested in hearing
about their adventures. as well as their encounter with his twin brother.
The twins' paths do not cross anymore and only rarely do they think
of or mention each other. Howe\'er, they are still fond of each other.

Tom IIlivcs near the peak of a mountain in Calonam's domain. His
ca\e is located east of The Valley, He might even warn them about
The Valley, saying. -It is a place damned by the gods. Give it a wide
berth. w He doesn't know much more about it other than it is an unnatural
place possessed by "dark" magIc.

Tom 1l1be Immortal is also a shepherd .....hen he is 001 fighting at
the side of the Great Priest. He lives \'ery much like his brother Tom,
ucepl thai he lh'es at a much higher altItude, Tom II is prepared fOf
a fight at all times. He never knows ..... hen Cal()l'llmlKlem will appear
to take him along to the next tournament or to defend the church. Tom
.....ears magic leather armor (A.R. 1.5, S.D.C. 300) and has four giant
size swords on his person at all times. He can use all four blades
simultaneously and is a superior swordsman.

He is called Tom The Immortal. because he cannot die: or so it
seems. For reasons unknown to him, the gods bestowed upon him
special powcrs of immortality and superhuman endurnnce. l1tesc powers
turned the tide of a great battle against invoding soldiers from the

43

Western Empire. He became a vehicle of destruction and slew every
invader - though he was the sole survivor of that panicular encounter.
The Western Empire ga\'e up trying to track down the last of the
Rahu·Men and his people have been able to live in relative peace and
prosperity e\'er sinee.

A Cryslal Quest
If the group is on a Crystal Quest to retrie..-e a copy of the Tristlne

Qronicles, they may have to fight the giant warrior In order to get II.

Stealing is another possibility, but will earn the group hiS uDdying
contempt and he will seek revenge.

If asked about the book. Tom II proudly announces that he does
indeed have a copy of the legendary tome. It is 001, ho.....ever. the
original Tristine Chronicles.

Many times through the age.~. the Tristine Chronicles have been
referred to and quoted from, but no one has ever seen the original book.
The Tristine Chronicles have such a mystique and reverence associated
with them that many have sought out the ancient tome, whether for
fame, profit. or purely Ollt of scholarly interest. As with any highly
desired object. there have been many forgeries and morc th:m II few
honesl attempls at tr.Jnscribing the passages anributed to the Chronicles
in a sinl!.le text.

The ancient tome that Tom II holds in his possession is one of these
knock-offs of the true text. Tom II's book is entitled: The Complete
Tristint Chronicles.This tome is valuable in ilS o.....n right and is prob
ably over two thousaDd years old. Its age is the only fact that could
give it away as a fake. Tom II has held this text sinee bef<n the
Rahu·men ned to the Old Kingdom Mountains and he behe\'cs It w~
once pan of the Great Libnu) of the Western Empire. Tom II's copy
of the Tristine Chronides contaIns 110 references to e\cnts In the last
twelve ecnturies. but is otherwise a complete and unedited edition

The Favor
Aside from k.iIIing Tom II, or stealing the book. the group only needs

to do Tom II a special favor and he will give ilto them. 1be rahu-man
lives and travels through the upper reaches of the Old Kingdom Moun
lains. so he has seen the Crystal Fortress and Palace from a distance
when looking down from the surrounding peaks. He longs to \'isit this
enChanting place of beouty, but is unable to enter The Valley. because
he is considered a monster and is attacked by scores of guardsmen. If
the group can arrange for him to visit the Palace. he will give them the
book! How's thai for irony?

Unfortunately, this is not as easy as it may sound. They must try to
convioce the paranoid Crystal King to allow a "monster" into The
Valley. The king will be very opposed to such a suggestion and Will
say in reton something like, "It is a monster! I don't negotlale with
monsters. Kill it. get my book and be done with it!" No c-hal'Xter of
a good alignment who has met Tom II will kill him over a lousy book.
001 e\'en an ancient copy of the Tristine Chronicles. This creates a new
dilemma: To defy the Crystal King is to eam his animosity and get
scheduled with an Interrogator to be "reformed." The only optIons left
are to run away while on the quest (and be hunted do.... n and slain as
the object of somebody else's quest or by Arc-hie or one of the Crystal
KnighlS) or get the dam book,

Showing a tnJc interest in Tom II's .....elfare. telling hIm obout the
Crystal King. their quest and their situation may be enough to Win the
warrior's favor and convince him to give up the book. More likely, he
will challenge the player character group to a contest of combat, If they
can defeat him they get the book. Actually, if they put up 0 good fight
and are good sports about the whole thing, he will gi\e them the book.
win or lose. In any case, Torn II can be a fonnidable ally or a dangerou~

r"".
Note: Tom II's stats are listed under those of The Great Prie~t in the

section about the Church of the Scar.



Tom U, The Great Priest's Champion
Name: Tom [[, a.k.a. Tom the Immonal.
True Name: Tomtom Werd'kli
Alignment: Anarchist
O.C.C. & Level: Mercenary 20th, Shepherd 8th
Race: Rahu-Man, but immona1. Age: 1000 years
Size: 15 fttalJ (4.57 m), 500 Ibs (227 kg), Sex: Male
Attributes: I.Q. 17. M.E. 24, M.A. 5. P.S. 28, P.P. 22, P.E. 22,
P.B. 12, Spd. 8
Hit I·oints: 128 and immortal. Natural A.R.: 4.
Armor: He is always clothed in soft leather of iron: A.R. 15. S.D.C.

300.
Natural Abilities: Immortality: Tom II cannot be killed. Aftcr any

ball1e during which Tom II has taken severe damage, he will fall
into a deep healing trance for 8 to 48 hours, The length of the trance
will depend on the extent of the damage - gener:llly 8 hours for
every 100 hit points of damage or missing appendage. When he
awakens. he is fully restored. including the growth of new amlS and
legs if necessary. Even if he is decapitated or blown into a million

'Pieces, Torn [[ will reappear 48 hours later in full health, Nole:
Nonnal healing magic can be used on Tom JJ to avoid the compara
tively long regencrative process.

Second Wind: When Tom 11 loses h:llf his hit points. he feels
like he has the wind knocked out of him. His fighting abilities
become impaired. He can continue fighting. but all combat bonuses
and allacks per melee round are reduced to half. If he continues
fighting. and he is reduced to zero hit points or less, he gains his
magical "second wind!" He can continue to fight until - 128, During
this period the number of attacks per melee are increased to 12 and
all combat bonuses return to nonnal. When the battle stops. the
immonal mhu-man collapses into a coma and automatically begins
to heal.

Psionics: Minor, all 1st level abilities. I.S.P.: 98
Magic: None.
Magic Knowledge: None.
Magic IlemslWeapons: A set of twO matched long swords (giant sized,

208 +5 damage, +2 to strike and parry) and two matched shon
swords (giant sized. 206+3 damage. +2 to strike and parry). All
are of dwarven manufacture with superior balance and all are en·
chanted with eternally sharp blades (all bonuses noted above).

Combat Abilities: Hand to hand: mercenary, W.P. ball and chain,
W.P. battle axe, W.P. blunt. W.P. knives. W.P. large shield, W.P.
large sword. W.P. paired weapons. W.P. pole anns. W.P. small
shield and W.P. small sword at 15th level; W.P, spears/forks. W.P.
targeting and W.P. throwing axe at 13th level; W.P. crossbow,
W.P. shon bow and W.P. slaves al 9th level.

Eight (8) attacks per melee, critical Slrike 19-20, stun 18-20. + 12
strike (includes all bonuses). +17 parry (includes alll>onuses), +8
dodge. + 21 damage.

Other Bonuses: +5 to save 'IS psionics (nonnalty 12 for 3 minor
psionic so Tom II saves with a 7). + 7 'IS insanity. + 4 'IS magic!
poison.

Skills of Note: Speak troll, faerie. elven. western and southern 99%.
cook 99%, demon and devil lore 98%, faerie [ore 99%, preserve
food 99%. recognize poison 99%, recognize precious metal and
stones 99%, recognize weapon quality 99%, sense of direction 99%.

Possessions: Tom lives for ballle, and does nOt collect much in his
cave. He has the "Tristine" book because it was from the good old
days. He has his weapons, armor. and a little to live on. Otherwise
any treasure he accumulates goes to the church.

Description: Tom II is among the largest of the Rahu-Men, towering
at 15 fcct tall. He is nearly 1000 years old now. like his twin brother.
but he hasn't aged in hundreds of years. He is a four armed giant
who is still in his prime. He can use all four swords simultaneously,
usually using the short blades to parry any attacks while striking
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with the others. Any two nonnal opponents are sadly outnumbered.
Tom IJ's fighting style has earned him the nicknames of "Goblin
Chopper" and "Big Bad Slice and Dice" througholltthe mountains.
Tom II is often seen with Klem The Great Priest. Caloram's alter-ego,
The mhu-man is the only person. other than the real Klem. who
knows that the Great Priest is really a dragon. The two are close
friends and protect each other.

The Titan's Cave
Adventure-----------
G.M. Nole: Knemm the titan. is one of the very few beings in the
world who can correctly direct the characters to The Valley of the
Crystal Fonress. Thus. Game Masters should have the player group
encounter him at some point before they reach The Valley on their
own. Bernie knows al>outthe titan but is not likely to have any reason
to mention him.

The Game Master should feel free to modify the events leading up
to the group's meeting with Knemm, including misdirection to The
Valley and additional adventures of his or her own decision. However,
they should meet him and see the Crystal Goblet before they reach The
Valley and the Crystal Fortress, They can stumble across his cave or
run into him in the wilderness. The titan may even come to their aid
and invite them to join him at his home. a surprisingly comfortable cave.

The titan is friendly and hospitable, but there is also :I feeling of
sadness about him. He will make them comfortable and engage in small
talk before he begins to tell them a sad !ale.

The Story of the Crystal Castle
& Cryslal Mage

Knemm will tell them the story of the Crystal Castle. as he remembers
it. The story that the titan tells differs from the "official" history of
The Valley.

Knemm was a knight-errant. The Crystal Mage. as Knemm calls
the Crystal King. was his panner, an elven knight from the east. Knemm
and the knight/Crystal Mage wandered the world as a pair, seeking
adventure and righting wrongs. They wandered into The Valley of the
Crystal Castle and discovered an entire castle. keep lind fonress walls
made of a strange crystal material. Fascinated, they began to dig and
uneanhed more of it. The digging went surprisingly well. The climate
and terrain of The Valley was far less forbidding than the rest of the
surrounding mountain at that altitude.

A handful of crystal anifacts were found. Sadly. they somehow
negatively affected his elven companion. The elf seemed to become
more solitary. and selfish. Initially. Knemm was gmmed a number of
crystal devices, including a great crystal sword (The only crystal sword
that had been found at that point. II is currently entrusted to Sir Slandel).
Knemm will go into detail, describing the sword and its powers to the
group (see Sir Siandel in the section about The Crystal "-ortress).

He goes on to e1tplain that the elf. who he now only refers to as the
Crystal Mage, tried to keep the majority of the anifaets for himself and
even tried to take back the items belonging to the titan. The Crystal
Mage continued to change in attitude and demeanor. The two argued
and fought. Knemm was beaten in battle and begged for mcrcy. Luckily
the code of chivalry still held some sway over the Crystal Mage, and
he did gram him mercy. Knemm was stripped of his annor and weapons.
and exiled from The Valley. He was able to keep only a small crystal
goblet (and the necklace around his neck which he contends has lillIe
or no magic power). He will show our heroes the goblet to convince
them that crystal magic does exist.



---
The goblet is made of solid quartz crystal with a spot of color at its

base (a ruby fused into the crystal), There are also fille veins of gold
and silver branch1llg out from the colored heart and extending to all
edges of the goblet. somehow magically buried in the crystal. The Titan
will explain that It is a psionic device and only one of many that were
discovered, By expending one (1) 1.5.1'. on the goblet. while filled it
will negate any poison. toxin. or disease in the nuid and make anything
drink taste bellcr. The goblet can also convcrt any beverage into a
nutritiou) meal, fully satisfying. and healthy. Even better, it can conven
any liquid 111 it into a superior healing potion.

Any psychic can usc the goblet once he has object read its operation
a few times. After using the goblet, more of its powers are revealed,
Kllem:ll is careful not to let this happen and will snatch the goblet out
of a person's hand, !>lIying, "Okay, you get the picture:' He's very
protective of his crystal, Knemm will say nothing of any other abilities
the goblet may have. Any psychic in the player group will only be able
to detect the first abtlllY after two (2) object reads. 1be negation of
poison after five reads, and the healing pocion aspects after a tOlal of
nine object re~s.

Knemm's Necklace
If the group notices his necklace and questions about it. he will

explaJII that like many of the crystal anifact.s that were found. its po.....ers
"'ere never really uncovered. It is lillie~ than a useless bauble (the
po.....er of the necklace Will make hiS words ring TRUE!). but it has
great senlimental \'alue for him, since: 11 was one of the only anifacts
that the Crystal Mage gave him ""hile they were still friends (very true),
If one of the players IS able to handle the necklace and do an object
read, only its first ability could posSIbly be re\'eaIed, It is unlikely that
Knemm will allow e\'en that.
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The crystal necklace worn by Knemm is an ancient magic device,
and one of the less powerful ones at thaI. Its mosl apparent power is
to disguise the wearer's psionic abilily (on command), making him
seem to be weaker than he really is: i.e. a master psionic appears to
be major, a major psionic appears to be a minor, and a minor psionic
appear to have no psionic abilities at all. E\'en thc ability to see aura
and detect psionics will be fooled.

But it has other abilities too. It can alter the aura and dee:ei"e psionic
and magic "senses" to make him appear 10 be telling the IJUth e\'en
when he's lying, alter his aura 10 appear to be of a different alignment,
weaker or more powerfullhan he really is and similar disguises on the
psychic level, Note: Kocmm will oc\'C'r reveal the secrets of the necklace
10 any member of the group. Also note that the neclt.lace does NOT
register as being magk,

Since: Knemm is likely to be using the crystal necklace's abilities
whenever he meets with the ad\·enturers. He may use it to complete:ly
alter his aura, but he doesn't have much I.S.P, remaining after that and
the duration of the magic from the necklace is about an hour.

The Titan's Quest
Knemm will plead with the group 10 confront the Crystal Mage, to

make him see how he has changed and has been COfTUpied by the "evil"
crystals.

"I must tell you the full tale of glory and betrayal so that you may
decide for younelves whether this ventW'C is WOMY of your questing.
You have certainly all heard of the Tristine Chronicles and lhe acts
contained lherein, The acts and intrigues described in this great book
are those that shaped the world and brought to lighl all that we now
experience. I would like to qoole to you a passage Ihat began this SOtT)'

tale. For it was this passage that brought me to lhe Old Kingdom
Mountains and the spirits of evil and betrayal."

Knemm will reach into the inside of his cloak to pull out an ancient,
or at least ragged, piece of parchment with text that he claims was
copied directly from the original Tristine Chronicles. He will put the
parchment away as soon as he is done reading, and will let no one
examine it.

Yta (Ind so ;1 WllS in Ille &I)'S thm Iht' Old OIrt'S wert 110 more lind
tht world brrtIJhtd II sigh ofgrtlll relit'f. Yea "erily did Ihe world rela.(
lIS Ihe races Ihm remai/lelll111 Ihe batl/t'field behind 10 return 10 Iheir
hometa/uls. II l<'/1,f Ihe Ilo .....n of {l lIew (lgt, Millry were Ihe OJllCltlits l/I1d
homeft'ss. I/ldeell, m(llry IlOmelmlds dill perish in thlllliUlllic mlll/r wilh
Iht Drl'lldtd DIltS. Tht I'e')' e(lrrh of o,.r world WIlS ripped llsunder
(lIld mlly ill Ihe fintll tlJ/rapmcnt of Ihe lasl and grcmesl of lire Old
Ones was Iht' la/l(llIIlldr .I"I'O/t agoin. Ami )'el il was Il(J/ as it W(IS befort .

So it was, thm Ihe //lark of thilt horrid battle should t,'er rtnUlin in
tht world (is sent;nt/Io Ihm lime, for us, for 0111illlc. A mounll/in rallgt'
tlr/lt will,lel·tr, )'M could Ilt\'tr. ptrish was raised up us a ftstering
scar on Iht ""orld, murking whert Ihe lost of Iht Old Onts ...os COSI
down inlO tht grQund itst'/f. And so did Iht ground festtr and Iht
mounwins dimbf'd up as that ",oltnd hMled. A scar 10 //lark fort'·"
tht dumagt don~ If} Ihe world,

1be litan becollles a bit more exciled as he continues. "I believe the
'great scar' is what we call the Old Kingdom Mountains. There are
other texts that confinned this notiOfl. Furthennore, in the days before
the Old Kingdom or Timiro, this range of mountains was called 'Lie·
talon's Scar.' and still is by some of my people. Have you ever heard
of the Cult of the Scar'!'

He doesn'l wall for a response. "Its worshippers also believe that
some of the Old Ones sleep beneath the Old Kingdom mountains. Many
limes throughout the ages, different races have retreated to these high
lands. Most recently. the mountains became the last refuge for the
rahu·men when they ned the wrath of the Western Empire. Before that,
the dwarves chose this as their last refuge in the greal war. E\'cn earlier,



a thousand wizards retreated here at the end of the Time of a Thousand
Magics. Why here? Are they drawn here by the power and magic of a
slumbering Old One?

'1"hc:re ~ many stories within the mountains and it seems that in
each case the stOl')' has an unhappy ending. People who come to these
mountainS. especially this particular range of mountain. do not flourish.
Nay. far more frequently it is a wounded creature crawling away from
the world. seeking no tnOf'e than a comfortable place to die.

"In earlier days I always saw the other side of death. the hope that
springs eternal in youth, the belief that death brings rebinh. But nature
has forsaken these mountains. If rebinh comes it is always something
evil. cursed. or damned!

"I say to you. look as far away from this accursed land as possible.
I came here wilh a fellow knight looking for adventure. We thought
we'd find it in a land rich wilh history. Inslead, I lost a dear friend and
ha\'e doomed myself 10 a fruilless existence. All because of the evil
traps of this god forsaken land! A land I believe has been twisled by
the e... il and magIC of the Old Ones who sleep beneath its rock!"

The aged Iltan is obViously a tortured soul. He is bound by promises.
oaths and dreams which are wearing on him in his advanced age.
Knemm will pelition the group to accep' a quesl. He'lI beg lhem to
bring his old friend back to him (the group should realize that Knemm
Implies a physical return). To put an end to at leaSI one small pan of
the "evil" of the slumbering Old Ones that festers in these mountains.

If they accept his quest and are successful. the titan promises 10 give
them a small token of his appreciation. the crystal goblet. as a reward.
Any man of magic or thief will estimate its wonh in excess of a million
gold (if sold to the right alchemist). The titan recognizes its value, but
dIsmIsses II as unimportant to him. "Myoid friendship is worth more
than a few million gold pieces." If necessary he will play up the value
of the anifaclto gain the interest of the greedier and/or less sympathelic
members orthe group. Ho.....ever, he will resen'e the goblet as a reward.
He will also beseech them to be on their best behavior lest they also
fall 10 evil.

Knemm plays the role of the classic titan to the hilt, spealcing of
goodness and fair play. He will wam them repeatedly 10 avoid the lure
of the magic crystal. He will tell them how when he held the cryslal
sword, he fell himself changing. He will repeat that his friend has been
lost to the crystal and that it has stolen his soul.

"Just as the crystal is cold to the touch and appears like icc. so will
it freeze your hearts and harden your minds against others. The lure of
the crystal is slTOng and ils beauty is enticing. but it only leads to
despair and sorrow. Be strong and fight il. DeStroy it. if you can!"

Knemm The Titan
The Crystal King's Old Partner
Nam.: Knemm
Tru. Name: Nemus lsariu$
Alignment: Good. scrupulous? (actually anarchist but masked by I

crystal necklaceJamulct that he wears beneath his tunic).
D.C.C. & Lenl: Knight 20th
Ra~: Titan, Age: 1170 years. Siz.: 13 feet tall (3.96 m). 600 Ibs (270
kg). Sex: Male.
Attributes: I.Q. 13. M.E. 5, M.A. 15. P.S. 28, P.P. 18, P.E. 22,
P.B. 29, Spd. 16
lilt Points: 102
Armor: Specially crafted Giant Sized Plate Armor: A.R. 17. S.D.C.

350. and il weighs 120 lbs (54 kg).
Bonuses: + 14% vs coma/death, +4 vs magic/poison.
Natural Abilities: Night vision 90 rt (27 m). see the invisible. tum

dead 80%, great physical strr:ngth and beauty. channfimpress 9()lI,.

Psionics: Minor. all l511eyel abilities, J.S.P.: 103.
MagidCkrkaLfHealing: None.
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Magic Knowledg.: None.
Magk It.msIWeapons: Crystal goblel and crystal deceiver necklace.

Knemm is bonded to the necklace. Noone ean bond to the goblet.
Combat Abilities: Hand to hand: knighl. W.P. large s.....ord. W.P. large

shield. and W.P. lance. all at 15th level proficiency. Howeyer.
Knemm refuses to fight unless he is fighting by the Crystal King's
side.

W.apons: Greal Sword, equivalent to a giant sized flamberge, 406
damage.

Skills of Note: Horsemanship (Knight), speak. troll. nonhem, southern.
eastern, western, elven. dwarven, goblin. wolfen. ogre and faerie
99%, read/write elven 99%, disguise 84%f50%, forgery 94%/65%.
identify tracks 94%/75%, medical 99%199%, piCk pockels 85%.
scale walls 99%, ttll.po'skin small animals 99%199%, trlIpiskin large
animals 99%, use poison 96%, cook 99%. demon and devil lore
99%. facrie lore 99%. recognize precious melals and stones 99%.
recognize weapon quality 99%, sing 99%.

Possessions: Aside from the cryslal goblet. Knemm has few posses
sions. He has holed up in his cave, making it comfortable. but his
obsession prevents him from improving his 101 in Me.

Description: Silver hair, warm eyes, a giant noble warrior. He does
not wear the plale armor nor wield the great sword in his cave. but
he keeps them highly polished and on display in his central chamber.
Titans ~ purplned to follow the code of chivalry. and Knemm
seems to also. He always seems helpful, honest and friendly.

Although Kncmm is obsessed with gctting even with the Crystal
King. he is still loyal 10 him as his only true partner. Knemm is not
evil. although he may be slightly insane.

The Way to The Valley

1llc Titan will describe the path from his cave to 1be Valley. It is
an arduous path thaI winds over the spine of the Old Kingdom Moun
tains. Knemm's cave is near the top of the mountains on the nonh face.
The Valley is on the south face. Unless great care is taken, the group
is not likely 10 be able to backlrack 10 the cave once they've reached
The Valley. With all the rock crags covered with hard-packed snow.
one path looks much like another. When the adventurers come upon
the end of the trail to The Valley, they will be in a steeply slanting
canyon that leads down 10 14,000 feet (4300 m), with stecp rock walls
011 both sides.

Knemm will insist that they hurry, as the environmenl on the top of
the mountains is extremely hostile. He will harp on the need to hurry
and insist that they leave no trace of their path. He will admit thai he
fears that their path might be tnlCked back to him.

The only other roule for the group to take is back down the mountain.
through Tom's pasture. through the silent fOCC'Sl (possibly encountering
other things lhere. especially if Selsesstissan has been released). and
back to the Town of a Dozen FractS. From there, Archie may meet
them anyway. and hire them for protection, and lead them either to
The Valley or on to other adventures in the mountains. 1be savvy game
master should be able to find any number of ingenious ways to bring
the group to The Valley.

Knemm will give them any possible advice that might aid them in
this task. However, his knowledge of The Valley is extremely outdated
by about a thousand years. All he knows about The Valley is its exact
location. the way through the main entrance, that it has been lransfonned
into a foresled paradise (he assumes by use of eyil crystal magic). He
knows that some humans and dwarves populate 1llc Valley, but he
docsl!'t have any idea how many live there. He will also warn them
that the main entrance is guarded, but that they ~ in no danger as
long as the group is polite, friendly and makes no hostile gestures.



The Barren Cirque
A mini-adventure

The group may accept Knemm's quest. or decide to lm'estigatc his
claims; or 00(. AI any rate. they arc likely to head deeper inlo the
mounla.ms away from the Jedrie Pass and in me general directioo of
The Valley.

The path beyond Tom's pleasant mountain green aodlor Knemm's
cave leads into the scrub highlands. The path will then begin a dramatic
upward ascent. A full twO days hard journey will take the group into
the helghlli of the Old Kingdom Mountains. Thc path is not so steep
thaI mules and horses cannot rollow, but they will slow lhc group down
to a four day JOUrney.

There are a number of side trails branchmg off from the main path.
These trails lead 10 places of lillie consequence, typically a mountain
stream. spring, or liny village of non-humans. Following the din trails
can only Ulke the chlU1lClCrs away from their intended direction and
may lead 10 trouble (sec: random encoonlef'5). The eastward pathS lead
to the most hostile:uea of foreslllohere bands of mean spirited non-hu
mans. monsters and predatory animals make their homes.

Higher up. near the timber line, the forest begins to thin somewhat
and the trees become increasingly twisted and gnarled. as is common
In a krummholz region at an altilUde of over 8000 feet (2440 m). This
IS also the domain of increasingly gnarled and twisted creatures. Some
of the creatures that mhabit this region are predommantly subterranean,
bul In this twisted forest they may prowl the surface at night. Devil
diggers. goron. gruunor, loogaroo. rock crawlers. and others are nOI
uncommon.

Another 2000 feet (610 m) higher and even the gnarled trees cannot
survive. All thai remains are rocks and mountain scrub. 1be trail is
even fainter in this region and the way will become even slower. Pack
animals have great difficulty navigating over the julting rocks and loose
earth. The mountainside becomes steep with many abrup( cliffs and
inclines. Choosing to scale the face of the mountain would be quicker.
ahhough more dangerous. 1be path may be slow travelling but is com
paratively safe. Another 2000 feet (610 m) higher and this pan of the
ITIOIJnt.ain ends. Tl1e path leads over the top of a cliff and out onto a
ITIOIJnt.ain cirque. Towering glacier peaks are visible on the righl and left.

The air is elttremely thin up here. so altilude sickness is possible.
The quicker and lighter they travel the less likely they are to suffer
from the stress of the: altilude. Sigmund will be unable to fly at Ihis
a1tilude and even magical flight is difficult. 1be air is thin. il is very
cold. and unless they are prepared for the condilions. the group might
suffer from frostbite (Ihe titan will gladly gh'e them furs. blankets and
food).

The floor of the cirque is approximately one mile (1.6 km) wide
and deep. The mount.ains closes in on three sides. but the north side is
open 10 the sky. The northem view from the cirque is impressive since
the face here IS so steep. It is possible to see the Inland Sea which lies
almost 200 miles (320 km) to the north, and one can almost make out
the coast of Lopan 200 miles (320 km) further. 'The view is always
clear since the air is clean. crisp and cold. The cirque is above the
clouds. so it is also very dry.

1be trail seems to end in the cirque. II is a desolate square mile (2.6
square km) area. 1lIere are the ruins of an andent village here. although
there is no tntce of who once lived here. 1be size and style of the
buildings seem to suggest human builders. but who can say'! Most of
the wooden buildings have collapsed. but the arid conditions have
preserved the wood. which is often used to build crude shelters by
tnt\'elers. Scrounging through the debris (for a full day) is likely to find
the industrious individual a handful of coins (I D6 gold or silver) and
assoned ruSted adventuring gear, but no gems. jewels. or anything else
of value.
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If Bemie has lead the group to the cirque, he ..... 111 infonn them that
this is obviously the end of the tnti!. He has never travelled any further
and it sure looks like a dead end. The old ranger will become nervous
and fidgety. He won't want to camp here. even for a few hOUTS. If the
group wants to linger. Bemie will bid them farewell and depart. lfhe
is detained by the group. his condition will degenerate. He will become
frantic and beg them to leave. He honestly doesn't know why but he
must leave and so should they! A mind probe won'l shed any lighl on
the situalion. One can only presume that somelhing terrible happened
to him here and he has blocked it from his mind. Bernie will sneak
away the first opportunity he gets.

If Sigmund is with the group, he will prefer to remain In the cirque
for a while. rather than go back. He will encourage the group to stay.
in hopes of uncovering the mystery of the ruins and possibly Bemle's
odd behavior, He'd like to know .....ho or what Bernie thmks they will
meet here.

The cirque is not a dead end. Inlense searching (several days) will
uncover a trail that leads down and east back to the lo.....lands and a
second trail that continues upward.

The Beast Dragon
Nightfall will be uneventful. The group will nOI be bothered. except

by possible encounters with goron or rock crawlers. Ho.....ever. the
group's passage through the krummholz below did not go unnoticed.
and a variety of creatures could decide to follow them.

One of the creatures that makes his home in the twisted fOTeSl below
is Dwayne the Beast Dragon. At the end of the second day in the cirque.
the travelers will hear a large creature approaching from the trail which
they came up. A large Beast Drolgon (A.R. 12, Hit Poinls 310. Speed
20. I.Q. 6). will appeM. He is here to terrorize the unfortunates that
have come to the ruins. 11Je monster will terronze the group as best
he can and will threaten all types of temble pumshment unless they
give him food and valuables. For all of his bluster and bellowing threats.
he is unlikely to kill anyone. Dwayne has been terrorizing this area for
hundreds of years and has grown soft. He is fllr more interested in
scaring people and picking up It few trinkets than actually doing bailie
He has a huge ego and would like to think of himself as the lord of
this region.

He is more likely 10 retreat than to fight when outgunned. He has
learned thaI he can usually get everything he .....ants withoul kIlling. He
will often demand tribute from those unfonunate enough to be trapped
in the cirque. Dwayne's typical demands will include: "Give me your
animals. I'm hungry:' or "Gh'e me all of )'our good Sluff. Especially
the shiny things:' or "Cringe befon:- my might! Beg for mtrt'y and I
may spare )'our wonhless lives!" He loves it v.hen people bo...... scrape
and whimper before him. In fact. if he is really Impres::.ed by how
afraid people are, he often forgels to ask for any loot and leaves very
content with himself.

If the group complies with his demands. Dwayne .....ill lea\e them
unmolested for a fe .... days. after which he'lI gct hungry. bored. or
lonely and come back to lerrorize them some 1l'IOf"e. If the group doesn'l
have anything that Dwayne wants. except for being afrnid of him. he
will demand that they "find some good stufr'nnd bring it bad. 10 him.

Dwayne is a silly creature. full of bluster. but he IS not to be talen
lightly. 11le dragon beasl can be \"ery petty and cruel, When bacled
inlO a comer he fighb like a holy terror. Be does not relate well ..... lIh
humanoids since he is not tembly intelligent and sees them maml) as
soft squishy things that taste good. He has terrori7.ed thiS region for
centuries and visited The Crystal Valley before the powers of the fortres~

were fully in place. In fllet. he may tell the characters to "climb up to
The Valley and bring me back all the gold and magic items )·ou can
carry. Do this and I will spare you:' 1lle beast dragon ....on·t offer
much more mformation than thaI. other than the general direction :l.nd
that they ha\'e liule to fear from "a bunch ofunyd.....an.es and humans."
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Dwayne, The Beast Dragon
The Crystal King would like to ~e the beast slain for two reasons.

One, it knows how to get to The Valley and it occasionally ~nds

outsiders to ic. Second. in the past it has invaded The Valley and ate
two Valley Guards and one Palace Knight. taking with it a crystal
communication headband.

Most other inhabitants in the area avoid the monsters. One village
of goblins who live near his cave have developed an entire routine in
which they bow and pray to the creature as if it were a god. Dwayne
loves this and has even corne to these goblins' rescue on more than a
few occasions. He never asks them fortribute unless he is really hungry.

Name: Dwayne
True Name: Each head has its own name. from righl to left they are:
Dih. Wahy. and Nih - Dwayne.
Alignment: Miscreant
D.C.C. & Level: Not applicable for this monster
Race: Beast Dragon, Age: 1000. Size: 20 feet long (6.1 m). 9 feet tall
(2.74m). 7000 lbs (3150 kg). Sex: Male.
Attributes of Note: I.Q. 4. P.S. 24. P.P. 18. P.E. 20
Hit Points: 245
Natural A.R. 12
Natural Abilities: Nightvision 40 feet (12.2 m). proWl 30%. climb

50%. swim 78%, bio-regenerate 206 hit points per melee round.
and breathe fire (306). breathe toxin (306) or bite. 206 damage.

Psionics: None.
Magic: None.
Magic ltem.sl\'Veapons: None.

Combat Abilities: Six attacks per melee (two per each of the three
heads).

Other Bonuses: +3 to strike. +4 to parry. +6 to dodge. +6 to
damage from bite or claw. and + 3 on all saving throws.

Weapons: None, although it may use clubs and throw rocks.
Skills of Note: Speaks goblin. elf. dwarf. and eastem 80%.
Possessions: 1100 in gold, 600 in silver. 2200 in gems. three Old

Kingdom dragon coins. plus 13 broad swords. 23 knives. twO
brightly polished shields. a crown made out of fool's gold. a magic
thunder hammer. a cracked and useless crystal ball. three silver
daggers. a brass goblet (10 gold). a gold cross (wonh 90 gold). a
bollleof Westem brandy. and a crystal communications headband.

Description: See Monsters & Animals, page 15, for a detailed descrip-
tion of the beast dragon. Dwayne lives in a cavem to the east.

C.M. Note: Players may assume that Bemie was afraid of the beast
dragon, but this is not the case. The ranger has takcn Archie on some
adventures and has even been to the edge ofThe Valley, but his memory
has been altered to make him forget and to be afraid, never to retum.
Unfortunately for Bemie, the Interrogator who "refonned" his mind
went overboard and is the root ofhis strange behavior and memory loss.

A chance encounter with Caloram
All the land between Knemm's Cave and The Valley is the domain

of the Church of the Scar (in addition to other adjacent areas). The
non-humans of the church are likely to see the adventurer.; as intruders
in their territory. The Great Priest (Caloram) is always on the look out
for an heir to carry on his legacy and equally alert for enemies of the
church. He may send his champion. Tom II the Immortal to stann
down on them or investigate in person. He will spy on them from a
distance, before finally sneaking up on them in his favorite disgui~

(metamorphosis) as Klem the Kobold.

When Caloram appears as Klem, he looks like a typical kobold Priest
of the Cult of the Scar. Klem's (or Caloram's) aura appears as that of
a very powerful priest or even a demigod. It is impossible to distinguish
Klem's aura as that of a dragon. The Dragon's Breath Twig is Klem's
only visible weapon. Klem is an extremely old looking kobold, just as



ne is an eJltremely old dragon. He may eventually manipulate them for
hIS own purposes. Not~: 11M: Greal Priest will not gel involved with
the group unless tney linger in his kingdom or make a big comlllOlion.
Sec the Churt"h or the Sar for more deuils.

The Valley at the Top of
the World

Localed In ttlt: upper reaches of lhe Old Kingdom Mountains is a
place- kno.... n as The Valley. It is an eJlpanse of nat [and Ihal Iks
bet .... een a number of high peaks. The valley is shaped much like a
long tnangle polnllng 10wardS tne south. The noor of lhe valley slopes
doin from the nonh 10 the south. A single river meanders from lhe
nonh 10 the sooth down liS cenler. 11M: source of the river is somewhere
In lhe peaks 10 the north; a combination of hot springs and melting ice.
1llc: nat area Slrelches 30 miles (48 km) north to soulh and 20 miles
(32 km) easl to west. It is located al an allitude of abom 14.000 feel
(4267 mI.

What makes The V1tlley unusual is thm it has a forest. fannlands
and people! The scrub ends at an altitude of 12.000 feet. [I should be
impossIble 10 have any signilicant vegelation growth. lei alone an entire
forest. with animals and townsfolk! Obviously some great magic is at
.... or!.

11M: Valley has three notable lo....·ns with a combined populalion of
alJPfUJllmately 6.000. Of these. lhe majority are humans and dwarves.
each comprising about 45~ (or 2.700 each) of the total populalion; 5%
are eh'es (appro:c.. 3(0): the remaining 5'.1> (300) are changelings. ort"s.
~. kobolds. and other humanotd races.

The maJorlly of the dwarves hve m Alpine Burg. which has a popu
lalloo of 2.000 dwarves. 800 humans. and under 100 from other races.
The largest number of humans live in Lake Town. which has a popu
lation of 1.500 comprised solely of humans. Rh'er City with a popu
lallon of 900 is inhabited by almost all of the elves. along with a like
number of humans and. as odd as it may seem. a couple dozen dwarves.
There are also aboul 100 residents at the Crystal I'alace. half of which
arc Palace Guards.

The remaining 700 or so residents orThe Valley live in tiny villages
or farms in the areas around and between these three towns. Most of
lbe farms and ranch areas are located bet.....een Alpine Burg and River
Clly. and most of those agricultural orkers will orten live in one town
or tbe other. 1bese people are kno n as those .....ho live on Th~ Road
bet .....een Alpine Burg and Ri\'er City; those .... ho Jive in The Hills in
the North and NortheaSI and lhose .....ho farm and ranch The Valley
Floor. Yes. unimaginam'e names. but that's the way these people arc.
The only other groupof people n<X counted among the regular population
are the 200 Valley Guards. There are no slaves in The Valley.

In addition 10 the humanoid residents of the valle)' are the following
domesticated animals: 3.000 chickens. 500 ducks. 100 geese. several
hundred quail (allowed to roam wild). 2.500 goats. 1.000 pigs. lind
1.000 sheep. as well as aoout 200 dogs. and lish. It is important to
mention these animals because all of them were brought to Thc Valley
- It is too high up. cold, and devoid of even scrub vegetation for these.
anmlals to be indigenous. They are the only animals brought to this
place- of magic: no horses, mules. deer, cows. cats, wild birds. rabbits.
rats or other rodents lh'e In the valley. likewise. there are 00 domes
tlcaled or enslaved monSITOUS animals such as gryphons or dragon
beasts.
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Although only about 60% of the population could be considered a
work force. over 90lJl of the worter.; are engaged in farming. herding
(goat. sheep and pig) and fishing, The remainder are either in the service
industry (carpentry, making clothes. running shops. and la,·ems. Ctc.)
or in the military. Agricultural land comprises about 50 square miles
(122 square km). roughly 2()Cl, oftbe total land in 11M: Valley.

The Official History
of The King & Valley

This is the story of the Crystal King and the Crystal Fortress liS told
by the residents of the Valley. Howcver. many folks are nOl likely 10
care about. or even be aware of. their history. Such is the case at Lake
Town .

1llc: Crystal King was originally a knight and a master psionic who
chose to travel tbe .....orId as a knight-errant. It is unimponant who he
was then. il is enough to know that he was a true knight (Nol~: The
Crysta1 King will not reveal his prior name. only that he wti Imii;hted
in the Timiro Kingdom).

When the knight disco\'ered the Crystal Fortress about II: thousand
years ago. it was almost completely buried under the soil of The Valley.
Only chance led him to its discovery. He was travelling through the
valley. fearing he was being pur.;ued by a Beast Dragon that he had
spotted on his way up the pass into this valley. Unable to see the
invisible. or sense presences. and thinking that it had turned invisible
during its pursuit. he attempted to see auras around him (he wasn't all
that familiar with the creature's powcr.;). He aucmpted to scan the
horizon looking for conspicuous auras. JUSt as he passed near the tallest
tower of the buried palace. he was completely blinded by an intense
aural nash.

After he recovered. he realized that he was not being chased and he
set up his pavilion over the spot where the aura had temporanly blinded
him. A piece of cryStal projected above the hard soil and snow. He
auempced 10 uncover .....hat was buried there. but soon realized it was
much larger than he expected. He was able to uncover the lop ten feet
(3 m) of the highesl lOwer before he decided to seek help.

The knight returned to an old Owarven village at the base of the
mountains to hire laborer.; that would help him uncover what he had
found. (Nole: The village was the city state of Krikkt). As the true
scale of his lind was revealed. he summoned many of his companions
from his travels to assist him. especially to help in protecting his discov·
ery. Many of these men and .....olllen were nOlIO be trined with. being
stOUt adventurer.; of renown. So it was Ihat the Cryslal Fonress and
palace we~ di§COvered.

The knight became the Crystal King and used his rI(':..... found po.....ers
10 transfonn The Valley into a place where men and dwarv~ could
live. 11M: Valley was beautiful and so safe that the workers decided to
make their homes here. The noble king welcomed lheir company. With
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Rule #3 NO MONSTERS! It is your obligation to repon any sightings
of monsters in The Valley or allempl by monsters 10 gel in. and
assisl in its C:Xlennination. Rule # I is usually laken care of by !he
psychic po....'c:rs of !he fonress. Rule # 3 is a backup.

Rule #4 COOPERATE AND BE FRIENDLY TOWARD YOUR
FELLOW VALLEY INHABITANTS. II's only together thal .....e
can prosper and k.eep the monslers away. One for all. all for one:
this is a lighl.knit and loyal communily.

Rule #5 GET AN INVITATION! DO NOT ENTER OR LEAVE
THE VALLEY WITHOUT ONE! If you plan on visiting The
Fonress, you should first request and wait for an invitlition. When
you plan to leave The Fonress. make sure you ask. for pcnnission.
The same goes for enlering and leaving The Valley. You need an
invitation to entcr the valley or be subject 10 interrogation. likewise
you must noIify the authorities when you are leaving. If you plan
on coming back. you must get a re-enuy pennil (invit:lIion). Leave
withoul a re-entry pennit and don'l plan on coming back.

Rule #6 NO MONSTERS! A lillie more clarification. A monster
includes all demons. devils, and animal-like creatures, Including
intelligent ones like the sphinJl, dl1lg0n5. harpies. and so on.
Minotaurs are also considered monslers and giants are viewed wilh
greal suspicion. All monsters .....ere eliminaled in The Valley long
ago and they want 10 keep ilthat way. Races welcomed include:
Humans, Elves, Dwarves, Changelings, Beannen, Gnomes.
Kobolds. Wolfen (and kin), Orcs, Goblins. Hob-Goblins, Trolls.
Ogres. Rahu-men & Troglodytes. True animals are also allowed.
Supernatural creatures. including gods. are not allowed. It is in
teresling to note that the word god has fallen OUI of the spoken
language to be replaced by the word "monsler:'

There are really two ways the people of The Valley delennine what
is a monster and what isn·t. Both detenninalions are different. The
Cryslal Fonress is an intelligent entity and established control o\'er The:
Valley centuries ago. With the help of its chosen king. it works at
preventing any monsters from enlering The: Valley. The definition of

monster in this instance is provided by the actual crystal magic po.....er'in·
telligencc of the Crystal Fonress and/or the king. In this case, a monster
may be defined as any creature proclaimed as such by The Fortress or
!he king, including humans and humanoids! This, l'Io.....ever, IS a rare
occurrence .

The other way to identify monslers has already been discussed at
some length. In theconlellt of the game. a monster is any non·humanoid
creature found in the book Monsters and Animals, with the ellception
of most (not all) humanoids (what the Crystal Fonress calls "manlings").
Note: The Crystal Fonress was built a long. long time ago. when
changelings were still accepted and were not regarded as fearsome
"monsters." Thus, it accepts changelings as an acceptable, non·monster
race. However, it does not accept any creature thai is reptilian or
supernatural in nature. This includes such creatures as the gromek,
minotaur. lizard men. lizard mage. eandroth. kelpie. faerie folk. de
mons. devils. elementals and gods. regardless of their alignment. Ordi
nary animals. e\'cn ferocious predators are no! monsters.

The residents of The Valley follow the letter of the law and are
outrageously pan.lIOid of monsters. The Crystal Fortress and the king
have also instilled in the residents a fear and paranoia concerning oot-

s,

lime. entire towns sprung up and the people prospered. The Crystal
King used his po.....ers to keep The Valley safe from all dangers. Afltr
• while. the: people all decided to keep the Crystal King"s discovery
and the Iocafion of1lle Valley a secret from the rest of the world. 'The
Crystal King accepled their decision and helped form a fellowship
bound by an oath comparable to the Code of Chivalry. All who passed
through lhe Valley of the Crystal Fortress were also bound to the oath.
Few have ever left. Why would anybody want 10 leave?

The Crystal King is said to be a fair and honorable ruler and a skilled
warrior. He possesses Incredible magic powers (although nobody can
seem to answer where a (omler knight could have acquired such powers).
He alro commands a legion of guardsmen and interrogators who protect
him and the peopJeofThe Valley. The Crystal King lives in the Crystal
Fonres! near River City. He is rarely secn outside the: walls of his
fonress,

·""""~:'t{~ r~~

In general there are only a few laws;n 1be Valley. They are so well
understood and accepted by the residents thaI they are raRly talked
about or disobeyed. Thc:re are also other minor. "unspoken" laws and
rules of conduct known and practiced by the inhabitants.
Rule #1 NO MONSTERS! There are 10 be no monsters of any son

allowed into the valley. not even by invitation by any resident of
the valley.

Rule #2 NO KILLING! Except for monsters. If you kill any non
monster in The Valley, you will be forced 10 pay his next of kin
a "weregild."llIe weregild is the price that the community decides
a person is worth. No. there is no such thing as a worthless person
here. The: wercgild will range from 500 gold for a commoner. to
perhaps 5 million gold for a member of the court.

Thc: person responsible willlhen be interrogated and. if neces
sary. "reformed." The peoplC' in power believe everyone is capable
of being reformed. even if they have 10 do a mind wipe and stan
o\'t~r from scratch.

The Laws of The Valley



siders. Any person of any r,lee that is not already a resident of The
Valley is viewed as a potential danger or enemy. The Crystal Fortress
cannot prevent mortal beings such as humans. elves. dragons. etc. from
entering The Valley, however, it does have the power to keep out some
supernatural creatures. including faerie folk, ghosts, spectres. and ele
mentals. It does not have the power to prevent a god, devil. or demon
from entering.

While there are no other published laws. all other disputes and legal
maners. from stealing and vandalism to assault and murder. are sellied
by the court. There is not that much disorder in The Valley, except
from visitors, and there are rarely repeat offenders from al110ng the
citizenry, so the court is seldom busy. Serious offenses are likely to
lead to the reform of the offender. A person is reformed by psionically
"coITCcting" their thinking patterns and/or altitudes to prevem them
from doing the same wrong in the future. This reform is done by the
Interrogators and, if necessary or so desired. by the king or The Crystal
Fortress.

Titles & Formality
In some ways. the title "citizen" means very liule. Every residem

in The Valley is a citizen. The "titlc" citizen, means that you live in
The Valley, but in this regard, it also represents a collective mentality
in which the word "citizen" means they are members of an elite group.
"Outsiders" are either an enemy or a potential danger. Anyone coming
imo the valley either becomes a citi1..en or a corpse. Every "citi1..en" is
under the mind control of the sentient Crystal Fortress (more on that
later).

The title "Citizen" with a capital "C" or "Trosted Citizen" is reserved
for the sclect few whom the Crystal King and the Crystal Fortress have
allowcd to leave The Valley and return. In order for this to happen,
the Mind Comrol and/or loyalty must be tested and guaranteed (more
on this later too).

The title "Valley Guard" means the character is part of the trooSted
police force that protects The Valley from monsters and dangerous
outsiders. "Palace Guards" are the elite warriors who protectthc Crys
tal Palace and The Valley. All Palace Guards are knights.

The title "knight" means that the person is a warrior who has earned
the right to enter and leave the Crystal Fortress without invitation or
escort. A knight is a privileged guardsman. The term "knight" is
synonymous with "Palace Guard." all of whom arc c:l:perienccd or elite
fightcrs and all of whom have psionic powers. All military personnel
answer to the king.

A ';Cryslal Knight" is something completely different. The Crystal
Knight must first be a real knight and second. a Trusted Cilizen. Then
he or she must complete a Crystal Quest (see the section on the Crystal
Palace for more details).

All of these titles really mcan vcry littlc to the average cilizen.
However. they are important in how you are treated by the Crystal
King. the Court. and the Fortress.

The Typical NPC Valley Guard
The typical Valley guardsman is recruited becausc of physical

strengths important in combat. Many of The Valley's youths serve a
few years as a Valley Guard. Although psionic abilities are not common.
and the typical valley dweller has no psionic powers. youths with psionic
abilities are actively recroited to become guardsmen or interrogators.
One in five guardsmen will have minor psionics.

The job ofthc guard is to serve the king and protect The Valley from
monsters and invaders. The guards patrol the entire perimeter of The
Valley and regularly visit the various communities. The main concen
tration of the guards is at the pass near Alpine Burg and their headquarters
is located near River City. 1lle guard is made up of about half humans
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and half dwarves. with a few individuals from other rJces. The focus
of their training is with the crossbow. since that is the first line of
defence against monsters. especially flying creatures. Other areas of
combat training include targeting. short sword. large sword. and small
shield. They are typically 2nd-4th level foot soldiers with no special
abilities. Most are basically good guys. Their total disregard for thc
lives of "monsters" is more from mental control. conditioning and fear
than any evil intent. When a foot soldier reaches 4th level. he either
becomes a palace guard. a career soldicr/permanent Valley Guard. or
quits to pursue other ventures.

There arc high ranking guard captains. but they are not common; I
forevery 50 guardsmen. They are the truly experienced "career" soldiers
and will be 6th· 10th level. Mosl have no psychic abilities, although
thcy may have magic weapons or armour. There are roughly 200 Valley
guardsmen. 72 are stationed at the Main entrance and rotate in shifts
of 36. Another 12 to 24 are typically found at the Crystal Palace (in
addition to the 50 Palace Guards - all of whom are knights). Each of
thc three main towns will also have a d07..en Valley Guards visiting and
safeguarding their community at any given time. The rest are scaltered
throughout The Vallcy. typically in groups of six to 12. ever alen for
monsters and trouble. Of course. larger numbers will gather during
times of trouble and may be joined by Interrogators and Palace Guards.

The Typical Captain of the Guard
Alignments: Any. most often unprincipled. scropulous or aberrant.
O.C.C. and level: Soldier 8th.
Attributes: P.S. 18 or higher. P.P. 16 or higher. P.E. 14 or higher:
all othcr attributes are average.
llit Points: Average 60 for a guard captain. or use actual P.E. and

level (P.E. + 106 per level).
Armor: Hard leather: A.R. 10. S.O.C. 30 or a full suit of chain mail:

A.R. 13. S.D.C. 44.
Combat: Hand to hand Soldier or Knight, W.P. small shield. W.P.

short sword. W.P. large sword. W.P. crossbow. W.P. targcting.
Guard captains will have 4 or 5 auacks per melee. + 10 strike with
crossbow. 3 or 4 attacks per melee, and +7 strike, +5 parry. + 5
damage with sword.

Psionics: Most Valley Guard captains have NO psionics.

The Typical Valley Guard
Alignments: Any. but usually good: mostly unprincipled & scropulous.
Race: Human or dwarf
O.C.C. and Average Level: Third level soldier.
Typical Attributes: P.S. 14 or higher. P.P. 12 or higher. P.E. 10 or
higher: all other attributes arc average.
Hit Points: Average 28 for a typical guardsman.
Armor: Typically hard leather: A.R. 10. S.D.C. 30. Captains and

some others may wear a full suit of chain: A.R. 13. S.D.C. 44.
Combat: Hand to hand Soldier or Knight. w.P. small shield. w.P.

short sword, W.P. large sword. W.P. crossbow. W.P. targeting.
The typical guard will have 2 attacks per melee and is + 5 to strike
with crossbow or sword. and +4 parry. +2 damage with sword.
All are amled with crossbow. short sword, and small shield.

I'sionics: 20% (one in five) are minor psionics with 206 first level
abilities and an average 18 I.S.P. Another 5% (one in twenty) will
have major psionics with 206 1st level. 206 2nd level and 106 3rd
levcl abilities and an avcrage of 30 I.S.P.; all others have no psionic
powers.



The Valley: Scenario Setting
Entering The Valley

What follows is a description of what will occur when entering The
Valley from the main pathway. If the group arrives by an alternate
foute, the Game Master will have 10 workup his own description (sec
notes on alternate routes and the section on the Steinborn Inn). Entering
The Valley will inevitably involve our heroes in a number of conflicts
and adven\llres. the least of which involves gelling Ollt of The Valley

alive! 0
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The main entrance is through a deep. narrow canyon. The main
north-south branch descends steeply for about a mile (1.6 km) until the
canyon walls are over 200 fecI (61 m) high and the base is only 40
feet (12 m) wide. The canyon turns sharply to the east :lIthe southern
end. and levels out. The canyon narrows a bit further. so that it is only
about 20 feet (6 m) across. Shonly after. they come 10 an abrupt end
and a grassy plain stretches out beyond. There are guard booth on both
sides of the opening. along with large boulders on both sides. Guardsmen
are stationed on lOp of both boulders. inside both guard booths. and
generally scattered around the entrance everywhere. No one is closer
than 30 feet (9 m) to the entrance except those in the booths. All the
guardsmen are anned with crossbows, and shon swords. and are profi
cient in their use.

Approaching travelers will probably be heard before they are seen.
unless they take great cafe in travelling down the rocky. steep-sloped
noor of the canyon. Therefore. the guards will be on the alert. If the
group is extremely observant. they may noticc that there is someone
at the end of the canyon. However. the guard will allempt to remain
out of sight until the group has cmered the valley. If the group calls
OUI first. and it is clear that they know the guard is there. a guardsman
will simply respond with "Advance and be recognized:' No other infor
matiol) will be given.

When the group finally advances 10 the guard station. they will see
three dozen guardsmen (or more). all brandishing crossbows. A sword
and knife also hangs at their waist: half are dwarves the other half arc
humans. A guard will call OUl, "Hold where you are and Stale your
business here." Just about any polite response is acceptable. including:
"We are travelers visiting (or exploring) this pan of the world." or.
"We seek adventure." The head guard will smile. signal to two dozen
of his men and state. "These men will escort you to town." Either the
group accepts the escon or they are asked to leave.

Ir the group is accompanied by the dragon wolf, Sigmund. or
any other dragon wolf or monster character. then the majority of the
crossbows are aimed at him. A moment later. before the chardctelh can
finish their response. dozens ofcrossbows are fired with deadly accurdcy
:It the dr:lgon wolf/monster.

Exactly how the pl:lyer characters react is up to them. but before
they C:ln react. Sigmund or any other monster in the group will be dead.
or at least seriously hurt and unconscious. Note that the attack is directed
only at the ·'monster.'· If members of the group make any suddcn or
hostile movements, the guards will aim at them and repeat. "Hold where
you are and st:lte your business here." Anyone who draws a weapon
will be fired on and/or forcibly restrained. During each melee round.
a guard's voice will be heard calling out. "Drop your weapons now
and you will not be hanned." If they tum to run. the guards will pursue
and attack. All the while :I voice will call to them, "00 not attempt to
nee. There is no safety in these mountains. We know them better than
you do."

If the group attempts to nee. remember to take encumbrance and
high altitude modifiers into account. The guards will not actually pursue
beyond the canyon. but a one mile (1.6 krn) uphill run :It high altitude
is going to cause every member of the group to become exhausted. If
captured, the player characters will be bound, obvious weapons. back
packs and packagcs will be confiscated and the group taken to an inn
at Alpine Burg.

If the group shows absolutely no resistance, they will not be 31
tacked, but the dragon wolffmonsler will still be dead or hun. They'll
be told "not to worry about the creature" and asked to follow them.
The guards "may" allow characters to keep their weapons and belongings
as long as they remain cooperative and friendly. Even the slightest
hostile gesture will incite the guards to ask each of the characters to
hand over all obvious weapons "until the elders speak to you in town."
They will be assured that their belongings will be safe and returned to
them after things have been straightened out. Those who have the power
will sense that they are telling the truth.



Along the way. each is questioned in regards to who they are and
what their business is in The Valley. There are no accusations or threats.
only some basic questions. Everything said is wrilten down. The written
record is then taken by a head guard down the road. ahead of the group.

If the characteflli press Ihe question of why the dragon wolf was
allaeked withoul provocation, the guards will get a look of surprise
and one will respond, "It was a monster:' as if that should explain
everything, Another might add, "Look, don't worry about the creature.
We'll take care of it. All your questions will be answered in town:'

G.M. Note About Monsteflli: Remember. the king and all the inhabit
ants of The Valley believe "monsters" are bad and kill them on sight.
They don't care whether the creature is good or evil. they simply attack,
slay. or chase it away. The townsfolk do not generally consider
humanoids to be monsters, Giants are the only exception to the general
rule and are viewed with great suspicion, Any giant in the group will
be watched closely and should stay on his best behavior, otherwise he
will be esconed out of the valley and told to "stay out or die!" If he
retums to The Valley and is discovered. he will be attacked and killed!
Dragon~ in dragon form, dragon wolves and other animal· like monsters
arfd demons are considered an enemies to be slain without mercy.

Many of the monsters indigenous to the region around The Valley
know that they are not welcome and will be allacked. Thus, most avoid
this paranoid place. Other than this general knowledge held by those
who live in the immediate area. there are no posted signs, statues,
totems or any son of warning. Unfonunately, Sigmund does not know
anything about The Valley and its unreasoning fear of monsters.

What happens to the monster if he is not immediately killed? They
finish the job. If they think the creature is dead, they bury it and forget
about the thing. This can give some creatures who are in a coma but
not actually dead, a chance to recover and escape (or be secretly re
scued). Altemately, the monster can pretend it is dead and escape when
the opponunity presents itself. Monsters who ron away are pursued
about a mile outside The Valley before the guards give up. Monsters
loose inside The Valley are the subject of a manhunt until they can be
found, killed. or chased away.

Alternate Routes
Into The Valley

There are four other methods that can be used 10 enter The Valley
rather than using the main emrance.

One is flying, However, the Valley is at such an altitude that the
only possibilities for night into the Valley are dragons. cenain gods,
and elltremely powerful magic. The standard magic spell. fly as the
eagle, will not work well: the best the character can hope for is to fly
or hover at about 50 feet (15.2 m) above the ground and at half the
normal speed.

The second possible route is via telepon magic. However. this is
very risky. If the Valley is not known by the person teleponing, the
best he can do is II % (totally unknown place), and no one can describe
the Valley to him, Even if he is familiar with the Valley. there is still
the possibility of the telepon not working. Anyone who has visited the
Valley has had their brain patterns/memories scrambled to prevent them
from visualizing the Valley. The maximum chance for a successful
retum telepon will be 32%.

A third way of entering the valley is by climbing the south face of
the Mountains. See the description of this route in reverse along with
the description of Archit,s Quest.

The final method is through the cave of the Beast Dragon described
in the Crystal Quests section.

In any case. entry into the Valley by any route other than the main
entrance will be noticed first by the Crystal Fortress, and through it,
the Crystal King. The King will then send a sufficient number of his
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valley or palace guards to locate the introders and take them into custody.
At that poin!. monsters will be put to death, the imroders will be
interrogated, and all else will proceed as previously described,

Alpine Burg
No matter where the player chanlcters arrive in The Valley, they will

run into 104 dozen Valley Guardsmen and be esconed to a place for
questioning by "interrogators," In most instances. they are taken to the
Steinborn Inn at Alpine Burg. Until they have been interrogated and
approved. they will be viewed as possible enemies. Those who flee
will be pursued until they are captured, slain or leave The Valley.

The spoken language of the town will come as a complete surprise.
It is elven, even though the population is predominately dwarves and
no elves reside here! Translators are made available to help player
characters to communicate with the people in case they are unable 10
speak elven.

The population: 2000 dwarves, 800 humans and approllimately 100
other non-human races, including a few changelings.

The Steinborn Inn
Ultimately, the group is esconed to the S'einbom, an inn at Alpine

8urg. Here, they will be given a chance to rest and recuperate while
they await interrogation. The population of Alpine Burg is mainly
dwarves -and with a small percelltage of humans and a few othcr race.~.

The Steinborn Inn is frequented by SOllle of the kinder folk in Alpine
Burg, and the group should have a reasonably pleasant stay.

Upon arrival al the inn, the group members will not be trusted to
keep their weapons and are told that they must surrender them. They
are assured that they will be put away for safekeeping and will be
returned when they have received approval (all of this is true).

If the group asks why they are being detainedlheld as prisoners, they
will be met with dumb stares, and a response such as "You are outlanders
and the guests of Alpine Burg. I don't understand what you're asking."
Any question about their status will be met with a similar answer. If
they ask what they are waiting for, they will be told, "You are guests,
and will be treated as such until you are no longer guests," Or perhaps,
"You are oullanders. and will be treated as such until you are no longer
outlanders," Characters who can speak Elf will soon realize that the
language spoken is not precisely the elven tOllgue commonly used in
other parts of the world; it is an unusual dialect.

G,M, Scenario Note: If there are any dwarves in the player group,
or any who have spoken dwarven (especially if the character appears
to be a thieO, he will be approached by a dwarf clad in a full cloak
and a cowl that conceals his face. He will simply be told, in dwarven,
"You can buy a map at Town and Country Books." This will happen
at some random time as they approach the town or while they are
huddled in the lobby of the Steinbom, The dwarf may go on to ellchange
uninformative pleasantries with the adventurer, but nothing elseclandes
tine will be said and all funher conversatioll will be ill elvell. If the
adventurer does nOi speak elven, he will have to call a translator to
help him, the dwarf will not speak or respond to anything said in
dwarven.

Guest Quarters
As many as sill characters are placed in a single room. These panicular

"guest" rooms have nice, but simple furnishings, with no windows.
The door is locked and four guards remain stationed in the hall at the
door of each occupied "guest" room. Another four guards stand at the
end of the hall and the balance wait in the lobby and outside. The
wooden door and iron sliding lock are sturdy. requiring a minimum of
75 points of damage to force it open, The characters are not allowed
to leave the room for allY reason. If necessary, basic food and medical



help is brought to them, A large chamber pot is also provided. The
Steinbom will be well guarded, with rotating watches, Escape is un
likely.

Characters who can magically tum into misl. shrink or astral project
memselves may be able to slip out to investigate their surroundings.
1be inn is a nice place and is an "inn", although most of the rooms
are devoKl of visitors. 1be guards do no! seem distressed, cruel or
menacmg in any way and there are no significant converslons about
the player characters, 1be town. described in detail later, is a typical
lookmg town - t!Jere's nothing obviously unusual other man the fact
mat the dwarves and other inhabilants speak a dialect of elL

Any group memMr that rtSisLs or causes a commotion ~'i11 be
rtStnlincd, have theIr possessions confiscated, be separated from his
compamons and laken to a less hospilable location: a slone waJled cell
at the guards' station. If necessary, the prisoner(s) will be helped back
to conscKlusness and bandaged, but always kept restrained until he has
been Interrogated and agrees to cooperate. Once he agrees to cooperate.
he can rejoin the others at the Steinborn.

The Visitor
Arch~ "'ill be the lirslto visll them, He is a tall. thin. older looking

elf. garbed in leather annor. He will greet them heartily. "Well met
fellows (and ladies)! Well met! I ha\'e only just learned of your arrival
and I'm nuher SOIT)' I missed your entrance. I'm lold it was a sighllo
behok!, A Orngoo Wolf. really? Such audKity! I commend yoo, nliy.
I congratulate you! Such e:tcitement is rare: in mis pan of the world.
You've helped quite a few of the guardsmen gain rank. Simply wonder
ful!" By now Archie's run out of bream, and the group may actually
get a few quesllons in.

In response to questions about himself:

"Oh yes, assuredly, I've heard so much about you, I had to make
your acquaintance. Nevertheless. I am Archie. Wanderer. and recent
Citizen of this valley. When you have the chance you'll have to Slop
by and visit my new home in Jakobsknopp. in River City. But you've
only JUSt arrived. haven't you? Well, we'll talk more after you've mt:t
with the king. If all goes well, and I'm certain that it will. I have a
Job that needs doing. and you look like a group that might profit from
the adventure. Yes, call it a joint venture if you'd like. I'm gelling on
in years, and can't ulways look out ror myself. Butthere's still deeds
that need doing, and songs that need singing, aren't there?"

At this poine. our adventurers may begin to realize thut this long
winded fellow is not the interrogUlor they were expecting. Asking why
the king would want to see them will illicit a surprisingly shon response
like: "Oh, not to worry. He's a very kind and jusl fellow. I'm sure
you'll like him."

In response to what might happen to them. Archie is likely to respond
wlm something like, "You don't know? Haven't you been interviewed
yet? What's taking them so long?!" !'Ie seems quite agitated and con
tinues. saying. "Let's get on with it! Time's wasting and I don't have
another day to waste!" At mls point he's likely to become frustraled
and angry. Any funher questions will be met with curt. uninformative
replies like. "Yes. no, and How should I know." He'll pace around a
bit. seem to regain his composure. then tum to the group, saying, "Well
if )'ou're going to .....ork for me. here's a hundred gold piece advance
for each of yoo.·' He will toss !he appropriate number of pouches on
!he table. '"The rate is fi\'e. yes five, gold per day, take it or leave it.
It·s the best wage you'll find around here. If mings go well. you may
eam a generous bonus. and any coins or gems we run across are yoors
to keep. Meet me at my home in Jakobsknopp in River City, and I'll
pr-esent you to !he king,"

He turns to leave. but then turns back, saying, in a cold. menacing
way, "You Deed not decide today. but if you're not working for me.
you will face the king alone. I see none amoog you that has !he savvy
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nor the experience to stand up to the king's questioning. I assure you
that it would be easier to steal a magic talisman from a sleeping dragon's
paw than to face the king alone. I know, I've done both." With that.
the strange charncter departs.

If charneters ask the guards or interrogators about Archie, all they
will get from them is a comment like. "So you met the king's sorcerer.
You should feel honored, He is a \'ery important man." And lillie more.

Interrogation
Eventually. the interrogators arrive (C.M. Note: Our heroes could

wait. cooling their heels, for as long as 36 hours), Most interrogators
work and maintain residences in bom Alpine Burg and River City.
Their job is 10 reinforce the dictates of !he king and the Cryslal Fortress.
This means lhey travel a lot and may not have been in Alpine Burg
\\ohen the player characters anived.

1be group doesn't need to know too much aboul !he interrogators
except that they do have formidable psionic powers. Every interrogator
will wear a crystal headband or OCl:klace as a badge of honor. 1bere
are other devices that will pro\'ide the character wim a psi.power he
doesn't have naturally. For example: An interrogator without extended
telepathy will have a telepamic communicator headband. elc. All inter
rogators \lo'ear communicator headbands. giving them easier access to
the guardsmen and knights.

When the interrogatOl1i are ready, each individual character is csconed
to a differenl room at !he inn. The room will be shielded from outside
interference by a group mind blcx:k. It may also be shielded by com·en·
tional magic, including magic walls. 1be interrogators are never dis·
turbed while questioning visilors. e:tcepl in extreme emergencies. No
one is allowed to accompany the subject of interrogation nor are listeners
allowed outside Ihe door. The entire interrogation process is conducted
one character at a time.

The character being questioned is stripped of any potential y,'eapons
and magic devices. including rings and amulets. The character is then
ushered into the room and directed to sit across a solid wood table from
the group of interrogators (twO to four). A mystic dr-din ward prevents
spell casting and guards stand alert and ready for aClion JUSt down the
hall, If the ehardcter has a mind block up, he will be asked to lower
it. Refusal to lower the mind block will cause them to psionically or
physically punish him. When the char-dcter is down to half of his nomlal
hit points he will be given the opportunity to surrender and asked again
to lower the mind block. Failure to do so wilt mean more punishment
and very likely, his death (he'll be given only one or two more ch:mces
to cooperate),

The interrogators take turns asking the character about his back·
ground, abilities, and reasons for coming to The Valley. They carefully
monilor the charncter's facial expressions and words, as well as psionicly
sense for the truth or each slatement. The interrogators seldom accuse
a character of lying even when they know he is: !hey simply take notes,
Interspersed throughout the questions, the interrogators will inform the
character that they do not want him to tell anyone about his experiences
in 1be Valley, and that The Valley must remain a secret, Aloog with
mese comments. they will make "suggeJilions"1ike. "You want to keep
the valley a secret. don't youT' and "You're not going to lell anyone
about mis place, are youT' Each of these suggestions will be accom
panied by the psionic power: hypnotic suggestion. If the characler agrees
with the suggeslioo, the interrogators will continue along the same
lines, to make sure !he hypnotic suggestioos take effect.

If a character ever disagrees with the interrogators, !hey will calmly
argue with hIm. 1bey usually try to convince the pef'SOO that lhey mean
him no harm. are his friends. and that !he location of lheir unique
kingdom must be kept a secret, If !he person continually and adamantly
refuses to coopcrnte (or doesn't at least play along), he will be killed.
oot ooly afleT the interrogatOl1i have attempted and failed to "reform"
him. "Reforming" makes a character more roopernth"e and friendly by



invading his mind and inserting memories. deleting memories. or aller·
ing his personality until he agrees, If none of their efforts prove success
ful. they will mind wipe the character and stan from seratch, If this
fails, they will immediately transport the character to the Crystal Fonress
and let the king deal with him directly.

The reason for the interrogation is to beller understand these visilOrs
and to reduce their resistance to the powers of the Crystal Fortress. as
well as implant safeguards in the person's mind to keep The Valley a
secret. Game masters should give the player characters every opportunity
to agree to the dictatcs of the interrogators. Psionic bl",1inwashing is not
mandatory as long as they believe that the characters are sincere and
willing to coopcmte in protecting The Valley from discovery by jealous
"outsiders" and monsters. The interrogators detest killing and believe
that just about everyone can be ··refornlcd." It's just that they are so
panlnoid and fanatical about protecting their little kingdom that they
will take whatever measures they feel are necessary to do so.

When the interrog:llors are satisfied that the members of the player
group can be trusted. they are told that they have four days to report
to the Palace cast of River City and make an immediate appointment
tdsce the king. They inform the adventurers thaI. "Failure to make and
keep such an :lppointment will brand you as criminals. You will be
hunted down and subjected to a second interrogation and reform:' It
is the king who will decide how much freedom they will be allowed.
The interrogators will leave. and the group is left to explore the town
and make their travel plans. The Valley is small so it shouldn't take
more than one day to reach the palace from any location in The Valley.

When they reach the Cryslal Fortress, they will be stopped and asked
to make an appointment with the king, Appointments are hard to come
by. and it may be days or even weeks before the king has time to meet
them, Until that time they are not to leave the city and may be told to
"check back tomorrow." numerous times. However. their mysterious
visitor. Archie. can arrange an interview within 24 hours.

A Typical Interrogator
The interrogators are a group of powerful psychics selected by

the king and the Crystal Fortress to assist them in the protection of The
Valley and brainwashing and controlling the minds of the citizens. The
interrogalOrs are all master psionics of level four proficiency and above.
Although they may not all be mind mages. all will have most of the
Following abilities: Aura of truth. detect psionics. object read. hypnotic
suggestion, see aura, limited and/or eJttended telepathy. mind block.
and mind wipe. In addition, there will always be one or more with the
following high level abilities: cure and/or cause insanity. mind bond.
group mind block. insert memory. alter personality. and fantasy experi
ence.

The typical interrogator is a master psionic. and has probably served
at least a year as a Valley Guard or even as a Palace guardsman. Psionic
individuals are actively sought out to become the protectors of the valley
and the people. They are also sought out because they are the most
resistant to the psionic based powers of the Crystal Fortress. Each
interrogator is given a crystal communicator headband to maintain con
tact with the king and may also have other crystal devices to enhance
their powers.

The first and most common job for the interrogator is to travel through
the valley. locating those with psionic powers and recruiting them to
serve the king and The Valley. The second job of the interrogator takes
them to the Palace to work for the king and "reform" the residents who
cause problems. Reform usually involves a team of four to six inter
rogators who usc their abilities to alter the thinking processes. person
ality. or memories of the offending party so that they won't bedisruptive.
dangerous or criminal anymore, The third job of the interrogators,
which is the least common and requires the highest level mind mages,
is to interrogate visilOrs to The Valley. and help the fortress gain control
of them. The team of high level interrogators will have to be sent to
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the Steinborn or the Palace 10 interrogate mOSI visitors. In emergency
situations. interrogators who can teleport can arrive within minutes to
foml their team.

The typical interrogators who work at recruiting are the low (2nd to
5th) level characters. The higher (6th to 10th or higher) level inter·
rogators work in teams of four to six and are usually the ones conducting
interviews with outsiders or "refomling" criminals. In any interrogator
group of silt or more. there will be one high level mind mage who
knows ALL the psionic abilities.

The Typical Interrogator

Alignments: Any, but typically unprincipled, anarchist or aberrant.
Typical O.C.C. and len'l: Soldier 3rd level and mind mage 8th.
Allributes: I.Q. 10 or higher. P.S. 12 or higher. P.P. 12 or higher.
all others average. One in six has an M.E, 18 or bellcr and is a true
mind "lage.
Hit Points: Average 64. or usc actual PoE. and level (P.E. + ID6 per

level).
Armor: Typically hard leather: A,R. 10. S.D.C. 30. or leather of iron:

A.R. 15. S.D.C. 60.
Combat: Hand to hand Soldier or Knight. W.P. small shield. W.P.

short sword. W,P, large sword. W.P. crossbow. W.P. targcting.
The typical interrogator will have 2 attacks per melee and + 5 strike
with crossbow or sword. and +4 parry. +2 damage with sword.
All are anned with crossbow. short sword. and small shield.

Psionics: All are master psionics. These mind mages will typically be
8th level and have an average of 100 I.S.P.

Note: There are a total of 18 interrogators wandering The Valley and
assisting the Valley Guards. In addition. there are 4 retired interrogators
living in the valley; all are elderly but reasonably good fighters with
three allacks per melee and 206+50 hit points regardless of level (old
age limits their ability). All are 1D4+9th level.

Alpine Burg Highlights
& Places of Note

Just as much of the city of Alpine Burg exists below ground as it
does above. This community was started by dwarves who originally
came from the City State of Krikkt and recruited by the Crystal King
to help excavate the Crystal Fortress. They attempted to leave The
Valley about 700 years ago. but the Crystal King used the powers of
the Crystal Fortress to stop them at the edge. Or so it seemed to the
Dwarves. Needless to say. the early Dwarves did not appreciate this,
but decided. "What else would you expect from a stinking eln" Over
the years they have mellowed. and the younger ones are quite content
to live at the edge of The Valley at Alpine Burg. However. there are
still those who try to get away.

The Dwarves of Alpine Burg are bilingual. speaking Elven as nucntly
as Dwarven. however only about 15% can read or write Dwarven while
60% can read and write Elven; the remainder are illiterate. The reason
is that Dwarven writing has been outlawed by the king a thousand years
ago and it is one of the unwritten laws of The Valley. The Dwarves
prefer to speak Elven. which is both the fashion and the way the king
likes it. They speak (and some write) their secrets in Dwarven.

The underground portion of the city is made deliberately dwarf
size. meaning humans and similarly larger people have great difficulty
fining through the low. narrow tunnels which arc seldonl taller than
four feet (1.2 m). Here below the eanh are residences. storage chambers.
taverns. inns, and shops. The main city area is a maze of tunnels that
will lead the uninitiated in circles and back to the large entrance chamber
(big enough to comfortably accommodate two dozen human visitors).
There are also many secret passages. tunnels and places beyond the
city (sec the Syndicate).



The surrace lown is prelly Iypical. There's a tailor shop, tool shop,
shoemaker and leathcr worker, market. bakery, two blacksmiths, three
inns (in addition to the Steinborn), a dance hall. a dairy (goat's milk
and cheese), a couple or taverns and homes. Most of the inhabitants
above and below the surface are friendly and couneous.

One notable surface shop is Darnel's Town and Counlry Books.
Darnel is a dwarven book merchant and the proprietor of Town and
Country books, The book shop is a "hole in the wall" with books that
SMELL old. The front "room" of the shop is no more than 10 feet (3
m) wide and 5 fect (1.5 m) deep, with a 15 foot high (4,6 m) ceiling,
The walls in the front are filled from noor to ceiling with shdves of
tightly p<!cked books. A 5 by 5 foot (1.5x 1.5 m) opening ::.bove a
counter gives access to the back half of the shop and the owner. Maps,
calendars and bookmarks occupy all the space on the counter. A glass
C3!>e with rare books can be seen to the side.

The dwarf who runs the shop looks extremely old and wears clothes
that look even older. He is secretly a member of the crime syndicate.
He will ~ognize outsiders immediately and make a mental note mark
Ing them as potential targets of crime or as useful dupes or allies. Any
dWflrven characters will be treated more kindly than others. Elves are
ignored as much as possible and overcharged. Darnel only speaks elven
and feigns total ignorance of all other languages. including dwarven:
a translator may be needed to do business with this gem.

The Syndicate
Organized Crime in Alpine Burg

A powerfUl crime syndicale has grown up in Alpine Burg, commanded
by both humans and dwarves. The name of the organization is The
Syndicate and it is renowned as a dangerous thieves' guild populated
with thieves, assassins, scoundrels and malcontems. Humans tend to
run the operation above ground and the dwarves run it below. A large
percentage (40%) of the guards who are regularly stationed in Alpine
Burg are on the lake and often work for the Syndicate or tum a blind
eye to their activities.
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In reality, the Syndicate is a senet underground whose main purpose
has always been to get out of The Valley. Although they do reson to
criminal. cruel and extreme measures, most are dedicated (and desper
ate) freedom fighters. Their u!limate goal: To be free of the Crystal
King and leave The Valley. 11leir desperate situation has led the freedom
fighters to associate with lrue criminals who are often evil. mean, and
murderous. Some of these brigands are full nedged Syndicate members,
so there are good guys. bad guys and the self-serving among the more
well intentioned freedom fighters. Even some of Ihe freedom fighters
have become so fanatical and hardened that they use. manipulate and
hun outsiders and fellow citizens.

To aid the underground in their subversive and criminal activities.
dwarven lunnels have been excavated that reach alt the way under
River City to the cluster named Uinterweiler. as well as under ALL
Ihe Inns on The Road to River City, The only place Ihal the tunnels
do nOt break to the surface is under lylli's. Lylli is an Elf, but has
always treated all the inhabitants of the road with kindness, counesy
and respect. The Syndicate treats Lylli's as the only privileged business
in The Valley and the only elf respected as a friend of dwarves. However.
the tunnels do come close enough 10 Lylli's that a branch could be
extended there if desired. The tunnels also extend to the cliffs behind
Alpine Burg. A few high sentries are on watch at these locations at all
times. The Syndicate often knows about approaching adventurers before
the Valley Guards.

There are only a handful of members in the Syndicale who have
made it to Trusted Citizen status and are allowed to travel beyond the
control of the Fonress. TIlose few are the best cared for operative.~ in
the syndicate. However. just as with any other Trusted Citi1.en. they
are under the full control of the Crystal Fortress and the king. Nole:
Most Trusted Citizens are under greater mind control than an ordinary
citizen and typically more than that person realizes. Thus. his or her
apparent freedom is only an illusion.

The Cleaver Gang (described elsewhere) is effectively an arm of
the Syndicate. However. il should be pointed out that most of the
Cleavers don't know they are controlled by the Syndicate, and most
members of the Syndicate don't know that their organization uses or
associates with them in any way.

The leader of the syndicate is known only as "The Big Man," He is
never seen. Even during rare meetings. a cunain that touches the floor
and goes up to eight feet high is always down in front and around him.
In addition, various magics are at work 10 keep his visage in impenctrable
darkness. G.M, CharaclerNole: The identityoflhc"Big Man" (players
don't look!) is actually the dwarf who runs Town and Country Books,
a small shop in Alpine Burg.

G.M. Scenario Notes
About the Syndicate

The mysterious dwarf who may have approached the group earlier
is one of The Big Man's (Darnel) hirelings :md a member of the
Syndicate. In facl, the dwarf in his hooded cloak is likely to be waiting
for the chamcter(s) at or near the book shop, This is the place to get
the map he talked about earlier. When a character asks to buy a map
of The Valley, the shop owner will point to the mck of maps on Ihe
counter. The maps detail the places of interest in The Valley. indicaling
the locations of Alpine Burg, Lake Town, Ihe Crystal Fonress. road
houses. and the various clusters in River Cily, II is the same map that
is available at the Steinborn. or any other shop in Alpine Burg or River
City. If the outsider was contacted by The Big Man's agent. the map
from Darnel (or the hooded figure) will have a clue about the Syndicate
in it. Upon close examination, the reader will see that the namcs of
two of the clusters are panly crossed out. Dockweiler has "weiler"
crossed out and Hinterhausen has "Hinter" crossed out. "Dock Hausen"
is the obvious result, but is meaningless. there is no place or person
cailed Dock Hausen.



G.M. Plot & Story Elements
Firs!, about the map and its due: It is actually the crossed oul words

thaI have meaning. They spell "Hinterweiler," which is one of Ihe
supposedl} unoccupied River City Clusters.

Hinterwliler: This is a secret outpost of the Syndicate. complete with
dwarven operatives. places to hide, and a secret tunnellhat leads back
to Alpine Burg. Should the player characters seek the help of the
Syndicate or become refugees on the run from lhe law, this is one of
the few places (other Ihan Alpine Burg) the criminal underground can
easily help them. It is the only place to contact Ihe Syndicate outside

of Alpine Burg.

A clear mind: Syndicate members are not as brainwashed or as con
trolled as the average citi1.cn in The Valley. They hate being trapped
and want to gel out. This means they will help the player characters
escape and/or fight the authorities, including the king.

Darnel is 11 model citizen with no criminal record whatsoever. He
will avoid direct contact with any outsiders and any known or even
suspectt:d criminals. However. there is always a Syndicate operative
ne..rby to meet outsiders. He's thought of as an old man content with
running his book store and who is oblivious to the world around him,

Contact with the Syndicate: The player group (or a character) will
be approached by a dwarf clad in a hooded cloak. The cloak covers
his head and the face is concealed in shadow. At first. the dwarf is
coy. asking more questions than he answers. By the end of the friendly
conversation, he is likely to say something like. "If you find yourself
in trouble with the law, or you want to leave our fine Valley. talk with
me again sometime:' If asked how they can find him. he'lI respond.
saying something like. "'Oh. I'm always around. Don't worry, I'll find
you:'

If the group seems sincerely disenchanted with the king, the au
thorities. their situation, or events, the dwarf may be more bold. Speak.
ing in whispers (and probably in Dwarven), he will talk about the "evil"
king. his "iron reign," how they are "'all prisoners who can never leave
The Valley:' and how there are "others" who share his sentiments.
This is our heroes' first step toward the Syndicate.

If the Syndicate is desperate. or the characters are known to be in
trouble with the law and they still have open minds (have not met the
king or been subject to "refonn"), or seem to have the power to free
Ihe Valley people. the dwarf will confide in the outsiders even more.
The player characters will be given a brief history about the terrible
king and the Crystal Fortress. He will explain that they can never leave
the Valley unless the king pemlits it, and that's a rarity, How most
people are mind controlled. especially the Interrogators and guardsmen.
He will warn them about the horrors of "refonn" and the dangers of
the Interrogators and guardsmen. If one or more of their companions
are scheduled for "refonn:' the dwarf will warn that they will have
memories and thoughts removed and altered. that the person(s) will
never be quite the same again. and worst, may become the mind con
trolled servant of the evil king.

Life in The Valley is painted as being tr<lpped in a gilded cage. "'It
looks prelly but it's still a prison:' He'll say things like. "Lifelong
imprisonment, my friends. That's my fate and now it's yours, too, This
is your new home. Get used to that idea. Don't let him fool you. Oh
sure, the king may seem generous and offer you freedom via some
ridiculous quest, but if you refuse, or come back, you'll never leave
this damned valley. Never!" If the group seems convinced, he will
serve as their liaison with the Syndicate or other members of the Syn
dicate. The characters may have trouble trusting him, because he will
nOl show his face or give them his real name. A likely alias will be,
"Freeman."

Secret Identities: Should the hood be removed, the face underneath
is covered in a human looking mask with slits for the eyes, nose and
mouth. Undcrneath the mask is the typical face of a dwarf (male or

female). Even under torture the dwarf will not reveal his namc. Ihe
identity of his compatriots or any knowlcdge about the Syndicate. Al
though he is a minor psionic and resistant to psychic probes. he will
be certain to kill himself at the first hint of being captured by any of
The Valley authorities (unless it's a set-up and the guards are on the
take). ALL mcmbers of the Syndicate will do the same. This may sound
extreme, but it's not. They all know that no matter how strong willed
a person may be. the IntcrrogalOrs will ravage the mind and pluck from
it infonnation thai willlcad 10 the refonn or death of hundreds. Thus.
it is better for "one" to die than to see their last hopes of frecdom
destroyed and "many" people die. Note: Less than 25% of the syndicate
members know the true identity or face of their fellow underworld
associales; most were masks. hoods, and other facial coverings
whencver they meet, or work through a handful of "known" and trusted
emissaries and messengers. The vast majority (9Mb) of the Syndicate
members don't know the true identity of "The Big Man" (it's safer that
way). Most suspect the name means he is a human. Nobody suspects
Darnel is "The Big Man" or thai he is even a member of the Syndicate.

The death oath: Any character who actually becomes a member of
the Syndicate musl be willing to dic 10 protect the Syndicatc. All pledge
to killthemselvcs if capture seems likely and do his utmost not to betray
his comrades, It is an accepted (and welcomed) policy to assassinalc
members who are captured and awaiting interrogation or reform (of
course they will try to free them first. but assassination is the next
stagc; bencr safe than sorry).

One Contact Pcrson: The player characters or group is not likely to
have more than one or two known Syndicate contacts. However, many
of the other members of the underground will know about them and
will help in clever and discreet ways: An old woman might stumble in
front of pursuing guardsmen. causing them to fall; a piece of incriminal-
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ing c'lidence disappears: II. locked door/cell is suddenly unlocked: a
commotion down the street distracts guards; food/supplies/message are
found in a charolcter's room (or even in his pocket), and so on.

Working with or being connected to the Syndicate: Such associations
will provide the characters with rumors and infonnation about things
happening all over The Valley. It may also provide them with secret
hiding places and help in the way of food. supplies, weapons and even
Other fighters (volunteers) willing to risk their lives to help them thwart
the king.

The Assassination Plot: If the Syndicate believes the group has a
chance of assassinating the king, they will try to entice them to do so.
They will appeal to the mercy and compassion of heroes and priests to
help free them from their captivity. To others. they may try to use the
fact that the player characters are now prisoners too and must act quickly
before they fall victim to the king's lies and mind control.

The members of the Syndicate believe that if the king is slain, and
his head decapitated and burned, his spell over The Valley will be
broken and those who wish to leave can. TIley insist there is no reasoning
with the king and that there is no other alternative: he must die! Note:
Since the king is an elf and the Syndicate is predominately dwarf. the
adventurers may question the validity of some of the Syndicate's asser
tions and solutions. However, a little research will reveal that vinually
none of the Valley citizens have ever left The Valley - although they
insist they are happy, so why would they ever want to leave?

Other Activities of the Syndicate: These freedom fighters have been
forced into a life of deception. espionage, subversion, thievery and
occasional murder to keep their quest for freedom alive. Consequently,
they will steal from outsiders and the guardsmen to support their cause.
Weapons. magic items, gold and gems are seen as the most important
items to acquire. They will steal. trick. gamble and sometimes kill to
get these items if they are believed to be very imponant.

Members of the Syndicate will also help. heal. feed, and hide crim
inals, outsiders and refugees hunted by the aUlhorities. They do so for
one of two reasons. One. because the person(s) wanted may be a
valuable asset to the Syndicate (become a new member. payor trade
with them for their services. or be convinced to try to kill the king) or
simply to give the hated king and his mind controlled minions hell.

There are also constant ideas, suggestions and plots within the Syn
dicate regarding llssassination and/or escape plans conducted by their
membership. In fact. if outsiders seem to be on the brink of defeating
lhe Crystal King, they would rise up and help him/them. There have
been seven assassination altacks by outsiders and four from citizens
(Syndicate members) in the last 15 years.

The Big Man
Name: Darnel The Book Seller
True Name: Darnel Wrak
Alignment: Aberrant evil with a strong. albeit twisted, code of honor.

He is fair, can be trustworthy if he gives his word of honor. coumge
ous. kind and caring. especially toward the inhabitants of The Valley
who want to be free. Darnel is evil in many ways. He will use
outsiders for the underground's "cause" even if il means their death
(and he has caused the death of many without any feeling of regret).
He associllles with evil characters and encourages acts of evil when
it serves the Syndicate's cause. The Big Man believes that the end
(freedom for many) justifies the means (deception, theft, torture.
murder. etc.). He is a fanatic dedicated to his cause, which can
make him a strong ally or a dangerous enemy. Many of the other
Syndicate member are a lot like him - some are worse.

D.C.C. & Level: Merchant 10th, Thief 16th
Race: Dwarf. Age: 220 years
Size: 3 ft tall (0.91 m), 120 Ibs (54 kg), Sex: Male
Attributes: I.Q. 12, M.E. 7. M.A. 18. P.S. 15. P.P. 15, P.E. 13,
P.B. 4. Spd. 8.

Hit I'oints: 112, A.R.: 4.
Armor: Leather of iron. A.R.: 15. S.D.C. 60.
Bonuses: None other than from hand to hand llnd skills.
Natural Abilities: Night vision 90 ft (27 m), trusllintimidate 50%.
Psionies: None.
MagidClericaVllealing: None.
Magic KnoWledge: None.
Magic Items & Weapons: Cloak of shadows. leather of iron. thunder

hammer (406 damage). matched pair of throwing axes that return
to wielder (120 fooll36.6 III range).

Combat Abilities: Hand to hand: thief. W.P. baUlealle, W.P. throwing
alle at 15th level: W.P. blunt. W.P. knives, W.P. short sword. and
W.P. Crossbow. all at 10th level proficiency.

Weapons: Darnel relies on his throwing axes. swinging one from each
hand. Darnel is ambidextrous.

Skills of Note: Speak dwarven. elven and southern 99%, read/write
dwarven and elven 99%. disguise 89%/55%. forgery 99%/75%.
locate secret compartments and doors 96%, medical 88%/90%. pick
locks 94%, pick pockets 99%. prowl 99%. SClllc walls 99%, usc
poison 96%. carpentry 95%. cook 99%, dance 99%/99%. demon
and devil lore 98%. faerie .llJre 96%, imitate voices 99%, mathema
tics 99%, paint 99%, plant/fann lore 94%, play string instrument
92%, play wind instruments 92%, preserve food 82%, recogniz.e
poison 99%, recogniz.e precious metals and stones 99%, recogniz.e
weapon quality 99%. sense of direction 95%. tailor 83%. ven
tril(Xjuism 99%.

Possessions of Note: Most of Darnel's valuables are kept in the under·
ground vaults protected by the syndicate. Darnel's personal wealth
is about a hundred thousand gold. but he administers and has access
to the Syndicate's two million worth in gems. gold. jewelry and
rare articles. The syndicate also has about a half million on deposit
in banks in River City. They have few magic valuables.
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Description/Appearance: As the I>ookseller he is quite old and ab
semminded: grouchy, especially toward elves and guardsmen. He
dresses in old shabby clothing. Nobody has seen him as The Big
Man, but when he is on the prowl in the service of the Syndicate.
he will be disguised and typically anned to the teeth.

Note: The Big Man should be considered the organization's ace in the
holc and a sccret agent/wcapon rolled into one. He can be used like
the cavalry, showing up at the last minute to save the day and then
disappearing.

Freeman, The Hooded Dwarf
True Name: Newton F'r1anak
Alignment: Anarchist
O.C.C. & Le\'el: 8th level Thief
Race: Dwarf. Age: 150 years
Size: 3 fl. 4 inches tall (I m). 110 Ibs (49.5 kg), Sex: Male
Allributes: I.Q. 10, M.E. 7, M.A. 8. P.S. 22, P.P. 15, P.E. 20. P.B.
4. Spd. 9.
Hit Points: 52. A.R.: 4
Armor: Studded leather: A.R. 12. S.D.C. 38
Combat: Hand to hand: thief, W.P. small shield, W.P. knife, W.P.

blum, W.P. throwing alle and W.P. aJl.e. Three attacks per melee.
Skills or Nole: Scale walls 68%, pick pockelS 72%, pick locks 65%,

prowl 75%, use poison 64%, locate secret companments 52%.
Psionic.s: Minor. whose powers are limilCd to dete<:t psionics, presence

sense. resist cold, resiSI fatigue, and sense magic; I.S.P. is 37.

The Typical Syndicate Freedom Fighter
Note: 70% are dwarves.
Alignments: 20% are scrupulOUS, 25% unprincipled, 20% anarchist.
10% miscreant. 5% diabolic and 20% abermnl.
O.C.C. and A\'erage Level: Founh level thief, mercenary fighter or

ranger. Therc are only a few humans with magic knowledge.
Typical Allributes: P.S. 17 or higher, P.P. 12 or higher. P.E. 16 or
higher, Spd 7; all other allributes are average.
Typical Hit Points: 30

Armor: Anylhing; hard and studded leather are the most common. but
chain and scale annor are used by some.

Combat: Hand to hand; mercenary. thief or ranger (dwarves cannot
be rangers), W.P. slliall shield, W.P. blunt, W.P. shon sword.
W.P. aJl.e. W.P. knife and W.P. crossbow. The typical character
will have 2 attacks per melee.

Psionic.s: 20% (one in five) are minor psionics with 206 first level
abilities and an averagc 18 LS.P. AnOlher 5% (one in twenty) will
have major psionics with 206 Ist level. 206 2nd level and 106 3rd
levcl abilities and an average of28 I.S.P.; all others have no psionic
powers.

The Typical Syndicate Criminal/Assassin
Note: 60% are humans or non-dwarven races.
Alignments: 10% unprincipled, 30% anarchist. 40% miscreant. 10%
diabolic and 10% aberrant.
O.C.C, alld Average Level: Founh level thief or assassin. There are

only a few humans with magic knowledge.
Typical Attributes: P.S. 14 or higher, P.P. 14 or higher, P.E. 10 or

higher; all other attributes are average.
Typical Hit Points: 25
Armor: Any, but the illost common are studded leather (A.R. 12,

S.D.C. 38) and chain (A.R. 13. S.D.C. 44).
Combat: Hand to hand: lhief or assassin, W.P. small shield, W.P.

blunt. W.P. knife, W.P. short sword, W.P. large sword, and W.P.
crossbow. The typical character will have 2 attacks per melee.

Psionics: 5% (one in twcnty) have any kind of psionic powers.
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The Road to
River City

The road from Alpine Burg to River City winds through the agricul
tural region of The Vallcy for about 30 miles (48 kill). or about a one
day journey on foot (9 to 14 hours depending on one's speed and
weather conditions. Remember, there are no riding animals in The
Valley). There are a number of roadside taverns and restaurants, bUI
the biggest and best is L)·IIi's. This quaim roadhouse is located at lhe
halfway point belwecn the two cities and is the most popular place for
travelers to spend the nigh!. Going from Alpine Burg to River City.
the following establishments are encounlered: Dark Horse Tavern,
Come Back Inn, Lylli's Roadhouse, Goat's Head & Stile, and Stone
Wall's. Each is about five miles (8 km) past the previous one.

The road is a beaten din and rock pathwllY. Goat cans and lrolvelers
on foot are common. From Alpine Burg to Lylli's, the vegetation is
mountain scrub and grass; some goat herds can be seen in the distance
beyond the rOlld. From Lylli's to Stone Wall's. the area is mostly
cuhivated fannland and fields of OoweTli and grass. From Stone Wall's
to River City. the area is covered in forest. None of this vegetation is
Ilalural al this altitude - it is all pan of the magic of The Valley and
the Crystal Fonress.

The only certain danger along the road i5 the Cleaver Gang who
can strike anywhcre between Alpine Burg and River City. The only
other dangers are fromlhe wealher(which is usually nice). the occasional
Syndicate pack of thieves (seldom more than five and rarcly bloodthirsty)
and the very rare visiting monster. Travelers, especially oUlsidcrs. may
be questioned or followed by guardsmen. bUI never molested by them.

The Cleaver Gang
The Cleaver gang is made up of two dozen young humans and a

lillie over a dozen dwarven toughs from River City and Alpine Burg.
They consider "The Road"' bel .....een the two cities to be their domain,
and eJl.pectthe respect of the travelers. All of these hoodlums are under
age 18 and are either first or second level thieves. The most experienced
is Wally. their leader. a third level thief with a high M.A. The "deaver"
gang gets its name from their favorite and "trademark" weapon. a meat
cleaver. The gang members all carry two to four cleavers (only a handful
also use a different weapon). A cleaver is cheap. not classified as a
weapon and, therefore, easy to acquire. Many will :Iltack by throwing
or brandishing their wicked blades.

Although the Cleavers can be accused of making threats. intimidation.
cat-calling, dangerous pranks. pelting tTaveleTli with rollen food. theft.
brawling and roughhousing. they seldom openly assault anyone and are
almOSI never the fiTlitto strike the first blow. In most combat situations,
the Cleavers will always harass or frighten the traveler(s) umil he attacks
and the ensuing combat can be claimed as self-defcnse. They take
merciless advantage of unwary travelers. subjecting them to pranks.
mischief, misdirection. and lheft (the Cleavers often seem to "find"
valuables "lost" by others). Their primary tactic is to try to intimidale
people inlo giving them what they desire.

Both Lylli and Jack (the owner of StOnewall's) have slood up to the
Cleavers and refuse to allow lhem into their roadhouses. Wally has
declared vendellas against both of them and their establishmcnts. How
ever no three Cleavers are a match for Lylli. and no dozen Cleavers
are a match for Jack. Consequently. retribution thus far has been limited
to name calling, minor vandalism and some pranks.

C.M. Plot Ideas & Notes: The main danger the Cleavers pose for
lhe players' characters is that they will be a real nuisance and onc of
the characlers may fight and kill one of them. Killing. for any reason.
is against the laws of The Valley and means big trouble.



The authorities tend to ignore the activities of the Cleaver Gang,
anributing their unsaVQry behavior to the exuberancc of youth and that
they'll "scule down" when they get older. Wally is the only one really
skating on thin ice because he's 20 years old and still a troublemaker.
It's only a mailer of time before he's refonncd. G.M. Plot Idea: If
our group of he~s have encountered Wally at some point. it might
be interesting to have them run into a passive. polite and quiet Wally
after being "refomled." A graphic and unr'ICrving example of what the
interrogatOfli can do to a person.

Ehte members of the S)'ndicate secretly assist and manipulate the
Cleaver Gang for their own PUlllOSCS. If they need a distraction. they
might liquor-up the gang members or Wally and encourage them to
allack somebody, vandali1.c or cause trouble. Wally's ego makes him
easy to mampulate because he's always ready to prove how tough or
clever he is. He is such a braggan that he'lI accept the credit for any
crime anybody wants to allribute 10 him. AflOl:her tactic is to entice
them to altack outsiders so Ihat a member(s) of the Syndicate can come
to the outsiders' I\"scue and get in tIght with them. Similarly. ifoutsiders
won't sell or trade an item the S)'ndicate wants. they'll get the Cleavers
to steal It for them and nobody knows the diffel\"nce: the gang is a
~al "scapegoat"' for many things. 1lle Syndicate also uses the Cleaver
gang as a source of infonnalion and the means 10 spread false ruIDOl'S.
All of the Cleaver Gang's fences and connections are members of the
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Syndicate. Remember. the majority of the Syndicate members don't
know imything about this manipulation and think of the gang as a bunch
of wild, troublesome punks.

Leader of the Cleavers
Namf': Wally
True Name: Waller Benjamin Manin
Alignment: Anarchist bordering on miscreant.
O.C.C, & Le"el: Thief 3rd level
Race: Human. Age: 20
Size: 5 ft. 4 in tall (1.63 Ill), 120 Ibs (54 kg)
Sex: Male.
Altributes: I.Q. 15. M.E. 12. M.A. 19. P.S. 18. P.P. 15. P.E. 14,
P.B. 10. Spd. 16. Hit Points: 27, A.R.: 4.
Armor: Studded leather: A.R. 12. S.D.C. 38.
HonlJSC:S & Natural Abilities: Trustlintimidate 55'.1>; also seecombat.
Psionics: None:.
Magk/Clerical/Healing: None.
Magic Kno..led~: one.
Magic ltf'msfWeapons: None.
Combat Abilities: Hand to hand: thief. W.P. knives. W.P. short s'...ord.

No W.P. bonuses for meal c1ea'eB. 2 (macks per melee. +2 pan)',

+2 dodge. + 3 damage.



We.llpons: Cleavers doing ID6 damage. In a pinch. he can use a shon
sword or knives.

Skills of Nole: Disguise 35%111%. forgery 38%fI9%. locate SC(;ret
companmentstdoors 24%. pick locks 30%. pick pockets 44%. prowl
45%. imitate voices 40%. planllfann lore 28%. recognize precious
melalsfstones 28%. recognize weapon quality 34%. speak elven &
dwarven 52%. ventriloquism 34%.

Possessions: JUSI what he wears and carries in his pockels. Wally
usually has 50+ 106 x 10 gold at any time.

Descriplion: Wally is the leader of the Cleaver Gang. Wally is young.
tough, bold Ind cocky. He is slrong, soon, slim, and fas!. He is a
loudmouth punk, \Who is oulspoken, brazen, cocky, mean lempered
and qUick Ihmkmg 1lIere is 00 daub! that he is the king of his lillIe
troop of miscreants HIS mimons look up 10 him as a lough guy
who does .... hal he pleases and (so far) always beals the syslem.

Nole: Wall)"s IlKTe<hble arrogance will never allow him 10 believe that
he and hiS gang are ever manipulated by anybody. He's his own man
and does as HE pleases!

The Typical Cleaver Gang Member
Alignmenl: 85.,. anan:hisl and 15% miSCfCant
AHnge a.c.c. & lA,'el: Firsl or second le"el thief.
Race: 65% Human, 35% dwarf
A"uage Age: 16 (roll II +204). Sell: 90% are male.
Allrihutes: P.S. 10 or higher, P.P. 10 or higher. all OIhc:rs average.
An~ Hil Poinls: 11
Armor: Padded; A.R. 8. S.D C. 15 or soft leather: A.R. 9. S.D.C. 20.
Psionics: I{)II, have minor psionics.
MagklCttrtcllVHeliling PO~'ers: None.
Magic lIems/Weapons: None.
Combal Abililies: Hand to hand: Ihid. W.P. llJIddeaver. W.P. blunt.

2 allacks per melee. +2 parry, +2 dodge, + 3 damage.

Weapons: Cleavers. knives, dubs. frying pans and pipes do 106 dam
age, a blackjack does ID4.

Bonuses: Few have any other than W.P. and basic combat.
Skills of Note: Pick locks. pick pockels. prowl. planllfann lore. recog

nile precious metalstSlOnes. speak dven & dwarven.
Possessions: Just what they wear llnd carry 206 gold, 1D4 deavers.

a knife or dub or frying pan. their armor and personal ilems.
NOle: There are a tOlal of 36 gang members. but travelcrs seldom
encounter more than 106+ 3 at any given time, unless the group is led
by Wally who will be accompanied by 304+7.

Dark Horse Tavern
The tavern is the only human owned establishment on the road. II

has been in the same family's hands for len generations (about 300
years). The current owner is Percival Minenon. who is also Ihe chief
cook. The chid banender is Kroj. a 180 year old dwarf who has worked
for Ihe lasl six generations of Minenons. Kroj is slocky, even for a
dwarf, and one might even call him fal. Kroj is euremely good natured.
The fann workers, who SlOp in mosl mornings on their way out from
Alpine Burg or on their way home. are his favorile customers.

In the evening. the Dark Horse becomes the main hangout of the
Clell"er Gang. 1lIe Cleallers are surprisingly very well behaved inside
lhe Dark Horse. Ellen so. neither Kroj nor Percival like them nor
encourage their business. but they are afraid of lhe consequences if
they uy 10 keep them OUI. Unknown 10 Kroj. the MinelWns. or the
Cleavers. lhe syndieale has access 10 lhe lavern Ihrough a secret door
in the basemen!. 1be secrel door leads 10 a branch of the main tunnel
thaI follows the road from Alpine Burg 10 River City.

Meals and drinks are available in the main room at reasonable prices.
Overnighllodging is available in I.....enty rooms upslairs for 8 10 10 gold
pieces. Drinks COSI IV.·O 10 eighl gold and a hoi meal is six to t.....elve
gold. Kroj lives in a Ihrec room suile in the basemenl. 1be entrance: is
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Ihrough a U'Jp door and ladder bencalh the bar. Percival lives behind
the bar with his wife. Evangeline. who manages Ihe lodgings upstairs.
The Dark Horse employs an additional staff of seven as waiters. cooks,
banenders. and maids.

G.M. 1)lot Note: The player characters will run inlo Wally and his
gang just about any evening. 1be Cleavers will see "oulsiders" as an
easy mark and larget them for trouble. This is also a good place 10 get
information about the gang and some basic infonnation aboutlhe king
and the Cryslal Fortress.

Come Back Inn
1lIe Come Back is a small. seedy inn Ihal calers 10 those who can'l

afford Lylli·s. 1lIe main room is a coonter service bar and grill. Prices
at the Come Back are aboul half of .....hal the Dart Horse charges. a
single gold piece will buy a flagon of ale or beer and 1.....0 10 four gold
buys an enlire meal, butlhe food frequently makes one sick. l1le rooms
for renl are dingy and diny and lhe linens an:: always bug infested.

The proprielor of lhe Come Back Inn is a sleuy looking dwarf named
Pitker. the .son of AlkiSl. who runs the Steinborn. Pilker wants 10
manage lhe Steinborn after his father and feels WI he is proving himself
by running his own inn. Atkisl is simply glad WI his son doesn'l work
for him anymore.

G.M. Plot Note: l1lere is a 5Q<I, chance of running into 2D4 Cleaver
gang members, but never Wally: he finds the Inn 100 cheap and diny
for a man of his imponance and sophistication. "The Syndicate occasion
ally uses the Inn as a secrel meeling place and usually has a spy present
to keep an eye on Ihings. Pitker. the owner. usually starts the day off
sober, bUI by nighlfall he will be .....ell 011 his way to gelling smashed.
When he's drunk. he whines incessantly aboul his "unapprecialive"'
falher and all the OIher problems in his life from long hours of unap
preciated work 10 his 1000hache.

Lylli's Roadhouse
Lylli's is a large. sprawling establishmentlhal covers about tWO acres

(87.120 square feell8096 square meters). II is without question the
largest llnd nicest establishment on the main road. The roadhouse is a
sprawling. one level building. The roadhouse ilSelf has 60 rooms for
rent, a dance halUlallem complete with a stage and ornate bar. a large
dining room. three small private dining rooms. and is always clean and
cheerful. The lavem/hllllarea has nightly live entenainmenl including
live musie and dancing. In the back room is an area for dan throwing
und games. Lylli's Roodhouse is as much a place of entenainmenl and
relaxation for the neighboring communities and families as it is a haven
for travelers. It is one of the largest businesses in Ihe entire valley and
employs four d07.en service people who clean rooms. tend bar. cook.
wail on tables and provide security (bouncers).

Nearby is an open farmer's market that is open all day long. It sells
grains, wheat, jam. dried meat. fresh meal. fresh fruils and vegelables,
goat's milk and cheese, wool and wool clothing.

Lylli is the namboyant elf merchanl who owns the roadhouse. She
is lall. even for an elf. 6 foot. 8 inches (2.03 m). beautiful. congenial.
smart and strong. She prefers 10 wear leather. fur aod "ornamental..
melal annor Ihan frilly dresses and high heel shoes. Her weapons of
choice are fine knives and she is an ellpen at thro..... ing them and dans.
Ho.....ever. Lylli is mainly a merchant. nQ( a warrior. She does .....hal she
needs to keep the peace in her roadhouse. which may mean mixing il
up when Ihings get out of hand. She employs most of the elf populalion
in The Valley. but has ClIcellenl relations with humans. d.....arves aod
all others.

The Ctta"er Gang is no! .....elcome here and her security force.
composed of a half dozen e:lf rangers and human fighltn. has had more
Ihan one run-in ..... ilh them. 1lIe rangers and the majority of Lylli's slaff



are hill folk from the north end of The Valley. Although Lylli and most
of the other elves in the valley grew up in River City, a large population
of elves has "gone native" and live in the hills. There is a variety of
domestic animals that have also "gone native" in the hills.

Peter. the handsome young elf who tends the main bar. bean> an
obvious family resemblance to Lylli. Peter is her son. and is always
running back and fonh to talk to the latest guest. He is especially fond
of "outsiders" and loves to hear tales of adventure and the world beyond
The Valley. Peter is friendly, but eXlIemely naive. When the characters
arrive. he will immediately attach himself to their group, making sure
they get the best service, the beSt food, and if need be, the best lodgings.
Peter dreams about adventure and believes he is ready to "cut the apron
strings" and leave mom (and The Valley) behind.

Peter is a zero level non-player character because he has not yet
found an occupation and has no well formed skills. He is immature
and lacks any kind of discipline or training other than being a friendly
bartender. HOllo'ever, he is a master psionic, and has a great deal of
naturdl talent.

C.M, Plot Notes for Lylli's
[f the group is polite and/or encourdges him. Peter will plead to join

them on their adventure or quest. To show his sincerity. he will offer
to assist them as a translator. guide and even baggage caTTier. He will
cheerfully accompany them to sec the king and speak on their behalf.
If the chamcters agree, he will be thrilled and prove to be a loyal (and
overly enthusiastic) ally. If they decline his many offers. he may follow
them anyway to prove himself worthy, by tagging along a few hundred
yards/meters behind them. Peter can actually become wh:ltcver O.C.C.
the group needs him to become. However. Peter could never be a mind
mage. he lacks the required discipline. Nor could he ever become
something cruel or evil. The innocent. courageous and sincere Peter
can make a delightful non-player character who can get the group in
as much trouble as he is helpful and loyal.
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Lylli is not ready to let Peter leave the nest and will not look kindly
on any group that encourages his "nonsense:'-If she cannot dissuade
him from pursuing this "foolishness." she'll grudgingly give him her
blessings and make it clear to the characters in the playing group that
"they" had better take good care of her son. She expects that the group
will treat him well, protect him, and bring him back home unhun when
they're done with their adventure. If the group shows respect for Lylli"s
wishes. she will refuse any payment for their stay and wish them all
well. In her own way. Lylli can be a powerful ally because she is well
loved and respected by the people of the local communities. Her word
will carry nearly as much weight as an [nteTTogator or Palace Guard.
Funhennore, people will listen 10 her and trust what she says.

Odds are. the group will eventually leave Lylli's with Pcter in tow.
Only after the group gets underway, will he tell lhem about his dad
who happens to live in River City and how they should really meet
him. Peter's dad is the Crystal Knighl and Coun Sorcerer. Sir Archie.
our group's visitor back at the Steinborn.

Valley Guards and Interrogalors frequent this pleasant establish
ment on their travels. Lylli provides their rooms and food at half price
(booze is full price) so their presence is not unusual. This means outsid·
ers. refugees and ploners against the king should exereise caution when
staying at LylWs. There is a 1-55% chance of 204 Valley Guards or
a 1-30% chance of 104+ I IntefTOgalors stopping to spend the night
at the roadhouse.

Lylli
Name: Lylli
True Name: Lylantha Shelmar
Alignment: Unprincipled
D.C.C. & Level: Merchant 9th level
Race: Elf. Age: Appears to be around 30. actually 132.
Si7.e: 6 fect. 8 inches tall (2.03 m). 171 Ibs (77 kg), Sex: Female.
Attributes: I.Q. 15, M.E. 14, M.A. 10, P.S. 20. P.P. 20, P.E. IS,
P.B. 29. Spd. 16
Hit Points: 55
Armor: Either fancy studded leather: A. R. 12. S.D.C. 38. or half plate

(and leather): A.R. 14, S.D.C. 60
MollUSCS & Natural Abilities: Fabulously beautiful: Charm/impress

90%, plus night vision 60 ft (18 m). high physical strength. prowess
and endur,lIlce. Also see combat.

Psiollics: None.
MagidClericaUHealing: None.
Magic Knowledge: Nonc.
Magic Itemsl\'Veapons: None.

Combat Abilities: Hand to hand: mercenary. W.P. knives. knife throw.
ing and targeting at 9th level proficiency, plus +5 damagc. +4
stri keJparry/dodge.

Weapons: Knives. Lylli wears at least 3 knives at work, and six or
more when tr:tvelling. One is sil\'cr plated.

Skills of Note: Speaks elven, southern and dwarven 99%, read/write
elven 98%, read/write dwarven 88%, carpentry 90%. cook 97%,
dance 99%/99%. disguise 25%f4%, forgery 82%141%. identify
plants/fruit 76%178%, mathematics 99%, paint 99%. pick pockets
35%, pick locks 50%, play wind inSlruments 70%, play string instru
ments 72%, preserve food 90%, prowl 48%, recognize precious
metals/stone 77%, recognize weapon quality 60%, tailor 99%.

Possessions: Lylli owns the roadhouse and all it contains. A safe beneath
the desk in her office contains nearly 50.000 in gold and she has
an additional 100.000 in gold at a bank in River City. The safe is
guarded by a magic ward and spell system designed by Archie.

Description: Lylli is a beautiful, mature, but not old, female elf. She
is lall. even for an elf. and unusually strong. She has long black
hair and dark brown eyes. Lylli is nonnally seen at the roadhouse
wearing leather clothing. furs or silks. When she is expecting trouble
on the road, viSiting the Crystal Palace or another city. she can be



seen wearing lealher or metal "ornamental" armor, along with fur
cape, fur trimmed boots and gloves and a plumed hal. Her weapons
of choice are fine knives, but she']] use anything handy in a pinch.
LylJi complctely lacks discretion in social situations. She tends to
be honesl. outspoken, brave and is a shrewd businesswoman and
merchant.

Peter, Lylli's Son
Name: Peter
True Name: Peter A. Shelmar
Alignment: Scrupulous
O.C,C. & Level: None al the Slart of the advemure. but he is a latent

master psionil;. He is likely to lean toward noble adventurer occupa·
lions. inclUding mercenllry fighter. knighl. palladin. ranger scholar
or wizardry (like his father).

Race: Elf. Age: 17 in elf years and looks like a 16 year old teenager
(and will for the nellt 20 years).

Size: 6 fl. 10 in tall (2.08 01).171 lbs (77 kg). Sex: Male.
Attributes: I.Q. 13. M.E. 20. M.A. 9. P.S. 12. P.P. 15, P.E. 20.
P,B. 26. Spd. 12.
Hit Points: 20
Armor: None to start with.
Bonuses & Natural Abilities: + 3 vs psionics (master psionics nonnally

need to roll above a JO to save). + 3 10 save vs magic ( + 9 with
medallion), +3 vs insanity. +3 vs poison. night vision 60 fl (18
m). and charm/impress 80%.

Psionics: Firsl level masler psionic and knows only meditation. object
reading. resisl cold. see aurJ and sense magic. I.S.P.: 25

MagidClerlcaVHealing: None.
Magic Knowledge: None.
Magic ltemslWellpons: Anti·magic medallion (ancienl artifaci given

to him by Archie): +6 to save vs magic. The Medallion is a circular
disk and chain carved from a single dragon bone. The rune symbol
for magic is on the front, with a dragon coiled around the symbol.
The back is an intricale design made up of runes and symbols. The
medallion will not regisler as magic from a spell based detect magic:
the medallion protects itself even from thai simple magic. A psionic
based deleci magic will reveallha\ il is a magic item, bUI an object
read will not reveal its power.

Combat Abilities: None to stan. one attack per melee.
Weapons: A knife and a wooden slaff.
Skills of Note: Bartending 90% (special). math 70%, speaks Elven.

Dwarven, and Southern 90%. reads Elven 40%. and cooks 40%.
Possessions: A fur lined cloak, an extra set of clothes, a wool cap that

can be pulled around his ears, wool scarf. lealher gloves. leather
boots, an eXira knife. a large sack, twO small sacks, a backpack.
and a botlle of fine wine.

Description: A young elf with an adolescent appearance. Peter is taller
and thinner than his mom. but looks a lot like her. He wears his
hair as long as Lylli's and it is an even darker shade of black. His
eyes are also slightly darker. but his skin is a shade paler. which is
the only reason his P.B. is lower than his mom·s. Initially. Peter is
a sweet. caring, considerate, polite, compassionate, fiercely loyal.
and honest kid. He is also bold, always ready for action. foolishly
courageous. and takes foolish risks. Like mosl young people. he
has never considered his own mortality and tends to underestimate
people and the seriousness of a situation. How his association with
the characters, the events of his firsl advenlure and choice of an
occupation may change him is up 10 the Game MaSler and fate (be
reasonable).

Note: Peter has retained his mother's last name. even though his father
is Archie. The mother and falher had a falling out years ago.
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Goat's Head and Stile
The GOal's Head and Stile is run by a couple of dwarves, Armk and

Hakkir. Both are employed by the Syndicate. The tavern is frequcnted
moslly by dwarves from Alpine Burg who need to go to River City on
business. Most dwarves prefer to stay at a dwarven establishment so
the two owners do quite well. Prices arc high. but half price for fellow
dwarves and known Syndicate members.

The Goat's Head's connection with the Syndicate affords them pro
tection from robbery and mischief. The owners are frequemly used to
pass along messages to olher Syndicate members. help and hide mem
bers on the run from the law, and keep an eye and car open for trouble
and opportunities. They are also encouraged to let the Cleaver Gang
frequenl the inn withom allercations.

G.M. Plol Notes: This is onc of the places the Syndicate uses as a
meeting place and safe-house. There are secret tunnels underneath that
lead to Alpine Burg and River CiIY. as well as 200 feet (61 Ill) beyond
Ihe woods (ideal for quick exits). There are also several secret under
ground chambers used to hide weapons. 1001 and people from the au
Ihorities. Syndicate spies and assassins also frequent the Goat's Head
& Stile.

Stone Wall's
Stone Wall's gets ils name from Ihe faci that it is a large stone and

metal building buill on Ihe remains of a stone wall that's hundreds of
years old. The wall was originally built by the residents of The Valley
to protect themselves from wild beasts that once invaded the region.
ThaI was a long time ago.

Stone Wall's is run by a huge human named Jack. lack is 6 fect. 8
inchcs (2.03 Ill) tall and weighs around 300 pounds (135 kg). He has
a full head of bright red hair and a full red beard to match. lack has a
reputation throughout River City as running a "Iough" bar. Stone Wall's
caters 10 Ihe residents of River City who are looking for a place where
they won't gct kicked out for slugging somcone who looks at them Ihe
wrong way, particularly the guardsmen (still it's quite popular with the
guardsmen who enjoy roughing it up as much as the next guy). There
are no rooms to renl at Stone Wall's and Ihe food is generally greasy.
The people who frequem the place comc for strong drink. roughhousing
and brawling. Jack brews his own beer. and distills his own moonshine.
He frequents the markel near Lylli's to gct the besl grain and the best
com to use in his brews.

Jack is an cx-Valley Guard. a skilled fighter and a marksman with
lhe crossbow. Jack can be considered a 15th level Soldier (with hand
10 hand: soldier, W.P. crossbow, W.P. knives. and W.P. targeling) if
the need arises. He keeps a couple of crossbows, a war hammer, small
shield and a half dozen clubs OUI of sight bene3th the bar. He always
wears studded leather armor and has a knife. blackjack and a heavy
club (206 damage) hanging from his belt.

Jack hates the Cleavers and has banned them from his bar. Four
years ago. when Wally was slil! a runny nosed kid, Jack cornered him,
disamled him and gave him a spanking that he'lI never forget. The
Cleavers plan to get even with him someday. but they mostly avoid
"Big Jack" as they call him.

The Syndicale also avoids antagonizing Big Jack, but will usually
have ID4 members present every night to keep an eye on things. gather
rumors and plunder drunk guardsmen. and outsiders.



River City & the Clusters
The main residential section in The Valley is located al River City.

River City was a prcplanncd city Wilh what might be considered zoning
laws. The city is divided into a number of villages or clusters. with a
limit on how many people. shops. buildings. etc .• may ellisl in any
one cluster. Each is quile diffcrenl from the next and there are over
twO dOl.cn such villages. Only a few will be mentioned here. There arc
about 900 official residents of River City. plus about 200 visitors from
Olhcr pans of The Valley staying OIl inns or with friends at any given
lime. There were many more clusters back whcn the Crystal Fonress
was still being CltcuII3ted and everyone lived in River City. The mher
major communities. L1kc TaWil and Alpine Burg, were founded by
people who left River City.

There are onl}' two dozen occupied clusters now, but lhere used
10 be over eighty. The number of residents in each clusler also used 10
be higher. Many of the clu~lers are now abandoned with homes and
,hops ~tanding vacant. However. lhe city has been slowly growing
lnleJy 'lIld some of Ihe older clusters are being rednimed.

The typical cluster has: 40 10 60 residents, 10 to 20 residential
buildings (90% are single family). lind four to six businesses (typically
a tavem or pub, a general store. or other shops).

All paths in Rh'er City lead from one cluster to another. Each
cluster is connected by these paths from one 10 four other clusters. The
paths between clusters gener.!lly run about three quarters of a mile (1.2
km). and the entire inhabited region covers an area of about twenty
square miles (51 square km).

The path from The Road to the Crystal Fortress goes through the
following clusters: Kronnenburg, Kirchweiler. Puetzbom, Erdorf.
Dockweiler. and Muel1enbach, where the Knight's Bridge crosses the
river.

The I'ath from the Road to Archie's home goes through: Kronnen
burg, Kirchweiler. Wallenbom. Niederstadtfeld. Steffeln. lInd finally
Jakobsknopp. where Archie lives.

The Laws of River City
In addilionlO The Valley laws, River Cily has five addition:lllaws:

• One school per cluster (one cluster may have only an elementary
school while the next may only have a secondary school).

• NO churches (NO GODS).
• NO warlocks (elementals are gods of a sort).
• NO druids (them too).
• NO monsters! (just a reminder)

Kronnenburg
Kronnenburg is where the central offices of lhe Valley Guards are

located. No one lives in Kronnenburg. but there are residences for
guards who are Slaying overnight or for a short period of time. The
only building that is constantly occupied is the main guard station where
all truveler~ entering or leaving River City must stop 10 register. The
only paths leaving Kronnenburg lead to the Road or to Kirchweiler.

Kirchweiler
Kirchweiler is the first junction .. visilOr to River City comes to. [t

has a huge inn called "The Faithless" that looks a 101 like a church. In
fact. long ago when worship was still allowed in the valley, it was a
church. The inn has a dozen extremely nice rooms for rent. and is
almost always filled with truvelers and guardsmen on business between
cities. The rolte is a meager six gold a nighl for room and board. whieh
is about twice what other inns in River City charge. This duster is
safe, dean and picturesque. with a well manicured park at its center.
One of the human inhabilants Shawn Kalan (and his family of four) is
a .'>Ceret member of the Syndicate.

Hinterweiler
Hinlerweiler is the only duster where the Syndicate has a significant

presence. It is believed to be abandoned, which is the way the Syndicate
likes it. In reality. this cluster is a secret outpost for the underground.
With underground tunnels connecting the numerous buildings, basement
hideaways, secrel underground compartments and chambers and one
tunnel that runs all the way back to Alpine Burg. There are always one
or twO dozen Syndicate operlitives active in the Hintcrweiler dusler.
Its many abandoned buildings and secret underground network of tunnels
makes it an ideal location for secrct meetings. to hide 1001 and weapons.
and to stash fugitives. Also sec the sections aboul The Syndicate and
The Big Man.

The only cluster that Hinlerweiler connects to is Noho, which is also
abandoned. The path from the Road to Hinlerweiler goes through Kron
neoburg, Kirchweiler, Puetzboru, and Nohn,

Muellenbach
The Knight's Bridge is located in Muellenbach which only has build

ings on the west bank of the river. No one is allowed to build or live
on the east bank because that's the main road to the Crystal Fortress.

There arc no shops of interest in residential Muellenbach, Its only
significant fealure is that many of the lower runking Palace Guards and
a few Valley Guards and their families live here. The Syndicate and
fugitives stay away from this cluster.

From Muellenbach the main path leads across Knight's Bridge. Once
on the east bank. a path leads north to the Peasant's Bridge, east to the
fortress. or south to the road leading to Lake Town.

Dockweiler
Dockweiler is where the old docks are located. There are pilings in

the river on both banks that indicate where the docks once existed. but
most have rolted away over years of neglect and most of lhe others are
no longer safe or usable. The old docks were used before the bridges
were built and mainly existed for the ferry service that no longer exists.
The few goOO docks are obviously in much better condition and are
used by fishennen and people who boat for pleasure. Under one set of
rotting docks is a secret underground chamber built by the Syndicate.
Inside are foOO supplies :md drinking water for two weeks, a rusty short
sword, a knapsack. two lantem~. a two-man canoc and a small boat
(fits four people).

Otherwise, Dockweiler is a pleasant riverside village with many very
old and very stately homes. There is an excellent antique shop, restau
runt. b:lkery, tailor, a comfonable local pub. and little else of note.

Dudeldorf
The Falcon's Rest is the ·'official"· knight's tavern and is found in

Dudeldorf. The Falcon's Rest is frequented only by the newest and
youngest knights/Palace Guards and Interrogators. The old timers tend
10 stay away from here. All official notices from the king to his knights,
and to those who would be knights are posted at the Falcon's Rest first.
The list referred to as "The Crystal Quests" is maintained here also.

Outsiders are not welcomed and are asked politely to leave. If they
can'l take a hint, they are thrown OUI. Even other River City residents
are nOt welcomed at tllis "exclusive" tavern, The Syndicate has been
unable to infiltrate this establishment.

Dudeldorf also offers a small sports arena where friendly games of
skill and strength are played. as well as the occasional dance and
sing~along. The "Dude" is a blacksmith's shop that can repair. modify
and improve weapons and annor of all kinds. The shop will have ID6
sets of Sludded leather annor and chain mail suits and ID4 suits of
scale or plate armor; prices are high. The shop is run by a family of
dwarves,
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Schwirtzheim
A tavern called The Changeling is a strange little bar that is supposedly

owned by a ch:mgeling. [I is famous for daily drink specials for anyone
who comes in looking like the "race of the day". If the race of the day
is wolfen, any wolfen, or anyone dressed up 10 resemble a wolfen, gets
all drinks at half price. The race chosen is always an uncommon or
exotIc one. 1bere are no wolfen in the valley. so any true wolfen who
comes in would have to be a changeling who couldn't drink anyway!

1be owner is never seen and the place is run by a pair of seedy
humans who caler to the seamier c1ienlele. Gambling and brawling are
common. 1be booze is strong and the prices reasonable.

Bodenbach
Bodenbach is Itnown for twO things, the Fishbone Tavern and the

Peasant's Bridge. Fishbone's is a popular bar among the la~n who
work in Mtchelbach. It is also a popular hangout for the Cryml Knights.
1be KnIghts (blg-K) prefer to avoid the younger and annoying Itnights
(linlc-Itl. The Crystal KmghlJi are mostly humans and elves and the
majonty of the doclt worken are dwarves. 1be dwarves working the
doeks tend to be friendl)' and tolerant of the elves. 1be)' also support
the Itmg and have never had an)' desire to leave The Valle)', so they
get a101'"1g with the Crystal KnighlJi and guardsmen_ A lot of gossip and
the swapping of interesting tales goes 01'"1 at the Fishbone Tavern.

1be Peasant's Bridge is the older, smaller, and less stable of the two
bridges crossing the river. It is a swing bridge that swings out of the
wa), when a dwarven barge needs to pass. By oompariSOrl. the Knight's
Bridge is newer, larger, and mott solidly built. and the barges can
easil)' pass beneath it. The Peasant's Bridge is still in service because
the doclt worken live and work on both sides of the river. and the
Knight's Bridge is a bit out of the way.

Michelbach
Many of lhe dwarves who left River City lived across the ri"er from

Michelbach, and that region slill shows Ihe scan of the old dwarven
ghello. Although Ihere: are man)' abandoned and available residences
in River City, some of the less well-to-do residents prefer to live in the
s[ums that remain on the east bank of Ihe river. The c1imale is generally
pleasant and the inhabitants have refurbished the interiors of their resi
dences, but prefer to keep the exterion looking slovenly as a sort of
rebellion against the king. People are not allowed 10 live cast of the
river, and that's just another reason to live in the slums on the east bank.

The new docks serve the dwarven burges that are regUlarly poled
down 10 Lake Town and back. The barges are able to supply River
City with the tastiest fruits and vegetables year round. Although the
Fonress is able to control the climate of The Valley, the warlocks of
Lake Town surpass even ils abilities.

Other Main Clusters & Connections
These are the main connections leading off the main route between

the Road and the Crystal Fortress. The places of interest are eilher
located on or near this path. or along the river.

Paths from Kirchweilu lead to Puetzbom, Wallenbom. and back to
Kroonenburg .

Paths from PuetLborn lead to Erdorf. Badern, Nohn. and back 10
Kirchweiler.

Paths from Erdorf lead 10 Schwirtz.helrn, Dudeldorf. Dockwciler,
and back 10 Puelzborn.

Paths from DcK:kweiler lead 10 Fensdorf. up ri\'er 10 Moosbac:h,
downriver to Muellenbac:h, and back to Eroorf.

Going north along the river from Dock"'eiler.the palh runs through
Moosbach, Schoenbach, Bodcnbach. Michelbach, Koenelbach,
Weidenbach, and 01'"1 north through other abandoned c1usler.>. 'There are
also c1usten lying off 10 lhe side from the main ri\'enide palh, but they
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are mainly residelllial. with no places of I1Ote. The same is true of the
c1usten localed to the south of Doc:kweiler.

Jakobsknopp
Jakobsknopp is a remote cluster 01'"1 the oUlskins of River Cil)'. An)'

c1uslen around it are abandoned. The shonesl route from Jakobsknopp
to the Crystal Fonress goes through Uexheim, Bellenfeld and Weiden
bach, and lhen follows the river south. through Koenelbach. Michel·
bach, Bodenbach, 5choenbach, Moosbach, Doc:kweiler, and Muellen
bach. 1ben the path goes across the river via the Knight's Bridge and
leads easl to The Crystal Fortress.

The village (if il can truly be called a village) of Jakobsknopp has a
tOlal of four buildings. One is the residence of Archie, the other three
are also residences; there are no businesses. Archie's rlESidma is built
against a hill and some of lhe lower level rooms are aclUally built into
the face of lhe hill. The other residenlJi of the village are common folk
who keep to themselves, but keep an eye 01'"1 e\'erything that happens.
One is a human couple with three young children, ages 2, 5, and 6.
'The husband works 01'"1 the docks, while the wife takes care of the home
and the children.

1be second is an elf couple, ages 121 and 134, wilh a daughter, age
11 who is still in school. 1be wife works al the palace in a variel)' of
capacities, mainlllining coun records and assisting Bana and the court
as a translator, She is good friends wilh Archk and with Elana, 'The
husband remains at home writing and painling.

The third residence is a very small, old building occupied by a 930
year old elf woman, called 1I0ma. She is Lylli's grandmother and one
oflbe original residents born in the early days of The Valley. 'The house
that Iloma occupies is one of the oldesl in the cil)'. She is a scholar
whose parents were originally from Lopan. Archie's residence was
owned by Lylli's parenls (Homa's son and daughter-in-law). who are
no longer alive.

G,M, Plot Notes: The old woman is still as sharp as a knife. intelligent
and knowledgeable of The Valley's history. She has no love for lhe
king and will speculate about the Crystal Palace and its power over the
people and the mountain valley. She is also useful in providing infor
mation about Archie. She is especially open and lalkative if her great
grandson, Peter. has joined the player group. Like his mother. she will
advise the group to lake good care of the "precious boy" and will shed
some light on Lylli's and Archie's tumultuous pasts.

The long and the short of it is that Lylli and Archie fell in love. had
a romuntic affair, talked about marriage. but Archie didn't want 10
settle down. They had several big fights which severed their relationship.
When Archie discovered she was pregnant with his child. he sheepishly
offered 10 marry her. His half hearted offer was the final straw and she
quite literally threw him out. She bore a son and has raised him mostly
by herself. To Archie's credit he has never denied the child as being
his son and has tried toofferhis suppon. both emotionally and financially
(although Lylli often refuses it). Unfonunately. Archie was often away
on the king's business or caught up in mystic studies. SliII he was a
bener father than many and cares deeply about his son and Lylli.

Note: Homa is not a member of the Syndicale and does not agrtt
With their taclics or methods. However. she is sharp enough to know
that they can be contacted al the Hinterweiler dusler.

Archie's Home
1be house is a IWO Story struclure, with the front of the building

having 01'"11)' a door 00 the lower level and 00 windows. 1bere are three
equally spaced windows with newer boxes 01'"1 the level abo'"e, but Ihe
windows' shutlen are usuall)' closed. 1be gable has a single circular
window which is usuall)' opened.



The front door is always magically sealed (the sorcerer's seal) from
the inside. However, if the player group or other visitors have been
invited, a magic pigeon will fly out of the gable window to grectthelll.
Peter. Lylli, and Homa have open invitations and are always welcomed.
The pigeon will tell them the password of the day in order to enter and
lock the door behind them.

Archie's house is protected by his own sophisticated brand of magic,
a mixture of spell and symbol magic. Each spell or ward is activated
by a series of conditions and counter-conditions. From this point on.
the only people who are truly safe are those who were given the password
by the magic pigeon.

The main room is a living/front room and safe haven for Archie's
guests. The room is completely closed (no windows). however it is
magically lit by a pleasant sun-like light. Along each wall. there is a
series of six living stations (twelve tOlal). Each is a small cubicle with
a simple COl. dressing table, end table. chair and desk. There are also
two washrooms/toilet cubicles at the back of the hall. The washrooms
are magically enhanced and always clean and fresh. The cubicles secm
to have independent lighting and when anyone enters the cubicle a light
aUlDmatically comes on. However. when the occupant lays down on
the COt, the light goes off again. In addition. there is a plate and goblet
on each end table. The occupied cubicles receive complimentary bread
and milk which magically appear on the end table every evening. If
not consumed. the bread and milk simply remain until eaten, but stay
fresh the entire time, Likewise. the goblets are magically filled with
fresh water whenever they are emptied. None of these rooms have
windows and none, except for the main room. have doors leading to

the outside.

There arc three doors at the back of thc main room. one in the back
wall and one in each of the side walls. There is also an open staircase
leading up. Two of the three three doors are locked. and magically
sealed. However. with enough persistence. the group might be able to
open one or both of them.

The locked and scaled door in the right hand wall leads to a suite of
rooms consisting of (in order); an old kitchen, empty servants' lodging
and root cellar. Although magically protected, Archie seldom uses these
rooms. The servants' quarters are entered through a large doorway in
the far wall of the kitchen. The kitchen has no obvious facilities and
no fire pit. It appears that there might have been a large stove near the
front of the room. as there is evidence of a patched hole for a stovepipe.
The root cellar is entered through a doorway in the back wall and is
carved into Ihe hillside: it is the smallest of the rooms.

Going back to the main. front room. the unlocked door in the wall
to Ihe left leads to a suite of rooms consisting of a study. library and
storeroom. This is where Archic keeps all of his non-magic books and
paraphernalia. Guests are free to browse. The study has a large pine
desk with lots of drawers, and a large plain table. There are also a few
shelves and a large map of the world hanging on one wall. Pieces of
parchment, scrolls. and books are scattered on the desk and table. They
are written in a variety of languages: some are written in runes. The
freshest looking parchments and books :lppear to be recently scribed.
probably wrillen by Archie. All of these newer texts are writtcn in
runes. There is another copy of the map of the world rolled up on the
table. It has numerous notes scrawled on il. also written in runes. Those
who can read runes will find Archie's notebooks have the following
titles: Changelings' Past, Changelings' Present. Noah's Colony and
Immigrants. Old Kingdom Kings. Evidence of Permanent Metamor
phosis. Lapan Olympiad. Human vs Wolfen, The Elf-Dwarf Wars, and
OIhers.

The library is entered through an archway in the far wall of the
study. All the walls are lined with bookshelves and there are also shelves
sct back to back in the middlc of the room. All of the shelves are
crammed full of books, parchments. scrolls. and notes in many lan
guages. Most of the documents in this room are on topics that Archie
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is not currently researching. Guests are welcome to browse. bill no
books are to be taken out of the house.

The storeroom is entered through a locked doorway in the b:lck wall
of the study and is set into the hillside. This is where Archie stores
most of his non-magical gear. It contains: Three full suits of soft leather
armor. two suits of studded leather armor. one suit of scale mail . two
long swords of exceptional quality. twO ordinary long swords. three
ordinary shon swords. six exceptional daggers, twO quanerstaffs. an
iron staff, a dozen wool shins. six pairs of work pants. two d07.cn p:lirs
of socks, a variety of light and heavy jackets. a variety of light and
heavy boots. a variety of long and shon capes and robes. a selection
of belts and sheathes. twO dozcn belt purses. two backpacks. six
waterskins. 200 feet (61 m) of rope. 100 fect (30.S Ill) of light chain.
three dozen iron spikes like those used by mountain climbers. four
small mallets, four hand-picks, two grappling hooks. a tinderbox. nint,
a lantern. a sleeping bag, and a variety of light and he:lvy blankets.
among other things.

Tunnels Beneath the House
Going back once ag:lin to the main room, the center door opens onto

what looks like it might havc been a root cellar but is now a crude
tunnel in the ground Ihat leads directly into the face of the hill. The
tunnel curves downward and after aboul 100 fect (30.S m) opens onto
a larger. more finished. professionally excavatcd tunnel. This larger
tunnel runs to the right for anothcr 100 fcct (30.5 m) and stops. The
largcr tunnel also runs to the 1cft for about 300 feet (91.S m) before
stopping. At 40 foot (12.2 m) intervals all along the entire length of
thc tunnel are pairs of 40 foot (12.2 m) long side tunnels going in both
directions. There is also an underground clearing sixty feet (18.2 01)
in diameter. that has been excavated around a large crystal structure.
The structure is a giant crystal hexagon with six room-like areas (see
the description of the Crystal"Gateway for details). The huge cryslal
fills most of the chamber, leaving little space for anything else. This
chamber is al the end of one of the 40 foot (12.2 m) sidc tunnels.

If the group asks Archie about the tunnels, he mayor may not choose
to tell them anything about them. especially since they probably had
to force open a locked door to go wandering where they shouldn'l have
been. Any explanation will be a simple one: One night. many years
ago. as he was preparing to do a magic experiment. he did a presence
sense to make sure no one was nearby. Much 10 his surpri!>e. he sensed
a presence that was in the ground below his home, He decidcd to locate
the source and began tunnelling. To his surprise, he found an existing
network of tunnels with no evidence of who built them or when. More
disconcening was that the presence he had felt was gone. Other more
imponant mailers have distracted his allention about them.

Any commcntsorquestions about the giant crystal will visibly surprise
him. The crystal and additional tunnel passages weren't there the last
time he was down there severnl years ago. He'lI wanl to investigate
immediately.

G,M. Plot Notes: Jon Hanlon, the warlock who founded Lake Town.
is the person who built the tunnels and was the presence that Archie
sensed. Why Jon Hanlon did this. or why he does anything. is beyond
explanation. Jon Hanlon is veT)' insane (see his description in Lake
Town). Archie has not returned to the tunnel complex below his home
in a number of years and does NOT know about the giant crystal
struclllre! Jon Hanlon returned to the area later and found the huge
crystal structure that was buried there. Jon didn't know whal it was,
but he cleared out the area in an 3Uempt at getting a better view of it.
It is just fortuitous that one of the tunnels connects to Ihe chamber. See
the description of the Crystal Gateway which is in the section on
crystal devices.

Unless Archie is told about the device he will have no reason to
return to the lunnels. and will simply reseal the door so that the characters
can't get Ihrough. Another plot device to find the gateway is to creale



3 reason to go back down into the lunoels. perhaps lhe presence/Jon is
fell again, sending Archie (and lhe player characlers?) to in\'estigate,
He'~ gone when they arrive. bul they Slumble onto the crystal.

Archie's Sanctuary
The open stairway leads upward and inlo what appears to be a solid

celhng. In reality. there is a tnIp door, The door is the most ornately
decor-ned pan of the room, with numerous wards, runes. and other
elln'mgs eo\enng ilS surface. The wards and carvings alen Archie of
Intruders and Inmets lIS proIecll\'e magic against any who try to force
enrry. An)one who so much as touches the trap door will have to save
ag:lInslthree separate but simuhaneous despair wards. Repeat each and
e\'ery melee that he or another touches it, A mystic drain is also activated
and affecls everybody in the entire room. If anyone is foolhardy enough
to remam m contact with the trap door for more than two minutes/melee
rounds. they WIll also have to save separately against magic blinding
and agony every melee they continue to mess with the door. All wards
are al eIghth level strength (Le. +3 ward strength. agony inflicts 8D8
damage for 8 melees). Even invited guests 3fC not safe from this magic
unk:s~ Archie opens the door and invites them in.

If the chanlcter(s) should manage to get past the trap door or Archie
mvite\ them up Into his sanctum, lhey will firK! a large 30x 30 fOOl
(9x 9 m) room that is dearly the abode of a man of magic. Circles of
powcr and prott.'Ction cover most of the noor, though most of them are
Inact1\e. A permanent mystic drain is in effect everywhere in the room
for e\'el)0ne ellcept Archie. There are magic scrolls and palions lining
the IDcl\e:. of the ",all to the left The wall 10 the right is lined with
shehe~ and racls that hold any Imaginable ward or circle component
and then M)mC.

There Il> also a dimensional rift noating in the air at the far side of
the room. The dImensional rift circle is conne<:ted to tWO proICCllon
C"lrcleS, prOleellon from good and evil, and a force circle with a power
matnx. There IS a small staircase leading up to the rift. If the characters
e\er get to go through the rifl. they WIll find an identical room on the
other ~Idc

The Olhcr dImension is no more dangerous than the one the characten
are m now and that world IS very similar to the Palladium World. In
fact, the house on the far side is located in what appears to be an
average. Palladium World style small town of aoout 800 human· looking
people. Archie is known as a wizard of little significance in this other
dimension. The main reason for having this other room is for Archie
to meet with "monsters" from other worlds, dimensions, or even from
the Palladium World without ever having to leave home or disrupting
The Valley. What this means is that although Archie occasionally visits
this OIher dimenSion. he has not SCt foot in his native Palladium World
outside The Valley in fifteen )'ears.

The Archie NPC
Archie has a repulation as a powerful mage throughout the mountains.

Smce the mountains are 1101 known for harboring really powerful mages.
he is cornmooly known as ''The Arch Mage:' Beyond the mounlains
he is known to very few. Many fellow sorcerers in the Old Kingdom
will re<:ognrze his name. but his fame is 1101 as a po.....erful mage but
as a hlslorian and aniS!. Archie is a skilled painter and enjoys painting
almostlllOJe than ~tudying magic. HIS paintings tend to concentrate on
the theme of supernatural crealures, magic and dimensions. lbey are
popular among the Old Kingdom magic guilds and mosl guilds will
have at least on.: "Archie" hanging in their headquaners. Some of his
paintings can be found as far away as the Timiro Kingdom.

About thiny yean ago. Archie began travelling the world looking
for changelings who would like to move to a colony in the south seas.
A colony owned, ruled and inhabited by changelings. His long time
friend. N03h. had founded the community and hoped to change the
dire propht.'cy of the Tristine Chronicles by cfC3ting a quiet community
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where changelings could live and prosper in peace. Archie was prone
to finding and inviting lhe average changeling. rather than heroic adven·
turen. The heroic son is not likely to go along with all of the colony's
edicts for peace and mediation. Eventually. Archie's travels took him
to the Old Kingdom Mountains where he happened upon 1be Valley
and the Cryslal Fortress. That was about twenty years ago.

Archie became fascinated by the many anomalies of1be Valley. its
inhabitants. and. moce than anything else. crystal magic. He and the:
Crystal King hit it off and after he had accomplished his firsl quest for
the King (the details of which he will never reveal to the group) he
was pronounced "Sir" Archie of the Crystal Knights and given a Cryslal
S",·ord.1t was around this time that he met and romanced Lylli. Although
they fell in love immediately and Lylli oore Archie a son. her impudencc
and his incorrigible wanderlust finally dro"e them apan. He chose to
live in River City, a halfway point between the Crystal ronress and
the home of Lylli and Peter. his son.

Archie has a tendency to emersc himself in whatever happens 10
fascinate him at the time. When things fell apan between him and LyJli.
he became obsessed with unravelling the secrcts of crystal magic, He
has also spent a large pan of his time researching the changeling race:
not just because of his friendship with Noah and other changelings. but
because it appears that ancient changelings may have created (or at
least mastered) crystal magic. Archie's crystal sword was built by II

changeling (and the rune swonl-like intelligence inside iI, with its ob
session for knOWledge, has had a significant influence on Archie).

The last time Archie left The Valley was fifteen years ago. on a Visit
to the changeling colony. Archie went, hoping thai Noah could help
him unra\'e1the power of an ancient circle which was described in one
of Elana's books. Somelhing about that visit with Noah disturbed him
greatly. He did not tell his friend about his disoo\'ery of crystal magic
and he has not gone to visll him since. Again he focused his anenllon
toward unravelling the secret~ of crystal magic and the hi~ory of the
changeling race. Meanwhile, he contcntedly waits Cor the next group
of outlanders to visit the valley.

Archie and Changelings
Archie has spent decades trying 10 unravel the truth about changelings.

One key discovery he has made is about the human rulers of the Old
Kingdom before il was ... well. old. Archie has begun to refer to this
time period as the "Ancient Old Kingdom," as opposed to the well
known and documented "Modem Old Kingdom."

He has found many other references in ancient writings that predate
the Elf-Dwarf Wars 10 suggest thai the changelings were once a signif
icant power in these mountains and had their own fonnidable nlllgiC".
crystal magic. and may have helped the dwarves develop rune magic.
It is 001 clear what status the changelings had within the Ancienl Old
Kingdom. but at least it appears that they were not feared and hunted.

He is convinced that the changelings' involvement with the royal
family of the Great Prestida led to the events of deception and treachery
so often quoted from the TriSline Chronicles_ 11 was the death of the
last great PrestKla king that sparked the pe~ution of C"hangelings that
la~s to this day.

One passage that Archie claims to have come from a rare edlllon of
the Tristine Oironicles is especially interesling. Archie contends that
many of the elliSling Chronicles are edited venions that have deleted
this passage. He has a copy on parchment made by his own hand (in
elf) which player characters can ellamine or it can be read 10 them.

"Yea, for UII/old centuries did they plot. The changelings did not
perish in the Great EIf-D.....arf War as had bUll fnUe\·ed. King
Preslida XIJI, the greatest of the hI/man Old Kingdom killgs, lire
IlW in II line of g,eat kings l/lld noble lineage. had been re"Cllled
to Iw olle of'Thl')' of MallY FaCtS.' Man c1wrged lire c!uwgelillgs
hod Iried 10 take COlllrol of the knOll'n world, secretly IIllirdering



Archie sees the language of the rare text as ambiguous :md worded
in a most interesting and delibenlte way. Tristine does not openly accuse
the changelings of any crime. He uses the phrase, "Man charged the
changelings" with the crime of murder, not that the ch:mgelings were
actually guilty of any crime; certainly not the murder of the king. In
fact. he seems to refer to King Prestida XIII as "a changeling," The
wording of the passage and the fact that it has been dcleted from most
versions of the Tristine Chronicles (why?) makes Archie suspicious and
piques his curiosity,

His theory is that the changelings didn't kill King Prestida XIlI and
assume his identity, but that they had assumed the human fonn and the
identity of the Prestida family centuries earlier. That each and every
King Prestida had been a changeling. Forcenturies. disguised as humans
they helped to build a thriving human (and changeling) kingdom from
the ashes of The Great Elf-Dwarf war without anybody ever realizing
it, A kingdom that would eventually move east to become the Timiro
Kingdom! A fluke accident revealed King Prestida XllI to be the
changeling he had always been. The humans assumed the worst. and
branded the man they once heralded as a great king a murderous monster.
The changeling king who dared to secretly lead/help humans was put
to death and the genocide of the changeling race for this horrible deed
was begun, Pure unsubstantiated conjccture?ldle and groundless mus
ings? He doesn't know. If his theory is correct, the centuries of perse
cution are all the more tragic.

To substantiate his speculation, he can't help bUI to note lhat all the
Prestida kings abstained from drink, even at celebrations, and ate bland
foods, The family was always very private, kept to themselves, and it
was the Prestida family that started the Ir.ldition of burying dead kings
in the Old Kingdom mountains (away from prying eyes where they
mighl be discovered 10 be changelings. not humans),

The kings of the Old Kingdom were ceremoniously buried in a place
referred to as The Mountain of The Kings, When the Old Kingdom
kings were buried, they were buried with many of their personal belong
ings, including books and rune weapons. Archie has an idea where this
place might be and wants to go to eltplore it. He has convinced the
Crystal King of the worthiness of a quest to lind and plunder these
lombs and has gollen his tentative approval. However. Archie secretly
hopes that some of the artieles he may lind in the tombs. perhaps even
the skeletal remains of the kings. would confinn once and for all whether
any were changelings. Personally, the elf mage suspectS that the entire
Preslida family line have all been changelings.

Ihe King lind rep/ad/IS him with one a/their 010'11. Tire w,ollg Ihey
wrought would see the worfel rise up /Q lmrge clulIlgelilrgs from Ihe
I'ery face of the planet.

"The once noble and (lnciellf chllllge/ilrgs lwei pillwed lire seeds
of their OW" des/rue/ioll. When il was discOI'ered tllll/Ihe good King
Pres/ida XI/I wos a changeling, thOl/sonds were Iwllled dOWII and
slaughlered. Whm ('vidence oj their cil'ilizmio/l ai/shed Will SC(I/
lerelllO the winds, for ""herel'er the chmrgefings did smiler, Ihey
were destroyed. And 10, mallY others who were 1101 They of MUll)'
Faces lost Ihei, lives from {hose who feared {lUll they might be
changelings. Parents of Qlly yellow or pale while skinned child were
quickly put ro dealh with their ill/flIed progeny. Two lhirds of (11/

chwlgelings perished. Generalion afler genermion offlowing blood
was alllhm CO/lid (/ppeaSf the world's feors. The Old Kingdom mId
much ofthe world would be forever scarred by Ihis terrible scourge,
SlIch was Ihe madness 111m consumed lire 1I"0r/(/."

Archie, The Crystal Court Sorcerer
Archie is a typical arrogant elf. He despises most other men of magic

(as is natural for an arrogant elf wizard), but is himself an experienced
wizard and diabolist. He presents himself as a wandering scholar and
explains that he intends to explore the mountains of the Old Kingdom
where the dwarves used to manufacture rune weapons,
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He is looking to hire adventurers who are willing to protect him and
help look for clues about rune magic (and changelings). He offers 5
gold per day per person with possible bonuses and a percentage of any
treasure lhey find: a good wage. especially for missions that don't seem
tOO dangerous. He is willing to haggle about payment and percentages.
but he will reserve first pick of any artifacts that the group locates and
lays claim to ALL crystal and rune items. He estimates that it should
take them a month or SO to complete the explorations and return. He
IS wllhng to pay 30 days pay up front. with the remainder on return.
Overflowing with arrogance. he informs them;

"If you serve me well. I may find reason to hire you for future
missions

1lle members of the adventurer group are likely to recognize Arehie
II:> a valuable. if unpredictable and emuic. ally in 1lle Valley and just
about anywhere else In the worid.

G.l\1. ptot J'!Iotes: Archtc can be the driving force in motivating
chanlctCfS. insllgating adventure. and serve as the element in link most
of the adventures together. He can be a useful tool in gening the group
to and out of trouble. especially when they get in over their heads. As
an N.P.C.• Archie will use whatever abilities be has to keep the group
motivated. He should be pla}'ed as condescending. arrogant. superior
and a bit removed from reality. He is consumed by his own agenda;
anybody else's needs and ideas are secondary. He despises men of
magic. even though he's one himself. and is especially rode to them.
He looks at men at arms as dumb brutes. and priests as. "too often
bhnded by their divine affiliations." 1lle people he respects most are
scOOlars. historians. teachers and most people of leaming who have an
open. Inquisitive mind. Archie loves to talk at great length about history.
science. philosophy. magic. and his ingenious observations and theories.
especially regarding the history and future of changelings.

Although Archie may like memben of the ad"enture group. he will
remain aloof and eool even toward fellow elves. Every time Archie has
to come to the group's aid or they make a mistake. he's likely to rub
their noses in il. He'lI make comments about character's shoncomings
and habits too. such as. "Eating againT' or "You sure tied one on last
night." "Pee-you. you still smell like a distillery. so please stand up
wind from me. won't you." And things like. "That wasn't very bright."
or "Well done for a brute like you," or "Surprisingly clever of you.
I'm impressed, really." and so on. '

Members of the group lllay come to resent him. but he should be a
valuable addition to the team and he will do nice things for them from
time to time. For ell:ample. he is more than fair in dividing up treasure.
ell:cept when it comes to rune weapons. magic items. and history books.
He may treat them as wonhless buffoons or incompetent morons, but
he will defend them to olhen and will loyally help them get out of
trouble (especially ifhe's the guy who got them into trouble in the fint
place).

As for his son. Archie has always felt very awkward in the role of
father and is afraid to openly show his affections. Archie tries not to
favor or coddle Peter and often makes him do the grunt work aDd chores
of the expedilion. Even so. he treats Peter the least rudely of anybody.
applauds his accomplishments. takes his time to ell:plain things to him
and keeps a watchful eye on him. If Peter is hun badly or (heaven
forbid) killed, Archie shall become thi unmerciless hand of vengeance
and the pla)'er characters will sec the might of his magic unleashed in
a destructive lorrent. Peter's death will affect the elf mage deeply.

1be game master should use Archie as the perfect foil to develop
plot and direction for the group and the campaign. Archie can push.
entice or manipulate the characters into encounters and adventures that
they might not have OLherwise considered. 1be subplot about the history
of the changelings should eventually intrigue every player character as
they try to unravel the wth. so don't keep this Archie's lillie SOCTeI:
remember. he likes to talk and show off his intelligence.
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Note: 1lle player group can meet Archie just about anywhcre in the
world. under any circumstance. He is a wanderer. although he hasn't
done much wandering lately. 1lle best place to introduce the character
is in The Valley. Visitors to The Valley are rare and well announced.
Arehie will want to be involved in welcoming any outsiders to the
community as soon as possible. hence his first appelll1lnce at Alpine
Burg.

Name: Sir Archie
True Name: Archimedes Magellan. but he: prefen to be addressed as
Archie or Sir Archie. Anybody who insists on calhng hIm Archimedes
will onlyeam his ire.
Alignment: Unprincipled
O.C.C. & t..e,·el: Diabohst 9th. Wizard 9th. Healer 5th
Race: Elf. Age: 562. Size: 6 ft 3 in tall (1.91 m). 160 lbs (12 kg).
Sex: Male.
AUribuleS: I.Q. 19. M.E. 16. M.A. II. P.S. 13. P.P. 15. P.E. 16.
P.B. 20. Spd. 12. Hit Points: 105. A.R.: 4.
Annor: Leather of Iron A.R. 15. S.D.C. 300. or Cloak of Annor.

A.R. 14. S.D.C. 250.
Bonuses: Includes all attribute bonuses. O.C.C. magic combat. and

chest wards. +5 'IS spells. +6 'IS .... ards. +4 vs circles. +5 '15

poison. +3 vs insanity. + 16% 'IS comaIdeath. +3 "S psionics,
Additional + 3 'IS ps'onics when using Crystal Sword.

Natural Abilities: Charmlimpress 5O'k. recognize magic items 58'k.
decipher circles 91'l-n2%. scroll con"enion 66%. recogmze en
chanunent 80%. Other Bonuses: +4 save vs fear-charm magIC!
psionics. +2 save 'IS mood altering magiclpsionics. Imp.:rvious to
psionic and magic sleep.

The following are due 10 a series of wards thaI are "tallooed" into
his cheSI. A number of them incorporate fragments of dragon bone
(permanence wards). and bIts of bone show through the skin surface
of his chest. 113 damage from cold/fire. In damage from energy.
see invisible. 60 ft (18 m) night vision (even in magic darkness).
speak all languages~, read/write all languages 99% (native Ian·
guage is elven). recognize enchantment 88'.1>.

Pslonics: 9th level minor psionic. Since the base save 'IS psionics is
12. Archie only needs a 6 because of his bond with the magic sword.
I.S.P.: 98. Powers include; Aura of truth. detect psionics. hypnotic
suggestion. object read. presence sense. resisl fatigue and sense
good and evil.

Healer Abilities: All level 1-3 healing abilities. Healer I.S.P. 72
Magic/Clerical: Spells: 14 spells per day. + 3 spell strength. 2 spell

II1111cks per melee. Can write scrolls at 9th level (diabolist and
wi1.ard). Circles; + 1 circle strength. Wards: knows wards. 16 wards
per day. + 3 ward strength.

Magic Knowledge: Knows all symbols. knows runes. knows .....ards.
knows all power words. Spells: enchanted cauldron. all spells from
level one through five; the sorcerers seal. e.'l.Orcism. disprl magic
barriers: telepon (superior). dimensionaltelepon, :md resuJTeCtion.
Circles: all protection circles. all summoning circles. all po.....er cir
cles. and the following circles of legend: elemental forces. pennanent
metamorphosis.

Magic hems/Weapons: Crystal Swoni with psiomc prolectlon (addI
tional + 3 'IS psionics: and a crystal communicator headband. in
addition to many herbs and components for ward and circle making.
including two pain of faerie wings. See possessions.

Combat Abilities: Hand to hand: non men at arms. W.P.large sword.
W.P. knh·es. W.P. staff. 3 anacks per melee. kick allack 106.
critical strike from behind. + 4 strike. + 8 parry. +3 dodge. + 3
damage.

Weapons; Crystal Swoni doing 506 +13 damage (includes all
bonuses).

Skills of Noce: Disguise 73,*,139'l>. dowsing 71%. forgery 99'k/~.

identify plants 73'l>175%. locate secret companments 35%. medical
99'kJ99ll>. pick locks 73%. pick pockets 51'k. prowl 75'k. scale



walls. 55%, trap/skin small animals 59%/63%, speak all languages
99%. read/write all languages 99%. carpentry 67%. cook 95%.
dance 98%195%. demon and devil lore 99%. faerie lore 99%. imitate
voices 61%. mathematics 99%. paint 99%. plant/farm lore 59%.
preserve food 77%, racial history 73%, recognize poison 61%. re
ligiousdoctrines83%, sense ofdirection 99%. 5ing95%. swim 80%.

Possessions: At his home in River City he has the equivalent of a few
million gold wonh of magic components and items. two or three
scrolls of every spell he knows. and countless books on magic and
hislOry. He al~ has a half dozen suits of leather of iron and cloaks
of amlor. and a nying carpet. He has a similar stock on the other
side of his dimensional rift.

Description: Archie is a little less than average height for an elf. and
rather thin. He also looks to be the equivalent of a human in his
mid to late fonies. but it's the weathered look of e)l.perience, and
he still has a bright fire burning in his eyes. In reality, the elf is
562 years old. He was the illegitimate son of a wizard. bom in the
early days of the Eastern Territories and raised liS a scholar. He ha.~

led a long life and has travelled to just about every comer of the
Palladium World. He has even spent time on the magic council at
the Place of Magic (see Palladium RPG Book II: Old Ones). and
as advisor to a king in Timiro. He is arrogant. feeling superior to
all others. especially other men of magic. however. he has a phobia
of elergy.

Archie is one of the most independent and well protected mages
to walk the world at the present time. This is panly because of
Horatio. his guardian angel. panly because of his chest wards. and
partly because of his sword. Archie wields a crystal long sword that
is bright green. with a hint of yellow al the core of thc blade. The
sword hilt has a red gem at the base and 3t the point where the blade
begins. The crystal sword hilt hangs from his belt along with numer
ous small leather and cloth pouches. Many of the pouches have rune
symbols painted on them. and are f'illed with magic COmponents.
He dresses in a simple leather jacket (leather of iron) and slacks.
He wears a crystal necklace and bracelet. He also wears many ornate
rings that suggest magic.

Horatio, Archie's Unlikely Companion
Archie's constant companion is Horatio. a Cherub (a scrupulous

angel) who has worked with Archie for the past forty years. Although
Archie tends to think of him as his familiar or crusted servant rather
than a true friend, Horalio is fond of the elf and will do everything in
his power to help and save Archie and Peter. One of Horatio's powers
is the ability to look through Archie's eyes (perhaps Archie is actually
Horatio'S familiar?) and sec everything that Archie sees even though
they may be as far as two miles away. Horatio lends to stay OUI of
everybody's way and lets them do what they must. However. he does
lend a helping hand and offers kind words to those with a kind hean
or who do a good deed. Mosl of the time he quietly waits in another
dimension until he senses that Archie needs him. or until Archie calls
for him. Horatio usually remains invisible while in the Palladium world
and spends as liule time as possible in it.

Horatio understands the danger that threatens the Palladium world
and recognizes Archie's and our heroes' imponance in stopping the
evil from spreading. even if Archie doesn't. Consequently. HOrJtio wilt
do everything in his power to keep the group on Irack and smooch
things over between them and Archie. Horatio can call upon I D4 other
angels to help. especially in sending dreams. visions. and inspiring
ideas to the group.

Archie's Guardian Angel

Name: Horatio
Alignment: Scrupulous
Attributes: I.Q. 20. M.A. 24. M.E. 20. P.S. 23. P.P. 18. P.E. 20.
P.B. 30. Spd. 8. flying speed of 74 (50 mph/80 kmph).
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Race: Cherub - Spirit of the Air.
Age: 9,000 years. Size: 3 feet tall (0.9 m). 5CTIbs (22.5 kg). Natural
A.R.: 12
Hit Points: 75
Natural Abilities: +3 all all saving throws. night vision 90 ft (27 m).

see the invisible, tum invisible. metamorphosis. bio-regeneration
(I D6 every two melees). dimensional telepon 50%. understands and
speaks all languages.

Psionics: All level 1-3 abilities. fifth level proficiency. 1.5.1'.: 60.
Magic: All level 1-5 air elemental al sixth level proficiency.
Clerical: Turn 206 dead 80%. e)l.orcism 40%. remove curse 36%.

healing touch (206 once per melee). resurreclioll 15%.
Combat: 2 attacks per melee. 108 damage. or by weapon or magic.

+2 strike. +6 damage. +6 dodge. +4 parry.
Description: HOrJtio. like other cherubs. appears as a human infant

with feathered wings and eyes of yellow name. Hor.ltio rarely ap
pears in the Palladium World. but will normally meet with Archie
in "neutral" territory. usually the astral plane. When he does enter
the Palladium World. he will remain invisible. Just like elementals.
he cannot scay in The Vatley for more than 24 hours and c:mnot
enter the Crystal Fonress.

Angels rarely take a direct hand in the affairs of mortals. but have
been known to ally themselves with mortals involved in greal con-
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niets with evil forces. Angels (and elemcntals) can immediately
sense the location of AxcI's cirele and the corrupt nature of its power
when they enter the Palladium World. However. they have no reason
to act against it. The circle threalens the entire world. bUI only as
a future possibility. Horatio has informed the other angels in his
home dimension about the power circle of elemental forces ilctivated
in the south. and may come to the aid of any mortals who try to stop it.

Horalio has been involved in Archie's schemes over the past forty
years and he has become more closely involved ill the world's affairs
than is typical for a cherub. Horalio has gained a certain fondness
for the Palladium World and all its creatures. In the past. because
of his familiarity with Archie and his fondness for the world. Horatio
has taken too active a hand in the affairs of the world. He has been
chastised by other angels and is afraid that he may be cast OUI of
the community if he's nm careful. Therefore. Horatio has avoided
telling Archiedirectly about the danger represented by the changeling
A)l.el. the circle of elemental force in the south. and the dire conse,
quenccs of events currently in motion. However. Horatio plans on
discreetly directing Archie (and his allies/the player characters) to
the circle of elemental forces and to pUI a stop to the events that
threaten the world.



The Road to Lake Town
The Journey to Lake Town is a cold and inhospitable one. The nonh

end of l~ road and the river toward River Cily arc covered by fores!.
1lle area De)'OOO it. toward Lake Town. changes dramatically 10 moun
tain scrub. Just beyond the old city wall. Here the land is rocky, with
~parse vcgetallon, sudden winds. cold temperatures, frosl and even
~now (IypK:ally between freezing and alxxll 50 degrees Fahrenheit).

The road to Lake Town hasn't been used as a common thorough-fare
in n<:arly '\000 hundred years. but its narrow path is still evident as it
runs along the eastern side of the m'e!. An old, dilapidated inn remains
on the road half.....ay beu.,ceo River City and Lake Town. but iltoo has
been abandoned for )'C~ 1lIt: ok! road tTOSSeS over 10 the west side
of the river. \'Ia a fordms POint. Dear We Town and is seldom used
by lra\i'dm. Once In a ",hIlt:. one Will see the occasional Lake Town
Of River CIty citll.en or OUblOO lJ3\'chng on il. or more often, human
children romping in the: \looodJi; or playing on tDe road throwing snowballs
and mnlng snowmen The Oea\er Gang and members of the Syndicate
'iOmellme~ use nearby forests and rocky crags as temporary hKting
plaCes and can be §Cen skulking down the road for a moment before
they di~ppear behind a rock or ttee.

The Valley Guards and Ol:her Valley protectors also tend to avoid
thiS area. gi\mg It a quick VISII and look over about once every 104
months Desplle all thiS. there IS nothing panicularly dangerous or
myitcllOUi about this area of The Valley; iI's simply an old area no
longer used or inhabued by anyone. The desolation and cold tempern
tures are thl: result of Lake Town warlocks lcnmg the rest of The Valley
mhabuanb know that they are noI welcome and 10 Slay away. 1ne few
who do tra\'el to Lake Town use boats 00 the river.

Lake Town Today
Beyond the threatening scrub and ~oow area that divides Lake Town

from RIver City i~ the region controlled by the warlocks. It is the garden
ipot of the Valley. The sun always shines during the day. the lemperature
I~ always a pleasant 70 to 80 degrees. a fine mist falls every cvening,
lmd plams grow in abundance. There are a variclY of plants and trees
that are only found in this area controlled by the warlocks. Most notable
are fruit and nut bearing type~. The small f:mns always produce an
abundance of vegetablc~ and green~. Fi~h from the lake is the other
staple eaten by the re~identi; most are vegctarians. The only animals
around \eem to be made of clay. Thi~ can be a bit unselliing, bUI one
gets used to it

Lake Town i~ a spmwling community of aoout a fifteen hundred
mhablt:mb. It I~ the province of humans (99%) and warlocks. The city
wa~ founded by Jon Hanlun when he and his followers failed in their
allempt to escape from The Valley and the control ofthe Crystal Fortress.
When they failed. they decided to ostracize themselves from the rest
of 1ne Valley mhabitants and established Lake Town. Since then they
have kept mostly to themsel\'es. That was o\'er nine hundred years ago.
Because the humans have much shoner lifetimes than elf. dwarf. or
changehng. many generntions ha\'e been oorn and died in Lake Town
\Oohile the same Crystal Kmg rules the Fortress.

The town IS prelly much Ignored by everyone else except the nver
rafting tradenl. The mh3bitants dIslike all elves (because the king is an
elO and aVOid most ocher people. The dwarves of Rh·er City are the
ooly ones the humans ha\e regular contacl with and they aren'l too
thrilled \00 IIh lhem They v!Cw outstders with suspicion bul will genernlly
\Ooekome any humans to their town. Most of these peoplt' seem angry
and hostile although e\en they don'l §Cern to know why. They hate the
guardsmen and lnlerrogatOB e\'en more Ihan eh'es and there is inevitably
a conflict \Oohenever any of the "King's men" visit. Cat calls. pranks,
and brawls are dlrecled at !hose who se.....·e the Crystal King. G.M.
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Note: The hoslility is bec:IUse they cannot associate with their elemental
brothers. This separation causes a disturbance in their psyche and spirit
which makes them cantankerous. depressed and angrylhostile.

There is some limited trade. with River CilY exchanging grain. cOllon.
froit, fish, wine and lumber for dairy products. wool. melalworks, and
finished goods. but the aclUal needs of Lake Town are surprisingly few
so the trade is light. If the dwarven barges did not come 10 Lake Town,
there would be 00 trnde and the Lake Towners would learn to drink
their wine without cheese.

The Lake Towners don't know much about the Wit of The Valley.
since they have everything they need right where they are and avoid
contact with the rest of the area inhabitanls. The val'l majority of the
city's inhabilants are warlocks (66%) of one breed or another. About
40% are air warlocks. 30% water. 25% earth and 5% fire. Almost all
are only first and second level. Very few ((()II,) ha\"t prog~sed to
higher Ie\'e!s and it is the task of the higher level warlocks (typically
five 10 seventh le\'el maximum) to lead the communilY.

The people are noI very indusnious. No one really rons the town,
and since there is an overabundance of mosl e\·erylhing. it is rare that
anythmg net'ds to be done. The slow. lazy pace of the Lake Town
inhabitants frequenlly means things are usually left undone for weeks
at a lime. Things that in\"oh·e using elemental magic are done fim.
Elemental magic is easy for most of the warlocks and they like to show
off 10 each Olher. When a dWllT\'en barge comes down from River CiIY.
a half dozen young warlocks may run to the beach to call a wave to
push the barge ashore. Thus the barge always hits the beach at Lake
Town travelling at or above Iwenty mph (32 kmph. spd 29). Passengers
001 tied down are likely 10 get thrown from the vessel and e\"en suffer
bumps and bruistlli. (Possible damage: 01·30% chance of being thrown
off the barge and suffering 206 hit points damage. 31-00: nodamage).

The History of Lake Town
Jon Hanlon was an air warlock who assisted the Crystal King in

seuling The Valley. One of Jon'sjobs was to make the weather in the
Valley more hospitable for the workers and senlers. In those days.
Alpine Burg was only an outpost at the entrance to The Valley and the
King was just beginning to unravel the seerels of Crystal Magic. Jon
also worked as the le.tdcr of a group of warlocks who assisted the
dwa ......es in their excavalion of the Crystal Fonress. Jon was loyal to
the King who treated him with respect and generosity. The majority of
the senlcrs were humans and dwarves. with the occasional elforchangel
ing. All of the warlocks were humans. which was not that unusual.
The warlocks recognized Jon as their leader and soon most non-warlock
humans also began to look at him as their nalural leader.

With the passage of time. the Crystal King became removed from
the common man and learned to use the weather control powers of the
Crystal Fonress. Jon and the King were still good friends. but the savvy
warlock began to notice things changing. One of the more distressing
occurrences was a sort ofps)'chic pressure exened by theCryslal Fonren
(or the King) that made elementals feel uncomfonable and encouraged
them to leave the valley.

After se\'eral more decades spent in the service of the King. Jon and
the warlocks decided that the time had come for them 10 lea\"e The
Valley, There was no animosily, they just felt they wanted to mo\'e
00. Afler OOIifying the king (who tried to dissuade them). they headed
south from the Cryslal Fortress towards the southern exit from The
Valley. Jon chose the southern roule because it was safer and quicker
for humans. However. when they reached the southern pan of The
Valley, they all suddenly changed lheir minds. They couldn'l find lhe
willpower they needed to make the descent down the southern cliffs
and they decided 10 sian a new town righl near lhe lake. Unknown to
them al that I1me. the king in concen wilh the Crystal Fortress. was
exercising their will over them. In actualilY. the king was as much a



victim as Jon and his people. The king had mixed feelings about the
departure of his long-time friend and the exodus of the humans. When
he felt confused. ambivalent or depressed, the forces (and personality)
of the Crystal Fortress were able to more easily inlluence and control
him. Through him they stopped Hanlon and the others.

Jon Hanlon and the humans founded the community of Lake Town
on the northwestern edge of the lake. Naturally, thc warlocks called
upon elementals to assist them in building their new community. At
first, the elementals .....ere able to overcome the increasingly powerful
psychic foree that wanted them to leave The Valley. As the power of
the Crystal Fortress grew stronger. it became difficult for the elementals
to resist and they were forced to leavc the "control zonc" that The
Fortress had established. Elementals were able to enter The Valley
when summoned. but would plead to be released and leave within 36
hours. The warlocks. ever sensitive to the desires and pain of their
elemental "brothers:' would release them. After awhile Ihey became
apprehensive about summoning them at all (just as The Fortrcss had
hoped).

The warlocks of Lake Town learned to live without the help of thcir
eltmental brothers, but it saddened them to be forced apart. Despite
this. the mind control of the Crystal Fortress and the king prevented
them from questioning the situation or from considering leaving The
Valley. Somc of the oldcr warlocks could not bear to live without
contact with their elcmental brothers. Thcse lonely individuals would
go as far south as the Crystal Fortress would allow and stand high
among the rocks and wind. lost in thought for hours on end. Some
would summon an e1emcntalto visit for just a lillie while (1D4 hours)
and release it upon its first sign of discomfort.

Jon was deeply troubled and confused by this unnatural situation and
frequently went to the Crystal Palace 10 visit with the king and ask for
his advice and guidance. The Crystal King would try to comfort his
old friend but was increasingly cold and somehow different. Finally.
the king revealed that it was he. using the power of the Crystal Fortress,
who was preventing the visits of the elementals. as well as preventing
Jon and his people from leaving The Valley. He mocked Jon as being
a blind fool. He told him that he and the other warlocks "belonged" to
The Valley and would never be allowed to leave. Jon begged him 10
free his people. For a moment. the king seemed to soften. His face
suddenly took on the compassionate visage of old. A tear trickled from
one eye and the Cryslal King said in a soft, sad voice. "I 1 tnJly
want to help you. Jon. It's just ... I ... I ean't! The Fortress ... the
olher ... it ..... Then the moment passed and the king, again under the
full conlrol of the Cryslal Fonress, snarled and said. 'This is your
home. warlock. Accept that and live in peace." With those words the
king left and refused to see Jon ever again.

Jon Hanlon lived out the rest of his life in frustration and guill. He
could not accept his fate and became obsessed wilh Ihe idea of escaping
from The Valley. Although he and many others frequently tried to fight
the mind control of the Crystal Fonress. they could nOI break its spell.
The guilt ate at him like a cancer: because of him. his fellow warlocks.
their families and offspring were the prisoners of the insane king and
Ihe mysterious Cryslal Fortress. Although Jon was getting old (by human
slandards), he never stopped searching for a way to help the others
escape. He studied all four branches of elemental power and mastered
them all: a rare feal. [n tum. he summoned greater elemenlals from
each of the four disciplines in hopes thai they could help his people
escape, but to no avai1.

At the age of 93. Jon's body, eyes and mind were beginning to fail
him. He remained healthy for his age. but nature was laking its toll.
If he was going 10 continue his quest he'd have to shed his natural body
for one that could stand the test of time. So it was that Jon Hanlon
decided 10 create an iron golem in his own image and transferred his
life essence into it. TIle new, powerful body renewed his spirits and
he conlinued his quest to free the people from The Valley. Unfortunately,
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the mental strain and guilt from his obsession conlinued to tornlent his
fragile mind. After a few decades as the golem. he became increasingly
parJnoid. especially about the king and his special knights. Jon also
developed an intense fear of the Crystal Fortress. convinced that it was
out 10 kill him. He became more reclusive and one day simply vanished.
At firsl many people thought he had finally found a way to escape. but
then they began to catch glimpses of the iron golem prowling the forests.
hills or even wandering through the town late at night when he thought
nobody would see him.

Some years later. the elTlltic and dangerously unbalanced warlock
summoned several greater elementals. lie gave them the task of freeing
his people. When the elementals could not step into The Valley more
than a few hundred yards before having to tum away (the Fortress has
grown incredibly slrong), the mad golem refused to release them. They
argued with Hanlon but he would not relent in his command. The
elemenlals became furious and attacked. savagely beating him. [roni
cally. it was Ihe magic of the Crystal Fortress Ihal forced the elementals
to leave The Valley, saving the golem's life. What tiny shred of sanity
that Jon Hanlon may have had left vanished when his elemental brothers
attacked him. He is quite insane. sleadfast in his belief thai NO living
creature can be trusted. including elcmentals. who he has never called
upon since that day forward.

The Four Elemcntals
The elementals Jon Hanlon summoned have become prisoners them·

selves. The insane warlock has never released them. They cannot get
10 him to plead or slay him. so they are trapped on the mounlain. The
elemenla[s. frustrated and angered by their captivity. are furious. They
have slowly come 10 accept their current situation in the Palladium
world. but take OUI their pain and anger on any intelligent creature they
encounter. They are responsible for sudden slonns. avalanches, rock
slides and other disasters in the mountains around The Valley..

There are four major elementals of water, earth. fire. and air. All
are bound by Hanlon and unable to leave until he either releases Ihem
or dies. The Golem/Jon Hanlon summoned them so only he can release
them. No other warlock can command or free them. They can communi
cate wilh other warlocks and. in an effort to free themselves. the elemen·
lals will Iry to pursue warlocks and other adventurers (oflen forcing
them into The Valley) to accomplish the task Hanlon has set them to:
To free his people.

The Mad Golem

Name: Jon Hanlon
True Name: Jon Hanlon
Alignment: Anarchisl
O,C.C. & Lel'el: Earth Warlock 10th. Air Warlock 101h. Fire Warlock

10th, and Water Warlock 10th.
Race: Supernatural; an iron golem possessed by a human life essence.
Age: 1000. Size: 7 ft tall (2. I 01), 1000 Ibs (450 kg), Sex: Male.
Attributes: I.Q. 15, M.E. 14. M.A. 12, P.S. 25. P.P. 20. P.E. NfA.
P.B. IS. Spd. 10
Hit PoinI.VS,D.C.: 124
Natural A.H.: 17
Bonuses: + 4 vs all spells. + 3 vs other magic. + 2 warlock spell

strenglh.
Natural Abilities: Nonnal and magic toxins. gases and poisons have

no effect. The golem does not need to breathe. Fire and cold have
no effect. Mend melal will reslore its S.D.C.

Psionics: None.
MagidClericaUHealing: Special: 40 spells per day (10 eanh. JO lire.

10 water, 10 air). 10th level proficiency as a warlock, but Jon will
nOI summon elemenlals and has come to fear them.

Magic Knowledge: Earth: Chameleon. rock to mud. grow plants. wall
of clay, create mound. earth rumble. repel animals, sand stonn.



river of lava. tmvel through earth, earthquake, mend metal. Slone
to flesh. travel through stone, create golem. wall of iron, cap volcaoo.
magnetism. soul tmnsference, suspended animation.

Air: Breathe without air, cloud of slumber, levitate. wind rush,
call lightning. walk the wind, invisibilily, phantom footman. protec
tion from lightning. breath of life, invisible wall. whirl-wind, electric
field. electromagnetism. mist of death, vacuum, tomado. hurricane.
atmosphere manipulation.

Water: Dowsing. float on water. resist fire, water seal. resisl cold.
sheet of ice. shards of ice, pan water.>. ten foot ball of ice, earth to
mud. toxic mist. Whlr1p<Xl1, heal bums. hurricane. ice elemental,
encase m Ice, drought. rain dance, Storm, tidal wa\"C.

Fire: Bhndmg flash. flame lick, fiery touch. swirling IighlS. extin
gUish fire, wall of flame. flame friend, heal bums, blue flame.
breathe fire, screaming wall of flame. dancing fires. eternal flame.
flame of life. len fOOl wheel of fire. fire whip. melt metal, ri\'er of
lava. burst Into flame, drought.

RecognIZe runes. MOOy circles, study symbols and study wards
at 10th level profiCiency.

Magic Ilenu/Wnpons: None: preferring to use his fisls or magic.
Combal Abililtes: Four hand to hand :lItacks per melee or twO magic.

206+ 10 damage wllh fist, +3 parry/dodge. Hand to Hand: NQtI
Men of Anns. W.P. Blunt. W.P. Knives. W.P. Short sword. W.P.
Large sword. W.P. Sta\es, W.P. Small shleld, W.P. Short bow.
W.P. Crossbow, all at 10th level proficiency.

Skills or Note: Horsemanship: general at 10th level, speak southern.
northern. eastern. weslem. elven. dwarven. goblin. troll. wolren.
ogre and faene 99%, read/write southem 94%, read/write nonhem.
eastem, western, elven, dwarven and wolfen 84%. disguise 65'1>1
.30%. doWSing 99%, identify plants/fruits 76%n8%, medical 94%1
96%, pick locks 70'J" pick pockets 60%. prowl 72%, scale walls
80%. use poison 80%, carpentry 85%. cook 98%. dance 94%191%,
demon and devil lore 98%, faerie lore 99%. imitate voices 84%.
mathematics 97%. paint 91%. plant/farm lore 84%. play string in
struments 86%, play wind instruments 96%. preserve food 94%,
racial histories 74%, recogni7.e poison 78%. recognize precious met
als and stones 87%. recognizc weapon quality 75%. religious doc
trine 95%. sailing 97%, sense of direction 99%, sing 91%, swim
99%. tailor 90%, ventriloquism 78%.

Possessions: NOlle. Jon hitS no need for weapons. gold or any other
possessions.

Insanities: Major Insanities:Still obsessed with freeing the humans and
warlocks from The Valley. Neurotically afmid of the Crystal Fortress
and elementals. Extremely panlnoid. and extremely afmid of other
creatures. Other Insanities: Jon Hanlon has been locked away in his
golem body for over eight hundred years, and has finally come to
terms with it. However he has picked up quite a few insanities along
the way. Hanlon has acquired every affective disorder. neurosis.
psychosis. and phobia Ihat it is possible to have all at the same lime
(excluding mindless aggression). The result of this is that no one
has seen Hanlon in a couple of hundred years. He is hiding in the
ground under Lake Town. and the entire valley. No one knows he's
there exccplthe elementals that he summoned. and they can't get
to him. The element31s want his death! Hanlon is deathly afraid of
the e1ementals he summooed so loog ago. and will 001 go near them.
and will 001 n:1e3SC them.

Description: Jon Hanlon is an Iron Golem, but he is rarely seen, and
most people have forgollen who Jon Hanlon is or don't know he
has become the golem. He spends most of his time underground in
the tunnels under Archie the Coun Sorcerer's home. dwar"en con·
structions (new and old). or prowling along the rim of The Valley.
He travels through the ground under the valley, and has been seen
by the underground inhabitants of Alpine Burg. However. he chooses
to be unapproachable.
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The golem is still looking for 1I way out. although 50% of his
time is spent laying in a depressed. catatonic state lost to despair,
feelings of guilt and wild imaginings. A quarter of the time is spent
hiding from his enemies. who ioclude the Crystal King. Archie the
Coun Sorcerer. all guardsmen. knights and servants to the king. the
Cryslal Fortress. and elementllis. On occasion. the golcm will follow
and watch outsiders and members of the underground (concealing
himself with his magic). On some occasions he will approach them,
but his words and actions often smack of insanity: one minute lucid.
the next rambling; one minute an ally and the next a dangerous
opponenl.

An appearance might include any of the followingsituations:

• The golem appears to help the player character.> or Syndicate memo
bers defeat or escape from the king's men. He may also appear or
use his magic from a distance to point them in the right direction
or help in some other way.

• The golem appears to warn them about the king and/or his sorcerer.
Archie. Unfonunalely, his ramblings don't make much sense and
he is more frightening than helpful. Such a COn\'ersation might go
something like this: "Wait! Wait!" cries the golem who appears out
of thin air. "You mustn't trust him. )'ou know (ne\'er bothering to
identify ·him'). He ... he's insane. Dangerous. A madman he is.
My friend. bul no more. no. He's a puppet. A puppel of the crystal.
Bew~! Don't become his puppets too. All are fools. but not I. I
know the truth. There is no escape! Noooo! 'There must be!! We
must find it. yesT' And so on.

If the group asks too many questions or angers him. Jon the
golem may cast a spell as a reflex reaction and cause thunder 10

boom. lightning to flash or min to fal1. A fight might e\'en ensue,
but Jon will seldom kill anybody. Then. he disappears and mayor
may nol appear again.

• The: golem may leap out of the shadows and attack. accusing our
confused heroes of being. "HIS denizens of evil." and demand.
"Freedom! Tell him to free my people!!" Again. the golem will
seldom kill anybody nor will he fight to his own death.

• Jon can also be responsible for sudden slOnns or be heard screaming
like a cmled animal froln a distant hilltop.

• Unknown to Archie. one of the golem's regular haunts :'Ire the
tunnels under the elfs home. He sees Archie as the king's main
henchman and therefore, a dangerous and frightening enemy.

• The iron golem will sense if the Crystal Fonress is hun because its
mind control will be weakened. The golem is likely to go and
investigate. If our heroes are locked in combat with the Crystal
King. Fonrcss or their champions. but seem to be winning or making
a significant impact. the golem will rush to their side and fight with
them. However, if they begin to lose or if the King seems too
powerful. the golem will become confused and frightened. This
will resull in him either stopping his fighl to cringe in a comer or
to nee.

Siory Note: If the Crystal King and the Crystal Fortress are c\er
defeated and the spell over The Valley is broken. the golem will fall
to his knees and thank the gods. He will regain a bit of his lost sanity.
at least for the moment. release the elementals (who will come to find
him as soon as the barrier is down) and try to lead the humans from
1be Valley. What becomes of the mad golem after that is up to fate
and the Game Master.



The Crystal Fortress
Associated most closely with River City. lhe impressive Crystal For

tress serves as the abode of the Crystal King, the High Courts. and as
a miluary installation and training camp. The Valley and Palace
guardsmen are all trained here. The majoril)' (50) of the Palace Guards
reside at the Fortress as well.

The Crystal Fortress lies in an artificial depression of the land with
the peaks of high mountains visible over the earthen mound or rampan
thai rings the Fortress on all sides. A single road leads over the mound
and down (0 the hexagooal crystal wall ring. The wall consists of six
straight sides. each I mile (1.6 kin) long and 40 feel (12 m) thick. buill
from solid Cl)'AaI blocks. AI each of the six corners stands a six-sided.
pointed tower or pillar. Tbe road leads (0 the base of one comer.

At lhe center of the ring IS a huge six-sided, crystal keep. Each side
oflhe keep is 100 feet (30.5 m) long. surrounded by an excavated ditch
or fOlise. The keep rises straighl up 00 all sides for 80 fcct (24 m) and
has a nat top (appro", 26.000 square fccl!2415 square meier surface
huge). Built atop the keep is a crystal palace with ornate spiked towers
and buttresses. It is the combination of the hexagonal ring of crystal
walls and Ihe crystal keep/tower that is The Crystal Fonress. The palace
that rests atop the Fonress is an ornamental place of residence.

The stories of the great wealth of gems and crystals obtainable in
the Old Kingdom mountains comes to light in the very Slrocture of the
Crystal Fortress. The ring of walls aroond the: Crystal Fortress rise: 11
mere thiny fcct (9 m) above the: surrounding lands. but it is definitely
impressh·e. 1be walls are not made of normal Slone. but are composed
of crystalline blocks. In the light of the: sun. the walls sparltle in reflected
and refracted light, shining with the colOf'S of the rainbow. There is no
obvklus mortar. and if examined closely. it can be seen that there are
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NO gaps betwccn the irregularly shaped crystal blocks. There is also
a fine network of metallic threads runnmg throughout the crystal struc·

tures.

All psionic individuals will sense: something unusual here. If a detect
magic is performed. nothing will register. If detect psionics is per·
formed. the walls will indicate some kind of psionic aura. even at a
distance. Presence sense will reveal that many beings. at least 50. are
in the area. A see aura. even from II distance. is likely to psionicly
blind the psychic: dazed for I D6 minutes and unable to usc any psionic
sensing abilities for I D4 hours!

The Crystal Fonress is never referred to as a Caslle. There is the
Palace. the Keep. and the Crystal Ring Wall. Only the litan. Knemm.
calls it the "Crystal Castle,,'

The Crystal King
The Crystal King is never referred to as a mage or "Crystal Mage."

only as the Crystal King. Although the Crystal King is called king and
Elana his queen by all the residents of The Valley. he never uses these
tenns himself.

Another point of confusion is that the general populace never (or at
least T'.u"ely) sees the Crystal King. his queen or his entour-Jge. They
often speak of the king and the king's coun, but most do not have
firsthand experience with them. In fact. since Sir Bonafiet and the
Crystal King both sit in judgement at Coun which causes some general
confusion as to who is actually the king. The residents of River City
describe the: "king'" as a homely, bald. yellow skinned guy (a changel
ing?). In Alpine Burg. the general populace refers to the king as a
"Slinking" elf. In Lake Town (often referred 10 as the "Land of the



Fruits and Nuts"). the king, the court, and the fortress are ignored and
viewed with disdain.

The Crystal King's alignment appears to be scrupulous, but he lives
by his own ethics. and seems to be more of an aberrant or anarchist
alignment. He fears what would happen if word of this place leaked
out, so he doesn't allow anybody to leave. or wipes their memory of
The Valley's location. The paranoia and discrepancy between alignment
and action is the result of his mind bond to the Crystal Fortress. It is
the innuence of the original Crystal Master that makes the king a
fanatical paranoid and enslaver. So much psychic power went into the
fonnation of the fortress and the builder exerted comrol for so long
that clemcnts of his life essence and personality have been pemlanently
Imprinted in the Crystal Fortress. The effect on the elf king has been
so great. that he has not only taken on the ancient Crystal Master's
per:;onality and insanities. but has also shaved his head bald in an effort
to look like him.

The Crystal Fortress is a sort of cumputer connected to an incredibly
powcrful psionic mechanism, It is the powerful mental imprint of the
dead Crystal Master, its ereator, that directs the powers of the Fortress
to work its evil. II is the mind bond that binds the Crystal King co the
Fortress. It also binds and merges the more fon:eful (and familiar)
mental Imprint (its past memories. fears and personality) with those of
the living king. The king's true personality is overshadowed by the
imprint of the dead Crystal Master, making him believe these alien
thoughts to be his own. Thus. he feels the dead man's nagging paranoia
and fe~ which, in tum, fuels the Crystal Fortress :lf1d causes it to
work its psionic magic against all who it/the king/the dead Crystal
Master. sec as a threat. The king ha.~ lost his own identity and is the
puppet of the emotions, fears, insanities of a man (changeling) who
died thousands of years ago.

The Crystal Fortress was built well over twenty thousand years ago
(nobody knows exactly how long ago, it is probably tens of thousands
of years older). The Crystal Master who created the Crystal Fortress
was a changeling hiding from the world. His fears of discovery. desire
for scclusion. and his par:moid delusions were transferred into the Crys.
tal Fortress in the fonn of a pennanent mental imprint stored in the
matrix of the Fortress. Anyone who bonds with the Fortress also bonds
with the imprint of the dead Crystal Master. Even in death, the psionic
presence of the Crystal Master is so strong that it overpowers and takes
comrol of the person who has initiated the bond,

One might say the Crystal King is possessed by a spirit of the past,
for it is the insane personality. memories. fears and delusions of the
dead Crystal Master that has taken control of the king. It is the dead
mage who has driven the king to use mind control to manipulate and
enslave the people. The people of The Valley did not decide to stay
because of its splendor. Nor did they swear to any oath to keep the
place a secret. The people cannot leave because the psionically possessed
king. using the Crystal Fortress. won't let thcm. This same paranoia
caused him to expel the elementals. The King/dead Crystal Master
feared their magic and worried that either they. or his friend, Jon
Hanlon. would uncover his secrets. so they were forced out. That's
also why supematural beings are not allowed in The Valley; they are
too po\l,'erful and resistaO\ to his/thcir mind control. thus a potential
danger to be avoided. It is the insane personality of the Fortress's creator
that makes the king take such extreme measures,

Mind Control & Mental Lock-Outs
The Crystal Fonress is a huge, mystical. psionic device. It is detailed

in the section about Crystal Magic elsewhere, but one of its main
abilities is mind control. The mind control ability is not directly control
led by the Crystal King. The king docs not deliberately use mind control
on all of his people. It is an automatic part of the Crystal Fonresses
defenses. Subconsciously, the king's altered/merged personality with
that of the incredibly paranoid and neurotic creator of the Fortress wants
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absolute control and secrecy. It is into this part of his subconscious
mind that has the Crystal Fortress instills its mind control in the form
of subtle hypnotic suggestions and mental locks.

The Crystal King, through his fears and apprehensions about secrecy
and security (understood and acted upon by the Fortress) creates mental
"locks" in every citizen's mind. They set up additional locks in a Trusted
Citizen's mind to insure his or hertrustwonhiness. The Crystal Knights
are subjected to the most locks. However, in each case. the Fortress
requires that the "lock" be hidden from discovery. or scrambled. It
accomplishes this control with very selective. very delicate, but constant
mind wipes in reference to the controls. Once the Fortress has effected
its selective amnesia, nothing short of the power of a god or Crystal
Master can restore the knowledge blocked by the locks.

The main menial lock or block is that nobody without the pennission
of the king can leave or communicate with people beyond The Valley.
Similarly, those allowed to leave The Valley cannot divulge infonnation
about the Crystal Fonress, its powers, the Valley. its inhabitants, king
or location. Even if they try words fail them and they talk only gibberish.
Even a telepathic probe will be scrambled and provide the mind reader
with no infonnation of value.

Example: For game purposes, suppose a player has left The Valley
and is trying to tell an outsider where he has been. The player might
say, "I was travelling through the Old Kingdom Mountains. when the
path I was following led into this unusual valley. high up among the
peaks, and there was this Crystal Palace there and everything!" Well.
that's what he believes he said. What he actually says is something
like: "I was travelling through the Old Kingdom Mountains. when the
path r was following led into this overflowing bucket. sharply nop
aport the nacks, and there was this Crinkle Plorit there, and e\'crythingl"
The control of the Crystal Fonress is complete and absolute!

The unfortunate traveler can think about his adventures in The Valley,
but anyone looking in on his thoughts can't see them. The memories
may be there. but they are either blocked (nothing) or have been scram·
bled (fUlly and difficult to see). The character's thoughtS regmtling
The Valley have been encrypted with an unbreakable code. Even two
companions who have both been to the "overOowing bucket." will have
difficulty discussing it between themselves. Each will basically under
stand what the other means without being able 10 clearly aniculate it.

Trying to write or draw what he means is equally useless. The chanlc,
ter may start to dmw a picture or a map, but stops. unable to depict
anything - his mind is a blank. Likewise, trying to bring an outsider
to The Valley with the purpose of revealing its location or to cause
trouble will impair the chardcter's memory and judgement. sending him
wandering through the mountain peaks without ever finding it. Nole:
There is no way to correct this scmmbling. The mental locks are perma·
nent in regards to The Valley and its location,

The True History of the Crystal King
The Crystal Fortress is an incredibly powerful "device." In many

respects, it is a computer linked to a physical body of incredible power.
However. for any of those powers to be used. the computer and its
connecting machine pans must be (Icce~'$ed and directed by an operator.
Without an operator, it is a donnant tool. Likewise. the device cannot
take any action on its own. The computer may display a menu of things
10 choose from and may offer programmed responses to certain situa
tions. but it is the operator who makes the decisions and tells the
machine what to do. The Fonress itself is nOt alive and does not desire,
fear. hate or think. It is a crystal computer. A machine that has inadver·
tently been programmed to operate in a bad way.

The operator of the Crystal Fonress must be psionic. The psionic
nature of this computer-like "tool" means that a mental bond/connection
is made between it and the operator. This menlal link is established
through the psionic power to mind bond, always a dangerous and tricky
power to utilize. The Crystal Fortress was the creation and tool of an



ancient Changeling Crystlll Master. This panicular character. through
his magic. lived for thousands of years. The psychic bond between the
device and its creator was incredibly strong. So powerful. that the old
Crystal Master lert his psychic imprint on the Crystal Fonress. On a
psychic level. it is the person's strongest emotions that are the most
easily read/fell. Thus. the imprints len on the Crystal Fortress are
predominantly the andent Master's fears.

When the good elf knight and his titan companion discovered the
Crystal Fonress. the knight. being psionic. louched it and did an object
read. For the lirst time in cons. the Fonress nickered with a spark of
life. The knight could feel the object's power and gleaned some of its
potential. He also learned how to activate it. With good intentions, he
mind bonded with the device. A psionic mind bond is always dangerous
because the bonder lowers all of his mental defenses to allow the
thoughts and emotions of the other to now into him. The mind bond
enables the psionic to learn EVERYTHING there is about the other
and vice versa. In an instant. the knight and the Crystal Fonress became
one. Unfonunately, this also meant that the psychic imprint of the old
Crystal Master was imprinted over his own psyche and personality
powerful. unhealthy emotions and fears. The change was almost im
mediate and in a shon time the knight soon became the Crystal King.
a very different person.

So here's the paradox: The knight/Crystal King controls the Crystal
Fonress and all its powers. Without the king. the Fonress would be
powerless and the people of The Valley would be free. The Crystal
Fonress controls the king - or morc to the point. the mental impres
sions, fears and insanity of a madman dead for thousands of years have
been superimposed over the king. The imprint of these emotions and
fears have transfonned the king and enslaved the people of the Valley.
Without the king there would be no valley. Without the Crystal Fonress
there would be no king or valley. It is the two. combined. that have
created the Valley and are responsible for the mind control and its
captivity ofThe Valley residents. One without the others is powerless!

The true "evil" is NOT the Crystal King or the Crystal Fonress (or
the power of a slumbering Old One), but insane fears and emotions of
a dead man. In a strange way, the Crystal Fonress is haunted by the
mental impressions of a dead man.

The Crystal King

Name: The Crystal King
True Name: Until the king is taken away from The Valley. he cannot
remember his name. It was once Sir Lconnon Kelaan.
Alignments: The once noble knight was/is scrupulous, however the
controlling personality of the changeling Crystal Master is anarchist.
bordering on the miscreant.
O.C.C. & Le\'el: 10th level Knight. 15th level Noble
Race: Elr. but resembles a changeling! See description below.
Age: 1003, but looks to be in his fonies or fifties by human standards

of appearance. The Crystal Fonress has retarded the knighes/king's
aging, making him look more like a 500 year old elf. Size: 6 feet.
7 inches (2.00 01), 200 lbs (90 kg): appears 8 rt, 7 in (2.62 m), 200
Ibs (90 kg), Sex: Male.

Allributes: I.Q. 15. M.E. 28. M.A. 12. P.S. 16. P.P. 22, P.E. 11
P.B. 16 Spd. 12
Hit Points: 91
Armor: None. unless prepared for battle, then he wears the Crystal

Annor: A.R. 18. S.D.C. 300, but it must be energized with one
I.S.P. every two melees. and he cannot use the powers of the Crystal
Fortress when his body is completely covered and he's not touching
the Fortress with his bare skin.

Bonuses: + 7 vs psionics (+ II when the sword is active), + II vs
new insanities. Note that the King gets no bonuses from the Fonress.

Natural Abililies: Night vision 00 ft (18 01), charmlimpress 30%.
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Psionics: Master Psionic. He actually only knows 60% of all abilities
from any level. but can use ALL abilities when tapped into the
Crystal Fonress: all at 12th level proficiency.

The king's natur-II I.S.P. is 127, which is fully restorcd every
melee. however. he unknowingly draws on the approximately one
million I.S.P. stored in the keep of the Crystal Fonress. FunhemlOre,
the fonrcss will eltpcnd I.S.P. to restore the Crystal King's hit points
in the fonn of psionic bio-regeneration. The number of hit points
and I.S.P. it can restore is vinually unlimited (actually an upper
limit of about a million I.S.P. exists). but the Fonress can only
restore 306 x 10 of the king's hit points and I.S.P. per melee round.
Whenever the king is hurt, he automatically bio-regener.:nes.

MagicJClerical/Healing: None: see psionic healing.
Magic Knowledge: A limited knowledge of how to operate/use crystal

magic devices. including the Fonress.
Magic Items/Weapons: Crystal Sword. Lance. Holy Banle Axe (+6

damage bonus and sense evil), and a variety of other magic weapons
which he rarely uses.

The three crystal items that the king is bonded to are the Palace.
the Fonress and the Sword.

Combat Abilities: Hand to Hand (Knight). W.P. large shield, W.P.
lance. W.P. large swords. W.P. ball and chain and W.P. knives at
twelfth level. W.P. Baltlealte, W.P. Poleanns. W.P. Spears/Forks,
W.P. Small shield and W.P. Short swords at tenth level. W.P. Shon
Dow, W.P. Crossbow. W.P. Throwing altc and W.P. Sling at 5th
level. W.P. Blunt and W.P. Staves at 1st level. stuns on 18-20.
critical strike 18-20. kick allack 106. Bonuses with Crystal Sword:
4 altacks per melee. + 9 strike, + 14 parry, + 8 dodge. + 6 damage.

Weapons: The Crystal Sword innicts 506+ 16 including allribute and
combat bonuses listed above. 11 has all the standard powers of a
typical crystal sword. It was also the personal weapon of the dead
Crystal Master who made it and thc Crystal Fonress. This only
serves to reinforce the personality and outlook of the ancient mage.
Cryslal swords are similar to rune weapons in that the most powerful
have an independent personality and alignment. The king's sword
is anarchist and paranoid like its ancient master.

Skills of Note: Horsemanship (knight) at 12th level. Read/write elven
99%, speakelven, troll, southern. faerie. anddwarven 99%, disguise
75%/38%, forgery 90%/50%, idcntify tracks 84%/60%, medical
98%/99%, pick locks 80%. pick pockets 70%. prowl 84%, scale
walls 96%, trap/skin large animals %%. trap/skin small animals
97%/98%, cook 99%, dance 99%199%. demon and devil lore 99%,
faerie lore 94%, fishing 77%, general repair 66%/63%. paint 99%,
plantlfann lore 92%. play string instruments %%. play wind instru
ments %%, preserve food %%, racial histories 44%. recognize
poison 95%, recognize precious metals and stones 96%. recognize
weapon quality 99%, religious doctrine 54%, sailing 77%, sailing
%%, sense of direction 92%, sing 99%. swim 99%. tailor 84%.

Possessions: The limited wealth and resources of The Valley are his
to command, however he needs little and rarely leaves the Fonress.
All crystal anifacts arc the king's by right and must be surrendered
to him whcn found. The king may then decide to give them to
deserving Knights. Each knight is given a crystal communicator
headband, because there is a large supply. His most trusted knights
are given a crystal sword. The limited supply of swords limits the
number of Crystal Knights.

Descrlplion: The Crystal King used to be a powerful elf knight and
he still is. However. he is convinced that he is an ancient changeling
and has shaved his head to make his delusion more real. This is one
of the disorders induced by the Crystal Fortress. The king is afraid
to leave the Crystal Fonress. his source of power. The fortress and
his changeling personality will not allow him to be taken away
without a light and the king/dead Crystal M!lster has taken a number
of precautions to prevent his abduction or murder (st.'C the powers
of the Crystal Fortress and the King's guards and champions).



As a defense mechanism. the Fonress has placed powerful mental
lock~ on the king which makes him physically unable to leave The
Valley. Even if forced to The Valley's edge. a profound. weakness
overcomes him and he will collapse. too weak to even talk. This
will occur within half a mile (0.8 km) of The Valley's outer perime
ter. He must be caTTied or dragged to remove him from the innuence
of the Crystal Fonressr.

The knight ponion of the confused king misses the outside world.
and he lives vicariously through his Knights. and through other
stories of adventurers. Tales of adventure by the player characters
will help win his favor.

Just as with all cryst:.1 magic. the wielder must bond to the device
before he can tap its power. Thus the Crystal King has bonded to
the Crystal Fontess itself. No other individual can bond with it until
the king dies.

The Inhabitants of the
Crystal Fortress & Palace

The Crystal King. Elana his Quet:n, their trusK-d champions. the
Crystal Knights ••md select guards men and invited guests reside in the
palace atop the Fonress keep. The palace and entire Crystal FOrlress
area is well protected by the powers of the Fonresslking and his protec
tors.

The King, Queen. Sir Slandel and Sir Bonafiet are the royal four.
and although all other Crystal Knights arc welcome to stay at the palace,
these are the only pennanent residents. Archie maintains lodgings in
RiverCity. as do Sir Molded and Sir Blaine. Sir Mack and Sir Stephen
are orr on qucsls and have been given rooms in the palace to usc for
storage while they arc away.

When the royal four appear in public. the Crystal King and Elana
will alway.'> walk side by side. with tht:ir respective champions behind
them. When seated at the thrones, Elana sits behind the Crystal King
and Siandel behind Bonafiet.

The Queen
Elana is lhe "queen" of The Valley. She is a seholar, not a fighter.

She is skilled in much of the lore of the Palladium World and acts as
court libmrian. She can speak. read and write every known language
(except runes and other magic symbols). With the help of Archie. as
the Coun Wizard. the king's quests and the Crystal Fortress, she has
compiled a wondrous library. Among the many mre tomes and parch
ments is an ancicnt. unedited edition of the Tristine Chronieles wrinen
in elven. The outer casing of the book is encrusted in jewels wonh a
million gold. The pages arc decorJled with drawings and gold leaf.
The last chapter of this book ends with the collapse of the elven and
dwarven empires ,lIId the rise of humans. This and other aspects would
suggest that this edition is approximately ten thousand years old and
may have helonged to a king or aristocrat of the old Elf Empire. It
even includes the passages about changelings including the one Archie
llIay have told the characters about. This book is wonh a fonune to
one who appreciates such things (as much as 4D6 Xone million gold).

The queen is a mature human woman who looks to he around fifty
years old. but is remarkably allractive for her age (she is really 93 years
old. blU hcr physical aging process has been slowed by the magic of
the Fortress).

She loves to read to the Crystal King almost as much as he loves
listening to her. One of her greatest joys is tcaching others to read and
write. Much of her library contains stories written by the palace folk
and wayfarers. There are no books of magic in her collection, but there
arc many bits and pieces of some of the most ancient and legendary
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texts located in this library. Elana is not likely to allow anyone 10 handle
her prize possessions. let alone walk off with a book: thieves are severely
punished. One of Archie's main reasons for remaining in the Valley is
to have access 10 Elana's fabulous collection. Every evening there is
time set aside for Elana to read to the residents and visitors of lhe palace
from one of her books. No matter what language the book is in, she
will relate it in Elven. G.M. Nole: These books belong to the innocent
EI:.na. Characters of a good alignment will not steal. seize or cheat her
out of lhem. even if the king is killed.

One of lhe parchments in the library may hold the clue aboul the
possession of the Crystal King by lhe personality imprinled upon the
Fortress. The passage is found under a brief section about legends
concerning ancient magic: crystal magic. It reads:

"'Towers and fonresses could also be buill. but these were the most
powerful and most dangerous. One legend tells of a Crystal Master
who was dominated by a preexisling spirit locked in the cryslal tower.
This spirit completely changed and dominated the master until he was
physically dragged away from the cursed place:'

Name: Elana or the Crystal Queen
True Name: Yllynni Ryyn
Alignment: Principled
O.C.C. & Level: Scholar 8th
Race: Human. Age: 93. Size: 5 feel. 6 inches (1.68 m). 120 lbs (54
kg). Se,,: Fem:lIe.
Attributes: I.Q. 20. M.E. 12. M.A. 24. P.S. 6, P.P. 7, P.E. II, P.B.
23. Spd. 12
Hit Points: 38. A.R,: 4.
Armor: Typically, none. When lraining or travelling she will wear soft

leather.
Natural AbiJitil'S: Trust/intimidate 80%, chamllimpress 65%.
Psionics: None
MagidClericaVHealing: None
Magic Knowledge: Elana studies the lore of magic as a scholarly

pursuit and can recognize runes. wards and mystic symbols. but
cannot read them.

Magic ltemsIWeapons: None.
Combat Abilities: Hand to hand: non men at anns at 6th level. W.P.

small shield and W.P. shorl sword at 1st level.
Weapons: Elana is learning to use a small sword and shield. but she

never carries them with her.
Skills or Note: Horsemanship (genef'"JI) at 6th level. read/write southern.

northern. eastern. western. elven. dwarven and wolfen 99%. speak
southern, 1I0rlhern, eastern, western, elven, dwarven. goblin. troll.
wolfen. ogre and faerie 99%, forgery 74%/36%. identify plants/fruits
69%171%. identify tracks 64%/46%. locate secret companmems and
doors 58%, medical 94%198%. pick locks 66%, mathematics 99%.

Possessions: The library at the Cryslal Fonress is Elana's most prized
possession. She would rather keep il lhan all lhe gold. jewels or
magic in thc kingdom.

Description: Elana is a channing and beautiful older woman. Her hair
is stark white. her skin is finely wrinkled. but she is not in the least
frail and still has a comely figure. Sir Slandel has convinced her
that she needs 10 learn to defend herself. just in case he's not there
to protect her. She goes along with the training. but knows Siandel's
real intent is to get her out of the library and into the fresh air.
Slandel will always be at her side.

Elana is constantly trying to find II nice girl for SlandeL just as
she is always trying to find a nice boy for Molderi. Molderi and
Siandel are her favorite Knights, and she treats them as if they were
her own children.

Although Elana is the Queen. she does nOt have any mental link
the Cry~tal Fortress_ She is unaware ofany mind control or discontent
among the inhabitants of The Valley. She is no more than an advisor
to the King and Bonafie!. She is a scholar firsl and foremost, and
the library at the palace is heaven to her.



Elana arrived in The Valley, escorted by Siande!. She keeps her
past a closely guarded secret (G.M. Note: She is actually from a
different world and only arrived on the Palladium World through a
dimensional rift. She was an older woman when she arrived. and
the whole world was Ii new learning experience for her. Elana and
Siandel met in the Western Empire over forty years ago. Siandel
took an immediate liking to Sana. and she to him. He has been
esconlng her on her quest for knowledge ever since).

lbe queen cares for the king and they have had their moments
of passion and fnendshlp However. they are IX)( currently in love.
lbe king has grown increaSingly distant and cold towards her. It·s
Interesling to note, however, that the knight pe~na of the Cryslai
King loves and miSses her. If he is freed from the control of the
Fortress, a sweet romancc will de"'e1op belween them.

Slandel,
Elana's Champion

E1ana and Siandel are among the few residents of 1be Valley who
..liere 001 born there. Siandel was esconing Elana on a quest for knowl
edge in the Old Kingdom Mountains when lhey slumbled inlo 1be
Valle)' Iwenty years ago ..... ith Archie. Siandel and Elana met when he
was Just beginning hiS tl1lvels and was inexperienced. juS! as she ..lias.
Archie met them in the mount:uns, but was an aloof companion and
still remains apan from them. Slandel first gamed mtus as a Crystal
Knight, lhen Elana rose to prommence as the coun librarian.

Sir Siandel sees hImself as the Crystal King's logical successor (he
isn'l; he has no Idea what role the Fonress itself plays in the wonings
of the Valley). He honors Elana above all others and respects the Crystal
Kmg's desIres for the Cryst:ll FOrtress's security. While althe palace.
he j;, the finest example of knighthood. When away from the palace
he is easily distracted. and at times. the only things that draw him back
is the lure of someday taking over the palace as king, his friendship to
Bonafiet and his responsibility for the younger knights. Siandel is one
of the trusted few to wield a Crystal Sword. and the only one to wield
the Great Cryslal Sword. Siandel believes that Ihe Cryslal King is an
changeling.

Name: Sir "Mad" Siandel
True Name: William Turnkey
Alignluent: I:>r"incipled
O.C.C. & Level: Palladin 10th level
Ra«: Elf. Age: 103, looks 22 by human standards.
Size: Six foot (1.11 m), Sex: Male
Attributes: I.Q. 16. M.E. 16. M.A. 16. P.S. 16. P.P. 16. P.E. 16,
P.B. 16, Spd. 16
Hit I'oints: 69, A.R.: 4.
Armor: Studded Leather: A.R.12, S.D.C. 38.
Bonuscs: + I vs psionics. insanity. magic and poison. +4% vs coma!

death.
Natural Abililies: NIght vision 60 ft (18 m), trust/intimidate 40%,

chann/impress JO'l,.

Psionics: Minor Psionic 10th level proficiency, detect psionics. medi
tation/ll1lnce, object reading, resisl cold. resist fatigue. sense goodf
evil: !.S.P.: 64.

MagidClerieaVtluling: one
Magic Kno"-'Iedge: None
Magic Items/Weapons: The Great Crystal Sword. This is a one of a

kind sword. much larger than any other. It is a Iwo-handed sword
for a human-sized wielder and innicts lD4x 10 damage
(I[)4x 10+ 16 including hand to hand and attribute damage
bonuses). Other lhan this. II has all the powers of the Iypical crystal
sword; plus the Crystal Skin ability: A.R. 20. S.D.C. 24, and will
block all allac:ks before peTSOOal armour is affected. Tbe Crystal
Skin can not be used with Cryslal Annor. The Great Crystal Swonfs
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blade has a deep red colored core. with a white glow sUrTOundmg
it. Slandel also has a crystal cOlllmunicator headband.

Combat Abilities: tland to Hand (Palladin). W.P. lance. W.P. large
shield and W.P. large swords. all at 10th level. W.P. shon s....ords
and W.P. ~mall ~hield at 81h level. 4 auacks per melee. stuns on
18-20. critical strike on 17-20, kick attack 106 damage. Bonuses
with the Crystal sword: + 5 strike, + 8 parry. + 3 dodge. +6 dam·
age.

Weapons: Greal Crystal Sword that does lD4x 10+ 16 damage (in
cludes bonuses). It too IS principled in alignment and champIons
his causes. He also .... ields a dwarvcn made flamberge ~word (Old
Reliable. +4 to damage. + Ito parry). a matching shon and broad
sword (but he never uses the short sword exccpt m training Elana).
a silver lance and a large sih'er plaled shield. Any of the ..-capons
available to the guanlsmen are at his disposal.

Skills of Note: Horsemanship (paIladm) at 10th Ie,,·el. Read ..-rite eh'en
99%, speak ehen..... eslern. dwarven. easlern and southern ~,
identify lracks 74%152%. medical 94'1t96'k. prow 178'10, seale walls
92%. track 80%125%, trap/skm large antmals 8O'l:. trapl'skin small
animals 96'1194%. cook 99'1-. dance 4O'l-34lf. facne Jore 32%.
play string instruments 32%. preserve food 96%. recognize precious
metals and stones J9'l., recognize ..-capon quality 89'l-. sense of
direction 92%. SlOg 98%, s"-Im 94'k,

Pos.sessiOM of Note: Slandel prefers to keep hiS cash lo the form of
gems and rarely keeps much other equipment: ..It slows me down ..
He gives everything else: away. Tbe only cxccpuon to IhlS is a beat
up dwarven quality Oamberge that he calls "'Old Reliable" .....hich
he keeps at his side. "JuS! In case this psionic thing (sword) stops
.... orklng ... He has about 2500 gold pieces wonh of gems WIth him.

I>cscription: Wilham chose the name of "Slander' because that was
the name of the most recent great knight he slew m bailie. William
changes his name whenever he slays another "great" kmght. This
is one of the n.:asons his fellow Knights ha_e nicknamed huu"Mad.··
or '''Tbe Mad Knight:' as in a bit loony. Siandel finds the nickname
amusing and would like to think his reputation gives him ali edge
in combat.

Siandel is a very happy, good-natured person. who is always
"bouncing around" wherever he goe!'>. Sir Siandel will only wear
light arnlOr because "You can't duck a punch when you're wearing
plate:' However. if he feels the banle will really challenge him. he
will use the crystal ~kin power of the sword. Siandel never uses any
but the largest swords or lance, and has refused to train with :II1Y
other weapon. Recently he has learned to use the shon sword lind
shield in training Elana. If no large sword is available he will fight
with fists. or with any non·weapon that is handy. Siandel often sings
during baltic. usually making up songs aboUI how well he is fighting,
or how amazingly well his opponent is holding up. Slandel is also
frequently seen strolling the streets of Alpine Burg. playing his
guitar, and singing of his adventures. Siandel is the only Crystal
Knight who seems to~ the company of the younger knights.
especially those who like listening to his songs.

Tbe Mad Knight tells everyone that he is an anarchist and a
non-eonfonnisl. but when it comes down to it. he holds to the slriCt
letter of the code of chivalry and acts with the strongesl possible
moral character. As Elana's Champion he is the highest ranking
kmght. so BonarlCt and all other Crystal Knights answer to him.

Sir Bonafiet
The Cryslal King'S Champion

Sir Bonafiells the Cryslal King's champion. He came to "The Valley
as an adventuring mll'ld mage in search of greal secrets. At that time.
he had no idea he would find those great secrets. He has al.....ays wanted
to live in a place where he would be respected instead of feared for his
powers. Mind mages have felt nothing like the fear and hatred that the



changelings have felt Ihroughoul history, bUllhey are oflen trealed wilh
conlempt and suspicion.

Bonaliel sensed the psychic magic at work in 1be Valley and was
Immediately drawn to lhe Crystal FortreSs. 1be palace's aura is panly
a reflecl10n of lhe Crystal King's aura and panJy the original Crystal
Master's. 1be Jailer WllS SOOIhingly familiar 10 BonaflC:l. since il was
50 much like his own. He and lhe Crystal King became fast friends.
He has worked closely wilh the Cryslal King since arriving at the palace
and IS the only one who knows for cenain that the Crystal King is not

a changeling. Bonafiet serves as both advisor and prolector to lhe king.
He wiclds II crystal sword with no additional powers. Bonaliel is fiercely
loyal 10 his king and has aClually taken the kinS's appearance during
pubhc appearances to protect him from assassination.

Name: Sir Bonafiel
True Nal1M': Claude Bonafiet
Align~nt: Scrupulous
D.C.C. & Lcn~l: Mind Mage 5th. Knight 10th.
Race: Changeling. but always appears as an elf.
Age: He appears to be III hiS lale thinies by human standards, but is
really 980 )ears old.
Size: 6 feet. 6 III (2.00 01), 210 lbs (94.5 kg).
Sell": Appears male.
Attrlbules: I.Q. I], M.E. 28. M.A. 21, P.S. IS, P.P. 14. P.E. IS.
PBS appears 2]. Spd. 17
Hil Poinls: 75
Armor: Crystal AmlOr; A.R. 18. S.D.C. 500. mUSl be energized by

I I.S P per melee. all powers as lisloo. When lhe king needs the
Crystal AmlOr. he will wear Full Plale: A.R. 17. S.D.C. 160.

Bonuses: +8 vs psionics. + I vs spell magic. + 13 vs insanity.
Natural Abilities: Recognil.e illusions 39th, lrust/intimidate 65%.
Psionics: Master Psionic, knows all 1·5 level abilities along with creale

illusion with sound. heal other. mind bond. telepon self. generate
perwn.al aura. induced calatonic Slate. multiple phantoms. group
mind block. insen memory and alter personality. 2 psionic allacCs
per melee. I.S.P.: 138

Magk:/Cluical/Healing: None.
Magic Knowledge: Recognize runes. slUdy circles. sludy symbols and

sludy wards al 5th le\·el.
Magic ltemsfWeapons: Cryslal Sword with Ihe Cryslal Shield power.

Also bonded to the cryslal annor and a crystal communicator head·
band.

Conlbat Abilities: Hand to hand: knight. W.P. large shield. W.P. large
swords. w.P. ball and chain. W.P. knives. W.P. crossbow. and
W.P. targeting, all al lenth level: W.P. small shield. W.P. sOOn
swords and W.P. throwing axe at 8th level: W.P. bailie axe. W.P.
Sla\es and W.P. blunl at 3rd level. Stuns on 18·20. critical strike
on 18-20. kick altack 106.4 altacks per melee. Bonuses when using
hisCrystaIS.....ord; +4damage. +4strike. +9parry. +3dodge.

Weapons: Crystal S.....ord doing 506+ 14 damage (includes bonus from
abo\·e). 1be sword is also SCfUpulous in alignment.

Skills orNote: Read/write elven 99%. speak elven. northern. soulhern.
eastern, weslern. dwarven. goblin. lroll. wolfen. ogre and faerie
99%. disguise 30%f6%. dowsing 75%. loclile secrel compartmenlS
and doors 40%. medical 94%f%%. pick locks 27%. prowl 34%.
stille walls 86%. cook 90%. demon and devil lore 98%. faerie lore
98%. imitale voices 72%. mathemalics 98%. plant/fann lore 60%,
play string inslrumenl 30%. play wind inslrumenl 30%. preserve
food 94%. racial hislories (selected lwice) 28%. recognize poison
84%. recognize precious metals and stones 77%. recognize weapon
qualily 87%. sense ofdirection 99%. swim 92%, venlriloquism 26%.

Possessions: Bonafiet has about 2.000 in gold coins. bul has little use
for it. As one of the royal four. he spends most of his time at lhe
palace and has e\'er)'thlllg provided for. However. as the King's
ChampIon he has access 10 the wealth of the fortress.

81

Description: Sir Bonaflel is second only to lhe Crystal King. He rarely
leaves lhe palace. except when needed as an Interrogalor. All inter
rogators answer to Bonafiet and he decides who works as an inter
rogator. When reform is needed. as decided by the coun. Bonafiel
will either do the refonnalion himself. or supervise the proceedings.

Bonafiet arrived at the palace while il was stilJ being excavated.
Al that lime he was a young mind mage. but the king convinced
him 10 stay and work with him. Bonafiet trained as a knighl under
the titan. Knemm. and later took Kncmm's place beside lhe king.
Note lhal anyone trained as a knight in the valley is lotally unfamiliar
wilh horses and lances since thcy do not cxist here. Knemm's
jealousy of Bonaliet and suspicions aboutlhc king, caused his banish
ment. The king awarded lhe Greal Sword to Bonafiel. who has used
it for many years. Bonaliel honored Sir Siandel by giving him Ihe
Great Sword when he became Elana's champion. Bonafiet and Slan
del are close friends, and are often seen togcther at Fishbone's,
although Siandel spends far more lime outside the palace lhan does
Bonafie1.

Bonafict is the king's true friend and the king confides in him.
When Bonafiet came 101be Valley hundreds of years ago. he had
the appe3l1lnce of an elf. He takes on lhe king's appearance 10 act
as his double when needed. II concerns him th.atthe king has taken
the appe3l1lnce of a changeling. and he won<lcrs if old Kncmm might
have been correct about the king changing. He fears lhat the king
is losing his sanity (the king is not insane. only losing his identily
10 lhe powerful personality of Ihe insane and sellish dead Cryslal
Masler).

The residenls of Alpine Burg lhink lhal Bonafiet is Ihe king. since
the king is an elf. and lhink thaI lhe changeling who never leaves
the palace is just one of the Knighls.

Sir Molderi
Defender of the Palace

Sir Molderi appears to be a tall. gangly woman. She is however quite
agile and very quick when she needs 10 be. Molderi is often depressed
and moody. She seems truly happy only when she can help OUI in a
Iigh!. especially againsl monsters. Molderi has proven herself many
times over in defending The Valley. Elana is constantly lrying 10 find
a nice boy for her 10 settle down wilh. but all of her allempts have
failed. All of lhe male knights consider her 10 be just one of lhe guys
and lhe besl person to have al your sidc in bailie.

When not aClually required 10 be al lhe Palace. Sir Molderi can be
found in River City. somelimes prowling the villages for interesting
lfinkels. chatting with shopkeepers and villagers. or palling around with
the other Knights al FishlXlne·s. "Oefenderofthe Palace" is an honorifIC
litles. It increases her pay but does not Impost additional duties on her.
leaving her a lot of free lime.

Name: Sir Molden
True Name: Molly Dorfmann
Alignment: Scrupulous
O.C.C. & Level: Knighl 6th
Race: Human. Age: 36. Size: 6 fect. I inch (1.85 01). ISO lbs (67.5
kg). Sell": Female
Attributes: I.Q. 10. M.E. 7. M.A. IS. P.S. 14. P.P. 22. P.E. 12.
P.B. 8. Spd. 19
Hit Points: 43
Armor: Half SUil of chain. A.R. 9. S.D.C. 20.
Bonuses: None
Natural AbiJitirs: None
Psionics: Minor psIOnic 6th level proficiency. aura of uuth. detect

psionics. objecl reading. resist thirst. resisl fatigLIC. sense magic.
I.S.P.: 29.



MagidClericalfllealing: None
Magic Kno,,-Iedge: None
Magic Items/Weapons: Crystal Sword: A crystal sword with crystal

skin ability. Other Crystal Devices: crystal communicator headband.
protector necklace. spirit wristband, and twO crystal finger bands
lhealhng and resist templation).

Combat Abilities: Hand to hand: knight, W.P. large shield. W.P. large
sword. W.P. shon swonl. W.P. knives. W.P. paired weapons. W.P.
CTO!>sbov.. W.P. short bow. W.P. targeting. Kkk altack 106 dam

age. J attacks per melee:. +7 Slnke. + 15 parry. +7 dodge. +3
damage.

Weapons: Crystal Sword does 506+ 13 damage (includes damage
bonus. !OCrupulouS alignment. Large shield provides an additional
+ 5 parry. She also has a pair of silver daggers. a pair of dwarven
shan swords (each +2 to damage. + I to strike and parry). and a
cros~bow_

Skills o( Note: Speak eastern and e1vcn 99%. identify tracks 36%/20%.
!>Cak wall~ 50%. tfap/skin small animals 48%/52%, carpentry 32%.
cook 80%. dance 99%f88%, demOnldevillore 80%. faerie lore 70%.
imitate voices 32%, recognize wellpon quality 67%. sailing 56%,

• sense of direction 80%. swim 45%. ventriloquism 24%.
P~ions: Although Molderi is paid well and has acquired large

sums of money and trea:iure in her adventures, she is a spendthrift.
Molderi 1\C\'er has more than 100 gold at any time and if she does.
she'll find something to spend it on. She frequently buys rounds for
lhe ocht'r Knights and oflen for the dock workers as well. She
constantly buys things to gh·e to the townsfolk and unfortunates,
Simply because the only thing thai gives her pleasure besides fighting
IS glvmg gifts to people. She is a frequent and welcomed visitor at
Fishbone's and loved by most of the townsfolk throughout "The
Valley.

I>tscription: Sir Molderi wears In iIIuslnuion o( the palace on her
breastplale and shield. She also "ears a crystal headband. necklace.
wristband. and two crystal finger bands. She is however. only bonded
10 the sword. headband and necklace. The rest of the crystal devkes
are mainly wom as badges of honor and she cannot use them. A
crysl8l sword hilt and a shon sword hang from her sword bell. The
sword hilt has a single green gem at ilS center and. when activated,
the blade is sky blue in "olor. with a hint of a not so pale blue at
the core. She is likely to be wearing a half suit of chain mail. without
a helmet.

Sir Blaine
A Silent Knight

Name: Sir Blaine
True Name: Jeremiah Blaintrum
Alignment: Anarchist
O.C.C. &: Lnel: Soldier 6th
RlKt!: Human. Age: 27. Size: Si.ll; feet (1.8 m). Se):: Male
Altributes: I.Q. 11. M.E. 15. M.A. II. P.S. 24, P.P. 13. P.E. 15,
P.B. 12, Spd. 19
Hit Points: 34
Armor: Sir Blaine wears a SUit of crystal annor which co'·en him

completely (it is very much like environmental body armor). A.R.
18, S.D.C. 300.

Bonuses: None
Natural Abilities: None
Psionics: Minor psionic. 6Ih level proficiency. aura oflJUth. meditation!
trance. object reading. resist cold, resist thirst. resist fatigue. I.S.P.: 35.
MagidClericaVHealing: None
Magic Knowledge: None
Magic Items/Weapons: Blaine's crystal sword has a series of different

colored gems embedded in it. When activated, the blade is a deep
purple color. with a hint of deep blue at its core. Sir Blaine and his
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sword are equally strong personalities and neither dominatcs. Sir
Blaine has a strong purpose. as does his sword. Sir Blaine finds
himself at odds with his sword at times. so he does I10t use ilunless
absolutely necessary. He is bonded to a crystal communicator head
band. the 1lJ1nOf. and his sword.

Combat Abilit'es: Hand to hand: soldier. W.P. large sword, W.P.
small swonl. W.P. klllves. W.P. crossbow. W.P. small shield. W.P.
targeting. 3 altacks per melee. Bonuses when using large sword:
+3 strike. +6 pany. +3 dodge, + 12 damage.

Weapons: Crystal Sword doing 506+22 damage (includes damage
bonus from abo'·e) with the death trap psionic power. The sword
has a miscreant alignment and alWllys looks at the negative and
vengeful sKie of things.

Skills o( Note: Speak southern ~. speak el\'en and dwarven 88%.
idenlify tracks 50%132%, medical 56olJ:/6O%. prowl 36%. scale walls
68%. track 56%/1 3%. tnIp1skm small animals 44%(48%. cook 80'1>.
fishing 66%. planlffann lore 28%. preserve food 42%. recognize
poison 20%. recognize precious metals and stones 18%. recognize
weapon quality 63%. sense of direction 80%. swim 85%.

Possessions: Like the other Knights. Blaine has very little in the way
of possessions. Although he doesn't state it as namboyantly as
Slandel. he feels that things weigh him down. Knights from The
Valley do not have squires or horses and must cany everything
themselves. However Blaine does keep a hefty purse filled with
3,000 gold pieces worth of gems and coins. He has anther 6000 in
gold stashed in a secret hiding place.

Description: Sir Blaine is a lone wolf. He can often be found along
the waterfront in River City when not at the palace. He enjoys
spending idle time convening wilh lhe dock wOfkers and fishermen.
although he rarely goes into the slums. He can be found at Fishbone's
when the other Knights are hanging out there. but doesn't associate
with them otherwise.

His blade's strong blue color is renective of the defeatist altitude
of the mage who built the blade. That altitude conOids strOClgly
with B1aine's own purpose and disturbs him when he uses the sword.
The blade also shows the deep purple of Blaine's own purpose.
reneeting his dream that he will someday rule his own kingdom.
The conOiC! between Blaine and his blade has .....orsened. and he
avoids the company of the Knights because their blades do nOl give
them the same trouble.

Sir Belveder
The Dwarven Knight

Belveder was born in The Valley, grew up in Alpine Burg. and
joined the guardsmen early. He relies more on his psionic powe~ than
weapons. He considered soldiering as a lemporary occupalion. After
minimal training. he returned to developing his powers. Despite his
psionic abilities. he has refused to become an interrogator and is happy
as a Crystal Knight.

Name: Sir Belvedc:r
True Name: Angrel Belvedc:r
Alignmenl: Principled
O.C.C. &: Le"el: Soldier 3rd, Mind Mage 9th
RlKt!: Dwarf. Age: 98. looks to be in his fifties by human standards.
Size: 4 (eel. 3 inches (1.30 m). 220 Ibs (99 kg), Se):: Male.
Altribules: I.Q. 14. M.E. 15. M.A. 3. P.S. 23. P.P. 21. P.E. 22.
P.B. 6. Spd. 3
Hit Points: 60
Armor: None. Belvederrelies on the crystal skin powerofhis sword.
Bonuses: +5 'IS magic. +4 vs poison, + 14% vs comafdeath. +2 vs

insanity. +3 vs psionics,
Natural Abilities: Recognize illusions 69%, night vision 90 ft (27 m).



Psionics: Master Psionic. knows all psjonic abilities and has two psjonk
altacks per melee. I.S.P.:lI0.

MagicJClerkal/Healing: None
Magic Knowledge: None

Magic Items/Weapons: The personality of Sir Belveder"s crystal sword
and the knight a~ in perfecl coocen with each other. The entire
blade is bright white. Ho....ever. il cannot be said whelher il was
Belveder's personality or the sword who influenced who. Sir BeI
veder oflen activates his sword at idle moments: in court, at the
dinner table. or even at rest wilh other companions. Belveder's
sword also has the crystal skin power. The crystal skin is the most
common power among the swords. He is also bonded to a crystal
communicator headband.

Combat Abilit~: Hand to hand: soldier 2nd level. W.P. targeting.
W.P. knh·es. W.P. short s....ords. all at 2nd level. Hand to hand
non men of arms. W.P. crossbow. W.P. large sword, W.P. Slaves
and W.P. small shield. all at 9th level. Crilical slrike from behind.
kick allack 106, 3 aUlleks per melee. When using his crystal sword:
+7 strike +8 parry +6 dodge, + 10 damage.

Weapons: Crystal sword 506 + 20 damage (includes bonus from
above). Belveder is also trained in the: crossbow, which is a required
weapon for guardsmen. and carries one: with him, Most of the
guardsmen also learns W.P, targeting. but Belveder did no! continue
to study when he relumc:d to concentrating on his psionic abilities.

Skills of Note: Readlwrile dwarven and e1ven 99%. speak dwarven.
elven, southern and fllene 99%. disguise 25%/4%. forgery 26%f
12%, locale secret compartments and doors 64%, mcdical80%/84%.
pick locks 67%. pick pockets 17%. prowl 58%, scale walls 44%.
trapfskin small animals 68%n2%. cook 80%. demon and devil lore
95%. faene Ion: 96%. fishing 90%. general repair 90%. planllfarm
Ion: 52%. presel"\'e food 72%. racial histories 6()'l,. recognize poison
78%. recognize precious me:talsfstones 66%. recognize weapon qual
ity 84%. sense of direction 99%. swim 99%.
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Possessions: Like the other KnighlS. Belveder has few possessions. He
rarely cllJTies more lhan 400 gold wilh him at any lime. bul he does
have savings of about 14.000gold pie«s thai aTe' kepc in Alpine Burg.

Desc:riplion: As dwarves go. Belveder is larger than the largest and
stands out anlong his own people. He is strong. agile and has fantastic
endurance. When it comes 10 moving. however Belveder is painfully
slow.

BeJveder is recognized as a mind mage and as such would make
an excellenl candidate for Bonafiel's interrogators. However. Bel·
veder still enjoys the physical side of knighlhood. He says he will
join the interrogators if. and when. he feels his strength waning,

Palace Guards &
the Crystal Knights

There will always be a group of palace guards patrolling the road to
the palace. It should consist of at least two guards. denoted by their
lack of insignias and crystal headbands. The headband is worn more
like a sweatband than a crown. The headbands are usually communicator
devices used to keep them in direct contact with the king and the
fortress. The palace guards should be wearing full SUltS of chain mail.
no helmel. and carrying simple broadswords and shields. A p<llace
Knight. such as Sir Molderi, or Sir Blainecould also be in the: company.

The Typical Palace Guard
In addition to the Valley Guards. there are those who have attained

the rank and honor of becoming a Palace Guard, They stan out as
regular Valley guardsmen and receive the same tnlining and assign
nlenlS. 1bose who excel as soldiers. reaching a minimum of 4th level
experience. aod have some measure: of psionic powers aTe' recruited for
the Palace Guard, 1bose without the object read ability usually "wash
out" and will quit the gUard ralher than return to belDg a regular
gUardsman.

The typical palace guard ranges from 61h to 8th level. Three in four
will have only minor psionics with 206 first level abililies and 361.S,P.
The remaining one in four will have major psionics with 206 IstleveJ.
206 2nd level and ID6 3rd level abilities and an avernge of 50 I.S.P.
There may be the rare guardsman with master psionics. bUI those are
usually recruiled to be: interrogators. 1bose with major pslonics will
have the abilities of objecl read. menial bolt of force andfor evil eye,
All Palace Guards wear a crystal communicator headband. enabling
them to contacl the king at lhe palace in an inslaIlt. Half of all Paloce
Guards are human, the: other half. dwarf.

Palace Guards are all considered to be brights. This gives them Ihe
added responSibility of being witncsses at The Court to determine if
a crime: has been committed and 10 help decide on a JUSt punishmcnt.
The knights who serve as the Palace Guards aTe' sometimes inviled 10
the palace as honored guc:slS. This is usually for dinners. celebrations.
and to hear Elana read a new book she's discovered in the library. or
something one of her slar pupils has written.



The Typical Palace Guard/Knight
Alignments: Any. but nlOSt are unprincipled. scrupulous or aberranl.
O.C.C. and level: 6th to 8th level Knighl.
Attributes: I.Q. 8 or higher. M.E. 9 or higher. P.S. 19 or highcr. P.P.
16 or highcr, P.E. 16 or higher: all others are average.
Hit Points: 48 for the typical Palace Guard. 60 or higher for the captain

of the guard.
Armor: Typically wear a full suit of chain mail: A.R. 13, S.O.C. 44

or a suit of scale mail: A.R, 15. S.O.C. 75.
Combat: Hand to hand: knight. W.P. small shield, W.P. short sword.

W.P. large sword. W.P. crossbow. and W.P. targeting. The typical
guard will have 4 allacks per melee and +8to strike with a crossbow.
and three allllcks per melee; + 6 strike. +5 parry, +4 damage with
II sword. All are arnlcd with crossbow. short sword. and small
shield. The captains of the Palace Guards will have acrystal sword.

Psionics: 80% are minor psionics with 206 first level abilities and an
average 36 I.S.P. The remaining 20% will have major psionics with
206 1st level. 206 2nd level and ID6 3rd level abilities and an
avcr.lge of 50 I.S.P.

Note: There are Ii total of 80 Palace Guards. 50 are always found at
th'e Palacc. the other 30 are on the rood assisting and guiding the Valley
Guards. In addition. there are II retired Palace Guards liVing in the
valley: all are elderly but reasonably good fighters with three attacks
per melee and 306+40 hit points regardless of level (old age limits
their ability). All are 106+8 level.

The Crystal Palace
If the group enters the Keep. it should be when they are accompanied

by Archie or the palace guard (usually a dozen or so citizens with men
of arms O.C.C.s). The path through the Keep to the Palace will be like
a walk though 1I house of mirrors. although the images in the mirrors
are fragmented. The king will be monitoring the progress of the group
and the guard leader who is always a knight. The king will use the
powers of the keep to communicate with the knight through his crystal
headband. Vi:l telepathic communication. the king will direci his knighl
and company Ihrough openings and passages that may close or change
afierthey have passed.

There are various hidden chambers in the keep. and only the Crystal
King has access to them. One of the deepest chambers is being used
as a storage vault containing crystal items and other valuables.

The path will finally wind upward through the keep, and anyone
with a suflicient sense of direction (location) will realize they are at
the base of the palace, on top of the keep.

A courageous psionic individual might try object reading the walls
of the keep or palace. The result will be a feeling of fire ripping through
the point of contact. as the fortress draws an additional IDIO + 10 I.S. P.
from the individual. However. the reader will learn the following: The
Crystal King (the current owner) is alive and well and residing in the
palace. He will also get a sense of connict and a feeling that there is
a second innuencelowner (but the identity of the second owner is not
revealed). A glimpse of the history of the palace is likely to reveal only
its last few centuries, with the crystal king always there. The psionic
will also sense that the palace is ancient. tens of thousands of years old.

The group's best chance for a successful, trouble free, first vi~it to
the palace will be in the company of Sir Archie acting as their spokes
person. He or the knight who leads them will quote a passage from the
Trisline Chronicles when they finally arrive in the coun. The passage
is read before the king and his entourage arrives.

.. Yl'a. and so it caml' /0 JXUs that Ihe flew races learned 10 ....ield the
magics of the Old Diles. UnlO some. the magic brought great power.
bUI/O Olhers. only grem woes. Thmh ....alked the eanh in those days.
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directing the /lew races iruo Itew molds. Thmh dnestetl tlte strife thai
reigned. as the mtltly races fougl11 for lire aspectS of po....er shril'ell
from the Old Ones mrd Ihe lalltls left !xJrrell by the Grellt Wtlr. Thoth
rt'/reated from the ....orld (md m(wy ....ere the devoUl Ihm followed !rim
to uClaloll's Scar. Some returned wilh magics bolh new omilitose
thought losl. yet mosl ne\'l'r rell/med. Alld yeti. I'erily did mmry races
110SS in those dtlYs. as did so many of lite magics. We are fejl stripped
ofthllt h'ondermell/ ill our o....n time. wilh lit/Ie more thml a hmldfuf of
the mallY thtlt onceflourished. Evelr I/Oh', some of/hem stillfatlt! from
our IlllderslUmliflg. whether it be the se/fisllllt'ss of those Ihalwield the
magic. or Ihm still lite world cOllfill11eS 10 lose ils \·(Jriety. The time of
magic passes."

Art:hie or the knight will smile, saying, "We stand in the presence
of lost magic. This palace and all the crystal are all the remnant of a
forgotten age. Show this place and the man who rules over it the respect
they deserve."

The court is a large chamber, 60 feet wide by 200 feet deep (18.3 x 61
01). Hanging lapestries near the walls and hanging from the ceiling at
the center of the court makes the chamber appear a bit smaller than it
really is. Ornate carpeting is laid at the center of the court, covering a
portion of the solid crystal noor.

When court is in session, all visitors are seated before the royal four
arrive. The seats will be arranged to fonn a rectangle in the center of
the hall, with two crystal thrones al the far end from whcre the visitors
enter.

During a trial, the hostile witnesses of those on trial will be seated
on the right side of the rectangle. with their retainers. etc .. seated
behind them; the friendly witnesses (this nonnally includes the Crystal
Knights). and their companions are seated to the left. The accusers will
nonnally be seated with the hostile witnesses. The seat closest to the
accused in bolh the right and left hand galleries is reserved for the
person most hostile or friendly (respectively) to the accused.

Archie will be seated to the left hand side of the group in the separate
gallery. but closest to them, since he is their spokesman.

The royal four will enter from behind the thrones. and the entrance
they come through is hidden (via crystal magic). The four will proceed
to the thrones. take their places. and wait for a spokesperson to speak.

Any court case should be relatively quick and simple. The entire
trial is conducted like an interTOgation. Whatever the characters say
will be noted. and recorded by members of both the friendly and hostile
gallery. No one but the characters will speak until they have said all
they plan to, and then the King will speak and pass judgement. The
entire trial. with witnesses making claims. refuting or supporting whal
the characters say. will be conducted entirely by telepathic contact to
the King and Sir Bon:lfiet. The G.M. knows all the facts behind any
case and should be able (0 detennine the k.ing·s reaclion with little input
from the players.

When the trial is over. the king delivers his judgement. which may
involve fines, :lCIS of restitution. refonnation, quests. the decision to
mind wipeacharactcrordeath. Nobody is incarcerated in The Valley.

Meeting with The King
The eventual meeting with the Crystal King is likely to be a bit

anticlimactic. The king is aloof, abrupt. paranoid and will nOl seem
particularly happy to make their acquaintance. He will probably let his
right-hand man do most of his talking for him. intcrjecting his own
comments from time to time. The general atmosphere will seem more
like an inquisition lIlan festive. The air of the meeting will be less
fonnal and strained if the group is represented by Archie.

rr the group comes to see the king on their own, they will be
caught up in ridiculous, bureaucratic red tape and it will take days or
weeks before they can have an audience with the king. One reason that



the king dislikes meeting new people is because theyrould be dangerous.
On the other hand. he insislS on seeing new arrivals so that he can get
a feel of whether or not Ihey are dangerous.

If he thinks they are dangerous he will have them watched closely
and have Interrogators "talk" with them again. Even the slightesl
negativity may lead to some "reformation,"If they challenge the Crystal
King's history, with respect 10 whal Knernm may have tokl them. they
will be brought before the Court and charged wilh espionage and sus
pected as assassins or Ihieves working for Knemm or other outside
"enemles:' An extensive interrogation will follow. It may lake a loe to
win the king's favor. If Archie is presenl, he can talk their way out of
trouble. unless the player characters continue 10 make things worse
with incriminating statements,

If the group seems to like 1bc: Valley, lhe king will show his delighl
and offer lhem a home 10 use (eventually keep) located in the neighboring
town. He will also talk about how much he is cenain they will enjoy
living 10 The Valley and how they may serve him and the residents as
Valley Guards (and possibly as Palace Guards), He will ignore any
commentS aboul "leaving The Valley" and, instead. focus on all the
good lhmgs about his kingdom (pointing out all the lerrible things in
the world beyond The Valley). They will be subjecled to the citizenship
inlewlews and all that is required 10 become a trial Citb:en.

Eventually, talk will tum to freedom. glory and adventure. ''Ofcourse
you'lI be free. as long as you obey the laws. You don't believe in
anarchy do you'! One must obey lhe law to avoid anarchy. But those
who obey and serve me well become dislinguished and loved citizens;
privileged and wealthy ,lheirnames sung on the lipsofevery citizen."

He pauses and grins, "As for adventure. my coun's sorcerer (Archie)
and I have many Crystal Quests thai only the most bra"e advelllurers
dare to undertake. If that's what you want lhen that's ,.,-hall will grant
yoo. You see, I want all my people 10 be happy:'

Game Masler Notes: Cryslal Quests: This is where intriguing sub-
plots and mini·adventures come into play. The Cryslal King IISt:3' new
comers for his own ends. He will send them on quests to get things he
wanls. to spy, or 10 eliminate people/crealures he sees as dangerous.
He ffilIy also spy on them and lheir associales in 1bc: Valley. He may
leave them "unreformed" only 10 see who befriends them. In this way.
hIS knights, guardsmen and interrogarors may be led to dtizens who
are in need of "reform."1bc: queslS will also serve to teSI their loyalty
to him and The Valley. If they are honorable and obedient. he will be
pleased and they really can adv:mce through the mnks of lhe kingdom.
especially if they possess psionic powers.

Other situations
I. If the group comes ",-ith Archie, they can meel with the king

within a day or IWO. The meeting will be: more relued and friendly
if Archie is acling as their represenlative. He will speak on their
behalf and smooth things over with the king. Prior to the meeting.
he will coach them on proper behavior, as well as tell them lhal
he will do most of the talking and thai they should NOT contradict
anything he says. The laller may become disturbing as An:hie,
speaking on their behalf, will agree: 10 things the group may not.
He will also accepl any quest on lheir behalf "as a symbol of their
sineerity and desire 10 cooperale" (G.M. 's choice of quest). 'They
arc also likely to be placed under Archie's supervision/cuslody.

If Archie speaks for them. lhey will be made trial Cilizens.
Afterwards. they will be shown the wonders ofthe palace. exchange
stories with Elana and the Crystal King and be asked 10 preserve
the secret of this place. At no point will Knemm be mentioned.
unless the group brings hIm up.

Note: Ultimately, Archie wants 10 manipulate the king to send
them with him on the queSI to lhe Old Kingdom burial place of
ancient kings. He secretly wants to (,Kamine the remains of the
Preslida family to see if they were changelings. Archie may also
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use his innuence with the king for other quests of his design and
for his own purposes.

Z. If the group comes (0 the Crystal Fortress claiming Ihal they
were sent by The Titan, Krtemm, the Crystal King and his knights
will do all they can 10 get them to reveal Knemm's whereal>outs.
The king and his knights have long believed that the titan had left
the mounlains and had been slain by a beast dragon. Learning that
the litan still lives will visibly disturb the mighty CrySlai King.

1bc: king and his people have their own twisted laws and percep
tions. 1llc:y are likely to appear without honor or even a bit insane
to any of the characters. This is good. because the King's intentions
arc far from honomble.

The Crystal King will accuse lhe titan of being a lnlitor and a
thief. He may e"en try to entice the player character to aecepl a
Crystal Queslto retrie"e what is rightfully his. The mad king wants
all the crySlllI ilems in the gianI's possession relurned 10 him. He
may also want the group to kill Knemm. However, the Cryslal
King is more likely to send two to four of his Cryslal Knights or
champions to do the deed, but only after the group has relrieved
lhe crystal items. The king (innuenced by the dead Crystal Master)
fears thai Kncmm is a serious threat to his kingdom. He'd like to
eliminate Ihat threat once and for all.

Game Master Noles: llle players should 1e3m of lhe king's
plans and can either c:ooptl1lte with the Crystal King or side with
Knemm. Either way. they are in for some trouble.

Also note thaI Knemm honeslly doesn't know the eKlent of the
Crystal King's power. the degree of his changed personality. or
the size of the Crystal Fonress. Knemm and the king had a serious
cooniCl resuiling in his being banished from llle Valley. The falling
out occurred because Knemm grew jealous of the Crystal King's
link with and SlJbsequent powers from the Crystal Palace. He grew
even more jealous of Sir Bonafict. whom he saw as taking his
place beside lhe king. Knemm challenged Sir Bonafiet to:t duel
10 the demh. He would have killed him. but the Crystal King
interceded. It was only after his banishment that lhe king leamed
thai a keep exiSled below the palace. extending deeper into the
ground. Excavations began anew and the keep and crystal ring
wall .....ere uneanhed.

J, Ir the group comes in ror«, they will find the full defenses of
the Crystal Fortress against them, They will face the mighl of the
guardsmen. Cryslal Knights. intcrrogalors/mind mages, royal
champions. the king and lhe powers of the: Crystal Forness! How
ever, a connict seems inevitable.

The Crystal King's Quests
The king and Archie are always devising special quests, which the

king calls his Crystal Quesls. Most quests serve the king or the royal
four in some way. It may be a lest of loyahy or skill. or a means to
acquire an item or infonnation of value. Likewise, a quest can also be
a mission of revenge, caplure. defense. or espionage.

Mosl of the quesls that Archie presents are designed as a means 10
allow him 10 leave The Valley for a while (he always comes back.
thanks to the mind control) 10 see the world or for his own pursuits of
knowledge. Archie has become quite skilled in presenting his venlures
in ways that seem beneficial to the Cryslal King or The Valley (often
playing on the king's paranoia). His quesls are almost always approved.

The following are a number ofquests the king iscurrentlyconsidering.
They are presented in no particular order.
• Kill the beast dragon known as Dwayne. 1bc: creature has been

terrorizing The Valley over the years. but more dIsturbing, he fre
quently sends foolish tmvelers to The Valley on mission of robbery
and lrouble making. Remember. the only good monster is a dead
one! Dwayne will run away and hide if fXlssible. He will fight to
the death when cornered.



• Find and return the Crystal Goblet. It was one of the few crystal
artifacts found during the early excavation of the palace. and the
only one ever stolen from the palace. No one knows where it is
now. The group may have already seen the Crystal Goblet in the
possession of the titan. Knemm.

• Steal crystal items from Knemm the Titan. Knemm won't a110w
this to happen without a figh!. This quest is applicable only if the
king learns that Knemm is still alive.

• Ki11 Knemm the Titan and return all the crystal items in his posses~

sion. Knemm will fight to his death. He will leave his cave only
to find a new secret hideout and only when his initial altackers have
been defeated. This quest is applicable only if the king learns that
Knemm is still alive.

• Ki11 Selssesstissan! If the Cryst:l1 King or The Fonress discover
that this ancient adversary again walks the face of the Earth. they
will want him killed! The king wilt paint a hOlTible picture of what
a devilish fiend the gramek mage is, and what danger he represcnts
to the entire world! Note: Selssesstissan may accompany the adven
turer group to the mouth of The Valley. but will know enough not

• to enter. He will either wait outside or disappear. He is likely to
try to sneak inside The Valley on his own to look around. In fact.
he may try to kill the king or cause trouble. He may even try to
usurp the throne and grab as many of the crystal items for himself
as he can. G.M.'s decision.

• The Crystal King has heard tell of the existence of a copy of the
Trbtine Chronicles and would like to retrieve it for Elana. Years

What Price Freedom?
Freedom for the Player Characters

The player characters can escape The Valley at any time early on.
They may have to fight their way through guardsmen and interrogators.
:md may be pursued for a few days by the king's knights or champions
(sent on a quest), but they can escape. However, they will forget how
they got to The Valley and may never be able to find it again (G.M. 's
option).

If they spend more than a week or two in The Valley. the influence
of the Crystal Fonress will begin to control them and make them want
to stay. This is especially true of characters with a low M.E. (8 or less)
and those subjected to "refoml." Even so. even these characters can
be SCnt away on a quest and make a run for it, never to return. They
will have sufficient mind blocks in place that they will not be able to
find The Valley again (G.M.'s option). Eventually, they wilt forget
about the place entirely.

The dilemma most good characters wilt face is whether they should
save themselves by running away or try to free the residents of The
Valley. The laller can only lead to a life and death banle of epic
proponions. The problem is compounded by the fact that about half
the people scem to genuinely like living in The Valley under the rule
of the Crystal King. Of course. one can rationalize their contentment
by assuming they are the victims of mind control and should be "saved"
whether they want to be sayed or nol. The Crystal King/Fonress will
Rot let any of his/their subjects leave. To even suggest it is to brand
oneself a traitor and a candidate for refonn.

Freedom Adventure Possibilities
One way to free the people of The Valley is to capture the king and

take him out of The Valley. Once he is at least 32 miles (51.2 km)
away from the Valley and the Crystal Fonress he will be free of its
mind control and second personality. Two other alternatives are to kill
him or destroy the Crystal Fortress.
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ago. a wayfaring knight told of having seen a complete edition of
the coveted book in the possession of a giant who resided in the
neighboring mountains. He was given the quest to retrieve it and
was never heard from again.

Rumor has it that the gianl stilt resides on a nearby mountain
peak.. The Crystal King might consider its retrieval a wonhy quest
for newcomers to prove their melle!. Get the Tristine Chronicles
from Tom II the Immortal. Noeasy task. See Tom II. The Immortal
for further information.

• Locate and retrieve any other crystal artifacts from anywhere in the
world. The only purported artifact is a sword seen in a ('itadcl
somewhere in the far north. The sword to the north is the artifact
that Sir Mack and Sir Stephen are questing for. However. bringing
the crystal golem. or just its sword back from the mountain tomb
is worthy of a crystal quest.

• Archie's Quest: The elf mage has convinced the king of the worth
iness of his quest to explore the tombs of the ancient Old Kingdom
kings. He has convinced the king that there may be important OOoks.
anifacts and even crystal items that should be brought back to The
Valley. The king will need little persuasion to send the player
characters with Archie on this quest.

Note: Archie, the Crystal King. the Queen or one of the cham
pions may suggest other quests. The Game Master is free to add
or alter quests as he or she sces fil.

All are difficult tasks. Characters of a good alignment who suspect
that the king is as much a victim of the power of the Crystal Fonress
as anybody in The Valley are likely to try to get the King OUI of the
Valley rather than kill him.

Newcomers to The Valley will not yet be under the full influence of
the mind control that prevents the residents from escaping. Thus, they
CAN still leave. unless the characters have undergone psionic "refonn."
Even so. the members of the group will hesitate at the edge of The
Valley and will ask each other whether or not they should continue.
This pause will last 1D6 minutes before they snap out of it and mOve
on. However. such a period of hesitation may be allthaCs necessary
to bring pursuers and/or Valley defenders upon them.

Once the Crystal King is 32 miles (51.2 km) away from the Crystal
Fortress he wm suddenly scem to change. his entire demeanor. He witt
scem a bit dazed. as if awakening from a bad dream. The first words
out of his mouth will be, "Thank you:' He automatically knows that
he can not return to The Valley for at least a decade. To do otherwise
will instantly recreate the psychic bond between him and the Crystal
Fortress and keep the nightmare alive. Eyen after ten years have passed.
the knighllking wilJ still be susceptible to the power of the Crystal
Fortress and knows it is best that he never returns.

Ir our stalwart heroes (or greedy miscreants) decide to fight the
Crystal King and his Fortress. they will be facing an incredible power.
All the king's men wil1fight to the death to protect him although none
can leave The Valley. The king will draw on all of the power of the
Crystal Fortress to protect himself, the Crystal Fortress and The Valley.
FurthernlOre. he will NOT willingly leave the Crystal Fortress for any
reason! The Fortress is his source of power.

Some important details: The mind control over the people is a
constant influence, even when the king is unconscious. Likewise, wea
thercontrol and other basic functions of the Fortress continue to function
until the king is eitherkilJed ortaken beyond its 30 mile (50 km) range.



Ir the King is taken from the Valley or killed. there will be a
dramatic and instant change. The facade of the Crystal Fonress will
seem to darken and gliner less brightly. Without the king the Crystal
Fortress is effectively shut off. 1lIc: magic that controlled the weather
and helped to prolect the valley from the natural elements is gone. In
a mailer of minutes, the temperature will become the same as the
surrounding mountain and altitude. A light snow will begin to fall.
water freeze, plant life will wither and die. In a matter of days. the
forest will die and the animals will try to nee to rt'IOI'e hospitable
conditions In the low mountain ranges.

1be residents of the Valley must also nee for the lowlands or die
from exposure and stanns. 1be hostile conditions will force most to
nee almost immediately. Once a few have leRw rim of the valley.
others who have longed for freedom will Nstlafter them. Most residents
will assume the kmg is dead and/or that the magM: of the Crystal Fortress
has been destroyed. Few have any inkJing aboul the power of the Crystal
Fortress so they will I'lOl even consider trying to reactivate the crysLal
magK:. Most believed II was the king who held the power, flO( the
Crystal F<lrmss. Still. there is some danger that another psychic will
bond with the Fonress and become engulfed by the psychic imprint of
the mad CrysLal Mage who crealed it. Thus, player characters may
want 10 stay at the Fonress until they are cenain thai all of1be Valley
residents have departed. After a few months. the only uaee of 'The
Valley will be the abandoned, snow covered edifices of the to\\-l1S and
the Crystal Fortress.

Once deltctivated. the Crystal Fonress is completely powerless and
benign to all but the kmght who was the Crystal King. It does not
beckon or lure people to activate its powers. 1be only way to activate
the Fortress is to touch it and perfonn a psionic object read. 1be object
read will reveal many of its powers and how 10 learn more through a
psychic mind boncl. Any fool who tries a mind bond will suffer the
same fate as the elf knight who became the Cryslal King. Player's
chlU1lCters should be tipped off the moment this happens because the
Crystal Fonress will regain its brightness and the weather will be less
violent, although still cold and windy.

1be character bonded to the Crystal Fortress will either want to stay
behind for any number of reasons, or simply disappear (he or she won't
want to leave The Valley). It will take years for this new victim of
forgollen knowledge to leam to master all the powers of the Fortress
and/or establish his/her own kingdom. Consequently, this new Crystal
Mage can command only a tiny fnlction of the power offered by the
Fonress and should be relatively easy to defeat and capture: if he/she
clln be found. It is important to note that none of the Crystal King's
minions will recogni1.e or obey the new master of the Crystal Fortress
and the mind control over The Valley will be dramatically weakened
- everybody can leave.

Story Nole: The deactivlltion of the Crystal Fortress will not suddenly
put everything right. The townsfolk will not awaken as if from some
enchantment and suddenly recognize the player characters as heroes.
Most llfC still mentally cOflditioned to stay in The Valley, but more
impon&ntly, not all of the residents of The Valley will be happy about
its end. NO! aU remained just because of the mind control. they liked
their towns and their quiet lives in them. These people (about 40% of
the residents) will see the player characters. not as heroes, but as foul
villains who have slain their king (even if he's really alive down the
mountain) and destroyed their homes! Many will even try to capture,
punish or kill those they believe are responsible! Our heroes may find
themselves neeing from an angry mob of townsfolk who want their
heads on pikes!

1be player characters will also become the targets of guardsmen and
the king's champions who seek to I\'engc their king and kingdom. A
few may dog their traekJ to the poinl of following them across the
world until they finally gh'e up the quest, are defeated or slain.

Those subjected to "'reform" by the Interrogators will remain changed
and can only be restored by an Interrogator or another mind mage.

Furthennore. chaos will reign. There will be some degree of panic
under the beSt of circumstances. The more malevolent. criminal mem
bers of the Syndicate will assault people and loot homes and businesses.
Some will engage in acts of revenge and cruelty (will the Cleaver gang
finally get the beSt of Big Jack or LyIli7). Inevitably, some will try to
raid/invade the Crystal Fortress in search of the king's gold and valu
ables.

If the king/knight lives, he will realize the chaos that will unfold in
The Valley and he will beseech our heroes to go hack to help. even
though they may be the target of angry mobs and guardsmen.

Game Masters should think about this situation and respond accord·
ingly. Breaking the bond between the Crystal King and the Fonress,
and what happens afterward can be a story in and of itself.

Notes for Archie Regarding Freedom
The mage Archie is not particularly loyal to the Crystal King in the

sense that he knows the king is either insane or manipulated by some
supernatural force. He even suspects that the Crystal Fortress may be
responsible for the king's emltic and paranoid behavior. Howe\'er,
Archie is quite pragmatic and practical. His association with the king
and 'The Valley has been mostly good for him. It has given him infor·
mation and opportunities to research his lheories about changelings.
the Old Kingdom and the chance to study crystal magic devices. This
same altitude also means that he will recognize that it may be time fOf
him to move on and that it may be time for lhe reign of the Crystal
King and his Valley to come to an end. Archie is flO( !ikely to lifl a
finger to help or hurt the king, unless he or those he cares about are
put into jeopardy. This means the player characters will be mainly on
their own unless circumstance (or the a.M.) dictates otherwise.
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If the king is defeated and the Fortress turned off. Archie will be
packed up and ready to leave on a moment's notice. At that point, he
is likely to come in to help mop up and to protect the characters from
retribution, Of course this will mark him as a trJitor in the eyes of the
King's champions and knights. However, as long as the Crystal Fortress
in activated, Arehie is under its control and cannot willingly leave The
Valley for any great length of time, unless he's on Ii quest.

Once free of the Valley (or if on a quest), Archie willlry to entice
and/or p;!y the group to join him on the grand adventure to stop the
oceans from disappearing, No serious adventurer will pass up this op
portunity. This adventure is JUSt too glorious and important. After all.
it may be signalling the end of the world and they may be the only
ones able to prevent it! Not to mention the money, magic, knowledge
and fame that may be acquired from such an ambitious venture.

The Psychic
Science of
Magic and Crystals

The crystal magic devices found in The Valley were constructed tens
of thousands of years ago. The ancient science or mystic an involved
is unknown in the prescnt day Palladium World. The old science/magic
was called the Psychic M(lgic of Crys/(// Aggregation. Most modem
scholars call it psionic cry'Hal /nt/gic. The an of crystal manipulation
is losl, much like true rune magic. Modem alchemists can only create
pale imitations of the simplest of the ancient crystalline devices.

The Crystal King who lords over the Crystal Fortress is the only
known authority on the lost an. He possesses a wealth of ancient crystal
devices and knows how to use them. However, even he is incupable
of creating any /lew crystal devices. He has only a rudimentary knowl
edge of how crystal magic works. The Crystal King's area of expertise
is in the expen "use" of the ancient devices.

A wide variety of crystal dcvices once existed during The Time of
a Thousand Magics. Today, the mOSt numerous crystal devices are
found in The Valley. hidden away in the Old Kingdom Mountains.
This may be the last refuge on the planet where crystal magic still
exists. There arc only a liny handful of other known crystal anifacls
dating to that age and they arc scattered around the world. There may
be other lost caches of crystal magic hidden in underground catacombs
and tombs of ancient kings in the Old Kingdom or elsewhere in the
world, but they remain undiscovered.

NOle: Remember. even The Valley is unknown to most people (and
few ever leave its confines). so few men of magic have ever actually
seen an ancient crystal artifact from The Time of a Thousand Magics.
However. all have read about crystal magic and such rare ani facts are
as coveted as rune weapons.

Other dimensions. including Rifts Earth, may use crystals for magic
purposes (like techno-wizardry) and there are a variety of magic sciences
that utilize crystals, but the psionic cry'sial magic of the Palladium
World is unique - and forgotten.

Making Crystal Devices
The ancient creators transferred psionic power into a crystal struclure

by laying down some sort ofpsio/liccircuilf}'. This circuitry, represented
by the threads of precious metals and gemstones. empowered the device
with psionic or magic like powers. The crystal ilSClfmay be little more
than an energy housing and amplification syslem.
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The creation process was laborious and dangerous. Most alchemists
believe that thc simplest crystal device took six 10 eight hours every
day to slOWly build and inslill with psychic energy. The creation process
required the skilled hands of a jeweler and the third eye of a psychic.
The psionic circuitry had to be laid and fonned perfectly. Working too
quickly or carelessly might cause the device 10 fraCture. rendering it
useless, or even explode (The I.S.P. needed to be instilled unifonnly
over the entire construction period. The same amOunt must be fed in
each day. Only the individual who started the construction could supply
the I.S.P" and must be its sole builder). A simple finger band took
weeks to make, while the powerful swords took nearly a year.

All psionic crystal magic devices are made of elear. brighl quartz
crystal. The most common crystal component is six sided quartz.
Gemstoncs are also used in constructing the psionic devices. They are
usually embedded inside a larger quanz or other crystal and are found
only in the more powerful devices. They are usually found at the hean
of a web of metal threads. The threads are made of fine copper. gold.
and/or silver which fonn a fine network of wire inside the crystalline
structure.

The simplest crystal device required precious metals, crystals, and
gems valued at no less than 1O,<XlO gold. A crystal sword. the hilt/handle
being the mosl costly and important portion. COSt its creator a minimum
of 100,000 gold and sold for five to twenty times more.

Psionic Crystal Devices
All psionic crystal devices are useless to non-psionic individuals.

Only characters with some degree of psionic power can activate and
use one of thesc ancient weapons or devices.

Each power of the device requires the channeling and expenditure
of Inner Strength Points (I.S.P.) as if the character were using one of
his or her natural psionic abilities. In some cases, the power of the
device is constant, which means it continually and automatically drains
a bit of the user's I.S.P.; this is another reason for the psychic bond
exemplified through the shared aura. Note that the most powerful devices
may require so much I.S.P. that characters with minor psionics may
not be able to use all of the item's powers.

Bonding & Powers
When a psionic character initially objcct reads a crystal device. he

only senses its first power or main ability. Remember. only a psionic
character can use the ancient crystal devices.

When a crystal device is successfully object read for operation. the
character will learn three things: (I) The device is identified as a genuine
psionic crystal magic device. (2) Direcling the appropriatc number of
I.S.P. into the device will cause itS first power to activate. (3) There
is more to the device than will be revealed with time. The charactcr
will also have a positive feeling about the device. Unlike rune weapons,
the artifact does not have an independent intelligence or alignment. nor
does it radiate as magic.

When a character decides to keep the device for himself. a bond is
begun. The bond between the user/owner and the crystal device develops
over the course of time and familiarization with the device.

After gelling familiar with the device by using it frequently, the
character will discover that he can expend I.S.P. to restore any S.D.C.
damage the device may have sustained (2 I.S.P. per every one S.D.C.
point). Each restored point makes the cryStal appear brighter/newer.
This restoring knowledge is typically revealed after about a month of
frequent usc.

After another full month the character will sense that the device is
more powerful than he initially suspected. Suddenly. he will realize



that there are other abilities and he/she will discover the second power.
Each additional power will reveal itself as the character's psionic and
empathic bond with the device deepens. A new ability will be revealed
every two or three months, especially if the character uses the item
often. It takes twice as long if he/she uses it infrequently. A typical
crystal device will have five or six powers, only a few have less or
more. Once all live or six powers are learned, the character is at full
expertise in using the psionic device.

Psionic crystal devices can only be activated and used by intelligent
beings who possess some measure of psionic ability. In this sense, they
arc NOT magic devices and do not register as magic (although magic
was used to create them). Instead. the stmnge devices have the same
psionic aUrd as its owner. This ~'hared aura occurs because the user and
the psionic device link and become one, When not in ils owner's
possession. or when used by non-psychic individuals. the device be·
comes donnant and IIOne of its powers can be used. Likewise, it docs
not register as being either magic or psionic in nature when in this
donnant state (only a psi-object read will reveal its psionic nature),
Another psionic can use the item and, with time, meld with it and share
auras. The psionic nature and shared aura of these crystal items makes
them undetectable when worn or used by its psionic owner. Rune
weapons. by comparison. ha\'e their own unique aum. sepamte from
that of its owner.

Basic Powers & Data
Thc p~ionic encrgies at work in any crystal magic device. molds the

crystal. metal, and gem components into a nearly indestructible cryslal
line mass.

• All crystal devices have a natuml A.R. of 18.
• The number of 5.D.C. the device has will depend on the amount

of 1.5.P. that weill iOlO creating it. A simple finger band only
requires 1000 J.5.P. and has 100 S.D.C. (typically 100x 100). A
basic simple sword costs 10.000 1.5.P. and has 500 5.D.C., the
roost powerful may have as many as 1200 S.D,C. points
(206 x 100). Damage occurs only when an attacker is deliberately
trying to destroy the crystal item. There is no damage from incidental
combat (i.e, a crystal sword does not suffer damage when it strikes
an opponent's annor or when it is thrown, dropped. etc.).

• When the 5.D.C. of a crystal device is reduced to 10 or less it
begins to fracture. Tiny cracks begin to fonn and the device becomes
unstable. The 1.5.P. cost to call upon the crystal's power is now
twice as much and lasts half as long or does half damage. Tiny
sparks and nashes sputter inside the crystal along the lines of frac
ture. When its 5.D.C. is reduced 10 zero or below. it shatters and
is irrevocably dcstroyed.

• EXPLOSION! Generally, a crystal device thai is fr.actured becomes
unstable. When the S.O.c. of the crystal is reduced to zero or
below. there is a 1-80% likelihood that it will explode. Everything
within 10 feel (3 01) of the device suffers from the explosion. The
aloount of damage is indicative of the device's level of power.
Finger bands do a mere 406 damage. Most simple devices do
1D4 x 10 damage. crystal swords 106 x 10, crystal armor and
golems do 2D6x 10 and crystal ponals. fortresses, palaces and
other huge and powerful crystal constructs will do 204 x 100 dam
age to a 50 foot (15.2 m) area.

• However. even a fr.aetured crystal device can be psionically healed.
At any time its psionic owner can restore lost S.D.C. This can be
done only by the character who is bonded to the device. Other
psionic individuals cannot restore its 5.D.C. through any means.
To heal the crystal, the owner of the crystal anifact must expend
two 1.5.P. for every one (I) point of S.D.C. damage to be restored.
The character regains his expended I,S.P. through rest or meditation
as usual.
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Crystal Rings-----
There are two distinct classes of crystal devices. We refer to these

two classes as rings and rods. There are also double ring devices called
slars which have grealer powers than simple rings.

Rings include finger bands. bracelets. necklaces. and headbands.

Rods include crystal wands. staves. and swords. The staves have
the greatest power. Swords often have wand-like powers bUI some also
have staff-like powers.

Wheels are the few items that combine both cryslal rods and rings.
The typical wheel device is composed of a rod surrounded by a ring.
The crystal goblet can be thought of as a ring (the cup/bowl area)
mounted on a rod (the stem of the goblet). Most of the wheel devices
have powers from both classes, in addition to a few unique powers.
The Crystal Fortress is one example of a rod and wheel combination
at its most powcrful The crystal gateway is another.

There also exist a few ancient crystal constructs that seem to defy
or go beyond thc more tmditional categorization above. 1l1ese include
crystal anllor and the crystal golem.

Finger Bands/Rings
Crystal finger bands (rings) are the smallesl and Icast powcrful of

the crystal ring devices. Finger bands can have only one (I) power.
typically "receptive" or proteelivc magic. The finger band will either
be a single crystal attached to a metal ring or a solid band of crystal.
A maximum of twO (2) rings can be worn by a single character: one
on each hand. Available powers are as follows.

Notes about finger rings: Require 1000 1.5.1>. to build. The finger
band will have 100 5.D.C.. larger bands (simple items) will have
lD6x 100 5.D.C. The average market value of a crystal ring ranges
from 30.000 to 100.000 gold. The value of the item can nuetuate by
as much as 75%. usually higher than those listed. depending on the
situation and desire for the item. ALL are extremely mre. Engaging/ac
tivating a psionic crystal power counts as ONE of the charaeter's psionic
melee allacks. Powers that are active 24 hours a day automatically use
up the necessary I.S.P. at the beginning of every 24 hour period. This
mcans the character will always be short that number of 1.5. P. Removing
the ring does not instantly restore the points. Funhennore. finger rings
must be worn all the time to enjoy their special power.

Receptive Magic
R«eplive magic is inward. soothing. and calming. The typical ef

fects of receptive magic are to prevent disease. allow psychic awareness
to blossom. attract love. money. healiug and friendship.
Charm: Charisma: Adds +6 to the chamcter's M.A. as long as the

ring is worn. The magic is instantly gone when the ring is removed
and those who once admired the chamcter will take an immediate
(though not necessarily lasting) dislike to him or her. 1.5.P.: 12 per
24 hour period. Cost: 50.000 gold.

Charm: Love: The opposite sex finds this character extremely attractive
and will be more receptive to his/her suggestions and conversation.
as well as nin with. fawn over and help him/her. Members of the
same sex will find the character 10 be impressive and trustwonhy,
somebody to respect. The magic is instantly gone whcn the ring is
removed and those who once admired the character will take an
immediate (though not necessarily lasting) dislike to him or her.
I.S.P. 12 per 24 hour period. Cost: 60.000 gold.

Healing: Others by touch. three times per day: restores 206 hit poims,
FunhemlOre. the owner/wearer is + 10% to save vs coma. + I to
save vs poison and disease. and heals at twice the nonnal rate
(constantly in effect. using up 4 I.S.P. per 24 hour period). 1.5.P.:
10 per each use. Cost: 60.000 gold.



Healing: Remo\'e lIIness: Others by touch. three times per day. The
healing touch will instantly negate poison. dispel nausea. stomach
cramps. headaches. fever. and non-deadly diseases. 1.5.P.: 10 per
each use. Cost: 50.000 gold.

liealing: Soothe Pain: By touch. three times per day. others only.
Removes 50% of a character's pain and discomfort (and 50% of
associated penalties). but does not cure illness. stop damage or
restore hit points. 1.5.P.: 4 per each use. Cost: 40.000 gold.

Limited telepathy: Identical to the second level psionic ability. Unli
mited use as long as the character has I.S.P. to bum. 1.5.P.: One
point per every three melees/minutes. Cost: 30.000 gold.

Precognition: Same as the third level psionic ability. Duration: One
minute. Three times per day. 1.5.P. 8 per each use. Cost: 60.000
gold.

Sense Magic: Ten minutes per level of the owner; same as the psionic
power. Three times per day. 1.5.P.: 6 per each use. Cost: 40.000
gold.

Sense Psionics: Ten minutes per level of the owner; same as the detect
psionics power. Three times per day. 1.5.P.: 4 per each use. Cost:
50.000 gold.

Sense Sadness: Ten minutes per level of the owner. An empathic type
ability that enables the wearer to sense when (and who) around him
is sad. Three times per day . 1.5.P.: 4 per each use. Cost: 30.000 gold.

$t'nse Supernatural [\'i1: Five minutes per level of the owner. The
wearer can sense the presence of supernatural evil. such as devils.
demons. gods. Old Ones. alien intelligences. and similar. Dragons.
creatures of magic. and men of magic don't count. Twice per day.
I.S.P.: 4 per use. Cost: 35.000 gold.

Sense Traps: Same as the fourth level psionic ability. Ten minutes per
level of the owner. Three times per day. I.S.P.: 6 per use. Cost:
45.000 gold.

Understands & Speaks all Languages: Ten minutes per level of the
owner: same as the tongues spell. Three times per day. 1.5.P.: 5
per use. Cost: 35.000 gold.

Protective Magic
Protecth'~ magic is concerned with physical or psychic protection.

health. well being. prosperity. luck. resisting unhealthy habits. fatigue.
disease and other dangen.
Impervious to Despair: Continuous protection from all fonns ofdespair

and depression. including magic and psionic al1acks. 1.5.P.: 8 per
24 hour period. Cost: 75.000 gold.

Impervious to Disease: Continuous protection from all nonnal disease.
+2 to save vs magic disease. illness and curses. 1.5.P.: 10 per 24
hour period. COSI: 75.000 gold.

Impervious to Fire: Continuous protection from nonnal fire and heat.
Magic fires inflict half damage. I.S.P.: 12 per 24 hour period. Cost:
80.000 gold.

Impervious to Possession: Continuous protection from all fonos of
possession and mind control. I.S.P.: 14 per 24 hour period. Cost:
90.000 gold.

Luck: Fighting: Constantly in effect: + I to dodge. + I initiative.
takes half damage from falls and similar "accidents," l.S.P.: 18 per
24 hour period. Cost: 75.000 gold.

Luck: Money: Constantly in effect: Often finds a good deal on weapons.
supplies. equipment and lodgings (206% discount; not applicable
to magic or rare ilems - any discount or good fonune is left to the
discretion of the GM). 1.5.P.: 14 per 24 hour period. Cost: 70.000
gold.

Mind Block: Continuous protection from all fonos of psionic communi
cation and mind probes; identical to the third level psionic power.
I.S.P.: 8 per 24 hour period. Cost: 45,000 gold.

Resist Anger/llate: The magic soothes the character's emotions when
he/she is angry. This enables the character to keep a calm head and
nol lash out in anger or succumb to a berserker rage. I.S.P.; 12 per
24 hour period. COSI: 4O.0IXl gold.
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Resist Charm: Constantly in effect: + 2to save vs all types of channs.
including faerie magic; furthennore the character is not overly impre
ssed by beautiful and charming people. 1.5.P.: 12 per 24 hour period.
Cost: 30.000 gold.

Resist Cold: One hour per level of the owner. Cold does half damage.
Once per day. I.S.P: 12 to use. Cost: 3O.0IXl gold.

Resist Fatigue: 30 minutes per level of the owner. The character does
not suffer from any sort of fatigue penalties from physical exertion
during the period of magic; does not need to rest. Once per day.
1.5.P.: 12 to use. Cost: 55.000 gold.

Resist Fear: Five minutes per level of the owner. + 4 10 save vs all
types of fear (horror factor) and adds + Ito (he character's initialive
roll. Three times perday. I.S.P.: 10 per each use. Cost: 45.000 gold.

Resist Hunger: One hour per level of the owner. The character has no
craving for food and does not suffer any penalty from lack of nourish
ment. Once per day. I.S.P.: 19 to use. Cost: 40.000 gold.

Resist Pain: Five minuleS per level of the owner. All types of physical
damage/attacks (including poison and magic) are half! Three per
day. I.S.P.: 12 per each use. 100.000 gold.

Resist Temptation: Five minutes per level of the owner. The character
can activate the magic to give him/her an iron·c1ad resistance to any
one temptation. This can be done to SlOp him/herself from stealing.
lying. drinking. fighting. etc. Three per day. I.S.P.: 10 per use.
Cost: 55.000 gold.

The Typical Crystal Band
All ring devices have a number of flat crystals all bound together

with the predominantly silver and only a few gold wires that snake
through lhe crystals. becoming a mesh between the crystals. The band
stretches and contracts to fit around most humanoid heads. necks. wrists.
arms or fingen. The inner metal wires seem almost clastic in nature.
The crystals lay flat for maximum contact with the skin.

All of the larger crystal devices are more powerful than the simple
finger band and will have ID4 + I powers. Powen can be selected from
one or both of the categories. receptive or protective. However. 60%
of all rings will have powers only from one of the categories. Only one
crystal band can be worn/used. but it can be combined with as many
as two crystal rings. onc crystal wand or staff and onc crystal sword.

Special Crystal Rings/Bands
A number of powerful headbands. necklaces and arm bands were

created during the Time of a Thousand Magics. However. few seem
to have survived the passage of the ages.

The most common of these bands in The Valley are the communicalor
headbands. The Crystal King often gives them out to his knights so
that he can maintain contact with them. The k.ing also has in his posses
sion ID4 of all the types listed in this book.. as well as a dozen different
finger rings. Many are located in differenl crystal vaults scattered
throughout Ihe Crystal Forness. Or the G.M. may assign a few to the
king's champions (NPCs or new characters).

Note: The powen of these bands can be used repeatedly. until its
psionic owner runs out of 1.5.P. Remember. only characten who have
psionically bonded with the device (a process that takes months or even
years) can use all the powers of the crystal anifact. Two or more powen
can usually be engaged/emplaced at the same time. Each use of a psionic
crystal power counts as ONE psionic melee allack.

The Crystal Communicator
The crystal communicator is always a headband. Its powers are as

follows:

1. Delect Psionics. Identical to the psionic ability. I.S.P.: one point.
Duration; 2 melees per level of the wearer.



2. Extended telepathy. Identical to the psionic ability. l.S.P.: 2 points.
Duration: 3 mclees/minutes.

3. Shon range call. This is a one-way telepathic message to a specific
individual within 1/2 mile (0.8 km). When calling 10 another head·
band. the range increases to 5 miles (8 km). I.S.P.: Five points.
Duration: 4 melees/minutes.

4. Long range telepathy. Same as eJltended telepathy but the range
is increased to five miles (8 km). When communicating with another
headband. range increases to 50 miles (80 km). J.S.P.: 10. Duration
2 melees/minutes.

5. Long range call. This is a one way telepathic message. to a specific
individual within 30 miles (48 km). When calling with another
headband. range increases to 300 miles (480 km). I.S.P.: 12 per
one melee/minute.

6. Worldwide calUcommunication. A one-way call can be made to
anyone character anywhere in the world. Two-way communication
is possible only if both characters are wearing a crystal com
mUniCalOr. I.S.P.: 24 per one meleeJminUic.

Markel Value: 100.000+ gold

The Defender
The defender is·typically a headband or necklace. Its powers are as

follows:

Shadow Meld. Identical to the wizard spell. I.S.P.: 6. Duration:
4 melees/minutes.

2. MinI.! block. Identiealto the second level psionic ability. I.S.P.:
4. Duration: 8 melees/minutes.

3. Tum [nvisible. Identical to the third level psionic ability. I.S.P.:
8. Duration: 10 meleesJminute~.

4. Basic force field. Identical to the fifth level psionic ability; S.D.C.
20. A.R. 8.. I.S.P.: 12. Dumtion 8 melees.

5. Crystal skin. Similar to ability found in many crystal swords and
staves. Creates an impervious shell of crystal around the wearer.
ALL blows will strike the crystal shell first. A. R. 20 +. 100 S.D.C..
does not regenerate. I.S.P.: 30. Duration: 5 mclees/minutes. The
armorcan be recreated in an instant by expending another 30 I.S.P.

6. Energy Shell. Creates a shell of psionic energy around the ....earer.
making him impervious to heat. fire. cold. Ice. light. electricity.
and energy (including high-tech encrgy weapons such as lasers).
All such altacks arc hamllcssly dissipated. Physical allacks. includ
ing punches. kicks. sword~, arrows, etc .. go right through the
energy ficld and innict full damage. I.S.P.: 40. Duration: 5 IIlclees/
minutes.

Market Value: 500.000+ gold

The Protector
The protector i~ typically a hcadband. necklace or armlet. Its powers

are as follows:

J. Nightvhion. Can see 30 feet (9 m) in the dark. Can:.ce even in
magic darkness. I.S.P.: 4. Duration: 10 mclees/minutes.

2. See the invisible. Identical to the third level p~ionic ability. I.S.P.:
8. Duration: 10 melees.

3. Resist cold: Identical to protective magic (sec finger rings). I.S .1'.:
12, Duration: One hour per levcl of the owner.

4. Impervious to fire: Similar to the ring protection power: nomlal
fire and heat does no damage. magic fires innict hair d:mmge.
I.S.P.: 10. Duration 20 lllelcesJminutcs.

5. Absorb lightning/energy al1ack~. Normal and magical lightning or
other forms of energy attack~ do NO damilge. I.S.P.: to. Duration:
20 mclees/minutes.
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6. Breathe without air. Similar to the air warlock spell. Allows breath
ing underwater and protection from all gases. except m:tgical ones
(but + I to save). I.S.P.: 10. Duration: One hour.

Market Vulue: 400.000+ gold.

The Spirit
The spirit band is extremely rare and coveted by mind mages. It is

typically designed as a headband. Its powers are as follows:

I. Sense spirits. The wearer will become aware of any spirits (includ
ing ghosts. entities, spectres. and astrJ.ltravelers) within a 120 foot
(37 m) radius. He can see and follow their movements. I.s.r.: 2
points per melee/minute.

2. Commune with spirit. Identical to the psionic :Ibility. However.
the spirit does not need 10 possess anyone to re~pond. it can com
municate to the wearer through the spirit crystal headband. The
chance of success is 82%. The character can speak to the spirits
but they do not have to answer. l.S.P.: 10. DUr:ltion: 6 mclees/mi
nutes.

3. Dispel Spirits. Jdenticalto thc 5th level psionic ability. I.S.P.: 10.
Duration: Instant.

4. Summon spirit. Identical to the spirit ~ummoning circle: except the
making or the circle is not necessary. The wearer or the crystal
band is the only person who can summon the spirit and will have
10 face a bailie of wills with the entity summoned. 1.5.1'.: 20.
Duration: 5 melees/minutes per level.

5. Spirit bond. This is a mind bond with a spirit, which can be
especially infonnativc. and dangerous. Use the mind bond results
table fnJm the sixth level psychic ability. I.S.P.: 40. Duration: Sec
mind bond. Note: Insanity may occur.

6. Spirit beast. This is a vcry deadly power. The wearer who is
completely bonded to the cryst'll b'lnd of Spirits goes into a trancc
white his mind is transponed into thc body or a spectre! The spectre
is the ~pirit beast and is created in conjunction with the psychic
power of the headb'lnd. All 'lbilities of the Spectre apply (~ee The
l)aHadium Book of Monsters and Animals. page 77 for complete
details).

The Spirit Beast: Attributes: P.S. 206. 1'.1'. 206. P.E. 306.
r.B. 206. Spd. 206. Fly 18. A.R. 14. fire and cold resistant,
impervious to nOnllal we:tpons. +2 to hit and dodge. 1.0.. M.E.,
and M.A. are equal to those of its creator/wearer of the crystal.
Psionics: Thc spirit beast has all level one. two and three psychiC
abilities. and if the wearer has additional psionic abilities. they are
also available to it. An additional 90 1.5.1'., plus whatever the
psychic has remaining arc available to the spirit beast. Expended
I.S.P. are first subtrllcted from Ihe beast fonn. Maximum hil points:
48.

When the spirit beast surfers hit point damage. so does its creator.
The unconscious/entranced body of the creator/crystal wearer is
also vulner.ahle to allacks. theft. etc.. and can surfer additional hit
point damage or death. If the creator is slain. the spirit beast
disappears. If thc spectre is slain. its creator is hurt and achy but
1Ilive.

I.S.P. needed to crcate the beast: loo! DUf'.ltion: 15 minutes per
level of experience. The spirit beast C:III be dispellcd by its crcator
at any time.

Market Value: 8oo.lXXI+ gold.

The Deceiver
The deceivcr is a rarc deVice that typically takcs the rOnll or llllccklace

or headband. Ih powcrs are as follows:

1. Rcduce psychic aura. Its first power is to disgui~e the psionic's
true power by altcring his aur.a and psychic emanations. Thu~. the



llppllrent psionic ability of the wearer seems less than he or she
really is; i.e.: a mind mage/master psionic appears to be only a
major. a major appears to be a minor, and a minor psionic appear
to have no psionic powers at all. I.S.P.: 2 per hour. Duration: One
hour. but can be extended at will by expending more I.S.P.

2. Alter apparent alignmelll. The wearer can completely disguise his
or her true alignment (alignment of choice and can be changed at
will to fit the situation). I.S.P_: 5 per hour. Duration: One hour,
but can be extended at will by expending more I.S.P.

3. Hide psychic ability. The crystal enables the psychic character to
completely hide the prescnce of any psionic abilities. including
crystal devices. Any sensing powers by others will show that the
character is without psionic powers. I.S.P.: 4 per hour. Duration:
One hour, but can be extended at will by expending more I.S.P.

4. Projection of truth. The power of the crystal enables its owner to
lie convincingly. Even words of truth and other means of magic
or psionic detection will NOT reveal his lies. Likewise. the charac
ter cannot be forced to tell the truth. Everything the character says
will give the irllpression that he/she is being completely hones!.

~ I.S.P.: 10. Duration: Five minutes.

5. Charismatic aura. Identical to the spell. I.S.P.: 10. Duration: One
hour.

6. Alter aura. Ultimately, the device can be made to alter the person's
aura to appear to be anything of any level that the character chooses
(with the appropriate reaction and consequences by those who can
see auras). I.S.P.: 50. Duration: 12 hours.

Market Value; 400.000+ gold.

Stars or Double Rings
The star construction consists of twelve crystals. One set of six

identical large crystals and one set of six slightly smaller similar crystals.
The larger crystals arc woven into the large outer ring. A second,
smaller ring of crystals is placed inside the larger ring in a cross position
and connected by the mesh at the top and bollom. This creates a son
of spherical appearance. Each of the crystals is held together by the
traditional wire mesh of the metal circuitry. The shape llnd light renec
tive appearance of the device gives it a "star-like" quality, hence its
name.

Unlike the more traditional single band crystal devices, the double
ring or star crystals cannot be worn and are usually quite large.

Crystal "double" rings always have a minimum of six powers and
the most powerful will have two sets of powers (one set for each ring.
with a total of as many as 10 or 12; never an odd number of powers).
Available powcrs include any of those listed under the single rings and
finger bands, as well as those that follow. listed under specific types
of crystal stars. An additional feature of the star crystals is the finger
band powers are doubled in range and duration. Note however. that
any of thc powers of the crystal star are only in effect when the star is
activated and the owner is within its range of effect (constant finger
band powers are in effect for two hours from the moment of activation).
A double ring or "star" will have 500 S.D.C.

The smallest are the size of a soccer ball while the largest can be
the size ofa house. The typical crystal star falls somewhere in between,
with 50% ranging betwecn the size of a soccer ball and a 50 gallon
barrel. Obviously, the large size of these devices makes them difficult
to conceal and transpon. The two rings cannot be nattened or separated
without destroying them.

To usc the device. its owner must hold the star in his hands or set
it down in front of him. Some are large enough to sit inside. To activate
the device, the character must touch it and expend two (2) I.S.P. Once
activated, the owner can stop touching it and move away. As long as
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he/she stays within a cenain distance of the crystaL the character can
continue to draw on its powers by expending I.S.P. The larger the
device. lhe greater the distance its owner can walk away from it :lOd
maintain his mental link to its powers. The range of contact/connection
with a soccer ball sized star is 20 feet (6 m). Double the range for each
geometrically doubled size. Thus, a star twice as large as a soccer ball
will have a contact range of 40 feet (12.2 m). a star twice as large as
thOlt will have an 80 foot (24.4 m) contact range. and so on. The
maximum size of a star is 44 feet (13.4 m).

Campfire Star
The powers of the campfire star are:

I. Light. The crystal device will radiate light equal to a large. well
fed campfire. The light is nonnally a flickering type like a campfire,
but can be made steady and constant for double the I.S.P. cost.
The light can also be reduced in intensity or turned off with a
thought. This light docs not radiate heal. I.S.P.: 2 per hour.

2. Wamlth. The star gives off heat much like a campfire. The amount
of heat can be regulated by its owner. but will never exceed the
owner's comfort level. The crystal rings remain cool to the touch
and light is not necessary to have heal. I.S.P.: 4 per hour.

3. Protection from insects/animals. A psionic (magic?) aum keeps
away pestering. non-intelligent insects and animals. I.S.P.: 4 per
hour.

4. Environmental shield. An area as large as the device's connection
range with its owner is kept at its owner's comfon level. This
means temperature and humidity control (despite the actual condi
tions outdoors) and keeping the area dry and c1car of smoke. foul
air/smells. fog, rain and disease. I.S.P.: 20 per hour.

5. Protection from monsters. An area as large as the device's connec
tion range with its owner is kept safe. This magical aura functions
like a simple circle of protection and repel animals spell. Predatory
animals. giant insects and other low intelligence animals will not
invade the campsite area. Evil members of the monster races and
supernatural beings cannot enter the area of protection. I.S.P.: 20
per hour.

6. Energy Absorption. An area as large as the device's connection
range with its owner is kept safe from energy attacks. Lightning.
rOrest fires. laser beams. etc .. are magically absorbed without ever
harming anybody within its sphere of protection. I.S.P.: 6 per hour.

Market Value: 250.000+ gold

Monitor Star
This device functions very similarly to a crystal ball and can be used

to observe. track and follow individuals. However. the individual being
observed must be well known to the owner of the monitor star. Funher
more. the character being observed and followed will always know that
he is being magically watched. The person using the monitor will see
and hear everything the character being monitored sees, hears. and
SllyS, but hc cannot speak to that character. Two-way communication
is impossible. The monitor also gives the user a definite sense of where
the person is. i.e. how far away and in what direction. It cannot see
into other dimensions. ONLY the owner of the monitor star (who is
psychically linked to the device) can use its powers.

Note: The monitor star actually looks in on the conscious mind of
the person being watched. When the subject sleeps. the monitor sees
nothing. When the subject is awake, but has his eyes closed. the monitor
still sees nothing. Likewise, if the subject is deaf. the monitor will not
be able to hear anything.

The powers of the monitor star:

I. Close mnge monitor. The user can track a single individual.
humanoid or animal. at a distance up to one mile (1.6 loom). I.S.P.:
One (1) per melee/minute.



2. Long-range monitor. A single individual can be tl1lcked at up to
100 miles (160 km) away. I.S.P.: Two (2) per melee/minute.

3. Worldwide tracking. The range is exlended to anywhere in the
world' I.S.P.: 6 per melecfminute.

4 Momtor psyche. The owner of the star can sense the emotions of
the characler he is observing. Fear. anger. sorrow. happiness. love.
anxiety. and other em()(ions can be recognized. I.S.P.: An addi
tional 4 per melee/minute added to the closc. long range or
~·orld..... ide po"'er.

S. Monitor the area around the subject being observed. The owner of
the star can sense the presenee of magic. psionics and supernatural
evil through the person be is observing. He can also see aslJ'a1
tta,'e1ers. IS P.: An additional 4 per melee/minute added 10 lhe
close. long range. or worldwide power.

6 Dimensional monitor. The Slar cannot see into other dimensions.
but It will indicate Ihatlhe subject of observation is alive and that
he has gone to a different dimension. This power also enables the
u~r to sec llstmltravelers and entities who may be observing him
or in the area. This is possible because the astral traveler's physical
body is still in our physical world llnd the traveler is looking into
our dimension. I.S.P.: 10 per melee/minute.

Market Value: Millions!

Group Monitor Star
The group mamtor star IS a more po"'erful and rare psionic device

Similar 10 the monitor S1ar previously described. The only differeocc is
that the Slar can be used to track as many as eight individuals travelling
In the s:lme group or area (within 100 feetf3().S m of each other). Or
II can Simultaneously obsel"\·e IWO different individuals miles apan. The
I.S.P eosIS are doubled. otherwise the powers are identical.

Controller Star
The controller star has the following abilities:

Empathy. This power works like the psionic power. but is limited
to the connection range/area effect of the device as limited by its
size. Everyone within range will be sUbjecl to broadcasling their
emotions. I.S.P.: One (I) per every four mclees/minutes.

2. Extended telepathy. Identical to the psionic power. but again the
range is limited by the size and area effect of the star. I.S.P.: Two
(2) I.S.I'. per every four melees/minutes.

3. Mind wipe. By touching the Slar and a characler. the owner of the
crystal device can psionically erase memories. Identical to the mind
WIpe ability. I.S.P. cost: 10 for a single thought. 50 to completely
blank a mind.

4 Cure insanilY. Any form of insanity. whether resulting from lJ'auma
or magic. can be permanently cured. I.S.P.: 90.

S. Protection from hostility. All within the area of effect are impervi
ous to possession and vampire mind control. Similarly, possessing
enllties and vampires cannot enter the area. Furthermore. any cre
atures With hostile thoughts are unable to enler (or Slay in) the area
of effect around the crysul. A saving Ihrow 10 save vs psionics
(16 or higher) is allowed. A successful 53'"e means the creature
can ent~r the area and llltack but is -4 to strike. parry and on
milla-tive. I.S.P.: IS per hour.

6. Mind scrambler. The memory of every person within the area of
effect is scl1lmbled. 1llOUghts are a confusing jumble. details are
impossible to remember and its victims cannot articulate their
IhoughlS. Penalties: - 14% on all skills. - 2 on initiative. - 2 to
strike. parry and dodge. - 4 to save vs hypnotic suggestion, chann.
mind control and illusions. A saving throw to save 'IS psionics (16
or higher) is allowed. A successful save means the character is not
as "scmmblcd" and all penalties are half. I.S.P.: 20 per hour.
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Market Value: SOO.OOO+ gold.

Crystal Rods
Projective Magic

The a'·erage crystal device will h,,"e five or six different powers.
Some devices. such as certain wheels, and the crystal staff. may have
as many as twelve. There is only one rod device that has over 20
powers. the crystal fortress.

Crystal Rods tend to display projective and destructive powers, bul
are also capable of healing. Projt<:lh'c magic is Iypically forces directed
outward at somebody. It is aggressive and dangerous. It is composed
of strong. forceful energies which denecl evil. overcome inertia. and
create movement. Projective magic can be used to cure disease.
strengthen the conscious mind. and increase courage and delennination.

I)estruclh'e magic includes magic that impairs. debilitates or hanns
an opponent. The following destructive powers (identical to the spell
of the same name) are available to crystal wands and staves: paralysis
Doll. blind. mule. age. lire ball. call lightning. wind rush. levilale
others. animate others. wisps of confusion. speed of the snail. magic
net. negate magic. dispel magic barriers. and special powers as described
under the specific wand description that follows. Each of these powers
COSI 10 I.S.P. to use.

To aclivate and use any type of crystal "rod:' whether it be wand.
S1aff or sword_ the owner must fitS! energize it with hislhcr Inner
Strength (I.S.P.). 'The act of energizing gives the owner of the item
special and immediate bonuses that slay in effect as long as the item
is aclive. Specialfmagic powers may remain in effect after the rod is
no longer active. When a sword is energized. ilS blade appears and
only then may its greater powers be used_ The staff. lhe greatesl of the
rods. is always active .....hen bonded to a master psionic and does not

need to be energiZed to access its higher abilities.

'The Crystal Rod Devices were crealed in an age when bailie was an
everyday reality. Opposing camps. specializing in different fonns of
magic were constantly trying 10 expand their tenitories. The Crystal
Wi7.ard. the firsl Crystal Masler. was a skilled soldier and had faced
magic weapons in combat that were designed by others. The power
wands arc an e~ample of the devices created for war by the Crystal
Wi7.ard. However. bailie with some of the other magics often turned
into hand to hand confrontations. The Crystal Wizard was a skilled
soldier. and hand to hand combat training was a required skill. When
the slaff was designed. the crystal wizard included a newenerglzation
process in the psionic cireuilry that hadn't been used in other devices.
1lle energization of the rod turns it into a fonnidable hand to hand
weapon. This "new" psionic energization circuit is now incorpornted
in the sword and the energy wand. all other deVtees use an okIer
energizmg ci1'C"uit. Many ",and POWf:rs are similar to magic spells

and psionic powers. but others are unique to the crystal. 1be tfPfcal
Mrod" device is a wand m:Kk of (in decreasing order of power) solid
I;ryslal. I pair of crystals connected by a metal rod. or a single crystal
at the end of a metal rod. The most powerful rods are always thas(:
m:Kk from solid crystal.

Kinetic Power Wand
A power wand will be composed of a solid metal rod. about 12 to

18 inches long (30 to 46 em). with one or two cryslals at Dolh ends.
The metal will be gold. silver. copper. or a combinalion of these. The
cryslals will always be si~-sided but rarely more than a half inch thick
(I cm). The crystals may have rounded. pointed. or flat tips and lire
usually vcry colorful. with bits of Illetalllnd gems buried in them.



The power wand has the following abilities:

I. Energize. Gives the wielder a +2 save 'IS magic. I.S.P.: One (I)
per every twO melees/minutes.

2. SlOP Object. Any object weighing 50 poonds (22.5 kg) or less can
be Stopped from moving. even if in mid-night. I.S.P.: 5. Duration:
2 mdees/minutes.

3 Panalysis bolt. Identical 10 the spell. I.S.P.: 8. Duration: Paralysis
lasts 6 melees.

4 LevItate OIher. Identical to !he spell. I.S.P.: 6. Duration: 6 meleesl
minutes, Limll3tion: Up to 250 poonds (112.5 kg) per level of the
psychic

5. Ammate object. Identical 10 the spell. I.S.P.: 20. DuratM>n: 6
melees/minutes. Limil3tions: Up to 150 pounds (67.5 kg) per level
of the psychIc.

6. Fly. Identical to the Fly as the Eagle spell only it can be cast on
the crystal's owner and as many as one other person per level of
the owner's experience. I.S.P.: 25. Duration: 20 mclees/minutes.

Market Value: 300.000+ gold.
•

Wand of Psychic Force
This wand projects psychic energy with the following resuhs:

Energize. Gives the wielder a + I to save vs magic and psionic
attacks. I.S.P. C~: One (I) per every t\lo-'O melees/minutes.

2. Enhanced Awareness. TIle crystal's owner and all those he regards
as his allies. within a 20 ft (6 m) radius of the crystal. will have
theIr awareness strengthened. They are + I on all saves, + 1 initia
live, + I topalT)', + 1 tododge.I.S.P.:One(l)permekelminule.

3. Protection from Evil. An additional + I to save 'IS magic or psionic
allacks from evil characters. I.S.P.: 2 per melee.

4. Globe of Daylight. Identical to the spell. I.S.P.: 6 per hour. Dura
tion: One hour and travels with the wand.

5. Sec the Invisible. Identical to the spell. I.S.P.: 6. Dunnion: One
hour.

6. Awaken and Awareness. All comrades within a 20 ft (6 m) radius
who are asleep or otherwise distracted will suddenly be made fully
and immediately awake. alen and/or aware at any sounds, sights
or feelings of danger. All are + 2 on initiative, guards will not fall
asleep on duty and the characters cannot be surprised by a sneak
altack. The owner of the crystal can deliberately limit the power
to effect liS few as six individuals or to affect everyone. I.S.P.: 12
points per hour. Limitations: Applicable only when the group is
camped. resting. and/or sleeping in one lcx:ation. It does 001 count
when the individual or group is on the move.

Market Value: 200,000+ gold.

Br e cw. ':.
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Controller Wand
The controller wand has destructive/combat powers. It costs one

I.S.P. to activate the wand for two melttS1minutes at a time. The owner
of the device is + I to save 'IS mind control.

I. Dazzle. 1be creature is dazzled by a burst of "friendly~ energy
from the wand. stanling andlor dislfltCling it. The creature will be
- I on initiative for !he entire melee and - 2 to Solve against other
poweTSlattaeks of the wand. I.S.P.: 2 points. Dunltion: The flash
of light is instant. Its dazing effect lasts one melee/minute.

I. Hypnotic suggestion. Identical to the psionic power. I.S.P.: 2 per
each hypnotic suggestion.

3. Banish supernatural creature. The wand forces anyone supernalUnil
creature to lea~'e lhe area and not return for at lealit an hour. This
includes animated dead. mummies. zombies. entities, vampires.
and low level devils and demons. High level creatures can roll to
save 'IS magic. A roll of 14 or higher is a successful save and the
creature is not banished. But if it saves. the power of the wand
can be tried again on lhe same creature. LS.P.: 12 pereach attempt.
Duration: The creature must stop any attack and nee the area for
:II least one hour.

4. Blind. Identical to the magic spell. I.S.P.: 10. Duration. 5 melees/
minutes.

5. Cause insanity. Identical to the psionic power. I.S.P.: 10 per insan
ity.

6. Enslave and Bind creature. Anyone creature can be magically
bound and enchanted. The creature is prevented from going more
than 60 feet (18 m) away from the wand. cannot attack the wand
holder. and its hands and feet appear to be restrained by invisible
shackles (reduce the number of atl3Cks. combat bonuses and speed
by hall). High level creatures can roll to save 'IS magic. A roll of
14 or higher is a successful save and the creature is not bound or
enchanted. But if it saves. the power of the wand can be tried
again on the same beast. Dragons. high level men of magic (8th
and higher). and powerful or high level supernatural beings are
001 effected at all. I.S.P.: 20 per 15 melees/minutes.

Market Value: 400.000 + gold.

Healing Wands
The healing wand can be used to affect either the wielder or others,

one individual at a time.

I. Stop bleeding. When the wand is energized it will stop any bleeding
by the owner of the device and. if kept activated during combat.
it will prevent bleeding whenever he/she is cut. If touched to a
wound on another character. it will insl3ntly clot. stop bleeding
and begin to heal - hit points recover twice as quickly as nonnaI.
I.S.P. cost: One (I) every tWO meleesfminutes.

2. Heal wounds. Can only heal physical damage. i.e. damage caused
by cuts. scrapes, bruises. falls. etc. I.S.P.: 5 per each 106 hit
points reslOred.



3. Heal bums. This magic will restore hit points lost by firelbums,
energy bums or frostbite bums. I.S.P.: 5 per each ID6 hit points
restored.

4. Negate poison. This will negate any active poison or toxin, and
can restore hit points lost through the effects of the toxin. LS.P.
cost: 8 per each ID6 hit points restored.

5. Lust for life. Provides a bonus of +24% to save versus coma and
death. I.S.P.: 15.

6. Cure disease. Any disease is immediately cured. No hit points lost
through the course of the disease will be restored, but a quick
rccoveryean now begin-heals twice as fast as normal. I.S.P.: 20.

Market Value: 500,000+ gold.

Energy Wand
An energy wand is always a straight length of crystal, measuring six

to eighteen inches in length (15 to 46 cm), and rarely more than a half
inch thick (I em). The crystals are normally six sided, with pointed
tips and usually very colorful. There is only one type of energy wand
which manifests powers based on pure energy. These powers cannot
be used in any other type of wand. The powers of the energy wand are
as follows.

I. Energi7.e Wand. Although typically small (18 inches/D.5 m). the
wand becomes an energized blunt weapon. The wand will do 2D6
damage. Bonuses from W.P. blunt, hand to hand, and attributes
should be added. 1.5. P. cost: One (I) point per every two melees/mi
nutes.

2. Energy Bolt. The wand can shoot a psionic energy bolt. The bolt
is composed of energy similar to electrical and will d0406damage!
Maximum range is 100 ft (30.5 m) and the target must be in line
of sight: +5 to strike. I.S.P,: 6. Duration: Instant.

3. Energy Field. The wielder can direct the wand to create a psionic
energy field or bubble with a radius of nine feet (2.7 m). The
emckling sphere of energy will seem to be shooting off from the
skin of the wielder and cascading around him. Anyone else within
the energy field will take 406 damage per melee. I.S.P.: 50.
Duration: 5 melees/minutes.

4, Sparkling Balls of Energy. The balls appear much like ball lightning
but are not electrical energy. The wielder can aim his wand and
shoot out one ball per Inelee action. The wielder must roll 10 strike,
but the balls get a bonus of +4to hit. Each ball does 306 damage.
Maximum range is 60 feet (18 m). I.S. P.: 12 for three energy balls
plus an additional 4 I.S.P. for ellch additional ball created.

5. Call Lightning. Identical to the spell. I.S.P.: 12. Duration: Instant.
Damage: 106 per level of the crystal owner.

6. Dome of Energy. A solid dome of pure energy forms over the
wielder of the wand. Any character touching the wall will suffer
ID6 damage every time it is touched. The dome is solid but seems
nellible. Normal objects, including arrows. will bounce off and
will not pass through. Likewise fire and cnergy bolts do not pen
etrate. A character can force his way though but such constant
ellenion against the energy will require one full minute, leaves the
character open to atlack for that minute (he cannot parry, dodge
or stop pushing). and will suffer 5D6damage in the process. I.S.P.:
15 I.S.P. per melee/minute.

Market Value: 500,000 gold.

Crystal Swords
The most dynamic of the crystal rods is the sword. The crystal sword

is a rod that functions as a special version of the energy wand. Only
the hiltlhandle part of the rod is constantly visible, When not activated,
this is all that can be seen: the blade is invisible when not in use.
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However, once it is psionically activated for combat, the entire length
of the crystal blade is visible and glows with energy.

For an individual other than the one who constructed it to use a
crystal sword. a successful object read is required. As with all crystal
magic items. only characters with some measure of psychic power can
use the sword. As usual. the character must bond with the device in
order to use its full range of powers. The crystal sword must be activated
to be used as a sword or to access any of its other abilities.

When a crystal sword is activated or energized. a powerful magical
transformation and physical manifestation lakes place. A crystalline
looking blade grows out from the hilt, and a sound not unlike the sound
of metal scraping against metal, or a sword being drawn out of its
sheath is heard. It is believed that the sound is actually that of ectoplasm
crystallizing. The blade is constructed of ectoplasm and psychic energy,
but once fomled is indistinguishable from the crystal that makes up the
solid hilt. The crystalline edge of the blade is extremely sharp and can
be used to cut almost anything. The blade is indestructible as long as
psychic energy is fed into it to constantly renew the ectoplasm.

To activate a crystal sword, the individual simply grasps the bladeless
hilt/handle and ellpends one I.S.P. The psionic energy instantly awakens
the power of the device and creates the crystallized ectoplasmic blade.
The weapon functions like a real sword with ellcellent balance and
sharpness. The psionic owner of the sword can bond to only one crystal
sword, but can also use a crystal staff or wand, one simple band and
as many as two finger bands.

The blade appears to shaner into thousands of chips of crystal and
a sound like breaking glass is heard whenever the sword is deactivated!
shut down or it loses contact with its owner. The chips of crystal
immediately disappear, seemingly evaporating into an ectoplasmic mist
which quickly fades.

A typical sword has an A.R. 18 and 104 x 100+500 S.D.C. points.
Renlember. theS.D.C. only becomes applicable when soOlt'Oneistrying
to deliberately damage or destroy it.

The creation of a crystal sword requires metals, crystals, and gems
valued at no less than 100,000 gold to be built into the hilt. The choice
of specific gems is purely the preference of the builder. The actual
psionic circuit encoded in the sword is not visible.

Every blade will be a different color. The color of the blade depends
both on the wielder and the sword itself. The intermix of color in the
blade tells two things: One, the core color is the chamcteristic color of
the blade's maker. Two. the surrounding color is the characteristic color
of its current owner. The specific colors renect the wielder's alignment
and health. Colors correspond with the colors of mystic symbols: good
or peace loving is white, silver, or light blue: selnshnesslself serving
and/or healing is yellows. gold, shades of orange, and greens: e\'i1
and/or a warrior's nalure is reds, blacks, gmys. browns, and dark
blues. The same colors will dominate the character's psychic aura. The
deeper or brighter the color. the stronger the personality it represents.
The paler the color, the weaker or less focused that personality. The
degree to which One color dominates the blade indicates which person
ality element is the most dominant.

For Example: Archie's sword is bright green with a yellow core.
Any crystal sword that Archie wields will be bright green, bluthe core
of the blade may have a different color. For instance, with the sword
that Sir Belveder wields. the blade always shows a bright white core
no matter who uses it. If Archie was wielding Belveder's sword. the
core of the blade would still show bright white and could be seen clearly
through the rest of the green blade. Archie's green blade is a result of
his interest in healing and partly from his selfish nature. The blade's
yellow core indicates that the builder'S focus was on light and knowledge
and his good alignment.



The Curse of the Crystal Sword
The creation of a crystal sword is an intense, exhausting, and mind

numbing task. One ofthc side effects oflhe months long project is that
the creator's personality is often (50%) instilled into the sword. This
is not true with most ocher rods. Crystal swords encoded with aspects
of its creator will have its own alignment, prejudices. insanities. likes
and dislikes which manifeSl lhemselves as subtle emolions. desires.
impulses and fears. The perwnality of the sword never reveals itself
until the wielder has reached a third level bond. AI that level the psychic
will begm to feel the crystal's presence. At founh level this other
personality begms to e)(en itself and personality changes or coonicts
may begm to mamfesl themselves. Remember. the psychic bonding
links the crystal sword and its owner/user together. in this case one
influences the other. Unlike a rune sword. the crystal sword is not a
completely independent perwnality. II does not have an I.Q. and it
cannot communicate with the wielder. Even though the sword may
have a particular alignment, it can be used by any psionic indivKluaL
Mutual ahgnments WIll Simply mean less of an emolional clash than
co6.nicting alignments. Every crystal s.....ord has (If f~as( one po.....erful
personality element or alignment and gives it to its owner (typically
104 + I: G.M.'s di~tion). Luckily. the majority of these elements
will be penonality U'3Jts and/or phobias, and seldom seriousordebilitat
ing insanities. The wielder cannot be cured of any insanities or odd
habllslpenonality traits as long as he owns the crystal sword. These
elements can NEVER be removed from the sword.

Crystal Sword Abilities

TM ba5ic ability of the sword is to become a powerful magic
weapon. the equal to any rune sword. 1bey all do a minimum of 506
damage when used as a sword.

The damage increases as the bond between the wielder and the
sword becomes stronger. Add +2 points of damage for every level of
the bond (2-6, ten points total when bonding is complete). Since the
weapon is considered to be magical. it will hun creatures that are
impervious to nonnal weapons, but vulnerable to magic.

Duration as a sword: The crystal sword will remain active for four
melees/minutes for each one I.S.P. expended and as long as contact
with the hilt is maintained. The crystal sword can be deactivated at any
time with a single thought from its owner/bond-mate. This means that
the sword's owner Clln activate it and lend it to aoother person for a
few minutes before the sword automatically deactivates (it can only be
renewed/maintained as a blade when held by ils owner). The weapon
deactivates when the wielder is knocked unconscious.

Powers:

I. Energize. 1be magic sword blade appears. Damage: 506 (add +2
damage per each additional level of bonding stnning with number
IWO). Bonuses: + I 10 strike, + 2 to parry. I.S.P. Cost: One (I)
point keeps lhe sword aclivated for four melees/minutes.

2. Combat Awareness. The crystal sword'sowner is + I on initialive,
+ I 10 dodge and cannot be surprised by sneak attacks. I.S.P.:
None: one of the more advanced powers from the basic act of
aclivalion.

3. Protection from Energy Atlacks. Fire. heal. electrical and all energy
attacks, including magic, do half damage. I.S.P.: None.

4. Pkk one fingeT band "Protection- power.

5. Pick one Special Wand Ability as described under the specifIC
types of crystal wands.

6. Pick one of the "Special Powers of the Crystal Sword:" see the
descriptions that follow.

The Special Powers of lhe Crystal Sword (pick one):

l'sionic Protedion: The wielder gains a bonus to save 'IS
psionics as a result of the bond crealed between the wielder and
the sword. The character gains a + I to save 'IS psionics when the
sword is NOT activated and + 3 when the sword is activated!
1.5.1'. cost: None. this is an automatic power.

Cr}'staJ Skin: A thin layer ofcrystaJlil.ed ectoplasm fonns around
lhe owner/user of the sword like a second skin or flexible body
armor. 1be CryStal Skin has an A.R. of 20 and a S.D.C. of 24
poinlS! The skin also deflects electrical or lightning blasts (00
damage) as well as bolts of name and lasers/light beams (no dam
age). Magic cold. particle beams. psionic llllacks and physical
Slrikes do full damage. When the S.D.C. of the skin is depleted.
it disappears in a mist. This is the same as the Master's Staff
ability. I.S.P. cost: 24 per 10 melees or 24 pe1" skin.

Crystal Shield: A whirting circle of psionic energy and ectop
lasm leaps out of the sword and forms a crystalline shield in the
character's ocher hand. The circular shield is +4 to parry. I.S.P.
cost: 10 points for every 10 melees/minutes.

Blinding Hash: This is the same as the magic spell, but the
sword is the only crystal device that has this ability. 1be s....·ord
suddenly swells with energy and sends oot a bunt of intense light.
Opponent is lemporarily blinded. -410 strike. parry, and dodge
for IIXi melees. Standard save 'IS magic. LS.P. cost: 4.

Any One Psionic Ability: A crystal sword can possess any one
psychic ability regardless of level. Psionic strength. range and
duration is equal to a sixth le\'el mind mage. I.S.P. cost: As per
that particular ability. see the psionics section in the Palladium
RPG.

Market Value: Varies from 500,000 10 over a million gold.

Crystal Staves
One the most powerful crystal rods is the Slaff. The typical staff is

made of solid cryslal. A staff will be four to eight feet (1.2 to 2.4 m),
but most are around silt feet (1.8 m) in length.

The crystal staff combines elements of all the other types of crystal
rings and rods. The encrgization of the staff turns it into a formidable
hand to hand weapon, but only a master psionic can tap into all of its
powers. Minor and major psionic characters can only access the first
sill abilities. which are similar to those of the sword. This is true no
matter how complele the psychic bond or how many decades the charac
ter may have the staff in his possession. Only a master psionic can
access all 12 of the crystal rod's powers.

Powers:

I. Energize. The magic staff is activated. Damage as a blunl weapon:
206. Bonuses: + I to pany. I.S.P. COSt: One (I) poinl keeps the
staff activated for four melee.slminutes.

2. Combat Awareness. + I initiative, + dodge and cannot be sur
prised by sneak attacks. I.S.P.: None, one of the more advanced
powers from the basic act of activation.

3. Pick one linger band "Receptive" power.

4. Pick one linger band "Protection" power.

5. Pick one "Destructive" wand power as descrihed in the wand sec·
lion.

6. Pkk one of the "Special Powers of the Crystal Sword:- see the
previous description.

7. Pkk one addilional "Destructive" wand power.

8. Pick one additional linger band "Protection" power.

9. Pick one of the wand "Healing" powers.



10. Pick one additional Special Power of the Crystal Sword or one
of the Stafrs Cloud abilities.

II. Rod does an additional 206 S.D.C. damage as a blunl weapon
(stafl).

12. Pick one Crystal Staff Cloud ability.

Crystal Staff Cloud Abilities:
Cloud of Health or Sickness: A green or black cloud of ectoplasm

spreads out from the Slaff covering a radius of five feet (1.5 m) per
level of the stafrs owner. The cloud can be maintained for one melee/mi·
nute for every 40 I.S.P. spent. The clouds have lhe following effecls:
Green: SOOlhingthealingfcuring: Reslores 206 hil points. relieves dis
comforts of any kind, negates poison and disease. and provides a bonus
of +50% 10 save vs coma and dealh.

The Black Cloud: Pain/suffering. Everybody who enters the cloud
loses 206 hit points and suffers from fever, nausea and stomach cramps
for 104 hours. Victims are - 2to strike, parry and dodge, reduce speed
and allacks per melee by half, plus the chamcters are - 2 to save vs
siakness and poisons.

A successful roll to save vs magic requires a 16 or higher and means
the symptoms are less severe and penalties are half. I.S.P.: Either cloud
costs 40 I.S.P. DlJration: 104 hours.

Cloud of Knowledge or Trouble: A yellow or blue cloud of ectop
lasm spreads out (Q cover a radius of 5 feet (1.5 m) per level of the
rod's owner. with the following effects: Yellow: Reslores memories
removed or lost by mind wipe, mental blocks or amnesia (Ihere may
be some special exceptions: G.M.'s discrelion). +20% on all skills,
+ I on initiative, and concentration is sharp and focused. The Blue

Cloud: All within the cloud are subjected to ill luck for a period of 1-4
hours: -Ion all combat rolls. - 1 to save vs magic and psionics. -4
to save vs illusions. -210 save vs poison and disease. -10% on all
skills. and tends to make mislakes, stumble, fall and make noise althe
wrong time.

A successful roll to save vs magic requires a 16 or higher and means
the penalties are half as severe. l.S.P.: Either cloud costs 60 I.S.P.
Duration: 1D4 hours.

Cloud of Peace or War: A while or red cloud of ectoplasm spreads
oul to cover a rJdius of 5 feet (1.5 m) per level of the rod's owner.
with the following effects: White: Everyone in the cloud loses the desire
to bailie. Victims of this magic suddenly have a greater understanding
and compassion for his opponent. They are likely to smile, laugh, call
a truce, and/or (for the momem) go their separate ways without
bloodshed. Anybody who persists in fighting is - 10 to strike and to
inflict damage. and + 10 to pany and dodge. Everyone gets an automatic
parry!

The Red Cloud: The mood is one of anger. Tempers flare, prejudices
and petty dislikes tum hostile! Victims of the cloud's magic are aggres
sive and mean. + 10 to strike and damage. - 10 to parry/dodge, and
the voice of reason cannot be heard. Some may fight to the death.

A successful roll to save vs magic requires a 16 or higher and means
the penallies. bonuses and effects are half as severe. I.S.P.: Either
cloud costs 90 I.S.P. Duration: 104 x 10 minutes.

Cloud of Discord: A brown cloud spreads out 10 cover a radius of
5 feet (1.5 m) per level of the rod's owner. with the following effecls:
It diffuses ALL other magic and psionics! The Anti-Magic Cloud spell
was based on this cloud! There is only a 1·50% chance that any magic
will work while in the cloud and those that do work are only at FIRST
level strength! No psionic powers function! Psionic characters find it
difficult to concentrate and cannot even successfUlly meditate!!

A successful roll to save vs magic requires a 16 or higher and that
means the duration of the cloud is reduced by half for that particular
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character. I.S.P.: 130! Duration: 104 melees/minutes.
Markel Value: 204 million gold!

Crystal Wheels
The wheel is more complex than the average crystal device. Although

many more were once possible, only three cryslal wheel devices are
known to exist: The Controller Wheel, The Crystal fortress, and
the Crystal Gateway. The typical wheel is made up of seven main
cryslals. There is a central rod. or "hub" crystal, and the six other
matched, but smaller crystals located around the hub. connected by
metal or crystal spokes.

The Controller Wheel
The controller wheel has all of the abilities of the controller star and

wand (12 powers total). In addition. the range of all the powers are
two times that of the Slar or wand. Panicularly large wheels may have
tremendous range that may cover miles.

There is a conlrOlIer wheel in storage at thc crystal fOl1ress and no
one is currently bonded to it. The Crystal King is not likely to let most
people use it; only an extremely trusted character. This particular con
troller whecl is eight feet (2.4 m) in diameter and weighs nearly three
hundred pounds (135 kg). This wheel is composed ofa huge hub crystal
weighing 200 pounds (90 kg). and 2 feet long (0.6 m) and 8 inches
(20 cm) in diameter. The six ring crystals are connected to the hub and
each other by wire mesh. making it very easy to take down and carry.
In storage or when it is being transported it is about the size of a dume
bag. two feet (60 cm) long and one foot (30 cm) in diameter.

The Crystal Fortress
The Crystal Fortress is a unique crystal device that is actually made

up of two functionally separate parts. The Fortress itself is composed
of the keep and ring wall (the rod and the ring), the palace section is
a separate pan. The Crystal Palace which sits atop the Keep is described
separalely because it is a dislinct device that may function without being
connected with a crystal fortress (rod and wheel).

Like most crystal devices, only one person. ils master, can bond
with the fortress and draw on its powers. To use its powers. the master
must physically touch some portion of the fonress, the walls. floor.
pillars, ceiling. etc. As long as any portion of exposed skin (hands,
feel, etc.) is in contact with the crystal, its master/owner can draw on
its powers. Skin to crystal contaci with the keep/fonress also provides
contact with the palace, if it is altached to the keep (such is the case
with the fortress in The Valley). The only known Crystal Fortress and
Palace is found in The Valley, nestled in the high peaks of the Old
Kingdom Mountains. Its master, lhe Crystal King. is always barefoot
and often wears lillie more than a loincloth in order to maintain easy
contact with the Crystal Fortress and Palace.

The Crystal Keep. a tall. narrow tower. is the rod portion of the
5tfllClure. The hexagonal Ring Wall is the ring or wheel half of this
large scale rod and wheel. This particular rod and wheel combinalion
is so large thaI people can actually live inside or around them. There
are actually different floors. mmps. slairs and chambers within the
keep/rod. Inhabitants. other than the fortress' master. the Crystal King.
are not affected in any negative or overtly magical way.

The keep is effeelively a very large. hollow, crystal staff at the center
of a six sided ring. The Fortress Keep serves separately as the rod and
focus of the master who controls it; in lhis case the Crystal King.

The keep/rod is 100 feet (30.5 m) in diameter, and 100 feet (30.5
m) longttall. It b six sided. with a flat top and its bouom is located
beneath the ground. At the joint of each comer of the hexagonal wall



is one of the six. gianl ring cryslals. Each stands about 50 feet (15 01)
tall and 50 feel (15 01) in diameler wilh a nat lOp. These sill ring
crysrals are connecled to each olher by a one mile (1.6 km) long lenglh
of solid cryslal wall. Each wall seclion of crystal is a mile (1.6 km)
long and 30 feet (9 01) tall. The lOp of the wall pans have a sharp chisel
point. making it difficull to scale. Holding onto lhe chisel point innicts
106 points of damage and culS like a knife. Falling or leaning on the
chiselled point causes 306 points of damage and is akin to falling on
an alle blade.

The huge area encompassed by the Forness wheel/ring wall (one
milell.6 km radius) gives lhe fonress complell a 30 mile (48 km) range
of operalion.

The Curse of the Crystal Fortress
The building of such a colossal construction takes years 10 complele.

II is an inlense and exhausting task. One of the side effects from the
great amount of time and effort put into its creation is Ihat some portion
of thc creator's personalily is ALWA YS instilled into the giant device.
Consequently. a Crystal Fortress will always have lhe alignment. pre
judices. phobias and other strong emotions or insanities from its crealor.
The psionic bonding process wilh lhe device means that lhe new maSler
of lhe fortress or palace also bonds Wilh the psychic impressions im·
primed into Ihe device when il was made. This psychic imprint of lhe
original creator can have a profound effecl on the new owner. Al first,
the other personalilY trailS manifesl lhemselves as subtle emOlions.
desires. impulses and fears.

Al sevenlh level bonding (the 7th power) lhe olher personality begins
10 exert itself and can begin 10 change the personalilY of the new owner.
Connicts of alignment, motives and desires will occur regularly. By
lhe 121h level of bonding the new owner may change his or her alignment
and is likely to have several new personality quirks. habits and goals
that the character never had prior to his bonding with the cryslal device.
Wilh lhe passage of time and further bonding, the new owner. especially
characters with an M.E. of 20 or less. will take on much of the person
ality of the original crealor. and may even talk and/or try 10 look like
him/her. All of this happens on the subconscious level so the real
personality and conscious mind ofthe new owner is completely oblivious
to any change and dismisses any commenlS to the contrary.

Note: All characters who bond with a cryslal fortress or palace will
be subject to the changes noted above. The alignment will change,
unless the lWO alignments are the same, and Ihe character will suffer
from ID4 + I phobias (and/or obsessions; obsessions can be found in
other Palladium RPGs, including Heroes Unlimited and Rifts). and
one addilional insanity of the G.M.'s choice (be reasonable). This is
in addilion 10 new quirks. habits, prejudices. likes and dislikes. The
owner/user of the crystal device cannot be cured of any insanities or
habits or personalily traits as long as he is linked to the crystal fortress
or palace. The only way is 10 leave iVthem and never come within 100
miles of it! The same Ihing will happen to any new charJcter who links
with the crySlal structures. These elements can NEVER be removed
from the crystal stroctures! Also see lhe description of the Crystal King
for more specific delails.

Remember, only one person can link with and use the powers of lhe
crystal fortress. If the fortress is abandoned by its current owner, it will
become complelely domlant. awakening only when a new psionic
character links to it. If the old owner returns afler a new character has
linked to lhe device, he cannot exert any control or power over it; his
link. at leasl for lhe moment, is broken. Only the current owner can
call upon its powers. However, if the current owner is slain and lhe
previous owner is wilhin the 30 mile (48 km) range. lhe fortress bonds
to him whether he wants it to or not. The link is instant and complele.
giving him immediate and total control (up to the level of his previous
knowledge) over the device.

98

Crystal Fortress Statistical Data
The entire ring wall is 6 miles (9.6 km) long. 30 feet (9 m) Ihick.

and 30 feet (9 m) tall. Each 20 x 20 x 20 fl (6 x 6 x 6 m) section of the
ring wall and keep has 20,000 S.D.C. This is a little harder than stone.
For comparison. the same amount of iron has 25.000 S.D.C., the same
amount of stone would be rated at 18.500 S.D.C. II is impossible 10
breach any section smaller lhan a twenly feet (6 m) because of the
nalure and construction of lhe cryslal.

Explosion Note: Destroying any area of the wall will cause an exp
losive discharge of energy! The 20.000 S.D.C. rating still represents
a high internal energy densily. If the ring wall were to fracture and
ellplode, it would do 1006 x 20 damage to anything within [0 feel (3
m) of it. or 1OD6 x 2 damage to anything within 100 feet (30m) of it.
However, in order for the entire ring wall to fracture, its entire 100
million S.D.C. must be depleted.

Repair Note: The wall can be made 10 regrow NEW crystal in a
matter of minutes. A 20 foot section will require the Crystal Palace to
ellpend20.000I.S.P. and will be as good as new wilhin 10minutes.

The total S,D,C. of The Crystal Fortress amounts 10 100.000,000
S.D.C. because of the large amount of crysllli in the slructure. The
entire fortress cost in excess of 1,000.000.000 i.S.P. to build and
activate, requiring the work of over 3000 mages. slaving under the
wizard for aoout 15 years. to complele the conslruction.

Note: The Crystal King/owner instantly senses when and where dam
age is occurring to any part of the fortress. ring wall or palace.

The powers of The Crystal Fortress

The fortress has lhe powers of lhe controller rod, controller star,
campfire star, monilor star, and lhe communicator headband. Many
of these powers are effectively ··on" all the time.

The range of most powers (including the campfire and monitor
powers) is 30 miles (48 km). This covers the entire valley.

"S.P.: The King expends all of his personal 1.S.P. every day in
maintaining lhe Crystal Fortress. restoring S.D.C. damage. and re
plenishing lhe storJge battery. The Keep/rod is really an I.S.P. storage
battery Wilh a maximum capacity of one million I.S.P. The Fortress
also draws small amounts of i.S.P. from ALL of the residents in The
Valley. The Crystal Fortress is able to replenish its reserve of psionic
energy by drawing i.S.P. from anyone within The Valley, but only
when they are sleeping or meditating, and only if they are near their
maximum I.S.P. level. While Ihey sleep. the Fortress draws one I.S.P.
per hour from each, providing it with nearly 10,000 1.S.P. per day.

Its currenl reserve is at a whopping 901 ,450 I.S.P. Only lhe Crystal
King can access the I.S.P. reserve oruse any of its formidable powers.

Remember. the Cryslal Fortress is effeclively a computer with access
to incredible powers and abilities. However. for any of those powers
to be used. it must be accessed alld directed by the Crystal King. II is
the king (albeit under lhe psionic innuence of lhe Crystal Fortress) who
actually controls every aspecl of the Fortress, from wealher control to
daily functions. WithoUl him the Fortress shuts down.

Levels of Power
Communicator Powers
Note: Most of these powers are on all the time. That is one of the
reasons that the fortress mUSl constanliy collect new I.S.P.
I. Detect Psionics. I.S.P.: Not applicable; always on. Duration: Con

Slant. Range: 30 miles (48 km). Note: When a psionic approaches
the keep. the Crystal King and the Fortress will sense the character's
presence.



2. Extended telepathy. I.S.P.: Not applicable; always on. Duration:
Constant. Range: 5 miles (8 km).

3. Short-range call. I.S.P.: Not applicablc. Duration: Constant.
Range: 10 miles (16 km).

4. Long-range telepathy.I.S.P.: NO! applicable: always on. Duration:
Constant. Range: 30 miles (48 km). When communicating with a
communicator headband. the range increases to 50 miles (80 km).

5. Long-range call. I.S.P.: 10. Duration: I hour. Range: This is a
one-way telepathic message to a specific individual within 30 miles
(48 km). When calling a person wearing a communicator headband.
range increases to 300 miles (480 km).

6. Worldwide callfcommunication. I.S.P.: 20. Duration: I hour.
Range: A one-way call can be made to anyone character anywhere
in the world. Two-way communication is possible only if the
character being contacted is wearing a crystal communicator.

The Powers of the Campfire Star

Note: Most of these powers are on all the time and is one of the reasons
that the fortress must constantly collect new I.S.P.

7. Light. The crystal device will radiate light equal to a large. weI[
stoked campfire. The light is normally a nickering type like a
campfire. but can be made steady and constant for double the I.S. P.
cost. The light can also be reduced in intensity or turned off with
a thought. This light does not radiate heat. In the case of the
fortress. the king can tum the light on in any or every room. or
cause the entire fonress and ring wall to glow with ligh!. I.S.P.:
2 per hour.

8. Warmth. In the case of the fortress. the king can create warmth in
any or every room. or cause the entire fortress and ring wall to
radiate heat (not dangerous although it may seem menacing). The
amount of heat can be regulated by its owner. but will never exceed
the owner's comfort level. The crystal itself remains cool to the
touch. I.S.P.: 4 per hour. Range: The clltire valley, 30 mile (48
km) area! This is what protects The Valley from the cold temper
atures of the surrounding moulltain area.

9, Protection from insects/animals. A psionic aura keeps away pester
ing. non-intelligent insects and animals. I.S. P.: 4 per hour. Range:
The entire valley. a 30 mile (48 km) area!

10. Environmental shield, The environmem of the entire valley. a 30
mile (48 km) area. is under the control of thc Crystal Killg and
kept at his comfon level. This means temperature. humidity. rain.
wind, etc.. are all regulated by the king and the Crystal Fonress!
I.S.P.: 20 per hour. Range: 30 miles (48 km).

I I. Protection from monsters. The elltire valley, a 30 mile (48 km)
area. is under the protection of the Crystal King and his fortress.
The magical aura that encompasses the entire valley functions
like a simple circle of protection and repel animals spell. Predatory
animals. rock crawlers. devil diggers. giam insects and other low
intelligent animals/monsters will not invade the area. Evil mem
bers of the monster races and supematural beings (including ele
memals. devils and demons) cannot enter the area of protection
either. I.S.P.: 20 per hour.

12. Energy Absorption. The entire valley. a 30 mile (48 km) area. is
under the protection of the Crystal King and his fortress. The
Valley is protected from all types of energy attacks, includillg
lightning. forest fires. etc.

Note: This also means that magic powers such as call lightning. ball
lightning. fire balls. circles and walls of any kind will NOT work.
cannot be cast. anywhere in The Valley. However. the Crystal King
can work any of the Fortress' powers or temporarily cancel this protec
tion or a small area of this protection to allow his wizards to work their
energy magic. I.S.P.: 6 per hour. Range: The 30 mile (48 km) area of
The Valley.
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The Powers or The Monitor Star

Note: The Crystal King can use any or all of these powers at will by
simply looking into any part of the Crystal Fortress. Palace or ring wall.

13. Close-range monitor. The user can track a single individual,
humanoid or animal. at a distance up toone mile (1.6 km). I.S.P.:
One (I) per melee/minute.

14. Long·range monitor. A single individual can be tr.acked at up to
100 miles (160 km) away. I.S.P.: Two (2) per melee/minute.

15. Worldwide tracking. The range is extended to anywhere in the
world! I.S.P.: 6 per melee/minute.

16. Monitor psyche. The owner of the star can sense the emotions of
the character he is observing. Fear. anger, sorrow. happiness.
love, allxiety, and other emotions can be recognized. I.S.P.: An
additional 4 per melee/minute added to the close. long range or
world power.

17. Monitor the area around the subject being observed. The owner
of the star can sense the presence of magic. psionics and super
natural evil through the person he is observing. He can also see
astral travelers. I.S.P.: An additional 4 per melee/minute added
to the close. long range. or world power.

18. Dimensional monitor. The fortress cannot see into other dimen
sions. but it will indicate that the subject of observation is alive
and that he has gone to a different dimension. This power also
enables the user to see astral travelers and entities who may be
observing him or in the area. This is possible because the astral
traveler's physical body is still in our physical world and the
traveler is looking into our dimension. I.S.P.: 10 per melee/mi
nute.

The Powers or the Controller Star

Note: Most of these powers are on all the time and that is why (he
fortress must constantly collect new I.S.P. It is the powers of the
Controller Star, directed by the personality and paranoia of the Fof\TCss'
creator, that is responsible for the mass mind control and memory losses
of The Valley's inhabitants.

Also note that the Crystal King is not consciously aware of powers
19-24, or powers 29 or 30, Consequently, he cannot call upon or
deliberately use them. Powers 19-24 are in force as part of the king's
subconscious fears and as a result of the personality bonding with the
fonress' insane creator.

19. Empathy. This power works like the psionic power. but is limited
to the connection range/area effect of the device as limited by its
size. Everyolle within range will be subject to broadcasting their
emotions. I.S.P.: One (I) per every four melees/minutes.

ZOo Extended telepathy. Identical to the psionic power. I.S.P.: Two
(2) I.S.P. per every four melees/minutes. Range: 30 miles (48 km).

21. Mind wipe. By touching the device and a character. the owner
of the crystal device can psionically erase memories. Identical 10

the mind wipe ability. I.S.P. cost: 10 for a single thought. 50 to
completely blank a mind. Range: This power can only be used
at the Fonress and Palace.

22. Cure insanity. Any form of insanity. whether resulting from
trauma or magic, can be permanently cured. I.S.P.: 90. Range:
This power can only be used at the Fortress and Palace,

23. Protection from hostility. All within the area of effect are imper
vious to possession and vampire mind control. Similarly, posses
sing entities and vampires cannot enter the area. Furthermore,
any creatures with hostile thoughts are unable to enter (or stay
in) the area of effect. A saving throw to save vs psionics (16 or
highcr) is allowed. A successful save means the creature can enter
the area alld allack but is -4 to strike. parry and initiative. I.S.P.:
15 per hour. Range: This power can only be used in the Fortress
and Palace.



24. Mind scrambler. The memory of every person within the area of
effect is scrambled. Thoughts are a confusing jumble, details are
impossible to remember and its victims cannot articulate their
thoughts. Penalties: -14% on all skills. -2 on initiative, -2
to strike, pany and dodge, -4 to save vs hypnotic suggestion.
charm, mind control and illusions. A saving Ihrow to save vs
psionics (16 or higher) is allowed. A successful save means the
character is not as "scrambled" and all penalties are half. I.S.P.:
20 per hour. Range: 30 miles (48 km) within the entire valley.

The Powe" of the Controller Rod

Nole: The Crystal King can use any or all of these powen; by touching
any pan of the Crystal Fortress. Palace or ring wall.

25. Dazzle. The creature is dazzled by a burst of "friendly" energy,
startling and/or distracting it. The creature will be - 2 on initiative
for the entire melee and - 2 to save against other powers/attacks.
J.S.P.: 2 points. Duration: The flash of light is instant. Its dazing
effect lasts one melee/minute.

26. Hypnotic suggestion. Identical to the psionic power. I.S.P.: 2 per
each hypnotic suggestion.

27. Banish supernatural creature. This power forces anyone super
natural creature to leave the area and not return for at least an
hour. This includes animated dead. mummies, zombies, entities,
vampires, and low level devils and demons. High level creatures
can roll to save vs magic. A roll of 14 or higher is a successful
save and the creature is not banished. But if it saves. the power
can be tried again on the same creature. I.S.P.: 12 per each
attempt. Duration: The creature must Stop any attack and nee the
area for at least one hour.

28. Blind. Identical to the magic spell. I.S.P.: [0. Duration. 5 meleesJ
minutes.

29. Cause insanity. Identical to the psionic power. I.S.P.: 20 per
insanity.

30. Enslave and Bind creature. Anyone creature can be magically
bound and enchanted. The creature is prevented from going more
than 60 feet (18 m) away from the user. cannot allack. and its
hands and feel appear to be restrained by invisible shackles (reduce
the number of attacks, combat bonuses and speed by half). High
level creatures can roll to save vs magic. A roll of 14 or higher
is a successful save and the creature is nOi bound or enchanted.
But if it saves, the power can be tried again on the same beast.
Dragons, high level men of magic (8th and higher), and powerful
or high level supernatural beings are not affected at all. J.S.P.:
20 per 15 melees/minutes.

Special Power

31. One ability unique to the fortress is the power to create openings,
portals and passages through solid walls. The Keep and each of
the six standing ring crystals at the ring wall have secret internal
passages that are accessible only to the Master of the Crystal
Fortress, the Crystal King. Both the Keep and ring wall pillars
seem to be completely solid but are actually made up of millions
of individual crystals which can be manipulated and moved by
the king to make openings and passage ways.

The king can also use this power to reshape the internal rooms.
hallways and passages of the keep, tum doorways into solid walls
and solid wall i~to a doorway.

He also uses the power to create secret vaults where he stores
valuables and crystal devices. These vaults are small chambers
or pockets inside solid walls or pillars. There is no door or opening
to the vault because only the king may access it. To do so, he
simply moves the crystal to make an opening. In some instances.
shapes and colors of the objects contained inside a vault can be
seen through the semi-transparent crystal. but it is impossible to
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tell exactly what the object may be and the only way to get to it
is to smash through the crystal. Any anacks against the structure
of the fortress or palace. and the location of the allack. is inslantly
known to the Crystal King.

The I.S.P. cost for rearranging a ten foot (3 m) area of crystal
is 20 !.S.P. per action/change. For example: To tum a door into
part of the wall costs 20 I.S.P. and counts as one melee action.
Likewise, to make an openingfdoor it costS 20 I.S.P. and counts
as one melee aClion. To make a vault means making an opening,
creating a room or pocket, and sealing the vault: 60 I.S.P.. taking
three melee actions/allacks or about one to one and a half minutes.

Other Unique
Crystal Devices

The Crystal Palace
The Crystal Palace is a special crystal structure similar in some ways

to the Crystal Fortress. It has the same special power to create passages.
rooms. vaults and doorways. as well as the same basic S.D.C.. repair.
and explosion stats. The palace also has the same campfire star powers
and those of the healing wand; 13 powers in all. The healing powers
work automatically on the master of the palace. Typically a week's rest
and relaxation in the palace will restore all of a character's hit points.
and cure any disease. It also has water purification fonts. fireless cooking
pits, flushless toilets, and numerous other convenient abilities.

The Crystal Palace rests on top of the Crystal Keep and has about a
half acre (20,000 square feet - 1.858 square m) of functional living
area. spread over three main levels. It can easily house forty people in
palatial comfort, but currently has less than a dozen permanent residents.

The Cradle Crystal Ball
The crystal ball is an ordinary, pure ball of crystal. typically 4. 6.

or 8 inches (10. 15. or 20 cm) in diameter. [I is pure. raw. but polished
crystal, and I.S.P. do nOi go into making it. The crystal ball itself is
basically not the source of the psionic crystal magic. but the method
of view (i.e. a monitor). This is why the modem crystal balls cannot
originate from the ancient crystal-magic devices from the Time of a
Thousand Magics.

The power of this ancient style of crystal ball rcsts in the cradle that
holds the ball. The cradle is cut from a block of crystal. and has a six
sided. faceted. concave depression to hold the ball. The pedestal is
clearly a crystal-magic device complete with the psionic circuitry of
gold and silver threads woven through the block. The cmdle is useless
without a proper size, perfectly round, perfectly polished, pure crystal
sphere (non-magical). Size is seldom a problem because the place for
the ball is actually a six faceted in-cut crystal shape that can hold a
range of appropriate sizes, just nothing too small or too large.

Nole: Only the character linked to the crystal cradle can see. hear
and communicate through the cradle and ball. Others see nothing inside
the crystal ball.

The powers of the cradIc crystal ball:

I. Locate and view othcn;. A single individual or group who is well
known to the crystal user can be located. observed and followed
up to 2000 miles (3218 km) away. The crystal viewer sees and
hears cverything the subject person sees, says or hears. Similar
powers and restrictions as for a conventional magic crystal ball
apply (see page 139 of the Palladium RPG). I.S.P.: One (I) per
melee/minute.



2. Call & link to anolher crysul ball. This must be. functional cryslal
ball and cradle. and it must be within 1800 miles (2900 km). 1lIe
call is heard at tne other cryslal. but the first sees nothing untH the
second is also activated. When the other side of the link is estab.
lishcd, full two-way sight and sound can be transmitted from one
to the other. I.S.P.: One (I) point per melee/minute. Users of both
cryslals must eJtpend I.S.P. in order to maintain the link.

3. BIRrS eye VieW. This allows the cryst.al viewer 10 look. at a wide
area (SO fOOlfI 5.2 m radius) around the subjecl person ne is obscrv
109 or communicating with from a bini's eye view (height of SO
feel/IS m). I.S.P.: An additional 10 points per melee/minute.

4. Roving sight: Allows the user to direct the bird's eye view to travel
in any direcllon at a speed of 45 (31 mphl49 kmph), but always
mllOlaJmng a height of SO feet (IS m) above the surface. J.S.P.:
An addItIOnal 20 POlOts per rneleeJminutc. Range: 1000 feel (305
m).

S. DImensional call and link 10 crystal ball. Same as number two,
only lIlis link can transcend to ()(her dimensions! I.S.P.: 30 poinls
per melee/minute. Users of both crystals must expend I.S.P. in
order to maintain the link.

Crystal Armor
Crystal annor is a special crystal item that may be related to crystal

rings. lis hollowness and circular, tube shapes may make it a deviant
rod and ring structure.

Armor Rating: 18
S.D.C.: 300
I.S.P.: One (t) point for every two melees/minutes of movement.
Mo,·tmtnt & Limitations: Crystal annour is very different than the

usual suit of armor. When it is not activated. it stands as one solid,
rigid piece like a life si1.ed sculpture. It weighs only 30 pounds so
it can be transponed with relative ease. II is impossible to even enter
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the suit unless it is 3Ctivltedfenergized at a COlit of one I.S.P. for
every two melees/minutes of movement. When energized, the ar
mour"s owner simply backs into it. 11le crystal allows him to press
through and covers every inch of his body. The action of donning
the suit counts as one melee atlack for that round. The crystal suit
seems to be weightless and does not encumber the wearer in any
way (no prowl or speed penallies).

Repairs: 1be suit will proIecl the wearer until the S.D.C. reaches zero.
Up untillllat point. all the armor's powers remain fUlly functioning.

The character pops out of the armor the moment it reaches zero
S.D,C.; however. the armor is not destroyed until it has taken an
additional 300 S.D.C. damage below zero. The zero or belo\ll zero
armor simply stands or lays on the ground in a temporarily unusable
condition. It cannol be worn or its powers used until it is brought
back up to at least one point above zero. 1be S.D.C. can be re
plenished/repaired at a COSt ofone J.S.P. point per each one S.D.C.
point. The J.S.P. can come only from the armor·sowner. Obviously.
tremendous damage may require several days or even weeks to
restore the ll.rnlOr to its full level of 300 points. If more than 300
points below zero (600 total) are inflicted. the annor is destroyed.

Magic Powers: All crySlal suits of armor have the same 18 powers;
The silt communicator headband powers. the six defender ring
powers. and the six protectoc- ring powers. The powers are available
10 the wearer at the same levels as lisled with those devices and the
loS.P. costs are the also the same. As usual. the charncter using the
amlor must have some measure of psionic abilities (needs I.S.P.)
and must mentally linklbond willl the armor. The longer the bond.
the more powers are available 10 him.

Nole: At least a dozen suits of CtySIaI armor ha'"e survived the ages.
two or which are located in The Valley.

Crystal Golem
The Crystal Golem is frighteningly beautiful to behold (P.R. 28)

and 86% of those confronting it are loath to attack it for fear ofdamaging
it! The crystal golem stands fifteen feet (4.6 m) tall and its appearance
resembles that of an elf. It has brighl green emerald eyes and a huge.
glowing. red ruby fOf" a hean. Its hair is pure nowing sih·er. Gold.
silver. and copper lIlreads run throughout its body more densely lIlan
with other crystal objects. It seems lIlat cryslal bones can even be seen
beneath its crystal skin.

The only known crystal golem stands at the entrance to the tomb of
the kings in the Old Kingdom Mountains (Prestida family). It will allow
no one to pass. It is not an Irltelligent creature. so it will not try to
communicate or offer any information. It will 001 allack unless a charnc
tet tries to pass (enter the tombs) or attacks it first. A Crystal Sword
hangs from the waist of the golem. but the creature cannot bond with
or use the blade in any way.

The golem \lias created thousands of years ago as the protector of
the tomb. It has loyally done so for cons. It keeps the sword for its
creator. who has never retumed (Died? Gone to another dimension?).
It can be thoughl of as a complex structure composed of rods and rings.
The crystal golem is the only animated crystal with preprogrammed
responses and independent actions - it functions like a robot.

The Typical Crystal Golem

Attributes: I.Q. 8. P.S. 25. P.P. 20. P.B. 28. and Spd 12. The M.A .•
M.E. and P.E. are not applicable.
Naturat A.R.: 18
S.D.C.: 712 (The golem originally had 1000 points but its ma5ter has

never returned to replenish its S.D.C.). If the golem sustains 712
S.D.C. damage. it will be deactivated. but not destroyed. An addi
tional400 S.D.C. below 1.ero must be innicted to destroy it. Other
wise. the golem can be healed by its owner (who is presumably
dead) at the usual cost of one psionic J.S.P. per one S.D.C. point.



If the tOlal S.D.C. are depleted. it will fracture and eltplode doing
lD6x 100 damage to a 30 foot (9 10) area.

Attacks per Melee: Five. Damage is 2D6+ 10 by punch or kick. or
by weapon. + 3 to strike. parry and dodge. + I on initiative. The
golem call also shoot a pair of laser-like beams from its eyes as
often as twice per melee round. Each laser blast counts as one of
its melee attacks. Laser damage: 306 per blast, range: 200 feet (61
m).

Bonuses: + 3 to save vs magic and psionics.
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Abilities: It is impervious to poison. gases. drugs. and disease. as well
as to most magic and psionics; i.e. it has no mind. so chann. sleep.
mind control. illusions. etc .• have no effect. [t has no body of fiesh
and blood so it is impervious to cold. heat. pain. itching. blindness.
age, illness. etc.

h is also impervious. fire. lighlflasers. and electricity. Even magic
fire. cold. electrical and energy attacks do half damage. Damage
can be innicted by physical attacks only. and then the high natural
A.R. of 18 (hard crystal) prevents most damage. The golem possesses
nightvision equivalent to normal day vision and can see the invisible.

Size: 15 feet (4.5 m) tall and weighs nearly 4.000 pounds (1800 kg).

The Crystal Goblet
The goblet is made of solid quanz crystal. [t has a large bowl on a

thick stem with a wide base. A single blood red ruby is at the base of
the bowl (fused into the crystal). There are also fine veins of gold and
silver branching out from the colored hean and extending to all edges
of the goblet. It can be considered a modified ring (cup) and rod (the
stem of the cup).

Any psychic can use the goblet once he has object read its operation.
This is the only device that can be used without instruction or pennanent
mind bonding. The character must first object read the device and. if
successful. will discover how to use the first ability. After he uses the
goblet the first time. he can object read it again. while it contains a
liquid. to discover what it can do with that Ouid. Note that only certain
powers will be revealed depending on the liquid that the goblet contains.

It is always best to use the first level power to purify the liquid before
invoking any of its other powers. The Water of Life power requires
that the nuid in the cup be purified water or it will not work.

The powers of the Crystal Goblet:

Note: The goblet is the only crystal device which is indestructible.

I. Purify Liquid. Any water. beverage. or nuid poured into the goblet
will be purified and made drinkable. eliminatingtnegating any
poison. tOltins. disease. or other hannful impurities the nuid might
contain. It will even eliminate the hannful components of acid.
The purification process makes any beverage taste better. I.S.P.:
Two points per cup (8 ouncesf236 milliliters).

2. Instaot Breakfast. Any purified beverage in the goblet is trans
fonned into a potent. tasty drink that is the equivalent of one
nutritious, balanced meal. fully satisfying, filling and healthy.
I.S.P.: 10 per cup: the enlirecup must be drunk 10 equal a complete
meal.

3. Cleansing Liquid. Purified water in the goblet will be changed into
a potion that can negate any poison or toxin. It also has a 1-20%
chance of negating magic potions. drinks. tonics and teas. I.S.P.:
15 per cup; add an additional 10 points when trying to negate a
magic potion.

4. Healing Potion. Any clear liquid. purified or not. is converted into
a healing potion. A purified liquid restores 206 hit points. non
purified ID6 hit points. The entire cup must be drunk. I.S.P.: 25
per cup.

5. Super Healing Potion. Any purified liquid is converted into a super
healing potion which restores ID6 x 10 hit points. I.S.P.: 50 points;
the entire cup must be drunk.

6. Water of Life. Purified. clear water in the goblet will appear to be
unchanged. but has been traIlsfonned into another type of super
healing potion. This time the water is poured directly onto the head
of a character dying of poisoning or in a coma, (but nOl yet dead).
The healing waters immediately negate any toxin or successfully
brings the character out of a coma with to hit points above zero.
I.S.P.: 75



7. Blood of Life. Red wine poured into me goblet will be changed
to blood. When me healing blood is poured dirccdy onto me lhroal
of a recently deceased character. it will immediately repair me
damage and bring the charncler to Iwo hil points above zero. There
are limitations: I) The character musl have been dead for less than
one hour. 2) This magic cannot help a character who has died from
fire. cold. poison. or magic. I.S.P.: 100

8. Ectoplasm of Restoralion. Pure spirits (any kind of distilled alcohol)
poured into me goblet will be changed into sort of ectoplasm.
When lhc ectoplasmic nuid is poured onto a me damaged location.
II Will immediately fully tnlnSfonn and reSIOf"e me missing appen
dage. limb. or organ. The nuid can also be used 10 remove scars.
There arc limitations and conditions: I) The missing appendage
must have been losl less than one year ago. 2) This magic cannot
help a character who has losl the appendage from fire or magic.
3) Reslored appendages such as legs and arms are not quile reslored
to full strength and will always have half the P.S._ P.P. or Spd of
the other. I.S.P.: 200

9. Fountain of Youth. Pure fruil JUIce (l()()% fruil juices only; any
fruil is suitable) placed in the goblet will be lransformed into a
potion that restores youth 10 me character. The character is quickly
restored 10 the appearance and physical vitality of a 20 year old!
Allributes t~al have decreased because of age will be reslored.
There are limitations and conditions: I) This Illagic only works on
humans. changelings. ogres, wolfen. coyles. and kankornn! 2) The
character is transformed back 10 FIRST level! Skills. level of pro
ftCCncies. abililies. powers. and hil points are all back to firsllevel.
EJ:perience points start at zero. 3) Memories of years pasl arc still
remembered. bul delails of experiences. like how 10 ride a horse.
or fight, or track. elc. are lost (back 10 1st level). The old memories
of past evenls are the equivalent of remembering Ihe evenls seen
(not lived) in a movie. I.S.P.; 250
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10. The Power of Life. A purified liquid of any kind is transformed
into a magic potion that inslills the drinker with hope. courage
and a will 10 live. Any magic. psionic or drug induced despair,
sorrow. depression and similaremolions are dispelled. The charac
ter is reborn with confidence, courage, a resolve loward doing
what is right and jusl. and a desire 10 fight to live or to save
others. The laller provides the following bonuses; + I on initiative.
+ 1 on all saving throws. + 10 to save vs horror factor and
insanily, + 10'1> to save vs coma. and + 10 on M.A./charisrna!
I.S.P.; 200. Duralion: One hour. When the magic elapses. all
bonuses are gone. but me magic or psionic despair is gone and
me character feels very positive about his/her life.

The Crystal Gateway
During the Time of a Thousand Magics, Ihese gateways were used

10 ~nd a series of people through 10 other places and dimensions. [I
was a fantastic means of instantaneous travel thai could. wilhin limits,
span the universe. 1be crystal masters who controlled these crystal
gateways would often send people all over the world or to new .....orlds
to explore. Or they could create a dimensional ponallhat opened into
the center of an enemy's stronghold and then send troops, spies or
assassins through it. Best of all. there would be no trace of the mystic
ponal in the enemy's camp and they were powerless 10 retaliate unless
they knew who sent the lroops and had a crystal gateway too.

1be Crystal Gateway is a special case for crystal magic wheels. The
gateway wheel is built far more solidly lhan mosl other wheels. wilh
t.....o solid links between each pair of outside crystals (al the tOp and
bonom) forming six d(x)rways or arches. Solid cryslal sheets or planks
link the six ring crystals to lhe central six-sided rod giving Ihe wheel
1I son of stonehenge appearance. This actually creates six "rooms" with
a doorway or archway on the outside of the device. two solid side
walls. a din noor. an open ceiling. and a solid inner wall which is the
inner gateway.

The six outer arches are siJlO "outer" galeways which can be activated
10 become ponals 10 places within the same dimension (Jocalions around
me known Palladium World). One of lhe outer gates is linked 10 the
pyramids of Enry Isle. Another 10 the ocean bottom, somewhere soulh
of the western edge of the Land of the South Winds. 1be third to the
seacoast due east of the valley. near the southern end of the Eastern
Terrilory. The founh to a Spol on the nonhern coaSt of the Baalgor
wastelands. The fifth leads to me Bruu Gar Belimar mounlains. and
me last to lhe soulheastern edge of Ophid's Grasslands. Each is a
location over a thoosand miles (1600 km) away. GM Note: You ha\'e
the option of selting the outer gate links to any specirlc place you
choose. However they have limited range. as will be described.

Relocating an outer gate has other limilations. Only one outer gate
can be relocated at a time. and only one gate can be relocated per day.
When relocating an outer gate. the I.S.P. is expended. nnd the controller
looks through and controls the gate for one hour per level of the bond.
1be range is limited to 2(0) miles (3200 kIn) and lhe ponal must be

on the surface of the planet (ponals under the water reduce the range
by 1000 miles (160 km). 1be range of each gate is funher limited in
Ihat each can only reach ooc-siJlOth of the world. The range of the six
gates cover pie shaped regions. lhe six togemer making up a circle
2000 miles (3200 km) in radius. with the gateway at me center.

Each of the gates can be activated by anyone with sufficient psionic
power. A character does NOT need to control or bond 10 the gateway
to use it. However. the place that each gate opens to can be changed
only by the person who controls (is bonded to) the crystal device. Only
one character can bond with and CODtrollhe crystal gateway.

When one of the siJlO inner gateways is activated, the person opens
a dimensional rift. Before he steps lhrough it, he can see glimpses of
the world on the other side. Dimensional travelers will immediately



recognize other dimensions that they have visited in the past. New
worlds remain a mystery. To visit that other dimension. one simply
walks through the portal. Once the character has stepped through the
dimensional gateway. it closes and the doorway deactivates. Only a
single person may step through. although that person does not have to
be the person who activated the doorway. The person stepping into
another world can bring/cany a maximum of 100 pounds (45 kg) wonh
of equipment and personal belongings. Unfortunately. all of the gate
ways are one way. so an alternate route home must be found (ideally
made/known in advance).

Statistical Data
The Crystal Gateway has 160,000 S.D.C. and stands 40 x40x 40

feet (12 x 12 x 12 m) in size. A 20 foot section of it would have 20.000
S.D.C. If the gateway fractures and explodes it could do as much
damage as the crystal fonress. Likewise. S.D.C. can be restored in the
same fashion and at the same cost as the fortress.

Using an outer gate to travel to places within the same dimension
(in,this case the Palladium World) costs 25 I.S.P. Controlling. orchang
ing the location of an outer gate can only be done by its controller and
will cost SO I.S.P.
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Using an inner dimensional gale costs 50 I.S.P.. while changing
lhe location of an inner gate to a new dimension will COSt 200 !.S.P.
The destination of an inner gate can only be changed to a known
dimension or a random unknown dimension (no control in its selection)
by the character who is mind bonded to the crystal device. Only one
gate can be relocated at a time and only one gate a week can be relocated.
assuming that the controller has enough I.S.P. GM Nole: You have
the option of sctting the inner gate links to any dimension/world you
may choose.

The Lost Portal & Dimensional Travel

There is only one known Cryslal Gateway in the world. It lies buried
beneath a hundred feet (31 m) of earth in The Valley. nonh of River
City. off the west bank of the river. If it is excavated. it will be dormant
but can be activated.

The ponals to the alternate dimensions were selected by the original
Crystal Wizard and though the gateway is donnan!. it is still linked to
those worlds.

If this (or another?) Crystal Gateway should be excavated. the GM
can creale or select his own world environments or he can randomly
roll a six-sided die to find out which dimension that panicular gateway
opens onto (or pick one). Also note that Crystal Gateways mil)' /'Xi.ft

in other dimensions! After all. the ancient masters of crystal magic
were dimensional explorers.

I. Gateway to contemporary eanh. This could be the world of Heroes
Unlimited and/or TMNT or Ninjas & Supenpies. The only way
back home is by using an experimental or alien time travel or
dimension warping machine. Or it could be the world of Be)'ond
the Supernatural (it is possible to usc magic or open a dimensional
rift to get home). Or the Eanh that we live and play on today, with
no known way to get back to one's home dimension.

2. Gateway leads to a primitive. developing world similar to the
Palladium world (or Earth of the past). This world mayor may
not be populated by humans or even humanoids. [t may have
dinosaurs, or similar monstrous inhabitants.

3. This dimensional doorway leads to a fantastic high-tech world of
giant robots and aliens. This could be the world of Robot«h,
Southern Cross, Invid Invasion, Robot«h II: The Mnlinels or
Macross II. or other similar environments.

4. The fourth gate opens into the universe of The Meehanoids (either
the planet Gideon E or the solar system of the Intergalactic Feder
ation) or some other science fiction-like environment. Gelling home
is possible only through experimental space and time warping de
vices.

5. The dimensional door leads to the monster filled domain of
Wormwood or another horrific. monster/demon filled place.

6. The final gate opens 10 Rifts earth at any of the powerful Icy line
nexus points. Due to the power of a nexus point. there is a chance
that the ponal will remain open or that the characters can find a
mage who can reopen the dimensional rift and send them home.

Note: Any of Palladium's world settings (one of the Splugorth's
slave worlds. a vampire world. the home of the Sunaj assassins. etc.)
or any parallel dimension lhat mimics Earth's past. or any alien world
or place inspired by movies. comic books. novels. RPGs. and imagina
tion can be substituted.



The Quest
for the Tombs
The Quest

Through astral projection. Archie has explored a network of tunnels
which he believes arc the Old Kingdom lombs of the ancient kings.
Although he has been able [0 astral project into the lombs. and is
familiar with the layout of the catacombs. he has been unable to locate
their physical loclllion in the mountains. This strange occum::nce has
only convinced him that these are the lombs he seeks. He is certain
that he will recognize the clllacombs when he sees them and he has a
general idea where they arc located.

He has also sensed the presence of crystal magic but not its source.
Archie's conviction thallhere are crystal devices in the lombs and his
intentions to recover them for the Crystal King is an c}(citing prospect
and has garnered him the king's tentative approval. All Archie needs
is to select a team for his expedition and choose the right moment for
his depal1ure. The mage will suggest to the king that the timely arrival
of the adventurers is a sign that they should accompany him. He will
also point ou! that by selecting them, no True Citizen of The Valley
will be endangered. and this quest is cenainly a dangerous one - the
newcomers are expendable.
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Archie wants this quest for himself more than any service to the
Crystal King. He wants to examine the old tombs to see if the Prestida
kings were all changelings. He has spent decades trying to unravel the
truth about changelings and these ancient catacombs could hold the
answers he seeks. He is unwilling to share this knowledge with the
king and doesn't want to share the spoils of other treasures and books
with other knights (the king is interested only in the crystal ani facts).
Thus, Archie wants the newly arrived adventurers (player characters)
l>ecause they don't know him well and should flOt challenge his authority
or question his motives.

This quest is likely to l>egin in The Valley. The search for the Old
Kingdom Tomb of Kings is the task that the sorcerer, Archie, speaks
about. It is possible that the player characters encounter Archie at some
other place and time. Likewise, many adventures may happen l>etween
the group's first meeting with Archie and the l>eginning of this quesl.
it may even take place after their excursion to the island at the Edge
of the World (although it is best if the island adventure takes place
afterwards). No maller what events lnlospire, Archie will find a reason
and a way for the player characters to join him on this mission.

In joining Archie's quest, the characters will be granted full citizen
ship to The Valley and be given permission to leave and return to The
Valley.

Some Historical Background
The only concrete references indicating the existence, let alone loca

tion, of the Tomb of the Kings is an ancient book in Elana's library
entitled The Changeling Menace. This book is a panicular favorite of
Elana's, but it is not one that she shares with most members of the
coun. Elana and all prior owners of the book have always considered
it a work of fiction.

Much of the work seems to parallel real history, but then goes off
on a fictional tangent where it tells of changeling sorcerers. scholars.
noble knights. kings and a line ofchangeling kings known as the Prestida
(everybody knows the ancient Prestida family was human). Much of
the story takes place at the Mountain of the Kings, an apparently
fictional place, because no real mountain has ever existed at the location
described in the book. There are many other inconsistencies (at least
from most people's point of view) involving the sophistication. culture
and level of achievement by changelings.

Archic has gained Elana's confidence and she has shared this ancient
work with him. Elana trusts Archie because of his sympathetic attitude
towards changelings and love of literature and history. However, Archie
has never admitted to anyone that he feels The Changeling Menace
deals with fact and not fantasy. Archie believes the book was written
before the Changeling Inquisition and that the location of the fabled
tombs of the kings is real. It was only after the Changeling Inquisitions
began that the locations of the tombs and much of the history about
the Old Kingdoms from that period was losl. Very few records remain
due to the widespread devastation of the inquisition. The ancient Prestida
Capitol itself was devastated during the inquisition and most scholars
of today believe it to be a myth.

The Prestida Line of kings was once a great ruling power in the
non-elf or dwarven pan of the Old Kingdom. If the myths can be
believed. most accounts identify them as having been human. Only a
few idcnlify to them as elven lords. The last Prestida died thousands
of years ago. Most scholars agree !hal, if they ever really existed, the
Prestida's ruled the Old Kingdom for two to four thousand years. These
kings encouraged peace and harmony among many different races and
encouraged the acceptance of changelings. A misplaced moral decision
thai proved to be the Prestida family's downfall-or so popular history
lells it.

Archie has uneanhed an ancient scroll, presumably from that time,
relating the events that revealed the Prestida King to be a changeling.



The death of King Prestida XIII, the last in the line of Prestida kings,
was a most unfonunate accident. Prestida XIII was supposedly an ell
cellent rider of horses but was thrown from his saddle during a state
ceremony, Landing badly, his head strock a stone staircase, He was
killed instantly and the dying body took the fonn of a changeling. The
public was stunned. Then it was proclaimed that the king had been
secretly assassinated and his identity taken over by the inhuman mur
derer. Further investigation revealed several other family members to
be changelings (presumably fellow assassins and conspirators to usurp
the throne), The outcry was intense, The Prestidas' had encouraged the
acceptance of changelings during their reign and fell to their treachery.
Thus began the Changeling Inquisitions,

Archie has ~en pllrsuing thc line of reasoning that Ihe Prestida kings
had always been changelings disguised as hum:ms to help build a better
world for humans. changelings and others. Ironically, their deception
was so clever that nobody ever suspected the troth. When the king was
discovered to be a changeling. the worst was assumed and the enlire
race has ultimately become branded as murderous monsters who steal
the identities of others'. There are many references in The Changeling
Menace thaI seem to confinn this blasphemous theory. Archie wants
to find the tombs of the ancient kings and prove once and for all if he
is correct. He knows that few would believe him or that such a discovery
would make any difference in the world, At this point his curiosity
knows no bounds. 'He must learn the troth no matter what the cost!

Archie's research has indicated that lhe ancient tombs are located
close to lhe ancient Prestida capital city and so the quest begins in
earnest at that location. It is left to the Game Master as to where the
aClion jumps from The Valley to the ruins of the old capital or whether
adventures take place on their journey to the tombs.

There are a number of ways for the group to leave the Valley, but
Archie will direct them to the south, The route leads to Impossibility
Pass, which is southwest of Lake Town, down the face of a cliff, and
back east along the southern face of the mountains. The first part of
the route along the cliff face leads under a huge waterfall along a trail
that is called Death's Door. It is ten miles (16 km) beyond the falls
before the lrail becomes easy,

As soon as the group leaves the controlled area of The Valley, magic
pigeons will begin arriving wilh messages for Archie. The Game Master
should refer 10 the description of Noah's Paradise for the content of
those messages and Archie'S likely reaction to them. The news is not
good, but Archie will press forward at least for the moment.

One difficulty facing the group is thatlhere are many ancient ruins,
supposed capitals. and burial sites. Most people assume that the old
capital, which is ncar the great falls on the Old Kingdom river, was
always the capita1. But this is not the ancient capital were the Prest ida
ruled. This is the ruins of Ihe capital city and the Mountain Tomb of
the Kings of the "modem" Old Kingdom. This is the more famous
capital city Ihat was founded after the Changeling Inquisitions began,
The ancient Prestida tombs arc located farther from The Valley and
higher in the mountains. SliIl, this area is on the way to the ancient
ruins and the adventure group will pass this way.

Adventure One:
The Inquisition Village

What follows is a subplot or side adventure that is not meant to be
overtly deadly, but to give the characters a flavor of what it feels like
to be subjected to a witehhunt.

There are a number of villages scattered throughout this area of
mountains that carry on the traditions of The Great Inquisition. One
such place is the village know as Inking. It is located ncar where the
modem capital city used to be. When the characters arrive they will
find a village of about 1000 individuals: 20% are humans, 30% are
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ogres, 30% orcs, lind 20% other sub-human races. 70% arc members
of the Church of the Scar.

Beware the Changeling
This seclion describes Ihe altitudes and traditions that have been

passed down from generation to generation regarding changelings.

The villagers are pleasant enough as ogres and orcs go, but any
mention of changelings or shape changing will bring a barrage of ques
tions from the village folk. Refusal to answer the questions will only
breed suspicion.

Similarly, the subject of changelings, usually in a negative connota
tion, is sure to be mentioned by the villagers. For instance, if a character
asks where he might find a saloon, a villager is likely to respond, "You
know it's true what they say about alcohol killing changelings?"

All the food served in the village is quite salty. A complaint about
it being "too salty," or asking for a dish "without salt," is likely to
cause every villager in the room to stop and eye the charaeter(s) who
complained, Somebody is likely to say something like, "Why don't
you try another bite." Everybody continues to watch, waiting for the
character to take a bite. At some point, several burly non-humans are
likely to demand the visitor take another bite and may even force him
to eat salty food or pour salt into his mouth. If the visitor swallows the
salty morsel he or she will be seen as being okay and everybody will
resume what they were doing with an air of relief and laughter.

The Signs
All the villagers are familiar with local legends about changelings

(all bad). All also know how to recognize "the faceless monsters."
Consequently, they ask a 101 of questions from strangers in an attempt
to uncover any disguised changelings. Every villager, including chil·
dren, knows the standard tricks to uncover a changeling. The mosl
notable are that changelings are highly susceptible to alcohol and cannot
tolerate salt or salty tastes. If a character doesn't like salt or booze he
will be immediately suspected of being a changeling.

Other less telling signs are that changelings cannot see in the dark,
usually speak elven as their natural language, have poor physical endur
ance and that they are usually slow when it comes to running.

The people of the village will be fascinated by stories of encounters
with changelings and will hang on the visitor's every word, especially
if the story ends with the tonure. defeat or death of changelings. The
villagers become quickly disinterested in any discussions that don't deal
with changelings and shape changers. The people have little knowledge
of politics or events taking place more than 50 miles (80 km) away.

The Inking Day Festival
If the adventurers make comments about leaving, or continuing their

quest, the people will seem saddened and beg them to stay just one
more day, "In fact," they will be told, "you have come just in time for
our annual festival, Inking Day." No one knows where the name comes
from, but the tradition slTetches back to a time well before the Church
of Ihe Scar became known in the Mountains.

Whether the group chooses to slay two days or two weeks, the Inking
Day Festival will come just as they are preparing to leave. The day
before Inking Day, the adventurers will be witness to all kinds of activity
in the village as they prepare for the great celebration. They will be
told that the big parade will be the next morning and that the festival
lasts all day long, Musicians will be practicing, bakers will be baking,
and brewers will be concocting special brews. All the villagers will be
happy to share their preparations with the visitors.

As Ihe preparation day wears on. the characters should be encouraged
to sample more and more exotic specialties from the vats and the ovens
of the villagers. Every free sample given to one of the travelers will
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be laced with a slow acting drug that will put them into II deep, deep
sleep that night. Unless the characters are extremely paranoid. or have
potent powers on their side. the drug will go unnoticed and they will
fall victim to it.

At the dawn of Inking Day. the characters will awaken from their
drugged sleep only to find themselves slripped [0 their underwear and
in custody. Those who do nOi succumb 10 the drug will be forcibly
captured, stripped and chained. All are accused by the townsfolk of
being changelings or in league with changelings. They must submit 10
interrogation and tests if they want 10 prove they aren't.

If the majority of the group escaped the sleeping drug. the villagers
will attempllo take the group into custody by force. The player charac
ters can either allow themselves to be taken. or they can try to escape
or light. but every last man. woman. and child in the village will be
desper-uely trying to capture and restrain them with no regard to their
own safely. Whether the adventurers fight or surrender. they will witness
the intense fear and rituals that stilllingcr in the Old Kingdom Moun
tains. The fear is unreasoning when it comes to changelings. all shape
changers. and, in general, all things foreign or unusual.

The once friendly villagers arc transformed into a bloodthirsty mob.
The discovery of any changelings or other shape changers in their midst
will cause them to attack. beat and hang the poor creature by the neck
until it is dead! The person's only crime needs be that he was a changeling
or shape changer. The "servants" of changelings are also beaten and
hung. Those judged 10 be the witless pawns and/or unknowing compan
ions of changelings are tarred and feathered and lectured about the evils
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ofchangelings and how to recognize them in the future. Player characters
caught trying to nee or who fight back are viewed with the greatest
suspicion and asked why they reacted in such a manner if they had
nothing to hide. Of course, the Game Master should give all player
characters an opponunity to escape with their lives and most imponam
possessions.

The suspects will be placed in a large iron cage on a can and paraded
through the streets. The prisoners will be subjected to angry screams
and cat calls as the can is pulled through the village. Finally. the parade
stops at the village square. A village elder will produce a scroll and read:

"Let all gathered know that these outlanders are accused of being
changelings. We are gathered here to give them the opponunity to
explain themselves. We are hereby absolved of any blame in their
deaths. for as Tristine himself said: 'Changeling are 10 blame for their
OW" (leslmctiQlt: leI the trial begin."

Other villagers will then begin questioning the captives. The questions
should revolve around Ihe group. their fCason for coming 10 the village.
and how they know so much about changelings. Some sample queslions
could be:

"Do you deny that you are being accused of being a changeling?"
There's really no good way of answering this and it will simply evoke
a cry of "Changeling" from the crowd.

"How do you know so much about changelings?" Denial of such
knowledge will be nlet with an outcry of "Liar!" A character explaining
that he learned about changelings from olhers will be asked. "Why do



you associate with Changelings and Changeling Lovers?" A characlcr
explaining that he read about them will be chastised for reading such
foul books. An answer like. "I read and learn so that I may recognize
Changelings and destroy them!" will elicit oohs and ahs of approval
from the crowd, Daring 10 suggesl thaI one learned abool changelings
from the village folk will again illicit the cry, "Liar!" and will not win
ilny favors.

"Would you like a drink?" A negative response will be met wilh
a Shoul from the crowd of: "Changeling!" or "'The Changeling's afraid
of a little drink!"' or "Kill the changeling!" A positive response will get
the character a large drink of an extremely potent alcoholic beverage.
Unless the character has a very high lolerance (P.E. 20 or higher), he
will feel its effects immediately. A changeling who drinks this brew
will pass out.

"Would you like a piece of salted meat?" A negative response will
also be met with a shout from the crowd of: "Changeling" or ""The
Changeling's afraid of a little salt." or "Kill the changeling". A positive
response will gamer the character a piece of meat so incredibly salty
that the average character will gag on it. Regardless of the taste. the
choracter is wise to swallow as much of it as he can, This will go a
long way to prove his innocence.

"Ir you are II changeling, you could easily narrow four shlilpe to
slip oul of these. bonds. Why don't you?" Any changeling, other
shape changing chamclcr or wizard that chooses this moment to try this
stunt. is supremely stupid, and will be killed instantly by villagers
rushing forward to beat him 10 death!

"In whal manner would you like 10 be killed?" This is another
question that may be difficult to answer in any posilive way. Courageous
and definite responses are the beSI. One bold enough to spit on his
accusers and announce that his death will prove his innocence (because
he won't tum into a changeling) will cause a great round of cheers to
erupt from the crowd. He, and any of his comrades who second this
sentiment. will be removed from the cage. hoisted on shoulders and
proclaimed to be a hero and champion of the festival. He (they) will
be unbound. his possessions returned. and treated like a king to the
finest food. booze and fun the people have to offer. Strange but true!

An Archie Plot Note: The elf mage is likely to have just wandered
off on his own (to investigate some leads) in time to avoid capture and
interrogation. He may have to return to save the rest of the group,

If Archie is with the group when they are captured. he will offer no
resistance and surrender his weapons and possessions. He will seem to
be lost in thought and carefUlly observing lhe enlire proceeding. Now
and again he might voice a comment such as: "'Now I can see what
they meant."" or ""Fascinating."' or "'So this is what it was like. How
terrible." Archie will display no fear during any of this ordeal and will
wait patiently to see whal the outcome will be.

Otherwise, the village of Inking is a pleasant place to rest and recup
erate from any recent baules. or just 10 get over the effects of lhe high
allitude. The village of Inking has its own herbal remedies for the
effects of allitude and will be happy to share them with the travelers.

The Ancient Tests
There are also a number of tonurous, physical tests which can be

used to determine whether a person is a changeling or nol. These lests
are usually reserved for outlanders who are strongly suspected of being
achangeling and/or who were the loudest protestors or troublemakers.

The first of such tests focuses on the character's physical endurance.
II is known that changelings have weak constitutions and cannot stand
up to demanding labor. Thus. the character is placed inside what appears
to be a coffin. The inside of the lid is lined wilh rusted spikes. There
are two spaces where a person can place his hands between the spikes,
but everywhere else they are more densely packed and razor sharp. As
the lid is closed, the spikes begin to descend and. if unchecked. they
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will stab the character in about a hundred places (306 x 10 punclures
with 1D4 damage per puncture; quick roll: 206 x 30 tOlal damage).

If the character allempts to hold the lid up and away from his body,
he will find that it can be held away with very little difficulty. However,
he must hold the lid up. with increasing pressure, for a long time.
Unless he can find anothcr way out by pleading with his tonurer (this
seldom works). he will be forced to endure the test. The character's
ability to hold the lid up is measured by the characler's physiclll endur
ance (P.E.). As time passes. the person's arms begin to tire. A char-Icter
can hold the lid for about ten minutes per each one of his P.E. points:
I.e.: A P.E. of 9 means he can hold the lid up for 90 minutes. a P.E.
of 20 means he can hold the lid up for 200 minUTes/over three hours,
A chamcter may have a small chance of surviving even if the lid falls
on top of him. but the odds arc not good (minimum damage is 60 hit
points). Typically. after two and a half to three hours the "test"" box is
opened and the "suspeCl" is subjected to a new ordeal.

Note: Typically. only one or two suspects are tested at a time. Their
companions are kept nearby 10 watch. This means psionic or magic
allies with the power of levitation or lelekinetics can help hold the lid
up for their friends and give them time to rest. Likewise, a number of
other magic spells and powers can be used to avoid damage (shrink
self. diminish others. armor of Ithan, force fields. phantoms. etc.). If
Archie is with the group or secretly nearby. he will inconspicuously
use his magic to ilssist every chamcter needing help to survive the lests,

The s«ond test

The character is now placed in a cage next to another cage in a
straight. underground racecourse. The track extends a half mile (0.8
km) in one direction. The tesl subject is told thaI he needs to run to
the far end and tum to the right to reach safety (true). The character is
released first, but is lold lhallhe tiger (or olher quick, hungry predator)
in lhe cage next 10 him will be released in ten seconds and is especially
fond of the taste ofchangeling flesh. The tiger(see page 137 of Monsters
and Animals for a full description) has a speed of 20, 49 hil poinls.
lhn.'C attacks per melce. wilh claws doing 206 and a bilC doing 1010
damage.

The teSl subject is allowed 10 gcT a littlc less than halfway down the
track before the liger is released. A character with a speed of 12 has a
01-50% chance of making it to safely. A speed of II or less is tiger
food, Any character with a speed of 13 to 17 will just outrun the
pursuing cat. Those with a speed of 18 or better can outdistance the
tiger with ease. Any character who chooses to fight the tiger has doomed
himself to dealh or, at beSt, more agonizing lests. Even if hc survives
lhe baule, choosing 10 fighl instead of running is an admission of guilt.
After alL a changeling could neller outrun the creature and would have
to stand and fight. Test subjects who use magic or other powers to
surville may get away with il if they are clever. However. if too blatant
aboul il. he may find himself accused of chealing 10 hide lhe fact lhat
he is really a changeling and may have to lake lhe test over or endure
additional lests.

As long as lhe group doesn't make any major mistakes. most should
survive the tonure tests, Eventually the villagers satisfied that the charac
ters are or are not changelings and the frenzy should come to an end.
However. if things went so far as testing more lhan one of the visitors.
the characters will be taken to the edge of lhe village. given all of their
possessions. and asked to leave. Failure to leave wilt result in a fight
to the death.

Epilogue
After their inquisition and possible testing and before they leave. the

group may have the opponunity to meet with the village elder who
quoted Tristine. Archie would be very interested in the elder's source
of knowledge.



It JUSl so happens that lhe village elder has a copy of 11 few choice
passages from wh:u he insiSIS is lhe Tristine Chronicles. These "sacred
writings" have been passed down for centuries and have always been
used to defend their aClions againsl visitors suspecled of being changel
ings. The cider is glad to read addilional passages from his handful of
scrolls. but he will not lend them to any person who is not a member
of lhe villilge.

One passage of note reads as follows: So it cmne.{ again (/Izd again,
Ihe el'il mtd Itorror oflhe He of MallY Faces. The Changeling suffered
grl'ut losses illlhe Grew War Ihm casl do.....n Ihe Old Oltes, but survived.
The ('rl'(l/llrl' fOllghl on balh sides and Iheir loss broughl no regrel to
Ihe peo/,Ie oflhe world. Yel. The Greal God Thorh did w(llk Ihe world
in those dflyS, res;oriltg whm was lOSl, fwd promoling the enllse of(1/1

Ihnpe shifters; Dfl/gfm, Faerie, fwd Chal/geling. Elf followed Tholh
in Ihose days and lis/ened to his el'el)' word, And so. from ThO/h's
urging did Ihe Elf offer Ihe Changeling some meaSllre of /nISI.

8w 10. thut trusl ",oultl be betrayed. El'en now. after the Greflt
8etrayal. and The Reprisal, the Elf fllld a few others contimle to IrUSI.

Ancient Ruins
The Inking village is located less than 25 miles (40 km) from lhe

ruins of lhe modem Old Kingdom capilal and tombs. The game masler
or players may wish to explore lhe5e ruins lirst. bUlthey will be disap
poimed. These ruins have been explored and ransacked many limes.
All lhey will lind are pieces of broken pollery. ruSl eaten weapons,
boogie-men. inhuman bandils and a smalllribe of mean spirited goblins
living in subterranean passages under lhe eanh.

From these ruins to lhe Greal Falls on lhe Old Kingdom River is
about 5 miles (8 km). From lhe Falls to where Archie believes one can
find lhe Preslida capital and tombs is another 50 miles plus a two mile
ascenl inlO the high mounlains.

What follows is an outline of a simple mounlain village. complete
wilh key places and characters. Exaclly what adventures take place al
lhis location is left to the Game Master. The village may make a
reasonably good base camp for lhe explorers.

Adventure Two:
The Prestida Site

The group will finally come 10 an ogre village thaI Archie proclaims
10 be lhe ruins of lhe Preslida capilal cilY. He insists lhal the general
lay of the land and mountains hinls thai this place is mentioned in the
book. The Changeling Menace. The river is complelely wrong. but
lhal's because over the thousands of years the falls has shifled fifty
miles (80 km) 10 the wesl. Although the book suggests that lhe Prestida
lombs exisled on an imaginary mountain, Archie has deduced lhal it
really refers 10 a panicular peak in the real mountains. An area elves
once called "The King's Peak."
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The anciem Old Kingdom fell to the sword and Ihe knife with the
ileceplion ofthe Changeling. So says the Elf: "Cho.ngeling are to blame
for Iheir own destruction."

The Elf. Ihe Titall amllhe D.....arf came loge/her once again 10 build
II new tillgdom. They chose /lJ lu", their backs on acts of lerror. And
in so doing Ihey tllrn Iheir backs on the dawn of a new age.

Their pllflishment will come. The Changeling will refilm to destroy
Ihe world. I hlJl'e seen Ihe end of the world. II is a nighlmare IhOl is
il gmhering of shape shifters, such as ho.s nol existed since Ihe days of
Ihe Old Ones. I see the castle 011 the mOUlttain, ruled by Changeling.
Deceit lIfW control are his weapons. He works ancient magic. LoSI
magic. And magic from anolher world. He lIses it to destroy and con
quer. Trust not Ihe Changeling. Trusl not Ihe Elf. Trust nm Tholh,
Hislory has taughl them /lothillg.

I see Ihe end of the world altd Ihe Changeling is tltere.

The passage is fascinating. but Archie is confidem lhal it is not a
lrue excerpt from the TriSline Chronicles. The style is similar but mar
kedly diITerenl. Most telling is ilS direct prophecy of doom. The Trisline
Chronicles are seldom so blum. direct. and prejudicial against any race.
Archie'S besl guess is lhatlhe prophecy is the wrillen words ofa priesl,
scholar or seer who may have aClually seen some son of vision. or
who interpreled select passages from the Trisline Chronicles and embel
lished lhem 10 support his own views or hatred.

The elder also warns lhe group to stay away from a place in the
mounlains haunted by lhe "ghosts of lhe past." This haunted place
sounds like it is at or near where Archie believes lhe ancientlombs can
be found.

The village is built on ancient ruins. bUl whether they are ruins of
the Preslida Kingdom is anyone's guess. Ruins of all kinds are common
in the Old Kingdom. No one living in lhe ogre village knows anything
about its pasl. The few remaining surface ruins are so badly destroyed
lhat it is impossible to glean anYlhing from them. The only creature
who could possibly confirm that this is lhe ancient Preslida Kingdom
is a ghosl who haunts lhe ruins of lhe old easlle.

The habitalion is a ragged conglomeration of wood and stone huts
and hovels cluslered around the fallen ruins of an ancienl castle, The
village does not actually have a name. The ogres seem 10 refer 10

themselves as "We of lhe High Mounlain." The village is spread OUI
wilh approximately 330 occupanls covering a lWO mile area. The major
ity (50%) live in the main part oflhe village near the ruins oflhe castle.
The inhabitants are almost entirely non-human: 70% are ogres. 20%
orcs. 5% kobolds and 5% olher races. 60% of lhe ogres and orcs are
cannibals: 70% are members of the Church of the Scar.

MOSI of the villagers view strangers wilh great suspicion and dislike
humans. elves and dwarves. Unlike Ihe village of Inking, lhey have no
particular fear or haIred loward Changelings. For lhe most pan. lhese
are a rough and lUmble people who live a hard life where only the
strong survive. They have lillie regard for culture. law, learning or
relinemenlS. They view most humans as sissies. prelly boys and weald
ings. Fellow ogres. trolls and giants will get the inhabilams' best regards
and treatmenl. Small and weak characters are looked upon as targets
For robbery. bealings. enslavement and eating. A show of combat
strenglh or magic should quickly earn the villagers' respect and prevent
any serious allercations.

Like mOSl of the mountain villages. the gold piece is notlhe Slandard
unil of coinage and it has lillIe value. Instead. lhe ogres are far more
interesled in trading items and services. They are always in the markel
for quality weapons. especially gianl sized ilems (lhey call human size
weapons "toys"). as well as booze. sweets. magic. and jewelry thaI



might catch their fancy. Only the Ogre Palladium and Boclaerian accepts
gold. Thus, a meal may require washing dishes, cutting meat, or sweep
ing the floor. A night's lodging may cost a bollie of booze or a bag of
candy. or require that the character mend a fence, and so on.

Although huge by Ogre standards, the overgrown and sprawling
village is small. There is no central authority and each neighborhood
polices itself. There are only a few places of note, with the rest of it
JUSt a big ogre village, The high points are the Ogre Palladium, Boelae
rian's, the Downslider Tavern. and the Ruins. These are the safest and
cleanest places in the village. Travelling anywhere else is definitely
ill-advised.

There is also a tournament grounds. which is mostly controlled by
an active branch of the Church of the Scar. Throughout the year. the
tournament grounds have a regular schedule of events, The contests
have a certain western flavor to them, which may indicate that the
village's wizard who organizes these events has roots to the Western
Empire.

The Downslidel' Tavern
The Downslider is run by a couple of savvy ogres, Groll and Slarty,

who have acquired several recipes for making ale and moonshine. The
twO run the business and have a dozen or so younger ogres working
for them as banenders and cooks. The Oownslider is frequented mainly
by ogres, but all races are "welcome to partake in the fun." There are
the infrequent events and contest.s of aml wrestling, knife throwing,
dwarf-tossing tournaments, and axe catching demonstrations, but mostly
it's just nightly, good. clean, ogre fun. This means heavy drinking,
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loud bawdy fun, dancing and brawls. One of the favorite nightly enter
tainments includes pinning a quiet patron to the wall and throwing
things (knives. axes, mugs, dwarves) at him until he "livens up" (starts
screaming). Most patrons are intoxicated and - 4 to strike. If the patron
proves extremely entertaining he will be provided with a round or twO
of drinks and a lot of backslapping.

There are no waiters or waitresses. only a long bar and a number of
banenders, There is a kitchen consisting of piles of meat. an open fire.
and a couple of cooks. A patron must muscle his way up to the bar
where he orders and pays for his food and drink. Most are careful to
step on other weaker patrons and avoid anyone who looks like he could
rip your anns off. Food orders are infrequent. and generally not screwed
up, however it's best if you wait while they prepare the meat. otherwise
someone else may claim it. Drinks are served immediately and flaw
lessly.

The DownsJiderhas a limited but good menu. Good by ogre standards.
There is meat, ale and moonshine. There is also a limited variety. There
is good meat (fresh), average meat (a few days old). and foul meat
(some weeks old); the cost changes respectively to the quality. Then
there is warm meat (raw but heated). there is cooked meat (cooked
rare), and there is sissy-meat (cooked medium rare), The type or cut
of meat is never specified and it is probably best if the tavern goer docs
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not ask. Generally, the meat is humanoid (mainly ore and goblin. but
occasionally human and ogre). The Downslider is frequented by canni
bals and the only thing keeping the patrons from slicing up an appealing
guest is the low price of the meals. The only other deterrents are the
lists and weapons of the banenders and the other patrons; the Downslider
wants to maintain its image as a safe and friendly place to visit.

As far as drinks go. there is pale ale. dark ale, and moonshine.
However alt the ale drinks taste basically the same. The moonshine is
called "spirits" and is about as potent as alcohol can get without killing
somebody. The smallest size for any drink is a full pint, 16 ounces.
Drinking more than half of one mug of spirits may kill any humanoid
who is not an ogre, giam or who doesn't have a P.E. of 20 or higher!
Characters must roll to save vs poison. A roll of 14 or higher means
the character lives and only suffers 206 damage and is drunk as a
skunk. A failed roll means he suffers 606 damage, is drunk. and can
barely move except to vomit. He is sick for 204 hours. The danger is
not advenised. Moderation is advised.

Given the abundance of good food and drink at the Downslider.
another popular entenainment is eating and drinking contests. The con·
testants are judged not only on how much and how fast one consumes.
but also the "style" that one uses to consume. Someone who can disgust
the other contestants with his style of eating is more likely to win.
These contests are nOi for weak stomached observers. Many of these
contests also tum into food lights with projectile vomiting.

Another passtime related to eating is to gross out the casual observer.
Any patron who clearly avoids the eating contests will find other patrons
attempting to gross him out in other ways.

The Exterior: The Downslider is a large sprawling building complex.
ponions of which have been built up, tom down or rebuilt over the
years. The complex consists of a number of older buildings that have
been joined together under a common roof. There is only one entrance,
but there are enough dwarf-sized holes in the walls around it that one
could easily squeel.e in and out anywhere. The Downslider is open
around the clock. and does not shut down even for repairs to the
structure. A little sawdust only adds fibre 10 one's meal and keeps the
floor dry.

The Interior: Because the Downslider is built up from so many
different buildings. where the walls between the buildings have been
crudely removed. the floor is not unifonn. There are roughly six areas
inside. The main entrance leads to the largest of the areas and has no
tables or chairs. This area is always crowded wilh people trying to push
their way to or from the bar, or simply milling around trying to get in
someone's way. There are two areas off to the left. and two to the
right. but aside from location they are essentially similar. Each area
has tables, chairs. and a raised "stage" against one wall. The stage is
actually a number of tables nailed together. This is where theentenainers
are expected to perfonn. The final area is behind the bar. This is the
kitchen and storeroom. The only entrance to the bar area is a separate,
secret doorway in the back wall.

Groll

Alignment: Aberrant
a.c,c, & Level: 8th level mercenary fighter and bartender
Race: Ogre. Age: 51. Size: 8 ft (2.4 m) tall, 3OOlbs(135 kg). Sex: Male.
Attributes: I.Q. 12, M.E. 13, M.A. 7, P.S. 21, P.P. 14. P.E. 22,
P.B. 4. Spd. 12
Itit Points: 75
Armor: Studded leather: A.R. 12, S.D.C. 38.
Psionics: None.
Magic: A crystal arm band! This is a crystal protector ring that Groll's

grandfather found in the haunted ruins nearly 200 years ago. It is a
precious family heirloom that Groll will never relinquish.

111

Slarty

Alignment: Anarchist
a.c.c. & Level: 6th level ranger, cook and banender
Race: Ogre. Age: 36, Size: 7 ft (2.1 m) tall. 250 Ibs (112.5 kg). Sex:
Female, Grott's mate.
Attributes: I.Q. 15, M.E. 17. M.A. 6. P.S. 19. P.P. 12, P.E. 23,
P.B. 6. Spd. 15
Hit Points: 59
Armour: Chain mail half suit: A.R. 9. S.D.C. 20.
Psionics: Minor powers: 33 I.S.P.• powers include: Aura of truth.

hypnotic suggestion. resist cold, resist fatigue. sense magic.
Magic: None
Weapons of Note: A giant sized wooden club (206 damage) and a

giam kobold quality baule axe (306 damage, + 1 to strike).
Note: Both Grall and Siany are loved and respected in the community.

The Ogre Palladium
Back at the Town of a Dozen Fracts, there was a place called the

Little Palladium. Its owner. Adrian, will have mentioned the existence
of other franchises of his Palladium concept. This is one such franchise.
Although the Ogre Palladium is apparently run by an ogre, the organizer
behind it is a wizard named Boclaerian.

The Ogre Palladium is much different than Adrian's. It is made of
stone excavated from the old castle ruins and is built like a fortress.
The building is about 40 feet (12 m) tall and 100 feet (30 m) in diameter.
The walls are solid stone, and the single doorway is halfway up the
side of the slructure. Twin stairways descend from either side of the
doorway, and down the face of the building. The doorway itself is an
iron portcullis that is raised by guards who are stationed on the top of
the structure.

The same inscription is carved at the base of each stairway, but is
difficult to read. It seems that the person that carved the inscription
was copying from Ii handwritten note and had no concept of wri~ten

language. This is in fact the case. The inscriptions proudly proclaim:
"Welcome to the Palladium of Desires. Please proceed down the stairs
where a guide will lead you to your particular desire. May your stay
here be a pleasant one." However, there are only stairs leading upward.

Approaching the doorway and poncullis, an adventurer will be greeted
by Jason, a young Ogre who is familiar with most languages to some
small degree (35%). He is fluent only in Ogre and Goblin (98%). If
the group asks to enter. and Jason feels they can be trusted. he will
disappear behind a wall and the poncullis will be raised. Once the
group moves into the entrance chamber, the portcullis will be closed.
While the poncul1is is open, there are no open doorways out of the
entrance chamber. The chamber is 20 by 20 feet (6x6 m) and a stone
doorway sits in the right side wall. After the portcullis closes. the stone
doorway opens and Jason will reenter the chamber.

Unlike Adrian's Palladium. the Ogre Palladium cannot provide the
characlers with much of anything they desire. However, the Ogre Pal
ladium is a safe haven for any travelers. The wizard Boelaerian keeps
a constant watch on his establishment by sending shadow beasts to
reillY the happenings back to him.

Requests other than safe food. drink. and lodgings will be told to
the wizard. Boelaerian. What small desires he can accommodate, he
will. Unlike the rest of the village. the wizard prefers payment in gold.
silver or gems. If a patron is looking for entertainment or a night on
the town. Jason will direct him to the Downslider.

Standard rates for lodging at the Ogre Palladium wilt generally apply
to everyone. The management docs nOi discriminate against any race.
and everyone is expected to pay a premium. A reasonably tasty meal
at the Ogre Palladium will COSI about 10 gold. the same as a night's
lodging. The comparative high prices at the Ogre Palladium prevents



powerful wizard. As evidence of his craziness. village~ gesture toward
the rather pointlcss Ogre Palladium; enough said.

Adventurers can try 10 visit the shop. but it seems to be closed most
of the time. Vandals who attempt to break in either never succeed or
are attacked. often slain, by shadow beasts or baalrogs! The general
attitude of the residents is that if the shop was imporlant. someone
would know somcthing more aoout it. Since no one knows much about
it or its owner, they tend to ignore it. Most villagers only come to
Boelaerian when they need herb or healing tonics.

The e"terior of the shop is weather worn. wood and stone. It looks
old and dirty, but reasonably solid. There are two blacked out windows
(the glass is actually indestructible), and a "small" human-si7.cd door.
The entire building is impervious to fire. Sensing from the outside will
reveal three presenccs. supernatural evil. and magic. The door will
open only if the characters have been invited or summoned by Boelae·
rian. Otherwise, the door will not open regardless of how much a person
may try (sorcerer's seal).

The interior is IiI by the light of a single lantern hanging near the
opposite end of the room. Near it is an old potbellied stove. The entire
shop is dusty and smells like 3 tomb. The ceiling is unusually high at
aooUl 20 feel (6 m). The shop is dark and filled with shadows. some
of which are magic darkness used to hide shelves filled with herbs,
magic components and other odds and ends, There are no mirrors or
any reflective items anywhere in the shop. Any items that might show
3 reflection are kept in darkness. Magic f"Jdiates from every nook and
cranny.
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The ruins are the remnants of old fortifications and buildings from
the ancient Prestida kingdom (or so one can presume). The buildings
and fortifications fell to ruin long ago, Not one building is intact and
many of the old stones have been used to build the homes of the current
village and other villages within a hundred miles.

The ruins visible from the surface are few and found only in the area
occupied by the village. However, these ruins are like the tip of an
iceberg with with much more buried under rock and dirt for miles
around. There are only a few known undcrground places in the village.
Most are simply basemcnts of fallen buildings. None lead lOany tombs,
However, the villagers will tell of another area said to be haunted by
ancient human kings in the Valley of the Dead! This is the also the
haunted place mentioned at the village of Inking.

the Ogres who live in the village from frequenting the establishment.
Prices elsewhere will be a fraction of these prices.

The neighoorhood around the Palladium is one of the nicest and
safest in the area. The 50 or so inhabitants are especially courteous to
visitors staying at the Ogre Palladium (or face the wrath ofBoelaerian).

The Ruins

Boelaerian's Magic Shop
This establishm'cnt is located near The Downslidcr and serves as an

herb/magic shop and the home of the wizard known as Boelaerian.
Thcre is no sign on the shop, but it is distinguished by being one of
the nicer hovels and built to human scale.

Thcre is a lot of talk about Boelaerian and his shop, since not even
the village residents can say that they know him well. He is the only
human in the village and is considered to be an insane. secretive and
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The most disturbing sight is that of two ancient looking Baalrog
demons playing checkers in a doorless. adjoining room! A small over·
turned keg serves as their lable. Both are seated on crude stools. The
checker players are real baalrogs and radiate supernalllral evil. This
explains the high ceilings.

The baalrogs completely ignore most visitors. They act upon !he
command of Boelaerian. when they are anacked. or when Boelacrian
or the shop is threatened. Although !he wizan:l will let !he players
belle\e that the demons are under his control. he will no! admit to it
nor will he offer any Olhtt infonnatlOO about himself or !he demons.

The ancient wizard may also be lurking in !he building. but invisible.
metamorphed (usually to look like one of the player characters or vil
lagen). or shadow melding. When Bodaerian speaks. his raspy voice
may come from any comer of the room and it is constantly moving.
He employs the venlriloqlllsm spell to achieve this effect. He speaks
to talk about eternal youth. offer deals or pacts. and has great wealth
at his command. He is willing to sell or trade for almost anything that
stnkes hi:, fancy and will pay a fortune for the secret of eternal youth
said to be hidden among the ancient ruins. He mllY even give II char3cter
a very good deal if he feels it will encourage that person to do his
bidding. Bodaerian also frequents the DownsliderTavern. He is usually
accompanied by one or two shadow beasts and mys invisible and in
the :,hadows. He often selects tavern patrons liS willing or unwilling
subjects in his schemes and peny amusements. Boelaerian's schemes
go beyond simple magic.

When Boelaerian was younger he pursued magic with a vengeance
and dreamed of ruling the kingdoms of men. HIS cDoice in the mystic
am were wiz.anlry and summoning and he became a master at both.
The sorcerer concentrated on summoning demons. relying on his
supenor wizard magic to impress and control them. since his mental
endurance was low and he was lil.:ely to lose most ballies of wills. At
first. thiS plan seemed to have succeeded. but after a while. word spread
about him among the demons. Boelaerian was a cruel summoner who
made hard demands on his demonic slaves and subje<:ted them to torture
and abuse. His cruelly became legendary and led to a confrontation
With the lord of the Raksasha. Abdul-Ra. What else Abdul-Ra may
have planned for Boelaerian is unknown. This nagging anticipation for
disaster only adds to the mage's neurotic and paranoid behavior. In all
likelihood. Abdul-Ra is satisfied with the pitiful Slate of mind of the
once great wizard and has nothing more in store for him. However. all
l'lI.ksashas know the name of Boelaerian (and Bill Loraine. his true
name) lind will torment him whenever he is encountered.

Boelaerian cannot remember the details of the confrontation and
trembles uncontrollably whenever Abdul-Ra's name is mentioned.
Whatever tl1lnspired has left the summoner with an insane fear of being
seen by anyone. particularly demon lords and rakushas. He also suffers
from a strong sense of genel1ll paranoia. along with an in.s.ane love
(obsession) for darkness and shadows. Boelaerian is nervous around
other men of magic. most demons. supernatural beings and large popu
lated ma§.

The only creatures he feels truly comfortable around are shadow
beasts and baalrogs. The two checker-playing baa1rogs and six others
ha\'e bttn the summoner's companions for over 30 years_ They enjoy
his eVil schemes. acts of cruelty and treachery. They are not under his
control. but pretend to be to give the mage confidence and to fool his
enemies. The baalrogs will usually do whatever Boelaerian asks them
to do and more. Rarely more than twOOf three baalrogs show themselves
at anyone time. but all eight are around somewhere.

Shadow beasts are more savage and simple-minded. making them
one of the few demonic monsters Boelacrian can still summon and
control. His love of shadows. darkness and black-heaned deeds makes
the shadow beasts kindred spirits who welcome serving this evil man.
He is usulllly accompanied by one or two shadow beasts wherever he
goes. but seldom has more than four around at anyone time.
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The Mad Quest

Boelacrian came to the ogre village 10 find seclusion and peace.
However_ his tortured mind and evil ways cannot be squelched. He has
sillCe tumed his attention to ullCovering a magic formula that provides
eternal youth. Local legends suggest that such a potion is hidden some
where in the ancient ruins around the village. He has decided that such
a potion would restore his mind and vitality so that he mllY avenge
himself against Abdul-Ra and continue with his age old plot of conquest.
Unfortunately. his forays into the underground ruins have proven too
demanding an undertaking. even wilh the help of his baalrogs (they
loathe digging and avoid it. lying to Boelacrian about their efforts).
The shadow beasts are equally useless in this regard. His efforts are
further thwaned by the presence of ghoslS who haunt many of the ruins.
His fears have prevented him from even going near haunted places.
Consequently. he (hidden in shadows) or one of his minions will infonn
visitors that the mage will pay a bng's ransom (a million in gems and
several million in magic) to the adventurer(s) who can bring him the
secrets of eternal youth.

With the encroachment of old age falling upon him. Boelaerian has
become iocreasingly desperate. cruel. and insane. He is so jealous of
all creatures with long life spans. particularly elves. changelings. and
gnomes. that he will cause trouble for visitors OUt of spite. His obsession
with (and failure of) finding a fountain of youth has driven him to
conduct terrible eJL:periments on elves and changelings. These experi.
ments torture and kill his captives in a futile effan to learn the seerets
of their longevity. He has eXlr3cted their blood. glands. brnins and
internal organs to make powerless concoctions. Underneath his house
is a basement torture chamber and labor3tory. The underground comple)l:
is where Boelaerian conducts his e)l:pcrimenls and keeps prisoners. He
uses live subjecls for:1 vllriety of magic upcriments and sadistic plea
sures.





Boelaerian, Master of Shadows
Name: Boelaerian, Master of Shadows
True Name: Bill Loraine
Alignment: Diabolic
a.c.c. & Level: 15th lellel Wizard and 9th level Summoner.
Race: Human. Size: 5 feet. 7 inches (1.70 m) tall and weighs 140

pounds (63 kg). Sex: Male.
Age: He is 123 years old and is likely to live many more years, continu-

ing his search for a youth potion. His will to live is incredible.
Allributes: I.Q. 23. M.E. 10, M.A. 19, P.S. 10, P.P. 15, P.E. 14,
P.B. 2. Spd. 7. Note: Boelaerian's M.E., P.S., P.E., and speed were
originally much higher but have been reduced by old age and his exper
iments.
Hit Points: 135
Armour: None, uses magic protections when necessary.
Bonuses: +4 to save vs spell magic. +2 to save vs circles/wards and

an additional +2 salle vs all magic due to his rune dagger and holy
staff. He is 55% to evoke a feeling of truSt or intimidation.

Psionics: None.
Magic: He can cast 23 spells per day at +4 spell strength, + 3 circle

strength. He has two spell allacks per melee.
Magic Knowledge: All spells levels I-II. All summoning and protec

tion circles. He does nm know power circles or spells of legend.
Knows all symlX>ls. all power words. recognize runes 99%, study
wards 99%199%. deduce circle function 99%, decipher circle invo
cation 94%. He is also able to recognize magic items 60%, recognize
enchanlment 80%. sense evil 55%, and is an impressive 99% at
scroll conve~ion.

Magic ltemsIWeapons: Boelaerian's twO main weapons, other than
the use of his demonic minions, are a rune dagger and a magic staff.
The rune dagger is a soul drinker named Gryl with a diabolic align
ment. major psionic abilities, 100 I.S.P. and clerical abilities. Dam
age and bonuses using the dagger: 4D6 + 4 damage. + 3 strike. + 8
parry.

The iron staff is a greater holy weapon with healing touch (206
points) six times a day. + I magic save bonus, + 6 damage bonus.
and sense evil. Bonuses using the slaff: 108+ 12 damage, +6
strike. + 10 parry.

Combat Abilities: Four hand 10 hand attacks per melee or two by spell
magic. Hand to hand non men of arms and W.P. staves at 15th
level. W.P. knives at 9th level. Crilical strike on 19-20. critical
strike from behind. kick .maek ID6 damage. and + 5 to dodge.

Skills of Note: Horsemanship (general) at 15th level. Read/wrile west
ern, nonhern, southern. eastern, elven, dwarven and wolfen 99%,
speak western. nonhern, southern, eastern, elven. dwarven, goblin,
troll, wolfen. ogre and faerie 99%. disguise 85%/49%. forgery 99%/
79%, identify plants/fruits 99%/99%. medical 99%f99%, pick locks
99%, pick pockets 78%. prowl 91%, use poison 87%. demon and
devil lore 99%. faerie lore 99%. plantlfann lore 99%, racial histories
(selected three times) 99%. recognize poison 99%, sense of direction
99%.

Possessions: The value of the contents of Boelaerian's magic shop is
ID4 million gold. plus he has another 500.000 wonh of gold and
gems (he lies about what he can pay foolish adventurers for Ihe
secret of eternal youth). However, he never carries more than 1,000
wonh of gold with him and he rarely has use for gold and gems in
the lIillage. When he needs something. he orde~ a baalrog or shadow
beast 10 get it for him, frequently killing a few humanoids in the
process.

Description: Boclaerian is originally from the Western Empire but has
travelled throughout the world. Despite rumors to the contr,try. he
is not a hunted criminal. His current obsession with discovering a
youlh potion is fueled by his rune dagger who has never before been
given the opponunity to drink as many souls as Bodaerian has
provided for it.
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Although Boelaerian is physically fit and healthy for a man of
his great age (and likely to live another twenty years). he is horribly
disfigured. His hair and teeth are gone, bones are twisted, his joints
and fingers have become hideously gnarled and his body is cOilered
with scars. Most of this is the result of old pacts and encounters
with demons. His appearance is repulsive even to people from the
so-called monster races. The demented wizard is fond of saying that
he looks a bit like an Old One. He does not like what age and his
sordid life has done to his body and is obsessed with finding a way
to recapture his youth.

Game Master Note: This madman can be the catalyst of many adven
tures and connicts for the player characters. The Crystal Goblet can
give Boelaerian the youth he seeks but he will be furious that he loses
all of his magic powers and stans life again as a first lellel wizard.
Even so, his baalrog friends will remain at his side and help him relearn
the mystic arts. He will refuse to pay the characte~ for his new-found
youth and will want the Crystal Goblet for himself (even though he
cannot use it: no psionic abiliIY).

The Mountain
of the Kings

Once the group has settled into the ogre village. they can begin to
explore the area. As long as they don't disturb the ogre inhabitants and
don't wander off alone (or even in pairs), they should have few troubles
with the ogres.

Learning the approximate location of the ancient Mountain of the
Kings and actually locating the Tomb of the Kings are twO quite different
tasks. But Archie has a plan. Astral projection won't work because
although the astral traveler can get inside the tomb. he cannot seem to
see or remember the way to get there. Using a Crystal Monitor Star
(the Crystal King has one which Archie is attuned too) 10 observe and
follow the astral traveler might work, but it's hard to say. Another
possibility is to commune with the spirits in the area. Archie is fairly
cenain that the reason for his personal quest. ties with Noah and sincerity
will get him the cooperation of any changeling spirits. This mayor
may not be as easy as the Arch·Mage thinks. Game Maste~, lake this
opponunity to misdirect the adventurers to other adventures. trouble
and subplots. However. eventually. thb should work.

The Valley of Death
Archie will decide that the best place 10 stan is in the area the lIillagers

call The Valley of Death. This is also the place that the elder from
the lIilIage of Inking warned the group to avoid, because it was haunted
by the "ghosts of the past." Archie figures that ellen if the ancient tombs
are not located in The Valley of Death, the area should provide him
with spirits who can help him in his quest. He hopes to commune wilh
spirits 10 gel some leads. Random digging around Ihe valley will offer
little in the way of useful anifacts nor will it show a way into the Kings'
Tombs.

Communing with Spirits
Communing with spirits and the mention of changelings will inevit·

ably bring references about the current crisis of disappearing oceans
(somelhing the group may not yet know about).

One spirit will be panicularly damning of the player group and Archie.
"The oceans fade and you do nothing. Why?" Archie will remain silent.
Whatever the group's response (we didn't know. what can we do. it's
not our problem. etc.) will gamer condemnation.



"Your leader (Archie) knows. but chooses lO do nothing. The mystic
pigeons bring cries for help. but he does nothing. This elf who elaims
to be the friend of man and changeling (this may be news too) chases
the ghosts of the past when the living has need of him! Need of you
all! Would you tum your backs on your fellow man? The voice of
destiny calls to you but you have deaf ears! Do nOllinger here for long.
Go to the Island at the Edge of the World."

The spirit refuses to say any more lInd vanishes. Archie dismisses
the incident as "strange" and "inexplicable" - he feigns ignorance.
Other spirits may make similar. although more cryptic comments such
as:
"Why do you rummage through the bones of the past when the living
have need of thee? Go where you are needed most."
"The life-giving waters thee can fill."
"Where the sun makes its bed. the changelings suffer,"
"The evil of the past hides behind the light of the future. Can you not
see this?"
··Stop the now to oblivion:'

Some spirits are helpful. others don't know a thing, and some are
swpid or spiteful. Through these comrnunkations. it can be established
that this was once the Prestida Kingdom. that humans, elves. ogres and
changelings have lived and died on this land :lIId that the tombs of the
kings are nearby. The exact location will not be given.

The gentlest and most talkative spirit is the Last King, Preslida Ihe

XIII! In fact. the human looking. young king is likely to appear in all
his ghostly splendor. The King wanders throughout the em ire area
which was once his kingdom. He frequently finds himself drawn to
The Valley of Death for reasons he does not understand. He also fre
quents the ruins of the old castle. Like most ghosts. he has forgotten
most skills. his memories are flIded and distant. and his thoughts mud
dled. The good king never attacks or deliberately frightens anybody.
He will answer questions in a vague and general way and seems confused
and lost. The king knows little about the current state of the world and
refers to the ogres as his people. He will NEVER come out and say
whether or nOl he and the other kings were changelings. but he does
seem to have an in depth understanding about them.

G.M. Note: More than likely, your players are going to try and find
out something about the past from The Last King. While he is far more
communicative than the other three kings. and has not been trapped in
a tomb for tens of thousands of years. it's amazing how much a ghost
can forget in that time. He remembers lillie of his days as king. except
that life was a happy time for him. However. he can offer some insight
to events of the ancient past. although many of his answers are ambigu
ous. A typical conversation with the LaSt King may go something like
this:

Question: Who are you?
King: "I am King Prestida XIII."

Question: Why do you haunt this area or walks the earth as a ghost?
King: "Ghost? I am the last king. It is my duty. This is my home."

Question: Were you a changeling or is human your true fonn?
King: "I am what I am. It is my curse. It is the truth:'

Question: Were the members of the Prestida family changelings?
King: "History has forgollen us. We are shadows from another age...

Question: Did you kitl the real king and take his identity?
King:"[ am not a usurper:'

Question: Where is the tomb of the Prestida Kings?
King: 'The answers you seek are buried beneath the phantom falls
(where the waterfall used to be). Learn from the past. but do not bury
yourselves in it. Tum your eyes to the future,"

The ghost will tum and look directly at Archie and say, '·Free yourself
of the dead magic that freezes your soul like crystal. He who is your
friend ... who is more than a friend ... has need of your friendship in
this his darkest hour." Archie will pretend he doesn't know who the
king is talking about.
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Queslion: Who is this person ... This "friend?"
King: Pointing to Archie. "He knows:'

Question: What happened after you died?
King: "Died? I am dead. aren't I? The world changed. My kingdom
... our dreams ... died with me."

Question: Do you know about the Time of Inquisition'.'
King: "Yes. Betrayal and change ... destructive change. But then the
world is ever changing:' He knows nothing about the world today.

Question: Do you know of what became of the changelings?
King: "He suffers as he has always suffered:'

Question: How do you feel about changelings?
King: "More than any other creature. their nature is one of change and
duality. Some were once strong and noble creatures who fought for
peace. 1lle brave wcre counted among those who dared to raise their
hand against the Great Old Ones. Others were evil and vile creatures
who fought to preserve the Great Old Ones and lived for conquest and
death. Some built great kingdoms. Others destroyed those kingdoms.
but always did the changeling seem to live in the shadow of others.
The Old Ones. the elf. the human. always part of a greater whole, yet
always a pan. Sad. so sad:'

Question: Did the changelings use or create crystal magic?
King: "Many magics did the changeling master: crystal. rune. ward.
spells. But always was there the danger from greater beings and splin
tered minds.

"Despite his strengths and adaptability. the changeling is always a
creature of change ... like the chameleon. Sometimes the change was
too much and many would spring from the one. Duality was always a
danger. One becoming two sides of the sallie coin. Always did the
potential for evil walk in hand with the good. Magic and the supernatural
often divided the changeling making him savior and monster:'

Question: What will become of the changeling'!
King: "What will be will be. I am told that at the edge of the \l,'orld
he teeters on the brink:' With these last words he nics away and
vlltlishes. Note: The G.M can add to the ronversation if he or she so
desires. but the king doesn't know very much.

The Entrance
to the Catacombs

The old emranee 10 the catacombs is buried by thousands of years
of shifting earth and rock. It is impossible to find. The enlmnce would
have been located near where the great falls were loc:lled thousands of
years ago. In fact. the Valley of Death appears as if it may be a small.
dried up lake bed. Above it is a sheer cliff with a wide trail of rocks
rubbed smooth by the cascading waters of what may have been a
waterfall. Archie will be excited by these observations. Hc may even
do a lillie dance and proclaim. "Gentlemen. you ha\'e brought me good
fonune. This is the resting place of ancient kings. I know it. I can feel
it." This is no psionic premonition. it's just a positive hunch.

Exploring the cliff facing will reveal a tiny cave opening to a human
sized, man-made tunnel. A rock cmwler has dug some of the dirt away
and in so doing, has exposed part of an ancient. stone archway, This
was one of the secret entrances to the catacombs. Long ago, this entrance
was located "behind" the waterfall. The tombs Arehie and the group
seeks are deep inside the mountain. not in or around the valley noor.

The Catacombs
The tunnel leads straight across into the mountain. After about 500

feet (153 m) it opens into a larger. natural looking chamber. The dome
of the underground cave is 300 foot (91.5 m) in diameter and 100 to
150 feel (30-46 m) tall. The walls slope down from the ceiling and
could be climbed rather easily except for being covered by rocky rubble.



The 'iOUlhem-most portIOn of the chamber is completely closed orr by
ca~e-m~.

On the opposite side of the entr.lnce is another lunnellhal seems 10
lead deeper and downward mlO the mountain. The walls of this tunnel
are obViously man-made,

There is a whole army of skeletons bordenng the walls orthe chamber.
All arc frozen: like ~IllIUCS in combat ready poses. They line both sides
of the greal chamber and there are at least 300 of them. They appear
to be armed with II V<lricly of hand-ta-hand weapons. wilh 25% of them
equipped wilh a crossbow and shan sword. The: skeletons stand molion
less and do 001 react when the characters set fOOl into the chamber.
Archie suggests they might only be statues made to frighten away grave:
robbers or are symools of spiolual warriors guardmg their king's rillal
reSllng place. Still. he advises caution and 10 Slay away from them.

The First Traps (main chamber)
The: ancient catacombs are still intact and have ne\'er been disturbed.

11m means the) are still protected by ancient lrlIps. magic and ghosts.

1lIcre are a dozen different types of traps (G.M .s. feel free to embel·
lish). They are intended not only to keep people out. but 10 slay any
intruder trying 10 le~ve ~fter plundering the tombs. Thus. characters
will have to be careful coming and going. Anyone tampering with one
trllp is very likely to sct off I D4 others. These traps are sct orr by :10
individual setting foot on a panicular pan of the floor or wall. or by
disturbing wards impossible to see under the cover of thousands of
)ears of dust and cobwebs. Sensing fOl'" magic will indicate that the
~hole area is a place of magic. A sense lfaps will inform the character
thaI they are in big trouble (many). Unfortunately. it is very hard to
discern where any partIcular lfap mighl lie.

n. first trap to be triggered causes a large panel in the: ceiling to
shde open. There is a rush of air. some: falling din and ... noching.

The Tunnel into the Catacombs
Opening the heavy. stone sliding door will reveal n large. 10 foot

tall and 10 foot wide (3 m), tunnel stretching into Ihe darkness. It 100

is lined wilh hundreds of annour clad skeletons standing motionless
(fOl'" the moment) on both sides oft!le wall. Each is spaced approximately
three feet (0.9 01) from the other. Most ha\'e their arms r:tised and fists
denched around swords and bailie axes. One in ten is aImed with a
crossbow. The: tunnel stretches 1000 feet (305 01) before the skeletons
end and the: passage branches into two. 1bere are approximately 600
skelelons in all.

Fortunately. these sl.:e1etons are all mechanical statues Inggered by
stepping on cenain stones implanted in the dust co\'ered floor. Every
time a person walks past a pair, both skeletons strike in a quick. double
action.

It is possible, but very difficl.llt, to parry both attacking skeletons.
Roll a 15 or higher to parry for each all3ck. A failed roll means gelling
hit and taking 206 damage. After the skeleton robot strikes, its ann
locks back into place and waits to strike at the next intruder. Running
through the tunnel without parrying means that only one in eight will
actually hit and all damage is applied to the character's annour first.
That means the: potential damage IS 2D6x15 (ISO to 900 points of
damage). Cr:t..... ling along the noor or block-ing the altacks with magic
walls. or force fields has similar results. with only one in twenty actually
striking (206 x 30 - 60 to 360 points of damage). Aylng through the

Closer inspection will reveal a narrow tunnel that goes up at a45 degree
angle: and ends in a pile of din and rubble. Originally. this tunnel
connected to the waters of the falls and would send tOfTents of water
nooding through it. lIS walls collapsed a thousand years before: the: falls
changed its path. It is hannless. Note: When the: ceiling panel opened,
a heavy Stone door slid to seal off the tunnel at the other end of the
chamber. II will take some time (3D4 minutes) and great strength (a
combined P.S. of 50) to slide this door back open.

The second trap drops two tons of rocks from a small ponion of
the ceiling. Characters underneath this section of the chamber must roll
to dodge. A roll of 12 or higher means a successful save. A roll of 11
or less means the character was cal.lght by some of the falling rocks,
suffered 100x 10 damage and may be pinned by falling debris (1.50%
chance).

The third trap: If any of the characters approach the skeletons. their
presence will cause 2D4 mechanical skeletons to activate. tum and lire
crossbow bolls toward them. Roll to strike fOl'" each. The bolts inflict
2D4 damage each. Once the bows ha\'e been fired. the skeletons stop
moving and are hannless. Thc:se shooters are obviously mechanical and
may lead one to presume that all the skeletOlls are simple machines or
mannequins designed to frighten intruders. A bad assuffipeion.

The fourth trap: As the adventurers approach the skeletons dOsesl
to the .....all of the main chamber or the far tunnel, they will set off a
series of wards underneath the dust (even if flying or levitllting). Magic
skeletons lire activated by the wllrds (equal to an animate/control dead
spell). Apprmlimatcly one hondred skeletons spring to life and auack.
Another hundred skeletons stllnd motionless (waiting to attack?).

Each is human in size and general appearance. 'They will try to slay
every living creature in the chamber. but will not pursue intruders
beyond the chamber. Thus. the adventurers ~ ill be safe (forthe moment)
if they retreat to the tunnel that leads back outside or into the: far tunnel
on the other SIde (don't fOl'"get the sliding door will have to be opened
first). Likewise. they can stay out of most of the skeletons' reach if
they can ny. levitate, 01'" use telekll1csis: only 25% have crossbows.
Priests and men of magic" may be able to turn many of the skeletons
as they make their way to safety. Once activated. the one hundred
skclelOns remain activated. which means the characters will have to
deal ..... ith them every time they enter the chamber.
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passage or floating above the ground will not activllle any of the statues;
no d3lllagC!

After the skeletons. the tunnel branches to the right and lefL

The Left Passage
The leO is a long stretch of empty tunnel. Its sides are less smooth

and more rocky than the passageway 10 the righl. There are no traps
or difficulties for a long way. When the characters h<lve gone down
500 feCi ([5] m) lhey will sec a dim ligh!. Beyond this point, the rock
is compoc;cd of crystal. The rest of this passage is coated with many
faceted. golf-b<J1I sized. crystals thaI seem to be made of glass. A
number of them appear to be giving off a soft light, about as much a.~

a small candle. Archie will see this as a 51go Ihey arc going in the right
direction and press onward. Note: Trying to dig the light crystal from
the wall will cause it to explode into shards of glass and cause ID6
points of damage.

A ghOS11y hand Will run its fingen; through onc of the character'S
hair and another is bumped or tapped on the shoulder. A voice. speaking
in elf or dwarf. whispers. "get out ... ~tay alive:' Those who can see
the invisible will see the ghost of a king fiying down the lUnnel in from
of them.

After lruveling another 500 feet (153 m) through the rllagicaJ1y lit
tunnel. the investigators will sec that the tunnel ends in another 100
feet (30.5 m). A circular chamber with other passages brunching from
it wait~ for them al the end of the tunnel.

As the explorers slep inlo the lasl stretch of 100 feet (30.5 m).
hannles~. but blinding light beams shoot from the light crystals. A
popping sound can also be heard in front of thcm. A moment later.
106 "chasers" (see High Seas for full powers of the crystals) come
flying and screaming towards them. The chaser will strike only one
chamcter. inflicting 206 damage, and disappear. The character must
also save vs psionic attack or he will be in a state of emotional shock
for 104 x 10 melees/minutes. Shocked characters will be unable to
walk. talk. or communicate until the trauma passes. They can be carried
or dmgged by others.

Passing the tunncl of blinding light will put them into the adjoining
chamber. Inside the chamber are four shon passages. At the end of
each is a stone sarcophagus.

The four side chambers: All the sarcophaguses and markings in
this area s...'C1ll to be from the same time period.

Chamber Number One: Enlering this room causes a poncullis of
spikes to drop from the ceiling. If it strikes. the person(s) it hits suffers
406 damage. The spikes automatically rise and lock into place. The
ghostly ,'oice says. "Beware ... tum back." The stone sarcophagus in
this chamber is that of a child. Opening the lid and examining the body
shows that she was a human. There are no valuables in the coffin. only
some of the child's lays.

Chamber Number Two: A human-sized gargoyle sits perched on this
adult sized sarcophagus. [I is a guardian stone that will come to life to
protectthc sanctity of the dead. It has 140 hit poinls, spd. 14. naturoll
A.R. 14, three auaeks per melee. 306 by bite, or 406 by claws or
tail. is +2 to strike. parry and dodge. The slOne monster will not leave
the room. Destroying it will cause itto fall into a pile of rubble. Before
any charolcter can remove the lid. he will feel a hand on his shoulder
and the ghostly voice whispers. "Don't do it."

Inside thc coffin arc the mummified remains of a man. His anns are
crossed over his chest. One hand holds a scroll and the other. a golden
scepter. Removing the scroll will cause it to crumble into a thousand
pieces (it is ancient). Removing the sceptcr will cause a thunderclap
that echoes IhroughoUlthe catacombs. The scepter is wonn 5000 gold.
There are no other valuables. It will take at least 15 minutes to examine
the body 10 tell whether or not it is human (it appears to be a changeling.
but is actually human).
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Chamber Number Three: This is the sarcophagus of a noblewoman.
princess or a queen. Mystic symbols and wards rim the sides of the
lid. The moment the sarcophagus is touched, a magic beam of light
appears. like a spotlight, to highlight the rune symbols: Love. Light.
and Magic/Forces. The wards (for those who can read such things) are
listed in the sequence that they will go off per each lime the tomb is
disturbed.

Fear: area affect.
Blind: area affect.
Agony: 808 damage. area affect.
Death: 206 x 8 damage. area affect.

Then lhese four are repeated six times. Probably not wonh the trouble.

The ghostly voice asks. "Why do you persist? Let the dead sleep."
Should the group press their luck and actually survive opening this
ward covered sarcophagus, they will find the mummified remains of a
women wrapped in gold! It will take 606 minutes to remove the gold
sheeting (a grisly task that many will not under take). There is a total
of five pounds wonh of gold wrap wonh 200 gold a pound. The ghostly
voice growls in disgust. "You are pigs without respect or honor. You
deserve your fate,"

Also in the coffin are two six inch tall (0.15 m) jade statues of titans.
They are really guardian stones that activate the instant that either the
body or the statues are touched. The guardian stones grow to nine fl.'Cl
(2.7 m) 'all in the blink of the eye. The statues will only fight those
who stand thcir ground. Char3cters who flee are pursued into the main
chamber, but the jade titans will not follow them down the lighted
tunnel. When the danger is gone, they return to the room. replace the
lid and tum back into miniature statues laying on Ihe ground. They are
activated again the moment any grave robber touches them or the sar
cophagus. The woman is human.

Chamber Number Four: A miniature dust slOnn whips up. sending
dust and grit "ying into the faces of all who h3ve entered the room.
This is the work of a different, silent ghost via limited telekinesis. After
ID6 minutes. the ghost stops and disappears.

The dust covered sarcophagus is Ihat of a nobleman. prince or king.
Mystic symbols and wards rim the sides of the lid. but none arc activated.
A pair of familiar looking jade statues, this time of thunder lizard
dmgons. rest in a niche in the lid. Both mdiate magic and are guardian
Slones that will grow to nine feet (2.7 m) tall 10 defend the tomb. Note:
All guardian stones have 140 hit points. spd. 14. natural A.R. 14. three
attacks per melee. 306 by bite. or 406 by claws or tail, are +2 to
strike, parry and dodge.

To open this lid, the charactcrs must first defeat the two guardians.
Inside is the body of a mummified man (changeling). He wears a gold
crown inset wilh jewels (wonh about 50.000 gold total) and a large
ruby ring (worth 6000 gold). At his waist is a scabbard and shan sword
(gocxl quality, wonh about 50 gold). None of the ilcms are magic.

In the center or the main chamber is a large stone sarcophagus.
[IS lid is carved in the shape of a king. Opening this lid will take some
work and a combined strength of 30. A toxic gas is released when the
lid is moved even the slightcst bit. Everybody in the room must mil to
save vs poison cloud (16 or higher). A failed roll means 206 damage
plus the charucter has trouble breathing and needs to get some fresh
(non-toxic) air. The gas dissipates within 106 minutes.

Going back to remove the lid will reveal a mummified body that
grolbs the nearest person and tries to kill him! This is a real mummy!!
[t can either be destroyed or forced back in and the lid slid back into
place (it can't move the lid by itself). Killing the mummy will show
the stone coffin to be empty.

Under The Main Chamber: Inside Ihe stone sarcophagus of the
mummy is a secret panel that. when depressed, causes the entire sar
cophagus to slide away '0 reveal a spiral staircase leading down about
20 feet (6 m). At the bottom of the stairs is a 30x 30 x20 fOOl (9 x 9 x 6



m) chamber filled with shelves and trunks. The shelves are covered in
thick piles of dust. paper fragments and the remains of leather book
jackets. There are also remnants of fabric. It is safe to presume thai
this was once a secret library and/or storage room. Sadly. the books.
scrolls and tapestries have deteriorated into dust.

The ghosts of thr~ angry Prestida Kings (III, VII, and XU)
appear and warn the char.K:ters to proceed no fanher. Only one. Prestida
XII. speaks. while the others nod in agreement or make angry gestures.
1be silent twO seem more hostile and need to be resU1lined by king
Prestida XII "We ~ the sentinels of this place for the dead. We
beseech you. stop this madness and tum bad.. Please do not defile our
final resllng place,"

Characters of a good alignment should Slop and think twice about
what they ~ doing. Is it a crime to rob graves o"er 10.000 years old'!
Their queSt may do some good. but should they stop'! Should they
honor the request of a ghoSl.? ArthlC will make an apology and try to
ask the ghosts questlOOS. but theIr spokespenon only repeats that they
should leave (G.M.s can embellish thiS conversation as much as they
""·Ish. but the ghosts offer no Insight about the rest of the catacombs
or ~hether or not the PrestKlas were changelings).

Finally. the king says. "You have been warned. Go back to the living
or stay forever among the dead you so envy:'

After this ominous threat. King Prestida XII vanishes. The other two
ghosts tum Invisible and hover lbove the characters. waiting to sec
what they 53y and do. Any character who stans to dig through the
debris In the room will be pelted by leather bookcasings. scraps of
wood. pebbles and handfuls of dust. This IS the handiwork of the two
angry ghosts uSing limited telekinesis. lliey may also hurl or knock
over lose shelVing and debris toward the character until he stops. lliey
can also use telekinesis to bump or push the adventurers. but such
shoving is not very hard (they can only move 30 1bs/13.6 kg through
telekinesis).

Note: Rummaging through the debris will uneanh 204 magic scrolls
(G.M.'s choice of spells and level), si;\: dozen empty glass vials (the
contents have evapor-olted over the centuries). a silver shon sword and
two matching sIlver daggers (probably used in ceremonies). and a bronze
lantern. Everything else has been reduced to rubbish. Archie will not
SlOp others from taking things but he will refrain from doing so.

The Passage to the Right
This pan of the tunncl is smooth and man-made. It is not lit so

humans will need to light torches to see. After about 500 feet (153 m)
the tunnel comes to an abrupt end. It has been walled off. One can
only speculate that the actual tombs must lie beyond the wall. The wall
is unmovable and almost sccms to fonn fit the opening of the tunnel.
It IS 1:\0 feet (24 m) thick (not that one can tell). is impossible to move.
seems to be indestructible and radiates magic. Looking around the area
will show a number of cobweb covered wards on the tunnel wall. to
the right, near the ceiling.

1be magical wall is from the wall of stone spell linked to a complell.
sequence of wards, including I rare pennanence ward. Any attempl: 10

dispel this magic barrier will fail. 1be wall was designed to be impenetr
able. lliere are a number of mystic drain wards incorporaled into ils
design. so any spell direcled against the wall will be drained and pow
erless against it; no saving throw. If the group continues to look around
and brush away dust and cobwebs. lhey will find another ward sequence
on the opposite Will. near the noor. This one is a ward of power and
has the ward number throe connected 10 a pennanencc ward. If this
ward IS touched. the wall of stone will disappear. but only for three
minutes. 1ben reappears. This power waro works as an on and 0((
SWitch. but there is only one and it is on the outside of the Slone wall.
Any characters U1Ipped behind the wall when it reappears ~ perma
nently lrapped unless somebody on the other side louches the ward to

remove the wall (three minutes every time). Behind the man-made
tunnel walls is the solid rock of the mountains.

If the group chooses to tunnel through the man-made tunnel walls
to get around the magic wall. they can, but it will take 204 weeks to
chop through the natural rock and granile of the mountain.

Behind the magic wall is a dark. 80 foot (24 m) long. oW foot (12
m) wide passage. The interior of the passage. including the noor. ceiling
and sides. are covered with wards! Most of the wards are active! A
diabolisl and possibly a summoner should be able to detennine that as
kmg as they stay on 3 narrow three fOOl (0.9 m) wide path down the
center they will be unharmed. To step off the path is almosl cenain
death (306 x 10 damage each lime).

A ghostly \'oice or telepathic message will warn. "Only death awaits
you inside. Tum back. Tum back!" Likewise. when anybody gets hun
or killed, a terrible laughter will ring through the halls and say. "Death
and suffering will be yours unless you leave this sacred place." One
or more of the characters may also feel something bump or push them.
It is not enough to push him 0(( the path. but should be enough to
make him think twice. ChanK"ters who can see the invisible will see
the ghost of three. human looking kings. Only one of the ghosls will
speak (dwarf or elf) and speaks only of warnings and suggests that they
should tum back and never return.

At the opposite end of the chamber is a silver-plated door. It can be
easily slid open to re"eal an incredible burial chamber 100f1 (30 m)
diameler wilh a ten fOOl (3 m) high ceiling. llie walls are gold plated
and inscribed With piClograIDs and myslic symbols. Each 311.3 fOOl (0.9
m) section of gold plating weighs 10 pounds (4.5 kg) and is wonh 3000
gold. 1be words are wrillen in dven and runes and lell the stOf)' of the
Prestida family. listing specirlC kings. family members. and great feats.
The pictures show scenes of healing. dancing. battle and e\'en one of
1boIh coming down from the hea"ens to Stand befor-e King Preslida
the First. The room is breath taking, especially when one reali1.e5 Ihat
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no living creature has set foot in this chamber in over ten thousand
years. However, this chamber is not the tomb itself. there is no sar
cophagus.

In the center of the room is a large. flat pedestal that resembles an
altar, except it is only three feet (0.9 m) tall. The platfoml is large
enough for a dozen human-sized people to sland on. Dangling from
the ceiling. seven feet (2.1 m) above Ihe platform. is a gold ring hanging
from a thick chain. A ghostly voice or telepathic message will suggest.
''Take it. It·s gold. Pull it right off and put it in your pocket, robber
of graves."

The slightcst tug on the ring causes the entire floor around the platform
to suddenly drop away. Anybody standing on the fall-away floor plum
mets into tl 200 foot (61 m) deep pit. Damage from such a fall is
1O6x 10. Ten thousand years ago. half of the pit was filled wilh water
from the river. Today the pit is empty except for cobwebs. When
anybody gels hurt or killed, a terrible laughler will ring out of thin air.
"See. we tried to warn you. Go home."

Only those standing on or clinging to the platform (actually a slone
pillar) are saved from falling. A few minutes later. the floor panels
swfng back up and snap imo place, so any rescues should be done with
haste (of course a tug on the ring and the floor will fall away again).
While the floor is down. the ceiling above the platfonn opens up. It is
a simple matter to toss a hook and grappling line inlo the opening and
climb the ten foot (3 m) distance to the ceiling (or stand 011 another
persoll'S shoulders and hoisl oneself up). Inside is another short. 10
feet (3 rn) tunnel that leads to the burial chamber.

The main burial chamber is tOOO feet (305 m) long and 20 feet (6
m) wide. It contains the remains of the first twelve PreSlida kings and
their immediate family members. Each was put to rest inside a simple.
stone sarcophagus. Inside most of the coffins are 204 x 1000 gold worth
of valuables. mainly jewelry (there are 97 in all). Eaeh of the 12 kings
have one magic crystal ring still on his finger. All of the sarcophaguses
are protected by 304 wards of confusion. agony and death.

The Defenders of the Tomb
The Crystal Golem

In Ihe celller of the chamber stands what appears to be a cryslal
stalue. It is really a cryslal golem (see the section on Psionic Crystal
Magic for complete stats). The crystal golem is the chief defender of
these tombs.

If the group tries to talk to the golem, it will not respond. If anyone
tries to pass by il. the golem will knock him back. To try 10 pass :tgain
will cause the crystal behemoth to attack. The cryst:tl creature will also
altack any person who attacks it or who defiles any of the tombs. It
will fight unlil intruders leave the chamber. The golem cannot leave
the room.

1be golem's incredible and mystical beauty will make it difficull for
characters to attack for fear of breaking it. This is true even when the
giant thing comes to attack them. Anyone failing their magic saving
throw will be forced to defend hinlself by parrying and backing away,
out ofreach. The golem will fight to its destructioll wilhout hesitation.

The thret' ghosts will help to fonnulate tactics and warn the golem
of attackers. traps and danger. This makes sneak attacks and backslab
bing impossible. The entire while. the ghosts will chide the invaders
and continue to warn them to, "leave this place lest you die."

The Three Ghosts
The ghosts of Kings Prestida the III, VII, and XII appear with a

warning.

'The living should nOi dislUrb us ghosts of the past. No living mortal
has touched a Prestida in over 10,000 years. He who does so loday
shall never see the light of day. Heed my words or join the dead!"
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Prestida XII is the spokesman for the group and will address the
advellturers ill elven or dwalVen (98%). He is also familiar with the
giant and faerie languages (75%). The king does not know any human
languages. All the ghosts call communicate through limited telepathy
whenever they choose. The visage of all three is grim and frightening.
When angry. each grows from hlilnan size to eight f~"Ct tall (2.4 m).

They are the sentinels of the tomb. They alone can control and direct
all Ihe other magical defenders. such as the golem. mummies and
guardian stOnes. They do not welcome anyone who disturbs their
sancluary and will work to frighlen or chase them away. Failing that,
they will use all the resources available to them to destroy intruders
intelll on grave robbing.

The three ghosls can understand the curiosity and greed of the living.
bUI if the inlerlopers refuse 10 heed their first few warnings, Ihey will
use their limited powers 10 destroy them. Al some poinl, one or two
(one always stays to help guide the other defenders of the tomb) will
try 10 possess one or two of the adventurers. If possession is successful
the ghosts will use that person's body to attack the olher members of
the group. Only ghosts who used to be men of magic or psychics can
use magic powers or perfonn psionic allacks, bUI only if the body they
possess has such abilities.

Mummies
If the golem is defeated. the three ghosls disappear (Iurn invisible)

and, together. telekinetically remove the lid from four false sar
cophaguses. Inside each is a mummy, The mummies will attack anyOOdy
inside the burial chamber alld fight to their destruclion. Like the golem.
the mummies will not leave the chamb!:r.

Guardian stones
At the entrance, standing on little shelves cut into the Slone arc a

dozen. six inch tall. jade statues: four titans. four thunder lizards and
four gallll demons. Ailiweive arc guardian stones. They will aClivate
only to prevent grave robbers (characlers who have taken things from
the graves) from leaving. The stone monsters will kill anybody who
has plulldered the lombs. including thieves who try to steal Ihe jade
guardian statues. Apologies are nOI accepted. If a character steals. he
dies. If the Ihief has any obvious artifacts from any other part of the
catacombs. he will be asked to return them. Failure to comply means
the guardian stolle attacks. Each of the guardians will stand 9 feet (2.7
m) tall, have 140 hil points. spd. 14. natuml A.R. 14. three :Jllacks
per melee. 3D6 by bite. or 406 by claws or tail. arc +2 to strike,
parry and dodge.

Another Damn Quest &
Long Awaited Answers

There is only one thing that could appease Ihe Kings for being dis
turbed. The lasl king of their line was not buried in the royal tomb.
even though there is a place for his body. His challgeling corpse was
thrown into a gorge from the top of Ihe old falls. That was a long time
ago. The body of the last king drifted along the river and was never
recovered. It could lay buried under thousands of ycars of silt on the
bottom of the river.

If the group agrees to find and relurn what lillie of his skeleton may
remain. the ghosts will spare their lives and may grant them an additiollal
reward.

One way to find the body is a month long campaign of studying the
river in the gorge. and ancient maps to guess at where the bones are
now. and digging for them.



A Miler method is to show respect and work with the dead kings.
ll1e ghosts do not know how 10 help. but they do hold clues that can
be of help. FOf uample: Whenever a king was laid to rest. his family
or succesSOf ....ould be the last to leave lhe tomb. The new king would
often lea\e a tribute for the dead kmg in the tomb that 00 one else
.... oukl lnow about. ll1e Last King. Pn$lida XIII. placed his own
rune dagger. Bklethek. in the coffin with his father. King Prestida XII.
ll1e father .....iIl allow a psionic charxter(s) 10 open his sarrophagus
and objttl read the dagger.

ll1e ob)ttl read will indicate .....here the body is today. as well as the
foct that lings Prestlda XII and XIII "'ere both really changelings!
An:htc's theory IS correct. If An:hic does the object read. tears will
begm to stream down his face. He will slowly stand up and say in a
\'ery <>enous lone:. "We will find your Last Great King and put his soul
to rest I share your people's gnef:'

The rune dagger, awakened from its slumber. will plead with the
object reader and the ghosts to let it live. The ghost will keep it for the
lime being. but give it to the group if the adventurers are successful in
returnmg the rem,uns of the Last King.

,\nother way 10 lind the body is to somehow communicate with the
Spin! of the Last King. Unfortunah:ly, he wanders the enlire expanse
of the old Presuda Kingdom and may be difficult to contact. The three
ghOStS cannot lea\'e the catacombs and have no way of finding him. If
the phl>er group successfully contacts Prestida XIII he can help by
deSC'nbmg. in general terms, where his body is located. but not the
ellact location

A possible subplot: Nothmg comes easy. so if the Game Master
feels parucularly mISChlC\'OUS or ornery. the skeletal remains of the
l..aSl Ktng may be m the possession of some: nefarious fiend. An evil
Witch or Il.lzard or monster or dragon .... ho keeps the skeleton fOf" any
number of lWlsted or sentimental reasons. This can lead to an entire
night of ad\'enture. Yoor option.

Rewards
The group (or an individual) can choose 10 head for the hills once

the ghosts let them leave the catacombs. for lhey have no means to
pur-ue lhem. However. if the group succeeds. the kings will look upon
lhem wllh favor. They will give Bklcthek. the Rune Dagger. to Archie.
He 1Il tum will give it to one of the player characters (probably the
bralle~tllndfor most helpful person). In addition. the group will be given
a total of 15 Old Kingdom drJgon coins. each worth 5000 gold. If a
greedy character tries to steal anything else. he will be struck down
without mercy.

The ghosts will also offer a helpful warning and advice.

"Other SpIrits have told us of a danger to the world. Far to the
southeast. there is an island that hides from the rest of the .....orld. Here
a people once dreamt of creating a new kingdom. A kingdom of peace
and harmony. Somethmg evil has perverted that dream and. with time.
Will spread hatred and .....ar throughout the world. Stop its evil now.
IIohile It is In Its mfancy."

Turnmg to ArchIe. the eldest spirit §3YS.

"You more than an>' here understands the horror. Yoo Irnow!he way.
You ha\'e met the danger. Go to !he Island at the Edge of the World
and prevent hiSl:ory from repealing itself."

If nothing else brings Archie back to hIS senses. the events of this
adventure and the words of the dead kings will. 11le elf wizard will
suddenly realize that he has become too complacent with his life in
The Valley. He also realizes that the magic of The Crystal King and
Fonress has dulled his senses and crushed his sense of adventure. A
magic that controls and amputates the spiritual legs of all who live
there. Game Master Note: Whether Arehie and our player characters
go dircctly baek to The Valley to confront the Crystal King or first go
the Island at the Edge of the World is len entirely 10 lhe whim of lhe
players and you. the Game Master.
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Non-Player
.Characters (N.P.C.S)

The Eldest King
Name: Prestida III
Trur NllIlM': Unknown. forgotten.
Alignment: AnarchiSl: (selfish)
O.C.C. & Lc\'cl: Mind Magc 7th. Noble 15th
Ran: Ghost - looks human. Age: Looks to be about 60. Size: 8 ft
tall (2.6 m). Sex: Male.
AUributes: I.Q. 23. M.E. 29. M.A. 19. physical altributes are nQI

applicable. Hit Points: N/A. A.R.: Special (ghost-like. intangible)
Armour: N/A.
Bonuses: +9 vs psionic, + 14 vs insanity. + I vs magic.
Natural Abilities: In ghost form: fly 30. night vision 120 fl (36 m).

sec invisible. natural state is invisible. can pass through solid objccts
(including magical walls), tOlally inlangible - cannot be affected
by magic or physical allacks. vulnerable to psionics only.

l>sionics: 2 psionic attacks per melee. Master psionic (base save vs
psionics is 10. but include the appropriate bonus). all levels 1-10
abilities. 15th level proficiency. I.S.P.: 189

MagldClerical/Healing: None in ghost fOflTl.
Magk Kno..... ledge: None.
Magk Items/Weapons: Bonded to the CrySl:aI Golem.
Combat Abilities: None.
Weapons: None.
Skills of Note: N/A.
I'osse:ssions: None.
Ocscription: 1be three kings are the ghosts of ancient Pre.stida Kings.

1bey were all changelings and master psionics. All belooged to the
D.C.C. Noble and were good. compassionate and strong leaders.
Each of the kings lived a long life. especially by human standards
(1.50 to 250 years). They are trapped in the tomb. destined (doomed?)
to guard it through eternity. They will not allow anyone to defile
lhe contents of the family grnves. They can choose to Mentally
Possess Others in order to protcctthe tomb and help guide the other
protectors.

The Middle King
Name: Prest ida VB
True Name: Unknown. forgoHen,
Alignment: Unprincipled (selfish)
O.C.C. & Le\'el: Mind Mage 51h. Noble 12th
Race: Ghost - looks human, Age: Looks to be about 45. Size: 8 ft

tall (2.6 m), Sex: Male.
AUributes: I.Q. 14. M.E. 27, M.A. 23. physical attributes are not

applkable. Hit Points: N/A. A.R.: Special (ghost.l1ke. intangible)
Armour: N/A.
Bonuses: +8 vs psionic. + 12 vs insanity. + I vs magk.
Natural Abilitit'S: In ghost rorm: fly 30. night vision 120 ft (36 ml.

sec invisible. natural state is inviSIble. can pass through solid objects
(including magical walls). totally intangible - cannot be affected
by magic or physical attacks. vulnerable to psionics only.

Psionics: 2 psionic attacks per melee. Master psionic (base save ~s

psionics is 10. but include !he appropriate bonus). all levels 1·10
abilities. 12th level profiCiency. I.S.P.: 148

MagkfClerical/Healing: None in ghost fonn.
Magic Kno",-Iedge: None.
Magic Items/Weapons: None.
Combat Abilities: None.
Weapons: None.
Skills or Note: NfA.
Possessions: None.
Description: Same as the previous king.
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The Late King
Name: Prestida XII
True Name: Unknown. forgotten.
Alignment: Scrupulous
O.C.C. & Level: Mind Mage 7th. Noble 15th
Race: Ghost - looks human. Age: Looks 10 be about 80, Size: 8 fl

tall (2.6 m). Sex: Male.
Attributes: I.Q. 16. M.E. 27. M.A. IS, physical attributes are not
applicable. Hit Points: N/A. A.R.: Special (ghost-like. intangible)
Armour: N/A.
Bonuses: +8 vs psionic. + 12 vs insanity. + I vs magic.
Natural Abilities: In ghost form: fly 30. night vision 120 ft (36 m).

see invisible. oalural state is invisible. can pass through solid objects
(including magical walls), totally intangible - ClInnot be affected
by magic or physical attack. vulnerable [0 psionics only.

Psionics: 2 psionic attacks per melee. Master psionic (base save YS

psionics is 10. bUI include the appropriate bonus). all levels 1-10
abilities. 15th level proficiency I.S.P.: 147

MagidClericailHealing: None in ghost fonn.
Magic Knowledge: None.
Magic ItemslWeapons: None.
Combat Abilities: None.
Weapons: None.
Skills or Note: N/A.
Possessions: None.
Description: Fundamentally the same as the previous ghos!. The late

king was the father of the Last King and is the spokesman of the
three haunting ghosts. He was kind. compassionate. understanding.
forgiving and just. As a ghost. he longs to have the remains of his
son brought to rest with the other kings and family members.

The Last King
Name: Prcstida XIIl
True Name: Unknown. forgollen.
Alignment: Scrupulous
O.C.C. & Level: Mind Mage 7th. Noble 8th
Race: Ghost of a Changeling Age: looks to be about 30. Size: 6 ft tall

(1.8 m). Sex: Male.
AUributes: I.Q. 13, M.E. 26. M.A. 18. physical attributes arc not
applicable, Hit Points: NIA. A.H.: Special (ghost-like, intangible)
Armour: NIA.
Bonuses: +8 vs psionic. + II vs insanity, + I vs magic.
Natural Abilities: In ghost form: ny 30. night vision 120 ft (36 m).

see invisible. natural state is invisible, can pass through solid objects
(including magical walls). totally intangible _ cannot be affected
by magic or physical auacks, vulnerable to psionics only.

Psionics: 2 psionic attacks per melee, Master psionic (base save vs
psionics is 10. but include the appropriate bonus). level 1-8 abilities,
8th level proficiency. I.S.P.: 134.
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MagidClericaUHealing: None in ghost foml.
Magic Knowledge: None.
Magic ltemsfWeapons: None.
Combat Abilities: None.
Weapons: None.
Skills of Note: N/A.
Possessions: None.
Description: The last king is the ghost of the last Prcslida to rule the

kingdom. Shortly after his death. the Changeling Inquisitions and
Ihe destruction of the kingdom began. Hc was a changeling, master
psionic, and belonged 10 the O.c.c. Noble. He started his career
as a mind mage and swilched to the O.c.c. of Noble when he was
crowned king. He was a kind. caring and just leader who. in the
tradition of his family. worked to build a kingdom whcre all people
could live in harolDny.

The Last King died an unnatural and early death and is considered
only an 81h level noble (the other kings are considered 15th level).
Upon his death. a noble family of humans soughl to usurp the reign
of the Prestida family and instigated the great Changeling Inquisition.
Members of Ihis selfish family had suspected the Prestidas to be
changelings for many yean. but had no evidence. They seized upon
the dealh of the king and the public revelation that he was a changel
ing 10 their advanlage. It was they who crealed and spread the stories
aboulthe "human" Prestidas being assassinated and their identities
taken by evil changelings. It was they who sl3rted the changeling
wilCh hunt and mass elltcrminalion. They saw to il that all of the
remaining Prcstidas and their kin (all changelings) were tortured and
killed. To Ihe human family's dismay. they did nOI ellpeclthe anti
changeling frenzy 10 sweep the world. Nor did they imagine that il
would destroy the kingdom that Ihey had hoped to rule. As fate
would have it. history has forgotten the name of thc human family
who insligated Ihe tragedy; all of whom died in violent and terrible
ways.

Note: With his skeleton inlerred in the family tomb. Ihe ghost of the
last king will eventually follow his bones 10 the tomb and find demal
peace.

The Rune Dagger
Name: Bklelhek (pronounced Beh·kleh-thek)
Alignment: Unprincipled
Features of Note: I.Q. 14, female, blue-grey in color.
Powers of Note: In addition to the usual traits, indestructible, telepalhic

link with its owner. elc .. B1delhek also has four earth warlock
powers: Chameleon, rock 10 mud, wall of stone. and travel through
Slone. All are equal to a sixth level warlock in strenglh and il can
cast a total offour spells (in any combination or repelition) perday.

Damage: 406 and is considered a magic weapon.
Note: After OOסס,10 years stuck in a box. Bklelhek craves adventure.
This will cause her 10 suggesl foolish risks and to travel the world. The
dagger is reasonably honorable and lruslworthy.



To the Edge of the World

The Floenry Islands
and Beyond

One way or another. our heroes find their way to the southeastern
oceans. In all likelihood. this is the result of Ihe prodding from Ihc
ghosts at the Kings' Tombs and messages from magic pigeons. Archie
will confess that he has a friend, Noah, who is having some changeling
trouble on an island. He fails to mention thai Noah is a changeling or
anything about NO:lh's unusual powers (that will come later).

Their destination is Ihc Enry Island. This means they must travel
from Ihc Old Kingdom Moumains. through the Timiro Kingdom (see
Palladium RPG Book II: The Old Ones for details aboul this old
human kingdom) and book passage on a ship.

If Ihc group has not yet confronted the Crystal King, they should be
able 10 convince him 10 send them to the island on one of his Crystal
Quests. If they cannot convince hifllto do so. il may provoke a connict.

Another possibility is that they can head direclly 10 the island rather
than return to The Valley first. This is a dangerous decision because
the Cryslal King will find out and assume the worst. He will then send
two champions and six of his knighls 10 either return the traitors or kill
them.
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Alternately, the group could be surprised and magically whisked
away and plopped down on the coasl of Timiro ncar ,I wailing boat.
The caplain seems to recogni1.c them (well, alleasl Archie) and reports
that a priestess of Isis and Thoth has made arrangemems for his bool
to lake them to any place they want to go. He will also comment that
they should hun)' because they are already three days behind schedule.
Archie will mumblc something about interfering. know-it-all priestesses
(was that a name? Cassandra?) and old advcntures coming back 10 haunt
him. He thanks the captain for his patience and tells him they will set
sail tomorrow. The group will have one full day to purchase provisions.

Stories of strange storms. unusual migration palterns of sea monsters.
the oceans disappearing and the sea level dropping are prevalent among
the sailors of Timiro and the Land of the South Winds. The stories are
just now beginning 10 reach into lhe Old Kingdom and pl3ces like the
Town of a Dozen Fracts. The adwmUTer group will have heard many
of these wild slOries during 1he course of their advenlures. If they have
not, the crew of their chartered boat will gladly fill them in.

A score of magic pigeons will have flocked to Archie as soon as
he slepped oUlside ofThe Valley. He is not likely to divulge Ihecon1cnts
of lhe messages until the group is on its way at sea. The rea~on there



are so many pigeon messengers is because they were unable to fly into
the anti-magic zone of The Valley and have waited. in some cases. 20
years to deliver their message. All are from the same person. Noah.
The multitude of magic pigeons can !x: played for laughs by the a.M.
as well as providing infonnation to the group. Many are. "How are
you? I am fine" type messages. But the other half say things like:

"My friend. strange things are afoot. We need to talk. Come as soon
as you can

"Archie. [ need your help despemtely. Please. if you receive this
message. please come."

"We have grave troubles. I need your advice. Contact me."

'The oceans and sky arc being sucked beyond the Edge of the World.
Come!"

One even states; "The blackness at the edge of the world marches
toward us. Dark magic Ihreatens us aIL"

In addition. Archie will encourage the group 10 head south with him
because "There are some mailers there Ihat may need my attcntion."
But he will only encourage them after they have been to the tomb of
Ihe'kings.

Enry Island
Any number of adventures may transpire on their way to the Island

at the Edge of Ihe World. They may encounter pirates. sea serpents.
stonns, magic, monslers. and civil unrest. Or the trip may pass without
incident - jump right 10 the Edge of the World: it's up to the Game
Master and his/her players.

One definite stop will be at Enry Island. The ship will need to
reslock and the crew rest for at least one or twO days. Any repairs to
sails or the body of the vessel can be accomplished at this port. Archie
will probably want to explore the recently discovered ruins and civil
unrest may cause additional intrigue.

Enry Island once held the means to get to The Island at the Edge of
the World (Noah's Paradise) via a secret teleport circle created by
Archie. He mayor may not use the circle to take the group to the island
more quickly (il may have been discovered and destroyed). He is just
as likely to set sail by Ship in order to find time to think and see how
this part of the world has changed (remember. he's been stuck in The
Valley for 20 years).

Religions: Church of Light 50%. Church of Enlightenment 35%. Anti
Tholh cult 15%.

Main Ports: Pon Miro (70% ofimpons and exports) and Port ofTruth.
Political Divisions: There are now two separate church states on Enry

Island, North Enry is controlled by the Church of Light. and South
Enry is controlled by the Church of Enlightenment.

Affiliations: Nonh Enry is slill considered a self sufficient territory of
the Timiro Kingdom. South Enry is not recogni7..ed by the current
rulers of Timiro. Timiro does not involve itself with the government
of the island.

Government; Church State. The majority of the island is under the rule
of the High Priest of the Church of Light based in Port Miro. The
southwestern third of the island is under the control of the Church
of Enlightenment based in Pon of Truth.

Population: 65.000. 70% Human. 15% Other. 15% Orc Slaves.

The Recent History of Enry Island
The description of Enry Island as it appears in Adventures on the

High Seas is a bit out of date. The Yin-Slolh cultists eventually did
push Enry Island into a bloody civil war, but they failed to usurp any
power. The handiwork of the Yin-Sloth cultists was discovered and
rooted from the island. The pro-Thoth and anti-Thoth groups wcre able
to mediate their differences in order to cleanse their island of the evil
cultists.
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When the civil war was over. there were still major differences
between the two. Even mediators from Timiro tried to settle things.
but nothing worked. The one group could not tolerate or condone the
worship of "Thoth thc Decciver:' Although negotiations broke down.
the violence did not return. Instead. there has been a mostly amicable
separation of the two factions. Most of the fonner cultists have forsaken
the jungle gods to join the anti-Thoth cultists. and worship Ra and Isis.
These people have become members ofa new church called The Church
of Enlightenment. They have established themselves in the new city
of Port of Truth on the OPPOsite end of the island. Some of the anti-Thoth
cultists continued in their beliefs, and maintain their separation from
the Churches. However. the anti-Thoth cultists no longer hold allegiance
to Yin-Sloth. They are Anti-Thoth separatists. a distinctly militant subset
within the Church of Enlightcnment.

The Church of Light
Over the last thiny years. the Church of Light has Decn the dominant

political and religious force on the island. Although the Church of Light
still controls the largest city and the main pon. Port Miro and the
communities around that half of the island. their power has been di
minished. The Church of Light retains absolute control over the oldest.
most prosperous and largest seapon city on the island. Pon Miro.

The Church of Enlightenment
The Church of Enlightenment. also known as the Church of True

Light. has established a separate domain on the island. It has attempted
to rcnlove itself from the other two religious groups.

The priests and followcrs of the Church of Enlightenment worship
Ra and Isis. but hate and fear Thoth. They insist that Thoth is a dangerous
pretender who once associated with the Dreaded Old Ones. They blame
the recent increase of stonns at sea. lower water levels and most disasters
on the God of Wisdom. The main reason for the civil war and the
schism between the two churches is that the Church of Light dares 10
worship Thoth as part of their pantheon of gods.

The Church ministers quote the teachings of a visiting elf visionary
named Nona. who revealed many stanling things about Thoth and the
Gods of Light. These out of conteltt and misrepresented teachings of
the scholar/adventurer Nona. have becomc the precepts of their religion.
Nona arrived on their island 40 years ago. helped them eliminate the
violence that had plagued the island and helped them to reorganize their
church.

The philosophies and doctrines of the Church of Enlightcnment have
been at direct odds against the island founding families who arc the
followers of the Church of Light. In the last decade. hoth struggled
over control of the island. particularly Port Miro. The Enlightened ones
have recently removed themselves completely from the Church of Ugh!.
without violence, by establishing a separate Slate and a separate port
of their own. Their Port of Truth is located at the south end of the
island on the northeast edge of the Bay ofTranquility . It isonly navigable
by small oceangoing ships. which means it is unable 10 compete with
Port Miro for trade.

The Anli-Tholh Cult
There is also the Anti·Thoth cult, a militant branch of the Church

of Enlightenment which continues to worship elemental forces and
jungle gods. These worshipers loathe Thoth and all the gods of light
who would associate with the "Spawn of Magic and Evil" as they call
him. They try to convince people that the worship of Thoth. or any
god in the pantheon of the Church of Ught. is dangerous. These people
charge The Spawn of Magic and Evil with every crime, disaster or
atrocity imaginable. Among his most heinous crimes is his intervention
to save the changeling menace, allowing the Elf/Dwarfwars. associating
with evil forces (including the Old Ones) for selfish purposes. being
the corruptor of science. pervener of magic. keeper of rorbidden knowl
edge, and a host of others.



The"C fanatics are much more cautious since the destroction of the
Yin-Sloth cult. but they can be dangerous in the extreme. Any character
who IS SUspecied of working for lboth or of being a changeling may
be abducted. mugged or assassinated. Young Peter is a devout believer
In lboth and will be hardpressed to hold his tongue in Port Miro or
the Pon of Truth. Archie does not worship lboth. bul respectS him
greatly. TIllS could cause trouble for the group in general and get them
in the: mIddle of any number of arguments.

A br.tnch of the Anti-ThoIh Cult is a haven for pirates and assassins.
A safe house for such brigands is located at a run-down building on
the ~·:lIerfront In Port Miro. A SIgn on the building indicates il was
previously OCCUpIed by Nelson and Christian, Importers and Expor
lers If us cover is blown. all residents from the: safe house willscalter
to Other locations and may be impossible to trace.

Other Island Inhabitants
In addilion to the humanoid residents on the island. there are small

Jungle tribes of hytril. grimbor. and krel scsllered through Ihc wilder
ne!>S. The hytnl nmintain contact and rellllions with the humanoids and
sOl]letimes help them against the grimbor or in avoiding krel. The
grimbor are giant ape-like beings who tend to kcep to themselves.
Except for rogues. most grimbor will not attack humans unless they
are threatened. The people of the "civilized" ponion of the island occa
sionall) capture the grimbor to work as a slave labor force. fight in the
arena or to be exported to arenas and slavers on the mainland. 'The
feline I..rel tend to remain hidden from the humanoid populalions and
only hunt humanoids for spon when they enter the jungles. Many foolish
),oung couples and Island vislIon vanish in the jungles wilhout a tl1lCC.
falhng victIm to the carnivorous pleasures of the mi. NOlle: of these
Jun,1e people are affiliated with any of the: Ihree religious faetioos 00
the Island Sec: Palla(hum-s Monslers& Animals for- complete details
on these three rdCCS.
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West Mnn & Pirates
A few years ago. there was what was called The Piracy Pu~. An

effon organized by Timiro, South Winds. and the Western Empire to
eliminate rampant piracy. 1nc campaign worked for a while. eliminating
the pirate threat by as much as 50%. but as soon as the policing of the
trdde routes ceased. pirJcy returned in full force. Today Ihe pirates arc
liS thick as nies. plunder ships of all kinds and sizes.

Rumors among the Islands that suggest the ocean level itself is begin
ning to drop and that there is something terribly wrong in the south are

one. the last lime Ihis happened they losl seven men and 16 others were
wounded. Secondly. Archie is an outsider and not wonh the effon.
They offer their condolences and Iellve. Nobody will lift a finger to
help, other than a group of b:mdits who will try to mug the group when
they go into the jungle.

The group is now faced with rescuing Archie from the grip of a
nightmarish monster. The creature can be Yin-Sloth the Terrible (or
somelhing like him), Pith Ihe snake god (or a snake-like monster). Tark
the: Spider Goddess (or spider monSlers) or some OIher slime covered.
multi-tentacled thing. After fighling this creature and/or its minions,
the group discovers that Archie was DC\'er its eaplh·e. but they may
save some innocent villager. When the:y get back to to.....n. they find
Archie comfonable in bed. Oh. )'cs, he saw the monslCr(S) and il nearly
had him. but he was able to teleport out of harms way and popped back
into town to get some rest. Where ha\'e !hey been? They \ook like
they've been br.twling.

Ancient Ruins
At the center of the island. m an area of jungle recently cleared for

farmmg. stone ruins ha\"e been dIscovered. Several Greek/Roman style
bulldmg ha\'e been excavated along with a large stone pyramid. 1be
local~ believe them 10 have once been pan of a temple complex for the
worshipers of Yin-Sloth and/or other jungle gods. However. Archie
will recogniJ.c them as being identical to the ancient ruins found on the
islands at the Edge of the World. The ruins can be examined. butthere's
not a lot to be discovered about them. Archie will be stanled to find a
m:lp of West Mnn and otherwise uncharted islands south of West Mnn.
The map :llso shows the Edge of the World.

Sub·Plot Ideas for Adventure on Enry
As if our adventurers haven't run into enough trouble already, they

o\'emear a pair of scoundrels talking about an assassination or kidnap.
plllg plot against the head of the Churc:h or Ughl. 'The plot may be
IIlstigated by Yin-Slolh cultists seeking revenge. over-zealous Anti
1bot:h cultIsts. or pirates who think lhey can command a big ransom
for the spintualleadcr. If !he advenlurers try to learn more or warn !he
Church. they Will inevitably become embroiled in !he entire sordid
affaIr G ,M .s. this should be a mlllor adventure without serious COfI5e

quences. Archie will avoid involvement and go off to srody lhe ruins
some more. Or maybe !he Yin·Sloth Cultists are trying 10 make it look
like The Church or Enlightenmenl is responsible to renew the civil_.

Al10Iher ~ide-adventure could involve jungle gods. A hytril informs
the authorities that a horrible creature appeared at the site of the pyramid
nllns JUSt as the full moon reached its zenith. The authorities regret to
inform the adventurer group that this monster has captured their friend.
Archie. From past experience Ihey know th:lt Archie will be used in
some son of magic sacrificial ceremony the next night and the monster
will disappear. The authorilies refuse: to help rescue Archie because.
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most common among the pirate community, and therefore, generally
disregarded by proper folic But then again. the pirates arc the most
knowledgeable about the southern seas, and they may know more than
Ihe landlubbers who discount their words.

The Free I)ort of West Mnn, on the southernmost island of the Floenry
chain. is a pirate haven (see full description in Palladium RPG Book
III: High Seas. pp. 169·170). II is one of the few places where the
word of buccaneers, filibusters, and freebooters are treated, if not with
respect. at least without contempt.

Captain Kirsten is a notorious lady pirate who operates in and
around the Floenry Islands. She has recently been recruited to join the
infamous League or Pirates based somewhere around West Mnn. In
Hmicipation of her fUlUre captaincy within the League, she has been
studiously gathering information about trade routes. schedules. and the
traffic patterns of the merchants and crews that dock at the Pon of
Truth on Enry Island. In return for this information. she provides her
informants with forbidden goods and a market for otherwise unsalable
items.

The League of Pirates is a small group of elltremely secretive and
sut<:essful pirate crews. They have their own secret base of operations
located at West Mnn and terrorize the entire southeastern ocean. The
League is controlled by a notorious pirate from Ihe Western Empire
known as Captain Goldthirst. Kirsten is supposed to contact the League
in West Mnn where she is to meet with an emissary from the League.
Once II year, a League ship docks at the Port of Truth only long enough
to get a quick report from its current spy. Naturally. the League ship
would fiy false colors and log false ports of call on its itinerary.

The League will have at least twO pirate spies stationed in Enry.
Totugo. and West Mnn at all times. The League uses the pirates stationed
al West Mnn to communicate between ships. Every League ship is
required to dock at Free Pon once every few months. unless it is on a
special mission. At least one ship from the League will visit West Mnn
every two weeks.

No merchant captain is likely to hire out his ship on a voyage to the
south. Most sailors avoid The Edge of the World. Any ship the characters
may hire from West Mnn that is willing to travel south is most likely
a pirate ship. Of course, hiring a new ship and crew should not be
necessary unless their ship has been damaged in some way. Their crew
isn '1 thrilled about heading toward Ihe edge, but the priestess who hired
them paid triple. and they are sailors who live up to their word (a rarity
in these waters). On the other hand. being attacked by pirates. especially
this far south. is a very real danger.

South Ring
The Secret Base of The League of Pirates

South Ring was a barren island not listed on most maps. Twelve
years ago, Captain Goldthirst and his crew discovered the island and
made it the base of their piracy operation. The League of Pirates consists
of many captains who escaped The Purge. Other pirates either ned to
other parts of the world or were eliminated during The Piracy Purge.
As a result, the League has some of the most ellperienced and most
knowledgeable pirates in the south seas.

Only the League knows the location of South Ring. Travelling at
good speed (6 mph), most ships could reach South Ring in a lillie over
two days (50 hours). But it would be very hard for any other ship to
find South Ring. Other sailors may have heard of it. but few have
actually seen il. Besides. few sailors want to travel that close to the
Edge of the World.

It was an uninhabited atoll with a large. pleasant lagoon. Goldthirst
decreed that South Ring was to be a safe haven, to be used only for
rest and relallation and a place to hide. Later. he and the other captains
decided it should be used exclusively by the captains. There are only
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two buildings on South Ring and a small farming region. The two
buildings are: I) a captains' meeting hall where captains from the
various ships can meet with no possibility of the crewmen overhearing,
and 2) a lady's residence where women and some families who work
the farms reside. Wild plants provide the pirates with fresh fruit and
vegetables. It should be noted that many of the ladies do not remain
on the island by choice, but are kept as slaves by Goldthirst and his
men. Any women captured by League ships are taken to South Ring
and added to the slave stock. Men and troublemakers are usually put
to death. Goldthirst has little compassion for his slaves and new ones
can always be captured.

There are no weapons or buried treasure on South Ring. There is no
need for defenses on the island since no one but the League knows it
ellists and no other ships have come close to finding il. The ladies farnl
the land, raise a few famlyard animals, and serve the pirates as they
demand.

If the player characters arc smart, they will avoid this island. Any
attempt before or after the events that take place on The Island at the
End of the World can only lead to a bloody connict with pirates. Of
course any character of a good alignment who learns of these poor
slave women's plight will feel compelled to save them. Yet another
avenue for adventure on the high seas.

The Enry Island Assassin
Name: Thadeus
True Name: Dahmoel Mikail Levard
Alignment: Anarchist
O.C.C. & Level: 6th level Priest
Race: Human. Age: 35, Size: 5 feet. 6 inches tall (1.68 m). 145 Ibs
(65 kg), Sex: Male.
Attributes: I.Q. 15. M.E. 10. M.A. 20, P.S. 9, P.P. 21. P.E. 10.
P.B, 22. Spd. 16
Hil Points: 34
Armour: None.
Bonuses: None.
Natural Abilities: TrustJintimidate 60%, chamtlimprcss 60%,
Psionics: None.
Magic: 6 spells per day. 2 per melee. sense evil 40%. sense enchantment

30%. + I save vs magic. + I spell strength.
Magic Knowledge: Water to wine. chameleon, rock to mud, phantom.

animate plants, encase object in stone.
Magic Items/Weapons: None.
Combat Abilities: Hand to hand: soldier. + 3 parry/dodge, +3 to

damage. 3 attacks per melee. W.P. blow pipe (+ 3 to strike. 4 mte
off'ire). W.P. knives (+2 strike. +2 parry. +3 throw). W.P. sling
(+ 3 strike. 5 rate of fire).

Weapons: Blow pipe and a dozen dans with a variety of poisons.
Special Items: 4 darts tipped with blackroot poison. Blackroot poison
can only be made from the "blackroot" bush which only grows in
the Yin-Sloth jungle. However. there arc a few blackroot bushes on
Enry Island growing in the jungle near the ruins. The plants were
brought to Enry by Yin-Sloth cultists. The production of blackroot
poison is fatal! Thadeus did not make the poison. but acquired the
dans through a member of the anti·Thoth cult.

Skills of Note: Disguise 45%115%, identify plants/fruit 48%/50%.
prowl 50%. use poison 56%. read/write 90%. medical 78%/82%,
demon and devil lore 90%. recognize poison 58%. religious doctrine
(church of light, anti-thoth cult. church of the seven waters. elemen
talism, and others) 88%, sailing 56%, sense of direction 80%. swim
75%, faerie lore 40%. imitate voices 32%. speak faerie 60%. speak
elven 60%.

Possessions: None aside from his weapons and his clothes.
Desuiption: Very good looking. slim. 35 year old human male. He

is extremely dellterous and quick. He dresses modestly as a priest.
but will also be seen in very nondescript peasant garb.



Allhough on the shon side and physically below average (weak
but extremely agile). he has an intimidating and channing presence.
He is .lso reasonably intelligent. He is commilled to the removal
of1llOth from the pantheon of the Church of Light. He is very easy
going. but fanatical about religious dcxlrines and will only talk to
people wbo are willing to discuss the vanous r;:hurches of the south.
In conversattOn, he will discuss boch sKIes of the Thoth debate.
although he will ne\'er let on that he supports the anti-1bolh camp.
He believes that. in the long run. his mission will bring the Church
of Light back together. Although ..ery chanTllng and allrncth'e to
the lathes, he has no friends because they get tired of his fanaticism
o\'er doctnne and they eventually can't stand talking to him.

The assassination of the leader of the church was not his own
idea. but a powerful hypnotk suggestion Implanted in him long ago
(before he became a priest for the Church of Light) by an operative
of the League of Ptrates. He originally intended to become a priest
in the Church of Enlightenment, but the League was able to direct
him along another path.

Captain Kirsten
Name: Kirsten
True Name: Kirsten Timiro
Alignment: Anarchist
O.C.C. & ~\'el: 7th level pirate
Rll«: Human, Age: 30. Size: S feet, 10 inches tall (1.78 m). 131 Ibs
(S9 kg), Sex: Female.
Attributes: I,Q IS, M.E. 8. MA. 20, P.S. 14, P.P. IS. P.E. 8, P B.
22. Spd 10
Hit Points: l4
Armour: LIght types
Bonuses: None.
Natural Abllittes: Trust/intimidate ~, channfimpress 60%.
Psklnics: None.
MagidClericallHealing: None OIncr than weapons.
Magic Kno,,-Itdge: None.
Combat Abilities: Hand to hand; pirnte. + 3 pany/dodge. + 3 to dam

age, 3 attacks per melee. W.P. blow pipe (+3 to strike. 4 rate of
fire), W.P. knives. W.P. shan sword, W.P. targeting. W,P. paired
weapons.

Magic Items/Weapons: Chameleon cloak. and boots of speed. Six
magic daggers (one invisible. one eternully ShllflJ. one turns holder
fire resistant. 3 return to wielder) and a magic cutlass (naming
sword).

Other WfllPOns or Note: Blow pipe lind a oozen dans with a variety
of poisons and II. blackjack.

Skills or Not.. : Speak southern 99%. read/write southern 78%, speak
el\·en. facne and western 85%, speak eastern 75%, locale secret
companmcnts and doon 24%, palming SI%. pick pockets 29'1:,
Sklght of hand 32%. use poison 48%. astronomy 72%. fishing 66%.
general repair 4~/46"', recognize polson 54%. recognize weapon
quality S9%. rope works 7S<;I:/5O%. salling 76%, sense of direction
90'1>, sign language 56l1:. swim 95%.

PllSStsSions: 7S.000 in high quality gems and 1,500 in gold.
Desc::riptiorl: Extremely allractive, 1.311. and athlelic JO.)earold woman.

She iscxtn:mely lithe on her feet. In addition. she has an intimidating
and channlllg ~nee and is rnlher llltelligent and resourceful.
KU'sten ~orks only for herself.

The Leader of the League of Pirates
Name: Captain Goldthirst
True Name: "lynn Sandcaster
AHgnlll~nl: Aberrant
O.C,C. & level: 12th Pirntc.
Rac~: Human. from the Western Empire Age: 5S, Size: 6 ft 2 in tall
(1.88 m). 220 Ibs (99 kg). Self: Male.
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,'Ti ,
Attributes: I.Q. 12. P E. 12.
P.B. 10. Spd. 8
nit Points: 49
Armour: Studded Leather of Iron. A.R. IS. S.D.C. 60.
Bonuses: None of note.
Natural Abilities: None.
Psionics: None.
MagidClerical/Healing: None.
Magic Knowledge: None.
Magic Items/Weapons: Simple rune ~hon sword. 406 damage, aber·

rant alignment. dark red.
Combat Abilities: Hand to hand: mercenary, W.P. knive~, W.P. shon

sword. W.P. paired weapons. W.P. grappling hook.
Other Weapons or Note: Gnmoor warclub. and a pair of daggers.
Skills or Note: Read/write western 96%, speak weSlern, southern. ea~t

em. northern and eh'en 99%. concealment IS%, disguise 429:/12%,
forgery 95t;tJ55%, locate secret companmentSldoors 76'1, me<hcal
65%/69%. palming 38%. pick locks 75'1-. pick pockets 70'l, pro~l

S2%. scale walls 29'l-. use poison 96%. astronomy 98'.1. fishing
30%. general repair 91'1- 88%. recognize poison 99'l:. recognu.e
precious metals and stones 86%. recognize weapon quality 89'1-.
rope works 99'l:J8O'l-, sailing 99%. sculptlwhillk IS':I:, sense of
dIrection 99%. sign language 21%. sing 35%, swim 99'l-

Possessions: Gold Fin. a Corsair shIp from BizanlJum and its cargo
which includes the equivalent of a mIllion gold pieces in gold bullion.
gold pieces. jewelry, and gems. The gold jewc.lry alone that
Goldthirst typically wears is valued at 15,000 gold pieces. The Gold
Fin mes Goldthirst's private Oag. a white skull on a black field.
The skull has a patch over one eye socket. and a western 100 gold
piece over The other eye socket. Goldthirst has an additional six
million gold distributed al banks in Free Pon. Timiroand the WeSlem
Empire under assumed names.

Descriplion: Goldthirst is the leader of the League of Pirones. He
commands eight other pi ....,!tc captains and their crews. Most are
extremely loyal to Goldthirst and the League. He has alsoe~tablished

a code of piracy that all captains and sailors of the Leugue ure sworn
to uphold. 1ne primary reason for the code is s«recy.

Goldthirst. or ITI<lfe properly. Flynn is an elt·merchanl from the
Western Empire who turned to pimey after his own ~hlp and cargo
were .stolen and h( was demoted and beaten. That panlcular cargo
was a vast sum of gold that was important in a treat) belllS negOliall'1f
between the Western EmpIre and Timiro. Before that e\'enl. Flynn
was one of the most trusted of the Western merchant caplalll~ and
often gained government contrxts because of the speed of hIS shrp
and the efftC'iency and reliability of his service. Since then he has
tfa\'elkd the world striking mainly at ships known to be carrying
gold or whose nag is that of the Western Empire. 'The pirone caplllln
is notorious around the world and all nations woold pay a great deal
to see him hang. The Western Empire has offered a boomy of one
million gold if he is brought to the Empire alive!

Goldthirst was an extremely athletic, agile and strong young man.
but he has grown a bit soft in his old age. He is now a little
overweight, but not obese, and i~ still reasonably strong. He b 55
years old. has long grey hair :md 1I full beard. He wears lots of gold
jewelry.



The Island at the Edge
of the World
The Approach by Sea

More than likely. thc group will approach the Edge of the World
from on board a ship. When they arc about a hundred miles (160 km)
away. they will begin to sec a distinct change in Ihe southern horizon.
The sky is shades of dark blue and grey. with large grey clouds and a
jet black wall of energy spans the horizon.

It will take a full day to approach the darkness. Even at a good and
constant speed of6 mph (10 kmph) they are still 16 hours away from
the,edge.

The "Edge of the World" is Ihc black wall thai spans the horizon
from east to wesl. There is no break in the wall nor change or discol
oration - only ellen blackness as far at the eye can see. The adventurers
will realize thai 10 see the wall from such a distance. thaI it must be
huge. As one approaches. he is able to make out a maelstrom of light
and dark and colors, weaving in and out and across the field ofblackness.

The maelstrom is immediately fatal to anything alive that enters it.
Everything it touches is said to be broken down into its elemental
components and those componems become pan of the maelstrom.
(G.M. Note: To illustrate this, the Game Master may want to have a
small shipor sea monster get sucked into the wall and be disintegrated).
Clouds spit forth lightning as if in protest to being swallowed by the
insidious energy wall. Pulses of flashing red and orange break the
darkness of the wall as if Ii volcano flared for just a moment and then
was smothered by the unnatural blackness. The air, the ocean waters,
the fish and all thal exists below the waves are slowly drawn into the
maelstrom. A primordial blend of air. fire. water and earth seem to
compose the living blackness. The energy wall reaches from the floor
of the ocean and seems to stretch into the cold darkness of space. fifty
miles (80 km) into the sky. Furthennore. it encircles the entire lower
portion of the world: if there is any remnant of the world beyond the
black abyss,

The crew, especially if they are not seasoned sailors. are likely to
panic as they ride toward the devastating maelstrom. Their hair and the
sails will be blown by slOnn winds. Settling the crew down and helping
with the sails should take the adventurers' minds off what they may be
getting themselves into.

Archie has seen the Edge of the World before and the sight is always
breathtaking, but this time the wall is differenl. He will simply stand
at the ship's rail transfixed by the frightening vision before him. If the
characters try to speak to him, it will be obvious that he is either lost
in thought, or possibly psionically communicating with someone. He
will absent-mindedly draw his crystal sword and activate it. If nothing
else. the sword gives him a bonus to save 'IS psionic attacks. If the
char-Jcters persist in bothering Archie. the most he is likely to say is
something like: "It's wrong. All wrong. It has never Deen like this.
Never devouring everything. It just doesn't make any sense. Why didn't
he (Noah) tell me what was happening."

The black cnergy wall at the Edge of the World has existed as long
as recorded history can account for. Legend says that the wall appeared
when the Great Old Ones were put to slccp. Some have suggested that
beyond the wall is the place where the Old Ones slumber. Others believe
that the wall is a manifestation of the slumbering evil monsters. What·
ever it is, any who go too near are sucked in and disintegrated. None
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have touched it and lived. No magic can dispel it and none have ever
gone to the other side and returned (presumably there is nothing on the
other side). For this reason the wall at the Edge of the World is avoided.
Few seafaring men speak of it. Superstition warns that to talk about
the wall is to jinx one's vessel and bring disaster. Few land dwellers
know anything about it. There are no land masses near it and any islands
beyond thc Floenry Island chain are uncharted.

Archie has been. to Noah's uncharted islands and has seen the energy
wall many times. Once, he even travelled within ten miles (16 km) of
il. Always it has been a silent expanse of mystic energy that only
responded to intrusion. Something has changcd that. Somehow the wall
has become an aClive force, inching forward and slowly devouring the
oceans and sky, A force that if left unchecked. might devourthe planet!
A chill runs through Archie's very soul. For the moment, he says
nothing to panic his companions. bUI resolves to find a way 10 stop it
or die trying.

The elf wizard will be so disturbed by the appearance of the wall
that he will nOI remember 10 completely brief the charJctcrs and crew
about the island they are heading towards. The only thing on his mind
is gelling to the castlc and talking to Noah. That's all he is likely to
tell the characters.

Uncharted Islands
As the ship gets much closer (less than 30 miles/48 km away). a

group of islands, silhouetted against the blackness, becomc visible. The
so-called Island at the Edgc of the World is the last of a chain of several
small, closely spaced islands, The two main bodies are The Island or
Ruins and Noah's Paradise (the last in the chain). Approximately 30
liny islands are sCllllered around the two main islands. None are larger
Ihan a mile in diameter and some are lillie more than rocky outcroppings
thrcc hundred fcct (91 m) across, Most are completely unpopulated and
offer Iimiled expansion opportunity for the fUlUre. The tiniest have lillie
or no vegetation or animal life.

The Island of Ruins
The first island seen by ship will be the Island or Ruins. It is the

northernmost and largest of the islands. Noah's Paradise is the soUlh~

ernmost of the two main islands and may not be visible depending on
thc angle of the ship's approach. Noah's Paradise lies 20 miles (32 km)
southwest of the Island of Ruins and is barely visible from the north.

The Island of Ruins is rocky, hilly, and parts of it are covered by a
thin tropical forest. It gets its name from Ihe toppled. ancient. alien.
stone buildings and structures that cover its surface. Noah, Archie and
the island's inhabitants suspect the ruins are the creation of olherworldly
visilors from another dimension. The siu and design of the buildings
suggest that they were humanoids. but the design is not of any known
from the Palladium World. The few skeletal remains discovered appear
to be human, but it is impossible to tell whether they were the builders
of the ancient city or later day pirates.

Among the ruins is a stone pyramid identical to the one on Enry
Island. This means that our heroes may (probably inadvertently) use
the pyramid on Enry Island to teleport to the pyramid located on The
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Island of Ruins. Likewise. this pyramid can be used to Iclcpon back
to Enry Island. providing that the group figures out how to use the
structures. Sta.-y Editor's Note: The ruins are aClually the handiwork
of ancient Atlanteans who escaped the deslnlclion of their continent by
dimensionally warping from Eanh 10 the Palladium World. They lived
on the island for 500 years before falling 10 a plague carried to them
by seafaring marauden. 1be plague also explains why there are few
bodies. since most of the <ieeeased were cremated in a futile attempl
to SlOp the spread of infection.

Noah's Paradise
Noah's Paradise is a tropical paradise. It is surrounded by sandy

beaches and beautiful turquoise lagoons. A lush tropical forest covers
the majority of the land. On the western side of the island is a rock
prominence that breaks the otherwise smooth line of the beach. Atop
the prominence stands. tall castle keep built from cut blocks of volcanic
rock. The island extends aboul 12 miles (20 km) from east 10 .....est,
and about 6 miles (10 km) north to south.

If travelling via the leleportalion circle from Enry island, it .....iII place
them inside the: basemenl of the castle. Archie knows exactly .....here
he is and he'lI escon lhem upstairs to the pleasanl insides of the caslle.
If the group has used magic to reach the islands. the black energy wall
10 the south will be a bit less evident. bul it will be far more unseuJing
when lhey finally see it. They haven'l had lime 10 see it from a distance
andgct used to it; from this island the wall fills one part of the horizon.

If they have arrived by Ship, Archie will direct the crew 10 anchor
it near the castle on Noah's PanKlise. Small rowboats and/or magic
night will be used to ferry the characters and crew to the island. Archie
will gather the members oflhe group and lead everyone to Noah's caslle.

Since the colony originally Slarted on the eastern end of the island,
that is where most of the buildings are found. The central community
covers an area of about 3 square miles (8 square km), with a population
of about one person per acre (250 people per square km). Buildings
are all hut-like struClures composed mainly of slurdy branches and large
leaves; some of which are quile extensive. Although they appear very
temporary, the buildings are strOng and durable. The only structures
one would consider substantial are the amphitheater and Noah's castle.
both constructed completely from stone. The amphitheater is actually
the only example of the ancient ruins that is like those found on the
Island of Ruins. It has been rebuilt and is located in the center of the
main community.

The island itself is poor in minerals. The lowlands are composed
mainly of sand. sandstone. and limestone. The highlands are composed
of volcanic rock and extremely rich soil (used predominantly for fann
land). There are two important resources that are totally absent. The
first is metals. Without metal. there is a general scarcity of melal ilems
and many crafts are impossible. The second is hard wood. This means
these raw materials must be imported. It is difficult [0 impon such
items without giving away the island's position. so they mainly do
without. This has prevented the coloniSIS from building more substantial
structures and implements. It has also prevented them from building
oceangoing vessels. The largest boals the colony uses are canoes. Many
innovative designs for canoes exist. but the mosl common is the outrig
ger. the double hull and the triple hulled canoes. l11e typical canoe
also mounts a sail. l11e boats are used for Il1lnsport between the islands
and for fishing.

The Plantations

Tbe fertile soil and excellent climate on the island ha\'e allo.....ed the
inhabitanlS 10 grow jusl about anything they mighl desire. Tbe central
third of the island was designaled as the agriculrural zone. This area
comprises approximately 20 square miles (51 square km). Most of the
original colonislS chose to live off !he abundant fruits of lhe island.
Life was extremely easy, and the colonislS were freed from the hard



labor they were used to back on the mainland. As more colonists arrived
and the facilities of the community grew ITIOfe extensive. the need to
establish farms became e"'ldenl.

The Amphitheater

The Amphitheater IS localed in the center of the Colony. It IS an
anclenl structure that was probably built at the same time as the other
rum). Nothing is known about the builders o( the ruins. but they seem
to have been distributed across theentire Aoenry chain and these distant.
southern Islands. The Tristine Chronicles menlions stone magic and
pyramids. butlhere is no indication about who the creators/users might
have been.

Trouble in Paradise
Noah greets Archie With a hug and the group with a warm smile and

handshakes. Any friends of Arehie's are welcome in his home. Noah
IIppears to be a very old and not panlcularly handsome elf. Although
he IS o~)\"lousl) delighted 10 see his friend. he IS also very distressed
about somethmg.

For the sake of the player characters. Noah explains that he had
organized a peace(ullsland community. 11llS communlty had prospered
(or 20 lean. until a war-like mage arrived. This vile character. who
calls himself Lord Ani. has created great dissension among the people
Hod has turned the once peace.loving community into a divided camp
of would-he-conquerors and pacifists. Noah leads the pacifists. while
the evil mage has established a military compound on the Island of
Rums. He has learned that Axel plans to invade the Floenry Islands.
The gentle elf fean this is only the first step in a scheme of wide spread
conquest and needs theIr help to stop him.

Whal aboul Ihe black Willi al the edge?

Noah and the residents of Noah's Paradise are not at all intimidated
by being so near the edge. They have been watching the edge: approach
them for five years now, but it is moving so slowly. (less than half a
mile in five yean) that there's plenty of time to worry about it later.
Noah IS so cavalier about the edge mat the adventurer group may well
believe II IS not a danger they should .....orry aboul. One cannot see it
movmg towards them and the general disregard of it by all the island
mhabltants should dispel their fears.

The islanders have a more immediate problem closer to home. This
paradise has a snake in it. Lord Axel. He has been causing unrest
among the islanders since his arrival six years ago. Lord Axel preaches
that the Island is a prison and its people must rise and free themselves
from its confines. In Axel's opinion. Noah's Paradise is a gilded cage
that breeds acceptance of a pitiful existence in seclusion from the rest
of the world. From Lord Axel's point of view. the pretly island has no
substance. He and his followers plan on magically invading the Floenry
Islands and conquering them as their kingdom. Noah fean this will
only bring misfortune 10 them all and cause many deaths.

Archie and Noah need to talk. think and plan. The will politely
excuse themselves. It will be several days before they will be ready to
meet with the entire group and share their thoughts with them. The
player group will be told to relllJt and enjoy the hospitality of the island.
They are free to wander wherever they please.

The Island's True I'ace

This place is indeed a tropical paradise. Beautiful flowering plants
blossom everywhere. palm trees and ferns softly flutter in the wind.
There are no mosquitos and few pestering insects. The people seem to
be from all walks of life and include all manner of beings. Even a few
changelings walk the streets without worry. The inhabitanlsare pleasant.
gentle. and kind. All speak about peace. generosity and scbolarly pur
suits. They fear Lord Axel and express great consternation that so many
of their brothers (they tend to call everybody brolher. including the
adventurers) have been so easily swayed to join him. They are clearly
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anti-war and may question obvious warriors among the pla}ercharacters
as to why they are so drawn to violence and murder None of these
diSCUSSions are OIeant to be accusatory and the quesuoncr will apologize
for any offense he may have caused.

The pleasures of the island are simple: long sandy beaches for sun
bathing. swimming. surfing. and fishing. lush forests. preuy ladies.
and laughter filled gathering places. Every mght there is dancmg. sing-



ing, poetry, acrobatics. juggling, and theater. There is no booze served
on the island although there is a delicious fruit punch that seems into
xicating (actually it's just the splendor and joy of the people that is so
contagious).

It is only after a day or two that the characten will make a discovery
that will putlhe danger of Ihe hatemonger, Lord Axel, into a terrifying
new perspective.

The player characten are likely to make friends quickly. Let's say
they meet an elf. named Sheila. After a rousing night of campfire
dancing and singing they become friends (perhaps more). The next
afternoon, the characters go looking for their friend only to discover
she is nowhere to be found. Finally. a huge wolfen greets them like
an old friend. "How are you today? You look well rested." When asked
if they have ever met before, the wolfen replies with a toothy smile,
"Of course. we have! We danced the night away. Oh. I see. You're

not .. ." Suddenly. the wolfen begins to transform and takes the
shape of the elf. Sheila. "I just felt more burly and wolfish today." She
winks, turns back into the wolfen and says, as she trOis away, "We're
changelings, silly. Well. most of us anyway. See you later."

~irtually the entire population is changeling. Only 5% are not. This
is one aspect of the island that Archie and Noah failed to mention. It
wasn't meant as a secret, it was just overlooked. Nobody on the island
will mention being a changeling because they don't think about it.
because most everybody on the island is one. They will simply assume
that the adventurers are changelings themselves or sympathetic to their
kind. Changelings, when free and not concerned about persecution by
rlon-changeJirlgs, will change their appearance like humans change
clothes.

Noah and Lord Axel are also changelings. This also means that the
islanders who have joined the evil wizard are all changelings! Axel's
plans for invasion coupled with all of their recent adventures involving
changelings, the Tristine Chronicles and the warnings from the ghosts,
carl only make the characters wonder if this could be the beginning of
the changeling's revenge and the end of the world! If they don't make
this observation. Archie or Pcter (Archie's son from the Valley) will.
At some point Archie may even reveal something like,

'"I helped Noah establish this place, you know. It seemed like a
good idea at the time. Not all changelings are evil or crave revenge.
Noah's my best friend. He thoughl it would be wonderful to give
changelings a place where they could live in peace. That such peace
would help temper their anger and pain. When we discovered these
islands so far away from other people, it seemed like a dream come
true. A paradise. By the gods! What's happening here!!"

Archie is concerned about Ihe threat Lord Axel represents, but remains
unusually preoccupied with the black wall at the Edge of the World.
He'll mutter about the lowering of water levels and that the wall "should
not be devouring our world." He willtcll his companions that the black
wall of energy has always been at the Edge of the World, but that it
has never drained the oceans or swallowed the skies. Some incredible
evil is afoot. Something unknown, because no sorcerer in the known
world possesses mystic knowledge like this, According to Archie, this
is the power of an Old One or a creature from the Time of a Thousand
Magics. He']] rule out Sclsesstissan because that creature has only
recently been awakened, but perhaps somebody like him. Noah is at a
complete loss. Other than Lord Axel. there haven't been many new
arrivals in the laSI six. years. None of them have the power to influence
the energy wall and even Axel does not possess that kind of power (or
docs he?).

The History of Noah's Paradise
Noah and Archie are old friends who have travelled together on many

greal adventures. Each ha.~ earned the other's trust. respect and love a
hundred times over. For years Noah had a dream to build a kingdom
where changelings could live free from the pointing fingers and
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frightened Whispers of non-changelings. A place where they could be
themselves, free of reprisal.

Noah and Archie found the islands at the Edge of the World during
one of Iheir sojourns. The location was perfect and the two SCI about
to make Noah's dream a reality. Noah organized everything for the
colony and established the way stations and teleport circles on Enry
Island and South Ring. Archie was responsible for recruiting changelings
from around the world and helping them get to Enry Island. The elf
also made it his personal goal to uncover as much of the "true" changel
ing history as he could.

Noah started with a group of a few dozen changelings, but this
number quickly grew. At first, many were skeptical, but after they
visited the island and saw that the promises were true, they sent word
for others to follow. From timc to time. Archie, Noah and other recruiters
would go off in search of these. and help them get to the Enry Island
way station,

After a few years. Archie, the etcrnal wanderer, longed for adventure
and the two friends parted company. Noah stayed behind to continue
to breathe life into his dream. He decided to step down as the sole ruler
of the community and a council of elders was established as the govern
ing body. Noah was unanimously elected as an honored council member.
Few fonnallaws had been established. although the eldcr council met
regularly to resolve disputes and to establish certain guidelines.

As the changeling community grew to nearly ]()(X), the e1dcrs dccided
that active recruiting should cease. Noah was one of the few who
disagreed with this action. The council then decided that no changeling
should be allowed to return to the mainland. They feared that travelers
might inadvertently reveal the existence of their community to those
who would destroy them, Noah objected strongly and lhe vote was
narrowly defeated. Unfortunately, this created a rift between Noah and
many of the elders. A few years later, the decision was made that the
way station on Enry Island was a security threal. The encampments on
Enry Island and South Ring were closed down. New arrivals and the
departure of citizens to and from the island paradise now required the
authorization of the counciL all to the consternation of Noah.

Disputes between Noah and the rest of the elder council grew more
frequent and more heated as time went on. Noah established the colony
as a safe haven for changelings. A place where they were free and not
a paranoid city-state where the residents couldn't leave without pelll1is
sion. Noah's paradise had become tarnished and taken out of his control.
He grew more and more frustrated, but took solace in the fact that most
residents were so happy on the island that they didn't want to leave.
He convinced himself that this made the issue a moot point. Still it
bothered him deeply.

A few years later, Axel arrived and seemed to rub salt in his wounds.
The mage targeted Noah as being weak, unwilling to stand up to the
council elders (which was not true). The council was presented as
toltering. old. paranoid fools intent on making them aU prisoners of
their fears. This moved into the changeling's destiny and lalk of revenge
and war. After a while, many who had never been bothered by the law
before, were suddenly incensed. Rebellion was in the air.

Noah's Paradise

Population: 1932 people, 45% are unprincipled. 25% scrupulOUS, 20%
anarchist, and 10% other. Noah, the changeling mage, is their leader.
95% are Changelings 2% are Humans
2% are Elves 1% are Others

The Island of Ruins (Lord Axel's base of opt'ration)

Population: 1612 people, 55% are anarchist, 25% miscreant, 10% aber
rant. 5% diabolic, and 5% other. Lord Axel. the changeling sorcerer,
is their leader.

98% are Changelings
2% are Others



Lord Axel's Malcontents

Not everyone is content with living in peace and hannony. There
are some changelings who miss life in the greater world. Many of the
older changelings are content to live in the colony, because they re
member the persecution and fear that haunted them. Here they are free.
For the most pan, the changelings who chose to comc to the colony
were tired of the problems of living among the other races who hated
them.

However. the colony has been in existence for nearly 40 years and
not everyone moved there by choice. The younger changelings were
either brought to the colony by their parents or were bom there. These
youngsters did not choose the colony instead of the world, and in fact,
do not believe things could be as bad as their elders tell them. This is
not meant to imply that ALL the younger changelings are unhappy.
but there are always those who believe that the grass is greener on the
other side of the ocean. Many are filled with the energy and overcon
fidence of youth. They areeasily stirred up by talk of revenge, adventure.
power and glory.

The majority of Axel's followers are young, bUlthey are not children.
Axel's followers range in age from 15 to 60. which means that most
are physically mature. but young by changeling standards whose natural
life span is about 800 years.

One of the nlain tenets of Axel's teaChings is that changelings are
superior to all other humanoid races. especially humans, or as they
prefer to call1hem: manlings. Axel teaches that the changeling is inhe
rently superior to any race that they can emulate. He points out that
the race is older than cven the elf and that they may be kin to the dragon

132

(another shape changer). As testamcnt to their superiority, he notes that
the changeling has survived thousands of years of genocide by virtually
every "inferior" race on the planet. Thus. he concludes. it is their
destiny to conquer and rule over all lesser beings. Why else would they
be so hated and feared. Why else would ALL the other races conspire
to destroy them. Whether or nOi Axel actually believes his teaChings
is unknown. [t is ckar that the megalomaniac bc[k'ves himself to be
superior to most other beings.

The malcontents have been seduced by Lord Axel's words. He
preaches that the time of changeling persecution is over. That it's time
for them to rise and extract their revenge through bloodletting and
conquest. He quotcs the Tristinc Chronieles and speaks of destiny.
Most of his followers are foolish. biller souls workcd into a frenzy by

their hatemongering leader. They simply need a good swift kick in scat
of their pants and a reality check. If Lord Axel is defeated or slain.
their community and plans of conquest will quickly fall apart. Most
(75%) will go back to Noah's Paradise. heads hung low in shame and
repentance. Likewise. if Lord Axel proves to be too maniacal and cruel.
ID4 x 10% will defect. Only 25% arc serious warriors. assassins. or
thieves bent on revenge and war. Story Note: The remaining 25% will
stay apart from the rest of the community and continue their talk of
hate. conquest and revenge. but they will not be a danger for decades
to come.

Except for a tiny fraction (2%). the malcontents are ALLch:mgelings.
They are not disguised. and they do not wear much more than simple
peasant clothes either. For the moment. lhey are poorly equipped. Most
wield clubs, throwing Slicks. spears and stone axes. Only 40% have
weapons made of iron and less than 20% have any type of body annor.
The evil Lord Axel is lheir main source of power and defense.

Evil Lord Axel
One of the latecomers to the island was a powerful changeling named

Axel. There was something disturbingly ominous aboulthis tall changel
ing wizard. He seemed to know everything there was to know about
the colony, more than any stranger should. He also seemed to know
and dislike a lot about Noah. The two instinctively avoided each other.
Axel's manner was arrogant and gruff and his opinions militant and
unwavering. Shortly after his arrival. he inSisted on being admitted 10

the council of elders. but balked at the notion of elections. He began



10 filiihe' minds of the young wilh lalk of revenge and their hearts with
hate. He chastised Noah and the elders as being weak and cowardly.
Noah seemed to be an especially enticing target. It became painfully
obVIOUS !.hat Axel would be a problem. 1bey all hoped he would simply
go away. He did 1'10I.

Lord Axel is a luage who lives and fighls by magic. He carries 00
wellpons or belongings with him. His minions follow him blindly.
Although he will engage any number of player chamcters, he tries to
do so when Archie and Noah are not with them. He will never appear
when Noah is present (the group may deduce that the dreaded lord fean
hiS changeling rival), If the bailie goes badly, Lord AJl:e1 will disappear
before he can be defeated or captured. Surprisingly, he is unlikely to
deal any deathblows 10 the player characlC:rs. and JUSI be satisfied with
their defeat and humilialion. With a laugh or mocking comment, he
vamshes. He telepons or fljcs from one area of banle 10 reappear at
another. Fighl and go, II should be obvious that Lord Axel is incredibly

powenul, enjoys the baule. and is involved in his own cat and mouse
games. Axel is latally arrogant and croci. He enjoys beliuling and
hurting his opponents.

Axel's sironghoid is among the old ruins in the elevated areas of the
eastern pan of the island. 1be malcontents have been able to rebuild a
portion of !.hose ruins into a military compound. The roofs are made
from palm leaves and bamboo. The buildings serve as barracks and
gathering places, but do not constitute lIny sort of fortifications. Sepa
rated from the compound by a lower. water covered region is the huge
Slone pyramid. Axel has claimed the pyramid as his privlIte residence
(the living area is found at its summit). He has also discovered that the
struClure has inherent magic properties. Fortunately. he has not figured
out how to tap inlO masl of its powers. Nor has he realized thai he can
use it to teleport 10 the siSler pyramid on Enry Island. What he does
know is !.hat sleeping in the pyramid seems to rejuvenate him.

Game Master Information
The Elements of Battle
An Adventure OutJine
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Some General Data
I. In any case, Arehie and Noah will convince the group that Lord

Axel is a dangerous threat.
2. Arehie will want some son of advanced reconnaissance. althOUgh

he will reluctantly agree to an attack if that is the consensus of the
player group.

3. Archie considers Axel a likely candidate for being responsible for
the change in the wall. If nothing else. they need to meel this
villain and learn what they can about him and his forces.

...:'.

" . . '

Islands at the Edge of the World
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Exactly what transpires nut will depend largely on the player
characters and the Game Master. This scenario seuing can be embel
lished into a long.running series of adventures or condensed inlo one
or IWO dynamic game sessions. Either way can be lots offun. Adventures
can mclude a preliminary spying mission and/or several small skirmishes
with Axel. He may capture or try to hire: the player group. send assassins
after Archie or Noah. allack Noah's Paradise. and so on. Ultimately.
!.hIS a(h'enture will culminate in a final bailie against Lord Axel and
his malcontents.
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4. No character of a good alignment can tum his back on this crisis
and even those of selfish or evil alignments should appreciate the
gr-Jvity of the situation. Those of a more evil or selfish nature may
see this as a dangerous opportunity.

5. Noah has tried to lead a number of assaults against A~el's stronghold
with his own people. but never got anywhere.

6. The changeling pacifists are not trained for combat and arc not
heroic figures. They are refugees who are now happy to be free
of persecution. They have dedicated their lives to peace and intel
lcctllal advancement, not war. However. with the addition of Archie
and the player group. Noah has renewed hope.

7. Noah will plead th:1l most of the changeling malcontents are basi
cally well meaning and should not be slaughtered if it can be
avoided. Too much changeling blood has already been spilled over
the centuries. Besides. he wonders if they might be under a spell
of enchantment.

8. Archie is likely to remain in a detached state. knowing that the
battle is not his choosing. He will suggest that the group should
avoid direct connict with the changeling malcontents. especially

• since they pose no real threat. and have them search for Lord Axel.
To find the evil Lord they may have to split up in pairs; Archie
and Noah will go off on their own. This should lead to some
individual encounters with Lord AJlel.

9. Noah will stay on his island to prepare his people for the inevitability
of war.

10. Lord Axel and his malcontents have taken over the Island of
Ruins. The group can reach the island by means of a boat. magic
night or teleportation. A~el seems to be adept at avoiding Noah
and appearing whenever Noah is off somewhere else. He also
seems to know everything that's going on in Noah's Paradise.
which strongly suggeslS that AJlel has spies in the colony.

Time
Time is not of the essence. Lord Axel will not mount an altack

against the Floenry Islands for at least six months. However. the longer
the characters wait the more control he will gain over Noah. the more
he may learn about the magic pyramid and the more the black energy
wall will devour. Furthermore. the longer they wait, the Iflore likely
Lord Axel and his malcontents are to attack Noah's Paradise. The death
toll could be high.

Outside Help
Many of the characters that the group have met on their adventures

will be willing to join them in their battle against Axel. The Crystal
King will gladly send his Crystal Knights. Selsesstissan will join the
banle. if they can find him again. He will see it as his chance to fight
likc they did in the old days. However. his underlying motives and
reactions will be selfish and this adventure could provide him with
dangerous information. Tom, Tom II. Caloram. Klem, and other war
riors from the Church of the Scar will gladly join the ballie. but if the
Church of the Scar learns aboul the changeling colony they will return
with an army to destroy it. Even Boelaerian may be able to bring his
Baalrogs into the fight against Axel, The adventurers will have to decide
who they are willing to work with and what il will cost them and the
island inhabitants, It may not be prudent 10 solicit help from outsiders,

Clues from Conflict
During one Battle, the following transpires. He toys with our heroes
and mocks them.

"00 you think YOU can stop me? Do you think that this nock of
children is the source of my power? How can you be so blind? I could
crush you like a wonn beneath my feet. Oh, still you attack me. Such
spirit. Let us continue this little farce a bit longer then, shall weT
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Lord Axel chides Archie in a more direct manner.

"The Great Archie. world traveler. wizard. historian and friend of
the changeling. Look at what your meddling has wrought! Now you
too have the blood of the changeling on your hands."

He may go on to say something like. "Look IOwards the magic that
you have brought back to the world. Do you not recognize your own
handiwork? Look to the south (where the black wall is), all of you!
Look upon the magic that Archie has brought to us. Look at the power
that he has brought to me!"

Regarding Noah, Lord Axel bellows:

"Let it be known to all that your Noah has no power compared to
me! He is a weakling! A fool whose dreams have brought my people
to me. I pity your Stupidity if you really think you can defeat me! I
pity your trust in Archie the Destroyer and Noah the Weakling! Follow
me if you dare. Taste the sweet nectar of power!"

With these last words. Lord Axel will unleash a torrent of elemental
magic against the island. He then vanishes, teleporting away. The
assauh is not aimed at any particular person. but intended as a spectacular
show of his power. Something to impress and frighten, Axel is confident
in his own supremacy. and merely wishcs to show them how pathetic
their powers are compared to his. Any deaths he causes are purely
incidental to him.

The entire island is banered by hurricane force winds and pelted by
a torrent of rain. The stoml is devastating to island vegetation, and
perhaps huns or kills a few of the people. Even the malcontenlS will
be shocked by their leader's show of power and brutality. It frightens
them to the point that they abandon the fight and run for cover. Any
of Noah's people who had joined the fight will look around in confusion,
followed by a hasty retreat.

What does the group do now? Archie is stunned and speechless. He
sincerely has no idea what this madman was talking about. He can only
guess that those were lies meant to divide them. They can hun him
and Axel knows it!

Noah will have vanished in the confusion.

Axel & Noah
Players be warned. If you read any further. you may ruin some of

the drama. suspense and the big surprise. So STOP right now! Tum
your eyes away and enjoy Ihe story as it unfolds. Game Masters. read on.

What no one realizes. not even Noah or Archie. is that Axel is a
creature fostered by the pressure and frustration of Noah's own mind.
Axel is not an evil immigrant. he is Noah!

Noah is a peace loving person who always suppresses his anger lind
dark emotions. He also dislikes confrontation. so he has given in to
the council on mailers that he believed were wrong or Which he was
helpless to change under their laws. These feelings of helplessness.
frustration and anger have caused him to become a multiple personality.
Noah is the gentle. demure, nice personality, while Axel represents the
outspoken bully who vents his anger and cruelty. When a changeling
suffers from a split personality the results are dramatic. Not only does
the personality change, but the appearance of the body as well. For all
intents and purposes, Noah and Lord Axel are twO differcnt people
sharing the same body!

Noah has become the submissive personality. with A~c1 becoming
stronger everyday. If something isn't done soon, Noah may entirely
disappear, leaving the fiendish Lord AJlel in his place. The Noah per
sonality is unaware that Axel is an extension of himself. Noah cannot
admit to himself that he is capable of such deep. dark emotions. It is
this denial and his frustration that gave Axel life, Until Noah is wming
to accept the truth about himself hc can never defeat Axel. However,
if Noah can be made to believe that Axel and he are one and the same.
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he docs have the strength of character to contain and conquer his inner
demons. The trick is to reach Noah.

Axel has onl)' existed for six ),ears and won't give up his life easily.
He calls Noah a weakling and seems to despise him because of it.
However, lhe truth of the mailer is that AAel is terrified of Noah. It is
a fear born out of the knowledge that Noah can contain, control or even
destroy him if he ever comes to believe in his e1tistence as a living
frdgment of his dark emotions,

Axel is the current dominant personality and willlry to keep as much
control as possible. As the dominant personality, Axel knows everything
that Noah knows. This means he has all of Noah's magic knowledge,
memories and skills, and the maliciousness to use them in terrible ways.
This also means he can anticipate Archie's strategies and tactics and
knows his abilities well.

Axel fears Archie because he is the one person who is most likely
to figure out what's going on. Archie knows Noah better than anyone,
knows more about changelings than most changelings do, and has seen
Noah fragment his personality in the past under supernatural conditions.
Archie knows that his friend had once merged with the life essence of
an evil sorcerer imprisoned by Thoth. This evil force possessed him
and may have tainted him with a fragment of that evil. Archie is also
the one pcrson who can reach Noah even when Lord Axel is in control.

The pla}'er characters are seen as a threat because they are warriors
and, more importantly, represent an unknown element. He knows no·
thing about them, but docs know that Archie tends to associate with
powerful and heroic adventurers, He also knows that Noah will respect
them above many OIhers because they are the associates of his trusted
friend, Archie. This means that they too may be able to reach Noah,
Furthennore, these warriors are not emotionally attached to Noah and
Will have far less hesitation killing him/them (Noah/Axel) if they feel
they must.

Noah remains constantly frustrated and agilated by the elder council,
but he tries to work with them (and often has considerable innuence
in their decisions). As Lord Axel. he can vent his pent up frustration
and anger in direct and militant opposition. Lord Axel has even
threatened to kill some of them. Actually, AAelthreatens and ShOUlS a
great deal but has seldom hurt anybody, yet. This is mainly because
Noah's personality is still strong enough to SlOp him, not thai Axel
realizes this. In facl. during banles, Axel may hesitate or argue with
himself (distracted) when it comes down to delivering the final death
blow to anybody, especially Archie and the player characters.

Although Axel's appearallCes were rare at first. his existence caused
the elders to become even more close-minded and paranoid. They feared
that Axel might reveal the existence of the colony and finally altempted
to placate him, but he rejected any compromise. The elders turned to
Noah as arbitrator. but Axel's refusal 10 even meet with Noah worsened
the silUation.

Axel's initial plan was to tum the colony against the elders and take
over. However, Lord Axel became more ambitious as his confidence
and dominance over Noah increased. The fiend now sees taking over
the changeling colony as a slepping stone in a mad scheme of more
widespread conquest. The fact that he will deslroy everything that Noah
has buih, pleases him, The fact that thousands may die and that changel
ings will be persecuted even more than they are, is of no consequence
to the madman. In his own demented way, Allel is trying to help
changelings by bringing them to power and extracting revenge,

Reconnaissance

Reconnaissance of the Island or Ruins will provide the group with
information about lord Axel and his troops. They may even be able
to eavesdrop on one of his speeches about changeling superiorilY and
destiny to rule the world. Unless they attack Axel, they should be able
to avoid. escape or defeat any group of malcontents.

Investigating Lord Axel's lair inside the pyrdmid is the most danger.
ous. The malcontents that serve their leader at the pyramid are the most
loyal. evil and ellperienced. They are dedicated to the man and his
views. The aver"ge guard, protector or attendant is likely to be evi1.
ID4 + 3 level, assassin, thief or other man at anns. Thcre is only onc
other wizard. a changeling called Mark (aberrJnt alignment. 6th level
wizard). At the pyramid they are also likely to encoumer and have a
skinnish with Lord Axel. Again he is not likely to kill the characters.
but he may hurt them badly and capture a few to be tortured (the torture
is to attain information and for pleasure),

There is a small chance thai even a quick reconllaissance of the
pyrdmid will allow the group to stumble upon a pair of circles. One is
a teleportation circle and the other is a strange power circle that pulsates
with energy. They will definitely encounter Lord Axel if they linger
around the circles for more than a minute or two. Archie will recognize
the strange circle and he will pale with horror. He will urge them to
leave immediately, not just the pyramid, but to leave the Island of
Ruins, so they can talk. Finding the circle is the last clue that will tip
Archie off about Noah's split personality, With this revelation. he will
also correctly surmise lhat the teleport circle is connecled to the circle
in Noah's castle (not that Noah is aware of il) and he can use it to
teleport the entire group back to Noah's estate.

If Lord Axel sees them in his circle room, he will fear thai Archie
and the group have (or will soon) learn the truth about him, He will
order his minions to eliminate them, sending changeling assassins and
possibly summoned demons to destroy them. However, the odds against

136



lhem will never be overwhelming and he will not attack them himself
(Noah's subconscious influence) unless they invade his island. Noah
is nowhere to be found.

The stone pyrJ.mid itself has a volume of 48 million cubic fect (1.36
million eubic meters). and a mass of approximately 7.5 million lOllS
of stone (6.8 millioll metric tons). It is immense. towering over 400
fe~t (122 m) ttlll and 600 ft (183 m) along each side. A much smaller
pyramid can be found neOirby. The ancient sWlle 1ll0isiers who originally
built the big pyramid used the smaller one for rest and recuperation
and 10 enhance their own powers. Even so. the great pyramid required
the COllstant dfons of a dozen 8th to 15th level stone masters a little
over 3 years to construct. A large number of mher. lower level. stone
masters were engaged in quarrying and moving the slOne to the construc
tion site. along with helping 10 build the rest of the city.

Any chamcter sleepillg over night inside the stone pyramid will com
pletely recover from stress and fatigue. While resting inside the pyramid.
the healing of hit point damage is increased 10 one and a half times
faster than normal. The only being currellIly in the Palladium World
who knows how to use stone pyrJ.mids is Thoth. For the full powers
of\he stone pyramid. see Rifts World Hook Two: Atlanlis.

The Circle of Legend
Archie is a historian and man of magic. One of his pastimes is to

lry to rediscover the secrets of ancient and forgonen magic. During one
advellIure with Noah. the IWO discovered an incredibly rare Circle of
Legend. Archie ha~ never found the time to completely figure out how
to use iL This is mainly because he believes the circle is 100 powerful
and dangerous to explore. He decided to give up research on circle
magIc for awhile and went illlo seclusion. studying other forms of magic
and unravelling changeling history.

As he has done ~ often in the pasl. Archie shared his findings wilh
Noah. Noah. and luter Axel. have worked on Ihe puzzle of the circl~

for years. Unfonunately. it was Noah's evil split-personality who finally
figured outlhe last elements in using it (Noah does not know its secrets).
Since Noah was the only other person who had any knowledge of the
circle. it will make Archie realize Ihal Noah has redeveloped a multiple
personality complex and that Axel and Noah are one and the same.

A Circle or Legend: The Circle or Absolule Elemenlal Power

Range: Varies.
Ouration: The circle is penllanent until the circle maker cuncels its

magic or is killed and his blood spilled inside the circle.
Saving Throw: Standard for entering the circle. Lord Axel is + 3 in

circle strength which means a roll of 16 or beller is required to enter
and save.

The circle is sealed. so only Lord Axel may enter wilhout taking
damage. Anyone else entering the circle will suffer 406 damage per
melee round: no sllving throw. The saving throw is also standard for
Ihe destructive zone.

This Circle of Legend seems to summoll the very chaos that shaped
the world in the time when the Old Ones lived. The circle maker gains
immense magic:ll power. bUI al an unbelievable cost.

The Primary I·ower:

The circle creates a destructive elemental force of ullbelievable mag
nitude. A magic circle of destructive energy that slowly expands. de
stroying all in its path. As the circle gets larger. it begins to expand
faster. it draws energy and mailer from all directions within its range.
Anyone caught in its expanse must make a saving throw (16 or beuer)
every melee or cease 10 exiSI!! Fire is extinguished. water is turned
into mist. air becomes unbreathable. earth is turned to lifeless dust,
and people are vaporized. The very life force of an area is sucked away.
Its destructive powers are greater than the regenerative forces of nature.
creating vast desens and wastelands in its wake. The notorious Baalgor
Wastelands are the creation of this terrible circle!

lllvoked at sea. Ihe effect is tocreale an expanding hole in the ocean.
A hole that causes terrible stonns and drains the water and all in it.
The waler of the ocean slowly pours out inlo space and lums inlO a
cold steam. The ocean floor below will be glowing with the energy
being sucked OUI of it. There is also a constant wind blowing into the
hole.

Secondary Powers:

I. As long as the destroying energy circle is in force, it gives the
circle maker all four of the elemental powcrs. This means the
charJ.cter can cast ALL Warlock spells. eanh. air. fire and water.
equal to a 10th level warlock! A total of 40 spells call be cast per
24 hour period! This means the circle maker can summon a hur
ricane. cause earthquakes. tidal waves and fireslOrnls in a matter
of minutes.

2. Meallwhile. the circle maker retains any olhcr magic abilities and
knowledge he may also have. The elemental powcrs remain as
long as the devouri ng circle of Elemental power continues to grow.

3. No elemental. nm even greater elementals and spirits of light, can
r.lise a finger or cast a spell against the circle maker. In fact.
elementals are forced to leave the area and come no closer than
one hundred miles (160 km).

4. The clemental circle maker is impervious to poisoll. gases. drugs.
disease. heat. fire. cold. and to the destructive force of the circle.
He can also breathe without air and bio-regenerate ID6 x 10 hit
points four times a day.

5. The circle maker is not required to remain inside the circle once
it has bt.-cn activated and can be thousallds of miles away und still
retain all the powers.

6. Only the circle maker can SlOp the destructive force before it runs
its full course. In the alternative. pouring the blood of the circle
maker(or killing him while inside Ihe circle). will stop it inslantly.

When magics collide
l1lc usual size limitations and duration for the devouring circle is

normally 100 square miles (256 sq km) per level of experience and
seldom lasts more than a few weeks. The circle that Lord Axel has
crealed is close to five years old and picking up steam.

Lord Axel. through the additional (and unexpected) power boost
from the mysterious stone pyramid. has caused Ihe circle of Absolute
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Elemental Power to be merged with the wall of black energy at the
Edge of the World! The powerful circle magic has transfonned the
otherwise stationary wall into a planet spanning Circle of Absolute
Elemental Power!! This mutant, mega-circle is a force that will obliterate
all life on the planet! Axel doesn't care. In his demented mind. the
world deserves to face obliteration for what it has done to changelings,
The ultimate revenge and quite possibly the end of the world as predicted
in the Tristine Chronicles!

The rest of the world does have some time before Axel's circle
becomes an immediate threat. The wall will continue to move towards
the mainland at a rate of 24 miles (39 km) per year, and will not reach
West Mnn for another 2S years or so. Another 2S years and it will
finally reach Timiro, Still, it is swallowing the ocean and making the
known world smaller.

Components: Known only to Axel. Symbols of force, directed
power. unbridled power, magic. In order to activate the circle. one of
each of the four greater elementals mUSI be sacrificed. The symbols
are drawn with the blood of a changeling. II faerie, and a dragon. The
circle is drawn with molten platinum. Platinum is a scarce element
oc~urring only in limited quantities in conjunction with gold, Platinum
is also impossible to melt with nonnal fire, given the lechnology of the
world. Platinum can only be melted with magical fire. Obtaining enough
platinum to create this circle is a task beyond the capabilities of almost
all magcs, The circle must be drawn with molten platinum.

Power Words: Known only to Axel. Acba yin (circle wielder's true
name) yin Xy.

Note: Only Axel can cancel the circle, but he is not likely to do so
even to save himself. Noah doesn't know how and cannot access Axel's
memories, Archie will guess that the blood of the circle maker (at least
a pint), poured into the circle may tum it off (this is lnJe of some other
circles). Deactivating the circle will stop the destructive advancement

of the black energy wall and it will revcrt to its nonnal structure. This
means no more storms or red flashes and no more loss of the oceans'
waters. Only those who enter the wall of energy seem to be disintegrated
(G.M. Note: In reality, the person and his vessel are molecularly
disassembled and reassembled in a random dimension! However, no
body who has passed through the wall has ever returned),

The Final Battle

The scale of the final battle can be immense. with hundreds of
combatants, or a focus on key characters. Although Archie is a likely
candidate for the big showdown, he should take a back seat to the
player characters (after all. its thc player chamcters who are the real
stars of this drama). It is the player characters. working together who
should be responsible for the defeat of Lord Axel (Archie could be
trapped elsewhere. unconscious, off on a wild goose chase, etc,).

To cause confusion, Lord Axel will tell the group that it was Archie
who discovered thc circle and gave it to him (Noah actually). He will
attempt to tum the group against Archie and each other by using mass
hypnotic suggestion to reinforce his accusations. Of course. Axel will
also use his elemental powers.

When backed to the wall. Lord Axel will do whatever it takes to
survive, He wi1llie, cheat, and kill. He will try to unnerve and manipu+
late Archie by revealing that he and Noah arc "brothers of the same
mind, bound to the same body." Everything Archie has ever told Noah.
Axel has learned. Axel will talk about the discovery of the circle, their
adventures together and so on, all things only Noah could have known.
He may even let Noah resurface for a moment. He does so in hopes
of catching Archie off guard andlor 10 prevent him or others from killing
him.
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Noah, Founder of
the Changeling Colony
Name: Noah
True Name: Nona
Alignment: Unprincipled
O,C,C, & Level: Wizard 15th, Summoner 11th.
Race: Changeling but appears as an Elf. Age: 200 but appears 580,
Size: Typically appears as 6 feet. 3 inches (1.91 m), 180 Ibs (81 kg).
Sex: Appears male.

adventure, the hand of a changeling SlOpS an assassin from cutting lhe
chardcters Ihroat and says, "Stay your hand. This person (or insert
character's name) is the friend of all changelings and Silve<! all civiliza
tion at the edge of the world,"

Epilogue
If things wenl reasonably well. the heroes should have won. Noah

or the council of ciders will offer 10 let the heroes stay <Ind ]jve on the
island if they like. They have little of value to offer them as a reward.
other than their eternal gratitude and healing. If they desire to leave.
they will be allowed 10 do SQ. after each chanlcter swears on his word
of honor that he will keep their secret from the world.

Axel's treasure-trove will have vanished, absconded by his minions
during the final OOltle.

If Archie lives he may give each of the chamcters who fought at his
side as much as 30.000 gold and a token of his esteem (a minor magic
item. polion. scroll. book. CIC .• but only ifhc hasn'tlOSI his possessions
in The Valley). He will escort the group back to West MilO and will
part company with them (unless the G.M. deems otherwise). \\

Whether the group gets a financial reward or not. they know they '\ '\
just stopped war, saved thousands of lives and maybe even saved the \\ \
world (assuming they stopped the Circle of Absolute Elemental Power).
The purpose of this banle was not personal gain but to save lives. Game 't
Masters, don't cheapen it by awarding millions of gold worth of booty. '------,, '\-'--,
Reward them with the affection of the people. Pcrhaps, in some futurc

The End
The circle of Absolute Elemental Power was designed by the Old

Ones and dr..lws upon thcir power. The last circle maker to hold its
dark secrCts perished during the Elf/Dwarf Wars. If Axel can be con
vinced of this, only then will he cancel the magic circle. Axel shares
an obsessive loathing and fear of the Great Old Ones. Noah once decreed:

"Only fools will worship a dreadcd Old One in any guise... I pity
anybody who becomes the pathetic pawns ofsuch an evil master!"

Using these words against Axel has a good chance of making him
StOp and thmk about what he is doing and deaclivate the circle. This
traumatic reali1.ation may also bring Noah's personality back into domi·
nance. Axel will transfoml into a totally confused Noah before their
very eyes.

Remember. the only way to keep Axel gone is to convince Noah
that Axel is the manifeslation of his dark emotions. A monster from
his Id. A split personality. Only then can Noah's personality engage in
Ii battle of WIlls to maintain dominance over his mind and body. Of
course. Ihe only absolutely sure way to prevent Axel from ever resur
faciog is to kill Noah. BOlh Archie and Noah will seem confident that
Noah can persevere and that Axel is gone forever.

Game J\'lasler Note Number One: Allowing Noah to live means
that Axel can be brought back as a villain at a later time. He will
remember and despise all those involved in his defeat and will seek
revenge if he should ever regain control. A Mind Mage capable of
curing insanities or mind wipe can try to place mental blocks and
barriers into Noah's mind, but they will be of little help.

Game Ma.ster Note Number Two: In this final connict, the players
will have to give it everything they can. If anybody holds anything
back at this poinl. they may doom the group to failure. The assault
may even become a full suicide allack to SlOp Axel. Even Archie will
put everything he has inlo il. Archie is likely to be Axel's prime target
and could even be killed. Everyone else should be pretty much clear
to take important action. Plan the balance so that the action moves
smoothly :md quickly. Be certain that the players get the lion's share
of the action. Make Ihis the toughest battle they've had to face yct
(perhaps ever).

If the group has played it perfectly, and really put everything they
had into it, they should be winning the battle. If Axel is killed or he
can feel his control over Noah's body slipping away, his personality
dies before his body does, his fonn appears to dislort slightly, and his
last words seem almost like a plea.

"Slap! You're killing the new world! You're destroying the magic!"
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Attributes: I.Q. 15. M.E. 21. M.A. 19, P.S. 12. P.P. 13. P.E. 6.
P.B. 5. Spd. 4. Hit Points: 135. A.R.: 4.
Armour: None.
Bonuses: + 3 vs psionics. + 4 vs insanilY. + 4 vs spell magic. + 4 vs

circles, + 3 vs wards.
Natural Abilities: Trusllinlimidate 55%. decipher circles 99%199%.

scroll conversion 92%. recognize enchantment 80%, sense evil 55%.
recognize magic item 60%.

Pliionics: None.
MagidClerical/Hellling: 23 spells per day. 2 spell anacks per melee.

+4 ~pell slrength, + 3 circle strength. Although he is a high level
wizard. Noah never took a great interesl in magic. and only knows
a handful of spells. Noah can learn any spell from Archie at any
time. and Archie will teach him. He.enjoys stUdying circles. but
never uses them.

Magic Knowledge: Knows all symbols. knows all power words. rec·
ognize runes 99%, recognize wards 99%n5%. Spells: Decipher
magic. sense magic. cloud of slumber, sphere of light. tongues. the
enchanted cauldron. fiy as the eagle, armour of Ithan, magic pigeon,

, and teleport self. Circles: Knows all circles of summoning. protec-
tion. and power.

Magic Items/Weapons: None.
Combat Abilities: Hand to hand non-men of anns. W.P. staves. W.P.

knives, W.P. short swords and W.P. large swords all at 15th level.
Weapons: Common wooden staff. and common knives. But does not

fight. When danger Ihreatens, Noah will simply teleport away.
Skills or Note: Horsemanship (general) at 15th level. read/write elven.

southern and eastern 99%, speak elven, southern, eastern and raerie
99%, astronomy 96%, carpentry 95%. cook 99%. demon and devil
lore 99%, faerie lore 99%. fishing 96%, imitate voices 99%.
mathematics 99%. plantlfann lore 96%, preserve food 99%. public
speaking 94%, racial histories 99%. recognize poison 99%, recog
nile precious metals and stones 98%. recognize weapon quality
96%. sailing 99%. sense of direction 99%. swim 97%. ventriloquism
98%. disguise 90%/56%. forgery 99%nO%. idenlify plants/fruits
69%nJ%, medical 99%/99%, pick locks 86%, pick pockets 79%.
prowl 94%. use poison 54%.

Possessions: Noah is a simple man. and refuses to acquire weallh.
Anything he has acquired or will acquire will be donated to the
Colony. or 10 some well deserving individual. Noah has been known
to give fortunes away to street urchins.

Description: Noah appears as an elf who is well past middle age. He
sports a grey mustache and beard. and has long grey hair (the points
of his ears show through his hair). He has a gentle. sofl featured
face. usually smiling, and always kind. Noah frequently wears pea.~

ant's clothing with a simple robe or cloak over them. and leather
boots. He uses a plain wooden staff as a walking stick.

Noah's needs and wants are simple. He lives in the caslle because
his companions decided it was important that the founder of the
community should have an impressive home. The caslle also serves
as a defense fortification should Ihe island ever be attacked. In an
emergency. 2000 people can squeeze behind the castle walls.

I<W

Evil Lord Axel
Name: Altel
True Name: Nona/Noah
Alignment: Miscreant
O.C.C. & Level: Summoner 15th and Wizard 15th level. He also

knows/can use all warlock spells equal to a 10th level warlock.
Race: Changeling. He adopts other forms only to deceive and manipu

late others. He cannot lake Noah's features for more than ID4
minutes without losing control to Noah.

Age: 200, Size: 8 feet. 3 inches (2.5! m), 180 lbs (81 kg).
Sex: Appears as a male sorcerer.
Attributes: I.Q. 15. M.E. 21. M.A. 19. P.S. 12. P.P. 13. P.E. 6.
P.B. 5, Spd. 4. Hit Points: 345. A.R.: 4.
Armour: None.
Bonuses: +3 vs psionics, +4 vs insanity, +4 vs spell magic, +4 vs

circles, + 3 vs wards.
Natural Abilities: Trust/intimida{e 55%, decipher circles 99%/99%.

scroll conversion 92%, recognize enchantment 80%. sense evil 55%,
ret:ognize magic item 60%. The natural enemy of ALL elcment6ts.

Psionics: None.
MagidClericaUHealing: + 3 circle slrength. Unlike Noah. Altel loves

to use drcles, and Noah's efforts at learning circles served him well.
Axel has gone far beyond Noah in the slUdy and mastery of drcles
a.~ a summoner. Axel's skills also renect his higher level. Note:
Axel tends 10 rely on the warlock elemental powen; from the circle.

Elemental Magic: As many as 40 warlock spells per day. He can cast
spells from all of the four elemental spell categories (see the Circle
of Absolute Elemental Power). +3 spell strength. 2 spell attacks
per melee.

Magie Knowledge: Knows all symbols. knows all power words. rec
ognize runes 99%, recognize wards 99%175%. Cirdes: Knows all
drcles of summoning, protection. and power. Also knows the legen~

dary power circle of absolute elemental power. Elemental Magic:
All elemenlal spells.

Magie ltemslWeapons: None.
Combat Abilities: Hand to hand non-men of arms. W.P. staves. W.P.

knives. W.P. short swords and W.P.largeswordsall at 15th level.
Weapons: Uses ceremonial dagger for summoning sat:rifices, but Other

wise depends on magk.
Skills or Nole: Horsemanship (general) at 15th level. read/write elven.

southern and eaSlern 99%, speak elven, southern. eastern and faerie
99%, astronomy 96%, carpentry 95%, cook 99%, demon and devil
lore 99%, faerie lore 99%, fishing 96%, imitate voices 99%,
mathematics 99%. plant/farm lore 96%, preserve food 99%. public
speaking 94%. racial histories 99%. recognize poison 99%. recog
nize precious metals and stones 98%, recognize weapon quality
96%, sailing 99%, senseofdirtttion99%. swim 97%, ventriloquism
99%, disguise 90%/56%, forgery 99%170%. identify plants/fruils
69%nJ%, medical 99%199%, pick locks 92%. pick pockels 89%.
prowl 98%, use poison 99%.
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SIDE ONE PALLADIUM" RPG CHARACTER SHEET
Name: Race:
True Name:
Occupation:
Alignment:
Hit Points:
Experience Level:
I.Q., Age,
M.E.: Sex:
M.A.: Weight:
P.S.: Height:
P.P.: Land of Origin:
P.E.: Birth Order: _
P.B.: Disposition:
Spd.,
Insanity (if any):

O.C.C. Sk;Us Elective Skills Secondary Skills

Valuables:
Gold'

Jewels:

R

Dodge:
Critical:

ThrpS

Parry:
SlUn:

Special:

Bonuses to Save:

Weapon Proficiencies

Combat Skills: Hand to Hand (Type):
Number of Attacks:
Strike:
Damage:
Kick:

Equipment:

Weapons:

Armour: Type:
A.R.: __ S.D.C
Special Properties:

Weight: Cost: __

NOTES,
Magic Items:
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SIDE TWO: Men of Arms

Additional Weapons
PALLADIUM'· RPG CHARACTER SHEET

Additional Armour
Type:
A.R.: S.D.c.:
Special Properties:

Weight:

~rear):Kick

___ Pull/Carry (Ib'.):
___ Age: Height:

Horsemanship (Type):
Riding, Care and Feeding (common knowledge)
Recognize Breed and Quality:
Raise/Breed Horses: _

Horse Combat
Parry (rider): Dodge (rider):
Damage Bonus (rider): _
Charge Damage Bonus (rider):
Horse/Kick: Front Rear _
Jump:

Horse (type): Name:
Hil Points: A.R.:
Barding (armour): A.R. S.D.C. _
Attacks Per Melee (horse):
Kick (front):
Bonuses:
Speed:
Color:
Value:
Notes:

Magic llems

Magic Weapons

Psionics (if any):
I.S.P.:
Psionic Abilities Known:

Level:

Animal Companion (other than horse)
Type: Name:
Hit Points: A.R.:
Attacks Per Melee:
Damage:
Bonuses:
Natural Abilities:

Notes:

Religious Affiliations

Allegiances (Lords/Kingdoms):
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SIDE TWO: Wiza,d
PALLADIUM'· RPG CHARACTER SHEET

Common Knowledge Spells:
Decipher Magic, Spell Magic, Tongues, Sphere of Day
light, Enchanted Cauldron, Olhers .

Total Number of Spells Cast Per Day:

Spells Known:

___ Spell Strength:

Magic Combat:
Number of Spell Attacks Per Melee:
Recogniz.e Enchantment:
Recognize Magic Item:
Sense Evil: -,-- _
Scroll Conversion:

Bonuses to Save:
Save vs. Spell Magic:
Save vs. Circles/Wards:
Save vs. Psionics:
Save vs. Poison:
Save vs. Insanity:
Save YS. Coma/Death:

Magic Weapons:

•

Magic Items:

Psionics (if any):
I.$.P.: __ Level:
Psionic Abilities Known:

Magic Components:

Scrolls:
Familiar (if any):
Type of Animal:
Hit Points: A.R.:
Attacks Per Melee:
Damage:
Bonuses:
Natural Abilities:

Religious Affiliations:

•
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