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New Skills & Descriptions

More Adventures
on the High Seas

1be second edition of High Seas offers more insight into the people
and places of the Palladium World.

A few new occupational charxler c1llS5eS have been added 10 the
original ones. and much of the old material has been expanded and up
dated. New depth is given to the description of the world and the people
in il. New intrigue and menaces are broughllo life, and new avenues of
adventure cllplOfed.

High Seas. Second Edition also heralds the return of Erick Wujcik.
who has siolen some lime away from his own company. Phog~ Pr~ss

(renowned for the diceless A.mber" RPG) to return to the Palladium
FanlaSY line and give it his indomitable touch. Erick has been quietly
involved with the Palladium Farlluy RPG series since ilS inceptKln. of·
fering wggesltons. ideas and the occutona.l adventure, cool character.
villain. mon5lCr. and IC;JII. Erick created the popular Eandro/h R.C.C.
and Silonor as well as the Ma.rpory. £m~,in. YC/I'IQ. Coyles. and others
(see Monslers & Animals. 2nd Edition). He is also responsible for the
basic concepts behind Dragonl'l'righl (which he hopes to develop and
explore in Dragons lit GodsT"') as well as the Tombs ofGusidi odl·tn·
tNU. and contributions to many of the original editions. Erick shares my
vision for lhe incredit»c Palladium World and has unbridled his imagi·
nalion to help breathe new life inlO a dynamic world of enc::twltmenl.
conflict and triumph.

Togelher. Erick Wujcik. Thorn BlI1old, Randi ClI1icr. and I plan 10
weave a web of adventure and high fantasy Ihal will lead you. dear
garners, on epic advenlures and have you clamoring for more.

A Design Nole:As Erick and I were working on this book, we no
ticed the frequent reference to Monsters & Animals, Second Edition
for details aboul giants, Faerie Folk. other races, monsters, and animals.
We regret thai we have to frequently refer to this book, bul the Palla
dium Fantasy workt is so expansive thai il is impossible to squeeze
everything inlO one book (as the massive 336 page rule book, wilh nine
poinl type iJIuslrates). Monsters & Animals. 2nd Ed. (only $19.9S for
240 pages) is one of the few sourcebooks lhal mosl players arc likely to
flttd to enjoy the full range of Ihe Palladium World. Dragons & Gods
may be another 200+ page behemOlh that fans will find an invaluable
and necessary resource. That's one reason we try to give our fans as big
and beauliful a book wilh as much packed inlO il as possible. We hope
our fans understand and enjoy these and the: Megave~ of adventure
lhal all of our books try 10 provide:.

Note: Unless a W.P. or indicated otherwise. the new skill would faU
under the (<<hflieal skill calegory. All sailing/ship relaled skills can be
divided into various other calegories and/or lumped in the new category
of NOWII Skills penaining 10 ships &: sailing.

Castaway/Shipwreck Survival (New!): (Add to Wilderness skill and
Naval category) Sutviving withoul a ship at sea is a specialized skill,
since lhe seas of the: Palladium World are quite hostile. Those with
this skill know ho...... to avoid being sucked down with a sinking ship,
how 10 selecl and assemble the best driflwood and scrap ror a raft.
and how 10 noal withoul exerting themselves (nocthe same as swim·
ming) for hours al a time. Once lhe survivor has something to hokt
on to, il becomes possible 10 survive for days at a lime. but only if
you know how 10 gel fresh waier (from fish, certain lypeS of sea
weed and condensalion of dew on cool melal surfaces), as well as
how to keep from being allacked or eaten by sea predators. Charac·
ters without this skill. or without help rrom someone else who has
the skill, will likely perish immediately, or within hours. Note that
once on land. even the tiniest island, the skill of Wilderness Survival
takes over.. Baw Skill: 27% +3% per level of experience.

Clownina: (New!): (Add to Communations &: Performing Ans) The
profession of the clown is an ancient one, known to have been prac
ticed on lhe Palladium World as long ago as the Time of a 1lIousand
Magicks. 70.000 years in the past! Clowning is more than just a cos·
tume and makeup. although leaming to wear the costumes and apply
the makeup is a diffICult and time consuming process. Clowns take
on very special "chanlcters" (as if the chanlctc:r were role-playing
someone enlirely different). Note that clowns, in the Palladium
World~ not considered 10 be funny (although they do gel laughs).
Their acts. skits and plays ~ all ancient roUlines (called '"mystery
plays"), the meanings of which arc oflen lotally lost in the: histOf)' of
a forgotlen time. All clowns are members of the "Guild of Kleintro."
no ifs, ands or bulS. "False" clowns, Ihose wilhout guild authorily.
are hunted down and ki/ftd, usually by assassins. but royal agenlS of
the Western Empire. lhe Kingdom of Timiro, and the Easlern Terri
tOf)' have all been involved. at one time or another, in lhe slaying'of
pretend clowns. Base Skill: 2O'J, +4% per level of experience.

Dreqt Sea Flshina: (New!): (Add 10 Tochnic'a.l and/or Naval categOf)')
Although similar 10 freshwater fishing (see Palladium RPG, 2nd edi
lion, page S I), the methods involved are very different. Smaller fish
are generally caught using a variety of different nelS in quantily
(4lXi fish al a lime). For bigger fish (SO pounds and up), special
tackle is required, which is aClually attached to the ship. Those with
this skill have a basic knowledge of the most common fish. and
know the proper tochniques for preparalion and cooking (many Pal
ladium World fish have poison glands or quills thai must be re
moved prior 10 cooking). For nel fishing. roll once every hoor, but
once every twenly minUles for line fishing. Base Skill: 32% +4%
per level of e~perience.

Note: While someone with the Domestic Fishing skill can catch
and cook fish while on Ship. using lheir usual techniques. lhey'll
catch only the smaller fish, and they'll only roll for success once per
hour. Also, lhey woo't have the knowledge involved in identifying
which are edible. or the: details of how specifIC fish should be pre
p=!.

Flag Signallinl (New!): (Add 10 Communications or Naval category)
Ships at sea in the Palladium Wood. often miles apan. have devel·
oped a "language" based on the display of colored nags. Those wilh
this skill can read and compose menages. as well as be able to rec
ognize the banners, ensigns, pennants and standards used to commu
nicate a ship's origin and status. Communicating basic navaJ
messages ('"Tum 10 starboard." "00 you have any fresh waler to
spare?" or "Beware! Pirales sighted to the: nonhea.sl!"') are easy for
anyone with 2nd level, Of better, ell.pertise. However. non-naval
messages. including names (Sir Bertnnd, Pon larI) or messages re·
lated 10 other subjects (magic. money or religion), are fTIOfIC: lime

Tumbling
W.P. Banle Axe
W.P. Incendiaries
W.P. Pole ann

CastawaylShipwreck Survival
Clowning
Deep Sea FIShing
Flag Signalling
Hand 10 Hand: Gladialor
History
Identify Sea Life
Jesting
Lore: Farm
Lore: Sea
Seamanship
Shipwrighl
Stage Carpenlry. Lighling. &: Assembly
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consuming, and more difficullto compose or decipher. Since each
ship usually displays banners showing their nationality and otho/ in
formation, those with this skill have the chance of identifying a fake
(pirates often ny false nags). In addition to the common signal code
(used by cvery seafaring nation in thc Palladium World). cenain na·
vies and merchant companies have developed their own secret sys·
terns of communicating. Base Skill: 18% +6% per level of
experience.

History: A general knowledge of the Palladium world, historical mile·
stones. great wars. great civilizations and kings and dates of impor
tance. lillIe is kl'lOwn about all the great eras, including The Age Of
Chaos. Age of Light, Age of a Thousand Magicks, The Age of
Elves, Elf-Dwarf War. the Millennium of Purification. Settling or
the Eastern Territory, and kcy evcnts of the last 300 years. Least is
known about the monster races unless thc character is of a nonhu
man race, then he knows more about his own people than humans,
Elves and Dwarves. Base Skill: 35% +5% per level of experience.

Hand 10 Hand: Gladiator (New!): A form of hand to hand combat
that is typically exclusive to the Gladiator D.C.C.; only the assassin
and actor D.C.C.s can choose to elect this skill as an alternative to
their normal training. No extra skill costs for the assassin, but costs
three "other" skills for the actor. Described in the Gladiator D.C.C.
section.

Identiry Sea Lire (New!): (Available from Science, Wilderness and
Naval categories) Characters with this skill can identify all different
kinds of fish, squid. octopus, shellfish, tunles. sea mammals
(whales. dolphins, seals), and sea monsters, as well as seaweed,
sponges and even swarms of tiny life forms (such as krill, the food
source for many whales, and the different one-celled organisms that
give off a visible glow at night). Even more imponantly, the charac
ter can recognize habitats, or water and weather conditions, that sig
nal the presence of cenain kinds of sea life. For example, the
charactcr can allempt to determine what kind of fish are feeding be
low the ship, or what giant schools are travelling nearby, based on
the appearance of cenain predators such as knowing where to find
tuna when cenain dolphins are sighted. Includes a knowledge of
which sea life is edible, useful as healing herbs, or poisonous. An
other imponant bit of knowledge is being able to identify which bar
nacles, shipworms and mollusks (which live on the hull, under the
watcrline) are harmless, and which are immediately threatening.
Base Skill: 27% +4% per level of experience.

Jesting (New!): (Add to Communications & Performing Ans) The me
dieval equivalcnt to a comedian is more than just a tcller of jokes.
The jester litcrally "plays thc fool." in that the object is to make one
self look like an idiot. On a physical levcl this involves being able to

trip over their own feet, look incredibly clumsy, and take pratfalls
(all without seriously injuring oneself). The jests themselves are ver
bal jokes. pan of conversations that a jester may have with himself,
or with others (usually while pretending to be someone else). The
idea is to always have the humor on two levels, the oven funny stuff
that evcn the most ignorant observcr will find funny, and a more so
phisticated. biting. sardonic humor that only those in the know will
understand. Jestcrs also know how to create jokes, put together com
edy scenes, and assemble "situation" comedies. Traditionally. jesters
wear foppish clothing that is a mix of mismatchcd colors and pat
terns. Most successful jesters are considered to be wise counselors,
and are respectcd for being the only member of a coun who can tell
the monarch that he is acting like an idiot without gelling himself
beaten, killed or imprisoned. This is usually done by play-acting at
being the monarch and exaggerating any foolish or wrong-headed
movcs or decisions (whilc funny. this is not usually done in public,
but privately). Base Skill: 28% +3% per level of experience,

Note: There is no Jester D.C.C.. but it is possible for any of the other
Entenainer D.C.C.s (Acrobat or Tumbler, Minstrel, Bard. Actor,
Prestidigitator or Juggler) to become a jester. Dn the othcr hand,
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since being a jester is usually a full-time job, usually at a royal coun.
il's not a job suitable for most player characters.

lore: ."arm (New!): (Technical) This skill is not to be confused with
the science of boron)' in which the character can farm. and identify
and grow plants. Fann lore is a knowledge of myths and legends
about real and mythological plants, roots, herbs and fanning. It also
includes a very basic knowledge of how 10 grow and care for plants,
where notable plants (usually poisonous or medicinallherbal) and
mythical plants are"said to be found, and adds a bonus of +2% to the
skills of botany. holistic medicine and faerie lore. Ibse Skill: •
2S%+S% per level of experience.

Lore: sea (New!): (Technical and Naval category) Knowledge regard
ing the myths and legends of the oceans and seas of the known Pal
ladium World, including the edge of the world, sea monsters, sea
creatures and aquatic people, ghost ships. and general knowledge
about marine animals and whether or not they are dangerous to hu
manoids. Base Skill: 25% +5% per level of experience.

Seamanship (New!): (Technical and/or Naval categories) Most sailors
don't really need to kl'lOw how to sail. they just need to be able to
follow orders when it comes to belaying. hauling. dropping or trim
ming sail. which means they need to know the difference between a
crossjack, a mizzen mast, a fore lower topgallant and a hundred
other names for specific sails. ropes. masts and cross-masts. Thc
skill also includes being able to judge. evaluate and repair sails,
ropes and rigging (every sailor has to be handy with a needle and
thread, as well as kl'lOwing how to braid rope). Also involves the ba
sics of ship cleaning and maintenancc, as well as how to skillfully
operate the pumps needed to remove the water that collects in the
bilge. Base Skill: 22% +4% per level of experience. Requirement:
Must also have the sewing skill.

Shipwright (New!): (Technical and/or Naval) like an army's ficld ar·
morcr. the shipwright has the necessary skills of a naval mechanic,
carpenter and blacksmith nceded to repair ships at sea. Aftcr any
storm or bailIe, numerous repairs are needed and even in peaceful.
calm waters a ship's structure should be continuously maintained.
Another task of the shipwright. one that is never finished, is direct
ing the application of pitch (usually made'from pine sap) to keep the
cracks between the boards waterproof. Repairing weapons, annor,
and other metal objects also falls among the shipwright's responsi
bilities. A shipwright can make finished objects out of wood (such
as belaying pins. replacement spars or boards) and metal (nails,
chain, ctc.). Base Skill: 26% +4% per Icvel of experience. Require
ment: The character must also have the carpemr)' skill, but g.ets a
+5% bonus to carpentry with this skill-combo.

Stage Carpentry. lighting and Assembly (New!): (Technical) Com
bining a lillIe bit of a lot of different specialties. the character under
stands how to build a stagc. make bench seats. and build props and
stage backdrops. In the case of props and backdrops, the character
knows how to make fake weapons. walls. breakaway chairs. and so
on, that look real. at least from a distance of 15 feet (4.6 m) or far
ther. For example, a fake throne room would require a throne. walls
painted to look like the inside of a castle. and perhaps a hanging can
delabra, or a few torches on the wall. Base Skill: 20%+3% per level
of experience. Requirement: The character must also have the cor
pemry skill. Nole: Warriors with the skill to recognize weapon qual
ity are +10% to recognize stage wcapons even from a distance.

Tumbling (New!): (Add to Physical skills category) This skill builds
and strengthens the body for feats of strength. endurance and agility.
Abilities include a variety of gymnastic type rolls. Icaps. tumbles.
falls, canwheels, somersaults, and hand stand type exercises. These
differ from the acrobat in that they are perfonned on the ground and
involve rigorous exhibitions of speed and strength involving elabo
rate tumbles, back-nips, body throws, and so on. Special Abilities
gained from this training include:



Back.Flip: +4 to dodge by quickly nipping OUI of hann's way or
over one's opponent. Always ends in a tumble and crouched stance.
Like all dodges. it takes the place of one attack that melee. However,
because the tumbler has nipped a fairly great distance, the attacker
also loses one allack. as he must tum around or lunge forward to re
new his anack. 40%+5% per level.

Body Throw: While usually used on a cooperative panner, this
judo-type nip can be used on an opponent, doing ID6 damage, plus
Ihe victim loses initiative and one attack thaI melee. Note: The tum
bler must be weaponless. using both hands to grab his opponent anSi
Ihrowtllip him to the ground.

Leaps: 5 feet long (1.5 m). plus one fOOl (0.3 m) for every other
level of experience. 4 feet high (1.2 m) plus one foot (0.3 m) for
every three levels of experience.

Pole Vault: 8 feet (2.4 m) high, plus two feet (0.6 m) per each ad
ditional level of experience. Success ratio is 50%+5% per level.
Failure means only half the intended height is achieved.

Stilt Walk: To construct and walk on stilts. 50%+5% per level of
experience. A failed roll means a fall off the stilts. Roll for every 15
feet walked.

+2 to roll with punch, fall or impact.
+2 to P.S.
+ltoP.E.
+204 to S.D.C.

W.P. BaUle Axe: Training with all types of large axe weapons, includ·
ing single blade and double-headed axes and picks. Bonuses: + ID6
damage at level two! +110 strike allevels \, 3, 5, 8.12 and 15. +1 to
strike when thrown or to parry at levels 2. 4. 8, and 12; not designed
for throwing.

W.P. Incendiaries (New!): Fire is the most common and most devas
tating weapon of ship to ship combat in the Palladium World. While
mages are frequently employed. serving as living ani11ery. most
ships of the line (i.e.. warships) are equipped with incendiary de
vices. Different nations have developed different fonnulas, but they
are all used in the same way. First. a container filled with the
burnable substance is loaded into a ballista, catapult, onager or tre
buchet. Second. either a fuse or the stuff itself is set on fire. Third.
the device is fired at the target. Founh, if all goes well. the burning
substance then hits the sails. or lands on the deck of the largel ship.
In addition 10 being able to handle the ··Greek Fire:' burning pitch,
or flaming oil. the character also knows the best way of extinguish
ing any enemy incendiaries, and will know when to use water, vine
gar (well-prepared ships have barrels of vinegar to put out naming
oils), sand or sails to put out a fire. Base Skill: 20% +5% per level
of experience. Failure usually means that the fire is snuffed out be
fore it hits the targel. Requirement: The character with this skill
must also have W.P. Siege Engines as well.

W.P. Lance Note: The use of the lance is limited to the knight and
Paladin O.C.C. and is not nonnally available to other o.c.c.s. See
the descriptions under Th~ Way of the Lanc~ in each of the respec
tive O.c.c.s.

W.P. Pole Arm: Training with all types of large axe weapons, includ
ing the glaive, sabre, halberd, runka, scythe and voulge. among oth
ers. Bonuses: +2 damage at levels two and eight! +1 to strike and
parry at levels \, 3. 6. 9 and 12. +Ito strike when thrown at levels 3.
7. and 12: not designed for throwing.
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Additional Spells
Fleet Feet
Range: Self or other by spell or ritual up to 20 ft (6 m) away.
Duration: Two melee rounds per level of experience.
Saving Throw: None
P.P.E.: 20
Level: 6th level Wizard spell.

Fleet feet is an e.o:tremely popular and powerful magic spell. Its
popularity and commonness that makes it a 6th level spell.

1lIe incantation doub/~j the physical prowess, speed and mobility of
the enchanted peT50fl for 30 seconds (2 melee rounds) per level of the
spel1 caster. This means the character's speed and P.P. are doubled (pro
viding increased P.P. bonuses to strike, parry and dodge) and perhaps
most notably. the character's a/laCks p~r melee round are all doubled
for the durati~ of the spell.

While the character is a veritable whirlwind of action. the enchant
ment does have some drawbacks. He is moving so fast and doing so
much that the character is -2 on initiative and not likely to see a surprise
attack coming (in most cases, a surprise altack or strike from behind is
automatic). Funhennore, the perfonnance of delicate skills like picking
locks or pockets, carving, writing. etc.• are all at -20% and the character
cannot control his precise movement.

Mask of Deceit
Range: Self or other by touch.
Duration: 10 minutes per level of experience.
Saving Throw: Everybody who encounters the magically disguised
character gets to save vs magic. but are -4 to succeed. A successful
save means the true features are seen, not the mask.
P.P.E.: 15
Level: 6th level Wizard spell.

1lIe spell magically creates an illusionary mask over the person's
own facial features. Age. gender. skin color, hair. hair length. and spe
cific features are composed by the thoughts of the spell caster. How
ever, the magic is limited 10 facial features and does not apply to any
other pan of the body, nor does it add to one's height. The mage can at
tempt to imitate a specific person's face, but has a mere 20% +3% per
level of experience success rate. The disguise skill adds a bonus of
+10%.

Radiate light
Range: Self or Olher by touch.
Duration: One minute per level of experience.
Saving Throw: Not applicable.
P.P.E.: 8
Level: 3rd level Wizard spell and 2nd level Air Warlock magic.

The spell causes Ihe character's entire body to glow with an illumi
nation equal to 10 candles but is genlle to the eyes. The light can be
used to shed light on the area around the character like a lantern without
the nickering. The light also has a calming effect and adds + I to the
charisma of the character who is aglow.

Other Notes
A Note About Elves

One of the natural abilities of the Palladium Elf is to see in tOlal
darkness; nightvision 60 feet (18.3 m). Somehow, this was accidentally
omitted from the first printing of Palladium Fantasy RPG. Second
Edilion. Sheesh.



A player can change his character's D.C.C. at any point in his life,
provided all D.C.C. requirements are satisfied. This change in occupa
lions can be done only once and creates a split class -a character with
knowledge and skill in IWO different areas (some'limes radically differ
ent areas).

When this choice is mack. the original D.C.C. skills and growth in
uperience: arc frolen. The new D.C.C. skills arc selected as usu),l. but
only l\alf the number of a.c.C. r~/alNJ skills are Ivailabk. Duplicate
skill choice!; should r'lOI: be made.

If an D.C.C. skill is duplicated as lhe resull of the new occupation.
the chllnloCu:r does not learn the skill over again but starts with an advan
lagc (higher level of cltpenisc). ThaI skill remains frozen with lhe rest
of his original O.CC skills, until the new O.CC reaches the equivalent
level of experience. At this poinl any dupUcQlt skills continue to grow
with experience as lhe characler increases in skill and knowledge of his
second occupation. All other skills from the original O.C.C. remain fro..
zen. Note: The challlCter canl\()( switch back and forth from one O.CC
10 the other in an effon to grow in both areas of e.r.penise. In most
cases, each Occupational Characler Clan is very specialized and oflen
requires yean; of specialized nining and dedicatKln 10 master that
O.CC Thus, one cann<M bounce back and forth, the pllyer mUSl make I
choke for his chanK:ler and stick wilh il.

E.r.perienCf' ronsideralions and moclir.alions: Characten who se
Iec1I second O.C.C from lhe same O.CC. category IS his finl occupa·
tion docs 001 suffer any learning disabilily or e.r.pcrience consideration
or penahies. Thus, a soldier can retire from soldiering (all soldiering
skills and experience poinls in that profession frozen) to become a
Ranger'(or any man at arms) withoul penalty. This means he Slans as a
jim Itl·tl Ranger with zero experience points. Eltperience points are
gained as usual and he grows in levels of experience lhe same IS any
new Ranger.

Selccting a new occupation from a completely different area of
knowledge and expertise means lhe chanK:ler advances in levels of e.r..
pericnce very slowly - double the amount of eJ;pcrience poinlS ncccs·
sary to reach each level. For e.r.ample, if a 6lh level soldier relires to
select a new O.CCo, all his soldiering skills and experience poinlS arc
frozen II 6lh level. During his years of military 5CO'ice he becomes in·
terested in magic (or whatever) and decides to become a wizard, Nor
mally a first level wizard needs 2240 experience poinlS 10 reach second
level, however the eX-50ldlcr needs 4480 points because lhis new
O.C.C is very different from soldiering. To reach third level he'll need
8960. and so on.

The progress of a second, specialized and highly skilled occupation
is slow because the character does not have the benefit of years of Irain
ing or apprenliceship that mOSI characten have when lhey dedicate
themselves early to ont occupation. Furthermore, old habits die hard,
and lhe character of a multiple chanK:ler class ""ill inevitably use the
skills of his original occupation. This hampcn the learning of new skills
and disciplines. Unfonunately. the old skills aren't generally used
enough 10 grow in eJ;pcnise in those areas, but arc used enough to keep
lhem from detcr1onl.ling. Despite the slow progress of perfecting a sec
ond D.C.C. (and often a new lifestyle), lhe skills and abilities from it
can be gratifying, fun and exciting.

Palladium Armor Notes
"The S.D.C. for Hard Leather annor (full suit) should be 30.
"The S.D.C. for a hal/sIlitor Soft Leather is 10: A.R. 6.
The S.D.C. for a hal/suitor Hard Leather is 12; A.R. 8.
1be S.D.C. for I htJ/fsllit of Suxided Leather is 20; A.R. 9.
A half suit of padded. quill or c10lh im', wonh while.

Multiple O.C.C.s

,
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Note: A character cannol learn a new occupation, especially a very
di~ferenl one, by osmosis. He needs a menlor or leacher to show him the
ropes and help in his sludies and practice. This means lhe character
mUSI find time 10 learn, masler and develop his new occupation. It is
ideal if his leacher is a member of the player group (Non·P1ayer Char
aeter/NPC or player characler). If not, the characler may need 10 take a
sabbalical from the group or learns at an even slower pace (triple the
amount of eJ;pcrience poinlS needed 10 achieve each new level).

Switching back. Sometimes a career change is a mistake, and (he
character may wanlto relurn to his original O.CC (I don't recommend
a third O.C.C selcction, as Ihis can become funky and cumbersome).
Returning back to the oriRinal O.C.C. is easy. The skill level and eltpe
rience poinlS of the second occupation are forever frozen and the old
O.CC. skills and experience poinlS are unfrozen to advance as usual.
This career choice is final, so lhe character cannot switch back to the
second O.C.C, at some later dale. Of course, he can use the knowledge
and abilities of the second O.CC. for the rest of his life, only they never
improve. He may even retain an inleresl in some areas and punue them
for fun likea~, but not eXlensively enough 10 grow in eJ;perience.

Slanina: EquiplnflIt: The muhi<lass character who swilches back
10 his old O.C.C. docs 001 get any new equipment or money for switch·
ing back. When changing from one occupation to a second, new occu
palion, the characler should start with the equipmenl and money from
the finl O.Cc. and docs NOT get the starting equipment of the new oc·
cupation. He mUSI buy necessary equipmenl wilh money eamed from
the original profession. If he/she lacks the necessary funds. ii'S time 10

sell some of that old. obsolele equipmenl. Sticking with the soldier ex
ample. he or she should consider selling some weapons, armor and the
old war horse 10 purchase ilems needed for the new occupation.

Skill Bonu$tS: On skills lhat arc repealed, do 001 add lhe bonus
from the second occupation 10 the first, but usc lhe highest skill bonus
of the IWO.

O.C.C. bonuses such as pluses on inilialive, 10 strike, save vs magk
or horror factor and so on, are accumulative in the sense thai the chanK:
ter can dlllw on bonuses acquired from both O.CC.s. However, the
player only uses the higher of the IWO when a bonus is repeated.

The Gladiator
& The Arena

The gladiatorial artna is "the.. major form of entertainment in the
Palladium World. Take a moment and think about the wide range of en
Icnainmenl Ivailable to the modem television viewer. violence and ac
tion with pola and adventure dramas, sex, murder and bctnyal from
soap operas (both daytime and nighttime shows), games of chance
through I variety of game shows, as well as comedy (klts of comedy),
cartoons and documentaries. Contemporary live entertainment includes
spectator sports like bo.r.ing. football, hockey, racing, rodeos, circus,
concerts, and the news.

There may be no television in the medieval Palladium world, but
there is some measure of organized enlertainmenl. Even the smallest
village will sponsor a variety of local festivals, parades, and social galh
erings. Many towns have one or more dance halls, numerous pubsltav
ems and the occasional theater and/or casino. Some also offer less
$lvOf)' (often illegal) forms of recreation, including gambling halls,
drug dens, and houses of prostitution, among others, The occasional cir
cus. travelling show, minstrels, bards and 0Ihcr entertainers may also
offer entertainment in the 10wn 5qlWe, an empty lot. or on the outskirts
of town. All these things offer a momenl's respite from the loil or
duldrums of one's everyday life, bul none offer the spectacle of the
cladilltoriaJ arma.
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, Arenas are found throughout the world. especially in the older king
doms of Timiro. Bi:antium and the Lalld of th~ South Winds. but n0

where in the world does the gladiatorial arena flourish more than in the
Western Empire:. 1llc largest cities in the Western Empire might have
up 10 a dozen. different stadiums offering a variety of entertainment
every night of the week! Some of these stadiums are small. seating
fewer than 2000. while others are large coliseums accommodating
10.000 to 40.000 spectators and extravaganzas of all kinds. One of the •
most famous Western stadiums can be filled with water where mini·na·
val battles and hand to hand combat against Kelpie. water elementals.
crocodiles and other aqualic ~Ien are waged. Wealthy merchants
and the decadent nobility of the West often have their own. pri\'tJt~

ar~fI/J for duels. boxing. wrestling. animal fights and similar conteSts
these rarely seat more than 200 Spectalors. At most kingdoms only !he
largest cities have one or two arenas of medium (3.000 to 9.000) or
large size. Shows are typkally presented once a week (sometimes once
a month) and during festivals and/Or on other special occasions.

Arena shows arc il'lCTedibly varied. In a single afternoon the bill of
fare mighl include several musical. dance and variety aeU. magicians
and jugglers. clowns. trained animals performing tricks. and animal
fights (pining one againsl the CHher or against condemned prisoners or
gladiators). followed by horse or dog races. CIwiOl races. fOOl races.
jousts. and typically ending with "Blood Sports~ - bo;ll;ing. savage
wrestling. tough man contests. duels and gladiatorial games. 1llc arena
is also frequently the site of public executions.

Different times and places have different customs and variety of
shows. Fads and fashion typically delermine the popularity and fre
quency of events. Gladiatorial contests and most forms of "blood
spons" are oudawed in the EDstrr1l T~rri/ory. while the audience thrives
upon "gladiatorial blood spons" in the WrSlrr1l Empir~, which are bat
tles to the death between man and beast or humanoid combatants.
Meanwhile. chariot racing is the rage in Timiro. while Lopan is the site
of an Olympic-style contest held once every six years and involvinl all
manner of spons. riding. skills at ann! and combat. Contestants come
from around the world and even many of the monster races are allowed
to panicipate.

Often the entenainment scheduled at a gladiatorial arena depends on
the sponsor. Running an arena is an upensive proposition. Govemmenl
owned arenas must constantly work 10 keep maintenance costs low and
attendance high. Private and church owned arenas are forced to pay
huge anern:lance taxes. For most owners. the price of admission (which
may vary with the event) and concession stands barely pay for mainte
nance, acts of vandalism, and the normal damage caused by the specla·
c1es themselves (all spectators attend at their own risk and casualties in
the audience are not uncommon). Many arenas make their profits by
renting lheir facilities 10 business owners and nobililY who pay 10 use
the arena for shan periods; a single event to an entire day of e;ll;citement.
Political k:aders. whether elected or royal. can win favor with the pe0

ple and increase their popularity by sponsoring shows and distributing
free or ine;ll;pensive tickets 10 the masses. Merchants can use the events
IS advenising for their business eslablishment or new prodUCts,

Singen. musicians. clowns. horses and jockeys are easy 10 come by.
1llc three things that most arenas are constantly looking for are \·ictims.
uo/ic animols. and combatants for gladiatorial combat and games. Of
these. the professional gladiator is most coveted.

Victims are usually condemned criminals or slaves. Criminals are
preferred. because lhey are cheap; only modest bribes or purchase
price needs to be paid to the couns and nobles for the hunanoid refuse
locked away in their dungeons. Secondly. criminals arc crowd pleasers.
Announcers usually ell.lggerate the crimes of the accused so thai il
seems only just and fair that they are brutally punished. maimed or
killed. The more heinous the crime. the better the reaction from !he
crowd. Non-humans (especially Wolfen and Giants) are always a favor
ite (and whose only crime is Iypically being captured by humans).



kids and even the sons of IBdesmen and nobles, dream of becoming
gladialors (jUSI as teday's boys dream of being sports starS). If they're
.serious. talented (sltength. size and reflexes are importanl). and have the
price of lUilion. they could enler glldialor schools or apprenlice pr0

grams. Many gladialors start as slaves or convktc:d criminals con
demned to death. By luck and skill. a few (maybe one: OUI of every five
hundred) manage to survive and evenlually gain fame.

Let's give a listen 10 the Palladium version of the arena ringmasler.
He's the announcer giving the blow:by-blow, the direcl forerunner of a
circus ringmasler. "LeI's give a big round of applause: 10 Ihose animal
handlers. ladies and gentlemen. Remember, even though they've had
their tails amputated, those manticores are nwy beaslS.

"For the next few minules we'll have a lillIe mid-show enlertain
ment Whik you're watching the Fabulous Aying Tunles (acrobats). kl
me fill you in on a few of the eventS we've got coming up 1~ler in this
aftemoon's action packed scheduk.

~A new shipmenl from the deepesl Yi,,-5IOlh jjlrtg/~s has provKled
our courageous glldialors with some uuly challenging compelilion.
First we'lI see "Crazy Jack~ Umben as hf" altempts 10 survive a fighl
with a genuine chimera. This chimera has already earned a reputation as
a man-killer. Since his capture he's killed eighl and crippled another
three. "Crazy Jack" will face this monSler armed with nothing more
Ihan a half-suil of chain, a shan spear and a dagger.

"Later on. if he survives, "Crazy Jack" will lead a six-man team
against a really lough bunch of opponenlS. This will be a real threal, la
dies and gentlemen, a full dozen Iiz.ard men complete with their deadly,
poison lipped. native weapons!

1bat's noI all follts! For our final animal act we're going 10 bring
out the arena's favorite mascot, Old Tansaburon the Fire Dragon! Yes
sir. that eighly foot, ancient red dragon will have his claws full when he
tries 10 lake out ten condemned murderers. each in full arms and armor!

.~ we'll have the event you've all ~ waiting for! "Killer"
Moravo, the lenor of the Western Empire, is making a bid for the world
championship. All that stands in his way is the champ, ''The Claw" Tu

vinius. 1lle gambling is going to be heavy on this one folks, I suggesl
you gel 10 the belling windows early.

"It looks like Ihe grounds keepers have finally finished and we're
ready 10 stan our nexI lIC"I. Counesy of Lord Kim.serg, we're going to
see Old Lord Jersy finally gel his jusl desens.

"From the roar of the crowd il sounds like quile a few of Jersy's
fanner tenanlS have showed up to see him gel paid back for years of
overcharging and cruelly. Yes, no doubt he got away with monsuous
crimes, but he was finally caughl and found guilty of fOl"gery.

.....And here he comes now! Supposedly. because: of his lilk he has
been allowed a full su.il of armor. Considering his advanced age, he'll
need everything he can get.. Hey......hal's this? II seems that the Dizzy
Brothers, those midgelS in the clown COSlumes, have been selc:cled 10
execute Jersy!

'This is one of the funniesl execulions ever! II seems Ihal someone
has put Jersy's helmet on backwards! He keeps swinging that sword
way over the heads of his attackers! The crowd is going wild .....

Old Lord Jersy was found guilly of forgery and sentenced 10 death
in the arena. Supposedly, his lim has eamed him the use of a fullsel of
armor for protection. ACluaily he's SO old and feeble that they've de
cided 10 tum his execution into a comedy routine. Opposing him will be
a sel of unarmored gnomes in clown gear. After aboul fifteen minutes
of various pralfalls and shenanigans the gnomes will nip the old man
and hold his head down him in a waler tub until he drowns. For a gladi
lJor audience that's the heighl of humor.

Slaves tend 10 be more expensive and much less popular unless they
are exOilc in some way. 1bere's nol a 101 of salisfaction from seeing
some poor. unlnlined fool getting slked 10p~ On the other hand.
arena promoIeJS will lake Idvantage of bargains where elderly, rebel
lious and monstrous slaves are being offered for cut-rate prices.

Exotic animals and monsters are always in high demand. The rver
and more deadly the beast. the higheT the price and the greater the atten·
dance. The constant need for new attraclions places a high demand and
good price for strange and monstrous crealures. Some merchant marines
and slavers go so far as to specialize in the capture and transport of par
licularly large and dangerous "live" cargo, making raids into the Yin-'
Sloth Jungles, BUlgor Wastelands. Nonhem Wildemess and even the
Land of the Damned to acquire eXOlic animals and humanoid warriors.

ProfessionaJ gladiators are as much entertainers as warriors and
command lop dollar. In addilion 10 being skilled at huning, maiming
and disanning their opponents. they know how 10 be flamboyant. Sllul,
fk:x muscles, Ia1lr: Il'ISh, issue challenges with nair. and drag 001 a fighl
for dramatK: effect. Most usually tty 10 create an aura of mystery and
danger about themselves noI unlike modem day WTeStlers. However.
whik some of their bauks may be staged, these characlers are genuine
fighlers. A conlesl between Inined gladiaun is often bloody and
deadly. If the two hate each Olher and the fight is 10 the death. theanies
are often discarded and the baIlie quick and brutal. Typically, the first
few minutes involve the IWO opponents sizing each other up with feinlS
and jabs to test each other's rellC"liOll and balance. Suddenly, fasler than
lhe eye can follow, they clash! A rapid exchange of blows follows until
one staggers away bleeding. The: difference between life and death is
now a mere fraction of an inch and a death blow away. If a bailie to the
death, only one: will leave the arena that day and magical healing is for·
bidden (bodies are somelimes Slolen and resurrected by allies or loved
ones and can lead 10 a scll-out rematch).

An arena promoIer will reject staging "real" fights as a main acl for
Ihree reasons.

First. an arena has 10 entenain the crowd from early afternoon when
the crowd starts drifting in, until the lasl ton:h-lil climax. hours later.
NOI only would filling that lime with hundreds of "real" fights be ex
pensive, il would also be incredibly boring 10 the crowd.

Second. the aventge arena fan is quite a distance from the aclion.
Even if you've got a greal seal ("blood-splatter" lickelS, right in the

front row, are usually lhe mosl expensive even lhough these spectators
run a real risk of becoming pan of the action), something happening
right in the middle of the field is going to be from fifty to two hundred
feel distant Imagine silting in the bleachers of a baseball stadium and
watching a realislic fight (sorry, no binoculars available). There's DO
way you could see any of the "real" action. Gladiator contests are usu
ally fought with wide, sweeping geslUn:s, roundhouse swings and ac
tion for dramatic: effect and so the crowd can see what's happening.

Finally, death in the arena, for gladialors at klsl, is greatly eugger
aledo 11 has 10 be! Peopk don'l wanl faceless warriors. The crowd needs
heroes 10 cheer for and villains and monsters to boo. You can'l gel he
roes and villains overnighl. 1bey've gOlIO have exposu~. It's the same
as with good television, kill a few bil characlers for drama. bul keep the
main characters alive!

In other words, the CIoseSI modem equivalent 10 gladialOriai contests
is big lime wreslling. Hulk Hogan, Mr. T, and Dick the Bruiser would
make great gladiators. They'd jusl have to gel used 10 drawing r~al

blood and chopping off limbs. or course, eventually there would be
fights 10 the death between the lOp gladiators, bul a real fighl-lG-the
death againsl a It'Uly wonhy opponenl would be something the cham
pion gladialor would face only a couple of times a year. or course there
are exceptions. Some gladialors are bloodthirsty maniacs who like 10
fight and kill. so they accept dangerous challenges regularly. Some &c

eep! all challengers.

Glldiators come from all walks of life. Some soldiers and profes
sional fighters are drawn 10 the fame and fonune of the arena. Young

12

Typical Arena Schedule By Erick Wujcik



Oplional Arena Roll-Up Table (Roll percenlile)
By Erick Wujcik f'

01-10 Collseum. 1lle vcry largest kind of arena. Huge. with a circu
lar din field about IWO hundred (eel across! 1llC stands can accommo
dale up to 80.000 fans (1011204 and multiply by IO.OOO). Found only in
the largest cil;es. usually only in the Western Emp~. or in a counlfy's
largest city. Usually thett are several underground levels. a complete set
of dungeons. animal pits. CIC. Unlike IT1O$I arenas where vendors selling
snacks. drinks and souvenirs go through the crowds. coliseums often
have sales areas right under the sealS. so people can just walt down ~

few steps and buy anything they might want during the frequent breaks
in the aclKxJ. !l's possible 10 find old Coliseums, left over from different
anctent periods. just about anywhere (in less populated areas. they Siage
all the aclKln in just one end of the field. sealing people accordingly).

11·30 Amphitheater. Can handle up 10 60.000 fans (roll 106 and
multiply by 10,000). Usually circular. with a playing field from sixty 10

one hundred feel (18.3 to 30..5 m) in diameter. Amphitheaters are
equipped wilh elaborate staging areas underneath the seats. including
animal pens. cells for prisoners. dressing and practice rooms for gladi.
ators. an annory. offices. and all the kitchens and plumbing needed to
feed and water the crowd.

31-60 Arena. Seating for up to 18.000 (roll 106 and multiply by
3.000). Grass or sand. from SO to 80 feet (IS.2 to 18.3 m) across. is
available for the perfonners. 1be accommodalions under the slaJ1ds for
animals. prisoners or gladil1Ol'S ue cramped and primitive (well·known
or well-off gladialors will probably take rooms elsewhere).

61-80 Bowl. More of a private theater than a true arena. bowls ue
usually buill by the wealthy. or by a royal family. for their own amuse·
ment. Sealing is IUllurious. with ample room for saving tables. ser
vanlS. and cushions. nckelS. when they are made availaMe. are for the
cnrnJXd front benches. or for a few rows of bleachers far from the ac
tion. Typically up to 300 IUllury sealS. room for 2()().6()() servanlS. and
benches and bleachers for an additional SOO-2000 Spectalors.

81-90 Piazza. An area in a lown or city used as a public square. with
buildings on all four sides. Handles up to 2.400 speclators (roll 206
times 200 to detennine size). Until they put on a show. the area is usu
ally the town's market square or a town meeting place for feslivals. pa
rades and speeches. One of the buildings is typically some kind of
public hall. with two or three floors of elevated sealS. However. the best
i>eats are usually in the other buildings. and the people who own them.
or live in them. can charge what they like.

91-00 Outdoor A~na or Heath. Set in the countryside. no more
than a couple of miles from the edge of lhe nearest town. the "arena" is
placed in a natural bowl. or were hills form a good slope for sealing.
Most people sit on the grass or bring their own chairs. Only a couple of
hundred pennanent seats and/or a few royal platforms are sel up for the
wealthy and privileged to walch the entenainment. Most of the wort.: in·
volved in constructing an outdoor arena involves landscaping the per
formance area (can be grass. sand. &rIvet or packed dirt), so that the
rain easily runs off and doesn'tacrect the show. Monster and slave pens
and cages are typically built inlO wagons. and a few cages or pits may
also be part of an outdoor arena.

Gladiator O.C.C.
Gladiators are lrained fighten, 1bey learn warfare skills similar to

those: of soldiers, mercenaries and assassins. Yetlhey are also entenain·
ers. Fighting in the arena involves a lot more lhan jusl survival. accu
racy or deadly speed. A gladiator has to fight with slyIe. Each sword
stroke must be on Iarget. but also dramatic. The gladiator has to be able
to kill on cue. and to make it look funny. tragic. or difficult according to
the script. Sometimes the gladiator mUSI act like an incompetent fool,
killing the opponent only by accident or dumb luck. Other times it must
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look like a desperate battle. diffICult and dangerous, even when the reo
sult is really already decided (although lhings don't always go accord·
ing 10 plan).

Cenain stage tricks are used to make everyone look good. Skins
filled with animal blood are used to fake serious injuries. and every
gladiator knows how to make a minor wound look more serious lhan it
is in lClUalil)'. Gladiators must also train with a variel)' of arms and ar
mor. AI any time they may be called upon 10 fighl with • strange
weapon and linle or no armor.

Gladiators & Armor
Gladiators v)ew armor more as coslume than prolOClion. 1be type

and color is used as a son of uniform that allows the crowd 10 tell dif
ferent fighters apan.. Mosl gladiators prefer 10 use a small amount of ar
mor: the arm shield and a light chain vesl is most common. Half suits of
scale mail. splint. or plate and chain or plale are a!so used. Half suits of
armor tend 10 provide muimum protection of limbs and head while al
lowing for ClIcellent maneuverability. A gladiator will rarely. if ever.
wear a full sui! of annor unless it's leather,

Gladilltorial Equipmenl: Usually provided by the gladiator'S pro
moter or manager. or is issued by the arena. Varies according to the
rules of a particular match. Personal equipment can include all types of
anns, armor and odds and ends.

Employment for Gladiators
A k>I of gladialors tnlvel from place to place. making money any

lime they find an ueOl. strongman/warrior competition. or even partici
pate in tnlvelling sideshows.. For atypical full day's worlt. which might
include herding dangerous animals. fighting in meloe combat, and gen
erally helping OUI. the gladiator could gel 10-30 gold. plus lunch and
dinner. A featured performer. either I gladialor who can put on his own
little act. or one who will participate in one-on-one combat. could gel
paid twice as much. "Ptizes.wgiven to the winner of a number of boulS
in I lournament generally are at least SO gold. and could be sevetal
times more. Higher prizes will altracl a 101 more participants. which
means the gladialor may have 10 fight severaL-opponents in a single day
or some truly deadly or monstrous opponenl(s). If the prize is really big.
one can be assured the opponent(s) will be "really tough:' Famous
gladiaton who have won several big prizes, or who have defeated other
"big name" gladiators, can command high fees jusl for panicipating in
an arena event (typically S-IO times more lhan the average Joe).

Away from the arena circuil. or when gladiator work isn't available,
many of lhese fighlers tum to working as mercenary waniors (pay var
ies: see the Mercenary O.c.c. in the Palladium Fanlasy RPG). Some
of the less scrupulous may also engage in banditry. lhievery and other
dark deeds.

A Comment on Skills
True wprofessional" gladiatOR are men of arms IrI.ined in uhibitions

of combat for entertainment. Unlike other men of arms. they are IrI.ined
10 prokxig an encounter by toying wilh an opponenl. dodging, parrying
and delivering small, superlkial wounds. EvenlUa1ly. this will lead 10

disabling. serious blows until the opponent yields. collapses or is slain.
Consequenlly. gladiatorial schools/tnlining creates a very specifIC Iype
of wanior skilled in weapons, comballOChniques and showmanship.

1be selection of skills reflects their Combal orienlation. Players may
notice !hat while scale walls is available there is no bonus. Prowl is nOl
available because stealth is not a requirement in the arena. Likewise.
common combat skills such as W.P. BowslMissile Weapons are nOl vi
able in gladiatorial games. lhus they are nOI available O.C.C. skills.
Scholastic pursuils are generally limited to secondary skills. A gladi.
ator's viewpoint is likely to be: the more weapon and combat skills. lhe
beuer.
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Entertainer O.C.C.s

cloak, shin. pants or kilt. leggings, f()(l(wear. belt, etc. Also a bed
roll. a backpack. a purse or shoulder bag. a water skin and a tinder

00'.
Ann«: Starts with a half·suil of scale mail (A.R.II. S.D.C. 35).
Weapons: All gladiators stan with a small shleld and a shor1 sword, as

well as a set of caeslUS (weighlCd boxing gloves IhaI do +2 10 dam
age with punch). Each gladiators also has a choice of one of the fol
lowing: (I) a long sword and matched dagger. (2) spear and large
shield. or (3) trident wilh metal nel and helmet.

MOMY: The.character 5WU with a savings of 12.5 gold.

Knife·Thrower (see Juggler)
Minstrel
PresI)digitalOf
Tumbler (see Acrobal)

Typical Entertainment Skills
Acrobalics (see Polladillm RPG.1nd edition. page 55)
Card Shark (see Palladium RPG.1nd edition, page 56)

Clowning (New!)
Concealmenl (see Palladium RPG.1nd edition. page .59)
Dance (see Palladium RPG.1nd edition, page 51)
Disguise (see Polladillm RPG.1rtd editiOfl, page 51)
Escape Anisl (see Palladium RPG.1nd edition. page.51)
Imitate Voices & Impersonalion (see Po/lodillm RPG.1nd edition.
page 51)
Jesting (New!)
Juggling (see Palladium RPG.1nd edition. page 56)
Language (NOIe: while language is not exact.ly an ··entenainment'· skill,

many kinds of travelling entenainers need 10 be able to speak 10 a
range of differenl people. See Pollodium RPG, 1nd edition, page

SO.)
Lore knowledge (any. can be useful in weaving S1ories).
Mime (see PolladilUfl RPG.1rtd edition. page.50)
Palming (see Polladillm RPG.1nd edition, page 57)
Pick Locks (see Pollodium RPG.1nd edition. page 57)
Play Musica11nsttument (see Pollodium RPG, 1nd edition, page 50)

Public Speaking (see Palladium RPG.1nd edition. page SO)

The Palladium world. like any society. has its minslrels, bards, jesl
ers. acrobats, jugglers. mimes, actors and trOubadours. Although each
character's stills. abilities and methods of enlenainmenl will vary. even
within the same Occupalional Chatacler Class (O.c.c.). they are all en
lertainers.

In the following pages we hope 10 provide players with enough free
dom 10 create jusl about any type of entertainer he or she might desire
to play. Mimes. minstrels. dramalic IIClors. poets and fTlOfe physical per
sonalilies. such as the lumblers and acroba.u. are possible.

Is an enlc:nainer character really a viable enlilY in an adventure
game? Yes, we believe so. The fun and advantages of the physical en·
lenainers will be quile obvious. while the more cerebral and ar1istic
ones will require a certain amount of thougl}l and ingenuity 10 really
make them wOli:. Entenaincr O.C.c.s. especially Bards. AClors and
Prestidigitalors. add a bit of spice: a change from the more convenlional
fantasy chantclers. They are also a1ter-egos requiring a grealtr degree of
role-playing 10 be most effective. This will challenge some. and tum off
Olhers. II's up to bolh Game Master and Ihe players 10 make their own
choices. JUSI give it your best shot and enjoy.

Acrobat
AClor
Bud
Juggler

Gladiator O.C.C.
Alianmenl$: Any. but usually unprincipled or anarchist (I good charac
ter is no!: likely 10 make a career as a professional gladiator by choice).
Attribute Minimum Rftluiremenl5: I.Q. 6. P.S. 10. P.E. 9, P.P. II or
higher. The higher the P.S. and P.P.the better.
O.C.C. Skills:

ClimblScaJe Walls
Dance (+10%)
Disguise (+10%)
Imitate Voices &: Impersonation (+4%)
Languages: Native Tongue al98%. plus Iwoof choice (+I()II, each)
Recognize Weapon Quality (+IS'll)

Sign Language (+10%)
SU'eClwise (+6%)
W.P. Sword
W.P.Spear
W.P. Fofted Weaponsffridenl
W.P. Net
W.P. Shleld
HarKt 10 Hand: Gladiator (Spedal)

O.C.C. Related Skills: Selecl eight other sk.ills at level one. plus select
one additional still al levels three. five. seven. nine and eleven. All
new stills swt allevel one prorlCtency.
Communicalions &: Performing Arts: Any (+5% each)
Domestic: Any
Espionage: Any
Horsemanship: General or Exotic only
Medkal: FlJ'St Aid only
Miliwy:Any
Physical: Any (Boxing is typical)
Rogue: Any (+.5% each)
Science: Math only.
Scholar & Technical: Any (+ 10% on language skills only).
Weapon ProrJCiencies; Any (W.P. Archery is available only as a soc·
ondary still)
Wilderness: Any

Se<:ondary Skills: Select four secondary skills from the previous list al
level one. and one IIdditional sk.ilI allevels two, four. six. eight, ten.
and twelve. 1besc arc: additional areas of knowledge that do not get
the advantage of the bonus listed in the parentheses. All secondary
skills start at the base skill level. Also. skills are limited as pre
viously indicated in the list.

Startinl Equipment: The character starts with two sets of street cloth
ing. plus three sets of arena COSIUmes. Each set includes: cape or

Hand to Hand: Gladiator
Level
J Starts wim IWO anICks per melee round. the abilil)' 10 di$Qrm an 0ppo-

nent on a roll of 19 or 20. and +2 10 roll with punchifaiVimpact.
2 ...3 10 pull punch. and + I to slrike and parry.
3 +2 to damage and thepa;r~d"",~apons skill.
4 One additional auack per melee and +2 to save V$ horror faclor.
5 +1 to strike. and disarm on a roll of 18-20.
6 +1 to pan)' and dodge; ~"taftgJ~ and bodyflip (106 damage).
7 One additional allack per melee and +1 10 damage..
8 Stun on an unmodirted roll of 18. 19 or 20.
9 +2 to pull punch. +210 roll with impact/punch.
10 One additional allack per melee.
II +I to parry. +2 to dodge. and +2 10 save V$ horror faciOI'.
12 Death blow on a nalura! 18-20 (see Palladium RPG page 44 for de-

5Cf'ilXion; musl call il before strike is rolled).
13 One additional altack per melee.
14 +2 to pull punch and disann on I roll of 17·20.
15 Critical strike (triple damage) or knockout from behind.
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Sing (see Palladium RPG. 2nd edi/ion. page 51)
Tumbling (New!)
Ventriloquism (sec Palladium RPG. 2nd edition. page 597)
W.P. TargelingIMissile Weapons and W.P. Throwing Weapons (Note:

the character has learned to throw weapons as part of an act, usually
as a knife thrower, see Palladium RPG, 2nd edition, pages 59-61.)

Writing (see Puf/odium RPG. 2nd edition, page 51)

Entertainment Guilds
Throughout the Western Empire. and in some of the larger cities of

Timiro. Phi and Lopan. there are special guilds for entenainers. These
guilds serve to control competition. 10 preserve the knowledge: of the
craft (many have speciallraining programs), and to act as a social sup
port system for members who are disabled or retired.

The Actors' Guild is more of a banking institution than a guild. Its
main pUllJOse seems to be distributing money in the fonn of grants and
loans, Since the putting on of plays is usually very unprofitable. wealthy
actors (usually those who have found success in one of the great cities
of the Western Empire) are expected to contribute heavily. and to desig
nate the guild as the main beneficiary in their wills. That money is men
used to help suppon all the various travelling actors. This system has
been used for centuries, and seems to be paying off, since the popularity
of the theater seems to steadily grow, even in the most remote regions
of the world. The Actors' Guild also has apprentice and training pro
grams. a number of libraries (for the gathering and preservation of both
ancicnt plays, as well as new and original works), and a few small fac
tories producing ponable props and other theatrical equipment.

Jeslers' Guild. With the exception of the clowns, the jesters have
the most closed and secretive of all the entenainment guilds. This may
be'due 10 the number of jesters who are employed in the palaces of roy
alty, the nobility. and the very rich, and who are often able to pick up
very sensitive, valuable infonnalion on the affairs of state and com
merce. The jesters tolerate the presence of nonmember "street" jesters,
but will insist that anyone who becomes a coun jester, or even becomes
well-known as a jester (to the point where meir name will draw a
crowd), will have to join. A ramer surprising number of talented, non
guild-member jeslers have suffered the odd mutilation of having their
tongues tom from their bodies (rarely falal to the body, but it does put
an end to a career as a jester).

The Guild of Jugglers and Knife Throwers. Of all the guilds. this
one is me least organized. and the most like a social club. There are sev·
eral guild halls. most in the Western Empire, but some can be found in
the main cities of the larger nations, all of whom are very welcoming to
new members. Impostors attempting to get into this guild have a ten
dency to be seriously hun. since hearing the word "catch!" is not to be
taken lightly.

Guild of Kleintro is by far the most feared and deadly of all the
various entenainment guilds. All clowns are members of the Guild of
Kleintro. no ifs. ands or buts. "False" clowns. those wilhout guild
authority, are hunted down and killed. usually by assassins. but royal
agenls of the Western Empire. the Kingdom of Timiro. and the Eastern
Territory have all been involved in the slaying of pretend clowns. Mem
bers of the Kleintro. even when they are not in clown garb, are usual1y
easily identified by their bizarre gloves. It's not just that the gloves are
large (they are!). but that they are always mismatched. so the number of
fingers on one hand never matches the digits on me other. and so it
looks as if they have from two to nine fingers on a hand. Some clowns,
panicularly those from the islands of Phi and Lapan. but from other
places as well, also tattOO the outline (in a weird "stitch" pattern) of
their oversized clown mouths on their faces.

The Guild of the Mime. The mime is a new fad on the Palladium
World. their silent perfonnances becoming popular in marketpl~es

only in the last ten years (although some ancient mystery plays. includ
ing those performed by clowns, feature "silent" duets of pantomime). In
that shon time mere has been an explosion ot interest, and the develop
ment of some common features of costume and make-up. Palladium
World mimes generally wear red. and a few patterns of dots or pol
kadots, and paint their faces and hands (they clearly dress and paint
themselves in a way totally different from clowns).

The Minstrels' Guild. A very large, very innuential guild. with
guild houses in vinually every city and large town. including just about
every populated stapon. The largest guild houses are specially con

structed buildings similar to hotels. while the rest are ordinary (albeit
large) houses run by retired minstrels. Dues collection is simple. since
minstrels who sleep in a guild house are expected to share half their
daily takings with the local guildmaster. The organization is mostly in
terested in providing for elderly guild members. Since very few min·
strels can even read or write, mOSI music and song is passed along
orally.

Prestidigitators, Inc., and The Guild or Stage Magicians. These
two competing organizations (both staned in the Western Empire. but
the first was in the far southwest. and the other began along the nonhern
coastline) have a long-standing disagreement over policies and terrilo
ries. The governing boards of the two organizations have been holding
high-level meetings for the lasl fifteen years, discussing ways of joining
the two organizations. Still. older members can vividly remember the
bloodshed that frequently pitted Prestidigitators against each other, and
which, for a time, threatened the entire business. Crowds became fearful
of attending Prestidigitators' perfonnances because most of the deaths
occurred publicly, on stage. Most were the resull of the substitution of
equipment and props: a Hopper for a rabbit. poison gas for nash pow
der, a real sword for a fake one, etc. These days the members of the two
organizations enjoy an uneasy peace where they are polite to each other.

IS but always wary.



The United Guild or Acrobllts and Tumb'ers. International
(U.G.A.T.I. or "Upti.,. A collection of several dozen separale guild
houses. U.G.A.T.I. has grown into a powerful guiki lhal slrictly conuols
the appearance of '"professional" Acrobats and Tumblen. and mike
sure lhal a solid 20% of their earnings go inlo the guild 1TeaSWy. Any
one I1\IY join. and the organizalion docs nothing 10 reslric1 the casual
perfonnlOCC of acts on Sll'eets and martetplaces. bullhose anempling 10
wori: in a !healer. 10 Irena. a circus. or in any OIher organized venue.
will be expected 10 pay an inilialion fee (12S goki). and then s~ all
lheir future earnings.

Muskal Instrumtnt Makers GuildJ. NOI slrictly entertainmenl'
guilds. these guilds oversee the craftsmen and shops who design and
build musical instruments. See lhe "Notes on MusicallnslrUments." un
der lhe Minstrel O.C.C.. for more details.

Acrobat & Tumbler
Optional O.C.c.s

Note: The acrobal and lumbler are lisled together because. excepl
for their O.C.C. skills and bonuses. they are basically identical (O.C.C.
Related Skills. Secondary Skills. Annor. etc.. are all the same).

The Acrobal
Acrobats Ire entertainers who perform feats of suength. agilily and

daring above the ground on the lightrope. trapeze. high wire. and other
lowering SIrUCIWU. Siunts performed on the ground and above ground
include handstands. rolls. somersaults. cartWheels. leaps and falls. The
acrobat has no fear of heights. possesses superior balance and lightning
renexes.

The applications for this character in a more conventional adventure
game are fairly obvious. The acrobat's abilities can make him the per
fe<:t spy or cat-burglar. able 10 scale walls. climb rope. walk small
ledges. and so on. This characler can be the equal in speed and skill to
any thief or cut-nne assassin. Sec the acrobatics and relaled skills for
specifIC abilities.

The Thmbler
Like the acrobal. the tumbler performs fealS of strength. agility and

endurance. bul mostly on the ground. Blinding fasl combinations of
leaps. rolls, cartWheels. back flips and the like are perfonned with grace
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and agililY. Often two. three or four lumblers will perform in unison,
making for an imptessive display of man's (well. not necessarily man.
since the characler can come from any race) physical prowess.

In use as an Idventwer. they Ire IOUgh strongmen able 10 dish out as
well as sustain SU'enuous physical punishment 1be tumbling skills pr0

vide a handful of abilities llOique 10 the tumbler alone. Sec the new skill
of tumbling for details of specifIC abilities and bonuses.

Alignment: Any
Attribule Requil'f:ment5: P.P. 10. P.S. 13. or higher.
Acrobat O.C.C. Skills:

Acrobatics (+2.5%)
Rope Works (+1.5%)
ClimblScale Walls (+10%)
Languages: Native Tongue aI98%. plus three of choice (+1.5%
",h)

Sign Language (+.5%)
W.P. Grappling Hook
W.P.: Seicci one of choice
Hand 10 Hand: Basic



For acrobats. hand 10 hand: basic can be changed 10 hand to hand:
expen at the cost of one "ocher" skill, or 10 hand to hand: manial f

ans at the cost of two "ocher" skills.
Tumbler o.c.e. Skills:

Tumbling (+25%)
RUMing
Body Building &: Weight Lifling
Dance (+ I 5%: professional quality)
SlItttwise (+4%)

Languages: Native Tongue II 98%. plus lhrec of choice (+10'l>
each).
Sign Language (+5%)
W.P.: 5c'lecllwO of choice.
Hand to Hand: Expen
For lumblen. hanc!IO hand: expen can be changed to hand 10 hand:
assassin (if evil). or hand 10 hand: manial arts althe COSI of one
"other" skill.

Acrobat &: Tumbler D.C.C. Rdated Skills: 5c'1ect seven other skills
al k:vd one. plus select two additional skills al levels three. five.
seven. nine and cleven. All new skills swt al level one profKiency.
Entenainment Skills: Any (+ 10'1> each)
Commun'cations &: Performing Arts: Any (+5%)
Domest'c: Any
Espionage: None
HorKmanship: Gencnl or Exocic only.
Med'cal: Rrst Aid only.
Miliwy: Henldry only.
Physical: Any (+ 10'1> when applicable)
Rogue: Any (+5% each)
Science: None
Scholar & Technical: Any (+5%)
Weapon ProflCienc:ies: Any
Wilderness: Any

Acrobat &: Tumbler Secondary Skills: Selecl five secondary skills
from lhe previous list at level one. and one addilional skill at levels
IWO. four. sill. eighl. ten. and twdve. 1bese are additional areas of
knowledge that do not gel the advantage of lhe bonus lisled in the
parentheses. All secondary skills stan at lhe base skill level. Also.
skills arc Iimiled as previously indicated in the list.

Armor: Acrobats and tumblers call wear any type of armor, but the use
of any chain or heavy metal types severely impairs movement and
cannot be worn while performing mOSI acrobatic. tumbling or gym
nastic feats: -35% penalty on physical skills and -50% to balance
and speed of the act being perfonncd. Heavy armors. including any
chain mail and full melal annor (with leg plating. knee guards. etc.).
impairs movement both because of weight and because the armor re
stnets the nexibilily of movement. A metal suit of half armor re
duces skills performance by -25% and balance and performance

speed by -30%. Likewise, heavy armor reduces the distance one can
leap by 20'1> in half suits and SO% in full armor.

Most tumblers and acrobats will wear no armor or even restric
live clothes when performing. Some may modify a regular (full) suit
of soft armor. or have a suil custom made. Such suilS can be wom
for performances or for adventuring (optimum maneuverability with
some low level of proIection). Each of the following half suilS
comes with a padded. high-necked. shon-sk:cved shirt. a thick vesl
and ann bnlces/bands as the main armor material. Custom made
suilS offer +1 10 Ihe A.R.

Padded or Quill (half suit): 5 A.R.. 12 S.D.C•• with a weight of 3
pounds (1.4 kg). Cost: 40 gold from Ihe guild. 55 gold 10 buy and
modify:l full suil. or 70 gold if CUSlom made.

Soft Lull1ft' (hair suit): 6 A.R.. 18 S.D.C.. with :I weighl of 5 pounds
(2.3 kg). Cost: 60 gold from the guild. 85 gold 10 buy and modify :I

full suit. or 130 gold if CUSlom made.

17

Hard Leather (half suit): g A.R.. 28 S.D.C.. with a weighl of8 pounds
(3.6 kg). Cost: 110 gold from Ihe guild. 165 gold 10 buy and modify
• full suit. or 200 gold if custom made.

Studded Luther (hair suit): 9 A.R.. 30 S.D.C.. wilh a weighl of 12
pounds (5.4 kg). Cost: 160 gold from Ihe guild. 215 gold to buy and
modify. full suit. or 300 gold if cuslom made.

Note: All dwaclers start with one half suil of sludded leather 11

mor. Also nOIe that the charac1er can wear any type of conventional ar
mor for the purposes of advenluring or combat. bul il impairs
movemenl as usual, plus Ihe penalties above for feats of acrobatics.
gymnastics and tumbling.

We.pofIs: Tumblers and acrobats can use JUS! aboul any weapons. sub
ject to the usual W.P. restrictions. Each characler starts out with •
grappling hook with 30 fcct (9 m) of rope. and a simple short sword
(choice of shan sword. scimitar or cullass) and a pair of daggers.

Startinc Equipment: 1be chancter starts with one full set of street
dooling. complele with cape. jacket. shirt. leggings. bell and boots.
Each ctwacler will have IWO performing costumes. one brightly col·
ored and lhe OIher of white or light grey (for nighl performances).
<::khcr equipmenl includes a sel of well-fitting leather lloves (for
handstands and rope climbing). 200 feet (61 m) of rope.' backpack.
slceping roll. and purse or shoulder bag.

Money: Starts wilh 220 gold. Many cnlcna1ncrs tend to be men inter
ested in fame and glory ralher !han fortune. Thus. while lhey can
make a JOod to ellcellent living. and amass:l nice nest-cgg. few ever
become uuly weallhy and many spend their money on ellpensive
cloches. COSIUmes. jewelf)'. and good times.

•
Actor O.C.C.
•

In the Palladium World. an aclor is a very highly trained profes
sional, with the versatililY and skill needed to put on an entire theatriCal
produclion. They have to be able to perfoon dozens of different roles.
as well as understanding all the basic elements of stagecraft. including
casting. directing. promoting. make-up. elc. Unlike modern day actors.
who are specialisls simply in the an of performance. the actor in the
Palladium World cannot rely on the talenlS of directors. stage managers.
prop specialists. costume designers and lighting technicians. No. the
Palladium actor has to be able to do all that. and much. much. more.

Most actors travel individually or in small troupes. By necessilY.
they perform all the funClions of an enlire thealer company on their
own. 1lICy make their own signs. props. and, often as not. their own
Slllges. Not only do they play mOSI of the pans. they oflen create their
own plays. Many performances arc customized for each specific region
and audience. For example. a play given for the benefit of nobility is
likely to be more sophisticated and classy. while a play for peasant vil

lagers (or nonhumans) is likely to be more exaggeraled. bawdy and sim
plislic. Having to work wilh enlhusiastic. bUI unskilled. locals. aclors
usually have to modify any ellisling scriptS 10 compensale for specific
talenlS. or lack thereof. Many are also well versed in a variely of lor~

and arc good S1ory·lellers.

Actors lravel a great deal and arc often invited by the gentry (from
merchanlS and scholan to nobility). who like to associate with these It
tractive. talented. and "amusing" men and women. This means that ac
tors often hear a great many rumors and news. and may even gel
involved with lhe intrigues and goings-on of court. politics or the
wealthy. This can also lead to trouble if Ihe character is IlOl discreel on
many levels. 1bey II'e f~ucnl1y regarded as spies. whores and low-life
when ltooble arises.

Actor O.C.C.
Alignments: Any
Attribute Minimum Requirements: I.Q. 10. M.A. 12. or higher.



D.C.C. Skills for the Ac:tOf":
Public: Speaking (+25%)
Imitate Voices & Impersonation (+15%)
DisguiseIMake-Up (+10%)
Dance (+15%; professional quality)
Mime
Horsemanship: General
Basic Math (+ 10%)
Language: Native tongue at 98% plus two of choice (+15%).
Literacy: One language of choice (+ 10%)
Sign Language (+10%)
Writing (+10%: mostly prose. but can also put together lines of po_
etry).
Carpentry (+5%)
Stage Carpentry. Lighting and Assembly (+10%)

Sew (+5%; the character knows how to create stage costumes out
of just about any kind of material. While the character can make
clothing and costumes that look good. they will not stand up to any
kind of serious wear or stress, such as fighting or adventuring. Also
includes the ability to alter ready-made costumes to fit a variety of
different perfonners - "Oh no! Litlle Inclina is sick! Hand me that
bridal gown so I can change it to fit Olaf... Yes. I know it's not
nearly big enough. just tell him not to tum his back to the audience

W.P. Sword (In learning to be an actor. the character must also
learn the an of sword fighting on stage. This is not an easy thing to
do. and the character must actually be just as skilled as any "real"
swordsman, so as to avoid injuring the other actors.)

Hand to Hand: Basic (actors have to learn to put on a good show
in their make-believe fights. and many of them have actually leamed
fighting skills. Note: Hand to hand: basic can be changed to hand to
hand: e,.;pen for the cost of one "other" skill. or manial ans for two
other skills or assassin, or even Gladiator combat for the cost of
three other skills.
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O.C.C. Related Skills: Select three other skills at level one. plus select
'one additional skill at levels two. four, six, eight. ten and twelve. All
new skills stan at level one proficiency. Note: Most "other" related
and secondary skills tend to reflect the character's profession.
Communications & Perfonning Ans: Any (+10%)
Domestic: Any (+10%)
Espionage: Only escape anist and intelligence, other than a.c.c.
skills.
Horsemanship: General or Exotic only.
Medical: First Aid only.
Military: Heraldry, Weapon Quality and Surveillance only.
Physical: Any, except acrobatics.and wresl1ing.
Rogue: Any (+2%)
Science: Math and Anthropology only.
Scholar & Technical: Any (+10% on all Lore and Language skills)
Weapon Proficiencies: Any; except siege.
Wilderness: Any

Secondary Skills: Select four secondary skills from the previous list at
level one, and one additional skill at levels three, five. seven. nine
and eleven. These are additional areas of knowledge that do not get
the advantage of the bonus listed in the parentheses. All secondary
skills stan at the base skill level. Also. skills are limited as pre·
viously indicated in the list.

Starting Equipment: The character stans out with a small. twO
wheeled can, and one horse trained for both riding and pulling,
wonh 800 gold. Stowed in the can are a dozen costumes, stage
weapons and armor, one cloth backdrop (on one side it's an outdoor
meadow. on the other side it is the interior of a castle), a variety of
brightly colored cloth banners (36. in various colors), treated torches
(32), and eight metallantem/torch holders (when assembled. each is
8 feetn.4 m tall). Tools include a decent wood saw. a hammer. nails
(100 large. 50 small), a plane, an awl, a pair of pliers, and a crowbar.
Among the actor's personal gear are four duplicate books of popular
plays. an assonment of hand-scribed plays (dramas, comedies, shon
vignenes, and some operas), plus sufficient paper. pen and ink.

Clothing includes several outfits. including an ordinary set of
street clothes (well-to-do peasant style), the outfit of a mercenary
soldier. a noble, and a couple of unifonns. The character'S make-up
kit is well·stocked. and able to put together anything from a troll
face (complete with beard, wig. fake nose and false fangs), to the e,.;·
aggerated make-up of a fairy-tale princess. The character also has a
full sel of cooking gear, a couple of travelling bags, a .sewing kit, a
couple of water skins, an oil lantern, and a tinder box.

Armor: Unlike any of the other entenainers. the actor is frequently
called upon to use annor. NO! just in combat, but in all kinds of dif
ficult stage feats and tricks. While actors prefer not to use helmets.
they are perfectly comfonable in even the heaviest suits. Stans out
with a full suit of chain mail (14 A.R" 44 S.D.C.).

Weapons: The character starts out with a good quality long sword
(kobold or dwarven, wonh 150 gold, 2D6+1 to damage). a quaner
staff, and a dagger.

Money: In addition to 200 gold in cash, the character may also have a
"letter of credit:' redeemable at banks or merchant houses. for an·
other 600 gold. Many entenainers tend to be more interested in fame
and glory than fonune. Thus, while they can make a good to e,.;cel
lent living, and amass a nice nest-egg, few ever become truly
wealthy and many spend their money on expensive clothes. cos
tumes. jewelry, and good times.



Bard O.C.c.
The most popular entenainers of the Palladium World are me WaIl

dering bards who are both mASter slory.tellers and lfavelling journalists.
Not only do lhey spin fancifulla1es. sing. play musical inslnlmenlS. and
recite from poeuy and prose. but they are also clIpcclCd (0 carry the lat
es~ w.orid oc:ws. the scoop on any happenings willi regional nobles.
shlpptng and merchant repons. as well as juicy gossip. All of this
should be packaged so as (0 be entenaining and amusing, and never.
ever boring! The bard is also (usually) an expert in fanciful lore. Ie!
ends and rousing tales of adventure.

Bards make most of their coin in public petfonnances, in response 10
rtqueslS at IMS. on street comers. or anywhere where people gather.
However, the big money comes from composing original work. Bards
know thai odes 10 a noble's military viclory, or to the beauty of a rich
~rchanl"S lover, are vcry lucralive. Also, the way for a bard to gain a
WIde reputation is by coming up with sorncthing thai will catch on with
the public, and with other bards.

Stringed instruments. such as harps. lutes, and mandolins, are the
bard's main musical tools, as they allow for singing or speaking to lhe
accompanimenl of music.

Like actors. the bard's lI'avels and lalents bring him (or her) into
conlact with peasants and the wealthy and powerful alike. 1llc bard too.
must elte.~ise cunning and discretion. Bards who chose a side in politi.
calor mlhwy connkts and sing songs or tell tales that besmirch the
~ or integrity of Me side. or a panicular person(s) or institution. are
likely 10 be branded lIS an enemy or be accused of being a spy. rabble
rouser. assassin or brigand. This has eamod many a bard the designation
of htto or :'peasant palladin.- lIS wcllllS the enmity of those in power.
Even unallied and politically correct bards often travel alone or in a
small group. and strike up a temporary association with caravans. trav.
e~rs. mercenaries. adventurers and rKMable individuals. This lI'aveling
minstrel and storyteller is usually well versed in the ans of combat.

The Bard O.C.C.
Alignments: Any. although it is typically good and aberranl characters
who lake up a panicular cause.
Altribute Minimum Requirements: I.Q. 9. M.A. 12 or higher.
D.C.C. Skills:

Cook (+15%)
Sing (+20%; professional quality)
Public Speaking (+10%)
Play Musicallnstrumenl (+10%; professional quality)
Sign Language (+10%)
Language: Native tongue al98% plus two of choice (+20%).
Lileracy in one language of choice (+ 10%)
Writing (+ 10%. includes boIh prose and poeu)')
History (+10%)
1...orC': Demons & Monsters (+15%)
1...orC': One of choice (+ 10%)
Land Navigalion(+IO%)
W.P.: SclccllwO of choice
Hand 10 Hand: BlISic
Hand to hand: bask can be changed 10 Cltpcn fOf the C051 of one
"other" skill. or to manial ans for the COSI of IWO -ocher"" skills (lIS
sassin or gladiator are not available).

D.C.C. Related Skills: Sckct siJl other skills al level one. plus select
two additional skills at Ievc:ls three. silt. nine and twelve. All new
skills stan allevel one proficiency.
Communications & Perfonning Ans: Any (+ 10% each)
Domeslic: Any (+10%)
Espionage: Any
Horsemanship: General or Eltolic only (+5%)
Medical: First Aid only (+5%)
Mililary: Heraldry (+10%). Falconry. Recog. Weapon Quality and
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Surveillance only; no bonuses for the latter three.
Physical: Any (+5% when applicable). eltcept acrobatics.
Rogue: Any (+5%)
Science: Math only.
Scholar & Technical: Any (+IO% each)
Weapon ProrJCiencies: Any
Wilderness: Any (+5% on Land Navigation only).

Secondary Skills: Select four secondary skills from the previous list at
level one. and two additMxW skills al levels four. seven. and te:n.
1bese are additional areas of knowledge that do not get the advan· •
tage of the bonus listed in the parentheses. All secondary skills start
al the base skill level. Also. skills are limited lIS previously indicated
in the list.

Starting Equipment: 1llc Bard slaItS out with one musical instrument
(see details under Minstrel O.C.C.. but note thaI this inSlrumenl is of
secondary quality). along with a suitable travelling case. Also stans
with two sets of clothing. OrK: casual and OrK: fancy. a large hat.
cloak or cape. jacket. leggings. belt and shoes or !>oo(s. The chal'l\C
ler will be. equipped with al least Iwo books. one of legends and the
other of traditional ballads. along with a blank bookJdiary and a sup
ply of writing implemenls (paper. pen & ink). Also a lanlern. a bed

roll. a backpack. a purse or shoulder bag. tinder bolt and a waler
skin.

Armor: Most bards travel light and seldom wear anything heavier
than double mail. and then only when he knows he's going inlo battle.
1be character stans off with a full suit of Studded Leather (13 A.R.• 38
S.D.C.) while travelling. and somelimes when entenaining. 1llcy love
lighl magk armor!

Weapons: Bards are not generally considered men of anns. but that
does not mean they are helpless. Many of these entenainc:rs are expcns
with a panicular weapon(s). ready for the dangerous world they live in.
1llc character stans off with two ordinary weapons of cho~. suitable
to his weapon proficiencies. and a dagger or hand ax.

Money: Start.'l with 160 gold.



MinstreIO.C.C.
Where a bard uses music as a way of communicating with words,

minstrels are clldusively musicians. Their skill with ffiLlsical instru
ments, as well as in singing or dancing, is unsurpassed in the Palladium
World. Where bards arc expected to create original work, or al least to
carry the news of important events, minstrels are simply cltpe<:tcd to
produce beautiful music.

Some minstrels do compose, but their emphasis is on the music. nOI
the words. Like a bard, they may make money off original composi
tions, but they tend nOI 10 write about specific people. places or events.

Aside from supplying entertainment, minstrels are often able to pick up
extra work as leachers, instructing the children of the rich with music
lessons of various kinds.

Notes on Muskal Inslruments in the Palladium World: Mosl
minstrels pick a stringed instrument as their primary instrument, since it
allows them to play and sing at the same lime. Wind instruments are
usually carried as back-up (mostly because they don'l need the kind of
high maintenance that goes inlO keeping the harps and mandolins in
tune). Drums are usually used only when the minstrel is pan of a larger
musical group, although it is traditional to play drum rolls at various
ceremonial events, including executions. The two "pump" instruments.
the D....arf Pipes and the Squeeu Box. are newcomers to the Palladium
World scene, and arc still outlawed in many areas while the various
guilds argue about who should control their production (in mOSl places,
stringed instrument makers, wind instrument makers. and percussion in·
strument makers are all in separate guilds). For each instrumenl, three
prices are given; lhe yalue of the character's starting primary instru·
ment, the value of secondary instruments, and the cost of replacement
(which varies according to quality).

Harp: The most prestigious instrument is the harp. Its players gel a
lot of respect from everyone, especially from other musicians. Although
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lhe music is wonderful, part of the reason why relatiyely few minstrels
choose the harp is that they are nmoriously finicky instruments, going
out of tune in damp weather, hot weather. cold weather. because
they've been played too oflen, or nOl played enough. With just four (4)
S.D.C., they are also very delicate. Primary Instrumenl's Value: 2,000
gold. Secondary: 500 gold. Replacement Value: really depends on qual
ity. a workable harp will COSI no less than 300 gold. bUl the work of a
master could be 10,000 gold or more (by the way. the bener the harp,
the harder it is to keep it in tune, so some minslrels prefer the cheap
models). Skill Penalty (special): This finicky instrument has a -15%
skill modifier to 01/ professions regardless of possible O.C.C. bonuses.
Selecting lhe skill twice removes this penalty.

lute: The Palladium World's equivalent of a guitar. but with a
longer neck, and a smaller, pear-shaped body. Of alllhe guitar.like in
struments, the lule has the best sound, but it's also sensiliye to weather
and humidity. often needing new strings, or repairs 10 the wood; II
S.D.C. Primary Instrument's Value: 750 gold. Secondary: 250 gold. Re
placement Value: from 75 to 1.000 gold.

Mandolin: Similar to the lUle, bUl with an even smaller body. so il
looks longer and narrower. While it doesn'l have the range of the lUle,
it's better able to cope with the hardships of trayelling: 15 S.D.C. Pri
mary Instrument's Value: 900 gold. $e{:ondary: 300 gold. Replacement
Value: from 150 to 3,000 gold.

Leika: The most inexpensive of the stringed instruments, with the
most limited range of sound. On the other hand. the leika has metal
strings, only needs 10 be tuned right before a performance, and can
stand up to a bit of punishment: 22 S.D.C. Instrumenl's Value: 400
gold. Secondary: 150 gold. Replacement Value: from 75 to 800 gold.

Byzantium Flute: Like a modem flute, this instrument is held
straight out to the side, with both hands fingering on that side of the



head. Olher than the reed. which needs frequent replacement, this is a
durable instillment: 22 S.D,C, Primary InsllUment's Value: 2.000 gold.
Secondary: 750 gold. Replacemenl Value: From 800 to 50.000 gold (the
most eltpensive are silver or gold).

Rtdbay flute: Similar to a conlemporary Recorder, Redbay Autes
can be made of bamboo (8 S.D.C,). wood (14 S.D.C.), clay (II S.D.C.).
or even ~lal (20 S.D.C.). 1bey require no reed. so they are pretty
muc~ malntenance,free. A great travelling insllUment. Primary Instru·
menl s Value: 300 gold, Secondary: 35 gold. Replacemenl Value: From
10 10 2.000 gokl. NOIe: Minsuels with a skill in the Redbay Aute. and
with the Sculpting &:: Whittling skill, can attempt 10 make their ow~
nutes (good to very good qualily).

Bugles, TnlmpdS and Horns: 1bere are a wide variety of wind in
Stl1lJnefllS in this category. All are made of metal. usually tnss. steel or
an alloy of silve1. and all have some kind of piston-like keys used to
modulate: the music. MOSI.1y used in orchestru or by military organiza
tions; average S,D.C. of IS. Primary Instnuncnt'5 Value: 1.200 gokl,
Secondary: 400 gold. Replaccment Value: From 2SO to 10.000 gold.

Panpipes: Small and compact. only the most recent models are
made of metal (12 S.D.C.). TradilKJnally. minstrels were great befteven
in wood or reed panpipes (6 S.D.C.). Primary InslrUmenl's Value: 200
gold. Secondary: 60 gokl. Replacement Value: From 60 10 450 gold.
Noce: MinstRls with a 51till in the Panpipes. and with the Sculpting &.
Whinling skill. can alttmpl to make their own; Sood to very good qual
ity.

Dragon Drvm: A large drum, made of wood and metal. that gives
off a deep boominS sound. Drason Drums are usually half the heiSht of
the musician and quite heavy. Comes with a pair of weighted batons for
strikinS. Drason drums are buill to take a fair amount of pounding, so
they have an A.R. of 9 and an S.D.C. of 50. Primary InsllUment's
Value: 300 sold. Secondary: 100 gold. Replacemenl Value: From 100
to 8.000 sold.

Dremon Drums: A set of three: drums and two metal striking plates.
usually worn on a bell around the waist and played with fingers and
palms. A skilled Demon Drum player dances and plays furiously. often
while wearing elaborate "demon" costumes and makeup; 25 S.D.C. Pri
mary Insllllmenl's Value: 1.750 gold. Secondary: 600 gold. Replace.
~ent Value: From 600 10 7.500 gold. Skill Penally (special): This tricky
InSllllmenl has a ·10% skill modifier to aff professions regardless of
possible O.c.c. bonuses. unless the player is of the MinSlrel O.c.c.!

Faerie Bells: More of a costume than a musical instillment lhe Fa
erie Bells are sewn into special anns and leggings. and "played" while
dancing. Primary InsllUment's Value: 500 gold. Secondary: 150 gold.
Re~lacemenl Value: from 100 to 1.000 gold. Skill Penalty (special):
TIllS strange and lricky inslrumenl has a -8% skill modifier to all pro
fessions regardless of possible O.c.c. bonuses. unless the player is of
the Minstrel O.c.c. or has a P.P. of 15 or higher!

Dwarf Pipell (Bagpipell): An ancient insllUmenl. said 10 date: back
to before the Elf·Dwarf War. they were once associated eltclusively
with dwarves. and with a limited number of dirges and solemn proces.
sional pieces. Howeve1. in the last hundred years. differenl musicians
(dwarves and OIhers) have been eltperimenting with the pipes, making
them smaller. and giving them a wider range of sounds; 10 S.D.C. Pri
mary InSllUment's Value: 1.000+ gold. Secondary: 600 gold. Replace:
ment Value: From 600 10 2.000 gold. Skill Penally (special): This new
and finicky insllUment has a -15% 51till modifier to aJ( professions re
gardless of possible O.C.C. bonu5CS. unless the player is a dwarf. Se
lecting the skilliwice removes this penalty.

Squt'tu-Box (A«orelton): Played by pumping a square-shaped or
lube.shaped bellows. and squeezing the keys on the outer handles. A
relatiVely new instrument on the Palladium World. bul one that is calch
ing on with a new generalion of minstrels and musicians; 12 S,D.C. Pri
mary Instrument's Value; 2.soo gold. Sccoodary: 1.100 gokl.
Replacement Value: from 1,100 to 3.000 gold.
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Minstrel O.C.C.
Alignments: Any
Attribute Minimum Requirements: P.P. 10. or higher.
O,C.C. Skill!:

Play Primary MusicallnSllUment (+30%; professional quality)
Play Secondary MusicallnsllUments (+ 10% each). select two; pr0

fessional quality.
Sing (+25%: professional quality)
Dance (+10%; professional qualily)
languages: Native longue at 98% and two of choice (+15%)
Hand to Hand: Basic (no upgrades!)

O.C.C. Related Skill!: Select len ()Iher skills al level one. plus select
IWO additional skills al levels two. four. silt, eight. ten and Iwelve.
All new s.ltills SIan at level one proficiency.

Communications &. Periorming Ans: Any (+15% each)
Domc:slic: Any (+5%)
EspKlnage: None
Horsemanship: General or EJtOlic only.
Medical: Arst Aid only.
Military: Heraldry only.
Physical: Any. eltcept bolting and acrobalics.
Rogue; Any
Science: Math only.
Scholar &. Technical: Any (+ 10%)
Weapon ProflCiencies: Any, eltcept siege.
Wilderness: Any (+5% to carpenlry only)

S«ondary Skill!: Select silt secondary skills from the previous lisl at
level one. and one additional skill at levels three, seven and eleven.
These are additional areas of knowledge that do nOi gel the advan
tage of the bonus listed in the parentheses. All secondary skills stan
at the base skill level. Also. skills are limited as previously indicaled
in the list.

Starting Equipment: The characler's most valued possession is his
primary musical ins(lllment(s); starts with one primary ilem of very
high quality. In addition, lhe characler Slans out with (wo elttra mu
sical insllllments of any type (valued as a "~ondary" inSllUmenl).

Other gear includes two sets of c101hing. one casual and one fancy.
Each includes a large hal. cloak or cape. jackel. vesl. shin. pants.
leggings. bell and shoes or boots. Also a lanlern, a bedroll, a back
pack. shoulder bag, tinder bolt. wine skin (and wine) and a waler
skin.

Armor: The minSlrel has no training in the use of annor, so it's best 10
stick to the light stuff. Using anything heavier than chain reduces the
characler's speed by half. and gives a -2 penally 10 strike. dodge and
parT)'. Slill. travel can be dangerous. so Ihe character stans out with a
full suit of quilt (8 A.R.• 15 S.D.C.).

Weapons: MinSllels. while nOI trained as warriors. should carT)' some
son of weapon and learn to defend themselves againsl bandilS (and.
when they are starting OUl, unhappy tavern customen). The charac
ter slam out with a basic shon sword or a walking staff (204 dam·
age) and a dagger (it's up to the player character to decide whether
or not to get the appropriate W.P.).

Money: 1be character starts with
a savings of 260 gold.
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Prestidigitator O.C.C.
Stage Magician

1be prestidigitator is a master in the art of sleighl of hal/d. Like our
modem day stage magician. the Prestidigitator of the Palladium World
perfonns deceptive tricks or illusions which depend on the dexterity of
the hands and the nimbleness of the fingers. This also includes the abil
ity to distract, conceal, and manipulate objects. as well as confuse the ,
viewer's eye so that it looks as if small objects disappear with the wave
of hand. and reappear in the pocket or ear of one of his spectators. Some
entertainers will also treal the audience to acts of skill and apparent
magic. such as slipping out of knotted ropes or manacles. and beguile
the eye with a vast assonmenl of tricks. like the old shell game (which
one of the three shells covers the ball or coin7), three card monte, or
pull a dove out of his sleeve or a rabbit out of his hat.

Some prestidigitators bill themselves as escape anists. and perform
dangerous stunts. For example. having themselves chained, locked in a
metal box, and thrown underwater, while still others will woo the audi
ence with lricks of sleight of hand (palming, concealmentj or the ma
nipulations of a card shark (card tricks). Then there are those stage
magicians who prefer to combine a bit of everything. The character's
specialty depends entirely on the player's preference. Note: This char
acter will never learn real spell. circle or summoning magic (most are il
literate). but many enjoy using magic items, weapons and potions in
their acts.

Prestidigitator/Stage MagicianlTrickster

Alignments: Any. although it is rare to find a principled or scrupulous
character hanging around with the usual street lowlife.
Attribute Minimum Requirements: I.Q. 8, P.P. 11, or higher.
O.C.C. Bonuses: + I on initiative and +1 to save 'IS illusion. The char

acter also has the skill !O recognize "real" magic and enchantment at
a base skill of 22% +4% per level of experience.

O.C.C. Sp«ial, One.Time, Skill Bonus: The character can select one
skill (and only one) from any of his skills as his special area of spe·
cialty. and apply an additional +30% bonus to it. This is in addition
to other a.c.c. or skill bonuses. Ideally. this super bonus should re
flect the character's profession, so rogue skills, escape artist. and
pUblic speaking are the most likely to benefit.

O.C.C. Skills:
Palming (+20%)
Concealment (+15%)
Card Shark (+10%)
Escape Anist (+15%)
Piek Locks (+10%)
Public Speaking (+10%)
Streetwise (+10%)
Languages; Native Tongue at 98%. plus three of choice (+10%
each)
Imitate Voices & Impersonation (+5%)
W.P.; Select two of choice.
Hand to Hand: None to stan. The selection of hand to hand: basic
counts as one "other" skill, or hand to hand: expert as two (manial
arts, gladiator. or assassin are not available).

O.C.C. Related Skills: Select eight other skills at level one, plus select
two additional skills at levels two. four. six, eight. ten and twelve.
All new skills stan at level one proficiency.
Communications & Performing Arts: Any (+10% each)
Domestic: Any (+10%)
Espionage: Any (+5%), except sniper.
Horsemanship: General or Exotic only.
Medical: Any
Military: None
Physical: Any, except acrobatics. gymnastics or wrestling.



Rogue: Any (+10%)
Science: Any
Scholar & Technical: Any (+S%)
Weapon Proficiencies: Any. except siege.
Wilderness: Any

Secondary Skills: Select four secondary skills from the previous list at
level one. and one additional skill at levels three, five. seven. nine
and eleven. These are additional areas of knowledge thaI do not get
the advantage of lhe bonus listed in lhe parenlheses. All secondary
skills start al the base skill level. Also. skills are limited as pre
viously indicated in the list.

Starling Equipment: The character stans with one suit of plain street'
clothes. including hat. scarf. shin. jacket. cloak. panls (or kilt and
leggings). leather boots. and bell, plus tWO "perfonnance" OUlfits.
one plain and one fancy (very bright patterns and colors. to attract a
crowd). each equipped wilh a variety of concealed pouches and se
crel pockets. Tools of the trade include a set of large coins (10). eggs
filled Wilh smokelnash powder (8) and brightly colored SCarvC3 (6).
Olher standard ilems include three sets of normal playing cards. one
marked deck of cards. shells and peas for the shell game (2 set's), and
a set of lock picking tools. and some kind of signalling device (a
bell. a conch shel1. etc.). The character also has a backpack. a bed
roll, a purse or shoulder bag, ID4 small sacks. one large sack, tinder
box, and a water skin.

Special Slarting Prop: Players can choose one, bul only one. of the
following items. The choice should be linked to the character's spe
cialties. Bear in mind that replacement could be very difficult espe·
cially if one is looking for properly trained animals.

l. Magician's Rabbits. Characters who specialize in stage magic.
even if only practiced in oUldoor marketplaces. always find extra
crowds (and extra money) are allracted by the use of an animal or
two (it also helps bring in the kiddies). In the case of rabbits, lhe
charaCler has two weU-behaved white rabbits who are trained to re
lax while in confined places, and to tolerale the abuse of being
pulled up by the ears. petted by Slrangers. elC. Also includes a travel
ling cage, a special hat. a folding table with a concealed rabbit hutch.
and a rabbil skin (for the old tum a skin into a living rabbit trick).
Replacement cost: ISO gold.

2. Magician's Pigeons. Six white pigeons have been lrained 10
wad; in the act, staying quiet when lucked up a sleeve. or hidden in
small bags or boxes, The pigeons always return to lheir owner, even
when set "free:' Also includes a large travelling cage. and sets of
special scarves (they al1 look alike, but half are sheer and thin, and
the others have pouches for pigeons). Note: If preferred, dal"es may
be substituted for pigeons (they look nicer. bUl they aren't as resis
lant to the hardships of travelling). Replacement cOSt: 100 gold.

3. Magician's Mice, Instead of rabbits or pigcons. lhe character
has a dozen, little white mice. While they are also used in standard
illusion tricks, the mice are much more highly lrained, so lhey are
capable of putting on little shows (allhough each mouse usually has
jusl one trick), and doing lricks on (verbal) command. Includes a
lravelling box (like a lillIe maze. with companments for the mice), a
folding lable wilh a sel of mouse-sized carnival rides. and a number
of small boxes and lubeS suitable for hiding lhe mice. Replacement
COSl: 100 gold.

4. The Magic Box. This collapsible prop is designed for the
standard "disappearing lady" trick. There are two visible doors and
secret doors at the top, bouom and sides, as well as slOls for sticking
in swords. or for sawing the box in half. When travelling, the box
folds up into a Oat package. six feel tall and four feel wide, but only
about a fOOl deep. Replacemenl cost: 1000 gold.

S. Escape Anist Kit. Includes a variety of chains. manacles.
handcuffs. padlocks. and blindfolds. along wilh a special lock pick
sel made of nexible metal (can be glued 10 lhe skin. or concealed in
many other ways) and/or special weak links or easy 10 pick locks.

Armor: While the prestidigitalor can choose 10 wear any type of annor,
, they almost never will. Since they don't have lhe proper training (as
a Men of Anns O.c.c.), annor hampers and impairs movement. If
any heavy annor is worn. lhe character suffers a half speed reduc
tion. and will be al -2S% on mOSl physical skills. plus -2 to strike,
parry and dodge. Regular chain mail and lealher annor is a lillIe less
restrictive. only reducing physical skills by -10%, and wilh no pen
alty to strike. parry. or dodge. The characler starts Oul wilh no annor
at all. May wear leather lypeS while travelling.

Weapons: Prestidigitators arc nOl men of anns. but are often skilled in
quite a few weapon proficiencies. Charaeler Slans OUI with just a
dagger (1D6 damage. used as a combinalion eating utensil, 1001 and
personal defense weapon) and a wood walking stick or slaff.

Money: The character slans with a savings of 180 gold.

Juggler/Knife- Thrower O.c.c.

Combining extreme manual dexterily Wilh the physical skills of alh·
letes like acrobals and tumblers, the juggler is a popular perfonner just
about anywhere in lhe Palladium World. Unlike some enlenainers, lhe
juggler does best in smaIl towns. or marketplaces filled wilh ordinary
peasanls and merchants.

The job involves tossing a number of objects up inlo lhe air. and
keeping them aloft. gradually adding and subtracting from lhe tOlal
number. Practice lypically involves using balls. pins. dull knives. lit
torches. elC.. while in public lhe successful juggler will add in whatever
items are common and easy to handle or dangerous looking. like knives,
shon swords and naming objects. Using a batch of local ilems bor
rowed from lhe crowd nOl only reassures the audience ("Those aren't
some kind of magic gimmicks!), but can also provide a bit of extra food
(one of the oldesl juggling lricks is 10 take biles out of objects like ap
ples and pears while they are being juggled).

While all jugglers are experts al throwing things (not just knives).
some set themselves up as specialized "Knife-Throwers:' developing
enlire acts and routines around expert and trick throwing. Characters
who wanl 10 specialize in knife throwing are advised 10 select an addi
lional W.P. in other kinds of thrown weapons (axes. spears. etc.). Of
course the various skills can be mixed and combined 10 create a charac
ler wilh many talenls; some are also escape anists or tumblers.

Jesting is another skill that lends 10 go with juggling, as many jug
glers are known for lheir humor and quick wit. For example. the come
dian W.e. Fitdds was one of the world's greatest jugglers.

Juggler/Knife-Thrower
Alignmenls: Any
Altribule Minimum Requiremenls: P.P. 12 or higher.
O.C.C. Bonuses: +2 on initiative. +110 dodge and +1 to pull punch (or

knife or weapon strike).
a.c.c. Skills:

Juggling (+40%)

Concealmenl (+S%)
Palming (+10%)
Public Speaking (+S%)
Languages: Nalive Tongue al 98%, plus two of choice (+S% each)
Streetwise (+4%)
W.P. Paired Weapons
W,P, Targeling/Missile Weapons (Special bonus: lhe character has
a one-time bonus of + I to hit. +2 to damage, and lhe abilily 10

throw an extra lWO ilems in anyone melee round. Jugglers can at·
tempt to throw anything as a weapon.)
W.P. knife and one ofchoice.
Hand to Hand: Basic
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Hand to hand: basic can be changed to hand to hand: expen al the
cost of one "other" skill or assassin (if evil). or hand to hand: mar
tial ans at the cost of two "other" skills.

D.C.C. Relaled Skills: Select eight other skills at level one. plus select
two additional skills at levels two. four, six. eight. len and twelve.
All new skills stan at level one proficiency.
CommuniC"lltions & Performing Ans: Any (+5% each)
Domestic: Any (+5%)
Espionage: Any (+10% to escape anist only)
Horsemanship: General or Exotic only.
Medical: First Aid only.
Military: Recognize Weapon Quality (+5%) only.
Physical: Any. except boxing and acrobatics.
Rogue: Any (+10% each)
Science: Math skills only.
Scholar & Technical: Any (+10% on any language skills)
Weapon Proficiencies: Any. except siege.
Wilderness: Any

Secondary Skills: Select five secondary skills from the previous list at
level one, and one additional skill at levels three. five, seven. nine
and eleven. These are additional areas of knowledge thai do not get
the advantage of the bonus listed in the parentheses. All secondary
skills stan at the base skill level. Also. skills are limited as pre
viously indicated in the list.

Slarling Equipment: The character stans with one suit of plain street
clothes. including hat. scarf. shin. jacket. cloak, pants (or kilt and
leggings), leather boots. and belt, plus a suit of "performance" cloth
ing. in fancy. bright patterns and colors (same componenlS, but with
at least two secret pockets). Tools of the trade include a set of jug.
gling balls (10), juggling pins (8), treated torches (8). small glass
goblets and clay bowls (all designed and weighted for juggling. 12
of each). The character also has a backpack, a bedroll. a shoulder
bag. 104 small sacks, a linder box. and a waler skin.

Armor: The juggler can choose to wear any type of armor, but is most
uncomfonable in anything that restricts full freedom of movement
(same penalties as a Men of Arms o.ce). Armor that hampers and
impairs movement can mean suicide for this kind of character. If any
heavy armor is worn, the character suffers a Y.r speed reduction. and
will be at -15% on most skills. with a -I to strike. parry and dodge.
Regular chain mail is a little less restrictive. only reducing skills by .
10%, and with no penalty to strike, parry, or dodge. The character
stans out with a full suit of soft leather armor (10 A.R.. 20S.D.C.).

Weapons: Jugglers like to have a full range of throwing weapons al
hand. as well as weapons to match any other W.P. Ihey might have.
1be character S1ans out with a set of high-quality, very good·look
ing, throwing knives (8), a set of small throwing axes (6), a sel of
weighted meat cleavers (4), and a sling with two dozen loads (metal
balls that do ID6 damage). The juggler stans with a set of Ihrowing
pins (4) that look just like the juggling pins. but are filled with lead
weights so they do 204 damage when used as a club. Also. one pair
of matched weapons 10 fit the characler's chosen W.P. (decenl qual.
ity, but nothing special).

Money: The character stans with a savings of 140 gold.



Seafarers of the Palladium World

A Note About Seafarers and Armor
Most pirates. sailors and mariners avoid using annor. If necessary,

they may don leathers. but that's usually all they'll consider (while at
sea. on land is another sIOry). Heavy Armor limits movement, espe
cially rope climbing, and is certain death if knocked into the water.
Heavy armor, including light chain. pulls ilS wearer down into [he water
like a rock. Swimming is virtually impossible and takes a Herculean ef
fon thaI tires the swimmer quickly and spells certain death within a
mailer of minutes. Removing the annOT underwater will require 206
melee rounds for chain mail. and lD4xlO minutes for all heavier types
of annOT. but a person will start to Jose consciousness from lack of 011.)'
gen within Sll( melee rounds (roll versus P.E. for every subsequent me·
lee round). Also. remember that even when a character is freed from
annor. it may lake time to get back up to the surface; at least as long as
it took 10 get down.

Naval Skills
Without a doubt the most advanced technology of the Palladium

World (with the possible exception of some versions of magic) relates
to the consll\lction and operation of advanced seagoing vessels. Much
likc the spacecraft of our own day, those who explore and traverse the
seas of the Palladium World. and those who build their ships. are defi
nitely on the cutting edge of all available science. engineering and tech-
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nology. And. like the astronauts of today. those who operate the ships
of the Palladium World are considered to be incredibly skilled profes.
sionals. Here. then. are some of the specialized skills common to those
who go out to sea in ships of wood or stane.

Typical Naval Skills
Astronomy & Navigation (see Palladium RPG, 2nd ed.. pages 57·58)
Castaway,'Shipwreck Survival (new)
Deep Sea Fishing (new)
Flag Signalling (new)
Identify Sea Life (new)
Rope Works (see Palladium RPG. 2nd edition. page 59)
Sailing (see Palladium RPG. 2nd edition. page 59)
Sea Lore (new)
Seamanship (new)
Shipwright (new)
Swimming (see Palladium RPG. 2nd edition. page 56)
W.P. Blunt (most sailors are handy with a belaying pin. see Palladium
RPG. 2nd edition. page 59)
W.P. Incendiaries (new)
W.P. Siege Weapons (see Palladium RPG. 2nd edition. page 60)

Note: Sec the skill descriptions in the front of this book. for details
on skills for SailinglShip and other new skills.



Mariner O.C.C.
As distinguished from lhe sailor. the mariner is a character who is

trained primarily in the technology of seafaring. from navigation to ship
design to naval tactics and strategy. In other words. the mariner is a na
val officer. a navigator or a caplain. who has what illakes to command
a ship. and to steer it safely across the dangerous seas of the Palladium
World. In most places. the training to be a mariner starts when the child
enlists as a Cabin Boy, an early apprenticeship thaI Slarts when the char·
acter is as young as six years old. Alternatively, characters from the

Wtsfern £mpirf' or Timiro may have been fonnally educated in a naval
academy. and on special tT3ining ships.

SEaning rank is a matter of chance. since the character should have
already spent years at sea prior 10 becoming pan of the campaign.
Here's an optional roll·up table for the character's latest/highest rank:

01-15 Cabin Boy. Although the character may have spent years at
sea, the highest rank ever achieved was that of Cabin Boy. II will be dif·
ficult to get any assignment above that of Lieutenant, and many ships
will only offer a benh as a common sailor ("so you can get more sea·
soning. boy!").

16-27 Cadet. The character is a recent graduate of a naval school or
academy, and has yet to find a position on a ship. Opponunities will be
limited. and the character will often be advised to stan out by taking a
benh as a common sailor. Still, the character probably has a rich or no·
ble family, and could pull strings to get a decent position.

28-40 Ensign. Working for at least a year as a junior officer, the
character has the necessary background to sign on neltt as a Licutenant
on any working ship. The pay won't be great, but promising young offi·
cers are usually in high demand.

41·55 lieutenant, After a solid three years of working as a junior
officer, the character has been promoted. It'll be fairly easy to find an·
other slot as a Lieutenant, perhaps even with a beller class of ship, but
the real road to advancement is finding a position as one of the ship's
mates.
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56·70 Third Mate. Fourth in command of a ship. anyone having
successfully served as a third mate will be considered officer material.
nie third mate usually works during the same shift as the Captain. so is
in a good position to learn a great deal.

71-85 Serond Mate. Working as third in command of the ship. the
second mate usually ends up laking over at the worst times. when both
the captain and the first mate are sound asleep. A good second mate can
usually find another bc;:nh of the same rank.

86-95 First Mate. The character had the rare good fonune 10 act as
second-in-command of a sailing ship. Gelling another position with a
rank this high is prelly unlikely. and moving up to captain is very un
likely unless the ship owners are downright desperate or something hap'
pens to the Captain.

96-00 Captain. By a twist of fate. the character ended up serving as
a ship's commanding officer for at least a couple of months (all the
other officers were killed. lost. or debilitated by illness). While the
chances of gelling another job as captain are prelly remote. prospective
employers will be impressed with the character's seasoning and experi·
ence.

Alignments: Any
Allribute Minimum Requirements: I.Q. 10, and P.P. 8 or higher.
O.C.C. Bonuses: None
O.C.C. Skills:

Astronomy & Navigation (+20%)
Flag Signalling (+15%)
Sailing (+15%)
Seamanship (+15%)
Rope Works (+5%)
Swimming (+10%)
Identify Sea Life (+10%)
Castaway/Shipwreck Survival (+15%)
Climb/Scale Walls
Languages: Native Tongue at 98%. plus one of choice
Literacy: One language of choice (usually native)
Mathematics: Basic
W.P.Blunt
W.P. Two of choice
Hand to Hand: Basic

Hand to hand: basic can be changed to hand to hand: expert for the cost
of one "other" skill, or to manial ans or assassin (if evil) for the cost of
two "other" skills.
O.C.C. Related Skills: Selcct five other skills at level one. plus selcct

one additional skill at levels two. four. six. eight. ten and twelve. All
new skills stan at level one proficiency.
Naval Skills: Any (+ 15%)
Communications & Perfonning Arts: Any
Domestic: Any
Espionage: Any
Horsemanship: Genenll only.
Medical: First Aid only
Military: Any
Physical: Any
Rogue: Any
Science: Any
Scholar & Technical: Any (+10%)
Weapon Proficiencies: Any
Wilderness: Any

Secondary Skills: The character also gets to selcci four secoodary
skills from the previous list at level one. and one additional skill at
levels three. seven. nine and eleven. These are additional areas of
knowledge that do not get the advantage of the bonus listed in the
parentheses. All secoodary skills start at the base skill level. Also,
skills are limited (any. only. none) as previously indicated.

Starting Equipment: One suit of ordinary (street) clothing. a casual
unifonn (leather·brimmed cap. jacket. shirt. leather belt, pants and



shoes). a dress unifonn (fonnal while, with metal insignia of rank,
leather-brimmed cap, shin, jackel. trim pants, leathc:r bell, and"pol
ishc:d black leather shoes). all kepi in a personal trunk. Personal kit
is usually kept in a leather suitcase or backpack and includes naviga
tional instruments. a personal diary, officer's papers (signed by each
caplain he served under), plus a textbook of navigation (which in
cludes astronomical tables) and a book. covering the rules of conduct
where the character look initial lraining. Also a personal oil lantern.
along with writing supplies that include a pencil, pen and ink, and a
supply of parchment or paper. i

Armor: None.
Weapons: One: dress sword (scimitar, cutlass or broadsword), one cut

lass. and two daggers.
Money: The character stans out with 200 gold.

The Pirate
One of the more sinister men of arms O.c.c.s. combining the skills

of the Sailor and the Mercenary Warrior o.c.e., is the pirate. They are
commonly found just about anywhere in the Palladium World. plunder
ing the shipping lanes and frequently hiding OUI around the: Aoenry Is
lands. Even though these seafaring rogues and cutthroats make their
fonune by plundering merchant vessels, kidnapping, and extonion. they
frequently follow their own code. their own laws. and often slip be
tween voyages that are legitimate or illegitimate. depending on where
they can make the most money.

Pay is usually a small percentage of the: plunder (very small percent
age. like half of a percent). A larger percentage (2% to 8%) goes to
proven officers and panicularly capable. powerful, valuable or deadly
individuals. The captain and his first male get the largest ponion, usu
ally 30 to 40% 10 the captain and 10 to 20% for his righI-hand man.

Fringe benefits include meals, a bunk to lay one's head (or ham
mock. if space is shon). travel. advenlUre and, for pirates. a home:. On
the evil side of things. piracy allows thc:se criminals to vent their foul
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side, terrorizing ships and towns by vandalizing. stealing. destroying.
toryuring, raping, maiming and murdering, Some pirates sign on just for
thc:sc: so-called fringe benefits.

1be pirate is a combination thief and warrior. Some are more war
rior than thief and vice versa. Consequently, the skills and alignmenls of
a pirate may vary widely. Occasionally. regular thieves and assassins
join a pirate's crew, as do pnlCtilioners of magic and psychics. but being
pari of the crew is nOI the same as being a pirate, and such characters
keep their thief, assassin, etc.. O.c.c. and may not know a Ihing about
sailing, or even how to swim.

Alignments: Usually anarchist or evil. While a pirate can not be of a
good alignment, they usually have 10 be team players. so the majority
are rarely diabolic. Of course, there are always a few bad apples (ronen
to the core) in every group of pirates.
Attribute Minimum Requirements: P.S. 7, P.P. 8.
O.c.c. Bonuses: +1 on initiative and +3 to save vs horror factor.
O.C,c, Skills:

Seamanship (+15%)
Rope Works (+10%)
Castaway/Shipwreck Survival (+10%)
Climb/Scale Walls (+10%)
Swim (+5%)
W.P. Blun!
W.P. Grappling Hook
W.P. Two of choice
Hand to Hand: Expen
Hand to hand: expen can be changed to hand 10 hand: assassin (if
evil) at the cost of one "other" skill or manial ans for the cost of
two skills.

D.C.C. Related Skills: Select eight other skills at level one, plus select
two additional skills at levels four, eight and twelve. All new skills
stan at level one proficiency.
Naval Skills: Any (+5%)
Communications & Performing Ans: Any. (+5% for any languages)
Domestic: Any
Espionage: Any
Horsemanship: General only
Medical: First Aid only
Military: Any
Physical: Any (Swimming is typical)
Rogue: Any (+5% each)
Science: Astronomy & Navigation, or Mathematics: Basic. only
Scholar & Technical: Any (+5%)
Weapon Proficiencies: Any
Wilderness: Any

Sec:ondary Skills: The character also gets to select four secondary
skills from the previous list at level one, and one additional skilJ at
levels three. six, nine and eleven. These are additional areas of
knowledge that do not get the: advantage of the bonus listed in the
parentheses. All secondary skills stan at the base skill level. Also.
skills are limited (any, only, none) as previously indicated.

Starting Equipment: One suit of clothing, including a good pair of
leather boots and a wide leather bell, plus a spare pair of pants. and
two spare shins. Also a large sack, a small sack. a small pouch, a
sewing kit (with over-sized needles for repairing sailcloth), and a
marlin spike (looks like an ice pick) used for splicing rope (also does
ID6 damage in combat).

Armor: Pirates wear leather armor or none at all. Leather annor pro
vides freedom of movement, light weight. and the wearer can swim
(at least unlillhe leather gets waterlogged, which takes a few min
utes). Most pirates wear hard leather or studded, the two which af
ford maximum protection. Heavy armor is too restrictive and will
send its wearer to a watery grave if knocked overboard. Pirates stan
out with hard leather armor (A.R. II. 39 S.D.C.): typically either
provided by their captain/employer, or scavenged as booty from one



of lheir fallen victims. Some will risk wearing a half suit of chain or
scale mail. bul most don'l wear armor heavier than sludded lelther,
unless il is magically lighlweighl or weighlJess.

Weapons: The cutlass and scimilar are commonly iderlliflCd with pi
nltes, bul almosl any small and medium type weapon can be used.
Pinltes usually hive a wide vWlY of weapons and armor from ves
sels !hey have plundered. btli starting charxttn have eilheT a cutlass
or I scimitar. plus one bellying pin and two knives (one for cooking
and elling. !he other for combat. but botIl can be used eilheT as
throwing weapons or for hand-to-hand combal).

Money: The character starts OUI wilh 100 gold in pocket.

The Sailor O.C.C.
'The sailor. or "Sea Dog:' 10 some people's surprise. is a man of

arms trained in the ans of seafaring. They are lough and hardy men of
adventure who like !he feel of !he ocean spnly on their cheeks and !he
wind through their hair. The sailor worn hard. plays hard and fighlS
hard. In many respeclS, the sailor O.c.c. is the most dangerous because
!hey willingly pit themselves againsl !he many dangers of the sea. A
ship is vulnerable 10 altacks from sea scrpenlS, harpies. magic and pi.
nltes, as well as !he elenltnlS lhemselves. Stonns, rough walers, high
winds., fog. rocks, ice, heal, cold. losl direclion. hunger. kloeliness. and
despair, are all enemies of seafaring men. However, the myslery, in
trigue. foods. sighlS and adventures of other lands. make il an e"ciling
occupation thaI allures !he wayward and wandering spiril.

Alignments: Any
Attribute Minimum Requirements: P.S. 7 and P.P. 9 or higher.
O.C.C. Bonuses: +I on initialive, and +2 10 maintain balance.
O.C.C. Skills:

Seamanship (+20%)
Rope Works (+10%)
Swim (+10%)
Sail (+10%)
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Sea Lore (+15%)
Castaway/Shipwreck Survival (+5%)
Climb/Scak Walls (+5%)
W.P. Blunt
W.P. Gnlppling Hook
W.P. Two of choice
Hand 10 Hand: Basic
Hand 10 hand: basic can be changed 10 hand to hand: ellpen for !he
cost of one "other" skill. or to mania! arts or assassin (if evil) for
!he COSI of IwO "Olher- skills.

O_C.C, Related Skills: SeJec:l ten olhcr skills at level one. plus select
IwO additional skills at level two, and one skill al Ievds four. si".
eighl. (en and Iwelve. All new skills Slart at level one profICiency.
Naval Skills: Any (+10%)
Communications & Performing Ans: Any. (+5% for any languages)
Domeslic: Any
Espionage: Any
Horsemanship: General only
Medical: Firsl Aid only
Military: Any
Physical: Any
Rogue: Any
Science: Any
Scholar & Technical: Any (+10%)
Weapon Proficiencies: Any
Wiklemess: Any (+5%)

SKondary Skills; 1be Charxltr also gelS 10 select four secondary
skills from lhc ~vious lislll level one. and IWO addilional skills II
levels three, seven, nine and cleven. 11Jesc: arc addilional areas of
knowledge that do not gel lhe advantage of !he bonus Iisled in the
parentheses. All secondary skills stan II !he base skill level. Also.
skills are limiled (any, only, none) IS previously indicated.

Startina Equipment: One suil of ordinary (srreet) clothing. a working
sailor's outfit (no shoes. cap. shin. loose panlS. rope bell). and a
dress unifonn (formal while. with lealhet-brimmed cap. sailor shin.
jackel. trim panlS, leather belt, and polished black leather shoes).
Other gear includes a few tools, a sewing kit suitable for rncnding
sailcloth, a "Sailmaker's Palm" (used like a thimble. but made of
lealher and metal. with a lealher strap going around the hand. and a
melal disk set in the palm), a marlin spike (for splicing rope). a
large. well-made clothing bag. sleeping roll. and a purse or wallet
Sailors from the Western Empire, Byzantium. Timiro and the east
ern Territories carry a set of papers signed by each of their caplains.
recording lheir lenns of service and any notable accomplishments.

Armor: Sailors rarely use armor unless they anticipate aclUal combat.
AI soch times. they may don light annor. rarely heavy. Most armor
is considered a personal ilem and musl be purchased by the individ·
uaI character out of his/her own money. Quill and Iea!her Iypes are
the most commonly used because they allow good movement, are
lighlweight. and lhc wearer can swim in them should he have 10.
Magic armor is the most coveted (and e"tremely rare). 1be Charxltr
swts with no personal armor.

Weapons: 'The cutlass, a type of short sword, has become: the trade
mark of most sailors. however. all sailors also learn 10 use belaying
pins in brawls. Because hand 10 hand combat on a ship is limited by
space and obslruClions. large swords. pole arms. and ball and chain
weapons arc nm very common. 'The characler starts out wilh a CUI
lass, a belaying pin (wooden club), and a personal dagger (used for
eating as well as fighting).

Mone)': The character SlartS out wilh 180 gold.



The Economics
of Sea Trade

While most characters in the Palladium Fantasy RPG go after
wealth in the usual way of fantasy characters (stealing and plundering.
albeit from evil forces and the crypts of the long dead), there is a some
whlll easier way to get rich.

It's as simple as the advice you'd gel from any ;nveSIOT. Namely.
buy low and sell high. In Palladium tentls thaI means that lIle characters
should go to a place where something is cheap, buy a bunch of it. take il
far away to a place where it is vastly more valuable. and then sell il at a
huge profit.

For example, high quality timber and hardwood is ridiculously
cheap throughout most of the Nonhem Wilderness (if there's one thing
they've got in Wolfen counny, it's plenty of trees). On the other hand,
glass. in the form of bottles. jars. lenses. lamps and crystal goblets, are
din cheap in the Western Empire (maybe we should say "sand cheap:'
since the glass is made from sand, and they've got plenty of sand).
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If you've got a ship, and if you can move the Nonhern Wilderness
wood to the Western Empire, and the Western Empire glass 10 the
Nonhern Wilderness, there's definilely a profit 10 be made. The wood,
in just about any Western Empire city, can easily command a couple of
gold per pound (leI's see. a good sized oak ITee. fony feet tall and six
feet in diameter, weighs about 25 tons. and 50,000 pounds limes IWO
gold ...; get Ihe idea?).

On the other hand. a ton of glass (slighlly imperfect and rejecled for
sale in the Western Empire) could work out, with packing material, to
about 2,000 glass goblelS. Boughl cheap, for say a tOIa! of 500 gold
(prelly good for a ton of wonhless scrap), each goblet could bring 5 10
20 gold, or in some cases. even 100 gold, in the Nonhern Wilderness.
NOI only that, but even the boxes and Ihe packing malerial. vinually
free in Ihe Western Empire. could end up making a profit in Ihe Nonh
ern Wilderness. Don't laugh! Back in the last cenlury on Eanh. a few



French merchants importing dishware from Japan made a killing by
selling the "junk" ink block prints that were used to wrap !he dishos as
rare oriental art! Really.

Of cOurse. it's still necessary to get all that tonnage from one place
to another. A sea voyage. even through the inland sea. could take twO or
three months. In addition. some land or river travel may be necessary to
get materials to some clients. Expenses are high. and dangers are prelty
constant throughout the travelling. Plus. dealing with Wolfen. or with
the denizens of a Western Empire city. is far from safe.

Still. one round trip from the Western Empire to the Nonhern Wil
derness. and back again. with an average cargo of 80 tons. could make
one very. very rich.

Let's assume that only wood and glass are carried. On the outgoing
trip. the cost of the glass. in bulk. works out to 1.000 gold per ton. for a
total of 80.000 gold. If all goes well. on arrival in the Western Empire.
the 80 tons of glass are sold 3-'1 160.000 glass goblets. If the going price
is just five gold per goblet. that means taking in 800.000 gold. or a
profit of 720.000 gold!

Of course. glass goblets might not sell for five gold. What if some
body. another merchant. got !here first? For example. it could be that
Benodiuy. the slick salesman that he is. just sold a shipload of goblets.
The price could be down to half or less! Worse. what if Benadius hap.
pened to pull a real scam? Let's say he picked up a huge load of really
defective glass. discolored with green and blue flaws (which cost him
next to nothing). and then convinced the Wolfen that these goblets were
incredibly valuable. and that the clear stuff was just junk. Benadius has
just made a killing. but he's also screwed the next merchant who comes
along. effectively turning 80 tons of good quality glassware into so
much ballast.

On the other hand. luck could go the other way. The merchant could
happen to meet a pany of Wolfen (or human settlers) from the extreme
north. on their way back home with the gold from selling their furs. It
turns Out that these Wolfen have never seen such beautiful glass. "How
did you cut these giant gemstones?" they ask. After a good story about
the great mages of the East. and how drinking from the "Star*"Glass" is
known to bring good fortune. one could really make a killing!

For the return trip. the cost of 80 tons of seasoned timber is about
400 gold (rather than just CUlling it down. it's better to buy from some
one who has cut it up. selected the beSt pieces. and Jet it "season" for a
year or.two). Chances are good that it will sell for at least 320.000 gold.
With a bit of good luck. like if there is a shortage. it could be even more
valuable. On the other hand. if some fool came back with a load of bad
wood. carrying a dangerous fungus. or concealing some kind of evil
forest creature. then it's possible that a mob will threaten to bum the
whole cargo. and maybe the ship as well.

Goods & Commodities
Prices almost always depend on location. In general. manufactured

goods. magical items. and anything that requires a lot of skill. are going
to be preuy cheap in the Western Empire. For prices. see the Palladium
Fantasy RPG. 2nd edilion. pages 270 to 274. When you buy. or sell.
by the ton. the price is usually about 35-50% of what is listed. As a
rough rule of thumb. if you're not sure about the weight. assume 1.000
of any item is a ton. Typical goods include:

• Iron Goods from !he Western Empire. or from Dwarven or Kobold
communities. like weapons. annor. knives. pots & pans. ladels.
tongs. hammer heads. and files.

• Glassware. where the best comes from the Western Empire (al
though more primitive glass is made in Timiro and other places in
the south). like bollies. goblets. dishes. lamps and vases. Also mir
rors and lenses.

• Perfumes & Oils. Note that most of the trade is in heavily concen
trated. distilled essences. A bottle of concentrated rose-water. for ex
ample. might be cut with water and oil to make two dozen bottles of
scented perfume.
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• Finished textiles. The Western Empire expons fine clothing. rugs.
tapestries. drapes. etc. However. they impon wool (from Timiro. the
Eastern Territory and elsewhere). and furs (from most everywhere).

• Leather. The Western Empire imports leather from all over. but es
pecially from grazing lands like Ophid's Grasslands. the northern
edge of the Old Kingdom. and the Eastern Territory.

• Grains and Spices. Bizantium imports grains from the south and
spices from Timiro and the Western Empire.

• Alcohol. Rum is exported by the Land of the South Winds and the
Western Empire throughout the world. Western Brandy is the best in
Ihe world and imponed by Timiro. thc Eastcrn Territory and Bizan
tium. Timiro Kingdom and Eastcrn Territory wines and champagnes
are exported around the world and are especially popular in Bizan
tium and the Land of the South Winds (as well as in their native
countries).

• Slaves. The Western Empire. pans of the Land of the South Winds.
and many of the so-called monster communities are always in the
market for staves. Along these lines. exotic animals and monsters
are usually wanted in the Western Empire for its many gladiatorial
arenas.

Market Price (roll percentile)
This optional table can be used by the Game Master to figure out

what fluctuations there might be in the price of any item. It is best to
roll separately for each type of item. If desired. this can also be used to
determine the costs for just about anything. since a shonage. or a glut.
can affect the price of anything from becr to bread. from shins to
swords.

01-05 Glut. The item becomes virtually wonhless. Typical prices
are 2% to 8% of the usual (roll 204). so a pair of boots that normally
sell for 100 gold might be down to 2-8 gold. Merchants attempling to
sell in quantity will likely find no buyers at all ("tell you what. you give
me five gold per ton. and I'll take it off your hands"). and are bener off
trying to take their cargo elsewhere.

06·15 Excess. There is just too much of the stuff available. Perhaps
too many merchants showed up with cargoes all at once. or the demand
just fell off. In any case. the price is 10% to 40% of the usual (roll 104).

16·30 Surplus. The buyers know that there is plenty to go around.
They're still buying. but they'd prefer 10 lind a discount. The price is
45% to 70% of the average (roll 106. multiply times 5. and add to 40).

31-45 low Markel. Because Ihings are slow. the seller will have to
offer a bit of a discount (anywhere from 5% to 25% less than usual).
The Game Master can roll to see if the buyer finds the offer acceptable.
It may take some time to find the right customer.

46·65 Steady Market. No changes. and Ihe price stays within a few
gold of the average.

66-80 High Market. Sellers can get rid of their wares immediately
if they are willing to go with the usual price. It's also possible to charge
an extra 10% to 20%. but there is no guarantee that it will sell right
away.

81-90 Speculalion. Buyers are very interested in the product. and
will typically pay 50% higher to double the usual price.

91·95 PrivaUon. Selling is easy. and prices are triple the usual mar
ket price. Even large quantities will sell for Ihese inflated prices.

96·98 Dearth. Someone is desperale for this particular item. and
they are willing to pay dearly. Buyers will offer four times the usual
price! However. this only lasts for the first big batch (usually a ton). Af
ter thaI one sale the price could go anywhere (roll again for the new
martet price).

99-00 Ex.treme Scarcily. For some reason !he item has become in
credibly rare. and incredibly valuable. The price is anywhere from 4 to
JO times the average (roll 204+2). Merchants who have a large stock of
something in such hot demand are usually smart to sell a bit at a time.
so as not to hurt the market price. After all. when word gets around that
several tons are available. people mighl be more reluctant to pay such a



high price or mob the ship trying to get some for themselves before
somebody buys it all. ~

The Necromancer
Optional O.C.C. but a great villain.
By Erick Wujcik. Inspired by and adapled from lexl and concepts)
crealed and written by Kevin Sltmbieda in RiftsS A!rUG.

Of all the various practitioners of magic in the Palladium World.'
there are none who are regarded with such hatred. fear and downright
loathing as the Necromancer. Those who meddle with the dead are con
demned by vinually all religions. outlawed by most states. shunned by
decent folk everywhere. and are the subject of violent abuse and per.;e
cutions by vinually every other mage.

Why? Simply because the dead. especially the bodies of relatives
("Mom!") and friends. are regarded as sacred. Not only is it dislJUsting
to contemplate the defilement and desecration of the physical body, but
it is even more disturbing to consider that the person's immonal soul
might be taken from its proper place. Cannibals. while viewed with ut
ter disgust by JUSt about everyone, are acceptable members of society
compared to necromancers.

In the face of overwhelming social disapprovaL the only.people who
would choose to become necromancers are those of evil (or possibly an
archist) alignment. Characters of a good alignment simply cannol prac.
lice death magic. Even an anarchist (selfish) Necromancer is a rarity.
Since the magic frequently requires the manipulation. enslavement, tor
ture and murder of living beings, and since many of the rituals are re
pulsive and involve working with the remains of the dead, very few
plo)'er characters will be able to take on the role of a Necromancer
D.C.C.

Nor is it possible for necromancers to conceal their grisly profes
sion.

A large part of the Necromancer's power is the ability to animate,
control and draw power from the remains of the dead. Consequently.
these practitioners of magic are almost cenain to carry the remains of
the dead. such as the bones of skeletons and preserved claws. arms.
hooves; wings, etc. TIlese items are likely to be carried in a large back
pack or sack. EllIremely rare and/or valuable items, such as the claw of
a dragon. may be concealed. but will always be at the Necromancer's
side. Large necromancers. such as ogres. trolls and giants. as well as
truly evil and namboyant mages, wear the bones and shrivelled remains
of creatures as jewelry, belts, necklaces. weapons. easy·to-grab compo
nems. and so on. Some lravelling Necromancers even use an entourage
of skelelons and zombies as animated servants and proteclors. with ad
ditionallimbs and components carried in trunks. crates or wagons.

TIle lair of a Necromancer, especially for high level characters, will
be inhabited by zombies. mummies and animaled dead who function as
guards and servants. Additional scores of skeletons and corpses will be
strategically placed throughout the lair. ready to be animated should the
need arise. The Necromancer may also enslave or employ low level de
mons, monsters and vampires. Death Mages frequently entenain (or
serve) supernatural monsters. powerful, evil sorcerers, or death cults
and gods, as well as manipulating those who have the political or mili
lary power to serve the Necromancer's needs.

Necromancer O.c.c.
Abilities & Bonuses

Note: For an M.D.C./Mega-Damage version of the Necromancer
O.C.C.. see Ri~ World Book Four: Africa. pages 99-109.

1be most terrifying and fundamental power of Necromancers is their
ability to animate and control the dead. This macabre power has three
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different manifestations: The union transfonnation, the augmenta
ti~additional appendages and the animate/control dead.

1. Union with the Dead. This power enables the necromancer's
own hands or feet to be transfonned into the claws of an animal. 1be
transfOl'TTlation is temporary and is accomplished by tying the claw
(either skeletal, or recently slain and severed) onto the appendage that is
to be affected. It also requires munering a spell incantalion known only
to those of the Necromancer O.C.c. The hand and/or forearm is then
transfonned into a clawed appendage that looks exactly like that of the
creature, as well as giving the sorcerer the creature's combat bonuses
and/or abilities.

P.P.E. Cost: Varies; sec descriptions of the various types.

Range: Self only at levels 1-4, 'others by louch after 4th level. TIle
animal claw must be tied to the body. At fifth level, the necromancer
can perfonn Ihis transfonnalion on others (same process and condi
lions), but the duration is half.

Duration: 10 minutes.per level of the necromancer. The transformed
limb(s) returns to nonnal When the duration of the magic has elapsed, or
when the mage is killed or rendered unconscious. 1be necromancer can
cancel the magic at any time. 1be entire incantation and Ihe iying of the
limbs to the subject takes one full melee round.

Limitations: The union and transformation of the dead works only
on the living. It cannot be used to transfonn the limbs of dead creatures.

Notes: 1lle limb(s) is always proportional to the size of the necro
mancer, never tiny or over-sized. One or both human hands can be
transformed. Any combination of limbs can be used. such as the claw of
a tiger on the righl hand, the claw of an eagle on the left. a pair of hor.;e
hooveS for feet and the wings of a bat allached to the back. Each trans
formed appendage adds to the necromancer's frightening visage and
power (+ I to horror factor per each pair of inhuman limbs).

This transformation provides enhanced combat powers and
speed as follows:

• Tentade: P.P.E. COSt 10. Includes the OCtOpus. squid and a variety
of monslers. +1 10 strike, +20 to climb using suction cups. +3 10
damage, and can pin or entangle an opponent.

• Rodent's claws/feet: P.P.E. Cost: 10. IncJudes rats, mice. squirrels.
rabbits. and other similar. small animals, and provide bonuses of: +1
to strike and parry, +2 to damage, and +10% to climb. The claws
have an opposable thumb and fingers so tools and weapons can be
used: roughly equal to human hands.

• Cat and other feline claws: P.P.E. COSI 20. +2 to strike and parry.
+8 to damage, +20% 10 climb and + 10% to prowl. The claws are re
tractable. bUI have no opposable thumb, making it impossible to
grasp and use weapons or tools.

• Canine claws (do not make good humanoid hands): P.P.E. Cost:
10. +1 to parry, and +4 to damage. but has no opposable thumb.
making it impossible to grasp or use weapons or lools.

• Bear claws, badger. wolverine and similar large claws: P.P.E.
COSI: 15. +1 to strike and +1 to parry, +10 to damage. and +5% to
climb. TIle claw is excellenl for digging but has no opposable
thumb. making it impossible to grasp or use weapons or lools.

• Bird claws/talons: P.P.E. Cost: 15. +1 to strike and parry, +8 to
damage. The claws can grasp tools and use weapons al -I to strike or
parry. When using modem or complicated devices there is a skill
penalty of -20%.

• Dragon claws and dllws frum other magical and supernalural
creatures: P.P.E. Cost: SO. Dragon claws (any kind) are + I to strike,
+1 10 parry, innict 606 damage, make the necromancer impervious
10 fire, and gives the character an elltra physical S.D.C. of ISO from
hatchlings, 300 from adult dragons and 600 from ancient ones!

lbc: claws from olher creatures of magic and supernatural monSlers.
including the Manlicore, Sphinx, za. Ghouls. Gargoyles and other so
called demons and others innict 406 damage. and provide the necro
mancer with an extra 80 S.D.C.; no strike or parry bonuses. P.P.E. Cost:
]S.
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Tbe claws from a powerful. but non·supematunJ creature, like me
Melech and Peryton. innici 406 damlge: no 0Ihef combat bonU5CS.
P.P.E. Cos!: 20.

Hooyes. hands and claws can be altached 10 and transform the
feel and legs.

• Hoo\'es of any kind. including horse, Oll. cow, doer. etc.. add +20
10 me character's speed Ittribute and enables him to leap 10 feel (3
m) high or lengthwise. P.P.E. Cost: IS.

• Rhinoceros or Elephant ftd: P.P.E. Cost 20. +10 to the charac
ter's normal speed attribute but can also run for I short period of 39
seconds (twO melee rounds) at +40. Kick Of stomp attacks inflict
406 damage.

• Kilin hooves: P.P.E. COSt: 25. +30 to the speed attribute and can
leap 10 feet (3 m) high or lengthwise and kick attacks inniC! 406
damage.

• Unkom boons: P.P.E. Cost: 30. +40 to the speed attribute and can
leap 20 feet (6 m) high or lengthwise and kick anacks inflict 506
damage.

• Dragon feet/claws: P.P.E. Cos!: 30. +20 to the speed attribute and
can leap 20 feet (6 m) high or lengthwise and kick allacks'innict
104)( 10 damage.

• Monkey or ape (or humanoid) h.nds: P.P.E. cost 15. +20 10
climb, +5';to to ICI'ObaIKs, plus the feet are equiYaient to hands and
can grasp and use weapons. lools and devices. Howeyer. the charac
ter's normal running speed is reduced by half (hands are clumsy at
Wilking). .

2. Augmentalion and addilional appendages. This power enables
the necromancer 10 temporarily altach additional limb!i of dead Crell

tures, people or animals, and animlle them as additional pans of the
character's own body!

The mage can attach as many as three additional pairs of InnS and
two pairs of additional legs. If desired. it is also possible to add • pair of
wings, a tail. and several sets of horns to his body (in any combination).
Not only does this magic augment the mage's combat abilities and pow
ers. but the mere sight of such a disgusting mulli-limbed body is fright
ening 10 behold: + I to horror factor for each pair of Iimb!i.

Just as with the tnmSfonnation of union. the appendages must be
Strapped to his body.

P.P.E. COSI: Varies: see descriptions.

Range: Self only from levels 1·7, others by touch from level 8 on
up. The appendage must be tied to the body. At eighth level, the necro
mancer can perfonn this transformation on others (same process and
conditions), only the duration is half.

Dun-lion: Five minutes per level of the necromancer. Tbe limb!i re
turn to normal when the dUl1l11ion of the magic has elapsed, or when the
mage is killed or rendered UnconsciOllS, or at will. The entire incanta
tion and lhe tying of the Iimb!i to the subject takes about 15 secondS/one
full melee round per pair.

Notes: The limb(s) is always proportional to the size of the necro
mancer, never liny or over-sized. One or both human arms can be tnmS·
formed. A total of sill additional appendages (arms or tentacles. etc.)
can be added 10 the body. A tailor single horn counts as ONE append.
age. a pair of wings counts as twO appendages. Of course:. the necr0

mancer can also transform his original limbs as described in number
one. Note however, that the additional, dead, appendages cannot be
transformed as described in number one and retain their original and
dead appearance.

This transformalion and augmentation provides additional com·
bal abilil~ powm and speed as follows:

Additional arms or tentacles: P.P.E. COst: 10 per pair, 5 for one
limb, and 20 for a pair of limb!i from magical. supernatural or demonic
creatures. Each addilional pair of anns or tentacles adds one to the char
acter's attacks per melee round, and a +1 bonus to strike and parry.
Three additional "pairs" of anns and hands (or tentacles) can be added
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to the body of the necromancer, for I total muimum of eight arms: the
character's two nalunJ limbs Ind sill skeleton limbs. The additional
limb!i can be humanoid, animal, or monstrous. Note that anaching one
giant limb coonts as two normal sized limbs.

• Horn(s): P.P.E. Cost: 4 each. Horns are used as a weapon in head
butting and ramming. A single hom inflicts 106 damage. while a
pair of horns does 206 damage: either adds sill points to the charac
ter'S physical S.D.C.

• Rhlnlxeros Hom: P.P.E. Cost: 8. The horn inflicts 306 damage
and instills the abilities of keen hearing (+1 on initiative) and keen
sense of smell (55';to to track by smell). plus it gives the wearer an
elllt'l 20 S.D.C.

• Unkorn Horn: P.P.E. COSI: 10. The hom inflicts 406 damage and
can be used against vampires, zombies, and magical and supernatu
ral beings who are impervious 10 nonna1 weIpOOS. It also instills the
abilities to sec the invisible, nighlVision (90 fl/27.4 m), keen color
vision, prowl (SOCI.). + I on initiative and never tires.

• KlIln Hom: P.P.E. Cost: 10. The hom inflicts 506 damage, and in
stills lhe abilities to see the invisible, nightvision (90 fl!].7.4 m),
healing toUch (four times per 24 hour period, restoriDg 204 hit
points and 306 S.D.C.), and sense evil (automatic sensation).

• J>racon Horn: P.P.E. Cost: 30. One horn inflicts 104)(10 damage.
Ind +250 S.D.C to the character wearing the horn. Two or more
horns do 204)(10 damage. and each additional dragon hom adds an
echer 100 S.D.C. points.

• Dragon Tall: P.P.E. COSI: 20. Proyides one additional attack per
melee and inflicts 106)( 10 damage per strike.

• Dragon Skull: P.P.E. Cost: SO. Often worn as I helmet or ceremo
nial headdress known as the "Dragon Helm" and is very coveted. It
instills the following powm: 240 S.D.C.. understand and speak all
languages, read and write Dragonese/Elf. mikes the wearer impervi
ous to fire. resistant 10 cold. and breathe whatever type of breath
weapon (if any) the dragon had. i.e. fire, cold. acid, etc. In addition,
the mage can cast any of the spells once known by the dragon equal
to a Sih level spell caster!

• Skull or a powtrf'ul superOlllural monster such as a grealer de
mon or demon lord (but not elemenr.als, vf!llPires, or energy beings):
P.P.E. COst 120. The skull gives the necromancer an additional 300
S.D.C.. the abilily 10 speU. that creature's langulge and all of the
creature's magic powers and spell knowledge (only while the skull
is ICtivated), equal to half the level of ability of the creature when it
was alive. Thus, if the creature could cast magic at 10th level, the
necromancer's spells derived from the skull are at fifth level power.
If sillth level, spells drawn from the skull are at third, and so on.

• A pair or wings from I bird or bat (not insects) can be attached 10

provide flight. P.P.E. Cost: 30_ Tbe wings must be strapped to the

back of the mage and can be undenized or over-sized. but when the

magic is engaged the wings grow or shrink to the appropriate size
for the user. Flying speed is limited 10 20 mph (32 km) for most
song birds and bats. game and large birds. and 3S mph (56 km) from
the wings of birds of prey. large, monstrous wings from such crea
tures as the Pegasus, Peryton, Harpy, Sphinll, Gargoyle, Gryphon,
Gromek, Watemill and similar beasts provide a flying speed of 45
mph (72 kin).

• A pair or winp from a dragon or powerful supernatural ern.
lures like the Baal-Reg. Gargoyle Lord, Night Owl, and similar
creatures. P.P.E. Cost: 90. Flight al a speed of 60 mph (%.5 km), as
well as adding another 100 S.D.C. to the flyer (note that the wings
themselves have 204)(100 S.D.C.).

J. Animate Ind Control the DeMI. 'The necromancer can animate
and contrOl dead bodies. skeletons, corpses. etc.• as if they were gianl
puppets. This power is very similar 10 the Wizard spell (see PolI(J(}ilU1l
Fontorj RPG, 2nd tditian, page 200). only the power of the necroman
cer is considerably greater than the spell.

P.P.E. Cost: 10
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Range: 300 feet. plus 20 feel per level of experience.

Duration: 10 minutes per level of uperience.
• 11K necromancer can control four corpses/skeletons per level of Cll

perience. 'The bodies or skeletons can be humanoid or animal.
• The animated dead 10 be controlled must be clearly in view of the

spell cISler in order 10 animate them. but the necromancer can add
more to his army as he localeS them.

• 1be nccromancer can also send his dead puppets on simple mis
sions soch as ~destroy" or "kill- and send them wandering OUI of his
sighl. swinging II and smashing everything they cocounler. 'The ani
mated dead will try 10 (ollow the command until lhe)' are destroyed
or unlil the end of the spell (maximum duration). In this special case.
il no longer matters whether the necromancer is in view, present, or
even conscious.

• The: animated dead can be either in the skelelon or corpse form of
anS' humanoid, animal or monster. Each of the animated dead has a
Spd. 7. twO attacks per melee round. and atl.acu are inflkted by
punches. Icicle. claws. and bites (106 damage). While swOJds and
other weapons can be used by the animated dead. they don', have
!he coordination to use them any more effectively than blunt clubs
(in Other words. they are as likely to hit wim the nal of the blade as
the ·edge). Double the speed and damage of giant animals and hu
manoids and add one attack per melee round. These robot like ani
mations don't feel pain, fear or emotion.

• Only looll destruclion will Slop an animaled dead. Whenever the
necromancer is rendered unconscious (or slain). the animated dead
will immediately nop down and Slop moving.

• S.D.C. of a small skelelon or corpse, such as a goblin or gnome, is
50 S.D.C.• human sized bodies. including elves, dwarves and orcs.
have 80 S.D.C., larger creatures, such as wolfen and ogres, have 140
S.D.C.. and giants (weighing 500 pounds or more) are invested with
200 S.D.C. Note thai arrows, spears and Slabbing weapons (knives,
sword points, etc.) do only one·mird damage. while blunt and
smashing weapons or auacks do full damage. Fire does double dam

age.

4. Im~ious to vampires! Necromancers are im~ious 10 the
mind coouolling bite of a vampire. and cannot: be turned into I vampire,
bul can be slain by lhem. Necromancers know 111 legends aboul vam
pires and other undead, and know the proper techniques for combating
them. Vampires will be covered in detail in a future supplement.

S. All n«romancel'! are inherently frightening, even if their pro
fession is unknown 10 observers. Horror Factor 6 at first level, and add
one 10 horror faclor at levels lhree, five, seven, nine. eleven, mineen
and fifteen. Also add H.F. poinLS from bonuses provided by the addilion
of frighlening appendages. Conversely. il tends to take a k>!IO horrify
them; +6 to save vs horror factor.
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6. Spell CasU•• Abilities A P.P.E.:

• Necromancers begin wilh 6 Necromancy spells and 6 common
spells associated wilh necromancy. Additional spells and riluals re
lated to Necromancy may be learned or pUIChased at any time re
gardless of the character's experience level; however, the

Necromancer does NOT obtain lhese automatically. A Necromancer

begins with P.P.E._Equal to 2D4x 10 plus his P.E. attribute and gains

206 more P.P.E. per level of experience.

Necromancer O.C.C.
Alignment: Mosl Nccromancen are anarchist or evil. usually miscre

ant or diabolk.
Attribute Requirements: I.Q. 10. M.E. 10 or higher. and P.E. 12 or
higher.
O.C.c. Skills:

Languages: Nalive Tongue al98%, plus one of choice (+20%)
Literacy: Two of choice (+12%)
Lore: Monsters &: Demons (+20%)
Lore: Mape(+I~)
Mathematics: Basic (+20'1»
Skin and Prepare Animal Hides (+5%)
Wilderness Survival
W.P.: Two of choice
Hand to hand: basic cln be selected as one "other" skill. hand to
hand: e"pert at the COSt of two ..other" skills, or manial ans Of assas
sin for the COSI of three "other" skills.

a.c.c. Related Skills: Select seven other skills. Plus selecl two addi
tional skills a! levellwo, one at level four, one at level tighl. and one

allevel twelve. All new skills start at level one proficiency.
Communications & Performing Am: Any
Domeslic: Any
Espionage: Any
Horsemanship: General or E"otic only
Medical: Any (+5%)
Military: Any
Physkal: Any
Rogue: Any (+5%)
Science: Any
Scholar &: Technical: Any (+ 10% on lore or literacy)
Weapon Proficiencies: Any
Wilderness: Any

Secondary Skills: 1be character also gets to selecl four secondary
skills from those lisled at level one and one additional skill at levels
3,6.9 and 12. These are additional areas of knowledge that do no!

gd the advantage of the bonus listed in parentheses. All secondary

skills start II the Nse skill level.
Standard Equipment: A good quality, hooded robe Of cloak, IWO full

sets of clOlhing, a pair of leather gloves. bell, bedroll, backpack.
large salchel, twO small sacks, a water skin, 206 sheets of parch.
ment, a 100 page notebook, three crow quill pens, twO boules of ink
(choice of colors), 2 Slicks of graphite, 2 sticks of chalk. two can
dles, a wooden cross, a small mirror, a tinder box, four short pieces
of rope (2 ftJO.6 m), one 12 fOOl (3.6 m) length of rope and a ball of

string (20 ftJ6 m).
Armor: Starts wilh a suil of soft leather (A.R. 10, S.D.C. 20).
Weapons: One silver knife (106 damage), one wooden knife (104

damage: breaks fairly easily, 6 S.D.C.). and one addilional weapon

of choice.
Money: Sians with 125 in gold. While Necromancers have difficulty

finding employment for their skills. when lhey do find a customer,
they can charge enormous amounts for their services. For eumple.
many nobles and the wealthy have questions they would like to put
to the deceased ("Uncle Willy. where did yoo bury thai treasure?").
and are usually willing 10 pay 204 times 1,000 gold for the answers.
While only an evil lord or warrior would hire a Necromancer, there



is no doubt that Necromancy can be valuable during a war. Payment
for this kind of work varies, but it starts at no less than 10,000 gold.
Necromancers are also known to send animated corpses to engage in
banditry, attack merchant caravans and travelers to steal, and even as
a threat to blackmail merchants, churches and even entire small
towns and villages.

Insanity: The necromancer often becomes deranged with the passage
of time. Roll once on the following table at levels four, eight, ten,
twelve and fifteen. Of course if you want the character to be crazy,
pick one or two from the very beginning.

Necromancer Insanity Table
Roll percentile dice.
01-30 No insanity.
31-40 Obsession: Likes to torture, hun and kill others.
41-45 Obsession: Hates the light of day and tries to avoid it.
46-50 Obsession: Danger. loves it- takes needless risks.
51-55 Phobia: Gods of Light.
56-60 Obsession: Hates good druids, especially Millennium druids.
61-65 Obsession: Dead things - loves them; surrounds himself with
skeletons. mummies, zombies. and the like.
66-70 Phobia: Ancient Dragons.
71-75 Phobia: High level shaman and priests of light.
76-80 Phobia: Spirits of Light/angels.
81·85 Roll for random affective disorder.
86·90 Roll for random.phobia.

91-95 Roll for random obsession.
96.{)(} Roll for random insanity.
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Necro-Magic
By Kevin Siembieda & Erkk Wujcik

Necromancy is a lillie different than the more common spell magic
in that many of its incantations may involve the use of dead beings,
skeletons. or components (pieces!) taken from the dead. All necroman
tic spells are specifically related to the dead. the undead. or to the proc
ess of death. Its practice and even usage is forbidden in most human. Elf
and Gncime communities. It is absolutely forbidden by Dwarves and Ti
tans and was one of the "dark magics" that elves and dwarves tried to
destroy during the Millennium of Purification. In fact, Necromancy was
believed to have been eradicated for centuries. but has resurfaced in the
last 400 years. Thankfully. many of the most powerful and horrific ne
cromantic secrets remain lost. Note: Most wizards, even evil ones, will
not learn or engage in the black ans of necromancy.

Necromancy continues to grow in popularity among the monster
races, particularly ogres, orcs, trolls and Tezcat. The only exception are
Wolfen. Although they have accepted the practice of necromancy for
generations. and are famous for its deft use in military campaigns and
sieges. they find it an evil and worrisome professionJpower and do not
encourage or praise its use. In the last 50 years. some Wolfen communi
ties and warlords have gone so far as to forbid its practice.

Command Ghouls
Range: Self
Duration: 15 minutes per level of e}(perience.
Saving Throw: -2
P.P.E: 10

This incantation makes 204 ghouls per level of the spell caster's e}(
perience fear and obey the necromancer. This spell will affect grave
ghouls, the Dybbuk and similar creatures, but has no effect on Dimen
sional Ghouls or ghoulish demon lords. Also note that the Dybbuk
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doesn't appreciate mind control and is likely to seek revenge on the per
son responsible, unless the mission was an enjoyable one. Grave Ghouls
are tOO timid to consider retribution.

Consume Power & Knowledge
Range: Self
Duration: Varies.
S."ing Throw: Not applicable.
P.P.E: 20 per each item.

This repulsive magic requires that the necromancer remove the
tongue, brain or organ of a dead being, boil or cook it while reciting the
magic incantation, and breathe the fumes from the prepared meat. Nec
romancers who are monsters may tear out the organ and eal it raw (or
cooked) with the same magic results. The basic concept behind this
magic is the belief by many cultures, both human and monster. that eat
ing the organs of one's vanquished enemies will give the eater his cour
age or abilities. Different organs offer different powers. No powers are
gained from animal organs. More than one item (maximum three) can
be cooked up ~ith accumulative effect.

HClIrt: Courage and strength. The mage is +3 to save vs horror faclor.
is not easily unnerved or intimidated, gets an additional 10 S.D.C. and
can lift and cllIT)' twice as much as nonnal. Duration: One hour per
level of experience.
l.iver: Sobriety. No matter how much alcohol is drunk, the character
cannol get drunk. Duration: One hour per level of experience.

Kidneys: Impervious to poisons and +2 to save vs non-lethal drugs.
Duration: One hour per level of experience.
Intestines: Breathing the fumes provides physical nourishment. The
character does nOI need to eat, and will not feel hungry for at least 48
hours after completing the spell.
Tongue: Can understand and speak all languages. Duration: Two hours
per level of experience.
Eyes: The necromancer will recognize the people, places and items
once known by the deceased. as well as the basic background behind
those people, places or items. For example, the necromancer will recog
nize the deceased's friends, parents, family, lover. wife, enemy. mur
derer, home, favorite tavern, weapon, clothing: etc. Duralion: One hour
per level of e}(perience.
Brains: Provides the mage with all of that person's skills al60% profi
ciency. Duration: One hour per level of experience.

Death Mask
Range: Self
Duration: Four minutes per level of e}(perience.
Saving Throw: All who see the death mask must roll to save vs horror
factor of 13.
P.P.E: 12

The spell creates a frightening looking death mask that completely
covers the spell caster's face. The mask provides the following:

• Disguises the character's normal facial features.
• Frightening visage evokes fear equal to a horror factor of 13.
• Wearer is impervious to all normal disease, poisons, and magic

sicknesses and curses.

• Prowl at 55%

Death Strike
Range: Self
Ouralton: One minute (four melee rounds) per level of experience.
Saving Throw: Opponents are -I to save.
P.P.E: 25

Every punch, kick, or strike inflicted by bare handsJfeet or by hand
held weapons such as a club or sword (excluding bow weapons. thrown
weapons and guns), inflicts double damage. Furthermore, if the oppo
nent is a magical or supernatural being, then the doubled damage will
be inflicted as if it were delivered by the required magical weapon.



,Divining: Tombs & Graves
Range: Self
Duralton: 5 minutes per level of c1{perience.
Saving Throw: SlaJldard
P.P.E: 10 or 35

This magic requires the use of a wishbone from a large bird. First
the bone is held in both hands. Upon activation of the spell. the bone
starts to vibrate. and pulls the character in the direction of any nearby
graves or tombs. When a grave has been localed. usually when the Nec
romancer is standing over it. the wishbone stops vibrating momentarify.
and then points to the closest grave. For the cost of an eXira 25 P.P.E.,
the divining spell can locale a specific grave or tomb from among
many. bUllhe character must know the name of the deceased (nue name
or popular name).

Kill Plants
Range: Touch
Duralion: Inslant.
Saving Throw: None, unless an intelligent life form, then standard.
P.P.E: 10

This death louch inOicls 104)(10 S.D.C./hil point damage 10 plant
life per level the spell caster's experience. The killing touch is usually
perfonned as an act of vandalism, vindictiveness. or cruelty.

Maggots (insects)
Range: Touch
Duration: Days unless killed.
Saving Throw: Standard
P.P.E: 20

The necromancer can touch food or a dead animal and infest it with
maggots and wonns that feed on the dead. If the victim of the spell (for
example, the owner of the food) acts quickly. he can save 204)(10% of
the food by boiling, deep frying, smoking. or taking similar measures to
kill the bugs and any possible disease. This magic cannot be used
against the living.

Object Read the Dead
Range: Touch
Duration: InsUint
Saving Throw: None
P.P.E: 8

This spell gives the character a power similar to the psionic ability of
objecl read. only this power is limited to divining things about the dead.
Infonnation can be gathered from a corpse, animal carcass, skeleton,
skull. or a single large bone. The data is limited but helpful.

• General cause of death: old age. disease, plague, accident or mur-
der.

• Race or animal type.
• Whether the creature suffered or not before dying.
• Whether or not magic was involved.
• The length of time the creature has been dead: immediate (a few

minutes). recent (a few hours), quite a while (a few days), a long
time (several months), years, or decades (over 20 years).

Recognize the Undead
Range: Self
Duration: 10 minutes per level of experieoce.
Saving Throw: Standard
P.P.E: 8

The spell caster is given the ability to automatically recognize all
types of undead, including vampires and vampire intelligences, no mal
ter how human or innocent they may appear. This knowledge enables
the character to better prepare. himself for conflicts with these monsters
(or to avoid such conflicts).
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Shadows of Death
Range: Self or 20 feet (6 10)

Duration: 24 hours per level of eJlperieoce.
Saving Throw: Standard
P.P.E: 4S

This spell creates strange and monstrous shadows but has two differ
enl applications. If cast on himself, the necromancer's own shadow will
seem to have a life of its own, move independent of the mage, make
sudden or threatening movements, and generally look frightening and'
unnatural. This adds +2 to the horror factor of Ihe mage and makes op
ponents ·2 on all combat bonuses because the movements of the
shadow are startling and distracting.

Alternately. the shadows of death can be cast on others. In this case
the spell is considered a curse. Victims have a constant feeling that they
are being watched and/or in danger. They constantly catch glimpses of
movement and strange shadows from the comers of their eyes. This
makes lhe character paranoid and jumpy. plus he has trouble sleeping.
Penalties: Tired from lack of sleep and constanlly being on edge: reo
duce speed and endurance/fatigue levels by 20% and al~ combat bo
nuses are -I.

Shadow of Doom (curse)
Range: Touch or 20 feet (6 10)

Duration: 48 hours per level of eJlperieoce.
Saving Throw: Standard
P.P.E: 4S

This spell should be considered a magic curse. The cursed character
is depressed and feels like the sword of doom is about to drop on him.
Penalties: -2 on initiative, ·1 on all olher combat bonuses and -20% on
all skill proficiencies.

Stench of the Dead
Range: 100 feet (30.5 10) plus 10 feet (3 10) per level of eJlperience.
Duration: 2 minutes per level of eJlperience.
Saving Throw: Standard
P.P.E: 6

A magic mist covers the area when this spell is cast The mist stinks
of rotting meat and decay. The sickening smell causes all who enter its
are.a of effect to cough and retch twice per melee round (I S seconds),
plus the eyes water and 00 other odors can be smelled while in the over
whelming mist. Penalltes: Reduce speed, number of attacks per melee
and combat bonuses by half!

Strength of the Dead
Range: Self
Duulion: 2 minutes per level of eJlperience.
Saving Throw: None
P.P.E: 60

Starting with an intact. recently dead (within 24 hours) body. the
Necromancer can draw OUI some of the deceased's past life force. This
temporarily grantS the necromancer half the S.D.C. and hit points that
the creature had while it was alive. It is possible to use an older, more
decomposed (up to one week old) body. but the amount of hit points
and S.D.C. received will be only 25%.

Summon Magot (monster)
Range: Not applicable
Duration: 12 hours per level of eJlptrieoce.
Saving Throw: SUindard
P.P.E: 320

This impressive ritual plucks one hideous MagOi demon from its na
tive dimension and magically places it before the summoning necro
mancer 10 do his bidding. The Magot is automatically under the spell
caster's control and will obey him without question. The creature's time



Common Spell Magic Available
to the Necromancer

As a spell caster, a necromancer can learn any spell. Some spells
(those listed here) fit righl into the necromancer's usual way of doing
magic and can be learned quite easily.

All spells not listed below will be more difficult. They can still be
learned (if the opponunity is presenled). but the cost for casting any
spells not on this list is doub/~ th~ numMr of P.P.E. For example, the
Armor of IIhan spell nonnally costs 10 P.P.E.. bUI will cost the necro
mancer 20, and the Befuddle spell, nonnalty three. will cost six P.P.E.
Most of lhese death wizards focus on spells thai are directly applicable
10 necromancy and don't learn a wide range of many O(her spells.

Necromantic spells can be learned by other practitioners of magic,
especially those who praclice spell casting (like the Wizard O.C.c.), but
executing any Necromantic spell by a non-Necromancer means spend
ing double the usual P.P.E. cost. Remember, most wizards. even evil
ones, will notleam or engage in the black ans of necromancy.

Nole: The amount of P.P.E. needed by the necromancer is listed in
parentheses.

Alphabetical List of
Necromancy Spells
Command Ghouls (10) - Fourth Level
Consume Power &: KnoWledge (20) - Fifth Level
Death Mask (12) - Fifth Level
Death Slrike (25) - Eighth Level
Divining: Tombs &: Graves (10 or 35) - Fifth Level
Kill Plants (10) - Fourth Level
Maggots (20) - Fifth Level
Objecl Read the Dead (8) - Third Level
Recognize the Undead (8) - Third Level
Shadows of Death (45) - Ninth Level
Shadows of Doom (45) - Ninth Level
Slench of the Dead (60) - Second Level
Strength of the Dead (60) - Tenth Level
Summon Magoc (monster. 320) - Thineenth Level
Summon Vampires (ISO) - Eleventh Level
Summon Worms ofTaul (210) - Twelfth Level
Transfer Life Force (ISO) - Eleventh Level

on the Palladium World is limited and it will warp out (going back 10 its
home world) after the duralion time of the summoning magic elar'SeS,
or when the necromancer bids it to leave. or when it is slain. For a de
scription of lhe Magot. sec Pollodium Fon/osy RPGf} 2nd ~dition,

pages 323-324.

Summon Vampires
Range: 1000 miles
Duration: 24 hours per level of experience:.
Saving Throw: None
P.P.E: ISO

This rilual magic will cause ID4 vampires within a 1000 mile (1600
km) radius 10 come to the necromancer within 12 hours (al nighl. of
course). If there are no vampires in the area. then none will come. Only
wild vampires and/or secondary vampires mUSl heed the mystic sum
mons. 'The master vampire and old secondary vampires are DOl affected,
nor is the vampire intelligence.

MOSl vampires sec the necromancer as a kindred spiril and a polen
lial ally. so they will gladly work with the Death Mage. 'The magic re
quires the undead 10 Slay for 24 hours per level of experience of the
summoner. However, they can dfOOS~ to stay longer if that is what they
desire; the only difference is the vampire is no longer obligated to obey

the necrornanccf. This means a free vampire ttUly continue 10 work with
the sorcerer. especially if there is a 10l of bloodshed, or if the creature
likes lhe mage's scheme. Otherwise. the vampire is free 10 do as he
pleo=.

Summon Worms of Taut
Range: NOlapplicable
Dunnion: 24 hours per level of experience.
Sal'ing Throw: Standard
P.P.E: 210

This ritual plucks one or more Wonns of Taut from its native dimen
sion and magically places il/lhem before the summoning necromancer.
The crealUre(s) is automalical1y under the spell casler's control and will
obey him without question.

NO( all wonns can be summoned. only the Nippus. Fir~ Worms and
Tomb Worms. As many as one per level of experience can be sum
moned.

The' problem with this spell is that after the duration has elapsed, the
necromancer's control over lhe wonns is gone. but the wonns them
selves remain. All Wonns of Taut are exlremely aggressive and danger
ous predators. See Palladium's Mons/trs & Animals™ for descriptions.

Transfer Life Force
Range: 1000 miles
Duralion: 24 hours per level of experience.
Saving Throw: None
P.P.E: 150

This spell enables the necromancer's life essence to inhabit and ani
mate the body of a skeleton, corpse, mummy, zombie and even puppetS
like a robot. The possessed dead thing has all the menial and physical
powers of the necromancer, however, magic spells and psionic powers
cannOt be used, because the corpse has no P.P.E. or I.S.P.

Since the body is dead it is impervious to pain, hunger. thirst. f.·
tigue. disease. drugs, poisons, gases, heat and cold. Also the sense of
smell is lost and the sense of touch is about half of normal. Vision and
hearing are provided by mystic means. If the body is destroyed. it is no
big deal, the spell caster simply relUm5 to his real. living body and can
always inhabit another dead body if so desired. The spell can be used as
an offensive measure or a sutMle means 10 spy or confuse. The spell
caster can disguise himself completely by inhabiling a recently de
ceased individual or cooceal his Kkntity by inhabiting a corpse or skele
ton. Note: The dead body looks ... well ... dead and conlinues to
discokK and decay. After a while, the dead body's stench will incretie
to lef'rible proportions, and body parts may drop off. 37

Level One
Death Trance (I)
Globe of Daylight (2)
Sense Evil (2)

Sense Magic (4)

Level Two
Concealment (6)

Delect Concealmenl (6)
Fear (5)
Tum Dead (6)

uvdThne
Breathe Without Air (5)

Fuel Flame (5)
Ignite Fire (6)

ul'el Four
Ley Line Transmission (30)
Magic Net (7)
Repel Animals (7)

Shadow Meld (10)
Truce (10)

Level Five
Circle of Rame (10)
Horrific Illusion (10)

Level Six
Fire Ball (10)

Tongues (12)

Level Ml'en
Animate &: Control Dead (20)
Constnlin Being (20)
Life Drain (25)

Levd Eight
Cocnmune with Spirits (25)
Exorcism (25)
Luck Curse (40)

Minor Curse (35)
Sickness (50)

Spoil (30)



specific components
Some average costs ror basic key components

Note: The cost can be as muoh as four times greater depending on
the demaod, situation and exactly who the deceased may have, been.
1be COStS to necromancers is usually 50% higher because the compo
nent has greater value to the characler and shop owners take advanlage
of that. However. charging more than 50% above common market value
is rare for fear of retribution from the sorcerer.

Selling such items lO a magK: shop is likely only to command 10% of
the average selling price.

Brain: Cyclops - 3OJJOO+ gold
Brain: Ongon - 13OJX10+ gold
Brain: Mage a.c.c. - 15JX10+ gold
Brain: Warrior O.c.c. - 5.lJOO+- gold
Bnin: Priest O.C.C. - 25JXIO+- gold
Claw: AnimaJ-ID6xlOgold
Claw: Bird (luge) - 100xl0 gold
Claw: Creature of Magic (sphinx. elc.) - 3O,()()(H. gold
Claw: Dragon Halehling - 25,000+ gold per pound
Claw: Dragon Adull- 10,000 gold per pound
Claw: Lesser Supernatural BeingslDtmon - 10,000 gold
Claw: Greater Supernatural Beings - 50,000 gold
Claw: Ogre. Troll. Giant- 2(6)(10 gold
Eye: Cyclops- 100 gold
Eye: Diagon - 150.000+ gold
Eye: Humanoid - 500+ gold
Eye: Supernatural Being - 50.000+ gold
Hom: Animal (cow. deer) - 204)(10 gold
Hom: Supernatural Being - 2.000 gold
Hom: Dragon - 100,000+ gold
Hom: Kilin - 20.000+- gokl
Hom: Unicorn - 100.000+ gold
Hooves: Animal - 106 gold
Hooves: Kilin - 20.000 gold

Hooves: Unicorn - 50.000 gold
Tail: Dragon - 150.000+ gold
Tail: Mankore - 25.000 gokl
Tail: Mooltey - 350 gold
Tongue: Supernalural Creatures - 80.000+- gold
Tongue: Dragon - JOO.()()(H. gold
Tongue: Faerie Folk - 15.000 gold
Tongue: Humanoids (low level human. wolfen. etc.) - 500 gold
Wings: Rate Animal (gryphon. dntgond8Clyl. elc.) - 106x2000 gold
Wings: Common Bird (large) - 104)(10 gold
Wings: Creatures of Magic (Sphinx. etc.) - 100.000+- gold
Wings: Dragon Hatchling - 300.000+- gold
Wings: Dragon Adult - 750,000+- gold
Wings: Lesser Supernatural Beings - 100.000 gold
Wings: Greater Supernatural Beings - 500.000 gold

Lenl Nine
Protection Circle: Simple (45)

Le,'el Ten
Banishment (65)

COnlrol!Enslave Entity (SO)

Le'"el Eae"en
Create Mummy (140)

Le"d T""d"e
Creale Zombie (250)

Level Thirteen
Sanclum (390)

Lenl Jo'ourteen
RQloration (750)

Le"el Fifteen
Transfonnation (2000)

,
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Shaman D.C.C.

The Shaman o.c.c. is definitely pan of the Clergy. along with Dru
KIs. Monks. and the Priests of light and Darlmess. Howcver, juSl as the
path between a Druid and a Priest is very differo\!_ so the Shaman has
an entirely different way of perceiving the Palladium World and the
way to mystic power.

The Priest (Light or Dark) draws power from the god or gods he
Worships, While a shaman may wonhip a god Of gods. mosl don't put
their trust in any deities. and ate likely to fear them.

Druids believe in respect fOf nature, and in learning the power thai
nature provides, Shamans complelely distrust nature as a cruel hoaxsler.
constantly playing tricks and occasionally la~hing out with deslructive
power.

As for monks, well. anything having to do with isolation, or with
quiet contemplation, is unlikely to appeal to a shaman. Most shamans
sec: themselves not just as leaders, but as full members and panicipant.s
of their tribe. They gain their power not from gods. nor from nature. but
directly from their followers. from those people who seek their help.

Religious Attitudes
The shaman basically dislTUSls the gods, and is even more skeptical

of "Ofganized" religions. In the culture from which mosl shamans come
from, the most common Iegeocls describe how their people were lured
inlO believing in some god. Of holy figure. and later betrayed by that
person or fora:. Considering the history of humankind. how often they
have used other races as cannon fodder. or pul into slavery those who
have betn "convened,M this iStl't a bit surprising.

Also. priests of various dart gods have oflen venlUred among orcs
and goblins. seeking the followeT$ they need 10 create a new religion.
Between the (almost inevitable) corruption of the clergy. and the unreli
ability of evil deilies, naive worshippers have almost always ended up
as viclims. And. when the forces of light arrive. it is the simple follow.
ers who usually end up being penecuted. enslaved, or killed.

For most shamans. history is quite clear. Gods are to be worshipped.
but they are not to be trusted. And the religions of humankind never
seem to benefit the downtrodden races of the Palladium World.

Yes. a shaman may be religious, even devout. As to expecting any
thing. the shaman knows it is best to rely on the power thaI can be
gained from followers and from those places on the Palladium World
where power flows freely (ley lines, etc.). They may also preach. Like a
self-taught evangelist, the character may have a unique view of faith.
and wish to communicate itlo others. Still, they are unwilling to pray /0

the gods. especially in a group sening. For most shamans. religion is a
priVlte thing. quite separate from shamanistic ceremonies. chants. or
dream mysteries.

Shamans of the Palladium World
Shamans ate vinually unknown among most populations of humans.

and would be a curiosilY anywhere in the Mcivilized" Palladium World
(Western Empire, Timiro. UncI of the South Winds. EasIefTl Terrilory.
Bizantium). However. there are "IOSIMtribes of humans in some of the
more relllOle areas, especially the Yin-Sloth Jungles, the Great Nonhern
Wilderness. Ophid's Grasslands and in the unexplored Land of the
Damned. Likewise. there ate no known stwnans among the Elves,
Dwarves. Gnomes. Kobolds or Changelings of the Palladium World. al
though it is always possible that. primitive lribe of these people might
be discovered, complele with a native shaman.

Most shamans of the Palladium World are found among the less ad
vanced cultures, and especially among those races who have been the
viclims and dupes of "civilized" humanilY. such as Troglodytes, Gob
lins. Hob-Goblins. Orcs. Ogres. Dogres. and some tribes of gianl.



Among the "marginal:' persccUled races of Centaurs. Eandroth.
Railing, Tezcat and Coyles, shamans are often the primary leaders, and

usually the only tribal member wilh myslic power. Otherworldly sha
mans are also known 10 exist, particularly on the world of the gargoyles,
where there are said 10 be gurgoyle shamans. Some lore also menlions
Couril and Shedim (demon) shamans.
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Part of the poor repulation of shamans can be uaecd to two races.
Hob-Goblins and Coyles. Hob-Goblins traditionally become: the shaman
of goblins, leeching the P.P.E. of their smaller brethren like vampires.
History is rife with dozens of outbreaks of Goblin violence, fueled by I

Hob-Gobiin shaman's Illempt 10 creale an army or nalion. Currently,
one Old Kingdom Hob-Goblin Shaman. who goes by the name: of Thjs
s~hra Tommora ('"'forna" is said to hive assembled something called
the "Gobblely-Bloc," and goblins from allover the Palladium World are
thronging to her banner.

Possibly the most dangerous of III shamans exists among the Coyle.
While the Coyle are highly intelligenl individually. and as I group, they
liso lend to be driven by I group psychology that somelimes borders on
madness. Where mosl shamans milhl be able 10 assemble one or two
hu~ followers for ceremonies, al leasl one Coyle Shaman ("frr
Sucboul:' a high level shaman, now declared a criminal oullaw by the
Wolfen Empire) has been known to assemble over sixteen lhoosand fol·
lowers.

How others view shamans will vary widely. Ask any knowledge.
able practitioner of magic, whether Wiz.ard, Summoner or Diabolist. re
gan:lless of persuasion. aboul shamans. and they'll allteJl you the same
thing. ''Those maniacs! 1bey know nothing of magic. They are just
meddling fools. playing with powers they have no way of comprehend.
ing ..:'

Shamans are often viewed as dangerous or "heretical" by many
churches and CUllS. especially in cilies. and are persecuted even more
than druids. Where druids are seen as basically harmless and ignorant,
nonhuman shDmons are often viewed as evil and beslial. Thus, shamans
may find banishment and stoning I common occurrence, and may even
be threalened with formal charges of apostasy (criminal heresy, punish
able by imprisonmenl or death) or demonic possession. JuS! another
reason why these spiritual leaders are leery of mosl religions.

On the other hand, less educated people, including mosl wilderness
people, nomads. many farmers and peasants (human and nonhuman)
usually agree with mosl shamanistic philosophy and tend to see sha
mans as friendly and helpful. For these people, it's hard 10 lell the dif·
ference belween nalural evenls (disease. migration of animals.
lightning, earthquakes) and attificial "magic': (spells. curses. etc.). To
them, the shaman is a man or woman of knowledge and wisdom who
understands the mysteries of the supernatural.

Shamanistic Duties
Most shamans consider themselves to be the caretakers 01 their peo

ple. The shaman's responsibilities 10 his followers includes healing,
divination (visions), and protection from demonic forces. Tribal sha
mans are imponant leaders as well. answering only 10 the chief and/or
the war chief. 1lley are one of the decision makers of the lribe and may
pass judgement on criminals and evildoers. Despite the size of the tribe.
there is seldom more than one shaman, allhoogh tribes of 500 or more
may have an offiCial, high level shaman (7th or higher), and several low
level (1-4) shamans working as assistants.

Working among the poor, expecting no more reward than a simple
meal and lodging. the shaman finds welcome al mosl villages, small
lowns, and among nomads, and residenlS of city slums.. 1bey usually try
10 do good. and to righl wrongs. whenever possible. Like other clerics. a
wandering shaman is often believed 10 be a prophet, for these religious
men often have visions aboul the fUlure.

1lle character of a player who selects a shaman O.c.c. will be •
wandering shaman, often quesling aboul the Palladium World for
knowledge and insight. Also. once a character completes his apprentice
ship under a tribal shaman, he may go wandering in search of some
other group in need of his services. A final possibilily is that the shaman

is simply waiting to return to his/her old tribe. wailing for an old or
sickly elder shaman to finally die or retire so that he can assume his
mantle of power.



Shamanistic Chants

Other Chanls
1bc: following spells can be available as equivalent chanlS (any vari

ations are noted). All chants require 204 minutes to perform. are best
suitcd for rituals involving several to hundreds of panicipants. and COSI

2x the P.P.E. of the equivalent spell. Most shamans seldom learn more
than the common chants and 3-8 other chants. The: nature of shamanis
tic magic is not pankularly well suited for melee combat.

Death Trance (affects others: one: per every other kvel of the: shaman's

eltperierJCc).

in a location where the character might end up in the future or has been
in the: pasl. Usually the dreamer has the: opportunity to convene and in
teract with some person or creature mat the dreamer knows. or instantly
recognizes (a relative. a dead ancestor. a mythic figure. etc.). In the
coune of the conversation. the character will have lhe opportunity to
ask questions about the future and/or himself. and to receive answers
and useful ad,·;u. While far from infallible. these dreams usually con
tain valuable hinlS. portents and suggestions.

While the dream has no real bearing on future reality. the character,
who ellperiences the vision will have a positivc feeling abootthe future.
and will believe (euphorically!) mat the: drum has signifJCance for him.

1bc: recipient of this chant will feel sleepy. yawning frequently. and
may (if he likes) fall asleep immediately after the chant. or after lhe
ceremony where the chant was conducted. No mailer how dislUrbing
the dream may be. the character will receive the benefits of a full
night's sleep. even if awakened just fifteen minutes later.

Chant of Exorcism
JUnge: Touch or 30 foot (9 m) radius.
Dur8tion: As kxl.g as the chant continues.
P.P.£.: 50
Saving Throw: Standard (for the possessing entity).

This powerful ceremony drives away any possessing entities or spir
its within range. All undcad (including vampires) are also repelled. and
witt be forced to withdraw to the edge of the range of the chant. If the
entire ceremony is successful. at ilS end. those: who were possessed are
free and the: possessing force will be pennanently ClIpelled and forced 10

leave the general region for at least sill months.

Chant of Healing
Range: Self or Touch.
Ouration: Special
P.P.E.: 40
Saving Throw: Not applicable

Only one character can benefit from a single chant. but up to 40
points of damage may be healed. 1bc: time required for healing is one
melee round for each hit point or S.D.C. recovered.

Mend Cloth
Mystic Ponal
Negate PoisonIToliin
PurifK:ation
RemoveCune
Repel Animals
Summon &: Control Storms
ThundeT aap
Tongues
Tum Dead
Waler to Wine
Wink·Out

Animate Object
Astral Projection
Breathe Wilhout Air
Call Lightning
Calm Storms
Circle of Aame
Decipher Magk
Detect Poison
Energy Bolt
Elitinguish Fire
Fear (H.F. 16)
Fuel Aamc
Ignite Fire
Levitation

Chant of Dreaming
Range: Selr. or Olher by touch.
Ouralton: 1bc: drum usually lasts about ten minutes.
P.P.E.: 40
Saving Throw: Standard for others. none: for the shaman.

A dream will come 10 the character the nelll time he falls asleep.
This will be a vivK!. lucK! dream where the character is able: to intenK"t
with the elements of the dJeam and remember it all dearly. 1bc: dJeam
can take place in art imaginary place. such IS the: character's childhood
home. a beautiful forest glen. or I mythical castle:. or it may take place

,
In the place of spells. shamans usc chants 10 focus their personal

P.P.E. All shamans SIaJ1 OUI with knowing how 10 perform the five ba
sic shamanistic chants described here. Learning other chants simply in
volves either participating in a ceremony where they are used (in which
case the shaman will automatically understand and learn the oew chant).
or listening 10 someone else perform the chant. If the chant is only over
heard. !he shaman will have 10 rolliwice: first 10 decipher the meaning
of the chant. and then. if the first roll is successful. another roll 10 learn
how to do il COfTeC1ly. Jf either roll fails. then the charw:let will have 10
lr)' again another lime. Base Skill: 20C1l +5% pcr level of upe:ricncc.
Chanting always takes lime (204 minutes). whether in a ceremony. or
by a single shaman.

Chant of Blessing
Range: 20 foot (6 m) radius.
Duralton: 24 hours pcr experience level of the shaman.
P.P.E.: 25
Sninx Throw: Not applicable 10 those who want the blessing.

The shaman bestows. bit of mystical protection and power. Wh0
ever. or whalevU. receives the blessing gets +110 save vs magk:, +2 10
save vs poisons and disease: of all kinds. and +I on initiative (magical
alenness). Within a ceremony. all those who are panicipating receive
the blessing. but as an individual chant. the shaman can only confer the
blessing 00 a single target.

Chant of Divination
Range: Self
Dur8lion: ID6 melee rounds.
P.P.£.: 30
Saving Throw: None

This chant enables the shaman to see glimpses of the future. In this
way the character can foretell the immediate. general outcome of open·
ing a door. meeting somebody. or taking an object (i.e. sense danger.
power. ambush. retribution. evil. or good fortune. kindness. knowledge.
a leaming experience. and similar). In addition. the shaman can also
sense if I pankular person. place. or object is good or evil (or whether
it's a place or objecl being used for good or evil). and if people are
likely to be friends or enemies/self-serving. This can be done by meet
ing the person. or upon seeing the object or place. or having once seen
or visited it. but not from a description. Note: In all cases. the shaman
must concentrate. focus his thoughts on that one person. place or thing.
and chant for 204 minutes before he receives his glimpse of insight. or
coune. he or those around him may elect to observe or ignore the sha
man's divination. 1bc: chant can be loud and flamboyant (usually done
for show or intimidation purposes) or IS a soft whisper or mumbling.
Some people (villains in pankuJar) will IlOl appreciate (or allow) a
shamanistic divination 10 be performed on him - It least IlOl while he
or she is present.

1bc: chant of divination also senses the approach of any evil. good.
danger or treachery that will take place within 24 hours. However. it
does not indicate who may be responsible or exactly when it will occur.

Remember. time is a very tenuous element. perpetually changing.
This means the polrrtliol future can be altered or avoided. or may even
change of its own accord.
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Shaman O.c.c. Powers,
Abilities, & Bonuses

I. Chants.. Described above.
2. Sense Mystical POWCI'" (P.P.E.), Every shaman has an innate abil

ity 10 sense: Potential Psychic Energy (P.P.E.), their main source of
JXlwer. Great amoon15 of P.P.E.• anything over 60 points. whether in the
area (such as in a place of power), or emilled by the casting of a spell.
will be inslanlly nociccd. and may even wake the character out of a
sound sleep. However, when the po....cr is not so outrageous, the charac
ler will hallC 10 focus his allcnlion in one of the following lhrec ways:

Sense Ley lines. Like Olher mystics (including practitioners of
magic), a shaman can sense the powerful magic energy emanating from
the earth. 1llc character can trace the ley lines in the earth. sense nexus
poinlS (where IWO or J'l'lOI'e intersect). and clearly distinguish (even from
a mile/1.6 km or IWO oro places of power (ley line junction poinlS). The
character will sense the gentle flow of magic energy as if it wen: some
kind of tingling breeze. genlly rubbing against the shaman's skin. Base
Skill: 28% +2lJ> W kvel of experience.

Smse Mystical Beings. The shaman can sense mySlic energy nKIial
ing from omen. whclhcr ordinary folk or pnlClitioncrs of magic. magi
cal creatul"C$ (§uch as dngons) or the supematunl (Ihe undead. demons.
dcmentals. etc.). Anyone with a P.P.E. of 3 or less will seem "dimin
ished.- those with a P.P.E. of 4 to 10 will seem "nonnal:' II to 20 will
appear "full." 21 to.so will seem ··Iaden." and most wilh more than that
will seem to be "bursting" with power. Anyone with more than 100
P.P.E. will simply seem "blinding." If the shaman touches the subject.
or if the subject joins !he shaman's ceremony. the measurement of
P.P.E. happens automatically. Otherwise. the range is 10 feel plus two
feet (3 m plus 0.6 m) per levd of advaoccmc:nt. and il is necessary to
roll for success. A failed roll means the character docs not sense the
P.P.E. or cannot mcasure the energy level. Base Skill: 25% +5% per
level of experience.

Sense Confined Mystic Power. For the Shaman. touching any ob·
jects containing P.P.E.. such as magical devices. scrolls. potions. and
especially rune anifacts. will reveal the energy contained within to be
"straining" from the pressure of its containment. As with people. the
shaman gets a sense of the tOial amount of power contained in the item.
Note. a shaman can always detect the exacllevel of power remaining in
his pel'S()nal magic anifacts. Touching allows for the sense to take place
automatically. otherwise. the range is 10 fcct. plus two feet (3 m piuS
0.6 m) per leyel of advancement. and it is necessary to roll for success.
Base Skill: 35% +5% per leyel of experience.

3. Ceremony or Ihe Shaman. The Shaman gathers together his or
her followers. and leads them in a myslic ceremony. attempting to mys
tically link all their energies together. If Ihe followers of the shaman put
their respecI and trust into the rite. then some measure of their P.P.E.
becomes pan of the ceremony. and is at the disposal of the shaman.
Chanting or singing alone will proyide enough focus to get one P.P.E.
point from each ordinary person participating. Combining chanting with
dance in a ceremony Ihat builds in momentum and intensily can get an
average of four (4) P.P.E. per participant. Panicipaling characters with
high amounts of P.P.E.• including OIher priests. praclilioners of magic.
magical creatures. and supernatural beings. dev()(e ~ of their P.P.E.•
and can (volunlarily) provide as much as 70% of their P.P.E. ~l"Ie.
All of the shaman's P.P.E. automatically berome5 pan of the ceremony.
Howeyer. if the ceremony is disrupted and/or the people dislr.lCted or
scanered. the level or ayailable energy inslantly plummets to half and is
complelely gone al the end or one melee round (15 seconds after the nt
uallcercmony is disrupted).

Because there can be dozens. hundreds or even thousands of follow
tTS. the amount of P.P.E. that the shaman controls can be enormous. and
a means of accessing tremendous amounls of magical energy. In addi·
tion 10 the power of lhe: panicipants. ceremonies can also benc:fit from
being conducted in places filled with natunl ps)'chic enc:rgy. such as ley
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lines. nexus points. and during special celestial events such as solstices
and eclipses. For example. if the ceremony takes place within twO miles
of a ley line. the pooled power of the ceremony automatically increases
by 20%. Specific delails on the: amount of extra P.P.E. can be found in
the Palladium fantasy RPG. 2nd edition, pages 181-182.

~ the ceremony is in full swing. and the P.P.E. is available. the
shaman can do any of the following:

Heal Ceremonlal Participants. The shaman can choose anyone
within the ceremony (including his or her self) as a larget rOT healing.
Bleeding (including internal) inswllly Slops and begins to heal. The d
reets and pcnallies of disease and poison are inswuly Slopped and alle
vialedidispelledJhealed. although any hit poinl/S.D.C. damage already
done by il remains. Or. the shaman can I"C$IOCC hit points or S.D.C. at
the: rate of one poinl per round/IS seconds of the healing ceremony.
P.P.E. Cost: Depends on the size and fervor or the ceremony. If the
shaman is controlling alleasl 100 P.P.E.. then the healing is free. In any
ceremony of less power. healing costs I P_P.E. per point of physical
healing or 20 points 10 Slop b1ccding or disease or poison. LimitatkMu:
One person can be healed per every 100 poinlS ofP.P.E. available 10 the
shaman. but t& lota1 number thaI can be affected is limiled.IO half the
healer's CUTTClllievei or experience: i.e. a 6th level shaman can heal up
10 th~ people during the same ceremony. a 9th level one can heal four
people. and 50 on. All those to be healed must be pan of the ceremony.
even ir iI's simply laying unconscious at the feel of the shaman.

Ceremony to Invesl Po,,-e.-. Al the close of a ceremony. il is up 10

lhe: shaman 10 decide where to put any of the ranaining power. The
power can be directed anywhere the shaman likes. the only limit being
the amount of P.P.E. available. This means that the shaman. or anyone
else in the: ceremony. can be filled with P.P.E. up to their usual (mlJli
mum) P.P.E. Ieyel. Likewise. the shaman can direct the power into any
magical aniract capable of containing P.P.E. Finally. all the remaining
power can be "shared out" to the participants. so that everyone in the
ceremony gets an equal piece of whatever is lefl over. dividing the
amount of power by the number of participants. Everybody who reo
ceives P.P.E. through inveslment feels invigorated and alen (no faligue)
regardless of how long the ceremony may have been or how much they
e",ened themselves as participants.

For example. assume a ceremony consists of the shaman and 20 fol
lowers. and has 130 P.P.E. left .....hen it comes to a close. One possibility
is for the shaman to simply share it all equally. so the G.M. would di
vide the 130 by 21 (the follo.....ers plus the shaman) for a share of 6
P.P.E. each (yes. it's aClually 6.19. but the panial P.P.E. is lost). An
other way of doing it would be for the shaman to first take their own
personal P.P.E.• say 45 P.P.E.. and then dole out the remainder. dividing
85 by 20. which would give each follower 4 P.P.E.

Note: If the shaman is rendered unconscious. or removed (killed.
teleponed away. etc.). or otherwise loses control during a ceremony.
then Ihe ceremony will suddenly end. half the: P.P.E. will be dispersed
(lost!). and the remaining P.P.E. will be distributed evenly among all
the remaining panicipants (up to each character's usual P.P.E.).

Ceremonial Chants. Any shamanislic chant may be performed dur
ing a ceremony. The dUTlllion. the basic P.P.E. COSI. and any saving
throws remain the same. whether the chanl is performed by the shaman
alone. or whelher dozens 10 hundreds of panicipants chanl along. How
ever. Ihe slrength or range of the chant can be doubled provKJed the sha
man e",pends double the: P.P.E. and alleasl 5O'll of the panicipanlS are
chanting along (their focus is crucial). For example. the COSI of a chanl
of uorcism is 90 P.P.E.• fOf" a normal range of 30 feet (9 m). bul dou
bling the P.P.E. can double the range (ISO P.P.E. equals 60 feel/18.3
m). Doubling can be done just once. bul several different chants can be
performed during a ceremony. one after another.

4. P.P.E. All praclilionc:rs of magic arc living ballerics of myslic cn
ergy. The character draws rrom this energy 10 create magic and casl
spells. Permanenl P.P.E. Base: 306. plus 40. plus the chll1lC1crs P.E.
(afler skill bonuses arc added in). Add 206 P.P.E. per addilional level
of e"perience. slaTting wilh level two.



S. a.c.c. Bonuses: +2 to save vs possession. +4 to save vs horror
factor (doubled during a ceremony or chant). and +2 to save vs poison
or disease.

Shaman O.C.C.
Alignments: Any. but mostuc: of good alignmenlS (principled or scru
pulous), but flO( all. No shaman starts out miscreant or diabolic. al
though some have been corrupted later in life.
Racial Restrictions: Ruc:ly human. elf, dwarf or gnome. Typically a
shaman is a member of the so-called "monster" races.
Gender: In most societies. a shaman can be male or female.
Attribute Minimum Requirements: I.Q. 9. P.E. 10. or higher.
O.C.C. Skills:

Sing (+20%)
Dance (+15%)
Languages: Native Tongue at 98%. plus twO of choice (+20% each)
Wilderness Survival (+10%)

HolistK: Medicine (+10'i\)
Dowsing (+ I()IA,)

RecognizeW~ Quality (+5%)
Sign Language (+5)
W.P.: Select one of choice
Hand to Hand: Basic
The shaman can uchange hand to hand: basic for hand to hand: e;l(
pen. at the cost of one "other" skill. No other type of combat is
available.

O.C.C. Related Skills: Select six other skills at level one. plus select
two additional skills at levels three, five. seven, nine and eleven. All
new skills stan at level one proficiency.
Communications & Perfonning Ans: Any
Domestic: Any
Espionage: Any
Horsemanship: General or ExOlic only
Medical: Any
Military: None
Physical: Any. except boxing and acrobatics.
Rogue: Any
Science: Any
Scholar & Technical: Any (+10%)
Weapon Proficiencies: Any, except siege weapons and pole arm.
Wilderness: Any (+15% each)

Serondary Skills: Selecl five secondary skills from the previous list at
level one, and one additional skill at levels twO, four. six. eight. len.
and twelve. These are additional areas of knowledge thaI do not get
the advantage of the bonus listed in the parentheses. All secondary
skills stan at the base skill level. Also. skills are limited as pre·
viously indicated in the list.

Starting Equipmflll: The character swts with one set of !ravelling
clothes. including cape or cloak. shin. panlS or kilt. leggings. fOOl
wear. belt. etc. Special ceremonial garb includes some kind of
brightly colored sash or scarf. a noise·maker (gourd filled with peb

bles. walking stick with bells. etc.). and a jar of colored paste or clay
(used for painting streaks, dots or other pallerns on the faces of the
shaman and the followers in preparation for a ceremony). Also a
bedroll, a backpack. a purse or shoulder bag. and a water skin.

Armor: Can use any armor, but starts with a suit of soft leather (A.R.
10. S.D.C. 20).

Weapons: Stan with one of choice, as well as a functional dagger.
Money: The character stans with a savings of 50 gold. Shamans care

lillie about money. as they usually exchange their help and services
for food, shelter and other needs.
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Seas &
Islands of
the
Palladium
World

In the pages that follow afe descriptions of seas. oceans and islands
(some inhabited. others not) of the Palladium world. Key features,
places, people, communities, and politics are noted and often mapped.
Adventures and adventure ideas are also prt'senled.

The Sea of Despair
This large body of water stretches some 650 miles (1040 km) along

the nonhern coaSt of the Land or the Damned. 1be water is colored a
blackish green, the resull of a combination of algae and seaweeds grow
ing in the harsh nonhern waters. Most scholars agree that it is this rich
mixture of sea vegetation. octopus and other aquatic life that attraclS the
infamous sea serpentS who feed on them. The nonhern waters are
among the most monster infested in the world. Many have speculated
that the Sea of Despair is the nesting place of all Palladium's dreaded
sea monsters, providing their young with the nourishing diet that they
need in their infancy before they move on to other walers.

The multitude of sea serpents adds to the peril of auempt:ing 10 sail
these rough and treacherous northern waters and creates a natural bar
rier that segregates the mythical and mysterious Land of the Damned
from the rest of the I."ork!. Only the captains of the Kingdom of Bj:an
tium dare to sail these waters. and are able to make safe passage along a
few secret routes. TI1ese secrets have been jealously guarded for over
200 years and they have never fallen into foreign hands (probably be
cause the real key to survival is nOl on any maps. but in the disciplined
training of the Bizantium naval officers). Yet even the sailors of Biz.an·
tium have not truly explored these waters and have nt'l't'r set foot on the
Land of the Damned. Much remains unknown about the Sea of Despair
or the land she protects.

Sea of Despair Weather Table
Roll percentile once al the beginning of the journey. Each lime the

weather "expires," that is. each time it runs out oftime. roll again.

01-20 Calm seas. mild wind, cool ",·eather. Every sailor prays for
exactly Ihis kind of weather. LasIS for 606 hours.



21-30 Hlustery wind. Patches of clouds dot the sky, and the wind
comes in gusts. randomly changing direction (by as much as thin>: de
grees) every few minutes. Ships that depend on wind will travel at only
about half their usual cruising speed. Lasts for 506 hours.

31-55 Drizzle. Wann in summer, cold in spring or fall. and a sting
ing spray of tiny ice panicles in winter. Drizzle. along with dense
clouds overhead (neither the sun nor any stars are ever visible), is the
most common weather pattern of the Sea of Despair. Although naviga·
tion is nearly impossible, and visibility is too poor for anyone to try fol
lowing the coaSt, it's comparatively go<xf sailing weather. Lasts for
100xlOhours.

56-70 Driving Rain. Every person (including paying passengers)
aboard ship will have to take turns operating the water pumps below
deck to keep from capsizing. Water-soaked sails will mean that the
work of the sailors is twice as difficult. On the other hand. since the
wind stays heavy and constant, it's possible to do some good travelling.
Lasts for 406 hours.

71·80 Dead Calm. The temperature and humidity rises. even in the
middle of winter. to the point where everyone becomes sweaty and un
comfonable. All food and fresh water supplies have a 15% chance of
going bad. During the Dead Calm. encounters with Sea Serpents in
crease dramatically! Roll on the Sea Serpent Encounter Table for every
two hours while in a Dead Calm. With oars. or with magical assistance,
it's possible to clear the calm in 306 hours. However. if the ship is sim
ply drifting, ro1l204xlO hours to see how long the Dead Calm persists.

81-90 Thick fog, Visibility reduced to 206 feet. Ships that maintain
normal speeds run the risk of crashing into hidden reefs or rocks. Safe
travel is possible only if the ship goes very slowly. Every hour there is a
75% chance tl)at the navigator will lose the ship's direction and that
travel will end up being totally off course. Encounters with other ships.
castaways and nying creatures during thick fog depends on sound. since
there's no way to see anything beyond a few feet (on the other hand.
creatures of the sea will have no problem finding the ship. since sound
travels so well underwater). Lasts 606 hours.

91·95 Rough walers. The ship's speed must be slowed by half. Sea
sickness arnicts every non-sailor, and all loose objects will be slammed
around. and possibly broken. Lasts ID4x 10 hours.

96-00 Storm! Roll on the Sea of Despair Storm Table. About the
only good thing that can be said for the storms in the Sea of Despair is
that sea serpents tend to stay deep underwater until the storm has passed
by. Alihough storms don't tend to last very long, it is entirely possible
(if the dice come out that way) that one storm can follow immediately
afler another. Lasts 104 hours.

Sea of Despair Wind Direction Table
Roll percentile once every 204 hours, or as desired.

01-40 Northwest. This is the prevailing wind in the area. which
generally blows from the nonhwest. to the southeast. A perfect wind for
those heading toward the Biz.antium end of the sea, but those heading
the other way (toward the west) will have to tack with the wind, manag
ing only half speed.

41·65 North-Northwesl. Those travelling west will end up travel
ling at less than a third of normal speed. Eastbound ships will also be
slowed. but only by a few mph (roll 106).

66-85 West. Those heading west will be allempting to sail directly
into the wind, and will make very liule progress (104 mph). On the
other hand. anyone going toward Bizantium will be able to cruise at
maximum speeds.

86-95 Norlh. This is a frigid wind that drops temperatures down to
well below freezing, and is a danger to the health of any travelers. Trav
elers moving in either direction are in peril. and can generally only
move at about half the usual speed.

96-00 Southwest, A hOi wind from the western sea is good in that it
pushes ships away from the dangerous coastline. However, the warm
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wind tends to stimulate Sea Serpents and cause storms. so roll on the
Sea Serpem EIlCOUnler Tahle or Storm Tahle for every four hours of
travel with a southwest wind.

Sea of Despair Storm Table
Roll percentile as necessary.

01-20 Siorm Squall. The speed of the ship must be reduced to
nearly nOlhing. Allempling to continue is cenain disaster if the ship en
counters reefs. See Ships and Stonns for damage and loss of direction.
Duration is ID6 hours.

21-4{I Storm with massive black clouds, rough waters. mast/sail
damage which will require 104 hours to repair. 206xlO miles off
course, 60% chance of losing direction, and speed is reduced to one
quaner speed during the entire storm. Storm duration is 204 hours.

41·50 Siorm wilh Lightning. Aside from the usual problems, there
is a very high probability that the ship will be struck by lightning. Not
just once, but many times. Each lightning strike does damage to the
mast and sails. and nearly always sets the ship on fire (fonunately. wind
and rain tend to extinguish most, 90%, of these fires). Lighting does
606 damage. Duration is 4D6 minutes.

51-60 Electrical Storm. This is similar to the lightning storm. ex
cept that the electrically charged clouds are travelling right at the level
of the water. Characters will be charged with static electricity. such that
their hair will stand on end. they'll give off sparks when touching each
OIher. and odd glowing lights will surround metal objects. During every
minute of the stonn there is a 01-40% chance that ball lightning will oc
cur. If so, a ball of glowing blue sparks (206 inches in diameter) will
suddenly appear. and stan nying. rolling, and sliding around the ship in
random directions. Other than a danger from fire. the ball lightning is
harmless (but scary!). Duration is 306 minutes.

61-70 Giant Wave Storm. Mostly a wind stonn, the main danger
comes from the humongous waves that threaten to capsize and/or smash
ships. Whoever is steering the ship must roll against their seamanship
skill for each of the massive waves, once every minute. A successful
roll means that no damage is taken (although the contents of the ship.
both cargo and passengers. are rocked and rolled; spd is half. all skill
performance -20%). Failing the roll means that the ship's hull takes
IO4x 10 damage. If during the course of the storm. the cumulative dam
age to the hull exceeds the hull's S.D.C.. the ship will break into pieces!
Duration of the stoml is 406 minutes.

71-80 Snow Squall. Instead of rain. the ship will be pelted with
driving snow. An inch of snow piles up every five minutes. In winter
this can last for 204 hours. but in any other season the Snow Squall will
be just 406 minutes.

81·88 Ice Siorm, Probably the mOSt feared of all the cursed weather
that can be visiled upon the seafarers. Ice will stick to everything, in
cluding all exposed surfaces, and to any exposed sail. Sails must be
furled or they'll rip apan from the weight of the ice. However. the slip
pery ice that coats every surface means anyone allempting to move on
deck or climb masts runs the risk of slipping overboard (roll against
sailing skill). In addition, movement speed and all physical skills are re
duced by half. Lasts IO6xlO minutes.

89-93 Gale Force Wind Storm. Sails must be furled (taken down)
immediately. or the ship is in danger of being blown completely up
side-down. Everyone should wear a safety line during the storm. since
even experienced sailors can easily be blown overboard. Lasts 204
hours.

94-97 Elemental Storm! A stann squall in which air and/or water
elementals are pan of the storm's fury. The elementals pound on the
hull. making frightening thudding and clunking sounds. but don't innict
any serious damage. They usually stop the ship dead in the water (de
spite wind and waves). tip and shake it, unfurl sails (which may cause
damage). knock people off their feet and/or lift them inlo the air (but
not knock them overboard). roll or hurl barrels. swing masts and similar



harrowing things. The elementals may tum or spin the ship around in
circles and even lift the vessel completely out of the water! Despite all
of Ihis. damage to sails is Iypically limited to 206 each. and IO6xlO to
the hull.

98·00 Sea Cyclone. With a frightening suddenness. visibility around
the ship will clear. If il strikes during the day. the sky will tum 10 a
glowing green color. and the water will seem to glow a malevolenl
green. At night the sky will lighten. and will seem to be dolled with
patches of dim glowing green. bot the sea willlum totally black. Expe
rienced sailOtS will immediately batten down lhe hatches and set walch
ers to keep an eye out in all direaions. When sighted. the cyckloe will
appear to be an enormous funnel of water. from 50-1000 feet tall (15.2
to 305 m). Whoever is controlling the ship can use their seamanship or
sailing ability to auempt dodging the cyclone. If a Sea Cyclone is head
ing for the ship. the character who is steering tw four chances to dodge
(roll under skill). If all fow rolls fail. then the ship will be hil. A ship hil
by a Sea Cyclone is tom to liny pieces. \ifled high into the air. and scat
tered over miles. Each character. animal. or object. caught in a Sea Cy·
clone takes 304xlO damage. The stoon moves quickly. u.sually
blowing past the s~ip wilhin 406 minutes.

Sea of Despair Random Encounter Table
Roll once II the beginning of every 8 hour segment of a trip through

the Sea of Despair. The Game Masler can roll 204 10 determine how
many hours laler the encounter willlllice place.

01-03 Bizanlium Royal Navy. The encounter is with ships of the
Bizantium Royal Navy (roll 204 for the number of vessels in the:
group). If the characters' ship. or crew. is in obvious distress. help will
be offered in the foon of medical assistance. emergency supplies. or
specific navigational direc1ions. They will nOl offer any maps. but they
will offer to lead lhe ship direclly back to Bizantium. Note that the Bi
zanlium Navy. while friendly and helpful. considers the pursuit of pi.
rates to be their primary duty. If any suspicion of piracy is raised. then
they'll iruist on searching the characters' ship. If any suspicious goods
are found during a search. then all passengers and crew will be taken
prisoner. put in irons. and the ship will be seized (if it is of inferior qual
ilY. from a Bizantiurn point of view. then it will just be scuttled). Resis
tance to a search or seizure will result in hoslilities.

04-05 Inbound Bizantium Ship. This is a merchant ship on its way
home 10 Bizantium with a rich load of cargo from the Western Empire.
For a modest fee (100 gold. more or less). Ihe Captain will, if pleasant
ries are exchanged. offer to lead the ship safely to Bizantium waters.

()6..07 Outbound Biunlium Ship. As above, except thaI the ship is
on its way to the Western Empire. For a sliff fee (500 gold), the Captain
will offer to guide the ship all the way to the Western Empire.

08·10 Castaways. Up to eight (roll 2(4) castaways are found.
clinging 10 a raft. or to a ship's mast. Having been drifting at sea for
206 days, they will be eXhausted. maddened by thirsl for fresh waler,
and in miscl1lble shape. Note: Because the castaways will be delirious.
and have little control over what they say. this is a golden opponunity
for the Game Master to inlrOduce tall tales, hints, or clues that lead the
group off on other adventures.

11-12 Wreckage. Scattered bits of a broken ship. consisting mostly
of water-soaked lumber. A large number of sharks will be seen drifting
lazily around the wreckage. bot no bodies can be found. If a careful
search is conducted (it lakes 106 hours 10 do it properly). it's possible
10 learn the identily of the losl ship, and 10 scavenge a handful of intacl
barrels Of boxes of cargo.

1).15 F"ISh Swell. A phenomenon of these strange waters is that of a
freakish school of fish that numbers into the millions! Some instincl
draws them logether (perfiaps it is I defensive mechanism against sea
seTpCflts?). so they fonn • veritable island of fish. While differenl spe
cies engage in this behavior. nearly all of them are IWO to three feel
(0.6-0.9 m) long. and good eating. They can be hauled on board with
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simple ncts. or easily speared, and there is no limit to the number that
can be harveslcd.

16-19 Barren Island. Usually a barren outcropping of rock and
sand. used as a nesting place for seabirds. turtles. and other sea life.

20-21 Mountainous Island. Rising straight out of the ocean. these
islands look like the tops of undersea mountains (which they are!). A
favored place for dragons. the occasional sphinx, and predators such as
Dragondactyls. Peryton, and Gryphons. Most sea captains are wise to
avoid such places.

22-30 Exposed Sand Red. A ridge of visible sand (assuming Ihat
lhe characters aren't stuck in a dense fog. or otherwise unable to see)
extends for miles both 10 the right and lefl of the ship's path. Si~ the
sand reefs change from season to season. they never appear on any
maps. Dragging the ship over the reef is hard work. requiring the dig
ging of. trench. and then the hard labor of physically shoving the ship
over. but it's often quicker than u)'ing 10 go around. For every mile that
the ship travels in an attempl 10 go around the reef. there is a 2% chance
of coming 10 lhe end of the reef. and a 5% chance of finding a break big
enough to sail through. Exposed sand reefs are never very high. roll
306 10 determine the number of inches that the sand Slicks up above the
level of the water. Ramming into an unseen sand reef (say. during a
fog) does 10 points of damage per mph of speed.

Note: There is a 10'10 chance that the sand reef serves as a nursery
for sea serpents! lbousands of tiny, voraciously hungry sea serpents
borrow in the sands. They are harmless 10 a ship. bot anyone who walks
through the watery sand will find lhemsel\'es attacked by dozens of pea
nUI·sized attackers. Each is at -4 to strike. and does just one poinl of
damage. but 306 of them altack each melee round. squirming their way
in through gaps in the chan.cter·s clothing or armor.

31-40 Vlsible Rocky Reef. If visibilily allows. the reef can be
avoided by whoever is steering the ship (roll on seamanship skill).
Reefs are ridges of jagged rocks. jusl high enough to damage passing
ships. Damage is 25 points per every one mph (1.6 km) of speed. If
that's enough 10 punch through the keel. then the whole ship breaks
apan on Ihe reef. If the keel remains intact. but the hull is punctured.
then the ship is intact. but with a huge underwater hole. O~ a ship
hits. if it remains intact. getting off the reef is extremely urgent. If who·
ever is steering the ship fails to immediately get away (roll on seaman
ship skill). the ship will be bashed against the reef by the waves again
and again. each melee round doing another 50 points of damage!

For example. if a Bizantium Lighter with a Hull of 150 S.D.C.. and a
Keel of 200 S.D.C., rams a rocky reef at full sailing speed (12 mph). the
ship will take 300 S.D.C. and be broken to pieces. At half speed (6
mph). the damage will be 150. which means a hole will be punched
through the hull. but the keel will be intact. so magical or other means
can be used to keep Ihe ship anoat. However. if the crew doesn'l man
age to pull the ship away from the reef in two melee rounds (causing
another 100 points of damage). it will be smashed up anyway.

4145 Underwater Rocky Reef. Submerged below the water. this
kind of red is usually undetectable except by specially trained Bizan
tium ship's captains (who know where and when to look for them). and
elemental SCOUts searching ahead for danger. Damage is the same as for
visible rocky reefs (above).

46·50 Seaweed Island. Gradually. invisibly. the seaweed staRs to
build up in an area. such Ihat a ship will be slololo·ed. and eventually en
tangled. Ships lake no damage from running into seaweed islands. bot il
lakes 306 minutes (and a couple of successful sailor skill rolls) 10 free I
vessel. illere is also a 20% chance of encountering Sea Serpents while
entangled.

51·55 Harptes. 104+1 Harpies looking for death and destruction.
They will wail for an opponunily to auack. but will nee if even one is
slain or seriously hun. However. if there are any reefs in the vicinily of
the ship. the Harpies will ~fer to wait. simply following the ship from
a distance. Then. JUSt when the opponunity for distraction is perfect.
they'll swoop down to attack whoever is sleering the ship. hoping for a
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56-60 Perylon. Two hungry Peryton will anack. trying to kill and/or
snatch at least one person as food. They will leave only when driven
away and hun. or if they manage to take off with a victim. 2-4 Gryphon
can be substituted.

61-65 Kappa. A group of 206 looking for prey will spot the ship.
Rather than anack immediately. they will submerge themselves, and
swim underneath the hull. Auaching themselves with coral knives and
seaweed ropes. they'll ride along for a few hours before doing anything
al all, Since they can hear exceptionally well. they'll listen through the
hull, and try 10 figure out the number and location of all the ship's crew
before attacking. Their favorite tactic is to wail until nightfall, or for a
fog or storm. so as to attack when the crew is least able to defend them
selves. If the ship seems tOO tough for them to handle (for example, if
there are only four Kappa, and the crew numbers twenty or more), Ihen
they'll sellie for doing a linle sabotage. like cuning through the ship's
ruddcr. just enough so it will snap off during a storm. rendering the ship
unable to steer. Or they might engage in the robbery of food. alcohol. or
coins and gems,

66-69 Dragondactyl. 104 Dragondactyls swoop down to cause
mayhem and destruction. They will only anack livestock on deck or
sailors in a crow's nest or perched on the masts - even then they are
likely to be satisfied with knocking people down or into thc water, They
leave after 204 harrowing melee rounds or after one has becn killed.
Nole: Dragondactyls. Peryton and Harpies sometimes circle ships in
distress like vuhures. waiting to strike and feed when most arc dead and
the rest are too weak to put up much of a fight,

70-73 Angry Elementsls. An air or water elemental (01-70 minor,
71-00 greater) swept from their natural domain and into the Sea of De
spair through a dimensional ponal. The creature will whip up winds,
may create a storm and will strike at the ship (sails and masts are most
vulnerable to damage) and/or crew in frustration for 104 melee rounds
and then SlQrm away and vanish in the distance. Note: If provoked, the
elemental might fight until destroyed,
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74·80 Dimensional Aberration. The sky turns green. yellow. crim
son, stark white or some other weird color and the air has a strange
smell to it. Those sensitive to such things will sense a sudden rise in
P.P.E. and the cr'<lckle of mystic energy in the air. Wind speed will sud
denly drop to half and strange things happen. Roll on the following ta
ble to determine possible incidents.

01-25 Small rocks or hail drop out of the sky like rain: do a total of
306 damage to sails and everybody on deck. Thankfully, the strange
rain lasts only 204 minutes and the skies and wind suddenly return to
normal.

26-50 Thousands of tiny deformed fish or tadpoles with one large
eye drop out of the sky like rain. They cause a terrible stink until they
are washed from the deck. Thankfully, the strange rain lasts only 106
minutes and the skies and wind suddenly return to normal.

51-75 A sudden fog appears and envelops the vessel (night or day).
All that can be seen is wisps of white: even the sun or stars are com
pletely obscured, and all sense of direction is lost. The fog seems to last
only a half hour. When it clears, the ship is at its last known location but
104 days have passed, pluS if it was day it is now night or vice versa.

76-00 Same fog as above. but when il clears, only ID6 minutes have
passed but the ...essel is 3(6)( 10 miles off course.

81-84 Entities. ID4 entities (typically poltergeists or haunting enti
ties) appear to cause confusion and mischief. They will stay for 406
hours before ...anishing.

85-96 Sea Serpent Encounter. Roll on Sea Serpent Table. A preda
tory creature from another worldIRPG may be substituted.

97-98 Dragon. Either a Nightstalker. an Ice Dragon, or a Great
Homed Dragon will t1y down toward the ship, loudly roaring out a
greeting, Although threatening, il will not appear to be anacking imme
diately. The huge creature will demand to know the ship's mission
(whatever it is told. it wil1think it o...er, and give its grudging approval).
Then the dragon gets down to business. It will inform the ship's com-



pany that there are dangerous sea monsters In the area. and that for a
modest fee. it will offer "protection:' If anyone seems willing to negoti.
ate. the dragon will ask for 25'1> of all the ship's gold and jewels. Actu·
ally. aFler hard negotialing, most dragons will sellie for eJtlOJting as
linle as 100 gold (at which point they'll grab their loot and disappear for
good). However. if the reward is great enough (1.000 gold or more).
and if the characters insisl that paymenl be made alu, the ship leaves
the Sea of Despair. then the dragon may be persuaded to stick around
and play guardian. While a dragon is on board (il will be too lazy to ny)
il will insisl on being fed and provided with good beverages (the
equivalent of fifty meals, and four barrels a day). but a dragon will keep
any Sea Serpents. nying predators and sharks from coming anywhere
ncar the ship.

99·00 Water Bat. This friendly creature will chase away any sea
serpents, provlde direclions and information. and aid if it can. Will lin·
ger for 204 hours if engaged in good conversation.

Note: In addition to the e:uraordinary encounters above, mosl ships
travelling through the Sea of Despair will have a large number of en·
counters with ordinary sca life. Schools of fish. octopus and squid will
be spolted every hour or two. Rocks of many differenl kinds of sea
birds will use the'ship's masts for a resting place and some sea gulls
will even try to beg for snacks. Intelligenl marine mammals like dol·
phins, whales and killer whales can be seen every few hours, and may
hang around for an hour or IWO, satisfying their curiosity. More omi·
nously. 204 Moo Sharks will follow lhe ship continuously (although
they will disappear whenever marine mammals show up). Most of the
time they'll just snap up whatever garbage falls overboard. but large
numbers (806) will congregate around the ship during storm weather!
Pirates seldom venture into the Sea of Despair. but may be encountered
along its OUter edges and toward the Sea of Dread.

Sea of Despair Sea Serpent Encounter Table
Roll percentile once every eight hours or as desired.

01·25 Sea ~pents (Slrangkr). The Slr.UIgler variety of Sea Ser·
pent is found only in the Sea of Despair. Typically, these huge creatures
(usually over 200 feet long, and weighing over eighl tons) have 250 hit
points, 480 S.D.C.. and A.R. 14 (the A.R. of the head is only 10. but the
Strangler rarely lifts its head above the water). 11leir taclic in dealing
with I ship is quite simple. The lail whips out of the waler. cracks
across the deck, and then nops back down into the waler on the other
side, entangling the ship in the coils of its body. Then Ihe Sea Serpent
stans to squeeze. in an attempt to completely crush the vessel. Every
melee round. this squeeze is capable of doing ID6x 10 damage directly
to the ship's hull. If the cumulative damage ever exceeds the hull's
S.D.C., then the ship will be crushed. and immedialely Slart to sink.
Once broken, the Sirangler will move a short distance away. and al·
lemptlo eat any living beings, one al a lime. swallowing each in a sin
glegulp.

Driving away the Stringier is only possible by innicting sufficienl
damage. The creature must lose al leas! 80 hil points. or il will just keep
trying to crush the ship.

26-40 Sea Serpent: Snaggled Tooth Gobb~r.The creature attacks
out of simple hunger. It will nee after ealing II least 300 pounds of liv
ing creatures. or if badly hun (any attack that affecls hil points). 154
H.P., 212 S.D.C.. A.R. 10 and 19 P.P.E. Has all Islleve! psionics plus
EXlended Telepathy at 2nd level proficiency (SO I.S.P.).

41-5S Sea Serpent: Horned Ramrod. It will bailer the ship for al
leaSI six melee rounds, doing lD6xlO damage to the hull's S.D.C. If it
hasn't punched in a hole in six melee rounds. or if it is seriously al·
tacked (to the point where it loses hil points), the monster will jusl swim
away. On the other hand, if il can Slart punching holes in the ship, it will
Slick around and try to finish the job.

S6-6S School or Horned Ramrod Young. Minialure versions of the
Homed Ramrod, 406 of these crealures will won: logether. altempting
10 punch a hole in the hull of the ship. Each of the young will behave
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dirferenlly. depending on how big il is. Firsl. the Game Master should
roll 206+4 10 delennine how many fcctlong each one is. Those Ihal are
len feel (3 m) or longer. will immediately seek OUI any warm-blooded
prey in a fr2n1K- anempt 10 consume meal. 1nc smaller ones. less than
len feel (3 m) long. willlry to find a place to hide. and then will wail for
I quiet time. and a lone yklim. Each of the young has IWO hil points and
four S.D.C. per fOOl of length; A_R. 10. and one P.P.E. per fOOl. Eyen
the smalksl can do 206 damage from a head bull and 106 damage wilh
a bile.

66-75 '''Sea Demon" Giant Squid. These 80 fOOl (9-24 m) long
monSlrosities haye been known 10 Illack a small ship. rowboal. rafl or
diyers (they even somelimes allack dolphins and young sea monslers)
- lhey are especially large and aggressiYe in the Sea of Despair. The
gianl squid will fight till alleasl 75% of ils hil points and S.D.C. are lost
or il has managed to snag ilSclf 11)4 crew members or liveslod. !hen
slips back into !he murty darkness. In this cursed sea they average 7S
H.P" 90 S.D.C" A.R. 8 and IS P.P.E.; has silt auocks per melee and
does 306+6 damage with tentacles or 11)4)(10 with beak. Sec the Mon·
sters & Animals ~urcebook. page 190, forcomp1ete details.

76-79 White Death. One or two. huge. 2K foot (8.4 m) Great White
Sharks follow the ship. especially small yessels. and occasionally slam
into it and raise their upper bodies OUt of the water 10 snap al anybody
who may be within reach! These monslers are so large and so aggres·
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An adventure into Despair

.

Firsl. it's up to the Game Master 10 get the players onto the Sea
Sprite. a schooner owned by Captain Yatcs.

The purpose of !he voyage is simple. The Caplain has been hired by
the Eastern Territory to dian the edRe of the Sea of Despair. Only lhe
Island Kingdom of Bizanlium has maps of this sea. bul il is a trade se
cret that is jealously guarded. Hoping to CUI into Ihe Bizantium market
in sea serpents (See the Kingdom of Bizantium and ships). the Eastern
Territory government is again auempling to furnish their own sea route.
The officials of Bizantium view this with mixed fcclings. but have been
gracious enough to offer the use of their pons as a base of operations.
This is a diplomatic ovenure more than anything else. Besides. they
know how treacherous those waters can be and can afford to be mag·
nanimous.

How should a Game Master get the player characlers on the Ship?
From any pon where the player group happens to end up. the chardcters
will be approached by Captain Yates or one of his crew. and be offered
"the best benhs" and "a nice piece of spending money," if only they'll
sign on as guards or crew. If this is nol suilable 10 fit inlo an ongoing
campaign. perhaps the pany has paid for passage or is down on ils lock
and is worting for their fare. 1llest: art only suggeslions. The Game
Masler is "'ieloome to adjusl the situalion as he or .she sees fit.

C.M. Notes: While on !he ship. the players and crew will be bom
barded wilh gossip about !he Sea of Despair and ilS lrCacherouS. sea ser
pent laden waters. Spirits are low and adrenaline high when the ship
sets sail for the wesl. The Game Master should provide some encoun·
ters during the voyage over !he next few .....ccks. but they should IlOI
jeopardize the Sea Sprite'5 mission 10 chan passage through the Sea of
Despair. AllOIher ahemative to the three or four or five wcck sea adven
ture would be to simply jump ahead in time. saying that the lasl few
wccks have been fairly uneventful. but now the Sta Sprite has entered
the Sea of Despair and everyone is nervous. Again. the G.M. may want
to include a few advenlures/encounters of his own design or use the
Random Tables provided earlier. Game MaSlers should realize thaI they
haye the option to digress from. add 10. or aller an adventure scenario to
filtheir individual tastes and campaigns.
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sive thaI they will ram and shaller. or capsize. any rowboat or life raft
and allempt to devour anybody who falls or enters the waler. Bite does
606 damage. head bull 106. slashing tail 206; average 260 hil points
(includcs S.D.C.) and has three anacks per melcc. Delailed in Monsters
& Animals. pg. 192.

80·94 Sea Serpent: Viper. A maddened sea serpent of the Viper
type attacks wilhout mercy. It usually SIartS by breathing fire. allempt
ing 10 sel !he sails and det"k on fire. Then. once things are in 100al chaos.
il will fight unlil it swallows a meal (2-4 human-sized viclims will sat
isfy ils hunger). or unlil it is killed. 14() H.P.. 200 S.D.C.. A.R. 10 and •
30 P.P.E. All lsi level psionks with SO I.S.P. plus the physical psionic
abililies of telekinesis and lelekinelic punch. which it will use to knock
poIential yiclims off lhe det"k of the ship. into the water). NOie that es
caping the Viper is usually impossible. as il can swim far fasler than any
ship (35 mph)!

95-00 Swarm of Serpent Young. Hundreds of serpent young
swann the waters surrounding the ship. Many of these voracious preda
lors will simply try to eatthcir way through the wood of the hull (this is
one of those cases where a Bizantium Stone Ship is a distinct advan
tage). Others.will allempt 10 jump. wiggle. and crawl up the sides of the
ship. Each is between six and nine feet long (1.8-2.7 m;'roll 11)4...5
fect). with 30 H.P.• 40 S.D.C.. and a bite that does 206 damage; fire
does double damage. They don't swim very fast. so il is usually best to
just oulrun them.

.

Eventually. the scenario should sian on a ship in the middle of !he
Sea of Despair. with the following:

Afler being losl in a fog for over Iwenty-four hours. the air dears.
and the call of "Land Ho" sets lhe ship's crew scunying. No sooner do
lhe characters catch sight of land. when an unnatural slonn envelops the
ship. Regardless of the crew's yaliant effons. the Sea Sprife will be tom
apan by the jagged rock and coral near Storm Ha"'cn Point. The ship is
lost and everyone is cast into the sea. In other words. the real advenlure
begins once the characlers are shipwrecked at Stonn Hayen ...

The stonn subsides as abruptly as it appeared. The Sea Sprite is a
splinlered heap of wood. precariously lodged on the coral reef that
sliced her in two. Cargo. pieces of wood and the bodies of the dead
swirl and pilch about the gnarled waves of the rough nonhern waters
like some grim dance of death. Any good sailor knows that the blood
will soon anract sharts and the hungry waves will devour any man who
is no! a Strong swimmer (a swim skill of 75% or less will no! make it to
shore) or who has no! secured himself 10 a piece of buoyant wreckage.

The players musl now struggle to surviye hanh. cold waters. drown
ing. and !he likely threat of sharts and eyen sea serpenlS. The only
chance for survival is to make it to shore. The char.tClers may try to help
their shipmates. but the still yiolent sea and the arrival of sharks will
make this a hopeless task. The pla)'er chlll1leters will have enough
lrouble saving lhemselyes and their fellow playing charac1ers. lei alone
more than a handful of NF'Cs.

Char.teters will have only whal items they had in their possession the
moment the ship crashed. It is impossible to retrieye any personal ani·
des from the wreckage of the ship. which threatens to slip into the sea
at any moment. It is also impossible to select any specifIC piece of
wreckage for salvage or 10 retrieye anything that has fallen into the
waler. Characlers in chain mail or heavier armor will sink to their doom
unless lhey manage to eithcr remove it or are rescued in one of the fol
lowing ways:

I. The armor is immcdiatcly rcmoved. This requires three successful
rolls oul of fiye on percentile dice. Each roll of 60% or higher. means
that person stripped down and can swim to the surfacc. but ALL posses-



With Coopelllliion, !he group will be able to save themselves and
maybe a few Non-Player CharacleB (NPCs), and make il 10 shore (al
least a half mileJO.8 km swim), The current will nudge !hem along al I

slight angle to the north, which should place !hem aboul four miles (6.4
km) nonh of StOl'"m Haven Point and !he town. As they swim or drift
to shore, !hey will sec: a lighthouse tower at The Point and a dozen or so
small boats begin to leave shore and head toward !he sinking S,a Sp"'''.
Presumably they are fishermen from a town going out to rescue survi
vors. Tl\ere is no reason to suspect otherwise. Continued observation
will show a cluster of about 30 boiLS picking up crewmen, cargo and
wreckage.

On dry land once again, the group will find themselves on a stony
beach surrounded by forest. The most direct route to town is a four or
five mile (6.4 to 8 km) hike south. along the coastline.

sions arc lost! No exceptions other than rings, and firmly attached jew_
elry, or items aclually sewn into !he undergarments.

2. One or IWO comrades swim down and pull himlher up 10 the sur
face and help secure the drowning characler to a nooting piece of de
bris. Half of the annored person's possessions are losl when he/she
sank, a.M:s discretion.

3. Magical armor that is lightweight or weightless will enable lhe
charkler 10 swim or gllllb floaling wreckage. If it is removed. magically
weightless armor does not noal and will slowly sink 10 the bottom.
Leather armors will innia a -I()'I, swim skill penally. but do not se
verely impair OOC"s abilily 10 swim or nOli.

4, Magical means such as noat. swim like a fish, walk on the wa\'C'S.
telekinesis, ny, summon elemental and similar can also be used to save
oneself or OIhe:B.

M,all14'hil,. sharks appear in the water as soon as the ship breaks up.
Inilially, the sharks will auack only dead and bloody bodies. However,
104 addilional sharks arrive every minute! Eventually. there will doz
ens. perhaps a hundred. who will stan attacking any living being in the
water. Since there is a vinually unlimited supply of sharks. getting out
of the water is really the only reasonable way to survive.

, ,
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Whether the group stays where they are. head toward town. or move
away to the nonh. they will be mel by a patrol of smiling rideB looking
to give survivors, "a lift 10 town,"The palrol will consist of a dozen rid
ers in slUdded leather (a militia?), each armed with a short sword, knife
and spear. Half arc women. The apparent leader is a man named Raf, a
3rd level mercenary. anarchist, 20 hil points and 28 S,D.C. The align
menLS of the riders arc genelllllly anarchisl and good. Raf and !he others
will engage in small talk and lislen 10 stories about the wreck wilh a
sympathelic ear. Unfonunately, their lrue intentions arc 10 imprison the
group as slavC'S.

In town, !he group will be taken to a son of bunkhouse hospital,
given food, wann clothes and a bunk to sleep on. Raf or some OIher
authorily figure will bid them a good nighl's resl and instruelthem that
uccpt for the severely injured, they are to be taken 10 the Cily of Cas
sandra. "The Cassarxtllll government will sec: 10 their plight, arrnnge for
a new ship, etc. This is reponed to be standard procedure which must be
followed, so challllcters are not be allowed wander around !Own or buy
anylhing other than food or clothes, They will be laken to Cassandra at
the very crack of dawn.

If a character slips out of the bunkhouse he will overhea~ some dis
turbing snippets of conversalion and make the following observations.
The specifics will vary with each game and each character's choice of
explolllltion. The a.M, will, of course. react accordingly (see lown de
scriptions). However, genelllllly the following will. be seen or overheard
from guards and/or workmen.

I. With the exception of Raf and a few other men, only the women
carry weapons and ....ear chain or studded annar. Only women hold p0

sitions of power, including priests and warlocks.

2. The women seem to bt in charge. A linle unusual in this male
dominated ....orld. but no! unheard of.

3. Laborers. predominately men. continue 10 work at salvaging the
Sra Sprirr throughout the night. This includes the cargo of food and
equipmenl. rope. taltered sails and the wood of the ship. All are being
Slored in large warehouses al the northeast pan of town.

4. StatemenLS overheard include such phrases like: '"The authorilies
in Cassandra will know uactly how to handle these mrn:' And. "New
slaves arc always welcome:' "They'lIleam 10 live by our laws or die."
"They'll never leave the island:' "The fools don't suspect a thing."
And. "Tomorrow. a patrol will begin searching the forest for other sur
vivors," as well as similar comments and snippets of conversation.

5. Further nosing around may reveal that the group and a handful of
other survivors (304 NPCs) are expected to become a willing part of
this island communilY or become slaves. or be slain.

6. They are on an island known as umaria (it's nOl on any known
maps). somewhere in the Sea of Despair.

7, Here men appear to be subservient to women, and often enslaved.
Aggression and free-spiritedness by males are considered dangerous
and antisocial behavior.

8. Isis and !he gods of her pantheon are !he only gods worshiped 
many references 10 them,

Note: If a member of the group is caught snooping around, helshe
will be laken 10 a privale room away from the resl of !he group. If in
quiries are made, the group will be told thai !he character took ill with
fe\'er and is in quarnntine. a,M,s should give the players hints about
their impending captivity and slavery. especially if they actively allempt
to gather information.

Escape from the bunkhouse hospital, as well as rescuing any
friends in alleged quarantine (in the basement of the same building), is
possible if people act quickly and nee immediately into the woods. See
Bunkhouse Hospital description for details.

If guards are killed, especially a woman. the group will be declared
ruthless murderers who are considered anned and dangerous. The fugi
tives' social status is automatically reduced to slave because of their
violent and antisocial behavior. If they can not be captured. !hey will be



hunted down and killed! Patrols of si;l( to eight soldiers will immediately
search the town and the edge of the forest on foot. With dawn's first
light. a dozen patrols of 6-8 soldiers on horseback will begin to search
the woods with the aid of two resident rangers. Town warlocks may
also send fonh phantoms and elementals to track down their quarry.

From this point forward. see the individual descriptions of island ar
eas and towns. The only way off the Island of umaria is by mystic
means. Evenlually. the group should hear rumors of dragons living in
the Forbiddt:n Area who might be convinced to help them. Another
possible ally is an evil priest or mage on the Forbidden Island of Set
who is said to have the means of leaving the island. However, this
should happen only after numerous island adventures.

Isle of Lemaria
.

Based on concep!:S and suggestions by Randi Carlier

The: island of Lemaria is unknown 10 most of the world: only Cap
tains of Bizantium may know of its e;l(istence. The island is roughly 36
miles (57.6 km) long and 18 miles (28.9 km) wide. II is nestled about
300 miles due west of the Island Kingdom of Bil8Iltium in the Sea of
Despair. Thc: Sea of Despair is shunned by most seafaring men for its
throngs of sea serpents and all manner of hideous monsters and evil
forces. Thus. only the victims of shipwrecks, misguided vessels. and
evil forces visit the island of Lemaria: although it is also know to (and
avoided by) the Bizantium Navy and e;l(perienced sea captains of that
nation.

Despite rumors to the contrary. umaria is not in leaguc with evil
forces. At worst, it is a paranoid. oppressive society of warrior women.
Their tactics of waylaying ships to obtain new supplies, wood, slaves
and men is no less unethical or evil than a kingdom waging war on a
border town or neighboring kingdom. In truth, the assaults waged by
Lemaria on passing ships are less bloody and ruthless than most mili
tary campaigns waged by nations elsewhere. In the hearts and minds of
the people of Lemaria, their actions are not motivated by evil. but by
survival and by the will of their goddess. Isis.

Thc: temperatures on the rocky island are somewhat more modcrate
than the neighboring Northern Wilderness of Bizantium. with mild win
ters and cool summers (70 to 80 degrees Fahrenheit). The forests are
largely composed of conifer trees. Low hills begin to pop up toward the
west, growing into the mountainous Block. Hills that jut along thc is
land's western face. Although most of the island has been e;l(plored. it is
widely unpopulated. with vast forests and mysteries yet to be uncov
ered.

The Falor and Thendara Forests dominate the island and embrace
most of the human civilization. Generally considered tame and e;l(
plored. the two forests harbor the usual forest predators such as wild
dogs (not wolves), wild boar, predatory felines and snakes. Some of the
more e;l(otic dangers include the occasional runaway slave or small
slave group turned bandit. giant timber spiders, bear men, faerie folk
and the occasional Harpy or Pcryton. Game birds and animals such as
rabbits. squirrels. possums, wild boar and similar animals provide hunt
ers with both food and sport.

The: Langard Road divides the twO forests and conn«ts the city of
Cassandra with the town of Maginsa at the opposite end of the island.
Most of the cultivated land has been developed along this road. provid
ing farmers with a direct, easy route to the two major population centers
of the island.

The City of Cassandra is the founding site of the isle's human
population and the seat of its government. It is a modest community of
stone and wood dwellings designed to be functional. not pretty. Since
there is no outside trade, there is no need for a large merchant's area or
attractions for tfllvelers.
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The lown of Maginsa is comparatively small and subsists mainly
on fishing. A small faction has taken to cultivating oysters on the reef.
Travel time between the two communities is about 8 hOUfS walking at a
brisk but measured pace. and a mere one hour on horseback at a fast but
reasonable gallop.

Vergis Point is a small jut of land in the nonheast. used as a land
mark by the fishermen of Maginsa. A small farming community of
about a dozen or so families work the land and fish the waters.

A Kappa colony is known to exist about five miles nonhwest of
Vergis Point. All attempts to communicate with the tiny. mischievous
water creatures have failed. Fonunately. there have been no major alter
cations with the Kappa. although the fishermen of Maginsa constantly
complain about ruined nets, broken tfllPS and cut fishing lines. Actual
physical skinnishes have occurred but rarely produce serious casualties.
The Kappa are more of a nuisance than a vindictive enemy.

Storm Haven Point is the area where foreign ships are lured to fall
victim to hcr rocky shoals or warlock created storms. The tiny town of
Storm Haven is completely designed and organized for the retrieval and
salvage of wrecked ships. A tiny. but efficient fleet of some three dozen
small boats. coordinated by the warlocks' guild. conducts all rescue
(capture) and salvage operations. The fleet is assisted in their chores by
lesser and minor elemenlals. The town consists of approximately 300
people. many of which are craftsmen and 10% of which are female war
locks. Warehouses, docks, slave pens and the largest stables on the is
land (for transponation of salvage and slaves) make up most of the
non-residential buildings.

The Halto Trait is a 10 mile (16 km) stretch of din road surrounded
by forest. It connects Storm Haven directly to Cassandra.

Kelton Road is a sh; mile (9.6 km) length of road that connects Cas
sandra to the town of Amoria at the base of theCatseye River.

The lown of Amoria is an agricultural center with the richest land
on the island. Crops surround the town. Kelton road and pan of the Cat
seye river. The town itself is involved with the processing, storage and
transponation of crops to Cassandra. It is also the last vestige of civili
zation before entering the Forbidden Area.

The Forbidden Area is the entire western portion of the island. Its
forest and tall, almost mountainous. rocky hills are une;l(plored and full
of hazards. Harpies and Peryton arc said to roost in the high hills, and
worms of Taut. demons and other hell-spawned monstrosities are said
to live in caves and wander the dense foresl.

Perhaps the most feared place in the Forbidden Area is the Forbid
den Isle of Sel. a tiny island located in the nonhern comer of the
dreaded Lake ofShadows. The island and lake are considered to be one
of the eanhly domains of the evil god. Set. Lord of Darkness. Demons
and Wonns of Taut are known 10 roam the island and forest surround
ing the lake. Legend has it that no man or woman has ever set f()()( on
the island and lived to tell the talc. Even the authorities will not ap
proach this damned island.

The ClItseye Rh'er winds its way from the Lake of Shadows to the
town of Amoria on the south coast of the island.

The Lake of Shadows is the only large body of fresh water on the
island of Lemaria. Unfonunately. a host of demons and unnatural crea
tures live in the lake. making it inltospitable fore;l(tensive human use.

G.M. Note: Creatures include an occasional Shadow Beast. a con
jured demon (See island of Set), and a creature known as the Black Ser
pent. The Black Serpent is a rare variety of dragon. a sea serpent to be
exact. that has made his home in the Lake of Shadows. Like most sea
serpents. its I.Q. is low. almost animal. and its tcmper is most foul. To
compound matters. it is a mommy.

The Black Serpent & Her Young
Thc Black Serpent will usually try to capsize boats, and then attack

floundering victims. She and hcr young inhabit the southeast pan of the
lake. but regularly travel the entire watery body and, occasionally, the
Catseye river.



S.D.C.; 358
A.R.; 10

Alignmenl; Diabolic
Hil PoinlS; 169
P.P.E.; 85
Altacks Per Melee; Four
Damage; Large. clawed forearms do 306+6 damage. the bite from its

lOOl:hy maw docs 206 damage. and fire brealh (once per melee) does
406+6 damage (range 40 ft/12.2 01). An upward ram against the un
derside of a boat counts as IwO melee attacks and does 104)(10 dam·
age 10 lhc: hull. and has al Ieasl a 35% chance of ovenuming any
boat lcss than 24 feet (7.3 01) long. and a IS% chance of ovenuming
larger craft.

Bonuses; +1 00 inilialive. +3 loslrike. +3 to parry and dOOge. +3 on all
saving throws.

Natural Abililia; Nightvision 120 feet (36 m). amphibious: it can go
on dry land (speed 8) and hold its brealh underwater for as long as
30 minules. swimming speed is a maximum of 35 mph (56 km), fire
and cold docs half damage. This particular beast is cunning and likes
to play cal and mouse games with its prey. It will not fight to the
death unless its young are hun. captured or threatened.

Apptarance: An enormous black serpent, 60 feet (18.3 m) long and
weighing six tons. and covered in large. glistening. black scales.

The Young Serpents: 1lle five young do 206 damage by bite or claws.
have no fire breath. and only one anack per melee. wilh + I to strike.
patTy and dOOge. Also + I on all saving throws. Swimming speed is
20 mph (32 kIn). and land speed is 6. Each is around 10 feet (3 01)
long and a dull black color which makes them extremely difflCuh 10
sec when submerged. SpecifICS:
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l. Alpha Male: 47 Hil Points. 74 S.D.C. Group leader. Allihe oth
ers will follow his lead. He is always hungry, and the first to attack
helpless prey.

Z. Speedy: 52 Hit Points, 45 S.D.C. Unlike the others. this one is
quicker. and more skilled in combat. Two altacks per melee. +2 on in
itiative and +2 to strike.

J. Momma's Clone: 58 Hit Points. 50 S.D.C. Very aggressive, and
a near exact duplicate of the I1lOIher. She even moves the same way.

4. Motl'ed: 50 Hil Points. 42 S.D.C. 1lle only one that is no! all
black in color, it has a I1lOItled white and gray paltero on its belly and a
somewhat milder disposition.

S. The Runl: 36 Hit Points. 30 S.D.C. Clever. cautious. and lricky.
The: one most likely to survive by hiding. swimming away. or leading
attackers to Mommy or other danger.

Other Places of Note
The incredibly strong innuence of the priests of Isis and the pan

theon of Light and Dark has resulted in many places being named after
these gods.

The Fengard Hills arc a stretch of tall hills Ihal run along the .....est
coast aboul 12 miles (19 k.m) liII parallel .....ith the Lake of St\adows.
1be hills are Iighlly forested, giving way 10 tall scrub and rocks along
the western cliffs and toward lhc: Serpenl's Claw peninsula.

The Serptnl's Claw Peninsula is a 15 mile: slretch of nal, scrub
plains. Here vast herds of Catoblepa feed on the lall grass. An oca.-



sional Dragon Wolf. Bear Man and dog pack may De encountered. The
only mher predator is a few dozen. giant Blow Worms who feed OR Ca
toblepa (see Monsters & Animals sourcebook).

The Isles of Light are a cluster of small uninhabited islands named
after tile gods and goddesses of light and dark.

The Isle or Ra is a tiny island northwest of the Serpent's Claw. 11 is
so named because the walers around it are always calm and frequently
accented by rainbows during the day. Early exploration made note of
mammoth. ancient ruins occupied by fire dragons and an odd looking
dragon horse (Ki-lin). Actually. there was only one fire dragon w~o

happened to be visiting his old buddy. the Ki-lin. The horse-like dragon
is a harbinger of good fortune who has retired from a life of adventure
and enjoys a simple life of leisure amongst a cluster of faeries and spir
its (40 in all) and wing-tips (about a dozen: see the Monsters & Animals
sourcebook). The Ki-tin is an ancient. 12th level scholar and 6th level
wizard. named Bnxlyff. He is principled and will heal or help anybody
who needs his aid. To his thinking. Ile has no valuables other than a few
hundred Old Kingdom gold coins (actually worth 12.000 in gold; no
dragon coins). and three scrolls: stone to flesh, restoration and oegate
magic. The ruins he lives near are old titan dwellings and hold no valu
ables or mysteries. but do offer sheller.

The Is~ or Osiris is the largest of this cluster of small islands, but is
a barren. rocky grassland said to be visited by passing dragons. Harpies
and Peryton.

The Island or Amon is a grassy lump of rock sticking out of tile
ocean. Nothing lives on this insignificant isle.

Apis Island has been named after the goddess Apis because of the
brilliant yellow, white and red wild flowers which cover the island's
low. rolling hills. Only a few bushes and wild raspberries break the
flower covered terrain. A small community (about 24) of Silver Bell fa
eries and a Grogach live among the flowers.

Sennu Island is a small isle of tall grass. nowers. and scallered trees
bent to the northeast by the strong winds that sweep through the island.
Dragons have been sighted on Bennu from time to time.

The Island or Apepi the Dragon God is a narrow island and a
known retreat for dtagons. This is more of a stopping or rest place for
traveling and outlaw dragons than it is anything else. At any given time,
one can find 204 dragons present. They may be in their formidable
natural form or mctamorphosized into a less conspicuous shape. The
dragons are usually Thunder Lizards, fire or ice dragons. They keep to
themselves and resem being disturbed.

The Black Hills are tall, steep, almost mountainous, rocky hills that
rim the west coast of Lemaria. They are covered with a light forest of
scraggly trees and scrub. and the home of such cantankerous beings as
Bearmen (about 20 or so), Feathered Death, the occasional Peryton. and
the usual wild animals common to the island. The one addition to the
Lemarian bestiary is the Centaur. Half human, half horse. these uncom
mon creatures dominate the Black Hills. Their speed and agility allow
them to easily outrun the belligerent Beannen, and their comparatively
large numbers of some 300 keep them safe from dragons and others.
The humans on the island avoid Ihis region. so neither race is aware of
the other's existence. Generally, the centaurs view any humanoids with
suspicion and indifference, but not with immediate hostility unless they
are frightened or feel threatened. Magic is unknown to these people and
will scare the living daylights out of them. Of course, the young male
warriors will be the most aggressive, cocky and threatening; even
among these cooperative people there are hot-heads. and selfish and evil
brigands. A young warrior may believe it to be quite a feather in his cap
to slay unusual creatures, especially if it's a demon (any person who
displays magic will be construed to be a demon). A group of hostile
young warriors or bandits may anack without any reason other than to
kill or plunder. Nomadic people, the cenlaurs travel in tribes of 40 10 60
individuals and small hunting or reconnaissance packs of 304. Average
Hit Points: 28: S.D.C. 30. Average Attributes: P.S. 14, P.P. 16. Spd. 24
or higher (see Monsters & Animals sourcehook for details). Even the
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Centaurs don't know how their people originally came 10 the island. but
magic is most likely responsible.

. Dragon's Edge is a small island of rock where many sea serpents
have been seen sunning themselves. For obvious reasons, this island
and its surrounding waters are avoided.

The Spine or Isis is a line of sheer cliffs that form an almost perpen
dicular wall of stone jutting from the sea. An average height is 150 feet
(45.701), while its highest point is about 350 feet (106.6 m). Dragon
Wolves and the occasional dragon. Harpy and ?cryton roost and play on
the cliffs. '

Elora Island lies two miles (3.2 km) off the southern coast of Le
maria. It is a rocky island of hills. scrub. and sparse, weather beaten
trees. Harpies and Peryton are occasionally sighted and Sea serpents
often sun themselves on its beach.

The Foresl of Despair is the densesl and most foreboding forest on
the island. It is part of the Forbidden Area because strange and mon
strouS creatures live within i~ shadowy confines. ALL the creatures
found in the Fengard Forest and hills roam this land, but in greater num
bers. Emirin _and Dragon Wolves frequent the area to hunt for food and
for sports. The lumbering Beannen claim the forest as home. challeng
ing and/or slaying all who dare to trespass on lheir land. Here the Bear
men are troe brigands. often traveling in small packs. or clans of
204+1. The occasional tribe is small, with rarely more than forty mem
bers. Travelers should beware of even the small groups and nee for
their lives should they stumble upon a tribe. The tribe village will be
composed of large round huts or lodges made of wood, mud, and ani
mal skins. If intruders are captured, the only way one is likely 10 survive
is to escape and nee. or accept a challenge to fighl the local champion
to the death. The winner will be acknowledged as one of the very best
(if not the best) warriors in the land and be free to Slay or leave (taking
his punier comrades wilh him). Such trials of combat will be withoul
the benefil of annor or magic (the obvious use of magic is an automatic
forfeit of the contest and death f the cheaters). An encounter with Le
maria Beannen warriors can involve a straightforward challenge and
combat, surprise allack. looting and maiming. or a driven pursuit with
deadly intentions. Most sLlch encounters (01-80%) will be fights to the
death: Beannen hold grudges till the day they die!

"The usual threats of wild dogs, boars. mountain lions. giant timber
spiders and an occasional centaur exists in this forest as well. Ca
toblepas seldom venture far into these dense woods.

Quick Stats for Creatures of Note

The Foresls of the Forbidden Area are mostly unexplored and re
nowned for danger and monsters. The humans of Lemaria will nm enter
this area and will assume any fugitive who seeks refuge in them is as
good as dead. Reports of fur covered giants (Seannen), intelligent
mountain lions (Emirin) and winged wolves (Dragon Wolves) are just
some of the slories told about this dense wilderness. 1lIe human popu
lace of the island really has no idea what inhabits the Forbidden Area,
so rumors could spread about anything.

1be following are "quick slats" for some of the more notable inhabi
tants. G.M.s. use your discrelion as to encounters. For greater details on
these and over 120 monsters and 200 animals, see the expanded source
book, Monsters & Animals, 2nd Edition.

Rearmen: These vile giants once dominated the Great Northern
Wilderness. They are combative by nature and will challenge any inter
lopers 10 combat. often to the death. Most live in the Forest of Despair,
north of the Lake of Shadows, but they will sometimes seek adventure
in the Fengard Forest, Black Hills and even the Falor Forest to the east.
A typical encounter will usually be with one or two individuals. or a
small group of no more than nine.

A typical Beannan: Hit Points; 45, S.D.C.; 90, A.R.: II, 9-10 feet
(2.7-301) tall. 1200 lbs. I.Q. 7. P.S. 16 to 20. P.P. 1210 16. Spd. 9:
O.c.c.: Any men of anns at levels 204+1; alignment: anarchist. aber
rant or miscreant.



Catob~pa: Occasionally 104+1 Catoblepa wander into the forest
from the scrub plains of the Serpent's Claw. 1l1ey are huge. scaly.1;luf
falo-like creatures, with foul tempers and weigh up to a ton. 1l1ey are
known to attaCk without reason and fight to the death. Average Hit
Points: 85, avenge S.D.C.: SO each, and a nalural A_R. of 12. Three It·
taCks per melee. usually s!aning with a head bull (this is 1101 a charging
ram) which does 206 points of damage, and then a kick/stomp from the
front leg(l) which does 306 points of damage. or a rear kick doing 406.
Bites do 204 points of damage. The amount of damage from a Ca·
loblepa's running charge is 1(6)( 10 if full speed, or 506 at half speed.
+4 to damage on all attaCks.•3 to strike, +4 to pIlT)' or dodge, and .2
10 save 'IS poison and magic.

Dragon woIr: A small group of about 20 Dragon Wolves live in the
Fengard Hills and Cliffs. and often hunt in the forest. 1besc wolves are
intdligent and tricky. Some are thieves, others assassins, and Slill oth·
ers, men of magic. TIley enjoy flirting with danger. tests of their wiles.
and interfering in the affairs of men. Most have no need or want of
wealth but, conversely, they are attraet~ to knowledge. power and
magic. One of the rarer creatures in the Palladium World, it is eXl!emely
unusual to find so many in one area. A typical encounter will be with
one or a mated pair. The wolves may engage the group in combat for
sheer sport or mischief. to rob or deal for magic items (especially great
magic), mislead t"em into danger or simply ignore them. The intelligent
Dragoo Wolf is not likely to fight to the death. Note: These beings do
not live in any type of communily, but roam the 5OI.lthwest portion of
the island in pairs or individuals, free from the persecution of humans
and most Olher creatures. Average Hit Points: 68, S.D.C.: 60: average
O.c.c. level is 4th: three attack.!; per melee.

[mirin: The great psionic cats of the Great Northern Wiklemess ap
pear to be liule more than large mountain lions. but possess an inlelli
gence equal to man and have nalural psionic abilities. All are Mind
Mages. with an average level of 104. and an average I.S.P. of 75 or
morc. They can communicate telepathically. They dislike intruders and
will ask inlerlopers to leave. followed by threats and scare taclics. They
resort to combat only as a last resort. If attacked, the Emirin will fight
tiJItne dath in a battle frenzy unmatched by any living creature, using
both psionics and physical altacks in tandem. Although approximately
36 roam the enlire length of the west coast, a typical encounter will be
with one or two (a maximum of two mated adults and a litter of 104
young). Average Hit Points: 26. average S.D.C.: 35: three psionic or
physical anacks per melee: bite does 204 damage. claws 306.

Feathered Death are foul creatures who appear as small, hawk
sized birds with an ugly human head, gnarled hands at their wing joints
(like bats), and evil dispositions. They are known harbingers of doom,
snatching children and valuables. allacking lhe unsuspecting and lead
ing dangerous creatures to attack the innocent. TIley may use small
weapons such as knives, dans. throwing axes, nxks and sticks. A typi
cal encounter will be with 104 and may be uneventful, bul for a few
mocking comments or lead 10 attack. robbery or bringing on Olher,
more lethal foes. NEVER [rUst their word! Avenge Hil Points: 26,
S.D.C.: 30, P.S. 16: see Monsurs & Animols. 2nd Edition.

Giant Timlxr Spickr: Avenge Hit PoinlSlS.D.C. (combined): 26:
three anacu per melee round, .2 on initiative, .2 10 slrilte, A.R. 7. Bite
does 204 plus poison (causes fever. victims -2 on combal rolls).

Harpies: Average Hit Points: 38. S.D.C.: 22; three attacks per melee
round, +4 10 damage. A.R. 6. Claws do 406 damage and bite 106.

Random Encounter Tables (optional)
Fengard Forest Encounter Table

Note: Roll once for every two hours in the forest.

01-10 A mad Caloblepa wounded by wild dogs, will attack without rea·
son and fight to the death,

11-15 A lone Dragon Wolf with a foul disposition.
16-21 104 giant timber spiders hungry for prey.

52

22-30 104 centaur SCOUIS: will fight only if threatened. otherwise they
will observe and nee to the north.

31-37 Two bearmcn in surprisingly good spirits. bul demanding an in
tense (perhaps deadly) tesl of combat. 1l1ey share their camp and
food with "good sportS," bul will not provide much info nor join the

group.
38-44 Old mountain Hon has come to hunt slower prey such as humans.

Will fight to the death if cornered; otherwise. hilS and runs.
45-SO 104 wild boar charge. fight fOf I D4 melees and nee.
51-57 One yOWlg Emirin seeking 10 prove himself. This creature will

select the mosl physically powerful person in the group. and will at
tempt 10 get into single (one-on-one) combat when lhat ptrson is
alone. In individual combat, thc.Emirin usually fights to the death,
but will show mercy if and when it has attained a dear victory. It
will nol fight 10 the death if it is outnumbered. or if its chosen oppo

nenl is gelting help from others.
58·65 Bandits: One bear man (53 H.P.. 42 S.D.C., p.s. 23), one cenlaur

(32 H.P., 40 S.D.C.. P.P. 18), and two humans (runaway slaves. H.P.
27,15 S.D.C.. and H.P. 30, 20 S.D.C.: both have average attribules.
3rd level thieves). These guys often plunder the CatseyefAmanan
area. If they come across a small, helpless-looking group (five or
less, but nol well armed, or two or less. but well armed). they'll at
tack. If they stumble across a larger or more powerful group, they'll
follow secrel1y, wailing for a good opponunity for an ambush, or
until pan of the group is asleep.

66-70 Two gianl timber spiders.
71-76 ID4 catoblepa will altack IWO at a lime if they spot the group.
77-80 306 wild dog pack in search of prey; will flee if more than half

are badly hun or slain.
81-86 Runaway slave who will tell the group everything he knows

aboulthe people of Lemana. He doesn't know much aboullhc wil·
derness and prefers 10 take his chances on his own.

g7·91 204 wild dogs attack injured or lone lraveler.
92·96 104 Featherri Death; always dangerous.
97-00 A young ice dragon looking for mischief.

Fengard Hills Encounter Table
Note: Roll once: for evety hour and a half in the hills.

01.()8 One Peryton in search of prey.
09-20206 Catoblepa: always hostile.
21·26204 Wild boar; hostile, will fight to the death.
27·35 104 Bearmen: mean, with cruel or murderous intent.
36-40 304 Wild dog pack will attack and fight until half are hun or

slain, then they'll nee.
41-46 204 rogue Centauf'$ casl out of the Black Hills because of their

wild and cruel ways. All are evil brigands who will rob, murder and
maim.

47-52 104 giant timber spiders.
53-60 An old Catoblepa casl OUt of the herd: very mean and deadly (60

H.P.• 128 S.D.C.). fights till death.
61-64 104 wild dogs; hungry and hostile.
65-70 Femak: Catoblepa and two calves: very defensive: will altack

anyone who comes within 300 feel (91 m).
71-75 Mountain lion wounded by a young cltoblepa; will attack anyone

who stumbles across it.
7&-80 One or IWO bearmen in a foul mood: will demand a trial of com·

bat, but flO( necessarily to the death. Will kill anyone who refuses.
81-84 104 Harpies; always hostile.
85-87 104 Faeries looking for playmates and misch)ef.
88·95 1(4)(10 Catoblepa herd 300 yards away: will send out prot:cctors

of the herd to kill or drive off any threats (humanoids) if they see or
smell them.

96-00 Runaway male human slaves. 204, wild, frightened; will attack if
threatened or scared. Will not truSt the group if there is even one fe
male present and will try to flee or fight to the death.



Forest of Despair Encounter Table
Note: Roll once: for tvery two hours in the forest.

Ol-I~ Three bearmen in a foul mood; extremely hostile.
16-20 204 wild dogs on the prowl.
21-2~ One Emirin: will attack only if threatened. May warn good char

acters of nearby danger.
26-34 One Iont Beannan with giant battle axe and sword. spoiling for a

fight.
3~-39 Rallksnake; 9 hit points.
40-48 106 Halptcs looking foe trouble and booty.
49·54 204+1 Centaurs who auack to drive away intrude:rs.
~~-~8 104 Feathered Death or Fire Wonm; (Worms of Taut).
~9-62 Two giant timber spK\ers.
63-66 Two cantankerous bearmen drunk on home brew: mean. thieving.

but nol in a murocrous mood.
67-68 A mated pair of mountain lions looking for easy prey.
69-71 104+2 Female and two male bandits; rogues from Cassandnl. all

an: 3rd level thieves or mercenaries..
72-7~ Two centaurs hunting; will avoid any humanoids and fight to the

death (in feat) if an allempt is made to capture or detain them.
76-80 A pair of Shadow Beasts (as per the spell) arc patrolling the area

and looking for blood.
gl-8~ A Cockatrice: hungry for human nesh.
86-90 A Dragon Wolf full of mischief and treachery.
91-94 104 poltergeist or haunting entities.
9~-97 Hermit. who is a male. Earth Warlock (anarchist, 5th level). He

disuusts SCnJIgtrS and attacks if he feels threalened.
98-00 A dngon seeking rest and refuge. she is nol ham to be dis

turbed!

Black Hills Encounter Table
Note: Roll once for every two hours in the hills.

01-07 A wandering tribe of centaurs (204x 10) will send out warriors to
defend and kill if threatened. Will be satisfied with chasing intruders
away.
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OS-13 A pair of mated Emirin; will provide information to good or kind
characters. Attack only if threatened.

14-20 One wandering Catoblepa; attacks on sighl and will fight to the
dum.

21-24104 Facricsor Spfitcs.
2~-30 106+4 Centaur bandits looking for victims to plunder.
31-3~ 104 Rattlesnakes; walCh out!
36-40 306 wild dog pack: bold and hostile. but will not fight for long if

the prey is too tough.
41-4~ 104 Peryton or Harptes OUt for blood.
46-50 104+3 Young Centaur warriors looking to prove themselves;

these guys arc deadly.
51-:55 104 Bcarmcn with a taste for blood; will nght to the death.
56-60 104+I Nippers. Worms of Taut; fight to the death.
61-6~ 104 Giant Timber Spiders will fight till the death.
66-70204 Centaur Scouts; will view humanoids with amazement and

suspicion, but not hostile unless attacked. If frightened they will flee.
but will return with warriors.

71-75204 wild boar: hostile and will fight to the death.
76-79 21>t Feathered Death in an evil state.
80-82 One Harpy or Dragon Wolf who will try to steal booze and valu-

ables.
83·8~ Corpse (animal or human) festering with Tomb Worms.
86-89206 Wild dogs; hostile bul skiuish.
9().93 206 male human bandits; escaped slaves.
94-96 One, mammoth. bear man <66 hit points, 140 S.D.C.• P.S. 24) and

twO centaur bandits looking for combat and plunder. may not neces·
sarily fight to the death.

97-.Q00ne giant Blow Wonn (Worm of Taut).

Falor & Thendora Forest Encounter Table
Note: Roll once for tvef)' four hours in the f<n:st.

01...()6 Two mischievous common faeries will pester the group.
07-15 One Giant 'fimber Spider leaps from a tree. Roll iniliative to see

it coming. Fights to the death.
16-22 Patrol of 104+2 women warriors from Maginsa <all 2nd &. 3rd

level). Will attempt to capture any males ahd take them back to town
in manacles. If outnumbered. they will flee bUI relurn with reinforce
ments.

23·2~ One or two common faeries out exploring.
26-28104 wild boar: hostile.
29-32 I D6 Beannan bandilS looking for humans to plunder.
33-35 A ralllesnake.
36-40 I D4 Lemaria residenlS (male or female). If he/she notices the

group. the charac:ter(s) will notify the nearest patrol (see 16-22
above).

41-50 Patrol of 11>t+4 women warnors (3-5th level) from Cassandn,
accompanied by one 41h level warlock or priest of Isis. Will altempt
to capture and manacle any runaways or rogue males and return to
Cassandn. All soldiers wear studded leather armor and carry spears.
short swords and shields. They are far from S1upKL If it looks like
they're outnumbered or in trouble. they'll quickly head home for re
inforcements. If the characters have already escaped. and/or commil
ted any crimes. there is a 01·50% chance that a war pany twice this
size: is somewhere within earshot!

51-~5 104 Harptes or Pcrytons OUt for blood.
56-60 Training patrol of 106+8 Cassandn warnor women. The Ieadcr

is a 6th level Captain. the sergeant 4th level. all others are teenagers
(1st level). being trained in survival techniques. hunting. and other
skills. The group will avoid any trouble, if al all possible. but will try
to apprehend run-away slaves and castaways. If combat ensues. the
Caplain will retreat to avoid serious injury to the raw recruits.

61-6~ 106+6 Bandits, male or female. all 2nd level thieves. If males.
they may be friendly and try to recruit the player group to join them
(provided there are no or few women among the~). They may also



offer advice. but insist that escape from the island is impossible and
paint the Lemarian women as cruel and terrible. ~

66-70 A nest of 104+4 Giant Timber Spiders!
71-74 104 wild boars: hostile.
75-80 The Red Cap Bandits led by Laura the: Red (6th level thief, 44

H.P.. 24 S.D.C., P.P. 20. I.Q, 14; wears light chain armor: weapons:
short bow, daggers. ball & chain). Her minions include six women
with short bows and clad in studded leather (average 24 H.P., 20
S.D.C., 3rd level thieves), and four men (equal to 2nd and 3rd level
thieves). All have horses, a good supply of food and a total of 6000
gold in valuables. They may ambush and rob the group or ask the
group to join them iflhey seem formidable in combat. They can pro-,
vide info about Cassandra. Maginsa and the surrounding forests.
They are notorious criminals who raid lhe civilized areas and retreat
to the edge of the Forbidden Area when pursued. However, they
koow lillie about the region and try to stay away whenever they can.
They confinn that monsters live there.

81-85 One or two Harpies from the Forbidden Area in search of death
and destruction.

86-9Q 104 Feathered Dealh or Bogies (mean Faerie Folk).
91·95 206 wild dog pack; hoslile. bUI will flee if 1/3 are hurt or slain.
9()..OO 204 fanners: really Cassandrian soldier-spies looking for run-

aways. Will try to spy upon and/or capture the player group.

The People of Lemaria

The inhabitants of the island they call Lemaria are the 'descendants
of a shipwreck some 500 years ago. A fleet of pirnte ships had success
fully raided severnl Bizanlium coastal towns along the Nonhern Wilder
ness. Their foul purpose was the kidnapping of women for sale jO
slavers in the west. Pursued by the young Biz.antium fleet. the pirates
entered the Sea of Despair in a despernte attempl to escape. A thick fog
welcomed the pirate vessels. obscuring them from the:ir pursuers. The
next week was a mix of calm waters. fog and sudden. but brief. Slonns.
Then a fearful stonn began to roll in from the nonh. From the crow's
nest came the call of "Land Ho," and thus began the rnce to beat the
slOnn 10 the island. Suddenly. the lead ship pitched and crumbled on the
unseen rocks that cradle Storm Hal'tn Point. The next three vessels
joined the lead and shattered on the reef. The remaining four ships
turned from the rocks and into the face of the stonn. Buffeted by wind
and wave, the four ships floundered and disappeared beneath the waves.
When the cacophony of destruction ceased. the living found themselves
cast on the edge of a new world. To everyone's surprise. mOSI of the
women captives lived; a total of 329. Only a handful of male pirntes. a
sad tOlal of I J7. stood before their many captives. stripped of weapons
and glory. Cassandra. a high priestess of Isis, supported by two dozen
of her loyal acolytes and young prieslesses immediately took charge.
The men. outnumbered and overpowered by myslic might. were subju
gated by the women. After decades of leadership under the capable. but
fanatical Cassandra. the survivors were able to carve out a new society
on the uncharted island.

High Priestess Cassandra. who had suffered greatly in lhe man's
world. seized this opponunity to create a proper civilization. Fueled by
her own frustrations. and convinced that it was divine providence that
delivered all the women safely from the hands of the pirates (all men).
she established a society where women enjoyed the seat of power. Se
lect men would be called equals. but were. in effect. second-class citi
zens. The men would comprise Ihe bulk of the labor force and those
who resisted would join the ranks of slaves. At first it was a constant
struggle just to stay alive. Yet Cassandra's wisdom. ingenuity and god
sent magic soon tamed the land and built a unique society thaI has con
tinued nearly 400 years after her death.

The laws and philosophies established by Cassandra exist un
changed. Most males are subservient to the women. but are relatively
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content and complacent. It is largely the addition of outsiders from ship
wrecks that created dissension among the male population. Thus. most
male castaways who remain defiant are made into shackled slaves to
work the land and assist in tasks of labor.



The Laws of Cassandra
Here's a summary of laws imponant to this society's ell.istencl! and

throne of power. The Game Master can, if it seems handy, roll 306 to
determine the crimes of other prisoners. or of renegades who are en
countered out in the wilderness.

I. The Crime or Heresy. Isis is the All-Mother and savior: always
will her name be the holiest of holies. Only Isis and the pantheon of
Light and Dark are worshipped on Lemaria. To worship any ()(her is
blasphemy and will result in a potentially agonizing process of conver
sion or tonure unto death. That is the law.

2. The Crime of }o'alse Preaching. Only those made in Isis' image
(women) may be her priests. No man can be a priest. Period. To prevent
even the remotest chance of a man becoming a priest. the women of the
Church of Isis (female priests) control all religious doctrine. teachings.
literature and power. No man can even serve a woman of the church.
Funhermore. all female priests are celibate. Aside from celibacy as an
issue of purity. it is also meant to prevent the sacred knowledge from
accidentally falling into the hands of men. The High Priest of Isis. in the
city of Cassandra. and her nine sisters (all 6th level or higher priests)
comprise the ruling body of the human society. Unless the charge is re

duced (usually the case for well-known or respected citizens. rarely for
strangers). the sentence for any male preacher. or a woman who
preaches falsely. or for a woman priest who violates celibacy is the
same; death.

J. The Crime of Magic. Magic is forbidden to all. The Women of
Isis and their Elemental Sisters shall be the protectors of the people.
Guided by the hand of Isis they cannot fall. The study of any kind of
magic. whether it be spell magic. circles. symbols. summ~ming. witch·
craft and even Druidic practice. is totally forbidden. Punishment for
women is severe; all propeny is taken by the church. the offender must
publicly reject magic or false gods. swear never ending allegiance to the
laws of Isis and her people, and work the land or other labor for the rest
of her days. A second offense means imprisonment for 10 years; a third
is a quiet execution. For Males. the first offense is a public confession
of guilt (oflen procured through tonure) and immediate public execu
tion.

4. The Crime o( Warlockry. Only those made in Isis' image
(women) may become Elemental Sisters and protectors of the chosen
children of the All-M()(her. Note: The Elemental Sisters is a super elite
guild Qf female warlocks. No man can be a practicing warlock. Any
male warlocks discovered will be executed on the spot. without trial or
even taking the time needed for a public condemnation.

S. The Crime of Keeping Unauthorized Weapons. The strength of
the Mother Eanh flows through the veins of women. It is women who
shall bear arms to protect land and family. No man can keep. own or
use any type of weapon or armor unless he is a legal deputy in the mili
tia. Punishmcnt for men bearing anns is public flogging and confisca
tion of the weapon(s) and/or annor for the first offense. one year heavy
labor as a slave for the second. six years of heavy slave labor for the
third. ten years of heavy slave labor for the founh offense. lifetime slav·
ery in manacles for the fifth and public execution for the sixth offense.
Extenuating circumstances. such as having to defend oneself out in the
wilderness or saving the life of a female. may result in reducing the
charge to that of the Crime of Public Disgrace. but are not considered a
basis for a finding of innocent.

6, The Crime of Rape. The most hated crime in the land. While the
punishment for rape is technically death. it's more likely that a lynch
mob will form as soon as even a rumor of the crime is heard.

7. The Crime or Murder, Punishment for a woman depends on cir
cumstance. Murder of a man in self-defense has no punishment. Murder
of a fellow woman in self-defense involves a trial and may lead to pro
bation. hard labor or imprisonment. If a woman intentionally murders
another woman. she will be tried and sentenced to a minimum of 20
years labor. imprisonment or public execution. If a woman intentionally
murders a male slave she must pay twO times the value of that specific
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slave. If a woman murders a family-man or citizen. she will be punished
the same as if it were a woman.

Punishment for a man is different. Self-defense killing of another
man or slave requires an investigation and trial. Punishment could be an
acquittal if justified. or 5-10 years of hard labor (if the victim was a
slave. the murderer must pay two times the slave's value to the owner).
Self-defense killing of a woman will lead to a major investigation. trial
(by women). acquittaJ or as much as 10 years hard labor. Intentional
murder of a man will result in an investigation, trial and 20 years to life
of slave labor. If guilty of killing a woman. the man will serve a mini- I

mum sentence of lifetime slave labor or public execution. Murder of a
priest. elemental sister or law officer will lead to torture followed by
public ell.ecution.

8. The Crime or Assault. Assault on a woman or a man. by anyone,
man or woman. will resull in 5-10 years of heavy labor. Repeat offend
ers are ell.ccuted for their third offense. Note that women accused of as
sault usually have their charge reduced to the Crime of VioleTlCe.
Assault against a child is dealt"with severely. so the punishment is usu
ally doubled.

9. The Crime or Violen«. Commonly. for a first offense. which
usually involves gelling into a fight or brawl. the charge is reduced to
the Crime of Public Disgrace. However, a repeat offender. male or fe
male. found guilty. will be sentenced to a public flogging. Repeat of
fenders risk slavery or hard labor.

10, The Crime or Theft, Anyone found guilty of theft will be in·
stantly sentenced to at least one year's slave labor. If the accused is
wealthy or influential. he may manage to get the charge reduced to the
Crime of Illegal Commerce.

II. The Crime or Escape, Slaves. or those who are subject to slav
ery. are charged with this crime if they altemptto escape or resist in any
way. The automatic minimum sentence is that of ten years of slavery.
Runaway slaves are punished with a public flogging and a lifetime as a
slave in leg-irons. Repeat offenders are put to death. All nonhumans are
considered 10 be either slaves or foreign visitors and have no rights, but
must observe the laws of Lemarian society.

12. The Crime o( Destitution. Anyone without the means or money
to support themselves is automatically guilty'of destitution. The punish·
ment is automatically one year of slavery. Repeal offenders will simply
be given longer and longer tenns of slavery. Anyone who owns prop
eny. such as land, slaves or a business (i.e. most women), is immune
from the Crime of Destitution. On the other hand, any visitor who is un·
able to pay a bill, or is found on the streets with no money, is liable to
be charged. If the accused can get someone in authority to speak for
them, lhe charge may be reduced to that of the Crime of Public Dis
grace.

13. The Crime or Illegal Commerce. Only women can own and
operate a business. Men can assist women in businesses. can act as legal
agents. work as artisans, poners or laborers. and are entitled to eam and
keep money. Men are also entitled to invest money in legal businesses.
and may even use the law of Illegal Commerce to get their fair share of
profits or income. The punishment is nearly always a fine, although
men who are found to have been operating a business will forfeit all
their assets. Women with legitimate businesses can be charged with iIle·
gal commerce for a variety of reasons, mostly having to do with unfair
practices.

14. The Crime of Proranity, Usually leveled against those who
swear, or say anything insulting to another person. Men are the com
panions and brothers to women and must be treated with honor and re
spect (if not equality). Accusations of the Crime of Heresy are often
reduced to the Crime of Public Disrespect if the accused was seen to be
drinking, or if some well-respected woman in the community comes to
his defense. The penalty is usually a fine of from 20% to 80% (roll
204) of the accused's personal wealth (just coins and other money.
property and jewelry are not counted). Repeat offenders may receive a
public nogging. If the accused has already been flogged for a previous



offense. there is a good chance that the charge will be increased to the
Crime of Heresy. ~

IS. The Crime or False Witness. Anyone who tells a lie can be
charged with false witness. Because the people of Lemaria know little
about the world beyond their shores. visitors run the risk of being
charged with false witness merely for telling the truth, if that truth
seems unbelievable. Not admitting to the lie can mean that the accused
will have to undergo days of torture. which may mean death if their
"confession" is delayed tOO long. lbosc who confess to their crime re
ceive relatively light fines (typically 10 gold per lie).

16. The Crime of Public Disgrace. This is a catch·alllaw used to
charge anyone who ;s simply behaving in a rude or undignified way.
The typical punishment is being made to wear a wooden sign around
one's neck that reads "Shame!" For a first offense the sign is only worn
for a day, but repeat offenders may have to endure the humiliation for a
week. a month. or even a year. Aside from the public embarrassment.
all the children of Lemaria consider it their dUly to tonnent. with insults
and thrown objects. anyone wearing one of the signs.

17. The Crime of Vandalism or Theft. Females seldom s~m to
commit this crime. When they do, full restitution is required. Repeat of
fenders are subject to public disgrace and possibly nogging. Males are
publicly nogged for the first offense and expected 10 make restitution
- often as a slave to lhe offended pany for 1-3 years. Repeat offenders
can spend decades as a slave. If the vandalism is against lhe church of
Isis or the pantheon of light and dark. the punishment is likely to be
death.

18. The Crime of Unholy Alliances, Those who dare to join forces
with the dark beings who reside in the Forbidden Area are forever lost

Town of Storm Haven
Citiun Population: 496 (includes fanners)
Slave Populatktn: 77

Storm Haven is the smallest of the four towns on Lemaria. Its main
purpose is to watch out for foreign ships and lure them onto the rocks
and reefs which stretch from Vergis Point, around Siorm Haven Point
and along the coast north of the Point. The Lemarians lure in ships (usu
ally losrand glad to find a pon in these terrible waters) with two light.
house/observation towers. which intentionally direct the ships onlO the
rocks. The town's capable sailors then set out in their tiny neet of fish
ing boats to rescue survivors for inlegration into their society, as slaves,
and to salvage cargo. wood and valuables. Survivors are kept overnight
al the bunk-house hospital and shuttled to the city of Cassandra the next
day. Salvaged goods are gathered, inventoried, dried and sent 10 Cas
sandra a week or two afler being fished out of the sea.

When nOI salvaging shipwrecks. the townspeople busy themselves
with fishing. maintenance and fanning. 11leir work with salvaging ship
wrecks and capturing castaways makes it necessary for Storm Haven 10

have the second largest mililia. horses and warlocks on the island. Al
though two or three years may pass without a single ship coming near
the Lemarian island, it Slill averages out that at least one or two ships
fall victim to the people of Slorm Haven every year (usually pirates and
lost merchanl ships).

I. The dock: Used by the fishing and salvage neet. 404 boats are
docked at any given time. Remember. these light vessels cannot survive
sea travel for more than 30 hours: useless for escape.

2, The lighthouse: This three story tower is ever vigilant for ships
to waylay. It is manned by a husband. wife, two daughters, and two
male assistants. The wife. Ellane. is a third level fire warlock.

3. The Liule Fish Market: This is a friendly seller of salted.
smoked, jarred and fresh fish. The owner is a robust woman named
Wonda. an excellent sailor (6th level) and preparer of food. Trades for
fresh produce, poultry, pearls. jewelry, glassware (espedally jan and
containers with lids). wax and services.
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and subject to swift destruction should they ever again show their faces
among "civilized" people.

Other important points about Lemaria
Money in Lemaria: There is a genuine lack of precious metals and

gems on the island of Lemaria. (G.M. Note: Unknown to lhe humans.
the Black Hills in the Forbidden Area are rich in silver). The absence of
precious ores and the small. close-knit society enables a baner/lrade
system and communal sharing of foods and services to work well.

This means that gold. silver and gems have no or lillIe value for
most of the island inhabitants. The Church of Isis has accumulated a
small treasure trove over the cenlu.ries from looting the wreckage of
sunken ships. TOlal treasure is 6.725 in gold coins. 3.197 in silver and
about 11.000 in gems and jewelry. However. the lreasure has virtually
no value for the people of Lemaria.

Callie and especially horses, are fairly uncommon on the island. It
has been only in the lasl 50 yean that horses were introduced, thanks to
a merchant vessel carrying western riding horses that fell victim 10 Ihe
rocks of Stonn Haven Point. Nine horses were saved and ~uccessful

breeding began. At present. about 60 horses are used throughout Le
maria, with another couple dozen al a breeding ranch. Cows and pigs
(especially a hardy. but mean crossbreeding with wild boars) have ex
isted on the island for centuries. Poultry is limited to ducks and geese.

Boats are limited 10 small fishing and salvage vessels. 12 to 24 feet
(3.6 to 7.3 m) long. None are seaworthy! One of these ships would fall
apart or capsize within 48 hours al sea. An ocean stonn would rip it
'P'".

4. Shrine of Isis: A carved statue of stone.
S. The Salvage Warehouse: A handful of. large wood buildings for

the storage of salvaged goods from shipwrecks.
6. Carpenters' Guild Shop: A medium-size carpentry and wheel

wright shop, largely responsible for building and repairing the wagons
for cargo transponed to Cassandra. Eighl men and four women work
here.

7. The Wagon Storehouse: A long. low. wood building which
houses 22, ten foot long wagons. 206 workmen are always in the area.

8. The Porterhouse: A two story stone building Ihat serves as bunk
house and dining hall for the men who work in the warehouses. salvage
operations. and wagon drivers. Houses 40 men: 306 men are present at
any given time. All are equal to 2nd level farmers. The head man is
Randalfthe Strong; anarchist. 37 hil points. 45 S.D.C.. P.S. 24, P.P. 14.
Spd. 10. I.Q. II. He is a 4th level mercenary, wean double mail when
making deliveries to Cassandra. Weapons include a hercules club (306
damage). falchion sword (204 damage) and bailie axe (206 damage).

9, Blacksmith: Four freemen and four male slaves in leg manacles
work in the smith. shoeing horses, working and reprocessing salvaged
metals. and assisting the carpenters. All have an average strength of 18
and 26 hit points. Weapons are limited to chains (106 damage). clubs
(106 damage), and some iron tools such as hammers or pokers (all do
204 damage).

10. The Corral: 104 horses and 104 work-hands are present al all
times. Horses are rare and valuable on this island.

II, The Stables: A lotal of 24 work horses. 10 riding horses and 6
breeding mares. 304 horses are present al any time. 204 male and 204
female work-hands are also present at all times. The stable lord is Kath
erine Haldar. a tough. 50 year old. 10th level merchant and Isis fanatic.

12. Grain Storage.
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13. Stable-Hands' Bunk·house: A large. three story building with
individual. small rooms for stable-hands. and a large kitchen, di"ing
hall and meeting lounge. Houses 30 male workers, all are free citizens.

14. The Slave Yard: A 12 foot (3.6 m) tall wood fence encircles a
two story. brick house where slaves are kept. Most are survivors of
shipwrecks. 23 male orcs (all are 2nd level pirates or mercenaries). 12
goblins (all 2nd or 3rd level thieves or pirates) and 19 human males (all
2nd level sailors or pirates). Average hit points are 22, S.D.C. 20.

Six female. 3rd level. soldiers, four. 3rd level female warlocks (one
for each element) and four male assistants, guard, patrol and maintain
the slave yards. Don't be fooled, these are tough. capable ladies.

IS. The Storm Haven Militia: A small. one story building. fortified'
with stone. Four 3rd level women soldiers and one 5th level ranger are
present at all times; local sheriffs office.

16. Tempk: or Isis: Seats 120 people. Three 2nd level priests and six
women acolytes maintain and service the temple.

17. The Cattle Pen: A small callIe farm with 12 dairy cows. 7
calves. and 32 pigs. Three families operate the farm.

18. The Poultry Pens: 36 ducks and 50 geese for meat and eggs.

19. Wheelwright: Peg and box maker.

20. Wagon Storage: Holds twelve. 20 fOOl (6 m) wagons.

21. The Mililia's Slabfes: 16 riding horses used for patrols. 204
stable-hands and two male guards are present at aU times.

22. The Mililia: This is the main military force of Stonn Haven.
The building is a long, one story. brick edifice which contains weapons,
annor and equipment. 406 women soldiers and 204 male deputies are
present at all times. 1lIe remaining 40 members of the militia live in pri
vate residences with their families. All are 2-5th level soldiers. Average
hit points: 24, S.D.C. 15; standard equipment: hard leather annor. small
wood shield. short sword, and wooden bludgeon (I D6 damage) or soon
bow.

This is also the jail house. with two. large 14xl4 foot chambers and
four.4x8 foot cells. All are stone chambers. no metal bars. with very
thick. heavy wood doors bolted on the outside.

Weapons stored include: 30 shon spears. 24 shon bows. 288 arrows,
24 small wood shields, 10 short swords. Annor is limited to 18 suits of
hard leather. Other Equipment includes a dozen lanterns and oil, 20
manacles for hands and legs, 8 lengths of rope, 12 riding spurs. 6 large
tents, and 12 water skins.

23. Dance and Town Meeting Hall: Used once a week for dances
and when circumstances require town meetings or special events.

24. The Main Temple or Isis: A large. two story, stone building
with an 18 foot (5.4 m) Slone SlalUte of Isis in its front garden. Holds up
to 300 people. The upstairs is the living quaners of the priests and aco·
Iytes. High Priest Shela. manages the town; she is an 8th level priest
with the disposition of a ranlesnake (57 H.P., 34 S.D.C.). Her two aides
are Sandra and Carmen. both 4th level priests (hit points are 29 and 38
respectively). 10 female acolytes serve and maintain the temple. Valu·
abies include a jade statue of Osiris (I Yi Ibs.-Q.6 kg), wonh about 800
gold), plus 110 gold, 53 silver coins, scroll to calm stonns and 6 healing
potions.

25. Residences: The largest are the homes of the town's head war
locks. Ariee: 7th level Air (31 H.P.• 30 S.D.C.); Carla: 3rd level Air (22
H.P., 18 S.D.C.); Suzan: 5th level Water (39 H.P., 10 S.D.C.) and Be
thany: 6th level Fire (41 H.P., 6 S.D.C.).

26. The House of Mislress Kara. This elven beauty is one of the
very few nonhumans with any official place in the Lemarian govern
ment. She could be considered the town's second in command and is,
without doubt, the most powerful individual. Kara is usually responsi.
ble for the sudden fogs. Slanns and squalls thai snare passing ships off
the coast of Stonn Haven. 11 is she and High Priesl Shela who are Ihe
town's official protectors.

Kara is a 220 year old elf. I.Q. 14, P.S. 10, P.P. 13. P.B. 24. Spd. 10;
9th level water and air warlock. Aberrant alignment. hit points 63.
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S.D.C. II. Her armor is a cloak of protection. A.R. 12. S,D.C. 50 and
iml?Crvious to fire. Her weapons include: silver-edged dagger. hard
wood staff (206 damage). Other items include: ring of invisibility (may
be used twice daily. lasts 30 minutes). secret treasure trove of 300 gold.
2000 in jewelry, and a scroll for Annor of Ithan (lasts 20 minutes).

27. WarkKk Guild-House: A meeting place for warlocks. No valu
ables: richly furnished from salvaged shipwrecks.

28, The Broken Keel Tavern: Offers inexpensive, but hardy meals
of fish and polatoes or bread. and drinks of mead or moonshine. The
owner. Gabby. is a marvelous singer.

29, The Bunk-House Hospital: This is where all survivors of ship
wrecks are taken to recuperate and receive medical allenlion. 11le build
ing is a long. two Slory struclUre 'that seems completely ~rmaJ and
inviting. Individual rooms and wards provide a total of 50 beds. 1lIe
people who care for the shaken castaways seem kind and sincere. Survi
vors rarely stay at the hospital for more than 24 hours and are taken to
the City of Cassandra in horse drawn wagons the next day. At Cassan
dra they are indoctrinated and often imprisoned or made slaves. 11le
hospital is inconspicuously guarded by 304 women soldiers (3rd level).
pretending to be caring nurse volunteers. Another 304 women soldiers
and 204 male deputies are positioned at locations around and near the
Bunk-House Hospital. 30. Point General Store: Operated by Amy and
her two daughters. Supplies include rope. fabric. sewing equipment,
syrup. dried and smoked fish. preserved fruits and jams. wood forks,
knives and utensils. The women also offer tailoring services.

31. Sail Repair Shop: Employs six seamstresses and two men.

32. Sea Craftsmen's Guild: Makers & repairers of ropes and nets.

33. Dry Dock.

34. Shipyard: Construction. repair and maintenance of boats.

JS. Lighthouse/Observation Towel': Same as #2

Vergis Point
Populalion: 66

A tiny fishing community calls Vergis Point their home. It is a close·
knit group of capable fishing families ..... ho enjoy their quiet inde
pendence from the larger towns. None are warriors, priests. or warlocks
- they are simple fishennen with a humble fleet of eleven, 18 footers
(5.4 m). All are equal to 5th level sailors. Weapons are limited to nets
and blunt wood clubs (I 06 damage), poles (204 damage) and staves
(206 damage).

I. Docks.

2. StoragelSupply Huts: Used to store fishing nets, hooks. line. sail
patches. a half dozen 30 gallon barrels. and fish cleaning tools.

3. Edweena and Edward (he Carpenters: Assisted by their three
sons and daughter. this family represents Ihe community's master car
penters and builders. It is a modest shop with a backyard of lumber.

4. Dance Hall: This is also the community meeting hall and place of
worship. Three totem pole.like carvings of Isis, Ra. and Bennu the
Phoenix tower 18 feet (5.4 m) in front of the building.

S. Mally the Brew Maker: A 63 year old master of mead making.



Maginsa
Citizen Popuhllion: 749
Slave Population: 68

The nonhemmost town of Lemaria is Maginsa. a thriving commu
nity of able-bodied fishermen and farmers. The fishermen are so pro
lific, and the fish along their coast so plentiful. thai they nol only
provide for Maginsa. but nearly 30% of Cassandra's food supply as
well. The town is a hodgepodge of mostly wood buildings oriented to
the lown's livelihood. Thus. visitors will find an abundance of tackle
shacks. smokehouses. fish markelS. granaries. sunge areas, and means
of lransponing theif catches 10 Cassandra.

StTangers are viewed wim great suspicion. and men with weapons or
armor will cause quitt a stir. In such cases. a messenger from the militia
will ride wim haste 10 !he city of Cassandra for instructions, aid, or con·
firmalion of the strangers' 5101')' or alibi. The ride to the Cassandra mili
lia headquaners is only a IWO hour trip when riding al lop speed. If
anned Slrangers or men of magic cause trouble or endanger lives. the l0
cal Maginsa militia and/or warkxks may altcmpllO C&pure lhem. Oth·
erwise. lhe knl militia will bide its lime. wailing until a fOlU of
Cassandrian soldiers arri1lC 10 lakc chargc (whkh will be within three
hours of being noIifted). The soldiers from Cassandra will number IWO
or three: soldiers for C1lcry one inlruder. plus one fife and one caM war·
lock. All will be lIiird le1lcl and female.
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Maginsa Town Descriptions:

I. Thf: harbor is littered willi shon and 10118 docks. 8-16 fcct (2.4 to
4.8 m). A doun fishing boats. manned by 204 fishermen will be at
dock or in the bay. Plus 104 harbor workcrs, moslly men, can be found
near C1Icry pier.

2, Shrine 10 Ra: This is a 20 fOOl (6 m) lall. wood.tOlem pole willi
the bust of the hawk-headed god holding his sccpIcr. Other symbols in·
c1ude the sun and sea..

3, R~: The homes of fishermen and their families. Half of
the wealhem:l houses ha1le boats dry docked along the soulh Will.

4. 'he pll1lilioo: A large wood structure willi IWO wal.ls and roof
lhat is used for boal repairs. dry dock. selling fISh, dances, and commu
niI)' meetings.

5. Tempk oJ Isis IUHI the gods or lipl: A modesl wood building
1Iw can seal 250 people. Four 2nd 1e1lel priests, a 5th le1lel high priest
and six acolytcs maintain it

6. 'he Lady ollhe Churcb. Ncxt door 10 the temple is the kame of
the High Priesl and her family: I son, rwo teen daughters~ husband.
High PriesI Shally is 40 years old, 5th level, scrupulous and has 31 hit
points and 10 S.D.C. The husband is cquailO a second IC1lci mcTCCnary;
principled alignment. 25 hil points, 10 S.D.C. His only weapons are I 7
foot (2.1 m) staff, I fishing nel. and a knifc. He'll also use items such IS

hand bCS. hammers. frying pans or chairs, if nothing beller comes 10

1wxI.

7, The Sea Shanti: A popular pub that SC!'1Ies a fine. home-~wed
ale for the price of a parccl of fish. cenain grains, good song or enter·
tainment, or special scl"1lke. The owner. Francccn. and her four sons,
managc the pub and produce the brew (she has a large still in the cellar,
wilh a second in their kame). Music and laughler are always heard from
the Sea Shanti. 404 men or women are present al any gi1len lime.

8. A 1Iariety or sman, wooden, lac~ and supply shacks: Shared
by the fishennen. Supplies include: 206 of 50 fOO( (15.2 m) lcngths of
rope, wood pegs. 206xl0 fcct of fishing line, a barrel of w, a barrcl of
sail, 204 empty barrels, len fivc gallon kegs. 206 large fishing hooks,
rags, and one fi1le gallon keg of lamp oil.

9, Smokehouse: Most of the smoked and salted fish sent to Cassan
dra are prepared here. During the day it holds 12 workers.

10. Flshermtn's Guild Houst: This is a meeting house for the fish
ermen to discuss problems, productivilY, or just relax and swap slOries.
Exclusive 10 acli1le fiShing-persons, male and female. 306 fishermcn
are presenl al most times. except belwccn midnight and fi1lc in the
morning. Nothing 1Ialuable except for the booze.

II. Temple or Llghl and Dark: This is one of lIie few slone build
ings in town. The downstairs is the church. which can scat up to 400
peoplc. Upstairs li1les Lililli, a 6th le1lel priest (49 hit points, unprinci·
pled alignment), three: 2nd IC1lel pricsts: Brenda (17 H.P" 20 S.D.C.).
Leanne (22 H.P" 17 S.D.C.), Angie (20 H.P.. 12 S.D.C.), and four
younglColYles (11Ierage 16 H.P., iO S.D.C.).

12. Granarits: For winter SIDragc.
13. Cynthia's Duck Farm: OYer ISO ducks and 60 geese. Operated

by two largc families. There is also a large, fenced-in. pond.

14. The Cusandrian Stablts: A large stable with 26 horses, used
for the exclusi1lc purpose of IrInsponing goods to and from Cassandra.
Most of the workers li1le around the stables.

15. Carpentn and WMdwrighl.

16. Wagon StOOlIe: Holds len. long wagons and two dozen small.

11, Bladsmilh. Four hands wad. the place.

18. A Group ol Wardtousts: For smoked fish and oIher goods.

19. The Town Militia: A one Slory, stone building with IWO, 8x8
foot jail cells (solid stone. no melai bars). 204 militia trained soldiers
are present al all times. This is essentially a local sherifrs offICe. If
horses are needed. they borrow Ihcm from the Slables. All regular mili·
lia personnel are women; 2-3rd le1lel, a1leragc hit points 21, good and
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anarchist alignments. Standard gear: small wood shield. hard lealher ar
mor. shon sword. spear and. perhaps a knife or wood club or bludgeon
(lD6damage).

20. Farmers' Market: Fresh produce. pigs. ducks. duck eggs. pies
and bread are banered here. Closed during the winter.

21. The Warlodu' Guild House: A meeting place for the town's
warlocks. One of the largest (three stories tall) and mOSI attrBCtive
houses in lown. It is occupied by two eanh. two air. one fire and IwO
water warlocks (levels 4-6). Valuables include IWO pinlS of fme weslern
brandy. lWO 10 gallon kegs of pirate Nm. silver, brus and gold candJe
slkks and trinkets (a total value of 3000 gold). Barbara resides in the
building along with two male slaves: Raben (20 H.P.• IS S.D.C.) and
Samban (32 H.P.. 28 S.D.C.). Both men are equal 10 second level mer
cenaries. Barbara is SO years old. 7th level earth and air warlock, aber
rant. and has 41 hit points.

22, GmuaI Siore: Offen household utensils. canning jan, clay
potS, rope. g~n. flour. expensive spices (pirate booIy). moonshine. and
fresh pies.

23. The Samstreu: A family business thai mends and sews doth.
leather and shoes. All fair trades accepcable. Good qualiry.

24. The BkKk House: This is a warehouse or slonge building for
fresh fish preserved on~ (an old Bizanlium Kingdom trick). 1be facil·
ity is opentled and mainllined by Andrea: a beautiful. 32 year old. 7th
level water warlock (SO H.P.. 17 S.D.C.. unprincipled a1ignmenl). She
is assisted by her friend Detnh. a 4th level water warlock (30 H.P. 28
S.D.C.. anarchist, 27 years old). Spells like wall of ice. freeze water.
and encase in ice, all make the preservation and uansponalion of fresh
fish possible. even in summer. Six families are employed at the block
hou",.

25. Andrea's Residence: A modest. but well kepc home. Valuables
include wine (made from spell magk). 200 gold coins. a silver edged
dagger. an emerald ring (value 1900 gold). and two healing potions
(206 H.P.).

26. TIte "-ish Dock: A large facility for cleaning. scaling. cutting
and preserving fish. Fish are eilher smoked. pickled or sent 10 Andrea's
for freezing. About 40 people work here.

27. Net and Rope Weavers: Three families mend and make rope
and nets.

28. Dock Warehouse: Siorage building for boats and fishing gear.
Used mostly in the winter.

29. Town Hall; Used for meetings. announcements. gatherings,
dancing and festivals.

30. Temple or isis: A church which can seat 300 people. Operated
by Priesl Sisoris: 3rd level. unprincipled. 28 Hit Points. A neighboring
family helps to maintain the church.

31. Carpenter and Wagon Maker.

32. Grain Storage.

33. Stables: Contains tight older. but sturdy. horses. Oflen used by
Andrea and lown locals.

34. The Farmers' Guild House.

35, The Crying Seahorse Ta\'ern: Operated by Cora and her three
daughters. calering 10 locals and visitors. Serves excellenl meals of
port. fish and ple. Known for her inexhaustible supply of wine (the
wine is created by Delxa. the warlock).

36. Siormy Inn: A three stOt')' building with 26 rooms of varying
size for travelers from other towns.

37. The Pig Farm: Operated by three families. it contains a large
pigpen. slaughterhouse and smoke hUI for preserving meat. Has 508.
domesticated. wild pigs al all times.

38. Statue of Isis: A 12 fOOl (3.6 m). wood.cuved statue.
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Amoria
Citizen Population: 1219
Slave Population: 201

1be town of Amoria is a sprawling farm community thai supplies
Cassandn with a full half of ilS food. Amoria has been blessed with su
perior topsoil up and along lhe banks of the Catseye river. Crops in·
elude com. beets. tomatoes. cabbage. rhubarl>. cucumbers. beans.'
wheat. OIlS. lobacco and hay. FruilS ale limited 10 apples. strawberries
and raspberries.

1be townspeople VleW stranger'S with suspjcion. especially men
bearing weapons. magic users and nonhumans. The militia will immedi·
ately investigate such strangers. requesting lhatlhey accompany them to
!he militia headquanen to answer queslions. Resistance will be mel
with force and could lead 10 an immediate manhunt of all strangers.
Meanwhile. I messenger will ride 10 Cassandra to infonn the authorilies
of the incident. 1be trip 10 Cassandra is one hour on a fasl bene. Rein
forcements from Cassandra will outnumber the strangers. IWO 10 one.
plus the accompanimenl ofone or IWO priests or wark)cks (24th level).

Note: 4()ll, of the townspeople live outside the 10wn proper.

I. The River Boat Docks: This is where the luge. nal river OOalS
used to transport crops and produce are kept.

2. River Boat Wart:house: Buge repairs. mainlenance and sunge
area. 204 men (laborers) can be found here at any time. Equipment in·
c1udes a variety of large and small mallets. wood pegs. lar. saws. rope.
oars. lumber, and similar items.

3. Wardtou.ses (or storage or lumber.

4. River Boat Dr-y Dock.

S. Carpenter: troploys a half dozen men and women.

6. Stables: Holds 12 older work horses use for farming. 106 presenl
at most times. along with ID4 stable-hands.

7. Wheelwrighl: Makes and repairs wagon wheels.

8. The Warehouse Docks: An area where crops ale stored. Mosl of
the residences in the area are owned by dock workers.

9. Wagonsmith: Stores and mainlains twenty. 16 fOOl (4.8 m) and
six 20 foot (6 m) wagons. I D4 men are present at all times. All are r0

bust and powerful (P.S. 16 or higher). A connecting stable houses 14
work horses.

10. The Warehouse District: Mostly crops are stored here.

II. Granary: The silos contain various grains.

12. Grain Refinery: Employs 60 men and women.

13. Flour Mill: 20 men and women work here during the day.

14. Florence's Bakery: Sells fresh bread, grains. nour and oats by
the pound. A family owned business.

IS. Jam Maker and Canner: Three families operate the shop. pre
serving and pickling fruits and vegetables. as well as making a variety
of jams. ID4 people are present al all times. 1be families live near the
.hop.

16. Leona Home Brews: A small. diny tavem which offers two va
rieties of moonshine: bad and worst. A seedy little dive.

17. Amoria Li\-estock: A pig fanner with 100xlO pigs. two dairy
cows and 406 ducks and geese. Operated by three families_

18. Amona r~: Siocks grains and hay for liveslock.

19. The Temple or Light: A large. [WO story ediflce that can SCII
800. It is a plac:e of worship and the site: of festivals.

Lady Cora is the High Priest; aberrant alignment. 8th level. age 46,
hit points 48 and S.D.C. of 2S. She is a lough. capable lady whose am
bitions gO( her thrown OUt of Cassandnlo. ConI can be extremely cunning
and ruthkss.

r",'O OINr pri~sls. Maria (anarchisl. 4th ko'Cl. age 30. hil points 32.
S.D.C. 10) and Agatha (miscreant. 3Td level. age 26, hit poinlS 21.
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S.D.C. 20). operate the church with the assistance of nine young women
acolytes (20 H.P. each). Secret valuables kept by Cora include: Ihree
potions of healing (306 H.P.), scrolls of immobilize (laslS 8 melees). in
visibililY (seln and teleport (seln: 100 gold coins, jewelry worth a lotal
of 2000 gold. and a 5 gallon keg of excellent wine.

20. The Harvest Inn: A popular bar owned by a 2nd level water
warlock named Karla. She keeps the inn supplied with wine (via the
water to wine spell). The inn is aclually operated and maintained by IWO

families. A total of tcn rooms are available to visitors.

21. Town Hall: Large. twO Story frame building used for meetings
and as a dance hall.

22. The Warlocks' Guild House: An impressive, three story, stone'
building that looks more like a tower than a residence. TIle town's nine
female warlocks frequent the guild house to discuss affairs or just relu.
The building has seven bedrooms/Sludies. a lounge. large meeting
room. dining room. elemental shrine. kitchen. storeroom. pantry and
rooftop garden. Mina and three aids live in the building; the others have
their own residences. The warlocks include: Three second level earth
warlocks: Cleo (24 H.P.• 12 S.D.C.). Randi. (18 H.P.• 18 S.D.c.). and
Lydia. (27 H.P.. 30 S.D.C.): Rowena. a 6th level earth warlock (32 H.
P.): Karla. a 2nd level water warlock (22 H.P., 22 S.D.C.): Bennie. a 4th
level water warlock (30 H.P" 25 S.D.C.), Lorena. a 5th level water war
lock (33 H.P" 18 S.D.C.); Ferrlina. a 4th level fire warlock and Mina. a
malevolent (diabolic) 6th level air warlock (48 H.P.• 17 S.D.C.).

23. Shrine of Isis: A garden and benches with a statue of the All
Mother.

24. Amoria Bridge.

25. Shrine of Apis.

26. The Lumber Yard: Offers a dozen flatbed barges. storage
warehouse. sawmill, tool sheds, lumber warehouse, small stables with
eight work horses (old). and four 20 foot (6 m) wagons. The walch·
man's home is a small but handsome wood house where Ihe yard's
guard. his two sons (Erick and Alexander: 24 H.P.. 18 S.D.C. each.
scrupulous), his wife and sister reside. All are excellent woodworkers.
The elder watchman is Hiram. He is equal to a 5th level mercenary;
scrupulous, 40 H.P" 20 S.D.C.• armed with a large spear (206 damage)
and cudgel (204 damage). His sons are likewise anned. The wife.
Helena, is anarchist. 34 H.P.. 18 S.D.C.

27. The Lumber Slave Yard: This is a small stone building sur
rounded by a 12 foot (3.6 m) tall. wood fence. It holds 30 slaves. mostly
nonhumans. who work at the lumber yard and mill. The slaves are gen
erally second to fourth level pirates, sailors or thieves. The slave yard is
guarded by a quartet of 6th level soldiers and a deputy. a 5th level ogre
assassin (miscreant, 57 H.P.• 80 S.D.C.) anned with a giant mallet (206
damage). a pair of daggers (I (6), and a scythe (206 damage).

28. Wagonwright: Builds. and repairs wagons for rent.

29. Stables: Used primarily by the lumber mill and yard: 16 strong.
young work horses. 206 stable·hands are present at all times.

30, Lumber Mill.

31. Jail House, A long. stone building used by the militia as a sort
of local sheriffs office. 304 women soldiers will be on duty at all
times. with a total of 30 law officers living in town. Average level is
3rd. hit points 20. equipment is the standard spear. cudgel. short sword
(I D6 damage each). small wood shield and hard or studded leather ar
mor. The warlocks and priests also serve as town protectors.

32. The Fisherman Community: With a dock area and several 8 to
12 foot boats.

33. Dance Hall, A very large building used for dances, festivals,
meetings, fanners' market and theater.

34. Shumal's Ferry Service. Three medium sized and two large
barges used to carry people. livestock and cargo across the river. Oper
ated by two families. Typical ferry pilot is a 2nd level sailor with 18 hit
points.

35, Statue of Isis carved in stone: 20 fecttaU.
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36. Temple of Isis. Small but luxurious. it can seat up to 200 people.
Head Priest lana is a gentle and compassionate woman loved by the
townspeople. She is of scrupulous alignment, 6th level. 4S hit poinlS
and has been known to defy the other priests in order to see justice and
mercy prevail. Weapons and equipment include a holy sword that can
expel demons and deevils. sense evil. create a circle of protection that
infliclS 206+6 damage; two daggers. a silver mace (206 damage), a
hand mirror. and medallion of Isis and Osiris made of gold (worth 1200
gold).

37. Farmen' Markel. An open wall pavilion for the trading of I

fruit, grains. com. ducks and geese. pigs and smoked or salted pig meat,
duck eggs, fresh and pickled fish. and so on. Closed in the winter.

38. Warehouse.

39, Granaries: 104 guards patrol at all times.

40. Wagonsmlth: Fixes wagons and wheels. Has 204 16 foot wag
ons (4.9 m) available most of the time.

41. Mirtam's Stables, Thisjs actually more of a pig farm than a sta
ble. 406 pigs. 406 ducks. an old. but prolific, dairy cow. and 4 old
horses. The stable is run by Miriam. her husband Handa!. three adull
sons. their wives. and four girls. ages 5 through 12. .

42, The Amorta Slave Yard. A large. 16 foot (4.9 m) tall, stone
wall (made by the earth warlocks) surrounds the compound. Over 130
slaves reside in the stone barracks. They are a motley mix of human
males. orcs, goblins, ogres and a handful of others: all are captives of
wrecked ships. TIle slaves work in the fields, lumber mill. and ware·
house, doing hard labor.

TIle slave yard is maintained by 20 third level soldiers. half of which
are men, 15 assislants (mostly female). and Thanda. a lough old gal who
is as clever and cunning as any ten inmates. She is 53 years old, anar·
chist. 81h level priest of Isis: hit poinlS 64. Annor is pirate double chain:
A.R. 14, S.D.C. 49. Weapons: short sword. cudgel. knife. bull whip and
of course. her magic. T'fte soldiers are all equipped with hard leather ar
mor (A.R. 10, S.D.C. 30), small wood shield. cudgel (204 damage) and
quarterstaff (206 damage).

City of Cassandra

Citizen Population: 2196
Slave Population: 422

Cassandra is a prosperous little city of fanners. fishennen. prieslS
and dignitaries. It is the seat of the island government and the Church of
Isis. It is important to note that the Church of Isis is the ruling govern
ment and intrinsically linked to the militia and warlocks, making it im
possible to overthrow. The governmental powers are fanatically loyal to
their people (male and female). honest, trustworthy and capable. This is
largely due to the comparatively small number of people and the teach·
ings of the Church of Isis and Light.

Although it is the women who are the dominant force in this society,
not all men are slaves or pitiful, second-class citizens. They enjoy free·
dom and prosperity at the side of their women.

Strangers, especially men bearing weapons. armor and/or magic. as
well as nonhumans. are regarded as potentially hostile enemies. All
such strangers will be approached by the militia and/or prieslS or war
locks, and asked to lay down their weapons and agree to temporary in
carceration for questioning. Refusing to comply will result in being
arrested as enemies of the slate and being forcibly taken into custody. If
the strangers escape after combat. a manhunt of epic proponions will
ensue, utilizing the militia, priestly magic and warlocks. The air war
locks are especially useful in summoning air elementals to search for
fugitives. Note: If necessary. four air elementals (minor) can search the
entire town in an hour and a half with 89% accuracy. None of the local
cilizens will intentionally aid or hide any refugee from the law.



All strangers are taken 10 the Holding Areo, a slave yard, Those who
come peacefully and answer questions honestly, are treated with kind
ness and decorum. Their internment is spent in a small, but pleasant,
windowless room under lock and key. After questioning. they will be
infonned that there is no way off the island and that they must make the
island of Lemaria their new home. The characters will then be subjected
to two weeks of religious and political indoctrination (see the Lows and
People ofUm/Jria). Willful compliance will place the person on a three
year probation, a job assignment (usually one that best suits the per
son's physical abilities and skills). and a place to live (usually with a
family). All weapons. armor. magic. and valuables are pennanentiy
confiscated. All other gods must be rebuked and Isis, and/or the gods 0'
Light and Dan:. adopted.

Humans, Elves, and Changelings (disguised as one of those races)
will fare the best. especially women. Humans are given the best posi
tions and become full citizens after the three years probation. Women
can even study to become a priest or warlock after their probation pe
riod. The Elves' human appearance allows them to integrate into society
more easily than other nonhumans. However. no nonhuman can ever
become a full citizen and that includes Elves. Nonhumans that are not
slaves are called "foreigners:' They are ellpected to obey the laws and
ethics of Lemaria and follow the teachings of Isis. but can never be-
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come true citizens. This means that they cannot own land, property.
own a business or hold a place in church or government. Obvious non
humans, such as Orcs. Ogres. Goblins, Dwarves, Wolfen. etc.. are usu
ally assigned jobs of manual labor in the fields, lumber mill.
warehouses, stables, shipyards and fishing docks. They are assigned
housing in the gheno near the shipyard. Undisguised or discovered
Changelings are slain!

Strangers who resist arrest will be placed in slave camps and subject
to periodic interrogations while awaiting a fonnal trial (usuaJly within
two weeks). The trial will take into consideration fear or misunderstand- l

ing on the pan of the strangers, as well as any crimes or acts of vio
lence. The murder of any citizen, male or female. other than those
involved with the militia. will automatically condemn that character(s)
to at least a decade of slavery (if an accident. or a lifetime of slavery or
public ellecution if deliberate). ChlU1lcters may be chained and man
acled if giant or dangerous. Slaves perform the lowliest and most
strenuous tasks.

Cassandr~ City Highlights

I. The Slave Farm: This is fannland worked by slaves who are usu
aJly citizens serving OUt prison sentences. or human and nonhuman
slaves who have ellhibited virtuous behavior. Only 30% are nonhu
mans.

2. Slave Farm Barracks: A large. nat, wood building which houses
the 40 slaves that work the fann and the dozen "Directors" who guard
and manage them. The Directors are equal to 2nd and 3rd level merce·
naries. with average hit points 22 and 20 S.D.C.: mostly unprincipled
and anarchist alignments. Weapons include the bull whip. cudgel and
quarterstaff. No knives or swords are used. Annor is soft leather: AR.
9. S.D.C. 20.

The slaves are most~ sailors and pirates. Average level is 3rd. align
ments mostly unprincipled. aberrant and anarchist. No weapons! All
tools are made of wood and collected daily, to be locked up in a tool
shed.

3. Wood Tool Shed: For the slave fann; locked.

4. Duck Pen (or the slave (arm: 2D6xlO ducks. 406 geese and a
big watchdog (18 H.P.. 22 S.D.C.).

S. Grain Sitos.

6. Warehouse: For hay and crops.

7. The Mill: The largest lumber mill on the island. employs 60 citi
zens and 20 slaves. 100xl0 people present at all times.

8. The Lumber Yard: A pan of the mill. used for storage of unfin·
ished woodllogs. Employs 10 citizens and 20 slaves: mostly muscular
nonhumans.

9. Warehouse (or finished wood.

10. Warehouse (or finished wood.

II. Wagon Warehouse: 24 large wagons.

12. Lumberyard Stables: Contains 24. powerful. work horses. 304
stable-hands are present at all times. The families that own and operate
the mill and slable live nearby.

13. Carpenter: Operated by the cousins of the lumber mi11 owners.
They do excellent work. specializing in furniture and house building.

14. The Farmers' Guild House: A meeting place for fanners and
for special gatherings and jamborees. Old man Franklin and his wife re
side here as the building's caretakers.

IS. Clementine's Dairy: The largest dairy fann on the island. it
boasts a total of 32 dairy cows. eight breeding cows and three male
studs. Three families operate the fann.

16. The Roadside Inn: A pleasant. three slOry. frame building that
offers 30 rooms to visitors from other towns.

17. Green Forest Wines: A family owned brewery that specializes
in a variety of wines. fruit juices and mead. Amy and Amos reside up
stairs in the winery; their twO sons and their families Jive nearby.



18. Nardia Fruits and Vegetables: Fresh fruits and vegetables
when in season; canned. jammed, and pickled fruits and vegetabl~are

available year round. Nardia's homemade fruit pies are a well-known
specially. A storage silo is next to the markel/residence. as well as a
rickety. 20 foot (6 m) wagon and an old horse named Samson. Nardia
lives with her three daughters. their husbands and nine grandchildren
(half are boys).

19. The Paslry Shop: Cakes. pies and honey drop candy.

20. Guikl Hou~ of Artisans and Craflswomen: An active guild
house where apprentices are chosen and laught the arts of their panicu;
lar crafl. Also used as a meeting place and site of special festivals and
showings of goods. 406 women are present at any given time. 'The.
building is an attractive. four story. wood structure.

21. Lemaria Glass and Candle Works: Across from the guild
house is a fine shop filled with glassware and candles.

11:. The Cross Stitch: A handsome seamstress's shop offering
thread. sewing needles. fabrics and a variety of tailoring services.

23. Public Bath Hou~: A well is nearby.

24. Festival PavilKln: A large. open walled structure used for
dances. festivals. carnivals. theatrical shows. and so on.

25. The HaU of Justice: An ornate stone building where crimes are
heard and trials held.

26. The Park.

27. Shrine of Osiris.

28. Church of Isis: A large. ornate stone building that can seat up to
1000 people. Fendra is the live-in custodian: a 10th level priest, aberrant
alignment. 3S hit points. She is assisted by three 4th level priests and
eighl acolyles.

29. The Parade Grounds: Used by the militia for military practice.
parades and festivals.

30. Lemarla Militia Headquartenl: This is a massive, two Slory
stone building that rests at the cross-section of the city's three roads.
Part of its structure is a bay of 12 prison cells with metal reinforced
wood doors. There are two. additional. larger rooms which measure
12x 12 feet (3.6)(3.6 m) with solid steel doors.

'The militia soldiers are female warriors of 3-5th level experience.
Annor is hard 10 studded leather; officers wear chain mail. Weapons in
clude quarterstaff or cudgel. bull whip, short sword, dagger and a small
wood shield. 304+10 soldiers are present at the militia H. Q. at all
times. Additional equipment Slored al the militia includes: 4 batlie axes.
12 cudgels. 2 ball and chain. 6 long swords. II short swords, 24 spean.
10 ShOrl bows. 300 lUTOWS: 12 sets of spurs, saddles and riding gear: 10
lanterns, six 10 gallon kegs of lantern oil. 20 pairs of manacles and leg
gings. S suits of hard leather. 2 suits of studded. one chain mail (bat·
teredo only 23 S.D.C.) and one. giant-sized scale mail. The Mill_i.
Caplain is Laura the Swift: 10th level soldier. 66 hit points, 82
S.O.C.. principled alignment: I.Q. 14, P.S. 13. P.P. 19. P.B. 10. Spd. 15:
all other attributes are average. Annor is a suit of pirate splint: A.R. 16.
S.O.C. SO. Weapons: A namberge sword (306 damage). nail (206).
dagger (106). and a pair of magic. gryphon claw slaves (306 damage).
May also use a short bow.

Seatnd in Command is Lydia,the Dark Knight: Sth level soldier.
5S hit points. 37 S.O.C.. aberrant alignment; I.Q. 12. P.S. 12, P.P. 14,
P.E. 20 (+3 vs magic/poison). Spd. 10; all other attributes are average.
Annor is a suit of pirate double mail; A.R. 14, S.O.C. 55. Weapons:
Oncin pick (204 damage), cutlass (204). twin daggers (106). shon
bow (106). and a small. wood and leather shield. Lydia is also trained
in W.P. Blunt weapons. Additional items of note: Gem of Reality (see
Palladium RPG. 2nd ,.d;rion. pase 256). a magic ring which can make
her impervious to fire twice daily, twO doses of Fire Dust (see Palla
dium RPG. 2nd ,.dilion. page 254). and a ten foot length of Thread of
Iron (see Palladium RPG. 2nd ,.ditjon, page 25S).

Sergeants and other officers must be at least founh level soldiers.
and wear chain mail (A.R. 13. S.O.C. 44): average hit points 26, aver-
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age I.Q. 10. Typical weapons: spear. cudgel, shon sword and/or bull
Whip and short bow. All officers and 50% of the regulan are trained in
general horsemanship. Note: Warlocks and priests often assist the mili
tia, especially in manhunts and serious crises. The warlocks are panicu
larly active in this respect and are known as the "Protectors of the
People."

31. The Tannery: Prepares leather and animal skins for use as fab
ric. makes and repai~ boots. shoes, and other leather articles. Also
makes hats. gloves and canvas. Operated by two families.

32. Murrlum's Furrier and OutnUer: Specializes in skinning and
preserving animal pelts. with an emphasis on quality furs. Makes and
repairs coats. capes. hats and fur trim. Superior craftsmanship. As an
outfitter. Murrium provides a varieiy of trappers' equipmeni, including
snares. nets. soon bows and lUTOWS (women only). skinning knives.
tenlS and miscellaneous hunting paraphernalia. She also has a dozen.
well maintained. metal animal traps which she keeps for her shop's ex
clusive use.

Murrium is a weathered, auburn haired woman who looks like a rug
ged 50+ year.old, but is actually 40. She is an Sth level ranger. 57 hit
points. 34 S.O.C.• anarchist alignment. and knows the isla"nd like the
back of her hand. She once led an expedition into the Forbidden Area's
Fengard Foresl. Annor is studded leather, A.R. 12. S.D.C. 38. Weapons
include a throwing axe. throwing knife. twO hunting knives (all do ID6
damase). a quarterstaff and short bow. Attributes: I.Q. II, P.S. 11 (+2
to damage). P.E. 14. Spd. 13; all others average. Her two sons. Russ 19
and Bertrum 20, and daughter. Aloa 17. do 50% of the trapping and
most of the skinning. All four are respected citizens and deputies of the
militia (which is why the boys can carry a few weapons). They often as
sist in tracking criminals and surveying the forests. Munium has eight
excellent hunting dogs, and four fine bloodhounds.

Russ: 2nd level ranSer. 21 hit points. 2S S.D.C.. miscreant; attrib
utes; I.Q. 10, P.S. 15. F\E. 13: all others are average. Weapons: quarter
staff and sling. No annor.

Bertram: 4th level ranger. 30 hit points, 25 S.O.C.• anarchist: atuib
utes; I.Q. II, P.S. 20(+5 to damage). P.E. 15. Spd. 12: all others are av
erage. Weapons: quarterstaff. sling and hunting knife. No annor.

Aloa: 3rd level ranger. 24 hit points, IS S:O.c., unprincipled: attrib·
utes: I.Q. 13. P.S. II, P.E. 15, P.B. 14. Spd. 16: all others are average.
Weapons: throwing axe. knife. quanerstaff and short bow. Annor is
studded leather or soft leather.

33. The Healer: Ainora is a 64 year old widow. renowned for her
healing powers and sentle disposition. A public healer. she will tum no
one away. including slaves. Knowledgeable in the ways of medicine
(Holistic medicine skill 9S%). Rinora is a 10th level healer: I.Q. II.
P.E. 15. Spd. 6: 49 hit points. IS S.O.C.. IS2 I.S.P, principled align
ment. Even though she is slowing down with age, Rinora is intellisent.
clever. witty and astonishingly deadly with a knife (W.P. knife at 10th
level proficiency). Never uses annor, or any weapons other than knife
or frying pan.

34. The Cross Road Militia: This is a medium·sized jail house lo
cated at the junction of the Hangard Road and Halto Trail. It is also in·
tenlionally near the Slave Holding Yard. The building has four. small.
6x6 foot (I.SxI.S m) cells. and one. large. 12x20 foot (3.6x6 m) cell.
ALL doors are metal.

Captain Maria the Bold commands 24 soldiers. 206 of which are
present at the outpost at ALL times. Captain Maria is a 6th level soldier.
43 hit points, 3S S.O.C.. scrupulous alignment: attributes: I.Q. 10. P.P.
14. Spd. 12; all others are average. Chain mail: weapons include mace.
bull whip and long sword. The soldiers have the standard equipment
(see 1130).

Additional equipment kept in the building is limited 10 a dozen.
small wood shields, a dozen cudgels, half a dozen spears. four lanterns.
and a dozen manacles. All are kept under lock and key to avoid falling
into the hands of riacing or escaped slaves.
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35. The Slave Holding Yard: A slave complex surrounded by a 20
foot (6 m) tall. stone wall. This is where all the victims of shipwrocks
are taken for interrogation and indoclrination. One building is a son of
minimum security prison. or holding yard. It can contain up to 60 new
comers comfonably. This is where prisoners who have exhibited a will
ingness to work within the system. and victims of shipwrecks who have
shown a desire to join Lemarian society are taken~ 1be other buildings
are maximum security prisons where known. hardened criminals. and
lifetime slaves with a history of violence are kept. 1lIe facility holds a
tOlal of 120 life-timers.

Twenty-four guards are on duty at all times. Shifts change every six
hours. Rolda. captain of the guards. lives at the facility. She is a wily,
36 year old. 6th level earth warlock, with a yeaming for danger and
combat. Alignment is anarchist 42 hit points and 2S S.D.C. Weapons
are limited to a bull whip and cudgel. Annor is a full suit of studded
leather (A.R. 12. S.D.C. 38).

A typical guard is a 3rd or 4th level soldier with about 24 hit points.
&:juipment is hard leather annor. A.R. 10. S.D.C. 30. cudgel and quar
terstaff. A dozen spears, two dozen small wood shields, six bull whips,
six broad swords and 12 bows and lUTOWS are locked away in the stone
guard tower.

36. Temp~ of Light and Dark: Operated by two. 4th level priests
and six acolytes. Seats 200.

37. The Pig Farm: Operated by one large family, including sisters,
brothers, nieces, nephews. cousins and in·laws. Stock includes a dozen
prime breeding sows: 404x 10 pigs for slaughter: three olclt but strong
work horses. and two dozen or so ducks. Six walCtKlogs have free rein
around the farm.

38. The Cassandra General Slore: Offers everything from fishing
line. farm tools, cooking pots. pans and utensils, to fabric and food
stuffs.

39. The Town Square: 1lIe site of festivals. dances, occasional
open market fairs, as well as public executions and punishment, such as
the stocks and public nogging.

40. The Hangard Inn: A pleasant inn/boarding house used by visi
tors from the other towns.

41. The Iron Sur: This is the only public metal shop and smithy on
the island. A young, hulking woman named Kilinda works the smithy
with her sister and six male assistants. Products include nails, clasps,
animal traps, tools. pots, horseshoes and so on. No weapons or annor
are made or sold to the public. However, the Iron Star does restore and
repair salvaged weapons and annor for the govemment. priests. war
locks and militia. Consequently, 206 spears. 106 swords. and 106 mis
cellaneous weapons. are on the premises at most times. Kilinda is a 6th
level merchant and 3rd level mercenary. Atlributes of note: I.Q. 10, P.S.
20. P.P. 14. P.E. 18; all others are average. Hit points 48, S.D.C. 28.
alignment principled. Her armor is scale mail (A.R. IS. S.D.C. 7S: worn
only for combat). Weapons of choice include a namberge (306 dam
age), cutlass (204), morning star (206). and small metal shield. All
items are officially sanctioned by the church and government. The as
sistants are ordinary people with no combat training, but an average
strength of 18, hit points about 20 and 14 S.D.C.

42. The Broken Cnx:k: A shop displaying the excellent wares of
Nurie. a master poller.

43. A Shrine to Isis.

44. The Church of Isis: The grounds for the Church of Isis are en·
closed by a 12 foot (3.6 m) tall. stone wall created by the warlocks. The
complex is showy, but restrained. It serves as the seat of government. as
well as church headquarters. In another city, this might be the king's
palace.

A. The Garden is doned with little shrines to Isis and the other gods
of light. It is often used as a quiet place for meditation or relaxation.

B. The Champions of Light is another, less flowery. garden, with 10
foot (3 m) statues of each of the gods of light and includes a memorial
statue of Cassandra. the high priest who established the city and sociely
of Lemaria. 67

C. 1lIe House of the Faithful. This is a nice three story building
where lhe aCOlytes who assist and serve the priests live. 404 acolytes
are present at any time. All are female.

D. The Palace of Light. This is "the" church. Within its walls reside
the high priest of Isis and ruler of Lemaria (10th level), her aides. and
other, critical. government officials; about 100 in all. Offices include all
guild masters, judges, militia general, and other key positions within
Lemaria's simple socie!y.

Forbidden Isle of Set
Note: This is a moderately difficult adventure for mid to high level

characters or a large number (eight or more). Game Masters will have to
modify the adventure by reducing the number of demon encounters for
small or low level groups (3rd level or less). It is designed as an outline
of places and people - the basic adventure being that the player char
acters come to' explore the island and their exploration leads' to danger
ous discoveries and encounters.

G.M. Background
Nestled in the nonhern lip of Shadow Lake is a tiny island thai is

shunned by the inhabitants of Lemaria. Religious doctrine has decreed
Ihe island to be the evil god. Sel's. eanhly abode, and a place to be
avoided by followers of Isis and the gods of light. Rumors and tall-tales
recount the adventures of blasphemers who sought to ally themselves
with Set and noble warriors who sought to casl him out: all of whom
perished at the hands of Sel's demon horde which prOlectS the isle. All
of Lemaria's inhabitants know (or are at least convinced) Ihat the For·
bidden Island is inhabited by Set and his demons. although specific sto
ries will vary from person to person. It is imponant to note that lhe
inhabitants are so fearful of the Forbidden Island that even the authori
ties will not set fool on its soil for any reason.

1lIe Forbidden Island of Set is an insignificant lump of earth that
barely Slrelches two miles nonh and south, and one mile wide. Except
for patches of scrub. charred earth and unnatural, barren hills, il is en·
tirely woodland. Scattered. broken-down. and seared tree. stand as mute
testimony to the demons that are said to roam the land.

The Forbidden Island is inhabited by an array of demonic beings.
butlhey are not the minions of Set or any other deity. About 300 years
ago. a Western Empire merchant ship crumpled in lhe hazardous walers
that surround Lemaria. Among the three Elven survivors was lIIinor. a
SummonerlDiabolist. whose ambition necessitaled his immediate depar
ture from the West. Hoping to hide away at the Kingdom of Bizantium.
he suddenly found himself cast upon an unchaned island some 300
miles (482.7 km) shon of his destination. However, he and his two fel
low castaways would manage to tum their dilemma into good fonune.

During the months that followed. the three elves became good
friends. There was beautiful Lady Folo. intelligent. capable and as
deadly as any cadet to graduate from a Western Empire Officers' Acad·
emy: the dark eyed. inventive and keenly observant student of magic,
Chandar: and the crafly lIIinar.

Survival and recuperation was easy for these three. They selected the
tiny freshwaler island. now known as the Forbidden Island of Set. as
their base of operation. lIIinar convinced his companions that the un
chaned island could serve them well for the moment (its isolation from
the world was an element that appealed to the hunted lIIinar). They eas
ily avoided the fledgling human society at the other end of the island,
and he promised that all three of them would benefit from his experi
ments with mystic circles. Among his promises was the allure of im
mortality and riches. Combined with the camaraderie forged through
their ordeal, the three were united with dreams of future greatness. By
means of lIIinar's circle magic and salvaged components, Fala and
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Chandar were scnt to Bil.anlium to tidy up their affairs and secure the
Summoner's iII-gonen riches (which he had wisely sent ahead). In. this
way they were able to gather everything they could possibly need and
even purchased the services of masons and carpenters who were magi
cally transported to a secret location (they felt certain to be in the North
ern Wildemcss) to build the estate. Catlle, furniture and other
commodities were transported in the same fashion.

ll1inar sct about his work, interpreting and modifying ancient circles
which he believed to hold the secrets of immortality. Fala and Chandar
managed the estate. hunted the plentiful game (much of which was
summoned by llIinar). and visited the Kingdom of Bi:z.antium and her

border towns for supplies. world news. recreation and excitement. Only.
Illinar remained secluded on the little isle. obsessed in his circle experi.
ments. His only respite was spending time with his beloved Fala and tu
toring Chandar in the ways of mystic circles and symbols. Fortunately
for the three. llIinar was not a jealous man and recognized the friend
ship between Fala and Chandar as the love one expresses for his brother
or sister.

As the years stretched into decades of failure. lIlinar became even
more reclusive and frustrated. Each defeat ate at his soul like a hungry
wolf. On the eve of their SOth anniversary on the island. lIIinar bid his
love and his friend to leave the island for he feared his quest was but a
mad dream he could never capture. This was not the youthful, debonair
mage of 50 years pas!. This Illinar watched the shadows of his housc as
if he expected something horrible to emerge from them at any moment.
His limping, shuffling gait bore testimony to a fruitless pact with one of
the many demons he now cavorted with. as did his many scars and
white hair. He called regularly upon dark forces which seemed all too
happy to serve him. Demonic servants patrolled the estate to protect
home and master from prying eyes.

Fala chose to stay because she loved llIinar more than ever. Chan
dar. who had learned all he could from lIIinar, remained because he be
lieved the Summoner was at last on the threshold of success. Chandar
was a patient man who enjoyed these idle years. He could afford to wait
a few more years for immortality. Six years later. Chandar's patience
was rewarded. After decades of agonizing failure, lIlinar was successful
in creating a circle that impaned immortality upon its user. Unfortu
nately, the circle is inherently flawed, inflicting any number of debilitat
ing side effects upon all who enter it. Side effects which have driven
both fllinar and Chandar irrevocably insane.

Now. hundreds of years later. the three still live. but in a nightmarish
world of fear and delusion. The plush. three story manor house is a di
lapidated hovel which one must wonder if it would still stand at all if
not for magic. Its shadows seem alive. and dreadful creatures freely
roam the isle.

Denizens of the
Forbidden Isle

It's critical that the Game Master understand each of the three elves
and how they relate to each other. This section stans off with:

Fala
Fala is the only (comparatively) sane member of the three Elves, and

the only one likely to be encountered outside of the Manor House or
shortly after entering the house (alerted by her wards). She is also the
only one who has not set foot in the flawed Circle of Immortality. Con
sequently, she has preserved most of her sanity and continues to age.
Unable to tolerate the company of demons or the tragic changes in her
beloved minar, and Chandar. she has chosen to live away from the
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manor house. Since the only way off the island is through Illinar's
magic, she lives a humble life in the forest, living off the land.

Fala Livv's ranger training is the result of her early years at an offi
cers' academy in the Western Empire. She later studied Diabolism to
assist (and better understand) lIIinar. A life of relative leisure, seclusion
and despair has severely retarded her growth in all areas of knowledge.

A good and caring person. Fala will warn any intruders on the is
land, pleading for the~ to flee before they are destroyed by the demons
that inhabit the area. Evil characters who disregard her warning are left
to their fale. If the group is predominately good. and if they make the I

right overtures, she may join them for a short period. However, Fala
will not help the characters to invade the manor (it's wrong), nor will
she have anything to do with killing lIIinar or Chandar. Depending on
circumstances. she may be able to intervene on the group's behalf with
the Gargoyles, Gurgoyles or the Night Owl, but only for a short time.
lIlinar may be momentarily thwaned or confused by Fala standing with
the group, however, Chandar, his Shadow Beasts, and most of l1linar's
demons will not be so easily swayed. They are likely to even take this
opportunity to slay Fala and blame her death on the intruders. Likewise,
the group's interference could lead to the capture or demise of Fala, mi
nar and themselves, if they inadvenently help Chandar.

Alignment: Unprincipled
o.c.e. Split Class: 6th level Diabolist and 4th level Ranger.
Attributes: I.Q. 13, M.E. 9, M.A. 12, P.S. II. P.P. 22. P.E. 14. P.B.
22, SpcI. 10
Hit Poinl5: 54
S.D.C.: 26
P.P.E.: 80
Appearance: 5 feet, 10 inches (1.75 m) tall. 140 lbs. (63 kg). By hu

man standards. Fala appears to be an outstandingly beautiful
woman, tall and elegant, in her mid to late fonies (she is actually
481 years old). It has been many years since she has looked at her·
self in a mirror. or paid much aUention (0 her clothing. so she will
have a wild, rugged look. with dishevelled hair and dressed in auire
suitable for her wildemcss/ranger lifestyle.

Skills of Note: All basic Diabolist skills and abilities at 6th level profi
ciency. Horsemanship: General. readlwrite Elf and Western 98%.
speaks Elf, Dwarf, Gobblely, Western & Northern 98%. basic math
95%, lore: demons & monsters 65%, climb 55/50%, land navigation
70%, identify plants/fruits 55%, holistic medicine 45/35%, prowl
50%, cook 65%, swim 55%, W.P. Blunt (6th level). plus W.P. Short
Sword. and W.P. Short Bow. both at 4th level proficiency.

Combat Skills: Hand to Hand: Basic (4th level proficiency).
Altacks Per Melee: Four
Bonuses of Note:..-I on initiative• ..-5 to strike• ..-7 to parry and dodge,

..-2 to pull punch, and ..-2 to roll with impact.
Weapons usually on her person: She keeps two daggers hidden in her

boots (106 damage each), and a silver edged short sword, high qual.
ity, dwarven craftsmanship. at her side (106+3 damage). Usually
strung over her shoulder is a short bow and a quiver of 30 arrows
(106 damage each). If she anns herself for trouble she'll also carry
along a small hand axe (106 damage). a magically invisible mace
(206 damage. indestructible and..-2 to strike and parry). and a small
iron shield.

Other Items or Note Include: Six cloves of garlic. a small mirror.
small crucifix. one vial of holy water. meat cleaver (106 damage).
50 ft (15.2 m) length of rope, cooking utensils, half dozen snares.
back pack. large sack. and 526 gold coins.

Armor: She commonly wears a suit of worn studded leather (A.R. 12.
S.D.C.35).

Insanitks: Suffers from depression and melancholy.



Chandar
Chandar Quest (his true name) has become truly evil. and is 0b

sessed with lerrible Kl'lemes 10 innici upon his friends and the unsus·
pecting inhabiwlls of lemaria. Twisted and maniacal, Chandar derives
great p&easure from lonnenling other living creatures. Though still fear
ful of llIinar and his minions. Chandar is ready 10 make his fTIO\IC 10 de
stroy the summoner and the Lady Fall. He simply waits for the most
opportune moment. SLK:h an opponunil)' may be inadvenc:ntly supplied
by lhe appearance of the player characters. whom he'll try to use in his
scheme to destroy his old friends.

Chandar is no fool and recognizes Allie the Succubus. OIlU the
Night Owl and the Gargoyle as his obstacles 10 slaying lIlinar and Fala.

If possible. he will aUefnpt 10 de«ive the player characters into attaCk
ing all the demons and Shadow 8easls which are the minions of lIIinar.
He'll claim thaI the monsters are only the beginning of a demon anny
that llIinar plans to send against Lemaria and then Biunlium. He claims
thai he is a slave of the madman and frequently subjected to tonure (he
pretends he has little power and is tOO lcnified of lIIinar to take any ac·
tion himselO. He may even stage an atlack on !he group by one of "his"
Shadow BeaslS pretending to be a minion of llIinar. If Chandar lhinks
the group has a genuine chance of defealing lIIinar and his demon ser
vants. he will sccreI1y aid them with his magic and Shadow Beasts. Af
ter lIIina! and his minions arc deslroyed. Chandar will tum his
attentions to capturing. lorturing and. ultimately. slaying the members
of the player group. before SCat"Ching for Fala. The only thing that may
delay the group's demise is if the madman believes he can continue 10
use them as his pawns. Chandar will never fight to the death. If defeal
seems at hand he will always allempt to escape. sum:nder. or feign
death.

Chandar's plans for Fala arc 100 grisly 10 describe. SuffICe it 10 say
thai they involve prolonged agony and degradation. He will murder
anybody who stands ~ween him and Fala. Clever and conniving. he is
likely to bide his time if the group seems 100 powerful; secretly follow
ing them and sulking when they arc leasl prepared.
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Alignment: Miscreanl and insane.
a.c.c.: Split Class: 8th level Summoner and 2nd level Diabolist.
Attribules: I.Q. 14. M.E. 13. M.A. 6. P.S. 10. P.P. 12. P.E. 9. P.B. 9.

Spd.12
Hit Points: 66
S.D.C.: 15
P.P.E.: 152

Appearance: Chandar appears to be a middle-aged elf of rather ordi
nary appearance (51rikingly. especially to other elves. he is fKM par- •
ticularly attractive). or medium heighl. he seems ralher bony. and as
if his arms and legs arc a bit 100 soon for the resl of his body. He is

immortal.
Skills or Note: Knows all the bask knowledge of the Summoner and

Diabolist O.C.c.s (he was lIIinar's student). Circles of power in·
clude animate dead. command. dominalion & conlrol. dimensional
Rift. pain. and power, knows all summoning and proteclion circles.

Horsemanship: General (8th Level). prowl 50%. basic math 98%.
first aid 65%. use & recognize poison 52'if:I44%. demon & devil
l....ort: 10..1 Magic Lore 65%. and history 65%. Read & wrile Elf.
Dwarf and Weslern 85%. forgery 65%. and speW Elf. Dwarf. East
ern and Western 98%. Northern. Wolfen. Goblin and Ogre 80%.
W.P. knife. W.P. cross bow. W.P. large sword.

Combat Skills: Hand to Hand: Basic (8th level)
Atlacks Per Metee: 4
Bonuses: +3 10 damage. +3 to parry and dodge. +6 to save vs H.F.
Weapons usually on his person: Silver dagger. magical Gryphon Claw

gloves (206 damage). diamond ring of invisibility (3x per day). two
yellow smoke bombs. and one dose of pixie dust.

Weapons carried into combat: Silver broadsword (206 damage). magic
throwing ue (106 damage. returns 10 lhrower). and cross bow. If he
has lime to prepare. he will nearly always coat his weapons with poi
sons. including witchbane (4 doses). Basilisk's eye (3 doses) and

scorpion's blood (6 doses).
Spec:ialltems or Note: Compact mirror. silver cross. chann (+ 1 prolec

tion from psionics). and a potion of eXira healing (restores 206 hit
points). Scrolls (all 5th level spell equivalents); Call lightning (2).
supemuman strength (I). magic nel (2). and metamorphosis: human.
See Chandar's room for addilional itemS and monies.

Armor: None. if caughl off guard. but wears magic leather (of iron) if
danger is expecled; A.R. IS. S.D.C. 12.

Magie Combat: Via scrolls. circles or demons under his sway.

Insanities: Chandar's madness is also the direct result of the nawed
Circle of ImmonalilY. A phobia of small animals prevents him from
leaving the house very often and has his minions working as mouse
and rat calchers. Othet insanilies include a phobic fear of heights. $.I'

dism. and paranoia: secrelive. reclusive. UUSIS nobody. fKM even lIIi
nar and Fila (he knows they're 00110 gel him. especially lIIinar. so
he betlet get them before lhey get him). He prefen the company of
his Shadow Beasts or demons. He has also grown CNel and sadistic.
and secretly plots the slow, painful deaths of lIlinar. who he holds
responsible for his madness. and Fala. who shuns his wickedness
and sudden desires for her. These growing obsessions serve to keep
Chanda! on the island until he can destroy his old friends.

Chandar's Demons: In addilion to the Shadow Beasts. he has foor
Shedim and a Cooril to serve as h.is minions; primarily as lackeys and
mouseJral catchen.

Chandar's Shadow BusIs: Where lIIinar is served by demons.
Chandar has accumulated a number of black-beaned Shadow Beasts as
his servants and pawns. The Shadow Beasts are not classic demons or
deev;ls. bul other-worldly. supemalUral beings of a diabolical nature.
1bey arc large. fiCl'CC predalors who draw theit strength from the dark..
cool shadows of the PaJladium world. Tbey arc al theit weakest when
revealed out of shadow (in full daylight. or very strong aniflCial light).
bul even then they arc deadly and terrible foes. Chandar has 104+2
Shadow Beasts plus Levilthan in or near the man<M'" house at all limes.



plus llnOl:hcr 206+12 lei loose in the Forest of Despair where they are
allowed 10 mLlrder any who they encounter. Ir Chandar is slain. all the
Shadow Beasts (ucepl Leviathan) will inswu.ly disappear back 10 their
home dimension.

Leviathan the Shadow Beast
To human eyes. the monster is a hideous beasl. beautiful only in that

il seems sleek and funcltonal. like some animaled killing machine. And.
10 anyone other Ihan a Shadow Beasl.. Leviathan woo.ld seem 10 be gen
derless. 1be uuth is that Leviathan is a female of her species. and a rare.
gr~Q/~r Shadow Beast. In her home dimensm. the females are larger
and stronger lhan lhe males. and fighl each other to rule over and domi
nate armies of males. Thus. she will not tomle other female Shadow
Beasts in her realm (she has come to think of the entire Palladium
WOI1d as her domain) and feels. sense of rivalry with Fala and. espe
cia!ly. Allie. All of the othe1' Shadow Beasts are males under her com
pletc: conlrol; she has destroyed any other female Beasts conjured by
ClwKIM.

She seems 10 act IS Olandar's ioya! servanl. but rully serves only
herself. In spite of the appearance of servitude. Leviathan despises
Chandar. In Leviathan's glillering eyes. 0wIdar is a whimpering cow
ard - a nothing. In fact. if Chandar is killed. Leviathan will stay in this
dimension 10 wreak. her own brand of mayhem. Her plan is 10 make the
Palladium World her own domain. However. in order to do so she will
again need male Shadow Beasts (aU those summoned by Chandar will
disappear when he dies). so her plan is 10 seek oot another mage capa
ble of the Summon Shadow Beasl spell. One of the player characters
may be seen by Leviathan ujuSt such I powerful ally. She wil.l also s0

licit demonic and mon5lJ"OUS minions to serve and worship her.

uviathan, Gre:al~Shadow Beast, In Darkness or Shadow.

Attributes: .l.Q. 12. M.E. 10. M.A. 8. P.S. 38. P.P. 24. P.E. 30. P.B. 9
(to other Shadow Beasts she is effectively a P.B. of 18). Spd. 34. Super
natural P.S. and endurance

Hit Points: 120 (306x 10+20)

S.D.C.: 60 (3D4xIO)

Natural A.R.: 16

P.P.E.: 14 (406)

Attacks Per Melee: 6

Damage: S06+1O damage from claws. punch, kick. or bite. or by
weapon.

Bonuses (in addition to allribLlte bonuses): +3 on initiative, +2 10

strike. +4 to parry and dodge. +12 to save vs horror factor. and can re
generale hit points at a rate of 406 per melee roLlnd!

Skills of NOle: Invisible in shadows and darkness. prowl 90%. climb
80nS%, land navigalion 80%. tnK:k 60%, wilderness survival 90%. and
can understand Elven, Western. and the language of her creator.

Leviathan: In Daylight or Bright Artificial Light
Altributes: I.Q. 12, M.E. 10. M.A. 8. P.S. 19. P.P. 12. P.E. IS. P.B. 9

(to other Shadow Beasts she is effectively a P.B. of 18). Spd. 17. Super
nalUral P.S. and endurance

Hit Points; 60 (half)

S.D.C.: 30 (half)

Nalural A.R.: 16

P.P_E.: 14

Attacks Per Melee: 3

Damage: 206+S damage from claws. punch. kick. or bite. or by
weapon.

Bonuses (in addition to attribute bonuses): +1 on initiative, +1 10

~trike. +2 to parry and dodge. +12 10 save vs horror factor, and can re
generate hit points al a rale or 206 per melee round!

Skills or Nocc: All the same but at half.

Vulnen.bility to Light: Same as all Shadow Beasts.
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Typical (Male) Shadow Beasts
Except for Leviathan. all of the Shadow Beasts possess identical

physical and mental facullies. Only their individual temperaments vat)'.
uSLla.lly from bad 10 worse. When locked in combat. these fool creatures
fight hard and diny. giving no qLlaner and asking for none in return.
Shadow Beasts thrive on combat and bloodlening. but enjoy the thrill of
a hunl more than anything in the world. 1bey have no need or want of
wealth. magic or powor. instead they enjoy inflicting horror: subsisting
on • diet or mayhem and destruction. challenging and hunting warriors.
loying with and torturing the innocent. and all acts or brutal evil. More
animal than human. these in~idious predators feasl on the blood and
flesh of their victims.

Each Shadow Beast will reluctantly obey the commands of Chandar.
In other words. they'lI happily obey when il serves their purpose or is
something they enjoy. such as any order to anack or kill. but anemptto
find some way to ignore commands thai don'l ~uit them. Commands
from Leviathan. however. are oI;leyed instantly and to the kner.

Ap~nce:Massive creatures with jet black fur. skin. and eyes that
are a fealunles.s dull grey. They stand 9to 12 reet (2.7-3.6 m) tall.
with sharp claws and wicked fangs. Deadliest or aU is the'ir ability to
completely merge into the sma!1esl shadow. becoming complelely
invisible_ While hidden in ~hadow~ they are undetectable. even by a
See the Invisible ~pell. ~ince they are nc:M uuly invisible. bul one
with the shadow.

Abililies in darkness or shadows:

Attribules: I.Q. 7. M.E. 7. M.A. 7. P.S. 30. P.P. 24. P.E. 30. P.B. 4.
Spd.24

Hit Points: 90; S.D.C.; 20: Natural A.R. 10

Attacks Per Melee Roond: Four

Damage: SD6 S.D.C. from c1aw~. punch. kick or bile. or by weapon.

Bonuses: +1 on iniliative. +2 10 strike. +4 to parry and dodge. +8 10

save vs horror factor. and can regenerale hit points al a rate of 206 per
melee round.



Skills of Note: Inllisible in shadows and darkness. prowl 90%. climb
8OI7S%. land Mlligation 60%. track 40'%. wilderness survival 80%, and
can undersund Elven and the language of his creator.

Abilities in the light (daylight or artificial light):
Ataibule5: I.Q. 7. M.E. 7. M.A. 7. P.S. IS. P.P. 12. P.E. IS. P.B. 4.

Spd. 12

Hit Points: 4S; S.D.C.: 10: Natural A.R. S

AttaCks Per Melee Round: Two

Damage: 306 S.D.C. from claws. puoch. kick or bite.

Bonuses: + I to strike. +2 to parry and dodge. +4 to salle liS horror,
factor. and cannot regenerate hit points.

Skills of Note: All the same but at half.

Vulnerability: Only light can relleallhem. Bright daylight. the spell
Globe of Daylight. or intense aniflCial light (equal to no Icss lhan 10
torches or S lanterns). will usually dispel all or most shadows. rellealing
the dreaded monsten. Sr.ach intense light also redlJCeS their powers. Of
courw. the CTeator{S) or holden of the aniflCiallight llR ilS fint targets.
If a fight seems hopeless. the creature(s) will flee into the nearest
shadow and hide.

IIIinar
Illinar Tolifen is a 487 year old male elf. the creator of. as well as

the lIictim of. the Circlt of Immortality. Despite his insanity. ll1inar has
moments when he is keenly alen. courageous and cunning. Howeller.
most of the time he is locked in melancholy. His greatest regret is the
loss of Fala. who has grown to loathe his unnatural relatiOfiship with
hellish creatures and his many obsessions. Although he will noc force
himself upon her. he will noc allow her to lealle the island - in his own
twisted way. he hopes to win her back. although he's done lillie to do
so. On many occasions he has sent his minions to capture and bring his
beloved 10 him. but these forced meetings only end in arguments and
heanbrea1:: for bolIi.

lIIinar's paranoia makes him a panicularly rulhless and deadly foe.
He will noc pause for negotiation or show the slightest bit of compas
sion. When he strikes. he strikes to kill. His insanities will noc allow
him thc:.luxury of mercy. for he sees ellery living creature: as a potential
foe. On1y Fala is exempt from lhis delusion. and while Chandar is toler
ated. Illinar has begun to believe that he and his Shadow Beasts are
plotting against him (which in this case. happens to be true). The insane
Summoner will usually allempt to avoid personal combat and seek ref·
uge in his sanctuary among his many circles. while his demonic min·
ions do his diny work. Consequently. his many demon servants will be
the fint to greet inuuden.

Alignment: Aberrant and insane.
O.C.C.: 14lh Level Summoner
Attribules: I.Q. 18. M.E. 17. M.A. 14. P.S. 9. P.P. 10. P.E. 14. P.B. 14
(modifm for scars). Spd. 6 (modified by limp).
Hit Points: 59
S.D.C.: 20
P.P.E.: 196
Appearan<:e: lIIinar appears to be a ponly elf. Sill feet tall. aroul'ld 200

pounds (90 kg). He is disfigured by scars and afflicted by a limp in
his right leg. He has lillie regard for his personal appearance. so his
clothing. while expensille. is lallered and diny. He is immonal.

Skills of Note: lIIinar knows all Summonet" skills and how to make all
summoning and protection circles. plus the following circles of
power: all seeing. animate dead. command. domination &: conlJOl.
knowkge. dimens)onal Rift. teleport. pain. power and wonder. Olher
sJr:iIIs include Forgery 98%. Klentify planWhuits 98%. fmt aid 98%.
recognize &: use poison 8S/7S%. doevil &: demon lore 98%. magic
lore 98%. venailoquism 90%. rcad/write Elf. Dwarf. Western &:
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Southern 98% each. speaks Elf, Dwarf, Goblin, Western & Southern
98% each. and Eastern & Northem at 40%. W.P. knife and st....es
(8th level).

Combat Skills: Hand to Hand: Basic.
Alta<:ks Per Mdft: 5
Bonuses: +4 to damage. +4 to parry!dodge. critical suike from behind

or on a natural roll of 19 or 20: kick attack does 106. +2 on ward
strength. +3 save vs all magic. +2 to circle sU'ength (18 or higher to
save).

Weapon Usually on His Person: Two silver daggCf'S. blackjack, hard·
wood staff (intricately carved with mystic symbols: 204 damage).
magic mace: of kobok! quality (spits fire balls 3 It per day; 306+2
damage each. range 40 fVI2 m. while the mace itself does 206+4
damage).

Other Weapons: Any tyJ)( of blunt weapon handy. small shield
and daggers. He will also use poison from time to time. and he has
five (5) doses each of witchbane and basilisk's eye.

Armor: None. if caught off guard. If intruders are even suspected to be
on the island. he will garb himself a full suit of lightweight chain
mail, which is also magically resistant to fire (A.R. 13. S.D.C. 64).

Insanity: Poor llIinar suffers from several psychological aberrations as
a direct result of his circle eltperimenlS and summonings. He is para·
nokl to the point that he can tolerate only the presence of Fala,
Chandar and select demonic servants. He shuns the company of al1
other creatures, including pets. Any creature that sets foot on his is
land or manor is immc:diately and irrefutably deemed to be a hostile
enemy to be chased away, or (preferably) destroyed. Prisonen are
never taken for any reason! Nor will he subject himself to lies and
treachery that may arise through any kind of discussion or confer·
~. Intrudmi arc simply eliminated by his demon hordes. no ques·
tions asked or mercy shown.

ChanK"tCf'S capable of metamorphing into animal form will not
find safety either. Both JI1inar and Chandar hate and fear rodents and
small animals and have their minions constantly eltterminating them.
Both of them have instructed their respective demon servants to slay
any and all life forms that may enter the manor. Only Fala, Allie (his
succubus companion), and his most trusted demon minions are toler·
ated. It's imponant to OOIe that while lIIinar believes all living crea·
tures are OUt to get him, these paranoid delusions are not to the point
of phobic, numbing terror. Rather than cringe or hide in fear. he will
view the presence of even ordinary animals as a potential threat and
a conspiracy which must be stopped quickly and systematically by
killing them.

Whal does terrify him is open spaces. This phobia has turned Illi·
nar inlO a recluse who will not leave his manor house for any reason
except, perhaps, to save Fala (01-40% chance). He spends 'X>% of
his lime locked away in the basement.

OIher eccentricities include an extreme jumpiness, deep sorrow
over the loss of Fala, a growing dislike of Chandar, a sensilivity to
bright light (lives almost totally in the dark), and an lIJUtelY about
shadows and Shadow Beasts. The latter is not an uroeasoning ph0
bia, but rooted ;n the fact thaI an early failed circle invoked the
wrath of a half dozen Shadow Beasts. This fear is compounded by
the fact that Chandar intentionally summons Shadow Beasts as his
personal aides. lIIinar's insistence on living in darkness may be his
allempt to prove he is not afraid, or that he welcomes death to cs·
cape the trap of immortality.

II1inar's Demons
The demons under llIinar's command are surprisingly loyal. particu

larly AU;~. the Succubus. Over the long centuries. lI1inar has summoned
and dispellt:d a number of demons. until finally coming up with the cur
rent batch. They will not betray him unless they themselves are threat
ened by inescapable peril. However, they may lure interlopers into
grealer danger by prru'ndin/: to hate, fear or betray the mad Summoner.

Two Gurgo)'/~s, on~ GQrgo)'/~, and a Succubus, are kept in the manor al
all times. Of the greater demons, two MagolS patrol the forest near the
hills, two Gallu Bulls roam the remaining forest, and a Night Ow>'1 who
comes and goes as he pleases. Less vigilant arc a handful of SMdim and
a few mischievous Couril who roam the island and neighboring woods.
In addition a number of Worms of Taut and entities live in the area, all
beings acdderllally summoned and leI loose onto the island.

Note: If IIIinar is killed, his demons will desen the island to wreak
mayhem elsewhere. but the unallied and wandering entities and Worms
of Tlut wilt remain.

Allie - Succubus
Allie is no longer a simple demon. Her 232 years wilh l1Iinar has

taught her some basics of circle magic and Diabolism, as well as how to
love. When Allie was first summoned by lIIinar, she immediale1y took
the fonn of a beautiful. seduclive, young elf, and attempted to use her
appearance and charm gaze to lure lIIinar into her arms to slay him. She
quickly leamed her place as a subservient minion and over the decades,
has fallen in love with her denlllged master. Al1te has become Illinar's
companion and consort. As long as he lives, she will do her best to
please and protect him. As far as Fala is concerned. her feelings are
mixed. She likes to observe Fala, since she is still ll)'ing to figure out
what it is about Fala thai has .so captivated lIIinar. Somc:times she even
wishes the two couk! recapture theillove and live happily ever after. On
the other hand. Allie is jealous thatlllinar loves Fala more than her, and
has dreamed up a hundred different imaginary ways 10 desuoy her. AI·
lie believes that Fala is all that prevents lIIinar from loving her com
pletely. but realizes that if she is responsible in any way, for Fala's
death, lIIinar will hate her fcxever. Much to Allie's chagrin, it has fallen
to her to save the woman on twO occasioos - which has at least eamed
her lIIinar's IlUSt and gratitude (she'll take every liule bit of affection
and approval from him thai she can). Still it galls her. Allie's current
plan is to simply outlive the elf maiden. She. like lIIinar, is immonal,
and Fala is not, so sooner or later, Fala will die and lIIinar will tum to
her (or so she's decided).

So, what would happen if lIIinar were to die? This is potentially the
most interesting, and most eltplosive, situation in this scenario. If Ute
player characters are not responsible for lIIinar's death, and Allie is be·
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friended by a sympathetic player cl\aracter (or even Fala). the succubus
will remain in the Palladium World and might even join the group as an
NPC. With decades of the righl innuence. she could continue to grow
and develop as a student of humans and maJlic. with the potenlial to
change her aJignmenltoward good (anarchist or unprincipled is the best
one can hope for). Then again. if she is treated badly. she: could easily
reven to her evil and vengeful nature and flee the island to fmel monaIs
to manipulale. use and abuse.

Alignmenl: Aberrant (Confused)

Allributes: I.Q. 15. M.E. 21. M.A. 18. P.S. 19. P.P. 20. P.E. 19. P.B.
27, Spd running: 14; nying: 18. Supernatural strength.
Size: 4-16 feel (1.2 to 4.9 m) shape-changing range of height. Currently'

appears 10 be a beautiful. young. 6 fl (.8 m) tall. elf maiden. lIS if she
were a twin of Fala. but much younger.

Natural A.R.: iO
Hit points: 41
S.D.C.: 40
Anrqt: P.P.E.: 152
Horror Factor: 12
[quinnl O.C.C.: Not Ipplicable: relies on nllUI'I magic abilities:

see skills of note.
A,·tntge L.e:,·et 0( Experience: Noc applicable.

Combal: Four hand to hand allacks per melee round.
Skills or Note: Allie has leamed much from Illinar and from obsel'Ving

Fala. about circles and symbols. She can read runes at 60%. read
mystic symbols 90%. recognize circles 85%. recognize wards 32%.
and knows all basic power words. Also among Allie's skills are
devil & demon lore (98%-who would know it better'?). basic math
88%. and Iilerale in Elven: speaks all languages 98%.

Bonuses (in addition to aUribule OOnuteS): +2 on iniliative. +2 to
slrike. +2 parry and dod~. +4 10 pull punch. +4 to roll with impact.
+1010 save vs honor faclor. +2 on aJi saving throws. See SUpernaIU'
ral P.S. chan in the RPG for physical damage.

Nalural Abilities: Nighlvision 100 feet (30.5 m). good day vision.
good hearing. fife resiSlanl (half damage). dimcnsionallelepon 14lJl.
knows all languages. and bio-regenet'1lte 206 S.D.C. or hil pointS
once per melee round. Also sec magic.

Psionic:s: None
Nalural Magic Abilities: Melamorphosis inlO any humanoid creature

for an unlimited lime. Cannol impersonate a specific penon. Costs
only 20 P.P.E. Plus lhe demon can cast the following spells: calling.
chann. love chann. charismatic aura. trance. escape. lum dead. and
repel animals. all equal 10 a 6th level wizard.

Note: May wear annor if she likes. 001 usually wears beauliful
c1Olhing. A pair of sTrnllIl black wings prouude from her back.

Allies: The succubus may wort with and protect the player characters if
they are fighling Chandar and his Shadow Beasts or protecting lJIi

naror Fala.
Enemies: Allie despises Chandar and suspects he plans on Ir)'ing to kill

lIIinar. 1bere are only twO beings that Allie hates more: the Shadow
Beasl known as Leviathan. and FaiL Allie has fallen in love with her
master and sees Fala as standing between them. She's done every
thing in her power 10 make lIlinar forgel her. but to no aVlil. In a
desperate attempt 10 win his love. she has assumed Fala's image as
her own. Illinar and Allie have been 10vel"S. and the two share a
genuine (and uncommon for demons) affection for each other. but
she knows it is not the same kind of love (and obsession) he has for
Fala. lliears her up 10 see her love always so sad and lormented. bUI
she knows if she should ever do anYlhing 10 hann Fala she'd lose
him forever. Thus. she: bides her lime (Fala is. after all. a long. lived
bul monal elf) and comfons and protects lIIinar the best she can.
Anybody who Ihreatens Of harms the mad Summoner will have 10
answer to a hate filled Allie.

74

Frod, the Gallu Demon Bull
Frod wanders the island in search of victims and mischief. and he

sometimes fights with Chandar's Shadow Beasls for fun. The demon
0011 also leaves the island from time to time to wreak mayhem among
the humans of Lemaria Island. Boredom inspires a great variety of evil
and mischief in this intelligent (well. inlelligenl compared to other
Gallu) and lreacherous creature. He is the least loyal of lIIinar's de·
mons. and sees Allie'~ affectiOfis as foolish and degrading 10 demonk

indo

Frod lords over all the lesser demons. except for Allie and the Night
Owl (who treals him with conlempl). He often brawls wilh them simply
10 usen his dominance. After moo: than a hundred years of abuse. the
Shedim have plenly of reasons to keep their heads down and SCl'Ve Frod
and his master. llIinar. without queslion or hesitation. They tend to vent
their frustralions on lesser beings. like the player characters and other
monaI inln.lders.

Alignmenl: Miscreanl
Attributes: I.Q. II. M.A. II. M.E. 12. PS. 36. P.P. IS. P.E. 20. P.B.
12. Spd. 90 NMing. Supematul'lslJ'eflgth and endurance.
Size: 14 feet till (4.2 m): 1000 pounds (450 kg).
Appearance: A huge. black. minotaur.shaped crealure.

N.lural A.R.: 15
Hil Points: 36
S.D.C.: 80
Average P.P.E.: 90
Horror FadOf': 13
Equivalent O.C.C. Skills (spedal): Basic math 82%. litenue in

Dragonese/Elven 98% and two other languages of choice. intelli

gence 88%. U1ICIt humans .50%. wilderness survival 70%. land navi
gation 8S%. swim 80%. climb 70%160%. dance 80%. demon &
monster lore 80%. faerie lore 60%. W.P. chain. W.P. axe and two of

choice.
N.tural Abilities: Nighlvision 90 ft (27.4 m). sec the invisible. tum in·

visible II will. dimensional telepon 60% +1% per level of experi·
ence. fire resistant (magic fire does half damage). magically knows
all languages. can leap 40 feet (12.2 m) and bio-regeneration 206
S.D.C. or hil poinlli per melee round.

Comba.l: Six physical attacks per melee or lWO by magic.
Daruge: The following are in addition to the supernatural P.S. dam

age: aawed hands 106 damage per punch. leap kick +<i, bile 104.
head bUll wilh horns 206 damage. running ram with hom 406 dam·
age plus has a 60% chance of knocking an opponenl off his feel
(counlli as two attacks).

Bonuses: +2 on initiative. +3 10 strike. +4 to parry and dodge. +4 10
pull punch. +3 10 roll with impact. +2 on all magic saving throws. in
addition 10 Ittribule bonuses.

M-eic: P.P.E. 90. Limited magic powers: Blinding flash. cloud of
smoke. globe of daylight. thunderclap. fear. repel animals. animate
& conuol dead. lum dead. exorcism. remove CUBe. luck CUBe. ph0
bia CUBe. and heal wounds. Sth level profICiency.

Psionic's: None

Noles: Oa:asionally wears annor and uses a varielY of man·made
weapons; panicularly fond of magic items.

Rassamm the Gargoyle
Now over three hundred years old. Rassamm has sel'Ved lIIinar faith·

fully for mosl of his life. A skilled and savlge warrior. the Gargoyle has
not wasled this opponunil)' 10 learn a variel)' of skills. and 10 accumu·
late a measure of personal power. He is pleased with this StilUS. espe
dally since be hili a couple of Gurgoyles 10 boss around. so he is loyal
10 his master. However. he is now entering a Gargoyle's "mKl-life" (old
age for a GltJoyle is 600 yean). and is starting 10 think about his fu
lute. ftnding a male. and a establishing a place back in GltJoyle sod

''Y.



While Rassamm dislikes Fala (he sees her as weak. and a drag on his
masler's ambitions). and hates the cunning Chandar, neither of tilese
emolions will sway him from his dUly. If Illinar dies or dismisses him
for any reason. he will either wanl to (I) return 10 lIIe realm of the Gar
goyles or (2) find some way of summoning a female Gargoyle to join
him on the Palladium World.

Alignment: Diabolic
Attributes: I.Q.9. M.E. II. M.A. 3. P.S. 28. P.P. 30. P.E. 25. P.B. 7.
Spd. 34 running. or 70 flying. Supernatural strength.
Size: 14 fed (4.3 m) and 1400 pounds (630 kg).
Appearance: A dark green. biped giant. with huge leathery wings.

horns. fangs. and yellow-onngc eyes. Rassamm wean no armor or
clothing of any kind.

Natural A.R.: 14
Hit points: 75
S.D.C.: 70
Al"entge P.P.£.: 10
Horror Fador: 16
Equinlmt o.c.e.: All lhe O.C.C. skill of lhe Soldi~r plus W.P.

sword. W.P. ball and chain and W.P. paired weapons.
lA"d of Experienc:t': Sth
Combat: Five hand 10 hand attacks per melee round.
Bonuses (in addition to aUribute boauses): +2 on initiaLive. + I to

suike. +2 10 pany and dodge. +4 to dodge while flying. +2 10 pull
punch. +2 to roll with impact/fall. + I 10 save vs psionic allack. and
+ 10 to save vs horror factor.

Damage: The following in addition 10 supernalurnl P.S. bonus to dam
age: Claws ID6 each, bite 104: tail strike: same as a punch.

Natural abilities: Fly. glide. nightvision 220 feet (67 m). see the invis·
ible. fire breath once per melee round (406 S.D.C.; 40 f1/12.2 m
range). leap 30 feet (9 mI. and bio-regencrate 206 S.D.CJhil points
once every melee round.

Psionks: I.S.P. 42. Powers are limiled to meditation. mind block. pres
ence sense. telepathy. resist hunger. resisl fatigue. and resist thirst.
Adyances with ellperience level.

Bruutu & Klinta, The Gurgoyles
The two Gurgoyles arc primarily the henchmen of the Gargoyle.

Ra.~samm. 1bey fear him and jump to obey his every order. Although
Ihey were summoned by lIIinar. and arc technically under his control.
it's been atlcast fifty years since they've taken orders directly from the
Summoner. See the Palladium ""lIntasy RPG, 2nd edition. page 313.
for details on Gargoyles and Gurgoyles.

Alignment: Bruutu is aberrant and Klinta is diabolic.
Hit Points: 55 Bruulu. and 43 Klinta.
Natural A.R.: 13
P.P.E.: 206
Horror Factor: 14
Siu: BOlh arc 10 fl (3 m) tall and 900 pounds (408 kg).
Appearance: Bolli arc wingless gurgoyles with bright green skin and

blazing yellow eyes.
Equivalent O.C.c.: Bolli have all the D.C.C. skills of the Merc~fI(lry

Warrior. plus W.P. Poleann. W.P. Net and escape artist.
Le"el of Experience: Both are 3rd level.
Combat~ Four hand 10 hand attacks per melee round.
Bonuses (in addition to attribute bonuses): +2 on initiative. +1 to

strike. +2 pany and dodge. +3 10 pull punch. +3 to roll with impac1.
+10 to save ys horror factor. + I to save against magic and psionic at·
tacks. See Supernatural P.S. chart for damage inflicted by punches,
bite and kick.

Damage: The following in addilion 10 supernatural P.S. bonus 10 dam·
age: Claws 106 each. bile 104; tail strike is the same as a punch.

Natural Abilities: Nightvision 220 feet (67 m). see the invisible. keen
hawk·like vision. e;o;cepcional hearing. leap 40 feel (12.2 m). and
bio-regenerate 206 S.D.C. or hit points once per melee round.

7S

Psionics: I.S.P. ID4xiO. Powers arc limited to meditation. mind block,
presence sense. telepallly. resist hunger. resist faligue. and resist
thirsl. Advances with e;o;perience leyel. Considered minor psychics.

Ottu the Night Owl
lIlinar believes OtIU the Night Owl to be a trusted and loyal ally. The

fact that Otlu is the only member of the island's demon community free
10 come and go as he pleases. il would seem lIIat the crealure genuinely
likes the Summoner. He diligently watches oyer lIIinar and Fiola. and
actiYely keeps the madman Chandar and his Shadow Beasts from seri
ous leIS of aggression.

However. while the Night Owl cares aboul lIIinar. it has its own
goals in man's world - they just don't happen loconflicl willi his asso
cialion wilh lhe Summoner. OtIU will no! deliberately harm or betray
his Summoner friend and master. Nor will he betray or hann Fala.
However. he will crush Chandar if given the opportunity. He alone
knows of Chandar's mad schemes and evil desires for the lady Fiola.
Though evil. Jhc Night Owl has ilS own code of honor and values (al·
though he doesn'l necessarily share the virtues of truth. loyallY. mercy
and compasston). Duu finds Allie pathetic and will assist her only in an
effort to support IIlinar. If !he Summoner sh.)uld die. the creature will
immediately fly off to ellplore new Opportunities in the world.

Ouu's main objective is to avoid being senl back to his home realm.
You see. compared 10 other Night Owls. Ottu is a complete wimp. In
juS! about every respect. he is weaker. slower. and stupider than most
other Night Owls. For almost twO hundred yClll'S. Duu has been able 10
avoid lhe humiliation he usually receives from others of his own kind.
and for this he is graleful. Gl1Ileful enough 10 pTO(ecl lIIinar. and 11Ii·
nar's 10Ye. Fala. BUI not grateful enough 10 sacrirlCC his own life in their
defense. For complele infonnatlon on Night Owls (Greater Demons).
see Palladium Fantasy RPG. 2nd edition. pages 324-325.

Alignment: Aberrant
Attributes (all rather low fora Night Owl): I.Q. II. M.A. 15. M.E.
17. P.S. 29. P.P. 12. P.E. 14. P.B. 4. Spd. 16 running. I iO flying.

Size & Appearance: A scraggly.looking. owl·shaped creature. with lhe
head of a rather ugly human. Short and underweight. even for a
Night Owl. Ollu is just under 4 feel tall and weighs about 180
pounds.

Hit Poinls: 64
M.D.C.: 20
P.P.E.: 50
Horror Factor: IS
Equivalent D.C.C. Skills: Basic math 98%. literale in

Dragonese/Elven 98%. intelligence 80%. track humans 80%. wil·
demess surviyal 70%. land navigalion 80%. prowl 62%. swim 20%.
demon & monster lore 90%. faerie lore 80%.

Experience Le"el: NOI applicable.
Natural Abilities: Fly. nightvision 300 ft (91.5 m; can see in tot.al dark

ness). see the inYisible. tum inVisible. dimensional telepon 56%.
bie-regeneration 406 M.D. per minule. fire resistant (magic and
M.D. fire does half damage). magically knows all languages.

Combat: Five physical or psionic attacks per melee or IWO by magic.
Damage: The following arc in addilion 10 the supernatural P.S. dam·

age: claw strike 106. nying claw strike 206 M.D. and has a 40%
chance of knocking an opponent off his feel (counts as IWO attaCks).

Bonuses (some a bit lower than a"crage): +2 on initiative. +2 10 sirike
and pany. +3 to dodge while in flighl. +3 10 pull punch. +3 10 roll
with impact. +4 on all saving throws. + 10 10 save vs horror factor
in addition 10 attribute bonuses.

Magic: 50 P.P.E.l.imiled magic powers: Chameleon. globe of daylighl.
ignile fire. fcar. repel animals. animate & conttol dead. tum dead.
exorcism. remove curse. luck curse. phobia curse. and heal wounds.

6th level prorJCiency.



Psionics: 160 I.S.P.; has all sensitive and physical psionic powers plus
bio-manipulation. hypnotic suggestion, mind bolt, mind block auto
defense, and P.P.E. shield. at sixth level proficiency.

Notes: Never wears annor or uses weapons, other than the occa
sional scroll or magic item. Loves to torture. Night Owls are quiet, 0b
servant. and treacherous.

---- ..
The Magot Demons

One of these horrible, three-legged beasts inhabits the woods around
the manor house and another roams the woods on the mainland around
the tiny Forbidden Island of Set (and sometimes ventures across the
water to visit the island). Both will obey specific commands of IIIinar,
and know not to attack Chandar, Fala and Allie. However, they are used
as monstrous watchdogs and to scare people away. An occasional petri
fied tree. animal, or person will mark their recent passage! Numerous
broken, smashed. and splintered trees attest to the beasts' fury. They
will slay and devour all intruders, bellowing loudly to alert the others.
However, since the creatures' hideous outcries can be heard from one
end of the tiny island to the other, and because it makes the same noise
no mattel what happens ("Roar! Die squirrel! Roar!"), only the Magots'
sudden or prolonged silence will cause the Shedim or other demons to
investigate, while Illinar dons his annor, and the others stand ready to
repel invaders.

While hideous opponents, Magots don't have much in the way of
brains. They simply fight until seriously injured (down to twenty or less
hit points). and then run away to recuperate. It is a terrible team fighter
(it is as likely to attack allies as enemies when angered), so none of the
other denizens of the island will join in a fight with ii, or call for its
help.

Note: See the Palladium Fantasy RPG. 2nd edition, page 323, for
details on demon Magots.

The Shedim
There are at least two dozen Shedim scattered around the island.

However, it is unlikely that very many will ever be encountered by the
player characters unless our heroes stumble into them. After a few dec
ades of being beat up by the Gallu Bull, the MagOl, and the Shadow
Beasts, they've learned to hide really, really well. Rather than try to
hunt down the missing Shedim. lIIinar is always summoning more.
Some that will still come when called include Ki (31 H.P" 40 S.D.C.),
Cra (42 H.P.. 50 S.D.C.) and Scree (28 H.P., 60 S.D.C.), all with an
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A.R. of 12 and H.F. of 14. See the Palladium RPG, 2nd edition. page
319, for an illustration and a complete description.

Forbidden Island
Random Encounters (optional)

Roll once for every twenty minutes on the island! See Monsters &
Animals, 2nd Edition for complete stats on ~ntilies. Worms o/Taut, as
well as other monstrosities, and the Palladium fantasy RPG. 2nd Edl
lion, pages 313 to 333 for demons and deevils. The G.M. can substitute
other demons and monsters if he/she prefers.

01-10 One demon MagO! approaching from the distance. If the char
acters hide well, he will shamble past them, otherwise it witt fight to the
death.

11-20 Glimpse a figure hiding in the shadows (Fala); a woman's
voice shouts a warning in Elven to, "flee this damnable place before
you die," then she is gone.

21-25 A demon Wonn of Taut leaps from the shadows and attacks!
Roll for type: 01·25 Nipper, 26-50 Fire Worm. 51·75 Tri-Fang, 76-00
Serpent Beast. These creatures attack and kill for pleasure.

26·30 One Shedim allacks, but will nee before it is seriously
wounded (will return with two brethren within 20 minutes).

3140 One Shadow Beast allacks, toying with the introders in a cat
and mouse game, then ducks into a shadow. only to suddenly leap ronh
to attack and hide again. After a brief while, or if it is severely
wounded. it will flee invisibly amongst the shadows to tell Chandar
about the introders. Note: Will attack only if there are shadowy places
to hide, such as in the forest. near rocks, or at night. Otherwise. it will
simply run off to warn Chandar.

41-49 The Gallu demon bull, Frod, spoiling for a bloody bailie. May
fight to the death or flee to allack a little later. after all its hit points are
regenerated. The second assault will be even more ruthless than the
first. The bull's pride will prevent him from soliciting reinforcements.

50-55 Two Couril faerie demons in an evil mood. They'll fight only
as long as they believe they can win. and flee if they lose more than half
their hit points and S.D.C.

56·60 An ominous and menacing Night Owl demon appears, bUI he
warns the intruders to flee this island quickly for only cenain death
awaits them if they stay. He then turns invisible and flies away toward
the south. The Night Owl will strike out only if he is attacked, but even
then he witt avoid combat, and chide the introders as fools.

61-65 Three Shedim or Gurgoyles oul for blood. Two will fight till
the death, the other will flee to warn ltIinar.

66-70 104 Poltergeists or Haunting Entities.

71·75 One Deevil Horror stirring up trouble among the demons and
the lords of the island. This creature is likely to try to trick the player
characters into some sort of conflict with the demons or the three, in
sane elves. Will attack and kill anybody who threalens or defies it. 50%
chance it is torturing a lesser demon.

76-80 The corpse of a slain woman from one of the towns. It is in
fested with 104+3 Tomb Wonns (see Wornu of Taut in M&A).

81-85 Another Magot will fight till the death. 01-86% probability
that its bellowing will alert and attract the other demons and Fala. 01
66% likelihood of alerting lIIinar and Chandar.

86-90 The Gallu Bull, Frod, in a berserker rage. Witt fight till the
death. Substitute a pair of Shedim or Wonns of Taut. if Frod is already
slain.

91·95 Two Shadow Beasts with a taste for blood. Will flee only af
ler more than 75% of their hit points are lost.

96-00 Four Shedim demons or three Shadow Beasts intent on de
stroying the intruder(s).
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Ground Level

•32•

warped from age and the elements. Diny plates and the bones of a duck
indicate that Ihree people dined here recently. A ranger could naillhe
lime down 10 about two days ago. No valuables. eJtcepl a bronze cande
labra (wonh 60 gold) and the eating utensils (knives, forts. etc.. worth
about 10 gold 10ta.l).

3. KllcMn Area: t4)(14 feci (4.3)(4.3 m): this area is in good condi
tion. Chandar has kep( il clean and repaired. A work counler and cup
board of utensils and spices is located against the west wall. 'There is a
fireplace and • small oven for cooking on the nonh wall. The oven
shows signs of recent usc. Storage barrels of grains and dried fruit are
along the CIS! w.lI. Some son of smoked and salted meat hangs from a
large me.1 hook ncar the storage barrels. 1bcre's. 15~ chance of en·
countering either Chandar, a Stupow Beast. or a Gurgoyle in the

kitchen.
4. Kitchen Sioragt: 7)(14 feci (2.1)(4.3 m): grains, dried fruit. and

spices are kepi here, .Iong with more hanging meat. This meal is obvi
ously humll'lOid! Horror Factor is 1410 all characters who carefully ex
amine the hanging meat and realize its nalure.

5. r...·s S~nl Aru: 14)(14 feet (4.3)(4.3 m) plus a 7 fOOl (2.1
m) alcove. 11ic room is fairly tidy and intael, although musty. 1beR: is
some w.ter d.amJge 10 the floor from leaks in the roof, and cracks in the
wa.lls. 1beR: is a bed, closet, and • small desk; the closet COflllins a
wardrobe or deteriorating silks, gowns and other articles or clothing. All
are so littered that they are of no value. The little desk has 3 drawers.
The firsl and 1argesl drawer is locked (S.D.C. SO) and obviously

warded. A Di.boIist will recognize the wards as being sequential and
will activ.te one each time the desk drawer is jostled. The sequence is
silenl alarm (alens Fala), sleep, confusion, silent alarm (alerts Fala).
sleep. and chann. Inside the drawer is an a.labaslCr music box with •
dancing unicorn (wonh 300 gold), • suing or pearls (value: 1900 gold),
an emerald ring surrounded by sapphires (value: 10,000 gold), 3 gold
chain necklaces (v.lue: 500 gold each)•• silver dagger (106 damage:
2SO gold). and a sm.1I book of love poems written in Elven (a gift rrom
lIIinar). The Second drawer opens freely and contains a half dozen bot
lIes ofpcrfume (valued about 50 gold each). facial powder, eye shadow,
dried bottle of ink. crow-quill pen, some colored ribbons in IS inch sec
lions. a hairbrush and comb. The Third dl1lwer contains silk undergar
ments. No ilems arc magic.

In the alcove is an old suit of ornamental double mail (A.R. 14,
S.D.C. 60) and weapon racks with two maces, one short sword and a
small iron shield. Inspection of the door on the inside of the room will
reveal IwO wan:!s: both arc silent alanns alerting Clwndar. Fala may
come to investigale and watch the intruders from a distanCe. wam them
to leave or send one of lIIinar's gurgoyles to investigate. If it is Chan
dar, he may try to use the player group as his pawns to destroy lIlinar.

6. Chandar's Room: 21)(14 feet (2.1)(4.3 m). Chandar's personal
study and sleeping quaners is the best kepl room of the manor. Directly
adjacenllo the door is a large, round, highly polished oak table wilh six.
heavy chairs. A large mirror hangs on the wall beyond the table and will
rencct the image or the doorway and any who stand in it. A large sag-
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The wood and Slone manor was obviously once a fabulous eSl.ate of
superior craftsmanship. However. long decades of neglect has ruined iu
beautiful facade and bent its frame. Much of me glass behind the cor
roding frills of the mC131 grillework that bar the windows is broken or
completely gone. Peeking inside will reveal rooms with tattered and de·
caying furniture. and much disrepair. The fine woodwork and window
sills are swollen and hopelessly scarred by the elements. The floors are
covered by 1Tl00h-ealcn rugs and blemished wood. The roof is in such a
stale thai small holes and weak spots could provide easy entrance for
the bold.

Note: Outside the building, loud noises and lalking has a 01-40%
challCc of alening demons in the area (roll on the previous encounter ta
ble). Inside. a loud noise has a 01-70% chance of alening the house"s
occupants to intruders. Creaking floorboards on the ground floor have a
44% chance of alening the paranoid Illinar. or one of his demonic pro
lectOrs in lhe basemenl.

Ground Floor
Note: Unless otherwise staled. all footJlfints are tOO smeared to

idenlify.

V. Enlnllnce Veslibuk:. 14)(21 foot (4.3116.4 m) room: completely
emp(y. 1lle front door, as all doors in lhe manor. opens inwan:!. II is a
heavy oak door thai shows signs of ~vious fortt<l entry. Two wards.
Alann: Sound, and Alann: Fear. will go off if opened.

I. Common Uving Art:a: 21xl4 feci (6.4)(4.3 m): once a nicely
furnished common area, it is now in a Slate of lerrible disrepair.
Couches and chairs are ripped and soiled. some broken. Tables are br0
ken and marred. On lhe wall are slains and TO! from leaks in the roof.
The floor is dusty and marked from water and decay. Large inhuman
fOOlprints. 100 smeared in the dust 10 identify, make uaeks all over the
room.

2. D;ning Art:a: About 21)(14 fect (6.4)(4.3 m): this area is in ~ter

repair and appears to be used from lime to time. A large dining table in
the middle of lhe room is large enough 10 seal 12 people. Dishes and
ealing ulensils are siored in a hutch along the north wall. It too is

The Manor House



ging couch is located neJ.I to the: mirror. This is the couch of the
Shadow Beasl, Levialhan, and there is a 01-50% chanc.e mal she']1 be
silting there grinning al any inlJUder.

In the soulhwest comer of the room is a large. fancy, canopy bed.
The small dresser beside it contains Chandar's c101hes and persona.1 ef
feeu: no weapons Of valuables.

The northwest comer of the room is Chandar's sludy. The Sum
rnoner/Diabolisl is likely to be seated in the large, plush armchair (01
70% chance of an encounter). smoking his pipe or reading a book (a
Shadow Beasl hiding in a nearby shadow). Along lhe west wall is h~

personal library. a fine selection of nearly ISO books. They include po
ems, plays. comedy and hislory: 90% are wrillen in Etven. lhe Olhers,
WeSlern. None are magic and each varies in value from 50 to 200 gold.
There are also three large. black leather lomes, which are his personal
journals and contain accounts of his life on the island. as well as recount
some of his Il'IOfe horrid eJ.periences and evil aspirations.

Near the chair is I beautiful walnut desk. Alop the desk is a lantern
filled wilh oil. a linderboJ., three candles, paper. a jade papel'WCight of a
dragon (value: ISO gokl). a boule of black ink. a half doun crow-quill
pens, and a decanler of fine WCSIem brandy and four brandy snifters.
The four desk drawers:

The short lop drawer conllins another black leather tome with the
lalest cnapler of his life. II delails his plans 10 slay lIIinar. rape and mur·
der Fala, and outlines his plans to plunder the: northern civilization with
his Shadow Beasts and demons. The drawer also contains 18 sheets of
paper. another boule of black ink. a stick of wu, a dagger, and a scroll
of paralysis bolt (Slh level).

The second drawer has an area effecl ward that will activate if the
drawer is disturbed. If activaled, the ward will shrill loudly (sound
alarm) and temporarily blind snoopers (lasts 406 melee rounds: lho5e
who succeed in saving vs magic will slill be blinded but only for 106
meltt rounds). Inside the drawer are a variely of surrunoning lools and
components. SiJ. Slicks of chalk. siJ. pieces of coal, eight ounces of salt,
a pint of holy water. five boItles of col~ pigments (green. yellow.
red. blue. white), Ihrec Slicks of sweet incense. a large feather (angel
feather, value: 2O,{)()() gold), a small pooch wilh seven (7) pearls (140
gold each). an emerald (SOl) gold). ruby (700 gold), an onyx (200 gokl),
and a small diamond (700 gold). a small pouch of gold dUSI (1200
gold), an idenlical pouch of silver (300 gold). a dozen iron nails, a stick
of clear wu, a clove of garlic, and a silver cross.

The third drawer is also warded with a sound alarm, a ward of agony
(does 206 damage each melee for 4 melees; those who save vs magic
will take damage only fOf one melee round) and create dark ward (20
ft/6 m radius. fills the room for 20 minutes). Inside is a sacrificial knife,
24 lotus pelals, a wiz.ard tongue in a bollle (41h level wiz.ard); a small,
nal, wooden box wilh a pair of faerie wings; a scroll of ··control the
beasts". three special potions of healing (each heals up to 306 H.P),
1000 in gold coins. 6 diamonds valued al l{)()() gold each, a pinl of fine
champagne. a pouch of scented smoking lobacco. pipe, and vials of poi
son (sec Chandar's weapon lisl for poison).

The bOllorn drawer is sealed in wax, bul will open with some effon
(combined st:renglh of 18). It is Warded as well, bul with a silent alarm
mal will not alen thieves. Inside are three: sacks of about four pounds
each. One contains powdered iron, one .sail and lhe Ihird is filled wilh
din. However, a vicious Lasa~ Dtmon is also sealed in that drawer wilh
orders 10 kill anyone who opens it.

While Chandar is in Ihe room, even if he is seate<! in his chair, he
will activate a circle of proteclion thai prolects anyone in Ihe chair from
demons. as well as from the effects of magic.

Important Note: If Chandar is in the room (70% chance). Levia·
lhan, the Greater Shadow Beast. will also be presenl. probably hidden in
shadow and emerging only if her masler is Ihreatened or calls her forth.
Chandar will cautiously invite interlopers into his room (but he will al
ways Slay near his circles and desk) and weave a tale of myslery and
treachery aboul the madman lIIinar. Chandar williell the group eJ.actly
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where lIIinar should be (in the basemenl), and warn them aboullhc two
Gurgoyles and Gargoyle. He will paint as dark a pkture of 1Ilinar as
possible. maslerfully weaving the nuth so as 10 manipulale the group
inlo attacking him. While he allempts to give a Iotal.ly false impression,
nothing he .says will actually be a lie. Even a psionic autl of nulh will
only reveal lhal Olandar has conmcling emotions. not mal he is lying.
If asked if there is another way off the island of Lemaria, Chandar will
eagerly tell them of the active Ieleport circle guarded by the evil lIIinar
and his demon servants (whkh is true).

Chandar will claim Ihal he is powerless 10 help them slay the mad
man lIIinar for he is under constant surveillance. On cue. lhe Shadow
Beasl will laugh wickedly from one of its shadows, and may even
emerge for an instanlto puncluate.the statemenL Chandar will explain
Ihat several such creatures couisl in his room, prevenling him from
ever leaving. He may even sob out a sad story of how these hideous
crealUres Sleal his food and lonnenl him in counlless ways. Fonunately.
as his private keepers, they never leave the room; thus the group can
come and go wilhoUl fear of lIIinar learning of their discussion, pr0

vided they act qutcldy. He will 19ain urge them to either flee fOf their
lives (whkh he presumes they will nol), or to qukkly seck. OUI lIlinar
before he can summon all his hell-spawned servants and slay them. If
asked. Chandar will .say "I am certain mal all the horrible entities sum
moned by lIIinar will instantly rerum 10 their home realms once he is
slain," (nue) and. "By killing him, you will have earned the right 10
keep any and all of the treasures that lIIinar has gained through foul
play" (again. this is truth. since Chandar doesn'l believe that lIIinar has
any treasure acquired through foul play).

Chandar will address Ihe faclthat he himself is evil by saying thai it
is nue, bUI does nOl change reality or rhe (twisted) nuth abom lIIinar
and his demons whkh prey upon innocent and noble people.

After the group leaves his room. he will summon. via Shadow Beasl
spell magic. al least one Shadow 8easl 10 sccreLly follow the group. If
the player characlers are successful in defeating lUinar, the Shadow
BeasI(S) will make certain he is killed. Afterward. Chandar may try 10
manipulate the group as pawns in his evil schemes. Of simply destroy
ohern.

7. Bath Am: 14)(14 root (4.3)(4.3 m) room. This large room is
equipped wilh two stone IUbs. several basins. extravagant brass fillings
and decor. It is still serviceable, but has tarnished and has wet mold in
places. H()( water is available due 10 I pennanenl fire ward in a reser
voir in the north wall.

8. Bath and Linen Storage: 7)(14 feet (2.1)(4.3 m): a walk-in linen
closet with a variety of towels, linen and soap. No valuables.

8-5. Secret Chamber: Adjacent to the linen storage area is a s~cr~t

door which opens onto stairs leading down 10 the basement and !he
labs. Only llIinar, Chandar, Fala. and selecl demons, know of these
stairs. Intruders entering the basemenl will be anecked by the IWO gur
goyles Ihlt guard the basement.

9. Study: This was once a meeling place for lIIinar's guests to hold
private discussions. II is occasionaJly used by Chandar. but not by lIIi
nar. It is in fair shape, and clean. A table is in the northwest comer of
the room, and emply shelves for books are on the wall above il. There is
nothing of value in Ihis room.

10. Staircase to Upstairs: AI the eastern end of the hall are the
stairs leading up 10 the top floor. The door is always locked, wilh a si
lenl alarm PUI on at nighllhal only Illinar and Ihe others can use wilhout
it going off. The ward alens both 11linar and Chandar.

Second Floor
II. Study: This was minar's private sludy. A broken desk, chair.

and a set of tables and chairs are in Ihis room. The room is damp and
musly, wilh many leaks in the ceiling. Ruined paper, inks and quills.
along with some notes in IIIinar's private code. are strewn about the
room. The room appears 10 have been ransacked. Nothing of value re
mains.



The Third Floor
The Ihird floor is 001 depicted on a map because it is one large. open

room the same overall size as the second floor. Smashed crates. a few
broken chairs. dust and cobwebs are all that remains. The roof/ceiling is
riddled with holes. Wiping away the dusl and making a thorough in
speclion will reveal blood slains on the floor and the faded. unintelligi
ble remnants of several circles. The place is inhabited by I D4 haunling
entilies and one tectonic emily (see Monsters & Animals., 2nd Edition
for entities). 1llere are no valuables or clues.

chest's contents will lake incredible fire damage. The magical blll1.c: will
last JUSt one melee. but ordinary fire may continue. and spread. if the
characters do nothing to prevent it.

OIher contents in the cheSI include a sacrificial knife•• sack of gold
dust (2000 gold). 10 lotus petals. one lb. (0.45 kg) of demon bone. and.
small. warded. pearl box. All but the pearl box will be destroyed by the
fire unless removed first - the pearl box is shielded by a protection
from fire ward. Inside is a pair of faerie wings and a large. 4 inch looth
(dragon tooth worth .bout 5.000 gold).

Note: There is. 01-5Q'l. chance of encountering the IWO Gurgoyles '
in this room. They will fight till the death. all the while squealing to
alen lIIinar. A secret door in the wesl wall connects the m.in study with
the circle room 1lI19. There is • 15~ chance of encoontering llIinar
and/or Allie. the Succubus.

19. The Circle Room: 28x21 feet (8.5x6.3 m) room_ This is where
lIlinardoes all his summoning and circle making; OI-8O'kchance of en
countering him here. If llIinar is prese:nl. he will be accompanied by •
beautiful. young. elven woman who looks remarkably like. young F.la
(this is the SLlCCUbus. Allie). TheTe is also a 01-30% chance that the
Gargoyle. RaSwnm. will also be present. and a 01-2£I'l, thai the Night
Qv.tl is present. If not. both are certain to be nearby and come running at
the firsl signs of combat or danger.

Of all the room's features. the masl obvious (especially to any char
actm who dabble in the arcane) will be the Cird~ of Immor/olif)' in·
scribed on the floor (covers masl of the eastern half of the room). A
character can activate the Circle of Immortality. and become enchanted
by it. simply by walking into the clear~e in the center, see the Circle
of Immortality descriplion It the end of the room descriplions. The Cir·
c1e of Immortality is magically pennanenl and cannot be marred.
painted over or deslroyed. However. the room can be sealed or filled
with din or rocks. or the ceiling collapsed on it. or made unaccessible in
some other way.

On the floor near the west wall are the lesser circles. They are six in
number. and include: summon gargoyles. summon greater demons. pro
tection from magic (simple). protection from good. knowledge.•nd
teleport.

The circles in the west comer surround a small. very worn couch.
This where Illinar and Allie spend most of their time when not working.
Next to the couch is an end table with a drawer. On top is a bollie of
fine wine and three glasses. along with a silver knife. a box of snuff.
eight sheets of paper and lhree charcoal Slicks. Inside the drawer are
three boules of ~rfume. a pouch with two diamonds (1000 gold each).
IWO rubies (BOO gold each). one emerald (2000 gold). four pearls (60
gold each). Also. Ihree more sticks of charcoal. a bottle of black ink.
IWO crow quill pens. 8 ounces of salt. 6 ounces of powdered silver (300
gold). 6 ounces of powdered gold (1200 gold). a vial of holy water. a
vial of elf blood. healing potion (I) and seven more sheets of paper.

Near the northwest comer is a glass cabinet. Inside are various pots.
cups. vials (6). beakers. bowls. glasses and utensils. Also. three bollks
of vintage Weslern wine. 500 gold pieces. a rune book about Circles of
Legend which includes the Circle of Immortality. (Note: no diagrams or
complete descriPlion are provided: value of the book is about 10.000
gold. but only to a Summoner). twelve one-ounce bollies of color pig.
ments (red. yellow. blue. green. brown, black and white). a wooden
cross. a mallei. six used wooden stakes. and a hand-hekl mirror.

On the wall next 10 the cabinet is • small painted portrait of. young
Fala. Since this painling is the model for Allie's appearance. il will be
obvious thaI they loolr; exactly alike.

In the nonheasl comer is • shelf and basin. walef jug. loweIs. soap.
one bollle of perfume. a washtub and shaving utensils. Next to this is a
full-length. cushioned couch with pillows and fokled blanket. Under
neath the couch is. short sword and silver edged dagger.

Note: There are no obvious doors leading in or out of this room.
Two seem doors are the only means of entranet/exit. One secret door is
in the exact center of the north wall. which connects 10 the main corri·
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The Basement
A fourth floor is the basemenl sunk in the earth. All the walls are

made of worked stone. 11 is dry and in good condition. Ceilings are 15
feet (4.6 m) high. unless described otherwise. All doors are of heavy
wood. reinforced with metal strips. All are locked.

18. Main Study: 14xl4 feet (4.3x4.3 m). The door is locked and
warded with a sound alarm. All of llIinar's and Chandar's early re
search was done here. NOI:ebooks. accumulated over the years. contain

all the ob$erv.tions. ideas. and diagrams of their research. A sm.ll iron
box sits under a pile of maps (world maps and others highlighting the
Western Empire and Bizantium). The iron box is locked (S.D.C. 50)
and warded with. sound .larm and sleep area affect (6th level). Inside:
the box is • bound book with the exact details of how 10 make the Circle
of Immonality. along with noIes and speculations on side-effecu and
possible modirK:ltions to avoid the side-effects. If the lome is IOOChc:d
by anyone other than lIIinar. thn:e: fire area affect wards will activalC si
multaneously. doing a combined damage of 2D4x10 to the book and •
six fOOl area. The book will be annihilated. while the person and iron

12. Library: This was once. library of great knowkdge. Now it is
in. SId Slate of disrepair. Wrecked books are SCllterM all around the
room. and smlShed shelves line all four walls. The remaining books and
paper are waler damaged. moldy. or 50 deteriorated with age thai they
are complete.ly unreadable. Nothing of value remains.

11. 8ath Aru: 7x14 feet (2.lx4.3 m). Once an elegant area. it too
has delerionted and become tarnished. damp and mokly. TheTe are
cracks in the walls and ceiling. along with large water leaks from the
water reservoir in the w.lI. The baths still wort.. but not the hoc waler.

14.lIIinar·s S~ineQlI8rten: 21x14 feet (6.4x4.3 m). This room
is a total ruin and looks as if somcooe or something went berserk and
smashed everything. Nothing of value exists.

15. Guest Bedroom: 14xl4 feet (4.3x4.3 m). All the furnishings
have roued. NOI:hing of value remains.

16. Storage: 7xl4 feel (2.lx4.3 m). ComplelCly empty.

11. Arms Stor.: 7xl4 feet (2.lx4.3 m). Here is where a small
cache of anns and annor is stored. Over the years, Fala had repaired
whal she could out of pieces of other weapons. Most are now inferior
weapons. 5 short swords. 3 shon bows. 3 slings, 5 small shields. and 10
daggers are all thai is left.

Second Floor
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dar. 1be other is in me eaSI wall between the couch and basin. All of me
creatures that live in me manor know about me secrel doors.

20. Laboratory: 21x21 feci (6)(6 m). This large area was once some
son of laboratory or workroom with large. grated drains in the floor.
and IWO large sinks in the west wall. To me right and left of both sinks
is a long. narrow table. Both are bloodslained. The north and east wall
are lined with large. heavy shelves that nearly reach the ceiling. Dusty
crales. packages and wrappings fill most shelves. Contents include:
Two complele surgical kits. 20 bandages. 16 pans. 8 beakers. glass tub
ing. 37 empty vials (stored in a craie). 21 dried bottles of paint. 10 Ibs.
(4..5 kg) of WaJI, 40 lbs. (18 kg) of salt. 20 Ibs (9 kg) of iron dust. 20 Ibs.
(9 kg) of sand. two dozen sticks of while chalk. 36 brushes of varying
size (half are ruined). a set of eight wood carving tools (nol knives). 6
small bowls. 4 large bowls. I dozen grinding IOOls for herbs Of chemi·
cals. IWO emply pan;:hmenl books (200 pages each and leather bound). 6
sets of chain leg manacles• .5 sets of chain hand manacles. 8 fOOl. (2.4 m)
kngth of doubk thkk chain (60 IbsI27 kg). ISO feci (.54 m) of rope. box
of 24 dissection needles. I bolt with a few hundred $heets of pan;:hmenI.
2 scroll cases (empty). a shauerul full-length mirror. a rusly hammer.
100 iron nails. and several bolts of moth-ealen wool and sillr._ Leaning
IgainS! the south wall is a large wooden shiekl (roIted). a small iron
shiekl. a short sword in I roIting sheath and I spiked mace.

In me cenler of the room is I medium·siud. round oaken table cov
ered in scralches and stained from bk>od and wlter. Three wood chairs.
with pillow cushions. rest near the lable. 1nere is an 01-80% probability
of encountering me two Gurgoyles here. 01·.50% chance of the Gar
goyle.

21. Strong Room: 7)(7 feel (2.lx2.1 m) slorage room. Heavy iron
door. 3.50 S.D.C. (the lock is only 120 S.D.C.); warded with sound
a1ann and fear. area affect (14 ft/4.3 m area). Inside is I bundle of hu
manoid bones (elf). silt .5 gallon barrels of southern rum. one quan of
champagne. one pinl of Western brandy. a small iron chesl (kx:ked.
S.D.C. 100) COfItaining HlOO in gokl and silver coins. IWO small. iron.
animal cages. and 31 candles. half of which are panially used_

Also stored here is I variety of ilems gathered from interlopers who
perished alme hands of lIIinar's demons. 3 luge iron shields. two small
iron shields. one small wood and leather shield. 8 broadswords. 12 short
swords. 16 daggers. 4 battle axes. 2 maces. one morning star. 7 spears,
one war hammer. one trident. one long bow (no arrows); IWO 60 foot
(18.3 m) lengths of rope. 12 iron spikes. two suils of dwarven chain
mail. one human-sized suit of SIUdded leather. one human-sized scale
mail. and one giant.sized (9lh fl/2.8 m tall) suit of plate and chain
(slightly used. 110 S.D.C.). A secret door in me east wall conneclli to
room "22.

22. The Still Room: \4)(21 feel (4.3)(6.4 m). This room is com
pletely filled with five and len gallon barrels. 'The 31 along the east wall
are empl)'. the 27 along the west wall (mostly 10 gallon) are filled with
I particularly sU'OOg moonshine_ In me center of the room is a large.
winding COfItraplion of tubing. beakers. bruien. and kettles. This is the
Gurgoyle's private still. 11IeR is a 01-60% chance of ftnding one Of

both Gurgoyks making or drinking boo:r..e (roll separately for each).
11IeR is a 20% chance of finding the Gargoyle or Night Owl here IS

well (Igain. roll for each).

'The only other obvious ilems in the room are I small square table
(6.5 1bs/29 kg weight). two stools. a tallered annchair and a large battle
axe (206 damage).

Hidden among Ihe empty barrels are the two Gurgoyles' private
lreasure stash. Bruulu's hoard consists of 420 gold and .563 silver in
coin. a small. easily palmed. throwing dagger (106) and. jug of whis·
key. Klinta's booty consists of the six skulls of his toughest opponenlli.
.512 gold and 206 silver in coin. a nawed ruby (210 gold). and a magic
scroll: cloud of smoke (3rd level).

A s«r~( door in the nonheasl comer of the east wall opens inlo a se·
CTeI storage room.
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23. S«rd Storage Room: This 14)(14 f(l()( (4.3)(4.3 m) room COfI·
tains approltimately 1200 Ibs. (540 kg) of potatoes. 200 Ibs. (90 kg) of
hops. and another 300 Ibs (136 kg) of herbs and spices. All are ingredi·
enlli for the gurgoyles' still.

The Circle of Immortality
The circle is pennanently active and will beslOW me curse of immor

taJily and a host of other afflictions upon anyone who enlers illi center
ring. All effects are immediate and pennanent. Even Ihe insanities are
pennanenl and clnnot be cured by Mind Mage or clergy. Only a god or
goddess has any chance of removing the heinous side effects of Ihis
powerful circle.

Each characler enlering the circle must roll on the physical lrauma
table once. and insanity table twice. All side effeclli are incurable!

Despite me mental and physical disabilities. the character will be
come immortal. This is a son of cOtlditjOflOf immonaJity and does not

mean the characler can never die, bul rather thai he or she cannot die of
natural causes. All of the following applies 10 characters who become
immortal via lIIinar's \yrs;on of the flbled circle.

Bendlts (rom Ute cirde of Immortality: All are instantly coo
ferred - no saving throw possible

I. The physical body immedialely stops Iging. This means the char
ICter will nOl appear 10 age a day from the instant he enlered the circle.
II does not make that person look any younger than he/she already is.
This immortality has no safeguards or bonuses against mlgic of any
kind, psionics, insanity or physical attack. Thus. one of these immonal
characters can die in combat jusl as quickly as anyone else. Likewise.
they can be scarnd or disfigured. or otherwise physically disabled for
the resl of meir lives.

2_ Impervious 10 disease.

3. 'The character acquires a permanent ... 10 10 save vs poison.

4. The character will always have I~ 10 save vs coma and. if
the character ever does fall into a coma. will have double the usual
chances of recovery.



41·50 Physiall Beauly Reduced. 1be characler will look haggard,
drawn, even ugly. Reduce P.B. by 33%.

51-60 SensitiYity 10 Ught. Daylighl and even suong anincia1light
will be fcnver painful and blinding 10 the characler. Reduce normal day
vision 10 30 feel (9 m).

61-10 Lose Use of OM Arm (the left or leasl important). The char
acler will no longer be able 10 use two-handed weapons or tools. Re
duce climbing, acrobat. swimming and similar skills requiring IWO

hands by 40%. While the arm is completely useless, il is 1101 disfigured
or painful.

11-80 Weakened Physical Enduntnee. 1be character acquires an
unnalurally pale. aImosl white, complexion. Reduce P.E. by half and the
characler tires at twke the normal rate.

81-90 Minor Brain Dam•• Psionic characters lose 20% of their
I.S.P., nonpsionic characlers lose two I.Q. points.

91-00 Physical Metamorphosis. The chlU1\Cter's P.S.. P.P., P.E. and
P.B. altributes mUSI be re·rollc;d, using JD6+1 for each (no modifiers,
reroUs or additional dice for race nor bonus roll for three sixes).
Changelings••Cobblers and other monal shape-changers will be penna
nenlly frozen in whatever shape lhey were in upon enlering the circle.
Dragons and supernalural creatures will lose their ability 10 metamor
phosis for 206 years.

5. 1be characler will always heal al double the nonnal rale.

Side Effeds rrom (he ci.-c~: Characters who enter lIIinar's flawed
Circle of Immortality will be afflicled with IWO (2) Insanilies. and one
Physical Trauma. For each of the IWO insanilies. the character musl roll
twiu on the Random InsanilY Table (.see Palladium Fantasy RPG.
2nd edition. page 26).

As for the physkal defect. roll on the following table:

""sical Trauma Table: Roll once.
01.(11 Dies Imtantly. Sorry. no saving throw.

03-12 Minor Sliff~ injoinl$. The character's P.P. is pennanendy
reduced by I D4 points.

13-20 Hair Falls Out. 1be chllnllCter becomes permanenlly bald.

21·30 Impaired Hearing. When combat depends on delecling
noise, the characler will always be al a ·2 on iniliative. and will be an
easy target for sneak anacks. In addilion, the characler will have greal
difficulty understandinglhearing whispers, and even nonnal speaking
voices are garbled if more lhan 20 feel (6 m) away. When in a crowded

room, Of where more than two people are speaking al once. Ihe charac·
ler will have trouble hearing anything clearly.

31-40 OM Leg Permanenlly Impaired. 1be characler will forever
walk with a limp. Reduce speed. by 10% points, reduce climb. prowl.
acrobal. tumbler skills and similar skills by ·15%.

,Mup of the known world
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The Islands of Bizantium
8y Erick Wujcik

.:slimaled Tolal Population: 653.000 Humans
400,®' Island of BilllJltium
85.000 • Island of Borich
5,000· Island of Yulel
3.000 - Island of Acta
160,000 - Mainland Colonies

The Bizarllium Office of Numbers does nol recognize or counl non
humans, since only humans ~ allowed citizenship. Nonhuman races
are e:ltlremely rare on me islands. with perhaps as few as 1.000 Dwarves
in the northern forests. Only on the mainland is the human population
probably equaled by nonhumans. Note: The mainland refers to the
Greal Northern Wikkmess.

Currency
Bizantium has no offICial CUJTef'IC)' as such. although commemon

live coins are occasionally issued by various Noble Houses. Because of
Bizanlium's extensive worldwide trade. coins of gold and silver are ac
cepted from all kingdoms. Most stores. inns and households have meas·
uring sCiles. and usc Old Kingdom gold pieces and Western Empil't'
silver Plece5 for standard weights.

Royalty
The great powers in Bizantium are two; (he royal line of kings and

queens. and the rich and powerful merchant princes who head the Noble
Houses. Over the generations, the line separaling the two has orten
shaded. somelimes crossed. and continuously provides a son or dy.
namic lension Ihal keeps the system alive and healthy.
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To understand how the system worts it's necessary to leam a bit
about Bil.llJltium's archaic lax system. The rundamental law or the
Kingdom or Bil.llJltium is that no tax or any kind can be levied without
the consent or those who would pay the lax. In other words. ir the King
wishes to impose a tlUl on the Noble Houses, then each and every one or
the Nobles must agree 10 the laX berore it becomes law. Since no lax has
ever been repealed. because it's too difficult to pass them in the first
place, nobody is roolish enough to approve new taxes - well, no more:
than once every hundred years or so anyway.

1be result is that the royal ramily is always starved ror cash, and,
with the great wealth or the merchant princes always in sight. il's a sim·
pie matter ror the Crown to "borrow" money rrom the traders, Although
interesl payments are made, the principal tends to remain and evcnlU·
ally, the occasKwtal, unpaid interest inflates the amounts owed. Sooner
or later. like a pat;ml clock or the cenluries. a merchanl prince will find
himselr declared a 'traiIOf!' This solves the debe problem because the
Crown can then seize the assets or the "traitor's- Noble House ..• and
declare the loan rOlfeit.

Looking al Bizamium. one would sec IWO kinds or Noble Houses:
those in good standing who are received in coun, and those who are ex
iled to the colonies on the mainland. This ellile is rarely a pennancnt
matter. 1be nobles are quite aware or the political status or their exile
and they continue 10 serve as loyal subjeclS rrom arar. Arter a cooling
orr period or five to ten years, during which the Crown has continued to
receive the exiled lord's navy ship commitment, generous presents and
occasional pleas ror clemency, the king will eventually rorgive the er
rani noble.



Did you notice the comment about the 'navy ship commitmenl'?
That is the second most imponant element of the Bizantium sySolem.
Each and every lord of a Noble House must contribute one ship to the
royal navy annually. This includes the ship itself, all the ship's supplies

and stores, a crew, and payment of the crew's salary for as long as the
Crown holds the ship. Here are some of the other conditions:

I. The Crown may keep the ship for as long as it wishes. During this
period, the noble making the contribution must continue to keep up the
ship's supplies, ammunition and spare pans. The lord must also con
tinue paying the crew as long as the vessel is in service.

2. Every lord must contribute a new ship every year. This applies
even if the Crown still has a ship from the previous year{s): indeed,·
there is no limit to the number of ships that the Crown can hang onto.

3. It is customary for the Crown to relUm the pledged ship at the end
of five years' service. Generally, this custom is only violated in the case
of war or other emergency,

4. If the Crown is in any way dissatisfied with the contributed ship,
it may select any other ship from among the entire merchant fleet of that
Noble House.

5. If the Crown is displeased with the contributed ship, and can find
no adequate replacement in the Noble's neet, then the Crown may com
mission a shipyard to build a ship to order. Of course, the Noble will be
responsible for the bill.

6. Should a Noble House fail to provide a pledged ship, then the
Crown is entitled to seize all lands and titles from that Noble House.
This effectively puts an end to another noble family. However, any
ships, money, and personal possessions are left to the remaining memo
bers of the disenfranchised family.

7. It is possible for any family to become a Noble House. The reo
quirements are the annual ship, the ownership of at least 100 acres of
land somewhere in the Kingdom of Bizantium (the mainland doesn't
count), and five years of prior service to the Crown, either as a military
officer, as a personal altendant, or as an officer of one of the Crown
Commissions.

Laws & Legal System of Bizantium
Technically, the only judges in Bizantium are the King and the

Princes of the Noble Houses. However, a system of "proxies" has de
veloped to take care of the thousands of criminal actions and legal dis
putes that occur every year. For every class in Bizantium society,
merchants and guild members, nobles, farmers (called fielholders): for
each there is a proxy. Every proxy consists of three men, usually ex
perts in the laws of Bizantium. One is called "The King's Right Ear"
and it is he who listens to the complaints brought against the accused.
The second is "The King's Left Ear" who listens to the explanations of
the defendant. Finally, there is "The King's Voice" who listens only to
the other two, makes judgments, pronounces sentence or awards judg
ments. The proxy is always that of the defendant. In other words, if a
noble accused a fiefholder of a crime, the case would be heard by the
fiefholder's proxy.

Nonhumans have no rights in any Bizantium coun of law. Even
elves and dwarves. although otherwise respected. are not valid wit
nesses and have no rights of citizenship.

The Crown Commissions
The bureaucracy of the Kingdom of Bizantium consists of a number

of Crown Commissions. In addition to the major ones listed here, there
are a number of minor commissions. These include: The Timekeeper
Royal, The Astronomer Royal, The Crown Gallery of An, and The
King's Own Academy of Ans and Letters.

The Office of Numbers: Responsible for tax collection, conducting
the census, and for auditing the navy. This is by far the largest and most
imponant of the Crown Commissions. In the employ of the office are
the dreaded "Inquisitors of Numbers" - an elite group of spies and sol
diers who hunt out delinquent taxpayers and other traitors.
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The Admiralty: Chosen from notewonhy ship captains. and ap.
pointed for life. This body performs a combination of planning and ju
dicial functions. They can issue a "Crown Writ of Seizure" against any
person or item in the Kingdom. This is also the office that maintains the

Gale Fort and commands the marines and the militia of the Kingdom of
Bizantium.

The Foresler Royal: Although most of the forests are owned by
one or another of the ,Noble Houses, the Crown maintains a system of
regional inspectors who repon on growth conditions. Their responsibil
ity extends far beyond the islands, and they often send inspectors to the '
colonies on the mainland. They are also concerned about the impona.
tion of any disease or wood rot. Every ship returning to the Kingdom of
Bizantium must receive a "Certificate of Inspection" from this commis
sion.

The Bizantium Military
The Royal Navy or Bizantium: In spite of the name, this navy isn't

really a royal entity at all. It is commanded by the Crown. but every
ship of the Bizantium Navy is provided by a sponsor. However, the cap
tains and the 6lIi1ors take an oath of loyalty to the Crown when they be
come part of the navy. Every year, a cenain number of talented officers
and highly qualified sailors, become full-time members of the Royal
Navy. They are given "commissions" (regardless of rank) and spend the
rest of their careers either on the pledged ships as royal overseer, in the
shipyards as official inspectors, or in the Admiralty.

Each ship of the Royal Navy is assigned to one of the four "fleets."
The First Aeet patrols the Inland Sea and is based at the City of Bizan
tium. It is divided into three "wings" of roughly 15 ships each. Gener
ally, one wing is always on patrol, and within a day's travel of Gate
Fon,

The Second fleet patrols the western waters, the other islands of the
Kingdom of Bizantium, and regularly monitors the St'a ofDt'spair. This
fleet's main base is at Port Lila on the Isle of Borich. There are two
"Battle Formations" of 25 ships, and five "Patrol flotillas" of 4 ships
each.

Patrolling the waters between Bizantium and the mainland is the reo
sponsibility of the Third Aeet. This is also the largest of the fleets and is
stationed at Gate Fon. A "Baltle Formation" of 25 ships, three "wings"
of 15 ships, and five "Patrol Aotillas" of 4 ships each, are constantly
visiting the various ports of the mainland.

The Fourth fleet is responsible for long-range reconnaissance and
exploration. Most of its 40 ships are scattered in pairs, as far west as the
Western Empire, and as far east as the remote southern pons of the
Eastern Territory (and occasionally the Land of the Four Winds). 1llese
ships are the protectors of Bizantium's far-flung merchant network.
They hunt pirates or perform escon services, and their marines even at
tempt rescue missions if Bizantium citizens are being held in foreign
lands.

The Bizantium Navy is not the world's largest, or even, necessarily,
the world's best. Cenainly the Timiro Navy is larger, more skilled in
warfare, and just as competent militarily. The Black Ships of the West
ern Empire are a chilling reminder 10 anyone of the powers that Sum
moners and Diabolists are capable of bringing into the world. Yet no
other kingdom in the Palladium World has a navy that has a chance of
conquering Bizantium. First and foremost because of placement; the
stormy northern waters are just too much of a challenge for ships from
elsewhere in the world. Even the dreaded Black Ships are intimidated
by the routine violence of the Bizantium waters. Second, the Bizantium
fleet is one of the most skilled and capable in the world.

Noble Houses
There are 273 Noble Houses recognized by the Crown. Many of

these Noble Houses are quite small: in some cases, JUSt agricultural
holdings with but a single ship that is pledged to the Crown, year after
year. Some of the larger Houses provide the ships for lesser Houses that
are under their control. The following are some of the more powerful
Noble Houses of Bizantium.



Vatatus: Without a doubt, the most powerful Noble House in Bi
zantium. Prince Wilgan is currently the main advisor to the king, and is
considered the real brains behind all fleet strategy. Their fiefland sur·
rounds the City of Bizantium, but does not control the city itself. This
house also controls one of the two great shipyards in the city of Bizan
tium itself. They also control the Hil-Santo Colony on the southern
mainland.

Lamrith: Based in Kallico and the nominal owners of Cantok. The
current lord. Geoffrey Lamrith, has been exiled by the king, largely be
cause he has owed more money to the Crown than anyone else. The,
family continues to pledge a Crown ship every year. In the six years
since his exile. Geoffrey has been building an anny and political con
oe<:tions on the mainland. There are persistent rumors that he is consid
ering conquering or subvening the colony cities and proclaiming
himself king of "Southern Bizantium." Whether that is really his inten
tion is unknown.

Rhangnab&e: The rulers of Nonhombe.r, known for their well
traine<!. Northomlwr Guard, contribute the king's personal guard force
instead of a ship each year. The Nonhomber Marines are recruited from
the Rhangnables' northern lands. Every able-bodied person is required
to serve from the age of 16 to 24 in the Guard. Veterans of this military
unit are the moSt highly prized marines in Bizamium. and many go on
to a lifetime of service on the high seas.

Yinxner: This family owns an estate near Gate Fon and has a rare
relationship with the Wolfen Empire in the Great Nonhern Wilderness.
They have come to be specialists in Wolfen affairs and every Yinxner
family member is taught the Wolfen tongue. They were instrumental in
establishing the treaty between Bizantium and the Wolfen Nonhern
Authority that legalized the mainland colonies. Any merchant wishing
to do business with Wolfen. Coyles or Kankoran, tries to hire a transla
tor from this Noble House. Their services are so highly sought after that
they rarely work for wages. demanding a minimum of 15% of the gross
profit from any transactions conducted in the Wolfen language.

Conemus: Another Nonhomber Noble House, they control the
Conemus shipyards. 'They are also the main family in control of HiI
Santo. Their merchant fleet numbers more than 300 ships.

Bardomus: This family, based in Wujik. are the innovators respon·
sible for the development of the Stone Ships. Prince Grayen Bardomus
has a long history of hiring and sponsoring summoners, diabolists and
warlocks.

Arro": The shipyards at Letia are known for building ships for
speed. Their ships are always long and sleek, with many radical changes
in design. Currently, they are experimenting with the outrigger design
discovered in the Yin-Sloth Jungles and Land of the South Winds.

Norbert: "Bafag is king of Bizantium, but Norben is king of Gold,"
is a popular saying. Aside from controlling Southomber, the Norben
Shipyard, Gaal-Luut on the mainland, and a fleet of over 700 ships,
they are also the principal banking house of Bizantium. Prince Hum
berg is the latest in a long line of lean, wiry Norbens, who would
sooner pan with his children than with a single gold piece.

Ducasian: A powerful family with many ties to the Western Empire.
Three generations ago, Prince Vander Ducasian married into a royal
family there, and. since that time, their House has come to own exten·
sive propenies and commercial interests in the Empire. They also con
trolthe rich fannlands south of Vicer.

Maiemore: Ruled by Duke Greganz of Malemore, this Noble House
has become something of a specialist in piracy. Their heavily anned
ships generally travel alone and often under flags of nations other than
Bizantium. Their desire to disguise is also seen in the construction of
many of their vessels: a bastardization of the usual Bizantium design.
Essentially. they have chosen to build ships with a shallow draft that
can freely move in shallow water; for example. in a river with a depth
of only 12 feel (3.6 m). Their primary land holdings are along the river
Bai and Lake Fielder.
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Mlernani: The Noble House of Acta has become more like an ap
pendage of the Crown than an independent family. Although not PQwer
ful in Ships, their relationship with Ihe royal family gives them a strong
voice in Bizantium's affairs.

The Bizantium Economy
Without lfade, Bizantium would be a poor country indeed. llte land

is self-sufficient. there ate: enough livestock and grain to feed and clothe
her people. sufficient wood and coal for enduring the long winters, and
both the melal and craftsmen for making tools of many kinds. Cut off
from outside trade. Bizantiurn could sUl"iive indefinitely, but the stand
ard of living would be pretty grim.

From oUlside Bizantium comes much of the timber needed for ship
building, and various crafts. Bizanlium readily grows firs and pine, but
has to work at cultivating enough oak to suppon the shipbuilding indus

''Y.
From the Weslem Empire comes spices. without which food is

bland and difficult to pre5el"ie. Scents, silks, alcohol. books, and magic
items also come from the Empire and the Timiro Kingdom. From the
Great Northern Wilderness comes furs, melals, nonhuman slaves. gem
stones and new innovations in magic and technology. ProduCIS from
far-off lands such as Timiro, the Land of the: South Winds. and Ihe
floenry Isles, will bring e1l.cellent prices in Bizamium. For example,
rubber, which comes only from the Land of the South Winds and Ihe
Yin-Sloth Jungles, is very valuable in Bizantium. A pound of processed
rubber brings only two gold in Timiro. five gold in Ihe Eastern Terri·
tory, twenty gold in the Great Nonhern Wilderness, and up to fony gold
in Bizantium!

Magic
Practitioners of magic are officially tolerated, but infonnally scorned

in Bizantium. Until recently. Bizantium natives rarely studied magic
and, even when it was pursued. it was done so with an eye toward be
coming a warlock, usually air or water. There are no schools of magic
of any kind: potential magic students are almost always sent 10 Ihe
Western Empire for studies.

Foreign and Biz.antium magic users alike ate: treated as if they were
wicked people, not exactly evil, but risking their minds and souls on
forbidden things. Mind Mages in panicular are hated and distrusted. and
other psychics are regarded with suspicion. Summoners and Diabolists
are being hired in Wujik. but regarded with fear or concern everywhere
else.

Not tolerated in the least are witches and Changelings. These crea
tures are regarded with such fear that panic-stricken mobs can form if
even a rumor of a witch's or Changeling's presence is Whispered. lltese
mobs are very dangerous and have been known to kill vinually any out
lander that they come across. Only Warlocks gamer any measure of ac
ceptance and respect.

Religion
The Nonhern Gods are worshipped e1l.tensively in Bizantium. The

Nonhern Sea God. Algor, is the official religion of the Crown and most
of the Noble Houses. The Nonhern Religion is strongest in the main
land colonies. Druidism and The Church of Light are also popular, but
find most of their members either in the remote woodlands or in the
western islands.

Geography
The Kingdom of Bizanlium consists of seven islands off the north

ernmost coast of the Palladium World. All the smallest islands west of
the main island of Bizantium, Borich, Tom, Yufel, Wyst, ACla and
Sinza, ate: usually called the Windward Isles.

Borkb is the oldest inhabited land in the nonh. The three towns.
Gideon. Pon Ulan and Topaz, were independent city-states until their
conquest by Bizantium, three hundred years ago. 'The land is rocky eve·
rywhere, and there are strange boulders as large as 120 feet (36.5 m) tall
scallered across the landscape. Fish, sheep, oats, rye, and coal are the

85

main products of the island. There are no wilderness areas remaining
and very few wild animals of any kind.

Torn has no permanent human outposts. It is a rough, mounlainous
land with very little native life of any kind. The largest plants ate: a few
stunted pine trees; mostly the vegelation consists of grasses. lichens.and
moss. Tens of millions of migralory birds nest here every summer, and
the only other life forms are a few predators who dare to climb up into
Ihe trees and raid for eggs. Tomb Worms. weasels, and floaters have all
been sighted on the islltnd. There are rumors of ruined cities and ancienl
temples in hidden valleys up in Ihe mounlains.

Wyst is infested with Worms of Taut. panicularly Nippers and Blow
Worms. Travelers avoid the island nOi only because of the various mon
sters. but also because there is simply nothing of value to be found.

Yurel, for many years. had a repulalion as a "cursed land:' In the
last twenly years, the land has been ex.tensively colonized, most of the
dangerous wildlife has been wiped out, and cultivation has begun. The
main pon of the island is still a fronlier town.

Ada. covered with lush forests and meadowlands. is an anomaly in
the north. Th~re is plentiful fresh water, fenile soil. and wild game. The
kings of Bizantium have always retreated to ACla for privacy and a tern·
porary release from the pressures of office. Over Ihe years, ACla has be
come a vacalion land for Bizantium's wealthier citizens. Hunting lodges
and COllages are the only buildings found beyond the main pon. As land
values have escalated, the farmers and herdsmen have been forced out,
until there is no longer any kind of cultivated land on the island. The na
live population is currently divided between the fishennen, based at the
pon. and the various servants and merchants who cater to the wealthy
visitors.

Sinza is avoided because il has no known source of water. The en
tire island is a rocky desen. Other than a few birds. there ate: no native
life forms. 11le island's long, nat beaches make it a popular area for
several sea animals, especially seals and sea lunles.

The Shipyards of Bizantium

11le industry of shipbuilding is absolutely the most difficult, the
most advanced, and ·the most demanding aClivily found anywhere on
the Palladium World. Stand back and consider the effon required to
build a single ship. A set of plans must be conceived and designed that
specifies the size. shape and position of lens of thousands of unique
pans. Over 100 highly lrained specialists must coordinate the manufac
lure or the ship and arrange everything from the carving of Ihe smallest
wood stud to the assembly of the main keel. Somewhere between IlXlO
2lXlO full-sized trees must be grown. chopped down. seasoned, carved,
seasoned again. shaped and assembled. And that's not counting Ihe
work involved in pUlling together the sails. the brick ovens, and allihe
various melalwork.

Most counlries, even the largest shipbuilding nations of the Palla
dium World. have no more than 1-3 shipyards. For ex.ample. the Eastern
Territory has two: one on the ocean and the other on the Inland Sea;
Timiro also has two, and the Western Empire, while they have had sev
eral in the paSt. has bUI one, known. operating shipyard. Bizantium has
a total of nine, fully operational shipyards. Here is a brief sketch of
each:

Kirsgren Yard: This is the only shipyard not controlled by a Noble
House. The chaner of the CilY of Bizantium has a clause that the work
ers of the city were granted land "west and north of the City of Bizan
tium, for the purpose of constructing ships of the realm, to be
maintained at the e1l.pense of the city, and 10 revenlO the Crown when
no longer used for that purpose:' Since then, the Kirsgren Yard has
grown to become the most productive shipyard in Bizantium. An aver
age of 700 workers produce about 130 ships every year. They produce
every son of vessel imaginable. from rowboats to the largest Frigates,
and generally, at a lower price than the other yards. They also sell ships
directly to the Wolfen, the Eastern Territory and to several trading car-



tels in the Western Empire. See the City of Bizantium for the map and
layout of the Kirsgren Yard. ~

Vatalzes Yard: Is also located in the City of Bizantium and is con
trolled by the Vatatzes Noble House. The yard is aClually larger than
Kirsgren. but there arc: fewer workers. about 400. and fewer vessels are
produced. They specialize in building the largest military ships and
most Frigates and Briganteens come from them.

BlIrdomus Yard: The Bardomus Noble House and their shipyard
are in Wujik. along the nonh coast of the East Sea. Their reputation as a
shipyard suffered for years until Prince Grayen staned the great experi
ment of the StOne Ship. Now they produce Stone Ships almost exclu·
sively, and are back ordered for several years of production. Their main
problem is a lack of qualified, trustwonhy mages.

Arro" Yard: Letia's shipyard has a reputation for producing the
fastest ships in Bizantium. Although fairly small. this shipyard produces
Corsairs. Lighters, Schooners and Sloops that command high prices
throughout Bizantium.

Malemore Yard: Be<:ause of its location, on the mouth of the Sai
River, and near Lake Fielder, the Ma1emore yard staned out by building
small boats and sloops. Recently. they've been experimenting with shal
low draft ships suitable for ocean journeys.

Norbert Yard: Southomber's shipyard is Bizantium's largest pro
ducer of merchant vessels and barges. Schooners and Corsairs arc: the
most popular models. This is Bizantium's third largest shipyard and em
ploys roughly 500 workers.

Conemus Yard: The marines of Northomber look to this yard to
produce Sizantium's best landing craft. Their reputation for building
large ships is very bad. partly because eighteen Conemus ships were
sunk in Bizantium's latest catastrophic stonn. That was eight years ago.
and still the other Noble Houses refuse to buy any large. Conemus
Ships.

Lately. the yard has been selling a new kind of ship's boat. Most
large ships cany one or two boats, usually 22 feet (6.7 m) long and
equipped with a small mast and 14 oars. The Conemus model is de
signed to be disassembled in six pieces, and can be reassembled in less
than five minutes. Because they can be easily stored above or below
decks. they have become a popular item in Bizantium and abroad.

Ortang Yard: In Pon Lila, the Ortang Yard is used mostly for ship
repair and refurbishing. The yard's main product is a 60 foot (18.3 m),
oared galley used for towing barges or as a tugboat. Because of all the
fleet business and because the Sea of Despair is so close by, Onang
Yard is constantly busy. With over 600 workers, it is Bizantium's
number two shipyard.

Terenal Yard: Homesight, being the first landfall for many return
ing Bizantium Ships, also gets a lot of repair business. This is Bizan
tium's smallest shipyard. producing no more than five to seven new
vessels every year, mostly Lighters and Sloops.

The Stone Ships
The latest innovation in shipbuilding is the construction of the Stone

Ships. These are the very latest in Bizantium ship design and are always
monsters of 160 feet (48.7 m) or more in length.

Why so large? These ships are truly stone, crafted by magic, but
consisting of a single. solid piece of rock! Of course. the hull thickness
has a weight limit; if it's tOO thick the ship will sink.

For example. a stoppered boule made of glass will float. A Oask
made out of very thin lead will likewise float. A bottle made of only
slightly thicker lead will sink (as will a thick glass bottle). It really de
pends on how heavy the container is relative to the air volume inside.

The shipbuilders eventually worked it out thusly; for every foot (0.3
m) of ship length there can only be about IIIOth of an inch of stone. So
a 30 foot (9 m) ship would have a stone hull that's just 3 inches thick.

Such small ships will float and function perfectly. The problem is
that the hull is so thin that even the smallest impact will cause a break or
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shatter. The first test ship. a 30 foot (9 m) Sloop, was thrown by a wave
against a dock. The impact shattered about a fifth of the entire hull and
the whole ship went down in less than three minutes. Repairs on small
holes can be made by Eanh Warlocks using "Encase Object in Stone"
or "Mend Stone:' but they can only fix a hole that's smaller than 70
pounds (31.5 kg). about a 4x4 foot (1.2x 1.2 m) area. .

At 160 feet (48.7 m), the hull becomes 16 inches thick -thick
enough to resist the il1lpact of a catapult stone, a sea serpent. or rough
water knocking the ship against a dock. Since 160 feet (48.7 m) is the
natural lower limit, the shipyards are currently experimenting with very
much larger vessels. A series of 210 foot (64 m) Frigates have already
been successfUlly produced. Currently on the drawing board is a 240
foot (73 m) ship that will be pan of the new "Titan" series. and there is
talk of a 360 foot (109.7 m) long "Gargantuan" series with a three foot
(0.9 m) thick stone hull!

Building Techniques
Initially, the creation of Stone Ships was perfonned strictly by War

locks. They a!temptcd several methods, including powerful spells simi
lar to "Encase Object in Stone" and "Cocoon of Stone" (set Palladium
RPG. 2nd edition, pages 229 & 230). "Clay to Stone" was another early
technique with even less promising results.

Ultimately. three separate branches of magic are needed to make the
Bizantium Stone Ships. It's also necessary that the three. primary magic
users trust each other to an unprecedented degree. For example, the Di
abolist must know the true name of the Warlock in order to work the
magic. Likewise. everyone involved must truSt the Diabolist enough to
allow him to paint wards on their bodies. Finding really trustworthy
Summoners. Diabolists and Warlocks is difficult. Gelling them to trust
each other is almost impossible.

The actual construction of the Stone Ship's hull involves several
steps. First. a Summoner constructs a special Summoning Circle. This is
essentially a "Summon Elemental Forces" (see Palladium RPG, 2nd
edition. page 146) with the following changes:

I. The top quaner contains only a symbol of Earth.

2. The right quaner is the silt pointed star of unbridled power.

3. In the left quaner is drawn the four triangles that represent di
rected power - focused inward.

4. Most radical is the change in the circle structure itself. Unlike any
other known Circles of Summoning, there is no sealed circle on the
lower right arm where it intersects the circle boundary.

Once the Earth Force has been summoned forth, and it may take up
to twenty tries. it is not contained by the circle. This is when the Di
abolist is needed. He will have already painted wards on himself. the
Warlock, the Diabolist, and any shipyard workers who will be involved
in the stone shaping process. Using the power words. "Ariel
RapereKyn-Yin.L.,o..Kum:' the Diabolist changes the Eanh Force so
that it can be changed and molded.

The next step, fonning the Earth Force into a ship fonn. can only be
done by an Earth Warlock. 1ne Warlock's elemental magic and knowl
edge of stant s!uJping gives him the skill to make the Stone Ship's hull,
but no warlock has the sheer power to control an Earth Force. That
power comes from the Diabolist, with the phrase: "Acba-Yin-Xy. Yin:'
and ending with the one true name of the Warlock. The power is then
channeled into the warlock.

Over the next twenty four hours, all three mages and any other
gifted workers, struggle to shape and smooth the ship's hull. If the Earth
Force ever manages to break free it will go on a rampage of frightening
proportions. The warlock must constantly concentrate on the ideal fonn
he is trying to instill in the Earth Force. The Diabolist must continually
use his power words to moderate and channel the vast power he is con
trolling. Not even the Summoner can rest, because the Circle of Sum
moning mUSI remain active to help keep control and to prevent Earth
Forces from leaking through.



In the course of the long shaping. several wood and metal fittings
must be joined into the stone. Only the bravest workmen dare to ve'hture
into the hot. pulsing shell of stone. Every shipyard worker knows that
should anyone of the three mages slip their control for even an instant.
anyone inside will be instantly consumed.

At the end of the long process. it is up to the Diabolist to "freeze"
the Eanh Force. With "Ariel-Rapere-Kyn-Yin-Netose". the eanh force
is rendered immobile in its ship fonn. The Summoner must then change
the circle from one of summoning to one of dispelling. This is done by
erasing the minor circle on the lower right line and by changing the
symbol in the right quadrant from inward to outward directed energy.

Once all this is done. the Stone Ship's hull is complete. It become~
nonnal stone and retains no essence of any elemental power. Whatever
elemental being(s) involved in the creation process is released when the
Summoner dispels the energy. Building the rest of the ship. the interior
decks. the mast and rigging. and so fonh. will occupy the shipyard for
another four to five months. The anmunt of woq<t required will be about
a third of that necded for a nonna!. wooden ship of the same size.

Earth Force
Alignment: Unintelligent Anarchist
Size: SO to 85 feet long (before shaping)
A.R.: 17
Hit Points: 200 to 320
S.O.C.: 2.300 10 4.600
Average P.P.E.: 6D6x20
Number or AUacks (when control is lost): Thrashing does lD6xlO

damage and will affect a 20x20 foot (6x6 m) area per melee round.
When control is lost, the Eanh Force be<:omes the equivalent of a
River of Lava (Earth Elemental Spell. sec Palladium RPG, 2nd edi
tion. page 232). doing 406+10 damage to anyone coming in contact
with it. It also creates an area of heat. such that anyone within 500
feet (152 m) failing to save against P.E.. will take 1D6 points of
damage per melee round! If auacked, every SO or more points of
damage has a 25% chance of causing the Earth Force to break up
into 204 Major Earth Elementals! Each a giant mound of molten
rock.

The City of Bizantium
Also called Bizantium. or "Main Pon" by sailors. With a population

of I20.000. it is by rar the largesl human city in the north; the headquar
ters of the king and the entire Crown government. The cily is nanked by
two major shipyards: Bardomus Yard to the south and Kirsgren yard to
the north.

Geographically. it is divided into four major areas around its center.
which is the Market Star. The huge Market Star Plaza is an open-air
market, constantly filled with all kinds of itinerant merchants; from lo
cal fanners selling fresh produce. to traveling silk salesmen from the
far-off Western Empire.

West of the Star is the dock area containing most of the bars. inns
and low dives frequented by visiting sailors. It is a fantastically varied
area. with major Crown office buildings sandwiched between lalloo
parlors and beer shops.

North of the Star is the arena area. This conlains a variety of attrac
tions. as wel1 as some of the finest import stores in the land. The very
best restaurants and hotels in the city are located between the Star and
the Arena.

East of the Star are the sprawling. residential areas of the city. Single
and multiple residence buildings euend outward for twO miles to the
northeast. with the most desirable homes being closest to the south.

South of the Star is the commercial district where most of the Noble
Houses are represented. with the smaIJ Houses maintaining tiny offices.
and the largest Houses based in major office buildings.

The Capital City of Bizantium

Population: 120.000

1. Royal Palace or Kings: Almost two square miles has been fenced
off to fonn the palace grounds. The main building inside the grounds is
enonnous; five stories of IUi'lurious halls. parlors and sleeping rooms. A
horse bam. a small guardpost. and other utility buildings. are also scat·
tered around the grounds. Several times a year. on ceremonial occasions
and holy days. the grounds are open to the public.

2. The Maritime Arena: With seating for 8.000. Ihis is by far the
largest gathering place in Bizanlium. 11 is used for official ceremonies.
sporting events. and occasional theatrical perfonnances.

3. Cily Bath: This is a large public bath done in the Western Empire
style. complete with hoi tubs. swimming pools and ei'lercise halls.
Mornings are reserved for the women of the city. afternoons are men
only. and in the evening it is open to all.

4. The Bizantium Royal Theater: One of the city's newest build
ings. A variety of music. dance and theatrical perfonnances are pre
sented here several times a month. The latest rage is the Bizantium
Crown Opera Company. currently perfonning a series of decadent.
Western Empire farces.

S. Ambassador or Ihe Western Empire: This imposing mansion
was constructed over 230 years ago during one of the Empire's phases
of expansion. when Ihey were attempting to reassert their dominance
over the entire Palladium World. Only in the last few yeats has it been
refurbished and occupied by an ambassador. Lord 1I0mas. ruler of the
Western Empire. now has a small staff and maintains regular communi
cations with Bizantium through this office.

6. Castle Joshius: Fannerly the residence of the king. it is now used
exclusively by the military. The castle fonifications are well maintained
and designed to hold out in the case of a siege. A Slone wall surrounds
the huge castle grounds. Although the grounds are supposed to be for
military use only. the children of the city regard the area as their own
personal playground.
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7. Temp~ of Algor: 1be main church of the Crown and the site of
many ofrlcia! Bizantium ceremonies. This cathedral look over 3SO,years
to COflSlr\lct and is a rna!"lcl of Slone. wood and Jilained glass cnflSfTWl
ship. Pilgrims from all over Bizanlium visit regularly.

8. Of'r.a of Numbers: Headquaners of the Crown tax and census
coll«lOB.

9. Temple of Hoknar.

10. Norbert Bank.
11. Hiuntium Stock Markd: In the main hall of this building.

shares of commercial venlUres are furiously bought and sold. 11 worts
like this: A Noble House engaging in a trade cKpedition will JXlst a
printed cKpJanalion of their plans. then they will offer shares in the CII
pcdilion. 1be shares can be OOught or sold at any time. If the expedition
fails. lhen the shares are wonhless. If successful. the Noble House will
distribute the profits to the shareholders. Although anyone may buy or
sell on the floor of the mmel. only fools will .ttemp' to do so without
the help of an experienced broker.

12. Title. Bonding and Track Buikling: The titles of aU BiUtltium
ships arc stored in this buikling. Registration is mandatory any time: a
ship IS Iradcd. bonded (basically, that means that someone is borrowing
money uSing a ship as collateral). or sold. Regional offK:'e5 send updates
to the central records every few weeks.

13. Justice House: Main courthouse of the capital.

14, Northombtr Marine Club: A residential club open to all mem
bers of the Bizantium Marine Corps.

IS. Temple of Light.

16, Crypt of the Seas: A monument to all the mc:n lost at sea. The
stone: walls are engraved with the names of every Bizanlium sailor lost
at sea for the last 600 yean. This is a solemn pntetice that continues to
thiS day. Twia yearly. there are Days of Mourning when the king and
his entire court will condUCl a requiem.

17. The Admiralty: The regional headquaners of the navy.

18. The Blue Ribbon Club: Membership is open to the captain of
any ship. so long as he is sponsored by another captain. By U'lIdition.
those of the nobility arc not members.

19. Customs: The caplain of any ship arriving in the capital musl
present himself and his papers to this office.

20. Forester Royal: Headquaners of the Crown Foresuy Service.

21: Temple of Od.

22. Temple of Epim.

23. King Garvan's Lighthouse: At over 300 feet (91.5 m) in
height, this is the tallest structure on the islands. Weather pennining, on
a clear night the light can be seen as far away as Vicer. Wujik. and
Timsink.

Note: Smaller buildings. either unlabeled or not on the map, include
the Surgery, the Locksmith's shop, the AnTlOI'el', the Oar Maker, the
Coppersmith, the Compass Maker. the Cooper (barrel maker), the
Wheelwright and many others.

Kirsgen Yard

A. Brickyard and Kiln: Brieks, surprisingly enough, are also
needed in ship construction. Everywhere on ship where lhere is to be
lire, from the main galley to the smallest watch lights, all must be lined
or constructed from brick. The yard also produces bricks for sale to the
city and for export.

B. Sail Yard: This is almost an industry in and of itself. Tons of
hemp must be imported from the Eastern Territory (it grows poorly in
the nonh) and then separated into long strands. Then it is spun into
thread and woven into the canvas used for sails. Silk sails are also used,
but the cost is about thiny times higher since they must be impor1ed,
woven to order from the Western Empire. The yard is also used for stor·
age of all the bolts of sail. as well as the coils of rope: (also made from
hemp).
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C. Wood Seasoning: This huge, open building houses all the wood
while it is pressed or seasoned. Preparing wood is a process that can
take three years of storage or more.

D. Stabk$: Four teams of six. gianl draft hor5es and their handlers
are based here. Mostly they arc used for hauling wagons or timbers (re·
member. a single tree uunk could weigh seven.l tons). The teams and
their handlers also have to be expert enough to help in the ICtual ship
construction. such as when the IWO, massive sides of a ship are lifled up
against the keel. For the assembly of a major ship, weighing 1500 tons
or more, every man and animal of the yard, plus a few hundred recruits'
from town, are needed.

E. Main Slips: This area is pan wood structure and part earthworks.
An open roof prolects the ship construction from rain and snow, but
there are no walls. In heavy weather, or during cold months, large tarps
are put up along the sides. The area is designed to be nooded, either in
whole or pan, so that the completed ships can noat during high tide.

The Shipwrights: The following three buildings arc under the con
trol of the Master Shipwright: Joiners' Shop. Carpenll')' Shop and
Blockmakers.

F. JoiHni' Shop: A large, open buikling used for forming and join
ing the various wood pans of the ship. Most woodwork is done tither in
the building or in the panially constructed ship. All of the hundreds of
special woodworking tools are stored and guarded in this building. It
also contains the office of the Master Shipwright, the person ultimately
in charge of the ship's construction and the one who makes sure that the
plans are followed correctly. Under the Master Shipwright are all the
other master journeymen. and apprentice shipwrights; perhaps half the
entire work force of the yard.

G. Carpentry Shop: This is where the rough logs are sawed into
finished pieces. 1ne Master Carpenter's main job is to recognize the
best way to cut up a tree. For a straight Forest Oak, it's just a maller of
deciding the thickness of the planks and the best angle of attack on the

grain. Crooked trees, benl trees, and trees with large branches, are OUt
lined and cut for the various cun-ed and angled pieces of wood needed
for shipbuilding.

H. Btockmakers: Here are the workrooms where all the ship's
smaller wood objects are made. These include blocks, for block and
tackle, belaying pins, spars. oars, and ballista weapons.

I. Ctock Tower: Unlike most of the Palladium World. where work
is measured by where the sun is in the sky, shipbuilding is often a
round-the-clock enterprise. Long hours and even extra shifts are often
necessary to meet deadlines and avoid late payments. A full time
Keeper of the Clock lives and works here with his family. He also
sen-e5 as one of the twelve night watchmen who patrol the yards at
night. and on holy days.

J. Caulking Shop: Caulking is the waterproofing technique used in
all of Bizantium's wooden ships. It involves applying hot pitch to the
cracks between the boards or driving hemp, impregnated with pitch. be
tween the cracks. Tbere is sleady work for 40 caulking specialistS work
ing on new ships. as well as refurbishing older ships.

K. Main Slores: This warehouse holds most of the imported items
Ihat are used in bulk by the yard. Great barrels of tallow, for candles
and for treating wood: turpentine for tar thinner, wood varnish, and sul
phur.

l. Smithy: Up to 50 workers, under the direction of the Master
Smith. operate the eight. huge furnaces that supply the yard with all its
iron and steel. The factory is never idle, since the yard will take con
tracts to produc:e anything from plowshares to darning hooks. Iron
rings, bolts. screws, nails. spikes, anchors, chain. and all the woodwon:
ing tools of the yard are produced here.

M. Main OtrK'tS: These are lIC1ually several buildings used to house
the various Crown and Noble House offacials who oversee: ship con
slNCIion. The main business offices of the yard arc here. as well as the
office of the Naval Engineer.

Shipy.rd Noll': All other shipyards arc basically similar in design.
001 vary greatly in size and daily rouline.
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threatened with invasion. winches at each fort are turned and the chain
is lifled up 10 the surface as a block to any passage.

Gale Fort is also something of a Iwo-edged sword. Allhaugh it ren
ders the interior waterways of Bizantium invulnerable. it also threatens
the kingdom with the possibility of being 'botded up' by a naval (or
even magical) corie

Homesight: This small city (population 2,000) o.....es most of its in
come 10 being the first landfall on the way into the inner seas of 8izan·
lium. 1nere's not much here other than the shipyards. the navy omces,
and enlt'rtainment for thc sailon.

Lelia: In !he last 60 yean. Letia has bea1 uansformed from a sleepy
agriculluraltown into a major Bizanlium pon. It all staned wim the first
Bai Regatta. a race for sailing ships. 'The event has grown into a major
event and attraction. where vinually every Noble House sends an entry.
TIle race starts at Letia, halfway point is Bai. and the finish is bad: at
Letia. 'The regana has grown to include I variety of OIher events. includ
ing rowing. swimming. and a game called "Plank," where teams wear
padding and are armed with blunt staffs and dubs, and engage in ship
to-ship combat.

An even bigger race. sponsored by me Crown. is held every five
years. 11le slarting and ending poinl is Letia, but the halfway pennant
must be picked up in Aquafel! There are vinually no other rules, al
though the race officials are considering banning lhe use of ballista
against other contestants.

Yufel

Other Cities of
the Bizantium Kingdom

Wujik: This is Bizantium's main industrial community, often sim
ply called "Hell" by sailors, more because of the smell man the heal.
The lown's largest industry is the prodUC'lion of turpentine. pitch and
w. This requires processing pine uecs. and mults in a stench thai
stretches up to fifteen miles downwind of the city. The city is also
known for its ironworks. innovative use of magic users. and for log
ging. ToW population is about 50,000.

Kall'ro: This sleepy little village is mostly a center for the thou
sands of sheep fanners who tend their herds along the western coastline.
Permanent population is no more man 5.000.

Ptu: A fishing community of about 3.000. II is the largest of 20
small towns dotted along the island's southern coast.

Galt Fon: Bizantium's greatest military struCture is split into two
towers that straddle the straits of me inland bay. 'The northeast tower is
much larger and has a respectable pon and a town of aboul 4.000 pe0

ple. The soumwest tower is somewhat smaller and manned only by a
military gamson of 200 men. 'The fans are equipped with enough bal
lista and ammunition to sink an armada. In addition, at least one war
lock is on duty a\ all times. Between the 1110'0 fons lies me Great Chain,
a magical construct thai usually lies along tht bo(tom of the channel. If

.. ".
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Bai: In recent years. the 2.000 residents of Bai have become increas
ingly nervous as more and more shady looking chlU1lcters show up in
town.1lle main reason for these villains seems to be the pirate octivities
of the Mal~mor~ fleet. Cilizens have taken 10 fonifying their homes and
staying inside after dark. As a resull. a criminal, underworld element
seems to be gaining control of the town.

Northomber: This is the major city and pori of the West Sea. 1llere
are about 12.000 inhabitants. Wages are high because there are more
than enough jobs to go around. The Conemus Shipyards and their 300
merchant ships are giving a boost 10 the local economy. This is also the
base of Ihe Northomber Guard and Ihe Rhangnable family castle.

Southomber: For the: last 50 years, Southomber has been a "factory
town" owned almosl ellclusively by the Norben Noble House. All la
borers are required 10 buy their food, dolhing and firewood from Nor
ben factory stores. Recently. there have been major riots. brutally
suppressed by Norben's mercenary marines. Since the riOIS. many of
lhe city's 21.000 citizens have joined the "Consolidated Bizantium

Palladium Voyage

Note: The following document, an official paper of the Bizantium
Crown's Admiralty, was ellcerpted from a lengthy repon submilled to
the king. The complete repon. consisting of over 3,000 pages of parch
menlo has also been widely copied (at leasltwo dozen are known to ell
iSI) and read in Bizantium. This version is basically a distillation of
military and navigational infonnalion commissioned for a printing of
5,000 copies and has been issued to every sea captain of the Bizantium
Navy. II. along with Olher sensitive documents (the caplain's log book,
the navigator's ruiter, and the ship's maps). are generally kept under
lock and key. with inslructions that they be burnt or thrown overboard
rather than be captured by any foreign powers.

The Turaline is a small ship of a type used variously for war or trade
in the slOnny nonhem waters. 85 feel (25.9 m) in length and 35 feet
(10.7 m) in width across Ihe beam. She carries a lotal crew of 74. in
cluding the captain. sill officers. Ihree men of magic. one chaplain. 14
skilled craftsmen. 18 fighting marine veterans, and the remainder being
ellperienced seamen.
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Workers' Union"; an organization that promises to "break the back of
Norben Iyrants" Ihrough protesls and work stoppages.

Vieer: Prince Ducasian's relationship with the Western Empire has
resulted in lucrative trading contracts for Vicer's wool. coal, and wood
products. II's no longer unusual to see Western Empire merchants and
nobles in this town of 4,000.

Bean: Bean has grown from 1.000 10 3.000 in the lasl four years,
ever since Prince Grayen Bardomus staned building a major factory in
the town. The purpose of all this is unknown. but rumor has it that the,
faclory will soon start producing somelhing called "canned goods."

Timsink: A small lown of 808 known only for the surrounding
farms' products and callie.

Aquarel: Originally this nonhem village had fewer than 300 resi
dents. Logging operations in the nonh have created a boom-town of
over 7,000. Ships travel to Aquafel to pick up lumber that is noated
downSlream from Lakes Trembley and Kosin.

On Circumnavigating the Palladium World Entire

A collection of brief ellcerpts from the account of the voyage of the
Turalini' and Sir Jonathan Fairchild, her Captain.

Day 1: In planning for our venture, the main choice was a simple
one. Should we set sail easl or west? It would seem that we should take
inlO account the most obvious of barriers. Ihe Sea of Despair, when
making that momentous decision. Early on. we decided that we should
attempl the greatest hardship of the voyage firs!. so thai we now enfer
into the Sea of Despair.

Day 12: "Sea Serpent off Ihe slarboard!" was the calltha. awoke the
crew early this morning. Fortunately. it was a lone Snaggled Toolh
Gobbler. Our warlock, Suramen, was quick 10 perfonn some kind of
cold magic around the beast and we left it struggling in the water. See
ing it helpless was a temptation to one and all, for who among us has
not lost some relative or friend to the vicious beasts? In any case. we



breathed a collective sigh when, a few hours later. there was no funher
sign of trouble. f

Day 32: Now that the Sea of Despair is behind us, I did my sworn
duty and destroyed the secret maps. It will mean trouble if we need to

return through that terrible place. Yet we cannot risk the strangers to the
south getting such documents. The coast of the Land of the Damned
seems inviting, but we will not set foot on land until we have passed the
wilderness.

Day 42: This day we passed the Horn of landir and headed into the
Sea of Dread. We are making excellent time and I expect to make land
fall in the Wt'$tern Empire within a week.

Day 64: We are to pon in one of the ancient, ruined cities of the'
Western Empire. I was grateful to dock after over two months at sea. I
was also furious with my own stupidity. Due to an error in navigation.
we find ourselves in the mouth of the Inland Sea, across from the
Ophid's Grasslands. In other words, we are some 600 miles (965 km)
off course! Not an auspicious beginning for the greatest sea voyage of
our time.

Day 65: We will be leaving this pon with the dawn tide. Would that
we had been clever enough to leave earlier. or better still. never set foot
here in the first place. It seems that this city is plagued with some kind
of evil. The bodies of twO of our seamen were discovered in an alley
way near the pon. obviously sacrificed to some evil god. Our priest,
Kaim, claims that the city is infested with some ancient. death cult. For
a change I believe he is correct. I myself saw a trio of Railings seeking
refuge in the shadow of an alley. I know not if they are involved in
these murders, but the sight of them made my skin crawl. All the men
have been recalled from their revels and the marines have posted a
heavy guard on the ship.

Day 77: Early this morning we docked alongside a good Bizantium
Briganteen, the Marybell, in Yaurway Harbor. No doubt this Western
Empire city is as dangerous as any other. but the presence of good Bi
zantium ships and tradesmen does much to soothe our fears. Since our
last landfall. we have sighted a number of oared galleys Oying a variely
of nags; mostly of Phi. Lopan or the Eas/ern TerrilOry. These are usu
ally large ships, well over 100 feel (30.5 m) in length.

Day 99: Today marked our most imponant discovery and the most
fearsome encounter that any of us have ever faced. We had been care
fully navigating the straits south of the Western Empire that lead east
ward i{lto the Sea of Scarln Walers. After a panicularly difficult pas
sage between two rocky islands, we emerged into open waters to see a
dark ship cutting across our bow. It was one of the outlawed Black
Ships of the Western Empire! As it sped across our bow, we had a close
look.

She looked to be some 170 or 180 feet (51.8 to 54.8 m) in length.
but with a beam no wider than that of our own ship; perhaps 30 feet (9
m). There were no oar holes or other openings in her smooth. black
hull. but there were sU"arlge curves and twists, like some kind of huge
bone or dragon-plate. Three masts were hung with blood red sails in
square riggings, not billowing in the wind, but slack. On deck, there
was the movement of figures quick and dark, which filled us all with re
vulsion, as if they were living things found under an ovenumed rock.
We immediately applied full sails and headed eastward. Fonune was
with us in that we had open water ahead and a good wind to our backs.
Even so, the Black Ship turned with a supernatural quickness and pur
sued. With the best of winds, the help of our mages, and fervent prayer,
we managed to stay at least three miles (4.8 km) ahead of the spook
ship.

Four hours later, nearing sunset, the Black Ship seemed to stan 10
pick up the pace. It was as if it could use the darkness to increase its
speed. Providence intruded at that point, sending a squall from the
nonh. We weathered it easily enough.

It is midnight as I write this and there is no sign of any ship nearby.
That the Western Empire has broken its treaty is no surprise: we only
thank the gods we have survived!
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Day 133: We have finally reached the end of the Western Empire.
We brieny visited a small Dwarven village where we talked to some of
the local fishing captains. They tell us that we are now in the fabled Old
Kingdom and that it has never been a pan of the Western Empire. If
true. that is good news indeed. for we are already halfway home. The
next stop should be Timiro, then nonh and homeward.

Day 161: For the last seven days, we have been sailing west and
nonh. A great wastel~d lies to the south. looking even more terrible
lhan the Land of the Damned. The heat is stifling, supplies of food and
water are adequate. but it is discouraging that our route is taking us '
back the way we came.

Day 170: First the wasteland, then mountains, and now jungle to the
south. We continue our westward-heading. each day taking us fanher
and fanher away from home. To pass the time, I have compiled an esti
mate of the naval forces of the Western Empire based on my observa
tions as we travelled along most of its coasl. I have included only those
vessels capable of being used in naval engagements: another 10,000 to
15.000 barges, fishing boats arid the like. are used in various commer
cial endeavors.

Punts: 'fhCse are the single-masted patrol ships of the Western Em
pire. Most are outfitted with laleen rigging. but about one in twenty
have some fonn of gaff rig. Sizes range from 20-50 feet (6-15.2 m) with
very wide beams: the beam width usually being half the overall length.
Pons for 8 pairs of oars are found in most models. 1,312 Sighted. esti
mated Total: 2.000.

Carracks: Either two or three masted ships of a medium size,
roughly comparable to our Bizantium Briganteens. From 50-80 feet
(15.2 to 24.4 m) long. Capable of seating 80 oarsmen working 20 pairs
of oars. 821 Sighted. Estimated Total: 1,400

Caravels: The only really seawonhy ships of the Western Empire
neet. They are three or four masted ships that average from 120-140
feet (36 to 42 m) in length and 40 feet (12.2 m) or more in width. The
rear castle extends all the way to midships. About half the Caravels
have an optional arrangement for oars (fittings for from 25 to 32 pairs),
but we never saw these in use. Possibly because of the use of warlocks'?
380 Sighted. Estimated T(){al: 800

WIl! Galleys: Except for a few, ancient biremes, all the modem
Empire waJ1ihips are triremes with three banks of oars on each side.
These are of a very standard construction, perhaps because of a govern
ment standard. Each ship is 185 feet (56.3 m) long, 38 feet (11.5 m)
wide at the beam and with 30 banks of oars on each side. In other
words. a total of 180 oars with two men handling each. The oars are ar
ranged in venical banks of three with a long. medium and shon length
oar in each.49 Sighted. Estimated Total: 50

Ships of Bizantium Manufacture: I include this figure so that the ac
curacy of the other estimates may be checked. Lighters: 38, Schooners:
41, Corsairs: 6. Briganteens: 18, and Frigates: 113 sighted.

Black Ships: Although we only sighted one of these monsters, it is
safe to assume Ihatthe Empire must have more hidden away. Even so,
it's difficult to see how they could hide more than a dozen without dis
covery by the other treaty nations.

Day 186: It is now confinned: we are back al the channel to the Sea
of Scarlet Waters. I fell! that the map makers of the world, who have so
confidently labelled the Yin-Sloth Jungles as an island, are seriously
mistaken. We now know that the Sea of Scarlet Waters is an inland sea.

Day 221: At sea again after resupply at Morgreslon in the Western
Empire. Only a little over 1.200 Old Kingdom Gold remain in our
strongbox. We have already sighted the southern land and have turned
to the west once more.

Day 233: Finally. we tum south to continue our voyage. With the
help of some Western Empire chans, we have avoided several large
channels and inland waterways. Although the land seems to be dense
jungle, we can see huge mountains fll! to the south.

Day 237: For the third day in a row we have sighted dragons flying
in the vicinity. Today is our first true encounler with one of the great



lizards. 1be huge beast slowly circled overhead. making passes at the
ship for perhaps fifteen minutes. Finally. it spoke to us in its great
booming voice; "I will land on your puny ship. If you resist me. I will
be forced to send you and all your prelly gold to the bottom of the sea:'
We cleared the foredeck as much as possible, but still suffered some mi
nor damage when the creature landed. Fortunately. it was small for its
kind, only 40 or so feet (12.2 m) long. Still we felt threatened with cap
sizing every time it shifted its tail Of gestured with head or paw. "1 am
the lord of this land." he said. "and I will take tribute for your safe pas
sage. In gold." After spirited negotiation. we sellied on a purse of 250
Old Kingdom gold and the creature left with its treasure. All three of
our mages have criticized me for paying the creature off. They claimed
that it was only a small Fire Dragon and lord of nothing. They further
claimed that their powers were capable of dispelling the beast. I re
sponded that the price was cheap enough and that I hadn't seen any
courageous challenge while the dragon was sitting on our deck,

Day 240: Rve dead. including Waspen. our Wizard. in a fierce fight
with a Sea Serpent. The beast matches the description of the dreaded
Viper Serpent. and it was nearly the victor in our encounter. We were
nearing the end of the mountain range when the creature suddenly
loomed up in front of us. The impact of our ship against the creature
knock¢ everyone senseless and may have even done some damage to
the beas\. Apparently it is nO!: intelligent enough to realize that fast
moving things can hun. One seaman was billen in half and another
grabbed up in a claw. before we even fully realized what was happen
ing. The bailie continued with pole anns, cross bows, and spells for near
half an hour. before the creature was wounded enough to flee into the
depths. As to why we were taken by surprise I can only guess that it
was because everyone was so alert for the threat of dragons in the sky.
Since the lookout in the crow's nest was flung overboard and lost dur
ing the bailie. there is no one left to blame. Fortunately, the ship suf
fen.~d lillie; sail. riggings and a few spars will need replacement.

Day 269: The endless jungle along the coast. which has persisted for
nearly two months of travel. is finally broken by a chain of mountains
to the eas\. I hope we will find someplace to land soon. as our water and
food is now spoiled in the oppressive heat.

Day 272: We are in port. in a place called Xegon's Hold. It is a safe
harbor that is frequented by ships from the Western Empire, Timiro. the
Floenry Isles. and someplace east of here called the Land of the South
Winds. Our "discovery" that the Sea of Scarlet Waters is an inland sea is
nothing more than a trade secret held by the captains in these waters.
We are pleased to be able to buy supplies, but the prices are such that
the gods themselves should punish the merchants here. Considering the
outlandish mix of rdces here: Orcs. Goblins. Kobolds. Elves. Dwarves.
and at least a half a dozen others I could put no names to. The gods may
have already punished this place!
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Day 304: Jungle, jungle, jungle! It seems that we have finally put it
behind us. Today we dropped anchor in a small bay near a strange na
tive village. The people here, actually Kobolds. came out 10 greet us in
strange ships. They are made with two or three hulls: usually a main
one made of huge. hollowed out logs, and then smaller hulls connected
to the main one. Apparently, these extra hulls. which they call "outrig
gers:' give them greater stability. 'The people themselves are pleasant
enough and are quite interested in our trade goods. Nevertheless. I have
ordered most of the crew to remain shipboard during out stay here.

Day 311: This is the first day of our beaching on this remote isle of'
the Aoenry chain. We examined the hull. and both our ironmonger and
carpenter have been working near round the clock since.

The southern seas are always calm and peaceful. When' we were in
port in the Land of/he South Winds a stonn blew up. Barely a mild gale
in our northern waters, the natives were in a panic and four ships were
capsized; one because of the weather, the other three because of the ex
treme stupidity of their masters.

But other threats of the southern seas are more subtle and more dan
gerous. We 4iscovered weakening of the hull and some kind of degen
eration of the wood throughout the ship. Upon beaching the ship. we
discovered a jungle of life fonns: barnacles, weeds. small crustaceans of
many fonns, and tentacled creatures the length of a man's ann. All this
growing just below our waterline. In future, it would be wise to plan for
a thorough cleaning every other fortnight spent in these pestilence-in
fested, southern waters. In barnacles alone. the ship has accumulated
what would take 20 years of sea voyages in the northern waters!

Day 312: Even the above-water wood is rotted! Some kind of fun
gus or decay is weakening just about every piece of exposed wood on
the ship. The only wood that resists this decay is that which has been
blackened with tar or smoke. Right now. the only wood that doesn't
need replacing is the blackened wood around the cookhouse.

Day 31J: Since we sighted no buildings on this island, we assumed
that it was uninhabited. Today we discovered differently. Some small
crealures, called Hytril. have discovered us and are constantly visiting.
They are cUle but annoying. always trying to make orr with small ob
jects and interrupting the work with questions. However. since all the
men are weary. I've decided to let everyone work more slowly.

Day 318: The Hytril, in spite of their annoying habits, have saved
our lives for the second time today. Of course, we have been following
their example in finding edible food and avoiding poisonous sturr. and
that has probably saved a few lives. Early this morning, before first
light. they performed a more valuable service. Suddenly everyone woke
up with the Hytril screaming, "Grirnbor! Grimbor!"' We had no sooner
grabbed our weapons when a mass of howling, brutish creatures burst
into our camp! It was a fierce fight 10 the death after that. but there were
only 14 injuries and no deaths on our side. After driving off the ani
mals. we had a chance to examine the 13 of their dead that were left be
hind. They were all males. large and powerfully built. Two had scars
that could only be sword wounds, and another had a recent wound in
lhe thigh from a cross bow bolt, nOl delivered by our melee.

Day 324: By now it is clear that the ship cannol be completely re
paired with the wood and iron stock at hand. We must find a good
source of oak, as we will need approximately 14 tons of seasoned. aged
timbers; at least two hundredweights of iron. and, if such a thing exists
in these south lands, a main mast of straight fir. Timiro seems the most
likely place within reach of our crippled ship. We should set sail within
the next two days.

Day 3J8: The gods have granted us a miracle unmatched! Kind
winds and smooth seas let us sail some 500 miles (804 krn), by my
reckoning. in less than nine days. Two squalls were the most dangerous
weather, but, even in its weakened condition. the hull was sound. All
the men are weary since the pumping of seawater from below decks
was a continuous operation. Six men manning the pump at all times and
even great Huber. the strongest among us, could work. for no more than
four or five hours al a time. We pulled into the Credia harbor al sunset
and hope to make arrangements for our ship's repairs in the morning.



Day 339: Have you heard of Credia. the greatest of southern cities.
as a merchant capital? Well I've found it to be the basest of lies! Yes.
they have the yards. the woods. and the skilled men. Yet. in all this
great city. spreading out for miles in every direction. they have but
ONE shipyard. That yard has so much business. especially royal busi
ness.that they charge near ten times what any sane man would pay. The
yardmaster estimated that the cost would near 180.000 Old Kingdom
gold. and would take at least three months for completion. How can
anyone afford such hellish thievery? I'm at wit's end.

Day 341: We are now at sail again. this time eastward along the
coast of Timiro. Our destination is Calra. one of the main shipbuilding
centers for the Timiro Navy. For the price of an evening's drinks. sev
eral merchant captains have sold me the directions. II seems that no
trader in his right mind uses the Credian shipyards and that Calra is as
cheap as Credia is dear.

Day 347: Disaster of the worst kind! We are out of trade goods and
are so low on gold that we've been forced to sell some of our home
bound cargo. Fony pound-weights of fine. Western Empire silks went
for less than a third of what they would fetch in Bizantium. Yel we had
no choice. Good qualily oak must be imponed from far to the nonh and
cOSts a small fonune for every piece. What irony. that in only a few
weeks we will be sailing along those nonhern wildernesses and all this
high-priced wood would COSI us only the small effon of chopping it
down!

Day 358: True to their word. the shipbuilders of Calra have done a
magnificenl job of repairs. Although the price is very high. 17.000 Old
Kingdom Gold, the workmanship is the equal of any in Bizantium. In
deed. I have seen a variety of tools and techniques that will be of great
value to our native shipbuilders.

While I spy on the shipbuilding methods of Calra. the navy of
Credia sends her spies to examine the Turaline. Every day the ferryboat
from Nibis brings over more men who don't fit their clothes. These are
obviously naval officers. dressed in the garb of tradesmen and laborers.
who wander about the shipyard with parchment and pen in hand. Re
ally! They are so obvious. The ship sits aground where all her secrets
are readily apparent. Why don't these gentlemen simply ask for a tour?

Day 384: Having made port in Himel. deep in the Eastern Territory.
I finally feel comfonable gathering my notes about the Timiro Navy.
Our stay at Calra was most productive. with myself and several of my
men ha_ving made a few visits to the fortified island of Nibis. Between
Nibis. the base of the Timiro Navy, and observations at Credia. Calra
and along the coast. I am able to make the following observations.

First. the ship designs of Timiro. They fall into three categories:
warships, merchants. and galleys (which they call "barges"). All the
ships are large by Bizantium standards. They are also weak of hull and
rig: since they never see storms of any strength, they confidently build
huge warships that cannot face the leeth of the sea.

Ketches: The smallest navy ship is called a Ketch and features a
mainmast dead amidships. and a smaller jigger near the stem. On the
mainmast are three. square. sail rigs: with the large mainsail lowest. a
smaller topsail. and an even smaller top gallant above. Featured on the
jigger are a triangular jib sail above and a gaff rig below. I judge the
ships to range from 40-60 feet (12.2 to 18.3 m) in kngth and a length to
beam ratio of I:3. Even this small ship is filled with a ram. Are all
southern sailors so ram-crazy? Every powerful navy we have sighted in
southern waters feafUres a ram. and many even man heavy rigs for
dropping a boarding spike. They are also filled with oars of one kind or
another. 3.211 Sighted. Estimated Total: 4,000.

Barks: A three masted ship with jibs and square rigs. On average,
they are 120 feet (36 m) long and 40 feet (12.2 m) wide.

1.487 Sighted. Estimated Total: 2,000.

Destroyers: These are the main warships of Timiro. 210 feel (64 rn)
long and 70 feet (21.3 m) wide and four masted. About half of the older
models are equipped with 40 pairs of banked oars. Newer ones are
lower. with less prominent fore and aft castles. 373 Sighted. Estimated
Total: 500.
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Behemoths: By far the largest ships at sea. and even bigger than the
Bizantium Stone Ships. 270 feet 82.2 m) long. 90 feet (27.4 m) wide
and of the most advanced design. It is significanl thai they have no
place for oars and have five masts. It is rumored that every Behemoth is
assigned a ship's warlock specializing in air elemental spells. 4 Sighted.
Estimaled Total: 12.

Viscount: This is the name for the second most common type of
Timiro trading ship (~ost common are a type of fat galley). They are
small. barely 35 feet (10.7 m) long. but are very well designed. The
Timiro Navy dismisses them as simple merchants. but they could well
become a significant factor in any large war. 2,012 Sighted. Estimated
Total: 4.000.

Lighters and Frigates: Yes. these are Bizanlium ships and they are
no copies! They appeared to be aged around 25 or 30 years, certainly
heavily weathered and repaired. Some buyer of Bizantium ships is sell·
ing his older models here without the knowledge of Bi7.antium. I ob
served 8 Frigales (including one in dry dock) and 14 Lighters of
unmistakable Bizantium design:

Day 410: Pirates! We were sailing in a half·heaned wind in the
channel between the Eastern Territory mainland and Y-oda. when three
galleys began making toward us. All were obviously Eastern Territory
triremes. Suramen. our warlock. and Uafor. immediately staned his
wind summoning and we went to bailie stations. The wind was slow in
coming and one of the oared ships managed 10 move alongside before
we could escape. It broke into a fierce. hand to hand fight along their
two boarding ramps.

The marines kept fighting while the rest of the hands moved to set
sail in the magical wind. We ripped out the boarding platfonns and
quickly moved away from the pirates.

I wish that those fools who push for oars in the Bizantium Navy
could have seen the battle that followed. It had nothing to do with
speed: obviously the triremes had us beaten in a race. But no oared ship
is as maneuverable as the Turaline with a favorable wind! We easily cut
away from their lumbering feints. Then a touch of burning pitch from
Ihe catapults and they staned losing their appetite for baltic. Before it
was over, one ship was an abandoned, flaming hulk, and the other two
were set afire and running west as fast as they could.

Day 418: While docked here in POri Pain. I have discovered the ori
gins of the pirates we defealed. It seems that the Eastern Territory's pol
icy of using prison ships has finally fouled. One of their major ships fell
to a prisoner revolt. The ship went pirate and Started liberating others of
its class. That was six years ago. Now it is said that as many as 40 ships
have turned pirate and are based in secret hideaways on the island of Zy.

Day 428: Midway across the Algorian Sea and time to compile the
naval information on the Eastern Territory. These figures represent only
the ocean forces. II would be hard to estimate the size of their navy on
the Inland Sea. Suffice ilto say that Phi and Lopan have excellent repu·
tations as shipbuilders.

Galleons: A hodgepodge of two masts and oars. Generally 130 feet
(39.6 m) long and 60 feet (18.3 m) wide. They have massive castles
both fore and aft, as if they were landed fons instead of ships. There are
16 banks of paired oars on each side (64 oars total). Often the oars are
manned by non·human slaves (orcs are the preferred race) or by con
demned criminals. 811 Sighted. Estimated Total: 1.200.

War Galleys: Copied almost exactly from the Western Empire
model. If anything. these ships are less maneuverable than the Western
version. 123 Sighted. Estimaled Total: 250.

Ships of Bizantium Manufacture: I include these figures .so that the
accuracy of the olher estimates may be checked. Lighters: 55. Schoo·
ners: 64. Corsairs: 23. Briganteens: 90. Frigates: 38 Sighted.

Day 441: Having sailed in these waters so often. I can finally feel
somewhat at ease. The sea off the Greal Northern Wilderness is cruel
and treacherous. but it is a cruelty that I know well. I have been passing
the lime comparing the strengths of the various world navies based on
our observations and on my estimates.



First of all. we need not wo")' about an invasion of our fair islands.
Most of the southern fleets have ships that are far too delicate fop our
hardy ocean Slonns. Conflicts in the more southern waters are not as
cenain. 1 would rank Timiro as the world's greatest sea power in the
south, with ships not so numerous as the Western Empire's but far more
capable. Their navy is very professional and very ambitious! The West·
ern Empire is always a threat, if for their Black Ships and obsession
with power and conquest if nothing else. The Eastern Territory has a
navy that would be vulnerable prey for any modem fleet. The Land or
the South Winds. the Floenry Isles, and all the smaller nations, have
navies of too small a size for any substantial ocean warfare. In shon, ttk
two threats to Bizantium's naval domination are the Western Empire"
and Timiro.

To beat the Western Empire is unthinkable. However, the longer
they are left alone, the more decadent they become. Since they are not
expanding at sea. then we had best leave them alone.

Timiro is another matter. Their fleets are tight and professional.
They have a high degree of technical skill and they are no doubl plan
ning to modernize their ships. It may not come to pass in my lifetime,
but I feel that Timiro and Bizantium are destined to clash. And the sur·
vivor will rule the seas of Palladium.

Day 453: A fuJI-force gale blew up, reminding us that we arc truly
in home waters. After all the mild winds of the southern seas. it was

The Isle of Y-Oda
The Isle of Y-Dda (pronounced why-oh-da) is located off the EaSt

ern Territory, near the Algorian Sea. It is also known as the Isle of
Knowledge, because the Great Library of Blelherad is located in its
western bay between the twO volcanic mountains ..y" and "Oda." Much
hislOry and knowledge of the world (eltcluding mystic knOWledge) and
every race can be found in this library. Although the island is officially
claimed by the Wolfen Empire as pan of their territory, the Y-Odans
(pronounced why-oh-dans) consider themselves to be neutral. It is a
place for peaceful trade and all races are welcome to use its vast library.

Y·Oda has two main pons: The pon of Bletherad on the west, where
all larger vessels dock, and a smaller pon in the southeast, suitable for
the smaJler craft common to the Eastern Territory of Man. Both of the
pons have establishments for the repair and stocking of vessels as well
as relaxation - although the pon of Bletherad charges a slightly higher
fee for docking.

The Southeastern Port of Arrluugra
Total Population: 1159 inhabitants plus about 304)(10 visitors.
Racial Mix: 70% Wolfen. 10% Human. 10% Dwarf, and 10% other.
Main Business: Trade and Supply.

Note: The island is roughly 120 miles (192 km) long and about 60
miles (96.5 km) wide.

The Southeastem Pon of Arrluugra is a large Wolfen village that
shares the peaceful sentiments of Bletherad. although the population is
predominantly Wolfen and tend to be less tolerant of humans and other
races (eltcept for Elves). This is a village of hard working people,
mostly fishennen and fanners. Visitors are welcome in this quiet com
munity. but there is little to do other than relax or go for mountain
hikes. Although there is no official shipyard, there are several Wolfen
families skilled in carpentry and boat building who can effect repairs on
any ship (they also build and repair the fishing boats). There is also a
fairly large store and lumberyard that specializes in sails, rope works.
pans and equipment for ships. Prices are about 20% lower than average.

A wide. din road winds nonhward around the coast to the city of
Bletherad and the Great Library. Another path leads up to the mountain
of Oda nearby. A small tribe of Algor giants live at the summit, but
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something of a shock. The great military vessels of the south may be
more powerful than the Turaline, but none would last a melee round in
this kind of sea. I was thinking that when a messenger tapped me on the
shoulder and poinled out to the starboard side. The winds made talking
impossible, but I quickly realized that we were seeing another ship. All
our main sails were furled (closed up) and we were JUSt steering ahead
of the wind, not for movement, but merely for survival.

Thc stranger had a.latecn rig fully unfurled and was rowing with the
wind. As she approached, I discovered that it was a Wo/fen Long Boal.
sometimes called a Dragonship. This one was larger and wider than •
any I'd seen before, about 70 feet (21.3 m) long and only 15·20 feet
(4.6 to 6 m) wide at the beam; yet Oat-bottomed, and with sides barely 4
feet (1.2 m) above the waves. The..sail and founeen pairs of oars pulled
by powerful Wolfen, were moving that ship as fast as anything I've
seen on the sea. At its closest approach, I could clearly see the Wolfen
captain, waving and giving us a toolhy smile as he passed. Truth of the
gods. he seemed to be enjoying it!

As far as I know, the Wolfen boats, developed mostly for their shal
low draft, have been used mostly on rivers and inland lakes. Perhaps it's
time that Bizantium study the Wolfen Empire a little more closely!

Day 481: Ship is secured at harbor at the City of Bizantium. It has
been the trip of a lifetime, but thank all the gods that we are home at
last!

By Chester Jacques & Kevin Siembteda

even they are reasonably tolerant of human mountain climbers who
show them the respect they deserve.

Bletherad, The Northern Port
Population Total: 3870 (approximately 1000 are Scholastic Monks
who manage the library). Another 304)( 100 visitors (60% scholars and
practitioners of magic) are present at any give time. Among these. 50%
arc human, 30% Wolfen and 20% other.
Racial Mix of Ihe residents: 52% Wolfen, 31 % Human. 6% Elf. II %
Other.

Located near the middle of the island between the twin volcanic
peaks of "Y" and "Oda" is the nonhem pon city of Blelherad. said to
have been founded by the Wolfen over five thousand years ago. This
claim is heatedly refuted by human historians - although polite visitors
to the city never bring up the fact that Bletherad is not even a Wolfen
name. The pon city can accommodate medium to large ships. but like
Arrluugra, has lillie to offer seafarers and adventurers. Its main attrac
tion is the famous Great Library.

Thc Island's own legends about the Great Library stan with the fall
of the ancient Elf Empire. The end of the Elf-Dwarf War signalled the
collapse of both the Elven and Dwarven Empires. The Empires frag
mented into dozens of smaller kingdoms, cities, and clans. Anan:hy
reigned and society slipped into ruin along with the once great cities.
The books and an that had survived the War were stolen, sold. lost or
hidden (and lost). The barbarian monster races of Goblins. Orcs. Ogres,
Trolls and giants invaded the land. stealing and destroying even more.
The weakened Elven and Dwarven Kingdoms could not defend against
the monster hordes and lost city after city. Each triumph made the in·
vaders bolder and enticed more of the monsters to flock to the war
bands so they too could panake in the looting, murder and revenge.
Tens of thousands of Elves and Dwarves would die at their hands 
one more tragedy to rise out of the madness of the Elf·Dwarf War. In
time, the once great Kingdoms of Elves and Dwarves would fall to the
barbarian hordes and soon become known as the monster ridden "Old
Kingdom:' It was during those centuries that thousands of Elves and
Dwarves fled their homeland and scattered across the world. Many



would seek refuge among humans. while others would seek different
avemles.

About 5200 years ago, several families of Elves, Dwarves and some
humans (many Changelings in disguise) came to the: island Y·Oda.
They came upon a Wolfen village and befriended the canines. Together
they established the village of Bletherad and built the Great_ Library.
The Elves and their companions were all refugees from the Old King
dom. dedicated to peace and desperalely seeking 10 preserve a vasl li
brary thai had been rescued by their forefathers 3()(x) years earlier
during the Elf-Dwarf War. They spoke of a prophecy about a great li
brary where all people could come and learn: a place of knowledge and
peace. The Wolfen embraced this notion and together buill the Great li
brary. II is said that the firsl books and scrolls rescued from the Elf
Dwarf Wars barely filled one large room (less than 1% of the gigantic
library) but during the 5000 years that have followed. the Elves, Wolfen
and their agents have gathered thousands more. As the fame of the
Great Library spread (mostly in the: last 1000 years). scholars. noble
men, mages and adventurers have donated or sold to them thousands of
tomes. Today, less than a dozen libraries in the world offer even half of
what one can find at the Great Library of Bletherad.

Among the original Elven founders were an order of Scholastic
Monks (60% Elf, 15% Dwarf, 20% human, 2% Changeling, 3% other).
It has been through their unique teachings (especially for the time) of
leaming and tolerance for all people, that touched the Wolfen clans who
met them. Today, the Order of Bletherad has well over twO thousand
members. many (50%) of whom are searching distant lands for lost his
tory and books of all kinds. Largely due to the geography, the Monastic
Order of Bletherod is racially divided as follows: 48% Wolfen. 24%
Elf, 15% human, 5% Dwarf. 4% Changeling (usually disguised as hu
mans) and 4% other. An estimated 88% of the townspeople also follow
the philosophy of peace among all races and hold the monks in the
highest esteem.
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Bletherad is generally regarded as a city, although its population is
under 4()(X). Thousands of visitors come 10 read the books and scrolls of
the Great Library. Most stay for several days to several weeks, some for
months, and some spend years poring over the collected knowledge of
over 200 generations. This makes the streets and shops of Bletherad a
bustling community with throngs of people representing vinually every
known race. although Wolfen, Elves and Humans are the most numer
ous.

The heavy traffic from visitors makes Bletherad appear to be
crowded and bigger than it really is. It also makes the port appear to be
somewhat run-down from wear. Crime is minimal. mainly because of
the peaceful nature of Bletherad's inhabitants and the monks handling
law enforcement. but also because it tends to attract a higher class of
people - namely scholars. historians. priests. nobles. practitioners of
magic, and other highly educated and sophisticated visitors.

The townsfolk are an honest bunch who treat most strangers in a po
lite and friendly manner. Any attempts by visitors to find an "unsavory"
element will be met with pUZZled looks and uneasy glances. This is
definitely not the place to fence stolen goods. There is nothing panicu
larly exotic or illegal available at Bletherad. There are no pawn shops.
brothels. drug dens, gambling halls or thieves' guilds. In fact. most sail
ors find this port to be boring and usually shove off to more "fun"
places within a couple days, sometimes within a couple hours. Most
only stop to deliver paying passengers who desire to visit the Great Li
brary. In addition to the lack of carnal. violent pursuits and other dis·
reputable pleasures. most humans feel uncomfortable Slaying at a
"Wolfen" pon for any length of time. while Olhers feel uncomfortable
being around so many "high class" and educated people.

There are two dozen inns. plus a third of the inhabitants offer rooms
and board 10 visitors who want a more "homey" place to stay - a "bed
and breakfast" type arrangement. Shops include general slores. baker-



ies. pubs. tailors and lhe like. 1bere's only one carriage service and few
horses. but everything is within easy walking distance and the isfand
does n()( offer much in the way of entertainment and pursuits beyond
the Great Library. A couple of merchants offer boat rides and transpor
talion around the island or to lhe other (equally boring) port. but the
water tends to be rough and choppy. Another offers hunling excursions
in remote areas of the island. but game is generally limited and unim
pressive. Scrupulous Islanders ....iII I10f ferT)' people to the dangerous
wilderness of the mainland a hundred miles (160 km) 10 the west.

TIle blacksmith is quile compelent and able to repair or replace ITIOSI

small. nonmagtcal ilems at a reasonable price. Any attempts 10 mate the
smith work on a magic item will only cause him 10 stop and mUller
something about ··... the curse of Oda." He cannot. and will 1101 be co
en:ed inlo wMing on magical items. and will simply close up his shop
if someone insists on this kind of WM.

A favorile tavern is Aunlie Ev's. which is ironically run by I

friendly. old. male Wolfen. slightly balding and faL He willlalk 10 any
one and inevitably lurns 10 telling suxies about his youlh in the Wolfen
Imperial LtgKJn. before his relirement on the isl&nd. If he is lOki an
equally good Slory. the pany will receive their enlire nighl's drinks free
(and possibly free lodging on cots in the back room). II can be assumed
that everylhing saKi by Aunlie Ev is based on truth. although he does
have a lendency 10 exaggerale and repeat unsubstantiated rumors as
fact. He is likely 10 mention the following. usually woven into the mid
dle of a long tale aboulthe time he caughl his firsl swamp rat.

About the island:

I.There have been sighlings of Sphinxes in the twin peaks of Y and
Oda. In fact. lhe secrel prolector of Ihe Library is an ancienl and power
ful Sphinx k.nown as'"The Keeper," bul don'ttel! anybody.

2. 1be name Bletherad is actually Grimborish for "One Who
Doesn't Sink In 1be Lagoon."

3. The tIltire island is enchanted and was once the domain of a greal
faerie kingdom. 1be Greal Library was actually built by them and is reo
ally a million years old. Nobody knows whatever happened 10 the faerie
kingdom or its people.

4. 1be ancient Temple of Oda is filled with many wondrous ilems.
bul no one has ever managed to touch them.

5. The Wolfen in the monastic order are all really Olangelings. but
are peace loving.

6. Dragons and other powerful beings sometimes visit the Great Li-
bnry.

7. 1be God Od frequently finds peace and solilude at the lop of
Mount Oda. A temple and small group of warrior priests dedicaled to
Od can be found mid-way up the mountain.

8. One ofOd's t~ISU~ lroves is hidden in a cave on Mount Oda.
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About the Wolren & Politics:

1.1be Wolfen a~ smarter. stronger and more prodigious lovers than
any human. Elf. [)warf or even Titan! That's a fact!!

2. It would be greal if Wolfens and Humans could find peace. like
the inhabitants of this island. but be wouldn't hold his breath waiting.

3. One of the greal Wolfen Generals (no name is given) is planning
on seizing the northem disputed lands claimed by the Eastern Territory
- and possibly claim-the entire territory for himself. He commands a

legion of Coyles thai is five million strong! War brews on the mainland ,
directly across the island.

4. 1be WoJren tribes are again al conflict and the Wolfen Empi~

may soon splinter.1lle Weslem En'!Pi~ is secretly behind this tunnoil.

5. 1be Wolfen Empi~ has never been happy with the neutrality of
the island and its acccptanee of all races. Throughoul the decades there
had been disc:ussion as to whether or not the island and the Greal Li·
bfvy should be the exclusive property of the Empi~. However. while
polilicians and generals grumble. the Wolfen have respc:c1ed the is
land's neutrality and have never interfered with the affairs of Y -Oda's
people or the Greal Libfvy.

6. There has been a lot of trouble along the coast of Timiro. It is ru·
mored that children vanish every day!

7. There's a place in Ophid's Grasslands that is a doorway to a
dozen diffe~nt WOfIds and where time is meaningle:ss. lbat's where the
fabled "Defilers~came from.

Note: 1be big Wolftil has apparently had seven! bad experiences
with praclitioners of magic (don't ask) and dislikes them. He and his
employees are cool toward them and don't loier-lle even the lh~at of
using magic in his establishment.

The Great Library of Bletherad

A sign over each enlrance is inscribed with every known language
(il is assumed you can read if you are visiling a library). The nOlice
reads:

WA.RNING! No magic ;s allowtd or can ht ptrformtd ins;dt /ht
GREAT UBRARY. AllY btil1g rtquiril1K magic to sun';vt is adl';sed 1101
to tnttr. FUf/humort, .....hilt AU /HOp't art wtlcomt.....MponS and
I'/'oltnct art not. LtOI·t )'o/.lr ha/rtd al1d prtj/.ldicts at /ht door wi/h
)'o/.lr wtapons al1d armor.

All weapons and annor must be checked in allhe entrance. Trying to
take a weapon into the library is forbidden and the characler will be
held down by as many Wolfen as necessary 10 disann him. Once dis·
armed. the player is free to go inside. bUI any funher lfOuble will sec:
him forcibly ~moved and baned from the library for life! All weapons,
armor and equipment will be ~tumed when the characler leaves the
premises - theft is ext~mely rare (less than I%). Note: Characlers are
IruSled 10 comply and are 001 sean:hed. so concealed weapons can be
smuggled in. if one is willing 10 risk penn&nent banishmenl from the
Greal Library.

1be libfvy itself is • huge. ancient sltUClure. easily a mile (1.6 km)
wide. It is five stories high and holds over five million oonmagicil
lomes and sc:rolls. 1be~ are many tIltranees. each requiring the five sil
ver p)ece "donalion" to enler. AttemptS to swindle the doormen by
channing them or passing false silver will be fruitless. The tIlti~ inside
of the libfvy is protecled by a sort of "anti-magic" effect similar to the
S/Hif. only it is permanent. Most sludents of magic believe il may be a
losl Spell of Legend that protects the library and may lend credence 10
the claim of il being 5000 years okl.

Every book. scroll and map in the library is available for ~ading or
copying. 1be Libfvy never closes. and has small rolS available for
those who wish 10 doze. Books are never allowed to {tal·t the libfvy.
and those thai try to "borrow" I book are usually found days later.
bruised and ballered in an alley.



The librarians and worters are mostly Wolfen. and predominantly
members of the Monks of Bletherad (90%; average level is 4-7th level:
see Old Ones, 2nd Ed. for full details about the Scholastic Monk
a.c.c.). The monks and lay-staff are uncommonly friendly 10 all races,
willing to help anyone find me books, scrolls or maps they seek, and are
eXlremely knowledgeable and educated themselves. In fact. one of the
monks loves to engage in philosophical, religious and political discus
sions.

A special map-room, conlaining maps of all the known lands, is
also in.the library, but me map-room has a separate admittance fee of 10
gold. Small copies of mosl area maps are available from the fronl desk,
but the qualily of the an work is alrocious (these copies are the work of
student scribes who are juSt learning how to use pen and ink). The
prices for the maps are reasonable: 1-3 gold pieces for a standard map,
8-20 80ld for a more detailed one. However. the cheapest maps are so
badly drawn that there is a 01-75% chance malmey are inaccurate or
impossible 10 read cOl'l"eclly. The more expensive maps are much more
accurate. although occasionally flawed in minor ways (misspelling,
scale is off, etc.). 1lIe maps are nonreturnable and the complaint depan.
ment is headed by a large, ugly Wolfen who answers most of the criti
cisms by rubbing his stomach and muttering something about how
hungry he is (Vrrgryph is really a gentle giani, given his position be
cause of his incredible palience).

If the pany wishes 10 consult the map-room and make their own
maps, they are welcome to do so for Ihe price of admission (10 gold
pieces each). However, those without an an skill or lileracy in the lan
guage are -40% 10 create an accurale map: copying a map isn'l as easy
as one might mink..

The Books
1lIe Librnry contains all kinds of books and scrolls on vinually

every subject, including personal diaries and journals. Only books of in
slruction regarding magic are deliberately excluded from the Greal Li·
brary, although there is a large seclion on magic lore as well as myths.
legends, places of magic and me supernatural. Most visitors must often
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rely on the help of librarians to find the proper items Ihcy dcsire. All
major books and histories exist in numerous editions and languages.
This includes 32 different volumes of the TriSlin~ Chronicles, 12 vol
umes of works by The Chronicler and numerous religious works.

In addition to the multitude of books and scrolls. the Great Library
also offers a huge variety of works of an, mostly tapestries. paintings,
skelchbooks and sculptures. About half are scallered throughout the li
brary as decoration anp for esthetics purposes. The rest are located in an
archival museum on the fifth floor.

The Language of Books, Maps & Scrolls
Most imponant tomes have several copies written in several differ

ent languages. At leasl 75% are wr)nen in Elf/Dragonese, 50% in West
ern. 33% in Eastern. 37% in Wolfen, 40% in Dwarven, 15% in other
languages, with 20% wrinen in runes and 8% in magic symbols. Of
course. books in a preferred language may be in use even when several
copies eJliist and Ihere may be a wailing list. However, most volumes are
available within 404 days.

Random Language DeterminaCion ofavailable books:
01-04 Magic Symbols
05-22 Dwarven
23-50 Elven
51-69 Wolfen
7(}.74 Human: Nonhern
75-85 Human: Western
86-90 Human: Eastern
91-96 Human: Southern
97-98 Rune Book
99-00 Other, including cryptography and unknown tongues (may be
from other dimensions).

The Keeper
Believe it or not, but Auntie Ev is right about The Keeper. About

2300 years ago, a SphinJli came 10 explore the wonders of the Great li
brary. She was so impressed that she decided to slay, conlribuling over
a hundred scrolls and a dozen books to the archives. The Keeper is one
the who supervises security at me facility and tracks down and punishes
thieves and troublemakers. When somebody who tried to rob or damage
the library in some way lurns up beaten to a pulp or is terrorized, it is
safe to bet that they have had a close encounter with a vengeful SphinJli.
The monks don't entirely approve of The Keeper's conduct or temper,
but acknowledge that she means wetl and is very effective at maintain·
ing order and protecling the library. A group of 24 Changelings (usually
disguised as visitors and sometimes as disreputable scoundrels to bait
and lure out thieves and rogues) help The Keeper recover stolen arti
facts and keep the library safe.

The Ancient Sphinx
Name: Known only as "Keeper" or"The Keeper," her lrue name is
Philxt. She roamed the Western Empire, Baalgor Wastelands and Old
Kingdom for 1600 years before settling down at Blelherad.
Alignment: Unprincipled
Attributes: I.Q. 24, M.E. 21, M.A. 10, P.S. 25, P.P. 19, P.E. 25, P.B.
19, Spd. 13 (5 times as fast when nying).
Hi, Poinls: 85
S.D.C.: 127
Natural Armor Rating: 10
P.P.E.: 78
Horror Factor: 17
Psionics: 8th level Mind Mage: highly educated and scholarly.
I.S.P.: 116
Magic: Lore only.
Atlacks Per Melee: Four
Bonuses: +2 on initiative, +3 to strike, parry and dodge, +4 to dodge in

flight, +2 to roll with impact, +4 to pull punCh, +2 on all saving
throws. and +6 to save vs horror faClor. All are in addilion to
O.C.C" skill or allribule bonuses.



Natural Abilities: Never lires when flying. nighlvision 120 feel (36.6
m; can see in total dari:ness). keen nightliighl (can see in one-sixth of
the light needed by humans), keen hawk-like vision (can see a magic
book two milesl3.2 km away), prowl 60%. track by sight 77%, swim
40%, norma! leap 30 feel (9 m) high or lengmwise and flight as'
sisted leap 200 feel (61 m) up or across. Also can magically under
Sland and speak all languages!

Penonalily: 1lle Keeper loves books and generally hales thieves. bul
her real mge is reserved for !hose who have lhe audacity to sleal
books. so working for the library combines her great pleasures ip
life.

Possessions: Unbelievable wealth; approximately 100.000 in gold and
silver. one million in gems. two dozen magic scrolls (miscellaneous
spells). and a handful of high qualily weapons.

MountOda

1lle mountain of Oda is in the southern half of Y-Dda. A volcanic
peak. il has been inactive for centuries. and has become thick with
vegetal ion. 1lle path leading to it from Blelherad is mostly overgrown.
and any lravelers will find their speed reduced to half their normalmte.
Mid-way up the mountain. the light forest turns into Alpine scrub and
rock. Algor m said to live in this region. although they m seldom en·
counlered. An occasional Wolfen, or Coyle is more likely to be foond.
Wildlife consists of rabbits. mounlain sheep and the occasional preda
tor. including visiting Peryton and gryphon.

Although few talk aboul ii, theTe is said 10 be a cave lhal coollins
either a vasl treasure or a lerrible curse. depending on who's telling the
IIle. 1lle monks deny both. but discoorage adventurers from mountain
travel because il is dangerous. and the rumor persists.

Note: There is a small temple dedicated to Od and inhabited by
aboul 12 low level priests and another 12 acolytes (most are Wolfen).
Although they claim the mounlain has been "'ouched" by Dd. the god
does nOi reside or even come to visit the mountaintop. at least not in the
last 4(XX) yean (if ever).

The Curse of Oda
1nere m numerous caves (lava tunnels) on MOOn! Oda. a few an:

inhabited by Algor giants. OIhers by Northern Grizzlies (OOI indigenous
to the island. so lhey musl have been broughl here). and others an:
emply. Somewhere near the lop is one panicular cave that has been
bkJcked with large boulders. Nearby is a small hUI and its inhabitarlt. an

Elf hermit (scrupulous alignment). To chanlCters of a good alignment,
he will say that the cave contains his ....Iuables and the gnve of his be
loved. so he mUSI ask them 10 honor his privacy and leave them undis
lurbed. Mosl good characters will be obligated by their alignmenl 10

honor the requesl. After all. they an: !ldvenlurers and heroes. OOImieves
and bullies. However. anybody who can sense die !rUm will know he is
lying. Funhennore. those who can see aura and/Or sense. magic will
know that die !lennit radiates magic and is more than he seems. Selfish
and evil eh8f1lCters may ignore his requesl and try to sneak a look in
side. or even attack the hermil. Either action will cause die Elf to attack
with deadly magic. bul only after he has dispatched a magic pigeon to a
clan of 204+1 Algor who will come to his aid wilhin 204+4 minutes.
All will fight to the death!

TIle hennit. who is actually a 9th level wizard. will immedialely cast
an Anli.Magk Clood spell around the cave. tum invisible and continue
his attack. striking with wind rush. call Iighlning and other powerful
spells in an obvious allemptto eidler keep the inuuders OUt of the cave
or 10 kill those who gel 100 close. He will also use magk to block die
entrance. If he is killed or incapacitated. die player ch8f1lCters may have
a few minuteS 10 remove the boulders blocking the cave before !he Al
gor arrive; magk or superhuman P.S. will be required 10 move the 20
tons of rock. In the alternative. curious chaf1lc:ters of a good alignment
may find themselves helping the good wizard defend the cave againlil
bandilS or evil forces. even though our heroes may have no idea of what
they m fighting 10 preserve or protect.

Beyond the boulders is a lava tunnel with small natural chambers.
Trapped inside are a pair of Zavor! The Monks of Bletherad. believing
all life is SllCred. have imprisoned the feeble-minded crealures rather
than destroy them. It is the wizard's and Algor's sworn duty to prevent
the Zavor from escaping or falling inlo Ihe hands of evil beings who
mighl use the enchanted creatures for diabolical purposes. Acc:oniing 10

one written account by an Elf Caplain (and 001 available to the public at
the Grea! Library). over 120 Zavor were found throughout MoonlOda.
According 10 die writer of this 1CCOUn!. it was his duty to lead an expe
dilion 10 destroy them all. He concludes his repon by wriling thai he be
lieves he has been successful. bul that a handful may have escaped his
vigilance. In over 4000 years. only these IWO Zavor ~ the only ones
known to have been discovered. However. others may exisl. 1lle monks
oflen wonder why so many once inhabited the island. Could it be that
the lavor originale from Y-Oda? Or did lhe island fall to die lavor
hordes as one of their conquests? Nobody is likely to ever know.

Zavor - excerpt/rom Monsters & Animals, 2nd
Edition.

TIle lavor an: suange lillie humanoids of low intellect and uncanny
power. for lhey ~ completely invulnerable 10 magk. This includes all
passive magic such as charm. globe of silcnce. sense evil, cloud of
slumber. mesmerism. tongues. blind. mute. etC. Even an immobilize
spell will be shrugged off withoul the slighleSt hindrance or ill effect.

Magic: weapons such as rune swords. and magk energy altacks such
as panlysis bolt. call lightning. fire ball. wall of fire. river of lava and
50 on. will splil the Zavor inlO two identical crealUres wilh equal abili·
ties. hit points. and memory! Likewise. physical punches. kicks. claws.
bites, and breath allacks from crtalurrs ofmagi!'. including the dngons.
will also cause the lavor to split into a duplicale every single time he is
struck! If this is continued. a hundred (or more) of these weird creatures
can be created. Once created. the duplicales an: as pennanem and real
as the originals and will live until they are deslroyed!

Magic b81T1en;: Only magic mat creates a pennanent physical bar
rier can stop or impede the Zavor. This includes barriers such as walls
of Slone. clay. lhoms. ice. or other physical damage. such as hail. dust
Slorm. wind rush. hopping stones. earthquake. quicksand. elc. Entirely
magkal barriers. such as immobilize. magk nel, carpel of adhesion, im
penc:uable wall of force, and even spells of legend will no! affect the
Zavor.



Vulnerabilities: ThankfuJly the lavor are vulnerable to all psionic
al/acks with full effect and full damage. Psychic energy. eveD' psi
SWOl'ds and pyrokinesis, do I10t split the Zavor into duplicates. They are
also vulnerable to weapons made of silver. wood and iron; all do their
normal damage.

Ironically, a Zavor prior to a magically induced duplication is shy,
quiet. and completely unaggressive. I10t even fighting 10 defend itself. It
is only after it has been split into two or more identical Zavor Ihat it be
comes intensely cruel and driven to slay ALL living creatures. from ani
mals to humans! All intelligent beings, from orcs to elves, will kill a
lavor on sight. In a campaign that can only be called genocide. the la
vor were believed to have been completely annihilated. Unfortunately.
this is not true. and their numbers have already risen 10 dangerous lev
els, though still quite minimal (probably less than 3000 worldwide).

The origin of the lavor is unknown: their purpose equally vague.
They have no craft. no society; no goal except. perhaps, to destroy other
life forms.

Alignments: Diabolic evil.
Attributes: ll1e number of silt-sided dice are designated: I.Q. ID6+ I.
M.E. 206, M.A. 206, P.S. 306, P.P. 306_ P.E. 306, P.B. 206, Spd
206
Hit Points: P.E. +20: S.D.C.: 204xlO
Natural A.R.: 8, but is also invulnerable to poison, drugs. fire, cold,

fall damage. magic, magic weapons and even most mega-damage
weapons! Only psionics, and S.D.C. weapons made of wood, silver
and iron can inflict damage.

Horror Faclor: 16: P.P,E,: 306
Natural Abililies: Nightvision 90 feet (27.4 m), see the invisible, prowl

50%, climb 60%, impervious to fire and cold (does no damage), im
pervious to magic and magic weapons (techno-wizardry, rune weap
ons. and holy swords included).

Attacks Per Melee: Three
Damage: Bite or claw attacks bOlh do ID6 damage, or by weapon.
Bonuses: +2 to strike, +3 to parry and dodge.
Magic: No abilities other than those described.
Psionics: None: O.C.C.: None
R.C.C. Skills: Speaks GobblelylGoblin 90%. land navigation 50%,

W.P. blunt.
Value: None
Avera,e Lire Span: Immortal-lives until slain.
Habitat: Secluded. desolate areas. often in deserted ruins and tunnels

when in small numbers. Swann like locusts destroying all life forms
when in numbers greater than 24! lavor are known 10 exist among
the ruins of the Baalgor Wastelands and Old Kingdom. Rumors sug
gest they may also exist (some say originate) in the Land of the
Damned. Others have suggested mey are me creations of the Old
Ones. Enemies: ALL life forms.

Allies: Absolutely none!
Size: Three and a half feet tall (1.1 m).
Weight: 45 to 70 pounds (20 to 31.7 kg).

Notes: lavor are not born, but duplicated via magic attacks. l1'Ie du
plication process takes only two melees (15 seconds). The creatures will
use the weapons and armor of their victims. but are incapable of operat
ing even simple devices. making things or riding. They serve no
(known) master, do not eat. and have absolutely no need or want for
weallh. but do gather and keep easy to use magic items. like a flaming
sword which they use to creale more of themselves! Will use almost
any type of weapon that is compalible with their physical strength. They
do NOT use any bow weapons.

MountY
This peak shows signs of recent volcanic activity. although no lava

flow is visible. Judging by the split landscape and ripped trees, a series
of earthquakes probably occurred not too long ago. A handful of inde-
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pendcOl Wolfcn clans who don't care for civilization or humans inhabit
the mount along with a handful of liny Algor. orcs. and goblin clans
(typically 404 members).

.. ,'

The Island of Zy
By Chester Jacques & Kevin Siembieda

The island of Zy is a rocky. inhospitable place. located near Y-Oda
and its Great Library. It has never been successfuJly sellied by any race.
The last altempt to establish a base of men there was over 1.000 years
ago, and the entire colony simply vanished from sight.

Sailors traveling close to shore report seeing strange fires on the
southern beach. and there is rumored to be a cave of emeralds some
where on Zy. Local fishermen. travelers and even the Wolfen Dragon
BoalS avoid the entire island. for it is said to be bolh cursed and
haunled.

Research at the Library of Bletherad will reveal a map of the entire
outline ofZy. wilh a colony on lhe soulh shore. The selliement has been
crossed out, and lhere is writing in the Elven tongue thaI warns. "We
don't live here anymore. We're all dead. Stay away!" History and lore
tell of a colony of Dwarves that perished thousands of years ago when
Zy erupted. Some stories tell of angry Nonh Gods exlracting a lerrible
revenge for some wrong lhal has been lost to the ages. Scores of reports
throughout hislOry tell of murderous ghosts and evil spirits of dead
dwarves and slain pirales who wander the island. It is also said that
Peryton. Harpies and Dragondactyls sometimes rOOSl in lhe mountain
and prey upon ships thaI pass within a hundred miles (160 km) of il (al
though Y-Oda is rarely bothered by monSlers despile its close proxim
ity).

The island is feared by most races as being haunted and a place of
death. One legend claims lhal a portal 10 Hades is located on Zy. An
other claims that even the gods and demons of death avoid this haunted
land. The Wolfen call il. "Zyryl Grrynw" - roughly translaled to mean
"Hell's Fist." The people of Y-Oda wilt plead with adventurers not 10

go there. and no local fisherman or sailor of good alignment will take a
person there even if offered a king's ransom. If lhe player group does
not have their own boat, it will be difficult to find any vessel willing 10

swing by Zy. Only large sums of money will be able to convince a cap
tain 10 risk his ship. and then. only one nOl particularly familiar with lhe
area or the legends, or who is of evil alignment (which means he's
likely to drop lhem off bUl abandon them al the firsl sign of trouble).
Paymenl in full will have 10 be made in advance. Characters capable of
magic. might consider flying from Y-Oda or the Mainland to lhe
dreaded island. allhough winds are StrOllg. storms sudden and winged
predators or Wolfen sailors/warriors in long boats may attack.



The Northern Beach I'

1bere arc: places on the nonhern beach lhal a small vessel can land.
and a large strip near the soulh. 001 medium 10 large ships will have 10
se'l anchor away from shore and send a small boat 10 ferry passengers 10
shore. "The easl and wesl sides of the island have reefs lhat make navi·
galion difflCuh and landing impossible.

1be beach is calm and peaceful. allhough "kicking around" on its
sandy shore is likely 10 unearth a humanoid skull or bones. An ulen
sive digging Ihrough the sand will find lhe remains. old and nOi so old.
of dozens; moslly human, Elf and Wolfen. Staying on lhe beach for
more lhan an hour is likely 10 bring about a visit of 104 ghosls! Haunt-,
ing enlilies of some of those who have perished on Ihis beach. They
moan, scream. appear frightened and warn of "ghosts." monslers and
losl dreams. lillie mOfe than lhe fael thatlhe island is haunted and lhey
were killed hen: by ghosts Of monSlC:rs can be pried out of them.

From Ihis beach. one can easily see the large. rocky hills that make
up mosI of Zy. Scrub and Ilowering bushes rim lhe bOllom of the hills.
broken by a few pine lrees and lhe occasional fruit lree (cherry and ap
ple lrees). A clear strum Ilows 01.11 of lhe rocks. This is an ellcellml op

ponunily for anyone 10 resupply lhemselves wi!h food and waler. How
ever. 30 Common Farnrs and a doun Bosirs live among the flowers
and lrees and coukl spell mischief Of trouble.

Travel up the beach and inlo the rocks will lead 10 a worn path. com
ing from a large cave opening. All fOOlprinls have been worn away
from Ihe din. bUI il is clear Ihal someone has been here recently. The
froot of lhe cave has been cleared of debris. and munnuring can be
heard coming from deep inside Ihe dart confines. II sounds like water
running. or someone lalking quite low.

Seeing imo lhe cave will either require nighlvision or ample lordles.
There are many old branches nearby which mighl make good fire
bnnds. bul making branches inlo lorches requires soaking the wood in
tar or oil for a few days. If jusl plain wood is used. il will bum quK:kly.
giving OUI only aboul 15 minules of light.

From the inside. il is obvious lhal the cave was mined. Timbers are
cleverly forced into the sides. supporting the roof withoul being visible
from lhe outside. "There is lillie chance of I cave·in as long as the beams
Ire Idl unlouched. If anyone does evenlually knock lhe timbers loose.
there is a 40% chance of a landslide occurring. lrapping anyone who
may be on lhe olher side of lhe opening.

Funher inlo Ihe cave is a branching nelwork. made up of smaller
tunnels. There are four main lunnels. and all look the same. Because of
lhe echoing effecl of being underground. it is impossible 10 say for sure
which lunnelthe murmuring is coming from. A good guess would indio
cate lhe far Iefl lunnel as having the louder sound: allihe lunnels lead
down and away from lhe beach.

As the explorers follow the far left tunnel. !he noise (and a 101 of
.scuffling) gelS louder. 1be IUnnel leads 10 a giant room shaped like a
fan. with !he enlr.lJ1CC al the base_ This is an echo room. where every
sound is magnified 1000 times. If any member of the party speaks. I
loud. Ihunderous roar will immediately echo back their .....ords. 11 will be
quite painful. especially for lhose with sensitive hearing. Prolonged ex
posure 10 the din wi11 make most characlers deaf. Even standing abso
IUlely sliII will cause a loud beating 10 be heard. lhe echoing of their
heans. It is clear Ihal this noise cannOi be nalural and musl be magical
in origin. although Ihere is no known spell 10 create this effect.

Visible at the end of the room is an ornate Ihrone. with a large lever
by il. The floor of Ihe cavern is covered with gravel. and there are small
holes in the smOOlh ceiling above. Crossing the entire floor even by lip
toeing will sound like Ihunder and hun lhe ears. Even blocking lhe ears
with wax Of mud will nOi block enough noise. bul will help to some
small degree. Flying across will sound like the loud nJSlling of leaves

and wind.
CJosc inspec1ion reveals the throne has 304 eIDel1llds worth SOO

gold each; dozens of others are missing. "The lever has an extremely
large emel1lld on the tip. worth 1000 gokl. Careful examination will re-

veal this gem 10 be a fabled Echo Rock (actually worth 50.000+ gold. an
ancienl artifacl that predalC:S the Elf·Dwarf War and is exttemely rare).
The enchanted stone is able 10 store a vetbal message up to 300 words
long. and will repeatlhem back in the exacl voice of the speaker when·
ever il is squeezed and 12 P.P_E. is pumped into it. II reconts. message
by playing and releasing the currenl message (like erasing a lape record
ing) and placing 20 P.P.E. into il.

Throwing the lever. by physical force or telekinelic po"'ier. will
cause small Slalacliles to descend from lhe roof. muming all echoes. It
is now safe to enler and make as much noise as one wants. However. '
the previous cacophony will have left ears ringing and temporarily im·
paired (hearing reduced 40% and -2 on initialive: returns to normal afler
104 hours). .

It should be obvious 10 any knowledgeable observers Ihal this is a
dwarf throne. ID4+ I pollC:rgeist swirl around. lOSS stones and make
scary noises (See PoUadium Book ofMonsurs &: Animals. 2nd Ed. for

delails).
The middle. Idl lunnel leads 10 I large chamber with a huge. deep

pit. The pit'uides are worn smooth. and il seems bollomless. The area
around il seems unnaturally damp and slimy. Upon close il'tspeclion of
the pit. a series of grooves can be seen worn inlo the rock. A low rum

ble can be heard.
If a torch is dropped into the pit. the rumble will increase dramati

cally. A loud rushing of air will warn anyone nearby that something is
rising very fasl in the pil. II is a Viper Serpenl (See PoUadiu," Book of
MOflstus &: Animals. 2nd Ed.). 11 hates to be disturbed, and will only
pull out of ils hole (which obviously conneCIS to the sea) about 20 feel.
The viper serpent has 60 hit poinls. 140 S.D.C.. A.R. 10: three anacks
per melee. doing 306 damage by bile or claws or by fire brealh (406+6
with a 40 hlI2 m range). Nightvision (200 ftJ61 m). sec the invisible.

and fire and cold do half damage.
1be middle. righl. lunnel bnlnch leads around and aboul. unlil fi

nally ending al the lop of an unde:ryound cliff. There is noIhing here
bul a staircase leading down the face of the 100 fOOl cliff. The steps are
made of wood. and look like they will only hold up 10 300 pounds (136
kg) al a time. If more weighl than that is applied. the entire assembly
will cruh to the ground below. This will cause large amounts of dam
age 10 everyone unfonunale enough to be slanding on them. Damage is
406+12 wilh a 01-60% chance of being knocked unconscious for 204
minules. 'The fall will alen !he two, gianl. cave spiders that live in lhe
cliff facing. One has 24 hit points and 40 S.D.C.. the other has 34 hit

points and 30 S.D.C.
To gel outlhe characlers will have 10 climb up the sheer cliff. A lask

thai should take at least an hour. unless magic is used.

Allhe botlom of the cliff. there is evidence of olher tunnels and that
this entire area was probably once a Dwarven stronghold. However. it is
clear lhal some lerrible nalural disasler (probably a volcanK: eruption)
desltoyed the rest of il with earthquakes and flowing lava. II is impossi
ble to excavale. In addilion. 104 Haunling entilies (Dwarves) will ap
pear after I few hours. as well as 104 dangerous TectonK: enlities (See

Paffadium BOtM ofMOflSlrrs &: Aflimafs. 2f1d Ed. for deLlils).

Note: 1lle longer the player chU*:ters SlaY anywhere in the tunnels.
cave and nonhern beach. the more danger will befaJlthem in the way of
ever increasing numbers of enlities. most notably Haunting. Teclonic
and Syphon entities. These parasilic beings are auracle<! by the charac
ters' life essences, P.P.E. and emOlions. This area of Ihe island is indeed
haunled. The bones of Ihose who have fallen to them line pans of the
sublerranean expanse and lay under the sand of the beach.

The Southern Beach

This beach is quite rocky. with very lillie vegetation. 1lIere are sea
birds everywhere. whirling around the greal piles of seaweed lhat wash
ashore. Once a year. sea IUnles and laler in the year. sea lions thrortg 10
the island 10 mate and bear young. OtherNise. wikllife is limiled to r0

dents. sea birds. crabs and insects. Pt;rytoos. Harpies and Oragondactyls
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do occasionally visit the mountain peeks or roost for a short period to
bear offspring, but they are comparatively uncommon. The greatest
danger comes from !he still active volcano that fonned the island. At
least once, a year plumes of smoke rise from !he volcano and every 15
30 years it erupts.

Up from the shore line is where the abandoned selliement was. A
few small, stone fireplaces are still standing, but nothing else remains.
This area is haunted by dozens of poliergeislS and a handful of haunting
entities. There is also some evidence that this area has been used re
cently. probably by pirates. There is nothing of value or any dark ~

crelS hidden here. Whatever befell !he ancient selliement is probably
forever lost in time.

Nole: Zy is crisscrossed by five ley lines and has two nexus junc
lions, one with twO connecting ley lines and one wi!h all five. Undoubt
edly, dimensional ponals have opened 10 unleash alien beings, demons
and monsters. This is where the legends concerning monsters and gate
ways to hell arise. However. it is also possible that there is a jXlrtal di
re<:ttO the demon plane of Hades!

the Cyclops
Access to the infamous island is limited and can be an adventure in

itself. Elves and humans are usually allowed in only by invita/ion or as
wJ(:ulionrrs to the Teson town known only as the "Trade Pan." The
problem with the laller is that one must first learn of this secret resort
a secret known to Western nobility. wealthy merchants and other people
of substance. Funhennore. one needs to be rich to afford the cost of
passage (the cheapest fee is 2000 gold per person: round·trip, plus hOiel
accommodations. food. etc.). and then find a place !hat can officially
and legally provide tTansjXlrtation (usually a four day cruise). Only
ships from the Wrsum Empirr arc allowed access 10 !he island! All
other ships will be turned away or destroyed before they ever reach
shore.

Less conventional means or getting to lhe island include:

I. Smuggled in on one of !he "official" Western cruise ships, with a
typical COSt of 1500 to 4000 gold per person: accommodalions are in the
cargo hold or with livestock.

2. Smuggled in on an authorized merchant ship (Western Empire or
pirate/freebooter), with a typical cost of 1000 to 3000 gold per person
- only slightly better accommodations and food.

3. Smuggled in by pirates at a cost of 700 to 2000 gold per person
with lousy accommodations and the threat of attack (50%); roll for
every two days at sea.
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4. Piloting a small boat to one of the neighboring islands or to the
no~hern tip of the island, and then sneaking into the Trade Pon.

5. Magically fly from one of the small neighboring islands or from a
ship a hundred miles (160 km) offshore. Note: 20% chance of being
spoiled by lookouls during lhe day and, although it's unlikely that one
would be seen al night, there is a 46% likelihood of being allaeked by
104 gryphon if flying 100 feet (30.5 m) above the water. and a 51%
likelihood of being al1acked by a sea serpent if flying under 100 feet
(30.5 m) above the waves (roll once for every 25 mileS/40 km flown).
Stonns and other problems are also a consideration. Characters who at
tempt to fly across will almost certainly be either attacked or blown
away (perhaps leading to an entirely different adventure).

6. Other means of magic. such as telepon or mystic ponal, can be an
excellent alternative, although expensive if the magic must be pur·
chased.

7. Shipwre<:k.

8. Imponed as slaves or for gladiatorial games.

9. Twist of fate or act of god (in my game, the group pursued a vil
lain through ..teleport circle and was then faced with how to.gel back 10

the Baalgor Wasteland, where they were desperately needed).

Note: Mercenaries or other men at anns are never imported to the
isle for any reason. Humans, Elves. Gnomes and Dwarves are viewed
with disdain and hated by most Cyclops. However. giants. ogres llnd
other, so-called "monster races" are usually welcomed.

A word of caution to Ihe Game Master:

I. Temper the dangers with small triumphs and rewards.

2. Do not strand the characters on the island without some realislic
means of escape.

3. Lastly, J feel that the players will enjoy themselves most if they
have an opponunity to exploit some of the vast wealth. magic and treas
ures that are openly available at the shops on C1ypss. Wilhin these
shops are a staggering seleclion of weapons. annor. magic. clothes,
books and equipment. Prices are high. but items that are scarce most
everywhere else in the world are often plentiful at the Island of the Cy
clops. This means Game MaSlers might want to allow the characters to
have a fair amount of wealth before situating them on !he island "Trade
Pon" town. If not rich in gold or gems, perhaps a magic item(s) which
they could sell. especially here, at a great profit. Occasional buying
sprees can be loads of fun. particularly if it follows a period of poveny
or brutal adventuring. On the other hand, being poor or deslitute on this
isle can lead to a host of equally challenging adventures. so the decision
is yours. Also remember, just because something is available. doesn't
mean it can be purchased and/or kept. Any item thaI might imbalance
game play, or is too outrageous should be unavailable. too expensive, or
obviously dangerous. The laller condition could be a means to an ad
venture or interesting subplot. As always, go with what works best for
you and your players.

The Cyclops
The Cyclops and their island are steeped in legends of ancient mag

ics, cruelty, treachery and unbridled depravity. It is a place rarely visited
by human beings (or so most believe). Indeed. its close proximity to the
sea serpent infested waters of the Sea of Dread, peninsula of the Land
of the Damned. and Western Empire dominated waters makes it inac·
cessible to most ordinary adventurers.

The Cyclops themselves enjoy a unique and unsavory reputation as a
race with a long hislory of evil. The one-eyed gianlS claim to be one of
the archaic races which share its TOOlS with the Old Ones during the
Time of Chaos. This claim to infamy may well be lfUe. for mention of
the Cyclops are recorded in the most ancient of Eleven and Dwarven
texIS. A particularly ancient passage, recounted in the Tristine Chron
icles, seems to allude that !he Cyclops may have been fOOl soldiers or
aides 10 the dreaded Old Ones. Quote:



"So ;Il'·as. /hal/hough Ih~ir mast~rs sf~p/ th~ sJumbl-r of Ih~ agu.
Ih~ Ughming Makus slill summon~d dark foren 10 c"a/~ th~ir lighl
ning M'~apons and to MuaA: /h~iT bloody haWK:'

Another passage in the: Trisline Chronicles wouk! seem to indicale a
horrifIC baltle belween the Cyclops and Tila1\S ensued sometime before
lhe Elves rose 10 dominance. 1be final line may refer to !heir banish
mentlO the island that has become !heir domicile. Qu()(e;

"Lo. u butt/~ Tag~d un/lJ 1M utJ lurn~d crimson. and though both
rambu/on/s l''Ould n~~'~r r~ca\'~r. it l''Ould br /h~ Ti/tJns l"ho l"ould
stand on /h~ shor~s of victory. Chaslis~d fram th~ l'·orld. /h~ Ughtning
Muk~rs would M fOT~~'~r bunish~d. J~St Ih~y ,wrish at th~ htJnds of /h~
noblnt chumpiOlls of ligh/. H

Throughoul the rule of Elves and humans. the Lightning Milkers
have rarely lefllhe pr()(eclive cradle of their island home. Only lone ad
venlurers and small groups (rarely more than si,;) have left to e,;plore
the world or to seek adventure, fame or power. Yet. Ihe Cyclops' influ
ence can be lraced throughoul history. Unholy alliances with the one
eyed giants have repeatedly contributed to the shifting balance of

103

power. This is typically accomplished by providing deadly lighlning
weapons to a specific anny. kingdom, political power or individual. 1be
W~s/"n Empirr is often accused of having risen 10 power through sev
eral such alliances_ Over the centuries. the foul giants have honed the:
arts of manipulation, subterfuge, deceit. IJ'CaChery. assassination, and
cunning diplomacy 10 ncar perfection. They delighl in their machina·
tions and subtle involvemenl with work! powers 10 help instigate wit
and upheaval, while they themselves wallow in depravity unequaled
even by the Western Empire.

Alignments: Any. bullean toward anarchisl and evil.
Attributes: 1be number of Sill-SKIed dice rolled is as designated; I.Q.
306, M.E. 206. M.A. 406. P.S. .506+2. P.P. 406. P.E. 406. P.B. 206.
Spd206
Hit Points: P.E.+ I06 per level of uperience.
S,D,C,: 50 plus those gained from O,c.c.s and physical skills.

(306)(100 on Riftstl Earth. making Ihe giant an equivalent mega
damage crealure with limited M.D.: every 100 S.D.C. equals one
M.D.C.). .

Average P.~.E.: 1(6)(10 plus P.E. attribute number or by magic
O.C.C.

O.C.C.s (Palladium): Any. without reslriclion. although mosl lean to
ward men of anns.

Skill Notes and Bonus: All Cyclops speak TrolVGiantese and Weslern
Human. About 40% are Iilerate in Elven and/or Western or other
language. Regardless of the characler's O.c.c. 90% of all Cyclops
also get the WoP. archery and targeting still. Only about a third of
the Cydops people Ic.now the secret of making magic lightning
weapons.

Horror FactlW: 12
Physical appearance: Olive skinned siants with one large eye in the

cenler of the head and usually have IonS dart hair. Cyclops prefer 10
we... Roman style logas and clothing made of fine silk. 1bey also
love 10 wear gold and sern bracelets. nedlaces a!Xl jewelry.

Heicht: 1410 18 foet(4.210.5.S m); 14 feet +1D4ldditional feel.
Weichl: 600 101000 pounds (270 to 4.50 kg)
Averqe Lire Span: 600 yean. but some have lived to lOOO!
Nalural Abilittes: Superior physical strength and endurance. Nighlvi

sion 60 ft (18.3 m; can see in total darkness). Sood over-all vision
and hearing. impel"lious to lightning/e1eclricity (including magic
electricity; no damage) and resistanl to all other forms of energy e,;
cepl kinelic energy (all others. including lasers, inflict half damage).

R.C.C. Bonuses: +3 to save vs hOlTor faclor. +2 to roll with impacl.
plus those gained from attributes, O.C.C.. and skill bonuses.

Magic: By O.c.c.
Psionics: Standard; aboulthe same as humans.
Enemtes: Traditionally Gigantes. titans, changelings. and trolls. Gener

ally, indifferent to ()(hen but most humans still fear them. Alltes:
Kobolds, ogres, Jotan, Nimro. and dIllSOTlS. Indifferent toward mosl
others; may associale with the supernatural and creatures of masK:.
1beyare frequently worshipped by kobokls.

Note: See Monsurs &- Animals. &coM Edirion for complele Slats
and more information about the Cyclops and ocher giant rxes.

Lords ofthe Gryphon
Although many people have lried 10 tame the gryphon. from Elf and

human 10 Wolfen and Ogre. only the Cyclops have learned to master
the beast. It is a secrel ruthlessly guankd from non-Cyclops and fellow
siants alike. While any wealthy Cyclops or city defender may own or
command a ltained gryphon, only one ancienl (large and wealthy) fam
ily. known as the Sarlan Gryphon MOSI~rs. are the keepers of the secret
techniques in taming and riding the Gryphon. This dislinguished family
is also the only one allowed to wear the Gryphon as their family cresi.
G.M. Nole: Other families may have the Gryphon as "pan" of their
cresl. such as a gryphon with a lightning bolt over it, which is the royal
cresl: bUI only this one family has the right to use a sole gryphon silhou·
ette as their mark.



The Gryphon Masters ply their ans in the seclusion of the moun
tains. Young Gryphon are caplllred and taken to a secret training camp
where the animals are tamed and trained. A typical camp will hold 404
cyclops, each with hiS/ller own, personal, trained gryphon, along with
an additional 406 assistants, usually ogres or orcs who have proven
themselves loyal. The pay and prestige is generally unparalleled, which
helps to secure their loyalty, but even these loyal servants are not al
lowed to see or hear any pan of the animals' actual training. Any non
Cyclops caught observing the training procedure. whether he is a friend.
foe or servant. will be slain on the spot without mercy or hesitation.
Those who escape will be hunted by every means available, bOlh co~

ventionally and mystically (remember, these guys can afford to buy al
most any service they might need). Such manhunts will be carried into
the cities and even to foreign shores. if necessary. A Cyclops nOl of the
Gryphon Master family caught observing the training will be beaten,
but allowed to live. though he'll be politically/economically ruined. If it
is feared that he has seen too much, he too will be slain, but only after
long and painful tooure. Likewise. anybody found wandering near a
training camp will be told to immediately leave this restricted area, Dis
pute or noncompliance will result in being "physically" removed,
beaten, chased away or slain. Note:The training camps are constantly
moved, with the largest relocating only two or three times a year. The
map indicates areas known to be commonly used by the Gryphon Mas
ters. All intelligent beings avoid these areas.

Gryphon are trained to perfonn functions similar to canine pets.
Many are family petS and guard animals, while others are trained to
hunt and attack. Those trained to hunt and attack will strike on com
mand and/or pursue and capture (usually after subduing the prey with
violence) and return with himlherlit in the animals' powerful talons.
The most prized trained Gryphon are those taught to serve as a riding
animal as well as guardian/protector. Most Gryphon hate to have people
ride on their backs. Less than 30% can be coaJled into such service. The
animals who submit 10 being ridden are usually among the most intelli
gent and loyal. and are typically extremely protective of their rider/mas
ter. Ironically, most adull Cyclops are too large and heavy to ride their
favorite animal. The price of riding Gryphon is easily 5-10 times higher
(150,000 to 300,000 gold) than a tamed pet. guardian or hunter (30,000
gold).

Lord of Lightning
- Cyclops' Magic Lightning Shafts

The true origin of these "Lightning Makers" is likely to remain a
mystery. Most scholars agree that the mystic secrets for creating light
ning bolts, javelins and arrows are rooled in the blackest of the mystic
ans. Countless are the tales surroUnding the Cyclops' lightning weap
ons. It is said that they are molded by combining the ground bones of
dragons with demon's blood, and activated by arcane magic that draws
upon the slumbering Old Ones. Adding credibilily to the Cyclops' alle
giance with the Old Ones. is that only lhese giants can invoke the magic
withoul retribution, Any other creature who dares try to mold lighlning
weapons is besieged by (206) grealer demons, tonured or slain, and his
lightning weapons seized! If the misbegotlen creature is allowed to live.
his tongue will be removed and hands mangled!! For this reason alone,
most people avoid the single eyed giants and their loathsome island re
treat.

A full third (33%) can create all four types of lightning javelins and
two types of arrows. Another 20% can make javelins or arrows, not
both. These legendary weapons are coveled by warlords and warriors
throughout the world. The Westerll Empire is one of the few places
where these weapons have poor to fair availability on the street (at
prices 20-40% higher than the high prices listed) and whose military
elite are given the enchanted weapons as slandard issue equipment!
Many a Western anny has decimated an enemy by raining down tor
rents of shallering lightning arrows, In addition, an estimated 600 Cy
clops "advisors and diplomats" are counted among the military elile and
couns of the Empire.
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On the Isle of the Cyclops. the lighlning weapons are available at
numerous shops and guilds. usually althe price range lisled bo::low,

Javelins: Light: 406 damage (cost 650-1000 gold), medium: 706
damage (1000-1500 gold), heavy: ID6x 10 (COSI 1600-2400 gold: rare),
or super: 204xl 0 (cost 2000-5000 gold: super rare). The magic javelins
appear 10 be crooked rods pointed at both ends and range from six {o {en
feel (1.8 to 3 m) long.

Effective range thrown (magically enhanced): 1000 fcct (305 m):
only a Cyclops can hurl lhe lightning javelin 2000 feet (610 m). limita
tion: The javelin or arrow can only be used once because it turns into a
real lightning bolt in midair and disappears after it strikes. Roll to strike
as usual; enjoys a bonus of + I to slrike.

AlT{lw",: Light: 306 damage (300-500 gold) or heavy; 606 damage
(800-1200 gold: usually long bow size); bolh light and heavy arrows
can be designed to fit shon bows, long bows, or crossbows, Like the
javelins they appear crooked. Effective range: 200 feet (61 m) fanher
than nonnal for the bow weapon. 600 feet (183 m) farther for a Cy
clops,

The Isle of the Cyclops
Populalion: Approx. 45,300: mostly giants. An estimated 20,000+ Cy
clops, 4600 Jotan, 3100 Nimro. 5600 ogres, 6000 Kobolds, and 6000
others (including a handful of dragons, sphinxes, Wolfen & humans),

The Isle of the Cyclops is the largest of a cluster of five islands
about ISO miles (240 km) west of the WeSlern Empire. Its rugged ter
rain of mountains, hills, dense forest; fierce bestiary, and dangerous wa
ters. makes it almost a perfect "natural" fonress. What nature did not
provide, the cyclops have easily compensated for. Thus, assault by sea
or even air is vinually impossible,

The island has been held by the Cyclops since the beginning of re
corded history. While most humans and other races avoid the place. the
Western Empire, and some believe Wolfen. have cultivated the Cyclops
in hopes of exploiting their very unique talents, Unbeknownst 10 most
of the world, the Western Empire has established a fru port on the is
land catering 10 the darker. illicit side of man. Here, everything and eve·
rybody has a price. Every type of decadence, vice, and depravity is
available - if one can afford it. Drugs, women, gambling, slavery,
games of strength, games of skill, games of death, all abound in this
port where life, especially human or Elf. is the cheapest of a11 commodi
ties. The ''Trade Pon" is a cesspool of humanoids at their worst. nur
tured by greed, cruelly, ignorance and indifference. It is a place that can
swallow the good, or careless. in an instant.

The Norlhern Forest: The Nonhern pan of the island borders the
Sea of Dread - waters thick with all manner of sea serpents. To travel
this sea is almost certain suicide. G,M. Note: 60% chance of encounter
ing 104 sea serpents for every 20 minules afloat. Harpies and Perytons
are also common problems for sailing ships, The random tables for the
Sea of Despair can be used when navigating the Sea of Dread.

A dense conifer forest dominates this section of the island. Within
its shadowy embrace roam such fearsome creatures that even the Cy
clops lend 10 avoid it, unless on the run. looking for danger or hunting.
Only the desperale. lost, or foolish brave the dangers of the nonhern
woods. In addition to the common wild gryphon and Peryton which
prey upon the deer and bush pigs thai thrive here, there are packs of
Hoppers. Wonns of Taut. clans of Harpies (104+ I). and the occasional
Chimera, Gruunnor. Sucker, Floater, Rock Crawler, Za, sphinx and
dragon (see Monsters &: Animals, 2nd Ed. for monster descriptions),
Vagabond bands of oUllaws. runaway slaves, escapees from the gladi
atorial arenas. and the unfortunate, may also find al least temporary
shelter in the forest. 1bese bands rarely exceed more than a dozen mem
bers and are usually nonhuman.
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1be foresfs less monstrous CTUtures can be equally dangerous.
Large packs of Hoppers are common (up to 40 members). while the
cantankerous. wikl bush pig can be as ferocious as a tiger and JUS! as
deadly. Game birds. deer. rabbits and a few beautiful creatures such as
Wing Tips and the occasional faerie and pegasus.

TM Mal"5h: A long. narrow lake opens into an expanse of Marsh·
lands. Ordinary wildlife and forest predators roam this area. although
the occasional bandit or monster may also be encountered. 1be only
noteworthy danger is a variety of poisonous snakes. including the king
cobnl and cononmouth.

The West Coast: Beyond the "Finger" peninsula to the south is
what appears to be a clear passage to the island. with its white beache,
and low. rolling hills. Typical of the Cyclops. this is a deception. Hid
den north of the "Finger" in the "Gryphon's Nest Bay" is a secret pi
rates' pon. Normally a haven for Western pirates and freebooters. if laid
under siege they could easily mount a surprise counterallack. (See the
Piraln' Port elsewhere. for details).

Farther southwest. at the island's southertUTlOSl tip. is a colony of
Kappa: an aquatk race of creatures of foul intent that dwell beneath the
waves. It is their malicious antics that have wnken many of the ships
believed to have fallen prey to the sea serpents in the area. A huge (for
Kappa) uibe of approximately 400 have coexisted peacefully with the
CyckJps for thousands of years. 1bey serve as the secret protectors of
the Western shores. and will cheerfully sink any unauthorized sea vessel
that enters its waters.

The Eastern Mounlalns: The eastern coastline is rimmed by a
natural wall of rugged hills and mounlains that extend to the southern
most tip of the island. They are also the home to thousands of
Gryphons. and hundreds of Perytons. Harpies. Chimera and Rock
Crawlers. as well as the occasional sphiru. Za and dragon. Thus. it is
impossible to climb the mountains and tall hills without fear of attack
from a host of monsters. 1be winged predators also pester ships and
swoop down on small boats. people lost in the water and those who can
fly (magically or otherwise). HO\lo'ever. the most common victim is the
lone traveler and those in distn:ss. It is said that any anny willing 10
brave these inhospitable mounlains williosc at least one-third 10 half of
ils troopS. and then have to face the Cyclops. armed with unnatural
lightning and masterfully trained Gryphons. The one-eyed giants are so
at home in their craggy mountain labyrinths that a few hundred are said
to be able to destroy an anny of ten thousand with frightening ease. A
lesson many a would-be human conqueror has taken to his grave.

1be Cyclops. anned with lightning. great nets and foolhardy cour
age. and with Gryphons at their side. seem to have tamed the very
mounlains and forces of nature. Even the evil Peryton. Harpy and fel
low conniving giants are wary to attack the Lightning Makers. They are
tl1Jly the masters of their home.

TM Hills &: Boogie-Men: The eastern mounlains tum inlo l1J8ied
hills which I1Jn parallel with the mountains. and continue north and
south. Though some are lightly wooded. most of the hills are covered in
tall grus. brush and 5CI1Jb. It is ideaJ for sheep and goats. and dotted
with dozens and dozens of goat and sheepherders. The largest sheep
ranches are found near the city where the wool can be quickly proc
essed. 1be large ranches are almost all owned and operated by the Cy_
clops. while some of the smaller ranches and most sheepherders and
wool spinners are other giants. ogres. orcs. goblins. and the occasional
Ratling. Traveling through the hills. il is impossible nOiIO.see thronging
clusters of sheep under the watchful eye of the giants. The Gryphon and
Peryton sometimes prey on the domesticated livestock. but usually hunt
wild mountain sheep. deer and pigs found both on the island and the
neighboring coastline of the Western Empire. NoIe: At least SO% of the
Gryphons' diet consists of ocean flSh. seals and sea otters.

Generally. the hills are the safest and most serent areas on the is
land. especially mose which circle the greal walled city. The hills far
ther to the north and nearest the mountains begin to become more
forested. steep and treacherous. The only real dan~ in the hills are
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occasional outlaws. usually Ratlings. goblins and humans. as well as
some of the predators described in lhe northern regton. Sheep Herders
are predominately Ores or Goblins. with I Kobold. Ogre. Cyclops or
other giant. as the supervisor or head. Sheep ranches are usually owned
and operated by Cyclops families. Still. the majority of hands (6Q.8O"l»
are non-Cydopean. A typical mix includes 10-20'1. cyclops. JO'l, Ogre.
JO.4O% Ore. 10-20% Goblin. 5·10% Ratling. 5-10% other giant race.
The large ranches have lD4xlOO workers.

Fishing Towns are usually a "mix" of JO'l, orc. 20% ogre. 10'1. gob
lin. 20% cyclops. 20% others. A typical fishing community rarely num- '
bers beyond 200 members.

Pests and vennin that periodically crop up in the hills arc Hoppers.
bush pigs. Serpent Rats and the occasional Rooter. Harpy. wild
Gryphon. Rock Crawler. wandering Worm of Taut (a most uncommon
event). and raids by Boogi~-Mt,..The Boogie-Men rarely attack travel
en unless they outnumber them by al least two to one. Most of these
brigands steal sheep and plunder fishennen. nlthcr than engage in any
serious banditry. Often a passerby will hear a shepherd complaining
about his home being sacked while he was in the fiekls. or having his
pocketS pickett during an afternoon nap. Any person or group whkh
happens 10 pause near a Boogie. Man hideaway will orten find them·
selves victims of quick fingen snatching a purse or picking a pocket.
Typical items targeted for plunder are booze. tobacco. knives. gold.
gems and magk items. Clans of Boogie-Men are most likely to be en
countered near sheep ranches. small towns. well traveled trails and wa
tering holes. They have plagued the city for centuries - both Ratlings
and Boogie-Men were broughl to the island by ships from the Western
Empire.
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Boogie-Men are generally ignorant. cl1Jel creatures who like to scare
and bully humans. They are quite cunning. uicky and deceitful. They
will often strike from the shadows and use hit and I1Jn tactics. When
snatching valuables or children. the creatures make a sudden appear
ance. grab what they Wlnt and vanish into the shadows Of duck into a
hole in a wall. Terrible cowards. they seldom attack a healthy human
sized adult. even if they might outnumber him two to one. A typical
boogie clan allJlOSl never exceeds eight (roll 204 for random encoun
ters) and the largest communities rarely excce:d 40.



Alignment: Typically miscreant or diabolic.
Attributes: 1lIe number of six-sided dice: I.Q. 106+1. M.E. 206. M.A.

106, P.S. 306, P.P. 306, P.E. 406, P.B. 206, Spd. 406.
Hil Poinls: P.E. number plus 106 per levcl of cxperience.
S.D.C.: 106)(10
NalurllJ A.R.: None: needs armor for additKJnaJ proIoction.
Horror FKtor: 12: P.P.£.: 206
O.C.C.s aniLabie to Boogie-Men: Thief or Vlgabondlpeasant_
Naiurill Abilita: NighlViston 90 fi: (27.4 m), poor day vism (about

half as good as a human's). prowl "." climb 8QlI,{10'%.
Altadu PeT" Melee: Four regardless of cxperience Ievcl or hand to

hand combat training.
1>1....: C1awslpunchcs do 104 points damagc or bite does 106, or by

wcapons. Favoritc weaJXll1S include ice picks, clubs. small swords
and daggcrs.

Bonu.ws: +2 on initiativc when anacking in !he dark or from behind. +2
10 dodgc, and +4 to savc vs III poisons.

Magic or Psionics: None
Average Lire Span: 600 years.
Language: Gobblely and two others, usually human (pick two).
Habltal: Old Cilics and large towns worldwide.
Enemies: Humans and Elves. Fcarful of all others.
Allies: None per sc. but least fearful of goblins and hob-goblins.
Size: 2-3 feetlall (0.6 to 0.9 m). Wefgbt: 35 pounds (16 kg).

NOles: Favoritc weapons are knives and clubs: never wear armor.
Worship evil and/or powcrful gods. dragons or demigods.

Random Encounter Tables (Optional)
'The encounter tables arc provided for the different uninhabited or

lightly inhabited areas of the Isle of the Cyclops. They are meant to be
used as an aid. a rule of Ihumb. noc hard and steadfasl rules. Game Mas
ters may use the lables as they are. or modify them or ignoR them com
pletely. Generally, I suggCSl!he G.M. make a random erx:ountcr roll for
about every twO hours in the wilderness. However. the pace and cir
cumstances of each game may necessilate the G.M. to improvise or
modify when to roll or what is encountered. For examplc: A noisy
group of charactcrs tromping through the forest is likcly to attract all
types of vennin. while an extremely careful and quiet group is likely to
avoid ItOUblc.

The Hills: Roll once for every six hours.
01·12 104 hostile Harpies or Peryton.

13·19 One: wild Gryphon on the prowl.

20-26 106 Serpent Rats or Rock Crawlers: hungry.

27·34 Boogie-men bandits who will only attack if !hey outnumber
their opponents two to one. All are second level thieves.

35·39204 Hoppers or Floaters (doublc their numbers at night).

40-43 A Cyclops oot for a stroll: not hostile unless allacked.

44-46 A Kobold or Ogre con-artist looking for some chumps.

47-49 A wne Gryphon in training who has temporarily slipped
away from its trainer.

SO-S4 106 On: sheepherders tending their flock.

55-60 104 Cyclops. each with a trained Gryphon: not necessarily
hostile. but wary of stnl.ngm and always aIett to fugitives.

61·70206 Ore and/or Goblin sheepherden supervised by one Cy·
clops. Not hostile unless attacked or recognize fugitives.

71·75 104 wild bush pigs or dogs: hostile.
76·g I 104+2 wild Gryphons or Peryton slaughtering sheep and 104

injured Ore sheepherders moan on the ground and may be ealen! The
creatures retreat if sufficient force is used.

82-86 104+1 runaway slaves who solicit the player characters for
help or a handout (could really be bandits).

87·89 One mounlain lion or Chimera looking for easy prey.
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90-96 204 nonhumans from the Trade Port looking for ItOUblc.
They range from 14th level.

97.QO One or two hostile. drunk giants looking for a fight.

The Forest: Roll once for every four hours.
OI..()8 A Gryphon eating its PJ"CY: hostilc.

09-11 204 deer or pigs rush from their hiding place 10 stanle the
player character(s). Their movcment and noise will give away the char·
acler's location.

12-16 One hostile Serpent Beast or Nipper (Worms of Taut).

17-21 104 hostile Harpies or Fire Worms (Wonns ofTaul).

22-30 104 Gruunnor or Suckeri attack.
31-35 A wilderness Cyclops (hennil?) who hates humans and Elves.

Dangerous and mean: anned wilh 3 lightning javelins and 20 arrows.

36-40 204+3 ragtag Ores. Goblins and/or Railings who will attack
or threatcn any group half their number. They will NOT fight to the
death. All are 2nd and 3rd level mercenaries and Ihieves.

41-44 One hostile Peryton.

45-49 Nobles from the Western Empire who like to hunt other hu·
manoids for spon. Includes a 3rd level Summoner. one 4th Icvel knight
(miscreant). Ihree 5th Icvel nobles and two Railing servants (3rd level
Ihicves). Each has two medium lightning javelins as well as conven
tional weaponry. 'The player group is likely to strike them as "fun" prey.

SO-52 A Chimera or loogaroo oot for blood!

53-55 One runaway. nonhuman. gladiator (lhird level): noc necessar-
ily hostile or helpful.

S6-6O One Serpent Beast (Worm ofTaul): hostile.

61-65 204 Giant Timber Spiders or Sockm atlaCk!

66-70 A wild Gryphon on the prowl.
71-75 104 Nippers (Worms ofTaul) or Harpies.

76-80 104 giants and 1D4+2 Orc bandits!

81-85 204 Hoppen: aggressive and hoslile.

86-90 104 hostilc Harpies or Nippers (Wonns ofTaul).

91-95 An evil Sphinx or a Za in a fool mood.

96-97 104+3 Nonhuman bandits led by a 4th level Necromancer or
Shaman.

98-00 106 Wing Tips.

Tbe Mounlains: Roll once for evcry 4 hours.

01-05 One hostile Chimera.

06-10 One boslile PerytOfl.

11-16 106 Rock Crawlers in searcb of food (204 ifat night).

17·22 104+1 hostile Harpies. or Suckers or Gruunnors.

23-26 One Cyclops, no lightning weapons: not necessarily hoslile.
but he or she dislikes III the small races (humans. etc.).

27-32 104 hungry Suckcrs or Rock Crawlers.

33-40 A baby Gryphon fallcn from its nest. Mommy and Daddy
Gryphons will arrive on the scene any minute and allack everybody

within a SOO foot. (152 m) radius of the baby. First 10 be attacked art;

those nearest the baby - both fight to the death to savc their yoong.

41-44 204 On: ancVor Goblin sheepherders: likely to be hostile to
ward humans. Elves. and Dwarves.

45-.50 104+4 Railing and Goblin bandits (501.50 split). All are sec·
ond Ievcl thicves.

51-56 One Cyclops oot hunling. Hc is armed wilh two maximum
damage lightning javelins. a giant-sized battle axe and long bow (20 or
dinary arrows) and accompanied by a trained attack Gryphon and two
Ore assistants. They hate humans and Elves and will aHack anybody
who gives them grid or insults the giant.

57-62 104 hostile Pcryton.

63-65 One mountain lion or bear on the prowl.



66-69 A witch - an outcast from the city.

70-74 104+ I Rock Crawlers.

75-79 104+ I Harpies; e"'tremcly hostile.
80-86 Slain Gryphon - its killers, a pair of bloodthirsty Peryton or

Chimera, are lurking in the shadows.

87-90 104 Cyclops, each anned with giant swords, nets and a half
dozen. medium strength lightning javelins. Accompanied by 104 Ogres
assisting in the capture of two Gryphons (caged).

91-93 A wandering lotan or Nimro of anarchist alignment.

94-96 A mated pair of wild Gryphons.

97-00 A wild Pegasus!

The Trade Port
'The Western Empire has enjoyed a long, prosperous. and often se

cret. relationship with the fearsome lightning making giants. Within the
last few decades. they have become so bold as to establish a Free Trade
Port on the Island of the Cyclops with liule regard for what other na
tioos might think. The e",istence of a human presence on the island is
unprecedented and exhibits the disturbingly strong ties between the Em
pire and the giants. 1lle Trade Port is a cooperative effort between the
Cyclops and the humans of the West. It was created as a resort for the
very wealthy and predominately Western aristocracy, but attracts all
types of denizens of evil. A decadent resort town where almoSI any
pleasure may be purchased, especially those most foul. Since the Isle
and walled city is a sort of haven for creatures of magic and evil, the
streets are walked by a cosmopolitan clientele unlike any in the world.
Among the mullitude of vacationing Western humans are spies from
other lands, dragons (usually disguised as humans), sphin",es,
Dwarvlings, Wolfen. Loogaroo, Za, Waterni",. giants, and other inhu
man creatures. Royal families. clergy, practitioners of magic, wealthy
merchants, pirates, peasants. the curious, and the downtrodden and e",·
ploited all participate in the e",perience that is the infamous Trade Port.
A place of evil that abounds with dens of iniquity marketing drugs. il
licit pleasure, bloodshed, sorrows and death. Fortunes can be won and
losl at its all-night gambling casinos, private games, gladiatorial con
tests (both private and public), and other games of skill. daring, strength
or treachery.

Some Notes About The Trade Port:

I. Most of the town's visiting population are the weallhy and nobil
ity (and their servants) from the Western Empire. The majority are hu
man. A mere 20% of all other visitors are nonhumans; 30% of those are
from places other than the Western Empire.

2. Elves. Dwarves and Wolfen are among the least common races,
and are not safe beyond the boundary of the Trade Port. lotan, Nimro,
Kobold. Ogre. Ore, and Goblin are the most common, other than hu
mans.

3. The most common languages are Western. Elven, Gobblely and
Giantesetrroll. Most shop owners speak all of these fluently. The nalive
languages are TrolllGiantese and the universal ElvenJ1)ragonese.
Dwarven/Kobold and Ogre are also fairly common among the island's
native inhabitants.

4. Beyond the Trade POrt, the City o/CI)'Pss and most remaining ar
eas are inhabited by nonhumans, primarily Cyclops and other giants
with a heaping of Kobolds, Ores, Ogres and Goblins (mostly under
lings). Most nonhumans outside the Trade Port are hostile toward the
handsomer races, especially humans. Elves, Gnomes, and Titans, as
well as Changelings and Dwarves. Those fTOm the Western Empire are
usually tolerated because of their decadence, aggressiveness and their
long-running alliance with the Cyclops.

5. 50% of the business establishments are owned and operated by
nonhumans, 40% Western merchants. and 10% others.
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6. The official religion is the Church of Light and Dark. No others
are tolerated. Secret underground cults worship Tark, Kirgi, lppotomi
and Elementals.

The Warehouse District of the Trade Port
I. Warehouses ror lease, 50% will be empty because they are used

for the temporary storage of incoming and outgoing goods for the trade
ships (predominately Western Empire). Common incoming goods in·
clude: Quality Western rums, wines and brandy: coffee, tea and spices,
silks. and miscellaneous tools and equipment. Outgoing goods include:
Wool, metal works, and special items such as slaves. Gryphons, light
ning bolt weapons and other magic. Most magical and valuable special
items are stored elsewhere under lock, key and guard. Warehouses in
use are usually patrolled by private guards or members of the ship's
crew (typically 3rd level mercs or sailors).

2. Grain warehouses and distribution cenler. The largest building
in the district (4 stories tall) is the distribution center. It is here that
grain shipments are inspected, recorded, and sent to other storage areas
or merchants in the Trading POrt and the Walled City of Clypss. The
various types 'of grains can be stored in the main building and the
smaller buildings around it. A temporary holding area. shipments rarely
remain here for more than a few days, and often less than a few hours.
Ore and human laborers are in abundance. Horace Beuul is the director
of operations. He is a 6th level Human Scholar, reputed to use magic for
protection (Anarchist. 37 hit points, 15 S.D.C.). Horace is wealthy and
tight with city officials in Clypss.

J. Stabk!s and smithy for ground transportation of the grain. Al
ways 1010 40 good work horses present, along with four Kobold black
smiths, an Ogre smith, and a dozen Orc stable-hands.

4. Carriage House. Storage for a dozen wagons.

S. Bunk House. Two stories tall and holds a total of 100 workers.
50% are Ore, 30% Human, 10% Goblin, 10% other (many are Ogres).
Most are equal to 2nd level mercenaries or sailors.

6. Warehouse. For the storage of vegetables.

7. Fruit Markel and Warehouse. Both the fruit market and vegeta
ble warehouses are owned and operated by three Nimro fire giants,
brothers; Frii. Nii and Nolo. All three are loyal to each other and gener
ally friendly to most travelers. They dislike Elves, especially those of
noble heritage. knights and palladins. Frii and Nii are both 5th level
mercenaries skilled in large blade weapons: unprincipled alignments.
clever. and intelligent. Both have approximately 40 hit points and 66
S.D.C. Rolo is the youngest and most dangerous; a cocky. mouthy
bully; 3rd level earth warlock: miscreant alignment. His older brothers
have gotten Rolo out of trouble on far too many occasions, which only
serves to bolster his arrogant disregard of danger. Hit points are 32 and
60 S.D.C. Note: Thirty orc and human workers are employed by the
brothers.

8. Alcohol and Spice Warehouse. A three story building with bar
rels of wine. rum. and ale on the ground noor, coffee, tea, sail, spices
and herbs on the second. The business offices occupy half of the third
noor, with the resl reserved for rare spices and expensive Western
brandy and champagne. The building is always patrolled at nighl by six.
4th level mercenaries (2 ogres, 3 orcs and a Railing) and a 3rd level
wizard (human). During the day. the place is abuzz with workers and
merchant purchasers. The owner is a human, 4th level Diabolist named
Sigmund Brolt. Thus, most of the special shipments, as well as door
ways and offices. are warded wilh alanns: sleep. blind or fear. Align
ment is miscreant: 31 hit points and 20 S.D.C. Sigmund is well known
throughout the Trade Pon as the exclusive impaner of alcohol. Al
though wealthy in his own right. he works as the agent between the
family of cyclops that owns the business and the Western Empire (sup
pliers).

9. Ore Warehouses, Storage of iron and other raw metals.

10. Rope and Sail Warehouse, Newly imported rope, nets and sails
for visiting merchants and pleasure ships. No repairs.
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11. Fabric Warehouse. Mostly silks and expensive material. and

gannents. ~

12. The Specialty House. Rare. exotic. magical and specialty items.
are stored in Ihis IWO slory. Slone structure. hems may include a VASIU·
ray of fine silks. superior wine and brandy. U1pestries, clothing (espe·
cially nonhem furs), books. Kobold quality wealX'f\S and annor. spices,
candy. magic items. drugs. and poison. All items are of superior quality,
generally consigned by merchants and extremely eJlpensive.

Magic ilems and other vlluables are locked in a large walk·in vault
on the second floor. Wards on the oulSidc of the vault are sequenlial.
with one going off each lime the vaul! is tampered with: silent Ilarm,
skcp. blind. sleep, death. death. and death. All wards are at 6Ih level
strength. Inside, items will include: 104 magic weapons, 204 talismans
or rings. I [)6)( 10 magic potions (many are duplicates). eight ounces of
dragon dust. two pair of faerie wings. twO dozen lotus petals, various al·
chemical components. herbs, a case of vintage champagne. possibly
some expensive jewelry, rare books, and similar items. II also contains
four D,mon Guardian SIOMS (see the Palladium RPG. page 257) that
spring to life should an intruder gain access to the vault. The building is
guarded II III limes by one. 3rd level, human wizard named Alf and six
Changelings (all 4th level thieves). All are loyal 10 their boss. Unknown
to anybody. the place is also guarded by a pair of mil'lOf air elementals,
and the magic vault by I vicious Lasae demon. 11\e owner of the fabric
warehouse and specially house is the royal F,fd,nl','ar family; one of the
few Elven merchants (see the family description elsewhere).

13. Boal Repair. A three slory. wood and brick building that ac·
commodates about 120 laborers: .50% human. 20% ore. 30% others.
Most arc just common folk. although 2()CA, are ISilO 3rd level mercenar
ies. sailon. pirates. and thieves down on their luck. Another 20 men are
skilled carpenters and boal builders.

14. Bunk HoUst. About 60% of !he boat repair worters live in this
modest. Ihree story. wood structure.

IS. Rope Maker. Fair prices, good qualily.

16. Independenl Carpenter Shop. Can make repairs on small
boats. wagons and furniture. Fair prices.

The Merchant District of the Trade Port

17. Bakuy. Sells I variety of fresh breads, rolls, pies and cakes.
High prices. but tastes as great AS it smells.

18. Mkkey's Winery. Sells wine, lie and rum by the bottle and keg.
Prices are high. but generally reOective of the quality.

19. Korm's Tobac:c:o and Nuts. Sells a fine selection of smoking
and chewing tobacco. as well as snuff. 11\e shop also offers a unique se
leclion of 10 differenl varieties of nuts. Prices are SQll, higher lhan
standard. Konn is a talkalive, jovial, Western human who is a1wlys up
on the current gossip. He claims to be a retired sea navigator, but is ac
tually a retired, 8th level pirate who still rellins some of his pirate and
thief connections. He can be a good source of information. especially if
offered gratuities. Beware: despite his friendly and pleasant demeanor.
Konn is a cunning profiteer who would sell his mother if the price was
right. He is anarchist with strong leanings toward miscreant.

20. The Opmed Hand Pawn Shop. A small, but ritzy shop that ca·
ters to lfavekrs down on !heir luck. Offers an impressive 30% of the

stIf'ldant market value on mosl items (rarely deals in magic). Operated
by Swanh Annstongue, a weaselly looking scoundrel from the Timiro
Kingdom. Swanh is a 6th level thief. exceptional liar (M.A. 22). and a
coward of miscreant alignment. He and his two. secret, Ratling partners
(one's a 5th level thief. the other a 3rd level as~in) have been known
to buy contraband and stolen items at 20% of their standard value, and
40% for exotic or magic items. The trio also hides wanted criminals and
smuggles people off the island_ bul the price is usually a slaggering
6.()()O.12.000 gold depending on jusl how wanted !he person is. If a
bounly is placed on the fugitive's head. Swarth better be paid II leasl
the bounty price, lest he tum !he person in for the reward.
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21. Sunrise J);nu. A small reslaurant specializing in delicious
breakfasts and lunches. Good servke. fair prices.

22. Suzy'$. A small seamstress shop. AVenlge prices, fair quality
worl<.

23. The Island Inn. A Ihree slOry building thaI caters to middle
class and wealthy vacalioners. An average room will COSI 50 gold per
night (with balh. 75 gold). Fancy rooms or multiple occupancy will cost
120 gold per night. Brawling and womanizing are not tolerated. Only a
01-33% chance of a room being available.

14. The WindS""epl Inn. A large, eleganl. five SIOf)'. stone building
that caters to the rich. A single room costs 100 gold (with bath. ISO
gold); suite or multiple occupancy - 250 gold per nighl. Heralded as
the lravelers' sanctuary. it is the so{nt inn on the island. A "Staff of 32
sixth level ex·soldiers and mercenaries, garbed in regal. gold trimmed
suits of splinl annor. and three 4th level Warlocks (Air). insure the
safety of their patrons and their possessions. 11\e head of security is a
powerful Wolfen, an ex-gladiator (8th level). who is armed with a hand
ful of magk weapons and powders. His armor is noiseless. weightless.
and magically reinforced: A.R. 16. S_D_C. 200.

TIle manager. Cassandra Raspe:n. is a human female from the Old
Kingdom: intelligenl. clever. 6th level Diabolist and major psionic (56
I.S.P). She has a special vault with over I hundred. separate. locked
companments in which guests can secure their valuables for the cost of
50 gold per day. The vault is locked and very heavily warded (alann si
lenl. alann noise. followed by several sequentiaVarea affect wards of
sleep. confusion. blind and others). SpecifIC companments can be
warded al a COSt of 600 gold per ward. Note: 1be owner of both the
Windswtp( lnn and the Island Inn is known only 10 Cassandra.. It is ru
mored that they are owned by the mysterious Dark Mag~ (Irue).

25. Bath House. Provides sauna. bathing and massages. Sauna or
bath costs 4Q gold. To be bathed by an attractive woman aide (but no
hanky panky) costs 75 gold, while a full body massage costs 100 gold.
Chief of Staff is an anarchist, 7th level. human healer. Healing services
cost three limes the nonnal rate.

26. Gems or the World. A fine quality jeweler who specializes in
gem stones. Prices are 30% higher than normal. Will buy gems. espe
cially high quality gems. at 60% of their standard market value. It has
tight security with magic and strongmen. so thieves beware.

27. Crystal Shop. Local and imponed crystals of elegant design.
Slatuary. decanters. jars, lanterns, glassware and jewelry. All very ell.'
pensive (triple the standard price).

28. Gold and Silver Smith. Fine gold and silver jewelry. statuary.
snuff boxes. jewelry casesJboxes. cups. and serving ware. All expensive
(double the standard prices).

29. Ye N~ Tailor. A CUSlom clothing store of the finest material
and quality. Prices are double normal.

30. The Lazy Gryphon T.vern. Offers quality ale. wine. rum and
brandy. Frequenled by the wealthy.

31. The Woolly Tailor. A shop that weaves and cUSlom makes wool
gannenls. Prices are three times the normal rale. High quality.

32. The Lighlhouse Shop. Sells candles. lamps and oils at double
the usual price5. Most are scented. and favorite ilems are sculpted can·
dles of gryphon!. dragons. cyclops and crealures of magk. which sell
for 20 to 100 gold each_

33. The Happy Mug Tnern. Known for its delicious mutton. legs
of lamb. and ils Dwarven beer and secret. I\ome·brewed elixirs (moon·
shine). A typical drink. COSIS about 3·7 gold per glass. Dwarven beer,
rarely available to the non-Dwarven world, is a heavy. tasty brew that
packs twice as much punch as convenlional beers and ales. 11\e elixirs
are equal 10 any rum and available by the boltle at a cost of 20 gold
each. 11\e Happy Mug is I favorite spot among the young noblemen.
sponsmen. and military offICers.

34. 800kJ or the World. Offers a surprisingly extensive selection of
books in many languages. Since the Elven language is generally consid-



ere<! to be the univcrsal language of the educated. 40% of the books arc:
wrincn in it. 20% arc: in Welitcrn and the remaining books arc: in a smat
tering of other languages. Costs: StOf)' books. poel1y. philosophy and
religious books rangc from 30 to 60 gokl cach. histOf)' and books of
lore cost 60 to 100 gold; authentic ancient books in any catcgOf)' cost an
additional 300 to 1200 gold. No magic books arc: available. Parchment.
blank diaries, skccch books. ink. paints and pens. arc: also available at
doublc the normal price. Operaled by a 9th Icvcl scholar from the land
of the South Winds; unprincipled alignment. Ncvcr buys or sells magic.

3S. The MaRie of Candy. A quaint lillic shop lhal speciali7.cs in
honey. syrups. sugars. chocolalcs and d07.cns of types of candies made
from lhem. A back-room specially reserved for the curious wealthy is a
random selection offo~ri~ food. Thc oWT'ICr is a vcry old clf (anarchist;
83 hit points, 19 S.D.C., 12th Icvel merchant and 3rd level wizard) who
has flO control over what's available or when. See the Palladium Fln
tasy RPG. pages 260 and 261. for details and costs of Faerie foods.)
TypicaUy. foods considered to be relatively hannlcss. such as Bubbly
Wine. Burgundy Wine. Beetlc Nuts. Sloe Wine. Tans and Cinnamon
Stkks. COliIS 1000 gold per full dose. The more dangerous or debilitat
ing faerie foods. such as Beets. Frog legs. elC.• cost 3000 and up (if
available al all). The Faerie foods arc: provided by the shopkeeper's old
friends and Pl'l)(ecton. a pair of Bogies. natives of the neighboring Fa
erie Island. where they arc: in good standing. The old Elf trades pounds
of candy for the magical faerie food.

36. Aerial Porter Servtce. "Fast as the Wind Serviee; No Load Too
Large or Too Small." Staffs 206 burly poners at all times. 104 horses.
horse·drawn wagons (6) and hand-drawn wagons (12) arc: always avail
able. COSIS 50 gold per hour. per poner, or 120 gold per hour for a
horse. wagon and porter. An air elemental porter/phanlom costs 300
gold per hour. but is only availablc till midnight - "Ay through the
mops with one of our enchanted porters." Operated by a 6th level air
warlock from the Empire. .

37. The House of Li&htning. This is a three story. stone tower with
I giant. bronze lightning bolt (lightning rod) It its peak. 11 is the only of
fICial selling placc for the flbled lightning bolt weapons.
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The first noor armory has a huge selection of new anns and annor.
forged in the back rooms by I Jotan metal smith. assisted by sill.
Kobolds and two Nimro giants. Two Ogres and • Cyclops serve 15
dens. Welpon qualily is good 10 cllccllenl. but nO!: quite kobold or
dWlO'en quality (no bonuses) and nonmagical. Many have silvCf.
bronze or gokl inlly. perfect for pomp and ceremony. and silvCf edged
blades and arrowheads arc: also available.

The second floor houses most of the eXOlk annor. weapons and
bows (G.M.s may use this opportunity to introduce weapons from the
other countries or even other dimensions. Palladium's Com~ndiumof '
W~apotls, Armour &; C(J.l"t/~s is a handy reference thaI clearly describes
and illustrates a number of oddities from around the world: over 700
weapons. 45 lypes of annor). Lightning weapons may also be purchased
on the second noor. A display of take lightning weapons hangs on the
wall behind an arrangement of plush. comfortable chairs. a couch, and a
table where a cyclops. named P1pss. will assist anybody interested in
purchasing the genuine articles. The weapons arc: actually stored on the
third noor and brought down by llnOlhcr Cyclops immediately after
they'vc been paid for (cash first. or flO weapon). Weapons and prices
arc: described earlier in this section. Note: The third noor is where the
six cyclops owners live along with the Jotan and twO Nimto. Most arc:
4th to 6ch level mercenaries of evil alignment.

38. Gambling Arade. This three SIOf)' building boaslS over 30
games of skill and chance. Found on the first and second noors arc: typi
cal carnival games. including tossing rings on wooden pegs, knock
down all the hoItles, horseshoes. darts. mini-archery. knife throwing.
axe throwing, roulette, dice rolling. and bingo style games of chance.
(G.M.s may use their imagination to create OIher gamcs). Typical prizes
are a pint of boozc. tobacco or snuff. and most popular. a wager which
is matched if you win (100 gold. maximum wager).

On the third noor are the more serious games. including blackjack.
poker and high-stakes roulette and dice. Minimum wager is 100 gold.
and the typicll maximum is 100.000!

TM boss is Mir::~n. a Changeling disguised as a 10 fOO( tall. tough
looking Troll. Miru.en is no wimp: Miscreant. 52 hil poinlS. 32 S.D.C..
7th level assassin. I.Q. 10. M.E. 24. M.A. 20. P.S. 12. P.P. 14. P.E. 9.
P.B. S. Spd. 7; skilled in the use ofmagie items and poison. AlwlYS car
ries four lightning bolt javelins (106)( 10 damage each). a gem of real
ity. 111.'0 chasers (magic crystals). a cape of dimensions. a fancy suit of
magic leather armor with gold and silver inlaid designs (actually lcather
of iron; A.R. 15. S.D.C. 300): invisible bastard sword (does 206+2
damage. +2 to strike and pafT)'). plus 2000 to 12.000 in gold and jew
elry.

Mirzzcn is generally a very gregarious fellow and well liked. How
ever. he does nOl tolerate fights. chealing or troublcmakers. His baltery
of Ore and Ogre servants and Igents keep cverything running smoothly.
All arc: either 2nd and 3rd level thieves or assassins. believe Mirum to
be a real Troll and are complctely loyll (and extremely well paid). A to
tal of 16 henchmen are under his employ. along with llnOlhcr 96 game
mISters and card dealers. A Sth Icvel. Cyclops Ranger. called Break·
man. is the offK:ial bouncer. I.Q. 9. P.S. 23. P.E. 19; miscreant; 36 hit
points and 70 S.D.C. Very tough. His flvorite weapons arc: I silver sa
bre Halberd (pole ann doing 406 damage) and I magic '1'hundcr Ham
mer" hercules club that does SD6 damage. Wears splint armor: A.R. 16.
S.D.C.82.

39. Starlight Tavern. A small place that sells Westcrn beer. ale and
rum. A typical drink costs about four gold.

40. The House Dr Necromancy. This is a somewhal grisly magic
shop thaI specializcs in magic and appurtenances of death. hems of note
include all known types of poisons. magic fumes. witch hoItles. Chas
ers. beastiary gUardian stones. various bones (mostly common variety)
and organs. as well as Soul G~ms which arc: 60.000 gold each. and
sometimes 15 much IS twice thll. Most other items cost aboul SO%
more than usual. A 6th level human Necromancer from the Empire and
JOWl Necromancer (both aberrant alignment) own the shop and will



consider special services 10 disoeel customers who can afford the high
price of such (deadly and criminal) enrerprises. ~

41. Putnam's Library. Offers a fine selection of hislory books. lo
cal maps, sl()fYbooks, poetry, and similar lomes. None: of these books
are of any great value in that they are not ancient, rare, or magical.
However, depending on what one might be looking for, the library can
be of value. The fee is an hourly rate of 15 gold for reading privileges.
The curator is a 10th level human scholar assisted by Ihree Kobolds and
an old. overweight JOlan (8th kvelsoldier). The three S101)' building is
open from early morning 10 midnighl_ No books leave !he litnry.

42. Tomorrow's Dreams. A fortune-Ieller with some aUlhentic
powers of divination and ellceplional SIOTylelling abililies. Carla. SO
years old: I.Q. 14. M.A. 23. M.E. 17. P.P. 10. P.B. 13: all OIher attrib
utes average. anarchist alignment, 4th level psychic sensitive. 97 I.S.P.
Card or palm reading COSIS 50 to 100 gold (12% chance of real divina
lion). intense or special reading: 200 to 500 gold (58% chance of real
divination). The divinalion will usually deal with whal is pressing mosl
heavily on one's mind or what !he person is specirlCaily conccnlnling
on at thai moment. Carla t\as I1"lOSI sensilive abilities.

43. The Stage. A lavern thai specializes in fine food. drink and en
tC'fUIinment. The first noor of this four story. Slone suucture is the main
lavern. All types of alcohol arc available at aboul triple the usual rates.
Food consists of roast lamb and pouhry. Entenainment consislS of sing
ers. tumblers. jugglers. and solo minstrels; one following the other. The
second noor is a dance hall open till late in the morning. The third noor
is primarily a tavern with a large slage area for group acts and minSlTels.
The fourth floor is similar. but deals entirely wilh stage plays. All acts
and shows are of good to t.\celk:nt qualilY.

44. Bumbk·Mug·s Armory. Specializ.es in new, Kobold quality
weapons and annor. plus a large selection of good. used weapons are
also available. Magic weapons are very uncommon at this shop. Owned
by Bumble-Mug. a 7th level ]olan mercenary. in cooperation with three
Kobold weapon smilhs. Six Ore nunkies (ht level) serve as assistants
and clerks. Prices on used weapons are average while Kobold quality
are usually double the normal cost.

45. Court of Magic. A simple brownslone building which seems to
be closed to the publtc. Passersby will find only a side door open. whjeh
leads to a small lobby occupied by an elder human. He will kindly send
away the curious. but greet men of magic as a brother. This is a son of
fraternity house for wil.lrds and other practitioners of magic. A tOlal of
34 rooms are available for lease at reasonable prices (30 gold per night).
Only Wizards, Warlocks, Diabolists and Summoners are allowed to
stay. A small library of nonmagical books. and accurate, local maps are
available to all students of the myslic ans. There is also a chance (01
25%) of a wizard being willing 10 leach a spell or IWO IItwjee the usual
rales. Ward and circle componenlS are also available al 5O'l> higher than
the normal raleS.

46. Imported China. A bright. perlty shop with china and glassware
imponed from the Western Empire. Lopart. Bizanlium and the Timiro
Kingdom. all at surprisingly reasonable prices. The owners are polite
and of a good alignment.

47. The Sian Markd. This disreputable establishment is operated
by a family of six Cyclops who cater 10 their wealthy, Western clienlS
and the needs of the arcna. The telltale odors of sweat. blood and defe·
calion hover about the martet like an invisible cloud. A variety of hu
manc»ds of all races. including humans. Elves and Dwarves. are always
available for purchase. The only race not found here is the Cyclops. The
giant races are less common as slaves because they are less numerous
and many are allies or the Cyclops. However, enemies and traitors can
find themselves on the slave martel. or worse. the gladiatorial arena.
Wolfen, especially female Wolfen. arc a rarity, and their reputation lIS
Slyage COOlbatants (the female is said to be deadlier than the male) will
bring droves of bloodthirsty spectators and poIenlial buyers. An auction
takes place Iwtce a week.

Workers at the slave martet include six cyclops. silt JOIan (giants).
two Nimro, one ogre (aberrant alignment). 40 humans, five elves. and
20 orc slaves who assist the other workers. All workers are free citizens.
equal to 4th level mercenaries. wilh average hit points of 28 (+20 for
the gianlS and ogre). Most are of anarchist or evil alignments.

Player's Noce: Wolfen characters should be on their toes. because
they are considered 10 be "animals" al the Trade Port, and have no
rights. 1bey muSl pr~/~nd to be the slaves of one of the other characters
in the group. As such. they cannot use arms or armor. To do otherwise
is againsl the law and will result in a huge fine for the supposed owner
and imprisonment for the Wolfen (typically sent to the slave market or
the arena). Almost any crime. real or trumped up. will get the Wolfen
imprisoned and ullimarely senl 10 the arena. Unscrupulous scoundrels
will crawl out of the woodwortr: in allempls to buy. kidnap, embezzle,
gamble. or trick a person into losing his Wolfen. The giant canines are
usually sold to the local arena or one of the Western Empire arenas who
will pay 10.000 to 40,000 gold for a dangerous looking Wolfen warrior

or mage. The bigger. meaner, and tougher looking. the higher the price.
and females always bring in the most.

To compound Ihe plight of the Wolfen adventurer althe Trade Pon.
the slave market and the monster pens are the only two places in town
where Wolfen and other "animals" can be lodged. Private pens for
Wolfen are IOxl2 fOOl (3x3.6 m) cells wilh one heavy-duty, iron door
with a smalllnp at the botlom 10 slide in a meal tray and a small. 4 by 4
inch. batTed window at the top. The room is clean and equipped with a
down-filled COl. potty bucket. and two gallon jug of fresh wattT. All
these amenities for the low. low. cost of SO gold per nighl (meals of
meat scraps and potaloeS included). Special foods,lmeals will cost extra
(the nonnal price plus a 10 gold .service charge). The inclusion of a
lamp and stool will COlit an extra 50 gold per night. plus the owner will
be liable for all damages the "creature" might cause by using the items
to escape. The monsler pen is 10 gold less. but much more dangerous.

48. Piper's Alley. A drug den known for ilS constant nUle music
softly droning in the background. It is a dull. grey. three stOl')'. Slone
building with several large and small. dimly lit rooms lined with cheap

112

I



mats for open drug areas. 1be sweet aroma of Inc: poppy is everywhere.
There are also lwO sublerranean levels for the privale use of,. the
wealthy. and for hallucinatory and magic drugs.

Piper is a handsome:. white haired human who makes cenain thaI his
gUCSts arc: always comfonable. happy and safe! Thieves and rabble
rousers arc: quickly admonished and esconed off the: premises. Acts of
violence: are subdued by whatever means necessary.

Piper is an independent operator in the: drug market and is said to
provide: special "services" for the: rich. These services include: e,;tonion.
spying, assassination, and what Piper calls "recovery" (of items. people,
or honor: i.e. he specializes in revenge). The cost of these services arc:
e"trIOfdinarily high. five times what a thieves' guild charges for similar
SCTVices, but his results arc: outstanding. He is hated and feared by the
thieves' guild who dare not touch him for fear of retribution at the
hands of his unknown minions and loyal, politically powerful. patronS.

PipH: real rwnc:: Klaven Mryfell (unknown to any). aberrant. 11th
level assassin. Anributes of note: I.Q. 15. M.A. 17. M.E. 15. P.S. IS,
P.P. 21. Hit points: 69, S.D.C.: 45, P.P.E.: S: major psionic with 81
I.S.P. and the psi-abilities of alter aunr.. mind block. CCtopllWTl, impervi
ous to fire. summon inner strength, telekinesis. telekinetk punch. and
tek'pon object. Piper is supremely confldent and cool under pressure
and an excellent liar and txtic:ian. His connections include: Ganderfal
(Ratling) of the 8rigade ('50). 8m of the Lucky Star ('55). ClIfdinal
Anhur-Mykll. and sc:vc:nr.1 wealthy WCSlem families. He enlists a
number of henchmen. but the: most notable include: Grey Mark (real
name: Mark RaaO. a 6th level wizard (abernnl), Prancer (real name:
Robert Nassi). 17th level Cy<:lops assassin (aberrant: gimmicks include:
I gem of reality. pillow of sleep, magk bandages. cloak of shadows),
Bob and Raf. both 4th level human assassins. and Squealer. a 4th level
Ratlins thief (the laler three: arc: all miscreant). He may also enlist a
number of thugs and muscle men as oeedc:d.

49. The Hooter Lounge, A raucous saloon and dance hall that ca
ters to a poorer clientele. Ale and mead cost one: gold per mug. It is a
cheerful. relatively safe. but noisy establishment. The Brigade. local
authorilies. are nc:,;t door and frequent the saloon.

SO, The Brigade. The "Brigade" is lhe Trade Pon's official. peace
keeping militia. A son of local sheriffs answerable to the King of
Clypss and his officers. Unless otherwise: dictated from higher author
ity, TIle Brigade'sjustice is bought by the highest bidder. Jail sentences.
fines, and punishments. can be e,;tended. shonenc:d or completely for
gotten lf the price is right. Likewise:. the Brigade can be paid to create a
fining punishment. They can also be paid to look the other way. lum a
deaf ear. or disappear entirely. Darker aspects of their operation include
sublle beatings, spying. thefts. framing the innocent, utonion. and even
assassination, but only if commissioned to do so. The Brigade's loyally
and/or aid belongs first to their King and second, to the highest bidder.

Most of lhe individual Brigadecrs will sell favors and infonnation.
as long as it will not get them in trouble with higher authorities or their
leader. Sullo /h~ Bold. Sulka and his men prefer bullying and back
Slabbing tactics, but try to avoid direct. hand to hand confrontations.
However. this should not be construed as a sign of weakness. because
none: of lhe: Brigadcers arc: slouches when it comes to combat.Note: It
will cost a king's ransom to get Sulka or his men to knowingly cross
higher authorities. They enjoy their position of power and will not je0p
ardize it. or their lives. cheaply.

Sulka tM Road is a 6th level Gigante mercenary. Attributcs: I.Q. 7.
M£. 4. M.A. 8. P.S, 25. P.P. 14. P.E. 17 (+1 vs magicJpoison), P.B. S.
Spd. IS; miscreant alignment. Hit Points: 46. S.D.C.: 190. A.R.: 16.
P.P.E.: 62. The giant has scaly skin. three anns, three: legs. and nightvi
sion. He wears magical chain mail (14 A.R.. 200 S.D.C.. lightweight).
ReadJv,rrite Western .5O'll. speaks Western and Gigantes at 90% and Elf
at 6O'l>. Always has 100xl000 gold on his person.

Sulka's favorite weapons include: two silver daggers. a giant-sized
silver Glaive (406 damage). magic bailie:: ue (406 damage. returns
when thrown). magk claymore: (306 damage, spits lighming 3 times

113

daily. 40 f1/12.2 m range. 306+6 damage, and studded with gems wonh
10,000 gold: the sword is wonh 65.000 gold). He also has a medallion
ofprolection against magic (+1 vs circles and +2 vs wards). gold ring of
sense magic (2 times daily). two potions of healing (206 hit points).
smoke bombs (6 grey, 2 red), three doses of pixie dust (reduces a per
son's size by halO. tWO chasers. and a gem of reality.

Al!hough he has a low I.Q.. Sulka is not a fool. just a low achiever.
He is the unchallenged leader of the Brigade:. supported and somewhat
manipulated by his girlfriend. Nirree. He seems very laid back, almost
passive. but is easily stan1ed. He hears voices and drinks to drown them ,
OUt (alcoholic. -4 on his initiative). He is a schemer. cheater. and a C'Of

rupt bully who doesn't tolerate disrespect or disobedience:.

Sulu's Henchmen: Gandufai,. a 6th level Ratling Thief. "unoffi·
cial" Second in Command and head of the other Radings in the Brigade
(all 1·3rd level meres or thieves). Auributes of note: I.Q. 17. M.E. 5.
M.A. 7. P.S. 10. P.P. 12. P.E. 11. P.B. 6. Spd_ 9, Hil Points: 33. S.D.C.:
10. P.P.E.: 2, abernnt alignment. He wears a magic cloak of aJmOf

(A.R.: 14 and 220 S.D.C.). Weapons of Note::: Cross bow with 24 boilS
(6 lighming that do 606 damage). 2 silver daggers. magk morning star
(306 damage: thunder). Gryphon Claw gloves (306 damage and twO
transformable weapons (belt into a dagger and cloak into cross bow).
He also has thread of iron (a 3 fliU.9 m length and 80 ft/24.4 m length
allached to a small grappling hook). crystal of daylight, magic bandages
(4 patches). aura of nonscent (10 doses_ 20 minutes per dose). and one
potion of healing (heals 2(6).

Ganderfal dresses well. but not overly fancy. He loves cloaks and
large. floppy hats. Always has 2D6x100 gold. Another 306xl000 in
gold and gems will be hidden in his home::. along with two extra potions
of healing. He is a quiet. loner type, but very intelligent and observant.
The Railing is satisfied with his position among the Brigade: and gets
along with Sulka. Nirrec:. and other Railings. but doesn't like the ogre.
Ironically, he is the most honest of the group. The other railings arc:
loyal to him. but would not stand with him if things got rough. The
Wall. the wolfen siadiator. will stand with Ganderfal against any odds.

Nirru is a 7th level Nimro fire giant thief. the official Second in
Command. Attributes of note: I.Q. 14, M.E. IS. P.S. 19. P.P. 21. Mis
creanl alignment. Wears a magic cloak of protection (A.R. 14. S.D.C.
58. and impervious to fire). Weapons of nOle: 2 throwing axes (I D6
damage). magic lridenl (giant-sized. 306 damage, telepon 2 times
daily). an invisible knife (106 damage), and sneezing powder (3 doses).
Nirrc:e dresse:s in silk and lealher (A.R. 10, 28 S.D.C.). and usually
wears an emerald ring surrounded by small diamonds (wonh 11.000
gold). and matching earrings (1200 gold each). She is clever. cunning.
and treacherous: a skilled con-woman and manipulator. Hates elves,
dislikes humans and dwarves. Covets wealth and power. Sincerely likes
Sulka. Although smaner than he. she is still only Second in Command.
Nirrc:e can influence Sulka but she cannot control him, he is the leader.
The others will obey Nirree as readily as Sulka. but will not go against
Sulka.

Th~ Wall is a 5th level Wolfen Gladiator who is 3rd in command.
Attributes of note: J.Q, 12. M.E. 15. M.A. 5, P.S. 19. P.P. 12. Spd. 16.
Hit Points: 36. S.D.C.: 25. P.P.E.: 9. Typically wears a suit of half plate
(A.R.: 14. S.D.C.: 60). and also has an e"ln suit of half plale armor and
studded luther, Weapons of note: Tride:nt (giant sized. 306+2 damage).
magic goupillon flail (giant.sized. 406 damage. indestructible). magic
silver shon sword (106 damage. blinding flash 3 limes daily) and a
dagger. The Wall's favorite magic items include: two. 2'pound (0.9 kg)
bags of Goblin Dust. two smoke bombs (grey). two firewkks. two mar
bles of transformation (one is a small shield, the other is a giant-size
goupiUon flail).

The Wall is one of only four .....·olfc:n on the island who enjoy the
status of free:: citizen. He is tough. impudent. cautious and very patient,
especially in combat. He is feared by 1TlOSI. although he enjoys I cc:nain
amount of celebrity statuS as a retired gladiatorial star. He is completely
loyal 10 Sulka and Nirrec:. and makes no waves to insure his position in
the Brigade and as a "free:" citizen.



Turh the Sil~nt. 3rd level Ogre assassin: diabolic alignment, devious
& cruel. l.Q. 20, M.E. 6, M.A. 7, P.S. 20. P.P. 17, P.E. 12. P.B. 6. Spd.
II: H.P. 24. S.D.C. 20.Wears studded leather (A.R.: 13, S.O.C.: 38).
Has ring of invisibility (3)( daily). and uses a variety of weapons and
poisons.

PrakJa is a 3rd level Changeling Thief. who usually appears as an
orc. but also as a human or an ogre. Diabolic a1ignmenl; 21 hil points.
13 S.D.C.. AllribulC$ of note: I.Q. 9. M.E. 6. M.A. 15, P.P. 9. Spd. 4. all
OIhers average.

S~\'~" Ratli"s M"chnK" (meres and thjevC$.lcvels 1-3). all are gen·
erally intelligenl; I.Q. 9-1 S. aVCf'lge hil points is 20, S.O.C. 12.
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51, The Rabbit Hol~: A dark. dank saloon with shady chal1lCters,
call.girls and nonhumans (55% ogres. 25% goblins. 10% arc. 10% hu
man. 10% others). Most are brigands and low-lifes of l-4lh level skill
and evil nature. The upslairs and lhe basemc:nt of this twO story struc
ture have several small rooms for drug use. torture and illicit acts. This
is a good place 10 find infonnation. and criminals for hire. The proprie
tor is a burly Ogre named Fum!; 4th level thief. 40 hit points and 20
S.D.C.

52. Shrine to the Gods or Da.....
SJ. Dock Side: A massive. six story. gambling casino and hoIel.

Rooms are large but poorly kept. The booze is watered. the food is so-



so, and the prices arc high. A typical hotel room costs SO gold per night
per person. meals are 1()..20 gold, and booze is 2-5 gold a mug ~only

ale, cheap wine:. and average rum is available).

Gambling runs the full gamut of popular sport; cards, dice, ann
wrestling, dog fighting. schooner races. darts. knife throwing. wrestling,
slave fighting, and, occasionally, illegal Gryphon fighting. If you can
bet on it. the managers of Dock Side will sponsor it. 0Ihcr illicit pleas·
ures can also be pwc:hased or leased at Dock SMk. including drugs, fa
erie food. women. slaves and a varie!y of decadent scn-ices. 1be
establishment is owned by King Clypss' favorite nephew and operated
by the upper echelon of the thieves' guild. Consequently. the law terJds
to aven its eyes to the goings on at Dock Side. G.M. Note: 1be gam
bling house is fairly safe for most patrons interested in gambling, drugs,
women. and blood sport. However. nosey and troublesome individuals
could quickly find themselves in hot water if nOi careful.

54. Grendel's. A large, shabby, wind worn. wood boarding house.
Rooms are a low 20 gold a night. with no limit to the number of occu·
pants. The owner is a tawdry, middle.aged widow (Grendel) with a
weakness for sailors. Thus. sailors always get first pick of available
rooms and those who return her affections get a substantial discount to
boo'.

This is not an evil place. but it docs harbor vagrants, thieves, vaga
bonds. the unlucky at gambling, and the poor. Most criminaltypts are
of 24th level experience and desperate for an easy target (sucker). or
employment.

Grendel is shan for "Grendelleana." She is a round. stout woman
with a heaR of gold. tarnished by a weakness for men. Her alignment is
unprincipled: 42 hit points and 10 S.D.C. Attributes: I.Q. 10, P.S. 19
(+4 to damage). P.E. 20. P.B. 9: all Ol:hers~ average. She is equal to a
5th level mercenary (she's tough in combat). Her favorite weapons~ a
massive meat cleaver (204 damage) and an even bigger frying pan
(204-+2). So skilled is she with these items that she is -+2 to strike.
parry, and throw. with both. Her entire life's savings is hidden under a
l1oorboard: 30.000 in gold and gems. of which up to half may be lent Of

given to a good cause (or channing adventurer). She is also an excellent
source of gossip and rumon;, especially about the Dock Side <'53).

55. Tht: Lucky Star. This is a tavern of fine liquor, non-violent
gambling and contests of skill: dice, cards, darts, knife throwing and
ann wrestling. The owner is Bm the Magnificent. a retired. Ogre jug
gler turned entrepreneur. Nonhumans are welcome as long as they do
not harass the many wealthy humans. Bm has a fondness for entenain
ers and may provide free drinb, or temporary residence in the spare
room in the back or buy a meal for a charismatic enter1ainer fallen on
hard times. He usually has a good handle on CUlTCnt political and crimi
nal activity in the Pon. Although not a member of the thieves' guild, he
must pay 30% of his profits for "protection:' He is also an associate of
Piper (see 148) and sometimes wOf1(s with him on non-murderous as·
signments - both men will help and protect the other. Bm loathes and
resents the Dock Side (lt53) casino.

8m. 6th level Ogre Juggler. whose specialty is knife and axe throw
ing, juggling, and palming <all of which still come in handy on a daily
basis). Alignment: Anarchist. hit points: 54 and S.D.C.: 28. Weapons of
Note: two throwing knives. one silver knife and a magic throwing axe
which returns.

All of 8m's 36 employees (50% Ogres. 30% human. 10% Goblin.
and 10% Ore. arc well paid and fanatically loyal to him). Half are also
retired entertainers.

56, Orr"s Home. A place of numerous visitors and panies. His
wife. son and two daughters (all children are under 12), and four ser
vants. live at this residence. 4(6)( 100 gold is stashed in the master bed·
room. along with a giant battle axe and a nonnal sittd flamberge.
3(6)(1000 gold is hidden in the basement.

57. Cross Swords. An excellent annory that has a very fine selec
tion of blade weapons and heavy annor (no light annor). Cost is only
about .50% higher than nonnal. and most custom items can be made
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within 72 hours (but at double the price). No magic items are available.
However, the Kobold craftsmen can produce weapons with -+1 or-+2
bonuses to damage, strike. and parry, as well as tougher armor (more
S.D.C.; see Palladium RPG. pg 272). The armory is operated by I troll
(5th level pirate), three orcs (3rd level mercenaries) and sill: kobolds
(4th level mercenaries Of smiths).

S8. The Drunken DruKl, An unusual spot that is popular with tour
isu. 11 is more of I pavilion with a peaked. two story high roof. but no
walls. Under the roof is a bar surrou.nded by heavy, oak tables and
benches, and scvera.l small trees growing 001 of the floor. In the trees •
arc four dozen songbirds, sweetly singing in an incredible concen of
mixed tunes. 1be proprietor is Old Hawk (real name unknown), an 8th
level. Druid. Hobgoblin of anan:hiSl Ilignment. Old Hawk is I quiet.
gentle old COOl who will not tolerate cruelty to any animal in his pres
ence:. He is suspected of selting animals free from the monster pens and
arena. but nobody can prove it.

59, Shrine of Light and Dark,

60. The Sea Shanty. A dilapidated tavern that scn-es heavy beer
and strong rum at cheap prices: 2 gold per drink. Allracts sailors, pi
rates, thieves 'lind the poor.

6 •• The Sea Side Inn. A four story, slone and wood edifice that of
fers nice clean rooms and sen-icc for the common man. Many sailors,
and not so wealthy visitors, room here. Single rooms cost 35 gold per
night. SO gold with bath. 80 gold for multiple occupancy (up to six indi
viduals).

62. Carriage Service, Horses and carriages can be rented by the day
at I cost of 40 gold per hour. Remember. horses are very uncommon on
the island and their aVlilability is scarce.

63. 81Kksmith. Sells metal potS, and tools. Nannal prices.

64. Porter Service. Human and nonhuman poners can be hired at a
rate of 10 gold per person, per hour. Rickshaws with ore Of ogre: pullers
are available for 20 gold per hour.

65. Resale Sitop. A c1ullered pawn shop which purchases and sells
jewelry, silver and goldware, small anns. annor, fine clothing. and odds
and ends. Selling prices are only 2SCJ, higher than list price. Quality of
each item varies from fair to like new. Purchases goods at 20% nonnal
list value. Owned and operated by twin hobgoblins and four goblin bud
dies. All are 4th level thieves.

66. Tobacco and Spke Shop. Average quality for al/erage prices.

67. Express Services: A messenger and rickshaw service that em
ploys the fastest and toughest runners. Average runners have a P.E. of
15 and a speed of no less than 20. Five troglodytes are available at night
with a speed of 28 each. All runners know the city like the back of their
hand. Costs 20 gold for a crosstown delivery. JO gold per hour for a
rickshaw: add 10 gold per hour when the troglodytes are employed.

68, Piper's Estate: See 148.

The East Side

With the excq>lion of the Royal 1M, the east side is mostly resi
dences of the poor. with numerous ilIicil establishments.

69. The Royal Inn. A noble looking, four $lory structure which has
seen beller days. Rooms are fairly well kept. large and comfortable. A
nighl's stay is 35 gold for an individual or 70 gold for up to four people.
A bath area is available on the ground floor at a cost of 5 gold per per
son, with no limit on the duration.

70. The Drum House. An unusual drug den where Illusionists cre
ate spectacular worlds of fantasy, complete wilh touch. sight. sound and
smell. An illusionary fantasy tailored to the pun:haser's desires cosu
300 to 1200 gold per 20 minutes depending on the complexity of the il
lusion. Conventional drugs and private rooms are also available. Em
ploys 30 assistants/guards. five 6th level Illusionists. twO 8th level. and
two 10th level, plus a 4th level Mind Mage. and the owner, Kamal. a
15th level illusionist.



71. The Snake Pit. A batlercd, three story. brick tavern and gam
bling house. Booze includes ale. cheap wine and a potent home-brew,
all at the cost of two gold. Private rooms on the second noor are avail
able at an hourly rate of 20 gold, no questions asked. Gambling and a
second bar are found on the third noor; the main tavern is on lhe ground
level. The exceptionally large basement, with IS foot ceilings. is the site
of private gladiatorial games. Prices for attendance to the games vary
with the combatants and the patrons. A slow night. with no special
events and no "to the death" combatants. costs as little as 5 gold a head.
Duels and fights to the death usually COSt 15 to 30 gold per person,
while special attractions may COSt as much as 50 to 200 gold per indi
vidual. The basement arena may also be rented a few nights a week by
wealthy individuals for private games Of O{her foul purposes. The cost'
is 1000 gold for the entire night. from sunset to sunrise. plus an addi
tional 200 gold for the disposal of each body left laying around.
Player's Note: This is an evil place. used for every type of decadence,
crime and evil; most patrons are evil cutthroats. It is wise to avoid it.

72. The Monster Pens. This massive facility specializes in the cap
ture and sale of monsters and ferocious animals. Most of their live ac
quisitions are sold to arenas for gladiatorial games. However, many
privale collectors also purchase creatures as slaves, pets, guard animals,
or other amusements.

Pens. slalls, cages. and cells are available for rent so visitors can
board their exotic animals and slaves during their stay. Rent for a full,
6x8 foot (I.Sx2.4 m) cell (a bil cramped for Wolfen) costs 40 gold per
nighl and includes: two meals of meal scraps and water. Extra comforts,
such as a COt. Stool. etc., costs an additional 20 to 40 gold each; a larger,
IOxl2 foot (3x3.6 m) cell/pen costs an extra 40 gold.

Animals or nOle for sa~ are as follows: Note: No asterisk means
very common. almost always in stock (92%). One asterisk (.) means
less common or somewhat rare (at least for these pans). and there is
only a 01-40% chance of it being in stock. Two asterisks (U) means the
creature is rare and there is only a 0 1·1S% chance of it being in stock.
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Young G')phon: Unlrained. wild. IO,M gold.
Young Trainrd G')phon: Obeys commands like an auack dog or hunt
ing animal. 32,OOO-45.M gold.
Young Trained Riding Gryphon: Tamed and suitable for riding (riders
should be no larger Ihan human-size and weigh no more than 160
pounds/72 kg). 150,000-350,000 gold.
Adult G')phon: Untrained, wild. 15,000 gold.
Adult Gr}phon: Trained as hunler or pet. 30,000 gold.
• Adram: 500 gold (believe me, not worth it; see Monsters & Animals.
pg II).
•• Bug Bear: Untrained/wild. 2000-4000 gold.
.. Bug Bear. Trained servant. 4500-6000 gold.
• Catoblepa: (cannot be tamed). SOO gold.
Chimera: Untrained and savage. 1200-2500 gold.
Devil Digger: (cannot be tamed). 200 gold.
• Dragondactyl: WildlUntamed. IS,OOO gold.
•• Dragondactyl: Trained for riding. 90,000-150.000 gold.
• Eye Killer: (cannot be tamed): 200-500 gold.
• Grimbor: (cannot be tamed). 1000-2000 gold.
Grunnor: (canhot be tamed). 100-300 gold.
Harpies: (cannot be tamed). 2000-S000 gold.
• Lizard Man: Untrained/wild/rebellious. 1000-2000 gold.
• Lizard Man: Trained as slave. 1000-4000 gold.
• Manticore: Untrained and savage. 2000-4000 gold.
Peryton: Wild. 1000-6000 gold.
•• Perylon: Trained for riding. 20,000-40.000 gold.
Railing: Wild and unlamed. 400-S00 gold.
• Ratling: Trained as a servant. 1000·3000 gold.
Rock Crawler: (cannot be tamed). SO-200 gold.
•• Tezcat: Wild and untrained. 1000-4000 gold.
•• Tezcat: Trained as slave. 4000-6000 gold.
Serpent Beast: (cannot be tamed). 4000-S000 gold.
Tri-Fang: (cannot be tamed). 2500-5000 gold.
Nipper: (cannot be tamed). 1000-2000 gold.
Fire Wonn: (cannot be tamed). 1500-2500 gold.
Tomb Wonn: (cannO! be tamed). 5OO-SOO gold.

The costs orlhe more conventional animals are as follows:

Peregrine Falcon: Trained. 400 to SOO gold.
Red·Tailed Hawk: Trained. 200 to 600 gold.
Wild Boar: Untamed and wild. 400 gold.
Poisonous Snake: (cannot be tamed). SO-200 gold each.
Mountain Lion: Wild. 500 to SOO gold.
• Cheetah: Wild. 600 10 1200 gold.
Dogs: Domesticated but untrained. 20-60 gold.
Dogs: Trained to anack, hunt. herd or guard. 100-400 gold.
• Badger: Wild. 200 gold.
Brown Bear: Wild and savage. SOO to 2000 gold.
• Brown Bear: Tamed. 3000 to 8000 gold.
Note: Horses are not sold on the island.

The Keepers or the Monster Pens: The Head Keeper is a brute
called Hatchel, a 600 pound (270 kg) Troll that lowers 12 feet (3.6 m)
tall. Attributes of note: I.Q. 12, P.S. 24 (+9 to damage), P.P. IS. P.E. 20
(+3 save vs magic/poison), Spd. 6: all others average. 6th level Ranger:
hil points: 59, S.D.C.: 24; miscreant alignment. Favorite weapons in
clude: bull whip (206 damage), gianl claymore (406 damage), giani
sized iron staff (306), and a magic dagger that spits lightning. Hatchel
is a cheerfUlly sadistic character who loves his job. As Head Keeper. he
runs a tight operation, demanding loyally (fear) and competence, or
else. Conversely, he is amazingly loyal to the workers under him. as
well as to his place of employment. Thus, most of his fellow workers
like and respect him, and will back Hatchet up in a fighl. He has
friendly acquaintances in the thieves' guild. Dock Side. the Snake Pit
and the Brigade.



Gunlar fh~ Turibl~ is Ihe slobbering brother of Halchet. He is a ro
tund Troll weighing 585 pounds (263 kg) and stands 9 feet (2.7 m) taU.
He has huge. nicked and broken. yellow fangs and vacant gazes. which
makes him look more like one of the monsters than a keeper. Attributes
of note: I.Q. 6. M.E. 6. M.A. 5. P.S. 28 (+13to damage). P.P. 20 (+3 to
strike). P.E. 22 (+4 vs magic and poison). P.B. 3. Spd. 4. 4th level mer
ccnary; hit points: 40. S.D.C.: 35: anarchist alignment. Annor: stained
and bauered splint; A.R. 16. S.D.C 63. Favorite weapons arc a gianl
sized maul (306 damage). morning star (206 damage). large blackjack
(204). and glowing broadsword (magic glow. 206 damage). He is dull
wined. selfish. and greedy. with the mental capacity of a six or seven
year old child. Guntar is \()I)lA, k)yal 10 his big brocher and will obey
him without question. 11lc two Trolls love each other and both will go
berserk if the other is severely hun Of killed. Hatchet will spare no
amount of money or energy to track down and kill everybody involved
in the murder of his brother.

8raT Claw is a lall. lean Ogre who looks al~ too pale and
.scrawny to be an Ogre; 8 feet (2.4 m) tall. 188 pounds (84.6 kg) with
scallCfed thalches of tangled white hair. He gelS his name: from 1M fact
that he is a 3rd level Necromancer whose favorite monster limbs arc. the
claws of a Northern Grizzly Bear. as well as a pair of Pttyton wings.
Attributes of note: I.Q. 10. M_A. 8. P.S. 14. P.E. 15. P.D. 7; all others
arc average. Hit points: 37 and 20 S.D.C.: miscreant alignment. Never
wears anTlOr. Favorile weapons include: large wood cudgel and quaner
sllff.

Ofh~, H~nchl7ltnInduJ~: Two human psychic-sensitives: 3m level.
average I.S.P.: 31. average hit points: 30. average S.D.C.: 28: IWO 4th
level Ogre Mind Maacs. four 5th level Rangers. two dozen 3rd level
On: mercenaries. and • dozen 204th level giants of various O.Cc.s. In
addition. 30 mercenary flunkies (12 orcs. 8 Kobolds. 4 Goblins. and
Radings) are used as grunts and laborers. Alignments for ALL keepers
and their assistants are selfish or evil.

73. The Arena. Sec below.

74. The RuNkd Feather Inn: A weather beaten. three SIOry. wood
building which provides hOlel rooms in a habitable state of disrepair.
with shabby. worn furniture and bedding. Prices are low al 15 gold per
night for an individual. or 30 gold coins for aroups (6 maximum). Poor
qualily food of poultry and fish is also available for about 3 gold per
meal.

75. The Gryphon's Roost A popular tavern for the island natives.
but humans and the wealthy are likely to run into trouble. 30% are Cy.
clops. 20% Orcs. 20% Goblins. 20% Ogres. and 10% others. The Roost
serves wine. mead and cheap rum for about one gold per drink. Most
patrons are 1-3rd level peasants. fanners, merchants and men at arms.

76. The DevU's Hearth. A tavern and haven for thieves and low
lifes. loW-Slakes gambling is a common occurrence. as arc brawls.
Strangers of any race are viewed with disdain and suspicion. Nobody
will freely offer aid or information: half are members of the thieves'
guild. Most are 24th level thieves and/or pirates with an occasional as·
sassin thrown in for good measure.

77. Qutet Imports. A run-down. two story. stone structure which
seems to be closed. 11le business is a fronl for smugglers. 11lcy have a
direct line 10 the pirates of Gryphon Bay and specialize in the expon
and import of contraband rather than transponing people. However.

people can also be smuggled on and off the island for about 8.000 to
24.000 per person.

78. General Siore. Sells common foods. arain. fabric. tobacco.
wine. rum, daggers, and common household 10015 and utensils. Prices
are average. as listed in lhe Palladium .-anwy RPG, 2nd cdilion.
pages 272-274. Humans. Elves and Gnomes may find prices to be 5O'l>
~ expensive for them than fOf nonhumans.

79. Tailor. Has a banery of seamstresses who promise overnight
service. or your gannenlS are free.11lc qualily usually re!kds 1M speed
of production. Average to high prices fOf average quality.
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The Arena
One of lhe most popular sources of entertainment on Ihe island is

The Arena (location *73). This arena offers minor events of gladiatorial
combat. acrobatics. tumbling. knife throwina. and even music and
drama. four afternoons a week. Two days a week. from morning till
dusk. a gala of combat and special death defying feats are performed.
Battles with Wolfen. hideous exotic monsters. learn combat. and fights
to the death arc the most popular and draw full capacity crowds.

Guards: Ranae from Cyclops, Trolls and Ogres. to Goblins. h0b
goblins. and Kobolds. All are 24th level meres or thieves; mostly anar·
chist and evil alignments. Most wear chain mail. usc • small shield.
~ and one other weapon of their choice. Total number. aboul 64 per
shift.

Asststants and Lab0rff5: Range from Goblins and On:s to Humans
and Dwarves. Most are first and second level mercenaries, thieves and
peasants. Alianments: any. from good to evil. Weapons: Staff. club. and
knife. if anything. 11lcy usually wear no armor. Total number. about 88
per shirl.

Prison Areas: 11lc am\I facility has 32 small. one man. reinforced.
prison cells with iron bars and metal doors. 12 solitary confinement
(one man cells). and 4 medium-sized cells. with twO double bunks (4 10

tal) mounted onto the wall. There are also six large holding cells about
6Ox3O feet (18.3x 9 m) and five tonure chambers.

The animal pens are all on ground level with some on the basement
level for monsters. 1bcsc pens arc divided into seven major sections: fe
lines. canines. wild boats. catoblepa and other catde types (buffalo.
bulls, horses). subhumanoids (such as Grimbor. Kinnie Ger. Maxpary).
wonns and monsters (all others. from Devil Diggers to Chimeras). Over
three dozen small pens. two dozen stalls and two large. indoor. corral
areas wilh more stalls are available for animal training and temporary
holdina bays. 11lc subterranean cells are reserved for the biggest and
most dangerous creatures such as Beasl Dragons. Harpies. Melceh.
Blow Worms. and Serpent Beasts. Game masters use your discretion as
to the type and variety of monslers and animals currenlly held. The
most common are those: native to the island and those in and around the
Western Empire and Baalgor Wastelands. which can be brought in by
Western ships.

Other Buildings: Around the arena itself are storage buildings and
bunkhouses for guards and Olher arena workers.

Characters or Note:

Tram B'rrac the Masler: The head Gladiatorial Master and Direc·
tor of gladiatorial events is a Nimro fire gianl. a retired actor turned
arena promoler and manager. He honestly loves combat and competi
tion. but excels at management and organization. Aberrant alignmenl.
Favorite weapons include: Battle Axe (306). broadsword (206+4). net
and paired weapons. combining broadsword and large dagger (204).
Favorite annor is a suit of magical splint that is weightless. impervious
to fire and has 200 S.D.C. and A.R. 15.

Special hems kept at his office in the arena include: 12 grey smoke
bombs. 6 purple. 6 yellow; 6 Slink bombs. 72 roman candles (for
shows), 36 fumes of daze. 24 vapan of weakness (a fume). 12 fumes of
raise strange shapes: drugs of paralysis. sleep and weakness (12 doses
of each): 18 screech bo(tles. 2 chasers. and 2 pillows of sleep. ALL of
these items are used to con(rol and contain hostile creatures. Other items
include: 12 rolls of magic bandages. 4 superior healing potions. 3 p0

tions of impervious to cold. 2 potions of chameleon. 2 scrolls of extin
guish fire. 2 scrolls of circle of fire. 2 scrolls of wall of fire. one crystal
of light. and two guardian stones (Bestiary) to auard his ofrlCC from in
truders. Tram always carries 1M folk)wing on his person: one roll of
magic bandaae5. 3 marbIcs of transformation: giant-sized broadsword.
giant-sized baule ue. and a pair of knives. An additional 288 roman
candles. 48 grey smoke bombs. 12 stink bombs. and 32 fumes of daze
and weakness. arc klcked away in the stOntae vault (door has an A.R. of
14 and S.D.C 4(0) in lhe guard's area_



Zyn the Mystic is Tram's human aide. assisling in the containment
of monslers and olher deadly forces. She is a 7th level human Myslic
from the Weslern Empire who enjoys gladialorial conteslS and flining
wilh death. She has even accepled gladialorial challenges and has won
17 fighls to lhe deaTh in lhe lasl lWO years. She is extremely cunning,
using her head and magic to triumph over her physically superior oppo
nents. Zyn is a crowd pleaser who has won Ihe respect and admiration
of Ihe people and her boss, Tram. The wizard and Tram are good
friends and would sland at each olher's side to the death, Both are also
eXlremely wealthy. % I.S.P.: P.P.E.: 100: diabolic alignment. Auributes
of note: I.Q. 14. M.E. 17. P.P. 12: all OIher altributes are average.

Psi-abililies include mind block. exorcism, sense evil, sixth sense..
medilation. see the invisible. total recall, object read. detecl psionics.
bio-regeneralion (self), impervious 10 poison and telekinetic leap.

Magic powers include blinding nash. globe of daylighl. ventrilo
quism. befuddle. chameleon, climb. eXlinguish fire. armor of Ithan, pa
ralysis: lesser. magic net. size of the Behemoth, call lightning, and
animate and control dead.

Special Magic hems: Fright wig. 300 feet (91 m) of cherubot rope.
Gryphon Claws. Gem of Reality. Eye of the Cal. book of secrets. aura
of nonseenl. 6 doses of fire dust. 6 doses of pixie dust, 12 roman can
dles, 12 yellow smoke bombs. cloak of annor (A.R. 14, S.D.C. ISO). 6
pol ions of superior healing. 3 rolls of magic bandages. 2 potions of
foresee the fUlure. 2 negale magic potions. one Tum self into misl. 2
might of the Palladium and one truth serum.

rint~ous. Animal Master: An ancienl ogre (84 years old) who
stands 7Y.! feel (2.25 m) lall. and is readily identifiable by the many
teelh missing from his mOUTh. Fineous is a wily character who often
prelends 10 be much slower. weaker and less inlelligent than he really is.
He is so convincing that even many of the low level guards and workers
believe him 10 be feeble. Favorite weapons include long bow, short
bow. throwing axe. runka and trident. He is complelely loyal to Tram
and Zyn. 8th level Ogre Ranger who has worked in Ihe arena for over
30 years. Anarchist alignmenl. Allributes: I.Q. 10, M.E. 5, M.A. 8. P.S.
25 (+10 damage), P.P. 15, P.E. 20 (+3 vs magic and poison). P.B. 3,
Spd. 4. HiT points: 72: S.D.C.: 32: P.P.E.: 12.

Major psionic with 58 LS.P. Psionic abilities are Iimiled to medita
lion, presence sense, resist fatigue. see aura, bio-regeneration, death
lrance. empathy, limited Telepathy, and mind block.

Mad Dog: A Wolfen slave who is a 5th level assassin (claims to be
a 6th level mercenary). Attributes: I.Q. II. M.E. 7, M.A. 3, P.S. 24 (+9
to damage). P.P. 18 (+2 to Slrike, parry and dodge). P.E. 21, P.B. 5,
Spd. 6: hit points: 43, S.D.C.: 28. P.P.E.: 10.

Diabolic alignment and a cannibal! Insanities: Sadism and maso
chism. Mad Dog (real name unknown) is incredibly cruel and unpre
dictable. He often partakes in torture and miSlrealment of humanoids
slaTed for Ihe arena. as well as bullying and psychological tonure. Tram
believes Mad Dog is an emissary of the King or Cardinal placed at the
arena to protect Ihe intereslS of the kingdom and/or church. It is only
this suspicion (Tram is 99% certain he's correcl) that prevenlS the Head
Gladiatorial Master from tenninating this malignant fiend. Because of
their suspicions, Mad Dog is hated by Tram. Zyn. Fineous. and most of
those who work under him. His official posilion is that of frainer for
gladiatorial games and il is his job to prepare contestants. His only true
friend and ally is Ihe Wonn.

The Worm snaps to Mad Dog's every beck and call. He loves 10
torture and bully. always hiding behind Mad Dog when he gets in
trouble. A slimy liltle creep who is always lurking in Ihe shadows.look
ing for a pocket 10 pick or Ihe wrong words to be whispered. His real
name is Saddle-Bunm Mpltc and his official position is animal keeper,
but Wonn functions as Mad Dog's spy, infonnant and assistant. 5th
level Hob-Goblin Thief; auributes: I.Q. 7, M.E. 19, p.s. 14. P.P. 13: all
others are average. Hil poinlS: 27. S.D.C.: 8: P.P.E.: 6: diabolic align
ment.

liS

The City of Clypss
•

The central communily of the island can be found in and around the
Walled City of Clypss. Humans, elves, dwarves and gnomes are forbid
den 10 enler the cily unless a 'right of passage' is signed by the King.
Cardinal or top miliTia official (including the Brigade), and stamped
with the seal of the realm. The entire 16 by 34 mile cily area is enclosed
by massive. 60 foot tall walls (and 20 feet thick) with four heavily
guarded entry lowers.

Wilhin the walls of the city is a, buslling city of Cyclops: giants and
nonhumans. Merchants. craftsmen. artisan5, mililia, the church, and
royal families. are also safely sealed within. North of lhe cily is fann
land. sheep herders and villages.

Noll': The city is nOl depicted on a map or in detail because The av
erage adventurer and visitor, even nonhumans, are not allowed in the
City of Clypss. Those who acridl'nlall)' travel to lhe city are escorted to
the outskins of lown and put on the road to take them back to where
they belong. Those who return uninvited or sneak in (presumably wiTh
foul intent) are captured and executed after tonure. or killed on the spot
as spies, thieves or assassins.

Tolal Populatton: 32,000 total population: 52% Cyclops, 10% 10
tan (giant). 6% Nimro (giant). 14% Ogres. 4% other Giants. 2%
Dwarvlings. 5% Kobolds, I% Humans, 6% oTher nonhuman races. plus,
11.000 slaves. moslly Orcs and Goblins. This number does not include
nonhuman visitors to the city (3D4xI00), the people of the TrodI' POTf
or the secret Pirates' Bay. all considered transient populations of for
eigners. Noll': All inhabitants of the island are the subjects of King Lee
Ops and pan of the Cyclops Kingdom. Only foreign visitors are not. but
they are expected to obey the laws of the land and 10 give the Crown
and all authorities the respecl and courtesy their poSition demands.
Those who do not will face brutal Cyclops justice and banishment.
Clypss is pronounced "Clops."

The Militia of Clypss
The Island of the Cyclops has been attacked over 180 times in the

last 15,000 years and has never fallen, One of the most notable was an
attack launched by a dozen dragons and their army of 30.000 orcs 7500
years ago (believed to have come from the Land of the Damned), an
other was a three year long siege by the fledgling Weslern Empire 5600
years a80 - the last major auack was 390 years ago by a fleet of pi
rates.

If the palace. Church of Light and Dark, the city or island is threat
ened, the militia rushes to repel the enemy. If necessary, the reserves. as
well as concerned (and often powerful) citizens and even visitors (in
cluding dragons. sphinxes and others) may also join the fray. In addi·
tion to the conventional lroops and lighlOing weapons, the Cyclops'
forces have thousands of trained Gryhons as well as practilioners of
magic and clergy who can call upon supernaTural forces to help protect
them. Depending on the circumstances. the forces at the Trade Post and
Pirates' Bay may also join the battle to repel invaders and the Western
Empire will have three Demon Ships there within 24 hours, followed by
a fleet of 2048 convenlional warships wilhin ID4+1 days (additional
support is unlikely unless the Empire decides to reveal the true measure
of its alliance wilh Ihe giants, which is possible depending on the situ
ation). All of This, plus the island's natural defenses make it a seemingly
impregnable fortress.

Tolal Number of Troops: 6000 total: 4800 foot men at anns, 900
long bowmen, 300 practilioners of magic, plus 8000 reservists.

Radal composition: The militia is primarily comprised of Cyclops
(57%) and other gianlS (14% Ogres. 12% 10ian. 8% Nimro, 2% Trolls.
2% other giants). Only 5% are not gianlS.
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A Typical Men at Arms: Most are Cyclops of the soldier or merce
nary O.C.C. (47%). 15% long bowmen. 10% are rangers. 3~ are
knights. 5% thieves and assassins. 10% sailors or pirates. and 10%
magic. clergy. psionic or other. Average experience of grunts is 2-5th
level. but officers are typically 6-IOth level. Typical Alignments: A
wide range. although most seem to be anarchist or evil. However. most
(90%) are steadfastly loyal to King and church. Average Soldier's hit
points: 30 (officers double). S.D.C. 75 plus body annar. Average P.S. is
22(+710damage).P.P.14.andSpd.7.

A Typical Elite Archer: Average range of experience: 3-6th level
long bowman. Alignments: Any. but 90% are steadfastly loyal to King
and country regardless of alignment. Average hit points: 38: S.D.C. 70;
average P.S. is 20 (+5 to damage). P.P. 18 to 22, Spd. 6. Standlird
equipment (different than most troops) is double chain mail (AR. 15.
S.D.C. 55). short sword or mace, long bow. 24 giant-sized arrows (306
damage) and 12 heavy lightning arrows (606).

Standard Armor: The typical soldier wears full scale armor with
burgundy colored trim (A.R. 15. S.D.C. 75): splint (AR. 16, S.D.C. 82)
or plate (A.R. 17. S.D.C. 160) for the typical officer.

NPC Characters of Note

King Ran Lee-ops IV, Cyclops
King Lee.Cps is arrogant, bold. and a snob. He looks upon all

nongianls. inclUding Ogres and Wolfen. as lesser creatures. He despises
Elves and Titans and cares litlle for most humans. However, the King
has been known to espouse the human capacily for power and deca·
dence and which humans from the Western Empire understand the vir
lues of treachery. deceit and power - giving them a special place in his
hean. Despite the King's low opinion of the lesser races, he never un
derestimates them, especially humans. and always keeps his human al
lies on a "short leash:'

The King is a fabulous diplomat. a natural politician and a very char
ismatic leader (even for a Cyclops) - the latest in a long line of strong
Kings.'

King Lee-Cps recognizes his strenglhs and weaknesses. He is an ex
cellent warrior and a fair tactician. so the job of slfategy and tactics are
given to those better qualified for the task. He doesn't like or trust his
wife (a marriage of convenience) and has numerous concubines and
mistresses. The King hales Cardinal Anhur-Myk.Jl. and suspects him of
ploning against the crown. He would like nothing better than to see
some heinous crime proven against the Cardinal. so that he might be
able 10 banish or. better still. execute the foul leader of the church. King
Lee.Ops· mOSI trusled advisors and companions are his son. Prince
Annin. and Counselor Rass.

Through the King's cunning diplomacy, the Kingdom of the Cy
clops is stronger and wealthier than ever. with stronger secret ties and
alliances wilh the Western Empire than anybody suspects. The Cyclops
genuinely likes the aggressiveness and cunning of the treacherous
Western Emperor 1I0mas and the court currently in power. King Lee
Ops is one of the few beings on the planel privy to the knowledge that
Emperor lIomas is building a bigger army and plans to launch a new
campaign of conquest. King Lee-Ops has dispatched several hundred
Cyclops "advisors and diplomats" to reside in the Weslern Empire and
is supplying the army with an unprecedented number of light. medium
and heavy (not super) lightning weapons. Many of these so-called "ad
visors" are instructing the human troops in the arts of javelin throwing
and archery. as well as stl1ltegy and tactics. King Lee.Cps has even
pledged to send IWO thousand of his troops to help defend the capital
cily of the Western Empire and to give the Emperor. his family and
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Standard Equipment for Foot Soldiers: Small shield with the
lightning symbol of the Kingdom emblazoned on iI, a dagger. and a
blade weapon. usually a large sword or pole ann. Local city patrols
carry 1-6 lightning javelins in a sling-pouch over the right shoulder
(each does 406 damage). Patrols into the hills or forest carry 4-8 of the
medium javelins (706 damage) or a bow and a dozen heavy arrows
(606 damage) and a dozen normal arrows. The heavy javelins and most
lightning arrows are typically held in reserve to defend the city or island
from a siege or invasion by pirales, monsters or other enemy forces (2f3

are kept in the Royal Armory and 1f3 in the Cathedral of Light & Dark '
until needed).

68% of all officers wield a (comparatively) common magic weapon
or possess magic armor or other enchanted ilem(s) such as ·rings. talis
mans. scrolls and potions.

Reservist: These are citizens of lhe kingdom with mililary or magi
cal training who have volunteered to act as an "official" reserve army.
Many are retired adventurers or militia members (average level of expe
rience is 104+2). clergy or loy'al citizens (average 1-3 level) dedicated
10 defending their homeland. Most reservists supply their own arms and
armor. but are at leasl roughly equal to the active mililia.·15% wield
magic weapons or have other items of magic.

.

members of his court sanctuary on the Isle of the C)'c/ops should lhey
need it.

"The King's amazing generosity to the Western Empire is the result
of favorable trade agreements making him and his kingdom wealthy
and stronger than ever. and because the Emperor of the Empire has
pledged in a secret ceremony. using his true name. to acknowledge the
Isle of the Cyclops as an independenl nation and ally of the Weslern
Empire. This (currently secret) rare alliance and acknowledgement
brings with it lhe full diplomatic and military support of the Western
Empire. In addition. the Emperor has sworn on his life, and that of his
family and heirs, Ihal the Western Empire, while ruled by his family.
shall nel'er raise its hand against the Island Kingdom of the Cyclops!
The arcane magic ceremony ensures lhis pledge, for if the Emperor or
any member of his family should break his word. a hosl of demons will
track down and dismember each and every member of his family. man.
woman and child! Emperor Ilomas has made the pledge confident in the
knowledge that the tiny Cyclops Kingdom could never muster the
power to invade the Western Empire. and that ultimately the one-eyed
giants seek only to prOlecttheir homeland from other aggressive forces.
both human and inhuman.

Alignment: Anarchist
D.C.C. & Experience: 8th level Knight - King.
AUributes: I.Q. 10, M.E. 9, M.A. 24. P.S. 20 (+5 to damage). P.P. 17
(+ I to slrikelparry/dodge), P.E. 15, P.B. 6. Spd. 6.
Hit Points: 58
S.D.C.: 73. plus armor. when applicable.
Armor: Pan of his usual clothing is a Cloak of Armor (magical. A.R.

14.210 S.D.C.. and impervious to fire). For combat he wears en
chanted gold plale armor with AR. 17. S.D.C. 320: lightweighl and
impervious to fire.

P.P.E.: 45
Natural Abilities: Superior physical slrength and endurance. NighfVi

sion 60 ft (18.3 m; can see in total darkness). good over-all vision
and hearing, impervious to lightning/electricity (including magic
electricity; no damage) and resistant to all other forms of energy ex
cept kinetic energy (all others, including lasers, innict half damage).



Skills or Note: All knight O.c.c. skills. including hand to hand: expen,
read,lwrite Elven and Westem at 98'1>, intelligence 68'1>. track hu
manoids 70'1>. horsemanship: knight, W.P. sword, W.P. lance, W.P.
pole ann. W.P. spearljavelin. and archery.

""norlte Weapons: Giant-sized lance (306+2 damage). c1ayll'l()R: (gi
ant, 406 damage). berdache pole ann (406 damage). super Iighlning
javelins (2D4xI0 damage; always has a minimum of six; 12 or more
(or combat) and short bow with 24 lighlning arrows (606 damage).

Magic Items of Note: T~ Kiffg's Riff' (also the royal seal) is gold with
I blue diamond (worth 30,000 gold as a gem) and which can do
sense magic tw,,"e daily, fleet feet twkc: daily and protection from
psionics (+1 to save). A jad, riff' with the power of chameleon,
tw,,"e daily. A gold _dal/iOfl depicting a flying gryphon with light

ning bolts shoocing from its eyes (fly as the eagle for 60 minutes.
twice daily and impervious to H.F.. 30 minutes, twice daily).

Th, ROJal Sc,p"r is a giant-sized, holy weapon and relic said to
be over 100,000 years old. As a blunt weapon it does 206+6 dam
age and is indestructible. It can perfonn healing touch (heal 206
damage, six times daily. creale a circle of protection, and tum dead
(406). It is also cursed, so that it afflicts any non-Cyclops with vul
nerability (-2 on all saving throws) and renders their clothing into
rags.

Valuables: Always carries 8000-24,000 in gold or gems on his person,
but has the wealth and resources of his entire kingdom. wonh at
least 800 million. plus a treasury of ISO million in gold. gems and
jewelry.

SteedlWar Horse: Male '"Dragondactyl- with 60 hit points. 90 S.D.C..
A.R. 10. a running speed of 44 (30 mphJ48 km), flying 88 (60
mphl96.45 km), swim 30%. scaJeJclimb 66%. prowl 66%, uaek
60%. nightvision 100 feet (30.5 m), impervious to fire (even magic
fire). Breathes Fire (406 damage, 10 ft/3 m range). Bite does 204
damage, claws 206. rear kick 406. +2 on initiative and +3 to strike.
Three attaCks per melee.

Prince Armin Lee-Ops, Cyclops

1lJe young Prince is only 50 years old (the equivalent of a 20 year
old human). He is cocky, bold, proud. and overconfident. As a warrior,
he is Il deadly combatant and excellent javelin thrower, but he tends to
underestimate opponents who are not Cyclops or dragons, and actS on
emotion rllther than logic. He despises Elves and Titans. but shares his
father's respect for humans from the Western Empire and mosl other
people who win his father's favor. He idolizes his father and aspires to
one day become a King wonhy of his father's memory. Like the King,
Prince Armin is profoundly proud of being a Cyclops. is dedicated to
his people. and longs to see their Kingdom feared and respected by all
living creatures.

Prince Armin hates his mother. whom he sees as a selfish. preening
peacock. and lraitor to both his father and the people of Clypss. He
knows lhat she loves only power and wealth, and that she adores Cardi
nal Anhur.mykll above all else. Prince Annin also knows that she often
plots against the Crown with the Cardinal. He hates her so much that he
has rerommended to the King that he execute her! 1be Prince has foited
ll'l()R: than a few of the Queen's and Cardinal's plots and believes there
is enough evidence to convict his mother of treason. However, the Kin8
would prefer to avoid a scandal and insisu that her schemes are always
foolish, petty things that have never jeopardized his life or endangered
the Kingdom. Prince Armin feaJ"5 that they will someday escalate into
something more deadly, and he would like to see the potential danger
"eliminated" before that happens. He has even thought about assassinat
ing her himself, but fears that such a deed would hun his father and that
killing Cardinal Anhur-mykll would be much more difficult. Unless he
could slay the Cardinal. he knows the Sphinx would come after both

him and his father with a vengeance. Keeping his ire in check and not
doing something "stupid:' as his father puts it, eats at Prince Annin
every day. Thus. if some group o( adventurers plotted againsl the pow
erful Cardinal and could actually kill him or deliver irrefutable evidence
of his being a lraitOf, they would have a powerful and grateful friend in
the Prince. Without the Cardinal pulling her smngs, Prince Armin
would agree that the Queen represcnu a minimal threat to King and
Country.

1be death of Prince Armin would crush the King. who loves him
dearly. Every resource at the King's disposal will be used to find the '
criminals responsible. If humans Of elves are involved, hundreds of pe0

ple of the same TXe are likely to be massacred in anger. If the perpeua
10fS are captured. they can expect weeks of lOTIure before they are
executed. The Prince's death will also leave the King vulnerable to
those who plot against him.

Alignment: Miscreant
Experience: 6th level Knight
Attributes: I.Q. 9, M.E. 7, M.A. 14, P.S. 28 (+13 to damage), P.P. 14,
P.E. 20, P.R. S, Spd. 9.
Hil Points: 44
S,D.C,: 78
P.P.E.: SO
Natural Abilit'es: Standard Cyclops abilities; see the King.
Skills or Note: All O.C.C. skills of the knight plUS lore: religion 60'1>,

intelligence 60%, lTaCk humanoids 60%, horsemanship: knight, W.P.
sword, W.P. spear/javelin, W.P. lance. W.P. chain, hand to hand:
martial ans. basic math 85%, literate in E1ven and Western 98%. and
speaks Giantese al 98%. Elf and Western at 90'1>. as well as Gob
bkly at 80'1>.

Armor: Black and burgundy-eolored splint (A.R. 16, S.D.C. 200,
magically increased S.D.C.).

ra~orile ll'eapons: Giant-sized flaming flamberge (606 damage), gi
ant-sized invisible ball and chain (306 damage, +3 on initiative and
+2 to strike). and 20 heavy to super lighlning javelins.
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Magic Items: In addition to the weapons. Armin also has a medallion
of telepathy (twice per day), and tongues (twice per day). He~also

uses a variety of potions. most notably. healing and truth serum.
Valuables: Always carries 6.000-10,000 in gold or gems on his person,

has a savings of 250,000 gold and has access to many of the re
sources of the entire kingdom.

SteedIWar Horse: Male "Dragondactyl" with 57 hit points. 100
S.D.C., A.R. 10, otherwise identical to his father's.

Note: A pair of trained hunting Gryphons from the same lilter and
nearly identical: 64 hit points and 40 S.D.C. each.

Queen Leona Lee·Ops, Cyclops

Queen leona is conceited, cruel. cold and dispassionate, and also suf
fers from delusions of grandeur. She views her husband and son as,
barbaric warriors without couth or education. She loves power. fame
and magic above all else and cares little about the welfare of her people.
She thinks the alliance with the West is foolish and again puts the Cy.
clops. greatest of all giants. in the role of a subservient slave to a weak,
human master. This is hardly the case, but her perceptions are warped.

The Queen's affections belong to Cardinal Anhllr.m)'k./I. a Sphinx.
who she regards as the pinnacle of knowledge, grace and nobility. She
is so blinded by her ardor that she willingly reveals the King's every
move to the Cardinal. Should the Sphinx ever suggest eliminating the
King and his heir. the Queen will gladly work with him. as long as she
can remain queen. Together. the two constantly conspire to make the
King look the buffoon (which rarely works) and to gamer them more
power, innuence and wealth.

Player characters should be careful not to evoke the Queen's wrath.
for she is cruel to the extreme and delights in the misfonunes of lesser
beings - in this case. most everyone other than her and the Cardinal.
Although an excellent liar, she is not a very skilled manipulator. Ironi
cally. her misplaced trust and admiration for Cardinal Anhur-mykll.
often has her playing the role of the pawn. Still, Queen Leona enjoys
using and intimidating people as a means to prove to herself that she is
superior and powerful. The queen has no friends other than the sphinx.
the people fear rather than respect her. Even her husband and son recog
nize her as the pelly. deluded monster that she really is. This also means
that if a character is treated with any measure of friendship or kindness
by the Queen, he is being set up as a patsy or can expect treachery.

Any verbal or physical allack on the Queen will arouse the ire of
both the King (who demands that the Queen be shown the respect of her
position, if nothing else) and the Church of Light and Dark (especially
by the Cardinal who will not want to see his greatest means to power
tampered with or injured). The perpetrator of such foul deeds will be
hunted down and brought to justice. If they are lucky. they will face the
justice of the King and not the vengeful and murderous wrath of Cardi
nal Anhur.mykll.

Alignment: Miscreant
O.C.C. and Experience: 10th level noblewoman.
Attributes: I.Q. 13. M.E. 9. M.A. 17. P.S. 19 (+4 to damage), P.P. 19,
P.E. 20 (+3 save vs magic or poison), P.B. 8, Spd. 5.
Hit Points: 54
S.D.C.: 50
P.P.£.: 60
Natural Abililtes: Standard Cyclops abilities: see the King.

Skills of Note: Lore: Religion 98%, basic math 98%, W.P. knife, W.P.
sword, hand to hand: basic. literate in Elven and Western 98%, and
speaks Elf, Westem, Eastern and Nonhem human at 90%, as well as
Gobblely at 80% (she pretends not to understand a word of the lat
ter).

Armor: Pan of her usual clothing is a robe of silk and red leather
(magical. A.R. 16. S.D.C. 150).
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Magic Items or Note: Her most pri1.ed possession is an object that she
keeps hidden on her person at all times: an incredibly rare magical
anifact known as the Pearl of Seeing, given to her by Cardinal An
hur-mykll. When she touches a person with the Pearl (she is very
good at doing this secretly), the Pearl forms an allachment with that
person for twenty-four hours (it is a very mild and subtle form of
magic. if someone does a detect magic on the person, it will be
barely noticeable). By holding the Pearl up to her eye, the Queen can
see through that person's left eye. This can be done. at will. until the
effect wears off. or until she uses the Pearl on a different person.
Thankfully. the Pearl doesn't allow her to listen in on conversations,
only to see what he/she sees, which is dangerous enough.

Other items include a beautilul necklace with the tali~man pow.
ers of invisibility (10 minutes: twice per day) and protection from
spell magic (+1 to save in addition to P.E. bonus of +3). and a silk
scarf that can transform into a giant-sized dagger (204+2 damage).

Valuables or Nole: Her jewelry. changes with her many moods and out
[its, and may be different at each meal. She never wears jewelry
wonh less than 10,000 gold and is typically adorned with
404x10.OOO wonh. However. to steal from the Queen is life impris
onment or death. depending on the circumstances. Her personal es
tate is worth one million gold plus one million in gems and jewelry.

Cardinal Anhur.Mykll, Sphinx

Although brilliant, and a superb tactician, diplomat. and politician.
Cardinal Anhur-mykll is renowned for being a treacherous manipulator
and schemer. He is callous, cruel. and treats all other creatures as insig
niricant pawns to "his" many plots. He is equally famous for his acts of
vengeance - it is said that. "to invoke the wrath of Cardinal Anhur
mykll is to be given a death sentence, just pray that death comes
quickly."

The Cardinal is an ambitious and greedy Sphinx who has built a seat
of power that rivals that of a King, but not that of King Lee-Ops' 
which is the monster's ultimate goal.To this end. the creature pretends
to be the Queen's best friend, confidant and spiritual adviser. He skill
fully plays her fears and desires against her own husband. Through her.
he is privy to sensitive news. information and court intrigue. The Queen
adores him and trusts him more than any other. Thus. she will do what
ever he says. Together they plot and scheme to seize greater power and
wealth, and to eliminate those who stand in the way. The Cardinal's fi
nal solution is to eliminate Counselor Rass, Prince Armin and the King.
If this can be done without suspicion of his or the Queen's involvement,
the Queen will assume the throne and he can become her Counselor
and the true power behind the throne. TIle trick is pulling it off. for
while he looks upon the King and Prince as arrogant imbeciles, he
knows they possess a certain amount of cunning and vast resources.
Furthermore, both are capable warriors and won't be easy to kill. The
Cardinal also realizes that the Prince and Counselor Rass are aware of
some of his schemes. for they have interfered with a number of them.
However, Cardinal Anhur-mykll sees the Za as his greatest obstacle and
suspects that Rass may have been involved in one of the recent attempts
made on his life.

Beyond the skullduggery of the royal court, many people look to
Cardinal Anhur-mykll as "the Hand of God." a title and reputation he
has spent decades creating for himself. Many see him as a stem and
ruthless leader of the Church, known for his vengeance and intolerance.
but a godsend nonetheless. He is both feared and honored as the second
most powerful being on the island. He enjoys loyalty. praise. favors and
prosperity from a devoted community. It is important to point out that
while he heads the Church of Light and Dark. his personal. secret, affili
ation is with Anubis and Anhllr: the other gods in the pantheon are tol
erated for the sake of appearance. He has won his position by catering
to anti-human sentiments and pandering to the ego, resentment, fears



and desires or the giant races. and by destroying all competitors. For 30
years. only the gods in the pamheon or Light and Dark have been wor
shiped. all others have been destroyed or rorced into secret worship
(and quietly rooted out whenever they're uncovered). Since giants and
ogres usually respect power and strength through cunning. most see
nothing wrong with the Cardinal's ironfisted control and strong-ann
tactics to grab and keep power. However. rew are aware or the animos
ity that exists between him and the royal ramily. Few would accept
open murder or the beloved King L...ee-Qps and rewer still the appoint
ment or the Sphinx as ruler or the Cyclops people. Thus. the need ror
his subterfuge. great discretion and patience - otherwise he could lose
everything. There is no doubt in his mind that the people would revolt
and destroy him and the Queen ir they learned he was responsible ror
the murder or the King and/or Prince. So it is that he bides his time and
plots.

The Church or Light and Dark has one huge cathedral and several
smaller temples and shrines scattered about the city and Trade ?on. The
smaller temples are generally staffed by one head priest (3rd to 6th
level). 14 second level and 2·8 first level priests. along with 2·12 devo
tees and laborers.

The Calhedral is a huge. ornate sUU<:ture built upon a large com·
pound with beautirully sculpted gardens and shrines to the gods. Only
the royal palace ellceeds it in size and grandeur. The Cardinal's per·
sonal starr consiSls or 48 servants. including rour personal cooks, a tai
lor. Bishop Lewbol (9th level. Jotan Priest or Darkness). three loyal 5th
level priests or Darkness (worship Anhur and the Cardinal) and a small
army or 640 "true believers" serve him without question. All are ranat-
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its who believe he is the "Hand or God:' His "True Believers" are all
members or the Holy Ord,r of /h, Guords of Anhur. 40% are Cyclops.
15% other giants. 25% Ogres and the rest are assorted other nonhu
mans. Less than 2% or his minions are human. Most or the Guards or
Anhur are mercenaries. soldiers and pirates. 15% are thieves. 10% as·
sassins. and 5% practitioners or magic. Most are 24th level. Note: or
these loyal minions. only the Bishop. the three Priests or Anhur and tiny
I handrul or assassins have any knowledge about the Cardinal's royal
aspirations and plots to destroy the King.

In addition 10 the Cardinal's personal staff and henchmen. there are
36 grounds keepers. 64 cleaners. 110 servants. 36 first level priests or
Light &: Dart: (a variety or alignments; good. selfish and evil. but with a
majority or aberrant ones). 24 second level priests. 12 3rd level. six 4th
level. two 5th level and one 7th level priest. There are only three 8-IOt:h
level bishops. inclUding Bishop Lykk. and a Cyclops 1Ot:h level Priest
or Darkness who belteves ··the.. church in the Kingdom or the Cyclops
should be run by a Cyclops. He is or miscreant alignment. is loyal to the

King. dislikes the Cardinal. and see the Sphinx's relationship with the
Queen as unnatural and troIIbling. He will not be surprised to leam or
roul plots and schemes against the thront: by Cardinal Anhur-mykll and
will dery the Cardinal to prolect me King. The Sphinx knows this and
keeps Bishop Lykk away rrom him and his more trustwonhy minions.
Lykk is old ror a Cyclops (530) and involves himselr with the affairs or
the church rather than politics.



Rass, the Royal Counselor (Za)

The Za are an ancien! race of mystical creatures thai resemble large.
winged dogs with gnarled hands and long claws. They are generally
evil. greedy creatures who covet wealth and power (for more dala, see
MonSTers & Animals. 2nd Edition).

As counscllo the King of the Cyclops. Rass has earned more wealth
and power than he ever dreamed of 3uaining. He has also earned the
complete trust and loyally of both the King and Prince. and serves them
10 the best of his ability as the Kingdom's most trusted and revered citi!
len. It is a position Rass inlends to keep. Consequently. the Za is ever
vigilam concerning the King and Prince's well-being. and keeps track
of the activities of both the Queen and the Cardinal. The only thing
standing in Rass's way is the Cardinal of the Church of Light and Dark
(the sphinx). by whose cleverness and innuence over the Queen, con
tinually tries to undermine his power. These plots have Rass concerned
that the Queen or Cardinal could. one day, eliminate him, He also fears
that the twO may grow bold enough to try to kill the King and/or the
Prince. Thus, he is constantly vigilant of people and events that mayen
danger King Lee-Ops. The King and prince are genuine friends, a pleas.
ure he has not known in the past. Consequently, he will do everything
in his power to prOlectthem. Rass doesn't mind playing watchdog. but
the entire situation is a constant Slrain on him and too often distracts
him from affairs of the Stale that require his anention. Rass shares
Prince Armin's desire to see the Cardinal "eliminated," but unlike the
Prince, he has secretly engaged in three plots of his own to assassinate
the Sphinx, to no avail. Thankfully, he has never involved the Prince
and was careful and secretive enough to escape the suspicion of Cardi·
nal Anhur-myklL He continues to keep his eyes open for ways to under
mine the Queen. protect the King and Prince and to destroy Cardinal
Anhur-mykll. A group of adventurers with an axe to grind against the
Cardinal would be likely to gamer the Za's secret support and open de
fense if they were successful in destroying the monster (he'll have to
see the body or at least the Cardinal's head).

Alignment: Miscreant
Real Name: Rasshamtk
Age: 1100 years old
D.C.Co and Expertence: Roughly equal to a 9th level ooble or scholar.
Attributes: I.Q. II. M.E. 8. MA 4, P.S. 19 (+4 to damage), P.P. 12.
P.E. 19(+2 vs magic and poison), P.B. 6, Spd. 18 running, 100 nying.
Hit Points: 119
S,O.c.: 40
P.P.E.: 80
Altacks Per Melee: Five by bite. claws. or weapons. or two via magic.
Damage: Bite does 206+2 points of damage. claws 306 +P.S. bonus to

damage. or by weapon or elemental magic.
Bonuses: +1 on initiative. +2 to strike. pany and dodge. +4 to dodge

when nying. +1 to pull punch. +2 to roll with impact. +3 on all sav
ing throws. and impervious 10 fire and heat,

Magic Abilities: Equal to a 4th level warlock with 8 spells per day.
Spells are limited to: stench of hades, cloud of ash, fiery tOUch. cir
cle of name. wall of name. fuel name. fire balls. eXlinguish fires and
darkness.

Natural Abilities: Fly. nightvision 60 feet (18.3 m). see the invisible,
keen color vision and good hearing. track by smell 76%. prowl 66%.
bio-regenerale 206 points of damage per melee round, and impervi
ous to fire (OOt even magic fire does damagel). Za have stubby. ar
ticulaled fingers and an opposable thumb, enabling them to pick up
and use weapons.

Treasure of Nole: In the Royal Counselor's tower, the Za has secreted
away quite a hoard. 68,000 in gold coins, 400,000 in gems and jew.
elry. 6 ounces of dragon bone dust 2 soul gems (worth 60,000 gold
each). one angel feather. and two pair of faerie wings. He also has
access to many resources of the kingdom.
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Magic or Note: One pair of human-sized boots of neetness, IWO fumes
of apparitions, one potion of size of the Behemoth, four truth se
rums, 10 rolls of magic bandages. two environmental tents. one quill
of literacy, and 30 maximum damage lightning javelins. Plus the fol·
lowing magic scrolls (a1l at .'ilh level): call lightning (2), magic OCt
(2). carpet of adhesion (I), sense traps (2), and magic pigeon (10).

Note: The treasure is guarded by twO beastiary and the magic by
two demon guardian stones.

The Gryphon's Nest Bay

By Alex Marcinistyn & Kevin Siembieda

Secretly nestled away on the west coast of the Isle of the Cyclops is
a pirate's cove masquerading as a regular town. A full 7.'i% of the town
is composed of pirates and their families. Another 3% is made up of
IruSted career criminals and smugglers. The rest are loca! inhabitants
who see nothing wrong with piracy against humans and other races.
Other criminal types often appear in town to hide or in search of oppor
tunities for their special abilities. These rogues are limited to staying at
cenain safe·houses or going to "pirate.only" establishments. moslly in
Ihe northern pan of town. The soulhern part of lown is where the local
families live.

The pirates are doubly concerned about keeping their true occupa
lions secret since they essentially work for the Western Empire (only
10% are sponsored by the Cyclops). As unallied freebooters. they have
a secret pact with Ihe Empire in which the Western authorities tum a
blind eye toward piracy in its walers and do flOt aggressively pursue or
persecute pirates. provided they only attack ships from other nalions
and secretly sell the loot to the WeSlern Empire. This is done at select
ports outside the Western Empire (like the Isle of the Cyclops. Phi.
Lapan and the Yin-Sloth Jungles) where special government agents op
erating as independent importers and warehousers purchase the pirates'
stolen goods. This is an effective way of fencing the goods (often with
out a trace) and benefils both the pirates and the Western Empire. In
fact. the Empire is often able to resell goods commandeered by the pi
rales two or three times. frequently to the same purchaser! This secret
allegiance to select (trustwonhy?) pirale captains and neets also gives
Ihe Empire a means to raid competitors and attack enemies without in·
citing war - after all, "pirates are brigands beyond the law and so diffi
cult to bring to justice:' This praclice has continued unabated for nearly
40 years, without any pirates revealing the truth. This is possible be·
cause most members of the crew don 'tknow Iheir captains are in league
with the Western Empire and because those who do \mow that if they
betray the Empire, they will be destroyed by the Demon Black Ships. It
is common koowledge among the pirates secretly allied to the West that
those suspected of betraying or cheating the Western Empire are oblit
erated by the Demon Ships. At least two dozen pirate ships have mel
such a fate. The most terrifying account is how a bold pirate captain
who cheated the Empire and threatened to "tell," lost his entire fleet of
ten ships and every last crewman to three Demon Black Ships. It is ru
mored that the captain was captured and lives to Ihis very day in a
Western dungeon. tormented by demonic jailers.

The Western Empire generally ignores most pirates who do not
plunder the vessels of the Empire or ships carrying their emissaries.
This has made the Western seas a haven for pirales. Of course, the
Western Empire engages in ·'mock" pursuits or half-hearted attempts to
stop piracy to keep up diplomatic appearances and relations wilh other
kingdoms. but they rarely meet with success. While many SUSpecl Ihe
Empire's complicity in these sea raids. their suspicions cannot be
proven. Most pirates NEVER set foot on Western Empire soil nor is
there a direct line of communication. All communication and moneys
are laundered through Ihe Isle of the Cyclops, the ''Trade Port" and
other ports along the western seaboard. Furthermore, few foreign escon



warships will pursue pirates into hostile waters without the support of
the sovereign nation. in this case the Western Empire. who is always
slow to respond. Even fewer will consider pursuing a vessel that rounds
the Isle of the Cyclops, sails into the Sea of Dread. or appears to be

headed for a port in the Land of the Damned (the latter is usually a ruse
in which the pirate ship turns away for a safe port among the Cyclops or
elsewhere. after their pursuers have given up the chase). II is a common
belief that the pirates have a base on the mainland and large islands
along the southern shores of the Land of the Damned and Ophid's
Grassland. Three Timiro and one Eastern Territory sponsored ex~i.

tions to verify this theory have disappeared.

The Gryphon's Nest Pirates Cove
Population Sialisites: 404 ships and ID4x 100 criminals and cut
throats are present at any given time: 76% are pirates, 24% other crimi
nals and fugitives from the law. This is in addition to the regular
inhabitants. a modest 1300 folks.
Racial Breakdown: 52% Human (mostly non-Western). 10% Elves.
6% Ogres. 12% Orcs. 10% Goblins. 10% giants and other nonhumans.

Nole: As an elltra measure of safety. there are several catapults hid·
den near buildings #2. 3 and 4. (marked X) ready 10 fire on any ap
proaching ships (stones or flaming rounds of wood). The gunners are
experts and bored with practice.

Attack per melee Round: Two (one ifnot expert).

Average Range: 700 feet (213 m).

Damage: A typical 50 lb. (22.6 kg) stone does lD4xlO damage. 100
Ib (45 kg) stone does 2D4xIO. and flaming rounds do 606+6 damage
with a 01-30% chance of starting a fire per each one that strikes.

Bonus: +1 to strike ships and other large targets: -I to strike man
size or smaller targets.

Note: Parrying a catapulted projectile is impossible except perhaps
by magic such as call lightning. fire ball. wall of force. or other mystic
shield.

I. Simms Warehouse: Supposedly a public warehouse. it is actually
used to temporarily store contraband awaiting transfer to other
stiipS/buyers. Many guards (pirates) disguised as "workers".

2. Jason's Doc:k Servke: Pirate operated. it provides additional
hands to unload ships and has a 5th level healer available for any minor
or major injuries. They are also ellpert catapult gunners. The shed next
to the service houses one of the catapults. A pile of over a hundred 50
pound (22.6 kg) stones is found south of the building.

3. Tradewinds Fish Seller: Pirate operated: large fishing boats sell,
their catches here where it will then be cleaned and brought to market:
20% are exported. The large tool shed houses a catapult of which the
fish sellers are expert in operating.

4. Bay Boal Renlal: Pirate operated: a variety of small. medium and
a few large boats are available for rent. Nets can also be purchased and
repaired here. The supply shed next to it houses a catapult and equip
ment for launching fire rounds. 20 of these rounds are prepared and
stored here.

S. Ofrtce of the Harbor Master: A human. Orlok Penton. acts as
supervisor to. ensure that an harbor activities abide by the law. In truth.
he is an observer from the Western Empire. always watchful to ensure
that it is not being double-crossed. Orlok is a 6th level assassin.

6. Publtc Warehouse: Space for lease or rent.

7. Grain & Spice Warehouse: Imported grains and spices.

8. Derek Olson & Son: A family fishing business. Work as inform·
ers for the pirates.

9. Craf'ts by the Sea: A small shop that collects sea shells and turns
them into works of an. Wholesale only. Pirate operated. it is often used
to smuggle small items such as magic. drugs. and gems by placing the
item inside the art.

10. Sidney's Salvage: A broker in merchandise that is water dam
aged or otherwise "banged up" during shipping. Greal prices. A legili-
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male business. Sid also runs a small pawnshop business on the side at
reasonable rates. ~

II. Sail Away 80at Rental: E:tclusively small sailboats for pleasure
uses only. EJlpensive.

12. The Bay Club: The members of this "men only." swimming and
athletics club are actually well trained men at anns. lOey often inno
cently swim out to strange boats that may contain undesirables or spies.
They will anock or repon on any suspicious craft. 32 regular members,
all are 3-6th level pirates, mercenaries, e:t-soldiers. or other men at anns
O.C.C.s. The club is very ritzy inside (outside it's a dump), with an
abundance of IUJluries. fine food and alcohol. Two elite members are a
4th level air Warlock and a 6th level water Warlock.

13. Last Chance Pub: A good place to stop for a drink on your way
to or from the docks. A higher class establishment with highish prices.
A legitimate business.

14. Courtesy House: A small building housing a few elderly men
that has a room or two for overnight guests. Very cheap. Actually, the
house is a front for an independent smuggling operation that specializes
in gelting criminals on and off the Island of the Cyclops, including get
ting in and out of the Trade Pon and hiding them from the local authori
ties. The elderly gents are master thieves and assassins. both at 10th
level proficiency.

15. Alabelh Chari & Map: An old Elfhas many maps &chans for
sale at premium prices. A legitimate establishment.

16. The Library: A pirate operation: it does house nearly 200 books
(mostly recent history and fiction). but primarily serves as an identifica
tion office where visitors and unrecognized pirates can be thoroughly
checked OUI before meeting with any upper level pirates in town.

17. The Master's Winery: Fine imponed (hijacked) willCs: a large
selection.

18. Militia Barracks: Mosl unmarried pirate regulars make their
home here. They are trained to protect the town from a sea assault. Most
arc first and second level pirates.

19. Militia Armorer & Repair: Although all members of the mili
tia own their own weapons and annor, this shop is also called upon to
supply basic weapons and to produce specialty armor for officers as
well as imponant people smuggled into town.

20. Silver Mansion: Home to Erickson the Wizard. rumored to be
hunted.by both the Land of the South Winds and Timiro Kingdom for
scores of crimes and acts of evil. The wizard is human, 7th level. and
believed to be a native of the Yin-Sloth Jungles.

21. Omcers' Hall: A residence. meeting place and planning center
for pirate leaders. Sometimes used for special celebrations.

22. Auxiliary Hall: A gymnasium used for spons and training for
the elite only. It has a dozen rooms available for those recuperating
from physical injuries that need to be out of sight for a while and
guarded.

23. Executive Residence: A lavish. private hotel for nonmilitary
(non-pirate) guests in town. By invitation only!

24. Gryphon Manor: The mayor's home: a retired pirate captain.

25. Church or the Seven Waters.

26. Bank & Trade Exchange: Contains a small storage vault, e:t
changes differing currencies. writes loans and handles any larger money
transactions. Heavily guarded.

27. Residence or the Guards: Home for six. specially trained bank
guards. All are 61h level men at arms.

28. Seaman's Home: A large hotel for full-time pirates and smug
glers that need to remain anonymous and lherefore, cannot slay in a ho
tel in the town proper. Very low rates: pirates only - all others will be
told. "Sony, full up."

29. Elite Barracks: Housing for sailors and warriors trained for de
fending against land assaults. 3-8th level.

.30. Barracks' Caplain's Residence.
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31. Residences: Mostly pirate families. Depending on "income"lev
els. they can choose the larger or smaller houses.

32. Cooper's Market: A small general store operated by a legiti
mate businessman. Prices are 20% higher than standard.

33. B & M Slaughterhouse: Fresh meats. with some imponed
smoked meats. Wholesale and retail.

34. Mid-Town Hotel: Reasonable rates and good food. Open to pi
rates and visitors alike.

35. Mid·Town Stable: Mostly for the hotel guests' use. but horses
and wagons can be rented by others if business is slow.

36. Weaver's Mill: This is a large shop that employs many local
women in the making of both fine and common garments.· Wholesale
for e:tpon and retail.

37. Fabric Supply Warehouse.

38. Public Warehouse #3: Mostly hardware. pots and pans.

39. Music & Dancing Hal.l: Mostly for young people and locals.
The entenainment can range from weekly dances 10 perfonnances by
professional a~lors and dancers. A very popular spo!.

40. Temple or Light & Dark: Four. 2nd level priests; one high
priest. 51h level.

41. Residences orlhe Local Police: Why call in Ihe militia for a mi
nor fighl or disagreement?

42. Starfish Restaurant: Specializing in nonseafood dishes, mainly
multon, pork, venison. and poultry. This eatery has. as its centellliece. a
shallow indoor pool stocked with the most colorful and exotic fish from
the neighboring waters. Fair prices.

43. The Lock and Key: An all-night gambling establishment.
Drinks are served and no "low Iifes" are allowed. Extra large Ogre
bouncers (4th level and up: P.S. 18 or higher).

44. Drop of Venom: The "low lifes" usually crawl in here for a
drink. Prices are low. bUI the drinks arc watered. The head banender is
a retired assassin who sells a variety of poisons to discreet customers
(high prices).

45. Mike's Pets: Sells cats. parrots. song birds, and a variety of dog
breeds. Average prices.

46. Residence: A house that is used as a wall outpost manned by
two men of anns.

47. Clara· Fortune Tener: An aging female Elf purpons 10 lell
fonunes. but only succeeds in spreading gossip about other women in
the town. 10 gold per fonune.

48. Residence: Local family. owns leather & canvas shop.

49. Leather & Canvas Shop: Makes sails. boots. leather belts, etc.
Also does repairs. A legitimate business.

50. Tinker Shop: Makes and sel1s large and small metal boxes. A
legitimate business.

51. Residence: Family that owns the bakery.

52. Mistras Baked Goods: A large bakery that makes and sells
breads. cakes and pastries wholesale and retail. A legitimate business.

53. Residence: Family that owns nour mill.

54. Flour Mill: Another legitimate business.

55. The Pottery Shop: Pottery for everyday uses: water vases. cups.
bowls. etc. A legilimate business.

56. Residence: Owner of pottery shop.

57. Moonlight Engraving: All melal objects inscribed. eJlcellent
decorative work done here.

58. Red Dragon Saloon: Fair prices, reasonably safe.

59. Royal Furniture: Good selection of tables and chairs. Also sells
treated lumber for boat building. Pirate supplied and operated. Reason
able prices.

60. Carpenter's Shop: Raw supplies. nails, pegs. hammers. and
woodworking equipment. as well as repairs and refinishing.
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61. Alchemist's Shop: Small: limited to common potions, powders.
fumes. poisons, herbs, paper produCIS and services. Standard prices:
sells 10 anybody with no questions asked.

62, Pi~ &: Tobacro Shop: Prices are 10% lower than usual: sup
plied and operated by pirates.

6.3. Silversmith: Fine sclection of small silver items, i.e., rings,
bracelets, necklaces. etc. Supplied by pirate conuaband.

64. Dbor's Fine Glass: A local glassblower and artisan. A legiti
mate business.

65. The Ekkr Wea\'er: Maker of area rugs. lapestrics and blankelS.
Fair prices: a legitimate business.

66. TM Gryphon's Nest: A small, seedy, smoke filled gambling
hall. mostly cards and dice games. A favorilC with pirates.

67, Jell's Pro"istons: ProvKles all the provisioos a full ship's com
pany might need for I voyage. Has close affiliations with the pirateS,
but is operated by a klcal Cydops family.

6&. Wanda's: A boarding 00usc frequented by pirates.

69. Guikl Hall of Mm:hants: Rarely used.

70. Bird's Nest: A drinking eslablishment known for ilS frequent
fist fights and cheap lie (one gold for a huge mug). Owned by a family
of Nimro fire giants.

71. Residence: Sevual troSled. nondrinking. men of arms keep
watch here amg the wall. Allhough not pirates, they woti;: with them.

72. Ed's Loans: A pawn shop for small items wonh 100 gold or
less. Owned by a family of Orcs.

73. Barber Shop: Also a "safe·housc" for any pirates being pursued
by outsiders.

74. Kin's Fine Jewelry: High priced gems set into rings, brooches,
necklaces. etc. Supplied by pirale booty.

7.5, R &: G Shoes: Some shoes for men, but mostly a woman's shoe
SIOl'C. A legitimate business.

76. Painler's Studio: William Apfel does landscapes and ponrailS.

•

77. Residence: A large, stone. three story building used as a SQf~

houu and to temporarily store loot before it's safe to move it. Heavily
guarded inside.

78. The S,,'ord &: Shield: A small saloon. fair prices, mostly rum
and Western beer.

79. The Gryphon's Roost, Buys and sells young wild and tamed
Gryphons. Prices are 20% less than in the Trade Port. but the number of
available animals is small. A small sclection of other monstrous animals
may also be Ivailable II average prices.

SO. Ca~ter and Wheelwrighl.

81. Fishermen's Rf::SI: A lunch spol: for dock worters and boalmen.
A legitimale establishment.

82. The Small Keg: Serves ale and wine only.

83. Gene's Tool Supply: High prices.

84, Residence5: Once again. a group of safe-houses used by average
looting people who are in hiding.

8.5......1Sh~an·s Cooperatin: An employee owned shop thai
cleans and prepares large calChes. Wholesale and retail. An honest busi

""',.
86. Mermaid Boat Rental: Mostly smaller fishing boalS 1ft; aVlil

able plus a few mid-sized boats. TIley also offer a rickshaw porter serv
ice. Low rateS.

81, Gelleral Warehouse.

88. Stables and Porter ~rvice: Mainly used by !he general ware
housc. Horses. wagoos and man-drawn cans and rickshaws are also
available for rent by the public.

89. Residences: This is I small group of fanners and their families.
TIle two largest blocks are barns.

90. "'TM" Barn: It looIts like a bam, but il contains a wreslling ring
and scats for spectators. A favorite pirate pon wilh a 101 of high-Slakes
wagering. Well guarded.

91. Residences: Homes of the local inhabitanls with farms nearby.

The Four Sisters Islands

IstE
OFTHE ..t..Cyctops .,
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The Lady (Island)
To the east of the Isle of the Cyclops is a cluster of four islands

known as 1be Four Sisters. The southernmost is The Lady. an island of
low hills, tall grass and sparse forest. Like its siSler islands. it is largely
avoided by the Cyclops. In this particular case, the serene looking isle
has been adopted by Sphinxes. For the last ISOO years, the Sphinxes
have used the island as a respite from the world. A place were !hey can
enjoy the peaceful seclusion that can only be found on a mounlaintop or
in the Land of the Damned. 1be Cyclops welcome most creatures who
are shunned by humans and Elves. so !heir relationship with the
Sphinxes is amicable and the lion men are one of the few nongiant rac:es
welcomed at the Greal Willed CilY of Clypss.

Sphinxes are rare, enigmalic creatures of magic thlt roam the world
in search of easy wealth, power and knowledge. Generally lethargic
creatures, exeepl when 00 a quest or led by some driving desire, they
come to the island to rest in the sun, exchange tales of adventure, chase
wild boar and otherwise relllt. 1be period of relaxation may IISI only a
few weeks or IS loog as a decade or two. A Iypical. youthful Sphinx
will usuilly stay six months to tWO yean. It is the older Sphirur.es that
linger the longcsi. 1bey are so scarce that the few dozen that linger 00
The Lady seem like a multilude. In fact, !he Lady is believed 10 re~
senllhe lugest gathering of Sphinxes in the world. Their exact numbers
vary widely from month to month. but 606 can be found II almost any
given time.
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1ne creatures may live in a modest clay or wood hut or out in the
open. claiming a favorite spot in or under a t~. on a hill or in a vllky.
Most seem to prder life under the stan rather than the confines of a hut.
Most !lave only a handful of valuables carried on their penon or hKlden
someplace nearby. Such possessions are likely to be gems (206)(1.000
gold). a magic item. a few books. penonal odds and ends. and soovenirs
from adventures. 1ne total accumulation kept by one Sphinx rarely sur
passes a dozen objects. plus gemstones.

Humans. Elves and other humanoids are generally viewed with dis
dain and their presence on the island will not be tolerated. Even the Cy
clops and dragons are not welcomed and are asked to leave. Those who
refuse are chased away or slain. All natives in the region. including the
Western Empire and mOSt pirates. recognize The Lady as the domain of
these creatures of magic.

Encounter Table for The Lady Island

Roll percentile dice once every six hours. See Monsctn & AnI
mals. Second Edition for details about Faerie Folk. Sphinxes. giants.
other races. monsters. and animals.

01-14 Faerie (Common). The one race the Sphinxes share the is
land with in hannony are faeries. There are It least 104)(1(1() Common.
G~nwood and Silver Bell faeries on the island. as well as a couple
dozen Bogies. The Faerie Folk have learned to leave the Sphinlles
Ilone, but are always curious about outsiders. The chances of adventur
ers being the subject of faerie mischief is very high, but the characters
may not realize it until somelime later.

15-20 Sphinx Group. 104 Sphinxes. They'll ignore humanoids un
less pestered. then they' II lash OUt physically or wilh deadly magic.

21-25 Pixie (Common). Gormondubule ("doobie:' for soort) is a lit
tle more lhan one fOOl tall. with naming red hair and covered in tiny
freckles. When first seen. Gormondubule will stride right up to whoever
is in front of the group. shift his tiny bundk to his shoukler. and speak
right up: "My name is Gormondubule. and I've had about alii can take
of this place. If you are going places. and if you'lI have me. I'd like to
join your group:' See below for a full character description.

26-30 Sphinx. One old and cranky Sphinx who will ignore all hu
manoids except those who are extremely annoying. rude or insulting.
Will not fight 10 the death; flees if hurt severely.

31-)5 Wikl Boar (Females & Young). The first response from
lhese animals will be to give grunts and squeals of alann. Oeeing for
cover. If attacked. the females (204) will anack. If attacked or bothered
for more than a few minutes. the males will arrive. enraged (it takes
204 minutes for the males to arrive). Typical adult boars (male or fe·
male) have 20 H.P.. 20 S.D.C.. two attacks per melee. +3 on initiative.
+3 to strike. and +2 to dodge. Tusks do 206 points of damage. head
buns do 106 damage. and ln1mpling does 206 damage. These animals
are not indigenous 10 the: area but have adapted \'iell.

36-40 PoisonOlU Diamondback Rattlesnake. If the character care
fully backs away he: can avoid an attack. otherwise il strikes. Bite does
104 damage +1D6+ I (rom poison each melee for 204 rounds!

41-48 Troublemaker in the guise of a 2.1. Loogaroo. Watemix or
SphiOll. The villain will try to frame one or more of the player chlll1llC
ters for some mischief. theft or murder by his hands. Or the creature
may try to goad the characters into anacking one of his old enemies by
offering vast treasure or spreading lies.

49·52 Wild Boar (Males). A bull male wild boar who is a giant
specimen weighing over 600 pounds (270 kg); 48 H.P.. 42 S.D.C. He is
likely to try to.scare off any strangers. especially those who threaten any
of the smaller boars. It prefers to head bull (204+4 damage). and then
JUSt chase away its enemies. However. if it meets resistance. it will
move in close and start savaging with its tusks at a rate of th~ attacks
per melee round. with 3D6+S damage each. The more "junior" male
boars (204) !lave the same average numbers as the: females (above). but
are less likely to attack.

53-60 Elderly Sphinx. A friendly 8th level scholar. 3rd level wiz
an!. in search of lengthy discussions about adventures. politics. demons
and magic. He or she will insist on al least 1-4 hours of talk. May be a
soun:c of news. rnmors and info about the area; knows nothing about
the pirates or Western Empire.

61-65 Nymph. If this is rolled.justlellthe players that nothing hap-
pens. and that lhere are no encounters. Unless.. thai is. someone in the
group has some way of detecting a Nymph that wishes to stay unseen.
The Nymph will follow the group. lislening in on their conversations
and observing how they behave. She will arrange for some innocenl'
creatures (bullerOies. bunnies. etc.) to show up. JUSt to see how the
characters react. If Ihey ignore it or are kind. she will leave them alone.
but if they kill for pleasure. they will suffer her wrath.

66-70 Sphinx Pair. Two tough Sphinxes who enjoy terrorizing hu
manoids. They will take .select valuables. if only to cause trouble. and
will physically pummel anyone who resists. However. these bullies will
not kill unless necessary.

71-SO Guardian Sphinx. One mean Sphinx woo will demand any
humanoids to leave the island under the threat of. "If I set: you again
you will die·... This is not an idle threat. Diabolic alignment. 72 hit
points. ISO S.D.C.• 4th level wizard.

81·90 Kf"'lac Ihe Hermit. Will warn of the island's dangers and tell
visitors to leave immediately. Will also tell of the earthquake and the
legend of the Mumlt ofIht Gods on Gryphon Island.

91·00 Nothing. No encounters in this time period.

The Hermit Krylac
A Cyclops or other humanoid is occasionally im'ittd to the Isle of

The Lady by a friendly Sphinx. However. Krylac the: hennil is the: only
humanoid who is allowed to live on the island. He is a .skiMy old Ogre
woo lives around the four largest hills on the island. He is friendly to
ward all other humanoids. including humans and Elves. and is nuent in
most languages (cannot speak Wolfen. Northern or Eastern). He will
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warn any ... isitors that the island isn't safe because of the Sphinxes and
urge them to lea...e immediately. f'

TIle old hermit will continue to relate how lucky the group is to ha...e
arri...ed now, because many of the Sphinxes ha...e nown off in search of
the Man/It of tht Gods on Gryphon Isle. Krylac is extremely knowl
edgeable about local history and legends. and will gladly relate the story
of the Titan's hidden temple. ancient ruins, and rumors about the mantle
and other magic weapons said to be in the hidden temple. (See
Gryphon Isle for details. He knows nothing about the recent e...ents on
the neighboring island.) He will explain that a recent eanhquake shook
both islands and he's heard that it re...ealed a pre... iously unknown pas
sage among the ancient ruins. Krylac will blun all this out without
thought. looking guilty afterward if characters express a desire to ell
plore the ruins themsel ...es. He warns them that it is too dangerous and
that nobody has found the hidden temple in o...er 2000 years - it prob
ably ne ...er e...en really existed.

He will not talk about himself or anything to do with his past. E...en a
telepathic probe will only come up with a feeling of deep remorse about
some e... il act thirty-fi ...e years before (he has been on the island for 32
years). Ha... ing had good relationships with almost all the sphinxes
(there are a few who still distrust him). they will nOi harm him, and
many will come to his aid if he is in trouble.

Krylac li ...es in a weather-beaten wood shack thaI is built underneath
a towering boulder. 11le ceiling and east walt is part of the natural rock.
Inside are the humblest of possessions. A faded and moth-eaten carpet,
a mattress of wo...en grass, kitchen utensils, a ...ariety of pots, a blanket
made from animal hides (as are his clothes), a cracked mirror, 40 feet
(12.2 m) of rope. a mallet, two empty bottles. fi ...e ... ials with powdered
herbs. a collection of roots and lea...es. and a fi ...e foot (1.5 m) long
walking stick. Hidden under a rock are a book of EI ...en poems, a pic.
ture book of children's stories. a sil ...er dagger and one magic potion of
healing. A ten gallon keg of homemade wine and another keg of fresh
water are kept in a small pit. not for concealment. but to keep them
cool.

Despite appearances. Krylac is not alone. The island's nymph inhab
its the giant boulder which shelters him. She is Krylac's sole companion
and best friend. The nymph will protect him from anyone who would
dare to harm. bully, or threaten the gentle, old Ogre. If trouble arises she
will act by calling upon her magic without re ...ealing her presence. If the
hermit should be slain she will destroy e...eryone who was a pany to it,
or condoned it. Note: Krylac ntl'u wanders more than 300 to 400 feet
(91-[22 m) from his hut and is always under the e...er watchful eye of
the nymph.

Krylac
Alignment: Unprincipled
O.C.CJExperience: 7th le...el Ogre Psi-Healer; formerly an assassin.

but he's lost most of his skills through lack of practice and a change
of ... iew on life.

Auributes: I.Q. 10, M.E. 11, M.A. 7, P.S. 6. P.P. II. P.E. 16. P.B. 5.
Spd.6
Hil Points: 32
S.D.C.: 6 (he is 91 years old. rather feeble, and it doesn't take much to

hurt him).
P.P.E.: 8
Appearance: A ...ery, ...ery old-looking ogre. stooped o...er and with a

constanl tremor. His only apparel is boar hides. and he usually
doesn't carry anything other than a basket (for gathering edible
plants) or a big water jug (for fetching water from the nearby creek).

Attacks Per Melee: 2
Bonuses & Penalties: -2 on initiati ...e. -I to strike. ·2 to parry/dodge.

+5 sa e ...s poison, +[6 sa...e ...s coma/death, +2 sa...e ... s psionics, +2
sa...e s insanity.

Healing Abilities: 92 IS.P.: Bio.regeneration (self), death trance,
meditation. resist cold (self). resist thirst (self), resist fire (self), re
sist hunger (self), healing touch (2·12+2 H.P.).lust for life (+12% to
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sa...e ... s coma). negate toxins. soothing touch. exorcism (42%
chance), resurrection 84% (costs 10 I.S.P.; permanently lost). Expert
at medical.

Other Abilities or Note: Speaks Ogre, Goblin, EI ...en (100% each),
Western and Eastern (85% each). reacltwrile Elven (60%). use poi
son (47%). All combat skills and weapon proficiencies from the As
sassin O.c.c. are forgotten, or SO rusty that they no longer apply.
See the Healer O.c.c. for details: Palladium RPG. 2nd Ed.. pages
151-153.

Gryphon Island

Gryphon Island is an inviling place, with lush. green. rolling hills.
tall grass and scattered subtropica,l forest. Howe...er. its inhabitants are
far from friendly. Hostile bands of Railings and Boogie Men eagerly
await unsuspectillg ... isitors to plunder and slay. GianI Blow Worms and
Fire Worms stalk the hills and forest for easy prey. HaJ1>ies. Perytons
and other foul creatures are also known to frequent the island. Conse
quently the Cyclops never ...enture on its soil, unless absolutely neces·
sary. and e...en pirates fear to pause along her shores for any length of
time.

How or why the player characters come to the island is up to the
players, the Game Master and circumstance. They can anive by ship in
search of adventure, or to in ...estigate the ancient ruins or a shipwreck.
stOp for pro... isions. pursuing pirates. fleeing the Isle of the Cyclops. or
come specifically in search of the "Mantle of the Gods" (an ancient Ti·
tan artifact belie ...ed to be lost among the ruins on Gryphon Island).

It is important to note that while the Cyclops guard their island jeal
ously, they will usually ignore anyone or two ships not designed for
war and which might stray near their homeland. However. any mer
chant ship or vessel that looks like it may be carrying ...aluable cargo
will be set upon by ID4 pirate ships within one to six hours after being
sighted. Usually, in these cases, the intruding vessel will be boarded.
taken in tow to the Pirates' Co...e. the ship refilled for pirate use or sold.
the cargo taken and sold, and the crew used or sold as sla ...es.

The Forests & Hills
Gryphon Island is lightly wooded and inhabited by Fire Worms,

Blow Worms, Harpies and Ratlings. The Cyclops usually ignore the is
land unless they spot suspicious acti ... ity or potential trouble.

Any unusual acti ... ity on or around the island is likely to be noticed
by the Lightning Towers (lighthouse & lookout posts) which face
Gryphon Island from three points on the Isle of the Cyclops.

The hills to the east are a mix of forest and grassland. It is here that
the largest bands of Ratlings can be found. Unlike their counterparts on
the Isle of the Cyclops and Western Empire. they are less skilled and
more aggressi ...e. Popular belief has it that they are the descendants of a
tribe banished to the island centuries ago. Monstrous predators and
harsh ocean storms have kept the population fairly low, about 650 total.

The largest community numbers about twO hundred. li ... ing in a net
work of underground tunnels which honeycomb the two largest hills.
Other, smaller clans can be found scattered throughout the island's for
ests or in shallow !lInnel networks among Ihe other hills. A typical clan
can range anywhere from 8-64 members. Most of the young males are
aggressi ...e hunters who are anxious to pro...e themselves in combat or
take booty from interlopers. A typical tribe will consist of 45% males.
35% females and 20% young (children). The Ratlings on this island are
hostile toward all other races. They· ...e learned not to trust outsiders.

Typical Railing (Quick Slals)
A...erageAuributes: I.Q. 12. M.E. 6, M.A. 9, P.S. 7. P.P. 9, P.E. 9.
P.B. 6, Spd. 9



Size: 4 to 5 In. feel (12.2 to 1.7 m).
AvtragtAlignment: Selfish or evil ,

Typical O.C.C.: Thief. mercenary or ranger: no magk other than sha--.
Avtragt Hit Points: 20; S.D.C.: 20
Avtrage l.t'vd: 1st, 2nd and 3rd.
Natuntl Abilities: Nighrvision 40 feet (12.2 m), poor day vision 90 feet

(27 m), scak walls 70'l., swim 70%. imitate voices 60%, speak Elf
and Goblin It 98% each.

Weapons: Mostly spears. slings, Stone axes and weapons siolen from
island yisilors (llnY).

ArmOt'": This is rare; only lhosc: ilems taken from island inlerlopers.
Valuablt's: Rarely more than 1hc: equinlenl of 6-36 gold per railing

(usually weapons or tools rather than coin).

NOlt: Sec the Palladium Book of Monsltn & Animals, 2nd Edi
tion fordetails.

Typical Boogie Man (Quick Stats)
Avtragt Attributes: I.Q. 4. M.E. 6. M.A. 3, P.S. 9, P.P. 9, P.E. 15,
P.B.6,Spd.12
Size: 2-3 feel (0.6 to 0.9 m) tall.
Aytrqt Alignmt'nl: Selfish or eyil.
Typical O.C.C.: Thief or vagabond; no magic.
Aytrale Hil Points: 20; S.D.C.: 30
Avtrale l.t',·d: lsi. 2nd and 3rd.
Natural Abilities: NighlYision 90 feet (27.4 m). poor day vision 90 ft

(27 m). climb 80%170%. prowl 77%, and speak Elf and Goblin 98%.
Weapons: Moslly knives and clubs.
Armor: None.
Valuables: Rare-Iy more than 1hc: equinknt of 7-42 gold.

Note: Sec 1hc: Palladium Book of Monsten & Animals, 2nd Edi·
lton for delails.

Fire Worm Quick Slats (A worm of Taut)
Animal predators about 3 feet (0.9 m) long; cranky. aggressive and

hostile. with no fear of humanoids.

Atlribules or Note: Speed: 6. Animall.Q.
Ayerage Hit Points: 50; S.D.C.: 18
Allacks Per Melee: 2 by spitting fire which inflicts 4-24 points of dam·

age. Range; 30 feet (9 m).
Abilities or Nole: Track by smell 66%. prowl 60%. climb 40%. and im·

pervious to flame and heat. including magic fires.

Blow Worm Quick Stats (A worm of Taut)
A giganlic predator lIlat traps its prey in a sufrocating, sticky glob of

mucus which it can spit al amazing dislanCeS. 1be blow wonns are the
greatest threat to lhe underground dwelling railings in 1hc: hills. Blow
wonns seem quile abundant on Gryphon Island. numbering oyer 100
every few seasons.

Allributes or Note: Speed: 8: low animal J.Q.
Average Hil Points: 120; S.D.C.: 70: A.R.: 7
Size: About ISO feel (45.7 m) long. weighing 4 or 5 tOIlS.
Allacks Per MdH: One glob attack. Traps prey in a giant glob that re

duces the vK:tim's speed 10 one-eighth and surfocates within six mc
lees, unless pulled free (lose consciousness willlin four melees).
Etlgulfs prey whole. Being struck by I thrashing Biow Wonn or
haying one roll on top of you does 1(6)( 10 points or damage.

Abilities or Note: Excellent sense of smell to locate its yktim (89%).
dig through soil at a speed of 8. +1 to strike. +5 save YS poisons.

Note: Sec the Palladium Book of Monsttn & Animals. Serond
Edition for more delails on these and other Worms of Taut.
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Random Encounter Table for Gryphon Island
Roll once for every rour to six hours

01-10104 Fire Worms: hostile and hungry.
II-IS 204 wild pigs (not indigenous 10 lhe island).
16-20 One foul heaned harpy.

21·30 106 Boogie men; will allack only if they outnumber lheir oppo
nents.

31·]6 One wandering Blow Worm in sellCh of prey.
37-40 204 Ratlings looking for booty. 1bey will allack the player

group. but will flee if casualties are heavy. ALL are 2nd leyel
thieves.

41-47 104+3 pirates form the Isle of the Cyclops looking ror adyenlUre
or sport (i.e. hunting Railings or other victims).

48·S4 One Fire Worm defending its nest.
5S·64 I D4 Ratling bushwhackers; eyil. all are 3rd leyelthieves. studded

leather annor.
6S·70 Two Harpies in search of trouble.
71·76 One Blow Wonn on the prowl.
77·80 A mated pair of Gryphon: will altack only ifthrealencd.
81·85 A single Gruunor hiding in the shadows waiting for prey.
8&-88 304 pirates, 2nd to 3rd leyel. heavily anncd: burying Ireasurc.

1bey will hunt down anyone who sees lhem. The treasure is wonh
1(6)(1000 gold.

89·96 One friendly Railing willing to u// infonnation about the island.
the ruins. Ratlings and the Mantle of the Gods at fairly reasonable
prices (gold and booze).

97-00 Two Common Faeries looking for a handout of sweels. milk or
wine.

Encounter Table for the Hills
Roll once every four hours.

01·10 Blow Worm. 1be creature is sleeping and will allack only if
awakened.

11·20 Railings. A Railing family will flee. allocking only if allacked
first or pursued. Family consists of a female, male and two children.
Will alen others of the interlopers.

21·28 Fire Worm. A hostile fire wonn feeding on the carcass of a pig.
29·]6 Ralling. A cocky Ratling warrior who will tell the group thai

only death awaits them at "the Pit". He'll lell them aboul the ruins
and the Mantle of Ihe Gods. then run off into the shadows.

37·45 Blow Worm. One blow wonn in search of prey.
46-50 Eyil Sphinx. An eyil Sphinx in sellCh or the Mantle. He sees the

player group as more compelilors for the treasure. regardless of whal
they may lell him to 1hc: contrary. Competitors he will try todeSlroy.

51·60 Railings. 204 Ratlings hunling. 1bey will attack or plunder ad-
venturers if 1hc:y think it feasible.

61-66 One Harpy looking rOt'" evil play. Very hostile.
67-72 Railings. 304 Railing warriors who willlry to chase the group

away from their lair. Will be joined by 2-8 others within 5 melees.
73-78 A pair of Boogie Men. Thieyes looking for easy plunder. They

use hit and run tactics.
79-84 A wild Peryton. A Peryton or Gryphon swoops out of the sky

and tries 10 snatch up the smallest characler or llnimal companion.
Will flee if 1hc: group proves to be too tough.

8S-9O Bogies. A pair or foul-heaned Faerie Folk (Bogies) looking to
cause trouble. They'lI tell the group aboutllle ruins and treasure, or
lead 1hc:m into some other danger.

91·9S FiN: Worms. 104 Fire Wonns in search of prey.
96·01) Railings. 206 Railings: hostile. second leyel warriors out to

prove themselves.
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The Ruins of the Titans
Thousands of years ago. before tne Cyclops claimed their island. the

Titans buill a place: dedicated 10 the god Ra and his gods of light. It is
said thai hidden among the marble buildings was a great temple. In that
temple is the burial chamber of the Titans" greatest warriors. Warriors
buried with the magic weapons that helped them attain their grealness.
~ most coveted of these. The Mandt of the Gods.

Jealous and biller. lhe Cyclops laid siege against the Titan commu
nity. FOf every one Titan slain, many Cyclops would fall. Yel, in the

end. the heroic warriors Io'.ould be defeated and their city laid 10 ruin.
However. the triumphant Cyclops could never lind the temple and il~

lreasure trove.

Legends of the lost temple. the weapons. and the famous Mantic
would lure hundreds of adventurers to Gryphon Island. but none could
unnwel i15 secrets and many would die. Over the passing millennium.
the legend has faded into a nearly forgouen myth. A WondfOUli talc of
myslery and advenlUre lold by aging pricslS of lighl 10 children hungry
for such yams. Scholars and prleslS alikc havc come 10 believe lhe lem
pie and lhc mantle Mlorr really cllisled.

Ruins of a Tilan cily do cllis! on Gryphon Island. but neither Cy
clops or humans. dragon or Sphiml have ever been able 10 locate il. To
day lhc ancient cily is lillie more than a maze of vine covered walls and
rubble inhabiled by cowardly packs of Boogie Men and Railings who
prey upon lhose rare lIKIvenlurers who sliII come looking for lhc }osl
lemple every few decades.

From the Dark Earth,
The Adventure Begins

Two nighls prior 10 the group's arrival. Gryphon Island was slruck
by a vmlent eanhquake lhal shook the enlire island chain. Fonunalcly.
for the inhabilants. lhe hankSI hil area was the wCS! side of the island.
sparing the more densely populaled caslcm ponion from nalure's wrath.
In fact. the enlire commotion would have gone withoul incidenl if a
clumsy Railing hadn'l fallen inlo "1be Pil," an ancienl stairwell to a
dead·end chamber.

The Pil has always been regarded as a place of SUperslilion and fear.
Many an off-islander has come 10 it in search of the Titans' losllemple
only 10 find an emplY chamber devoid of lreasure, clues or advcnlure.
Howev'er, lhe fales have changed all lhal, for Ihe quake has tom a deep
crevice inlO hundreds of feel of eanh and slone to reveal a lemple of
gold.

The Ratling who discovered the temple wisely ned, but his lale met
the inquisitive car of a scholarly sphinx who immedialely recognized
the polential of said finding. The discovery of a temple. perhaps "the"
temple. rippled through Ihe Sphinx's communily on The Lady (the
neighboring isle) with an impacl grealer than any eanhquak.e. By nighl
fall. mOSI of lhe Sphinxes, already quarreling and fighling amongsl
themselves, new to Ihe Gryphon Island in pursuil of ancien! magic. One
would fall immediale prey 10 a hunting Blow Wonn, three others would
die al Ihe hands of lheir brethren. Alas. the half dozen or so sphinxes
who entered '1lJc Pit" were simullaneOWily struck dead only minutes
afler they enlered. A few other bold Sphinxes and Railings who have
descended into the abyss, have never been seen again. Later that night,
as well as lhe next, a creature that walked like a man would slaughler
anyone il happened 10 find. In only IWO nighlS, "iI" would claim the
lives of 13 Boogie Men and nearly 30 Railings and a Sphinx.

The Boogie Men are convinced that the ancient evil once tnlpped in
the bl.....e1s of the eanh has been released from the crevice in '''The Pil"
10 lonnenl lhc living. Fearful of "it" and lhc forest's nighl predalors,
they have migrated 10 the edge of lhc ruins 10 hide. They are 100 neTV

ous 10 anack any slrangm unless lhcy are absolutely cenain lhey can
win without serious casuailies. They are more likely 10 try to SlOW away
on a boaiiO escape the murderous spiri!. Any leIS of magic are likely 10
send them running, They will gladly provide whallittle knowledge lhcy
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have aboullhe Pit, Ihe "il" Ihal kills, and all incidents leading up to the
earthquake and afler. The only truly useful infonnalion lhal can be
gleaned is Ihat lhe unknown thing is Iwice the size of a human, hideous.
indestruclible <at least by Boogie Man Siandards). physically powerful
and "wields fire like a club." They will not descend inlo the pit. even
under the Ihreat of dealh.

1be Ratlings in lhe area are more reclusive and much less helpful.
1bey are nol quile as cowardly or superslilious, bUI are beginning 10 be
lieve the Boogie Men may be colTtt"l aboul!his thing. 1bey have seen a
gigantic crealure rise OUt of lhe pit and slrike down lheir mighliest war
riors (usually 3rd to 51h level mercenary fighlers) wilh aslounding ease,
laughing throughoul Ihe melee. Any infonnalion lhe Railings may pro
vide will only confinn what the Boogie Men ha\'e said. Notc: 1lIe
Ratlings are more likely 10 allac-k, plunder or challenge slrangers to
combat rather than be helpful.

Nightfall
If lhc player characters wail lill nighlfall. lhey will see a huge. 15

fOOl: (4.6 m) Iall, corpse.like figure (Titan?) emerge from The: Pi!. II will
silently~h any humanoids !hal il spies and auack. It Ignores any
qucsIKJos. requestS, threats, or pleas for mercy, laughing alllhc while in
a deep, gutlural lone. When il is near enough 10 engage in combal, it
strikes without mercy: firsl wilh its bare hand and then wilh a large
naming sword. On ils head and shoulders is the Mamll: of/hI: Coos!

Any practilionen of magic or clergy will recognize the crealure as
being a mummy. 1be Manlle of the Gods supplements its already for
midable supcmalUral po....·ers. Only magic and magic weapons can hann
it. If the group seems 100 powerful il will relreal (after it has loslhalf its
hit poinls) back down lhe Siairv..ell to ils hidden sancluary (and allies).
Insane and :widled, il still displays amazing cunning and will no! leave
its sublerranean dwelling abandoned for more than an hour. It views all
humanoids, including Tilans and humans, as deadly anlagonists.

The Pit
Among lhe ancient ruins. covered in a thick o\'ergrowth of vegeta

tion, is a crumbling stone stairwell thai leads 200 feet (61 m) down inlo
the eanh. The Boogie Men and other crealures who live among the ru
ins know the opening in the ground as "The Pit:' a place of dealh. For
centuries il has been haunted by Ihe ghosls of Titans (entities) and pol
tergeisls. The recem eanhquake has "released the dealh that waits
within:' Now "il" walks among the ruins freely. every night killing any
it finds. Thc lowly creatures of the ruins cannot aniculale what the "it"
might bc,justthal it is bigger than a man and shaped in his image.

The Boogie Men will chide and launt the group. mixing lies and
lrulh about the Pil and what mighl wail below. In all honesty, Ihcy just
don't know what dangers lurk in the catacombs, only thallhe quake tore
a gash into the earth that has unlea.~hed a terrible force of evil that has
even frighten..'d away the ghosls. Since the tremor. many Sphinxes and
a few others have come to Ihe Pit in great excitement. Some fought
amongst lhemselves, even killing each olher. Only a tiny handful of
lhose who enlered the Pil have come out, and those who emerged eilher
dropped dead moments later or ran off (new om in terror. The skcle·
Ions of IWO Sphinx, picked clean by scavengers. lay wilhin 10 feel (3
m) of !he gaping pit. 1be Boogie Men claim they died withoul a wound.

Entering The Pit
I, The Enlrance Chamber: As one descends the slairwell the air

becomes increasingly musty and smells of decaying nesh. 1lIe Slairs fill
the 30 fOOl: (9 m) wide opening which descends about 200 feel (61 m).
At the bottom is a newly opened crevice lhal descends another 200 feci
(61 m) to a diny, damp. SOxIOO fOO( (lS.be 30.5 m) chamber -!he
bodies of three Railings lay, cleaved in half, on the noor of the nalural
opening. Two Sphin"es lay dead and decaying on the floor of !he
Chamber. There is no apparenl mortal wound on either body. In !he
south waJllhere is clearly a secrel door since lhc wall is pushed in a few
inches. No mailer how hard anyone mightlry, the door will no! budge



ranee is a large bronze altar covered with
mbing over the altar and rocks will reveal

directly adjacent to the first, and a huge
ong (15.2 m) and 10 feet (3 m) wide. The

500.000 gold but weighs several IonS. Fur-
• especially those: who worship the gods
the temple. FunhermoJ"e. lhe six TOning
all anyone who tampers with altars in this

are made of marble. Above each altar,
in gold, is the image of a god. The crev
firsl bronze altar's god-head. but it ap

pears to be Isis. Above the Olher bron7.e altar is Osiris, the Law Giver.
and above the gold alter is the image of Ra. Lord of Light. Closer in
speclion of the gold altar will show that clutched in the hands of a
Ratling corpse is a small gold tabernacle. A Diabolist, Summoner or a
character with knowledge of mystic symbols will recognize: over 100
wards carved among the altar's countless religious symbols, icons and
designs. Visible. without actually touching the empty labemacle. are a
half dozen trigger wards. It is now obvious thai a bombardment of a
multitude of deadly wards (death, burning pain. and energy wards com
pose the majority carved into the ahar. all are area effect and 15th level
in power) were responsible for the deaths. Unknown to the characters,
all the wards in this room have been activated so it is quile safe. but
only the foolish would tempt fate. No (lIher valuables are in the room or
on the corpses. Bronze double doors in the south wall open into a hall
way that runs south. ending in anolllCr large chamber.

3. The Central Chamber: The corpse of another sphinx lays in a
corridor just beyond lhe door. The Corridor runs for a length of ap
proximately 80 feet (24.4 m) and ends in a large. empty 140x90 fOOl
(42.6x27.4 m) chamber. The air is thick and musly, although compara
tively free of the stench of death. The empty chamber has accesses to
four corridors. To the north is the lemple room where the characters
have just come from. The three (lIhers branch west, eaSl. and south.
Scuffed fOOlprints. both large and human size. lead off in every direc
tion.

4. The west corridOf' ends in a damp. diny room lillered with fallen
rock, ceiling and eanh. Fresh air seems to be leaking in from undelect
able cracks up to the surface. In the nonh wall is a large stairwell that
leads up to a dead-end of rocks. This is what blocks the secrei door in
the first chamber. NOle: Attempting to dig through the tons of fallen
rock and din will jusl cause cave·ins and take monlhs.
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+ room.
TIle walls of this chamber

carved in Slone and embossed_.. .. i« has desuoyed most of the

an inch. It's been held light like this for thousands of years after an
earthquake collapsed in the ceiling on the other side.

1lle walls of the chamber arc plaled in gold and covered with elabo
rate pictographs of Ra. the gods of light and Titan warriors. Note: It
will take days to carefully pecllhc gold from the walls in $heeLS to pre
serve the hieroglyphs and pictures. Ripping it down without a care and
mclling it into more portable bars is a crime. destroying pieces of his
tory that may be over 50.000 yean old.

Another gaping crevice has 10m the east wall asunder, carving a
natunll pas5lge 10 the connecling chambers. 1llc crevice runs about 125
feet (38 m). Near the end. the body of I fallen Ratling with a short
sword, dagger. and soft leather lltITl()r lays crumpled on lhe ground, his
right Inn severed from his body. Note: 1llc smell in the entrance cham·
ber, crevice and lhe adjoining chamber is slining. Characters who Itt

001 men at anns used 10 the sight and smells of death mUSI roll (1020)
under thdr P.E. to avoid vomiting. 1llc stench will stay for days even
after the bodies are removed.

2. Temple or Light: 1llc nalural passage connects with a temple
chamber approximately 13Ox80 feet (39,6x24.4 m); all ceilings are 20
feet (6 m) high. Inside the room are two other slain Ratlings. an ogre
and three Sphinxes. None of these show any evidence of physical
wounds. although agony is etched into the corpses' faces. Each carries a
cheap short sword. dagger and wooden shield. One has six gold. What
ever the "it" is that the Boogie Men fear, it has no concern for money or
weapons.



A c1antring, scraping noise can be heard from among the rocks in
the nonh\l,'est pan of lhe room, followed by IWO rats scunying OUI of
the room and down the corridor as quick as their lillie feet will CatT)'
them.1lle noise will stop for a,moment, Slart Iglin. stop and Slart aglin.
lt son of sounds like someone scnping rock wi!h a knife (digging?). A
clIeful. silenl invesligalion will reveal a Gruunor, I huge segmenled in

sect known for its tough natural body armor and deadliness. If lert un·
disturbed it will continue to dig for grubs, If attacked or disturbed il will
altack lhe nearest living creature. biting and stinging. 1lle commot:ion
will awaken two other Gruunors curled up among the rocks, who will
join lhe fray.

The Gruunors: 4!1z feel (1.37 m) long, wilh a nalural A.R. of 16.
Each has around 24 hil points, but is prolected by 240 S,D.C. of natural
armor. 1l1ey do three allaCks per melee, inflicting 204 damage wilh a
bile. or 206 damage Wilh lhe Slinger on the tail. Nighl vision 20 feet (6
m). climb, and resislant 10 cold and fire (!II damage), See Monsltn &
Animals. 2nd Ed. for more delails.

5. TM east corridor leads to a large. empty chamber with lWO
bronze doors at either end of the east wall. 80lh doors open to a hallway
wi!h five other bronze doors (rooms). 1lle natural assumpllon is thai
lhis was once a clIewers' or priests' residence. Each of the doors
opens to a small individull room. Any fumishings and ckMhing have
deterioraled inlO lumps of debris lhat clutier each room.

6. 'The door is open a few incnes, the scuffed foolprinlS arc only a
day old; probably Ratlings. Total numbers, four 10 Sill, Inside. lne debris
seems 10 have been lhoroughly searched, No valuables.

7. The door is shut. but blood smears the' handle and a few drops
Slain the dusly floor, Inside is evidence of a search, struggle and com
bat. Splatters of blood can be seen. as well as the impression of a fallen
body in lhe din of lhe room (about 5 fl/l.5 m tall). A search of the room
will uneanh a recenlly bloodied knife near the door and two Old King
dom gold pieces wonh 25 gold each.

8. The door is slightly ajar and also stained by a bloody handprint.
This is the largesl of the five rooms. The dust and crumbled remains of
what muS! have been a fine library covers the shelves !hat line the walls.
In the ccnler of lhe room is the body of a slain Ratling slripped of its ar
mor and possessions. Other than signs of a brief skinnish. the room
does nol appear 10 have been searched. A sincere search (20 minutes to
an hour) through the deteriorated paper and bits of leather bindings will
uncover the following,

Nonh Wall: Scrolls well preserved by magic; remove curse, see
wards, and mystic ponal.

East Wall: A leather bound book preserved by the magic silver runes
that it is written in. It is a religious totTle filled with pages and pages of
stories about the gods Ra. Osiris. Isis and the other members of their
pantheon.1l1e book is a collector's ilem worth 1000 10 4000 gold, or as
a priceless religious icon thai would surely gain the favor of any high
priest of the gods of light (worth at Ieasl 50.000 in gold as a religious
relic).

9. The room has bun thoroughly ransacked. No valuables.

10. The room has been thoroughly ransacked. No valuables.

II. The south corridor runs some 200 feet (61 m) ending in a gi.
gantic temple chamber. Scuffed footprints show that the Ratlings have
been in this area. as well as "II."

Six 15 fOOl (4,6 m) Slatues form a "V" pointing to the soulh wall.
Three of the statues have toppled over the ages. Foolprints cover every
comer of lhe floor and vacant statue eyes indicate that the room has
been !horoughly searched and gems for the statues' eyes pried out. The
statues are all warriors of bolh selles, carved from marble. 11 is impossi
ble to tell whether they an gods or Titan warriors, though probably the
lalter, Each weighs lOOS.

A ranger. or the very observant, may not:ice !hat some of the fOOl
prinlS seem to disappear behind a section of wall at the point of the V
slape. He will also not:ice thai some of the tracks seem to be

giant-sized, leading to and from the wall. These footprints are diflicull
10 idenlify because the maker has a shuffling gate tnat drags out and dis·
figures the prints. In retrospect, the character identifying the tracks will
realiu !hat this type of trail has been everywhere in the ruins.

Suddenly. lhe ghostly figure of a Titan will step through the wall
inlO the room. Dark. sad eyes will stare OUt al the adventurers, The sul
len figure will address everybody in lhe room. Regardless of whether
the characters lIe good. selfish or evil. the spirit will make a plea for
help. If the person(S) is evil. lhe slant of the conversalion will focus a
liule less on vinue and more on thc polcnlial dangers and physical re·
wards, It will speak in Elven, or can communicate telepathically with
any psionic characler.

"Tra\',ltrs ofth, ,uw a8''/,ar m, not./or I am hut a "sll'ls spiril
who can find no Mace until whut has bun done, is undO/Ie. I hid for
your compassion and aid in this d,sptrau hour. Th, Seminel ....hich
~'QS meant 10 guurd Ihis piau is its,/f ('I'i/, An ('l'ilthat could, in tim"
thf'aun your world.for upon its bra.... and shouldtrs it ~',ars th, Man
tle ofIhe Gods."

'The ghost pauses and appears to become even sadder. "I su Ihe
grud in your ,y,S.R it conlinues. "1 feel )'Our o;ciummt and d,si"s
...'Osh O\'er me liu af100d. Kno.... this!" its voice booms loudly, the face
stem and menacing.
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"The Mantle of the Gods helongs here with those who once wielded
its (JOwer 10 deslroy ancient edls long forgol/en by E/I'es and Manlin'gs
alike. The Mantle is nOI meant for man nor his hrelhren cr~alures. Wilh
the mantle comes death and sorrow. a curse that must nOI he inflicted
on this Irof.jbled world."

The ghostly warrior pauses, his voice again softens.

"'I wnll()/ harm Y0f.j in any way. nor force you 10 fighl selflessly as
('hampions of /ighl. Ytt, I do ask you to SlOp Ihe IhinK that wields Ihe
Mantle hefare it grol<'s too po....tiful, or il falls into the hands of el'i1
forces.

"The creallife. Ihe Sen/inel. is the mummy of a greal Titan ....arrior
whn had forsaken his el'iI ways 10 aid his fellow warriors in 01/ epic bot
Ill' axainsl Ihe minions of el·i/. In eombot. he M'OS bodly disfigured olld
losl all Ihat he held dear. so he I'olutlttered 10 hecome Ihe guordian of
lhis place of Ihe dtad. and defender of Ihe Mamie. I am griel'ed to reo
port Ilral he has lurned again to his dark M'ays and will,ut the Mantle
oflhe Gods jar his own Iwisted purposes.

"The Sen/inel is po....eiful, bUI nOI inl'l·ncible. lIs wils are scrambled
and dlllled by Iht process Ilrat made Ihe TilOn inlO an f.jndead (mf.jmrny).
This l<'iflM'ork /I) )'Of.jr odl'alttage for Ihe creature is quite mad and eas
ily lured in/a reckless action by !af.jnts and challenges. Furthermore. ils
addled mimi call/WI ("()mmand tire full myslic fXJwer supplh-d by the
MUll/Ie. The creature must he deSlroyed" Alas. only magic can deSlroy
iI, .W you must u.re )'ollr braWl! and cunning wisely, and Y0f.jr magi!' 10
delh'er the killing blol<'."

Nolt': The group is likely not to have enough firepower to destroy
the crca\tlre. If this is the case. the ghost will ttll them that they (the
group) can borrow weapons from the five warriors entombed here.

"I ollly ask >'011/0 relurn 01/ ilemsjound in this sacred place. Defeat
Ihe {'feU/ure and /Uke ItOlhing from Ihis place Wtd I assure you IhOl YO/I

shall he re ....arded...

The spirit will pause long enough to answer a few pertinent ques
tions (not questions like what kind of reward or who are you. etc.. nor
will it offer any clues as to what might happen if the magic weapons.
Mantle or items are not left behind). The following infonnation will be
provided before it vanishes, saying, "and may Ra guide you in deslroy·
inX my son!"'

I. There are five warriors inlerred within. The weapons of each can
be horro....ed. The ghostly being doesn't articulate what will happen if
they are not relurned, nor the location of the tombs.

2. The catacombs are a maze. He will not provide directions.

3. When lhe mummy is destroyed the enlrance must be sealed with
eanh and Slone.

4. He will point out the mummy's weaknesses.
Note: Many of lhe magic weapons possess powers and abilities

unique to the magic of the current age. They are the creation of ancient
magic. 50.000 years old - and in many cases, the creations of magic
lost 10 modem beings. This may be another reason to leave the weapons
in the calacombs. and even reseal the entrance to the Titans' tombs.

The Catacombs ---------
The catacombs are the crypts where Titan warriors are entombed. It

is deliberately maze-like to dissLlade and confuse would-be lhieves. The
group will havc to wander about in order to find the tombs and to gel a
sense of the calacombs' layout. There are five lomOs and five magic
weapons. but the group does not need to find each one. Whenever lhe
characlers feel lhey are Slrong enough to confront the mummy. they
can. whethcr it be wilh one of the magic weapons or more (G.M. Nott':
Attempting 10 find all }il'e will be a waste of time since the mummy al
ready wields lhe fifth. Of course. our heroes don't know this).

The passage weaves and branches in other directions several times;
lhe exact palh taken is left complelely 10 the characlers. Splitting up
may no! be a wise thing to do, but a definile option. The dragging shuf-
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fle impression of the mummy and an occasional Rading and Sphinx
footprint can be seen lhroughout the dust-laden floor of the catacomb.

There is an 01-18% chance of encounlering lhe mummy at each of
the five tombs (roll percentile dice). If such an encounter occurs, the
characters should be able to avoid it (run away!) or hold il at bay long
enough to escape for lhe time being. Once the crealure is aware of in
truders, it will aClively seek them out, following footprints and checking
each lomb. This will increase future encounters at the olher tombs to
01-40%. Likewise, any loud noises may arouse the creature. increasing
the chances of an encounler another 20%.

Northward
C·I. The Shrine of Osiris. A small, doorless. side chamber contain

ing a small marble allar. marble slab cutaways for candles. and a 12 fOOl
(3.6 m) Stalute of Osiris, The left eye is a ruby (worth 6.000 gold), lhe
righl is a diamond (worth 10.000 gold); neither is magic. On closer in
spection it is obvious that both gems have been pried oul and replaced.
The brown stains on the face. especially near the gem eyes. is blood. not
more than twO days old. Footprints around the statute are too smeared 10

make out.

C-2. The Tomb of a Tilan. A 20 foot (6 m) Jong sarcophagLls of
stone rests in the center of the room. The figure of a life size woman
warrior (Titan) is carved out of the stone block that is lhe lid. The hands
are folded and cupped. holding this warrior's icon. a crystal of glass
(looks like a goblet made out of pure cryslalline rock). The Crystal ap·
pears 10 be ordinary glass. but is magic with the following powers and
features:

• Indestructible.
• Just holding the crystal encases the bearer in a transparent crystal ar

mor (A.R. 11. S.D.C. 300. regenerates 5 S.D.C. per melee round.
impervious to fire, +6 vs magic. weightless). When the Glass Crystal
is no longer touching flesh (dropped. but in a sack. wrapped in cloth
ing. etc.). the annor disappears.

• Magically creates a crystal sword at will (appears in lhe right hand),
bUl only during a crisis/combat situation. The sword is magic and in
destructible, inflicts 406+4 damage, and does full damage 10 magi
calor supernatural creatures (including those that are shadows or
ethereal). If the sword is dropped, il will instantly disappear. like
wise, if lhe bearer of the crystal SlOpS touching it. or is slain. lhe
sword will disappear.

• A curse of reduced healing on anyone (any alignment) who uses the
crystal. plus a Curse of Vulnerability on any evil or selfish align·
ment. Neilher curse remains if the character abandons lhe magic
item before leaving the subterranean network.

Southward
C·3. A decapitated RaIling lays in the junction of lhis corridor. The

crealure's hard leather annor seems to be singed around lhe neck and
shoulders. Its shon sword and knife lay at its side. No olher valuables.

C·4. The Tomb of a Titan. A 15 fOOl (4.6 m) long sarcophagus of
jade rests in the center of lhe floor. The lid is lhe figure of a powerful.
armorless warrior carved in jade. In his hand is a scabbard with a jade
sword still inside. The gemstone bastard sword is dull and surprisingly
heavy (15 lbs/33.7 kg). takes a character of P.S. 9 or greater just to haul
it around. and a P.S. of 20 or better to wield it effectively as a weapon
(olherwise -I altack per melee and no combat bonuses apply). However,
in the right hands it is an eJ(cellently balanced and deadly weapon. The
powers of the Jade Sword:

• Indestructible.
• Does 606 damage (plus character's damage bonus) 10 ordinary ar

mor and creatures, and double damage (I06xlO+12) to evil crea
tures of magic and supernatural beings.

• Magically enhanced so it is +1 to strike and parry for any wielder
with a P.S. of20 or grealer.
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• Curse of Rags affects any who takes the sword outside of the ancient
ruins. In addilion. a curse of Phantom Noises will afflict anyone of
evil or selfish alignment who claims lhe weapon.

CAS. The Tomb of a Titan. An 18 foot (5.5 m) long sarcophagus
molded oul of lead and dolted with salt crystals restS in the center of this
tomb chamber. A fanale warrior graces the lid. holding an iron scepltr

wim a silver vine of leaves curling around it. The scepler is a mere 2'h
feet (0.76 m) long and clearly no! intended to be used as a hand-held
weapon. The powers of the Scepter of Apis are as follows;

• Indestructible.
• Endows the user Wilh the sensilivily of the Goddess Apis: sense

magic, sense good and evil. detect psionks. commune wim animals,
and mind block. All are equal to the 14th level psionic abilities wim
no I.S.P. limits.

• Each of the following can be perfonned two times per 24 hour pe.
riod; chameleon. track. animate planes. sand storm. and tBvel
through stone. All are equal to a 6th level eanh warlock.

• A curse of Insecl Attraction will plague anyone who uses the scepter
after a 24 hour period. In addition. a curse of confusion will plague
any characters of evil or selfish alignments.

C-6. The Tomb of • Titan. An 18 fOOl (S3 m) long sarcophagus
rests in the center of this ellint large chamber. Iron bars that run from
floor to ceiling have been bent to allow any human-sized creatures ac
cess to the burial chamber. Laying in front of the bars is the mangled

body of a Ratling and the blood of others. The footprints of a large cal
(Sphinx) can be seen around lhe area. bul suddenly SlOp (new off).

Beyond the iron bars is a 12 foot (3.6 m) wide lrench lhal runs from
wall 10 wall and about 30 fect (9 m) deep. Nasty looking spikes line the
trench noor. A f.1l ooto the spikes will do 606 damage.

Across the pil/lrench is a sarcophagus molded in bronze:. Any of the
chanlcters who saw the ghost back at the temple chamber will immedi·
lIely recognize the bronze: figure as one in the same. An inscription
wrinen in Elven reads. "H~r~ r~sts /h~ I/ob/~ OberOI/. J:r~(Jln/ oflh~ Ti·
Ion chi~flo"ns." The figure's hands are clearly designed to hold some
thing. bUl now grasp at empty air.

G.M. Note: The mummy has slain the Ratlings which took the miss
ing sword and scabbard, and has kept it for himself. Because the ancient
warrior is the mummy's father, the curses do flO( affect it. The weapon
is • large. two-handed. naming rune sword les handle is pearl and
shaped in the image of the god Ra.

The Sword of Oberon (Rune Sword)

• Indestructible.
• Aberrant evil alignment; 16 I.Q.
• Makes the person wielding it impervious to fire and cold. adds 20 hit

points to the wielder's own. +1 on all savings throws and can tum
into a fire whip at will (I (6)(10 damage); normal damage as a nam·
ing sword is S06. The transformation into a fire. whip can happen
only when the opponent is evil. 1llc whip cannot be used .gainst
good or even selfish alignmen~
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• 1bc: curse of Hallucinatory Noises will plague anyone who keeps
the sword. In addition. lhe curse of Dislike will afflici any characters
of evil Of selfish alignments.

Note: The mummy w;elds this weapon most ellpertly in boIh sword
form and as a fire whip.
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C.7, Shrine of Isis. Very similar to the Shrine of Osiris (C-I), the
marble Slatue has been recently toppled and smashed.

COS. 1be Tomb of a Titan. At the end of the circular corridor is the
last titan's tomb. 1be figure that adorns the sarcophagus is clad in a
long robe and no armor. A warlock perhaps. In ilS hands is an 8 fOOl
(2.4 m) length of iron slaff. Closer inspeclion of !he staff will show a
handful of mySlic symbols of magK:, good. and knowledge. along wilh
the symbol of 1boIh and several runes elche<! into it. 1be powers of the

Staff of Cunning are as follows:

• Indeslructible.
• Unprincipled alignmenl; I.Q. 11.
• Does 306 damage (plus character's damage bonus).
• Provldes the knowledge and abililies of sense traps (same as the

psionic ability). locate secrel companmenls 70%, recognize weapon
quality 70%. recognize wards 70%. recognize poison 70%, see lhe
invisible. telepon (twice daily) and +4 10 save vs illusions.

• 1be curse that plagues its owner is Misunderslanding. An additional
curse of cold will afniclthose of evil (nol selfish) alignment as well.
The curses do nOI come into effect unless the weapon is. removed
from lhe island.

C-9. "The veslibule 10 the Tt'mple of rhr Photni.l". The two stalues
against lhe west wall are the gods Anhur, the Slayer of Enemies, and
Horus, the Great Sphinx. On the east wall is Set, Lord of Darkness. and
Anubis, Lord of the Dead. In the outstretched hands of Anubus is lhe
mangled body of anoIher Railing and at the feel of Sel. a slain Sphinx.

C·IO. Bronze double doors open to this large temple of Dennu the
Phoenix. II is also the d~'elting place (crypc) of the mummy. Aboul half
way in the room is a rettnlly painled summoning circle (drawn by the
dead Sphinx at the feet of Sel). This has worked to place twO Alu de
mons in the mummy's service (See Palladium Fantasy RPG. 2nd Edi
tion. pages 315·316). BOlh of these wolf-headed demons are diabolic.
Hil Points: 46151, S.D.C.: 34130.

1be mummy's resting place is a shallow, open sarcophagus near the
nOrth wall. Inside the sarcophagus is 123 gold. 31 silver, a mirror, 4 sil
ver knives and an eanhquake scroll (thai can be used to seal the opening
10 lhe "PiC forever). All these things have been collected from lhose he
killed: just lhings that caughl the crealure's eye, OIher limes. lhe mono
Sler has lefl the corpses of his viclims unlouched. Behind lhe coffin. in
the nonh wall, is a secrel door lhal connects 10 a U-shaped passageway.
The passage leads to secrel exils to the right and left of the temple vesti
bule (C-9).

Encountering lhe mummy in C-IO is most likely during the day. 01
81%. but only a 01-50% chance during lhe nighl. TIle demons are al
ways presenl here. and will pursue intruders throughoul the complex 10
kill lhem.

The Mummy---------
This is a variation of lhe classic mummy, again, the creation of IOSI

myslic ans. TIle creature is insane, benl on wreaking havoc and death.
This is the "il" that the Boogie Men spoke about. It walks among the ru
ins at night killing anyone thaI il encounlers and sometimes cnwls OUt
of 1be Pil to attack people in lhe ruins on the surface. 1be mummy can
only leave the ancient underground crypc at nighl fex lhe lighl of day
causes it greal pain (note, a sphere of daylight is 100 small 10 affecl il),
Although deranged. lhe mummy slill possesses amazing cunning and
wiles on a sort of primal level. 11 has become a deadly predator who de
lights in killing. It covets no weallh. although il dimly recalls wealth is
power, so it does pick up the occasional weapon and trinkel, although
it's nOl sure why. These emotions are nickering memories of its past. If

nOl deslroyed. the mummy will eyenlually join forces wilh some clever
disciple(s) of evil 10 wreak havoc on an unsuspecling world. The mon
slrosity would be panicularly altracted 10 schemes of conqueSI or acts of
eyil againsl royalty, Elves, Dwarves, Titans and Gods of Lighl. It will



noc relinquish the Mantle of the Gods or the naming sword of Oberon
without a fight to the death! ~

The mummy can be encountered anywhere inside the underground
complex or above ground at night (01-50'% likelihood). but is most
likely 10 be found in the catacombs. Here. within its "home" grounds. it
will toy with its new playmates. slriking 10 kill only after it gelS bored.
is angered. or severely injured by an attack. Also see The Mantle of !he
Gods (as follows) and the Sword of Oberon (Room C-6).

Alignment: Diabolic
Allributes: I.Q.6. M.E. 7. M.A. 12. P.S. 24. P.P. IS. P.E. 19. p.e. 9.
Spd. 8 (24 with mantle; such a fast moving mummy often catches ad·
venturers off guard because mummies are notoriously slow).
Hil Points: 174 with mantle; 74 without.
S.D.C.: 50 and regenerates 306 S.D.C. or H.P. per melee round.
Nalural A.R.: 12
AUacks Per Melet:: Four (including the mantle's bonus)
Damage: 206 damage by handlpunch or with the naming sword (5«

Sword of Oberon. room C-6: S060r 106)(10 damage).
Bonuses: +4 on ALL saving throws (+2 without the Mantle): +2 on in

itiative. +3 to stnke. +3 to parry. and +1 to throw when using a large
sword (an old O.C.C. W.P. skill that the befuddled creature still reo
tains. II was once I knight).

Wuknesses: Low I.Q.. insane: its wrappings are very tallered. making
the creature vulnerable to the painful light of day. If it could be lured
outside during the day. it would be so pain racked that it would lose
one auack per melce and be -3 to strike. parry and dodge. The
mummy does nOI wield the magic abilities of the Mantle.

Special Note: IMPERVIOUS to nonnal weapons and fire: only magic
can damage or destroy it. Tum dead will not affect it.

G.M. NPC Notes
If !he group of playing characters is pankularly large. powerfulfttigh

level. or utremely magical. the Game Master may want to give the
mummy a few more menacing allies (not to mention double his S.D.C.).
A couple of exlnl demons (perhaps even I greater demon or two). 2-6
conventional mummies or even a spell weaving Sphinx are all appropri.
ale.

On the other hand. if the player characters are outnumbered or low
level (1-3 level). a Ratling or Pirate or two. or even a Sphinx or Cyclops
ally could be in order.

The Mantle of the Gods
The Mantle resembles the headdress of an Egyptian PhanKlh along

with a large. ornamental ne<:kpiece. The mantle is made of gold and is
studded with gems. Its full range of powers are as follows. but !he
mummy is incapable: of drawing on the magic abilities and is not af·
fecled by the curses.

I. Indestructible.

2. Can be used by any alignment.

3. Increases select atlributes of the .....earer: P.S. to 24. Speed 24. P.O.
24, M.A. 20: all other allribute:s are unchanged. The increases are in d
fect only when the Manlle is worn. 1be p.e. and M.A. don't apply to
the mummy.

4. Adds 100 hit points to the wearer. plus the character recovers 306
S.D.C. or H.P. every melee round.

S. Provides a natural aura of protoction equal to A.R. 12.

6. Enables !he wearer to see !he invisible, nightvision (120 lV36.6
m). understand and speak. all spoken languages, and fire and cold does
~ damage (including magic fires and cold).

7. Magic abilities: The wearer can perform each of the following up
to three times a dJly: radiate light (see new spell), calm storms (equal to
a 6th level warlock), heal bums (406 H.P.), heaJing touch (406 H.P.).
create wall of name. circle: of fire. fire ball. SponW1eOUS combustion.
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fuel name. breathe without air. stop wind. wind IlJsh......alk the wind.
and call lightning: all are equal to a 6th le:vel warlock.

8. Bonuses (allribute bonuses not included): +2 on ull saving throws.
+6 to save vs horror faclor. +10 to save vs possession. One extra hand
10 hand atlack per melee.

9. 11K' curse of the Manlle affects anybody who takes it from its un
derground place of interment. Headaches, Glowing E)'es and Spoilage.

The Player Characters' Reward
If the characters have successfully destroyed the mummy and if they

have returned the magic weapons and othcr items found in the undcr
ground complex. lhey .";1/ be rewarded. Each character who has will
ingly complied will be blessed in that all wounds will be magically
healed (unless the character has died: no resulTCCtion). Funhcrnlorc. Ihe
bravest or most good aligned character will slumble over a small metal
box stkking halfway out of the din as they walk Ihrough the ruins on
the surface. InsKie is a treasure of 50 Old Kingdom Sphinx coins worth
500 gold each. TOlal value is 25.()(X) gold! The treasure is meant to be
shared by all (and good clergy in the group will have a dream or vision
lhatlells him so).

Any charactef'S who have kept the magic .....eapons they borrowed
will suffer the curse(s) described by each. will not be healed. and lhe
box of coins will not be found: lhe' whole group could suffcr because of
one: greedy or foolish individual. Funhennore. char.1cters who keep the
weapon will have his alignment changed to anarchist (no debale). If he
is repentant later. he mustlUm the ilem over to a priest of Ra or Church
of Light. However. the curse will linger and the priest will not remove
it. If the player character who keeps the enchanted weapon or the Man
tle is a priest of light. he'/she will lose all priestly powers and can never
be a priest of light again (no debate)!

If the Manlle of the GOOs is kepi. even by one individual. the entire
group loses the reward of gold and healing. and all will suffer from a
curse of glow. marking them as thieves. Note: No good character(s)
will knowingly allow the Mantle or .....eapons to be taken for any reason.
by any mt:mber of their group.

Faerie Island
This is a place the Faerie Folk call home and no monal is safe from

their pranks or mischief. The Cyclops and those native to the area shun
the lillie island paradise and even pirates and fishennen steer clear of ils
waters.

One musl remember that most Faerie Folk are like tiny. self-ab
sorbed. child-like creatures of magic: wild. happy and free to carT)' on
with their scallerbr.itined antics and consumed with fun and games.
Vagabonds without society. laws or restrictions as humans understand
these things. they buzz about freely: first dancing in the sun, next drop
ping an overripe berT)' on a fellow's head. playing tag. teasing a wild
animal by pulling ilS tailor whiskers. chasing a mouse. dancing. making
some faerie food. resting for ten minutes. and then playing some more.
l1'It faeries' carefree innocence is both enchanting and irksome. for
Iheir games can be especially hazardous to nonfaerie life fonns. Al
though most are not panicularly evil. the faeries and their kin have no
understanding of the human condition. which can lead 10 exhausting.
harrowing and deadly experiences at the hands of these playful crea
tures.

Humans, Dwarves. Goblins. Orcs. Ogres and Wolfen are among the
Faerie Folks' favorite playmates. Although a faerie may appear shy. it's
aJmost a cenainty that he or she is simply scoping out the situalion and
is not alone. Obsessive pranksters. they will besiege a group of human
oids with any combination of sht'nanigans. Tying and untying shoes and

boots. tying laces together. unbuckling bellS. pulling down pants. sleal-
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The Old Tower

ing halS or light objects of apparent value so that the person will give
chase ("lsn'l this grand; he's playing lag or hide 'n seek:' thinu the
tiny. winged perpetrators). Unfonunate!y for monals. lhese mystical
children are blessed with magic which adds an entirely new dimension
to the word "fun.~ Charms. especially love charms. are often used to
force a poor monal into doing something ridiculous, embarrassing or
silly. Circles of rain. animated planlS ensnaring or tickling. wind rush
and the Faerie's Dance are also standard in the little people's repenoire
of humor.

Like a spoiled child. the more angry. frustrated or perplued a victim
becomes. the more funny it is and the longer they will Slay 10 play. But
10 lhe poor fool who turns the table on the Faerie Folk. for they are nO\,
half as pleased at being the brunt of a joke as they are dishing it out.
Likewise. to intentionally (or even accidentally) hun or kill a faerie or
its friend is to flin with death or worse! To anger the faerie folk is mad-

""'.
Despite lheir mischief and cruel. dangerous se:nse: of humor. the Fa

erie Folk a« sensitive 10 sorrow and de:\;pair in all crealUres. Faeries.
Sprites.. Pixtes. and Browntes are an especially jovial and friendly 101
who .....ill always IT)' 10 drive away sorrow. This will be done by shower
ing the sad pelSOO with flo....·ers or by offering a spectaCular perform
ance. dance or aerial acrobatics. If this doesn't woo. they will try 10

appease lhe sorrowful with lillie aclS of kindness. such as offering ber·
ries or wine. combing hair. mending clothes. and so on. If all fails. they
too will cry and mope until the ne..:t day's dawn.

Faerie Foods: II is said Ihat. "Only a fool panakes in the fruits of
lhe faerie for it is laced with magic most foul." Perhaps a lrifle over
Stated but essentially true. Prepared Faerie Food and drinks may appear
to be ordinary wine, berries, nulS and poultry. but are actually en·
chanted. To eat the smallesl morsel of this potent magic will affect mor·
lals in the most peculiar way. Ever the comedians. the type of food
usually suggcslS ilS effecu; for e..:ample. frog legs will tum the eater's
legs into frogs leg·s. mi..:ed nuts instill a variety of phobias, burgundy
turns the drinker's skin purple. and so on. Note: See Palladium RPG.
2nd rditioll. pages 260-261. for complete descriptions of Faerie Foods.

Soc: MOftsltrs & ....lIimals. 2nd Editioll. pagt$ S8-18. for complete
descriptions of Faerie Folk.

various mounds of leaves will produce 1-6 gold coins, a variety of
harmless worms. larvae and beelleS. a ruSty pol. se:rvinS foo, dagger
(use:less) and a family of Diamondback raulesnakes (bite does 104
poinlS of damage plus ID6+ I damage every additional melee for atOlaI
of 106 melec:s. 'The: effects of multiple bites are accumulative.) Bogies
and Night.Elves add to the aunosphere with strange lights and other
magic to frishten.

The Serond floor was once a kitchen and slorage area. It slill has
its original iron polS and kellies fused by decay 10 the wall where they
hang. Leaves and the dust of centuries line the floor. Near the west win
dow, which faces the ocean. are three piles of rocks obviously placed
there for some reason. Starting left 10 right: under Ihe firsl pile is an Old
Kingdom SO gold Kril (the coin is -left because big people seem to like
those things). Under the second pile is the skeleton of a rat. Under the
third pile is an old rat-Inlp fi..:ed to work well and placed under the
rocks in such a way as to no! trigger il. Thc:re's a Ol~ chance thai
somebody removing the rocks or feeling under them will get snapped
by the trap which does 106 poinlS of damage_ When a person(s) Dies to
leave the room. the Bogie who lives there, usually aided and abetted by
104 Night-Elves and 104 Toad Stools, begins his acl_ Fir$t moaning
and then speaking in conventional GobbIe1y (the only language he
knows other than Faerie). "OooM. Who Iuu distUTlNd my piau?" A
clump of dirt or small rock will rise up and be .seemingly thrown by in
visible. ghostly hands II the person who has the Old Kingdom Kril (if
none have the old coin, the accusations will be more general). Thc:
croaking voice (probably ventriloquism) will demand the coin's return
or suffer his wrath! With this. a sphere of light will appear in the door·
way. If the person(s) attempts to leave, he will be knocked back into the
room by a wind rush. Only after the coin is replaced will the charac·
ter(s) be allowed to leave the room. If wine. ale or candy is obvious. the
ghost (Bogie) will demand that all of it be left behind. A token amount
of gold such as 206 gold coins per person may also be demanded. Un
like faeries, Bogies and Toadstools collect gold and gems. Resistance 10

or questions about these requeslS will be met with, -Do as I soy or faa
my ...·rath... followed by wind rush. mesmerism. pelling by animated ob
jeclSlstones. fog of fear, wisp of confusion. as well as groans and croak
ing from the Toadstools. Thc: Night.Elves will assist and pr<Mecl the
Bogie.

The adjoining large room is entirely covered in ivy. vines and at
tractive flowers and moss. The Ghost (Bogie) will warn and then chase

About 2500 years ago. the Cyclops made a lasl futile atlemptto es- unwelcome visitors away. with the Toadstools leaping out of hiding and
tablish a small lookoul post and light-tower on the Faerie Island. De· snapping at people to add to the confusion. A search among the vines
spite constant annoyance from the lillie people. the mighty. four story will reveal 406 Nighl-Elves and 306 Common Faeries. Hidden here
edifice was erected along with a small stone dock for supply boats. and there are little caches of Faerie Food (G.M.·s choice).

Three weeks later the tower was forever abandoned (and si..: lower sen· The third floor is what's left of the one large ~ks. 'The: original
tries forever missing). wood beds and blankelS have f"O(ted to dust centuries ago. However. a

Today the ancient tower still stands straight and wi. covered in a newish table, three flimsy chairs and a water sllined. iron uunk sil near
thick weave of blossoming ivy. Thc: eerie lights and noises that emanate the: center of the room. Clumped beneath the south window is an old
from it are the result of faerie mischief. but the superstitious pirates and skeleton of an Ore with a well preserved spear cradled between its ribs
sailors who pass by or make a brief Slop. believe them to be the ghostly (this is supposed to be scary). Cobwebs caress the faces of those who
apparitions of the si..: tower .sc:nlric:s whose ghosts still sllnd guard al the enter the room and dangle from the ceiling. A dense: weave of vines
tower. cover the windows. making the room dart even during the day. Mounds

1be faeries were very quick to pick up on people's beliefs and fears of leaves, mud, sticks and rubbish can be seen scattered about the room.
of ghoslS and have established a regular routine of noises. tricks and Ominous and threatening cradles of vines create disconcening shapes
gimmicks to create the illusion of a haunting. In addition to the odd and hiding places for the wee folk who shake, ratlle and crunch them
lights. moans and shrieks. the faeries use: their magic to create sudden with frightening effect. This is the home and playground of four Bogies.
winds (wind rush), rain showers (circles of rain), weird apparitions Suddenly the room will be filled with fog (fog of fear) or purple mist
(mesmerism). bewilchmenl (charm). and floating objects (animate ob- (spell) which is likely to instill fear in all within the room. Terrible
jects). As if this were nO( enough. they have created a most convinc· moans will echo throughout the chamber and debris will magically rise
ingly haunted. frightful environment inside the tower. Night-Elves from the floor. If a player charactelis) does nO( succumb to the magic.
faeries and Bogies are entirely responsible for this achievement. A bru· he can continue to e..:amine the surroundings. Laying near the skeleton,
tally smashed Ogre's skull with a spKler nest greets all visitors. Cob- half covered in decay, is a bottle of still drinkable. high quality wine.
webs, spider webs, and thin, grasping vines lace the entire length of the Unfortunately. its another faerie: trick. for the delicious brew is bubbly

stairwell_ wine:. a faerie COOCOClioo. If the iron lI'WIk is opened (the Bogies look
11M: First floor entrance chamber is filled with pilCs of leavt$ and forward to this). the contents come flying out like a giant lack-In·'The:-

decaying rags. InspectKln of the 8 inches of pulped vegetation and the Boll:. Thc: contenlS are a jumble of old animal bones and rags. lIS pur-
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In the West eomer of the room. under a particularly large. almost
cave-like weave of thick vines. is the glint of gold and gems. Closer in
spection reveals the gem encrusted hilt of a short sword among the rub
ble. The only thing that bars the way to il is a very large spider web,
about four feel in diameter. To reach the valuable item. one must pass
his hand through the spider's web and about three feet (0.9 m) under the
vines. The hilt is stuck. so it cannot be knocked free with a sword or
staff. When this is done, a hideous. spider-like thing with huge pincers
can be seen moving under lhe vines. The three fOOl long spider-thing is
actually a puppet operated by the Bogie and Faerie. lIS pinccn are
coated with the 5afM magic solution used on faerie arrows. causing pa
ralysis unless a save vs magic of 12 or higher is rolled: roll for each
"bite:' The aclUal bite inflicts only one point of damage: the puppet has
two attacks per melee round and is -+1 to strike. -+2 to dodge. and has a
speed of 8.

If the hilt is grabbed. it lake.~ a P.S. of 22 to pull it free. If this hap
pens.•he Faerie Folk will fight to gCt it back at all costs. using their
combined magic and the might of the larger Toadstools. If necessary.
they'll get help from their faerie cousins nearby. The hilt is the Bogie's
prized treasure. studded with 16 gems worth about 1000 gold each.

Th~ fourth, lop. floor is the best. The once mighty iron door ap
pear! 10 have boc:n tom from its hinges and lays on the filthy OOOf.
Blood (actually brown stain) is splattered on the top six Slairs as ~lIas
most of the door. As on the third floor. all bul one window is left un
covered by the vines. making it dar\: even during the day. It is the large.
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signal window facing the west that is nott()(ally obscured by vines. Ivy,
moss and mold hang from the ceiling. some dangling to the floor.

Sitting in the rear of the room. IS feel (4.6 m) from the window. is
the skeletal remains of a Cyclops. It rests at a crude. weather-beaten ta
ble. On the table is a two gallon keg of wine (faerie burgundy). a half
dozen empty wine bonles and four mugs. Everything is dust laden.
Shortly after someone(s) has entered the room. the skeleton will re
spond by npping on the table and motioning thaI person or penons
over to the table for a drink.

Not~: Characters who are invisible will be noticed as well and m0

tioned over 100. The wine poured will be faerie magic burgundy (from
the 2 gallon keg) which will tum everyone who takes even the tiniest
sip completely purple. Anyone who pulls out his own alcohol will be
motioned to put it away. Refusal to drink will result in angry moans and
hostile motions. Likewise. any trickery. allacks. or sneaking aboul will
provoke the giant skeleton to attack with Ihe huge battle axe that sits at
his side (docs 306 damage).

As soon as an attack is provoked. the room will become filled with
three. simultaneously cast fogs of fear. Players must make three saving
throws of 16 or higher to save againsl this faerie magic. A failed roll
means the characters are racked with fear. The nexi melee the faeries
will cas! a purple mist on top of the fog. Again characters must make
Ihree saving throws. During the entire connkl. Olher Bogies and faeries
will be hidden among the vines and debris as Spectalors 10 this great en
tenainment and will throw in cxcasional shrieks. howls. moans. wind



rush and animated objec::lS. This should create quite a feeling of confu
sion and pank for the besieged humanoids as it should seem as if they
are being surrounded by a doun or more hostile. ghostly spiri!$. Smart
characlers. and !hose !error racked by the magk. will run howling from
the tower. A good show will usually satisfy the faeries and prevent pur
suit or further mischief.

The Skeleton in (he Tower: n.e skeleton is actually a giant puppet
operated by about a dozen hidden faeries and orchestrated by one or
more Bogies. It is not meant to innict damage but to invoke fcar. n.e
faeries operating the thing. and Specllltors alike. will make certain t9c
skeleton puppet is not severely damaged. This will be accomplished

with wind rushes. pelting big folk with objects. pulling hair. tripping al·
tackers. ele.

Skeleton romba(: Two attacks per melee round with be (306 dam
age). or with fist (106 damage). but moves slowly (Spd. 6). Horror Fac·
tor 14. S.D.C. SO. It has no alignment itself. but the faeries will vary
from miscreanlto predominatcly anarchist.

Since the skeleton is not magically animated. lhe use of lum d~od

magic will have no effect. because it is only a puppet. This should ter·
rify and confuse tOOse who tried to tum it in the belief thaI it is a magi
cally animated skeleton or undead monster. If the clergy or a mage uses
magk to usurp control by animating and controlling Ih~ d~ad. it will
upset the entire show and invoke serious reaction/assaults from the
304x10 faerie specllltOf'S.

Likewise it cannot be communkated with psionkally or by com
mune with spirits. A psionk pruence sense will detect scores of pres·
ences within the room. Sec aura will indicate a blurred, multiple faerie
aura of differing alignmenlS and most definitely magk. Sense evil
would be a yes, btll a sense good would also register a weak yes (or at
least not cvil).

Treasure NOles: Big Folk. including humans. Elves. Dwarves.
Orcs. Kobolds. and Goblins. will never be able to search the room at all
because of the numerous faeries and vicious Bogies. If they could. they
would find a treasure !lOve hidden about the room: 4632 in Gold. 9400
in Gems and Jewelry. Magic Dagger (106+3 damage and eternally
sharp). 3 bottles of Fine Wine (not faerie) and I variety of faerie foods
and drinks.

r~ Note: In addition 10 the Bogies and faeries already men
tioned. approximalely 100 Night-Elves (faeries). 30 Greenwood faeries.
a Pixie, 204 Toadstools and over ISO Common Faeries inhabit the lan
gle of vines lhal cover the four story tower.

Random Encounters in the Central Forest
Roll percentile dice once for every 3 hours.

Ol-GS The Hydra on the prowl.
06-18104 Diamondback rattlesnakes.

19·24 104 hoslile Toad SlIx.ls.

25-35 104 Satyrs; will ItlaCk only if anacked first, but may warn the
group of the "Devil Beast" (Hydra) if the group is kind and generous.

36-40 104 Peryton from the mainland in seltCh for blood!

41·45 104 wandering Common Faeries: 50% chance of peslering
the group for 404 minutes.

46-50 A Hairy Jack in a mean mood. He'll allack at the slightest
provocalion. but won't fight to the death.

51-55 Brownie or Frost Pi~ie who warns the group 10 leave the is
land. because there are, "a 101 of folk who don't like Big People." 'The
character won't warn the group about the specifIC dangers and will dis
appear in the underbrush. If pursued, 104 bloodthirsty Pucks or Kinnie
Ger are encountered.

56-60 104+1 Floaters or Hoppers are slll11led from their sleeping
place and instinctively atlaCk.

61-65 One cruel Bogie who tells the group about the fabulous treas
ure-cave guarded by the evil Pucks. He conveniently leaves out the pan
aboul the Hydra and other cvil Faerie Folk in the cave.
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66-70 104+1 Pucks: aggressive unless outnumbered. in which case
they will follow the group and attack and rob any one or two pcopIe
who wander off by lhemselves or left alone.

71·75 104 Ore pirates held captive by 104 Pucks and four Toad
Sioois (the Pucks are lhe brains of lhis operation). n.e pirates are bound
and being kicked and threatened with tOl'1ure. Two of their fellow pi
ratcs lay altheir feet. bloody and lifeless. n.eir pleas for mercy are mel
with laughter. The Orcs were deliberately pUI on the island by their cap
tain as punishment for treachery aboard ship. All are evil and murder· ,
ous (3rd level). but whether the player chancters can tum a blind eye
and let them be tortured and killed is up 10 the player group.

76-80 A flock of a 100 birds rushes out from the underbrush and
into the faces of the player grou·p. Half are ridden and directed by
Nighl-Elves faeries standing 00 their backs. A score of faeries will use
the confusion caused by the diversion 10 steal whatever small valuables
they can. Primary largets are booze. sweets. and coin purses. Thank
fully. the creatures do not stay to cause lrouble: they hit and run, laugh-
ing all the while. .

81-85 I~+4 hostile pucks looking for trouble

86-90 No encounter this time.

91-95 A pair of Toad Stools are tonuring a Green Wood Faerie. Its
wings are tallcred and the lillie lady lapses in and out of consciousness.
She will be killed in a few minutes and eaten. unless the player charac
lers take action! 104 ack:Iitionai Toad Stools will leap from their hiding
places to battle anybody who lries to intervene. Moments after the fa
erie is rescued and the danger gone. the hcrok adventul'CfS are sur·
rounded by 100xlO Green Wood Faeries who assume the group is
responsible for the torture of their friend! They will demand that the
characlers hand over their fallen comrade and will attack if they do not.
If Ihe playeD agree, the angry faeries will demand they surrender and
come with them. If thc group refuses, a brief bailie will ensue. but be
fore anybody gets seriously injured. the faerie they rescued mustcrs
enough strength to stop the madness and explains lhey are heroes who
saved her life. n.e grateful faeries will offer 10 escort the group off the



island. warning them that il is not safe for them. The Green Wood faer·
ies will not join them in provoking a fight with any other Faerie Folk
nor bailie the Hydra; the dragon represents no danger to them and helps
to keeps Big People off their island sanctuary. G.M. Note: These Green
Wood faeries may come 10 Ihe group's rescue if lhey get in over their
heads later, but will only help them escape destruction. not battle and
kill the Hydra or other foes.

96-98 104 Bogies looking for fun atlhe expense of others.

91)·00 The Hydra, hungry for interlopers.

Random Encounter Table for the Marsh
The marsh is a large area near the center of Faerie Island. It is inhab-·

ited by all sons of foul and menacing Faerie Folk. It is mOSI definitely
unsafe place for humans and all Big People. Roll once for every hour in
the marsh.

01·06 104 Common Faeries jusl passing Ihrough. They may stanle
lhe group hut will flyaway unless attacked.

07·12 104 Toad Stools. but they will allack only if they are slanled
or feellhreatened.

13·24 104+3 bloodlhirsty Pucks looking for trouble.

25-30 One mischievous Bogie. He will cause minor annoyance and
is likely (01-82%) to tell the group about the "treasure cave" of a rival
Puck gang. but will not mention the Hydra or other dangers.

31·35 A Will-O-The-Wisp who hales intrusions by Big People. es·
pecially those of a good alignment.

]6·40 One or twO Kelpies anack with murderous intent!

41-45 Two Toad Stools in an evil mood.
46-50 Four Puck bushwhackers.

51·55 104 Bogies out for fun al the expense of others.

56·60 204 Waler Sprites teasing a snapping tunle.

61·69304 Bogies riding on the backs of bull frogs come leaping out
of the reeds to frighten and grab any obvious. small valuables; booze.
sweets and small coin purses are targeted. If given chase. they will lead
their pursuers first 10 a nesl of snakes. and then into a clan of 404 Toad
Siools!

70·75 Two friendly and helpful Green Wood faeries.

76-80 Four hostile Pucks and IwO toad stool pals.

81-85 ID6 Water Sprites will pester and annoy the group but also
warn and protect them from the evil Faerie Folk in the marsh. They'll
slay with the group for 606 minutes.

86-90 Dead Moon Hag in search of treasure and blood. She will use
her powers to trick. rob. and. if possible. kill the advenlUrers.

91-93 The lead characler or two in Ihe player group find themselves
in Quicksand and sinking! They must be pulled from the muck by their
fellow adventurers (or via magic like levitate. telekinesis. or telepon) or
die!! II take 204 minutes to be pulled free and the commotion may at
tract hostile swamp dwellers.

94-97 ID6 hostile Toad Stools or a murderous Kelpie.

98·00 The Hydra. 400 feet (122 m) and closing!

Random Encounter Table for the North Woods
The far side of the island is perhaps the most heavily populated by

faeries and their kin. These include several hundred Common Faeries.
Green Wood faeries, and Tree Sprites. A handful of Night-Elves. Bo
gies. Pucks and Wind Puffs can also be found. but are not nearly as
plentiful. Several small bands of Satyrs (406) inhabit the woods as
well. These half-man, half-goat Faerie Folk are generally shy nomads
who threaten, intimidate, steal, and trick travelers rather than attack or
kill. Infamous lechers. they are most dangerous to females, especially
allractive humans, Gnomes and Elves. If an attractive maiden is seen,
they will kidnap. imprison and have their way with her! Roll once for
every two hours.

145

01-10104 Pucks looking for trouble.

11-15 One bogie in a mean mood; look out!

16-20 204 Satyrs may follow the group (50% chance) from a dis·
tance. but flee the moment they are noticed. They fight only if they feel
threatened.

21·30 104 Green Wood faeries in a playful mood. which spells non·
lethal mischief and trouble.

31·37 A pair of wild boars charge the group, they are unusually
tough. sman and aggressive. Really a pair of Hairy Jacks looking for a
fun baltle and booty. 1lle pair may assume their humanoid shape and
are likely 10 jinx one or more of the player characters' weapons before
running away. They will not fight to Ihe death, but may come back at
night with 104 friends to extract revenge. .

38-44 1-3 bloodthirsty Kinnie Ger.

45-50 106 deer rush from a thicket and disappear into the foresl -
or were they Peryton?

51-55 Two Nighl·Elves with a grudge against big people.

56-60 106 tree sprites looking for dancing panners.

61-70 106+3 Salyrs; young loughs. out to prove themselves.

71-75204 wind puffs flutler among the leaves of the trees and may
bring good fonune.

76-80 A wild horse gallops within a hundred feet (30.5 m) of the
group. It seems tamed (perhaps lost by pirates) and nervously ap
proaches. It will let anyone character mount il. but immediately and
wildly runs out of control. When they are a half mile (0.8 km) away. the
horse will transform into its genuine Kelpie shape and Iry to murder ils
rider before help arrives. It turns back into a horse and flees when oth
ers arrive on the scene.

81-85 204 Tree Sprites raid the group for sweets. They mean no
harm and use magic only if Ihreatened.

86-90 Three Pucks and an evil Satyr, or Kinnie Ger or Hairy Jack in
search of murderous pleasure.

91·94 106+4 Satyrs will allempt to plunder gold. wine, weapons
and womt>n, but flee iflhey meet with extreme resistance.

95-96 A grumpy Grogach enjoying the fruits of his labor. drinking
delicious wine he made himself. He's suspicious of strangers and will
atlack if he or his six barrels of wine are Ihreatened.

97·98 ID6 common faeries sleeping in the sun; will nO\ take kindly
to being awakened by Big People. 100xlO others are nearby and will
come to Iheir aid if things get ugly.

91)-00 104 wild Pegasus: a sight to behold! 206xlO Faeries of all
kind will rush to the animals' defense if anybody tries to capture or hunt
Ihem.

The Hydra's Den

Cradled in the densest pan of the forest. a few miles from the south·
ern coast. is a hydra's den. If the Cyclops know aboul Ihis foul beast's
existence, they are not doing anything about it. The dragon rarely wan
ders far from the cavernous den il has dug over the centuries. When it
does leave in search of food or helpless victims, a host of evil Faerie
Folk protect the den and its treasures. Several will also come 10 its aid if
il is attacked. Only Ihe foolish or bold dare to invade irs home. So far.
none have yel succeeded in slaying the beast or stealing its treasure.

Around the den. within a 600 fOOl (183 m) radius. are always 204+8
Pucks, ID4 Bogies, and a Kelpie. They are friends and allies of Ihe Hy
dra and help to protecl him and his den whenever necessary. 1lley enjoy
combat and murder, and have successfully defended the lair against
Sphinxes. pirate bands. adventurers. and other Faerie Folk. many times.
Only the Pucks and Kelpie will fight 10 the death.



Continuing down the burrow will reveal a side chamber filled wilh
fresh water from an undcrground spring. There is a chance of cncoon
tcring 104 more Toad Sioois or a Kclpic here. This passagcway will
conlinue to curvc back toward the soulh. leading into the Hydra's den.
1be gargantuan. IJOxI60 foot (39.6 x 48.7 m) chamber reeks of ani
mals. death and decay. The floor is lillcred with the bones of animals

and humanoids.
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The Hydra
If forewarned by bailie, the Hydra will havc the initialive and be on

guard. The hideous creature willillack without mercy, alwlYs striking
to kill. II will fight to the death to protecl its Ilir and its life. II will kill
all wounded and pursuc invadcrs for I 04xlO minutes. unless all of its
othcr defcnders havc been slain. Even aftcr il rcturns to secure its lair
and regeneratc from its wounds. it will plot revcngc and send its min
ions 10 secretly locatc those who dared 10 auack il. Within ID6+ I
hours. the monstcr and a number of monslrous recruits (including 206
Pucks. 404 Toad Stools, 106 Kclpie and 106 Hairy Jacks) will come
looking to kill the pllyer characters! 1llc advcnturers will find them
selves constantly on the run until they leave the island. The Hydra never
forgets a face or forgives a transgression. so they can nevcr return with
out provoking his ragc.

This fcarsome. seven-headed dragon is a 25 feel (7.6 m) tall and 50
fOOl (I S.2 m) long. adult Hydra. II may wcll be one the most dangerous
monsters the player group has cver faced.

Name: 1llc Devil Beast: real name unknown.

Alignment: Diabolic
Allribules: I.Q. 10, M.A. II. M.E. 15. P.S. 44. P.P. 23. P.E. IS. P.B.
12, Spd. 60 (running).
Horror Factor: 17. To sec the ancient terror. whom the Salyr call the

"Devil Beast," will strikc fear into the Stoutesl warrior. All players
mUSI save vs Horror Factor to delenninc whether their character has
had a changc of hean. deciding 10 nee, lest he die in the teeth of the
most fearsome and powerful dragon he is evcr likely to sec. Even
the bnl,vcsi warriOf may be momentarily slllnned and consider flee

ing.
Hit Poinls: 1500!
S.D.C.: 1,400!
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Player NOIe: Although these crcalUre5 are all evil. good playtr char
acters will find it diffICUlt to justify invading !heir home and killing 10
acquire their Irt&surc. This will be especially unaccepuble if they have
learned thalttle Faerie Folk are I10l endangered by the dragon and d\4l il
actually helps to prOlect them and their island from invaders. Of course.
evil and anarchist characters won't have any such reservations and
probably drool jusl thinking about whal treasure may be within their
grasps.

The den is a long. "U" shaped digging. 60 feel (18 m) beneath the
tanh and rock. It is a sturdy. expcnly dug dwelling with no chance of
collapse: (perhaps other than magically il"lduced). Around the 30 fOOl (9
m) opening are scores of dead. broken. uprtl(Mcd and scorched trees
mingkd with the bones of giants. humans. Orcs and others 10 mart. !he
Hydra's domain and warn away trespassen.

Approximately 80 feel (24.4 m) ..l;est of the opening is a fallen tree.
UndcT the moiSl mold and Itaves lives an old friend of the Hydra's, a
Toad Stool of the foulesllcmperament. If the Toad 51001 can allack on a
one-on-onc basis it will do so. always attacking from behind. Howcvcr,
if as fcw as IWO characlcrs show up. il will appear as a nonnal-looking,
nonnal-sizcd toad. and watch what lfanspires. It willalcrt the other de
fcnders and go sncaking off to find the Hydra (il usually knows where
the dragon has gone to).

The sole entrance angles somewhat. running about 120 fect (36.6
m) in a northweslerly direclion. The tunnel is about 35 feet (10.7 m)
wide. 30 10 40 feet (9-12.2 m) tall. and slopes till it is about 70 feet
(21.3 m) underground. Bones of animals and humanoids litter the tunnel
and make prowling impossible: if the Hydra is home. it ....iIl hear intrud·
ers. 1llcre is a 0140% chance of encountering 104 Pucks thai also live
in the Hydra's den (among other inhabitants who'll be encounlered if
lhe charactcrs don't back olT). Hostile and mean. they will litempi 10
slay any inlruders. If outnumbered, they will shriek and run deeper into
lhe lair. alening their fellow defendc:rs and the Hydra if he is home,

1be mammoth burrow opens into a son of chamber before iltumS 10
lhe east, II is here that players are likely to meet their greatesl challenge
prior to combatting the Hydra itself. for the chamber is the home of two
Hairy Jacks (disguised as wikl boars). 106+4 Pucks and 104+4 Toad
Stools. If forewarned, the foul creatures will be ready to attack from all
comers. In addition. 104+I Bogies will be present (about a dozen live
in the mushroom patch) and other defenders from the outside may join
the fray. altacking from behind. unless all the outdoor defenders were
already slain. The chamber is 70x95 feel (21.3)( 29 m). with a 40 fOOl

(12.2 m) ceiling. It is cluttered with bones. several bundles of dry grass.
leaves and rags for bedding, a few large slones fOf chairs, fWO crude
wood and Slone ta.bles• .scattered piles of fruits, roots and mushrooms.
'There is also a mushroom patch where some of the Bogies and Toad
Stools live. There is only l04xlO silver pieces and 206x10 in gokl
scallered in hiding places throughoul this chamber.
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Natural A.R.: 14 (rolls to strike of 4-13 may hit but do no damage; this
includes magic weapons). f

P.P.E.: 600
Natural Abilities: Nightvision (600 feel/IS3 m; can see in total dark

ness). see the invisible. exceptional nonnal vision. see infrared. ul·
traviolet. tum invisible al will. track by smell (84%).
bio-regeneration (206 per melee round). resistant to fire and cold (liz

damage). and teleport self (40%).
Attacks Per Melee: Sixteen! Including nine physical strikes and seven

by breath attacks.
Combat Honuses: +8 to Strike. +6 to parry/dodge. +5 on initiative. +2

to pull punch. +2 to roll with impact. +3 on all saving throws. Each
bite does 306+ 14 damage. and claws do 406 times 10. plus 29.

Breath Attacks (7): All have a30 foot (9 m) range and 6 foot (1.8 m)
width.

Head One: Fire Breath (406 damage. ignites all flammables).

Head Two: Frost Breath (406+2 damage. puts a layer of ice on open
water).

Head Three: Poisonous Vapors (those who fail to save vs poison are
paralyzed for 204 melee rounds).

Head Four: Breath of Death (406+6 damage. save vs death).

Head Five: Corrosive Spray (all victims take 406+ 10 damage. in ad
dition. those with non-magical metal armor take an eXIra 306 damage
to the annor's S.D.C.).

Head Six: Cloud of Slumber (those who fail to save vs poison will
be put to sleep. Unless awakened. they will sleep for 206 melee
rounds).

Head Seven: Psionic Evil Eye (Bio-Manipulation: Pain. those who
fail to save ...s psionics are racked with pain. taking one point directly
off hit points. and taking a penalty of ·6 off the strikes. parries and
dodges of the next two melee rounds).

The Hydra's Treasure
Hidden under its bedding is a treasure that the beast has collected

o...er the last dozen centuries. E...en on this remote island it has gathered
a king's ransom. The longer the characters search. the more of the treas
ure they'll recover. The amount of treasure is limited by how much time
is spent in searching.

Quick Search (under ten minules): 8.000 in gold and sil ...er. five
gems worth 3.500. two shon swords. and a full suit of human chain
mail. Tell the characters. "It seems like you ·...e only reco...ered about
half what is hidden here. Do you want to keep looking?"

Decenl Seareh (twenly minules): An additional 16.000 in gold and
silver. fifteen gems wonh a total of 8.000 gold. three shon swords. one
large sword. two maces. a morning star. and another suit of chain mail.
G.M.s. tell the characters. "After a full twenty minutes of searching it
seems like you must have at least half the loot. but not all of it. Do you
wan! to risk sticking around?"

If it hasn't been discussed yet. don't forget to mention that each Hy
dra's tooth should bring at least 10,000 gold wholesale. Furthermore,
the Hydra/dragon's bones are worth a small fonune. of course the car
cass must be butchered. ButChering a dragon with its natural A.R. and
thick flesh is an arduous task that would take a dozen trained men two
or three weeks. Nole: There is 18 10 2R teeth per each Hydra head.

Careful, Lengthy Search (2-4 hours): The characters should re
cover small quantities of gold and jewels (about 500 gold worth. e...ery
15 minutes). and the occasional weapon or suit of armor. At the end of
the period. the G.M. reads. "Whew! It seems like you must ha...e most
of what was here. And it seems to be taking longer and longer to find
anything worthwhile. Are you through yet?"

Persistent Search (6 hours or more), If the characters just keep
looking, they'1J be rewarded with the mother load! When it all gets 10

tailed up. they'lI have 60.000 in gold and silver. 45.000 in gems. 3 me
dium.power lightning javelins. 4 lightning arrows (306 damage). 20
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short swords, 8 large swords, 8 maces, 2 morning stars, 3 human fuJI
suits of chain. 2 human full suits of scale mail. one giant Cyclops suit of
splint. and one Ogre/Wolfen size suit of double mail, plus an Eye of the
Cat magic crystal (see Palladium Falltasy RPG, 2nd edition, page 256).
G.M.s. say. "Wow! I guess your search really paid off! E...en though it
took hours, you managed to find the main hiding place. Where are you
going now? And how are you going to haul this stuff to the ship?"

Note: A number of ...illainous Faerie Folk are likely to attack and
steal as much as they can whenever they can. Likewise. if the group has
booked passage with pirates or an unscrupulous crew. they can count'
on it all being slolen unless they hide some of it and cuI the captain and
crew in for at least 30%! It may be best to lake only the most valuable
items and leave or try to hide Ote rest (not likely with Faerie Folk
around). The longer they take to get off the island. the more battles and
problems they'll encounter.

Typical Satyr Quick Slats
Size: 5 feet (1.5 m) tall.
Average Alignment: Anarchist; true ... illians will be e... il.
Attacks Per Melee: 3
Weapons: Handmade wood and stone kni ...es, spears. and clubs. All do

1-6 damage.
Bonuses: None
Average Hit Points: 27; Average S,D,c': 40
Average AUributesor Nole: I.Q. 6. P.S. 10. P.P. 9. Spd. 15
Faerie Magic: Change wind direction. create mild wind. howling wind.

Note: Common items such as metal tools. pots. pans and weapons
are co...eted by these creatures. Thus a short sword. knife. or mace is a
treasure. Wine and rum are also ...alued. but not likely to be a...ailable.

Typical Puck, Quick Stats
There are 404 Pucks who are COnstantly dropping into the chamber.

Size: 3-4 feet (0.9-1.2 m) tall.
Alignment: All are black-hearted little rogues (mostly Miscreant and
Diabolic) and are equal to 2nd level thie ...es.
Average Atlributes of Note: I.Q. 6, P.S. 7, P.P. 19, Spd. 12
Average Hit Points: 30: Average S,D.C.: 35
Natural A.R.: 12
P.P.E.: 200
Skills or Note: Pick pockets (55%). pick locks (45%). prowl (50%).

and recognize poison (72%).
Faerie Magic: Night ... ision (90 feet). fair normal vision. sense the loca

tion of water 50%, sense the location of ley lines 50%. and meta·
morphosis into a goat. dog, pony or wild boar. Spells include Spoil.
repel animals. death lrance. and concealment.

Combal Bonuses: Five attacks per melee, with +3 on initiative. +2 to
strike, parry and dodge. +2 to roll with impact, +6 to save vs horror
factor. and +2 on all saving throws. Claws/punch ID6 S.D.C.. power
punch 104 (counts as two attacks). kick 306 S.D.C.. bite 106+2
S.D.C.. or magic weapon (their weapons do 106 damage).

Note: The leader of the Hydra's Pucks. Grphmt. is a bit smarter
(I.Q. 9). a bit tougher (45 H.P.) and nastier than the resl. He also has an
extra +3 10 strike. parry and dodge, and an extra +2 vs magic. The only
thing that distinguishes him from the others is his "extra" magical,
Gryphon Claw gloves (206 damage and turns holder invisible twice per
day).

Average Toad Stool, Quick Stats
Alignment: Miscreant or Diabolic
Average Attributes: I.Q. 5, M.E. 7. M.A. 3. P.S. 4. P.P. 9. P.E. 9. P.B.

2, Spd. 8
Average Hit Points: 21; Average S.D.C.: 30
Natural A.R.: 10
Skills of Note: Speaks Faerie and Gobblely 98%. Dwarven and EI ...en

80%, identify plants & fruit 55%. wilderness survival 80%. track



animalslfaeries 55%. faerie lore 85%. sing 15%. climb 70%160%.
and swim 98%. f

Natural Abilities: Nightvision (90 fee1/27.4 m). fair nonnaI vision.
tK>Id breath for up 10 30 minules. sense the loealion of water 80%.
sense the location of ley lines 40%. and melaITIOrphosis inU) a toad_
It can cas:t summon fog. animate plants. spoil (waler only). and repel
animals.

Combat: Four anac:kJ per melee. +1 on initiative. +2 to strike. parry
and dodge. +2 to roll with impact. +2 on all savinglhrows.

Natural Attadu: Clawslpunch (106 damage). bite (206 damage). poi
son breath (106+2 S.D.C. damage. fever and nausea lasting for a
full day. with -3 10 dodge and parry. and -10% on skill perfonnance.
unless save vs poison). wan touch (any louch against bare flesh
causes 106 painful and ugly warn. which then spread over the body.
reducing P.D. by 2 points. and lhen -2 on initiative. -10'1. on skills,
cured only by remove curse).

The Little
Sister Island

The Linle Sister is the smallest of the island cluster. Its proximily 10

the sea serpenl infesled walers of the nonh and the Faerie Island makes
it a place to be avoided by Cyclops and humans alike. Ironically. the lit
lie, forested island is fairly devoid of dangers or even faerie influence.
Occuionally pirates not secretly affiliated with the Western Empire use
the lillie Sister as a hideaway. The pirate hideaway is restricted to the
Nonheast coastline. 1be chance of encountering pirates (104 boats with
lD4)(IO+SO men) is 01·38%. However, specific pirate stats are nOl
listed because they are not a regular presence on the island and do not

travel beyond their outpost. If pirates are docked at their outpost, their
presence will be known quickly and can be easily avoid (they aren't
looting for IroUble and feel safe). Whether an encounter with pinales is
friendly, hostile or indifferent depends entirely on circumstance and
how the player characters CondLKI themselves.
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Random Encounter Table for the Little Sister
Roll once every five hours.

01·13 104 Common Faeries looking for mischief.

14-20 106 wild pigs escaped from the pirate base.

21·30 One hostile Harpy.

31·40 204 Water Sprites in a curious mood; will rine through the
belongings of others and cause playful mischief.

41-48 One peryton looking to vent some evil!

49·54 11)4 runaway Ore or Ogre slaves, or criminals hiding on the
island. All are evil and will usc the player characters for their own ends
and/or well.being.

55-62 106 playful Tree Sprites.

63-70 One Gryphon on the prowl. but will only attack if th~atened.



71-80 Two Harpies in a deadly mood.

81-88 One Brownie looking for a handout of sweets. milk. beer or
wine (may request a hat if one is available). Will warn friendly people
of the pirates or other danger.

89-92 204 wild dogs made hostile from faerie pranks will lash out
angrily.

93-94 Pegasus nying overhead. high in the clouds.

95-00 One aging Gryphon. hurt. hungry and hostile.

The Pirate Lebrac
Captain Lebrac is an honorable man. as pirates go. and loved by his

men. He plunders only Western Empire and Land of the South Winds
vessels as part of a personal vendetla. He rarely takes captives or deals
in slaves or kidnapping. In keeping with his personal code. he sinks
only other pirates. war and military ships (and only those who pursue
him). and tries never to take a life without just cause. Lebrac is the one
who found and had built the Pirates' Hideaway. He and his two fellow
captains use it frequently.

Capt. Lebrac, Quick Stats
Alignment: Aberrant
O.C.C. & Experience: 12th Level Elf Pirate
Age: 60: young for an Elf.
Attributes: I.Q. 13. M.E. 18. P.S. 13. P.P. 14, all others are average.
Hit Points: 58; S.D.C.: 24
P.P.E.: 16
AUacks per Mel~: Six; hand to hand: martial arts and boxing.
Armor o( Note: Always wears magic leather of iron (A.R.: 15, S.D.C.:

180).
Weapons of Note: Magic. invisible broad sword (204+2 to damage.

and +2 to strike and pany), belaying pin (106+4 damage. extra +3
to strike), grappling hook (204 damage), 2 knives (106 each). and
scimitar (204 damage).

Magic Items o( Note: Medallion of mystic eye (levitate three times
daily and + I to save vs psionics). Potions: (Locked in his cabin) one
invisibility. one negate magic potion. one foresee the future. two
truth serums. three healing. two superior healing and one impervious
to fire.

Underlings: The second in command is an 8th level air warlock, Sig
(EIO. His personal aide is Karvor. a physically powerful (P.S. 25)
and clever (I.Q. 18) Ogre pirate (9th level). Captains Martin (10th
level) and Ranol (6th level) command the two other ships under his
command. All of Lebrac's men are either unprincipled. anarchist.
aberrant or miscreant (in order of likelihood).

Personal Wealth: 12.000 in gems and 4.000 in gold; this is in addition
to the hidden treasure on the island. Extra suit of studded leather ar
mor. large shield. 2 extra daggers. and a broad sword (Kobold qual
ity: +2 to damage). Also keeps a Gem of Direction.

The Pirate's Hideaway

I. Rope Shack. Contains a total of 700 feet (2 13m) of rope in vari
ous lengths. plus twine. heavy thread for sail repairs, sewing needles,
sail patches. fishing line. two empty 50 gallon barrels and two knives.

2. Bunkhouse. Capable of holding up to 60 men comfortably: two
Story. wood building. Empty when not occupied by pirates.

3. Main House, The largest of the 14 buildings. it is the only other
two story structure on the island. The doors will be locked whcn not oc
cupied. The first noor has a large dining area with several. long. wood
tables. benches and chairs. The kitchen and storage room are stocked
with many pots. pans and cooking utensils. Atlached to the kitchen is
the pantry containing 200 lbs. (90 kg) of flour. 100 lbs. of oats (45 kg).
50 lbs. (22.6 kg) of sugar. 50 lbs. (22.6 kg) of salt, various spices, JO
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lbs. (4.5 kg) of lard and two 20 gallon kegs of rum (fair quality). All
perishables are tightly sealed with wax.

A detect secret compartments or close scrutiny of the noor will re
veal a trap-door which leads to an extremely large "storm" cellar. Con
tains four torches. one lantern. a dozen candles, one large plush chair
(captain's). several benches. three large lables. one 50 gallon barrel of
water. one 50 gallon barrel of wine. three empty, 50 gallon wine barrels.
a nute. mandolin. two runka poleanns (2-12 damage) and three poor
quality knives.

Further scrutiny of the cellar to detect secrel compartments will reo
veal a IOxlO secret hideaway room in the north wall. Contains two bed
rolls,5 gallon keg of high quality wine. lantern, incense (3 sticks), suit
of human/elf size chain mail. crossbow. 24 bolts. and broad sword. In
the south wall is another secret compartment, 2x2x2 feet. Contains 600
in gold. 3200 in small gems. 3 daggers. 3 potions of healing. bollie of
good brandy, and bandages. Note: The secret door to the room can be
locked from the inside and has an S.D.C. of 300. This room is known
only to the three Captains and their first mates.

The secol)d floor is a bunkhouse wilh eight individual sleeping
quarters for officers and three larger bunk areas for up to 60 men. No
valuables.

4. Smoke House. Empty when not in use. Meats and fish are
smoked, salted and otherwise preserved. 25 gallon barrel with 10 lbs.
(4.5 kg) of salt still in it.

5. Storage Shack. A shabby but sturdy. windowless shack with an
outside lock and sliding bolts. Also used as a prison.

6. Carpentry Shack. The third largest building holds 100 wood
pegs. 400 nails of various sizes, 6 saws, chisels. wedges, woodworking
tools, files. two dozen hammers. 6 mallets. 18 scrapers. 10 gallons of
red paint, 4 gallons of black paint. 30 gallons of varnish, 50 gallons of
tar, and assorted other tools. Another 120 foot length of rope can be
found along with 6 sets of manacles for hands and legs, one suit of ogre
size studded lealher, 2 short swords. 41 crossbow bolts (no bow) and 9
hand axes. A variety of planks. boards and poles are neatly stacked
against the south wall.

7, Bath House, Contains two wagons with barrels for water and five
bathing tubs.

8. The First Mate's Cabin. Contains table, chairs. bedroll. No valu
ables or personal belongings when not in use.

9. The Caplain's Cabin. The nicest, yet most modestly furnished of
all the cabins. No valuables will be found when not in use.

10. The Warlock's Cabin. This cabin is used by the ship's warlock
or other man of magic.

11. The Navigator's Cabin. Another modest cabin, upwind of the
animal pens.

12. Animal Pens. Used for temporary holding of livestock and poul
try. Empty when not in use.

13. & 14. Both are "lookout posts"; small, modest. yet sturdy cabins
with reinforced doors and arrow slits instead of windows. When in use.
two to four men will sland guard, watching for unfriendly ships (or
ground forces coming up from the forest).

The Will-O-The-Wisp
Near the center of the island is a magnificent, monstrous tree that

towers above all the others. Both beautiful and frightening. the crown of
the tree is green and lush. reaching over 800 feet (243.8 m) into the sky.
The lower region of the ancient tree is no less impressive. with a twist
ing trunk, 30 feet (9 m) round, and a weave of unburied roots that
stretches 200 feel (61 m) in all directions. Its lower branches are mostly
barren, dangling like so many anns with a thousand fingers clawing at
the earth and leaves. The sun has not shown beneath its cunain of
leaves and branches in centuries. so that it appears to be dusk even at
high noon. Three hundred feet (91.5 m) above ground are scars from
lightning: its split trunk growing logether to greet the sun.



Despite its ominous, even frightful base, the mighty trc:c: has weath
ered every stonn and serves to protect the small and frail creatures of
the: forest. Beauty thrive,~ here for those who pause to look. Squirrels.
chipmunks. mice and a conglomeration of birds, nest and play within its
sturdy trunk and tangle of roots and branches. Faeries and Sprites dance
with the butlerflies and sleep cradled in the leafy embrace of their an
cient friend.

A friend in more ways than one might initially realize, for the tower
ing forest sentinel is itself a wocxlland spirit, a WiII-Q.The.Wisp: a be
nevolent force and protector of kindred spirits.

Surprisingly. the pirates, especially the men under Captain Lcbrac.
recognize this "spirit" and respect it; some out of fear, Others by choice.
For this reason the pirates rarely enter its forest or hunt its creatures.
Rumor has it that Captain Lcbrac earned the crealUre's friendship when
he slew a dozen of his own men who were tonuring incapacitated faer
ies JUSt outside the reach of the tree. On anOther occasion it is said that
Lebrac helped defend the tree and Faerie Folk from some son of terrible
evil at great personal risk to himself and his men. It is funher rumored
that. in tum. the Will-O-The-Wisp allows Lcbrac to bury his treasure
under its roots. protttting it from any who might wrongfully claim il.

WiII·O·The·Wisp, Quick Stats
Alignmenl: Scrupulous
Altributes: 1.0. 10. M.E. 21. M.A. 9. P.S. 19, P.P. 8, P.E. 16, P.B. 14,
Spd.2
Hil PoinlslS.O.C.: The tree itself is 20.000. while the wisp entity is
just 160.
Age: 1000 years within this panicular tree.
AUacks Per Melee: Four in hand to hand, striking with heavy branches

that do 206 damage. il can also entangle 206 creatures simultane
ously. To break free of entanglement by branches will require in
flicting 30 points of damage. To break free of the roots requires 60
points of damage to break/chop free. Nole: There is a 62% likeli
hocxl the person is so completely entangled that he or she cannot
move/strike/altack in any way other than by spell or psionics. Of
course the WilJ-O-The-Wisp can release its captives at any time.
This panicular Will-O-The-Wisp will kill only if absolutely neces·
sary.

Magic AUacks: 10th level proficiency - one attack per melee.
Magic ,Abilities: Call1ighlning, wind rush, purple mist, create fog. cir

cle of rain. mend wood/clay, and extinguish fires.

Noll': In addition to the Wisp's natural defenses, there are always
406 Common Faeries, 404 Tree Sprites arn:l 206 Bogies: all are loyal
to the Wisp and woold die defending it.

The Pirales' Treasure: Buried ncar the base of the ancient tree is
the booty of Captain Lcbrac. II is hidden among the tree's roots about
five feet (1.5 m) under the earth. For Captain Lcbrac or one of his
"trusted" men to gain access. the tree will simply spread its roots, open
ing to reveal the locked chests and annor. The Treasure Includes:

• 22,400 in silver and gold coins.
• 20,000 in gems.
• One full suit of solid gold plate annor, perhaps for some royalty

(A.R. 8. S.D.C. 40), wonh aoout 10,000 gold.
• Two ounces of dragon bone dust.
• 44 lotus petals.
• Two suits of scale annor.
• Sill suils of chain annor.
• Two suits of studded leather annor.
• Four large shields.
• One full suit of plate barding.
• Swords: 12 scimitars, 4 bastard swords. one Claymore.
• Potions locked in a small, padded, iron box:

2 Truth Serums 6 Swim as a fish
I Mute 2 Negate Magic
I Invisibility 10 Healing (superior)

ISO

The Floenry
Island Chain

The F10enry Islands are the last reaches of the known world in the
south. All are tropical with tall grass and jungles. The average tempera
ture is very wann (90 degrees Fahrenheit). made tolerable by pleasant
ocean breezes sweeping the islands. Inside the rain forests: where the
dense vegetation stops the wind. the wannth turns into a sticky steam
bath of unpleasant heat, hovering between 95 and 100 degrees Fahren
heit.

Man's arrival to the islands is relatively recent. within the last five
cenluries. Although first chan~ by the Timiro Kingdom, it was the
Land 0{ the S~uth Winds who first ellplored Ihe two largest islands. Re
pons of an ancient city laid to ruin by the passage of time provoked the
curiosity of the Western Empire. However, the Empire's cllplorations
(under much protest by the Land of the Sooth Winds) uneanhed no
treasure or arcane knowledge. The Western scholars are convinced the
ancient civilization, of which many ruins can be found on nearly every
island, predates the Elves and Dwarves, and had almost undoubtedly
been built by one of the forgotten archaic races who perished during
the cataclysmic baltic with the dreaded Old Ones aeons past. Western
scholars further believe that the ape-like giants known as the Grimbor
are the cursed (de-evolved) ancestors of this, once great, race. The
Southern Kingdoms find such notions ludicrous and reject them en
tirely.

Over lhe last two cenlllries, the Western Empire has lost its interest
and what few feeble claims it may have had on the islands. However.
Empire Slavers still frequent the remote islands to capture Ihe lumber
ing Grimbor for spon in their gladiatorial arenas and as ellotic animals
for their zoos and for sale in their markets. Grimoor safaris to the re
mote islands are also continued by the nobles of the Western Empire
and the Land of the South Winds. A practice that threatens to eradicate
the giants from the Palladium World.

Over the decades, The Land of the South Winds, Timiro Kingdom,
and the Western Empire have all contended 10 own all or part of the is
land chain. However, since the islands possess little value in Ihe way of
natural resources or ancient treasures, the Western Empire has stepped
out of the piclllre, leaving the Land of the South Winds and the Timiro
Kingdom to squabble over them. The islands also offer lillie: strategic
significance. They are too far away to have much naval influence, ex
cept for pirates who use them as distanl hideaways from the law and
places for a little R&R (Rest and Relaxation). Of the founeen islands,
only three are known to have been colonized by humans. The dense
vegetation', deadly predators. sudden stonns and poor soil for fanning
makes all the islands inhospitable for settlement. Many supplies and ne·
cessities would need to be imponed through waters filled with sea mon
sters. Most potential colonists also hate the idea of being so isolated and
cut off from "civilization" on the mainland. They fear that stonns. mon
sters or pirates would make easy pickings of them; with the nearest help
being hundreds of miles away and several days' journey. Settlers would
rather brave the ·'promised land" of the Eastern Territory, or even the
reclamation of the Old Kingdom or Yin-Sloth Jungles.

Furthennore, any attempt by political powers to establish a military
stronghold on the island would cause immediatc conflict with all of the
kingdoms, including the Land of the South Winds, Timiro Kingdom,
the Eastern Territory and Wcstern Empire. It is conceivable that even
the distant Kingdom of Bizantium, and the newly fonned Wolfen Em
pire, would become involved in at least a peripheral way. Consequently,
while the Southern kingdoms posture, grumble, threaten and stomp
their feet. none will dare take any stronger action in claiming, settling or



controlling the Floenry Isles. This has left the islands as a son of inde·
pendent territory without direct affiliation to anyone kingdom. '
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Oen Island
Total Population: An eSlimated 43.000.
Radal Breakdown: 70% Human. 5% nonhuman. 25% nonhuman
plantation slaves; mostly orcs.

Den Island is a province of the Land or the South Winds and repre
sents the most successful venture 10 colonize this pan of the world. The
island is covered with scallered fishing villages. small fanns and large
sugar cane plantations. The people are mostly fanners. peasants and
nonhuman slaves. A typical village is populated by 200 to 800 people.
and contains no shops. markets or rooming houses. Sandy beaches rim
the entire length of the west coast. giving easy access to small vessels.
Large ships must be careful not to run aground in its shallow waters.
The jungle that remains is thin. with few natural predators.

The closes! thing to a city is POri Oen. the largest and most "civi
lized" community. It is here that all ruling figuTCs preside. It is at Pon
Den !hal the Land of the South Winds conducts its business. The is,
land's Royal Regent. tax collector. sugar cane warehouses. main docks.
Royal Anny (a small outpost) and a handful of taverns. tin)' shops and
one boarding house are located at the Port. The shops are mostly local
craftsmen selling common necessities such as rope. tools. utensils. food.
drink and simple clothing: no magic items. annor or weapons are avail
able. Nor are there any fancy clothes. equipmenl or services. This is a
simple work community with few amenities. What few bener shops ex
ist cater to visiting sailors on shore-leave from their cargo ships. The
Royal Anny is also stationed at Pon Den with 200. 14th level soldiers.

lSI
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Enry

All that changed a decade ago. when an extraordinary encounter
transfonned the peaceful and prosperous Enry Island into a religious
war zone. It staned when a mage and his emourage appeared out of the
air. without warning or vessel.

This strange visitor. who called himself Noah. claimed to be seeking
a retreat after a great and horrendous adventure in the Old Kingdom.
Nighl after nighl. he spun tall tales of his epic adventure. an adventure
lhat pit him and his companions against the last of the awake Old Ones.
At some point the nature of his tales raised the ire of one of the priests
of Light. 1be priest objected to some minor point (no one seems to re
member the euct details). which led to an argument. then to a ralher
loud debate. and which then escalated into a feud. During the feuding.
when different members of the population took sides with either the
mage or the priest_ the mage made his most bold (and. from the point of
view of the Church of Light. his most profane) pnxlarnalion. The mage
said that ThOlh. one of the triumvirate of deities of the Church of Light.
was himself an Old One! To prove it. the mage gathered an audience of
bol:h his supponers and detraCtors. and displayed an ancient tome.
Translating out loud from lhe book. the mage quoted a section that de
scribed how an Old One was transfonned by arcane magic into the per
son of Thoth!

Most of lhe islanders could barely read. and none of them, not even
the educated priests. could even identify the language or script of the
mage's book. 1be priests were unconvinced, and the people were split
between those who believed the mage and those who believed the
priests.

Outraged. both by the blasphemy and by the loss of followers, the
priest challenged the mage. proclaiming. ''Tholh and the legions of light
shall guide my hand in destroying you. '0 devil spawn blasphemer!"

The ballie which quickly shifted from a physical brawl to magical
combat. grew to include over a dozen priests and all the mage's com
panions. At the end it was the mage and his cohorts who stood trium
phant. Wiping the sweat and blood from his brow. he said in anger: "Let
it be known to all that J. Noah, the greatest mage in all the world. speak
the truth, or let Thoth himself strike me dead:' After a few minutes. he
announced in an unnatural, booming voice: "Only fools will worship a
dreaded Old One in any guise. be it god or demon. Worship of the Old
Ones can awaken them from their enchanted slumber, so you and all
other witless, misguided fools who worship ThOlh risk awakening an
Old One with every prayer. I pity you, for you are the pathetic pawns of
an evil master!"

152

Enry Island
Tolal Population: An estimated 78,000.
Racial Breakdown: 80% Human, 12% other. 8% Ore slaves.
Highlights Indude:
• Enry is a self-sufficient territory of the Timiro Kingdom.
• The chid ruling body is affiliated with the Church of Light.
• Roughly 60% of the population are followers of the Church of

Ugh!.
• A radical, militant cull has slarted a movement \0 topple the Church

of Light and its ruling body. This Anli-ThOlh cult represents about
40% of the population.

• The Secret Cult of Yin-Sloth is a covert, fanalical. death cult which
antagonizes both religious faclions by perfonning horrible acts of
evil on the anli-Thoth cult while pretending to be members of the
Church of Light. The activity of this group, more than any other, has
pushed emotions 10 the ragged edge. Estimated number of Yin-Sloth
cultists is 1,000.

• The situation. is highly volatile. Most believe lhat an outright,
bloody, civil war is inevitable.

The Island of Enry is the largest in the chain and is an u//official
territory of the Timiro Kingdom. However, in the last decade, Enry Is
land has become a hotbed of civil unrest and therefore. a political em
barrassment.

The people of Enry are extremely religious and, until recenliy, vinu
ally the entire population were devout followers of the Church of Light
(Ra. Isis. and Thoth). Indeed. the founding expedition was organized
and led by the late Cardinal Bdipho//l. a truly great figure in lhe history
of Timiro. Since 80% of the people living on the island are direct de
scendants of that original colonization expedition. iI's noc surprising
that the Church of Light was lhe dominant religion. and that religious
life on the island was fairly hannonious.



With this. the mage turned, collected his belongings and entourage.
and walked into the jungle. He was never seen again, f

1be true identify of the mage remains unknown. 1bere is no record
of any recent confrontation with an Old One (the last record of an Old
One is usually thought to be over 30.000 years old). Nor is there any reo
cord of a mage. from any land. known as Noah. This has led some to
believe that the mage was a demon sent 10 test their happy community
and wreak mayhem upon them. Others believe he was an angel sent to
warn them of their folly and to destroy the priests who had led them to
the brink of self·destruction.

Whoever the mage was. he has forever destroyed the serenity of
Enry Island. The people are divided into twO fanatical religious cam~.
One group still worships Thoth and the Church of Light. and represents
the majorit)' (about 60%) of the island's people. Most of the remaining
40% truly believe that1lloth is an Old One and that continued worship
will bring about the end of the world. Consequently. the latter group has
become irrevocably driven to destroy the Church of Light and stop the
worship of ·1ltoth the Deceiver:' What began as a peaceful movement
to enlighten the misinformed. has quickly turned to fruSlralion and vio
lence. The island community is now segregated, with the majority. 1be
Church of Light, as the unofficial rulers and controllers of the main
pon. impons and exports. the militia. government, immigration (who
can leave Ihe island). and the keepers of Ihe one lrue church. To speak
against or badly of the church, priests or the gods, Ra, Isis. and espe
cially Thoth. is blasphemy and subject to fine. public ridicule and/or im
prisonment. To openly speak out against Thoth. Ihal is. to openly claim

thai he is an Old One. or that the church is the vehicle of the Old Ones.
is the ultimate heresy and can lead to anything from a fist fight or brawl.
10 a riot, imprisonment, tonure and even public execution. Likewise,
anyone who beats or kills someone who has clearly committed public
heresy is considered a hero/defender of the Church of Light. and free
from all criminal charges. This only serves to spread anarchy and dis
content.

The Anti-Thoth Cult
Having forsaken all the gods in the Pantheon of Light and Dark. and

finding themselves persecuted by the Church of Light, those who be
lieve Thoth to be an Old One turned to the worship of elemental forces
and jungle gods. They have created secret societies, cults and meeting
places where they can speak freely. All this paranoia. fear and hatred
has bred an escalating violence. and the Anti-Thoth Cult is now ob
sessed with eradicating the followers of Thoth. Ihinking that those who
will not be swayed by the spoken word must be destroyed. Temples,
shrines and churches are now the sites of constant violence. whether il
be vandalism. theft. fires, murder. kidnapping. magic attacks or outright
riots or armed assaults. Religious icons. structures, priests. heads of
government and fervent worshippers of ThOlh are the main targets of
violence. but anybody can be swepl up in the tumulluous cauldron of
seething emotions. Horrible aCls of cruelty. injustice and revenge are
perpetrated againsl both factions, by both factions. However. it is im
ponant to stress that most of these people are good. honest, deeply re
ligious men, women and children who are not inherently evil nor
insane. They do not see their aclions as cruel. evil or unjusi. Instead.
they view them as actions of self·preservation. enlightenment and ne
cessity. Most see themselves as victims of the other side's evil, and they
are right and innocent of all wrongdoing.

Several dozen preachers have taken their words of enlightenmenllO
the mainland at the Land of the South Winds and Timiro. However,
without having been wilness to the clash between the mage/angel and
the (evil) priests. the impact of their words is vinually nill. Few people
arc willing to believe Thoth is or ever was an Old One. and laugh mosl
of these preachers off their soap boxes. Still, a handful of tiny cults have
rooted themselves in these kingdoms. where they pray for peace, spread
the "truth" and try to undermine the Church of Light whenever they
can.

ISJ

1J! Ir I' I'
The Cult of Yin·Sloth

Rounding OUt the religious chaos on Enry Island is the most fanati
cal and murderous of all Ihe many cults and factions, the secret cull of
Yin-Sloth the Terrible. This cull's goal is to Qwaken the Old Ones.
Ironically. these people's beliefs concur with the Anti-Thoth cullS', thai
Thoth is an Old One and that his worshippers will inadvenenlly awaken
the Old Ones. They do nOl want the worship of Thoth to cease. Conse
quently. they want 10 preserve the Church of Light. and to deslroy the
Anti-Thoth movement! Thus. the horrifying tactics of this evil cult are
all clearly done in the name of the Church of Ught. Dismemberment.
tonure, mutilation. human sacrifice and all manner of depravity are the
trademarks of the Yin-Sloth cultists acting under the guise of the
Church of Light. These acts frequently drive the Anti-Thoth believers
into a frenzy. and are the main reason they are so convinced that the
Church of Light is evil.

Although the Church of Light insists that they do not condone. en
courage or panake in such atrocities. the Yin-Sloth cultists have the



anti-Thoth followers convinced otherwise. Thus. all of their crimes fall
on the Church of Light. and the tension. fear and hate grows on all
sides.

Compared to the numbers of true followers of the Church of Light,
or of the Anti-Tholh Cult, the Cult of Yin-Sloth is tiny. At best, there
are only one thousand. However, since this small group consislS only of
loyal fanatics. and since their actions are so extreme, they are having a
major impact on the ongoing religious conflict.

Travelling on Enry Island
The Enry island is a dangerous place for any visitors, whether they.

suppon the Anti-Thoth believers or the followers of the Gods of Light.
Strong sentiments, or even casual comments ("hasn't this gotten oul of
hand?") from strangers is likely to provoke some foul action from
somebody ("Unbeliever! You reveal yourself as an agent of our ene
mies!"). The Cult of Yin-Sloth also uses unwilling visitors as pawns to
stir up trouble, or frames them for their handiwork.

The main pon of Miro is the safest place for visitors. It is a small.
no frills, harbor town with many docks, piers and warehouses. It is most
often used as a rest and supply stop by merchant ships from the west.
As such, Ihere are a half dozen inns, taverns and brothels. Shops are
small and usually deal in common, useful tools, utensils, clothes, food
and drink. Weapons, such as daggers, swords, spears and tridents (for
fishing), and annor of poor quality can be purchased (or items re
paired). but no magic is available anywhere. Healing and special mystic
services are provided o"ly by the Church of Light (another bone of con
tention). Using the services of the Church of Light will mark the charac
ter(s) as being aligned with the Old One, Thoth.

The coast and island interior are dotted with fishing and fanning
villages. The main crops are sugar cane used for the manufacturing of
molasses and rum, and rice. The east is entirely jungle, but not nearly as
dangerous as its many sister islands, for the Grimbor and most other
predators have been eliminated.

In the center of the jungle is an ancient (Grimbor?) ruin of a pyra
mid-like structure that has been adopted by the Yin-Sloth cult. A 4th
level priest of Yin-Sloth, and 606 followers, are in the area at all times.
They are cruel, evil men and women who will attack any person or
group that looks vulnerable. Captives will be robbed and sacrificed to
Yin-Sloth. At least 50% of these cultists are cannibals! The stone pyra
mid reslS at the nexus junction of three ley lines. It is said that the
priests of Yin-Sloth can communicate with their dark god on special
days. and even summon forth his minions, although none can remember
when this was ever done.

Random Nighttime City Encounters
Roll percentile. A new event can break out as often as every few

hours, or as infrequently as once a week. depending on the community
and the undercurrenlS of unrest at the time.

01-10 Black priest of Yin·Sloth. Hostile, eager to prove himself.
Level of experience: 104. Adjust spells and abilities appropriately. Mis
creant alignment. Will cause mayhem and murder in the name of the
Church of Light. The player characters could stumble onto, or inadver
tently become victims in one of his plots.

11-20 Church of Light Mob, 304 members of the Church of Light,
looking for a victim to '·punish." Mean, drunk and potentially murder
ous. all are equal to second level mercenaries; average hit points 20,
S.D.C. 20; armed with swords or clubs and spears, no magic. Will flee
if magic is exhibited or if half of them are subdued. However, the survi·
vors are likely (01-60%) to cause more trouble for the player characters
at a later time.

21-24 Public Flogging. A mob of Church of Light followers is at
tempting to "convert" or "save" an old, Anti-Thoth Ore. If the flogging
continues unintenupted for another fifteen minutes, the Ore will cer
tainly die. Even if he is released, there is a 01-86% chance that he will
expire from his wounds. Anybody who interferes or helps the Ore will
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be presumed to be sympathizers of the Anti-Thoth movement. and
viewed with great suspicion. Any violence will bring criminal charges
against all persons involved. However, minor altercations can be ab
solved with a donation 10 the Church of Lighl (100 gold or more).

25-33 Shrine or Temple Assault. 404+6 men are attacking a holy
place, wrecking statues and structures as welt as attacking priests and
worshippers. regardless of age or sex. Already one young priest. two

women, three men and a child, have been severely hurt (no one has died
as yet).

The assailanlS are all masked. wear hard leather armor. A.R. 11,
S.D.C. 30, armed with common blade weapons and an occasional cross
bow (one in four). All are cqualto ~ond level mercenaries, with aver
age hit points of 24 and 15 S.D.C. They will engage anyone who joins
in the combat, but flee if one-third of their number are injured. None
will fight to the death: all will try 10 escape.

34-38 Anti-Thoth Preacher. A wizened old preacher will warn of
the dangers in the area, as well as warn the group of '11I01h the De
ceiver:' If overheard, the gentle. old elf may be attacked. imprisoned,
publicly humiliated or beaten (01-50% chance of the beating killing
him). Those who try to protect him will be beaten as well, unless they
outnumber or overpower the assailants, in which case. name calling and
threats will suffice.

39-42 Grimbor, Rogue Grimbor covered with fresh blood. It will
auack and try to kill anybody who makes a sudden move, or is within
10 feet (3 m). The Grimbor has 32 hit points and 20 S.D.C. left, it's al
ready pretty injured. The poor creature attacks out of fear and agony be
cause of the injury inflicted by cruel hunters. It carries a club (206+6
damage), but it will first attack. by biting (204 damage). Insane with
rage and pain, the creature will fight to the death. Anyone who has been



binen should be concerned by lhe greenish froth coming from the Grim·
bor's moulh. ,

4J-45 Corpse. One: Dead follower of lhe Church of Lighl. A Iotal of
6 gold coins and a knife are the only valWlbles left on his person. The
murder is very recenl (G.M.·s oplion to have murde:rer(s) still in the
-).

46-50 Drunkftl Brawl. 204+3 Drunken human sailoB from the
WCSIem Empire. who are spoiling for a fight. Their favorile wgeu will
be nonhumans like Wolfen. Orcs and Goblins. but player chaBctm are
juS! as likely 10 be the objeclS of insullS and other provocations. All are
3rd level. average hil poinlS 30 and 18 S.D.C. None will fight 10 the
death (G.M.·s option 10 make one or IWO tougher with aruibute bonuses'
or sptCial weapons).

51·57 Cultists. 106+2 Yin-Sloth cultists looking for a victim 10 sac·
rifice. All are equal 10 second level thieves. G.M.·s opIion 10 include a
low level black priest.

58·66 Manhunt. 406 Miro Militia men searching for anli·1noIh
cult members suspected in the murder of a family (7 people have been
killed. possibly by the rogue Grimbor rather than cullists). They are in a
foul mood and will treat strangers with suspicion. If the player charac
ters make snide remarks. speak against lhe Church of Lighl. or ils gods
or prieSts. or get involved in combat wilh the militia. they will be placed
under arrest and taken back to Pon Miro 10 stand trial. If there: is more
resislance. a full.nedged fighl will break out. with the mililia using le
lhal force.

All lhe militia men arc: 204m level mercenaries. with one sergeanl
who is I 5th level soldier. All are of good or selfish alignments: average
34 hit points and 20 S.D.C.: anned with shan swords. spears. shields
and clad in suxlded leather armor. G.M.·s oplKm 10 alter or spice up the
members of the manhunt.

67·74 AMaSSin. Drug crazed assassin from lhe cull of Yin-Sloth. He
is skilled. cunning and deadly. striking out with hit and run laetK:S. If
cornered. he will fighlto escape. If escape is impossible. he will fighlto
lhe dealh. He is a 5th level assassin of diabolK: alignmenl with three at
lacks per melee. Combal bonuses include +4 10 damage. -+2 10 strike.
parry or dodge. His primary weapon is a silver tipped dagger (I D6+4
damage). bul he also has a blow gun with 8 poison dans (scorpion's
blood poison). Ihree knives. and a small hand pick hidden in his boot
(104 damage).

75-81 Anli·Tholh Mob. 1D6+4 Anli-Thoth cullists looking to pun
ish a believer in Tholh. All are bullies equal to first and second level

mercenaries. Armed with clubs and knives: no armor. Anarchisl align.
ments.

82·90 Arson. Building SCI on fire by one of lhe religious factions.
.50% chance of being a temple. shrine or some ocher place of religious
significance. G.M.·s choice to spice this up wilh people u:apped in the
building or lhe perpelrators being spolted.

91-00 Riol. 206 buildings are on fire. numerous fisl fights. throngs
of people running and screaming: total mayhem. .50% chance of player
charac1ers being attacked by 104 confused or angry people with clubs.
rocks (104 damage each). knives or fists every 10 minules.

Random Jungle Encounters
01-10 Religious Rdugees. 406+2 Refugees from either religious

faction who have laken 10 hiding in the jungle. 204 suaw huts and a
small fann area represents lheir entire village. Anned with common
blade weapons. spears. clubs and a handful of short bows. All are 3rd
level fannerslpeasants: average hit points 20. S.D.C. 15. They arc: fear
ful of slrangers, but if befriended. will offer simple food. fresh waler
and whal lillie informalion they know aboul the confliclS or the jungle.
If queslioned aboultheir side in Ihe Thoch/Anli-Thoch feud. they'lI gel
very nervous and attempt 10 change the subject. or run away. They
know nothing about the old ruins.

11·20 Grimbor. A family of Grimbor (204). peacefully moving
Ihrough the jungle. They will allack only if threalened.
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21·26 Hond and his 8ull'es. This group of 14 malcontenls are us
ing the religious conflict as an ncuse 10 cause trouble. They are looking
for victims to brutalize or kill. Far from the eyes of others. their evil will
be unbounded. All are equal 10 second level mercs or thieves of miscre
ani and diabolic alignments and anned with cutlasses. knives. spears
and whips. The leader is Horad. a big. powerfully built man wielding I
f1amberge (306+5 damage) and morning star (206+2 damage). All
wear soft leather armor (A.R. 10. S.D.C. 20). The G.M. may increase
lheir number or levels to besllCCOmmodale his players and story.

27-30 TIgers! Mother liger and cub. Very protective of the cub and •
will 001 be chased away. If she feels her offspring is threalened. she will
attack furiously. attempting 10 drive away any threat.

31·38 Yin-Sloth Fanatks. Sco\lling pany of three Yin-Sloth fanal
ic5 who will run away from anybody who spols them. This spells
lrouble. because they will warn their fellow cultists of lhe player charac·
lers' presence. If captured. they will reveal nolhing: ranting only.
."Thoth is the Deceiver. All praise his evil. Rejoice. rejoice! The Old
Ones comelh:' No threats or tonure will produce any better results. If
bound and kepi with the group, the cultist(s) will allempt to escape
and/or lead Ihe group iOlo danger, or altempllO kill.

All of these guys are second level assassins. miscreant or diabolic.
On the average lhey have 20 hit points and 15 S.D.C. They wear only a
loincloth and have war paint and tallOOS covering their faces and bodies.
Weapons are only a spear and knife. All arc: cannibals.

39-44 Krel. 106+3 Krel with. tasle for human blood. They are
most likely to allack slragglers and to avoid encountm with any group
larger than sill or seven. The Krel will flee if they sustain 100 much
damage. They will not fight 10 the death. Average of 30 hil points and
35 S.D.C.: three attacks per melee: +2 10 strike. parry and dodge. +2 to
damage. bile does I06 damag~. claws 204. They speak Goblin and
some of the humans' Southern language (55%).

45-52 A rrin~ group of murderous Anli-llloIh cultists hiding from
the authorilies.. All are desperale characters driVftl to the brink or insan
ity. They are elltremely militant and believe their only recourse is to de
stroy all people and places where llloIh is worshipped. There an:
204+4 cultists. most equal 10 second level mc:rct'naries: unprincipled.
aberrant. miscreanl and anarchist alignmenls. One: is a 3rd level Sha
man: all worship the forest! All are armed with small and large swords.
knives. spears and small shields. Average H.P. are 22. S.D.C. 12. Fear
ful of everybody. strangers will be killed unless they are too powerful.
In the laller case:. they will run away and attempl to find reinforcements
from another group of cull members (there is another group of 406.
104 miles away).

53·58 A Harpy in search of prey. It will fighltill il has lost mOSI of
its hit points. then nee.

59·64 Stumble across a """pons cach~. Contains one length of
100 foot (30.5 m) rope, 6 knives. 8 shan swords. 12 shan bow arrows.
12 blow darts (not poisoned) and a one gallon skin of water. The cache
can be in a hollowed lree. shallow pit or in a bundle lied up in a lree.

65-72 Bull Grimb0r5. Two bull Grimbors in heal and in a foul
mood will altack anybody who comes within 20 feel (6 m). 42 and 65
hit points. 100 and ISO S.D.C.. both are +12 10 damage: bile does 204.
punch 206+12. dub 204+12 plus P.S. bonus. Thc:re's a 70% likelihood
lhal they will fall inlo a killing frenzy. lashing out al everybody until
killed (add 1010 hit points if in a frmzy). Othc:rwise.lhey will limp off
after they lose half their hit points.

73-75 Human Sacril'kt:. A black priest of Yin-Sloch and 104+1 fol
lowers are about to plunge a sacrificial dagger inlo the bean of a village
woman. Player characlers have 104 minutes to act before: he finishes
his prayers and kills her. The cuhislS will be outraged and try to destroy
those who dared to inlerfere.

The priesl is 3rd level. diabolic, armed wilh only the sacrificial blade
(106 damage) and his magic powers as clergy. He ha.~ only 21 hit
points and 10 S.D.C. The others are: all third levellhieves of miscreant
alignment. Each is half naked and decorated from head 10 toe in war
paint. The cultists are anned with Slings. shan swords and knives.



76-78 Runaway Slave. An Ore or Ogre hiding in the forest. She at-
tacks only if she feels threatened. f

79-83 Spitting Cobra. Will spit venom if startled. This impressive
and dangerous snake will weave his dance with neck ribs spread. watch
ing the character(s) who have disturbed him for 304 minutes. If every
body remains motionless it will slither away. If the character(s) move. it
will spit its venom and bite.

84-90 11>6+6 pirates or bandits counting their 1001. 1lley will at
tack a small group, or nee from a large or powerful one.

91-00 Yin-Sloth Cultists. 404+4 Yin·Sloth cultists and a priest on
an expedition to murder and maim. They will allack and fight to the
death. Average hit points 22. S.D.C. 12: most are second level thieveS
or mercenaries. anned with swords and spears. All are of evil align
ments. The priest is 6th level. miscreant. 38 hit points. 10 S.D.C. and
devilishly cunning. Weapons include a gem studded sacrificial dagger
(market value about 2000 gold), and an ornate magic staff which can
create a blinding flash 3 times daily. The priest and cultists wear only
loin cloths and tribal war paint.

Grimbor live in and around the pyramids. The largest has 57 members
while the other two have about 30 each.

Game Masler Note: Do what you like with the ruins. It is cenainly
an ideal atmosphere for adventure. Perhaps ancient magic or valuable
historical infonnation is locked inside, guarded by long donnant, mum
mified (and animated), ancestors of the Grimbor. who buill the pyra·
mids. Perhaps some dread evil force spawned by arcane magic or the
Old Ones is trapped within, waiting for someone to free it. 1be possi.
bilities are endless!

Lyrd

Scal. In Mil••

The Isle of East Moo
Total Population ofthe lown Splinter: 1.1 00
Racial Breakdown: 53% human and 47% Ore: not affiliated with any
kingdom in the Palladium World. 1lley are an independent kingdom.
Approximately 300 Grimbor and 90 Krel inhabit the jungle.

Nole: The island and its inhabitants are protected by four. mystical,
flying tunles.

East Mnn is a small. 50 mile (80 km) long, slretch of beach and jun
gle. Except for a small. self sufficient town of human and Orc fanners,
it is untouched by the outside world. The one town is located at the
most northern point of the island. surrounded by dense jungle. Fishing
shanties and small paddle and sailing boats dOl the shore. The Orcs have
become amazingly good swimmers, and have developed a knack for
trapping lobsters and oyster diving. Most of the humans and remaining
orcs live in a blissful community of fanners. There are no shops, mar
kets. inns. or taverns: only family homes, a community meeting house.
a dance hall, a few smoke houses and a single Church of Light and
Dm.

In this tiny. backwater community, men and Orcs have learned to
live and work together as equals.

Visitors are rare, although some Western Empire merchant ships
make regular Stops. sending in their rowboats to barter and trade for
fresh lobster and pearls. Surprisingly, these merchants trade fairly with
the people of East Mnn, offering usefullools. bolts of fabric, goats and
sheep. laying hens, spices and wine. Perhaps il is because they know
that the island and its inhabitants are protected by a mated pair of Aying
Turtles. Indeed. there are several repons of sighting four of these rare,
beautiful and mystical creatures.

The jungle is untamed, with wild animals, clans of Krel, and troupes
of Grimbor wandering freely. The townspeople rarely penetrate more
than a few miles into the jungle. Consequently, if anyone knows about
the towering ruins in the jungle, they don't speak about them. Three
pyramid-like edifices (very much like those of the Mayan Indians of
South America), overgrown with vegetation, stand 300 feet (91.5 m)
tall and are in exceptionally good condition. Three separate groups of

Total populaHon: Humans and other nonnal humanoids: None.
Population of werejaguars and werepanlhers: Unknown, at least
500 adults of each type!

Most of Lyrd Isle is very dense jungle inhabited only by wildlife.
The most common creatures are birds. deer and felines. Sailors familiar
with these waters will all have heard rumors that Lyrd is inhabited by
demons. Everyone has at least one or two stories about how various
people and/or ships disappeared on, or near. Lyrd Isle.

This is one of the few islands in Ihe Aoenry chain shunned by civi
lized people. lis ideal location has made it the target of several coloniza
tion attempts, but all have failed after unexplained murders,
disappearances and disasters. In the last few years, at least two ships of
colonists from the Western Empire took on fresh water at Lyrd Island
and were never heard from again. Rumors claim that the island is pos
sessed and inhabited by demons. In a way this is lJUe. for the island is
inhabited. not by demons. but by equally dangerous and primeval crea
tures; werebeasts.

To visitors it will seem as if a tribe of human men and women live
on the island. Secretive and shy, the natives tend to scatter and hide
from strangers. From a distance, or when seen in the dark jungle, the
people will seem to be just dark-skinned humans. Up close, there is
something about them that seems odd, including strange, piercing eyes
and an amazing alertness to their surroundings.

If outsiders (the player characters) arrive in the usual way. by ship,
then twO male werejaguars, in human fann, without weapons, will ap
proach visitors and speak in Elf or Gobblely. 1lley warn, ''The jungle
does not welcome foreign blood. If you stay, you will all be cursed and
die. Leave soon. Do not delay. You have been warned. Our hands are
clean of the bloodshed tnal will come." These natives will offer to lead
their guests to fresh water, edible fruit, and even offer to help in ship re
pairs (they'll know exactly where to find good timber, etc.), but they
will try to convince the "foreigners" that they must leave the very next
day. If pressed for more infonnation, the men will continue on with a
convoluted story of jungle gods, demons, curses and danger. They will
be quick to point out that they have nothing to do with any of this and

wish Ihe strangers well, but fear for their safety if they stay for more
than one night.

When asked why their people are spared from the curse and demons,
the natives respond, saying, "We are one with the jungle. We belong
here. We are the jungle." Towards late afternoon, the natives will al
ways slip away into the dense jungle without a word.
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Characters who are friendly and don't do anything lhreatening or
cruel, will get a 101 more conversalion OUI of lhe natives and other mem,
bers of the lribe may come down to visil, and 10 offer assistance. How
ever, none will reveal anything aboul themselves or their people. MOSI
answers are basically, "we are what we are," and "because," For exam
ple. if asked how lhey know lhe Elven longue, lhe answer will be some
lhing like, "Because it is lhe tongue that the people speak," Many of
them will be curious aboullhe oUlside world and all are relalively naive,
bUl all will insisl thai Ihe group must leave lhe island by nightfall of the
very neXl day. These friendly nalives will be evenly divided, male and
female, with a muimum of only one child. All are wu~ja8uars who
Ihink it is lheir dUly to warn the outsiders. Although lhey stress leaving
in a day or lWO, they can actually fend off reprisals from their "ancienl
enemies," the wu~panlh~rs, for 4-6 nights. After that. the panthers can
not be restrained and the werejaguan will remove their protection 10

hide in lhe rain forest.
Once the player group shows themselves to be friendly, or at least

honorable. or if they are obviously helpless (the victims of a shipwreck,
for example), then the werejaguars will organize to keep the ""u~

panlhl'rs away at nighl, al least for a few nighls until a raft can be built.
On the other hand. if visitors show themselves to be rude. violent, or
dangerous. lhe werejaguars will simply withdraw lheir protection, leav
ing the characters to deal with the werepanlhers as best they can. If any
serious crime (rape or murder) is committed against a werejaguar. and if
lhe rest of lhe foreigners don't immediately aCI to punish the wrong
doer, Ihen things can get bad quickly. The werejaguars may even decide
thaI the visitors are "evil," and they will meel with the leaders of the
werepamhers, urging lhe two groups to unite that neXl night to com
pletely annihilale lhe strangers.

Player characters who wander off on their own during the day may
encounter some of the werepanthers. It is unlikely to be a violent meet
ing, as lhe werepanthers will be mostly inlerested in gathering infonna
lion, and in tempting lhe group inlo extending their stay on the island.
Where lhe werejaguars seem open, friendly, and helpful, the were
panthers will be a bil more sly, may make some deliberately cruel re
marks. and will have a hard lime restraining themselves from openly
laughing at their prospective victims. Aside from urging the strangers to
stay. lhey'll also drop a few hints about various treasures, such as "Oh.
too bad you can't stay! We would show you the cave where the other
OUlsiders died. It is filled with many pretty pieces of stone," or "Jusl as
well you are leaving. This island has 100 many dangerous secrets," or
"If you come into the jungle tonight. we wil1lake you to the pond wilh
the shining yellow slones:'

The First Nighl (assuming thaI lhe group is prolected by the were
jaguars) will not be dangerous. However, frightful screeches, growls.
and cries will be heard all nighl long (lhe sounds of the werejaguan
fending off hungry werepanthers). If anyone ventures inlo the jungle
lhat night. they'll be sure 10 catch glimpses of huge black cats, and may
cven see how some smaller. spotted cats seem 10 be chasing away or
standing up 10 the big ones. Any player character who wanders too far
away al nighl. runs the risk of slipping past the werejaguars' line of de
fense, and being attacked by several werepanthers.

Wilhin lhree or four days (sooner, if there is no good reason why the
group hasn't left the island). lhe characters' camp will be hit with a
"warning" anack by Ihe ...·~r~jaguars in an altempt to scare them away.
Any livestock (at leasl one or twO, if nOl several) will be lorn apart.
Supplies may be stolen or destroyed during the confusion, and at least
one character will wake up 10 discover huge claw marts. just inches
away from where he was sleeping. The following morning lhe natives
will reappear to urge lhat the foreigners leave the island before it is tOO
lale.

Each day the friendly natives will seem more and more tired, since
lhey will have spent each long night on a constant vigil, neglecting their
usual hunting (meanwhile. the werepanthers, who altack whenever they
feel like iI, will be fresh and well-fed). Each day lhe urging to leave will
be more and more framic.

Eventually, the werejaguan will recognize thaI lhey just don't have
the strength to protect lhe characters any longer. After a warning has
been issued ('The evil is coming too close! After this nighl, we cannot
risk being near you!"). the next morning the werejaguars will simply
leave for a different part of the island. where they can recover and once
again spend their nighltime energies in hunting.

Once the werejaguars leave. a different set of "friendly" natives will
show up. The werepanthers will not approach unarmed, butlhey will be
smiling and happy. llJe werepanthers will invile the characters to "stay
as long as you like!" If asked aboul the rumors of evil demons or the I

warnings of the olher lribe, one of the werepanthers in human guise will
laugh. and describe the other nalives as "superstitious," saying, "Those
fools! They fear the place of stone, which they call the Place of Death,
jusl because there are skeletons of strangers there! We are not afraid!
We will even show you lhe metal boxes hidden there!"

If anyone offers to come along, the werepanthers will lead the way.
The trip will last lill evening no matter how early the trek begins
(friendly native guides see to mat). Around dusk the group will reach
lhe monolith, which is a 30 foot (9 m) tall. 3 foot (0.9 m) wide slab
which leans at a 45 degree angle to the nonh. Scallered all around iI, on
every clear patch of ground, are piles and piles of skeletons and bones,
mostly human. but nonhumans as well. These are lhe remains of hun
dreds (or lhousands) of previous island visilors who did not heed the
warning to leave. The nalive guide(s) will pretend fear and apprehen
sion. insisting that the skeletons had not been there just two days earlier,
and all run off into the jungle.

If someone is successful at following any of the fleeing humanoids
(really werepanlhers). they'll be rewarded wilh the sight of them trans
fonning inlo ....er~panthers before their eyes! If those who have fol
lowed act quickly, it's possible to attack while the crealure(s) is still
unaware of their preseoce and is vulnerable (for two melee rounds). Re
member that even during the change, only silver and magic can harm
the creatures.

The eJL:pedition 10 the monolith or anyplace else on lhe island is a
trap 10 get the foreign invaders away from the meddling werejaguars
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and into werepanther territory where they can have their murderous fun.
The beasts usually play cat and mouse games with their victims before
moving in for the kill. Initial anacks will probably involve one were·
panther against one: of the foreign characters. or even two or three at
tacking the enlire group. However. if the invaders seem 100 strong. lhe
creatures will allack en masse. sending waves of werepanthers thai out
number the defending characters two to one. As many as 30 were·
panthers may lurk in the darkness. The use of hil and Nn taclics will
""ear down the defenders - their only hope is to survive liII daylight
when the monsters will slip back into the jungle to lick their wounds.
However. the werepanthers will relurn at night with twice the number
as the night before. Survival can only be ensured by leaving the island
before the next nightfall! Note: The only treasure on the island ~
caches of Iooc collected from the werepar1ther's past vktims. A typical
cache (there ~ hundreds) contains 6D6xIO in gold and silver and a
handful of rusting. conventional weapons.

The Werebeasls of Lyrd Isle
WerebeastS are an ancknt race of magk creatures who appear 10 be

human during the light of day. but transform into a specifK type of ani
mal al night. During the day. in human form. they possess no SUpemaIU'
r1iIl powers and can be killed as easily as any nonnaJ man. However.
unless the head is severed. burned and buried away from the body. it
will rise every night 10 live as a werebeast. The were-animal can only be
slain by silver or magic. Normal fire and cold do only half damage.

There are aclually IwO Iypes of werecreatures on !his island. The
",,·u~jogu(Jrs.organized into an informal society. who tend loward good
and selfish alignmenLS. and who have a tradition of trying 10 protect "in
nocent" OUISiders. Their biller enemies are lhe larger. more powerful.
but less organized .,..tr~panlhus. aimOSI all of whom are of evil align
ments. From the point of view of the player characters. it's hard 10 tell
lhe difference between the IWO.

In humanoid guise. both werejaguars and werepanthers ~ dan
skinned. tall. good-looking people - werepanthers tend to be a bit
taller than werejaguars. bul that's jusl an aver1ilge_ A few of the tallesl
werejaguars are laller Ihan the aver1ilge werepanlhers. Another slight dif
ference is that most of the werejaguars (about 7S%) have a scauering of
black freckles across their cheeks. anns. and back when in human fonn.
Except in bright sunlight. the freckles are difficult to see. since the tiny
spots are small. and only slightly darker than the rest of the skin. All of
the werecreatures of the island. while in human form. are quite beautiful
(P.B. of2D6+IS). with toned and perfect bodies. as well as an effonless
grace. Sexual advances to any werejaguar. male or female. will not be
welcome.

Telling the difference between a werepanther and a werejaguar when
they are in beast fonn is both easier and more difficult. Most of the
werejaguars are covered with black spots on a dark. tawny hide. while
half of the werepanthers are completely black and the other half look
exaclly like large leopards. Otherwise. werepanthers are. on aver1ilge.
twice as big and more muscular. than werejaguars. This mighl be obvi·
ous if the twO could be observed in a good light. and standing slill. but
it's prelty difficult telling them apan when they are darting around in
the jungle at night.

Note: None of the werebeasLS. neither werejaguars or werepanthers.
want any news of their tNe nature to kave the island. One tactic they
may use is to reveal a jaguar (not a werejaguar. bul one of the nalur1iIl
jaguars that lives on the island) 10 the characters during the day. 'The
animal might be herded or lured nearby or. after the waming allack.the
natives could Lake some of the visiting characters along on a jaguar
hunl. In addition. the we:rejaguars really play up the (false) stories of
deadly ancient gods. animal·like demons and lerrible jungle curses.
There's really no reason to SUspecl Olherwise. even if one or more of the
human natives are glimpsed changing inlO animal fonn (it could be a
demon. or a werebeasl minion. or just one of many dangers on the is
land).
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Typical Werejaguar
Typical Alignmenl: ScNpulous or unprincipled. but can be any and a
few are evil.
Average Allributes: I.Q. 9. M.E. 7. M.A. 7. P.S. 14. P.P. 12. P.E. I].
P.B. 20 (G.M. can ro1l2D6+15). Spd. IS (3S in animal form).
Avuage Hit PoinlS: 44
Avuage S.D.C.: 40
A.H.: 12 (in beast form)
Average P.P.£.: 28
Skills or Note (In human (orm): Climb treesltr1ilvel in lfttlops 89%.

idenlify nalive plants & fNits 94'1>. skin & prepare animal hides
54%. track & trap animals 42'1>. wilderness survival 89%. prowl
90%. W.P. Spear (+2 to strike and parry. +1 10 throw).

Natural Abililies in brast (orm: ImpervKx1s to normal weapons. Only
magk and magk weapons hann them (normal damage). Silver
weapons also inflkt normaJ damage. Fire and cokI resistant (half
damage). bio-regenenuion (206 hit plinlS/S.D.C. ana: every four
melee rounds). nighlvision (100 feel). leap (15 feet high and 20 feet
long). and.U1ICk by smell (8S%). MetamOrphosis into an animal at
night only. Can 001 change into an animal during the day. nor
change into a human at night. Retains I.Q. and memory when in ani
mal form.

AUaellS Per Melee: Four by bite or claws (both inflicl206 damage).

Combat Bonuses: +4 on initiative. +2 10 strike. parry and dodge.
Typical Ctothing and Posstssions: During the day. while in human

form. vinually every werejaguar carries two spears. a heavy one for
hand to hand combat. and a lighter one for throwing and hunling
birds. Other than lheir meager clothing (all made of Ihin animal
leather. some black or brown. but a few pieces dyed an orange·yel
low color). their only adornments are brightly colored sea shells lied
around their necks. wriSts. or ankles wi!h strips of white leather.
Males and females dress alike (indeed. a husband and wife willtypi
cally wear exactly the same things).

Common Werejaguar Names: Talma. Hyanna. Leana. P'.tyona and Ju
dina (all female names end in "na" or "rna"). Koata. Jimla, Huhta.
Myla and Oka (all male names end in "Ia" or "ka·"). All their names
are softly spoken, like lhe rest of their speech.

Objectives o( the Lyrd werejaguars: Mostly. they just want to be left
alone to enjoy their island in peace. They understand their own vio
lent nature and are much happier when there are no slrangers around
to arouse their bloodlust. While they want to protect "innocent" out
siders. they aren't saints and will only help up to a point. Funher
more. outsiders who hun them. engage in acts of cruelty or who
violate the rain forest will be slain by th~m; the outsiders won't have
to wail for werepanthers to discover them.

Typical Werepanther
Typical Alignmenl: Anarchist. miscreant. and diabolic.
Averaae Attribules: I.Q. 8. M.E. 6. M.A. 6. P.S. 15. P.P. 12. P.E. 13.
P.B. 20 (G.M. can roI1206+IS). Spd IS (3S in animal fonn).
Average Hit PoinlS: 44
Averagt: S.D.C.: 42
A.H.: 12 (in beast fonn)
Average P.P.£.: 24
Skills (in human (orm): Climb lreeS/ttavel in lreelops 68%. identify

native plants & fNits S2%. skin & prepare animal hides n%. traCk
&: tnlp Animals SO%. wilderness survival 90%. prowl 90%. and
WoP. Spear (+1 to damage. +2 to strike and pany. +1 to throw).

Natural Abilities in beast form: Impervious 10 normal weapons. Only
magic and magk weapons hann them (normal damage). Silver
weapons also innici normaJ damage. Fire and cold resistanl (half
damage). bio-regeneration (206 hit plinlS/S.D.C. ana: every four
melee rounds). nightvision (100 feel). leap (15 feet high and 20 feet
long). and traCk by smell (8S%). Metamorphosis inlo an animal al
night only. Can not: change into an animal during the day. nor
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Survivors of a recent eXpedition repon that ahhoLigh there are many
tracks and signs of the dragons. afler a month of searching. only two

The Dragon's Roost is one island that is generally avoided by all the
region's sailon. It is common knowledge !hat mighty dragons roam this
tropical. island paradise. The island itself is covered with thick. lush.
tropical foreSI. Jagged rocks rise out of Ihe deep coastal waten along
the low cliffs (80 to 120 feel/24.4-36.6 m tall) that rim the nonh and
west shores. making landing by ships extremely dangerous. Only the
easlern tip of the island is safe for approach by ships.

The island's interior is divided by a series of hills which point in a
"V" shape to Ihe west. Roaming here. in the shadowy valleys, are the
mighty Wooly Dragons. The bones. leeth. and llesh of the Wooly
Dragon are famed for Iheir value. and a whole body would bring fabu
lous prices in many different places in the Palladium World, easily
enough wealth 10 provide for the luxurious relirement of a hundred men
for the rest of their lives. Not surprisingly. greed has inspired several
expeditions to the island to slay and retrieve these valuable creatures.
Also nOi sLirprisingly. every one of these expedilions has ended in disas
ter.

were glimpsed and never near enough to attack. However. there were a
multilude of Harpies. Grimbor and Krel. Other repons mention Adram.
Hytril and even a Sphinx. It is also known Ihal a large tribe of Kreel-Iok
live urKler the waves along the rocky nonh coast. Funhermore, sea ser
pents such as the Homed Ramrod and Snaggled Tooth Gobbler are
commonly sighted aTOLind the sou!h, nonh and eastern shores of the is
land. perhaps feeding on Kreel-Iok.

The island is considered so dangerous that merchant ships give it a
wide benh of some 50 miles (80 km). and hesitate 10 aid any ships in
trouble if they are within 30 miles (48 km) oflhe island.

Game Master Notes
The island is indeed crawling with primordial creatures. There are

herds of Mighty Wooly Dragons. wi!h mosl roaming the vaHeys of the
deepest jungles (toward the point of the V). Here they can languish in
Ihe shade and lakes, away from' the Harpies that circle the hills and prey
on the young and weak. Each herd is fairly large. with about Lip 10 two
dozen adults (306+6) and a handful (106) of young. See Dragons &
Gods for complele delails about dragons.

Typical Wooly Dragons (Adult)

These furry giants are the neandenhals of dragonkind. The Wooly
Dragon is a giant. dinosaur·like being. rippling with muscles. Its scaly
body is covered in fine body hair. the neck and base of the skull are
topped with a wild. heavy mane, with tLiftS of fur trailing down ils spine
and lail. Body hair is tan or reddish. with a darker colored mane. Unlike
most dragons, the Wooly Dragon possesses absolLilely no magic pow
ers. is of low intelligence (compared to other dragons). and is incapable
of flight. They are cranky predaton Ihat prey on other large animals.
They are eXlremely territorial. mean tempered and aggressive. With the
possible exception of the Great Homed Dragon. the Wooly Dragon is
the largesl. nastiesl, most feared creature of the entire Palladium World.

Alignment: Typically anarchist.
Attributes: I.Q. 106+6. M.A. 106+6. M.E. 206+10, P.S. 206+36 (su
pernalural). P.P. 206+14. P.E. 206+14. P.B. 406. Spd. 304 X 10 run
ning.
Average Hit Points: 2000

S.D.C.: At least 1.000 (more often 3.000).
A.R.: 14
P.P.E.: ID6 times 10(1 (adult).
a.c.C.s: Not uSLlaJly applicable. Mosl Wooly Dragons live with Ihe

natLiral world. However. there are rare exceptions. and those tend to
be very prolective of their wilderness kin.

Size: 90 feet (27.4 m) tall and at least 60 feet (18.3 m) long.

Allacks Per Me~: Eight physical anacks.
Combat Bonuses: +3 on initiative. +3 to strike. +3 to parry or dodge.

+2 to pull punch. +2 to roll with impacl. +4 on all saving throws.
Combat Attacks: Usually they stan with a restrained pLinch or bile.

That's because they are used to attacking the animals they eat. and
they've learned that "pUlverized" prey isn't very appetizing. Re
slrained claw damage is 406+ 15 and bite is 306 (no P.S. bonLls).
while a stomp does 606+ 15 and a sweep of the tail is good for
206+4. Hatchlings do only four attacks per melee round. and only

do 206 damage from most attacks.
Natural Abilities: Nightvision (600 fVl83 m; can see in lotal dark

ness). see the invisible. tum invisible at will. track by smell 86%.
bio-regeneration (25 S.D.C. or Hit Points per melee round). resistant
to fire and cold (half damage). Iclepon self 50%. Speaks a gLillural
fonn of Gobblely and Dragonese/Elven 90%. Unlike other dragons.
the Wooly Dragon cannot metamorphosis.

Notes: While Wooly Dragons prefer to eal meat (the wild ox and
water bLiffalo are their favorites). they will also rip up the ground to
graze on cenain roots. and can daintily plLlck fruit from trees.
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change into a human at night. Retains tQ. and memory when in ani-
mal form. f

Atlacks Per Melee: Four by bite or claws (bOlh inflict 206+3 damage).
Combat Bonuse5: +5 on initiative. +2 to strike. parry and dodge,
Typkal Clothing and Possessions: When in human form. each were-

panther carries a personal spear. decorated along !he shaft wi!h
brightly colored feathers (each is unique to that individual). Other
!han a standard loincloth, !he werepanthers either wear. or drag
around. a cape made out of the skin of a large animal (usually deer,
but the leaders prefer a cape made out of !he SPOlled skin of a wery·
jaguar). They also like to decorate their bodies by rubbing on a
white-green clay, either with just a few stripes or, if they are in the>
mood to spend an hour or two working at it. an elaborate "living
skeleton" pallern. Note that werepanthers can easily dress up like
werejaguars (and vice versa).

Common Werepanther Names: Ininima, Unana. Totoana. Wimama
and Xuxuanna (all female names end in "na" or "ma"), Katata, Ji
jika. Susuta. Votata and Yoyotaka (all male names end in "ta" or
"ka"). Note that all werepanther names have a double sound,

Obj«lives of the werepanthers: Since killing humanoids is enjoyable.
they'd like to see more of them come to the island. In this they are
constantly batding with their own nature. On the one hand. they'd
like strangen to leave in peace. hoping that they'll spread the word
that the island would be a good place to visit. On the other hand, at

tacking juicy visitors is just too. too tempting. After four or five
days. they just can't hold themselves back. After tasting blood. noth
ing will stop them from stalking and destroying outsiders. The scat·
tered treasure troves are souvenirs and items they know are valuable
in the outside world, although they have lillie use for them, o!her
than 10 set traps for outsiders.

159



The Old Rogue Wooly Dragon
An ancient, rogue Wooly Dragon has claimed the southwestern

most lip of the jungle as his domain. He is so incredibly lough and vi
cious thai he has laken 10 provoking and battling Harpies along the
coast Combatants who rail to him become the meal of the day. Grimbor
and most wildlife have gone elsewhere. E,;cepl for an occasional. chal
lenging male, even the other Wooly Dragons Slay away.

Alignment: Miscreant
Attributes: I.Q. 7, M.A. 8. M.E. 16. P.S. 48 (supernatural), P.P. 20.
P.E. 23, P.B. II, Spd. 15.
Age: 947 years.
Size: SO feel (15.2 m) tall. 87 feel (26.5 m) long.
Hit Points: 3520
S.D.C.: 3.500
Natural A.R.: 14
Attacks Per Melte': Eight.
Bonuses: Standard .3 to strike,.2 to parry and dodge. +4 on all saving

throws.
Combat Attacu and Damage: 1(6)(10+24 wilh punch or claw. bile is

306 (no P.S. bonus), while. siomp does 204)(10 and a sweep of the
lllil is good for 104)(10 (note: !he rogue doesn't bother with re
suained alIaCks).

Psionia (66 1.s.P.): All Psionic Sensitive Abilities at 6th level profi
cjency.

Nalural Abililies: Nighlvision 120 feet (36 m). see !he invisible. fire
and cold resiSlanl (does half damage), speed is 30. Intelligence is un
usually high; I.Q. g (4 or S is !he norm). Euremely cunning. clever.
lricky and cruel. He will chase away or devour any creature who
dares to enter his domain (which is marked by dnagon droppings).
loves 10 bully and teTrify other crealures.
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Treasure Trove: Half buried under a huge tree: is its treasure. which
includes several hundred Harpy bones and two dozen Harpy skulls.
2700 in gold. 1600 in silver,.5000 in gems, a dozen suits of mangled ar
mor (none is salvageable). 4 dozen short swords. 2 dozen large swords.
18 shiny melal shields, ferric (magic). cracked crystal ball (useless) and
a pelrified lefl fOOl. This is the mystical Left FOOl of the god Osiris. a
great and coveted holy relic. 1be holder of the fOOl will be magically .3
to dodge. leap IS feel (4.6 m) up or across. and hislher nalura] speed is
doubled.

Kiplo, Quick Slats
Kiplo is a mischievous and evil Hyllil. as well as being the guardian

of lhe lreasure and friend 10 the Rogue Wooly Dragon. Kiplo cleans !he
rogue'steeth, fur. and polishes and guards the Irc:asure. This deceptively
cute and innoccnl Hyllil is clever, mean and evil. It protects !he Irc:asure
IS if il were his own. If any inuuder{s) seems tough for him (most are).
he will sneak OUI through a small hole in !he back and quickly find the
rogue. Kiplo delights in worting up lhe bad-tempered rogue inlO ouua·
geous displays of rage, usually by lelling outrageous lies aboul the chat-

"""'.
Alignmenl: Diabolic
Attributes: I.Q. 9, M.E. 4, M.A. 19, P.S. 6, P.P. 22, P.E. 8. P.B. 20,
Spd.17.
Hil PoinLs: 28
S.D.C.: 12
NaluraJ A.R.: 4
AtlKk$ Per Mdee: Four. claws do 104, bite doc:s IWO points or by

weapon.
Combal Bonuses: +ti 10 strike, .7 to parTy and dodge.



Nalunl Abilities: Prowl 80%. climb 96%. pick packels 68%. pick
locks 40%. identify tracks 60%. mek by smell 44%. nighlVisiofl,(60
MS.3 m). and leap up 10 6 feet (I.S m) hiSh.

Special IIr:ms: Uses a sling (104 damage). and a fancy knife wilh gold
inlay and cmcraJds (gems an: wonh 1200 gold and is magic; relurns
when thrown and does a blinding flash 3 limes-per day). Also wean;
ajMtc chann thai prorects il from spell magic (+1 losave).

Note: Kiplo speaks Gobblely and Grimbor nucnlly. and some Elf
(30%). If the group slays the dragon and finds the rreasure. Kiplo will
Iry to claim thai il is his. He is also likely to uy 10 join the group as III
island guide and new comrade. especially if the group manages to take
the ueasure and/or slay the rogue.

Random Jungle Encounters
This lable applies to all an:as exceJM the valley of the: Wooly Drag

ons. Note that most of the jungle is extremely wet. so walking is always
difficult because of the water. mud. muck. and quicksand. More oflen
than not. characters will find themselves hip-deep. or even neck-deep.
lind unable to.scc the relatively dry (only a few inches deep) (fail just a
few feet away. Of course. Ihe native creatures will know exactly where
and how 10 find firm footing. Visibility is limited by dense vegeiatioo.
and the air is filled with the constant cries and songs of many differenl
birds. such as cockatoos. parrots and macaws (the bird noise makes il
difficult to near stealthy predators).

01·20 Crocodile. Possibly the most dangerous animals on the is
land. crocodiles move silently through the water and underbrush of the
jungle. waiting for !he right sized prey to walk by. As itlums out. hu
manoids an: eXilcdy right for mosl of the island's crocs. Typically Ihc:y
lunge forward. grab a pie« of thc prey (usually a leg or ann) in their
powerful jaws. and drag their prey backwards and down into the water.
Once underwater. !hey'lI hold on (usually spiMing lengthwise 10 keep
the prey di§Orienled) until drowning quielS the prey. A P.S. equal to the
crocodile's is needed to pry ilS jaws open: half to hold il shUI. 11le crocs
large enough to attack humans are ten to twenty feel long (3-6 m: roll
206+8) and weigh upwards of 1.000 pounds (I 06 limes 100. plus 9(1().

Which means they'lI have 406+12 H.P.. 406+20 S.D.C.. and an A.R.
ot8. Other Ihan Ihe bite (206+2 damage). they can also slash with their
tails (I (6). or hit with claws (104). butthey'lltend to retreat as soon as
they lose their grip on their prey. They an: +1 on initiative. +3 to strike.
and +2 to dodge underwater.

21-24 Male Wooly Dragon. One Mighty Wooly Dragon 100 yards
away. munching on some banana trees. Will ignore people unless it is
anacked or someone comes wilhin 50 feet (15.2 m) of it. Even then it
will lash out OIlCe or twice, and then lrol off into the jungle.

25-30 Krel Pair. A pair of Krellooking for easy prey will attack in
dividuals who wander off from the main group. They may also attack
pack animals. or sleal food supplies if they are easily available. 11ley
will nee if their prey puts up a good fight.

31·35 Harpy. A Harpy nying ovemead. looking for trouble. Ex
tremely hoslile and will fighl unlil it loses half ilS hit points. then flee.

J6.J8 Mad Grimbor. Crazed Grimbor hun in an carlkr combal
with some crealure. Will anack anybody it encounters and fight to the
death. Has only half ilS normal hit poinlS.

39-46 Krel. 204 Krel fcasling on a freshly killed deer. They will not
back off and will fighl in pairs if attacked. and continue 10 fighl untillhc
allackers have fled or they are killed.

47-54 Female Wooly Dragon. Female Wooly Dragon in a bad

mood. She wi1l11Olice any inuudcrs wilhin 200 feet (61 m), rear up on
her hind legs. bellow at the top of her lungs and thrash aboul. loppling
lrees. However. she will not attack unle5S anacked first. If the: intruder
leaves (alleast400 feel/I 22 m) she will stop her bellowing and thrash
ing. and walk away in the opposile direction. Otherwise the caterwaul·
ing will continue until her mate, a huge, bull dragon arrives (within 206
melees). The male will kill any threatening creatures wilhin 300 feet
(91.5 m). Iflhe female is hanned. the male will destroy anybody it sees.
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55-64 Harptes. 104+I Harpies in a murderous mood. They will al
tack and fight 10 the death. (The G.M. may increase their number if
hislher player group can handle il).

65-74 Hym!. 304 Hytril have stalked the group for the last hour.
11ley will U)' 10 sleal food. booze. knives. trinkets. gold. and bright
clothing at the flt'SC opportunity. They will fighl only if cornered or at
tacked. Weapons are limile<l to rocks. sharpened sticks. daggm. and
tooth and claw. See Kiplo for natural abilities; H.P. is around 26 each.
a1ignmenlS an: mostly lll'WChist.

75-79 Adram. An Adram looking for friends. This is a ridiculous.
vain. ugly creature with the head ofa horse. black. humanoid body. and
peacock feather tail. It will demand that the group praise ilS beauty
(P.B. 6; ick). feed it. bathe ii, and ·cntenain it with stories, 'SOOg (with
which il will join in) and/or juggling. If teased, rejected. Chaslised or at
tacked. the crealure will lash OUt with slashing claws and aslonishing fe·
rocilY. 30 H.P.. 2g S.D.C.. A.R.: 6. doing three attacks per melee round
with 106+11 claws, and 104 bile. +1 to strike. +2 to parry or dodge.
+2 to save vs psionics and magic mind control. This weird crealure is
conceile<l. mean and self-serving. If it does not kill the group itself. it
will surely tag' along and cause nothing but trouble.

80-84 Uopard. A leopard on the prowl. It will allack only if threat·
ened, or if some small (Icss than 80 pounds/36 kg) potential meal wan
ders off alone.

85-89 Harpir: Pack. 204+1 Harpies looking for trouble. Will fight
until half an: killed.

90-95 Hippopotamus Family. Huge. potentially dangerous animals
(roll 206 for number of adullS. 104 for young). While 1101 panicularly
aggressive toward humans, they are very protective of their young, and
will inst.antly attack if surprised or annoyed. Bite does 206 poinlS of
damage. stomp 206+2 damage. head bun 106 damage. trample by one
individual 606+6 damage. Char8ctcrs will be well advised to simply
run away.

96-00 QuickslliMI Region. More than just a little patch. the charac
tm have wandered inlO an areaco~ with vast fields of quicksand.

Random Encounters in the Dragons' Valleys
Anyone emerging from the: jungle into the valleys will instantly n0

tice a plelSanl change in climate. Cool breezes comb across the long
grass and the muck of the jungle noor gives way 10 soft din underfoot.
Visibility is instantly increased. so characters no longer feel so claustro
phobic. Signs of large animals, footprints and feces are evidenl every
where. Another sign of large predators arc the dozens of Bare-Faced
Vultures circling overhead, each group wailing for a chance 10 dine on
leftover carrion. However. the narrow valleys tum and twisl around the
rocky hills like a maze, so tracking down any specific prey cln be a
long and involved proccss.

The Game Masler should roll enc:ounlm for every hour of travel
ling. or for every six hours thai the group stays in one place.

01-65 CaDtank«OUJ Wooly Dragon. This old male dragon will sec
anybody within 200 feet (61 m). Slomp ilS fed. howl once. and charge.
It will chase ilS prey for 600 yards/meters (a quarter mik) and !hen give
up if it has 1101 caught it by then. Fortunately. age has reduced ilS speed
by half (down 10 IS). as well as ilS eyesight and hearing. If it catches up
with a person. it will snap hi.tn,lkr up in ilS giant maw (606 damage)
and hurl himhlerlitlike a dog mightt05s one of its toys and walk away.
The hurl and impact docs another 306+10 damage regardless of armor.

06-20 Grimbor. 406 Grimbor who greet intruders with grunlS.
howls, chest beating and rock throwing (does one point of damage. as
this is meant to scare not kill). If the intruders do nOI relreat, the largest
male will charge OUIIO challenge the nearest person. Any sudden move
ment by anyone else will get another male facing him. Characters may
flee at any time during combat wilhout fear of pursuit. The Grimbor are
simply protecting their families and territory. Only a scary display of
magic will temporarily scalier the ape-men.



21-30 Krel. 1D4 Krel on the prowl. They will attack any individual
who strays from the group. Or they may stalk the group. waiting. until
the right momenl to steal small weapons. trinkets. gold. gems. food. or
kill and cat a pack animal. They will not fight to the deafh and nee if
their opponents are too tough.

31·40 Harpies. 1D4+2 Harpies allack a baby Mighty Wooly
Dragon. The cute lillIe guy (only 8 feet tall and 16 feet long/2.4x4.9 m)
docs not sund a chance against the monslers. Mom will arrive within
2D4 minutes. The baby will recognize if the characters uy to help il and
will Stop mom from attacking them. It will wheeze happily, do a little
dance and trot over to a suspicious mother. Both will then disappear
into the jungle. •

41-45 Kukulan. This good creature will warn characters of impend
ing danger and trouble spots. If treated well. it can be convinced to heal
characfen of good alignments or good inteOlion and then ny away.

46-50 Dead Wooly Dragon. Half buried skeletal remains of a
Mighty Wooly Dragon. Characters will have about four minutes before
2D4 young Wooly Dragons catch their scent and come to investigate.
The dragons will stay in the immediate area for 2 to 12 days and are
likely to allract another 106 dragons to the area (79%). If Ihe characters
acted quickly, they should be able to have chopped a chunk of bol'lC be
fore the other dragons arrive. Roll to detennine the size of the bone by
weight (506 ounces).

51-55 Hidden Qukksand. Quicksand covering a 60 foot (18.3 m)
area. The lead character(s) is almost cenain to fall in (88%). The second
person in lil'lC has a 60% chance of falling viclim to the sand and the
third person, 40%. All characters in the quicksand will sink below the
muck within 104 minutes and stan suffocating (can attempt to hold
breath for about 90 seconds). Characters must be pulled out or escape
by magic night. levitation. or other means.

56-60 Lake. A small lake which will require a two mile (3.2 km)
detour to walk around it. A small sea serpent inhabilS the lake and will
notice any movement on its waters. (66% chance of nOlicing; roll for
every 10 minutes on Ihe lake, even l'ICar shore). Rather small, at only 30
ft (9 m) long and 1,200 poundS, if is a ravenous monster interested only
in eating. Any potential prey (i.e.: anything that moves) will be al
tacked. but it will nee from anything that puts up too much of a fight.
A.R.: 10.60 Hi! Points. 120 S.D.C. II has three attacks per melee, usu
ally all rapid bites doing 206+2 damage each. If threatened and/or
chased, or if it encounters a boat it can't easily ovenurn, it will do re
peated' fire breath attacks, each with 406+6 damage (as often as once
per melee round).

61-70 Wooly Dragon Pair. Mated pair of Wooly Dragons wilh one
young. Both adults will fight to the death to protect its young or mate.

71·80 Waterbuck Herd (roll 41>6 ror quantity). Large (7 ft/2.1 m
tall. 500 pound), grass-eating animals, they provide a major food source
for the island's predators, but will be terrible eating for player charac
ters (musk glands taint the meat: tastes awful!). They'll run from any
encounter, and will only fight if trapped or cornered (506+6 H.P.,
206+10 S.D.C.. kick docs 204 damage. and head bult docs 204+2).

81-90 Bush Pig Group (roll 21>6 ror quantily). One of the main
food sources of the Wooly Dragons. the Bush Pigs live in groups of 12
or so. usually led by an aggressive old male. They wander over a large
area and eal almost everything from grass. roots, and fruit to small
mammals. young birds, and carrion. The island Bush Pigs tend to be big
(usually 5 fVU m long. and over 400 poundS/I 80 kg), and difficult to
kill (606+12 H.P. and 306+12 S.D.C.). They fear Wooly Dragons. and
the other large predators, but they'll be aggressive and fearless against
humanoids (two attacks per melee round with tusks that do 206 dam
age. head bUlts with 104 damage, or the herd can stampede and trample
for 204 damage each). In combat they have +3 on initiative. +1 to
strike. and +3 to dodge. Once spooked. they can steadily run with a Spd
of 20, but with bursts of Spd 44.

91·95 Cockatrke. The most foul and evil creature on the island. lis
home is among a rocky crag on the nonhern cliffs, but it often explores
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the entire island in search of cruel amusement. It will view humanoids
as, I) Things of amusement. and/or 2) Food. It may lOy with the charac·
ters or attack outright: the exact nature of the cockatrice's actions are
left up to the G.M. II will not fight to the death if it can help it. but, if it
escapes, it definitely will seek opponunities for revenge (for example, if
they end up in quicksand. on a small boat, attacked by someone else. or
helpless in any way). A.R.: 12, Hit Points: 140. S.D.C.: 212, I.Q.: 8,
with a Diabolic alignment.

96-97 Burrow, A gianl. yet shallow (20 ft/6 m deep) burrow filled
with dry grass. leaves and sticks. Digging around in the debris will un- •
cover 104 dragon eggs! Each egg is three feet (0.9 m) tall. and weighs
90 pounds. Value for one living, fenilized egg is worth about 206 times
10,000 gold to an alchemist. high level man of magic or wealthy gladi
atorial arena operator. Characters of good alignment will IIot take the
egg and are likely to try to dissuade others from doing so. A frantic
mOlher who has picked up the scent of man will arrive within 206 me
lees. She will kill the person nearest one of her eggs and slay to defend
the nest (and other eggs. if any). She will fight to the death if necessary.
If given the opportunity to give out a distress cry. the response will be
104 males arriving every 106 minutes. It's up to the Game Master to
decide if the eggs are immature (won't hatch for 1010+20 weeks), or
on the verge of halching right away (vibrating with an active baby. due
in 406 hours).

98-00 Wooly Dragon Herd. Herd of 204+2 Mighty Wooly Dragons.
They will run off any intruders.

South Bay Island
The third largest of the Flocnry Islands, it is rocky, with grass cov

ered. rolling hills and patches of light rain forest. The ruins of an old
human settlement can be found at ils nonhern bay. About 200 years ear
lier. the island was claimed by the Western Empire. but its poor, rock
laden soil was unsuitable for anything other than sheep and goat farms.
Still, to maintain political leverage, a town was built and several thou-
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sand Killers were broughl to this new land. Unfortunately, lhcy inad·
veneolly brought rodents and Serpent Rats with them.

The Serpent Rats, rKlC1umal predators and scavengers. adapled well
[0 the new landscape: and quickly infested it. In small numbers. they are
a nuisallCc equal 10 the ordinary rat. In large numbers. they gather into
packs thaI are 50 aggressive and ferocious thaI no man, woman or child
is safe from the ravaging night.packs.

Today lhe village on the bay is a Tl){ting ghost town. The people
have long since fled. but the Serpent RalS remain as lords of their d0
main. The rocky terrain is ideal for me Serpent rats. Packs ranging from

4[)6 to 204)(10 roam lhe land. preying primarily on lizards. small r0

dents and birds' eggs. They are least common in the jungle areas and
mosl common in me rocky hills. grassland. the ghost IOwn and the old
pirate ship. In addilion 10 the Serpent Rats. there are the usual animals
found in the F10enry chain: white tailed deer. monkey1. rodents. lizards.
snakes. and birds: no Grimbor. Krcl or Hyuils.

The wr«ked ship: In me bay is the wreck of a pirate galleon run
aground on the rocky shore. It is a rotted. worthless mess. but deep in
its bowels is the vault room with three. large. metal cheSls. rusted with
age. Whatever else might have been in the room has rOlled away or
been chewed up by the 100+ serpent rats that inhabit it.

The First Chest contains very accurate maps of the waters surround
ing me Aoenry Islands. 1bey have been preserved by a silver rune lo
cated on the bouom of each. However. references to inhabiled islands
are 47 years OUI of date. What must have been me ship's logs. extnt
parchmenl and wriling quills. have all de1erionted with age. humKlity
and jungle roc. 1be Second Chest is trimmed with copper thai has
IUrned green and moldy. lIS lock yiekls easily 10 reveal a bocxy of silver
and goldware wonh aboul 1000 gold. a broken mirror. a small silver
cross. shaving kit and a bag of II perfect pearls (worth 80 gold each.
double in the Eastem Territory or the Nonh).

1be Third Chesl is the heaviest and marked in wards of death. burn
ing pain. blind. fear and sound alann. Only the alarm ward is slill active
and will screech for 10 full minutes (alening the ship's 120 inhabilanIS).
The lock is rusted shut and must take 30 points of damage before it will
open. Inside the cheSI are a moth-eaten and moldy cloak. gloves and
rope. All wtrt magic items destroyed by age and the environment.
There are also Ihree marbles of transformation (rope 100 fl/3O.5 m. a
silver edged cutlass and a bailie axe) and a marble headdress of a lion
like demon. The headdress is of exccptional anislic quality and detail.
On ilS forehead are carved me symbols of mystic knowledge (evil). sun
(life &: strength). duality (good and evil). and directed power (focus).
The headdress coven the eyes (sec-through slits) and is large enough to
fit upon human. Wolfen or Troll. but is immensely heavy for something
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to be worn on the head (20 Ibsfi kg). When il is placed on the head il
becomes lighl as a feather. snug and an overall perfect fil. covering the
enlire head. Only the wearer's eyes can be seen through the eye slits. In
stamly. the wearer will feel a surge of power and slrength.

The Lion Headdress Instills lhe Following:
Positive Effects:
• Confers a physical strength equal to P.S. 20. as well as +5 to dam

age (if the person already has a P.S. of 20 or higher. jusl add the +5
bonus 10 damage).

• Adds 30 10 hil points!
• Speed: 18; can leap 6 feel (1.8 m) high or long.
• Nighlvision 60 feel (18.3 m).
• +310 save vs spell magk.
• Toxins. including magic clouds. misls and miasma. have no effecl

while the headdress is worn.
• Wearer can cast a total of 6 spells daily: Tongues. water to wine. de

cipher magic. darkness. heal self (206 hit points): any combinalion
is possible. All are al4th level proficiency.

• The headdress is nearly invulnerable; A.R.: 18. S.D.C.: 800.
• If damaged. the headdress re8enerates 40 S.D.C. every minute.
Negalive Effecls:
• Wearer becomes increasingly paranoid. wonying moslly about los

ing the headdress. but also aboul betrayal from anyone nearby.
Within 406 days. the person will no longer be willing to take off the
headdress even for a moment.

• The charac1c:r's alignment will reverse (unprincipled becomes mis
creanl. principled 10 aberranl. scrupulous 10 diabohc. anarchist 10
principled or aberrant, and vice versa) every time a magic spell is

""• Reduces the Physical BeaulY of the wearer by one P.B. point for
every month the headdress is worn. SlOPS al a P.B. of 3. The loss is
permanent.

Note: A high level scholarlhistorian (13th level or higher) or seoo.
lastic monk (6th level or higher). may recall having heard about lhe
headdress and recognizes it (0144% chance). A picture and the story of
the headdress. its powers and side effects. can be found in the religious
history seclion and mystic anifaclS (real or legend) in the Grtaf Library
ofBftthtrad on the island Y-Cda. in the north. OIherwise the headdress
and its sister masks are the stuff of half forgotten legend.

Briefly. the Story is that the jungle gods Pith. Tan:. Ippotomi and
Lopnel commissioned a great mage or IJ'lOlher god (some say 1bOIh) 10

creale four trI)'stic htoddr~sgs 10 help monaIs combal the minions of
the insanely evil god. yin-Sloth the Terrible. Yin-Sloth found this



ball; any combination is possible and the same spell may be repeated.
Equal to 6th level proficiency. It also adds 30 hit points to the wearer.

The crocodile headdress can only be used by nonhumans of selfish
or evil alignments. Good characters and humans who try the headdress
on will take 206 poinlS of damage and suffer severe headaches and
nausea for the nellt eight hours. If the headdress is not removed. the per
son will hallucinate that he is being tTansfonned into Yin-Sloth. The de
lusion is so horribly real that the character will scream uncontrollably
and run around in unreasoning terror before collapsing a few minutes
later. The character will remain unconscious for 606 minutes and will '
be terrified of even the most hannless followers of Yin-Sloth; equal to a
Horror Factor of 14; priest H.F. 16 and Yin-Sloth an H.F. of2D!

The curse of glowing eyes will affect anybody who has worn the
headdress for over one week.

The island nestled in the center of the Aoenry chain is the namesake
of the giant ape-men that inhabit it. the Grimbor. Like Lyrd and South
bay, jagged rocks rim the nonh coast. making it impossible for ships to
dock near the island. The jungle begins at the shoreline and covers the
entire island in a flowering green canopy. Buried in a weave of vines
every few hundred yards (or so it seems), is a massive, toppled stone
megalith, totem pole or fragment of the ancient ruins found on many of
the islands throughout the chain. As an adventurer progresses to the
south. the ancient debris can be found more frequently, until the crum·
bled remains of a temple pyramid pushes through the tapesrry of leaf
and vine. The structure is truly astounding, for even with its top sheared
off midway (by what is unimaginable), it stands 300 feet (91.5 m) tall
and measures approllimately .soo feet (1.52 m) at the base. Numetous
openings (doorways?) lead to massive chambers and short tunnel net
works. The flat top is overgrown with trees and vines having become a
microcosm of the jungle that surrounds it.

It is atop and around (rarely inside) the pyramid that most of the
Grimbor can be found. The lumbering giants can easily scale the pyra
mid's vine covered walls, and its jungle crowned top makes a perfect
home away from predators and man. The availability of crumbled stone
provides the Grimbor with instant ammunition with which to pelt in
truderslhunters scaling the walls.

The vast number and variety of ruins, and the multitude of Grimbor
which once inhabited the island, are what first gave rise to the nOlion
that the ape-men were the descendants of the pyramid's builders (which
is true). However, no solid evidence has ever been found to confinn this
theory.

Over the centuries, the island's inhabitants have been the victims of
slavers, hunters and the fearful. The Grimbor, who once numbered into
the tens of thousands, are now reduced to an estimated 900. Although
the Western slave ships arrive far less often. they still come to capture
the mighty giants for the gladiatorial arena, traVeling shows, and the
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amusing and had his own headdress made in the shape of a crocodile
and presented it to his high priest. Then he had sill headdresses made in
the shape of a "noble lion" (similar to the four intended to help human
ity) and instilled them with foul side effects that will punish both the
body and soul (alignment) of its wearer. The lion headdress is Yin
Sloth's idea of a practical joke. None of the sill headdresses have been
seen in over 7000 years. Most scholars and fortune seekers have rele
gated them to the world of myth and legend. Now the characters know
that they do (or did) ellist, for one of the lion headdresses of Yin-Sloth
is in their very midst.

G.M. Note: For your reference, the other headdresses of the Jungle
gods have not been seen for eons. See the 200+ page sourcebookl
Dragons & Gods for more details about the Jungle Gods and many
other supernatural beings - both good and evil.

I. The tteaddress of Pith, the Snake God is in the shape of a co
bra's head. It provides great physical prowess equal to a P.P. of 20, +3
to strike. parry and dodge. Prowl bonus of +20%. Can summon and/or
command lD6xlO snakes. Impervious to all poisons and tOllins. includ
ing faerie food. Keen sense of taste (90% likelihood of recognizing the
taste of any organic substance, including poison, and identify the ingre
dients of foods and drinks). Adds 20 hit points to the wearer. Usable
only by anarchist or evil alignments, all others will feel as if their head
is being crushed and must take it off within four melees or pass out (no
real damage). Nearly indestructible; A.R.: 18, S.D.C.: 700 and regener
ates 20 S.D.C. every minute. No known curses.

2. The headdress or Tark. lhe Spider Goddess is shaped like a gi
ant spider with its legs encircling the head and face. It enhances physi·
cal prowess equal to P.P. 17. +1 to strike. pany and dodge, and +30% to
climb. It also provides nightvision 120 ft (36 m), tum 406 dead 01-60%
chance per try. and adds 20 hit points 10 the wearer. Can cast a total of
sill spells daily: Tongues. chameleon. ventriloquism, mask of deceit and
magic net; any combination is possible and the same spell may be re
peated. Equal to a 3rd level proficiency. The headdress has an A.R. 18,
S.D.C. 900 and regenerates 20 S.D.C. every minute. No known curses.
It can be used by any alignment!

3. The headdress or Ippotomi, the Waler Goddess, is shaped like
the head of a hippopotamus and provides the following: Great P.E.
equal to 22. +4 to save vs poison and disease. + I to save vs magic,
+14% save vs coma, swim 98%, breath ind4initely underwater. and im
pervious to magic fumes, mists. and clouds. 1be wearer is empowered
with the healing touch and can use it up to four times per 24 hour period
(restores 406 hit points and 206 S.D.C.). It also adds 30 hit points to
the wearer. Usable by those of a good alignment including unprincipled.
1be headdress has an A.R. 18, S.D.C. 900 and regenerates 20 S.D.C.
every minute. At some time in its history the curse of "Stink" has been
placed upon it.

4, The headdress or Lopnel, ttte Red God, is in the shape of a
golden hawk's head with crimson jeweled eyes. It provides the wearer
with supernatural strength equal to P.S. 20, +.5 to damage.

Recognize weapon quality 90%, bie-regeneration (106 hit points
every two melees), and can cast a total of three spells per day; Wind
Rush, Call Lightning or the Annor of !than; any combination is possible
and the same spell may be repeated. Equal to a 4th level wizard. Adds
40 hit points to the wearer. Usable by any alignment! Indestructible, but
has the curse of "Rags."

S. The headdress or Yin-Sloth the Terrible is in the shape of a
crocodile head made of discolored jade (blotchy grey and green). This
headdress was originally given 10 one of the evil God's Priests of Dark
ness. Rumors have placed it in the Western Empire, numerous locations
in the Yin-Sloth Jungles and the Land of the Damned - it is likely to
have been lost thousands of years ago.!t instills the wearer with the
power to tum 606 dead, animate and command 204 dead, summon and
command 100xlOO rodents (in both cases, as long as the headdress is
worn they are under his control). see the invisible and cast a total of
three spells per day: Tongues, wind rush, miasma, fog of fear, or fire
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personal pleasure of the wealthy. Thus. the Grimbor vicw all humans
and their ilk, with disdain and haired. 1bc gentle giants havc been
taught 10 hatc. fear. and 10 kill. II is a Icsson they havc learned wcll. All
humanoids an: pcn:cived as ~demons" that mUSI be drivcn away or slain
before they can steal or murder more loved ones. 1bc humans' usc of
magk. psionics, armor (the demons' ~sccond skin!~) and metal arma
mcnlS an: just proof of their unnatural. supernatural origins. 1bcsc
Grimbor hlvc leamed not 10 trust any humanoid, no millcr how kind.
for they an: the deccivcrs and the ullimatc evil. Consequcntly. human· ,
oids visiting the island are altacked and, if possible, slain before they
can work their evil. No amount of talk or empathy will dissuade these
Grimbor. These are the survivors .of mankind's cruelty anQ know full
well the evil that humans can deliver. 1bcir leader wields one of the
"demon's own war clubs," a large magic mace that spits lightning
(306+6 damlge. 40 f1/12.2 m, 3x per day) and telepons ilS wielder (3
times per day): normal damage is 306 +Grimbor chters P.S. bonus of
10. 1be chief (6th level) is very. skilled It using this weapon.

Minor Islands of Note
Burcee
Total PopulJltion: 6140
Radlll Breudown: Humans: 4040, nonhumans: 900: slaves (mostly
Orcs): 1200

The isle of Burcee is a planlalion island claimed by the Land of tht
South Winds. Most of the Jungle has been cleared and replaced with
farms and plantations. Bananas and sugar cane are the main produce.
There is no army. merchant town, business disnicl_ magic or tourlslS.
Burcee is a simple farm communilY for the Kingdom of the South
Winds. The original Grimbor and Krel inhabitants have been oblilenued
and most of the rain foresl chopped down 10 make WIY for fanTlS.

Island of Totugo
A pirale haven described elsewhere in the following pagcs of this

book. See the Piro(tS of/lit Flot,,,, Claoi,..

The Serpent's Tooth
Twenty sill miles (41.6 km) off the soulhern tip of Ot1l is the Ser

pent's Tooth island. It is a place of ruffiOf, Icgcnd, and fcar where SIO·
ries of wild pirate massacres, cannibals, dragons, demons, and sea
serpents abound. Thus, the island is shunned by cveryone in the Aocnry
chlin, Land of the South Winds and Timiro. This is noI a great loss IS
the land is dry and rocky, broken by a half dozen hills and sparse
palches of jungle. The pooc soil is unsuitable for farming and the sea
serpents in the area makc fishing impossible.

Despile the myriad slories, only IWO havc any bearing in rulity: 1.
Sca Serpents are secn often. and 2. a vicious Chimera lives on the is
land. All other stories an: the imaginings of folk who Iikc to scare them
selves wilh a good tale of death and destruclion.

The sea serpents are not as great a problcm as they may seem. They
stay moslly around the neighboring islands of The Rock and Dragon's
Roost, and ocean watcrs 10 the soulh. They rarely travcl around Ocn or
Enry and stay moslly around thc uncivilized and remote island waters.
Only pirales occasionally dock at the place 10 hidc from aUlhorilies. or
10 quickly gather supplies and fresh walcr.

The Chimera presetllS the only real dangcr 10 anybody who bothers
visiling the island, which is a rare: evcnt. It has Ieamed that inlimidalion
is ilS grealest weapon and uses a great variety of tactics. Blood curdling
roars echoing from the jungle is one of ils favorite ploys, as is sneak II
tacks and sneaking around (prowl) in general. Advenlurers beware. For
though the Chimera is old, it is far from feeblc. The last of three, his



isolation and loneliness OfIly feeds his hostility. 1be chimera is more
animal than intelligent. bill is a cunning predator. Diabolk alignmont.

The Rock
A barren mound of rock and lava can be seen jUlling 200 feet (61 m)

above the waves. 16 miles (25.7 km) south of the Serpent's Tooth is·
land. Except for a few scraggly patches of grass and weeds. the small is
land (10 milesll6 km in diameter) is devoid of indigenous life.
However, it is a favorite "sunning" rock for the sea serpents in the area.
so there is a OI-4Q'l, chance of seeing I D6 sea serpents sprawled 0fI ilS
rocky shore soaking in the wann sun. Needless to say. sea vessels give
this place a wide berth.

Osto
A jungle paradise whose dense rain forest is alive with parrotS. jun

gle birds. monkeY' and a few small tribes of Grimbor. Krel and Hytril
who have not yetleamed to fear man. lIS dense jungle has made it unap
pealing for colonization. Pirates sometime set anchor and send boalS
ashore to catch food (mainly monkeys and birds). parrots for pets and to
collect fresh water. but they never go very deep into the forbidding jun.
gle. •

The Finger
A tiny island off the coast of OslO is often called the Finger or the

Finger of Osto and points to West Mnn. It is essentially a tiny done of
its sister island Osto: wild and free: of civilized races.
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WestMnn
West Mnn is the first or last (depending on your point of view) is

land in the Aoenry island chain. Like most of the others, it is mostly
jungle with an abundance of white tailed deer. monkeys. snakes and
birds. A few small tribes of Grimbor still inhabit the nonhem jungles
(total population is less than SO).

At the southern portion of the island the Free Port or West Mnn is
found. It is a tiny self-proclaimed kingdom of vagabonds. pirates. fish
ermen and fannen. 'The toW population of this so-called kingdom is
approximately 8400.

1be kingdom is segregated by a series of guild or occupational divi
sions and ghellos. 1be fIShing communilY rims the soulh coasl with
lheir fishing boalS and seaside shantks. Toward the center is the cil)'
proper. with its merchants. throe inns. I dozen (avems. and a handful of
shops. This is the island's main port. and the only localion where ocean
vessels Clll safely dock. Up 10 six ships can be accommodated simul(a
neously. Toward the interior are the farmers and rum plantations.

Although fairly self sufficient. the Kingdom of West Mnn has IWO

major sources of oulSide revenue. The manufacturing and selling of m0

lasses and high quality rum (sold mostly 10 the Western Empire) and
lheir gladialorial arena. 1be arena is unique only in that it is located in
the middle of nowhere. which altracts many vessels looking for a m0

ment of "unoffJC:ial" respite from their long journeys. and some visilors
from the other islands. 1be Western Empire merchants helped pay for.
buikl and stock the arena. Consequently. Weslern sailon and pin1eS (or
"independenl merchant marines" IS they often call themselves) com
prise the majoril)' of the arena's patrons. The spccialltIrICtions of the



arena are combats 10 !he dealh using Grimbor. Krel. and Harpies. plWi
Liwtl Men and Tezcat caplurM and imponed from lhe Yin Sloch Jun.
gles and oIher exotic (at kasl for !his vea) crealures. Those from the:
Nonh such as caplured Wolfen, Beannen. Bug Bean. and others bring
the most excitement because lhey are so uOCOOlmon. Duels are also a
COOlman event, especially among !he pirates,

As a neutral sovereignty. sailors from all nations, as well as pirates
(called independents), are welcomed. The merchant district is limited to
local craftsmen, common goods, foods and services. Very little magic.
anns and annor are available.

Wesl Mnn is a rough and tumble lown that can be both fun and dan
gerous for player characlers. Nonhumans will be secn as poIenlial com· •
baWllS in the arena and may be offered 6D6x1OO gold to fight
(depending on the deadlines) or kidnapped and forced to fighl. Wolfen
arc a fan favorite in the arena.

Brawls arc common, bul displays of vtolence are politely overlooked
by the authorities (hush money may be occasionally required). No mat
ler whal crime is commined, the local government will always be will
ing 10 settle for the paymenl of a fine. Generally a couple hundred gold
will cover minor offenses, a few thousand for greater offenses and
10.000 10 20,000 gold for murder. kidnapping and extortion. Those who
can', pay are sold 10 !he operators of the arena as the show's neJ;t attrac
lion.

Excepl for the main pon town ItOUnd lhe arena. rnosI of the: commu·
nity is comprised of honest. hant-won:ing fanners and rlShermen (~
of lhe local population). This means lhe fishing and fanning mas arc
generally safe and hospitable. Most of !he hard-won:ing folk avoid the
main pen eltCCplto buy supplies.

Burcee

-ir!ii./ West Minn............ '
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The Pirates of the Floenry Island Chain

Game Master's Note: A number of adventures can be developed
utilizing piraleS and freeboolm as villains. spies. trouble and allies Cpr
lhe ~aycr chanK"len and the various nalions of the Palladium World.
One group may be entirely composed of murderous cutthroats or secret
spies and agents of the Western Empire or other Kingdom. ancMher an
anarchis15 or unprincipled lot who have some thin justifICation (or ven
dena) (Of their actions. like the Robin Hoods of the seas. but try not 10
kill, kidnap. enslave or brutalizc their victims. Others may simply be
rogues who plunder and terrorize but aren', bloodthirsty murderers. Still
others mlly be driven by a lust for power or revenge, or led by some
grealer evil force. Explore the possibilities and use them as you see
most appropriate for weaving your advcnlurers.

Pirate Activity
On I map. the Sirail of Rdlir may seem 10 be • relatively unimpor.

lanl streich of open sea about 100 miles (160 km) across. and which lies
between the Peninsul8 or Pmcbllor (the most southerly section of the
Land of the South Winds) and the FIMI/ry Is/oflds. Though relalivcly
unimponant in itself. il is the main sea-lane by which the mefChant ves
sels of the Westcrn Empire travel to trade wim !he Land of !he Soum
Winds. the Timiro Kingdom. and onward 10 the easternmosl regions of
lhe Eastern Tcrritories. and vicc VCfU. Through mis suetch of water
passes immense riches in gold. silver. other precious merals and SIOl'lCS.

magK: items. silk. tobacco. herbs. spices. akohol. books and slaves. as
wcll as rare and unusual cn:atures. Likewise. ships from the Eastern
Territory and Timiro pass lhroogh the strait to trade wim the Wcstern
Empire and communilies along the jungle coast.

One would think that all this u'ading woold gready cnrich the mer·
chants on both sides, and, 10 some degree. it docs. but mings are not al
ways what they seem. Like lovc and war. in trade all things are fair. In
addition to unequal and unfair lradc practices. trade wan. overstock. un
dcrstock, robbery. e,;pon and import taxcs. natural disastcr and the timc
and e,;pense of transponation (by sea or land). there is the additional
problcm of p;ralts. While sea travel is fastcr. less c,;pcnsivc and gcner·
ally safer than ground travcl. it still has ils problems. with piracy being
the biggcst. In ycars when piracy is down. only g-12% of all shipments
are lost to these brigands. but when piracy is high. 20-35% can be lost.
Some merchants and shipping lines havc been drivcn out of busy when
piracy is high. others are forced to raise their prices or reduce their ship
ments to pons subject to high incidents of piracy. Worse. many of the
kingdoms do littlc to hunt down and eliminatc pirates because it is an
cxpensive proposilion. Nor will mosl nations offer warships 10 escort

merchant vessels from pon to port. unless the intercst of the Coun or
Royal family is involved.

Mosl kingdoms \IO·m periodically launch campaigns against piratcs.
usually when no foreign enemy is poised on their door.itep to take ad
vantage of the divided navy. and/or when piracy has gotten out of hand
(at its highest Ievcls). 1bese campaigns are frequently more like bloody
crusades in which anybody suspected of piracy is boarded and intcrro
gated. Known piratcs and those who refuse to cooperate and/or nee
when asked to be boarded are hunted down and brought 10 JUSt icc. In
many cases. the piratc vessel is caplUred, boarded, seized (along with its
cargo) and its crew taken prisoner. Known pirates who engage in battlc
are typically dcstroyed at sea. either slain in baltle or hung by the yard
ann!

These crusades can be so succcssful thai piracy is virtually obliter·
llled (under 4%) and merchants can cnjoy 104 years of safe seafaring
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and high profits. Of course. piracy will return and level out for years at
the tolenble level of around 1()oIl,. but will inevitably again reach cata- '
slrOphic proportions and instigate Il'lOther siege. This seems to OtXUr ap
proximately every 15-25 years. For the last five years. the loss to piracy
has been high. at around 18%. and appears 10 be climbing: Some mer
chants are already claiming losses as high as 22%. Only the Western
Empire is under 1()oIl, and are one of the calming innuences insisting
thl! piracy is not out of control (see the reasons why in the earlier sec
tion regarding the pintcs of the /slr ofthr Cyclops). There hasn't been a
crusade in nearly 23 years an<! merchants along the eastern seaboard
have been petitioning their respective govcrnments to takc action for the
last few yearS. None is anticipated any time soon (not for at kast 104+ I
years).

The FIoenry Islands are moslly uninhabited. hundreds of miles
away from the "civilized" world. and comparatively near the Stra;/ of
Rrfor. Thus. they seem almost made to order for hiding and supponing
pirate neelS. The islands' wildlife. freshwater springs. junglc fruits and
nuts offer excellent resources for resupplying vessels as well as places
to rest. relax. hide or lay low for a while. The Aocnry Island chain can
easily sheller a thousand pinte ships. but currently. the island chain is
believed to harbor appro,;imately ISO pirate ships. Most are inde
pendent freeboocers with 1-3 vessels.

Many pintes choose 10 prey upon the ships of one nation or ship
ping line more than any others. This can be the indication of a vendetta.
but is more likely 10 suggest favocilism for more simple reasons. Such
reasons typically include a desire for a panicular type of cargo fre
quenlly carried by a specifIC merchant line: foreknowledge of a rich
cargo or passenger for kidnapping (information easily bought at most
harbors): a special order for specific cargo by a pirate client (like the
Western Empire): a Shipping line that is slow or poorly defended (easy
pickings): or the opposite. lhe ships o( the merchant line or nation are
fast and tough, therefore challenging and fun! Many other times it can
be pure hapMfUtancr that pirates hit vessels from the same shipping
line or nation. Furthennore. motivations for attacks are often made out
of desperation: needs supplics badly, their ship is badly damaged (a new
one is needed). or the crew is getting mUlinous because booty has been
low.

The nations who seem to be targeted most in southern and eastern
waters are the Timiro Kingdom. the rich ships of the Western Empire.
and the Eastern Tcrritory, followed by vessels from the Land of the
Soum Winds and Lopan. Bizanlium ships. from the small Northern
kingdom. have proven 100 fast and deadly for most experienced piralcs
to bother wim. but then. not too many ships from Bizantium travel be..
yond the Eastern Territory.

The two most notorious pirates currently operating from the Flocnry
Islands are Vunoon's Raickrs and a group who calls themselves the Pi·
nle Federalion. The latter consist of at IeasI sill.. highly skilled pinte
captains (8·12m level). an cxpericnced cn:w (5·8th Icvcl) and 24 ships
woneing together in a kind of loose organization. They usually divide
their fleet into three or four smaller groups. but sometimes launch coor·
dinated allaCks and may send as many as 12 ships against an opponent!
They raid the shipping lanes of the Strait of Rclar hard and are cx
tremely ruthlcss. The Federation will raid ships (rom all lands.

Notes & Rumors about Pirates & the Island Chain

The following infonnation and rumors are simply common things
said about the South Seas and piratcs. Some are true. some are partly



true and others are just oollandish stories that make for eliciting talk
over a few beers. ,

• Over three dozen pirate captains find sheller along the coaSI of the
Yin-Sloth Jungles.

• The Waters of the Western Empire are a haven for pinlles. Only
vessels flying the flag of the Empire are safe from attack.

• Most pirates operating in the Western Seas are sanctioned by the evil
Empire and the reason piracy is so low for vessels of the Western
Empi~ in western waters!

• The cyclops call lightning from the heavens to suike down any pi.
rates in !heir waters,
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• Pirates from the West are encouraged by the government to engage
in piracy along the Jungle Coasl and southern waters provided they
don't tooch Western vessels, An estimated one-third of all pirates in
the southeast are from the Western Empire!

• The city of Sulanok. on the ~ninsula of Pendaltor, in the Land of
the South Winds. is a pon friendly to pirates and skilled in fencing
stolen goods.

• TotulO is I pirate haven. It is used by the Pirate Federation and
many independents_ It is not a safe port for Slim not involved in
piracy.



• West Mnn is anocher pan friendly to pirates and offeD excellent
gladiatorial sport It is popular among all seafarers. ~

• EaJt Mnn and (kn are safe harbors, but pirates can be found there

'00.
• South Bay island is a hell-hole swarming with Serpent Rats from

the Western Empire. II is said over a million of these creatures infest
the island.

• It's said not even pirates are crazy enough to go to the islands of
Dragon's Roost. Grimbor Island. and Su~n"sTOOlh.

• 1"be Vunoon pirates are led by • powerful .sorcerer Troll (actually
only a 6th level wizard) and enliscs the mystic power of three dozen
mages (really six. levels 3-5), a score of air warlocks (actually three;
a 4th level warlock and IWO al 6th level: plus one 51h level water
warlock) and send elementals (uue) and sea serpents (not true)
against their wgets. 'The Vunoon neel has grown to nearly a dozen
and includes IWO Black Demon ships! Actually, the fleet consists of
six ships, two painted black. Nobody knows where they hide out
(true). It is said the wi?.ards open a plnal to a sea and island haven
on another world! Note: The repulation of the Vunoon pirates'
"gentleman" taclics, polite conduct and greatly exaggerated mystic
power (firmly believed by most seafarers and kingdoms) is such that
half the merchant vessels who encounter them surrender without a
fighl, and let the pirates take whatlhey will. These "gentlemen" pi
rates never kill without a reason. nor engage in senseless desltUCtion,
vandalism. rape or tonure. 'They usually leave food and water sup
plies untouched, never sully a woman's or a captain's honor, are
finn but couneous. and with crews who are cooperalive and who of
fer no resistance. only take half their cargo.

• Valiar's Rakkni are all Changelings (Captain Mithis Valicar is
himself a 5th level. Changeling pirate captain. of anarchist align
ment. but only 5'1> of his crew are Changelings. All are disguised as
humans among a predominanlly human crew). 'The Changelings
make Vllicar's RaKlers (4 StOUt ships) masteD at spying. assassina
tion, kKinapping and extortion (true). 'Their reputation for being
black-heaned and murderous monsters is unw&mnted - lhe result
of people's fear and hatred of Changelings. They are no worse or
better than the average pirate. The crew knows and accepts the
Changelings among them and are loyal to Captain Valicar who is
fair and loyal in return. A 6th level air warlock (aberrant) and a
dragon hatchling (30 years old. 4th level wizard) are among his two
mosl notable crewmen.

• The Shrr-Ta Jungle Raiders are a unique band of pirates operating
along the COOSI of the Yin-SlOlh Jungles that rim the southern edge
of the Land of the South Winds. They are an usual group composed
of Tezcat warri~, Jungle Ogres, and a handful of humans and orcs
led by a maniacal 7th level, female Shaman. They usually allack

ships close to shore (ideally, anchored). speeding up 10 the big ships
in two dozen or more, small twin canoes and/or Trimaran vessels.
They then surround the ships. climb up the sides using grappling
hooIr;s and rope, board her and uy to seize control. 'They can be espe.
cially bloodthiDty. The Shn-Ta (pronounced Sheer tah) pirates
rarely leave lhe jungle coastline, but have been spolled as far east as
Grimbor 1:slaM in lhe Aoenry Islands and as far west as Cyclone.
Note: Cyclone is a friendly merchant port established by a group of
seafaring Cyclops and shared by representatives from the Western
Empire, Timiro and the Eastern Terrilory. The Land of the South
Winds refuses to deal with "monsters." Pirates find Cyclone very ac
commodating. although its "trade agents" and merchants rarely buy
goods for more than 15% of current martet value.

• The Submarine League is a band of nonhumans with only IWO
ships but a legion of aquatic panners who attack vessels from the
sea. often crippling the ship by damaging or impairing the rudder.
When in a truly foul or vindictive mood, Ihey may sink the ship by
smashing holes in the bollom of the hull. TIle aquatic members of
lhe pirates can then retrieve treasure from lhe bottom of the sea at
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their leisure. Eight Kreel·lok of evil alignment, two Mennaids, a 7th
level water warlock, and a dozen evil Kappa are active members of
this pirate band.

• The outlawed, legendary BlKlr. Demon ships of the Western Empire
are real! Although elusive, fast and never secn in greater numbers
than two, mey traVeT'$C all the seas and me doepest oceans of me
known world. The crealion of the Demon ships is I direct violation
of a pact between the Western Empire and other world powers. The
Empire denies !hey exist and claims reportS of their sighting are hal·
lucinations, mistaking whales as black ships, and lies by their ene· •
mies. Adminedly, no Black Demon ships are known to engage in
piracy - or is il none have survived to tell !he tale? Ships and crews
1051 at sea are often blamed on the Black ships, bul there is no proof
that they are responsible.

• Harpies. Sphinxes, Dragons and ather inlelligent creatures of
magic sometimes engage in piracy themselves (sometimes preying
on lhe pirales). These are often lone individuals or small groups (3.
4: Harpies will have the largest number, 6-14) who have the power
and audacity to Ihrealen a sailing vessel. Frequently, lhe crealure(s)
will demand a few hundred in gold or gems as a right to passage or
protection fee (protection from it). Other limes the creature will de
mand a huge panion of lhe ship's booty/cargo, and some just like
causing trouble or killing. Occasionally, one of these creatures will
join or Captain a pirale ship.

• Enry is the subjecl of many conversations and speculation. It was
once a great pln friendly to all sailors, including discreet and law
abKling pirates, bul it has become a place of constant bedlam. Get in
and out as quick as possible and don't enleT into religious discus·
sions!

To speak against TIxxh will bring the wralh of the Gods of Light
&: Dart upon you.

The enemies of llKMh are trying to lurn the people against him
and the other Gods of Light.

Thoth is an Old One! The people of Enry have proof!!
Thoth is testing lhe Ioyilly of his people on Enry.
An Old One slumbeD underneath the island. Its people have been

driven insane by its evil. Death Cults aclively work to awaken the
monster.

Over a hundred evil cults exisl on East Mnn! Kidnapping and
blood sacrifice to the Old Ones and other dart gods occur weekly.
Sailors are their favorite targets! Beware!!

Everybody on the island is crazy!
The madness is contagious if you Slay for more lhan four days!
All the trouble on Enry is a Weslern Empire plot.
Pirates have come to fear this place and avoid il.

Rumors about the Pirate Federation

• They are the scourge of the South Seas and Eastern Seaboard.
• 'The island of Totugo is a pirale haven and the main base of opera

lions for the Pirate Federation. It harbors over 10.000 pirates (ridicu
lous). a Oeet of SO ships (equally ridiculous) and is defended by sea
monsters under the control of a pirate summoner (I rumor thai has
ptDisted for years).

• The Rock is another hideoul for the Pirate Federation. The sea ser
pents often secn sunning themselves on ilS surface are III under the
control of an evil pirate summoner. The Federalion's base is hidden
underground, created by Eanh Warlocks or demons.

• An inn called "Deadeye Suli's,'· in the lillie village of Ramsbotlom,
about 15 miles (24 km) up the coastline from Sufalfok, is said to
sel1le as the Pirate Federation's recruiting station. Sailors, thieves,
men al arms, and men of magic. supposedly go to Suli's to get hired.
They are also known to visit Sulanak to resupply, sell stolen goods.
gather information, and to get a lillie rest and relaxalion.

• The Pirate Federalion is so cutthroat that they sometimes attack
other pirales. especially those in distress (Ihey typically sink the ves-



sel and either sell all hands into slavery or kill them). Cenainly other
pirates dislike (some downright hate) or fear the Pirate Feder.uion.
Many are very vocal about nnt being associated with these nefarious
pirates.

• The Pirate Federation engages in every son of crime including kid
napping. extortion. assassination. slave running. smuggling. rape.
torture and murder for pleasure or spite. If the pay is good. they'll
consider it.

• Half the pirates in the Federation are inhuman monsters. mostly
ogres. orcs and goblins, but also include giants, trolls and others.

• There is an internal feud between Captains Borgul Somon (9th level
Orc of diabolic alignment) and Silver Kate (10th level human of an-.
archist alignment).

• The Western Empire secretly funds the Pirate Federation (not true
- in fact the Western merchant ships are these pirates' favorite tar
get. although they attack everybody).

• The Cult of Yin-Sloth secretly funds the Pirate Federation.

The Island of Totugo
The haven & home of the Pirate Federation

Totugo has been used for centuries by explorers. merchants and fish
ermen as a supply island. namely because it has no hostile life forms
and is smack in the middle of the F10enry chain. Bountiful freshwater
springs are found in the hills at the southern end of the island, wild
game and a wide variety of fruits and vegetables can be found in the
dense jungle in the island's midsection (and, when necessary, makes a
good place to hide). It also has good hardwood that is suitable for ship
repairs. It has only been in the past twenty years or so. when the West
ern Empire started to expand its trade inlO the East. mat Totugo became
especially attractive to pirates. Five years ago. me powerful Pirat~ F~d·

tration usurped control from the original senlers (although many re
main) and have turned the island into a pirates' haven.

Since the involvement of the Federation, the town of TOlUgo (pro
nounced "toe two go") has prospered on the ill-gotten gains of the Pi-
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rate Federation as well as numerous independent pirates who come to
the town. and other small, more secluded island seulements, to hide.
rest. relax and trade stolen goods. In fact. the Pirate Federation offers a
number of services such as hideouts (scallered throughout the island)
for really "hot" fugitives and/or "hot" 1001. scribes to send loved ones
messages, message delivery service, bodyguards, and healing. all in ad
dition to Federation owned and operated stores. pawn shops. gambling
establishments, taverns. inns. meeting halls, and 80% of all the busi
nesses on the island!

Furthermore, all ships (except members of the Pirate Federation) pay
a small docking fee of SO gold per week to set anchor at this relatively
safe harbor - a place where pirates can relax and be themselves among
others of their profession.

Drunkenness. brawls and duels are frequent. but nobody defies the
Pirate Federation (and lives) and there is an amazing amount of order
among the many races. pirate factions and rivals. Everybody appreciates
having ont place where they feel safe and can let their hair down. so
they tolerate each other and try not to wreck what they have. TOlUgo has
never been raided or put under siege by any kingdom. although a few
spies have made their way to the island (most never leave Jllive). The
network of lookouts on land and at sea, combined with warnings, IlcWS

and information provided by other pirates. should allow those around
the island ample time to set sail long before any enemy neet could reach
its shores.

The Town of Tortugo is small but growing. It has about SOO full
time residents. 80% of which are the descendants of the original colo
nists who have learned to live with the pirates. Most are of good and
selfish alignments who av.oid the pirates and crime. They live as fann
ers, craftsmen and merchants. Those who live or work in town fre
quently try to help the occasional nonpirate visitor stay out of trouble.

The town itself has all the "fonnal" docks, although there arc several
places around the island where a ship can set anchor close to shore, and
every coastal lookout station has a dock that can accommodate two ves
sels. The town also has warehouses, dry docks. and repair facilities
needed for a large number of ships. as well as a large number of tav
erns, bordellos, shops and a black market bazaar that sells almost any
thing you can think of ... for a price. At any given time, there are at least
sill pirate warships docked. which means at least 600 to 1000 pirates in
town.

The sea around the pirate base is constantly patrolled by at least two
pirate ships. Approaching the island by ship. unseen by the two patrol
vessels. or by lookouts on the island, is extremely difficult. It is known
that most pirate ships cany at least one wizard, cleric or warlock. but
rarely more than thaI. How many men of magic might be residing at To
tugo at any given time can vary greatly.

The Town of Totugo
Note: 106+4 pirate ships are docked at or near the Town ofTortugo

at any given time, plus 106 at other locations around the island.

I. Docks, Dry Docks and Wharf. There is room at the docks for up
to ten large ships to tie up at anyone time. In addition, there are dry
docks and repair facilities for another twO ships. Smaller vessels. such
as fishing boats. dories. ship's shuttles. etc.. are expected to dock at the
wharf; as many as 30 can be accommodated. Many pirate captains tie
up at the docks for only brief periods; a few hours to a few days to un
load and sell cargo, resupply and move on. Most pirates prefer to an
chor their vessels offshore. where they can quickly slip into combat, or
out and away. If night is necessary, it's a lot easier to dump the anchor
chain than to pull away from a dock.

2. Warehouses. These stone-walled. one story buildings are the
storage warehouses for supplies and provisions. Sailclom, spices. food.
ale, clothing and other loot taken as booty are in great supply. There are
always 10 pirates assigned to guard each of the warehouses. JUSt in case
someone tries to "share the wealth" before me official splits are made.
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5, Merchant Quarter, Rare and unusual items from pirated ships:
fine clothes, an, IOyS, weapons, armor and just about anything else you
can think of, can be found and bought from one of Ihe small shops here.
Only magic is not available. There is a 78% chance of any item listed in
the Equipment Section of the Palladium RPG, 2nd edition (pages 271
274) is available. usually at the slandard price. High quality, Kobold or

J. Inns. taverns. drug dens. There are quite a number of small es
tablishments spread across lown. bearing names like ''The Winking
Mennaid:' "Bloody Val's." "The Gold Piece," and so on. All of them
offer jusl about any form of drink that can be found which isn't pure
poison (although some of the moonshine comes close to being fatal to
characters who rail to make a save 'IS poison; a failed roll means a hell
of a hangover and ID4 points of damage per bottle or large mug
drunken). Quality drinks are oftcn expensive, 6-10 gold for a glass of
quality wine, champagne. brandy and rum. but a mug of beer, cheap
rum, or "rot gu," moonshine costs JUS! one or two gold.

Roughly one in three taverns also offers a variety of drugs that range
from a few gold to 30. These places may also offer poisons and magic
fumes for sale (+20% higher prices than usual).

The inns typically offer simple rooms wilh minimal furnishings to
avoid costly damage and spilling of blood from brawling pirales. A bed.
large armchair and a slool is siandard. COSIS range from 8-30 gold a
nighl. Only a couple of inns who cater to Captains and Firsl Mates and
the genu), offer posh rooms with silk. mirrors and expensive furnishing.
Their prices typically range from 60·100 gold per night; priced to keep :'{", .
the riff-raff away (regulars pay 50% less). :~: .~'/TI.~

::~ «/#. .
4, Brothels. Pirates can get a little lonely for female companionship::';:" .

just like anybody else. As a matter of fae!. on TOIugo, Ihey have pre- :'.~..
cious lillie else to do.., -:.'
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Dwarven items are very rare. with only a I S% chance lhat being
stocked and commanding 10 times the usual prices. r

6. Fetkration Building. It is the largest structure in town and where
most of the valuable treasure is kepl_ 1bere are normally IS pintes
guarding the building outside. with four patrolling the halls inside. All
are supposed to be armed with magical weapons and armof. Addition
ally. the chief Wizard of the Pirate federation is supposed to have his
home and wOrXshop within the building. See the accompanying descrip
tion for greater detail.

6A. Pirale Barracks. Used for sleeping. lounging about, and as a
meeling place e,;clusively for the Pirate Federalion. 1bere arc always.
even in the middle of the day. at lew a couple of dozen sleeping pintes.
is done here. with a few others loitering around (unl number of current
residents should be I D6 times S).

7. Anna. Nothing more than a 20 fOO( (6 m) deep pit dug into the
eanh, with removable ramps and ladders. This is where the pirates can
sit. watch and bet on lhe outcomes of fights between men. men and ani·
mals, or animal fights. The execution of spies. traitors and other villains
are sometimes conducted here as well. especially if a duel or death by
combat (also see 1110. the gallows and punishment area). All "recrea
tional" bloodshed for pirates. as opposed 10 lhc:ir nonnal bloodlening on
the job.

8. The Pil. A stone building with a dungcoo built beneath it_ There
arc cells here for up to SO prisonen (200 if they really crowd them in).
and a half dozen slave pilS for their 200 slaves. Wild animals arc also
kepi Itlhe pit. making the dungeon panicularly unpleasant smelling.

9. p;g and GoaII Farm. A simple enclosed area with about 400 pigs
of all SilCS, si .. cows and 80 goats (mainly for milk and cheese). A
small building connecled to the fann serves as a slaughlerhouse and
supplies much of the town's fresh meal. When the wind blows from the
wesl. the whole town smells like pig.

10. Punishment Area. For pirates found guilly of slealing (from
other pirates. that is), murder (witMutlheir caplain's pcnnission). spy
ing. betrayal and other major crimes. as well as pirate enemies, this area
has all that is needed for propu punishment: a gallows. whipping posls,

stocks, pillories, dunking chain and head spears (for the displaying of
decapitated heads). 1bere will be at leasl one body slnlng up (probably
ranging from a few houn old to several days) for the edification of all
olhen who might think of committing "crimes." One small under
ground room is a complete tonure chamber, used for obtaining confes
sions: whether guilty or not. most confess eventually.

11. Temple: 01 o.rkness and Shrines of lhe Sea. A medium·sized
temple dedicated 10 lhe Gods of Dastness and the sea has been built
here. but is in a sad stile of disrepair. lbcre arc cUTl'C'fltly no clerics in
residence: the last priest was killed after being caught slealing from
drunken pirates.

12. Meeting Hall. This is I place for town meetings and fwiyals. It
can also be rented for 200 gokl a night for priYlte panies. dances and
gatherings.

13. Gambling HIlII. This is a two story. casino style gambling hall.
Drinks are half the usual COSt to those who are spending freely. Games
are limiled to throwing dice. black jack. dans and roolelte. An outdoor
counyard is used for boxing and wrestling matches as well as duels.

Note: Most other buildings arc residences.

The Federation Building
This large. four Slory, stone building is the largest. most impressive

building in town. It has large windows on the first and fourth flOOfS.
Slit-style windows on the second floor (suitable for shooting arrows),
and no windows at all on the third noor. All of the windows are
equipped with iron shullers which can be closed and bolted from the in·
side during times of allack. On the west wall, at ground level, there is a
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set of lIery large. iron·studded oak doors. which can be barred from the
insKle. There are always fille pirate guards stationed at this entJaJ'lCe4nd
ten OI:hers. with tnined dogs. patrolling the grounds around it and
checking in regularly 10 make certain the building is secure. Any men of
anns will realize that this building is designed to be a fon. And a very
good one it is.

Level One
The floor is split equally into two huge rooms, with a central stair

way between them. The floor and walls are all of heally stone, while the
ceiling is of heally wood beams.

I. Meeting Hall. This is where the pirate captains of the Pirate Fed...
eration hold meetings with each other and/or their crew. At one end of
the room, on a raised platfonn. is a large table filled with indillidual
chairs for each of the pirate caplains. The rest of the room is more like a
counhousc. with benches facing toward the captains' table. The benches
can be moiled to flCCommodate panies and dances.

2, Rec:ont Of'rttt. Ellen piratcs halle to do some book work in order
to make sure the ships are supplied and an ellen divism of the booty is
made. Dozens of bookshelllC$ and cabinets are filled with papcrwort.
and account books. Six large desks accommodate the c1etb employed
by the Pirate Federation. A sining area with two plush couches and
three arm chairs are located on the other side of the room. Underneath
one of the couches is a secret floor panel to a companment used to hide
special maps. booty (I [)6)(1000 gold), two potions of inllisibility and a
handful of weapons.

J. HallwayfStairway, A large open area. filled with selleral chairs
and benches for those waiting appointments in either of the side rooms.
At least twO pirate guards (3-5th lellel) are on duty at all times. A large
stairway leads to the second lellel.

Level Two
As with the lower floor. the space is dillided into IWO large seclions:

the armory on the left (oller the meeting hall). and the guard room and
lounge on the right (oller the record office). All the walls are of stone,
and the floor and ceiling are bolh made of heally timbers. All the win
dows are narrow slits.

l. Armory, The Pirate Federalion's main armory contains enough
quality weapons of all kinds to outfit 200 men, but only enough armor
for about 100 (10% light leather. 40% studded leather. 30% chain mail,
20% lIarious heally types). W~apo"s of 1I00t include 3200 heally cross
bow bolts. three dozen light Cyclops lightning arrows. a dozen medium
lightning jallelins, 144 cross bows, a pair of boots of fleetness, a cloak
of guises. leather of annor (2), a demon slayer battle axe. and a match·
ing flaming sword (406 damage) and flaming ball and chain (406). A
lIariely of poisons, herbs and magK: powders are also kepi here (Iypi
cally about 10 doscs exh).

All captains contribute some percentage of quality weapons from
lheir booty to this storehouse. 11Jc lolo'caponS are sailed for emergencies.
with some special ilems gillen 10 loyal crewmen as rewards for servK:e
and sacriflCC. and surplus made allailable to piratcs of the Federation at
20% below normal prices. Some basic supplies like lengths of rope.
chain and manaclcs are also slored.

Two guards stand at the door (all Trolls who are 41h lellel meres). A
4th lellel eanh Warlock and six pirates (fille are 3rd level pirates. one is
a Sih lellel assassin) maintain the facility, handle transactions and help
defend the annory. The Warlock can read Elf and is armed with two
scrolls one with cloud of slumber and the other, carpet of adhesion.

2. Guard Room & Lounge. The guards and workers assigned to the
building are all gillen small, nice rooms located in this area. in addition
to an emergency bunk area suitable for 60 men, and the lounge.

The lounge has six large. worn bul comfortable couches. six arm
chairs and wood tables, each wilh seating for eight. and IWO small tables
and chairs for playing checkers or chess. Eight dan boards hang from
the wall. as well as Western and Timiro tapestries. and Western rugs
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cOlier the floor. A bar is localed along the dillKling wall and offers k>w
quality rum (twO SO gallon barrels) to off-duty guardsmen for free. Six
50 gallon ban'cls of fresh waler. IWO barrels of good qualilY rum. and a
locked liquor cabinet (containing 24 bot:tlcs of brandy and 48 bot:tlcs of
wine) are also pan of the bar slock, but alcohol other than the cheap
rum COSts four gold a glass.

An adjoining kitchen (four gth lellel cooks and eighl assistants) pro
lIides free meals for the guards. workers. captains and their guests. Six
additional 50 gallon barrels of fresh water, and enough prollisions 10
feed 80 men for a month are stored here.

J. Hallway/Stairway. No furniture or decorations. just bare walls.
The opening to ,he downstairs can be cOllered with an iron grate or
solid metal sheet that can be lowered oller it. scaling off the floor. The
upper stairs are barred by an iron door (A.R. 16. S.D.C. 240). If this
door is shut and boiled. the next lellel is totally sealed off. 11lcre is no
way to close it quielly, since its rusty hinges will shriek like a banshee
when it's moved_ Picking the lock may, or may not, be effcctive. since
il is also possible to bar the door from the other sKlc.

Level Three
This lellel is just one large, open room. 1llc only exits are the stair

ways going up and down, both of which can be barred with metal doors.
This area can be used as a meeting hall or additional housing for crew
members (especially if used as a fon under siege; can accommodate 120
men sleeping on bedrolls on the floor, comfonably), but is typically the
lilling quaners of a special residenl. Though many rumors warn that a
powerful wizard lives here. il is actually a greater demon, a Night Owl!
The Night Owl was originally acquired by a Summoner hired to bring it
to the pirates IS a sialiC. but the fool creature has since become a will·
ing, full panner. It is iliuM's dUly to proccct and oversee the opcnnKlns
of the Federation Building. Sec the hl..dium Fantasy RPG. S«ond
Edition for complele details about these psychic demons.



Level Four
l. Living Quarters ror Ihe Pirale Elile. Half the lop floor ill di

vided inlo six lavish living quarters for the six captains who head the Pi
rate Federation (each conlains wons of art wonh a loul of 1(6)( 10.000
gold. but are large and bulky; plus each room has 2(6)(100 in gold and
a few boctJes of qualily liquor). Fourteen smaller. bul posh rooms for
sccoodary captains in the fleel and first males. The hallways are covered
in gorgeous WCSltm and Timiro tapestries and paintings. Note: More
than IWO captains of the Pirate Federalion and crew are rarely in town It
lhe same lime.

2. Guard Rooms. Between the living area and the vault are four
luxurious rooms for the eighl guards who live on and procecllhis floor.
Two are 9th level human soldiers. two are 61h level Ogre mercenaries
wilh P.S.·s of 24. one is a 7lh level assassin. one is 6Ih level Goblin
thief. one a 5th level wiz.ard and the last I 3rd level Diabolist. All are
loyal 10 the Pirate Federation. Jlillna (the Night Owl) and most of the
six caplains.

J. The Vault. The main treasure of lhe silt caplains are locked away
in a gianl. 20><30 foot (6)<9 m). walk· in vaul!. The entire chamber is
lined wilh walls of Ihree inch steel (A.R. 18.500 S.D.C. per 8 ftl2,4 m
diameler) and a vauh door with three complu locks and an A.R. 18 and
500 S.D.C. The door is also warded (silenl alann. fear. blind. agony and
death - all scquenliaJ. so they go off one afler the Olher each time lhe
door or ilS locks are dislurbed). Only the silt caprains and the Night Owl
can open the door withoul aclivating the wards.

The Pirales' Treasure: The inlerior of the vauil is proIected by two
animal (lions) Guardian Siones and one Demon Slone (BaaI.rog). See
lhe Palladium Fantasy RPG. Second Edition. page 256 &:: 257. for
compkte delails aboullhesc magic stoots.

I. "The Conquest." A large painling (5)(10 fl/1.5)(3 m) by William
Robenwald. one of the Weslem Empire's greatest artists of all time (de
ceased for 300 yean). It is a beauliful piece. with a frame of silver. de
picting the charge of mounled knights into the breach of a walled city.
and easily wonh 60.000 gold. At a well-publicized auclion in the West·
em Empire. it will get 104 times more! However. there is also a 01
50% chance that the painting will be .seized (SOil)'. no cash) by one of
the noble families as a wor1r: stolen from their family by pirates. Ten lo
cal soldiers or bodyguards will assist in the .seizure. If the characlers are
fast talkers and can convince the family and authorities that they are ad
venlurers (or known heroes) who "rescued" the painting from pirates,
the family will be grateful and give the group a reward of 20.000 gold
in coin or gems. Otherwise. the group may be taken into custody for
questioning and may face charges of piracy!

2. The OIher worts of an (eight painted landscapes. four portraits.
one Elven King. sculprure of Isis. sculpture of a nude woman. and three
imperial busts of leaders from Timiro. plus over 30 lapestries) will fetch
anywhere from 6(6)( 1.000 in gold. All the painlings and sculplures are
carefully Wl1Ipped. and stored insKte heavy wood shipping containers
(A.R. 8. 140 S.D.C. each).

J. Chest of Jewels. Approximately 80.000 worth of gems and jew-
elry.

4. Chest: of gokl warded wilh agony and dealh! 40.000 worth!!

5. Chest of silver warded wilh fear and sound a1ann; 15.000 worth.

6. Chest of magic warded with sound alann. death and death (all go
off at once)! Silt scrolls (G.M_·s choice of spells). six potlonS of healing
(superior). one polion of shrinking. two polions of tongues. two polioos
of fly as the eagle. scroll: calm stonns (7lh level). scroll: summon fog
(5lh level). scroll: swim like a fish (5lh level). a woman's bracelet of su
perhuman strength. a ring of protection from wards (+ 1 10 save). a holy
sword (G.M.'s choice of powers). fire wick. a gem of direclion and a
suit of colors.
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The Roor
There are always four guards (4th level meres) with dogs on the

roof. They are usually very alen and armed with cross bows. 24 bolts.
spears and short swords. A castle-like Slone battlement wilh crenels
(openings) offer the guards protection. The entire lenglh of the battle
ments are rigged wilh a nelwon of trip wires connec1ed 10 eight differ
ent warning bells. so lhe guards and the dogs will be alerted if anyone
breaches one of the walls; the commolion will be greal and alen Ihosc
on lhe roof. on the ground below. and those insKte of troubk:. A small
shed in the middk: of the roof contains additional cross bow bolts.
spears. lantems. supplies and a chamber pot. The eight dogs can be
chained. bul are well trained and usually given the run of the roof.

Ships of
the World
Sailors, Salaries, & Basic Equipment
By Erick Wujcik

The Ienglh of one's assignment and pay will usually vary wilh each
job. Payment is almost always upon completion of the job. meaning
travel from point A 10 point B (and often points C. D. E. F. G. H. elC.)
and back 10 point A. A small advance of SO to 250 gold is often paid at
major portS so the sailors can enjoy a liule reluatKx't and libation_

Merchant ships and special commissions pay the best. but signing
ontO a merehant vessel will always include a lot of loading and unload·
ing of cargo and the possibility of having to fend off pirates. At the cur·
rent level of piracy in the southern and western waters. 2 OUt of every
10 ships have some son of encounter with pirates (only one in 20 in
nonhem waters).

Leaving a ship before completion of the full trip means at least for·
feit of remaining pay. Depending on the circumstances and timing of
the departure. the sailor may be branded as unreliable. untrustwonhy or
dangerous. and could lead to confiscation of his personal propeny. a
note of debt for the sum of the advance pay sworn OUI on him (it must
be paid before another ship will knowingly sign him). imprisonment. in·
denlured labor. public humiliation or worse. Note: The officers ar~ Ih~

lawai SCI. and the sailor is tltpected to obey completely or suffer the
consequences. since any punishment. up to and including the death pen
alty. may be issued by the captain.

Shipboard Salaries (Average)
A short voyage can be a few weeks 10 IWO months. A more typical

voyage will be 4-18 months of travel. Amenities (in addition to pay) in
clude I bunk (or hammock. on more crowed ships).lhrec meals a day. a
daily ration of grog. and visits to foreign portS.

Unseasoned Sailor Ue~'ds I & 2): 250 gold a monlh.

Se:a.soMd Sailor (k"els ).6): 400 gold per monlh

Vltf"y Experien«d Sailor (level 7 and up. & Mariner O.C.C.):
500-800 gold a month.

Hired Onkers: 700-1000 gold a monlh.

Merunark!s or landlubbers with no experience. usually hired on
as cheap muscle for labor or combat. This can be any nonsailor O.c.c.:
100·200 gold a monlh.

Special Hireling: This is somebody specially commissioned for
protection or special service. Pay varies greatly depending on the dan·
ger and/or rarity and need for the special .service. This can be any non-



sailor O.C.C.: 400-2400 gold per month. For e:\ample, a healer usually
gets aboul 700-1200 gold. , ~

Men or Magic: 1000-4000 gold per monlh; half thaI if 4th level or
under. Special Assignmenl: 100-400 eXIra per month.

Naval Supplies & Equipment
See Palladium Fanlasy RPG, 2nd Edition, pages 272-27~. for

complete lists of equipmenl and supplies, The following are some nOla
ble items common to sailing and sailors.

Belaying Pin: Most ships have hundreds of belaying pins stuck in
holes all over the railings (pin rails). spars, rafters. etc. They are used
for "belaying" ropes, but they are also the most common weapons used'

in brawls and fights, both on ship and in any tavern frequented by sail
ors, The small. club-like wooden object usually does ID6 damage and
weighs a bit over a pound. but some sailors have their personal belaying
pin weighted with lead, inmcling 204 damage, Cost; 2 gold for a stand
ard belaying pin purchased when a crew member on a sailing ship (ship
owners buy them for 8 gold per dozen). 5-10 gold al most ports. Lead
weighted pins are nOl available on mOSl sailing vessels and must be
bought from port merchants who custom make them: COSt 18-32 gold,

Fish Knife: A narrow knife designed for preparing fish. A sharp
point. one blade for culting. gUlling and skinning, and the other side for
scrapping off scales (I D6 damage), Cost: 12 gold,

Scythe Lances: The most common shipboard weapon (aside from
belaying pins and knives). they are used in ship to ship combat. or to CUI
away dangerous or entangled lines. Usually ten to fourteen feet long.
with a sharp blade on one end. and a handy hook on the mher to CUI rig
ging (see scythe. Palladium Fantasy RPG, 2nd Edilion. page 268),
Cost: 60 to 100 gold.

Grappling Hook: A large iron hook, thrown to snag a dock, or an
mher ship. As a weapon (hand 10 hand) il does lDIO (or 204+2) dam
age. Cost: 5-80 gold.

Ship Rope: Much thicker than ordinary rope. Sail ropes are at leaSl
two inches thick. while lhe rope used for docking can be over a foot in
diameler. Cost: 2-5 gold per fool.

Rope Rigger's Kil: CUlling, splicing. and repairing rope is another
constanl chore for sailors. While any rope and a knife can be used. the
special heavy line. and a marlin spike, make the job much easier (+ 15%
for repairs and on Ihe Rope Works skill). Cost; 35 gold.

Sail'Mending Kit: Used for repairing sails. a constanl chore. since
they are tom and ripped all the time. both by lhe wind. and also by
clumsy sailors. Heavy scissors. four needles (all large. bUl one straight.
and the others with different curves), two spools of repair line. and a
sailmaker's palm. COSt: 75 gold.

Mariner's Lantern: A metal cage designed to be hung on a hook.
and able to swing freely with lhe ship's mOlion. Even if smashed. it is
unlikely to cause fire (only a 01-10% chance). Cost: 35 gold.

Innammable Oil: Used as an incendiary in assaults against ships
(usually loaded into small clay or wood containers. and fired with a
catapult or amalesl). COSl: 1000 gold per 50 gallon (189 Hter) barrel.

Vinegar: Since naming oil. and mOSl other incendiary subslances.
noat on the water, putting it out requires special substances. Sand is
useful for pUlling out fires on Ihe deck. bUI for fire in the sails. or for
naming oil on the waler surrounding the ship (threalening to ignite the
hull). vinegar js the best remedy. Cost: 300 gold per 50 gallon (189 li
ter) barrel.

Heavy Oil: An ancient mariner's trick. when threatened by heavy
seas and dangerous waves. is 10 pour heavy oil inlo the water. This
damps down the surf. and increases the ship's chances of survival. COSl:
400 gold per 50 gallon (189 liter) barrel. --

Sailor's Dress Uniform: While or blue. wilh leather-brimmed cap.
sailor shirt. jacket. trim pants. leather belt. and polished black leather
shoes. Cost: 200-250 gold.

MlCer's CUllil Uniform: Blue. grey or black. with leather-

brimmed cap. jacket. shin. leather belt. pantS and lealher shoes. COSl:
350-400 gold.

Officer's Dress Uniform: White or blue. with metal insignia of
rank. leather-brimmed cap. shin, jackel. trim pants, leather belt. and
polished black lealher shoes. Cost: 600-750 gold.

Sailor's Dume: A big canvas bag designed to hold all of a sailor's
clothing and gear. It can be shoved in small places. or hung up by a
hook or rope. so it's easy to SlOW away. Cost: 10-15 gold.

Sea Chest: Shaped like a lrunk. but waterproof, and designed to
f10al (so long as the contents don't exceed 120 pounds). Cost: 90-150
gold; typically 3x2x2 feet (0.9xO.6xO:\0.6 m) for ease in carrying. bul
comes in sizes up to twice as big (cost; 300 gold).

Barrel, Emply: Used for storing fresh waler. liquids. fruit. nour and
grain on ship. Cost: 18 gold for a 25 gallon (94 liter) barrel, 35 gold for
a 50 gallon (189Iiler) barrel. and 75 gold for a 100 gallon (378.5 liter)
barrel. The firsl twO sizes are the most common. Reduce the price by
50% if purchased in bulk (10 or .more barrels of any size).

Sel of Signal Flags: A set of thiny colored nags and pennants. use
ful for communicaling from ship to ship. or from ship to shore. COSI: 30
gold. -

Flag Standard (of Ihe Nalion): A long. tapering nag. or pair of
nags. indicating the ship's nationality and/or royal sponsor. Standards
display no insignia (except for the Wolfen standard). Cost: 80 to 200
gold. depending on quality.

Insignia Banner: Unlike the other types of flags. insignia banners
are very omate. very expensive. usually square or reclangular. and gen
erally decorated with an embroidered insignia, crest or Olher mark of
heraldry. Because they are expensive. and more easily damaged. they
are generally only displayed on special occasions. such as when a ship
enters or leaves port, when in an official procession. or when hosting a
royal dignitary.Cost: 1.500 10 10.000 gold.

Slandard Lifeboal: Depending on the safety consciousness of the
captain. most large ships carry at least a couple of lifeboats. 20 feet
long. 4 feel wide (6x 1.2 m), and with seats for twelve (14 can usually be
crammed in if necessary). Cost: 2.000 gold.

Large Rowboal: Commonly used in harbors to convey cargo, crew
and passengers from ship to the dock. or from ship to ship. Usually
around 15 feel long and six feel wide (4.6xI.8 m). Can be handled by
one skilled man, but usually has from two to four oarsmen. Carries pas
sengers (seating for eight. or standing room for twenty) or up to two
tons of cargo. Cost: 3.500 gold.

Ship's Boal: The most common sailboat in coastal waters. lhese sin
gle·sail boats are designed 10 be taken apart (Ihe mast comes off) and is
Stowed on the deck of a large ship. Used for scouling. ship to ship trans
pon. or for landing al uninhabited places (usually beaches), they also
have fittings for eight oars (seats for sixteen oarsmen). Used as a sail
boal. they are speedy. but unable to weather severe storms. 24 feet long.
8 feet wide (7.3x2.4 m). they can lrartsport up to 20 passengers. or carry
five tons of cargo. Cost: 15.000 to 25.000 gold.

Canoe (standard): Seals up 10 Ihree human-sized people in a typi
cal canoe; II feet (3.3 m) long. average speed paddling. 1-4 mph (1.6
km or aboutlwo knots). S.D.C.: 50. Cost: 400-800 gold.

Nole: See the section on ships for descriptions and costs of various
boats and seafaring ships.

Most ships. including warships. are capable of carrying cargo. Ships
are raled by their "Excess Cargo Capacity:' The rating for "Iighl" indio
cates a load that won't interfere with the ship's speed. or weigh il down
in storms or combat. "Heavy" loads mean lhe ship is riding low in the
water, moves more slowly (-20%). and could be swamped (waler com
ing up over the deck) in a stonn.
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Descriptions ByS;,mb''''&,W"jdk

Western Empire
Western Empire Flags: Black & red banners. with a Hunting

Hound insignia.

Nole: The first (wo ships arc found juSt about tl'ery""hue, and are
the ships most commonly available for sale. Different ships in different
Kingdoms and even shipbuilding communities may be basically the:,
same vessel. but have: different styling. details. features. equipment and
appearance:.

Typical Fishing Boat

Shallow, single: masted vessels designed for fishing in coastal wa
ters. Too small and light for any distance Of prolonged sea/ocean voy·
ages. the fishing boat is common in the Eastern Territory, Bizantium.
Timiro and the Western Empire: in the Land of the South Winds. jungle
boats and trimarans are used.

Most communities replace fishing boats every 5·\0 years, and new
ones are constantly being constructed. A small fishing village with 20
boats will usually spend their off-season time constructing at least one
replacement a process that can lake 1-] years. Although seaworthy.
lhey are not designed for long ocean voyages or severe storms.
Type: Fishing
Crew: Two. with one to work the rudder and another to handle the sail.

Usually carries six to ten other fishermen to handle drag nets or fish
ing lines. As many as 20 people can be accommodated in an emer
gency.

Size: 20-30 feet (6-9 m) long and 5-10 feet (1.5-3 m) wide.
Excess Cargo Capacity: 4!1': light or 10 tons heavy. Can cany up to

twenty passengers. but many are equipped with hiding places in the
hull for up to eight "secret" stowaways or to conceal valuables.
weapons or contraband.

Best Speed: Sail 5-9 mph (8-14 km or 6-7 knOls).
S.D.C. by Location:

Mast-50
Sail- 25
Front Section - 100
Mid-Ship- 100
Rear Section - 130
Hull per 10 fOO( (] m) area - 70
Rudder-60

Cost: 6.000-8.000 for an old boat (9-18 years old; reduce S.D.C. 25%).
from 20.000 10 45.000 for one in good condition (I·] years old). and
40.000-55.000 for a brand new one.

The Merchantman
A broad. round vessel with a forward leaning fore-post and high

stem (rear). It is a medium-sized trader whose double deck is designed
to handle both bulky and delicate cargo. 1lle Merchantman has traveled
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the Palladium oceans and seas for hundreds of years. comes in dozens
of variations. and are commonly used by just about everybody. except
in Bizantium where they are considered tOO antiquated and fragile. It is
the most common and basic ship for those wanting to get iOio the mer
chant trade. It is a solid. strong ship designed for hauling cargo and long
ocean voyages. In most places. merchantmen outnumber all other ships
by three to one.

Type: Merchant/cargo transport
Crew: 12 to 24 sailors and an additional 20 to 40 sailors. laborers or

passengers.
Size: ]5-40 feet (10.7·12.2 m) long; 18 feet (5.4 m) wide.
Excess Cargo Capacity: 26 tons light or 50 tons heavy.
Speed: Sail 10 mph (16 km or 8.6 knots).
Features or Note: Two decks. and one ship's boat/lifeboat (200 S.D.C.)

designed with crowded seating for 12 passengers/rowers.
S.D.C. by Location:

Mast-SO
Sail-J5
Front Section - 550
Mid-Ship - 450
Rear Section - 600
Hull per 10 ft (6 m) diameter- 100
Keel per 10 ft (3 m) area - 225
Rudder- 100

Cost: 75.000 to 150.000 gold for an old (14+ years: reduce S.D.C. by
20%). seaworthy vessel. 2]0.000 to 4]0.000 gold for one in good
condition (1-4 years old). and 500.000 to 750.000 for a brand new
one. Price varies depending on condition. quality. equipment and fil
tings.
Note: The Merchantman is a common merchant vessel used heavily

by the Western Empire. About half of all merchant vessels are the Mer·
chantman. This extremely sturdy little vessel is also used extensively by
the Land of the South Winds. Eastern Territory. Phi and Lopan.

Purnt Warship
1lle Purnt is a small oar-driven warship with a bank of nine oars on

each side. and one mast at the mid-ship. It is a Sturdy. seaworthy vessel
that is mainly used as transportation for military mail. imperial couriers.
for scouting. and for coastal patrols. Pumts are rarely seen more than
ten or twenty miles (16-]2 km) from shore. but are capable of travelling
anywhere. They are especially common in the inland seas.

Type: War (can be used to transport cargo if necessary).
Crew: 4 officers. 8 sailors. 96 oarsmen. and 24 soldiers.
Size: 32 feet (9.7 m) long and 10 feet (J m) wide.
Excess Cargo Capacity: 2 tons light. 4 tons heavy. with up to 8 couri

ers or passengers; double for large vessels.
Weaponry: One or two ballista at the rear and one in the front. plus six

arbaleslS and two boarding ramps (no war tower). A ram prow is
mounted on the front of the vessel to cripple and sink enemy vessels



(4D41110 damage al full speed. 2D41110 al half speed, btll !here is a
01-20C1> chance !he Puml will also suffer 1061110 damage to the
front section of the yessel. The idea is to punch a hole in !he enemy
yessel al or below !he waterline and scuttle lhe yessel (damage peT

10 footlJ m section).
SPftd: All 0llfS only 8 mph (12.8 km or 6.8 k1lO1S), half 08IS: 4 mph

(6.4 km or 3.4 knOls). all oars and sail: 8 mph (12.8 km or 6.8
knots). sail only: 10 mph (16 km or 8.6 knots).

S.D.C. by Location:
Masl-IOO
Sail-40
Ram Prow (I: front) - 300
Front Section - 700
Mid-Ship - SOO
Rear Section - SSO
Hull per 10 ft (3 m)diarnc:la - ISO
Keel per 10 fl (3 m) area - 300
Rudder-ISO

Cos,: 12S.000 to 350,000 gold for an old (lS+ years; reduce S.O.c. by
20%), seawonhy yessel; SOO,OOO to 800,000 gold for one in good
condilion (1-6 years old). and 9S0.000 10 1.3 million gold for a
bnmd new one.

Dromon Warship
A compact. oar-driYefl warship with two banks of six 08IS on each

side, and a main mast al mid-ship. Used for a variety of missions by !he
Western Empire. Dromons are capable of travelling all along the coasl
lines and lhe inland seas (for example, to Phi or Lopan), btll aren'l re
ally buih to handle deep ocean storms.

Ty~: War
Crew: 60fricers. 10 sailors, 148 oarsmen, and 48 soldiers.
Size: SO feel long (I S.l m). 16 feet (S m) wide.
Excess Cargo Capacity: 4 tons light. 12 Ions heavy. with up to 12 cou

riers or passengers (no private cabins).
Weapons & Futures o( Note: Ram prow in the (ront. fighting tower.

one catapuh. four bal1ista and eighl arbalesls. Toward lhe (ront is a
war lower where archers and mages fight with the advanlage of
height. higher point of vision and some measure of proteclion.

A ram prow is mounled on tht: (ronl of Iht: vessel to cripple and
sink enemy yessels (506JL:10 damage at full speed. 306xJO al half
speed. bul there is a 01-18% chance lhe Oromon will also suffer
204x 10 dumage 10 the front section of the vessel). The idea is 10
punch a hole in lhe enemy vessel al or below the waterline and scut
lie !he vessel (damage per 10 footl3 m seclion).
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Speed: All oars only: 8 mph (12.8 km or 6.8 knots). half oars: 4 mph
(6.4 km or 3.4 knots). all oars and sail: 8 mph (12.8 km or 6.8
knots). sail only: 10 mph (16 km or 8.6 knots).

S.D.C. by Location:
Masl-l20
Sail-40
War Tower (I: fronl) - ISO
Ram Prow (I; front) - 400
Fronl Seclion - 800
Mid-Ship - SOO
Rear Seclion - 600
Hull per 10 fi (3 m) area - 190
Keel per 10 fl (3 m) area - 340
Rudder-ISO

Cost: 425.000 to 600.000 gold for an old (IS+ years: reduce S.D.C. by
2~). seawonhy yessel: 8SO.000 10 1.2 million gold for one in good
condilion (1-6 years old). and 1.4 to 2.2 million gold for a brand
new one. Rarely available on the open markel unless very old.

Carrack
These are ships similar 10 a small Biuotiwn Briganline except thaI

lhe foremast protruding over !he bow is replaced with a fightingfwar
tower and small masl and sail. The main mast. Iocaled in !he cenler. is
!he talle:sl and !he rear masl is half its size. The old slyle of Carrack. slill
commonly used. also ulilizes banks of Dan. The lit"<' ships rely entirely
on sails. Both types are seawonhy vessels. used as both merchanl and
warships.

Ty~: War and merchanl.
Crew: On Ihe old sr)'lt Corrod Ihere are 80 oarsmen. 40 sailors. 40

warriors or additional sailors.
The "tM' sO'lt vessels carries 40 10 60 sailors. 48-64 warriors or

additional sailors or laborers. One of the advanlages of lhe new slyle
Carrack. as with all sailing ships vs oared ships. is il requires fewer
men to operale !he ship and offers superior spc:c:d.

Size: SO to 80 feci (lS.2 to 24.4 m) long. and 18 to 24 feet (5.4 10 7.3
m) wide.

Excess Cargo Capacity: When fitled as a merchant vessel: 35 IonS
light and 80 tons heavy. When filled as a warship: 20 Ions lighl and
40 Ions heavy. BOlh offer two small cabins for passengers.

Weapons & Features o( Note: Even merchants are equipped wilh two
arbalests. Warships generally carry a couple of ballisla. several ar
balests and have a small war tower. Aboul 40% of !he Weslern Em
pire's exisling neet is old $lyle.

Speed: Oars only: 7 mph (II km or 6 knots) or sail only 12 mph (19.3
km or 10-3 knots). New slyle. sail only: 12 mph (19.3 km).

S.D.C, by Location (increase by 30lk (or warships):
Main Masl- 100
Rear Masl - 60

Main Sail- SO
Small Sails (2) - 25 each
War Tower (1; fronl: when applicable) - 100
Front Section - 7S0



Western War Galley
Like mosl galleys. the fony-eighl oars (twenty-four on a side) are ar

ranged in multiple decks. with three to six rowers per oar. The main
warships of the Western Empire, they are often travel in "notillas" of
five War Galleys, with Ihe lead vessel designated as a nagship. accom
panied by a dozen or more merchant vessels (the merchants are ex
pected to pay for the privilege of being protected, but can bribe the
commanding officer to take panicular routes. even beyond the shores of
the Western Empire).

The Western Empire's largest/tallesl and most powerful war galley
was the trireme. There are 54 oars. with 27 on each side. mounted in
three liers (trireme style). However. Ihey have largely been phased out.
with fewer than an estimated 48 still in service. Although no one can ar
gue that the triremes are supremely powerful war machines. they are not
extremely fast (especially compared 10 frigates and other sailing ships)
and require a high degree of skill and coordination on Ihe pan of the of
ficers. sailors, oarsmen and soldiers. Any breakdown in disciple or
communicalion will ruin the ship's fighting edge (reduce speed by
106.1110% and overall sailing/rnaneuverability and war capabilities by
104)(10%). The Empire is just facing the fact that it is easier 10 man
their oars with slaves (mostly nonhuman). who are put to beller use in
War Galleys. because much less training is required.

Type: War
Crew: 12 officers. 40 sailors. 240 oarsmen. 70 soldiers and a dozen

craftsmen.
Siu: 150 ft (45.7 m) long and 22 ft (6.6 m) wide (note: although shorter

and narrower than the war galley. this is a laller. more massive ship).
Excess Cargo CaplK:ily: 15 tons light or 38 tons heavy.
Weapons & Fealures of Note: Two masts in the front and mid-section

and a powerful ram. Ram prow damage: 406)(10+50 damage at full

Old Western Trireme

Type: War
Crew: 10 officers. 24 sailors. 180 oarsmen (usually slaves. and often

nonhuman), 56 10 92 soldiers and a dozen craftsmen.
Size: 165 ft (50 m) long and 24 ft (7.3 m) wide.
Excess Cargo Capacily: 12 tons light or 36 tons heavy. Two guest

cabins (one usually used by the captain) are fit for noble guests.
Weapons & Fealurn of Nole: Two masts in the front and mid-section

and a powerful ram. Ram prow damage: 506)(10+30 damage al full
speed. 306.11 10 at half speed. but there is a 0 1-18% chance the galley
will also suffer 204)(10 damage 10 (he front seclion of Ihe vessel.
Most also have four ballista and four powerful arbalests.

Speed: All oars (only): 8 mph (12.8 m to 6.9 knots). half oars: 4 mph
(6.4 km or 4.4 knots), half oats and sail: 8 mph (12$ m to 6.9
knots). sails only: 14 mph (22.4 km or 12 knots).

S.D.C. by Location:
Front Masl - 90
Middle Mast - 110

Sails (2: large) -40 each
Oars (many) - 20 each Rear Se<:tion - 900
Ram Prow - 800 Hull per 10 ft (3 m) area - 240
Front Section - 1400 Keel per 10ft (3 m) area - 400
Mid-Ship- 800 Rudder - 200

Cost: 625.000 to 800.000 gold for an old (15+ years; reduce S.D.C. by
10%), seaworthy vessel: 1.2 to 1.8 million gold for one in good can·
dition (1-6 years old). and 2.2+ million gold for a brand new one.
Rarely available on the open market.

Keel per 10 fl (3 m) area -.,280
Rudder-15O

Mid-Ship - 500
Rear Section - 650
Hull per 10 fl (3 m) area - 140

Cost: 400,000 10 550.000 gold for an old (12+ years; reduce S.D.C. by
10%), seaworthy vessel; 650,000 10 1 million gold for one in good
condition (1-6 years old), and 1.2 to 1.8 million gold for a brand
new one. Fair to poor availability on tnc: open market for old and
new merchanl vessels. Warships are not sold, but a standard mer
chant can be modified and equipped to serve as one.

A light sailing ship with a broad bow and high poop or long rear cas·
tie. The Caravel is Ihe Weslern Empire's most sophisticated sailing ves
sel and roughly equivalent to the Bizantium Brigantine, although no
match to the superior northern vessel. Many of the caravels are fined 10

accommodate oars, but they are rarely used.

Type: War and merchant.
Crew: 12 craftsmen. 30 sailors and 40 to 60 additional sailors or labor

ers or soldiers. Some can accommodate an additional 50 oarsmen.
Size: 90·120 feet (27.4 10 36.5 m) long: about 30 feet (9 m) wide.
Excess Cargo Capacity: Fined as merchant: 80 tons light or 160 tons

heavy, with six tiny cabins, and two small cabins available for pas
sengers. When fined as a warship: 20 tons light or 60 tons heavy.

Weapons & Features of Nole: Even merchants are equipped with two
arbalests. Warships generally cany one or two ballista and 2·6 ar
balests (no war tower).

Speed: Sail only: 14 mph (22.4 km or 12 knots). Oars only 6 mph (9.6
km or 5 knots).

S.D.C. by Loealion (increase by 10% for warships):
Front Masl - 90
Mid/Main MaSI - 80 Mid-Ship - 450
Rear Mast - 60 Rear Seclion - 500
Main Sail-45 Hull per 10 ft (3 m) area - 160
Small Sails (2) - 30 each Keel per 10 ft (3 m) area - 240
Front Section -750 Rudder- 160

Cosl: 550,000 to 750.000 gold for an old (12+ years: reduce S.D.C. by
10%). seawonhy vessel; 850,000 10 1.1 million gold for one in good
condilion (1-6 years old), and 1.2 10 1.8 million gold for a brand
new one. Fair to poor availability on the open market for old and
new merchant vessels. Warships are not sold 10 the public (occasion
ally sold to other nations). but a standard merchant can be easily
modified and equipped to serve as a warship.

Caravel
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1-2 Baal-Rog

1 Night Owl

speed. 30611.10 at half speed, but there is a 01-18% chance lIle tri
reme will also suffer 20411.10 damage to the fronl seclion of lIlO'Ves
sel. Two large calapulls, eight ballista, and founeen powerful
arbalests.

Speed: All oars (only); 8 mph (12.8 m to 6.9 knots), half oars: 4 mph
(6.4 km or 4.4 knots), half oars and sail: 8 mph (12.8 m to 6.9
knolS), sails only: 12 mph (19.3 km or 10.3 knots).

S.D.C. by Location:
Front Mast - 100 Mid-Ship - 1000
Middle Mast - 90 Rear Seclion - 1200
Sails (3) - 35 each Hull per 10 ft (3 m) area - 260
RamProw-I.200 Keel per 10 ft(3m)area-4OO>
Front Section - 1600 Rudder - 200

Cos,: 625,000 to 800,000 gold for an old (15+ years; reduce S.D.C. by
10%). seawonhy vessel; 1.I to 1.7 million gold for one in good con
dition (1-6 years old), and 2.5+ million gold for a brand new one.
Rarely available on the open markel.

Demon Black Ships

The most feared and powerful ships in the seas are lIle Western Em
pire's dreaded Black Ships. demon built and piloted vessels of unnatu
ral design. The damnable sailing ships are the creation of Western
Summoners and Diabolists who control ~d direct foul supernatural be
ings to construct and crew the Black Ships. It is said that these are the

same ships that rove Ihe serpent filled seas of Hell (none but the mystic
designers know lhe true origins of the vessels).

Four hundred years ago, during one of the Western Empire's lasl
bids for world conquest (Emperor Hazo is still remembered. but his
city, Escandel. was destroyed), the Demon Ships were introduced to the
Palladium World. It is said that when the ships first set sail, the element
of surprise enabled one demon ship to easily destroy five war galleys,
or two dozen of any lesser fighting ships! Eventually, a fleet of two
dozen demonic vessels dominated the Palladium World's waters. The
Empire was not nearly as victorious on land. succumbing to defeat after
defeat as it attempted 10 consolidate the cities of ilS own empire. As the
armies were driven back, dreams of world conquest crumbled, and the
control.over the demonic legions slipped. Mutiny and rebellion of lIleir
demon minions destroyed most of the Demon Black Ships, and the
Western Empire's bid for world domination was lost. Still, Black Ships
would remain an "official" warship in their navy for years to come.

Instead of great fleets. the "Blacks" traveled in pairs or fours. Tales
of their power and the atrocities performed by their inhuman crew are
still common wherever seamen swap tales.

Their continued acts of brutality and terror moved the other king
doms of the Palladium world to take aClion. Although each kingdom
acted independently of the others, the combined threat was enough to
move the Western Empire to make concessions. The Empire was actu·
ally losing territory due 10 ongoing civil wars. bickering nobility and
royal families. and declarations of "independence" by various cities.
Faced with trade embargoes from vinually all the kingdoms in the
world. mounling hostility, and growing military build-ups (especially
the navies of the Timiro and Biz.antium Kingdoms). the Western Empire
agreed to outlaw and ban the use and creation of the Black Ships for
ever.

The only world treaty in ell.istence, the "White Paper" has been
signed by the rulers of the WeStern Empire. the Kingdom of Timiro. the
Land of the South Winds, the Kingdom of Biz.antium. Phi and Lopan.
Only the then undeveloped Wolfen Empire and Eastern Territory did
not sign the treaty (although both wholeheanedly concur with its in
tent). Since that historic occasion, there have been no documented
sighTings of Black Ships, but rumors of encounters persiST.
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Captains of indisputable inTegrity have recently sighted Black Ships
in soulllern and southwestern waters. The most typical encounTers lell of
sighTing a single Black Ship 10 to 20 miles (16to 332 km) away. com
ing in from far-off ocean waTers. The dreaded ship closes quickly, stop
ping aT about five miles (8 km) and follows the Traditional shipes) at an
even. steady pace while imitating its every movement. This shadowing
may last for a few minutes or a few hours before the demon ship turns
back out to sea.

The most recenT and spectacular repon comes from a brigand who
claims to have witnessed the destruction of a ten vessel merchant fleet
from the Timiro Kingdom. According to the pirate's repon, his vessel
and another went to investigate billows of smoke some distance out to
sea. along the jungle coast approll.imately 150 miles (240 Ic:m) west of
Sulanok (see map of Aoenry Island chain). As they drew closer, they
could clearly see two Black Ships locked in mystic and normal combat
with the Timiro merchants. A third demon ship had clearly suffered
damage (at least they are not invincible. as some believe) and appeared
to be involved in some son of cOmbat on deck. The pirate's opinion was
that it was mutiny rather than boarders. A fourth vessel sat away from
the connict, observing the skirmish.

Of the ten merchant vessels, four went completely missing. but the
debris littered waters suggested they had been sent to a waTery grave.
Two Merchantman ships were taking on water badly, another was split
in twO as one of the Black Ships rammed and struck the already dam
aged mid·ship. A war galley. probably an escon. was engaged in des
perate combat. while the two remaining Viscount Merchant Galleys
were engulfed by an unnatural fog.

Suddenly, the fourth Black Ship, which had laid silent for so long.
turned on the two pirate vessels which had witnessed the camage. The
two piraTe ships, a Western Caravel and a Bizantium Schooner. had a
good 5 mile (8 km) lead yel the damned Black Ship slill closed upon
them. According to the surviving brigand, the Schooner suddenly
lurched and began to veer as if its rudder had been smashed from under
water. MomenlS later, the ship seemed to have ruptured underwaTer and
began to slow as the lower deck filled with water. He claims that the sea
gods look pity upon the men of his Caravel and sent a sudden fog in
from the jungle coast and hid them from their demon pursuers.

This repon is looked upon with great skepticism as it comes from a
known pirate and drug addict. There is a Timiro merchant neet that has
gone missing, which could have fallen prey to storm or pirates. nOI De
mon Ships. even though pirates rarely Illack such a large and heavily
anned convoy. Ten third level warlocks, two sill.th level warlocks and
two third level wizards are reponed 10 have been among the vessels' de
fenders.

The Western Empire vehemently denies they are again building their
Black Ships.

The ell.aCI method of creation, maTerials and design remain a mys·
tery. The Demon Black Ships are massive black vessels with a wicked
ram prow. three masts. and large, blood red sails. They are as fast as the
Biz.antium Corsairs and twice as large. lIS crew is a mill.lure of men (hu
manoids) and demons. The laller are said to be controlled by a handful
of Summoners and Diabolists.

Type: War
Human Crew: 30 to 60 human sailors. 2-4 eighth to tenth level Sum

moners, and 4-8 sill.th level Summoners, 4-8 Diabolisls (3rd to 6th
level). No other men of magic are used as their presence offends the
demons; this includes warlocks, wizards and witches. Demon Crew:
Several variations are possible depending on the level of the Sum
moners and the demon combination selected. However, the most
likely combinations are 4-8 greater demons and 12-24 lesser demons
(28 if there are 4 tenth level summoners).

A Typical Small Demon Crew Consists or:
4 Greater Demons;

I or 2 Green Jinn (air)

I White Jinn (waler)



12 Lesser Demons:

4 Aquatics

2 Laba~su

6 Shedim or Alu. or a mill of both

A TypK:al Large Demon Crew Consists Of:

8 Greater Demons:

2 Green Jinn (air)

2 White Jinn (water)

2 Baal-Rogs or Galtu Bulls

2 Demon Locust or Night Owls

OR ...

4 Baal-Rogs and no Locust, or

4 Demon Locust or Night Owls, and no Baal-Rogs.

24 Lesser Demons:

2 Gargoyle Lords or Mages

4-6 Aquatics

4 Labassu or SuccubuslIncubus

5-7 Alu. or Shedim. or Gurgoyles

7 Gargoyles

Note: The most powerful Black Ships will have 1-4 Gargoyle Lords.
1·2 Gargoyle Mages and an additional 4 lesser demon warriors. usually
Gargoyles or Aquatics. G.M.s. remember you can put together any
combination of demons; however. the less varielY. the less dissension in
their ranks.

In addition 10 the demon crew. there are usually 40 to 120 skeletons
garbed in black studded annor or dark chain mail and anned with cut
lasses. bailie BIles or maces. This is a lifeless army of dead warriors
which can be magically animated by the greater demons and Summon
,~.

Size of the Ships: ISO to 200 feet (45.7 10 61 m) long and 30 ft (9 m)
wide.

Excess Cargo Capa<'ity: 20 tons light. 32 tons heavy.
Speed (normal): Sailing 20 mph (32 km or 17.2 knots).
Speed via Mystical Means: 8 mph (12.8 or 6.9 knots) with sails down.

no wind. etc.: mystic propulsion with sails up: 32 mph (51 km or
27.5 knots) and 70 mph (112.6 km or 60 knots!) along ley lines.

Features of Note: Three decks: very strong and smooth. with a spiky
hull:

Circles commonly found on the tOp deck: Protection from Jinn. De
mons. Elemental Forces. Magic: Superior. and Good. Power Circles:
Animate Dead.

Circles Below Deck: More protection circles, Summon Demons
(greater). Summon Demons (lesser). Summon Gargoyles. Summon Ele
mental Forces. Power Circles will depend on which ones the Summon
ers and Diabolists know. Wards provide addilional protection (see ship
combat. wards).

S.D.C. by Location: Front Section - 3000
Front Mast - 140 Mid-Ship - 2400
Mid-Mast-210 RearSection-2800
Rear Mast - 120 Hull per 10ft area - 400
Sails (4) - 90 each Keel per 10 ft area - 800
Ram Prow(waterlevel)-1200 Rudder-50(}

Large Protruding Spikes (404) - 120 each
Cost: Unknown. They are never available outside the Western Empire

(nobody else knows the closely guarded secret of their construction).
It is believed the creation of a single ship takes 2-4 years and must
cost untold millions to construct. but that may be wishful thinking
rather than reality. The Dwarves believe the magic used in their con
struction is another one of the black arts they and the Elves tried to
eradicate from the planet during the Millennium ofPurification.
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South Winds
Land of the South Winds Flags: Yellow & red banners. with a

Winged Dragon Insignia.

Common Ships Include: Fishing boats. the Merchantman, Small
War Galley (same as the Western Empire Purnl), Large War Galley
(same as the Eastern Territory War Galley).

The vessels of the Land of the South Winds are of rudimentary and
often primitive design. Still, their multi-hulled design is surprisingly
seawonhy. and some of their ships (especially the tri-hull) have won
sailing races locally, in the Western Empire. and in Timiro.

Jungle Boat

A common sailing vessel used for fishing, transpon and personal
pleasure. It is so named because it was adopted from the natives of the
Yin-Sloth Jungles. The tiny craft can be seen dOlling the entire coastline
of the Land of the South Winds and along the southern jungles.

Type: Fishing. transponation and some merchant.

Crew: Varies with its use. Usually requires 2 sailors (one to work the
rudder and one the sail) and can easily accommodate up to a dozen
workers, sailors. fishennen or passengers.

Size: 18 to 24 ft long (5.4 to 7.3 m): 6 to 10 ft wide (1.8 to 3 m).
Excess Cargo Capacity (maximum): 6 tons
Features of Note: Although suitable for coastal. ocean waters, it is not

built to survive distant ocean voyages. The Jungle Boat is also used
by the natives of the Yin-Sloth Jungles along the ocean coast. as
well as on jungle lakes and rivers.

Speed: Sailing 6 mph (9.6 km).
S.D.C. by Location:

Mast-50
Sail - 20 Rear Section - 100
Front Section - ISO Hull per 10 ft area- 60
Mid-Ship - 120 Rudder - 50

Cost: 4.000-6.000 for an old boat (10+ years old: reduce S.D.C. 25%).
from 18.000 to 30.000 for one in good condition (1-3 years old), and
36,000-45,000 for a brand new one.

The Twin Canoe
This is another primitive jungle boat adopted by the people of the

South Winds. It is simply two canoes lashed together with a sail
mounted between the two. It is used as a fishing boat and transpon ves
sel. The boal is very common among the primitive tribes of the Yin
Sloth Jungles. and is used on the sea as well as on jungle lakes and
rivers.

Type: Fishing and transpon.



Cosc: 2.000-3.000 for an old boat (8+ years old: reduce S.D.C. lQ'l,),

from 3.500 to 4.500 for one in good condition (1-3 years old). and
5.000-6.000 for a brand new one.

Crtw: Varies with use. One or two persons can easily sail or paddle the
",essel. F« maximum speed. four roWC'fS are needed in each of me
tanlXS (8 KKal).lcaving room for only t'NO passengers.

Siu: 1810 20 fI (S.4 to 6 m) long: 6 to 8 fl (1.810 2.4 m) wKie.
Excess Cargo Capacity (maximum): 10 Ions. which muSi be evenly

distributed in the two hulls.
Speed: One oanman: 2 mph (3.2 km or 1.1 knots), 8 oarsmen: 4 mph

(6.4 Ir:m or 3.4 knoesl. sail and 8 oarsmen: 5 mph (8 km or 4.3
knots), sails only: 6 mph (9.6 km or 5.2 knots). 'These vessels are
ideal for travel in shallow Wiler (as low as 4 fcctll.2 m).

S.D.C. by Loation:
Canoes (2) - 80 each
Masl-40
5ail-2O

Cost: 1.0Q0.1.500 for an old boat (8+ yean old: reduce S.D.C. 10%).
from 2.soo 10 3.000 for one: in good condition (1-3 yean old). and
3500-4.000 f(M'" I brand new one.

,
...

Ketch (small galley)
A small warship designed like the Western Purnts. but lighler and

with three sail masts for beuer speed and mobility. It is also filled wilh
oar holes thai c.an be sealed for heavy seas.

Type: War
Crew: 48 oarsmen. 30 sailors and 40 soldiers.

Timiro Kingdom Hags: Blue & gold banners. wilh a Gryphon in·
signia.

Common Ships Include: Fishing boats, the Merchantman, and War
GolI~}'s that are basically lhe same as the Eastern Terrilory War Gal
leys, only colors and decorative styling differ.

A major trading nation, the Kingdom of Timiro has the largest.
mosl powerful navy in the' Palladium World (with the possible cxcep
tion of Bizanlium). They arc constantly cxperimenting with new ship
designs (including one that is coated in melal), but mosl of the neel is
made up of the following standard ships.

Timiro Kingdom

A small. double masled, SlIiling ship designed for the coaslal walers
of the South. It is used by lac..l merchants and fishermen and is ex
IlemCly common in the Land of the South Winds and the Yin·Sloth Jun·
gld.

Type: Merchant or fishing.
Crew: 4 10 6 SIIilors and 8 to 20 additional sailors or fishcnncn or labor-

en or pusengen.
Siu: 28-36 ft (8.5 10 II m) long: 8·12 ft (2.4 10 3.6 m) wKic.
Excess C.rgo C.pac:ily: 9tonslighl or 20 tons heavy.
Speed: Sailing 6 mph (9.6 km 5.2 knots).
features or Note: A good sturdy ship Kleal for short runs along the

coasl or inland seas. 1besc vessels are ideal for travel in shallow
water (as low. as 6 feel/I.8 m).

S.D.C. by L.ocalion:
Main Mast- 80 Mid-Ship - 225
Rear Masl - 40 Rear Seclion - 290
Main Sail- 35 Hull per 10 ft (3 m) area - 50
Sails (2; small) - 25 each Keel per 10 fl (3 m) area - 100
Front Seclion - 300 Rudder - 75

Cost: 25,000 10 35.000 gold for an old (14+ yean: reduce S.D.C. by
20%). seawonhy vessel, 45,000 to 55,000 gold for one in good con·
dition (1-4 years old), and 65.000 10 80.000 for a brand new one.
Price varies depending on condition. quality, equipment and fiuings.

Mini-Merchant Vessel

,

The Trimaran ("Tri-Hull")
This is a multi-hulled yacht designed for speed. It is used for trans

pon, message and small package delivery, and penonal pleasure and
spon (racing). The pirates of the South and Aocnry Islands have
adopted the Trimaran as a small scouting vessel and transpon between
islands and coastal hideaways.

Type: Trnnspon
Crew: 2 sailors (one to wor\( the rudder and the sails) ancl up to 6 pas-

sengers.

Si:r.e: 181024 ftlong (5.4 to 7.3 m): 10 to 12 ft (3 to 3.6 m) wide.
Excess Cargo Capacity: 3 tons light: 7 tons heavy.
Features or NOle: Small, fast, maneuverable. bUI not suilable for travel·

ing great distances or on rough, open seas/ocean. These vessels are
ideal for lravel in shallow waler (as low as 4 feel/I.2 m).

Speed: Sailing 12 mph (19.3 kmor 10.3 knots).
S.D.C. by Location:

Main Body!Hul! - 260
Secondary Hulls (2) - 100 each
Mast-55
Sail- 25
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Behemoths

Rear Section - 500
Hull per 10 ft (3 m) area - 115
Keel per 10 fl (3 m) area - 230
Rudder- 140

Size: 50 to 60 feel (15.2 to 18.3 m) long; 10 to 15 ft (3 to 4.6 m) wide.
Excess Cargo Capacity: 15 tons light. or 38 tons heavy. f

Features of Note: One ballista atlhe rear. 2-4 arbalests and two board-
ing ramps (no war lower). A ram prow is mounted on the front of
the vessel to cripple and sink enemy vessels (3D4x I0 damage at full
speed. 2D4xlO al half speed. but there is a 01-20% chance the al
tacking ship will also suffer 100xl0 damage to the front section of
the vessel. 1lIe idea is to punch a hole in the enemy vessel at or be
low the walerline and scuttle the vessel (damage per 10 foot/3 m
section).

Speed: All oars (only) 8 mph (12.8 km or 6.8 knots). half oars and sails
is 8 mph (12.8 km or 6.8 knots). sails only 10 mph (16 km or 8.6·
knots).

S.D.C. by Location:
Mast-80
Sails (3) - 25 Rear Section - 600
Ram Prow -400 Hull per 10 ft (3 m) area - 160
Front Section - 700 Keel per 10 ft (3 m) area - 250
Mid-Ship - 50l) Rudder- 100

Cost: 125.000 to 350.000 gold for an old (15+ years; reduce S.D.C. by
20%). seaworthy vessel; 500.000 to 800.000 gold for one in good
condilion ll-6 years old). and 950.000 to 1.3 million gold for a
brand new one.

Bark
A medium-sized sailing vessel wilh two forward masls. square

rigged. and its rear mast rigged fore and afl. It is best compared 10 the
Bizanlium Frigate in general appearance and quality.

Type: War and some merchant.
Crew: 40 to 60 sailors. 12 craftsmen. 40 to 60 soldiers (or sailors or la

borers if a merchant ship).
Size: 90 to 120 fllong (27.3 to 36.5; 30 to 40 fl (9 to 12.2 m) wide.
Excess Cargo Capacity: Fitted as warship: 30 tons lighl or 52 tons

heavy. As a merchant vessel; 55 tons light or 100 Ions heavy.
Speed: Sails at 14 mph (22.4 km or 12 knots).
S.D.C. by Location:

Forward Mast - 110 Mid·Ship - 750
Middle Mast - 130 Rear Section - 800
Small (rear) Mast -90 Hull per 10 fl (3 m) area - 180
Sails (6) - 40 each Keel per 10 fl (3 m) area - 250
Front Section - 900 Rudder - 125

Cost: 200.000 10 350.000 gold for an old (I5+ years; reduce S.D.C. by
20%). seaworthy vessel; 600.000 to 800.000 gold for one in good
condition (2-6 years old). and 1.1 to 1.5 million gold for a brand
new one.

Destroyers
Large. clumsy sailing ships wilh four masls and many sails. 1lIe

Timiro Kingdom's idea of a sophisticated warship. Used mostly as a
boarding platfonn in any naval conflict.

Type: War. but could also be used as a merchant.
Crew: 60 to 80 sailors. 144 soldiers and 24 to 36 craftsmen. Some of

the older models can accommodate 180 oarsmen as well.
Size: 210 ft (64 m) long. and 70 ft (21.3 m) wide.

Excess Cargo Capacity: Filled as a warship: 80 tons lighl Of 172 tons
heavy. As a merchanl: 260 tons lighl or 450 tons heavy.

Weapons & Features of Note: 2.{i ballisla, 2-4 catapults and 4-8 ar
balests. Up to eighl boarding ramps. including one that comes with
an annored roof and walls. 204+ I men of magic usually serve up
the heavy artillery (Iypically levels 3-6).

Speed: Sails only 12 mph (19.2 km or 10.3 knots). oars only is a pon·
derous 4 mph (6.4 km or 3.4 knots).
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S.D.C. by Location:
Forward MaSI-120 Mid-Ship-I200
Main Masl- 140 Rear Section - 1400
Other Masts (2) - 80 each Hull per 10ft (3 m) area - 240
Sails (8) - 35 each Keel per 10ft (3 m) area - 300
Front Section - 1600 Rudder - 140

Cost: 350.000-500.000 gold for an old (15+ years: reduce S.D.C. by
20%). seaworthy vessel; 850.000 to 1.3 million gold for one in good
condilion (2-6 years old). and 1.5 to 1.8 million gold for a brand
new one. Not generally available for sale to the public.

These massive versions of Timiro Destroyers have Ihe dubious dis
tinction of being the largest ships in the southern seas. These days they
are mostly noatin8 fortresses. or military Iransports. moving from port
to port in the Kingdom of Timiro as defensive vessels. All have been
equipped with horse ramps and stables. for the cartage of knights and
cavalry units..
Type: War
Crew: 80 10 100 sailors. 36 craftsmen. 220 soldiers.
Size: 270 ft (82.3 m) long and 90 fl (27.4 m) wide.
Excess Cargo Capacity (War): 80 light or 280 Ions heavy. Can cany a

cavalry unil of more than 200 horses. along wilh riders. support
crew and equipment.

Features of Note: Poor maneuverability. slow. main type of attack is
boarding. Oflen carries 2-6 ballista or 2-8 C8lapultS. 6-12 arbalests
and always has at least one 51h level (or higher) air warlock and
106+6 olher men of magic (typically warlocks and wizards, levels
3-8).

Speed: Sails only: 10 mph (16 or 8.6 kllOts).
S.D.C. by Location:

Forward Mast - 120 Mid-Ship - 1400
Mairv'Middle Mast - 160 Rear Seclion - 1900
Other Masts (3) - 90 each Hull per 10 ft (3 m) area - 200
Sails (10) - 35 each Keel per 10 ft (3 m) area - 300
Front Seclion - 2200 Rudder- ISO

Cost: 500.000-750.000 gold for an old (15+ years; reduce S.D.C. by
20%). seaworthy vessel; 950.000 to 1.4 million gold for one in good
condilion (2-6 years old). and 1.8 to 2.2 million gold for a brand
new one. Not generally available for sale to lhe public.

The Viscount (galley)
The Viscount is the most common of Timiro ships. second only to

the navy's Kelches. II is a galley used exclusively as a merchant vessel
and pleasure yacht for the rich. These sturdy. single masted and oared
ships could easily be converted to warships comparable to WeSlern
Purnts or Timiro's own Kelches.

Type: Merchant. but suitable for war.
Crew: 20 sailors. and 10 to 20 additional sailors or laborers. and 30

oarsmen.
Size: 35 fl(IO.7 m) long; 10 fl (3 m) wide.
Excess Cargo Capacity: As a warship: 4 Ions light or 10 Ions heavy.

As a merchanl: 12 tons light or 26 tons heavy.
Weapons & Features of Note: 1-4 arbalests. and very often equipped

with 1-2 ballisla and incendiary weapons. Great mobility, very dura·
ble (no ram or war lower).

Best Speed: All oars only: 8 mph (12.8 m or 6.8 knots). oars and sail
only: 10 mph (16 km or 8.6 knots).

S.D.C. by Location:
Masl-IOO
Sail-35
Front Section - 600
Mid-Ship - 400



Eastern Giant War Galley
This is a low, nat built vessel with a single mast. and a bank of oars.

Like all galleys it is relatively maneuverable, but lacks the speed of me
Bizantium sailing ships.

Type: War
Crew: 50 oarsmen (usually froe men, not slaves). 20 to 30 saim, 48 to

72 soldiers or additional sailors.
Siu: 140 to 160 fl (42.6 to 48.7 m) long. and 2S ft (7.6 m) wKie.
[xcess Cargo Capacity (war): 14 tons light or 31 tons heavy.
Weapons & Fealura or Note: At least two ballista and six arbalests.

Ram prow damage; 506xl0 damage at full speed, 206xl0 at half
speed. but there is a 01-18% chance the vessel will also suffer
2D4x 10 damage to the fronl section of the vessel.

The heavy timber is usually covered wilh a black, sticky, fire.preventa
tive pitch (+4 to save vs ignition and fire).

Speed: All oars (only); 6 mph (9.6 km or 5.2 knots), half oars 3 mph
(4.8 km or 2.5 knots), all oars and sail; 6 mph (9.6 or 5.2 knots). sail
only 12 mph (19.2 km or 10.3 knots).

S.D.C. by Location: MKI-Ship - 700
MW-IOO Rear Section-850
Sail- 40 Hull per 10 fl (3 m) area - ISO
Ram Prow - 700 Keel per 10 ft (3 m) area - 200
Front section -1 100 Rudder- 100

Cost: 350,000 to 550.000 gold for an old (15+ years: reduce S.D.C. by
20%), seawonhy vessel: 760.000 to 1.1 million gold for one in good
condilion (2-6 years old), and 1.3 to 1.7 million gold for a brand
new one.

Kingdom of Bizantium
Bizantium Flap: Green & white banners, with an Otter Insignia.

Olher Common Ships lndude: Fishing boats, the Merchantman,
and Galley, but mostly the: vessels of visiting saim and independent
operators who purchased cheaper, inferior vessels. Add I~ to the:
S.D.C. of Bizantium fishing boilS and canoes. The vessels described in
this section are the ships of Bizantium.

S.D.C, by Location:
Mast - 80 Rear Section - 400
Sail- 35 Hull per 10 ft (3 m) area - 120
Front section - 400 Keel per 10 ft (3 m) area - 190
Mid-Ship - 300 Rudder - 90

Cost: 25,000 to 35,000 gold for an old (14-+ years: reduce S.D.C. by
20%), seawonhy vessel, 45.000 10 55,000 gokl for one in good condi
tion (1-4 years old), and 65,000 to 90,000 for a brand new one. Price
varies depending on condition, quality, equipment and fittings.

,
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A ship of the Eastern Territory's own design based upon the old
Merchantman. It features one large sail. a high, protective, rear castle
and a fore-castle. Not a warship, bUI designed to be a heavily defended
cargo canier.

Type: Merchant
Crew: 16 to 30 sailors. 12 to 20 waniON> and 20 to 40 additional sail-

ors, warriors or laborers.
Size: 40 fl (12.2 m) long: 15 ft (4.6 m) wide.
Excess Cargo Capacily: 20 lOftS light or 50 tons heavy.
Speed: Sailing 8 mph (12.8 km or 6.8 knots).
Weapons & Features or Note: 1-2 hallista and 2-4 arbaIests (possibly

one or two practitioners of magic: typically 2·5 level). Two decks.
and two IifeboalS with seating for 9 people each.

Eastern Terrilory "'ags: Red & groen banners, with various insig
nia (Wild Boar is IOOSl popular).

Other Common Ships Indude: Fishing boalS and the Merchant
man. as well as those listed below.

The ships of the EaSl are generally designs borrowed from other
lands. The East is a new kingdom in the throw5 of colonization, explo
ration, and conquering a hostile and unforgiving wilderness. Thus, ilS
people have dev(Med lillIe time to ocean technology. Instead, they have
selected existing vessels that have proven themselves 10 be scawonhy
over decades of use.

The Eastern Mercantile

Cost: 125,000 to 300,000 gold for an old (13+ years; reduce S.D.C. by
2~), scawonhy vessel: 500,000 to 8oo,{)(K} gold for one in good
condition (1-6 years old). and 950,000 to 1.2 million gold for a
brand new one.

Eastern Territory
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Without question. the Island Kingdom of Biz.antium is the most ad
vanced in shipbuilding technology. Long ago they abandoned the s1ug
gish galleys and oar driven vessels for sleek and speedy sailing ships.
Their ships are the strongest, fastest. best built vessels on the seas. The
ships' designs and manufacture are carefully guarded trade secrets.

The Biz.antium navy is believed to be the best in the world. Only the
Timiro Kingdom may equal it in experience and surpass it in. sheer
number of War Galleys. While the Kingdom of Bizantium has no aspi
rations for conquest or expanding their kingdom (they are content with
their noble. self-sufficient lillie domain far in the nonhern waters). they
are keen to protect their shipping lanes. and their merchant vessels. This
means they maintain a naval presence far from their own shores. in.
places as distant as the Algorian Sea (bordering the Nonhern Empire
and the Eastern Territory). as well as the Sea of Dread (the nonhern
coast of the Western Empire).

Note: Because the ships are built for the heavier weather of the
nonh seas. cargo capacity is somewhat lower. Availability in other pans
of the world tends to be poor. although both the Timiro Kingdom and
the Western Empire are presently designing new vessels based on the
Nonhern CUller and Frigate (it will be 104+2 years before the first of
these ships appear on the market).

The Lighter (Cutter)
Thi~ is a small. single masted, multi-sail vessel designed for speed

and mobility. It is used for transpon, light cargo. fishing and pleasure.

Type: Mostly transpon and pleasure (yacht/schooner).
Crew: 3 minimum. with an additional capacity for 10 to 20 passengers

or crewmen.
Size: 50 to 70 ft (15.2 to 21.3 m) long: 15 to 20 ft (4.6 to 6 m) wide.
Excess Cargo Capacity: 16 tons light or 48 tons heavy.
Speed: Sailing 18 mph (28.8 km or 15.4 knots).
S.O.c. by Location:

Mast - 75 Rear Section - 400
Sails (4) - 30 each Hull per 10 ft (3 m) area - 150
Front Section - 500 Keel per 10ft (3 m) area - 230
Mid-Ship - 350 Rudder- 80

Cost: 200.000 to 350,000 gold for an old (12+ years: reduce S.D.C. by
15%), seawonhy vessel: 550,000 to 750.000 gold for one in good
condition (1-6 years old). and 850.000 to one million gold for a
brand new one.

The Corsair (large cutter)
This is a gaff-rigged cutler which is used as a dispatch (messenger)

and patrol vessel. At first sight the vessel may seem over-rigged with
sails, but the hull is broad and deep-going, needing plenty of sail in a
slight wind. In a strong wind the tOp mast could be lowered and the jib·
boom drawn. Its versatility and speed has made it an excellent patrol
boat in the Bizantium navy. It is also a vessel coveted by pirates be
cause it is small. fast. can cany cargo and is exceplionally seawonhy.
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The Corsair handles especially well among the windswept -Floenry Is
lands.

Type: War. scout/patrol. pirate (privateer).
Crew: 12 to 30 sailors, 6 craftsmcn. and an additional 20 to 30 warri

ors. crewmen or passengers.
Size: 80 feet (24.4 m) long and 20 feet (6 m) wide.
Excess Cargo Capacity: As a warship: 14 tons light or 42 tons heavy.

As a merchant: 22 light or 50 heavy tons.
Speed: Sailing 16 mph (25.6 kmor 13.76 knots).
S,O.c. by Location:

Front Mast Pole - 45
Main Mas! - ISO
Sails (5) - 35 each
Fron! Section - 600
Mid-Ship - 450
Rear Section - 500
Hull per 10 fl (3 m) area - 180
Keel per 10 ft (3 m) area - 280
Rudder- 110

Cost: 300.000 to 400.000 gold for an old (12+ years: reduce S.D.C. by
15%), seawonhy vessel: 680.000 to 750.000 gold for one in good
condition (1-6 years old), and 900.000 to 1.2 million gold for a
brand new one.

Schooners
These are two masted vessels with one in the front and a taller mast

in the rear. It is designed for speed and mobility and is suitable as a
small merchant ship. transpon, patroVwar. and large pleasure cruiser.
The Kingdom of Bizantium uses the vessel mainly as a transpon and

small merchant ship. Pirates also seem to like this somewhat larger. yet
speedy, sailing ship.

Type: Merchant and transpon (also suitable for war).



Crew: 20 10 4() sailo~. 6 craftsmen. and can accommodate an addi.
lional 4() to 60 sailon. warrion or laborers. ..

Siu: 90 10 100 feel (27.3 to 30.5 m) long; 20 10 2S feel (6 10 7.6 m)
wide.

Excess Cargo Capac:ily: As a warship: IS tons light or 30 Ions heavy.
As a merchant: 43 tons lighl or 80 IOns heavy.

SPftd: 12 mph (19.2 km or 10.3 kOOlS).
S.D.C. by l.ocalion:

Front Mast - 85
Rear Mast (tallesl) - 120 Rear Seclion - 750
Sails (7) - 35 each Hull per 10 fI (3 m) area - 185
Front Section - 850 Keel per 10 fI (3 m) BR;a _ 320
Mid·Ship - 660 Rudder - 110

Cost: 360.000 10 500.000 gold for an old (12+ years: reduce S.O.C. by
15%). seaworthy vessel: 700.000 to 950.000 gold for one in good
condition (1-6 years old). and 1.3 to 2.2 million gold for a brand
newooe.

Brigantines (a.k.a. Brigs)
These are light. medium-sized sailing ships used as merchants and

warships. They are the faslesl ships in Ihe Palladium World (with the
exception of the Western Empire's Black Demon Ships).

Type: War and merchant.

Crew: 30 to SO sailors. 10 craftsmen. and can accommodate an addi.
lional 60 10 90 wanion or crewmen.

Siu: 100 10 120 fI (30.5 10 36.6 m) long: 30 to 4() ft (9 to 12.2 m) wide.
Excess Car-go Capacity: Fitted as warship: 26 Ions light or 54 tons

heavy. filled as merchant: 94 Ions Iighl or 130 tons heavy.
SPftd: Sailing 20 mph (32 km or 17.2 kOOlS).
Featuru of Note: 1be faslest ship in lhe Bizantine fleet. and is only

slightly less maneuverable as the Frigate. Warships will have a
dozen differenl siege machines and II least I half dozen sorcerers.

S.D.C. by Location:
Fronl Mast - 100
Main Mast (mid-ship) _ ISO MKI-Ship- 1000
Rear Mist - 90 Rear Section - 1300
Large Sails (2) -45 each Hull per 10 fl (3 m) area - 200
Small Sails (5)- 35 each Keel per 10 ft (3 m)~a- 350
Front Seclion -1500 Ruddcr- 150

Cost: 750,000 10 900.00 gold for an old (11+ years; reduce S.O.C. by
15%), scaworlhy vessel; 1.2 million 10 1.5 million gold for one in
good condition (2-6 years old), and 1.9 to 2.4 million gold for a
brand new OtIC.
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The Frigate
1be largest and moSI maneuverable ship in the Bizanlium fleel. Used

mOSlly as warships. but some are also used as merchanl ships.

Type: War and some merchanl.
Crew: 40 10 60 sailors. 12 craflsmen, and accommodates an additional

92 10 144 warriors or crewmen.
Slu: 130 to 160 ft (39.6 to 48.7 m) long: 30 to 40 fl (9 to 12.2 m) wide.
Excess Car-go Capacily: As warship: 32 Ions light or 50 Ions heavy.

As a merchanl: 96 IonS light or 165 IonS heavy.
Fealurn or Note: Probably one: of the quickest and mosl maneuveB~

ships in all the Palladium World.
SPftd: Sailing: 16 mph (25.6 km or 13.7 knots).
S.D.C. by Localion:

Front Masl - 120
Mid-Mast - 160 Mid·Ship - 1400
Rear Masts (2) - 100each Rear Seclion - 1600
Large Sails (4)_ 40 each Hull per 10 fl (3 m) area - 240
Small Sails (7) - 30 each Ked per 10 fl (3 m) area - 380
Front Section - 1900 Rudder - 150

Cosl: 650.000 to 800.00 gold for an old (12+ years; reduce S.O.C. by
15%). scawonhy vessel: 1.1 million 10 1.4 million gold for one in
good condition (2·6 year.; old). and 1.7 10 2.1 million gold for a
brand new one.

The Bizantium Stone Ships
l11ese ships, made of magically wroughl stone. are lhe mOSI power

ful ships in the world, with lhe possible eltccption of the oullawed De
mon Black. Ships of the West. 1be latesl in shipbuilding technology.
only a handful exist.

"Conair" Class Stone Ships: 1be first usable Slone ships ever
made. they have a few design fllws (such as low cargo capacity, and
poor maneuverability) lhal has kepc them in lhe safer shipping lanes.
Only a dozen were ever made. and lhe line has been disconlinued with
lhe success of the larger, more refined, "Frigale" Class. Still, as defen
sive vessels. should Byzanlium ever come under naval attack. they are I

vlluable resource.

Type: War and some: merchant.
Crew: 2 to 4 earth warlocks (4th level or higher), SO to 70 sailors. 20

craftsmen. and accommodates an addilional 120 10 200 warriors or
crewmen.

Size: 160 ft (48.7 m) long; 50 ft (15.2 m) wide.
Excess Cargo Capacity: Filled as warship: 40 tons Iighl or 78 tons

heavy. filled as merchant: Mtons light or 125 tons heavy.
"'ealures of Note: The hull has a natural A.R. of [4. and is fire resistanl

(bul all the decks and masts are of natural wood). It is four decks



Mid-Ship - 1.500
Rear Section - 1.700
Hull per iO fl (3 m) area - 360
Keel per 10 n(3 m) area-600
Rudder-14O

Mid-Ship - 1800
Rear Section - 2100
Hull per 10 fl (3 m) area - 400
Keel per 10 ft (3 m) area - 600
Rudder- 180

Front Section - 2800
Mid-Ship - 2200
Rear Section - 2400
Hull per iO ft (3 m) area - 500
Keel per 10 ft (3 m) area - 800
Rudder-200

Wolfen"Traders (longboat)
These are low. narrow. oar and sail driven vessels of amazing dun.

bililY. speed and maneuverability. Surprisingly. lhese shallow vessels
can brave !he worst ocean waters.

Type:: Merchant and lranspon (also suitable for war).
Crew: 18 oarsmen. 4 sailors. and 15 10 20 wolfen sized passengers or

warriors or addilional crewmen (this is withoul a cargo).
Size:: 45 10 50 fl (13.7 to 15.2 m) long: 15 ft (4.6 m) wide.
[x('t'SS Cargo Capacily: 4v.t IonS light or II Ions heavy.
SpHd: All oars (only): 10 mph (16 km or 8.6 knocs). half oars: 6 mph

(9.6 km or 5.2 knolS). oars and sails: 10 mph (16 km or 8.6 knot:s).
sail only: 12 mph (19.2 km or 10.3 knocs).

S.D.C. by Localion:
Mast-80
Sail- 35 Rear Seclion - 520
Front Section -600 Hull per 10 ft (3 m) area - 120
Mid-Ship - 450 Rudder- 75

Cost: 75.000 10120.000 gold for an old (14+ years: reduce S.D.C. by
20%). seawonhy vessel. 200.000 to 300.000 gold for one in good
condilion (1·4 years old), and 450.000 10 600.000 for a brand new
O~.

Wolfen Dragon Ships (longboat)
These are the Wolfen's warships. They are longer. wider. with a

taller mast and a fighling tower in the front and rear.

Typt: War
Crew: 28 oarsmen. 610 10 sailors. 30 to 40 warriors or additional sail-

0".
Size: 70 ft (21.2 m) long and 20 ft (6 m) wide.
Excus Carxo Capacity: 10 Ions lighl or 22 tons heavy.
Features or Note: High mobilily. wilh a Iifeboal that holds 10.
SpHd: All oars (only): 10 mph (16 km or 8.6 knots). half oars: 6 mph

(9.6 km or 5.2 knots). oars and sails: 10 mph (16 km or 8.6 knoUi).
sail only: 12 mph (19.2 km or 10.3 knots).

S.D.C. by Localion:
Masl- 100 Rear Section· 610
Sail- 35 Fighling Towers (2)- 100 each
Front Seclion _ 700 Hull per 10 ft area - 120

Mid-Ship - 5.so Rudder - 90

C051: 150.000 10 200.000 gold for an old (14+ years: reduce S.D.C. by
2I)tl,). seawonhy vessel. 300,000 to 380.000 gold foc one in good
condition (1-4 yean old). and SOO.OOO to 650.000 for a brand new
00<.

Wolfen Ships
Wolren Flags: Most ships Oy a banner with a black paw print on a

background of while or silver.

deep and carries eight lifeboats. each of which can comfonably hold
II men each Of 20 men cramped. ~

SpHd: Sailing 14 mph (22.4 km or 12 knOlS).
S.D.C. by Location:

Front Mast- 120
Main Mast - 200
Rear Masts (2) - 120 each
Sails (5) - 35 each
Fronl Seclion - 1.800

"Gargantuan" Class Slone Ships: While none have yel been con·
SlfUCled (!he: fiTSt one is still on !he drawing board). lhe plan is to
build a 360 fOOl long ship wilh a three fOOl thick. Slone hull (with
40'1. more S.D.C. than the tillI\). When complc:te. !he Garganluan
would have a crew of at lc:asl 120. and a cargo capacily of over 400

""".
Cost: Is in !he millions and the ships are n~'rr offered fOf sail to other

kingdoms.

"Tilan" Class Stone Ships: Only one of the "Tilan" series of Stone
Ship has been produced as yel. More are currently under construc
tion (as many as silt). but none will be compleled for aboul IWO

years.
Type:: War and merchant.
Crew: 4 106 eanh warlocks (4th level or higher). 60 10 80 sailors. 20

craflsmen and can accommodate an additional 200 10 300 warriors
or crewmen.

Size:: 240 fllong and 65 fl wide.
Excess Cargo Capacity: Filled as a warship: 94 tons light or 170 tons

heavy. fitted as a merchanl: 194 IonS light or 375 tons heavy.
Features or Nole:: All OIhers the same as the regular Stone Ships.
SpHd: Sail· II mph.
S.D.C. by Localion:

Front Masl- 100
Mid·Mast - 240
Rear Masts (2) - 180each
Large sails (2) - 45 each
Small Sails (6) - 35 each

""-ngale" Class Slone Ships: The most powerful ships in lhe
world. with the possible ellccplion of !he outla'o¥W Black Ships of tm
We:sl. are BiUnlium's new Slone frigates. Since they are lhe laleSt in
shipbuildinglechnology. only a handful ellisl.

Type:: War

Cnw: 2 to 4 eanh warlocks (41h level or higher)• .so 10 70 sailors. 20
cnftsmen. and accommodale:s an addilional 120 10 200 warriors or

"'wm<n.
Size:: 210 ft (64 m) long: 60 fl (lg.3 m) wide.
EXCfSS Cargo Capacily: 100 lOllS light or 200 tons heavy.
Ftlilures of Note: 1be hull has a naturtl A.R. of 14. and is fire resisllI\l

(but all !he decks and masts are of natun.1 wood). II is four decks
deep and carries four large lifeboats (each of which can comfortably
hold 16 men each or 30 men cramped). 1be ship also carries a large
ship's boatthll's 36 fI (II m) long. with mast and sails like !he Bi
zantium Lighter (CUller). capable of independent tnllvel on lhe high
seas al a full 12 mph. and carrying up 10 twO IonS of cargo. Only
four have been completed_

SpHd: Sailing 12 mph
S.D.C. by Localion:

Fronl MaSI - 120
Main Masl- 2 iO
Rear Masts (2) - 120 each
Sails (8) - 35 each
Fronl Seclion - 2300
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Conditions at Sea
Distance & Visibility

The oceans and seas are a vasi. nat horizon of rolling wives. This
~ans thai olher vessels. large objects. or land. can be seen for great
distances (typically several miJeslkm). ()(her ships, whelher neulr..l, al
lies or enemies. can be seen and ob$t:rved long before they are williin
combat range. Recognition of a panicular $lyle of vessel is likely to be
the first indication of potential danger. Hostile or aggressive actions.
soch as changing course to pursue. is [he next indicalion of possible
danger from another ship(s). Aags. standards and banners will be vis
ible only after the ships get within a couple of miles from each other. AI
close range. within a mile or so, the markings. dress of the crew and
crew octivities will oflen confirm the intentions of the approaching ship.
Most ship to ship conniclS come about only afler al least an hour or two
of maneuvering. The G.M can select conditions or roll for random de
lenninalion.

ViSibility Distance Tables per Weather Condition:
The table indicales the average f1.nge/dislatlCe of visibilily on quin

seas. A rough sea with large waves and swells will make visibility lerri
ble, allowing lhe sailo~ 10 catch a glimpse of what lays ahead over the
lop of the waves.

Daylight Hou~
I5-JO miles (24-48.7 km) in clear skies_
10-15 miles (16-24 km) when c1oody!overcasl.
1-2 mile (1,6-3.2 km) when misty or light drinling rain.
1200 feel (366 m) Light fog or rain,
100-600 feel (30.5 10 183 m) in heavy Fog or downpour (rain),

Nighttime
Note: Trjp/~ th~ dis/anc~ if the objt'c/ in /ht' dis/anc~ has fjgh/s.
10-15 miles (24-48.7 km) when clear, moonlit. and/or many SIaT$.
1-2 miles (116-3.2 km) Moonless. cloudy and dan.
Half to one mile (0.8-1.6 km) when misly or lighl drinling rain.
1200 feel (366 m) when light fog or rain_
100-<I0O feel (30.5 to 183 m) in heavy fog or downpour.
J-8 feet (0.9·2.4 m) in a dense as "pea,soup" fog.

Speed Considerations
Each vessel described in this book has a speed listing in miles. kilo

mele~ (km) and naulical miles (knots). This speed Iisling is called
"Best Speed:' meaning lhe usual maximum speed possible under !he
most favorable condilioos.

Speed is affected by wealher conditions, !he roughness of the water
(waves), wind. visibility, and the experience of the crew.

To make things easy, decide which of the conditions apply in each
of Ihe following categories and adjusl accordingly. All penalties are cu
mulative, Note: We'll presume the ship is going al maximum or "best"
speed unless Staled otherwise or conditions prevent it.

I. Wealher Conditions: In this case. we're concerned with a/mos
pht'ric conditions and "isibiliO" Poor visibility will generally cause the
captain 10 dramatically reduce speed to avoid crashing inlo rocks, an
OIher vessel or sea serpent. as well as to avoid running aground. or cap
sizing in rough walers. Also sec ",-ind and roughnt'ss 01 watt'r.

• Clt'a,. sk.it's, "best speed" is possible with favorable winds.
• C!olldJ!m'l'rras/, "best speed" is safe with good winds.
• Mist)' or light dri::/inH rain reduces visibility. bUI nOl dangerously.

It may be wise to reduce speed by 1().20% but not a necessity.
• Ughtlog or normaf rain means "besl speed" is dangerous: iI's wise

10 reduce speed -20% 10 40'1> 10 avoid collision or running aground.
01-2()'l, ("hance of going in lhe wrong direction al!he reduced speed,
OI--4O'll al a faster speed,
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• Hra\'Y log or rain do""npour. Visibility is poor. reduce speed SO'IlIO
75%, There's also a 01-30 chance of going in !he wTOng direction at
reduced speed and 01-6511> III speed faster than SO'Il,

• "Pt'a Soup" log! Can't sec 10 feet (3 m)! Reduce speed 9511>!
There's also a 01-50% chance of goinglhe wrong direction at mini
mal speed and 01·9011> of going in Ihe wrong direction and hilting
something or running Iground if traveling more than 10% normal.""".

• Normal rain makes visibililY poor. waters are probably rougher •
than usual and slTOTlg winds will damage sails. It·s best 10 reduce
speed 4QCl, to 60% or put up sail and wait OUI the mild Storm,
There's also a OI-4O'l. chance of going the wrong direction.

• A do",'npour or ga/~ means terrible visibility, strong' winds and
rough waters. "Best speed" is reduced by 40% whether the crew
wanls 10 reduce speed or not. It's best to reduce speed by -95% or
even put up sail and wait OUI the storm (I drift). There's also a 01
70% chance of going in t~ wrong direclion al minimal speed; 01
8O'J, of going in the wrong direction and hitting something or
running aground or capsizing if traveling more than 10% normal
speed. With the sails secured, !he ship is sct adrift to Wealher the
Slorm and is fairly safe.

2. The: Wind will affect the speed of any sailing ship, The following
represenls likely wind conditions (also see ...·l'alhrr and roughnrss 01
...'aur).

• Generally. "best speed" means sailing with a good wind blowing in
the same directioo as one: is travelling, This means !he wind is It
your back and sails are full,

• Ught ...·ind thai comes and goes. It's enough 10 get and keep lhe ship
moving bul al -10 "best speed."

• If the wind is blowing in I pr~ndicular dirrctjon (to the side or off
the broadside of lhe ship), you must weave your vessel in and out of
Ihe wind in a zigzag, catching whal wind you can. This is called
"tacking:' More time and physical energy is spent on a taeking ma
neuver. reducing slraight.line dislanCe and, as a result. speed, To
simplify things. we presume the ship is, ultimately. heading in the
desired direction. bul al -1511> ·'best speed"

• Sailing against /hr ",'ind is possible. and again requires "laCking"
maneuvers, only this effon is more difficult and lime consuming,
Reduce "best speed" by -JO'A"

• No wind means sailing ships are althe mercy of the ocean current
drift along at a pace of under one mile (1.6 km) per hour. If the
water is calm, the ship will sit "dead" in the water. bobbing up and
down but otherwisc virtually unmoving. This is where oared ships
have some advantage, Note: Best speed via oars is usually slower
than with sails. bul enabb !he vessel 10 move without wind and en
ables them 10 Slop or change direclion quickly. UnfonuTlalely, the
beSl speed with oars cannot be sustained for greal periods of time.
Most oared vessels also use sails to take advantage of favorable
winds and superior speed,

• High winds (40-60 mph/64-96 km) but no rain. Makes "beSt speed"
impossible (-10%) and will damage sails: 106 damage per hour. To
avoid sail damage lhey need to be put up and the vessel sct to drift
with the current until the winds die down,

• High ",'jf!ds and rain (40-60 mphJ64-96 km). Same as high winds
above, but the heavy, rain soaked sails will increase !he potential for
damage to them (204 damage per hour) and reduced visibility adds
to lhe danger.

• Galr Forcr Storm wilh rain (or sleet or hail) and winds of 7().ISO
mph (112·240 km). Terrible visibility (same as a heavy fog above).
and usually accompanied by mountainous waves!

"Best speed" is impossible: -40% whelher one: wants to or not. Pen
alties and damage for uying 10 travel in a gale: The fltT« winds. rain or
sleellhail will inflict 606 damage per to minutes 10 the sails and the
stress on the masts will inflict 206 per 10 minutes 10 them. There's also
a 01-40% chance of capsizing every 10 minutes of travel. Plus visibil·



ity. loss of direction. and danger of crashing is equal to travelling in a
"pea soup" fog. Damage to sails, masts, capsizing and crashing cah be
avoided by stowing the sails (oars) and riding out the storm.

Oared ships suffer the danger of losing direction. crashing. capsizing
or losing oars; 01-40% chaoce of losing lD6 oars per 10 minutes of
travel (broken or washed away).

3. Roughness of water, means the size, speed and ferocity.of the
waves.

• Calm S~a: "best speed" is possible with a good wind. The vessel sits
dead in the water if no wind.

• Mild Sea: "best speed" is possible with a good wind. The vessel sits
dead in the water if no wind. •

• Rollin/( S~a: Sizable waves and motion -5% on "beSt speed" if going
with the waves/current. - I0% if going against the current.

• Rou.(:h S~a: Large waves; 8 to 12 foot (2.4 to ).6 m) swells. Land
lubbers (any nonsailing O.c.c.) are -15% to keep balance. -20% on
personal speed/movement of the character, and have a 01-40%
chaoce of gelling sea sick. -10% on "best speed" if going with the
waves/current. -20% if going against the current.

• £rlremdy Rough: Huge waves: 15 to 20 foot (4.6 to 6 m) swells.
Landlubbers (any nonsailing O.c.c.) are -30% to keep balance. 
50% on personal speed/movement of the character (needs to grab
l1lilings. elc.). and have a 01-70% chance of gelling sea sick. -20%
on "best speed" if going with the waves/current, -40% if going
against the current.

• Vialml Seos/Gale: Walls of water towering from 22 to 40 feet (6.7
1012.2 m) high smash into the ship and toss it about on its violent
swells. Landlubbers (any nonsailing O.c.c.) are -60% to keep bal
ance, -70% on personal speed/movement of the character (needs 10
grab railings. etc.), and have a 01-88% chance of gelling sea sick.
Even characters with sea-legs are ·20% to keep balance and on per
sonal speed; 01-30% chance of gelling sea sick. -50% on "best
speed" regardless of direction.

Note About Sea-Sickness: Minor sea sickness means only a touch
of nausea. headache and shakiness; -Ion initiative, -20% on spd, and 
15% on all skill perfonnance. Full blown sea sickness means extreme
nausea. headache and shakiness: .) on initiative. reduce all combat bo
nuses to zero. -50% on spd. -)0% on all skill performance, and every
ID6 minutes of rolling waves causes the character to vomit (loses 'two
melee actions), unless he is laying down and not moving.

Note on Speed
The perfonnance of ships, whether driven by sailor pulled by oars,

depend more on the skill of their handlers than any innale design.

A contemporary vehicle. powered by an engine, has a set maximum
speed. If you push the gas pedal all the way down the vehicle only goes
so fast. but maintains a consistent speed with liule effon. Speed and im
provements in the modem world often depends more on the engineer
and the mechanic. than Ihe driver.

Not so when it comes to sailing in the Palladium World. Skill is
everything.

How much speed an oared vessel can achieve depends not just on
the design of the ship, or even the P.S. of the rowers, but more on how
well the rowers coordinate with each other. Also, since no one can put
OUI a "maximum" effon for more than a shon time (5·15 minutes). Ihe
top speed of a chase, or a long voyage, depends on knowing the capaci

ties of the rowers and the ship, and undentanding how to pace them,
rest them. and rotate their effons.

Sailing ships aren't just wind-up machines. They are interactive de
vices. and those who ignore the constantly changing elements of wind
and wave do so at their peril. Controlling a sailboat with JUSl one sail
can be incredibly taxing. Think of any vessel wi!h multiple sails as an
animal, where each mast is a limb. each spar a joint, and each sail a
muscle. On top of that, there is no magical device to conlrol the place-

ment. angle. and unfurling of sails. No. every sail has to be set by a
sailor, and all the sailors must be coordinated with incredible precision.

In other words. when il comes to the ships of the Palladium World.
whal is imponant is the skill and leadership of the captain (a happy
crew will perfonn beller than a disgruntled one), and the seasoning (ex
perience) and coordination of the crew. A good captain. controlling a
well-organiZed team of sailors, can outrun. outmaneuver, and outfight
any ship, no mailer what the relative merits of the two vessels.

Speed Note: An experienced. coordinated and inspired crew can
give the ship thai liule extra somelhing when it is needed mosl. Increase
the speed of a sailor oared ship for 2D4xlO minutes by 5% when the
crew is 4-5th level. 10% when predominantly 6-71h level. 15% when
predominantly 8·9th level and 20%' when predominantly 10th level and
higher (the latter is a real rarity). Otherwise. maximum nonnal speed
and performance can be maintained for hours by a crew of tiptop, coor
dinated and dedicated sailors.

Add anOlher 5% to speed an~ general skill performance in operating
the vessel when the captain is well liked by most. or charismalic (20 or
higher) and re.:;pected or feared. -8% when hated, or considered incom
petent and/or believed to have lillIe regard for the welfare of his crew.

Mosl ships. including warships, arc capable of carrying cargo. Ships
are rated by their "Excess Cargo Capacity." The rating for "light" indi
cates a load that won't interfere with the ship's speed, or weigh it down
in stonns or combat. "Heavy" loads mean the ship is riding low in the
water. moves more slowly (-20%), and could be swamped (water com
ing up over the deck) in a stonn.

Ship to
Ship Combat

Most players of role-playing games are oriented to close, one on
one, hand to hand combat. Consequently. the thought of ship to ship
combat. with its many individual sailors and combatants. may seem a
little intimidating. Relax. This is a role-playing game, not a war game.
so we will keep rules as clean and simple as possible. All rolls will still
be done with a twenty-sided die (1020). and combat elements, such as
initiative and dodge, remain.

Please note that for the sake of simplicity, very few. "real:' sailing
and nautical tenns have been used. Likewise. I have taken great libeny
in using very broad and genel1ll explanations and terms. If you desire
more detailed and/or realistic ship combat, you should substitute one of
the many excellent combat rules for miniature war games that exist on
the market.

Step One: Visual Aid
All ships are basically rectangular in shape with three main sections

of note:

I. The forward section/front. or "bow" (also known as prow). 2. the
middle section or "mid-ship."

3. The rear seclion or "stem" (also known as the "aft").

1l1e rudder and rudder control system is located in the rear of the
ship. The full side or length of the ship is the "broadside." For us non·
seafaring folk, ignorant of ships, boats and sailing. it might be wise to
use 3x5 cards or small pieces of paper to represent our imaginary ves·
sels. Indicate which is the front section of the vessel so that direction
can be easily identified. The paper markers are simply for repre
sentational purposes. to indicate location and avoid confusion in pursuit
and combat. The papers do not have to be accurately proportioned nor
placed on a grid or hex paper. We just want to give the a.M. and play-
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ers a clear idea of each ship's position and direction for maneuvers and
combat. Speed and maneuvers are generalized to make everything'eas
ier.

Step 1\vo:
Select Modes of Attack

In all ship combat there are two types of confrontation: Hand (0
hand combat by boarding a vessel. or ship 10 ship combat using
bows and arrows. siege machines, ram attack and/or magic. Note that
one mode of allack orten leads inlO Ihe other.

Step Three: Contact
Note: Combat can be broken off at any lime and Ihe aggressor can

relreal. Of course. Ihe ship he has attacked may pursue and continue the
anack.

Boarding
Hand to Hand Combat

Boarding a ship requires the auacking ship 10 gel close enough 10 the
enemy craft to drop landing planks and nets. and securing it wilh grap
ples and rope so Ihal the allacking vessel can send over men to fight
hand 10 hand. This may mean crippling (stopping or slowing down) the
enemy vessel first via ship to ship combat or magic. While Ihe allackers
are trying 10 board, the defending ship's crew mUSI stand their ground
and fight until the invaders have been driven back. the attackers are de
feated and their ship seized (or sunk), or Ihe defenders surrender or are
captured. Nole: Range weapons and magic can be used against the ap
proaching ship. especially when both are side by side, a.k.a. "broad
side:'

The usc of magic 10 board ships may make a full broadside attack
unnecessary. although one mUSI be careful nOI to send tOO few advanced
boarders, lest they become overwhelmed and slain or caplured before
Ihe rest of the crew can catch up and board the enemy vessel. Magk
spells such as ny. telekinesis, telepon. myslic ponal and swim as the
fish are among Ihe mosl nOlable in enabling allackers 10 reach and
board an enemy vessel without the necessity of close range (20 feet/6
m) or boarding planks. Warktck magic: includes walk the wind, phan
tom fOOt man. walk the waves. ride the waves, and swim like a dolphin.

Normal Conditions for Boarding:

l. The allacking ship musl be able to catch up with and match Ihe
speed of the targel vessel.

2. Pull along its side. avoiding a sideswipe collision (01-30% chance
of sideswipe. Oops, try again?).

3. Allach to the target ship via ropes. grappling hooks. landing
boards! planks and landing nets.

4, Can break allack and retreat at any time.

As /ht boardin~ I'tsstl approachts its inttndtd tar~et. both \"i'sstls
('an af/ack tht mher ....htn in ranllt.

The ships approach:

I. Long-range attacks are possible at about 6(X) ft (183 m) distances,
This includes arrows and siege weapons,

2. Magic and spear auacks are possible at about 100 ft (30.5 m).

3. Broadside alignmenl. Arrow, spear and magic assaults may con
linue.

4. Boardingllanding boards, planks, nets and grappling hooks are
cast to secure the two ships together and board the target ship.

5. Attackers board the targel ship. The aggressor vessel always has
initiative. Hand to hand combat begins.

6. Now is the time Ihe player characters can become directly in
volved in physical combat.

7. Dctennining victory.
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Determining Victory
This is very basic.

A. The pla)'tr characters should engage the leaders of the enemy
vessel; I.e. the Captain, Firsl Mate, and notable defenders such as practi
tioners of magic, priesls. supernatural creatures and high level champi
ons (71h level or higher). The sooner these leaders are defeated, Ihe
more likely the crew is to surrender.

B. Meanwhile. the crews from the two vessels will also engage in
combat. Ultimately, the winner will be whoever is the strongest or more I

experienced, has more magic or outnumbers Ihe other, unless the player
characters caplure or slay Ihe leaders.

C. The more bloodthirsty or viqlent on one side. the more likely the
number of casualties (deaths) and/or damage 10 bolh sides and Ihe ships;
the vessel being hoardtd will take the brunt of the damage (and may
even be sunk), unless the combat moves to both ships (which does hap
pens).

DamaBe to the boarded ship where the majority of combat takes
place is detenoined by how long the combat takes.

Under five minutes (20 melee rounds) and/or crew surrenders: The
vessel suffers minimal damage. reduce S.D.C. of front section and mid
ship by 10-15%.

Ten to 20 minutes: The vessel suffers serious damage. reduce S.D.C.
of fronl section, mid·ship and rear by 25% 10 33%.

45 minutes or more: The vessel suffers serious damage. reduce
S.D.C. of front section, mid-Ship and rear by ID4xl 0+30%.

Nole: Increase damage +20% in all silualions if fire and/or magic
energy blasts have been used.

Likelihood or Surrender:

All the leaders are defeated. caplured or slain. 01-90% likelihood of
conditional surrender (tenns to avoid funher bloodshed. like: lake all or
pan of Ihe cargo/treasure bUI leave the ship 10 the crew and release the
leaders. or similar). Failure 10 come to lenos is likely 10 lead 10 bloody
combat, possibly 10 the death.

The captain is eaplured or slain. 01-33% chance of a conditional
surrender. Whether one should continue to fight or not will depend
largely on how the crew regards the caplain and Ihe advice or command
of the other officers in command (the crew is likely to tum to Ihem for
guidance). Failure to come to tenos is likely to lead to bloody combat.
possibly to the death.

Half of the crewmen and warriors are injured or slain. 01-50% like
lihood for condilional surrender. or 01-30% for unconditional surrender
if the auackers seem too overwhelming. An unconditional surrender
means the defeated leave Ihemselves 10 the mercy of their conquerors.

Three quarters of the crewmen and warriors are injured or slain. 01
90% likelihood for a conditional surrender. or if winning seems slim,
01-50% for an unconditional surrender.

The ship is badly damaged or sinking and half the ship's defenders
are wounded or slain, 01-85% likelihood for unconditional surrender.

Game Master Note: The preceding material is for a basic and gen
eral quick resolve of hand to hand combal between ships. Specific
events, role-playing elements and other considerations may change the
outcome. likelihood of surrender, damage 10 Ihe vessel. etc. Feel free to
modify or completely ignore pans or all of this if it conflicts wilh Ihe
specifics of your combat.

Ship to Ship Combat
Long-range attacks

Again, specific player characters should be given Ihe option of tiring
at specific targets (crewmen or areas of the enemy ship) or magically
traveling ahead to allempt a surgical strike against the ship's leaders.
Ship 10 ship combat will often blend smoothly into personal. hand to
hand combat between individual characters.



Otherwise. for the gamc. ship combat should deal with each ship as
being a single unit versus another single unit, ship and crews are vie"wed
as units working as a whole.

To add eltdtemenl and player participation, the Game Master should
allow hislher players to select one or two players in the group (or every·
body could take turns) to decide the ship's strategies. tactics, methods
of attack and maneuvers, as well as make combat rolls. The other. mem
bers of the group should follow orders to the beSt of their ability and
hold up their end of a bigger bailIe. In the alternative, the players will be
expected to follow the orders of the NPC captain (which puts them on a
roller-coaster ride in which they don't know where the ride is taking
them) or stay below deck and out of the way. A captain won't appreci ...
ate characters who are loose cannons acting without, or in defiance to.
his orders.

AtiliItks per melee: Actually, combat is prelly simple, When along
side each other (broadside anywhere from 10 to 800 feet/3 to 244 m)
each "ship" (not characler) ha.~ one attack for I'Q{'h of its siege weapons,
each practitioner of magic plus one for a volley of arrows or spears (10
100 fired at once). and one additional of choice (magic, siege machine,
arrows, Of other).

Reduce the number of anacks by half when the anacking ship is not
lined up side by side with its opponent (giving pursuit from behind, run
ning away ahead of one's pursuer, off to an angle, etc.). Of course, in
these cases, the number of attacks may be periodically limiled by range
restrictions. For example, siege weapons and bows and arrows can be
fired at around 600+ feet (183+ m), while sorcerers will have to wait till
that distance is closed b:' half or more, and spear throwers and some
practitioners of magic Will have to wait till within 100 feet (3 m) or
closer! So even so-called long·rangt', ship /0 ship combat is close range
compared to modem standards of warfare. The big difference is that the
two vessels keep fight along side each other (broadside offers the most
opponunity to inflict damage from all weapons and most hands), or cir
cling and pursuing or passing each other with weapons and magic blaz·
ing. without boarding each other. Of course, after some period of range
combat. the anacker may come close and board its opponent.

Determining Victory in ship to ship combat depends on the pur
pose of the attack. If it was to capture the enemy vessel. then its surren
der means victory. If it was to defend against auackers. then routing the
enemy (they flee) is viclOry. If destroying the enemy was the intent,
then sinking the ship and capturing survivors (or leaving them to
drown) is victory.

.. Siege weapons: Balista. catapults. arbalest. etc.. range: Approx.
600·900 feet (183-274 m). These heavy weapons can be directed
against the crew members and/or the ship ilSelf.

2. Arrows: Cross bow and long bow range: Approx. 600 feet (183
m); shoo bow range: Approlt. 350 feel (106m). As far as detennining
damage, nOle that most arrows will do no significant damage to a ship
even if it's been riddled with thousands of them. making it a floating
pin cushion (assume they strike but don'l effectively penetrate the ves
sel's A.R.). Also see firt' arrows for a different story.

Arrows and spears are most effective against crew members not
against the ship itself (even Shooting at sails only pokes small holes in
it).

If volleys of arrows are being fired at a ship's deck and crew. then
assume that there is a 01-33% chance that one arrow will hit a player
character per each volley directed in his general direction. It's also fair
to assume thai 20% of the crew on deckside is struck by one arrow per
volley.

One volley per melee round.

3. Spear attac:ks: 1lie average effective range for a thrown spear is
about 100 ft (30.5 m), Like arrows, spear attacks do vinually no dam
age to a ship bUI are used againslthe crew.

If volleys of spears are being hurled at a ship's deck and crew, as
sume that there is a 01-10% chance lhat one will hit a player c:haracter
per each volley directed in his general direction. It·s also fair to assume
that 10% of the crew on deckside is struck by one spear per volley.
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One volley per melee round.

4. Magic: attac:ks: The range varies with each type of spell. but gen
erally. most attacks are limited 10 a 100-200 foot (30.5-61 m) range.

Damage by Weapon Types
Flaming Arrow Attacks

Flaming arrows can do significant damage to a ship's sails. crew and
masts.
• Likelihood of a sail or rigging (rope) catching fire. suffering dou

ble damage with each subsequent melee round. is 10-50%, The in
itial hit does nonnal arrow damage. but if it catches fire. il suffers
double the nonnal arrow damage; next melee, double that damage,
and so on. as the fire spreads and consumes the sailor rigging. This
geometric progression of damage continues until the fire is extin
guished.

• Likelihood of a c:haracter catching fire. suffering double damage
with each_subsequc:nt melee round. is 10-30%; same damage pro
gression as above as the character's clothes and hair catches fire and
consumes his body. Continues until the fire is extinguished.

• Likelihood o( setting the ship ablaze even with dozens of flaming
arrows or spears is unlikely (01·03%). because the arrow's fire-lips
bum out quickly. their fire is small. they are easily put OUt. and ships
are large. tough vessels. Also. the wood of the vessel is often fire re·
sistant or wei. Giant flaming arrows. rocks and bundles from an ar·
balest and other siege weapons are tI different story.

Combat Note: It is nOI wise to set fire to the ship you are fighting

0".

Siege Weapons
Siege Weapons are giam war machines that launch stones. large ar

rows (spear size for arbalests: bolts the thickness of 3-6 spears for Bal
listas) or naming bundles. The most common machines used on ships
include the ballista and catapult/onager, all of which are relatively
small. Only medium size and larger ships could effectively use siege
weapons. While these devices may sound like a good idea. they are ac
tually quite limited in range. damage and rate of fire. In this age of
magic. the siege weapons are far too ineffective.

How to strike: Roll 1020 as usual. Although ships are large largets.
the movement of the water and of the twO ships. wind and weather con·
ditions and the nature of estimating distance make hilling a ship diffi
cult with siege weapons (-1 to strike a specific large target on a ship,
like sail. rigging or mast, in addition to other penalty considerations).

Still, the bigger the target the easier it is to hit. The following is the
minimum number needed to strike a ship. To hit a specific pan of the
ship requires a "called shot" and counls as twO attacks. but is + I to
strike.

10 or higher 10 hit a giant ship (150 ft/45.7 m or bigger)

12 or higher to hit a large ships (80-148 f1/24-44 m)

13 or higher to hit a medium ship (40-78 ft/12-24 m)

14 or higher 10 hit a small ship (under 40 ft/12 m)

Note: Reduce 2 points from the above if the ship is within 300 feet
(9\.5 m), and only an 8 is need against any vessel regardless of size if
within 100 feet (30.5 m). Note that catapults and onagers cannOI be
used closer than 100 feet (30.5 m).

Errective ranges:
Arbalest (arrows) - 600 feet (183 m)
Ballista (arrow or slones) - 700 ft (221 m)
Calapult/Onager (stones) - 900 feet (274 m)
Rate or Fire:
Arbalest (arrows) - Twice per melee round.
BaHista (arrow or Slones) - Once per melee round.
Catapult/Onager (stones) - Once per melee round,



Penalties: Those without Ihe W.P. Siege Weapons skill are -4 to Slrike
even on a calm sea or on dry land. "
-I to strike on a rolling sea.
-3 to strike on a rough sea.
-5 to strike on an eXlremely rough sea.
-10 to strike on a violent/gale sea.
-12 to strike blind (fog, etc.)
Damage:
Arbalest arrow: 406
Ballista arrow: I04xlO
BallistaJCalapult: Small rock (10 Ibsl4.5 kg): 506
BallistaJCatapult: Medium Rock (20-30 Ibs,I9-13 kg): I D6x 10

Ballista/Calapult: Large Rock (40-80 1bs/18-36 kg): 204xl0+10

Flame Bundle (10 1bs/4.5 kg): 406 damage. with a 01-75% chance
of slaMing a fire to sails and rigging. The initial hit does 406 damage,
but if it catches fire. 1O4x 10 is done the next melee round. 204x 10 the
nexl. 404xl0 the next and so on. as the fire spreads and consumes the
sail and/or rigging. This geometric progression of damage continues un
til the fire is extinguished. Such a raging blaze has a 01-50% chance of
sEaning the mast on fire and a 0 1-20% chance of staning the ship on fire
(stan at 406 damage and does 406 damage with each subsequent melee
round).

Flaming Arrow or Bundle that lands on deck or illlo the side of the
ship will only have a 01-12% chance of catching the ship on fire and the
fire will bum much more slowly: 406 damage per each melee round.
until extinguished. Also see magic attacks.

Putting Out Fires
I. Fir:st the fire must be contained so that it is no longer spreading.

To do lhis. characters must actively allempt to put the fire out. The
same characters can only put out one fire at a lime. Roll percenlile dice:
01-40% means lhe fire is contained (no longer spreading) and can be
put OUI.

2. Once contained. the fire can be pUl out at a rale of one fOOl per
every melee round.

3. Three. consecutive, failed rolls to contain lhe fire (41-00 on per
centile dice) means the fire is out of control and cannol be pUl out by
conventional means.

4. MaRie can be used 10 put out even giant fires that are out of con
trol. inStantly. Various water spells can also be used to dowse or contain
fires. especially small ones.

The Ram Attack
Ramming attacks are simple: one ship smashing into another. Only

vessels with a ram prow should allempt such an allack. Ships ramming
wilhoUl a ram prow is suicidal. for the collision will inflicl potentially
equal damage to both vessels. MOSI sailing ships are not designed for
ramming. [I is usually lhe oar driven war galleys Ihal utilize lhe ram al
tack.

Conditions for a Ram:

1. The ramming ship musl be lraveling faster or equal to the ship it
inlends to ram.

2. Dodging a ram is also not possible. Either you can outrun il or
nol.

3. The specific section of the ship must be declared as lhe ram target
area: fronl. middle or rear: ramming an opposing vessel in the mid
dle/broadside is the beSl. A ram is always the attack vessel slamming
into its opponent nose/forward seclion fir:st.

4. No other allacks are possible one melee round before the ram (al
though defensive magic/action can be laken).

5. The collision period of the impact lasts one melee round in which
neither side can anack (responding to lhe impact).

6. The ramming ship has the initiative. II is best to pull away from a
ram or risk gelling caught and pulled underwater if the vessel begins 10
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sink. Boarding is limited and difficult since it is the nose of the ship lhal
is facing the enemy vessel rather lhan being side by side.

7. To ram for a second time. the vessel must dislodge itself. move
back, and charge forward again. This will require 304 minutes for a full
speed ram or 104 for a "gentle" ram that does one third ils normal dam
age.

8. The ramming vessel takes minimal damage if fitted with a ram
prow. Those not designed for ramming suffer lhe same potential for
damage as the ship they've crashed into. Each rolls 506x10 damage!
Typical ram damage from a War Galley is 406xlO or 506x10.

9. War Galleys with highly experienced crews (predominanlly 51h
level or higher) can innict an addili~lOal IO6xlO damage.

Note: The D~mon Black Ships innict I04xlOO+IOO damage from a
ram.

10. Side-swipe damage is usually 206x 10 and typically damages the
mid-Ship.

Sinking
Most ram prows are designed to do damage below lhe waterline,

which means water damage and sinking can be a real problem. If the
hull is penetrated, it will nood.

A ram prow wilJ have punched a hole in the hull if the damage in
nicted equals or exceeds the S.D.C. of the Hull pu 10/1 (3 m) ar~a.

One ram hole in the hull is serious. but not deadly. The lower decks
nood and the ship takes on water. '·Best speed" is reduced by half.
However, the damage will not sink the vessel and the ship can limp
back to pon for repair:s (or magical repairs may be made immediately).

Two ram hates in two different sections or sides of the ship is
deadly. Speed is reduced 10104 mph as the vessel heaves and shudders
with the weight of Ihe water. Only a quick. magical repair can save Ihe
ship, otherwise it will sink in 204 hours. Even if its sinking can be pre
vented, the vessel will travel at half speed until full and proper repair:s
can be made at dry dock.

Three or more ram holes is beyond repair and spells certain doom.

Small Ships: Will sink completely wilhin ID4xIO minutes.

Medium Ships: Will sink completely within IO6xlO minutes.

Large Ships: Will sink completely within 206x 10 minutes,

Note: This rale of sinking renecls the massive hole and damage in
nicted by a ram prow or collision, plus the damage and weighl of the
nooding water:s. Small punctures of a foot or less will cause problems.
but can usually be plugged or patched until beller repairs can be made.

Completely destroying Ihe S.D.C. of one of the vessel's Ihree main
sections (forward. mid-ship or rear) means the ship is beyond repair and
the vessel musl be abandoned. It will sink completely in 404 minutes!
Man the life boats!!

Collision: Whether in combat or simply by accident the worst thing
that can happen to a ship is to collide with something solid. Usually this
means crashing into a hidden, underwater rock, reef. iceberg. a dock.
sea serpenl or other solid obstacle. Like ramming. most of the damage
that occurs during a collision takes place below the waterline and can
sink II Ship. Typical collision damage is SD6xlO.

Running Aground: Running aground on a sand bar means the ship
suffers 204xlO damage to the hull and to the keel. It also means the
vessel is sluck and wil1 need another ship. greater elemental or magic to
pull it off the sand bar.

Running aground on rocks. a reef. or sunken debris means the ship
suffers 506xl0 damage to the hull and to the keel. It also means thc
vessel is stuck and will need anmher ship. grealer elemental or magic to
pull il free.

In both cases, repairs must be made before being pulled free (unless
being towed inlo a nearby dock) or the ship will slowly sink (same as
one ram hole).



Captured Vessels ,
If the crew of a ship sum:nckrs Of is slain, what is done with their

,hip'! This depends largely on the iOltnl and sirengih of the victor.
There arc really only a few logical anSV'ers.

I. If lht.- vtssel is beller. (aster. Of less damag«l. ItIt' vtelon may
....ant to~ .... Ilch ships.

2. If the \'essel can be used at a laler lime. worth selling or salvaging.
or 10 be added 10 the viclor's fleel. the usual lactic is 10 suIT it with a
~lclelon crew of a 6-18 sailors (depending on the size of the ship) and
ClooCOI'1 11 back 10 pon.

3. Shl~ In ~lyageablecoodilion. but 100 damaged for ready sailing.
(u~uall)' bttau~ the maslS and sails are deStroyed). may be lOWed or re
pair«! and ~laffed and salvaged like number IWO. Towing is vcry dim
cull and dangerous due 10 a risk of collision: reduce "best speed" by
70'";'.

4. If the captured ship is deemed to be of little or no value. it may be
'lrlppl--d of ilS valuables and supplies thai art: wonh laking. lefl aban
doned :md adrifl. or more likely. seuuled (sunk). Sinking a ship is beller
than selling it on lire. bcrause it may bum for hOUNl (or even days), and
may attract anemion from up to 100 miles (160 km) away. To sink a
ship. holes a~ chopped. punched or blasted into the hull below the wa
tcrli~. Depending on the severily of the damage. it may lake 4lXi hours
for the vessel to sink complctely.

Captured Crew
I. Prisonen should be searched. all polenlial weapons removed. and

the prisoners bound or manacled and placed in a safe. guarded. contain
ment a~a. To avoid ~be11ion. il is best 10 have them separaled into
small groups away from the olhers. and it is wise to gel rid of lhem as
soon as possible (given to the authorities. sold as slaves. placed on an
island. etc.). TIle problem wilh prisoners is that they take up space. and
consume food and drinking water.

2. If they are in no position to give chase or attack. leave them on
Iheir ship to fend for themselves or go where they please.
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3. If lhey are a potential threat. try 10 come to tenns and trust Ihey
live up to them and/or one can cripple lheir ship (half speed or :tdrifl).

4. If lhey have no value and Ihe player characters. or captain. are
truly evil.lhe captives could be slaughtered (afler lonure). kepi as live
slock (if nonhumans who eal Olher humanoids). or sold into slavery.

Notes on Magic at Sea
Magic is lhe big guns of lhe Palladium World. removing ship 10 ship·

combal from the standard. ancient forms of banle prevK>usly discussed.
Magic Combal is unique unto itself. Generally speaking. magic used
againsl a ship and its crew can be .handled exac:dy like nonnal hand 10

hand combat wilh two considerations: I) Is Ihe allack directed againsl
lhe vessel itself (damaging the ship); or 2) Is the attack direcled at lhe
crew or specific crewmen?

The following is a list of some of Ihe mosl notable and effe<:tive
magic for see combat.

Summoners can call forth a variety of aqualic. nying and powcrful
supernatural beings from demons to elemental forees. However. lheir
use on a comparatively vulnerable vessel al sea is eXlremely dangerous.
If the Summoner should lose control of one or more of the supernalural
beings. they could lay siege to lhe ship. slaughtering ils crew (slowly or
quickly). take over (enslaving the crew) or damage and even sink lhe
ship!

Wards and Diabolism ~ mOSI useful in protecting select crew
members. ~as of the Ship. and possessions. Their magic is I'lOI well
SUiled for long-range combat.

Wartocks. especially fire. air and water warlocks. can be a greal re
source on a ship at sea where the manipulalion of water and air can be
extremely useful. and fire auacks deadly. TIle use of evtn lesser ele
mentals can also be invaluable for spying on. stealing from. and attaCk
ing. sabolaging. and sinking e~my vessels.

Fire Warlock magk ideal in ship combal includes breathe lire. cir
cle of flame. cloud of ash (devaslating affect againsl sails and rigging).
fire ball. mini-fire balls. plasma bolt. name friend. spontaneous com·
bustion, fuel flame. stench of Hades. 10 ft (3 m) wheel of fire (deadly
on the deck of a ship). and txti"Ruishfirn

Air Warlock magic ideal for ship combal includes atmospheric rna·
nipulation. change wind direction. SlOp wind. creale mild wind. whirl
wind (especially good against lhe crew). tornado (devastating on deck
to crewmen. sails. rigging and masts). wind rush (does I D6 damage to
saits per each rush of wind). wind blast. hurricane. snow stonn. crea
ture of wind. electrical field. ball lightning. call lightning. cloud of
slumber. miasma and phanlom f()()(man.

Many other warlock air magic spells are useful al sea. inclUding
walk the wind. wind cushion. breathe without air. delect the invisible.
dissipate gases. protection from lightning. calm SIOnns. and others.

Watu Warlock magk useful in ship combat includes change cur
rent. cloud of steam (especially against crew members). purple mist.
create fog. fog of fear. hail. hurricane. lillie icc monsler and rain dance.

Other magic thai may be useful iocludes ride the waves. noal on
water. command fish. change currenl. calm waters. breathe underwater
and Olhers.

Wizard magk. spells and rituals. can also be incredibly destruclive
or helpful in combat and navigaling on the high seas.

All fire magic can be devastating. as well as call lighlning (useful
against crew and the ship itselO. magic net (against crew). carpet of ad
hesion (incapacitates crewmen). wisps of confusion (againslthe crew).
havoc. wind rush (does IlXi damage per rush to sails and/or rigging).
spoil food or water (sabotage a ship's food and water supply). summon
fog. summon & control stonn. impenetrable wall of force (casl on the
waves at the waterline), Id barrier (casl on the waves at the waterline).
anli-magic cloud. and even dimensional ponal (big enough for the en
tire ship to pass into). among others.



Heavy & Large
Behemoths (Timiro)
Brigantines (Bizantium)
Demon Black Ships (W. Empire)
Destroyers (Timiro)
Frigates (Bizantium)
Stone Ships (Bizantium)
War Galleys (Most nations)

Pirate Ships
The following is a list of the types of ships most desired by pirates.

They are listed in the order of preference.

I. Corsairs (Bizantium)
2. Caravels (Western Empire)
3. Camcks (Western Empire)
4. Schooners (Bizantium)
5. Lighters (Bizantiurn)
6. Merchantman (Eastern)
7. Trimaran (South Winds)

However. the most commonly used are ...

I.Caravels (Western Empire) 4()11,

2.ClfTlCks (Western Empire) 22%
3.Merchanunan (East) 14%
4.Schoonen (Bizantium) 10%
5.Lighters (Bizantium) 8%
6.Trimaran (South Winds) 2%
7.COfSIIirs (Bi~tium) 4%

Ship, Lisled by Size

Medium
Barks
Caravels
Carracks
Galleys, Small (Pumts. Ketches. Viscounts)
Merchantman
Mercantile
Schooners
Wolfen Longboats

Small & Lighl
Lifeboats
Rshing BoalS
Corsairs (CUller)
Lighters (culler)
Trimaran
Mini-Merchant

Other spells and rituals helpful on the high seas include swim as the
fish. fly as the eagle, teleport, invisibility, breathe wilhout air, weight
lessness (can float effortlessly on the waves and makes swimming 80%
less tiring: or can be used to make a heavy item that would nonnally
sink, buoyant), utinguish flames (can be invaluable in fighting fires).
mend cloth (to repair sails. flags and clothing), create bread and milk (to
feed the crew when provisions are low), water to wine. calm Storm.
magic pigeon (for sending messages quickly), tongues, healing touch,
resuntttion. and others.

lAy lines and nexuses do uist at sea. but only the most experienced
and knowledgeable Captains and Mariners know their approximate lo
calions.

SofM Notes" oommmts abool spKirlC: magk: Spud of Ih~ sflQiI
andflutful cannoc be use on. ship (only living beings).

Immobili:~ cannoc be used against a ship, large Of small. but can be
cas! on deck against the crew.

Fr~~:~ Wour Qnd ""01/ o{ic~ are ineffective against an ocean Of sea
vessel. In the case offtu:~ "''Qt~r. the warlock can only freeze a limited
amount of water - nothing close to what would be needed to impair Of

damage a ship. However. it can be useful in freezing the water splashed
on parIS of the deck. making the deck slippery and dangerous to walk
on. Of freezing nin-soaked sails (reduce speed 3% for each frozen stiff
sail).

Thr: ability to pori ...·OIU cannot be used diltt1ly under the vessel to
drop it on the sea floor and let the water rush over it when the spell is
cancelled. If it is used against an ocean vessel. the paning waters move
the vessel away with them, This means it can be used to create a small
area where the ship cannot pass (again the paning walers hold it back
from the edge: it cannoc fall over the edge).

1bc: uaj RUSli~r cannot damage sails or rigging. but can be used to
spy. untie loose knots and cause mischief. But the Photl/om Footman.
phon/om is a minor elemencalthat can be used to attack sails. CUI or un
tie rope. etc.. but will NEVER go far from is master. Very limiting.
Likewise. a summoned elemental of virtually any kind. lesser or greater.
can wreak all kinds of havoc to both the ship and its crew. A water ele·
mental can allack from underwater to damage the rudder. keel Of hull
below the waterline.

Myslic Illusion and al1 types of illusionary magic can be used to
frighten or confuse the crews of passing ships.

Alphabeticalli'l of Ship,
& Speeds in Miles Per Hour
Barks (Timiro): 14 mph
Behemoth (Timiro): 10 mph
Brigantine (Bil.antium): 20 mph
Caravels (Western Empire) 18 mph
Carracks (Western Empire) 12 mph
Corsairs (Bizantium CUller) 16 mph
Demon Black Ships (West) 20. 32 & 70 mph
Destroyer (Timiro): 12 mph
Frigates (Biz.antium): 16 mph
Schooners (Biuntium): 12 mph
Kctches (Timiro. Small Galley): 10 mph
Lighters (Biuntium CUller): 18 mph
Mercantile (East): 8 mph
Merchantman (East. South Winds_ West): 10 mph
Mini-Merchant (South Winds): 6 mph
Pumts (Western Empire. Small Galley): 10 mph
Stone Ships (Biuntium) 11-14 mph
Trimaran (South Winds): 10 mph
Viscount Galley (Timiro): 10 mph
War Galley (East): 12 mph
War Galley (South): 12 mph
War Galley (Timiro): 12 mph
Wolfen Longboats (North): 12 mph

19S



PALLADIUM FANTASY RPG® CHARACTER SHEET

SECONDARY SKILLS+%/Ln.. •%

"COMBAT SKI! Ie

SKilLS

UD.C.:

UU.C.,

INAME:.-.---_:_:======~~~R:A~CE~:==~===:-:,-,- --, TRUE NAME:

"Of AlTACI(S: INIT1AT1~[: ... ALIGNMENT: _

DA!\IAGE: ... STaIU:... HIT POlNTS: OD.c.(PHYSICA~L:::::-:;;:;;;===
SAVING THROWS' PAUY:... DooGE:... EXPERIENCE LEVEL: POINTS:

~
~~~~~~~~~~~~§Rou.:... Run. P1JNCH: 1Q ALPP E

5,,,,,1. \'s, SPI-:U]WARD: f PU"'CN: POII'EI PlJI'iCII; ••: GF.: IFESPAN: •••:
SA....: \'s, FUi'oU:!RITUAl: I KK;r:: Lt.orKIl;..: M.E.: SEX: --CHI:-,-~~~::
SAn; \'s, PsIONICS: KIOOCI( Ottr. M.A.: HEIGHT: WEIGHT: I.S.P.:
SAVE \'s. TOXlss!POISO.'.;S: I 20 P.S.: == LAND OF ORIGIN: -- --
SA\'[ ,'s, HARMftJL DRUGS: OtAni: • P P E
S",vr. VS.INSASITY: Fur: t!:.-.J "" ••: NVIRONM~NT:

S...V[ "'s, POSS.:SSIO~·:'" Lor: n. ~~~~~~~;~~~~~~~~~~~~~~~~~SAVE VSO HOflaOK F...croll: + In: us.........r: LU P.B.: RACIAL HOSTILITIES:
S,W[ vso CO.\llA!DUTH:... % rrHIOW{MAX): us. f"T SPD,: DISPOSITION:
Pu.cr..mo1'o' Rou.s: I I I UN' """" (MAX) M[~£I;S

DAMAm: R.:CORD nhnuF. IT/ATTACK INSANITV (IF ANV):~:;;;::;;;;;--,,:r;;:c:;;;:n:;;;;;;;::::::--CL
'. WI....: """" (MAX) MELUll IIINVOKE TRUST NTIMIDAn:: __% CHARMIIMPRL''''':__%'''''FoUr. IT/ATTACK ~

~irs: :
II~,P,:
K.:HI:
P,P. :

O.C.c. SKILLS
NATIVE LA,~Cl'AGE:

PEAl (+ %):

I::::::::::;~:

WEAPON PROnCIENCIES 9n1TloL runl
"",Ilk... R....... D~'::.~rI r"'~M~OR:';;;;;~==T.:=3I~.R.: D.C.:__

WEIGHT: COST:
PROWL PENALTY:- %

MOil:
A.H.: D.C.:__
WnCHT: COST:

PROWL Pr~~ALTY:' %

EQUIPMENT SPECIAL ABILrnL'O/SKILl.S NOTES

196



~===- -======

n.
LIS. LAn,,:

~

% CHARMIIMPRFSS: %

SECONDARY SKILLS

~~~~~D~i>;.~C.(PHYSICAL):Por.vrs:
LIfESPAN: P.P.E.:

__~~ CH"•...,.--_
1.s.P.:

, or "TT...cu: bunA,",: •
D"'-"lACt: + --STalQ: • --

PAUl': • Doocr: +

Rou.: • RESTa. Pu!oclI:
J"UlooI: Powo Pu!tclc:
KICK: Lur KICK:
K...:JO£ Ovr:
CarneAL:
DEAn!:
ru.,
...."

","'.
Fr.;~~(M.u):
llf':-M", (MAX)

n!~

Wllol:-~~ (Mu)
~~

SKILLS

Lou;{+I",~ -,-
Lou;{.I",~ -,-
Do-'5l.'iG ltIS~) -,-
SL'& P5YauclMAGIC E.'iUCY S
SDiS£Sll'[L~n:...... 8DNG S
Two Wupos Paoncn:SCl£s OFCHOIC£
SEE PsYCHIC A.ILmESos SECOI'iD SH

WEAPONS

I::::::::~:

WEAPON PaOflCIENCIIS D~ AaMOI::

A.R.: D.C.:__
W[.IGHT;'""" COST:

PaOWL PENALTY:- %

MOlt:
A.R.: D.C.:__
WDGHT: COST:

hOWL PE."iALTY:- %

EQUIPMENT SrtttAI. AIll.ITlESlSKlLLS Nom;

o~

197



.-::=,-_DO.C.(I'HYSlCAL): _
:::-__-.-:: POINTS: _ .....,.,.-_

_ __LIFESPAN: P.P.E.:
.=,---_==:::--_~-CHI:.,--__

__I.S.P.:

lNSANITY (IF ANY):
INVOKE TRUSTflNTI:'M~'~D~A~T:"~:-'%""Cr.:H~A~R:'M~7ii:M~P='=ES=S~:-~%"iiiC

~

f.t.f.f.s

tT/~lT~CK

Mu.ns
IT/AlT CK

~.

~"V:~.

, (H' AlT~ClCl: I",m~nYE:+__
OUtAGE: + Snnu: +
Pun: + DoDGE: +
ROLL: + REsa, Pu;";H:
Pll~H: POII'I:a PuNCH:

KICK: L""" KICK:
KJIK)(K Our.
C.mcu:
Dt.oTK:
FLIP':

Lu,:
lIT:

nO\l-(M~x):

U:oi:-""--1ll1'K ( ~x)

ITh,tt;U;F,

Vt'l....:__ "'-I'K (Mu)

IIItf.ln

..
I

SA YING THROWS
SAn: Ys. SPt:u1WAIID:

S~n: Ys. "'UMrJRrrtJ~L:

SAYF. ys. PsIO,"ICS:
SAYf. ys. TOXl.Ss./POISOSS:

S~Yt: \'s. H~aM"1JL Dlloc.$:
S~Yt: \'S.ISS~SITY:

SAVE ys. Possr$,'ilOS: +
$A\'f. \'s. HOIiIlOIl FACTOII: +
S~YE \'s. COMAfDt:ATH: +
Pt:IlCt:PTIOS ROLLS:

DAMACa: RECORD
O,c.:__

SKILLS SECDSDARY SKILLS

ARMOII:
A.R.: D.C.:__
WEIGHT: COST:

PROWL PmALTY:· %

IlR~~ ARMOII:
A.R.: D.C.:__
WEIGIfT: COST:

PROWL PENALTY:- %

9n11'ln ' ....1WuPOS PRDFICIENCIE:S

IT (J.m:
1.s.P.:
CHI:
P,P, .:

O.c.c. SKILl,S +%!L\"1.. %
N4TlH LJ.:OCU4Cf.: _~

~Kt+I5%): S
~KI+1S%): S--

BASICMm(+20%) S==
ThoWfAIQ<i PActg.:oa..... CFClUCE

ENHANCED J.S.P. RECOVERY
-Two PU HotiR or ~(.T1YITY

Twt:I.Yt: PF.II HOUII or Rt::sr/Mt:D1TATlON

BONUSF...,
-+6 YS. MIND COi\l,.ROu'MA(;TC CHAIIMS

+S vs. PossESSIOi\!' ·+Jvs. HOIIlOR FACTOIL
Su: PSIONICS ON SECOND SHEf.T

W':APONS RA.'lGE D~"oUGI:

I::::!::::::~: =3
EQUIPMIi:NT SptCIAL ABlunE:S"SKILLS NOTES

MONF,V

o~

198



~,
MAGIC U WU.IOS U <MJuT.-

~:-- • AA§ u ~:'"-- • 0_'" • "'0__

•o_~ • Aan.rna:
ae-.o_s-.. • 0-..... •0 __

"
0_

"0 .... • 0 ...... •0 __

• 0_.... "0_.... •
0 .._ •

o_~ • o ..... L.o U
0_'" •

0 .... _ •0 __

• 0_11.0«o.... •a_toGo,
"0500 .. _ • a_f_ • •.r.~,:a_llM>._, • a tt.-,... • ,(

0_£.. ,
a~lS'0 ... __ ,

CO~,= MAGIC;: U "'tAr&..' IoJ VIlJECT0 ...... ,
~

0 ....... , -""" .... . · ~:~: .aT...... •
0 __

" "'OT... _ , O ......... ts-J " N",.u:: Occt1PAnoN: Non<' AIIUTlF.S:ac...__
•

••.c0l- ac....l_ ""'...... , O~_ "0 ........ , 0""- ,.-
0_ ,- 0 __

•0 .... •~!_.... 1l
,

o__.c.. , - ,-:t--._,,- •
0 __ ,_.- • a-.~ u .0 ..._ ,- 0 __

H ..•.~':
0_... • ,,_..

" ,(
0_ •

0_.. _

"a_r._ • a_ ....o-. " · · . _~_...GIC: U WI:A_ U o.JttT0 __ , a Moooan .....o._
~:~0_... ,-a_T_ •

0 __

" , · "'0 __1_

• o_w.. - A ....rna:0 ... _ • O"t .... "o,~ ..-O~ "
. · ·

OT.-,..""." • 0 ..... "o .......~ •0"- ,._1
al.....,llMr! " 0_,10....1 ,~

1.5.P.: O~""FU "0_ "
~."".""'-"".'''''"'' - WEAI'ON PltOflCIENCIES I.,,," D....... s•.JT_ ._. •••....,..••, ....... 1'........... : '.r. ,

I ,
I

.~_AGM:: U W(A,!'OS ..... vaJOCTA.MOI: I
~:E:•.•,'__ UD.C.,___'.__ I "'WOCHT: CosT. I AIIUTtl3:

PIOl'H.. PDoALTY:· .. I,
I
I

I"\I~: ( .-
····'__ UD.C.,__...!.__ ( ),
WEIGHT: COST: I ,.r.L'H

PIO"'L PENALTY:- .. ( ),
.- ,(

I .- ~~ ""'MAL ....OMr"NION
( ). AME:, .- it:~' .u~c., .',K:.'~( ),

AlMOa:
, .- A.P.R::_SnIU:+ P.....y:.~_

····'__ UD.C.'__..!___
' . ( ), I)oo(;t:+ D""''''GF.:+ Rou.:+_

LAWS:....=n__ MOlITlt:_~_
WElGIfT: COST:

M ...CIC: U WEAPON U UIJK'T MAcK:: 0 WI:AI'O!'i 0 OIJECf
: D : D
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PALLADIUM YANTASY RPG® CHARACTER SHEET
COMBAT SKU I NAME: RACE:I ITRUE NAME: --------

'or ATTACU:__ bimATIH: +__ ALIGNMENT: ~

o 0AJ,UoGIl:: ... Snllu:: + HIT POllllas: D.C.(PHVSICAL):
P....v: ... DouG.:: ... EXPERIENCE LEVEL: POINTS:SAVING THROWS ROLL: ... Run.. P'tJ\iCH:

SJ.n ~'S. Sn:uJWAID: I PL."'iCN: Po¥l"U Pt:."iCJl: I.Q.: AGE: LIFESPAN: P.P.E.:--- --CHI: --SJ",'[ \"$. Fl.lM(/RfT\I'AL: I KICll: LEA, KICIl; M.E.: SEX:---SAl't: \'s, PstosIC'i: KJOOCK Our. M.A.: HEIGHT: WEIGHT: IS.P.:
SAVE "So Tmww'Poesoss: I Clme..L: It P.S.:

---
LAND Ot' ORIGIS:

-- --
SJ.n: "s. H"a.\fnJL 01lUGS: IhATll: ---P.P.: ENVIRONM~T:
s".",; ,'s, I~..m: Fur: l.!....-~P.E.: ---

SoclAUFAMILY BACKGROUND:SA"I: vs. Possr.ssION: • LIAr: IT. IT._ ---
SAn: ,'s, HOilIOI F"CTOll: ... ~, LaS. c ..IlAY: OM P.B.: RACIAL HOSTILITIES:---
SAn: \'5. CololAI'I>t:ATH: • .. ~M.u): ... IT SPD.: DISPOSITIOS:---Pr__cunos Rou.s: I I I ",- '''I'" {MAX ~

DAMAGt: RECORD
nf~ ",,,nAn; L"iSASITV (no ANY):

f-"'.C" , 101'"' " ... (M.u:) ,,~

L"iVOKE TauSTIINTlMIDATE: __% CHARM!L\tPRESS:__%
~ lATTA

,,",U.L"
., SKIU-'i +*lLn.. " SECONDARY SKJUS +"lLn~ ", , ---

I.s.P~: ---
~~I: ---
P.P. : ---

---
D.C.C. SKIl.l.s +"lLn~ " ---

Am'[ I...l!iCUCI:: ,_ ....... ---
PEAl(+1."): -----
1'[.1.1:(+1'''): S__ ------[LrrrlAO'(+I."): S__ ---[LOll: ~"MOSSTUS (+IKU-_ ---

[Lote FAEltE Fou: (+IS") .....L_ ---
LA.~lINA\lCA~(+I'''1 .....L_ ---
WIUlU."-US S~I\"'AL(+10") .....L ......... ---

PEAl Et.Dlf.~T AL __ ..1L ---
f.W: Eu.\lrH~TAL ...1.- _ ---
~ ELOIf....,AL ~:::= ---

Sa WARLOCK AIILlTltS os SI:COSO SHEET ---
---

, l" fI,~.j;1I" m·I'1 '~'iro~. III II I.~, ~ '1~I,. ~ : ~ I ~ •... "
;' r' .'

, I , "
,

WEAPONS

I::::::::::;~:

WEAPON PIl:OnClENCIES ST.""" ' 1".,.,Bun l .... 0i.~~oJ AJi.MOl:

A.R.: D.C.:__
WEIGiiT:'""" CO!oT:

PROWL Pr.NALTV:· %

EQUIPMENT SPECIAL AIIUTIr.sJSKIUS

o~

'00



. .
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~.~.E. uto. 01 .-mII'I OOl.llI.l(lr U.lTuw.:

, .P.E.UOl_ , LU IHlOl1lS:

L~:

A.R.: D.C.:
WEIGHT: COST:

PaOl"L PENALTY:·

"IL ....

AaMOlt:
A.R.: ••
WEIGIfT: CosT:

Paol'"l.. PE."oiAL"":-

,
••

!J e.u..~
!J Du"" .. ~..
Oil .....
a~..·...
0_0 __

00.-.... • ..
0""'.. _ J 0 IM.a..
0-..._ 1 OOot.t_o ....... , 0 Qoooo r0-
o- 10 ........
0_ , 0-...
0_ 1 o ......n...

to","'",,====:,,, °--

OlJr.cr

1'.... a.R

W.....PON

""'.,--

"

MACIC:
NAME:
~,

Aaaunr.s:

o

"

MAGIC:
NA'.n::
~,

AIll.mu:

aMCI

CO"'"TAC1'S

CHARAcn:R HISTORY

j,

j,

NA"If;:

.....~~,
w ..tv. _ """
.$. .- ;

WEAPON PaOf1CIESCIES

MAmc:
N..~f.:

I·...::

MlunU:

WEAPoN 0IJu.."f ..oGle:
NA~n::

PF.:
AIIUTlD:

MAGIC:
NAME:

vn;:
MIUTla:

WIEAI'ON OBJECT ACte:
NA.... E:
TYn;:
" ..UTlU:

WIEAI'OS OIJt:<'"f
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OD.C.(PHVSlCAL):
POINTS:

AGE: LIFESPAN: P.P.E.:--
SEX: CHI:,,--__
HEIGHT: WEIGHT: I.S.P.:
LAND OF ORIGIN: -- --

ENVIRONMENT:~~~~::~~~~~SOCIALIFAMILV BACKGROUND:
RACIAL HOSTILITIES:
DISPOSITION: _

."/LVI..·" SEcONDARV SKILLS

IT OINTS:

I.Q.:
M.E.:
M.A.:

19P.S.:
~~P.P.: __

"'._ P.E.: _
US P.B.: __

" SPD.:
~u

"/ATrACI. 'IN~S~A~N~ITY=7(I=F-A=N=v")~:---------------

IM= INVOKE TRUSTIINTIMIDATE: __% CHARMIIMPRESS:__%

IT.

SKILLS

, r:w ATrACKS: INTTunn: t__

DA"'AG~: • --STRIKE: •
P....n:. DoDGE: •
Rou.: • Run.. PuNcH:
PuNCH: Powu PuNCH:

Kr;ocK Ovr.
ClrneAL:
DEATH:
Fur:
LEA,:

.,.: LIS. \.Ulr:

NIOW(MAll): LIS.

UIo':""---"'"' \MAl

nI.....
"'"' (MAll)
I

..
I I

SAVING THROWS
SAlo'l: "'s. SPI;L1lWARO:
SAVE Vs. FUMrJRITVAL:

SA VE Vs. PsIO~l1CS:

SAVE \"s. TOXINslPOlSONS:

SAVE Vs. HAllMnJL DIUGs:
SAVE VS.INSANITY:

SAVE vs. PossESSION: ..
SAVE \'S. HORIOI FACTOR: ..

SAVE "'s. COMNDf.ATH: ..
Pt:aC[mON ROLU: I

DAMACE RECORD
UD.C.:

u····

!')iJ'Oi"" '
~S.P.,
~,!I:

P.P. _:

O.C.C. SKILLS .. fA>ILVI.. %
j Am"[ LASGUAGt.: _~

r£.u{t20fA»: 5 __
Pf••u;(t20fA»: S __

Lm:IACY(t1OfA»: S __
Lm:IACY(t1OfA»: S __

OlE: DL\IO~ &: Mtr.iS1II!i (t20\\)....L_
LOIE(tlSf,): S __
BASlCMATH(t20%) i_

DIOLOGr(tlS\\) ....L_
HISfOIY(tIS%) ....1-_
PlI:sEm fooo (tlS%1 ....1-
Su SuMMOliEl ABILmuos SECONo-S!iUi

WEAPON PROFICIENCIESWEAPONS

I:::::::::~: =#3

D~'" ARMOR:
A.R.: D.C.:__

W[ICiiT:""" COST:
PROWL Pu;ALTY:· %

MOR:
A.R.: D.C.:__

WtlciiT:""" COST:
PROWL PENALTY:-

EQUIPMENT SPECIAL ABILmES/SKILLS NOTES

MONEY

o~
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0_.... ...
0_ ""..0'.... ..

_"'!"CIC: U WUI'()N U Oa.lt:CT -,"MOle: '-'"~ u......,ocr 0._ ...
I"·~: 0_. -N....o.u:: ~~~ 0 .....0- ...A.R.,__ UO,c"__-!___ ""', ,~

AllunD: AaIUTU;S:
:l_uMo.... -,..WEICHT: COST:
~ ..

hOWL P't:N,UTY:· .. 0._ ...
0

0

otulSUv....m~I:AT\llIE
~;.•1I;:

......'MAL ,-O~'ASIOS

,.r...., ,.r...., AME:
no.::

"
,(

H:~' _U~:c., .A.K:'~M.P. _U.~c., • A.K:.'~
A,P.M.:_Snll(E:+ Pun:,+_ .•~~CIC: U Wf.A1'QN U UlIJf.C'T .•~~CIC: U WUI'ON U QaJF.CT A.P.R:: St'III~"'''V:+
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% CHARM/htPRESS: %

MO.:
A.R.: D..:__
WF.JGtiT:'"'"' COST:

hOWL PENALTY:·

Lln:srAN: P,P,E.:
CHI:.-c-_
1.s.P.:

Non:s

o~

o~ Aa.\KMl:
A.R.: o.c.:__
WDGHT: COST:

hOWL PENALTY:-

~~-======-
SECONDARY SKIllS

~~-======-
SKIllS

'OIATTACKS:__llQfUnn: +__
DAJIIA.(:I: + STlJU: +
PAUV: + DoocE: +
Rou.: + Run.. P\lfaI:
~: Powu P\I!toI:
Kn: LLuo KG:
KMla 0t1r:
CIUllC4t.:
(kAT,.:
Fu,:
1.r.A,:
,"",'

lJN:--Al"' {MAX

"'~
AI"' (MAX)
I.

+SlLn.. S

EQUIPMENT

SAVING THROWS
SJ,n; "5, Sn:uJWAm:
SJ,"I; "5, FUIltrlRrrtJAL: I
SJ,"I: \'5, PstorroICS:
SJ,'''E ''5. ToxlNSl'PotsoNs: I
SJ,n; vs. HAa.lol:ruL O.UCS:
SA\'t: V5, IJl/SAsm:

SJ,n; vs. PossEssION: +
SJ,YE V50 HolUlOl: FACfOl:: +
SJ,YE "50 COtou!OoTH: + l.Il
PUC;;F."M)S ROLlS: I I I

DAMAGE RECORD

I Ann ~&I;

'£AI (+2IS>= .5

WEAI'OSS

~:..rs:
IS.'.:
~~I:
P.P. :

O.C.C. SKILLS

I::::::::~:
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".
LIS. l.•••y:

~

SAVING THROWS
SAn: ''5. SI'EU1WAID:
SAn: ,'s, FCMrlRrTlJAL:
SA,'£ ,'s, f!5M)!1o"JCS:

SAYt ''5. TOltlss.fPocsoNs:
S.H'F. ,'s, HUMnJL O.ucs:
SAn: ,'s,IN$A,<O;ITY:
SAn ,'s, PossESSION: •
SAn ,'s, Ho..oa FACTOI:: •
SA"F. ,'s, CO,",JOE.HH: •
Pt;.cr.rTlO." Rou..s: I

DAMAGE RECORD
IUD.c.: :

I
I

I

..
I I

hM~(M.I):
IJIIj:--MnI ,MAl

"'~
III", (M.I)

INSANITV (IF ANV):
INVOKE TRUSTIINT·C'M"'I"'D"'A=TE=:--;;;%~C""H"'A::-'M=7iC'M:::P::-'ESS=:-:-'%"

f->U... SKILLS ."ILVL. 'It SECONDARl'SKlW

WUI'ON PROflCIEl'lCIESWEAI'OSS

I::::,:::~:
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A.R.: D.•:__
WtJCHT: COST:

PROWL PENALTY:- ..

Moa:
A.R.: O..:__

NOTES
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Cs..-.. • ....
c_~ ,

~_.- • --- • ~'"-- a_A_
:lll._F.,W_

~ •
c __
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©
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• .......
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-~_0-
c ........--- "_S_1t

.=
,(

A(;IC:
NAloft;:
,~

MlUTlt:5:

AGIC u._
NA.\lE:
,~

MIUTlF.:S:

A(;IC:

N"!lIt;:
I'rt::

MIUTIt:5:

J,Jr.cr

J,Jln

A(;I(;:

NA."u::
Tnt::
A.lunT.5:

A(;I(;:

NAME:
~,

A.lunu:

"
A(;I(::

NAMt;:
~,

A.n.ma:

~"",,,mos(__)'

,\4\4usmOl"( ):

"- "O_GuI •c __~
•c __
•C ..... "C~_ •C ......... "

c __
•o ....... t.I "

c __
•0_"""'_ •c __

"0_"'-' •:J_fw •:I~I.5'
N....n;· AT1O!<: _.'--- •c_ "CI ..._1Stooo1 •"0 Colo.._ •Oc...ol_ ~

:10.1_ ~c_ ,-,0&40__

•o Q<u_"'" "c_ 1'-1,-- •c __

"tJ IIoullbon "c_~ ~0....,.... 1...... •0-.-.0.- ~
:J lote ............-...l,-- ,.-C __

"
0 __.. - NA...• ',..nos'0'.1.£...... "C ..... ~
C ..... ~

WEAPON P'RonCIENCIES .- ..- S,aII'_ ._. I."c_ ,-
-~O_lbiol ,~

:1_..... ,.. ~c_ "

AL\KM:
A.R.: D.C.: _
WDGIfT: COST:

PROWL P'L<rr;ALTY:· ..

R)lotl:
A.R.: D.C.: _
Wt:K;HT: COST:

PROWL ""~<rr;ALTY:' til

..,....__ -=

.,,-_ ..... .- ,

.~...~
ODu.. n...o
:I~ 1'-a !lAo. ,
!;I _ • ..c... 1
J _ ••,. 4
Uloou_••_ 4

0 .......I'l)Oo " .....J_..... 4
os__ 4

0 '._ •
J '-- 1
J_T_ 405<__1_ 4

u_~ 4
.J1.- ,._
Jr_",-" 4
OT_~ •
JT_o.... 14

I.s.P.:

.L"""
OA............
:la-.._ •
Oe-..o--. 4C1e-..o__ •

01-._ I'
c_ •0__ .0_... .
00...._ 40-.. 4
0"'...... 4:1"'.-.. 4..J __-. 4

:::U..d.... 1-- ,..J_. 1-- ,Or...... 4
!;IT......... 1

N,"O;.~':::;:;;;;::;:::==;:;;:;:::::jyrt::
H.P. . •
A.P.sr.: S";"I~~A'~y;"
Oooct;:.- DAlu(;I::+ ROLL:.

ws: -n MOllT1l: 0-
,-.---- -D

ATlIIlAl,. .IUTlFS

"

'[1.1.5 OF [G[ND P.P.E.
o BAIlIU Of' TIIOTII

Cu\tSON WALL Of" lH;TAI.ON

o Dorrt.f.GANGU: Su":1101
o MI.'TAMOltPlfOSIS: D ....tlo....

o SANCT\IAI\'
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MOR:
A.R.: D.C.:__
WF.ICifT: COST:

PROWL PENALTY:· %

Dio::-' AaMOt:
A.R.: D.C.:__
WEIGHT: COST:

hOWL PENALTY:·

SECONOARY SKIUS

A 1._

SHin Q

SWOln

Sr£ctAL Alu.mEYSKlLLS

WEAPON PROfIClDiClES

lOW MAll:

lIJo'~", { .u)
nI .....

WIJ'I:__"' (MAll)
nI .....

SKILLS

PALLADIUM FANTASY RPG® CHARACTER SHEET
COMBAT S5" t, INAME: RACE:

,-,- ,- TRUE NAME: ::::::::::::::::::::_-_-..::

• Of' ATUCU:__ 11'InlATI\'1: +__ ALIGNMEm: _

D,uu,GI:" Snw::.. Hrr POINTS: DD.c.(PHvsICAL): _
Pun: .. 00uG1: .. EXPERIENCE LEVEL: POINTS:
lou.: + RaTL P\lJrICM: ---;==---
KICK: IAoU'KIOI: M.E.: SEX: --CHI:;-__
K.."olOCK OUr: M.A.: HEIGHT: WEIGHT:__IS.P.:
CamcAL: 2:t P .s.: LAND or ORIGIN: _
01..\",: P P EFur: L.....5. ••: NVIRONMENT:,-;;:-::==== _
Lur: FT. lL. rT._ P.E.: SoclAtiFAMILY BACKGROUND: _

LIS. AUr. P.B.: RACIAL HosnLITIES: _
LIS. rT SPD.: DISPOSITION: _

~

nf~ .1N~S~A~N=IT=yC7(IF=-A~N~Y~)~:---------------

fTlloTTACK INVOKE TRUSTIINnMIDATE: __% CHARMIIMPRESS:__%

j Am-,; SGC4Gt::
I'(.U; (+11"): -S-
fI:.U: ( .. lito): -S-
lndI'Sc.w wAW (+1''') -S-

WIl.DU1W5Sl'lHVAl.(+llto) s
nu:na (Gl.'OAL)

WEAPON PRonoE.'OCIES
W.P.SIllWl
W.P.hou

O.C.C. BoSUSES
2 TO 1'\ILlP'IISCM,.1 TO SAVE vs. HonOR

FACTOIt ATl£Vr.u I J 6 9 ASO 12.

'''--'

SAVING ThROWS

SA \"E "s. SP£UJ'W,.taD: I
SAn: ,'s, FWoIdRrTtlAl: I
SA \'1: \'S. Psw»lC\:
SAn: \'S, TOXINsfPotsoNs: I
SA"E ,'s, H.u.\l.f1lL DRUGS:
SA"F. "5. IsSA.~Il'Y:

SAn; \'s, ~ION: ..

SAn: \'s. HOI:lott FACTOIl: +
SAn: \'s. COMAl'J>EATH:'" ..
Pr"-CFft'1QS ROLl..5: I I I

DAMAGE RECOJ:D
D.C.:__,

WEAPOSS

I::::::~:
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MOa:
A.R.:

D~ AntOR:
A.R.: D..:__
WElGKT: COST:

hOWL~o'\LTY:' %

~~-======-

INSANITY (IF ANY):"-..,-,,,..__..-,,_--._..,-..,-_..
INVOKE TRUSTIINTIMIDATE: % CHARMIIMPRESs: %

+~fLVI.." SU:OND.tRl' SKILLS

--'--
--'--
--'--
--'--
--'--
--'--
--'--
--'--
--'--
--'--
--'--
--'--
--'--
--'--

SrEaAL A81un£SlSKilU

SHIEl P

SKILLS

~~-====-

.....,-:. .... l.."'UV: P.B.: RACIAL HosnunES: _
tlI 'rMIO'l"(MAX): LIS. PT 510.: DIsPOSITION: _

I 0.'" W", (MU) ELm

nlMnu rrl..lTACIt

,..PIl (Mu) Mno:s
rnMll.t:f: ,TiATTACIl:

I

I
I

.1 AI-- PALLt\!?,WW,,fANTASNY RPG® CHARACTRER SHEET

JjJ' I I "ME:~:~====~~~A~C:'~:==~======' TaUENAME:
• Off ATTACU:__ ISlTIATIVI:: +__ AuCNM£NT:

D~~,. s~. HIT POINTS:~~~~~D~D~'~C~'(:PH~Y~S~IC~AL~)~:'AUY: + Doocc + EXPERIENCE LEVEL: POINTS:
ROIo.l.: + RJ;SJ1I_I\IloIaI:
f'\J!roI: PMI-o P\lla: I.Q.: ACE: LlfESPA.."": P.P.E.:
KICK: I..r..u- KID'.: M.E.: SEX: CHJ:;-:-__
K~ 0'11": M.A.: HEIGHT: WEIGHT: 1.5.P.:

CIImC4l.: ZI p.s.: LAND Of ORIGlN".~.========
~r.T1I: <L~ P.P.: ENVIRONMENT: ...

SAVING THROWS

SAn vs. SP£U1W.uo:
~ ...£ \IS. FWolriRrnJ..u.:
54\'1; "'50 PsloNtcS:
SA."r; "50TOJl~
~n: ~'s. HAI)IflfL DIUGS:
~VI: \'So ISSAJolTY:

S\y£ "s. PofisusION: +
SAn \Is. Ho-Io-, fACTO-: +
SAVE vs. CO.",JDE.loTH: +
Puct:P11ON Rou.s: I

DAMAGE. RECORD

~~:
I'-S,P,:
IeNI:
P.P. :

O.C.C. SKILLS .to/L,1. to
"ml; SGlACf,:

PUII.I'''): -S-
rEdl.J'''): -S-

lCwolS'-'U W.w.s (.5"1 -S-
MllJuar E11Olnn: (+21") S
FOICUl MAIOl
BODY ILlUllSC &:: WDClfT UFmG

WEAPON l"lotlOENCI£.S
.P.SdlJI

a.c.c. BoStlSES
1TO PULl.PIDai. +1 TOSAVE\'S. HORa

r .tOOl; AT u:na..s 1 J 7 10 AND 13.

WEAPONS L.o;Q; D~.....<;&

I:::::::~: =l
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MOil:
""oR.: D••:__
W[JGm:: COST:

hOWL PE."'ALTY:- %

DDC("" )

Di~~ ARMOR:
A.R.: D.C.:__
Wf.IGm:: COST:

hOWL PENALTY:- %

A"""'_ R.......WEAPON PR0l-10ENCIES

l,miG Row
Ssm"
TUGfTlSG

EQtllPMEl'o"T

I'lu(.1'''):
WIlJlU\LUSUnnL(.1'''')

Tlll.mC5 (GDt:w.)
W....APOs PROF1CIL"lCIES

W.P.AIIOOY
W.P.S~

W.P. Tuct:moC
Slll't:RIOR BOWM"'SSHII'

DoocE & PARRY AAltows
Doocf: PIloJf.cnt.r.:+ PUIlY:.

WEAPONS

O.c.c. SKllol..S
Am"!.~~AG[:
PEu(.1'''):

"~II;:+ Tanu:: • IT OLvrs: . . VSICAL:
P....y:. Doocl:: • EXPERIENCE LEVEL: POIJIoTS:SAVltoiC THROWS Rou.: • Run. PI.'I'ICll: I.Q.: ACE: LIfESPAN: P.P.E.:SAn '"S, Sn:uJW...RD: 1t'OlCll: ~'U P'L"'OI:

&n: '"S, F'CM.../RmJ"'L: M.E.: SEX: --CHI: --
I KlC'It: LIt.uoKa: ---SAn: ~"S, PsIOSK;:S: 1t000Cl( OuT: M.A.: HEIGHT: WEIGHT: 1.s.P.:

SAn 'os. ToltlsslPolsoss: I ---
LAND Of ORIGIN:

-- --CIlInC..L: lOP.S.:
SAn ~"5. H...LIolH.'L DRUGS: o-:..T1l: • P.P.:

---
ENVIRONMENT:

SAn: ~'s. bSA,sln': JOur:
(L.I t'f.~ PoE.:

---
SocIALIFAMILY BACKGROUJ'ri"D:SAn \5. PossrSSIOS: • .....r. ~. ---

SAn: \"s. HottROIt fo'ACTOIl: + ~: UIS. c.....r. ~
P.R.: RACIAL HOSTILITIES:---

SAn: \"s. CO....A!1>t:ATM: • '" 1(~{Mu): ~ ~ SPD.: DlSPOSrTlON:---
PUct;rnos Rou..s: I I I U!'i:--MPII (Mu) "'.....

DM.IAm: R.:CORO rn'MUSE .'JI...1T...CIrO INSANITY (IF ANY):
D"·C.: : V'II.t: MPH (1'0141) M[Lu:.~

INVOKE TRUSTIINTIMIDATE: % CHARMIIMPRESS: %
''''Mr.I.£f: ni...lT...CIrO -- --

u v .c .: : S.m.LS +%lLn...lJ, SECONDARY SKiLl..'> +~lLVl.o '"
~~:

: -- -----
-- -----1.s.P.: -- -----1(1: -- -----P.Po : -------

I:::::::::~:
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SAVING THROWS

SAVE vs. SPEulWARD: I
SAVE Vs. FUMrJRITtJAL: I
SAVE Vs. PsIOSICS:

SAVE Vs. TOXINs!PotsoNS: I
SAV.: Vs. HAIl.'.U'UL DItUl;s:

SAVE Vs. ISSANm:

SAVI: Vs. POSSr.,ssION: +
SAVE Vs. HOItIOI rACTOI: ...

SA\'E Vs. COMJDEATH:... %
PEICEPTIOS Rou.s: I I I

DAMAGE RECORD
IUD.C.: :

,"",V.L.'

~~'rs:
I.S.P.:
~~I:
P,P. :

II OF AnAcxs: INmAnvE: •__ ALIGNMENT: ~

DA"AGf:: • STllK';: • HIT POINTS: OD.C.(PHYSICAL : _
Pun:. DoDGE:. EXPERIENCE LEVEL: POINTS:
Rou.: • R[$Tll. PlJNcH: I Q A L --P""P"E""'---
PUNCH: Powu P\rf'ICH: • .: GE: lfESPAN: • • .: __
KICI(: Lup KICI(: M.E.: SEX: CHI:•...,-__
KN()CI(OlfT: M.A.: HEIGHT: WEIGHT:__I.S.P.: __
CII1'\CA.L: 10 P.S.: LAND OF ORIGIN:

~UTH: ~~ P.P.: ENVIRONMENT:~::::::::::::::::::::====

L:: fT. fT,_ ;P~.E~.~:~~~~~S~OC~"~'~L!F~'~M~"~L~Y~B~'~C~'~G~R~O~U~N~D~:~~~~~1fT: LIS. L"..,: P.B.: RACIAL HOSTILITIES:
Hlow(MAx): I.IS. fT SPD.: DISPOSITION:
UfII' ...."' (MAX) MEL":S

FT/MD.E.J: fT/ATUCI( INSANITY (IF' ANY):
WIM: ...."' (MAX) MELEES II II

-r/"ELU fT/AnACI( INVOKE TRUST NTIMIDATE: __% CHARM MPRESS:__%

SKILLS ."!LVI..·" SECONDARV SKILLS .%!LI'I.. %

WEAPOSS

I::::::::::~:
EQUIPMENT

WEAPON PROFICIENCIF.s

SPECIAL ABILITIES/SKILLS

211

D~:~ AIIMOIl.:

A.R.: D.C.:
WEIGfrr: COST:

hOWL Pr"NALTV:-

MOil.:

A.H.: D.C.:
WEIGHr. COST:

hOWL PF.NALTV:-

Non-.s

MosEY

..

..



GfiT IPALLto!?Wt.sUANTA~~~PG® CHARAC~~~ SHEET
"...--,-,__--,-,_-,__ 1TRUE N:c.-:M::E":------
tI Of ATfACKS: INmAnVE: +__ ALIGNMENT: ------~-=-~~~~-=--=--=--=--=--=--=--=--=--=--=--=--=--=--=--=--=--=--=
D S H P DDC PH )AMACE: + TaIU:+ IT OINTS: .( YSICAL :

SAVIl'"G THROWS
Pun: + DooGl:: + EXPERIENCE LEVEL: POINTS:
Rou.: + Rt;STlI. P\J)j(;II:

SAY£ lIS. S"':UlWARD: I PuI'lCM: Powu; Pl:JI"CH: I.Q.: --- ACE: LIFESPAN:--P.P.E.:--
SA....: \'5. FUIouiRrrUAl: I KICK: Lf.A~ KICK: M.E.: --- SEX: CHI:
S,\Yr. \'s, PsIONICS: KNOCK OuT: M.A.: HEIGHT: WEIGHT:__I.S.P.:
SAVE \'$. ToXl.~s1POlso,,~s: I ---

LAND OF ORIGIN:
--C.meAt: 20 P.S.:

5..,\'1: ,,'s. H"lt~U'tJL DRUGS: DtAnt:
(L L......!1. P.P.: ENVIRONMENT:

SA VI: ...s. l"lSANITY: FlIr:
SOCIALIFAMILY BACKGROUND:&VE 'is. POSStsSIOI"': • Lur: IT• n ...... P.E.:

SAVE "'s. HORROIl FALTOII: + In: us. L .......: u, P.B.: RACIAL HOSTILlTIF..s:

SAVE "s. CO.\4A!DUTH: • .. TttRow(Muj: .... IT SPD.: DISPOSITION:
Pun:mos ROLLS: I I I ~. 1\1", (MAX) MU£l:s

D"I'otAm: R.:CORD nllolt:.l.f.f. l'Tf"TUCII: INSANITY (IF ANY):
UD.c.: , 1"1.... : JolI'M (MAX) M=

INVOKE TRUSTIINTIMIDATE: __% CHARMflMPRESS:__%
nIMr,I.U: I1"I~lT~CK

UU.C., ,
SKIL.LS t~/L\'L .., SECONDARY SKIL.LS tfJ>/L\'L %

~,:m;
, ----1.s.P.: --

"I:
P,P. --.. --

--
N~n\'[ L.t.SGU~G[·

....L~
--

PlAK (tl5~)' --
PlAK (tI5~)' ....L_ --

Lr,uACY(t20~): ....L_ --
MIUTUV ETlQI.'tm (tlS~) 5-' -,---

--
HOISE.\IA,'\SHII': KSIGHT --
HwUll.v lt20~) 5- --
LASD N~\'IGAT10S ltIO~) ....L_ --

--BASIC MAT1lltI5~) ....L_ --
OASC[ (tIS~) ....L_ --
tIO~) := --tlO'lo) --
tlO~ --

WF.APONS

I::::::::~:

WEAPON PROnCIENCIES

I,ANn
SHWI P

SnfT\o. P••nl
A'WIk.... I."". °R~oJ ARMOR:

A.R.: D.C.:
WEIGi'iT: COST:

PRowL Pt:NALTV:- %

MOR:
A.R.: D.C.:__
WEIGifT:""" COST:

PRowL Pr.NALTY:- %

EQUIPMENT SPECIAL. ABILITIES/SKILLS NOTES

10
o

o

MONEV
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MOR:
A,R.: D, .:__

D~ ARMOR:
A,R,: D.C,:__

WEIGHT:'""" COST:
PROWL PENALTY:- %

~~-======-
SEcONDARY SKlU.s

WEAPON PROflCIENCIES

!.",NCf:
SHIEl Q

WUPONS

P£..\l(+15%):
LlTElAcy(+2G"):
LA,~D N....\'Ma.nON (+10")
HOISf.!.IASSHIP: P....WDl~
HF.lALOIy(+ZO%j
BASIc MAllI (+15")
DA.'oc[ (+10%)
+10")
+10")
+10")

PALLADIUM FANTASY RPG® CHARACTER SHEET

COMBAt SISIII' I~~:~~A~M~.::====~~~R~A~C:.~:===~====='Of ATI4CU: INTTlAnvt;: +__ ALIGNMENT:

D..M ...GE: + Snlll£: + Her POINTS: DD.c.(PHYS'C~L~)~: :;;;:;::;;;===
Pun: + DoocE: + EXPERIENCE LEVEL: POINTS:

~
~~~~S~A~V~'N~G~T~H"'"O"W~S~~~~ ROLL: + Rura. PuIiCH: QS......E \'s. SPELllW"ao: PuNCH: Powu PuIiCK: I. .: ACE: LIfESPAN: __P.P.E.: __

SAVE VSO FUMrJRITlI"L: I KICK: LMI'KICII:: M.E.: SEX: CHI:.,..__
SAVE "So PsIONICS: KI'OCK OuT: M.A.: HEIGHT: WEIGHT: I.S.P.:
SAVE "s. TOXISslPoISONS: / C.mc.u.: 20 P.S.: --- LAND OF ORIGIN: -- --

SAVE "So HAIMfllL DRUGS: Du.TlI: P.P.: --- ENVIRONMENT: "....,====_,-- _
SAVE VS.INSANITY: :-;

SA"'': "'So POSSf.'iSIQN: +
SAVE \'s, HORIM FACTOR: + In: us. '-"1111'0': _us. P.B.: RACIAL HOSTILmF.S: _
SAn vs. emU/DEATH: + % THlOW(M.U): Las. I'T SPD.: DISPOSITION: _
PJ:RC1:I'TION Rol.Ui: I I I UPI:""'--Mrtl (MAll) Maw

DAMAGE RECORD nlMf.L££ nl,,1TAcl( "INcScAcNc'=T=y=("'=r-AN-=y')=:-----------------
WI... : Mrtl (Mu) MJ:U:u INVOKE TRUSTfINTIMIDATE: % CHARMJIMPRESS: %

n'....ELF.E rrI,HnClli:

SKILLS

I:::::::::~:

~
;;'."~~llr ilf:n r~")1'Ili~C'~. ,,' '" t. \,' ·~1 JI
. ')' ,I'" \ I I', ;/: . '

. I .' •

. I .

EQUIPMENT <.
DEMON D.:ATH BLOW

-AUTOMATICALLY PENETRATES A,R.
-INnICTs 1/2 DAMAGE AGAINT$ CREAnJRF.S

THAT ARE ONLY AFJ.'ECT':D IY MAGIC
-VICTIM CANNOT RF.GENERATE FOR 104 HOlIRS!
-LIMITATIONS
- AGAINST SUP'ERNATURAL OPPONENTS ONLY
- INTENT MUST IE PURE OF snRIT

: ~AL$ TWO A1TACKS

n

NOTES

MONEY

213



SA \lIN(; THROWS

S.W.: vs. S...:ulWun: /
SAn: vs. FUIoU:!RITUAl: I
5"\11'; vs. PsIOJ'"ICS:
SAn; vs, Tox•.'<ls!POISO)<lS:
SAYf. ,'s. HARMn,lL DRUGS:

SAVE "S-INSANITY:

S"vr. ,'s, POSS':SSIO~': •

SAVE "s. HOIIIIOII. "'"croll: +
SAVE \Is. CO.MA/Dt:.<lTH: + %
Pt:IlCEPTIOS Rol.l.s: I /

DAMAGE R':CORD

PALLADIUM FANTASY RPG® CHARACTER SHEET
COMBAT SKU';l..

%

MOil.:
A.R.: o.c.:__
Wt:ICiiT: COST:

PROWl. PEN,UTY:· %

% CHARMIIMPRESs:

Dit~"' ARMOR:
A,R.: D.C.:__
Wf.ICtIT: COST:

hOWL PENALTY:- %

SECONDARY SKILLS./ilLn..."

WEAPON Pam',CIENCIF.s

SKII.l.5

~~-======-
Pf..n (tIS%): -,-
U.I"'/Sc"U W"W (+10%) S
O)'C[ALII!:.\T (+14") ;$

:ftcr CO.'oUAUt£.,lI1'lAl'S (+10'10' 5
M,l.TH: BASlC(+20%) S
PICK locKS (tISlJ,j -,-
P.olIl.(+IO'lo) -,-

UCK Hu~molDs (tIO%) -,-
WEAPON PROFlCU:NCIf.S

St:l..:t." mUR

~.~:
IS.P.:

HI:

P.P..:

a.c.c. SKILI_<;

N,mn LA~Cl:AG[:

rtAK (+IS%): -,-

I:::::::::::~:
EQUIPMENT SP£CIAL ABILITIES/SKILLS NOTES

MONEY

o~
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+'ilLn. "SEcoNDARY SKILLSSKILLS

I

I
I

p PALLt},t>.W!'1Ir.ANTA~~~PG® CHARAC~~~ SHEET

I ITRUE N"A:-"'''.:-:::::::::::::::::::::- _
II Of ATI"CKli: INTTlATlVE: +__ ALIGNMENT: _
D....oIAGE· + Snll!:!' + HIT POINTS: DD.c.(P'HvsICAL): _
Pun: + 1)00(;1: + EXPERIENCE LEVEL: POINTS:

KICK: LE...,KICI[: M.E.: SEX: CHI:;-:-__
KNOCK Ollt: M.A.: HEIGHT:__WEIGHT:__I.S.P.: __
C.mcAL: 20 P.S.: LAND OF ORIGIN:
DuTIl: P P E --------
Fur: ~L...!! . .: --- NVIRONM~NT::0;:-::::::::::::::::-----
Lu,: n. n ...... P.E.: SoclALIFAMILY BACKGROUND: _

,",~'. .u P.B.: RACIAL HOSTILITIES:C." us. l:"IlIlV: ..... _ _

% hK.ow(M"xj: us. n SPD.: DISPOSITlON: _
I !RlIN:'-"-MrtI (MAX) Maw

niMELt:£ "'ATTACK INSANITY (IF ANY):
"'"' (MAx) Muas INVO'. T.UST/lNT=I"'~,=D:-A=T=•••:--.%..CO:::-=::-ii/l;:-::::::=-.%."'fUE "'''TT''CI( __ HARM MPRESS:__uD.C.,

uu.c.,

SAVING THROWS
SAVE ys. SPF.LlJWAltO:

SAVE \'s, FUllo:JRrru.u:
SAVE "s. PsIOS1CS:

SAVE "'s. TOiUSslPOlSO,"lS:

SAVE \'S. HAIt)lF1/l. DRUGS:

SAVE VS.INSANITV:

SAVE "'So POSSI:SSIOS: •

SAVE VSO HORRGa FACTOR: +
SAVE vs. CO....A!I>J.:AoTH: +
Pr.1CT.PTIOS ROLLS: I I

DAMAGE RECORD

MOl;

A.R.: D.C.:__
WEIGHT: COST:

PROWL PENAI.TY:- %

HI:
P.P...

WEAPONS

I:::::::::::~:

WEAPON PROflCIENCIF,S

--
--
--
--
--
--
--
--
--
--
--
--
--
--
--
--
--
--
----

Snrr.. ' ....1
... ...r&.... I."".

--"--
--"--
--"--
--"--
--"--
--"--
--"--
--"--
--"--
--"--
--"--
--"--
--"--
--"--

D~~~~rJ ARMOI:

A.R.: D.C.:
WriGHT: COST:

PRowL Pr,.NALTV:- ..

EQUIPMENT SPECIAL ABILmwSKILLS NoTJ'oS

Mo~t:Y
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MOR:

A.R.: D.C.:__
WEIGHT:""" COS'T:

hOWL PENAlTY:- %

WEAI'QN PRonCIENCIES

=%3

rOf PALLADIUM ,FANTASY RPG® CHARACTER SHEET

LldfI COM"'SO'" I~:~:~AME: RA_CE_: _

" Of" ATT"CKS: b;mATWE: +__ ALIGNMENT: ~

oD....'oIAGF.: + Sun.f.:+ HIT POINTS: D.C.(PHvsICAL):
Pun': + DoocE:+ EXPERIENCE LEVEL: POINTS:SAVING THROWS ROLL: + Rtsn. Pmicll:

SAn: VSO Spr.UJW,\RD: PUSCH: POI~iU P\.rSCH: I.Q.: AGE: LIFESPAN: P.P.E.:
SAYI; ...So FUl\u;/RrrOAL: I KICK: Lo.. KICI(: M.E.: SEX: CHI:
S",VF. 'o's. PsIOi'1II;S: KNOCK Our. , M.A.: HEIGHT: WEIGHT: I.S.P.:
SAVE \'s. TOXl.~sIPolSO)\iS: I CIIITlCAL: 20 P.S.: LAND OF ORIGIN:
~"'F. VSO H"III.01)1. DRUGS: Dr,ATH: . ':\0 P.P.: ENVIRONMENT:
S"VF. VSO INSANITY: FLIP: ~)

SOCIALIFAMIL\' BACKGROUND:SAvr. ...s. POSSI:.ssIOS: + U:A,: ". 'T....... P.E.:
SA....: \'s. HORIIOR FACTOR: + I"": LIS.....A..... ; l.~ P.B.: RACIAL HOSTILJTlF.s:

SAVE ,'s, COM..v'Dr..ATH: + '" "1I0\~i(Mu): ,~ I"T SPD.: DISPOSITION:

Pt:ltCt;PTION ROLLS: I I I UN:"-MPIl (l\bx) f....US

D"M.... GF. RECORD
FTIMt:Lt'.£ FT/ATTACK INSANITY (IF ANY):

IUD.C.: , II"!M: Mnt (MAX) MI'.Lt:ES
INVOKE TRUST/II'II'TIMIDATE: % CHARMIIMPREss: %

,.IMt:t.t:t: .,.IAITACI(
u v .c ,' SKIUS +%fL\'L % SECONOAItV SKILLS +%fL\'L %

\Jrr:.roi:m.,
, -----

-----
~~,P.: -----

HI: -----P.P..: -----
O.C.C. SKllI.s +%fL\'L % -----

ASCI: (.+lV%) -L...... -----
NAID'Ii L.,'iGUACIi: _....!!. -----

!'£AI( (+20%): '-- -----
!'£AI( (+2O'lo): '-- -----

Lm:IAC\" (+20'lo); '-- -----
-----BASIC MATH (+20%) 2...-_ -----

LOll:: Dr..\IlWi &: M1N1US (+IS'l) 2...-_ -----
LOllI: RU.Kaos (+20%) , -----
LA,~oNA\'ICAnos(+IO'lo) 4 == -----
WIU)[•."($$ SUR\'I¥Al (+ 10'lo) i :-:-::- -----
Os.: WF.AI'ON hm1CI[NCY 0" CHOICF. -----

Ic:E Plm:sr ABILITIES os S.:COND SH.:£l -----
-----

WUI'QNS

I:::::::::~:
EQUIPMENT SPf£IAL ABlum:s!SKILLS NOTES

MOSEY

o~
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,....e ...... ,

o C:>no.hft.o... l...... ..
1:1 Poolo. P«u> Jl/I.
o MrT_.s..... 100

M"",,,,",.. 600 ........ _ 6l

o s.-.c"" """"" 1t0$1......__.... ' •

PELLS OF EGEND P.P.E.
a BAUlt:R 01' THOTH

a CRIMSO.'i WALL 01' l.lCTAW:'i

o DoPn.EGANGU: SlIFt:R'OR
Cl Mt.·'UMO.,HOSIS: DRAGOS

o SASCT\IARV

,.... R.n

o"'''~

,(

AGIC:
NAME:

VPE:
AaILm£S:

,(

AGIC:
N ...\IF.:

VPI::
AaILmu:

IS-'... oo .....................u:
,lIr...,,:

• l.0iUTl'" ~~.-- • "~ "o c....>Oo'''' 0 o "'-'''(5BII •o "---.. oIA-..,. • o Pwo,o.,... 0
Oe--...... Sown •

C __

•c_'" "
C'_ "01>00.... 0 o Ht.<l.r<;T..<lI 0

0_"". •
C __

"c"'~ 0 C~_ •
Oo..:t_ • o I.l"JDI~ "o "" .. ll<oaoooIo •
C __

0 0"",..1\-..,.,. •0$1< ....... • o I'\...,S,..., "0$1< ... _
0 OR<.tf....... •Oloo......... ,,_, • c ....... •Q 50.... &0 , o T....-.15.'

C __ ,C __ ,
- <....

C__ , .....-ao ""C"""_ 0 C~_ "o roo........ , 0..,.....',15.....) •or.,,_s..... ~....... Ou..M ......... "'-I ...."'A'... , OCl............ "o [l".. T•...a ,C~ 10.-,

C ..... ,,- ar..._T..._ •af\llo, •
OC__.......

"o t-o-..,Cw> , aH,_ 10 ....'
0_....,.,,,,,, 0 o H_lloxun:» 0
0_""".,_ 0

Ol.......~_

"Oll"".,.,. o I>oulM...,., ",.- Ol",-..M... "C"'~ • Q Illl<l" lll><I> •C_ O O*" _0M0I "OlsJoTf..... 0 o ~aI<'A',.,llI>'OftC...,OlumJt.._ , a_h, " ....IC~_ 0 C ... _

"0'-1_"""'" • C"'~ ,_...,
a_.e-..- 0 o ','-E. s.u. "C'~ ,,- C.- "o 1lltu>m"1I...... 0 0 ..·5.... "01lu_t..t • C._ ,,-,
C_~ " OT........ (SUUI ,..
IS.P.: OT..........-I'oo<>""" "o TWl«I«"" "

NA.\IF.:

WF.APON PROl'ICIENCI£S

-_0..
0..

MIO"'-~HJ:.u,"" (''''-'CIt'''' "'-'>ottl
H • ' •...,. ........ -Gt>, ..
... oGM oQ. .. ID._ _

1:Wn-.- """'".........._,'i."..
f l·to>- ..u-Il.PJS.O.c. ...
... ID"-t.II.D.C. ........... _ 1

"

G M' ·C""" '>lUI
C _ .. I II...

•

SI.\lAI. O.\lPASIO.'i

\:.",. MJIACU" ko.-.._..
...I1\0."...u ...... 0.. 5 ......,.""..

L""I_" ",...

.'i: "" <9n...cno
Hn ....."''S.D.l:. IO '5,.1[101 •• 5<..............
•1,.I",.5nal.'"''.''''''''.• ''' "U ..,,,,,,.-

.... "'11 '..
Pc........ """"

<:."" ""'........ ""c "' ~
H" _n'''''' '''" ,,, .. , ,

AMAG.: ECORP
HIT POI!'oTS:

D.C.:

•.•< <
.. HI. ·.'1 .. loLL' ...,., ,,1Lf. ·4 ..-., ..." ..
-.. ·.ho.."".\I.oa' ·1...'IIIUTOea......'O.....

• •

AR)lOR:

A.R.: D.C.: _
W.:IGHT: COST:

PROWL PE."AI.TY:· %

R)lOR:
A.R.: D.C.: _
W.:IGHT: COST:

PRO\o\'L PENAl.TV:- %

Rlt;.<;T Ot" ll:HT
, ......."", Dr.m:
·"""",.Ituo",,,,,,.,,

Ih••u ..:T"'~M' 11)411.'JS.D.C.(~'uYl~

~'='~:~~D.':1~~~'" :~ --:
~,,:~~7'i:':':::'~'"..... :: --:

,,,•.""... Soo:omn
l T......R II,·"".·.

...... ".s ...:.. .11. __'

.... tIoooOI r I .. Au ''''' .....
•1" ..T.... _ ••lIt'l ..E ·.ISlw.9N. .... .
............ C"'"""'-'Ol'" .11. __'

•••
l'k.no.,.M ·~·

H:••~.. """' ""' ,""'~
.....,.,..-... , __••_"1<...

.....' "".5 --.',P.L""'.tI. ,.".\I -.-. u _ --
s.w- _' .._Il ' • .-.. r-n
"'Il>- L 'u .. __ 1UsfI >1 •
~... H Too C'a>_UMt~
1tt"""~.c.( .. 40UtD.cJ tl.'

IRACI.f.'l ...

RAVr.R.~

lDOI>oC« l ..."'1
.~fllI<o.,w ·n \·~....... '""""., ~ ~.,.._~.f oou.l." __ ","",,,

-..",,:.1 .. -
..... f_:.I ....." ...SoooJ,o;.\I~..
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AJ;.\40R:
A.R.: D..:__
WEIGHT: COST:

PROWL PENALTY:-

DR~ AJ;MDR:
A.R.: D.C.:__
Wt:IGHT: COST:

PROWL PF.NALTY:· %

WEAI'ON PROI'lCIF.NCIf.S

f Of PALLADIUM FANTASY RPG® CHARACTER SHEET
COMBAT SKII I NAME: RACE:I ITRUE NAME: --------

.(}If"ATTACQ:__I...nun~'[: +__ ALIGNMENT: ~

D , "Po ODe (PH )

WEAI'OSS

.........01;: + nlKE: ... IT INn: . . YSICAL:
, ...UI':+ _c.

EXPERIENCE LEVEL: POINTS:SAVING THROWS Rou.: + Run. Pu!roI:
S."'T. \'s. Sn:uJWAID: I """', Powut Pl.nocM: I.Q.: AGE: LIFESPAN: P.P.E.:
SAn: \'So FUIoU:!RmJA(.: I KICK: LEAr KICJ(: M.E.: SEX: CHI:
s... \'[ \'So PstoSlCS: KJIIOQ; OIlT. M.A.: HEIGtfT: WEIGHT: IS.P.:
SAn: \'s, TOXlssfPotsoSS: I ClllTlCAL: " PS.: LAND OF ORIGIN:
SAn: \'s. H"I"'CnJL OIUGS: DEAnI: • P.P.: ENVIRONMENT:
S,W£ n~ L~sA.~ITY: fur: <!...-I ~ P.E.: SOCIAUF"MILY BACKGROUND:SA \'E \'s, PossfssIOS: • ....., n. n .
S","[ \'5. Ho"01 F"c..,.oa: ... ~'. ....t.:....n: ... P.B.: RACIAL HOSTILITIES:

SAn: \'5. COMA!Dt:.tTH: • .., MI!O'f{MAX): ~ n gPD.: DISPOSITION:

Pl:aornoN ROLLS: I I I ~ MPtl(MAI =
O".\I"GER~D

NDU nf""ACll INSANITY (IF ANY):
~D.C': , ~~ ..... (M.u) M= INVOKE 1'J.UsrJh,'TIMIDATE: % CHARM/btPRFss: %",,,nAn .
f-Ju,C"

, Souus +..lI...n• .., S£COllolU,RY SKiLU 1'''lLn.. ..,
~;,.,

, ------I.S.P.: ---
~.i" ---•• , ---
O.C.C. St.:ILLS tl.lIL~1.. to ---
•.tmE l.A.I'GOa: _....!!.- ---

!'£AX 1+2t 'J,): '-- ---
":."': (+21'1): '-- ---

Lnu.tCY 1+21";' '-- ------BA§IC MUll (+21" j 2-_ ---LOle DLII(NI: MCN'TUSI+IS"l 2-_ ---
LOle RUlcl().';(tlO'J,j 2-_ ---
LASDNAncmos (tIO'1) ...L_ ---
TU[TlIIS(.(+IO'J,j .. __ ---

WlLD(ISfSSSW'WAL(+IO,\) S :-:.::::::- ---
Ost: WF.APOS PRotlCI.:NCY ot' CHOICt: ---
Isu: PRI.;sT AIII.ITIUON St:COND SHt:n ------

I:::::::::~:
EQUIPMENT SPEcIAL AIILmr..slSKILUi NOTES

o~
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~ELLSQt' ECt:NO P.P.E.
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o J>op,oU;GANGU: Sun-IIO. 100(
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e......"-'
:( )
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N..~o::
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M ..GlC: U WF...PON U \MJF.cr
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O~ll_ • oe.............. B
00... .. 0.""'" , OO-'Iol_ ...... B
0-....",,,,,,, • o f" ..,. E.ocu U
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O~ U
O_M_ • o~_ So.otoo

B

o '""""'" • 0'_ U
o I't,.... ~

, QLf'l ...... Uo Mrr_A..... U

CONTACTS
. '·r• ., o IIM>AIoo .. ",.", B

:r::'..
0 __

u· • 0"'",,_ BOM ,
o "'...'O'T ".• -- •N..M£: Oa:t;p..TK>N: NoTES: --- • g"'.~~ B

-~ •
~

, , •.•.. · H....__ , •

~
-- , 0'-

N,utr.: -~
, Of......W....

·p..nON: ~, ..... • 00-..
O~.

· on "0" 0 ...<-
0 ......

• 0_.......
"MI:' 0 • ~. "

0 __
B

OH.......,- 0_.. 0 ___,

0_
O_Ilooo.t",.,... , Os.. .......
o T..c-...•

WEAPON Pll.m'lcl£NCIES

r...ru."l. "llunr.s

lI..~r.s +.,-
~._ ".__.....U_..

..... SJU;. <Dn r.£.·J
Lun lilt ...

AItMOIt:
A···'__ U D.C., _
Wr.IGHT: COST:

PItOWl PF.NAlTV:· %

sc__""0••"-.....-_ -.. """"""" ....
......." 5_ ....
r,," .nn.no U ...",.

n _

NO,_,-.su ·K._uo,."11
~~"''''llM ·K " • _~
-..c....... ·"'"".~ 'c"'"""'- ............. z.._ ........., '" ..
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.1...... T... 1k.o ·.ISnu.S....""" D•....,.
·.1 .. ,,,,,,, eo-.~.. ll__.. DdL_

...'" -_..........

IAIL\lOII:
A···,__ UD.C.'__J _
Wr.IGHT: COST:

PROWL PF,NALTV:· %

"' ...."'C\....
~ ... F ''''. 1 -....... ·1 ~
H.......". .-a·I _T_.·I
HICn.. ·Lo_'IoCl~·IS "' I/1, ..... _
-.....T_..... ·S ·lJ1.--.·I CUNO·IS..
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I::::::::~: g

uD.C.•

uu.c.,

!'r.!'";""
,1.s.P.:
~~,:
P.P. :

a.c.Co SKILLS t'ltlLn. 'lo
NIMAl tlSI4.~llIY +

A,'oTlllorotOGY (.IS") -i.....
Amo~ &I NAVI(lAl'lO!'i (tlS"L..S..-
BOTOloY(t20'll1 -i.....

ISTOIY(tlO'loj --L
L"SDN4\'lGmOS (tiS") ..L
NATlY[ W.SGUACE:

PUll: (.20"): --L
pt.u: (+2(11'»: -oS-

LOl£ rAf.ll[ Fou. (+20'1.) -L.
LOIE(tIOloj: -L.
B.l!iICMmt (+20") -L.
WlLll£.l..~FSSSun...·A!. .20%

SKILLS

WEAPON PROFICIENCIES

SHU

At"""'" I ....... Da':.~~ MMOR:
A.R.: D.C.:__
WEIGHT:'""" COST:

hOWL PENALTY:'

MOl:
A.R.: D.C.:__
W[I(;iiT:""" COST:

hOWL PENALTY:· %

EQUIPMENT SPECIAL ABILmESl'SKIl.LS
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MOR:

A.R.: D.C.:
WElGiiT': COST:

PIlowL PENUTV:- %
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SOCONDARY SKILLSSKIllS
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Experience Tables -------:-,-----------------

Acrobats & Tumblers
I 0.000-2,150

:2 2, I51·4,300
3 4,301-8.600
4 8.601-15.600
.5 15,601-23,600
6 23.601-33,600
7 33.601-48,600
8 48,601-68.600
968.601-93.600
10 93,601-133.600
11 133,601-173.600
12 173,601-22],600
13 223.601-27],600
14 273,601·323,600
15 323.601-373,600

Bard, ActIN" or Minstrel
I 0,000-1.920
2 1.921-3,840
3 3.841-7.680
4 7.681-14,080
.5 14,081-22.080
6 22,081-32,080
7 32.081-47.080
8 47.081-67,080
9 67,081-92.080
10 92.081-132.080
II 132.081-172,080
12 172.081-222,080
13 222,081-272,080
14 272,081-322,080
15 322.081-372,080

• •

Prestidigitator
1 0,000-2,130
2 2,131-4,260
3 4,261-8,500
4 8,501-15.600
.5 15,601·23.600
6 23,601-33.700
7 33.701-48.800
8 48,801-68,900
9-68,90..1-93.400
1093,4€ft·133.SOO
II 133.501-173,600
12 173.60I-i23,700
13 223.701.1"13,800
14 273,80\·323:900
15 323,901-]74,000

Shaman (dergy)
I 0.000-1.9(X)
1 1,901-3.800
3 3,801-7.600
4 7,601-15,000
5 15.001-13,000
6 13,001-33,000
7 33,001-48,000
8 48,001-68,000
968,001·93,000
1093,001-123,000
II 123.001·163,000
12 163.001-103.300
13103.301-153,400
14 153,401-303,500
15 303.501-365,600

Gladiator
1 0,000 - 2.080
22.081-4.180
3 4,181 - 8,180
4 8,181 - 14,160
5 14,161 - 24,200
6 24,201 - 35,000
7 35,001 - 47,000
8 47,001 - 67,000
9 67,001·92.000
10 92.001 - 130.000
II 130,001 - 167,000
12 167,001 - 225.000
13 225.001 - 295,000
14 295.001 - 365,000
15 365.001 - 430,000

Sailor D.C.C.
I 0,000-1,940
2 1,941-2,880
3 2,881·5,760
4 5,761·11.520
5 11.521-19,520
6 19,521-29,520
7 29.521-44.520
8 44.521-64.520
9 64.521-89,520
10 89.521-129.520
II 129,521-169.520
12 169.521-219,520
13 219,521-269-520
14 269.521-329.520
15 329,521-369,520

Pirate D.C.C.
1 0,00-1,880
2 1,881·3,660
33,661-7,800
4 7,801-14,000
5 14,001-24,500
6 24,501-35,500
7 35,501-48,500
8 48.501-68,500
9 68.501-91.500
10 91.501-131,500
II 131.501-171.500
12 111,501-221,500
13 221.501-271.500
14271.501-350,500
15 350.501-431.500

Mariner D.C.C.
I 0.000-2.080
2 2.081-4,180 .
3 4,181-8,180
4 8,181-14,160
.5 14,161-24.200
6 24,201-35,000
7 35,001-47,000
8 47,001-67.000
9 67.001-90,000
10 90,001-120,000
II 120.001·160,000
12 160,001-200,000
13 200,001·260,000
14 260,001-340,000
15 340,001-420.000

·
:1

I.

JUBller
1 0.000-2.120
2 2,121-4,240
3 4,241-8,480
48,481·15,480
.5 15,481·23,480
6 23,481-33,480
7 33,481-48,480
8 48,481-68,480
9 68,481-93,480
10 93,481-133,480
II 133,481-173,480
12 173,481·213,480
13 223,481·273,480
14 273,481-323,480
15 323,481-373,480

Nec:romancer
10,000 - 2,250
22,251 - 4,500
34,501 - 9,000
49,001·18.000
518,001·28.200
628,201 - 38,400
738,401 - 53,600
853.601 - 75.800
975.801 - 100,000
10100,001 - 130,000
11130.001 - 180.000
12180,001 - 240.000
13240,001 - 320.000
14320,001 - 390,000
15390,001 - 460,000
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