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_ ITIS SUMMER, 41 A.D.

Your journey has been long and arduous but at last you and the rest of your party camp within the great
stone ring of Salisbury plain and spend an anxious night waiting for the golden glow of the
midsummer day’s dawn. Your thoughts are not of the mad emperor, Caligula, who sent you on this
maniacal quest, nor do they dwell upon the evil clans of Black Druids who stood between you and this
night; but rather of the unknown, mystical dangers that lurk within these very stone megaliths,
dangers and powers that will be unleashed as sure as the sun will rise. Obsessed with this premonition
of danger you have not the slightest inkling that when that same sun rises you will be irresistibly
pulled into a series of events of such magnitude that they not only dwarf Caligula and Rome itself; but
form the greatest adventure in human history. You have not the slightest suspicion that tomorrow’s
dawn will throw you into danger and intrigue that will lead you to discover . ..

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

play

Man, Myth @) Magic”

A role playing game of man’s greatest adventures.

Man, Myth & Magic is a fantasy role playing game set in read through it for the very first time. The Advanced

the ancient world. A world seen not from our modern

historical perception; but rather through the eyes of the
people who lived it. Aworld filled with magic and sorcery,
demons and monsters, and incredible powers and forces
that hold the key to the domination of all mankind.
Learn role playing faster, easier than ever before possible
as a seasoned gladiator fighting for your very life on the
bloody sands of a Roman arena!

Reincarnate as an Egyptian sorcerer, a British Druid,
even, perhaps an Irish Leprechaun to face the might and
mysteries of the ancient world!

There has never been a role playing system like Man,
Myth & Magic. The Basic game is so simple to learn and
presented in such a manner that you actually play as you

game is so rich and varied that it will bring you literally
vears of breath taking magic, mystery and adventure. The
scenarios are written in such a full flavored, spirited style
that it makes it easy to become the best game master
players have ever seen.

Mr. Brennan, author of a dozen books, has created a new
kind of novel, one that people role play rather than read.
While each exciting adventure may be played separately,
it is also a chapter, or episode, in a series that are all
interrelated and filled with mystery, intrigue and irony.
Each hair raising episode will hurl you more deeply intoa
t\i\gisting plot that leads you to the final earth shattering
climax.

Ordering Instructions
Send check or money order to Yaguinto Publications,
P.0. Box 24767, Dallas, Texas 75224. Add $1.00 for postage per
order. Allow three to four weeks for delivery. Overseas orders
add $4.50 additional postage and handling per order. Sorry, no
C.0.DJs.
Man, Myth:& Magic cooiivimisanian s ot $19.00

The Game Includes

Man, Myth & Magic comes complete with three booklets
containing: all of the rules, six adventures (three for the basic
game and three for the advanced), and a game master’s guide
containing various charts, tables and maps, along with two
percentile dice, a pad of character sheets and player aid in-
formation and a large folded sheet of tear out maps.
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YAY.




Two issues ago, we announced our
return from the grave. Just as one does
not reasonably expect a stroke to jump
up and polka right away, we hope you
understand that we have been slow in
recovering our balance and energies.

Judging from our mail, there seems to
be more relief that we are still alive than
anger at our slowing down. Thank you,
each and every one that wrote senti
ments alongthose lines. We feel thatwe
are coming out of intensive care about
now, and are in guarded condition. The
prognosis is for a recovery and return to
health.

We have persevered for a number of
reasons, not the least of which has been
the support of many of our readers. Also,
we have benefited from a great deal of
support from a number of companies in
the business. It was their support that
led us to discover our greatest strength-
- our independence.

We feel that this point is perhaps our
greatest reason to keep bringing you
AG each month (again, we hope). We
wish to be the independent voice in the
hobby. There are only three other maga-
zines in the business that are not affili-
ated with, or part of, one of the game
companies. We haven't seen a copy of
one of them in so long that we're not too
sure that it is still publishing. The other
two are speciality magazines that cater
to a select market.

We will continue to include articles
and materials on and for all kinds of
games, regardless of who the publisher
may be.

As part of our internal reorganization
we have drawn up the new crew’s goals
and objectives for AG. Most of them are
not new. In next month's issue, we will
share them with you.

Kk kK

Those of you reading this that are old
comics or fantasy fans are probably
familiar with the name Gardner Fox. |
consider it my good fortune to have met
and come to know the man, after the
influence he had on my childhood. It was
after | met him that | discovered that he
was the creator of both of my favorite
comics when | was young. Green
Arrow™ and Green Lantern™. | had
already known that he wrote the Kyrik
and Kothar novels, and others, when |
found out that he had had a whole other
career with the old comics. He createda
series of tales, and a main character, for
me once before. That he chose to do it
again for me is one of the thrills of my
publishing/editing career.

Grimm is a great character, and the
story premise enables him to spin an
infinite number of yarns around him. His
first tale concludes next issue, and |
can't wait for the next one to arrive.

* % &k Kk Kk

It has always been one of my strong-
est held beliefs that a gaming magazine
should be more than just reviews and
charts and tables, along with a few
variants. Fantasy gaming requires much
more in the area of background know-
ledge than historical gaming does. So
much of fantasy gaming is supplied by
the players that | have always felt that
one couldn't read and assimilate too
much. Thatis why, in the past, that | have
published fiction, as well as other types
of indirectly game related materials.

This month's issue contains the first
part of another indirectly related article.
| am referring to Perry Cooper’s trilogy of
articles on the reputed powers of metals,
woods and gems. It is this type of gam-
ing/ mythology trivia that adds a wealth
of detail to FRPG's, providing the GM

utilizes it. Perry has waded through all of
the reference books for the GM already.
It is the little detailing that adds texture
and depth to good gaming.

* % d d K

In this issue we have a number of
other goodies for your perusal and
delight. First, | welcome The Fantasy-
smith back into the gaming publishing
field, after an altogether too long
absence. Those of you who collect,
paint and/or game with miniatures will
surely find this feature of interest in the
months to come. The author will be
providing how-to's on such things as
figure converting and painting on a
regular basis.

In this issue you will also find two
examples of our committment to mirror
the hobby and serve as a speaking
platform for anyone with something
worthwhile to share.

The first is a response to a column by
John Prados dealing with the Charles
Roberts Awards. John had some point-
ed remarks to make, and the Academy
of Adventure Gaming Arts & Design felt
compelled to set the record straight and
reply. We are more than glad to give
them the opportunity.

The second is also a response, this
time to an article written by my friends
and | about a game that we featured,
questioned, altered and varied. In it, the
designer answers all of our questions,
as well as explains some of his motiva-
tions in the design. We were delighted
that he felt good enough about it to send
us a totally new variant for OREGON
TRAIL®, which we present to you this
issue.

* % k Kk K

If you really want us to get well quicker,
don't let anyone else read all of this
copy. Send them out to buy their own.
See you all again next month, Good Lord
willin’, an' the crick don' rise....

Ltk
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This advertisement has no

headline!

Mere words fail to convey
the excitement that is truly

G.I. Anvil of Victory.

G.I. allows one to command
the full gamut of American
fighting men of WWII as they
drive the Germans from Africa,
Sicily, Italy, Normandy, back
across the Rhine and into
Germany itself. G.I. adds the
complete American arsenal of
fighting men and machines to
the Squad Leader repertoire,
while expanding and enriching
the most acclaimed historical
gaming system yet devised.

G.L is the biggest of the
expansion gamettes to date. And
it does not end with play of the
14 scenarios provided; the
opportunities to design one’s
own scenario based on any
historical or hypothetical
situation are myriad.

Ownership of Squad Leader,
Cross of Iron, and Crescendo of
Doom is necessary to play G.I.

Western ;he Game of ._—-
"ont Tactical w :
- 1942.1945 arfare

AL WaARE A Ghmg
GAMETTE

When combined with these three
in the series, G.I. provides the
ultimate in a tactical gaming
system which can be used to
portray any company or
battalion level action.

Among the game’s many
components are: 1,040 two-sided
counters representing infantry
combatants of the 1942-45
European Theatre; 528 two-
& sided counters of the complete

vehicular and ordnance O/B for
the U.S.; five 8 x 22 geomorphic
mapboards; illustrated Scenario
cards for situations 33-46;
comprehensive illustrated
36-page programmed Instruction
Manual; plus Terrain and Quick
Reference playing aids.

Truly a game system that
defies description by even the
cleverest of ad copywriters! G.I.
has to be played to be
appreciated.
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$30 Sugg. Retail

ITF The Avalon Hill Game Company

smre 4517 Harford Road ® Baltimore, MD 21214




by Perry Cooper

Editor's Note

The very bestcampaigns do not share
any one hallmark of greatness. Their
very individuality is what makes sampling
as many of them as you can (at cons,
etc.) such a delight. Each “master"”
game-master has his, or her, own recipe
of quality ingredients that in his, or her,
hands become delightful mental con-
fections.

Some of the ingredients would be
hard to pinpoint, others obvious. The
end result is a campaign of depth and
texture, not another hack & slash,
"monster of the week” extravaganza, nor
a ponderous and cerebral exercise alone.
Some gm’s are simply better scripters/
storytellers, weaving intricate and com-
plex “story-lines”. All great campaigns
have many elements in their recipe. All
are seasoned, each in their own way,
with their own spices.

For this series of articles, the author
has done a great deal of research and
reading since we first discussed it. We
don't claim any pretense of either origi-
nality or infallibility. Even minimal re-
search into any area pertaining to or
dealing with foiklore or myth proves that
every region, every country, and every
ethnic people had their own variation on
some substance or another. In many
cases. just as in some of the “sources’,
what is presented is a "consensus’”
attribute.

We present this series of three articles
to do with what you will, like a spicerack.

Creators of fantasy role-playing games
are. of necessity, forced to limit them-
selves in their official game booklets to
rules of play, descriptions of monsters
and magic spells, role-playing tips and
very basic descriptions of magic items.

Legendary Powers of Metals, Gems and Woods

At first, players and Gamemasters fail to
even notice the lack of detailed informa-
tion they have at their disposal; a party
which has for the first time discovered a
magic wand in the tomb of a long-dead
sorcerer is ecstatic. But the fifth or sixth
time such an item is chanced upon, the
Gamemaster begins to nervously sus-
pect that his players expect something
more than just the same old “You've
found a wand of some sort!"

“What does it look like?” a bored
player is likely to ask.

“Well, uh, it's about two feet long. It's
made out of wood. There's a band of
metal around it, and a gem is set right
above the band.”

“What kind of wood? What kind of
metal? What kind of gem?”

The Gamemaster fumbles through his
rules book. “It doesn't say.”

“"Well, does it look like my wand of
invisibility?"”

“Not exactly. By the way, what's your
wand made of?"

“We never heard.”

“Oh." The Gamemaster senses that
his players are conjuring up a you-
didn't-do-your-homework-again spell.
He's about to suggest that they simply
testthe new wand in the usual manner to
see what it does, but since that method
entails certain risks and because the
players had to do the same thing with the
tast four or five wands, the GM knows
that a mixture of groans and sighs will
greet the suggestion.

This poor Gamemaster needs help,
and Adventure Gaming is going to give
him plenty of it. Starting in this issue,
with the following article on the legend-
ary powers of various metals, a three-
part series will detail the powers of

materials from which magic items are
commonly constructed: metals, gems
and woods. While we can't claim that
these articles will present every scrap of
information available upon these sub-
jects (space limitations make that im-
possible), we will present a variety of
information pertinent to fantasy game
systems. Myths, legends and historical
data from all over the world have been
reviewed in preparation for this series.

Since the material presented in these
articles will help players figure out what
a particular magic item might be capable
of doing, some Gamemasters may
choose to make the information “classi-
fied,” allowing it to schooled wizards or
experienced village craftsmen only. This
is certainly the GM's option. But since
most of the supposed powers of these
metals, gems and woods have been
taken directly from ancient folklore, it
may be more fair for the GM to allow his
playerstoconsultthese articles instead,
since the fantasy characters they play
would have been exposed from child-
hood to the myths and legends of their
particular culture. (Besides, most materi-
alshave more than one legendary power,
and the GM can logically assume that
the powerful wizard who “magicked" the
item in question could possibly have
chosen a generally beneficial material
simplyin order to deceive future owners
about the item’s real nature.)

Of course, it should be mentioned that
the average adventureris notgoing to be
able to tell at first glance whether a
particular magic itemis made from maple
or hazel, whether a certain gem is a
garnet or a ruby, whether that metal
band is brass or bronze. Village artisans
will have to be consulted, and they won't



give out information for free. So, by no
means will the imparting of folk knowl-
edge to players give them the keys to the
vault of information about magic items.
Giving them this folk knowledge will
help them somewhat, and it will help
greatly to add depth to a fantasy cam-
paign, making it seem more lively and
colorful, butitshouldn’tupsetany game
system’s balance or intrude upon any
rules.

Readers who are familiar with mythol-
ogy may notice some gaps in the infor-
mation presented on particular materials.
For example, there is an English legend
about three clergymenin the 1300's who
constructed a lead statue in the belief
that it would speak to them once a
month, giving them the secrets of al-
chemyand buried treasure. Unfortunate-
ly for these men, the statue was con-
structed under the wrong constellation
and thus never spoke. In the following
article on metals, there will be no mention
of this legend under the section dealing
with lead; the legend has been deleted
because it gives the reader no informa-
tion which would be useful in a fantasy
campaign. A great deal of similar mate-
rial, interesting but useless for fantasy
role-players, has likewise been deleted
from this series of articles. In other
places there has been such an over-

abundance of information that some
had to be pared away. And, since re-
search proved that virtually every sort of
wood has been said to have one form or
another of curative power, some of that
material has been condensed ordiscard-
ed for fear of boring readers with repe-
tition.

The information that remains, it is
hoped, will be extensive enough to satisfy
frustrated Gamemasters who want to
add depth to their campaigns without
wasting hours and hours in a library,
doing research. The creative GM might
note a gap somewhere (for instance, he
may notice that no sort of metal is
supposed to give a person the power to
fly) and fill that gap by creating his own
new sort of fantasy metal, one which has
the appropriate power. And so the cam-
paign can grow, becoming more distinc-
tive, more colorful and, of course, more
enjoyable for even the mostdiscriminat-
ing players.

The Mythology of Metals

Metals have been used by mankind
since the earliest days of civilization.

Metals have proven useful for farming,
fighting, construction, adornment, pro-
tection, cooking — the list goes on and
on. Certain metals, because of their
beauty and/or usefulness, became pre-
cious enough to be employed as cur-
rency.

It was natural then, for the ancients to
ascribe certain magical powers to each
form of metal with which they were
familiar. They saw that sturdy warriors
preferred swords made of iron, while
priests insisted that the altars to their
deities be decorated with gold. From
there it was a small step to the conclusion
that iron gave one strength (else why
would iron so frequently be found in the
possession of warriors?) and that gold
was sacred (else why would the priests
make such extensive use of it?). In this
way, the mythology of metals was born.

The legends surrounding metals are
not so extensive as those surrounding
gems or woods, partly because metals
have frequently been taken for granted
(there are more poems about gems and
trees than metals) and partly because so
few metals were known to the ancients.
Many of the metals we know today came
into existence, or were recognized as
existing, only in fairly recent times. It is
hoped that no readers will be surprised to
find that there are no quaint Chinese
folktales or old Germanic myths about
metals such as uranium, cadmium or
platinum.

Useful information for fantasy role-
players has, however, been gathered for
as many metals as possible, and these
are discussed in alphabetical order be-

low. Magic items constructed of these
metals will tend to have the powers
ascribed to them in these descriptions,
but itis up to the Gamemaster as to how
often (if at all) these metals can be
magicked in such away as togivethema
power not normally associated with that
particular metal. Fantasy gamers should
also note that not all objects made of a
particular metal will exhibit the magic
power discussed herein;instead itshould
be explained thatitems made of a partic-
ular metal have the potential to exhibit
these ascribed powers, if theseitems are
properly magicked by an appropriately
powerful magician. Adrinking cup made
of bronze does not have any magic
power atall until it has been subjected to
the necessary spellsand rituals known to
veteran wizards; once subjected to those
spells and rituals, the cup may begin to
evidence the powers expected of a magi-
cal bronze item — possibly other powers,
at the Gamemaster's option.

One further note: it is suggested that
all magic items may carry curses, wheth-
er the materials from which they are
made are generally considered baneful
or not. If only objects made from, say,
lead are cursed, players will quickly
learn to shun such objects, making them
virtually immune to what should be a
common danger of dealing with magic
items.

Brass

Brassisanalloy of copperand zinc. In
common speech today, a person said to
be “brassy” is supposed to be cheap,
showy, insolent, loud and imprudent.
Shakespeare used brass in many of his
famous plays to symbolize hardness and
permanence. In ancient times, however,
brass was more often symbolic of the
goodness of nature.

There is a curious legend from medi-
eval Europe about a magician who
sculpted a human head of brass, then
went to sleep. He was awakened by the
head, which began to speak to him.
Inexplicably, the magician rose from his
bed and angrily destroyed the enchanted
head. There is no explanation given for
the magician's behavior, nor any mention
inthe legend of whatit was thatthe brass
head said.

From this information, we can deter-
mine that magic items made of or with
brass can have various powers. Such
items are unlikely to be sacred, since
brass is considered cheap and showy;
but they might have some sort of power



dealing with nature (such as the power
to summon a forest creature). Spells of
permanence might come from a brass
magic item. And since an ancient magi-
cianonce fashioned a brass head only to
hear it speak to him, might not a brass
statue be capable of walking, talking,
and even doing battle? Perhaps a magic
wand banded with brass will allow any
statue or sculpted object to “come to
life" after being touched by the wand.
Such are some of the suggested uses of
brass in fantasy campaigns.

Bronze

Bronze is a reddish-brown alloy of
copper and tin. It has long been associ-
ated with religion. In ancient Rome, a
priest of the god Jupiter could have his
hair cut only by a freeman who used
bronze shears. Statues of the gods were
most often sculpted in bronze.

In the Bible, bronze symbolizes judg-
ment. When the resurrected Jesus
appears in Revelation with “feet like
glowing bronze,"” itindicates that He has
come as a judge of all mankind. In the
Old Testament, Israelites under Moses
were plagued by poisonous snakes until
Moses constructed a bronze serpent. All
those who looked upon the serpent were
miraculously healed of their snakebites.

For gaming purposes, bronze objects
will often be holy. Magic items which
“judge” a person (such as by determining
that person's alignment, feelings toward
the holder of the object, and so forth)
might well be constructed of bronze. A
bronze magic item may also have the
power to heal those who have been
poisoned.

Copper

This reddish-brown metal was once
considered more valuable than gold,
because ancient people found that cop-
per had more uses. Many North American
Indian tribes considered it as a part of
the sun, and it was sacred to the Fire
God of Babylonia and Assyria. In India,
copper was considered sacred. It was
used fordecorative purposes, and sacri-
ficial instruments were often made from
it. In the Punjab region, earrings made of
copper were supposed to ward off
sciatica.

Europeans of the Middle Ages believed
that a copper wire worn about the waist
would prevent rheumatism. In Spain it
was believed, as late as about 1750, that
copper grew in the ground; thus a mine
left alone would eventually be profitable

again.

For gaming purposes, copper is likely
to be employed most often in magic
items which have some power of fire. It
can appear in holy objects, and it has
minor healing powers. Because so many
people have doubtless been cruelly sac-
rificed over the centuries by copper
instruments, copper magic items will
always have some chance of being curs-
ed, whether their creator willed them to
be cursed or not.

Electrum

Though it is not familiar to many
people today, electrum was an alloy of
gold and silver that was employed in
ancienttimes; it was sometimes referred
to as “German silver.” The name “elec-
trum” comes from a Greek word for
“amber,” which is this metal’s usual
color.

Electrum seems to never have been
particularly popular, and its use has died
out. Because it was seldom used, no
legends are available about it. However,
since electrum is half gold and half
silver, it is obvious that this metal can
contain combinations of the powers of
those two metals. This makes electruma
very versatile metal for fantasy use. See
the discussions of gold and silver for
further information.

Gold

Gold has always been one of the most
highly valued of metals. It has often been
associated with religion; idols have often
been made of gold. The ancient Celtic
druids used a golden sickle to gather
their precious mistletoe. In Central
America, gold was thought to have a
soul of its own. Sumatrans had along list
of impure items which could not be
carried into a gold mine, lest the offended
gold should leave. These same people
also feltthat gold was offended by noise,
and mining was generally done in com-
plete silence.

Great healing powers are attributed to
gold. The Chinese believed that an un-
guent containing gold was the most
potent of medicines, one capable of
giving renewed life to the human body.
In the West, gold dissolved in acid was
considered a cure for all ills.

Medieval alchemists went to great
lengths to find a way of transmuting
common elements into gold. None of
them ever succeeded, but in a fantasy
world, perhaps one of them could.

A magic item made with or of gold will
often be holy, butit may also be a device
enabling people to overcome injuries,
ailments, perhaps even death. Since the
presence of gold made the ancient
Sumatrans fall silent (out of respect), it
is possible that a magic item of gold
could magically force a group of persons
or creatures to be silent.

Iron

Although iron has come into use rela-
tively late in human history compared
with gold, copperand many other metals,
there is an abundance of folklore avail-
able aboutiron. The most prevalent folk
belief about iron is that it protects its
possessor from evil and/or magical
beings. In Europe, iron is considered a
potent charm against witches. In India,
genii and evil spirits were deathly afraid
of iron. Dragons were said in China to
fear iron so much that peasants often
tossed iron into pools where dragons
were thought to reside. An apparently
universal belief is that iron will ward off
elves, pixies and all other manner of
“little men” except dwarves, who are the
world’s finest ironworkers. In Burma,
iron charms are employed to keep croco-
dilesaway. In other places, iron is said to
protect one from lightning.

There are many taboos against using
iron forreligious purposes. Tools of iron
could not be carried into any Greek



temple, and such tools were not used for
construction of Hebrew altars or Roman
temples. Roman priests were not permit-
ted to shave with iron razors, and in
Korea the king's body was never to be
touched inany way with iron. Europeans
say it is bad luck to put iron to the
ground on Good Friday.

There are two legends aboutiron being
feared by thieves. In Ireland itis said that
thieves will never steal iron objects,
while on the other side of the world, in
northern India, a robber tribe known as
the Dorns will expelany member employ-
ing an iron instrument in his thieving
profession.

Perhaps the most universal supersti-
tionaboutironisthatit givesits possess-
or strength.

It is obvious, then, that a magic item
constructed of or with iron can have a
variety of uses. [t may make its possessor
safe from magic and/or magical beings.
It might ward off reptilian monsters like
dragons and crocodiles, perhaps basi-
lisks as well. It may keep away lightning,
mischievous elves and larcenous lep-
rechauns.

Apparentlyitis unlikely thata thief will
desire to employ an item made of iron,
even if it is a magic item. By the same
token, priests will probably shun such
items. But since a magical iron weapon
mightincrease a person’s strength, war-
riors will no doubt seek after iron with an
ardor usually reserved only for gold.

Afinal note onironis that this metal is
never found in a pure state exceptin the
case of meteorites. Primitive people who
have chanced upon such meteorites have
been quick to make use of them. Commo-
dore Perry found Eskimos using bits of a
three-ton iron meteorite during his ex-
plorations in the Arctic. Indians living in
the area that is now Mississippi likewise
employed iron from a meteorite. The
Aztecs had a few knives made of iron;
these were prized above gold and were
said to have fallen from heaven. Ancient
Egyptians apparently thought all iron
came from the sky, for they referred to
iron as a “marvel from heaven,” and the
Babylonians spoke of the metal as
“heaven fire.” Gamemasters might want
to make note of these things, as perhaps
in a fantasy campaign iron from a mete-
orite could be much more potent than
commoniron. [tis even possible that this
pure iron could already be magical,
without need of magic spellsand rituals.

Lead

Lead has been employed for a variety
of minor cures. In the second century,
Galen recommended it to heal wounds
caused by sea serpents. The Styrians
used lead to cure toothaches. In Texas,
lead was said to cure boils, rheumatism
and even thirst. In various places, lead
was supposed to heal nosebleeds and
poison oak.

A superstition employed in many hor-
ror movies is that lead bullets will not
harm witches, vampires, werewolves and
demons. Perhaps related to this is the
practice of employing lead charms on
which curses and other destructive im-
precations have been inscribed.

If a vessel constructed of lead is seen
to “sweat,” it is supposed to be a sign of
immediate rain.

Magic items containing lead are thus
likely to perform minor cures, unless of
course they are cursed in some manner.
Some leaden magic items might be use-
ful in predicting the weather. Since lead
isnot supposed to be harmful to demons,
witches,