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A FEW VRO("O2 PARAGRAPHS FROM THE EDITOR

Th is fanzine Is set up to serve as a monthly discussion zine for SF

tans and others interested in D&D. It should give all of us a chance
to discuss the rules and to share our own special monsters and treas-
ures with others. It will also give us a chance to write yp

expeditions we"ve been on

ALARUMS AND EXCURSIONS is edited by Lee Gold.,.in the fervent hope
that it won"t lose too much money. To that end, it will be run as a

cross between a standard fanzine and an APA (amateur press assoc®"n).

1 |If you have a contribution, there are three ways to submit it.

a. Type it on a NINE-hole mimeo stencil and mail it to Lee Gold,
2471 0Oak Street, Santa Monica, CA 90405. Include 507°/page.

b. Print it yourseif. Copy count 1is 150, repeat 150. Send it to
Lee Gold. Out-of-towners will get 22Xt credit/page printed on
ma 1ling expenses.

c. Send a letter to Lee Gold, and she will type it and mimeo it.
Include 754/page (or fraction thereof) for stencil and printing
Please note that typing automatically includes improved spell-
ing and grammar and may also Include occasional editorial
comments set off in italics. Those who want their deathless
prose left intact should type it themselves.

UNPAID FOR MATERIAL WILL NOT BE RUN OFF NOR [INCLUDED IN A&E

2 The Tfanzine will cost as follows:

a. Contributors--1ess than four pages, postage only. Four or
more pages (if we"ve had a good month), it"s all free.

b. Non-contributors: postage PLUS
1) Nothing If you contributed 4+ pages last issue
2) 55€ if you had some contribution Ilast issue
3 ) 754 otherw ise

c. For trade - with other D&D publications only. Trade zines
are mailed Book Rate.

d. We do not offer subscriptions on a Ffixed cost basis, since
postage or contributions may vary from issue to issue.
However, you may send a check or cash to Lee Gold, and we will
deduct costs (and send you a statement each month) until the
money 1is almost used up. We will then notify you of this and
return the balance at your request.

e. Buyers at Aero Hobbies and other shops: pay the shop
whatever it charges.

Mailing--at your choice, ALARUMS AND EXCURSIONS will be sent to you
first-class, third-class. Book Rate, UPS or hand-delivered at the
editor®"s convenience. Allow approxImate ly $1.25 for first class (with
a four day lag), 664 for 3rd or 214 for Book (with a three week lag),
804 for UPS (with a one week lag) and no cost whatsoever (with up to
a year lag) for hand-delivered.

Dungeons and Dragons is the creation of TSR Hobbies, PO Box 756, Lake
Geneva, Wl 53147. Patronize the people who made it all possible.



ZINES OF POSSIBLE INTEREST TO A&E READERS

The Cosmic Balance--monthly mimeo fanzine by Scott Rosenberg, 182-3
Radnor Rd., Jamaica, NY 11432. 12 pgs. D&D =zine intended primarily
as an Information and amusement “zine for players in the world of
TIRIER. Scott hopes to make it a genzine. 25€ or trade.

The Dragon--offset prozlne. Published by TSR bimonthly. Box 756,
Lake Geneva, WI 53147. Wes Ives and Lee Gold have articles in fi\.

The Dungeoneer--beautiful ly offset, digest-sized , 12 pages, bimonthly.

"Purely a DM"s magazine Each issue is to have 3+ new playable mon-
sters, new treasures, tricks and traps, articles on rules variations.
artwork, and a complete D&D adventure (with maps). Write Paul Jaquays,

3105 Dorothy Lane, Spring Arbor MI 49283 (summer address). $3/6
issues (Canada $4). Single 1issues & back issues 60<F (Canada 75<f).
They request material, preferably Illustrated.

The Fantorgn Scrol Is--mimeoed fanzine, 8 pgs, from James Hayes, 1409
Ed Flora St., Stockton, CA 95205. Covers a PBM game of FANTORGN; also
D&D articles. 6 weekly. 40<?/copy.

FI re the Arquebus lers--D&D fanzine. Mimeo. #\ was t30 pages, #2 Iis
not out yet. Available to Contributors, LOCers, traders, or 50™/copy.,
6 cop les/$2.50. From Greg Costlkyan, 1675 York Ave., NY, NY, 10028.

News Tfrom Bree--offset fanzine. Hartley”™ Patterson , 7 Cambridge Rd.,
Beaconsfie Id, Bucks HP9 IHW, United Kingdoms. Fantasy, F&SF gaming,
history and pseudohistory.//Eng land bas a D&D Society; Tfor information
write "Owl and Easel™ c/o Games Workshop, 15 Bolingbroke Road, London
Wl4, Great Britain.

PBM D&D, Chip Charnley"s Rules--for an expedition to be held in Chip"s
dungeon. You pick r, character he has rolled and flesh it out and
play it. Elaborate but possible spell point system. Uses all TSR
supplements to date. Rulles apparently cost 75°. Write Chip at Box
124, Buxton, NC 27920.

Ryth Chronicle--mimeoed fanzine, 10 pages, by John Van De Graaf, 37343
Gl enbrook, Mt. Clemens MI 48043. 30<f/issue. Write up of his D&Ding.

The Wild Hunt - D& apa (nearly as big as A&E), Boston-based, DM-

or iented. Edited by Mark Swanson, 9 David Rd., C8, Acton, Mass
01720 - and Glenn F. Blacow, 139 Arlington St., Boston, Mass 02116.
Rates the same as A&E"s. Send ditto masters or FOUR-hole stencils to
Blacow for printing. Copy count was 70 when last known. "

Haven Hera ld--mimeoed Tfanzine, 16 pages. From Ben Grossman, 29 East
9th St., #9, NY, NY 10003. Write-ups and news of the Endor Dungeons
and Dragons Campaign (Dms are Stephen Tihor, Ben Grossman and Jeremy
Pualson). 50<f/copy; reprints of charts at a penny/sheet. The #5
(February) issue sent A&E 1included a remarkably complete equipment
list ranging from gold-tipped arrows to snow shoes, with encumbrance
and cost listed for each piece of equipment. Date of current issue
not known.



DEADLINE FOR A&E #]4: August 18th for anything needing to be typed.
August 20th for printed material. If you are going to be at the
WorldCon, please let us know and we will hand-deliver your copy there

at your request.

Contents this issue Include
Cover

(as of 7-15-76)

Jack Harness

Mark Swanson
Grant Louis-d"or

Billy Balrog®"s Own Fanzine #11

Horoscope for the Period of Sun
in Leo

Blue Stone Michael J. Galloway |

A Few Paragraphs from the Editor Lee Gold 4
Tantivy Lee Go Id 4
Clear Ether #13 Samuel Edward Konkin 2
Notes from the Underground #8 NI CO lai Shapero 6
Ki re I*s Mi rror Kay Jon”s 1
Notes from the Realm Fantastic 2 Richar™ J. Schwa ll 3
Planer ium®s Pulse #2 John KFhgsbury 2
Monster Rally ) Glenn Blacow 2
I have an Egotism of 20! Scott Rosenberg 4
The Lost Mask 82 Steward Levin 4
Depth Perception #7 Dick Eney 9
We 11 now Sherna Comerford 5
Horrors from Hangtown Robert E. Hollander 2
Many Worlds Margaret Gemignanl 4
Spinward Ho Steve Mclntosh 6
Hoof and Mouth #1 Cary Martin 2

-—and letters fTrom Earl Baker

) Martin Easterbrook

Tuesdqy Morning Report #2 Steve Perrin I
IImarinen Lew Pulsipher 1
Mockturtle Hilda Hannifen 3
Ken®"s Character Corner #5 Ken Pick 3
Please Sir, We"ve Been Fighting the Larry Schoen 2

Kilierdough for Such a Long T ime
I Was an Eight-Sided Die for Charles McGrew 4

Naval Intelligence
Were Shark Eric & Chris Holmes 3
Mockturtle Hilda Hannlfen [
Portal to Temporalana Wayne Shaw 4
The Griffin"s Quill Char lie Lerce 4

|
|

and separate.from the above
The Completist®"s ANE - covering issues #11 and #12

upcoming conventions of 1iInterest to Dé&Ders

August 20-2. Lake Geneva, WI, GenCon IX. Fritz Leiber Ms GoH.
Write Gencon IX, PO Box 756, Lake Geneva, Wl 53147 for
ggfggls——or write Gary Gygax, 530 Center St., Lake Geneva. Wi

A&E readers may be interested to know that in the first issue of THE
QEAGON there 1is a denial that Gary Gygax will be attending CIfEX"

For those of you who asked, no, the Golds will not be attending
GenCon. We"ll have used up most of our travel budget attending
MidAmericon. And we"re saving the rest in the event that England wins
WorldCon for 1979. We"re D&Ders, but we"re science fiction fans fTirst



Some notes for Would Be contributors to A&E
who are planning on stencilling their contributions
and haven®t typed stencils before..._or recently

1. Buy NINE-hole mimeograph itshcfti I possible. IT not buy FOUR
hole and think a few kind thoughts for the printer. Your mimeo
stencil will have a film sheet, a blue or green wax-Impregnated
stencil sheet; a tan '"carbon cushion" (one side slick, one side
papery),and a heavy paper backing sheet.

2. Buy mimeograph correction fluid

3. Type the stencil Ilines 5-64, using only 7 inches horizontally.

(70 spaces on a 10 pitch typer, 84 on a 12-pitch one). Correct
mistakes by daubing correction fluid over the mistake, letting it
dry and retyping. Type with the typewriter on stencil setting.
This will produce better copy and not muck up the film, Ilotting
you use 1t again next time, which means you can buy stencils w/o
fi Im next time and save money. Type as hard as you can. IT you
can*t see the light clearly through the letters you®ve typed, you
aren*t typing hard enough.

4. To mail the stencil, remove the film and the carbon cushion. Do
not remove the backing sheet. Do not cut the stencil short.
Either of these procedures will result In poor inking.

5. afterthought: vyour stencil may also have a tissue paper separator
between fTilm and wax-stencil. Throw it out. Put the carbon
cushion shiny side toward the wax between Stencil & backing sheet.

6. Note: if the typewriter does not have a stencil setting (which
disengages the ribbon), you shouid remove the ribbon from the
typer yourself. CThe ribbon is disengaged when no black marks
get on the fi1Im.3

-common misspellings found in A& contributor®s texts...and some of
them also found iIn Gygax Himself.

Dispell (should be dispel)
Thetf, Wetid (should be thief wield)

The adjective for middle ages 1is spelled medleval
8Q8n8RE&TF18F18n8NSF18T18T18RET18R88I28REREF18REF18RENSREF15T18T)808REF1STLSF18NSNETiI8S

BACK [ISSUES

Back 1issues 1,2, and 3 are currently available.

Back 1issues 4,5,6 and 7 are available with a slight (two week)
delay. Please let us know if you want any of these. Mention whether
they should be sent you book rate or fTirst class, along with your
next standard A&E or separately.

Issues 8-12 are currently Out-of-Prlnt. Someday soon we hope to
get them back in print. A set of libertarians are currently thinking
of reprinting all A&E"s back issues in copy runs of 300 for sale at
standard rates. IT this happens, we"ll announce 1t and ask you to
spread the word to your Ilocal hobby/war-gaming store 1in order to
boost their business a little.

I am currently designing my Chaotic city of Nyosa (suitable for
entrance by clever characters of tenth level or higher). If and when
I get i1t done and it proves to be playable, |1 will publish the

tables 1 used to stock 1i1ts slum s, business sections, rich areas, etc



TANTIVY by Lee Gold

For some time now, I1°ve been bothered by the uniformity of Elementals
What fTollows 1is my own attempt to iIntroduce some variety.

) sizes/strengths. Their names are different
for different forces, but they can be termed A through Gy with A
being the smallest. Different means of getting elementals have
getting the different sizes as follows:
staff - 8 HD (1,2 = A, 3,4 =B, 5=C, 6 = D)
device - 12 HO (1,2 =B, 3 =C, 4=D,5=E, 6 » F)
Conjuration - 16 HO (1,2 «C, 3 «D, 4 «E, 5-F, 6 =« 6)

Size of

Elemental Hit Dice Strength--use Greyhawk table
-1 die 3D4

B - 2 HP 6 + DIO

C standard 6 + 2D6

D standard 10 + DS

E + 2 HP 12 + 06

F + |1 die 14 + D4

G + 2 dice I8 - check ~I le

Water Elementals
Oamage plus Greyhawk bonuses

ilzep I On I7ater 0wt of W«ter Can move 18" on
6, L:Ee ;ég gg. . water, 6" off water
C. Bay 2DJO DI2 Can only move 6"
D, River 3D 10 oD8 away from water.

0 Tid Require consider-

oo X 3D 12 2D 10 able body of water

> Whlrlppol 2b8 +2D10 2012 to be brought forth
G, Tsunami 4D10 4D6 + D4 m ;

If faced with fire, cold, wind, earth, or water attacks by spell
device conjuration or monster (such as another elemental), the
elemental makes a saving throw against extraordinary effects. IF it

saves, it takes normal damage if it is ;¢ If It falls to save and
if it is hit, then... i

round”"n~Ni rounds, B-C slowed 1-6_melee
rounds or have a 5% chance per point of

t? 1° transformed into a glacier. The glacier
moves 3 , does half again normal damage for that elementa

VS _wind: 80~ chance loses one life energy.level. 20" chance
the reaction forms a hurricane washing everyone under 8 HD away in
the flood.  (5€€ chainmail for chances of drowning).

-~ Yj.-_.simu Itaneous attack ~ Wind and Cold (both of which o
extraordinary damage): @,:.. chance lose 1 life energy level. ggy
+ N, , h i d 1nto
gyﬂs{gﬁ% doing 1 point damage to each Be?ﬂgewf%h${agst05$%a for every
HD of force involved 1In generating hailstorm. (remember that a
spell IS an 8th level force, a device is generally 6th level exceot
.S over.The eleejta l



3- Earth : loses one life energy leve

V5. Fire (this does not include Flaming Swords but only massive
things like Wall of Fire, Fire Ball, and of course a Fire Elementai
or a Salamander). I0p chance the el,emental 1is totally vaporized;
50? chance T i1oses two life energy levels, 30? chance it loses one
life energy level, 10? chance the reaction causes intense steam.
doing HP damage per HD of force 1involved iIn generating steam to
everyone within DY r area. After the steam is over, the elemental
iIs dead.

vs. Water - takes ordinary damage, but if wins absorbs 10-507?
of the energy levels of loser.

Air Elementals hit dice as Water

Size Damage Done Can Blow Away Move only by
A, Breeze 1-8 nl'l flying at max
B, Wind 1-12 1 HD of 36". Do

C Cyclone 2-12 2 HD -H damage in
D, Mistral 2- 15 2 HD aerial combai,
E, Gale 3- 18 2 HD Can turn into
F HurCicane 2DI10 + 1 HD whirlwind.

G Tornado 2D12 + 2 - 4 HD

Cold, Fire and Water do not have any extraordinary effects on Air
Elementals (though an Air Elemental can increase the damage of
Cold twofold by producing a wind chill factor that you v/ouldn’t
believe). [

vs. earth - 40? drains two life energy levels, 30? drains one
life energy level, 30?7 no effect.

vs. Wind: 30? loses two life energy levels, 07?7 I10Ses one life
energy level, 50? goes mil of mage’s control.

Earth Elementals
D*"~mage Done

Size Hit Dice Ou Earth OFff Earth Move 6'"/turn.

A . Sand -2 HD 208 D8 Can’t cross water
e. Loam -1 HD = 3D5 2D6 act as super

c. Clay -1 HP = 3D8 2D8 bettering ram on
D. Pumice std 4DG 3D6 walls (on earth
E. Sandstone +1 HP 4D8 3D8 damage)

E. Granite +1 HD 5D6 + 5 3D1 0

&*  Lava > +2 HD 3010 +6  3DI2

- Lava has a 20? chancel of generating a free-w ilied fire el cunenta

Cold does not do Earth any extraordinary damage.

vs. Fire: takes -10? damage. (Lava Elementals take no
damage from fire)

vs. Water; mnc iife,ofl0f ievel cic

Vs. Mind: A-C 1iosc one fo enero"/ level. D-G take no
extraordinary damage.



Vvs. earth - no extraordinary damage

Fire Elementala - hit dice as Earth
Damage

S 1ze non -f fre-users on fire-users Move up to 12"/
A. Ember DIN D4 turn. Act as
B. F lame 206 : - 06 + 1 Incendiaries when
C. Blaze 8+010 . 08 + 2 In contact with
D. Bonfl re 306 DIO + 3 InfFlammbble mater-
E. Conflagratl on 3D8 DI2 + 4 lals. Cannot
F. W1illdfire 3D 10 2D6 + 4 cross water.
G. Ho locaust 3D1 2 2D8 + 5 Brought forth from

Intense flame.
vs. water - same as the reverse

vs» Earth - no extraordinary effect

vs , Cold; tO% totally destroyed; 60% loses 2 life energy

ieve is; Toses 1 life energy level.
y n \0% totally destroyed; \Bo loses two life energy
levels, 25% loses | life eeergy level; 305? gains |1 life energy level;

1. gains two life energy levels; 5% does damage within 3" r area as
5 HD fTireball and goes out of mage®s control.

, rQ, "0~ totally destroyed; 20% down three life energy
evels; 20rdown two Ulife energy levels; 20% down 1 life energy Ilevel;
I0p does damage within 5" r area as 5 HD fireball and goes out of
mage"s control.

Addendum to Balrogs— I1°ve been asked why Neutrals or tewfuls mayn-"t

be Balrogs. One local player has, he claims, a were-Balrog. Another

wishes to use Polymorph Other to turn a neophyte into a Lawful

Balrog. My answer 1is that Balrogs are Servants of the Infernal

Fire. (oandalf says so and he ought to know.) Hence only Chaotic

Balrogs are flame-resistant and capable of flaminc. The guy with the

were-Balrog(?!) claims he will accept this— and purchase white phos-
+ N N character to dump over himself, set alight and thus

_ I wil]l. check Itsi Involuntary change back to
me it does 4&“8- y 9

Kay Jones- Presumably Perns may also be Impressed by Chaotics. Gosh

just 1imagine a Pern ridden by a Nazgul. As |1 recall the death of a -
Rider caused the dragon to commit suicide by teleporting iInto outer
+ that Impressing a Hatch IIng unguided by someone

An L n + Anctg 5a/dexterity- 19 chan%e of death.
(S0 an 18 Dexterity has 5% chance of dying, while a 3 has 807.)
Having experiencedhelp should reduce chance of death 50].e.g. to 3%
for 18 dexterity, 40% fTor 3 dexterity.

Louis-d"or tables are your character®s horoscope--and only
discard _ established character?:/°
discard al ol”™”™ speclal character Ist Ics/ab Ilities at the same time.
Otherwise”™you w Il be attacked by a lew®). 99 Sheep, Bull, set of Twin
.rchers, crab Lion, Virgin Cleric, an Embodiment of Divine Justice,
Scorpiorfi, Centaur Archer, Sea-Goat, Man with Beaker of Endless
motlons (all poisonous) and Giant Flshes..._.simu ltaneously.



Wayne Shaw - Coalition Equipment Pools cont inued: | like to watch
interactions among my characters™ too Howsoever i
not equal bosom friendships. » Interactions do

Thlir characters. We"ll start with the half-brothers
TeVIr N Neutral EIf named Wease I/Ermine; he’s dead now
Their mothers werethree whores: EIf, Human and Ore. The bro™he”s

Mimk (EIf-human), and Chobala (EIf-0rc) The first

are Otter (EIT),
~he

%\F‘vg éare_ h(N)w tI_awful.é gue tod being raised by the Abbot of 6allndirl;

ird is Neutral, but vowe -

brothers—-and other Lawfuls. to the Abbot to go out only with both
<)0""+ share much but monev, since

i-h»v 11;? ""®0
13~ hM + Their elf relatives refuse to acknowledge
oir-e-

as OtIWW’rmwW?WL"™""?2W "-r®"""\="-rlved iIn tc»n from the same tribe
wli fu. They®"re suck-ups and always trying to wheedle

ThPv~Ath” brothers and from Akaki, a Neutral Thief

IIS Aﬂ 8|':é\nl-fouu/ﬁ(a (@ type bred by theAEIves to R8A¥m8'|28g'wiy1‘9 9¥5> MU
speak Orc-Houpd, Magig and EIf. The “boy fighter ‘1is a were-0rc Hdund,
] partial ly save
frl a contract "R “W® =="""9 Them money
don"t” have any friends Ws Jw?! " nn“Tecelled them. They
What about the Lawfuls around? Well, there®s A.p:

likes him, but no one"ll lend anything valuable to gnR:?)onlb EV\T/?éggrﬁ

There s a dope addict (born that way; his pills of ’ - i
= g - - bhang, cocaine and

hash cost him 5 GP and keep his constitution at 3)

doesn t have any real friends, though he does have named Wang Lo. He

y i 9 drinking companions

“t¢“¢T fighter named Disa, but she’g g
is her fiance (Fundin). There®s a

friend of Nivetta s--and so
She*s popular too, but too in awe

Neanderthal Cleric named Dreamer.
aln be sociable with them. She may become a friend of Disa

and get iIn with her crowd, but since Nivetta keeps preaching liber?ar
lanism, those people will probably stick with their present”custom of

penl1?™y f12b r11IkIND).
There®s another®"Cleric named Waldo, who [likes the brothers but
he"s a Coward, and the brothers make a ”~oint of not aLol?attnl"wi

I7ré)0¥1§‘>lli{l?{i’o!‘lr !)l Ee?l-gw ®1‘5 joPin;,®Wr?ag 'E?S‘ 8ge§:h%oge‘68%/n§)'f”"dl'

arrived from the Moon (Leiber style setting) 1iIs Akaki
a gnagling Lunarian of Japanese ancestry (and 5 "
He"s a likeable guy to talk with, but no one relaxes

N N /\'9/\

Neutral Thief,

Constitution).
n~*ckld™ll 1M a"t "M I _ _ apprentice, the Hobgoblin Hork
nilk 1t 111! Ty"darian expedition )...and none of the others like

I get a lot of fun out of the above crewi but more from seeing their

. e A . _
H erttrl‘nle Hnmé] 'fhraw: Nivet%a picked up some +fhelnea{ﬁgrp EHSAB gﬁgp%'é%yoﬁ'
to him hil oM 1o le packaoe had Tt returned
Eve (an EIT ho;ii_dav) n ~er many happy returns of Midsummer
til=' / boliday)...and was she interested 'In” stopping by for a
glass of mead after the star-viewing. She didn*t come, o1 lourse



ISthe all-purpose personalzine of Samuel Edward Konkin |Il.
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This issue is Number 13 (of Volume I1) and
is intended primarily for Alarums & Excur-
sions 12 (July 14, 1976). See you all at
MidAmeriCon! Next issue: back to the Big
APA.

EN GARDE AT THE RIPOSTE OFFICE

I've decided to reverse the usual order just this once and make
sure | catchup on comments. Next ish I'll finally begin the Tales
of Terra Supra. My thanks to all the new players at Westercon
who gave me a chance to expand the Sagas, and | hope to see
more of you in the future (I still have your balrog, Fang!). I never
got around to getting a copy of A&E9 so I'll use that as a cop-out
to jump right ahead.

Alarums & Excursion 10

Lee Gold Good grief! You've done an all comment zine, too! Let's
see if | can comment on a comment (on a comment...)?
HSaving throws on Detect spells? | never thought of that. I'l
mention it to LBers. HColorful dragons, indeed. | have a desert
saga going, may use Brunet Dragon. How about a Lavender
Dragon? (Perhaps Tom Digby could suggest...?)

Hilda Haimifen | notice you've run into Demons. How do they
compare to Gygax and Blume's Eldritch Wizardry demons?
HYou make me feel almost glad | missed DunDraCon. Your
writing was probably far more exciting than the con could have
possibly been. (I induce this from having read your writings of
LA 2000 and actually been there.) Barely saw you at Westercon;
were you running?

Frank Gasperik I'd classify djinn as daemonae, neutral sub-
eldila who have not yet made their choice (see That Hideous
Strength and The Discarded Image by C.S. Lewis). Gygax and
Blume's "Demons" are similar daemonae who have chosen—
chaotically! (They could also be viewed as Lovecraftian super-
aliens. How many hit dice does Cthulhu have?) I like your idea of
Djinn seeking to earn their way to heaven. Ul note that Eldritch
Wizardry has rakshasha—but no description! So you have done
us all a service. That dice game has got to have come from
Zelazny's Lord of Light! H21have a problem concerning AMDs
you may help resolve. Suppose they are using a detect
mechanism, such as radar, on a continuing basis. (See my
upcoming "Saga of Wirenth" in Tales of Terra Supra.) Now if
magic is thrown, does the radar screen interrupt (since you say
magic and anti-magic can’t work simultaneously) or is the magic
suppressed (which would be a cheap way of suppressing magic,
simply turning on an anti-magic device and leaving it on), or
what? Since | didn't know about the alternation, I let both go on,
but in the future I'd like to know how to resolve this. HSo far
I've been running hard-keyed overlands, with Chaotics making
expeditions in competition to lawful parties to keep things lively
and balanced. However, I'll keep flexkeying in mind for my future
Dungeons.

Mark Swanson I've read your analysis of the D&D world, and |
see no flaws. However, it's clearly for an even’yrotating economy
(cf Human Action by Ludwig von Mises). Note that Terra Supra
(last A&E) is in dynamic condition: a decaying, collapsing
neutral core with an infinite positive potential on one side and
negative potential on the o»her. You may argue that TS is
unstable—but it has the very conditions for instability self-
consistently built in. Frankly, when it becomes as straight-
forward as your scenario, it ain't fun no mo'.  HYour essay has
had some influence on my statistical distributions for expedition
wanderers. For one thing, it has convinced me that one of the
most probably encounters that an expedition will have is of other

expeditions. I'll say no more on this subject until | have a fully-
}/ylcl)(rked out Encounter Matrix. HAlways happy to see more
ilks.

Ken Pick Another con report, seeming no relation to the previous.
"DunDraCon of Manv”aces”? HCynthians? But of course!
Now, how aboutjploties...? HGygax already sanctions
humanoid cleri(*S)such as elves, hobbits, dwarves. Granted,
they're supposed to stick with their race, but after they've started
that way, encounters and attrition could easi(ljy change the
composition of the resulting party. | have assumed that allowing
elves, hobbits and dwarves also allows mermen, ores, ents, etc.
The Uruk-hai can have a particularly nasty anti-cleric cult or two.
H'Tntermonster duels?" As long as you bring it up, one Tale of
Terra Supra will concern a certain sorceress who threw a fire
elemental at our intrepid overlanders. They hit her with an arrow,
breaking concentration, and she ran for the Dimension Door her
necromancer husband was opening for her. First of all, he
brought out his pet Salamander to hold off the elemental until
she would get through. Yep, a Salamander vs Fire Elemental.
Turns out Salamander has less hit points, but a better than even
chance because he does several times more damage with his tail.
Fire Elemental has reduced hit damage against other fire
creatures. Oh yes, battle ended when Wirenth whacked the
Salamander on melee turn before he aced the elemental. The
group then gave the castle name and owner to the wounded
elemental (spoken in magic by mages with Read Magic) and the
elemental took off to finish its revenge. The Sorceress called up a
fresh Water Elemental, and as the battle was from her castle
where her husband could keep distractions free, she overcame
(extinguished?) the Fire Elemental. Is that what you had in
mind? HSaga,; different style than Hilda's, but.. .1think we got
us another!

Nicolai Shapero Sphexes look nasty. Do you remember that
critter in War Against the Hull by Van Vogt? Only way they could
kill him was to get him to slice his own tongue and drink his own
blood? That's the one! Want to work out the specs?

Dick Eney It is irrelevant how much D&D costs to produce; price
is determined by demand, not cost. The way the market reduces
price is by competition, which you were in favour of providing. So
you are right, old friend—why be defensive (and worse, use bad
reasoning to defend a good position)? Copyrighting is not a way
of paying writers; every publisher is aware of that. It is a means
of restricting competition in the marketplace and, as usual, the
Invisible Hand of Adam Smith (which appears in my world, by
the way) found a way around the invasion via Xerox and
imitators.  HYour work on two-weapon fighting was badly
needed. Thanks for starting the ball rolling.

Shema Burley/Cumerord Well, I'm glad you enjoyed the satire on
damsels. Yes, people have been playing them with gusto down
here in the Southland. HA neutral is one with mixed premises.
You bring up Ayn Rand; O.K. She's a super-lawful, with a cult of
atheist clerics. Before 1969, Nathaniel Branden would have been
the first Objectivist Patriarch. Lawfuls are dedicated to the main-
tenance of natural law; Chaotics to its perversion. Neutrals either
swing both ways in confusion, or "worship their whims,"
following their emotions without analyzing rationally the source
of those emotions. (Gygax and Blume Neutral Druids would fit
the second category perfectly.) fHRE: Some of us (i.e. me) are
aware that a Natural Law analysis leads to an egoist morality.
Lawfuls, if fully consistent, would be egoist, trade-oriented, and
stateless. Neutrals would be egoist and altruist (either out of
confusion or lack of will), trade or pillage as the spirit moves
them, and support limited states. Chaotics would be utterly
altruist (remember they're the exclusive human-sacrificers),
prefer plunder to trade, and totalitarian statists. Is that what you
were aiming at?] HBack to Sherna: | agree with Dick on
Chaotics enjoying harm, etc., at least if "enjoy" means value
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satisfaction. Probably the reason I get into such good arguments
with Dick is that we agree on enough to really go after the points
of disagreement with an arsenal of common understanding.
Defect Poison is already researched by Warlock; use it at will.
(From Spartan, rules on which Caltech variant is based.) Check
Spartan out for the others, too. Damn good idea, analysis spells.
HHmmm, I'd put agnostics or any other untenable position in
neutral category, but atheists will usually be either Lawful or
Chaotic. Nonetheless, an Anti-Magic User, for example, who is
atheist because he was raised that way and never thought about
it, could easily be a Neutral. 1 That magic-annihilating yellow
smoke bomb reminds me: it must be possible to throw a reverse
of Permanent on objects, and a higher-level version would wipe
out magic in a 10" radius (then come the Extension spells).
Mages (even Chaotics) would have a vested interest in
suppressing any devices/artifacts/whatever which had the same
effect, but since Clerics have no magic to lose, it makes sense
that they would guard and maintain knowledge of such.
High-level alchemists, too.  HIf you use the Critical Hits table
in Warlock, which all LBers do, it is possible to get an LK.
(Instant Kill) on the highest level. IMany DMs write out
characteristics of treasure, and give it to players folded, to give to
future DMs. So far honour system has worked here.  HAmazon
River Amerinds (some) were into cannibalism. Mayans were
Lawful, Toltecs Neutral, Aztecs Chaotic (very roughly speaking).
HPerhaps a long loc, but a long and flowing loc. ..
Joel S. Davis If clerical miracles don't "always work," it is
because (A) the eldil/god did not wish to grant it or (B) it was
blocked by opposing eldil/god. There is far too much literature
sharply distinguishing clerical miracle-working from magic. In
the Renaissance/Enlightenment era, Magic (even "white") was
prohibited by most churches of their clerics. Just because Gygax
was a bit loose in terminology is no reason to eliminate a u%e
literary background to fantasy-simulation, far more than the
other Interpretations. 1 I'm with you on free will all the way.
HYour Lawful/Chaotic bookkeeping has me intrigued. Ways of
earning eldilic assistance, no less! But actually, when one of the
characters loses alignment in Long Beach, it's amazing how
unanimous all but its player are, usually with comments like "1
was wondering how long you were gonna put up with that before
you zapped his alignment."  HThanks for the invitation. You
sound like someone I'd like to take in/go into my/your overland/
dungeon. Drop over when you're in Long Beach vicinity.
Glenn F. Blacow | can sympathise strongly with your efforts to
maintain economics and reason in the game. HWhat is
"Clerical Sleep?" HAnNd "R. E. Heinlein?"

Hendrik Pfeiffer Shame to see al that work on Druids wiped out
by Eldritch Wizardry. Same condolences to Jack Harness.
Nick Smith Ah? Someone else with a typesetter. | have a
Mergenthaler Linocomp. And you?  HLike to meet the Pasadena
crowd. Maybe we could bet Long Beach, Pasadena, and L.A.
(have 1 left anyone out?) together for a mini-con in the
Southland?

Alarums & Excursions 11

Lee Gold Mighod! Copy count is up to 125?!  HFunny how
Gygax is open to more interpretations than the Bible. (My
assumption is if Gygax forbids magic weapon-type, it forbids a
fortior1 non-magic but same otherwise weapon-type.) By saving
[missed that type "saying"] thieves are allowed magic swords
and magic daggers, | assume he means they are only allowed
swords and daggers. Is Gygax reading this? Will he settle the
matter?  HOK, I'll bring the Illuminati next time | expect we'll
meet on D&D ground. | hope you'll have chaotic treasure for
incentive and plenty of Lawful monsters? HSaruman may have
been corrupted by Sauron, but Saruman himself made the
ultimate choice. Even the One Ring could ultimately be resisted
by a fully committed free will.  HYes. (True Neutrals.) HEnjoy
your Dispell Magic buttons and Exits. How about a Shower of
Dispell Magic potion, perhaps discovered in a Wizard's living
quarters? After a long, hard day of casting, getting grimy from all
the magic, the Wizard loved to get home, clean up, etc. Of course,
the expeditioners who triggered it won't know what the shower
was until it's affected thepi—maybe never. Also, one could figure
out how long magioatfclothes and weapons are suppressed by
soaking in Dispell Magic Potion. Probably thoroughly "clean" a
cloak in an hour. I'd think. And for course, a Holy Water Shower
in a Cleric's abode functioning as a potion of Dispell Evil?

July 14, 1976

— Interestingly, | agree with both you and Eney on the Gygax
question. | agree with your reasoning and his actions. But you
and I, at least, are already aware of the set of premises we each
have that allow this apparent paradox, and unless someone else
expresses an interest. I'm closing down my end of the debate.

Fang (and others) I notice you mention "“clerical scrolls." I've
never heard of them. However, here in Long Beach, we've
introduced Tracts which accomplish the same end. Tracts
should either be general (but still sharply distinguished between
Law/Chaos) and Sectarian—written only for members of that
particular religion. Tracts have become very popular among
clerics here. When to give them in Gygax-rolled treasure? 1 roll
33% chance on "scroll category" they will be Tracts. Tracts will
obviously be less common since opposite alignments will
pervert/destroy the other's. 1 You're the Neutral expert/lover? |
guess | could match you in Law/Chaos (or secure alignment vs
insecure [neutral]). Maybe our worlds could go on a rumble. ..
Mark Swanson "Dracus kept poping up"? You mean he kept
changing to a Catholic patriarch? Some sort of polymorph, 1
suppose, HHow in the world are you playing Detect Evil?
Suppose the Stone Monsters are Lawful (used by lawful Mage)?
And if they are switched of, they would still have the alignment
they had, so if Chaotic or Neutral, they should give a Detect Evil
reading. You seem to be playing Detect Evil as a Detect Enemies
—which implies you are detecting Potential over Inherent Evil.
No way I'd buy that in Terra Supra. Potential evil would require
Foretelling ability.
Wayne Shaw Fafhrd is not a Thief, more of a Bandit. Mouser
might be a combined Thief-M.U. | also interpret Gygax as
proscribing thievish archery. HI seem to agree with most of the
rest. Your spells sound particularly useful for Overlands.
Thanks.
Nicolai Shapero | hate to be the first to tell you, but 2-1-4 will
generally give you higher values than 3 (mode of 2D6=7, add 4
gives 11; mode of 3D6=10/11; and of course the lower values
with a are propped up relative to the steep fall-off of 3 dice).
Otherwise, wereotters are fine.  HEnjoyed your adventure. |
don't suppose "Sir Nicholas" is related to another with the
surname Van Rijn? HYou're dead wrong on casualty rate for
"straight Gygax," | play Warlock melee, but otherwise Gygax, and
the kill rate in Terra Supra has been about 10-25% with everyone
going u? levels and getting pinned every day. (Terra Supra has
an accelerated "day" with highly packed hard-key encounters,
and several wanderers per day, to make up for experience
acquired and healing overnight.) And in playing other dungeons,
my fighters go up a level in three expeditions (or die). | think
what you are most neglecting is the generally pro-life bias of
DMs. You mean you have no Wandering Lamas in your world?
Eric Holmes Good idea. Already incorporated. In fact, you can
hire a whole mercernary army if you got the gold in TS
Wes Ives Pet dogs have arrived in Long Beach. A hoka has a St.
Bernard big enough to ride (we keep referring to him as the
hoka's horse and correcting ourselves ...)
Sean Cleary I'd go even farther then you do. I'd like to switch
Animate Dead out of the M-U's into the Cleric's table. Definitely
anti-clerics should be able to control undead—but give them a
saving throw if not crated by that cleric, and a second if of a
different sect of Chaoli Il Weaklings are hilarious.
Dan Pierson Many gd|**points | cheerfully second. However, |
must completely reject your "Chaotic Good, Lawful Evil"
categories. None of my characters or worlds would be compatible
with it. Come to think of it, Gygax would have to rewrite D&D
since he put elves in lawful category, lawfuls Detect Evil while
Chaotics Detect Good and so on.
Lee Gold Ah, Lee, how does the M-U use a Familiar?
Ken Pick Oh no! Someone else has Fremen? How about shai-
huluds?
Jerry Jacks I like your saving throw formula. Problem is, how do
you get 00, 20, etc.? Is not three 6-sided dice for saving throws
standard? What do you use? [NOTE: since writing this, there has
been a general switchover to 20-sided die. Where the hell does
Gygax say one way or the other?]  HSince the armor removing
remark from Lee was originally directed to me, thanks for the
infol.I Mage-fighters (combos) must remove armor before casting
spells.

[CONTINUE & HOPEFULLY CONCLUDE NEXT ISHI]
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LEEZ  on the apparent equipment nool in the Robber®s Roost episode...
It wasn t one, really. The cold wand cost Sir Nicholas 10k
Pocket--it was one of the first things he had his three
enchant (wizards captured in a dimfjeon— not
.lust assigned to him by fiat). Rif*ht after he started them to
work, he researched a cold cone spell (3rd level) that’ iust
as powerful as a cold wand. Now if AlarR had lost the cold
and, he would have had to replace it— with equipment havinf-
otal laanufacturinR cost equal to the MARICET PRICE of the ~
cold wand. Now Sir Nicholas figures 1100 Rp/week is the value
f level Wizard"s tine-— so that cold wand has a

Ttenft N 100% markup on such

ing_ h Ted
gfrE%icno{és 77,200 Rp in magic. Had no memberag$ %Ke party
returned, Sir Nicholas might have been forced to wish than the

M uV, Alarg returned, but without the wand Sir

AIS° wLiri”~iJP gotten pick of the magical treasure AND
exnediMni m Zt _ 0% interest per _
Now a Tk ring costs more in time and money in my

pedition.
universe than does a cold wand. Yet Sir Nipholas would have
And paid

Alarg”the°i5M066°diff ~Nis own two sons.

Plate and the market price of a cold wand.

iref k would

have probably been able to
would then owe

Sir Nicholas a wish. (it is tn h
NtcbCaa Had a rU ,"'o/H H

of the things the sword does not Lk™iJ tevi~rotr'””’”’
around. Now, Hagar is high enough level o<to weapons

some of the time— but by no means al Tot Jn control

the sword had control, and_it_would do ANYThING'*~o I checked,
to remove the flail (thp finii 1 ilhING law/ul in order

BPtens H'gf'lf.he s~ 1d S'OTtn'I?’ /i\t Qﬂ 6#: the sv/ord is jealous

RE DE/VTH VTIBRE_IS THY STING T doo.+ L ,
people delving into s tnrmrn+ ~ know about LA, but the

casualty ratroj wf T? e ~ "TSVy

.Y~dnngron,1.v1J:Jl;;etlTahl:~"d1ljfe3™"t“rsL”r°

doert//NL; "

A" W H ww L] DO ™ CLYIIIO 4 W cw ok
S830na REMATTREgne nBRCgiPe??T ™ tere is a 12th level 1%/iaard

(Yes, 1 know 5e?”™in alL ilL »>" “»Yel).
er, but they don’t

interact much with the other”~n* ve_hi%n
iin the otlior people in the StormGate” group).
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KAY JONES: Well hi yourself, oh fire and ice!

CHARLES McGRE/1 Don’t know what sort of joy juice you’ve been in,
but around here, i1f you’re down to zero hit points, YOU’iffi DEAD!

V.ESLEY IVES: V/hat bothered ne was that the MU’s were, practically
speaking, useless. And that the tine required to reach the J
second level was just plain ridiculous. But then, 1"ve been ,
playing a couple of times per week since a year ago last Oct,,
and niy highest character (one of the few that survived from

my initial set of characters) is only a 10th level Ilord. *
So 1 must earn some kind of obstinacy award myself.

Two ot three months to reach third or fourth level is fine.

But if you look over my little analysis, you’ll see that I
watered down waht the monsters could do, and it was four -
months to reach SECOFfD level. Your way 1°d probably accept--

it sounds as though there are some tangible results after ten J
or fifteen expeditions. But Pure Gygax drives me rounders
(as you may have already gathered).

By the way, did you notice in the last TSR that E. Gary said

he was basing the magic on Vancian magic? As there were *
Vancian roagicians who used swords, this leads to all sorts t
of interesting consequences... (Any one interested in >
researching "the most excellent prismatic spray®"*???) ?

Glad you liked the write-up of Alarg’s adventure. I was working*
from penciled scratch notes and a memory cluttered by two

wefeks (and five other expeditions) worth of nonesense,” And that
long after the fact, when the writing urge struck at one iIn the
morning one bright Saturday, the result is not by any means 1
a perfectly accurate accounting of events. Kay may kill me

for fouling up some of the details,..Sorry about that, Kay,

NICK SMITH: You surprised the purple worms, and the juggers
(which are only 11HD, by the way) had dexterities of 5 and 7, .
As 1t was, you onls™had” three survivorA out of a party of -

around fourteen. As to too much magic,,.most of your magic

users were using wands, as | recall, so the spell point

system being as liberal as it is had little to do with the amount
of magic you were able to throw.

ME; Forget the Gold Dragons  |¢*s an experiment that just doesnt
work out, somtshow.

MARK CHILENSKAS; Very interesting. But already appeared in T H,

JOEL S. BAV'S; See my comments to Lee re the "loan"™ of the cold
wand .

MARGARET GEMIGNANI: It is, by the way, Chee Lan rather than Chin Lee,
And 1 would rather you not refer to me by ray naked patronymic.

If you’re going to make snide comments about MY playing,,,
fxHHxxHx A person who refuses to accept tlie fact of permanent
annihilation of characters is CLEARLY a childish turkey.

STB/KRT LEVIN: Only one of the two rings turned out to be magical
The other was worth 10 gp, and was included in the gp count.
Believe me— | would not have forgotten a Tragical ring!
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MARGAHET GEMIGNANI: I quotei "StormGate’s characters are

dangerous because they don"t try to think; they act too quickly.”
Hardly, Unlike some people, the DM*"s | tend to get involved

with require quick action. It tends to be, "Alright this is what
you see, you have ten seconds to consider— what do you do?"
Action, almost ANY action, is better than no action. And in

Robber®s Roost in particular, it is wisest to hit fast and move
even Taster,

Also, if 1 have a character with an intelligence of 6, and a

wisdom of eight, 1 refuse to run him the same as an 18 intelligence

18 wisdom character. This has cost me characters®, every now

and then (1 lost an 18:00 character a while back because although

he was very strong, he was also very stupid and lacking in wisdom
Intell=5, v;isdora=3). It hurts, every now and then, but I

think it is a far more honest way of playing.

Also, e, do you think that you might refer to me in
future as Nicolai? There is a Nick Smith who also submits to
this zine, and the possiblity for confusion is there...

MARK SiVANSON: No, Tfireballs do not expand to fill the volume in
Robber*®s Roost. I knew that well in advance. Also, the
Ore room was big! (Something like 60°x407,). [Incidently, if
the fireball is to expand to fill a 20" radius sphere in volume.,
any time you fire at a flat surface the burst radius will end
up being 20 times the cube root of 2 feet (or about 25.20 feet,
according to my handy dandy HP-as).

GLENN BMCOt>. My apologies, sir, if | came down on you a bit too hard®
I have been known at times to have a rather foul temper. Thanks
for immortalizing StormGate on last month®s A&E cover.

RICHARD SCHVALL: Hit dice are 8-sided for men and monsters a la

for"Sth ¥ } 8th to 9th levels...if the_roll
for 9th level is less than that for 8th level, the hit points

remain completely unchanged.

WAYNE SHaW: Yes, using the cold wand would have been more intelligent,
even with the 500 gp charge per use. But 1 don®"t always have™my

(Granted™ "N "® indicate they should be run.
tLt 111°rilara heavily in Dungeons that demand
ofeigilLent T e intelligence and wisdom

ken PICK: OF course Asharin is lawful- with neutral leanings, of course
Watch 1t, though, or 171l sichim on Chee Lan...

ROBERT SACICS: No”unicorns do not fly. (Where the devil did you get
in seiual iInt n someone whe has not Lgaged
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WEREFOXES

Level Experience Points HitDice Arc IN " Bite
Fighter Magic-User

1 0 0 N6 9 9 Ipt

2 2.5k 2x» 3K 1D6 9 12 1-2pts

3 5k 7k YDI10+2 8 15 Mo6

4 12k 18k D8+1 8 18

5 25k 35k 2D6 7 21 1D4

6 50k 70k 2D6+1 7 24 1D4

7 100k 150k 2D6+2 6 27 )6+l

8 200k 280k , 2D6+3 6 30 VY6+1

9 350k 410k 2D6+4 5 30 1D6

10 5C0k 540k 2D6+5 5 30 1D6

11 650k 670k 2D6+6 4 30 D8 -

12 800k 800k 2D6+7 3 36 1D8

For additional levels; 150k ep/level for fighters, 130k ep/level
for magic users. Hit points--add one point per Jevel beyond 12th,
Armor clacs remains ArCl 3,

To use magic-user progression requires a 15 intelligence or above.
Dexterity is +2 in the were form. For spell use and spell points,
the equivalent level of magic user is one less than 0.9 times the
level of the werefox (round fractions up).

nhere fractional dice are indicated in hit dice and damafe dice
always round up. And when going one level up to different dice*

for hit points, reroli completely (with the prOV|S|on that the
number of hit points never drops).

To determine hit probabilities of attacks, divide level by 2
and treat as Tighting man of that level, z

1?erefoxes have the ability to move silently, hide iIn shadows,
and hear noise as a thief of 3/2 their level plus 1 (round up).
Also, in _the were form, werefoxes have witchsight (treat as
|nfraV|S|on)

As with all the other werecreatures 1°e been inflicting on people
werefoxes MY NOT MEJR ARMOR, SAVJI5 MAGICAL SHAPECKANGING ARMOR,

That means the human form is Armor Class Nine. It requires a full
melee turn to go were, or to return to human form.

Were foxes have their own language, as do all the Other were-creatures

ana while in were form MAY NOT USE ANY HUFIAN LANGUaGE (though will
TyIlITZ 11lu “ e “ Is sees for the other were

o/thri {
Of the Ilm ted number of languages allowed the character) or any

her were-tongue of a canidae like were. Other weres may learh

™ ™ "oew
mod%ﬁ Jing} structures in like fashlon

aesired, this counts as one

meatnres (were types) with sinilar

1
{
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THE GODS OF STORI-IGATE (As oppossed to the Gods in StormGate.,.)

Selection "1, ON DEMONS

One of the locals, Dave Hargrave by name, has been running
his own version of demons, Well, Eldritch vrizardry came out, and

a new set of demons hit the dungeons. But they seemed a bit tame
by comparison with Dave’s, and 1°d been running a few of my own which
some would say were grosser than Dave H"s...

DEATH DEMONS

tiemons are imraune to roagic and magical weapons

i
possibly, of Lee"s Threshold spells...). However,

conNli
the demon) nple. triple or quadruple damage (depending upon
tn ® number of glowing red eyes. The demon is able

employ all of his eyes each melee round. The ray from the eye
target— will steal the soul of the

tirteth

If SIleTh body,unless the target saves as vs death ray.

(L 1Jsh nL act™f” irrecoverably annihilated.

raisJ _ ) restore; the body is annihilated, so no

raise is possible, and the soul is GOPJE so no reincarnate will work) .
*

CLASS ONE DEATH DEMON: Stands 010" fail n

eye Xx,, the of 1ts foreh™d!” 8ro,cTl,”’

CLaSS TU"0 DEaTH demon™ -ir, N
Pas two eyes and two arms. Armed

with two flails of life blasting (target hit must save IT L A
or lose a life level). |I0OHD, ArCl -2, De*.15..D6. ? "

CL"SSthREE QQNTQ DEMON™ IQI {gll, ¥bur eyes and two arms. Carries

a r«e leve! r life blasting }target nust save as above or lose
a life level »hen hit). ArCl -4, Dex=.18»D6, 12HD.

. - -
CLASS FOUEI DEATH DEPION 15" tall, SIX eyes and four arms. Armed

vd.4 life levels, fraction rolzZz I~ T .

CLASS FIVE DEATH DEMON: 16~ “all ni ,uex-21iD6.

Each ar,,, holds a “4 Flail 1J’i 1 nT*""7?* feeeee =>TM—

- = CUATA . N

sir;. T HD Tcl-i"E S

CLASS SIX DEATH DEMON: 17< tall hao = k.
S K 5
Cold steel does double damage to_ Class TJtIT anoti. i ) r
di death demons, t{l e damage

to Class I111&1V, and auadn.nla
? quadruple damage agaxnst Class V and V

Bleated, a demon leaves a gem of xxfixXx 4 5 6 7 q m
(dependinﬁ upon ~vhether it is a class 1 Il 11l tv v " Tr \
Once touched by a character tha na a 7 * or VI death demo n).

H £ /\ = ’) [3 3, [ 11l Il) LA
03208 3PP SREAG R i BB ST RYS Aty e T« 17 W04y “RiSBo wina' ™
he will reappear as good as new e next nelfee round,
will die ,,or,«lly as before if kilL TiT L TeT

pl
death delns.
i
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SBEEM BATTLE SPIDELIS (for all those Witchxs of Karres freaks out there).

Number appearing.” 1
Armor Class: Varies with Mark number -

Attacks and damage: ditto

MARK I: OHD, Armor Class 3, Dexterity=6+2D6. Attacks— 1 per melee
round with heat beam from head region. Ranga=9V To hit number
based on armor class 9 target. Target must save vs magic or
take 6D6 damage (@ save means ~ damage).

MARK T11: 9HD, ArCl 3, Dexterity=8+2D6, 5 attacks/4 melie rounds ,
(two attacks the 1st round, 1 thereaf*ter till four rounds done,
then cycle repeats). Heat beam does 8D6 damage— unless save,
as before. ?

I11:  I0OHD, Armor Class 2, Dexterity=12+H6, 3 attacks/two rounds.
Heat beam does 9D6 damage utiless save as before.

M/IRK 1V; IOKD, Armor Class 2, Dexterity 12+D6, 1 Heat beam attack,
2 attacks with Illclaws” per melee round. Heat beam does 9D6
and each claw does IDS. ”

MARK V. 12HD, ArCl O, Dext=15+D6, 2Heat attacks, 2claw attacks/nelee.
Heat does 10D6, clavw/s do 2D6, .

MARK VI: 15HD, ArCl -2, Dext=18+D6, IHeat attack, Gclaw attacks/raelee.
Roll 1D12 and add 6 to determine the number of D6 damage the heat
neam does, and the claws do 2D8 damage each.

MaRK

Being non-living, the Sheem spiders are not affected by Charm Monster
nor Will any variety of Super Sleep affect them. They are mechanical”’
devices, and no phantasmal force of any kind will affect them

Being creatures of force fields and very little matter, they are only
slightly affected oy fire ( damage if they fail to save, no effect if
they save) and paralysis has no effect whatsoever.

= "Djl---_at least th h*t think [
do...) 1.5p, terepathy, andthe(]?&e wil? no%aaetec%yt gm_ 1k as pe?p €

N i} N LiBhtninB Bolts do NO_damage-
and -fj-he Sneem Spider saves vs magic, the ener™t of the bolt is
completely absorbed (to be used wither to restore damage taken or to

If tne Sheem spider fails its save, the bolt simply reflect® alL th"
spi er ge s no benefit from the electrical energy of the bolt.

Treasure type=/4 x H
for TiJE WILDERNESS:

o ) _hyntin?.for...) “
Cruising speed=120 miles/hour. Cruising Altitude-aooft
apeed=180 mph. Maximum Dive Speedvfe”;

Hit dice 28, Inteiligence=12+DG, Alignment=Lawful, Neutral Chaotic

just plain Hu,,,p.y. Dexterity=18.D6. DamaBe in DlIv~attacfeSDr
RAERICe FHLESRUB LG talons. 1 with beak. 4D6/tajon - $BB/h 5

Uingspan, 80°-.
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KIREL"S MIRROR #2
(Kay Jones, $103 Chesley Ave., Los Angeles, CA. 90043)

As {nd{gated by the above address, 1 have (temporarily, 1 hope) moved back
up to .

First, a correction from the last zine. Perns can teleport accurately to
ANY place they"ve been before (or that they can get an accurate and detailed
Visualization of), no range limit. However, they can only carry light
objects when teleporting.

I 've finished the first two levels of the Miskatonic U-dorm and come up with
some Lovecraftian monsters for same. Two examples:

NIGHTGAUNTS ('Dream Quest of Unknown Kadath™ - H.P. Lovecraft)-—
These things make nice wandering monsters because they are so quiet that they
get double chance of surprise. A hit indicates that they have successfully
disarmed their target; a 20 indicates that the victim has been captured and
must be rescued (or escape) within 2 or 3 rounds or he will be carried off
and dumped somewhere. Armor Class: 1, Hit Dice: 4 (DS), move: 3/24 (12 1if
carrying someone). Do no damage when attacking and i1f pressed will give up
and Tfly away. Appear in groups of 1-6.

_ NYARLATHOTEP-— As a god, virtually unkillable. One of"his favorite
tricks iIs to appear as an ordinary monster, Tfighting as that creature and
amuse himself by spontaneously regenerating every time he is "killed”. Will
probably get bored after a while and leave. (Experience p"?ints are awarded
according to the type and number of creatures "killed".) He may be iInduced
to help someone but is more likely to send them out to his ultimate master
Azathoth as payment. .

More later as 1 get them done.

Comments on #12

MARK CHILENSKAS: 1"ve been awarding experience as Base Value of Monster X
Level of Monster/ level of character. Base values are 100x hit dice of
monster or Greyhawk, whichever is higher. The main problem with awarding
experience only to the individual doing the killing i1s that it interferes
with planning optimum combat strategy. I went on one expedition where the
group got rather chewed attacking something they could have slept, because
the magic users had been getting all the points.

UCLA COMPUTER CLUB: Loved your guidelines for chaotics (Always wear white,
they li think you"re Lawful...) Some of those rules are good for any®
player. // 1 see no reason were characters cannot be played as any other
characters are, or with any less control. I sn simply, go by the hit dice
rather than level to decide which dungeon levels they are allowed on.



NOTES FROM THE REALM FANTASTIC #2 typed by Lee Gold
copyright 1976 by Richard J. Schwall
216 Hickory Court, Northbrook ILL 60062

I) Concerning the futility of improved mechanics: it should
be possible to replace the plethora of charts in D& for eombat, sav-
ing throws, opening doors, thief skills, etc., with a single unified
system for calcualting the chance of success for any action. It 1is
possible, fTor 1 have done it. Unfortunately, there is remarkably
little profit In 1t. Firstly, D& mechanics work fast (if you have
copies of charts mounted in front of you so you don"t have to look
them up) because they are mindlessly simple. For example, you don"t
have to calculate the effect of good Dexterity on a saving throw,
although the effect should be there. Secondly, D&D is basically a
game of such crude approximations 1in Its very nature that It doesn™t
warrant mechanics accurate enough to be used In a wargame. The play-
ers are not interested 1in accuracy, only In Improving their odds. Al Il
DMs have heard the players demanding extra combat bonuses because the
monsters are being attacked from behind or some such thing. But how
many times have the players demanded that the monsters get the bonuses
for any particular advantages? Thirdly, a new mechanics systems will
usually require some new parameters, such as proficiencies with
weapons, resistances to various sorts of magic, etc. The time the
referee has to spend putting all these numbers on all the monsters in
his card file could have better been used to put more variety into
his world.

In conclusion, now that 1 have worked for some time with alter-
nate mechanics systems, | have decided 1 would rather spend my time
on new monsters, magic items, weird legendary places, etc.

2) Concerning Anti-Magic™ NEST (Newton-Einstein-Schrodinger
Technology): Lee Gold has 1indicated that AMUs need to encounter some
special monsters or traps designed Just for them. Let us consider
that an AMU"s gimmicks tend to produce a great deal of light and
noise, which should double or triple the chance of wandering monsters
for the next couple of turns. Let us consider that religions have
sometimes “"been anti-scientific and so put out in the wilderness some
towns _hose inhabitants will come out in a mob to lynch any AMUs
found. If you want to be really restrictive, make all your towns this
way, so that AMUs will have to operate secretly or become outlaws.

And now for the monsters:

Gremline: These creatures are not really invisible, but have a
mystical ability to stay out of your line of sight. They will leap
into a gadget and proceed to disassemble 1i1t. Complicated or electronic
gadgets are rendered non-functional by them quicker than something as
simple as a single-action revolver. The only way to get rid of grem-
lins is to throw the afflicted equipment away. Unfortunately, you
won"t know if they have already moved on to one of your functioning
gadgets to begin work on 1it. If the damage is detected before the
device is used, it can be fixed. [-Sounds like a combination of
pixies and thieves in characteristics.-~LG3

Keybaj 1 (sing. Keybaj): these are about as large as a man and
have five legs and three arms. They are formed of white-hot molten
iron held together by AC magnetic currents. They are undamaged by
all physical weapons unless cooled to partial solidity (e.g. cold
blast or immersed iIn water for two turns). They attack by magnetic
impactor at a range of 6". This will knock all metallic weapons out
of the hands of the target and deliver a mace-attack, iIf the target
is wearing metal armor. It will break delicate gadgets. They eat



only 1lIron, plus any combustible material.
H appear inq Armor Move Hit Dice t in Lair Treasure Allgnment

tr? 2 when Tp- I but B Law, Evil
coo led attacks
as 5
Attack: MI mace”™ at up to 6”. 3 dice "bear hug"” In melee. Will
not melee unless forced.
Immune to charms and other mental-type spells. Intelligent.”

Raw *yas: These tiny creatures are easily mistaken for ants.
They have an electronic sense which detects the stray signals coming
from electronic gadgets. They can also send out powerful Tfalse sig-
nals which will cause such gadgets to malfunction or activate gadgets
which are not In use. They hang around the lairs of powerful monsters.
After the Ilarge monster has killed an AMU, they arrive 1in hordes to
take the equipment away and repair It in their lair. When found In
their lair, they will have lots of working gadgets set up for defense.
Some of these have been modified (e.g. bazooka mounted iIn an automatic-
aim powered gimbal mount, because Raw®"yas would be too weak to wield
it).

§ appearing Armor Move HL % in Lair Treasure Alignment
10-2500 N —eeeeeeees 1 pt J W TTQ Law, Neutral
gadgets

Host Ile AMUs: see all known info on regular AMUs. When in
their lair, it will be wired with alarms and possible with automatic

defenses. % in lair: 65" .

3) Concerning technological devices: these are great for use
In treasure troves in place of magical 1items, because they have an
inherent limit in the number of times they can be used before they
run out of power or ammunition. As 1 have stated before, when treas-
ure-trove devices all have a limited number of charges, the ref can
have more fun distributing lots of them round without the game getting
oul*ofhand.

One day, years ago, a UFO crashed. It was a survey ship from the
ben NEVIS, starbattl ecruiser of the 0ld Scottish Empire. While
making a treetop level survey run, 1Its main convergence generators

failed and it discorporated, distributing junk over the landscape
in a three-mile long strip. This 1is a source of a whole variety of ~
technological treasure iIn the Realm Fantastic.

4) Some comments on A&E ~11:

(Al Araaf); I like the sound of your we Il-deve loped fantasy
world, and I wish 1 could get to play In it.
Lee (Tantivy): It occurs to me that the copyright notice 1 hang

on NFRF could cause some confusion to anyone copying A& by the per-
mission you gave. Therefore 1 hereby explicitly allow aayone to copy
Notes Ti*an the Rea Im Fantastic when they are copying the entire A&E
11 appears in.
Eang- What is "pinned"? £0ne EP below the next higher level,
because Rules fTorbid going up two levels on one expedition._LG]
Majrk(Bill Balrog): Try these ideas to reduce the power of spells
on wilderness adventures: ) Magic spells release a magic "flashbulb
an gunshot" effect visible/audible to certain magical creatures like
ragons, etc. Thus magic spells tend to draw wandering monsters of
great power, unless there is lots of stone to absorb the flash,
2) Dungeons are cut iIn places of great manna, so working spells there
is easier. When out in the wilderness this effect is lost, so do the
klutz calcualtion in the wilderness as though he has thrown one more
spe I'i than he has reaMy.



yrQ (Temporalana): Your Force Burst speil is more powerful
than any other third level spel 1 and should clearly be of higher level
In general, if any spell would render another on on Its own level
worthless, then it should be raised a level.

I like the idea of having magical 1items for sale of which many
are false or misrepresented, but what is to keep the players from per-
forming similar swindles on the local townspeople? Anything you think
up to prevent this will also have to be considered for the non-player
con men who have been ripping off the players.

n (Mockturt le): 1 like this iInterpretation of Charm spells.
Gygax made it look like these were for direct mental control. What
is the origin of the "Mockturtle'™ name?

Lew (Bindlestiff): Please do not ditto on green or other dark-
colored paper. If each person will print his magazine on only one
color paper, weMl have a color-coded APA so we can find a particular
mag within it easier. \lThese remarks should have been addressed to
Jtm Hollanderi who dittoed Lew’ zine and who ran out of all one
color paper. Lew is not responsible.— LG]

5) Some comments on A&E 12:

Lee: In the future, please try to get my name right In the ToC.
Your Balrogs get a frightfully sudden increase iIn powers at 9th and
i0th levels, much greater than what they get at 15th. Why? t.That"s
when they finally get out of puberty and mature at full Gygax level.
Standard HD for a Balrog i1s 10.--LGM

Nicolai- _ 1 figure a Wish spell conjures up a Rokh Spirit and
holds it till it grants 1 wish. These invisible creatures of limited
intelligence are imprisoned in Rings of Wishes, etc. They do not read
symbolic Hlogic and give up listening to any order after about 25 words,
The power limit to a wish 1is (except for the backwards in time fea-
ture, which drains 1/2 its power) 1:9th level spell, 2:8th, 3:7th,
etc. Thus it cannot raise the dead but can go back iIn time and open
a phase door so the "dead" character could escape his doom.

Q1 ~ (Planerium): I use the Volume 11l distribution of monsters
and treasure after placing the more slign iflcand? surprises on a level .
I also sometimes use solo D& rules the same way.

J erry: Your sage system is good, but 1 am led to wonder why it
takes all this study to use a double-action Colt. 45 (which 1is really
quite obvious until you have to load it), whereas any idiot Ffighter
can use a Rod of Lordly Might which has at least 5 separate control
functions. Thus, the sage system should be extended into the world
of magic.

GJ emi: I have heard a lot of complaints about how easy dungeons
lead to half-baked players. Now consider John Doe, who has got his
character Hackman up to FM8 and then gets him permanently dead. So
he starts a new first-level character, who now has all this game sav
vy that high level types are supposed to have, Isn’t this just as
unrealistic as the half-baked high Ilevel type?

Ken : If you are worried about Anderson®s reaction to your use
of his characters, send a copy of the relevant jssues of A&E. I"m
reasonably sure he"l I understand and you might even get him turned on
to the hobby. Remember that the worst that could happen is a court
order to cease printing that iss"ue of A&E. {.Karen Anderson (Poul’s

wife) has been a reader of A&E for some time. | marked Ken" zine in
#12 for her to notice and show Poul.--LG3
Al & Sundry: 1 will be at CITEZ and GENCON conventions ywith the

Realm Fantast id campaign, and 1 would like to arrange reciprocal trips
with vai"ious DMs who pubi ish in AS&E. Contact me by mall or watch
for my notice iIn the convention halls.



PLANERIUM®S PULSE H2 by John Kingsbury

We 1 expect the arrows +1 are winging their way in my direction by
NOW SO | 11 just slip into my powered armor and sit it out. (HA-HAX)
Now to get down to brass tacks and...

First:-G!'enn Blacow, what can 1 say. I run Illlusionists. i
have two whole paladins. I even managed to get a Ranger. Should 1

cut their noses off? Anti-pa ladins make good people to fight. The
Holy soldier business cuts both ways. My god, man! (or your god*?)
they don®"t grow on trees. » & »

I have played in a place where +4 defeat chaos swords seemed to
growbon trees. I saw them rolled, but wow! I understand what gross
can be.

Second: Wayne, see Lee"s note at the end of my previous article,
I am goinﬂ back to the way |1 used to pronounce Strige (stirge by the
book).//The starguard Goods are gross. I feel like a fool if 1 try
to use them |n san Diego, (Can they take 64 poinrs In.the everywhere™?
Should come jn handy when 1! set out to subdue Godzilla. ’

Third:  gpeaking of which, the creature feature is proud to
present the gtats for Japanese movie monsters. (they really dress up
the old wilderness!) These have been toned down from the origina
beasts; to get something closer to the origina  nmultiply the statistics
by 2-10 times _ They can almost be treated as pindless Gods .

] Godzilla: armor class -25. 100-150 HD.  Breath weapon is
fire (heat). Range of cone is ten times that of a Red Dragon.
Godzilla gets g8 points per die for his breath | | appears.

Ro~n, the flying monster, armor class -20, 85-100 hit diee.
Damage done by shock wave caused by supersonic speed; does horn of
blasting damage to each square yard beneath flight path; path is 500
yards wide. 1-4 appear. Rodan, the mater, and two young; young
are 1/2 of adult. y y y
_ - Ghidera (Monzter Zero): armour class -26. 125-175 hit dice,
bites like Rodan; 1its three heads shoot Ilike 10x black dragons.
(Range & size).

Gamera_: (the flying turtle)--armor -23, 50-75 hit dice. Breath
weapon: dragon fire with double range; eats fire; regenerates 5-40
points a turn when burned. Likes children.

) Godzi Ila and Rodan are Neutrals leaning towai*d Law but only when
Lm ;hle presence of evil. Ghidera is Chaotic. Camera is highly
awful .

Anybody remember the name of Godzilla®s son?

Fourth: Greg, now you have something to do that is worthy of
the tripod. How about a mail order expedition? FEh!l

Fifth:  how stupid are people in medieval times supposed to be?
Don"t you think they might notice the basic similarity between the
trigger on a crossbow and the trigger on a rifle? I can see it now:

Shitbrix 111 (an ore): I say, this thing looks like an arbalest
but where the deuce has the bow gotten to?

Frogspittle VonGhelt (a giant frog): Good Gadfrey! Look at the
length of it, my dear Shitzie. The thing would take a long bow!

Shitbrix 111I: I wonder if the mechanism still works?

BANGI!



i'rog”pj-t G.L.J: Ehooooow!

SciCGtbrix 111; Erightfullj soiry old bean. ~.re you hit?
Erogspitule : Yes , buo don*"t feel o000 bad; it;"s in the g.r=e
log.- Say, ho you think I1"m g'i.".l:.blc enough to #i.;,! for a phantasnal
Heal Major [I-Jounds? N

Shitbrix 1I11I. You"ll have to put on Clerioa.L rober and look 1in

a "JiirTcr. You"re the IH ubioniotl
ri’Ogspi fctle : Ah, yes So 1 am. Silly of me,

Six"*h:  ChaotiC clerics sure don"t have qua A:! abcut drawing
blood, do they, or is it -iHat -""hey don"t carry edged weapons out OF
their sense of fair play? Good ;rief, even Neuirai clerics should
tote at least a dagger (toe-naii clippers?).

:VIi:G Izmos , Dinguses and riatchets; t.iese devilisn devices
arc /agucly inagicai and partial mechanical 1In appoarance---and hav'e
been <ov,"n to do all sorts of gooo and bad things to people; usually
tlie/ do someth! ng that iIs somewhere iIn between (One gave a feliow
1I"rost Giant Sirength, buf o.iity in one part of h"s body at a time.)
ghe best part is tliat nobody Knows 1if i1v is one 0" these or just
asserted Junk.

t:hl-h: would fhe black knight from *"Mon 7 python and the Ho"y
Grail™ be considered as a graphic example of ho"berserkers k.eep on
flgLT ng?

Ninth; A s nur'si would make the Monk class look sick, so cour.t
vour blessings, 1. monks 1irritate you.

Gross magic, like pornography, is determined by local standards,
i made all my gold selling off surplus dragons, wno atacks to Kkill
“uen their asleep? (or tiny) Lsie, ~ LG2

ilf.ere ere the games in the San Diego vicinif'v" am at 9273
Camlno Paz Lane, La Mesa, CA 920M1.

1 cm working on a jousting table with jousting levels on 11",
The straight Chalnmail system makes a snagga equal to an elf lord
when you pur a 1#ance iIn their hands and se+ them on horseback,

Ken have you been in my place or not? You have, haven"t you?

HxX™" time, froeze-dried elementais (or why bother summoning?),
octoform aliens, and related fauna.

So long for now.

John Kingsbur/



MONSTER RALLY by Glenn Blacow

KALIDAHS: Kalidahs (courtesy of the Oz books, again) are large and
extremely ferocious beasts. They are highly Inteillgent woodland
beasts who love to fight. They wiil not attack Ilow-level Tfighters,

regarding these as a waste of time, but wi Il engage with great
enthusiasm anyone who Tfights on the second table of Attack Matrix
I (D& volume 1, Men and Magic, p- 19, level 4 or better for

fighters, 5 or better for clerics, 6 or better for MUs). They are
described by the Royal Historian of 0Oz as having bodies resembling
those of very large bears and heads like those of tigers. When
attacking 1lhey get one bite (1-10) and two claws (1-6 each), plus
a hug on a score of 18-20, which does 2-20 points of damage.

# appearing Armor Class Movement Hit Dice % in lair Treasure
1-6 4 n 127 8 Type B

If a group of kalidabs 1includes one or more which are of less than
20 hit points, these will be considered cubs. IT these are attacked
the larger kal idahs wi 1l attack at +3 for three turns.

LERTS A lert is a small, dog-sized animal with long, pointed nose,
large upright ears and keen eyes. It has brown fur with biack stripes
and a long, bushy tail. It is basically a lawful animal, but ¢
willing to accept Neutrals as friends. Hates Chaotics intensely.

If it joins a party, there 1is only a 5" chance of the party being
surprised. Will refuse to enter doors boltind which life-diainfny
undead may be found, and if creature 1iIn the room 1is really nasty
(trolls, harpies, Ilycanthropes, gargoyles, cockratrices, etc., wi
balk at entering. Will be willing to enter meiee against things it
can do harm to. Lerts will neither go below the third Ilevel nor
leave the dungeon. A lert does 1-4 points of damage per bite.

Lerts are only met in random encounters

# appearing Armorclass Moves Hit Dice % iIn lair Treasure

1 9 15" 1 D8 Nil NI 1

LUST-CRAZED TROLLS....Within the race of trolls exist certain highly
degenerate members. These are primarily interested iIn wallowing in
sex with those they encounter instead of devouring them. The GM should
first check as to the sexual preferences of lust-crazed trol Is
(heterosexual, homosexual, or AC/DC), which will determine the targets
+0 subdue; upon subdual, will carnally attack their victims, paying no
attention to whatever else is going on. "

IT three melee rounds go by without the other members of the party
killing the troll raping a party member, then thetroll must be
counted as having achieved its aim. The troll(s) involved will
indulge themselves for 1-3 melee rounds, doing one D4 die of damage
to the victims per melee round. Once this has been accomplished, the
trolls may either 1) keep the captives for further amusement, 2) slay
and devour their victims, 3) evict the victims from their lair or
4) rout, depending on the situation existing at the end of the combat
and according to GMbwhim. All other specifications are for normal
trol is.

MAN-EATING APES ... Source Robert E. Howard"s Conan series. These
are giant apes, at least semi-intel Ilgent. They have a great fond-
ness for human flesh and at least occasionally show a taste for human
females. Roll for Intel jgence on 1 D6. |If 3+, then the ape is
intelligent enough to use weapons or armor. The standard weapon for
ess intelligent apes s the club, with which they do 1-10 points of



of damage. With other weapons, they are +2 on damage.

# appearing Armor class Movement Hit Dice in lair Treasure
1-10 5 9" 6 20% A

On a rol I of 18-20 in an attack, the ape will drop weapons and hug,
doing 2-12 points of damage, getting in the process a +2 chance to
bite, doing 1-6 points of damage, If 1t does so, however, it must
continue fighting iIn the same way using fists (1-4 points of damage)
and fangs. Neutral.

PINK MOLD...Pink mold Is a fungus found within dungeons. Contact with
it causes spores to fly which, when inhaled, cause the loss of | hit
point and a feeling of depression (-1 on morale dice) to 1iIts victims.
CLW has no effect; a Cure Disease spell is needed to dispel the
Mold®"s effect.

SKULL WARRIORS, ...These are the skeletons of great warriors, animated
by great black magical spells. They possess the skills and intelli-
gence of the ir originals, but are bound by spells to protect their
creator and/or his possessions. Armor class, hit dice, and weapons
are all highly variable, depending on the level and hit dice of the
animated warrior and upon what the animator could supply as weaponry.
Clerics turn 7-9 hit dice Skull Warriors as Vampires; 10+ h.d. Skull
Warriors need 9+ for a Patriarch to turn; one with 13+ hit dice Skull

Warriors are only turned on 1I+. The basic Skull Warrior is:
~_|ppeari ng Armor Classs Movement Hit Dice fin lair Treasure
2 12" 7 *Willbeguarding
. a e ither person or
Higher types that have appeared In Edwyr have treasure of high-
included ones with AC -2, 8 hit dice, and a level MU/Fighter/
Life-Draining sword, and a 12 hit dice one cleric.

"that was AC -6 and had a sword that drained
two life energy levels pr blow  gquui1 warriors have the capability
of turning to gaseous form (&S per vampires) and in this form are
fully as i1mmune to Vampires to harm, Roll for strength for Skull
Warriors as If they were human
TATES....A tate 1is small: about the size of a monkey, with Jlong 7
white silky fur. They are typically pets of high-level magic-users
chance per level fTor every level above 8th; minus 5f for every
point of charisma less than 12. Referee will also decide how treat-
ment affects tates®™ loyalty). A tate comes equipped with a special
Teleportation spell. It is capable of transporting a party of up to
12 normal-sized beings ~ anj® place i1t has been with perfect accur-
acy. It can also teleport people to places they have been, but then
there exists the same possibilities for error that a standard Teleport
spell has. It can even TP to places it has never been (effectively a
Dimension Door with 36" range). Tends to wander about 1in the dungeon
by ltself. ’ ised or frightened by a party or by monsters, it
WIBIUSO*rn® 1p gpell as a weapon and “throw them away"...usual ly
downwa rds.
N appear Ing érmor Class Moves Hit Dice $ in lair Treasure
9"/special | D4 25/
Usually met In random encounter gngel‘!a?*d

It's nearly impossible to be surprised j, 3 dungeon if you keep
lert, but he who has a tates Is lost."

--courtesy of Marty Helgesen in MINNEAPA
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foreane, ot coomc e e @gotism of 201
STIVOMROLA™s egotism remains steady at 20, but he has hit 11-th level.

THE IMPOTENT BAIROG

Eo, this isn"t a counseling service for chaotics. It"s a perturbed observation on the
e."ctent to uhich Tolkien"s Durin®s Bane has been emasculated to a (relatively) puny
dungeon beastie. It"s sickening.

Think: it took Gandalf- who 1is, in ray book, probably a Wizard of the h0OJh-50th level _
ten days or so to beat one balrog, and it was a damned close fight. One Balrog destroyed
an entire dwarf-kingdom. The Guide to Middle-Earth speculates that the balrogs may have
been lesser Valar, '"fallen® from Valinor with tforgoth.

1 would be the last person to state that people should keep their dungeons and worlds
exactly consistent with their sources, DSD is a game of iInnovation. But | consider—
perteps unreasonably--most of Tolkien to be somewhat inviolate, at least for ray own sen-
sibilities. 1 first read IotR at age eight, and have read it about once a year since.

In general, DSD admirably represents tolkienian creations— hobbits, ores, and others.

On the other hand, it has taken both balrogs and Wazgul (ostensibly spectres— hahi) and
made them run-of-the-mill. They are powerful run-of-the-mill, but they"re not world-
shaking creatures of world-wide import as they should be.

In Tirien (ny world), DSD"s Balrogs will simply be called Class-whatever Demons (as in
ERUAIZ WIZARDRY), and nazguk™ will not be referred to as spectres. Woe to the party
that does meet a balrog or some hazgull

v w \4

I ROLLED A SMOKY DRAGON AMD NO ONE BELIEVED ME

Smoky Dragons are a legend around the WY D&D world. Supposedly, if one rolls 00 twice

in a row (a one in 10,000 chance), a smoky dragon will appear. Bob Lipton originated
this legend, and would give each subscriber to his MIXUMANGJ GAZETTE a "'smoky dragon roll"
on the mailing label of his issue. Until last week, no one had ever achieved the 0000.

During a long (15-hour) marathon expedition (GM Stephen Tihor), 1 began getting bored,

so | resolved tiiat 1 would roll the fo dice until 1 got a Smoky Dragon. Every tin« 1~
rolled an 00 i would announce it, and people would watch with awe-filled eyes to see
whether 1 would roll the second 00. Agter about ten flops, people began to lose interest,
and my announcements began to become less loud, since | thought I was just bothering
people. After two-and-a-half hours of futile rolling, 1 finally did it*

But no one had heard my announcement of the first 00— thus it wasn"t verified. Gasp-
ciiey were accusing me of forging a Smoky Dragon rollJ Minor digression time: in Tihor"s
campaign, the language Lawful is "truespeak'. Everything said in it must be true, or
will become true. If it is impossible, you cant say it. Exasperated by ay friends”®
lack of laith, 1 told the GM that 1 said, in Lawful, "I want a Smoky Dragon.”™ So 1
b$gggsgﬂA—ing again (this time maintaining a steady, high volume for my announcements

o] .

Two hours lacer, the impossible happened--! rolled another Smoky Dragon. This time there
was no dissent. 1 was the very Tirst person ever to get a Smoky Dragon. The disappoint-
ment that followed, as everyone congratulated me and then went back to playing, was
immense. The dragon, if it ever did appear, didn"t help us out of the difficulty we

had been in.//And that"s how I lost my childhood belief in Smoky Dragons. /more/



AN EGOTISM OF 20 (Eosenberg) -2- A&E ™13

COUAFFION COMMENTS: A&E #11

AL ARAAF / CHILENSKASI FTAR isn"t an APA, or hasn"t Greg told you? | dislikHe Gygax®"s
system of restraining magi-cusers--it"s too much out of the player"s control. |In Tirien
we have a "spell-point/spell-failiire" system, -whereby MUs can use any spell they want.

If it"s a level they can use, there is a reasonably small percentage chance that the
spell -will dud or backfire. By spending more or less spell-points on the casting, the
MU can raise or lower Chance of failure. MUs can also try to use spells of levels
higher ttian they“"re normally allowed— but needless to say, 76fail is much higher. This
maintains flexibility for the player and also adds a lot of uncertainty (so that you
can never be sure that your planned sequence of events to, say, knock over the castle
«will work).

My prefernece, like yours, is for -s-jildemess. It"s more fun, easier to map, and much
more coherent. With a whole world, you can do all these things you®ve outlined--hifetory,
folklore, social structure, etc.— and you"re working in a familiar medium, unlike the ar-
tificial framework of the dungeon. Your outlines are nice.

BILLY BAIROG / SWANSON: Spell-klutz sounds similar to my sx.-ell-fail. When you say
the "N-plus-I1'"" use of a spell, do you mean each specific spell, or any spell?

NOTES FOR UITIDERGROUND / SHAPERO: Cheers for crocking Gygax D&D.

The excerpt from Gygax®"s letter to A&E /2 provides a biting counterpoint to Gygax®"s
latest articles in TSR. If everyone can play his own way, why is Gygax telling people
that "that"s the way to play™ in TSR"s pages? As far as I"m concerned, 1 don"t give
a damn if what I"m playing is considered “Dungeons and Dragons'™ by Gygax or not. 1
hapjpen to play a fantasy game that 1 like. Most GMs and players (at least those around
here) depart from Gygaxistyle so far that the question is academic.

CIIARACTERISTICS / LOUIS-D"OR: The table is excellent--for non-playersJ As such it
can be used for hirelings and wanderers. But to dictate to a player that he ©
"opinionated , intolerant™ is a little ridiculous. Let your players have a free
rein— they develop their own personalities quick enough.

5000 FEET / BAINES; 'l never allow a direct variation on D&D," you say? Ugh.

WHAT TRAPS CHARTS? / SACKS: Dud tofind you here too. Creeping Sacks Dudness.

STAR GATE / MYERS: AAAGGGGHHHHJ Play STARGUARD if you want an SF game. 1It"s confu-
sing enough to “try to synthesize a million-and-one fantasy worlds— no technology please,
at least for me. ((Or did I mean STAR PROBE? Wot that it mat"ters))

TYLDARIEN POSTCARD / RAY: Charmed ores pushing buttons isdt chaotic, no. | mean,
how can you say it"s chaotics to have one ore push a button after your party has just
been very lawful KILLING sleeping ores? The way I work it, though™ is that the buttons
and things only work when used by a free-willed mind.

MU9 FOR CIA / Wolkoff: ™Costigyan'™ is more properly “tostilcyan. '™ Yes, most NY GMs
have additional rolls for egotism, luck, and greed— I also add bravery, sanity, and 'atman
strength (the s"brength of life-force after death; more on this some other time).

KSTC 7/ BLACOW: Most of your coioments seem to be self-righteous, indignant remai-ks
about how un-nasty everyone else is compared to you & Edwyr. 1 agree with you that
much of what goes on in some worlds is too 'unrestrained" as you call it. But, for
instance, you don"t have to scrap a whole new character class because you don"t thnk
the rules are tough enough— you rewrite them. To main-tain variety and keep things as
interesting and free-willed as possible, 1 allow any character class in Tirien. If
the rules are not mean enough, 1 make <“em mean. That"s all.

COLLATION COMMENTS; A&E #12
IN GENERA.L: Sounds like most people transfer characters from one GM to another in
tne normal course of events. Around NY each GM®"s world is so individualized that it
would be ridiculous to do that; so each player has a different cilaracter in each world.
It"s a little more consistent ttiat way, also, when the GM ha,s a whole world and not just
a dungeon— you can assume that all the dungeons are on the same world, but you can"t
assume that all the worlds are in the same worldJ?2."2.* This way we also ciEcumvent the
problem of a ciiaracter from a more-or-less ™"easy'" dungeon getting to high level and then
transferring to a relatr-ely "hard" dungeon.
/more/
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TANTIVY / GOLD: Re '"Speak to Mimeograph Spells": When | beganin the fanzine business
I had a temperamental Heyer Lettergraph manual that had to be coaxed and wheedled to
pioduce a decent copy. Mow 1 have a super-duper Gestetner 310 electric which can
print 10,000 copies whide 1 play in an expedition. The only problem is that the Heyer
was so incredibly simple— four moving part,s yiknow— that when it became diseased I
could cm-e it easily. The Gestetner monster has to be hauled up the basement stairs,
%umped in the back of the car, and dragged into Manhattan to be servicedj and it costs,
00.

While 1 was printing ishhue #2 of Fire the ArquebusiersJ, (Greg Costikyan®s ma.chine
having died), and on page h2 of 72, it ate itself. The machine in the past has eaten
paper many times— the paper pops out ripped up and full of ink. On some occasions the
Great God Gestetner has even taken stencils in sacrifice--ripping them up and spewing
then forth, in digested form. But this time it actually ate its own silk-screen,

Binly cover,, steel bands, and strippers to boot] The pai“"ts began flying out like so
many projectiles at ay all-too-close face. The Great God is now on vacation in Manhat-
tan being repaired. PTA must wait once aiore.

Actually, that issue of FTA seeiiis to be cursed: first Greg®"s machine busted and
made it impossible to print; Ray Heuer®s machine was busted for awhile; and now mine.

I suppose it was going on strike: it broke after a week-long publishing spree of about
five magazines and 250 pages (I was catching up on all the “zines | had delayed while
in school (how on vacation)).

enough nonsense. 1 don"t know how you (lee) can get such consistently decent
printing with no print-through and no crudding, but it sure looks nice. The Selectric
(that"s what it looks like) helps, | guess.

Your Bali®ogs are better than straight D&, but still too non-extraordinary.

"You Bash the Balrog" is magnificent.

i KIREL®"S mirror / JONES: Isn"t it a little ludicrous to call those fire-lizards
Perns”? Do you call Balrogs "Middle-Earths'™? Otherwise nihe.

VOICE FROM THE DUNGEON / McGREVJ: "Life After Death'? For years our group played
that, if you take more hits than you have, your dead- period. Only recently have we
adopted a system whereby if you exceed your hit points a particular part of your body
is badly mangled and you will die soon. // "Chaotic acts', "Unlawful acts'- sigh,
there was a long while when I put absolute faith in the old simple two-point alignmerm
system, but 1"m getting a little sick of clean-nosed parties going around being boring
and turning down all flippant or fun things by turning up their noses and saying,

"It Is Unlawful." Humph.

STONED ACOLYTE / IVES: Keeping a dungeon dangerous is one thing (and a good thing
too). But there"s a difference between danger and dullness. Situation: party goes
down in Gygax®"s dungeon at Origins l. They hit a trap. Trap, kills the guy who goes
over it. f~rty is in sealed room. The air begins leaving. There"s no way out. Bye."
Danger 1is one thing, but there must be an outlet for player creativity and ingenuity.
Straight Gygaj: lacks that outlet and becomes deadly boring. A FIFTH IEVEL FIGHTER IS
THE MOST FONERFUmUMAN BEING IN THE WORID??? What kind of v/orld is it? Do only your
players go around getting experience while the non-players sit at home? Remember— non-
players should be run by the GM as if they were players. E-zen allowing for halving
experience, those people have been around YEARS] What about the kings/emperors/fulirers/
leaders or whatever you have? They"re below fifth-level? Hai-rumph.

~  LABYRINTHINE LINES / SMITH: Typesetting? IBM Executive? Whatever, it looks good.
I1"m down on Blackmoor because 1 don"t pay $5 to read 20 pages of someone else"s world
(same reason | think EPT is a waste of money).

NOTES FOR UNDERGROUND / SHAEERO: Your Nazgul are nice, but even still a little
too weak. Clerics shouldn®t be able to turn them.

AL ARAAF / CHILENSKAS: In New York most GMs allow any and all religions. Players
can start their own too.

DOWN IN FIAMES / MAY: Don"t meanto sound nasty or condescending, but your character
sheet is what we call First Generation (wd"re currently intogeneration 5 or so). ?IFf
anyone wants a sample, write me.

/more/
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COIORADO COMMENTS (DAVIS: Agree completely about wizards end armies/castles; prefer
protecting armies rather than removing spells, though.

GENERAL: 1IN N.Y. we have ™ sale of any magical items. Or rather, sale at prices
ranging from hundreds of thousands of GP to billions and more. You get magic items from
putting your life on the line, not sitting in a bank counting money.

GENE™L; ERSATZ WIZARDRY Demons are a dud. The whole point about demons is that they
are cjmotic. Like snox~flakes (not a very apt comparison), each one ought to be a unique
creature. To classify them by type and then have a hierarchy is absurd.

CLEAR ETHER / KDNKIN: Gaahh. Artsy sans-serif; typesetting; display type; artwork-
wtet you do is 50 times better than what TSR does, and you do it for an amateur apai n
After seei”™ that, how can TSR bear to call their stuff professional? 1"ve always won-
dered tow incompetent their lay-out men and proofreaders must be. We do much better on
a weekly newspaper. (Tougher deadlines too; no pay either) Enough nonsense. Eldila
rules are excellent; only problem is that it seems you either ihae to graft the whole
system on or ignore it entirely...no bits-and-pieces isolated would seem to work.

AN EIGHT-SIDED DIE / McGrew: Agree on ERSATZ W. Psi 1 dislike on principle- too
potboxler science -Ffictionish for me. But at least EW is better than Blackmanure.

- ON BAIANCE / BIACOW: Pushing an” sort of a generalization on D8eD philosophy

risky...while most of your points are valid, a dungeon "unbalanced" by your
s andards could be fun too. As long as there are corresponding disadvantages to most
or all advantages, it matters not what nagnitude they both are. As long as characters
aren t transferred at will from one GM to another, each ought to decide for himself how
wild he wants feis world.

IDST MAKS (er MASK) / LEVIN: Sorry, unreadable.

EVERYONE: All right, have 1 missed something somewhere? What is a "force blade"?

WHAT TRASS CHARTS / SACKS: DSoD Terminology may be contagious, but DSsD bad grammar
and spelling is worse. Even | find myself occasionally misspelling "dispel"™ as "dispell.
TSR s spelling {especially in the first three books) tanks with Gordon Anderson’s.

mENOUGH COMMENTS 22 A

FILKSONG DE PARTOIiENT (After YOU BASH THE BAIROG I couldn’t resist)
THE TVJELVE JFAIEE ROUNDS (after The 12 Days Of Chi*lstmas)

When we Ffirsp met the Balrog, our magic-users cast a volley of fireballs.
la the second melee round, the Balrog didn*"t flinch from -« ttjo lightning bolts and
In the third melee round, we tried to stomp it out with tliree polymorphsr ,
In the fourth round of fighting, our wizards conjured up four elementals
In tile fifth melee round, the Balrog didn"t run from five vorpal blades
After six melee rounds, our thieves hit from behind with six thief daggers
In the seventh melee round, the Balrog did receive seven flesh-to-stones
By the eighth melee round, we began to despair, but cast eight teleports
In the ninth melee round, the dwarves didn®"t hit with nine hammers plus-three
In the tenth melee round, our clerics did their best with ten deathly fingers
The eleventh round found us failing to succeed with eleven power-word: Kills
In the twelfth melee round, scattered on the field were twelve lords a-running
eleven dead wizards
((1 tope this format is comprehensible. You read ten clerics recalled
across and then go down the 15.re of numbers. It"s nine burrowing dwarves
easeir than typing the whole thing out! eight vanished elves
There are bound to be some complaints (aside from seven hobbits hiding
those saying that the meter is screwed up in spots, which gjx thieves in shadows
is true; complaints tliat MUs couldn®"t cast that many — five seconds late|—
spells. Well, if you're a realist, say that they“re very four hirelings bleeding
high level. If you're merciful, you®ll say it"s poetic thiee calls to god
license. )) two dying gasps

) ) ) ) and a Balrog smiling with glee,
I1"m going to be in Europe from mid-July to mid-A”ust, so
will probably miss an ish. Till later, "be." S z
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Bv Stownrt Lovin
1120 S. >as"n 1id., St. Louis, KO 63131
”Tho Sword is mightier than the Pen,*”

I did such a bid job on my first “i-irltinpi-un of an arlventure
th*t 1 cided. to do this one. This adventure hanoeno™ iIn Brian
Lane’s dunpreon, Dank Caverns, so if you <on*t like anythin” about
it, yell at him! -

Our group consisted -.f Palorn, a chaotic w’o vns trying to
becoMe Lav."ful, iIf the F~Iif, an dlvon i1l who w”s also chaotic, (I
kn0/77 that elvos can’t be chaotic, but this elf had veen a o intellimenee
nan that had been Polymorphed into an elf, then had been made-jar-
red bjr our g roups chaotic wizard.) Bellimoro, a nuetral human MI
v;ho, (it had been rumored) threo-" lass Charms occasionnally, Chis
character was played byt Brad Stock, our area’s most experienced DI”
under the follov'ing rules: Ie caild not heln anybody but hlmsvalf
out of danger. If our group found a treasure he would take the

valueable magic itsm iIn thr troasur >that he could use,) Owabeen,
a Lawful dlven beastmaster. Drogo, a hobbit thief, nd myself,
Oorvor a druid. OM #&ITH THJ; ZiDVWTUH"?1t

& we entered the dungeon. Dank Caverns, we saw Vy it vns named
thusly. Dripping slime and black ichor, the walls loomed forbiddingly
in the v;an light that our torches gave us,

me went on until we came to a do™»r, Ve got into battle or*‘er and
Pal >m opened i1t, Insi Ui we s™i-a dian:"n«d-shaped room vdth a diamon™®
shaper! brazier in the cent t of the ro i, \s Wwe entered, blazing .flanes
and sulpherous clouds of blue smike leaped up from the brazier, then
cleared os it cleared we sa/l a daemon standin -op tou of the brazier.
Instantly spells and s .ords WO *; roadieci, but be.fore ve C "uld do anythinsy.
the demon spake:

*The pov;ers of iSvil, the pox-rers -f Black, curse all ’ho enter hero,
Zeu.”fF better go back!”

Laughing at this “ur bnve (gulp) pat™™ wvrent to the brazier and
past it to the door directly across from us, as e \s3it toward the
brazier the demon disappeared, Palorn onened the door, and vea saw a
most revolting sight, that of 30 skeletons some still with rotten,
X.ramy black flesh on them, hanging on meathooks, all of them h™d
twisted a-rimacos If horrpr unfathomable on their faces, “ITf the dl.f,
stunned "t this horrid sight inadvertantl-"~ brushed against one™.f bhe?
skeletons, (actual Ly he "wont up and t<" ed on its leg while sayinc—, Ki,
%ed!”, but xao vrould write; that up?) iIn response the skeleton jumped
down and strter- to attack the el.f, Palorn intervened, anr’ soon the skeleton
g nothing but a bag of bones on the floor, another door vn.9. found
and opened ra-vaaling a 30 " 30 room with a 10 < 10 block of rubber/stone
WHS bouncin™ along, after some hesitation, we crossed* and X everybody
mifl it safc;I3r across. (. few of them doing somersaults and cart>fheels
on the v"ay) 1e found another door in the roam anf” it led to a north-
south pHSsi.a:eway, we heade.* Northwards!

l.e came to another door and v;hen & opened it, we found that, It
contained four lit iron torchests. Suddenly as lee entered the room...

(KdXT PACi:)
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flames and green clouds of sulpheric content filled the room (maybe
the demon used food coloring?!) and the same demon came out and said:

"Th is Is your last warning, fools of the mind, if you continue on
you won’t like what you find."

Looking around we found an alcove in the room that was really a
stairway going down. We followed it down. As we were following it;
we heard, "What! No wandering monsters yet? Curses!!!"™ We then
came to another landing with the stairs continuing down 10 feet and
then stopping while above the stairs was a door with an Iron ring 1in
it. Suspecting a trap, we grappled the ring with a grappling hook,
backed up the stairs 20 ft and pulled. We heard a grating sound and
then a crash! We rushed back and almost fell into what had been the
landing and stair, all that remained was a pit full of spikes that had a
curious sort of red liqui.d upon them. We started to cross with thelthief
climbing and Dellimore using his shoes of levitation and the rest of us
going over by rope. I was the last one to go, | tied myself to a rope
(using my sailor knot tying that 1| had learned from dad) and to make
doubly sure, Ffixed my belt over the rope that was tied to the iron ring
in the door, threw the other rope to Palorn and started my way across.
Wei 1, my belt broke, my pants fel I and | was saved only by the alertness
of Palorn. The beastmaster wanted to lower me into the pit to look for
treasure (AND HE IS SUPPOSED TO BE LAWFUL???) but Palorn resisted the
temptation saying, "Are you out of your mind? He could give me maybe
500 brownie points to becoming Lawfull!"™ (His preoccupation with becoming
Lawful is because he found a good Lawful +1 sword earlier and wanted
to be able to use it. After he pul led me up we went on.

Later on we came to a subway room, we knew it was a subway room
because it went side-ways not down. Then the "car" slowed down and then
there were two door s on either side of us. Palorn opened one and sudden
ly we were spiraling down and down and down. When we landed (fortunate!”
on soft cushions.._how they got there we will never know!) we saw a door
30ft from us. Palorn opened it and a Hydra popped out. We all started
to scramble back until we realized that there was no place to scramble
back to! Dellimore threw a charm monster and it worked so we went into
the room to plunder the treasure. There was nothing in the room but a
sign on the wall that said to contact Burkhorse for subdued creatures.
The elf started to scream for him and 5 gargoyles came into the room.
Dellimore threw a protection from Evil 10” (in order to protect himself
and the Hydra) but we all squeezed iIn too. We left the room hurriedly
and Hold Portaled the door. We came to a room that had a curtain against

one wall. Dellimore sent iIn the Hydra to tear down the curta in. It did
and Dellimore came in. He was immediately attacked by an invisible
being while Palorn and 1 were slept. Dellimore stunned the being with a

Power Word Stun and the stunned body of the Ogre Magus became visible.
We were wakened and we saw behind the curtain:
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Immediately everyone was putting money iIn (except me for 1 know
that such greed always leads to ineffable damnation) and was getting
things. The toll was a sword that Gwabeen got that gave him damage,
Palorn got a ring of Delusion, AITf the EIf and Drogo both got rings
of weakness (the hobbit found this out when he put his on!) (The EIF
chickened out and found out *ater that it was). Then that stupid
beast-master put in some more money, pushed the question mark and got
a wandering monster called Klphers (Kiphers are monsters that reflect

back all spells and they all 1look really mean but are really nice. So
if you charmed one you would find that you liked it very much and would
follow it around all over the place). After we lured the Kipher out of

the room with a peanut butter sandwich (iron rations for dungeon adven-
tures have to be something, you know.) we forged ahead and found a room
with asleeping Minotaur in it. Everybody was chicken so we threw in
the hobbit and Beastmaster (why should 1 care? I only care for Nature
and stuff.) Well, from where we stood we saw them kill the Minotaur
and it looked like they were getting lots of treasure so | In my greed
rushed in. Everybody else followed (including the Hydra), and suddenly
the door disappeared and we heard a low, evil Tfemale voice chuckiing

in the room. Then she/it began to speak:

"To find the way out of the room, put a magic item in the slot,
For a gem I will tell you the way to the richest treasure room 1iIn this
level. For jewelry I will give you map to the most powerful magic
treasure on the level

The hobbit, Drogo, asked whether she would take the ring off him
because i1t was magical! She agreed and the ring came off and went in
the slot, The beastmaster Gwabeen put his sword in the slot and we all
wa ited We noticed that the pair of them inclined their heads as to
listen to something and then went to the center of the room, a door
appeared and the two disappeared through it. I lunged at the door,
for 1 had no magical item to give to her, but missed the edge of the

door by inches and fell down and sobbed silently iIn the dust. (Nice
touch ain"t it?) Everyone e se deposited a magic item and were silently
filing past me with comments of, "Tough Luck,”™ ™"Sorry,”™ and "How many

Brownie points do I get if I kill him and put him out of his misery?”
That last comment spurred me on to action, reaching the just-appeared
door 1 flung it open and plunged through. I MET NO RESISTANCE!I!!!
Suddenly as we regrouped together we heard a voice, ' YOU FOOLSII! Al
You had to do is have Just one of you deposit a magic item and have the
door held open for the others! And that stupid Beastmaster threw away
a Neutral DANCING SWORD!'" the voice said chuckling evilly from below.

We went on. The Hydra was lost to a Flesh Golem that attacked us
by surprise Well, actually the Hydra lost its head(s).) We then met
a Sphinx (sorry Ken Pick, Brian had them iIn 1974). We went iInto its
room and were told the TfTollowing:

"IF¥ all of you can answer my questions then 1 will give you all of
my treasure, if only a few of you answer then you get a choice of items
in my treasure. If you try and FAIL then I will kill you

(Nice guy and hospitable too huh?) Wei I to make a long story short,
the EIf MU and Beastmaster failed and were torn apart. But 1 and

(next page)
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and J answered the riddle, and Palorn and the hobbit chickened out. *
The riddle was:

"1t cannot be seen, it cannot be felt. It ca-not be heard, it
cannot be smelt. It lies underground, it rises at night. It stifles
most life, without a fight." (answer iIn next issue)

And when we answered it, it got very angry and almost killed us, butiit
kept 1its word and let us go free. Dellimore got a ring of Invisibility
and 1 got three gems. "

We went on and soon came to a hallway that took away strength points
at 1 for every 10” you traveled down it. Dellimore did a few passes land
suddenly his eye became detached from his head, turned ethereal and went
down the ha llway. He announced that 180 ft. down the ha llway there was
a sword hanging on a nail. Palorn who was an 18" strength went down and
got it (After about 10 tries). It gave him damage and he almost died
from the shock.

We then met a very lovely young lady who iImmediatly charmed Palorn,
Drogo and me (even though |1 disagreed because for a Succuba to charm lyou
you must look in her eyes). Wei I how 1 got charmed is hard to bel ieve,
because 1 was armed with a Jokebook, Texan’s Tall Tales and was trying
to distract her enough so Dellimore could charm her but, (according to
Brian) |1 was charmed but Dellimore’s spe I ""worked too. The conversation
went like this:

BELLI; Hi, would you like to let go of my friends?

Her: Oh, you are so pretty!

DELLI: Aww, come on, will you let go of some of my friends?
Her : Oh, look, he has dimples!

CHARMED GROUP (us): Yesssss.

Her; I will let go of the hobbit and Druid, but Ffirst 1”1l kiss them.
Delli: NO!! I MEAN DON"T YOU WANT TO S%VE YOUR KISSES FOR ME?? J
Her: Yes | suppose 1 should. -

DELLI: Good. .

Her: NOowr !

DELLI: NO, NOT NOW, LATERI!IINI

Her: Whyyyyyy?

CHARMED GROUP: Whyyyy?

DELLI: ALLRIGHT ALREADY!! How about Hletting Palorn go?

Her: But he®"s so strong, so healthy...

DELLI: If you don’t 1 will never speak to you again.

Her Never?

CHARMED GROUP: Neverrrrr?

DELLI: NEVER!

Her: Okay he Is yours. 1Isn’t he so cute when he is relieved?

CHARMED GROUP: Yesssss!

(Oh gross me out 1| am finished with this!) I
Suddenly we heard a voice, "FINALLY, a wandering Monster yeaaall*!!

WHOOOOPEEEEE!II!IITI] (TO BE CONTINUED)

nhlﬂ;'—

THINGS TO COME i
The end of the story, DANK CAVERNS, A NEW MONSTER, And a Lecture?to
straighten out some of you people. Also, the answer to the riddle.



And this, believe 1It,
IS Depth Perception 7
from Alexandria or,
if you prefer, from

Carnelian South. It
is Operation Crifanac
616 and

It"s Eney’s Fault

TABULATOR KEYS STRIKE
AGAIN, DEPT.:

Well, this
time the thing was that
I wanted to send my CIZVI
bonze, Vafsravana, on a pilgrimage to get his head together...Sherna and 1 like
to play D& as psychodrama for some of our Characters, so | had to have Vaisravana
act as a real serious-minded Buddhist monk would do 1f he found himself being iIn
a position that required him to act as a combat leader, advisor to the disturbed,
and general all-around Dungeon Character: to wit, start to come unglued. His
friend Bear-Daughter advised him to withdraw for a little meditation, but she hard-

ly expected him to take her up on it so drastically.

Naturally, before 1 can start having a Character soloing In the Wilderness, 1 have
to have a Wilderness, right? Right. Now that means either swiping a contour map
from some place (I have plenty available, to be sure, at the Agency) or figuring
out some way to generate plausible terrain with *dice“. 1 shan"t insult the In-
ter! igence of my fellow fans by suggesting they need to guess which course ! took.

"tie "Little Gem'" Hax?dy-Dandy Terrain Generator for Random Areas

This procedure presupposes only that you have a city or Dungeon occupying a single
hex of a hex map and that it possesses known terrain. Sowever, it i& compatible
with any amount of previous mapping, so it can be used for the monotonous work of
filling in blank spaces quickly without being entirely arbitrary.

After plugging in as many predefined areas on your map as you please, take the old
relJ.able D6 in hand and start rolling. |In generating terrain you will be getting
both contour and cover. These are linked to the characteristics of adjacent hexes
to prevent sharp arbitrary jumps: trying it out on an actual hex sheet produced a
very satisfactory result — terrain fluctuations which t(X>k 3-4 days' travel to
get from areas of flatlands to areas of mauntains, but rith enough minor variation
i.hrown in to keep the map from looking like a solid blockbuilt area. You'll get
marshes next to low rolling savannahs, and a few impassible peaks among mountains,
but very rarely will successive 5~mile~wide bexeS be jumping from salt pan to 1so-
lated mesa topped with peaks. Which is about the way Mother Nature did it, if it's
safe to cite a one-time design job as a model.

Category Terrain Vegetation
Lowest Flatland Desert
Low rolling land Steppe
Low hills Savannah
High hills Light forest
Mountains Heavy forest

Highest Impasrsible Mountains Rain forest/jangle



IT the characteristics of the hexes next to the one iseing rolled arei

The same D ifferent
On Use on Use

Next above higher class
Same as higher class
Same as lower class
Next below lower class

1-2  Next higher class 1
3-4 The same again 2
5-6 Next lower class 4-

6

(You™ll have this memorized after the first dozen or so tries; don"t worry that
it seems a little time-consuming to refer to the table at first. Determine Tirst
the terrain aontour and then the vegetation cover, since the latter is influenced
by contxour.)

IT the adjacent hexes are already the highest or lowest terrain countour class,
and you roll "next higher/lower', optionally use Masa as a super-High and Marsh
as a super-low. (Treat these as Platland or InMassible Mormtains when doing
other hexes, though.) Count your rivers, lakes, and seacoast as '‘flatland” for
purposes of reading a terrain roll, though. When hexes are already the highest
or lowest vegetation class, throw in an occasional second-growth rain forest or
salt/alkali desert. The first requires yovir Characters to cut their way — two
feet per sword-swipe; iImpenetrable for Clerics and Magic-Users — and the second
sJiould have a low but real chance of needing a Save vs. Poison or collecting a
rash which will maJce armor impossible to wear. Keeps the players from getting
out of condition. Count as Rain Forest and Desert in reading further rolls.

Some types of terrain cannot sustain some types of vegetation*

Flat  L6w Low High Moun- Impassible
Roll Hill Hill tain Mountain

Desert YES YES yes yes yes YES Optionally,
Steppe yes yes yes yes yes ? ga;ﬁcgnfgitga
Savannah yes yes yes ? no no YES and below
Lt Forest es average for a

Yy yes yes yes ! ! 7 — for a no,
Hvy Forest yes yes yes ? no no go to the next
I7ain Forest vyes yes ? no no no lower yes.

Exercise your ecological knowledge in refining the description of vegetation:
for instance, Steppe on a Jtountain is probably an alpine meadow; the forests

on high hills are likely to be conifers, heavy forest in a marsh a mangrove
swamp, and so on. Dictating these details would make the table too inflexible
to accomodate our individtaal preferences. By and large, this table is for
generally temperate areas in which drainage has a lot to do with what can grow:
if you get into tropical or arctic zones you may want to shift the possibilities
for vegetation one column right or left (so that, e".g., youx rain forests could
occur on low hills auid possibly on high hills).

For our anomalous super-High and super-Low classes, second-growth rain forest can
occur anywhere rain forest does and alkaline desert can occur anywhere ordinary
desert does. Marshland will sustain any type of vegetation cover shown. (Marsh
which is steppe or desert..._well, there®s probably a reason why, right?) Mesas
need special considerations, for which see the description of this feature.

Itov, as Tor what this countryside and vegetation is like, this iIs what | suggest
using for a stock definition. (You always — 171l say this for record since most
of you take it for granted — determine desired game factors before going to the
randomizing procedures. God outranks Chance, no matter what Milton may have told

you.)



Terrain contour features

Platland: — No elevations over man height. Indifferent drainage, no windbreak,
can see all the way to edge.*

Low Rolling: — Few elevations over 20 feet. Good drainage, mild windbreak, can
see castles and suchlike all the way to edge.*

Hills; 100-500 feet elevations. Good drainage, fair windbreak, cannot see
to edge; structures of less than largest size may be concealed.

High Hills: -- 500-2000 feet elevations. Drainage too good (possible gullies).
Good windbreak. Horses must be led. Cannot see to edge; structures of any size
may be concealed.

Mountainous: — 2000-5000 feet elevations. Strong drainage (possible gulches and
ravines). Good windbreak. Horses cannot cross and mules must be led. Cannot
see to edge. Structures of any size are concealed unless on peaks.

IEipas.sible Movintains: — m 5000+ feet, frosive drainage (ravines, chasms, undercut
ledges). Good windbreak. No passage except by flight or EKJuntaineering techniques.
Mountaineering requires organisms with gripping extremities and, for humanoids, a
set of spikes & coil of rope for each member of the party; movement requires two

days per hex. Vision as in Mountains. |
Anomalies —

Marsh: — No elevation.s over 3 feet. Poor drainage, no windbreak, plenty of stand-
ing water, bogs, soft footing, can see all the way to edge.*

Mesa; — Flat, low rolling, or low hilly terrain at the top of an escarpment,
forming a tableland. Itore drainage than such terrain at ground level; otherwise

sa.me characteristics for vision and vegetation.

*t"oT marked terrain, windbreak and vision characteristics depend more on vegetation
cover than terrain countour features. Whg in hell do T keep spelling that "contour™
as "countonr"?

Vegetation Cover Features (see also table for support they provide)

Desert; — Scant tough grasses and light scrub on bare earth/sand/pebble rock.
Negligible concealment-
Steppe; — On hills this would be alpine meadow. Moderate ground-covering grass,

sometimes too tough for fodder; light to medium scrub and brush in moist locations.
Little concealment.

Heavy ground-covering grass, generally excellent grazing. Medium
brush in clumps and occasional trees. Little concealment for mounted or standing

parties but moderate concealment for individuals lying down or crouched in cover.
Small streams and occasional fXJnds.

Light Forest: frequent trees and medium undergrowth. Generally excellent
grazing/browsrng. Conceals anything (including castle-size buildings) over a
range of 1000 feet and gives R/1000 chance of concealing anything closer: that is,
at 500, 250, or 50 feet there is a 500/1000, 250/1000, or 50/1000 chance of not
being noticed, independent of deliberate efforts to stay hidden.

Heavy Forest: — Dense trees, only light undergrowth, good browsing. Conceals
anything over a range of 300 feet and gives R/300 chance of concealing anything
closer. Horses must be led”.

Rain Forest: ™ Very dense troes, thick matted undergrowth, fair browsing. Con-
ceals anything over 100 feet range and iVIOO chance of anything closer. [1jOts of
moisture but seme streans/f;>0:ad.s axe tainted. Hunting indifferent because of small
size of animals eind available cover.



Anomalies —

Salt/alkali desert: — Scant tough grasses and light scrub on bare sand/earth/
pebble rock. Sand/earth areas have irritant dust; a fall or windstozm will coat
moist skin with It (Save vs. Poison or a 50% chance of chemical bums unless
washed off). Party must wash after crossing area or 50% chemce of dermatitis
lasting D4 days and halving movement speed as well as making routine wearing of
armor impossible.

Second-growth rain forest: — the result of somebody chopping down or otherwise
doing away with a regular rain forest and letting natxure take her course for half
a year. Tangled mat of brush and light saplings. Failr browsing. Paths must be
cut (@ feet of progress per melee round) unless Fireballs or Lightning can be
used. Conceals anything over 50 feet range and R/50 chauice of anything closer.
Moisture and hunting as normal rain forest.

s normal travel

Vegetation Water*  Hunting Fodder  Firewood

Itormal/salt/ no** 5% chance no no Notes:

alkali desert h rations *Potable water. Marsh

Marsh 10% 10% chcuice 50% 10% and rain forest have

Steppe full ration much more liquid water
but some of it is

Savannah 50% 50% 100% 20% tainted.

Light Forest 50% 50% 75% 100% “*Or, if you feel

Heavy Forest 50% 50% chance 50% 100% really nasty, put in
some alkali springs

half ration .
requiring Save Vs.

Rain Fo_rest 30% 20% chance 20% 50%*** Poison or 1D6 gastri~
(both kinds) tis.
***Rain forests are
Wilderness support w/intense search (travel at half speed) short on usable fire -
Desert no 10% chance 10% no wood because of the
half rations damp.
1darsh 10% 20% chance 100% 10%
Steppe full rations
Savannah 75% 75% 100% 20%
Light forest 75% 75% 100% 100%
Heavy forest 75% 50% 75% 100%
Rain forest 50% 20% 50% 50%

Chances for water are exclusive of running across a river or strean which you’ve
decided should be present. Chances for hunting are exclusive of a run-in with
edible monsters which, i1f you®re hungry enough, means anything protoplasmic, not
excluding were-creatures iIn their non-transformed state. For vegetariaui Charac-
ters, disregard hunting and consider chance of finding food as same as that for
fodder. Survival rule of thumb: normal humans can last 1 active or 3 resting
days without water, 3 active or 10 resting days without food. But this is so
subjective that you"re better maki.ng up an endurance for each Character, falling
somewhere around these limits. Carnivorous steeds (Rocs, CGriffins, etc.) need
hunting, not fodder, to be able to find food, of course.



And here we go for comments on ASE 10: ,

Sherna and 1 use your Web system with a modif Icatlon. Being cast, the

stuff has Intrinsic velocity, so It bursts into a TO-foot cone, the apex

creature that was hit. “ (Throw against the far wall and it"d burst into
a 10-foot hemisphere, to be sure...)

*Jaal excellent set of ideas for Monsters. 1 do like the flexkey/
softkey; it's not too different (although leetter reasoned out, I think;

than the system for modifying rooms In my part of Camel lan. But that 1 derived
rom my policy of rolling rooms In advance (Sherma won"t, because she wants to be

surprised too; | always do, because 1 feel so guilty making people wait while |
throw to see what they“ve found...}

It"s possible to put moral principles above one®s life as often as that
, tums out to be the right thing to do. The on(y time It doesn"t work is
When It s the wrong thing to do. ** 1 suspect that, although few of us recognize
St, the dominant figure iIn the D& universe is not either the organization leader
or tie nigh level magiclan/clerlc; he"s the inconspicuous major-domo who takes care
0 routlne Items these persons find tedlous/un interest ing.

Playing a DM Character in one"s own Dungeon doesn®"t require siper qualities.

N~ 1 have sent in a couple of my first-levels a time or two — with background

explain why, of course: Isoruku Tanaka, FWI1, because he spoke Roc, and

lutn Bel irisdottfr, MU/1, because she needed to prove she could go without being a
drag on the party. IF they had gotten killed the parties wouldn®t have been able
to contact the DM In a pinch. None of them had Commune or Contact Higher Plane,
and in my part of Came Han everybody speaks inPersona while play is going on...

M way, anywhere, does the Dungeonmaster define “integrity”. FEh, what 1
--M ® Judeo-Christlan base. Friar Hob

r.sk hfs ife for a friend, by which he means practically any humanoid who
washes regularly; Kuel Yang will give value for pay, exact to the penny; Eber the
C.erser.er will torture you to death for the funof It. That"s different Align-
h,ent; but if a,I of them perform exactly what they have undertaken, all of them
have iIntegrity. Different concept entirely, see?

Person works on Undead when the DM allows it to. |1 wasn"t about to
N which was that, since Skeletons and Zombies can indeed
ue controlled —- they are created as magical servants. In fact — hitting a small
riun er with a correspondfng spell has a chance of overriding the creator®s control.
or skeletons talking, we spoke to them and they answered. No stranger than
other things that happen Dowmn Below, like the skeletons that had only half a hit
die but carried swords and missile weapons.

Now just as quickly through ASE 11:

Agree with the general Idea that extra features In the way of magic

should not be treated like regular weapon plusses. 1 would tend to
treat them as maximally useful: 13 times the basic price of the spell which cor-
responds to the detect, using the base or selling price of the spell as appro-
pniate. (It would be very unlikely for you to need to know the selling price in
Carneiian, where little is available for outright purchase...though of course
you can invest and research a spell at the University of Carneiian, Rota. The
only things we sell consistently are Healing Potion and Universal Antidote —
tom potion equivalent of Neutralize Poison, tastes foul, costs
900 UP a dose and is never available more than one dose at a time. One dose

per party, that is...)

MBE- Oh, charisma isn"t completely non-heredltary, but 1 shrink back apalled from
N designing die-rolls that will cope with partial genetic effects. After all,
that s part of the fun of randomization: if It"s something seeminglngly outrageous,

It must have a very interesting explanation, right?



Shapero: 1 didn"t realize you were talking about H- Cheapo magic shops. In that
connection | agree WIth you completely.

Hilda: WevJiked the cumulative-plusses ldea so much that Carnellan effectively

adopted It, although stuff with extra plusses Isn"t too common here. (Sell,
Kuel Yang did run into a +3 Crossbow of Speed. Unfortunately It was In the hands
of a Chaotic FM/V and he almost bought the farm before we shot a couple of rowers
on the same side and tipped her ooat over.)

Pierson: OK, 1 see my misunderstanding. Anonymous fallproof (and free, 11l bet)
checking back home Is indeed an EBEvil.

Pick: Good on the limits to fighting Florentine. Sherna also added a special for
use when wound location Is played: unless you get a really high U9-20)
hitting roll, the main-gauche scores only on the opponent®s sword-arm. ** 1 would
hesitate to tell a player his Character 'can"t" use such-and-such a weapon uh,
unless 1°d gotten zonked and was also telling him what weapons/equipment/spells
heesh should take. Fans®™ Judgement of the effects of dexterity on weapon usage Is
not all that good anyway: 1 remember once being told my Cleric couldn™t use a
flail because she had only average dexterity. The military flail, as It happens,
was often used by those too muscular above the ears to manage other weapons. It
seems Tairer to me to let anybody use anything, but with minuses on effects. They
may have to use this, that, or the other because of thei. personalities, after all.

Blacow: You®ve got a singular amount of misstatement and failure to (try to/ un-
derstand In most of your comments on my stuff. Still, 1 suppose | shouldn™t
complain; 1 have no right to treatment you don"t extend to others... ** Later for
comments on the Gygax/expenses thing. ** Ingenuity Is one thing a DM can check for,
after all. Sure, a Deck of Many Things guarded by a measley seven ores. It would
still be there If our Cleric hadn™t thought to count the cards with which the ores
were playing, and which looked just like any other cards to vision and detects (the
Deck is only magic when constituted as a Deck, it turns out). ** No, enchanting
armor does not take money and time. It costs money and Is ready after time. Your
merchants may be stupid but ours understand that the price you charge Includes your
overhead. 1°m not Ignoring time; you"re counting It twice. ** A Courtesan has an
even stronger effect on Evil Clerics, remember. It"s no more a handicap to a party
than, say, the fact that having a Neutral along means you can"t take a Paladin: that
is, It's a difficulty with advantages, and which way you choose depends on your
assessment of the relative worth of crocks vs. plusses on this particular occasion.
** What is an "automatic saving throw'? IFf you mean, she automatically gets a saving
s.hrav, of course; In fact, ! told you she gets two. If you mean she saves without
having to throw, you®d better check out any such amulet as that before you face the
Shrine crowd or the Minotaur®s wprkers. ** What If plans are called Contingency
Planning and do not mean that you want the event to happen. Getting over”eager in
the presence of attractive women Is something that happens even to Lawfuls (and |
never said they"d be lawful after trying to commit a rape, did 1?) What the hell,
Glenn, there are plans for what should be done If the drought comes back iIn the
Sahel ... there are even plans telling me what to do -I Washington DC catches a nuke.
That there are plans doesn™t mean they pertain to something anybody “Siaits” to take
place. ** No, 1 am not falling to consider the effect of a CHARM spell. A charmed
person Is under magical compulsion to do what the charmer tells him/her to. To say
that he loves and trusts you is like saying that a person with a fifth of Winter Wine
aboard 1is happy: you simply don’t know the difference between the working of the
spell and Its side effects. ** | am not misinterpreting what happened in Alph; you
are misrepresenting It. The case of the cleric who grabbed the sword occurred else-
where. What happened in Alph was: (@) Triphammer addressed another member of his
party, while in a combat zone, in terms of conscious Insult; () when called to
order for this, he was preparing to challenge the person who corrected him — all
this while we were ghod-knew-how-far in a strange Dungeon. Lawful conduct? Sol-
dierly pride? Not on your tintype, bunkie. ** Oh, 1 would try to learn something
about a Dungeon before entering It. Some DMs won"t tell you about the little dIf-



erences, you see. Your +2 svord shattered like glass when you hit that Vampire.

1 course it doesn"t work here — you didn"t get It In this Dungeon. Certainly +2 *©
svrds “«rk, but you didn"t ask me which +2 swords work. You are In melee. The
vampire nip- You re dead and under his control you turn on the rest of your party.
Ariel Is hit by you and — huh? Certainly the Vampire can kill you with one hit.
NO, you got to be a FWIV from experience points earned In other Dungeons, so here
you re only an RWI. Ariel Is hit by you and takes — oh, of course you can become
an Undead Inspntly. The delay In restoration only applies to Player Characters..."
other J°J“V P"oys include rolling secret hit points for Characters ('l didn"t say
you ad 12 mt points; 1 just didn"t say anything when you said that'™) and, dare 1
say it, jnclupng Items you systematically refuse to play fairly because you resent

there. That sort of jazz justifies the use of the Anulet Against
bpo.ic D¥s. Its effect Is to teleport the Character out of the Dungeon back home;
\ pepure or EPs, to be sure. Your approval Is neither requested nor required,
wpn usep It renxjves the Character from your Dungeon and you have no Influence over

n urther adventures. ** Elf-mounds confuse chronology in both directions, or
p the legpds say. ** You don"t need silver to kill Skeletons In the Treasury of
rangobrind, either, but Vafsravana didn"t know what kind of undead they were going
p enpunter and he certainly wasn®t going to pause to reload with a lead slug. One
doesn t worry pout balancing the budget when going Into melee. As for the bandits
®00 ng at Hp, pey fTairly (l.e. by dice-roll) chose him of the two most dangerous
aren"t cretinous, but they haven’t gotsup ernatural Intelligence
e ther. We can t tell a were from other animals by sight alone; why do you suppose
they would, when they hadn"t any magical detects?

MONEY AND STUFF: Some people have cavilled and some have agreed at my pointing out
considerable discrepancy between normal business costs and
thal selling price for various booklets. As | said, | don"t wish t get this any
more pncpous than what seems to be Inseparable from any discussion Involving money;
accordingyy, 1 don"t Intend to continue the dispute. But I wlll put It on record
pat Im very well able to do so If others wish to, and 1"m dropping the subject
~Neppe | choose to, not because anybody has refuted my arguments or brought up
va Id cpper-cons lderat lons. | am not unaffected by the argument from gratitude,
and anpody wp Is really Interested can check with me at Westercon to confirm that
my copies of Dsp Greyhawk, Blackmoor, and Eldritch Wizardry are the store-boughten
prsion, for plch 1 paid full list price. {1 did the same for Empire of the Pttal
inrone, but It s not Interesting enough to bring along.)

And win we catch up by completing ASE 12? Well, We Can But Try...

i p, 1 can"t quite buy the Implication that our hospitals have 1976-type
* L1 support gadgetry, or even Intravenous feeding and oxygen tents.
Somepdy who has been Revived Is flat on his back, only just able to swallow, and
can hardp talk, but comatose he Ist. For costs, somebody killed In line of duty
may pt ms expenses taken off the top of the loot, unless he did something very
stupid that endangered the rest of the party.

McGrew: Powder, no, but a medieval type would recognize musket balls — though he
I doubtless mistake them for sling bullets. Similarly, you certainly

puldn t know how a rifle worked (and you"d have to puzzle a little over a bolt ac-

* that much like an off-beat crossbow you could very

well figure out how to aim and fire.

1isl.* 1a players already have conventions on voluntary control, and 1 like your
rerolling ot some characteristics for the were-form. The LA Idea of holding

stpngth pnsta-".t, and using the same strength for both forms, has something to be

said for it, but 1°d buy their practice of claiming nobody with strength below XX



could be a were only IFf they played that nobody with a strength below XX was
subject to curees. .

May (AND Lee Gold); Uh.._.Lee...what happened to that firm opposition to xeroxing?
This Is not a verbatim copy of the first ten pages or so of
Empire of the Petal JThrone, but It"s much more than a precis or review.

UCLA: Exact match between reaction time and melee-round length won"t work because

the players have to speak words rather than swish swords or point fingers. |
agree on the concept of time limitation, but who has a way to avoid penalizing the
first to speak/benefltting the last? ** Who In the world told you that a were Is
not In control of Itself when In were-form? Non-goddamn-sense, sirrah.

Davis: Excellent Idea about the defensive spell-absorbing models which prevent the
totalling of a castle with a wave of the hand. ** Well, yes, 1 think you"re
right: most of us don"t face players that will be shouting at us every minute or
so to let them fudge the rules. (©r, as Cyrus Ching used to say, "Not twice".) If
you have that problem, drastic measures are understandable. ** Agreed, too, on the
need to slightly crock over-slick solutions. Bill Colbert had one of his Characters
hit hard by a sword and finally recollected that Characters spoke Common and their
Alignment tongue. So he had somebody shout a warning in Chaotic... It was the
first time anybody had sprung that on me, so (In line wun what 1"ve said elsewhere
about the DM having to play fair too) 1 rolled, the turkey didn"t think quick enough
to catch the trick and spun around on guard. Next time, though, victims of Realign-
ment will simply turn out to have a marvellous aptitude for another language and
pick It up In a few weeks — by coincidence, the same few weeks during which they
forget their original alignment tongue. ** Uh...Clerics, not wizards, would be making
the Cure Light Wounds potions, 1 think. And an entire week would be how long It takes
for the manufacturing process to be completed. It nowhere appears that this means
an entire week working on nothing else, any more than research Involves unbroken
devotion to nothing else. You work for a week, total, or research for X weeks, total,
but you are not In retreat while you do these things. 1 would grant that you"d have
to account for the time pretty fully In research — |IFf your best friend came In from
an expedition and had to be tended for three days, your week of research would take
ten days of game time — but total Isolation Is not Indicated. ** Good points on the
use of artifacts. | tend to give out small numbers of potent artifacts and larger
amounts of small-advantage Items which are about as powerful as Swanson Powers; that
Is, fun to have and use, but not giving the user an overwhelming edge over the oppo-
sition. Half the people In Camel lan have a weapon or a piece of armor with +1 on
It, but Only one has a Sword with any special powers, and only one has a sword with
even a limited 2. ** Sorry, that Interpretation of "Charmed” is Swanson®s Idiosyn-
crasy. Charmed does mean enslaved; see the basic 0SD books and, for a gloss on the
text, my comments to Blacow two pages back. ** Er...the trouble with the Idea of hard
military discipline — aside from Its effects on the Players, not that these are
negligible — is that you don"t, strictly, have a military situation. A commando
raid gives the victims an Impression of wild-eyed battle frenzy, all right, but it Is
thoroughly planned on the basis of maximum possible knowledge of the enemy"s strength,
location, equipment, disposition, organization, and mission. Unless you have a very
unusual dungeon expedition going, you are proceeding against an enemy of unknown
strength, unknown equipment, hazy Hlocation, questionable disposition, mysterious
organization, and no particular mission. The collegial type of organization Is lots
of trouble on the battlefield, but son™blmes you have to use It because the problem
— making ad hoc decisions on both goal and methodology — Is the kind for which
this type of social setup Is the best. ** Your super-poisonous Stingwlngs prompt me
to ask: how do imest of you people play Pilson? 1 treat It as that a creatures poison
does Its hit dice of damage. This doesn"t allow for different types of poison, true,
but 1 kind of chcke at the lIdea some DMs follow of assuming that half damage from
poison means doing half of your hit points. 1 choke even worse at the ldea that a

rock scorpion with 1 HD can kill an FWXVi who doesn"t Save vs. Poison, or the other



Q(Eat%pme same rock scorpion has exactly the same poison effect aS a 12 HD

That"s a slightly different Fox-Splrlt than the sort Brilliant Jade Is.

Gemisnani :
She Is a Taoist and learned to take human form after a cycle — sixty
study, not after praying to Buddha. (A heresy, by the way: Buddha
thrSob”e Vair blt Amidist Mahayana. Buddha showed
vonrSfr/ n anywhere on It Is by walking that way
irituff brought her to the realization that all this scholar-
wac rh» ry® & learned In order to pass the examination; that
ft was a™sl thrnn? fnstead of_merely taking_human form.
K which she acquired a human conscience and realized what she
lovers for the past (uncertain) years. Brilliant Jade

had been doing to her mortal
ha™ a number of crocks due to her were-nature, and not all of them show up In the

aUgnment with Integrity: | cautioned others against doing
.1, Qhod, IFf you weren"t aware of the difference between chastity
virginity @ physical state) | don"t think yo” re

LSf:*

that y» vet- ** Il buy your suggestion

hirw-~rf, ® ® Gbuttesan If you also accept that gettir

%L ,o\TE "77 [l B Ihto a Fighter. Force msieore should no? be *
s 1o affect Type. , Man"t irake head or til of your section on being turned

whFfll armor . If you won"t believe that a pretty girl can look attractive
" " garb, why, that"s one less competitor | have to worry about.

While It can be done by Lawfuls without Divine retaliation, most Players
or alarm Chaotics who are Slept only to prevent pursuit
0 ronect rlh Neutrals - Including animals - rl}Jnder Sleep Is an excellent way

- ,,0l.ect Bad Karma, If you want Bad Karma that muc

HIE ® further back and you™ll find that not only are Gygax®™ ''Stlrges"
Zelazny s Striges, Zelazny®"s Striges are from Slavic mythology.

McGrew: No reason to assume that Undead are fanatics. Skeletons and Zombies are
af compullsion to defend a Cleric®s or Magic-user®s property and
other Undead have at least rudimentary and possibly acute
av0|d danger, although having no morale rolls most will
- attack, and espactalV If they are free to
m pushing In recklessly against silver or magic,
could In principle

i N
tha soldiers. This is a lot too gross: ! tend to expect that If they are simply

preying, they are satisfied" with Levels equal to their hit dice. If trapped or

them *hev oF\o terrltor¥, or IF fighting off an attack by weapons that can harm
them, they of course figh the death (Whosever it may be).

Sha*: Blacow was just carried away. | didn"t say that a rape was Lawful; |1 only set

Twini L *.ASunng out what happened when'™ rape was attempted. 1 suopose a
uawfu! could try, but he wouldn®"t be 1 for long If he did. -
Virginity Is the state of never having copulated (In theology, add "jllilRoly'")
- foam-iv’ Pe'—oelye It magically. Heck, you don"t suppose one would ask
fi 1R~" *x 1 doll-
s about YWWH s Allgnment but the massacres by His followersO%\nCa ©

persona ly~conducted spell '"‘Chaotic” to me. And the New Testament -!

Alignment of somebodi/ who was so attached to a regulation
1, that he wouldn"t alter ft until

anything bv Ayn
Try speaking to them In

"hfrsn
cn he d made, and which he could change at wi

=

tv* 4Dmnr?1 re_ lably guess Alignment on her Characters.
ih.. appropriate Alignment language and see If they answer.



Sherna Comerford writes from Hackettstown; *

WELL, HCm. .. June 76

ME is so large now | haven't been able to keep up —
so here are mailing comments on the last 3.

#10

EJN Adruschak: | don’t think a single item, like a

Mirror of Life Trapping, is too much
to ask for on a single wish. Wishes may need to be
controlled severely, but it is possible, also, to
devalue them too much.

Gold: | may try your new dragons. The purple
sound especially useful. So do your dra-
gonets. | 've been having problems fitting full-size

ones into 10' wide corridors, and | hate to trap them
in large rooms they can’t get out of.

Bonsai ents?llt 1 love thatl Lee Burwasser has
done some development on how they might have gotten
bonsaied, and what certain Sylvan Elves would do if
they caught someone who did such a thing.

Hilda Hannifen: After getting disgusted with dwarves
detecting all our traps, Dick Eney &
I have decided that in Carnelian there is a chance
they won't. After all, not all secret doors are
found even by Elves. We have a matrix that varies
with the level of the dwarf and the level of the

dungeon. It gives them a good chance. A Level |
Dwarf on Dungeon Level | needs 1-5 on D6. But unless it's a dwarf too strong to be
there in the first place (a Level VII on Level I, for instance) there’s always a

chance to miss.

Carnelian sometimes has problems with slow preparation, too. We Insist that players
arrive at the appointed starting time with their character sheets all filled out, or
take someone (randomly) from the hiring halls — pre-prepared by us. (To be accurate,
the Freelances®™ Guild or the Student Union Employment Office will show you the people
who are looking for work...show the Characters the people, and the Players a verbal
description of what they see, In other words...and when you"ve hired them you find

out their endovments.)

Are male and female dwarves hard to tell apart? | thought most of the males were
bearded. Of course, if they are wearing a cloak and hood, that’s not obvious either.

Ken Pick: You suggested that the point of unconsciousness be the same number of hit
points as the Chatacter's level. That's pretty severe. It means a Level I

fighter with 12 hit points would be knocked out by a two-hit-point cut.

Carnelian has had some pretty exciting mon”nts using the system that you are down, and
mortally wounded, if you drop to exactly 0 hit points. (You can be healed 75% of the
time by a Cleric or 50% by Healing Potion, if help com”s in 6+D6 rounds.)

I've also had an experience with an expedition member who let his party in for a
battle without warning them, much less getting approval. In a lawful type with
intelligence Or wisdom better than 7, it should be potential grounds for realignment
to Neutral, especially if anyone is killed. My party wasn't even in formation — we
were s till licking our wounds from a previous set-to — when our action-loving comrade
deliberately set off more action.



Actuallyf Gygax has given his blessings to nonhxman,clerics. |In fdct, he's given
his blessings to anything any given DM chooses to allow in her/his dungeon. |
don't have the copy here to quote but he said ina prior ASE that he doesn't want
his rules to be the Ultimate Law of the game; they are intended as guidelines oriy.

Margaret Gemignani: Thank you for the kind words. | would like to make a correction,

though. Jillabeth is my MU/IV. She just had her 11th birthday,
and she's a sweet kid. She really doesn't have anything to do with my SCA persona.
In the SCA | am Moira Maureen ua Seamus, Lady Green Hills, O.L., O.B.T., a Fourth-
Century Celtic barbarian, 33 years of age and a whitesmith (jewelery, metals, etc.)
and artisan.

Joel S. Davis: | interpret Sleep the almost unbreakable spell of the tra”~ional

fairy tale. The victim doesn't awaken unless the spellcaster releases
the spell or dies, or a Dispel Magic is done successfully. In addition, the victim
will waste from lack of food, dehydrate, etc. Sleep is not Stasis! Also — 1f the
victim is hurt, under Fear as well as Sleep, etc., the sleep will not be peaceful.
You can have nightmares you can't wake yourself up from.

Your occupations tables are very nice for people encountered ~ a wilderness/town/
dungeon. However, | would much rather write the history of characters I'm going to
play myself. | can feel closer to them if they are shaped more fully by me withir
the parameters of the basic die rolls.

Samuel Edward Konkin I11: I'm still trying to work out better realism in re response

to injuries. How many people do you know who can fight
with an arrow through the guts without taking additional damage? And the present
system makes it very difficult to work in such traditional elements of adventure”
fantasy as deathbed vigils, comrades who are so badly wounded they ask to be slain,
and especially the tension and uncertainty while waiting to see if the chirugeon can
save your fallen comrade.

Saruman Neutral? | don't have the books here (I'm briefly in the hospital — out
soon nothing critical) but I'd have to look closely to know if | could see him as
anything but a case of realignment by choice. He must have started out Lawful to have
been head of Gandalf's Order. Aren"t there private communications (mentioned in the
Guide to Middle Earth) Which say JRRT regarded them as Valar of a sort? Saruman was
corrupted by the same power Gandalf and Galadriel (and even Sam) resisted.

"\larms & Excursions #T1

Lee Gold: Ouch. Since purchasing it, Bear-Daughter has borne Vertigo as a First

Level spell. She’ll certainly shift ~ you are actually shifting the way
you play it, but that is a trifle mid-stream, and will alter her usual defensive
strategy. She may even have to forego Vertigo until she rises a level (feasible,
but discomfiting).

Wayne Shaw: | can't agree on Mithril and quicksilver affecting Lycanthropes. Quick-
silver is utterly different, and Truesilver, by the properties we know
it has, is pretty different too. | think the antirmagic power of common silver

should eemain unique. (1 would suggest, though, that we also know MFfthrll®s proper-
ties are seml-maglcal and ft Is plausible that It should do something more than
steel. What do you think of this: MIthrll protective gear Is +1 against Lycanthrope
attacks and MIthrll weapons, though they won®"t cut, strike as bludgeons, doing 106
damage? For MIthrll spearheads, thrown, 1-2 HP damage.)

Not only are there DMs who roll the Characters' attacks, but | heard third-hand of
one who insisted on it. He says that if the Characters are attacking with weapons
that can't harm the monster, they shouldn't know that even a 20 won't hit. I'm
trying to get word back to him that a Fighter might just happen to notice his/her
best swing or dead-on xnissile shots bouncing o ff.

| presume that the Tentacle in your spell is non-sticky, or you wouldn't want to use



it for climbing, Usefull Bat I'd rate it a trifle high for First Level, since a
single 30' tentacle could selectively strand at least three very high level types
at once, if they weren't in plate.

| have a Melnibonean M-U with all kinds of ideas on how to use it, if you clarify
these points.

Your new Shaw abilities & disabilities chart is interesting. | would like to know
how it works out in use. However, | do find some of the things on it a little
strong. | prefer the Swanson tables, because they give a slight advantage — one
which helps me to characterize — rather than one which has a really heavy effect

on the 6 basic characteristics. Sorry — and do let cia know how yours works out. =

Eric Holnes: Why does everyone think First Level Clerics are useless? (Including

the Clerics theaselves, pretty often.) They can swing a flail or mace
and sling alongside the best First Level fighters, and in addition they can turn
occasional Vndead, | suppose that if your Dungeon limits them to leather — as |
hear some do — then they need as much protection as an M-U, but otherwise...you
ought to meet Lucy Clemsdaughter and her war haasimr Boris} “ne some day.

Jerry Jacks: | would guess that throwing Permanent on a Mage's Sword below Level VI
would get you a hair with a permanent wave in *t. *Sigh*.

Jason Ray: Actually, adamant is diamond, so adamantite may not be m etallit at all.

Glen F. Blacow: | don't agree that the system of deducting a Constitution point per
resurrection is logical. A character down to her/his last couple of

resurrections (if the dice rolls were favorable enough to allow full use of one's

fairly allotted resurrections) would have Constitution of 1 or 2, which is ridiculous.

Pick: I'm not risking myself when one of my Charactexs tests out an unknown
magical item, and | certainly don't blame them for wanting spells which
will make it safer. It's rather illogical to think they wouldn't.
Actually, if these spells are ever researched, it will be by Bear-Daughter (MU/V).

She works for Papa Sylvester (a non-player Character) who runs the magic shop in
Carnelian. He's an analysis expert, but he learned his analytic spells from someone
who put him under geas not to spread them around. Therefore Bear-Daughter has to
research her own — and | would be falling to live up to her characterization if |
didn't have her try to do just that.

Read Magic is great for scrolls, but it's hardly going to help you as you gaze into
that unlabelled potion, or scratch your head at a spool of thread that responds to
Detect Mrgic.

What makes you think our Dungeon monsters aren't intelligent? Tell that to anyone
who has met Smithareen or Aaron Goldfarbl | understand that this is an important
fact to you, Ken, but please give us credit for having realized it too.

I like your comments on Phantasmal Forces. I'm still trying to work out just how
to play it. For example — if a phantasmal Lord attacks whatever is attacking you,
the monster should get a saving throw vs. Magic, if the throw fails, should there

also be a saving throw to see if the Lord hits? My M-V's are certainly smart
enough to know how to imagine/recreate 8-hit-point sword blows. Bf course after
more than 1 or 2 of these the Monster might get suspicious, byt by then the Monster
might be dead. -

Saving throws vs. Sleep? | hope you warn players new to your Dungeon about that.
(©r, Hke Jehan when Jenny Slept that Superhero, allow Sleep-wlth-Saving-Throw to
have a wider span of effect than standard Sleep.)

Alarms & Excursions 12

Lee Gold: Brava: In Carnelian there is a law that a player Character may not lend
or give any dungeon-useful item to another player Character free, unless



they are on the same Expedition and then only for the duration of the Expedition.
(And a little time beforehand for practice). This is considered legitimate because
if X is better equipped he/she may save y*s life — common prudence! Otherwise,
items must be sold (sale price, not loot value) or rented (50% of its value per
Expedition) .

The only exception we have made is for a particular team of 3 characters (of one
player) who own their Mule and his gear in common. The mule, Boss, is so much like
one of the family that Vardis (MU/IIl elf) complained that renting him was like
slave trading.

I think 10,000 GP is too rough tor Resurrection, even to make it less commonplace
(which may or may not be desirable). Only one of im) 10 Characters could make it,

and most couldn't come near. You are right, easy Ressurection makes the game less
exciting, but there are plenty of other ways to make it exciting.

I normally follow a policy of making tough decisions against myself unless it is very
clear that | shouldn't. I will, however, draw the line at making it very much easier
to lose a Character I've put a great deal of work and caring into.

Steve Perrim | can't agree on topping out weres based on their hit dice. Those are
the number of dice they start with, but surely a were can gain hit poic.is
from experience too. When my werebear goes up a level, | add his new hit points to hds

were-form’'s hit points as well as his human form's hit points.

Charles McGrew: | don't know who's been running Vampires so poorly. Crosses don't
make them helpless according to what | 've read; the Vampire simply
shrinks back and tries to get around the cross, and at the person holding it.

| can't agree that any act is inevitably Chaotic. 1'd have to know the circumstances
first. Even killing other Lawfuls could be defended by circumstance. Most religious
wars start because this group of followers of Law don't like how that group of fol-
lowers of Law follow Law. |If the group attacked responds in kind, | wouldn't call it
Chaotic except for those individuals who enljoyed what they were doing.

All that aside, 1 would indeed Realign anyone who wasn't acting wthin a reasonably
broad interpretation of the stated Alignment. In fact, | wouldn't merely advise
him/her "you have just been Realigned”~. A soul-shaking like that needs a proper stage
setting — and I'm quite ready for the first turkey who honestly deserves it.

N~.lk Chilenskas: "Why should the M-V throwing the spell get only as much experience

as som low-level who sat around and watched?" That depends. DLid
the low-level support the M-V in any way? Did the low-level act as support in getting
the M-V there? Guard the M~V's back (whether or not it happened to be attacked)? Was
the low-level prepared to fight his way back to safety with the M-U's body if need

he? Was she/he actually excess baggage (which is possible) or was he/she doing the
maximum that a Character of that level can do? If the latter, why should the low-level
2e penalized because the M-V is the one to do the spectatular part? I'm very wary of
trying to define the phrase “did the most work”. | think in your valid att&npt to
penalize the deadweights, you are in great danger of losing sight of the person who

is giving all he/she has to give, quietly in the background, and taking the greater
risks because of being much easier to kill.

I'm impressed by your development of religions as a factor in D&. | don't agree
with all the details, but | can see that the system would add quite a flavor to the
game. | particularly like the integration of ritual other than the formal magic as

described in the rule books.

I also like the fact that you say that one group "considers" the alignment of
another group to be X, You seem to have an absolute standard of what the Alignment
really is, which may or may not be "realistic”. The fact that Group A judges Group B
to be non-Lawful (etc.) is highly realistic.

| am saddened to see that you regard Druids as Chaotic, however modified. I'm



afraid you've been prejudiced by the bad press Christianity gave them.

My understanding of the matter is that nearly everything we know about the actual
practices of the Druids eomes from the Christians, who were trying to destroy them,
and the syncretists, who were trying to interpret them for their own ends.

| also suspect (knowing full well Tt is my own vision, not a True Interpretation)
that human sacrifice, and much cf the rest of Druidic ritual, was involved with the
great Mystery of Death and Resurrection. |f there is to be Resurrection (Spring,
crops, babies, etc.) there must be Death and sacrifice to make it possible. How-
ever the other religions interpret it, even if they think Druids "work for (man-
kind's) downfall at all times", | see Druids as Heutrals and highly developed [ ]

pantheists.

Margaret Gemignani: Playing D& as a competition between DM and player can result
in some ugly scenes. The DM holds too many of the high cards.
When | DM, I'm out to give the players a good adventure, with rewards or penalties
fairly meted out. | don't have anything to win or lose myself except for the
satisfaction of having been a fair and just Deity. DSD is not a zero-sum game.

Mark Swanson: Actually the "clear” spell is still an experiment and it ~ possible
to get around it, if you can find the way. I'm trying it to find a

satisfying balance between the turkey Who tests out all magic on finding it, and

the parties which inevitably bring out all magic untested, to pay for analysis.

Richard J. Schwall: Barvo on your comment on the D& hit point syst&mt It simply
does not simulate reality in a way | find satisfactory.

| prefer Players to have several Characters of various professions. Levels, and
personalities. It lends variety to the game and flexibility when making up parties.
I don't get to play often enough to be hampered much by recovery times — but Dick
and Lee Burwasser and | do a good deal of non-Expedition playing among our Charac-
ters (much shorter when Dick & I must phone accross the 300 miles between us), so

recovery periods are played out in full length & sane detail.

None of Characters would take six months off for enchanting X-Ray Rings. They
are too busy living their lives day-to-day.

| prefer scaling monsters to party by levels in the Dungeon. Any 1lst and 2nd Level
party which goes to Level V knows it is committing probable suicide.

Glen F, Blacow: The Balance, yesl

Who rolls dice for spells carried by ChaoticsPI? The only way 1'd
do that is to roll for spells carried by Lawfuls and Neutrals, players as well as
Monsters. Free Will for Chaoticsl It's the only way to keep the Balance.

(On the other hand, unless you have your Chaotic so superhumanly Intelligent that
he/she knows In advance what®"s going to appear, you shouldn®t have all her/his
spells useful In combat against the Expedition. |1 would tend to play that all of
them have a handful of general-purpose combat-effective spells — low-level ones,
of course, might carry nothing else. Higher levels would have their normal business
to carry on, just as player Characters do, and would be carrying some other spells
that would be useful to them In that way: e.g. that MU/VIIlI that MerlInden snuffed
when you fought the Hobgoblin ambush, In addition to good stuff like Lightning Bolt,
had a few Items that fit In with his Character*. He was the equivalent of a KGB
Commissar, and one of his spells was a reverse Ventriloquism: Bug. He used It to
listen In on the conversations of suspicious Hobgoblins... —- Dick Eney)

Robert Sacks: Law and Chaos are described as Decreasing vs. Increasing entropy in the
various works of Michael Moorcock, which is where Gygax seems to have
found the concept.

And the Post Awful closes in 15 minutes, so | must run!

Safe trip,
SHERNA



HORRORS FROM HANGTOWN

Being the re-entry into the horrifying world of DampersandO fandom by
Robert E. Hollander who, though currently up In Kings Canyon National
Park, normally resides at 33 Richmond Rd. #203, San Anselmo, CA 94960
This zine Is intended for the July mailing of A& (#13) and is typed
in mid-June to allow Lee plenty of time to get it stencilled. This"
is a Vulture Publication.

I will deal mostly with comments on #12 at this time, saving monster
descriptions and the like for the next couple of issues, when 1 won"t
have the mailings available to make comments on. I have lots of
material too.

General Comments on A&E #12: |t seems like less than a year since Lee
and | started discussing the possibility of a monthly D& apa. Judging
from the size of this 1issue, | think we have created a monster. Of
course, mine was larger than most, since I got two copies of everything
from the third page of Notes from the REalm Fantastic to "l Have an
Egotism of 20" (which 1#s"n"t even on the contents page). | should be
able to get two pages out of it with no problem.

LEE (Tantivy): I don"t allow magical equi pment loans at all,
though |1 think characters pooling to acquire a particularly expensive
magical 1item is OK and iIn somecases commendable.//In San Anselmo, 1 had
one MU who wanted to Phantasm a higher level MU who would then throw a
higher level spell. I told him the monsters would get several saving
throws. One to see If they believed the Phantasm, two to see if they
believed the phantasm was of a sufficient level to have the spell
(Cloud Kill, in this case), three to see iIf they believed the spell,
and four against the spell itself, with each saving throw dropping
two. The playerdecided against it. A Phantasmal Cleric could not
possibly have any effect unless the MU was Lawful, since the neutral Ity
of the caster would cancel out of the effect of the goodness of the
Cleric assisting him.//Good comments on the Mirror incident.

The Voice from the Dungeon (McGrew): I may have misunderstood your
chart concerning constitution but it sounds as if you are saying that
a person can be hit for more hit points than he has without dying.

This negates the entire concept of hit points. I think the bonuses
allowed on hit dice for characters with high constitutions are suffi-
cient without playing games with the basic rules.//1f you are DMing a
vampire, 1 hope you have enough experience to know an intelligent mon-
ster will use tactics. One possible suggestion would be to have the
vampine turn gaseous and reform himself on the other side of the party,
attacking from the reac. This gives the vampire a second chance to
surprise the party. The cross (or other religious symbol) does not
panic a vampire; it merely makes him very uncomfortable,

Al Araaf(Chl lenskas): Sir, 1 do not know your Ffield nor where"you
received your religious training, but as a tolerant Christian seminary
student with some background in both Eastern and Western religions,

I feel compelled to take exception to some of your comments on religion
I must assume in your comments concerning Islam that you are speaking
of some development iIn the future. The.Muslims in India are still
pursuing their Holy War against the Hindus and even in the Middle East
they can hardly be called tolerant. Further, Islam is no more anti-’
magic than are Judaism and Christianity.

As a good friend to many Jews (who are still wishing that |1 would
become a Rabbi rather than a minister), |1 object to your idea that
Jews are isolationists. If it had not been for Jews helping me out of
sticky situations at various points in my life, 1 might not be here



today writing this.

I strongly object to your treatment of Christians. You have, 1
admit, aptly characterized the negative aspects of some people who
claim to be Christians, but like any unstudied stereotype, it leaves

a great deal to be desired. The true Christian, of whom there are
many, will help anyone who 1Is In need, without regard for race,
religion, creed or material recompense. This was true even in the
Middle Ages. The magic condemned 1in the Bible was assumed to come
from the Powers of Darkness. Obviously, a Lejwful MU could not use
magic of that type. Even In the Bible, condemnation of magic use is

not universal (Simon Magus, in ACTS, 1is condemned not because he is a
magician, but because he wanted to buy the power of the Spirit (a fact
that might be considered the next time somebody wants to buy a scroll
of clerical spells)). Indulgences were not a common practice until
the Ilate 15th century, at which point the Reformation had begun, and
the Roman church was no longer the only Christian church In Europe.
The Eastern Orthodox sects never went in for that practice. [,Ad the
Catholios sold indulgences not as forgiveness of sins (i.e. to get

you out of Hell) but as aid for the not-sufficiently-repentant sinner
(to shorten your time iIn Purgatory). Raise Dead Fully 1is a spell

similar to an indulgence.--LG2
In the course of a seminar on Jewish mysticism, |1 learned that the

only relationship between the English "cabal” and the Hebrew "kabbalah™
was the sound. The Kabbalah 1is NOT a magical religion; it Is a
mystical form of a religion. If you don’t know the difference, try
looking it up.

I was hoping to see a discussion of Buddhism before you left the
Lawful religions and was very surprised when you didn"t mention it.
I don"t know how you could miss the religion with the largest number
of adherents in the world today.

Taoism is not technically a religion, being rather a philosophy.
Shintoism 1is best described as a pantheistic sect, creating redundancy

in your discussion of the neutral religions. I would tend to put
fanatics of any religion in the neutral category, rather than iIn the
chaotje. The original religion would doubtless color their view of

neutrality, but that would not change their basic outlook.

I tend to look on Chaos as Evil, Gygax®"s comments notwithstanding.
Therefore the only chaotic religions would be those based on devil or
demon worship.

In closing, let me state that although 1 am a Christian, |1 believe
that any person who fully believes in his religion and follows the
rules laid down by it can be considered Lawful, provided his religion

be lieves iIn the power of Good. This is true of Christians, Jews,
Muslims, Buddhists, Dionysians, and worshippers of the Mother Goddess.
If you want to retain your religions as they stand, |1 suggest you

change their names.

Anyone want to Buy a Coat of Mithril (UCLA CC): i thoroughly
enjoyed your guidelines for Chaotics. The fact that there are 18 of
them should demonstrate that there is a great deal of difficulty
Involved In playing a Chaotic character. It may even discourage them.
As my proclivities are probably no longer as well known as was once
the case, |1 will explain. I run a Lawful dungeon; Chaotic players will
have ceilings dropped on thejr characters. I do not feel that this
is unfair since 1 warn everyone before the expedition. I feel that a
chaotic party would only add to the confusi,on and not the enjoyment of
the game.

That®"s all for this month; more Ilater.
REH



MANY WORLDS

by Margaret Gemignani, 3200 NE 36th St., 7907, Ft. Lauderdale, FLA
Glenn super cover

Lee: I agree that most interplayer coalitions will not work unless
there is something to bind the players together as using them for the
same cause or testing in D&. Sometimes "Sure I1°d be glad to bring it"
is as good as getting it, since you got the experienced character and
magical item and good expedition. I agree about revival: the price
should be a percentage or higher than that unless the character does
something special; then the price is on the house. Penalty payments
out of the price or owned should be given to those who act like turkeys
and get Kkilled. IT they cause another"s death, then they should pay
for the revival. Cffear, hear.--LG2 In all things, the poor player
should have a low rate down payment.

Steve Perrin really shook it to them with that table. A bit rough,
fo iks .

I did not know a creature in a Mirror of Life Trapping could trhow
anything out of it. [.They can*t unless evoked or set free.--LG]

You get some hirelings, Lee. I wouldn™t let anyone call them flunkies
When offended other characters In a dungeon, one should add a gift and
repairs and a personal apology.

I had some Gargoyles who went down to non-magical weapons. Maybe they
or the GM did not know this was not supposed to be. Sometimes the GM
has been liberal since some dungeons don"t have that many magical
weapons.

Son of Star is super-lawful by heredity as played in NY dungeons. NY
dungeons are humorous in many places, so why would their paladin be
embarrasssed to be a werewolf.

Sacks; a good point on noblesse oblige. Most people do not use it
effectively.

Folks, some of the neos iIn this zine are complaining about the secret
messages of which |1 am guilty. I think we should all stop. Referring
to Apa-L adventures which are not repeated in A& only tantalize the
reader and make him feel unwanted. Same goes for comments that are
only understandable by a few. Let us try to identify all items, so
those who came iIn at the end of our conversation can enjoy It too.

Good tables on Balrogs, a team Tfinally defined, and also one of the
most funny dungeon songs: ‘'You Bash the Balrog."

Steve Perrin: people should realize there are several different kinds
of elves and of weres. There are true weres whoso were-form is human
and weres whose were-form is animal and ha If-man/half-animal characters
about the closest to which has been Blacow®"s Fenris Priest. Elves

come in varieties too. High elves like Tolkien, Ilower Elves like

noble EIF, lesser lord and lady elves like Anderon (Broken Sword)
Elves, Forest folk, country folk called the People of Peace in the
Middle Ages and not so good. Standard D&D Elves are a little bit of
each, wusually most likely a minor noble or a forest elf with potential
ti raise. Some D&D Elves are little betters and some a little worse.



Steve, 1 don’t think 1°d be as generous to Larry Talbot, werebear/
wizard as you are. An experienced high level were has full control of
his transformations and intelligence and does not go into blood lust.
He would be mighty powerful at 15 and out of sight at 16.//As a cleric
it would depend on what kind of were he was. A true were could Trise
all he wanted as weres among the were-tribes. A were-were would be
extremely limited, since he might need a forgiveness of cleric to

rise to any cleric level. An animal man or woman could be used as a
cleric among themselves or liminited in rise You have some good
tables, though a little rough for combat and strength.

Welcome Kay. Some good ideas In your zine.

Gee, Charles McGrew, I would like to play in your dungeon, but the
tale of the big turkey rip-off is sad that you did not do something
about them. I can’t understand it; it is your dungeon and you got

ripped off by a couple of real dumb chaotics. At least you should
have been ripped off by intelligent chaotics.

There are numerous Medieval groups iIn England. They are not SCA. The
Office of the Registrar for the Society for Creative Anachronism 1is
Box 1332, Los Altos, CA 94022.

John, 1 understand you got a drawing of your characters Phaypole and
Hrothgar flying on Pegasi from Cosmic Frog.

Bob Hollander: many missionaries and religious people like D& and
do highly creative work. What does that say about the game?

Wesley: I loved the story of the Stoned Acolyte, also the work you
did on Orbs. I hope Jacques got a resurrection.

Another outstanding series of articles 1is by Mark Chilenskas.

Jeff May, 1’m glad you appreciate Empire of the Petal Throne. In no
time you should be able to go back and get that magic user who
zipped you.

Coat of Mithri 1: |1 see you be lieve iIn the old slogan”™ Fight Dirty
and win. You are aghast that 1 should suggest that some of the
clerics in various dungeons get a chance to take it a little easy.

I am surprised at your being so callous and unfeeling about the poor
clerics. I believe in risk, sure, but | do not throw it away and |1

do not cultivate and tender care for a character for a number of
adventures to have some wiz cart him off as a zombie. Getting bloodied,
getting experienced, learning how to deal with situations without giv-
ing in to the first instinct to run, learning when to run and when to
fight should make your weekends exciting. If youare looking for a
Roman circus in which the bodies pile up high, look up HellGate; they
like BLOOD there. I’m surprised the blood has not yet been the GM’s.

You folks at UCLA have a reputation to live up to, a bloody one. You
who like blood and the thrill of death as the Spanish are iIn love with
death and want to make a thorough sure-Kkil I dungeon for shame. What
happened to all the glorious dying and risk and tasting Of blood in
your mouth. As |1 said, if 1 pay the thief Tairly, he’d petter behave
If 1 have to tie him down every night to keep him safe, 1 should have
left him home at the guild house.



Nick: let me explain, there was a different set up of feudalism in
Europe.and Japan Europe was mounted: japan wasn"t Japan fell from
the ambitions of the political classes and military which did more
destruction than gun powder. Gun powder was known and used in limited
ways 1in the East for generations before It began to destroy the West,
It has much to do with how long your codes of conduct and discipline
and honor can hold out How long do you think your characters” and
StormGate’s code could hold out against .45s and immunity from poison
and all those things.//Most people do not know what a difference there
is between LA and SF. I did not.//Someday somebody is going to take
you and the other chest pounders up about how their dungeon will take
on anyone...and then |1 hope you are not too fond of that dungeon,

Come on, Nick, Wayne, Ken; you can do good work, so let us get on to
good deals. And stop that chest pounding.

You do not have to kill anyone to get a unicorn. I always
thought they were born that way. What you need 1#1a a virgin (male or
female). If you can produce one, you can get a unicorn. But a virgin

is harder to find and convince a unicorn there Is a grade A virgin 1in
the house than a ninth level magic user is to kill off.

Nick, 1Ff you can convince me that you characters have earned
everything they got the hard way, you can have a .45. Glenn convinced
mo of this and that"s why he has two dwarves who are not kings with
+3 warhammers.

Colorado: nobody can beat the dice if they go up against them. Higher
level by being higher level must go out against higher Ilevel monsters
so the hits egual out. Luck has a little to do with it, but caution.
experienced, common sense and being able to think on one ls feet are
what keep the clerics from being overworked.

If the army or castle has any sense, they®"re going to have a
highly paid wizard hanging around the area. I have seen purely mi
tary combats because wizards cancelled each other®s spells out.

Glenn: good monster 1in archghouls.
Mark S: tell them how it is, so those folks volunteering their pet

dungeons for macho trips won"t get too upset If the dungeon does not
massacre the players.

Clear Ether: my favorite Chaotic. Somehow 1 know you must be a
Libertarian. You have one of the best brains in D&, really good
intelligent material. Do you know that the pattern In Amber looks
like a giant spider web? I once knew a fellow who saw God as a

spider and believed the Universe was a giant spider web.
Richard Schwa I are things better now. I bm sorry you got confused

Planerium®s Pulse: Glenn is not screaming about the new psi powers.

He 1is not using them 1iIn his dungeon either. What he Is screaming about
is big turkey shot or macho trip. He does not like having them come

to his dungeon and get =zip because of overconfidence brought on by
having things their own way.

Sublime Portal: the Ring of Rhinegold is a little out of most
dungeon lines. Most dungeons don"t deal with the doings of the gods
and goddesses and their descendants. As 1 said before, if you get
more power, Yyou have to have a bigger enmy. I loved the opera too.
Fire Music is good for playing D&D by.



Charles, Eight-Sided Die: You can say the same for the game where the
favorite player character is always getting the treasure, and you are
always getting to be monster bait. Some things spoil the game for
everyone and make you wish you had stayed iIn the tavern: the Chaotic
DM, the overly strong highlevel types or the turkey shooters who are
out to summon as many monsters as they can to get up in the world.

If Dingus and pals are so low they have no more spells or Tfighters,
they should be making tracks quiet like out of the dungeon and the DM
should get them out. They really can"t do anything now besides fTeed
the local monsters, who are probably getting too fat anyway...and
ores are a bit sick of the same old food. The clean up committee will
charge extra iIf this keeps up.

Dan Pierson: how do your characters do it? I haven®™t seen so much
richness or magic since the last 200th Ilevel wizard made an appearance
in Clear Ether. He ran the place. Are your characters thinking of
retiring to run a dungeon?//1t would be nice If Clint Bigglestone
shared his wisdom with us. We keep hearing about him but never hear

from him.

Hi there, Stewart. I like your Elveners. You have some good material
and are Tforgiven. (Glenn, do you forgive him too?)

Wayne: you have no idea how much you and Temporalana make my day.
(Almost as much as StormGate). Are you trying to put me out of
business? I will have nothing to beef about.

A bullet doesn®t pay no mind, Wayne, as to who®"s important or kind.

It hits; It kills. The wizard must see you; he must aim; he can"t

do th~t with a bullet of sharp shoot on the roof iIn his head. A long
range gun could ruin a dungeon; you would not even see who killed you.
You have no chance unless you have a high-powered gun and bullet-

proof best. Why would a low level take on your Witch King? That would
be suicidal. Besides he might get dice lucky and get the Witch King,
but 1t isn"t likely.

Monsters from the City of NYOSA --Lee Gold

Grubbers - butterfly caterpillars. 7th level. armor 3.
Large disgusting creatures (dead white skin with loathsome green
bands at body joints) which can eat anything organic. They can

also claw through metal with their (+1) claws iIn order to get at
whatever 1is inside. They Ilike the taste of women particul arly.
They sometimes hang around with Rust Monsters,

appearing: 2-12. Lair: O.

Nyosan Butterflies - large creatures, with a 3 wingspan and
terrific muscles (strength 1is 15+). Wings are phosphorescent
white with green moire _patterns, A flying butterfly seen close
up generates a hypnotic pattern (save or be hypnotized.)
Butterflies (and caterpi llars)are not very bright so don"t use
hypnosis as Charm, merely to quiet down victims. Butterflies are
armor 6, but dexterity 17+ makes that effectively Armor 3 or less,
1-4 appear. They are 8-10th level, depending on size. They have
noison Tangs (poison does 2-24 damage) and sharp (+2) teeth.

They eat anything organic, spit thelr corrosive poison on metal
with something edible 1inside, (eats through as Rust Monster).
No lair.
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¢ NEW MONSTER/CHARACTER TYPE - PIXIES (DISNEY VARIANT) - DRAFT
EVERYONE, | AM SURE, HAS SEEN THE DISNEY MOVIE "PETER PAN", AND
AND IS FAMILIAR WITH "TINKERBELLE", THE FOLLOWING RULES ARE PRESENTED

FOR PLAYTESTING IN AN ATTEMPT TO SIMULATE THESE CREATURES.

ALIGNMENTINEUTRAL ONLY SEX:MALE OR FEMALE. ... .. HEIGHT:3-4 |INCHES
ARMOR class:2.. =SAVE AS MAGIC USERS OF +4 LEVELS...CHARISMA CHARACTER

PRI ME REQUESITE IS CHARAISMA, MUST BE 17 minumum; WISDOM LESS THAN 9
**NO AUGMENTATI ON**

¢ePIXIES - ABILITIES AND LEVELS**
LEVEL HIT Ol1E EP REQUIRED SPELLS LI L2 L3
G000 0000 00000 LR R XXX Sk 2ok 4 PIXIES MAY NOT USE
LEVEL 1 2D6 0 1 - - ANY ARMS GR ARMOR
LEVEL 2 2D6 +3 3,000 2 - - THEY MAY NOT USE
LEVEL 3 4D6 6,000 3 - - ANY SPELLS ABOVE
LEVEL 4 4D6+3 12,000 4 1 THIRD LEVEL AND
LEVEL 5 606 24,000 D 2 - THESE MUST BE ONLY
LEVEL 6 6D6 +3 48,000 5 3 - DEFENSIVE, CHARM OR
LEVEL 7 8D6 96,000 7 4 1 DETECT SPELLS.
LEVEL 8 806+3 182,000 8 5 2
ETCETERA

PIXIES OF THIS VARIETY CAN ALMOST BE CONSIDERED MAGICAL SPELLS
RATHER THAN NORMAL CREATURES, THEY CAN BE DISPELLED BY SUFFICIENTLY
POWERFUL MAGICAL SPELLS OR ARTIFACTS. (FOR EXAMPLE SOMETHING WHICH
COULD DISPELL A MAGICAL SWORD), THEY ARE USUALLY FOUND ONLY IN THE
WILDERNESS IN ENCHANTED WOODS AND SUCH, BUT CAN BE CREATED/SUMMONED BY
PLAYER CHARACTER MAGIC USERS BY SPELLS SUCH AS MONSTER SUMMONING, AND

PAG!

VARIANTS OF DEAMON SUMMONING. IF SOMEONE WANTS A PIXIE PLAYER CHARACTER

IT IS SUGGESTED THAT THEY BE STARTED OFF ALONE IN A WILDERNESS, AND MUS
TRAVEL TO FIND A PARTY TO ATT ACH THEMSELVES TO.

PIXIES HAVE SEVERAL NATURAL CHARACTERISTICS - THEY CAN FLY AT UP TO
36 INCHES IN A MOVE, AND PREFER FLYING TO WALKING. THEY GLOW LIKE A
FIREFLY AT ALL TIMES, THE COLOR CHANGING WITH THEIR MOOD, WHICH
MAKES THEM HIGHLY VISIBLE.THIS LIGHT CAN BE CONSIDERED EQUIVALENT OF A
TORCH, WHEN VERY ANGRY, THIS GLOW HEATS UP TO ABOUT 300 DEGREES CENTI-
GRATE, AND CAN CAUSE ONE PIP OF DAMAGE/HIT. THIS HOT PLASMA CONDITION
LASTS FOR ONE TO SIX MELEE ROUNDS MAX. (WNOTE* THEY WILL NEVER GET
THIS ANGRY AT SOMEONE THEY ARE ATTACHED TO, BUT WILL USUALLY FIND SOME
THING ELSE TO VENT THE ANGER UPON.)

IN ORDER TO COMMUNICATE WITH PIXIES, ONE MUST CAST THE EQUIVALENT
OF A SPEAK LANGUAGES SPELL OVERLAID WITH READ MAGIC. ESP HAS ONLY A
10% CHANCE OF WORKING PER TURN. AFTER ASSOCIATING WITH A PIXIE ON A
REGULAR BASIS FOR OVER 2 GAME MONTHS, YOU CAN PICK UP "SIMPLE" MESS-
AGES WITHOUT RECOURCE TO MAGIC,BECAUSE THE PIXIE IS DOING ALL THE WORK,

PIXIES ENHANCE MAGIC AT ALL TIMES TO THE EXTENT THAT ANYONE WITHIN
TEN FEET HAS THEIR SAVING THROW AGAINST MAGIC DECREASED BY TwWO, BUT
ALSO ANY MAGIC COMING OUT OF THIS 10 FOOT RADIUS WILL HAVE THE EFFECT
OF WORKING AT +2. PIXIES ARE +4 WHEN THROWING CHARM SPELLS, BUT ALSO
SAVE AT -4 WHEN SAVING AGAINST CHARM SPELLS DIRECTED AT THEMSELVES.

T
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PIXIES BY THEIR NATURE ARE VERY SELF-CENTERED, TEMPERMENTAL AND
NARCISSIC. THEY CAN BECOME SO OCCUPIED WITH THEMSELVES THAT THEY CAN
BE CAPTURED MERELY BY BEING APPROACHED SILENTLY FROM BEHIND, AND IF
WELL TREATED (AND FLATTERED) CAN BECOME SOMEWHAT ATTACHED.~ A PLAYER
CHARACTER, (NOTE-THEY HAVE A SPECIAL AFFINITY FOR ELVES JiIJATHE OPPOSITE
SEX) THEY CAN USE MAGICAL SPELLS,BUT ONLY DEFENSIVE SP~Ts,CHARMS AND
DETECTS UP TO THE THIRD LEVEL, THEY CANNOT USE GROUP DEFENSE SPELLS
UNTIL THEY THEMSELVES ARE AT SIXTH LEVEL.

THESE CREATURES MAY CARRY UP TO 10 GP (TWICE THEIR WEIGHT) IF
THE ITEM IS NO LARGER THAN A BASEBALL. TREAT PIXIES AS |IF THEY
HAD A STRENGTH OF 1 - IT IS VERY DIFFICULT FOR THEM TO MOVE ANYTHING
THAT WEIGHS MORE THAN 15GP, UNLESS IT IS A LIFE-OR-DEATH SITUATION
WHEREUPON THEY CAN MOVE UP TO 150GP FOR ABOUT 10 SECONDS.

¢ NEW MONSTER/CHARACTER TYPE - ANDROIDS (BIONIC) - DRAFT o
ALIGNMENTIANY ............ APPARENT SEX:ANY,BOTH,NEITHER,ETC ...ccce... NON-MAGICAL
PRIME requisites: STRENGTH=17 minimum, CONSTITUTION=17 MINIMUM

* NO AUGMENTATION o CLASS: FIGHTERS, ASSASSINS ONLY

UNABLE TO USE MAGIC OF ANY SORT e

THESE CREATIONS ARE <<BIONIC” ROBOTS, POWERED BY AN ENERGY SOURCE
WITHIN THEM WHICH 1S RECHARGED BY ENERGY ABSORPTION THROUGH THE

SKIN, MOSTLY IN THE VISIBLE THROUGH LOW INFRARED WAVELENGTHS.

DUE TO THEIR HIGH NEED FOR ENERGY INPUT, THEY CAN WEAR NO ARMOR
EXCEPT HELMS, AND ARE SO EFFICIENT AT ABSORPT ION, THEY TAKE ONLY
HALF DAMAGE FROM ENERGY WEAPONS AND SPELLS SUCH AS fireballs,
LIGHTNING BOLTS, ETC. IF AN ANDROID IS CUT OFF FROM AN ENERGY
SOURCE FOR MORE THAN 12 HOURS, IT WILL GO INTO A "MAINTENANCE” MODE,
WHICH IS BASICALLY A SHUTDOWN WITH ONLY ENOUGH ENERGY USED TO

KEEP THEIR CRYSTAL "BRAINS” ACTIVE. THEY CAN REMAIN IN THIS STATE FOR
ABOUT 100 YEARS BEFORE THE CRYSTAL OETERIORATES, CAUSING THE ANDROID,
WHEN IT IS REVIVED BY EXPOSURE TO ENERGY, TO BE "BRAIN DAMAGED” AND
UNPREDICTIBLE IN ITS ACTION/REACTIGNS. (REFER ENCE CHART BELOW)

AN ANDROID,WHEN CONSTRUCTED, IS PROGRAMMED TO DEVELOP HEURI STICALLY
ALONG LINES SET DOWN BY ITS GREATCR, AND THUS MAY HAVE AN EFFECTIVE
ALIGNMENT IN SOME CASES, ALTHCUGH THEY ARE USUALLY INDISTINGUISHABLE
FROM HUMANS, SPELLS SUCH AS OETECT ALIGNMENT,GOOD,LIFE,ETC. WILL GET
A "NULL" RESPONSE. IF SOMEONE WISHES TO START AN ANDROID AS A
PLAYER CHARACTER, IT IS SUGGESTED THAT THEY BE FOUND "ABANDONED"

OR WANDERING, WITH A 10% CHANCE OF BEING BRAIN DAMAGED, SINCE IT
IS VERY UNLIKELY THAT THEY WOULD ESCAPE CONTROL OF THEIR CREATORS.
(INSTRUCTIONS ON HOW TO AVOID THE "FRANKENSTIEN" EFFECT ARE |IN THE
PROGRAMMING MANUAL)

AS AN ANDROID GAINS EXPERIENCE, HE IS GRADUALLY PROGRAMMING HIMSELF
AND LEARNING THROUGH EXPERIENCE HCW HE WORKS. AND HOW TO IMPROVE UPON
HIMSELF. ANDROIDS CAN BE CONSIDERED AS SELF AWARE, FREE WILLED
INDIVIDUALS IN MOST CASES SINCE THEY ARE FORCED TO OBEY ONLY CERTAIN
DIRECT ORDERS OR EXPLICIT PROGRAMMING (IE: KILL LAWFULS ) IN ALL
OTHER AREAS OF ACTION THEY ARE ON THEIR OWN. THIS IS A BY-PRODUCT
OF THE COMPLICATED "BRAIN" CRYSTAL REQUIRED FOR THEM TO FUNCTION
AT ALL. A POINT TO BE STRESSED IS THAT WHILe THEY SEEM TO BE ORDINARY
HUMANS, THEY DO NOT THINK, AND ARE NOT ALIVE. ESP AND SUCH SPELLS DO
NOT WORK ON THEM, THEY HAVE NC e<MINDS" TO CONTRQL, AND MOST MAGICAL
ITEMS WILL JUST IGNORE THEM SINCE THEY ARE NOT ALIVE.

WHEN AN ANDROID HAS GAINED ENOUGH EP*3 TO GO UP A LEVEL,
HE WILL EITHER DECIDE TO DO SC, IMPROVING HIS BODY {I-A ) OR IMPROVE
HIS "MIND" (5-6) ON A 06 ROLL. IF HE DECIDES THE LATER, HE WILL
NOT GO UP A LEVEL, BUT DROP DOWN TO 1 POINT INTO HIS CURRENT LEVEL,
AND INCREASE CNE OF HIS CHARACTERISTICS BY +1, AT RANDOM. (BY MINOR
REPROGRAMMING OR IMPROVED "MINO" TO BODY CONTROL)

WHEN AN ANDROID DOES, HOWEVER DECIDE TO GO UP A LEVEL, HE MUST
SPEND THE GP'S LISTED IN THE TABLE BELOW TO IMPROVE HIS HIT DICE,
ARMOR CLASS, SPEED AND STRENGTH.

ANDROIDS, HAVING NO "BRAIN" AS SUCH IS IMMUNE TO ALL MAGICAL
SPELLS WHICH WOULD EFFECT ONE SUCH AS PHANTASM, CONFUSION, SLEEP, ETC.
HOWEVER THEY HAVE NO SAVING THROW VERSUS PHYSICAL SPELLS. THE BEST
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THEY CAN DO IS ABSORB 1/72 THE ENERGY THROWN AT THEM. (THIS ASSUMES THAT
A FIREBALL IS A REAL BALL OF FIRE CCNJURED INTO EXISTANCE.)

AtitI**** 4+ SE:«I<t******* ANDROIDS - ABILITIES AND LEVELS 660000000000 00> 000
LEVEL EXPERIENCE GOLD PIECES HI T STRENGTH S ARMOR
ATTAINED NEEDED NEEDED DIE MOVE BONUS CLASS
400000
FIRST 0 0] 3D 6 9
SECOND A,000 2,000 5D6 8
THIRD 8,000 4.000 6D6 +1 7
FOURTH 16,000 8.0 00 906 6
FIFTH 32.000 16,000 11D6 +2 5
SIXTH 64.000 32.000 13D6 +2 4
SEVENTH 128,000 64.000 15D6 +3 3
EIGHTH 256.000 123.000 17D6 +3 2
NINTH 512.000 256.000 1905 *4 1
AND SO ON. *NOTE* EXAMPLE - THE ANDROID (OR SOMEONE) MUST PAY A TOTAL
OF 2,000+4,000+8,000=14,000 GP*S TO GET AN AN ANDROID BUILT UP TO L4.
ANDROIDS REPAIR DAMAGE AT THE RATE OF ONE HIT POINT PER DAY, AND
CLERICAL "CURES" HAVE NO EFFECT. IF MAJOR DAMAGE IS SUSTAINED, THE
ANDROID OR AN ANTI-MAGIC USER MUST SPEND IOOGP PER HIT POINT PLUS
3 HOURS EFFORT PER HIT POINT TO REPAIR SEVERED LIMBS, HUGE GASHES,
ETC. THIS REQUIRES A SIZABLE LABORATORY (COST=5,000 GP'S MIN)
AND ACCESS TO RAW MATERIALS SUCH AS METALS, CHEMICALS, ETC

THE COLUMN "STRENGTH BONUS" IS THE NUMBER OF STRENGTH POINTS
ADDED TO THE NAUURAL ROLL OF THE ANDROID. THE ANDROID DOES NOT GET
GREYHAWK BONUS ROLLS ON STRENGTH AT ANY TIME. AN ANDROID WHICH
STARTED WITH THE MINIMUM STRENGTH (17) WHO ALWAYS "DECIDED" TO GO UP
LEVELS WOULD HAVE A 17+1=13 STRENGTH AT L3, A 17+1+1=19 AT L4. A
17+1+1+2=21 STRENGTH AT L5,ETC. AT 9TH LEVEL THIS ANDROID WOULD HAVE
19 HIT DIE, A NATURAL ARMOR CLASS OF 1, AND A STRENGTH OF 34

THIS COLUMN IS USED IN THE SAME WAY TO INCREASE AN ANDROID'S
MOVE FACTOR, SO IF HE STARTED WITH A MOVE OF "6", AT NINTH LEVEL HE
WOuULD HAVE A MOVE OF 6+ (1+1+2+2+4+3+3+4)=22.

SINCE ANDROIDS ARE "BUILT" THERE ARE NO RESSURECTIONS PER

ONE COULD. HOWEVER REMOVE THE BRAIN CRYSTAL FRCM THE CHEST CAVITY
AND HAVE A TENTH LEVEL OR ABOVE ANTI-MAGIC USER BUILD A NEW BODY

TO INSTALL IT IN— IF THE CRYSTAL WASN'T OESTROYEO WITH THE ANDROID
(60% CHANCE), — IF YOU ARE AELE TO GIVE HIM THE 100,000 GP'S FOR
MATERIALS, AND LABOR FOR THE 6 MONTHS IT WOULD TAKE HIM TO DO IT

AND THEN YOU WOULD HAVE A NICE£ FIRST LEVEL ANDROID, WHICH SINCE ALL
POWER HAS BEEN REMOVED TO THE BRAIN CRYSTAL HAS A 50% CHANCE OF
BEING BRAIN DAMAGED. A FULL WISH COULD, HOWEVER ACT AS A RESSURECT.

AN ANDROID HAS PROGRAMMED INTO IT A "SURVIVAL" INSTINCT, BUT IF
HOPELESSLY DOOMED MAY TRY A "FINAL STRIKE" WITH HIS POWER PACK, DOING
TWICE HIS HIT DICE OF DAMAGE TO EVERYTHING WITHIN THE RADIUS OF HIS

HIT DICE IN (DUNGEON) INCHES. IE; A NINTH LEVEL ANDROID BLOWING HIS
POWER PACK WOULD DO 38 DICE OF DAMAGE TO EVERYTHING WITHIN 19 INCHES
(190 FEET) THIS WOULD USUALLY TAKE OUT A FEW WALLS, ETC. SINCE THIS

IS NON-MAGICAL DAMAGE, THE ONLY "SAVING THROW" APPLICABLE IS THAT
THERE IS ONLY A 70% CHANCE THAT HE CAN SUCESSFULLY DO A FINAL STRIKE,
AND IF HE DOESN'T MAKE IT, HE WILL VAPORIZE COMPLETELY,DOING NO DAMAGE

THE FOLLOWING CHART IS USED TO DETERMINE THE TYPE AND EXTENT OF
"BRAIN" DAMAGE. ROLL A 010.

ROLL EFFECT

*eoee

01 WISDOM DAMAGE - MINUS 1-10 WISDOM POINTS - WILL NOT GO BELOW 3
02 INTELL IGENCE DAMAGE - MINUS 1-10, AS ABOVE

03 BERSER KER - HAS 75% CHANCE THAT IN COMBAT WILL ATTACK EVERYONE
04 PAR ANO ID - SUSPICIOUS OF EVERYONE AND EVERYTHING

05 COWARD - MOTTO IN "LIFE" IS RUN AWAY

06 TELEPA THIC - CAN READ MINDS 60% OF TIME |IF DESIRED

Cc7 ESP/PSI JAMMER - 1 TO 6 PIPS/TURN DAMAGE TO PSI'S WITHIN 10"
08 AMNESI A - DOES'NT KNOw HE'S AN ANDROID. (OR MUCH ELSE)

09 EGO WIPEOUT-WILL TAKE CcN THE PERSQNNA OF FIRST PLAYER MET.

MEMORY CLEARED - MUST 3E BROUGHT UP FROM OTH LEVEL AS A CHILD
** \W|SDO M AND INTELLIGENC E CANNOT BE TAKEN BELOW THREE

WHENEVER AN ANDROID GOES UP A LEVEL HE HAS A 5% CHANCE OF
REPAIRING ANY BRAIN DAMAGE EXCEPT #10 - MEMORY WIPEOUT, IT TAKES
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ABOUT 2 GAME YEARS TO REPROGRAM A MEMORY WIPED ANDROID. BUT YOU
CAN PROGRAM HIM TO YOUR ALIGNMENT, MORALITY, ETC.

notes:. these rules were designed IN AN ATTEMPT TO PUT IN A HIGH
POWERED CHARACTER TYPE WHO HAS PLENTY OF FLAWS AND WEAKNESSES.
ANDROIDS, LIKE HOKAS ARE INTENDED BASICALLY TO COMPLICATE MATTERS,
AND MAKE THE GAME LESS PREOICTIBLE. TO ROLL AN ANDROID, YOU USE UP
AN EXCELLENT ROLL FOR A FIGHTER, BUT I THINK YOU WILL ENJOY THE
CHALLANGE OF PLAYING AN ANDROID IN AN ACCURATE MANNER,

tttttend of drafe*****

MY FIRST ANDROID HAS AN INTELLIGENCE OF R AND A WISDOM OF THREE,
HE IS A SANDMAN (SEEKER 5) WHO HAS BEEN CHASING A RUNNER FOR ABOUT 100
YEARS, THROUGH ALL THE UNIVERSES, HE KEEPS ASKING TO LOOK AT THE PALMS
OF PEOPLE HE MEETS. HE IS DEFINITELY BRAIN DAMAGED, AND | FIGURE WHEN
HE GETS HIS WISDOM UP TO 10, HE WILL REALIZE HE*S LOST THE RUNNER AND
TRY TO RETURN TO THE CITY, (REFERENCE: LOGAN'S RUN)

* WANDERING MUTTERS * (PURELY PERSONAL COMMENTS ON DSd PLAYTESTING)

* WHY CHANGE THE LAWS OF "NATURE" e JUST BECAUSE YOU ARE OPERATING
NDOORS INSTEAD OF OUTDOORS? WHY SHOULD A SPELL (OR ANYTHING) HAVE

GREATER RANGE? YES, | KNOW GYGAX SAYS SO, BUT IT SEEMS AN AWFULLY
RTIFICIAL WAY TO TRY TO BALANCE THE GAME, AND BESIDES |IT SEEMS THAT
u's WOouLD BE MORE BALANCED, AND LESS OF A THREAT TO WHOLE ARMIES |IF
HE "DUNGEON" RANGE ON SPELLS WERE ALSO THE MAXIMUM RANGE OUTDOORS.

— ¢

—ZI>>

** A NON-MAGICAL SWORD ** WHICH IS NONE THE LESS A FEARSOME WEAPON HAS
BEEN WANDERING ABOUT MY DUNGEON. IT IS A STEEL SWORD, WITH THE CUTTING
EDGE MADE OF TITANIUM, TITANIUM IN THE PURE METAL FORM (SUCH AS USED ON
THE STABILIZERS OF PHANTOM F4 JETS) HAS THE UNUSUAL CHARACTERISTIC OF
PREVENTING BLOOD FRCM COAGULATING TO HEAL A CUT MADE BY A TITANIUM EDGE.
SOMEONE HIT BY THIS SWORD LOSES 1 HP/TURN/CUT EXTRA UNTIL THE CUT IS
EITHER CLEANED BY SCRUBBING WITH STEEL WOOL (MODERN MEDICAL PRACTICE) OR
THE EDGES OF THE WOUND HAVE BEEN CUT AWAY (DOING AN EXTRA D6 DAMAGE),OR
A "CURE CRITICAL WOUND" SPELL HAS BEEN APPLIED, THE SPELL WILL ONLY
CLOSE THE WOUND, NOT ADD HIT POINTS. SINCE PURE TITANIUM IS HARDER THAN
HELL TO REFINE, IT IS SUGGESTED THAT THE NUMBER OF THESE SWORDS BE
RESTRICTED TO ONE PER WORLD, BEING USED BY A MONSTER OR SOMEONE.

** RAISE DEAD FULLY ** WHEN PERVERTED TO THE ANTI-CLERICAL USE SHOULD
NOT BE A NON SAVING THROW FINGER OF DEATH, BUT RATHER A "DROP DEAD
FULLY" SENDING THE VICTIM TO NEVER-AGAIN-LAND |IF HE BLOWS HIS SAVING
THROW,IT hUS PUTTING THE VICTIM BEYOND REACH OF RESSURECTS, REINCARNATES,
AND'MPVEN WISHES. A NST FINGER OF DEATH GIVES A LOUSY 17TH LEVEL ANTI-
CLERIC THE ABILITY TO KILL *ANYTHING* |IF HE CAN GET A SURPRISE ROUND
ON HIS OPPONENT. (HEY, LETS GO OFF ORCUS, THEN THE CHROMATIC DRAGON...)

* PSIONIC ABILITIES ** AS PRESENTED IN ELDRICH WIZARDRY ARE TOO SCREWED
UP AND IN MY OPINION UNPLAYABLE TO BE OF ANY USE IN ANY OF THE UNIVERSES

THAT | AM CURRENTLY RUNNING, WHEN | HAVE THfc TIME TO REWRITE THE PSI
MELEE SYSTEM, OR SEE |IT DONE IN A WAY THAT YOU DON'T HAVE TO PLAY IT
WITH TABLES SCATTERED ALL OVER THE ROOM, | MIGHT USE IT,

** NEUTRAL CLERICS ** HAVE LONG BEEN A SUBJECT OF DEBATE IN OSD CIRCLES
AND HAVE BEEN WRITTEN UP BY AT LEAST A DOZEN PEOPLE. I AM CURRENTLY
PLAYTESTING A N/C WHO USES EITHER VERSION OF THE CLERICAL SPELLS
AVAILABLE TO HER BECAUSE SHE IS A FOLLOWER OF A "NEUTRAL GOD", SENT OUT
ON A QUEST THE PURPOSES AND ENDS OF WHICH SHE HAS NOT BEEN TOLD OF. THE
HITCH IS, THAT TO GO UP A LEVEL, SHE NEEDS TWICE THE EP'S OF EITHER HER
LAWFUL OR CHAOTIC COUNTERPARTS.

** WHEN GENERATING MULTIPLE CHARACTERS ** SUCH AS A FIGHTER/MAGIC
I HAVE FOUND IT USEFULL TO GIVE THEM THE ABILITIES OF BOTH CATEGO
AT EACH LEVEL, WITH THE NUMBER OF EP'S NEEDED FOR EACH LEVEL BEIN
SUM OF THE EP'S NEEDED FOR EACH OF THE CATEGORIES. I ALSO RESTRICT
COMBINATION CHARACTERS TO NEEDING AT LEAST 17 IN BOTH PRIME REQUISI

-USER,
RIES
G THE
TES.
** NONFUNC AND OEFUNC LEVELS ** WHICH | AM CURRENTLY PLAYTESTING ARE
RUN SO THAT A CHARACTER CAN GET TO HIS NUMBER OF HIT DICE INTO THE MINUS
HIT POINT CATEGORY, BUT LOSES AN EXTRA POINT FOR EACH FULL TURN THAT HE
IS WITHOUT FIRST AID - AS AN EXAMPLE, KRONK, A FIGHTER WITH 6 HIT DIE,

CURRENTLY WITH 5 HIT POINTS LEFT TAKES 6 POINTS OF DAMAGE, THIS PUTS
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HiM AT -1 HIT POINTS. HE IS UNCONSCIOUS AT ZzZERO, AND AS LONG AS HE IS
AT CR BELOW ZERO. HE IS GoING TO LOseE ONE MORE PER TURN UNTIL HE REACHES
MINUS 6, AT WHICH TIME HE IS DEAD. THIS MAKES FOR SOME INTERESTING
SCENERIOS WHERE PEOPLE ARE BATTLING DESPERATELY TO RETRIEVE A MEMBER

OF THE PARTY SOON ENOUGH TO HEAL THEM. IN ALMOST ALL REAL-LIFE BATTLES
THAT | HAVE HEARD OF, THERE ARE ALWAYS A LOT OF UNCONSCIOUS AND DYING
BODIES LAYING AROUND, AND THIS SEEMS TO SIMULATE THIS QUITE WELL.

*¢ CIRCLE OF SILVER e NON-SPELL, USABLE BY ANYONE, IS A TALISMATIC
SPELL WHERE A CIRCLE OF SILVER COINS (1000 PER 10 FOOT RADIUS) IS

PLACED AROUND AN AREA WHICH YOU WISH TO PROTECT FROM LYCANTHROPES.
CERTAIN TYPES OF LYCANTHROPES (DM'S CHOICE) MAKE A SAVING THROW VS
PHANTASM, OR CANNOT CROSS THE CIRCLE. PACK ANIMALS SHOULD MAKE ONE
SAVING THROW FOR THE WHOLE PACK.

** MAGIC AND CLERICAL MIRICALES ARE BASICALLY INCOMPATIBLE IN MOST
OF THE LONG BEACH AREA DUNGEONS. WHILE THE RATIONALE BEHIND THIS
VARYS. THE DIFFERENCE CAN BE SEEN IN THAT WE CONSIDER MOST MAGIC ITEMS
AS ENCHANTED, BLESSED OR "HOLY", AND AS A RULE, A CLERIC CANNOT USE
ITEMS A MAGE CAN USE AND VICE VERSA.

¢¢ RESSURECTS ¢ ASIDE FROM BEING TO PLENTIFUL OR CHEAP IN MANY WORLDS
CAN CAUSE SOME PROBLEMS. THERE ARE SOME TYPES WHOS LIFES GOAL IS TO GO
OUT IN A BIG BLOODY BATTLE, AND WOULD PROBABLY TRASH ANYONE WHO

HAD THE BAD TASTE TO RESSURECT THEM. MOST LONG BEACH DM'S PLAY THAT |IF
A CHARACTER BLOWS THE CONSTITUTION BASED ROLL ON RESSURECT PROBABILITY,
IT IS BECAUSE THE SOUL DOESN'T WANT TO COME BACK, SO A CHARACTER ONLY
BLOWS THIS ROLL ONCE, AND OFF TO NEVER-AGAIN-LAND. SUCH CHARACTERS
WOULD PROBABLY BE VERY OFFENDED IF YOU REINCARNATED THEM,

FULL WISH STORIES e ONCE, THERE WAS IN A LCNG BEACH DUNGEON A
'""WONSTER WHICH SAT IN A LARGE ROOM AT THE INTERSECTION OF TWO CORRIDORS,
USING ITS FOUR MOUTHS TO SIMULATE SECTIONS OF THE CORRIDOR, SWALLOWING
WHOLE PARTIES AT A TIME - WITH THIER TREASURE. EVENTUALLY SOMEONE FOUND
A RING WITH THREE WISHES. THE FIRST WISH WE USED WAS THAT SAID MONSTER
BE TRANSPORTED TO THE HEART OF THE SUN. THIS STRAINED EVEN A FULL
WISH, BUT HALF WAY WAS GOOD ENOUGH. FORTUNATELY, HOWEVER, ONLY THE
ACTUAL BODY OF THE MONSTER (DUE TC THE FUSSY PHRASING OF THE WISH)
WAS TRANSPORTED, AND THE GOLD AND OTHER TREASURE WHICH IT HAD SWALLOWED
REMAINED BEHIND. THE SECOND WISH WAS SIMPLY TO TELEPORT THE TREASURE
TO A SPECIFIC PLACE, AND FOR THE THIRD WISH WE HAD OURSELVES PORTED
OUT SAFELY.

THIS MONSTER HAD BEEN HAPPILY MUNCHING PARTIES FOR A FEW HUNDRED
YEARS, AND HAD QUITE A LOT OF TREASURE ACCUMULATED IN ITS GULLET. AS A
MATTER OF FACT EVERYONE IN THE PARTY WALKED (?) OFF WITH 32,341,245 GP
EACH, NEEDLESS TO SAY, THIS TYPE CF ADVENTURE DOESN'T HAPPEN VERY OFTEN,
BUT IT MAY SHOW SOME OF THE DIFFICULTIES OF PLACING GP VALUES ON
WISHES. AFTER ALL, WHAT DO 3 MASS TELEPORT SPELLS COST? LESS THAN 32M.

** EXPERIANCE POINTS I AM CURRENTLY USING THE FOLLOWING FORMULA

TO CALCULATE EPeS: MONSTERS HIT DICE, SQUARED, TIMES ONE HUNDRED, PLUS
ONE EP FOR EACH GP ACTUALLY CARRIED OUT. THE EP'S FOR MONSTERS IS
DIVIDED BY LEVEL BUT THE EPeS FOR THE GP'S IS NOT. MAGICAL TREASURE
IS IT'S OWN REWARO/CURSE. EXPERIANCE IS OIVI OED EVENLY BY THE WHOLE
PARTY, BECAUSE THAT IS THE FAIR WAY TO DO IT. (ONCE A WHOLE PARTY WAS
SAVED BY A 2ND LEVEL COURTISAN WHG JUMPED OUT |IN FRONT OF A CHAOTIC
PARTY LED BY A EHP, AND MAKING A QUICK "HEY BIG BOY" FLIRT AT THE

GUY, TURNING HIM OFF, AND WEAKENING HIS SAVIN G THROW JUST ENOUGH FOR A
HOLD PERSON TO GET HIM. OTHER EXAMPLES ARE WHEN A THIEF ON LOOKOUT
SAVES EVERYONE BY SOUNDING THE ALARM WHEN HE NOTICES AN AMBUSH TRAP,
AND SO ON.) MAGIC AND TREASURE IS FAIRLY SCARCE, MOST EP'S ARE HAD

BY TRASHING MONSTERS. THE TREASURE FOUND 1S USUALLY IN GEMS-—WHY WOULD
A MONSTER CARY AROUND A HUGE AMOUNT OF GOLD IF HE COULD GET GEMS? GOLD
IS H-E-A-V-Y AND NOBODY, MONSTER OR CHARACTER CAN CARRY A LOT OF IT.

GP'S FOR MAGIC e¢ IS USUALLY RUN ON A FREE MARKET BASIS IN LONG
BEACH, DICKERING AND BICKERING SETTING THE PRICE BETWEEN BUYER AND
SELLER. USUALLY THE GP'S GOTTEN BY SELLING MAGIC IS NOT ADDED ON AS
EP'S.

** MOST OF MY SPARE DSD TIME e IS BEING USED UP IN WRITING UP A SET

OF OFD RULES FOR A REALISTIC SIMULATION OF COMBAT AND SUCH. THIS
IS A DIFFICULT TASK, AS | HAVE TO RECONCILE THIS NEW RULES SET WITH
THE MONSTER/TREASURE/WEAPONS DESCRIPTIONS PUT OUT BY TSR. I HOPE TO

HAVE A FIRST DRAFT OUT FOR PLAYTEST BY THE END OF THE YEAR.
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* DISTYCOMS A&E-Il o
4;4c:(t]M4c:(cdc;Mate:dcd;<cdcdiXcd;4:4<*

¢eBILLY BALROG++ THE SYSTEM I'M USING TO LIMIT OUTDOOR MAGIC IS THAT

I DON'T GIVE OUTDOOR "BONUSES”. IF A SPELL VKORKS FOR ONLY 120 FEET IN
A DUNGEON# IT WILL WORK ONLY 120 FEET OUTSIDE. THE. FIRST TIME |
SUGGESTED THIS TO A FRIEND OF MINE. | HAD e¢e¢APHOCRAPHAWeHEARESYWW

SHOUTED AT ME TILL HE BLEW HIS SAVING THROW VS LEOS. THIS AND
THE WARLOCK MELEE AND MAGIC SYSTEMS SEEM TO BALANCE THE WHOLE GAME
QUITE NICELY, WITHOUT THREATENING THE SANITY OF THE D/M OR PLAYERS.

¢eVULTURES' ROOST"+ THANKS MUCH FOR THE INFO ON ARMOR ON-OFF TIMES,
A CORPSE STRIPPING CONTEST?? ANYONE WE KNEW??

¢TYLDARIEN POSTCARDWW RE: NEUTRAL, CHAOS, AND BUTTON PUSHERS - ONE

OF THE MOST ENJOYABLE DM PASTIMES |IN LONG BEACH IS WATCHING "RELATIVE
ALIGNMENT" AT WORK. GYGAX IS TRYING TO EXPRESS THIS WITH HIS GOOD-EVIL
LAWFUL-CHAOTIC SUBSYSTEM. BRIEFLY STATED, "TRUE" ALIGNMENT (AS IN
DETERMINING WHO GETS ALIGNMENT SHOCK, ETC.)IS ONLY IN THE DM'S HEAD. AND
IT'S FUN TO SEE THE EXPRESSION ON THE FACE OF A PLAYER RUNNING AN
(EX)PALADIN WHEN HIS "SWORD OF SHARPNESS" RUNS FROM THE CHARACTERS
GRASP NEVER TO RETURN. ALMOST MUCH FUN IS WATCHING A PARTY TRASH

ONE OF THIER OWN, WHO THEY (NOT THE DM) CONSIDER TO HAVE GONE CHAOTIC
WHILE THF DM JUST SITS BACK AND REFEREES. ALSO CONSIDER THE PLIGHT OF
A LAWFUL CATHOLIC MAGIC USER WHO GETS ALIGNMENT SHOCK FROM A LAWFUL
CRYSKNIFE WHICH WAS BLESSED BY MAUD DIB HISSELF.

12222224
¢ DISTYCOMS ASE-12 e

¢¢TANTIVYWW LOVED THE SONG, AT THE FIRST READING | GOT THE IMPRESSION
THAT THE ELVEN MAGE HAD GOTTEN AWAY. KINOA WISH HE HAD.

¢eKIREL'S MIRRORWW RE PERNS) | DI SAGREE ALMOST TOTALLY WITH YOUR WRITE
UprP. A CHARACTER OF MINE HAS HAD A GCLD SINCE JULY OF LAST YEAR, AND

WE TRY TO PLAY HER AS CLOSE TO THE BOOK AS WE CAN, 1.E.)

NON-MAGICAL, NON MAGIC USING

FLYING MOVE ABOUT 18" (3 TIMES HUMAN)

UNLIMITED TELEPORT RANGE (IF SHE'S BEEN THERE ONCE..*)

AC OF -1 DUE TO THE POP IN/OUT FACTOR UNLESS SURPRIZED (A 0 ON DIO)
IN WHICH CASE AC=5 FOR ONE MELEE ROUND, THEN POPS OUT.

1-6 HIT POINTS, MAXIMUM.

EMPATHIC , NOT TELEPATHIC. AND ONLY WITH THE IMPRESSOR - AT CLOSE
RANGE,(UNLESS YOU HAVE A FULL SIZE DRAGON - AND RIDER - TO RELAY)
7 WILL BLINK OUT TO NEVER AGAIN LAND IF IMPRESSOR KILLED.
85 SAVING THROW NEEDED IS 8 AT ALL TIMES.(ARBATRARY, BUT IT WORKS)
9) CAN ONLY FLAME IF PROVIDED WITH FHOSPOROUS BEARING ROCK, WHICH
WILL STERALIZE FEMALES.
REMEMBER, THESE ARE MINIATURE MC CAFFERY DRAGONS IN ALL RESPECTS BUT
SIZE AND INTELLIGENCE. THEY MAKE GREAT SCOUTS, BUT WOULD NEVER ATTACK
A HUMAN. I WOULD BE INTERESTED |IN SEEING A REVISED WRITEUP.
¢+eAL ARRAFWA THE WRITEUP ON RITUAL MAGIC IS GREAT, BUT | CAN SEE THAT

ONE NEEDS A WORLD WITH PLAYER CHARACTERS SETTLED |IN IT TO USE |IT BEST.
¢¢COAT OF MITHRILA"W LIKED THE GUIDELINES FOR CHAOTICS. MOST OF THE
CHAOTICS I'VE SEEN RUN ACT LIKE DODO BIROS. OCCASIONALLY IV'E SEEN

A "BLACKIE DUQUENE" TYPE CHAOTIC - AND THEY TEND TO SURVIVE.

¢¢ADMIRAL KUTZKOV WAS A LAWFUL PALICINAM+W






HOOF & MOUTH #A
Cary Martin, 11926 1/4 Magnolia Blvd., N. H CA 91607

I have noticed that the majority of D&D characters seem to be
happy to go stomping down corridors making enough noise to raise the
dead (a frequent occurrence) and no one sees the need for reconaissance
in either a dungeon or overland. Furthermore, no one has seen the
obvious use of most were-types. The best scouts are those that can"t
be told from the local fauna. The scout-were was developed to Till
this need.

There are basic prerequisites. The character must have a minimum
Strength: 12+ Constitution: 15+
Wisdom: 12+ Dexter ity: 15+

The character must be a were-feline, canine, avian, reptile or simian
(a small quiet animal 1is acceptable, but it couldn"t fight very well)
He must have a mini mum voluntary change of 60" and a maximum Involun-
tary change of 4017.

A scout can wear NO armor and spends no time getting free of any
clothes, etc. (My scout, Harren, wears a breechClout that falls off)
He can carry a dagger, a one-handed non-flexible weapon (flexible
weapons make noise) and up to four small throwing objects (war darts,

throwing stars, etc.). They can also leave all sorts of trash on the
mule if the party will let them. They can also carry up to two
potions (totalling six doses). Other state:
Lvli EP Human + to + to Hide in ShadowsjMove Hit
AC hit dmg Brush, etc. Silently Dice
1 none 7 std std 200 25% 2
2 3000 7 std std 25% 30% 3
3 6000 7 std std 30% 35% 4
4 12K 7 +1 std 55% 40% " 5
5 25K 7 +1 +1 40% 45% 6
6 55K 6 +1 +1 50% 50% 7
7 100K 6 +1 +1 60% 55% 8
8 200K 6 +2 +1 75% 65% 9
9 300K 6 +2 +2 80% 75% 10+1
10 425K 5 +2 +2 90% 85% 10+2
11 550K 5 +2 +2 95% 95% 10+3
12 800K 5 +3 +2 100% 100% 10+4
13 1000K 4 +3 +3 100% 100% 11
14 1200K 4 +3 +3 100% 10/, 12
15 1500K 4 +4 +3 1o0n 100/ 12+1

In human form, a scout hears as an EIf. The were AC is
from norma l at first level, minus two at sixth, minus three
and minus four at thirteenth . 1n were-form. they can detect
critters by sme 11l and track non-flyers by smell. They will
anyone(thing) iImpersonating a party member by smell almost immediately
(unless the person(thlng) 1is using a Cloak of Blending).

Scouts should avoid contact fighting iIn most cases. They will
recon ahead but will avoid trouble and will not let themselves be seen
if at all possible. An attack on someone(thing) from behind with
sufficient odds should not be passed up. Scouts can use anything
at the disposal of fighters, but Rings, etc. must bo removed before
going were. Scouts are of any alignment.



Some general comments on A&E #12:

Those of you who claim that weres would lose control iIn animal
form should expand your reading. Start with Andre Norton"s Year of
the Unicorn.

Blacow: If people keep hauling enchanted weapons out of dungeons,
there will be a glut on the market. I"ve got 25 t] swords at home in
the armory. OF course there were these 73 sixth level fTighters
wielding them.

Lee Gold: Re your 1idea about Reincarnating Undead as living creatures,
why should the resulting being be Chaotic? What If they had been a
Lawful Cleric or Paladin before getting zapped? There should be a
chance of the undead being any alignment. How about AOF> Chao4,

50$ Law, and 30~ Neutrality? CT object on the ground that living as

a Chaotic undead tends to warp alignment from the original. Hatch
almost any vampire movie for proof. 1"d imagine 55% Chaotic”™ 25%
unalignedj 15/0 Neutral”™ and 5% Lawful might be more likely. The main
aim of the Unaligned is to get the hell out of the dungeon/wilderness
and back home.--LG"]

I would appreciate (and will probably get) comments on anything
I said or implied. In other words, "1 open the fTloor to hearsay
and i1nnuendo."”

=i I ETrSE I E I B E T2 ZITE I EE I E I Bl E i EEFE T E I T I T I i AT ETE I TITIEIATEN
Earl Baker of 245 Clark, Chillicothe, MO 64601 writes to say:

For the last eight months, 1 have been working an exchange pro-
gram with various DMs around the country exchanging dungeon plans and
ideas. This 1s a necessity for me to get new and different ideas as
well as provld ing an easy way (or so 1 thought) of acquiring workable
dungeons to place around my 1island empire. So far most of what |1
have received 1is crap. I have been able to pull one or two rooms Tfrom
each dungeon that 1 have received but have received only one dungeon
that was usable as a whole. The main complaint that |1 have is with
the scantiness of the reference notes. My ref notes are all on 3"x5"
cards and a good room description (layout, monsters and treasure) may
require two or three cards, whereas most of the dungeons that |1 have
received are 8 1/2" x li" paper with 40+ one Uline room "descriptions”
per page.

What this 1is all leading up to is a request that If you know of
any DMs who might be interested 1in trading, please send their names and
addresses or give them my address, so that we can get together.

I will be at GenCon this year.

Martin Easterbrook, Physics Dept,, Royal Holloway College, Egham Hill,
Egham, Surrey, Eng land...writes to say....

The main debate over here at the moment is "how often can clerics
use their spells”? At the moment most people allow a Cleric to use a
spell once every full turn (l.e. 10 melee turns). This works well for
low level clerics, but 1 suspect it may causa difficulties when some
players get higher level clerics.



THE TUESDAY MORNING REPORT ~2--a magazine for distribution through
Alarums and Excursions from Steve Perrin, 3901 Canon Ave., Oakland,
CA 94602. This zine is typed by the burning fingers of Lee Gold, to
whom all thanks .

INTRODUCTION

As mentioned by Jerry Jacks 1in his previous contribution, a group
of us play every Monday evening, alternating between San Francisco and
Borkeley-0akl and, depending on whose dungeon 1is being entered. The
following will be a description of the second of the expeditions, a
journey into LICHPIT, Steve Henderson®s mini-dungeon.

This will be told as a report from an associate of my characters
who participated to the head of his Order. There will be iInterjections
occasionally by your scribe.

First, however, the lineup....

Steve Perrin: Gunnar Freyson, 10th level Lord, 18™ strength,

17 dexterity, regular regeneration, and a walking arsenal (Jave-

lins of Lightning, Necklace of Missiles, and other goodies).
Warrick the Wondrous--11th level Wizard, 13 dex-

terity but with a permanent speed potion in him, carrying a Staff

of Wizardry, a ring with two wishes and some other stuff.

Jerry Jacks: Judah Starkenberg--1 Ith level Lord, Hi 1l Giant
strength, 18 charisma (but not a Paladin) and various jtems
including a lot of Lydia Pinkhams. (This was the old style (no
longer available) 12 oz which would Raise Dead with 1 hit point
and each further ounce would act as a Cure Serious Wounds, There
was no need to make a Constitution roll, but it did count as a
resurrect ion.)

Gilbert Feldman--12th Ilevel Patriarch with Boots
of Wind Walking and many other 1items. Including more Lydia
Pinkhams!

Clint Bigglestone: Harvey Hicks--9th level Lord, large, dumb.
Fire Giant strength, 18 dexterity, vampire regeneration.

He Iga He Igasdotter--9t,h level Patriarch, with a
constitution of 19, a ring which allows her to turn were-lioness.
In that form she attempts to protect Harvey, Tfor whom she is wife,
den-mother, nurse and general comforter.

Dan Pierson: Alfred--1 Ith level Lord with Frost Giant strength,
a good sword and yet more Lydia Pinkhams.

Erdogan--a greasy I1lth level Wizard with Hill
Giant strength, a Robe of Blending and the conviction that nothing
can happen to him.

Hilda Hannifen: R ichard--the dwarf we all know and love until we
run afoul of his 5 charisma, who was at this time at I1l1th level,
andfinally,

Gr imb e, currently suffering under the regime of
a set of +2 plate which owned him, also at IIth level.

Owen Hannifen: kibitzed and went out for chicken. Thanks Owen.



FORAY INTO LICHPIT -—or--  Fighting to your limits

Being a report of some significance onto Divine Right, Grant preceptor
of the Worshipful Order of the Righteous Brothers, from copyr ight,
Patriarch 3rd class and chaplain onto the Exploration party of Warrick
the Wondrous.

mKnow Eni Ightened One that there came a time when my Captain,
Warrick, did find our association with the war band of Gunnar Freyson
both profitable and trying for this Gunnar did presume to lead the
combined party, causing much friction between the two groups.

N Being too wise not to see the problem himself, Gunnar did agree
with Warrick that they two shouid go to seek fhe Oracle of High Fie and
ieave it with that authority to say who shouid have the final word in
our band.

While the rest of us did recuperate from our journey into Chuck-
hole, our two Ileaders did search for companions to make the overland
journey to the Oracle. They did find a party of eight who were going
In same Idfrocti on _. - - .-

One of the eight was a Zionese adventurer named Judah Starkenberg,
who was almost Paladinlike 1in his bearing and character and was elected
leader of the party. He traveled with a Zionist priest who was also
his cousin, one Gilbert Feldman.

The other ct .ric iIn the party was a female named He lga Helgas-
dotter, who was traveling with her husband, a Blarge, single-minded
fighting man who rejoiced iIn the name of Harvey Hicks.

A lord who simply called himself Alfred was also of the party, a
nob le-looking fellow whose companion was a particularly slimy wizard
known as Erdogan Tek Ben, who claims to be Lawful 1in orientation.

The last members of the party were two of the Mountain Folk, a
Dwarf who rejoices in the name of Richard and his friend, a gnome
hight Grimble. Both seemed very experienced and hardened Tfighters.
several cuts above the usua in their respective races, but were hard
to know due to their unusual and absorbing interest in each other.

These people 1 did meet before they set off over the mountains.
The rest of the story 1 must tel I as Warrick and Gunnar saw it and told
if to me, although 1 have Communed to Tfill 1In some gaps.

The initial journey was memorable for the bandits who sniped at
the party from the frees along their way. The arrows did cease when
Erdogan used a spell unknov/n to me which he called §legp 1. A search
through the area the arrows had come from d g not reveal any bandits,
though no doubt they wore such camouflaging that did hide them +Full

well, even thought they slept.

n Naught else happened, although Warrick does report that the priest
Gilbert made a wondrous sight as he walked amongst the party, using
boots he had discovered in a dungeon which allowed him to Wind Walk at
will, surely a matter to think Ilong on.

Three nights out from the town, the party took refuge iIn a cave,
W sely searching for sign of previous or current residents, they
found” a staircase going down. A reek of Evil wafted up from its depths.

It took only a short conference to decide that everyone’s business

could wait, for this discovery might prove of great importance.

Resolving to undertake the adventure when fresh, the party camped
in the cave overnighf, with a watch on the cave mouth and stairs.
Nothing disturbed the slumber of those who could sleep. Came the dawn
and down the stairs they went.



THE BATTLE OF THE ENTRY HALL

The strongest fighters, Harvey and Alfred, each of whom had giant
strength of some sort, were the Tfirst rank. Gunnar and Judah Tfollowed
them, with the wizards behind them and the clerics behind them.

Richard and Grimble held the rear.

The steps were long. Finally, Alfred and Harvey could see a floor
and then, 20" beyond where.the floor started, a wall. Just as they
relayed this news to the rest of the party, a lightning bolt smashed
out from the seemingly solid wall and hit Alfred. He fell, his armor
crackling. Harvey charged.

Oh that 1 could have seen that sight. This stalwart fighter had a
Flight Ring and did fight with two weapons, an axe +2 and a Rod of
Lordly Might, usually used iIn the axe mode. As Alfred went down,
Harvey Tflew and sped through the air like a hawk to disappear behind
that deceptive wall. Gunnar and Judah did follow him speedily, and
Warrick used his new spell. Flame Lance, to try to seek out the source
of the lightning. Then he too joined the charge down the stairs.

As the fighters came out of the staircase, they were engaged by
four fighters. Judah used his Boots of Speed to dodge past them and
leap through the wall to aid Harvey. Thus, Gunnar, the mages and the
clerics were faced with the fighters until Richard and Grimble could

arrive. It was a fell fight, but Helga became a lioness to balance
the odds, and Alfred startled Gunnar mightily by appearing at his side
in the middle of the fight. It would seem that many of the party had

purchased a potent healing agent .known as Lydia Pihkham"s Restorative
and with that in him, Alfred was ready for combat again.

The TfTour defenders fought bravely but fell.

Behind the illusory wall, the fight was harsher. Harvey smashed
the mage whose lightning wand had struck Alfred, but was then faced
with an Ore of particularly evil disposition who possessed a Vorpal
Blade! The Ore had also been under a Haste Spell and thus struck Harvey
before he could react. Three fingers were struck from Harvey"s hand,
and he reeled out of the fight. Fortunately, his ring which allows
him to regenerate damage like a Vampire was not on one of those fingers.

Judah Starkenberg arrived at that point and managed to keep the
Ore busy until Harvey could re-enter the fight, his fingers regenerated.
Harvey then showed how valuable he would be through the adventure bv
speedily killing the Ore.

As the sounds of battle ceased outside the illusory wall, Erdogan
walked through it to see how Harvey and Judah fared. Lackaday . In
his studied pace he had no chance "t avoid the Illusory floor the
fighters had managed to jump or fly over. His yell heralded his
entrance into a pit!

There he faced three Ghouls, who seemed delighted with his company.
They showed less enthusiasm when he struck one to powder with a blow
powered by his Girdle of Hill Giant Strength. But one of the remaining
twain did hit him in turn, and he was paralyzed. Not for the GhouJs”™a
victory feast, however. Richard and Judah arrived The Ghouls
expressed disappointment iImmediately before dying.

~ How Erdogan was brought back to the mobile is 3 pmystery to this

scribe, for Gunnar and Warrick took no note of It. pgrhaps the amazing
Lydia Pinkham"s was used once again. Suffice it to gy that Erdogan
rejoined the party.

Turning their attention to their late adversaries, the clerics
Spoke with the Dead and discovered that they had slaughtered a Lawful
Party (with the obvious exception of the Ore)!

*



In fact they were the party of the notable Champion Nov the Nung,
(one of Henderson®"s characters) who had dropped out of sight some
months back (during a random overland). They had been captured by the
Lich Sandvar. He Mass Charmed them, made the spell Permanent, and set
them as door guards for the entry hall to the residence he shared with
four other compatriots of Evil. Record these names, 0 Divine Right,
in the annals of infamy: Sandvar, Balmoran, Firsthang, Hammerflst,and
Glitterfang, each write In characters dripping with evil. Each name
hung over a door or hall leading from our battle ground.

But two choices faced the party. First they could revive the
Lawful corpses and take them out. Second, they could exact a revenge
and retribution on Sandvar and then take the Lawfuls out to revive.
With such a force of evil-foes, the second choice was the only true one

FIRST BLOOD

The door leading to Sandvar®s area did repel detection spells.
Wrenching it open, the party rushed in, to be faced with four Spectres.
"Begone," cried Gilbert and Helga, and one of the Spectres faded away.
The other three radiated contempt as the amulets about their necks
flashed brightly. They advanced confidently onto the weapons of the
fighters. But magic swords and axes served where Clerical power was
foiled. A bare minute had passed before the Spectres were destroyed,
and no one had suffered a soul strike.

The Spectres had a chest In their room, holding approximately
100,000 gold Sovereigns. Warrick®"s Wand of Secret Doors and Traps
Detections found a secret door in the north wall.

Helga wore Boots of Walking on Any Surface, and so she slipped
through the door and into the northward corridor beyond, which went
twenty feet and then turned. Walking on the wall she approached the
corner and stuck her head around #t. Down the corridor tYius revealed,
she saw a Fire Giant and the boulder it was tossing at her! She had
gone on this mission because she had a Ring of Dodging Missiles like a
Monk. The rock missed and she came back to the ground to report.

A hurried consultation produced the rede that a slow approach
against a Lich could only result in doom unless the approachee matched
hTm in power which was unlikely in this case. Erdogan Hasted those
members of the party who did not resist the spell, and Harvey then flew
up the corridor with the rest of the fighters 1iIn pursuit.

Harvey dodged a boulder coming in and then was iIn the room with
the Fire Giant. Room? Aye, the southern wall of the corridor rapidly
disappeared and became a large chamber. More 1Important, there were
four more Fire Giants waiting for Harvey as a gantlet before he could
reach the boulder thrower. Because of the quality of Harvey"s armor
and his natural agility, only one of the giants hit him and then he
was upon his chosen opponent.

The rest of the party had not expected the other giants either.
They also discovered that the corridor, from the secret door to the
giants®™ chamber was a zone of Silence. Spells could not be spoken.

All the giants were iIn plate and carried shields as well as clubs.

Gunnar had studied Harvey"s technique on the ride to the cave and
was trying his Tfighting style. In his right hand he held the unin-
telligent +3 sword ALLY and i#n the other he held an Amoral +1, +2 vs.
Mages and Enchanted Monsters sword SPAESLAYER, which has a high intel-
ligence (allowing Gunnar to Read Magic) but thinks not well of itself.
He was unused to the technique, so even though Hasted he did strike
but once with each weapon, but he could strike with both while a giant
had not yet struck once. Only once during the fight was he hit. His
good agility and excellent mail did ward off some blows as well.



Harvey Hicks was fully used to two weapons and being Hasted. He
struck four times to a Giant’s once, and each blow was as IFf one of
their own was hitting them.

Others in the party had worse Jluck. Judah momentarily found him-
self with two giants to fight and only his Adamantine plate kept him
alive. Alfred had trouble getting through the giants” armor. Helga
had taken a potion of Cioud Giant Strength and changed into a were-
lioness, but could not seem to hit anything. Richard wore amazine
armor which refused to let damage be passed on to its wearer and reknit
itself during combat but was not doing much damage. Only after the
fight did the party discover that he has a Girdle of Cloud Giant
Strength which works with charges as does a wand and, to save charges,
he had not turned it on! Surely this dwarf must come from those High-
lands we have heard rumor of, where all men wear skirts and never
spend a penny.

Grimble had the worse luck of all. Though his Boots of Haste
made him faster than his opponent, he could not seem to hit. He was
shortly knocked down, then another blow found a weak spot In his armor
and Grimble died Gunnar killed Grimble"s giant and turned to see a
dismay ing sight.

Next to the mages and Gi lbert, a secret door opened and two Qres
looking like the one killed iIn the entry hall, stepped out. One had
a vicious sword, the other a scourge. The one with the sword hit
Judah from his blind side and knocked him flying, then served Alfred
the same way. Then the swordsorc met Harvey.

The scourge iIn the hands of the other ore pulsed with light.
Erdogan attempted to persuade him that, thanks to the mage®s Robe of
Blending, he was another Ore. The flail struck and Erdogan fell, his
Robe iIn shreds around him.

Warrick used his speed to pul 1 on his Robe of Polymorph to Polar
Bear and attacked. But the Ore was faster and Hasted. The Scourge
landed and Warrick fell too, his robe also iIn tatters.

Gilbert Feldman had proved an onlooker so far. Not for him the
clash of weapons in combat. But he was all that was left, and his
inborn courage showed. Onto the Ore he rushed. Alas, Gilbert had not
been Hasted. Twice the Scourge hit him, and Gilbert fell with the
others.

Helga finally connected with her Giant, felled him, turned and
leaped at the Ore. One paw connected, but the Ore kept his feet. He
spun and caught Helga squarely and she, too, crumpled at his feet.

If he wasn"t stopped, this Ore could doom the whole party!

But now he faced not weak mages and clerics, but hardy fighters.
Richard and Gunnar met him. The Scourge slashed at Richard, and his
armor took up the damage. Gunnar struck, but the Ore only sneered.
And then Harvey, berserk with concern for Helga, arrived. The Ore
stood no chance against this Fire Giant in human form. In seconds he
was dead.

A sudden silence filled the room. Erdogan, drinking some of his
own Lydia Pinkham®"s, staggered up and went to Warrick to pour dome dowi
him. Alfred and Judah started to drink theirs, and Alfred found that
he hadn*t packed his bottles carefully enough. A spreading stain on
the floor and broken ceramic showed where flasks of the precious stuff

had broken. A second ominous development soon followed.
No one noticed when the Tfirst Ore body disappeared. The second
one was more visible and noticable. Gunnar was just reaching for his

scroll of Protection from Magic when the third body was taken, Grimble"s



THE SEARCH FOR GRIMBLE

Richard was berserk from the loss of his comrade. Where had he
been taken?

There were two doors on the North wall of the chamber: a regular
door to the East and the secret door the Ores had entered from. The
secret door was attempted but it would not open. (Polymorphed to a
stone wall with a Polymorph any objects spell.) Warrick attempted a
Passwail from his Staff of Wizardry, but It was dispelled before he
could get a glimpse of the room beyond.

Judah led the party toward the regular door but before it was
opened, Warrick found a secret door in the northern part of the east
wail. Ignoring the frantic Richard, the party checked through with
Perception and X-ray vision, seeing what was probably a chapel. It
Geimble’s body was to be sacrificed or otherwise given to some Chaotic
deity, surely it would be here! Overruling Richard®s objections, the
party entered.

The 1Immediate appearance of the place was a rectangular area with
pews facing east and a large pentagram drawn on the floor next to the
east wall. There was no sign of an altar or other appurtenances.
However the detection abilities available showed the East wall to be
Il1lusory, and the group steppped through it into an area that looked
like a step-pyramid on its side. Near the 1illusory wall was a large,
rectangular ruby, worth at least a million Sovereigns. This obvious
altar held four items: a ring, a rod, a robe and a crown.

Erdogan the Bold offered to try them out and picked up the
rod. it became a scourge and chopped off his ear. He dropped it.

At the same time, a white cloud formed at the tip of the "pyramid™ and
took shape as the demi-god Icefang. He attacked.

Erdogan attempted to use his Staff of Control to Animate Objects
to get the altar to attack the Demi-god. Alas, the altar being a
rectangular block could do nothing but shift slightly, but this seem-
ingly disturbed a resident. A V/hite Mist formed over the altar.
Reacting to the reek of Evil 1issuing from the thing, Helga did Dispel

Evil. It worked. This mist dissipated. -.(Henderson said: "Roll a
percentage.”™ Clint rolled O08. "Shucks™ or something similar, said
Henderson. The heastie was a Soul Sucker, a Henderson creation which

will attack and, if it hits and victim does not make a saving throw,
will go inside the body of victim and suck out one life energy a melee

turn. If the victim®s body is hit by a magic weapon, the sucker takes
half damage while the body takes Tfull. It also takes half damage from
magic weapons when it is outside a body. A cleric has a 1% chance per
level of dispelling one. As we will all recall, Helga was a ninth

level cleric.)

In the meantime, the demi-god proved no great problem to such
doughty fighters as were in this party. It shortly retreated behind
a Pr iasmatic Wall.

But even as i1t retreated the party found 1itself iIn further diffi-
culty. A dark-clad figure had appeared in a back pew and a Cockratrice

appeared 1in the pentagram in front of the Illusory wall. As it died,
it was followed by a Wyvern. That too did not last long, but the
Purple Worm which then appeared was another matter. Harvey attacked

and found himseif iIn the maw of the Worm. Only by extending his Rod
of Lordly Might to a spear and wedging it in the thing®"s throat could
he keep from becoming dinner. There he hung until the Worm was slain.
Attacked by Gilbert and Richard, the dark figure left.
Patching up the wounded, the party then discovered that the rod
from the altar should not be handled by a fighter either. Harvey
picked i1t up and suffered two critical hits, one tearing out his throat!



The Ring of Regeneration brought him back again, for which he gave
thanks, but it was not a sensation he was willing to repeat. However,
when Gilbert picked up the rod, it was pleased, and he discovered it
to be a rod of Patriarchal Potency.

The other items turned out to be an Ice Crown (the opposite of
the famous Helm of Brilliance), a Ring of Control of Self ({1 am informed
that Golden Dragon Merchandising will sell this ability as a spell for
40,000 Sovereigns) and a robe of Cold Protection.

Whi le these discoveries were being made, Richard was furious.
Nowhere had they found a trace of Grimble! (Remember Grimble? Remem-
ber the Rhine? But |1 digress....)

There being no way out of the chapel save the way they entered,
the group once again entered the giants®™ room after checking for un-
wanted visitors. Directly to the regular door they went and opened it.
On the other side of the door was a twisty passage leading north. No
one was pleased with the idea of running into an ambush around every
corner, so Warrick opened up a Passwall in the west wall and discovered
a room. The party entered and found themselves 1iIn a treasure room.

The party almost found itself as part of the treasure too. How-
ever, Richard found the trap door just before stepping on it. Under
the trap was a 10x10x10 cube of molten gold. Though they did not
know it at the time, therein lay Grimble.

THE FINAL BATTLE

Moving through a secret door in the west wall, they came Into a
50x50 room, the living quarters of three Ore fighters. In the north
vail of that room was another secret door, and Erdogan®s perception
would not go through it. X-ray vision at the secret door showed a
10x10 alcove opening up into a room. The only discernible object in
the field of vision open was a large, blocky, manlike shape standing
across the room but facing the door.

A quick plan of attack was established. Erdogan Hasted everyone.
Richard would go through the secret door while Erdogan, borrowing
Warrick"s Staff, would set up a Pass Wall ten feet to the right of the
secret door. The rest of the fighters would charge through this path,
while Warrick, standing off to the East even further, would try to get
an angle on whatever was standing in front of the door and burn jt
with a Flame Lance. It was a fair plan, but things began to go wrong
almost immediat ely.

Erdogan was standing in front of the PassWall he"d opened up. So
was the Lich. Before anyone could react, Sandvar burned ERdogan down
with a Lance of Light! Erdogan died.

Warrick shot his Lance at the bulky one, which turned out to be a
mechanical man with lightning fast reflexes and a Flame Lance of his
own! The Lances crossed and both Warrick and artifact fell. Only his
excellent health and high resistance to magic kept Warrick alive. The
mechanism was knocked off its feet and singed around the edges.

At apprxoimately the same time Richard opened up the secret door
and charged through, accompanied by Gunnar®s Golden Lions. They were
met by about six berserk Heroes, called up by the Iron Horn of Valhalla
possessed by one of the defending Ores.

Ores? Aye, Your Eminence, the very same three who had already
been killed. This party was not the only ene equipped with Lydia Pink-
ham®*s, 1t seemed.

Harvey, Alfred and Judah charged into the PassWall. They were
accompanied by a Monster summoned up by Gunnar with a Monster Summoning
V off of a Scroll. Alas, the monster was a Cockratrice. For some
sqg%nds, the attack was stopped until the Ores cut the monster to
r ibbons.



Over the press in the wall went Gilbert, straight for the Lich at
his Wind Walking fastest. The Lich hit him with Power-Word Kill as he
came 1in but only staggered him. Gilbert managed to yell, ™Hey, look
what 1’ve got!"™ He activated his Scarab of Insanity, then Wind Stag-
gered back to the other room. Ho had hoped that the Lich would become
catatonic or paranoidly fearful. Instead, Sandvar went totally berserk
As Gilbert stopped in the other rdom, Sandvar OlmenSion,Doored<beside
him.

In the PassWall, sword and axe flashed as an Ore just as fast as
Harvey crossed weapons with him. Both got through the other®s armor,
both slashed the other"s forehead, each reeled out of the fight for a
half-minute with blood in their eyes. (The odds against this kind of
dice rolling are fantastic.) Alfred and Judah traded blows with the
other two.

Seeing there was no room in the PassWall area, Gunnar used his
scrol 1 to Dimension Door into the Lich"s room, just as Sandvar disap-
peared iIn search of Gilbert.

Your Eminence, the diagram on the Ileft shows the situ-
ation at this point at a glance.

A. Mechanism getting to its feet.
B B. Gunnar, just Dimension-doored in.

C. 6 Berserki Heroes being destroyed by Richard

D. Richard

E. Two Golden Lions who had not been Hasted and were
thus most frustrated as Richard killed Heroes
before they could.

F, Two Ore Paladins

G, Ore Paladin wiping blood from eyes.

H, Harvey wiping blood from eyes, with He Iga helping

J, Judah and Alfred

K, Warrick, fumbling for his Wish Ring to bring

himself back to normal
, Sandvar and Gilbert
) Erdogan who is dead

=r

Gunnar faced the mechanism iIn hand-to-hand and lost. He has no
recollection as to whether he managed to connect or not before he was
on his knees and Richard was taking on the mechanism.

One of the two Ores fighting Alfred and Judah decided that the
situation was out of hand and left, using his own powers of Wind Walk.
Thus, the one wiping blood from his eyes found himself with Judah to
contend with. The third beat back Alfred and turned to take on Gunnar,
but as he raced to finish off the cripple, with Alfred in hot pursuit,
Gunnar managed to unlimber a Javelin of Lightning. He was too rushed
to be really accurate, but the backblast as it hit the wall hit the
Ore anyway, as well as the one fighting Judah. It just missed Alfred
and one of Gunnar®s lions. Neither Ore was killed by the blast, but
they were too badly hurt to put up more than token resistance before
dying.

Y gIn the other room, things had not gone as well. The berserk Lich
had been met with a Blade Barrier. Gilbert was nonplussed to find that
the Lich possessed Lacquedal®s Rune, sovereign against all Sixth level
and below magical and clerical spells. The Blade Barrier dissipated
against 1it. Sandvar retaliated with Bail Lightning. Gilbert fell,
dead.

By this time, Harvey and Helga had fixed Harvey"s wound and were
bearing down on the Lich. Helga hit him with her Cloud Giant Strength,
but he stayed on his feet. In a Ragnarok reaction, Sandvar reached
into his pouch and drew out 96 of his 100 Flame Flower Seeds. He



scattered them broadcast, and everywhere they landed they burned!

Warrick was most fortunate. He was far enough away to only catch
four seeds, and he had just wished his way up to full strength again.
His high resistance to magic helped as well, and he lived, although
half of his gear was burned away. This included the Wish Ring, which
still had one Wish iIn it, now lost forever.

Only He lga“"s excellent health kept her from dying, and Harvey did
die. The bodies of Gilbert and Erdogan burned.

Only then did Sandvar emerge from his 1insanity. Seeing all in
shambles about him, he teleported away. Warrick thinks he heard some-
thing from him like, 'there goes the neighborhood,”™ but he cannot be
sure.

THE RECKONING

Quiet descended. The only sound was the heavy breathing of War-
rick in the Ore"s burned out dormitory and that of the Tfighters 1iIn the
other room. Four of the party were dead, 1including the still missing
Grimble. There were still Lydia Pinkham®s, though the supply was very
low, but there was enough to bring back Gilbert, Erdogan, and Grimble,
if he could be found. Harvey had already started to regenerate. But
where was Grimble?

A commune brought the party the answer. Richard had Wishes avail-
able, and so got Grimble®"s body back, albeit with a definite golden
cast he still retains. All of his equi-pment had been destroyed.

He wasn"t the only one. Warrick had lost three wands, his Wish
ring, all his scrolls and his +2 dagger Smartasp, which had Detect
Enemies, Detect Poison, and Clerical Light (Continual). Fortunately
the Staff of Wizardry survived, for had it gone up In a final strike,
little would have been left of those iIn the same room with It. Harvey
lost Boots of Speed, his +2 Axe (the greatest loss, as far as he |Is
concerned), his flight ring, and other things. He Iga just lost the
Boots of Walking on any Surface. Erdogan lost the Robe of Cold protec-
tion and his Girdle of Hill Giant Strength.

In recompense, Harvey and Helga were given the ruby altar, and
Helga also received the Light Scourge the Ore had used to good effect
in the fight in the Giants®™ room. Richard mostly picked up equipment

to re-establish Grimble with. Warrick found himself with the Ice Crown
and a book which he volunteered to read. It was a Libram of Silver
Magic. He was pleased.

This and other matters settled, the party started out of the area
of Sandvar. As Erdogan Perceived through the door from the Spectre
room, he saw a most ominous sight. A large bulky form, about the size
of the mechanism but more human iIn appearance came down the steps.
Over each shoulder he held the corpse of one of the horses. He lightly’
hopped over the pits in the floor and disappeared down the tunnel
labelled Hammerfist.

With no Lydia Pinkham®"s left, and the forces much battered and
torn, they decided not to contest his passage. Instead they went up
the stairs and found the rest of the horses dead outside the cave,
clearly felled with heavy blows. The party walked away, each vowing
to gether his friends and return. To this date, none have done so.

My Lord Preceptor, 1 trust you will find this report sufficient
to be put amongst the annals. Perhaps an expeditionary force should
be mounted against this place? Both Gunnar and Warrick would be glad
to guide such a force. They fTeel they know every foot of the way
intimately.



spell fTor Sale. Third level. from Warrick the Wondrous

FLAME LANCE - a combination of Magic Missile and Fireball. It puts
four points of flame damage per level of mage into a +1 missile which
must hit as i1f the mage were shooting with an arrow. If a saving
throw 1is made, two points per level damage is taken. If the target
does not save and 1is of less points than the Lance, the residual will
burn through and go on to anyone behind. If a save Is made, the

residual wil I simply spatter and do no further damage to anyone, pg
matter whether the target dies anyway or not. Width of spell 1is
approximately 2 inches (no, not 20 feet; 2 inches!) and range IS the
same as for Magic Missile. More than one cannot be fired at a time.
COST: 8000 GP, no resale allowed.

Also, with the aid of his lIce Crown warrick wil be researching
the converse of this spell: ice Lance, It should be aval lable
short iy.

COMING AROUND THE END OF THE YEAR!I!

ALL THE WORLDS®" MONSTERS™ an annual dedicated to describing all the
monsters currently extant iIn the D& world. We 1in+end to take stuff

Alarums and Excursions (full credit given) extensively, so anyone
with objections please contact us now.

This will be computer done, and 1 hope to have a code sheet in the
next A&E so anyone wantingto can Just make copies of i1t and send us
in any monsters they have around they"d Ilike to see included.

1. We do not guarantee all monsters being printed, particularly
in the case of duplicates 1in name or abilities.

2. There will probably be no free copies to contributors. Just
credit. Otherwise everyone will send us their favorite Hobbit variant
and expect a one thousand monster listing.

3. We are developing a format which will have all pertinent
data 1in easily accessible form without having to flip through three
books to find out everything you need.

N 4. Bsic format will have an alphabetical listing with full 1i1nfor-
mation plus listings by dungeon level (according to our own algorithm),
where found, alignment, and anything else we can think of. *

If you have suggestions or monsters you’d like Jlisted, either
Siggothem to me or to Jeff Pimper, 347 Mitchell Ave | Livermore, CA

ON COMMUNISM

Steve Henderson, Clint Bigglestone and 1 seem to have developed
a style of playing somewhat different than most others 1°ve run across
though Dan Pierson does it somewhat. Of the three of us, | have the
least characters, and they run in the sixties. Henderson has over 150
and Clint runs somewhere in between. I think this developed from the
period when we only played with each other and didn’t want to go
through the whole hire ling/fol lower hassle. Thus we developed groups
(often around a "theme'™ such as Africans or Vikings or Puritans or
whatever) of which every member could be considered to be 5 pFayer
characteg. Thus 6unnar and Warrick of the previous pages are the
leaders of a gyjoup WF emght ¢ivicluduimg TUheessdives) which Raag F"eViOUSW
been two groups of four. The group stays together pretty well.



Now, would the members of these groups casually hand around
their equipment, 1if one of them was going on an adventure the others
were not sharing iIn? No. Each member has his own gear, which he or
she 1i1s used to working with. As a charter member of the Society for
Creative Anachronism, 1 know only too well how difficult it is to get
used to new equipment. This 1is why my characters willnot pick up
equipment in the middle of an adventurerand start using it. It takes
practice to get used to a new shield or sword, or to switch from
sword to axe. A +5 shield picked up In the middle of an adventure
could Just as easily act like a -5 shield for that adventure. Some-
thing to keep in mind. [.It ocaours to me that maybe even a seasoned
fighter would use a new weapon he hadn"t had a ohanae to get used to
as 1T he were merely first level...and a borrowed weapon about the
same. The other thing besides equipment coalition pools that bothers
me sometimes is the casual handing around of the magic weapons of
the recently dead which function fust as well for their new wielders
as for their old ones if they aren"t aligned.--LG"}

ATTENTION GREG HOWARD or someone with his address. In Phoenix, there
resides a gentleman named Chuck Cady who has collected a group of
Society for Creative Anachronism members who play D&D voraciously.
He and his wife ’Tasha live at 5120 No. 42nd Ave., Phoenix AZ 85019.
The form he plays 1is somewhat different from standard but quite
fascinating in its own right. (No, 1 don’t want to define 'standard."
Suffice it to say his 1iIs even one step beyopd.)

Thanks to Chuck having ready access to computers, he has developed
a program for computer keying dungeons. I have a couple of them which
I use for a random dungeon adventure: Chuckhole (mentioned iIn the
narrative before) and Chucklt. Clint received one for hosting Chuck
and "Tash when they were up here around Easter, and he developed it
into a fifteen story wooden tower which you have to work your way up,
which he calls Woodchuck. I also have another one 1 call Honeywell
(after the computer it was run on) which I*m saving for taking people
into. Chuck will gladly work with other systems for adventures and.
as an avid reader of science fiction and fantasy, |1 know he*d Ilove
Cr imson.

COMING ATTRACTIONS

New chart for primary and secondary powers for swords.

New sword type determination chart.

Brand new experience point system (unless Jacks beats me to It).

The Templar and the Crucifer, two different approaches to a
fighter/cleric character.

The Bandit, or playing Robin Hood with flghting/thievish
character 1stics.

Ice Demons, Carrion Cats, Trifflds, Behinders, Libears, Dragon-
newts !

And perhaps a preview of Greg Stafford®"s sequel to White Bear and
Red Moon, which 11l be helping him game test.



I LMARINEN
Lew Pulsipher, 423 N. Main St. Bel levue, MI 49021 Gold typed

It seems to me that Blacow and those he criticizes are misunder-
standing each other. I am a fringe SF fan, but 1 play D& as a wargame
(1 hate luck) and consequently 1 find Many of the things reported/
suggested iIn A&E ridiculous. It was my impression from early A&Es that
stfen DMs tended to control the game completely, overtly or not: T.e.
the players were balled out by the DM If they screwed up, so no matter
what they tried they’d waste the monsters and gain ridiculously large
treasures. It didn’t matter 1if some died. When was an entire party
wiped out? Whoever died permanently? Who was hurt much at all by
dying? That impression Is much weaker now, but the accounts In A&E
indicate that many players would be massacred in a skil I-oriented
dungeon. Skill 1is most Important In D& when characters are low level
and have few or no magic items. Any dope can do well when he can use
magic or brute power cut of all proportion to the dangerousness of what

he faces. (1 don’t say power, because so many monsters are run SO
stupidly.) It appears that many players never have the experience of
being weak and magicless. [

Granted there are some ridiculous giveaways, what some A&E people
consider balanced Is in the area between giveaways and what 1 would call
balanced. That a dungeon is very dangerous or has high casuiTlty rates
does not make 1t balanced. When death 1is nearly meaningless, who
cares about dying occasionally? In many dungeons, what you have are
human sacrifices to the DM in return for very large treasures. The
DM feels he runs a balanced game if many die; then he gives the
survivors (and there are always survivors) huge treasures. The players
feel that 1if some die, they deserve huge treasures. But when ~die"
only means your character 1is out of the game for two weeks, if that,
the game becomes a ritual sacrifice What ski Il is required to offer
a sacrifice to the ghods?

IT it were only a matter of getting stronger, 1 would willingly
let my own characters die a few times and even some permanently, if
the others could advance three or four times faster than "norma l.*
(Actually 1 hate to die, 1if only as a matter of honor.) My idea of
balanced (and "realistic™ 1if you will) D& is a game in which entire
parties are wiped out 1If players seriously err (though wishes can
salvage this) and when someone dies he loses 6-10? experience. 1A11
my D&D life 1 have -played that a revived/reincarnated character loses
0-99% experience.--LG2 But if the players are good, plan well and work
together, then about the only time anyone will die is when the Ghod
Chance catches up with them. Rtal Ulife people would only go into
dungeons under such circumstances. Only a madman would go Into a real-
life SF fan dungeon. in my game, players go up very slowly by A&E
standards (less than 100,000 points in 50 adventures) but because
progress 1is so slow it doesn’t hurt so much to give them a few magic
items. Players like this style as much as any other--when a neo DM
ran a giveaway, two players actually quit iIn protest--and at least once
we forced a new DM to reduce the treasure he was giving the players.

To get back to the controversy, perhaps when Blacow says BayArea
or other SF dungeons are unbalanced, the SF fans mistakenly thinks he
means they aren’t dangerous. Of course some are i1mmediately dangerous
on the surface, but the result is rapid advancement with little mental
effort. I sympathize with Blacow’s stand (though not with his means
of expression). But non-balanced or sacrificial D& 1is just as much
fun for some as skillful D& for others. The problem comes when
people try to mix the two types. Glenn would be better off ignoring
those who don’t prefer his style.



KJ-Ic, GOSS LANKT-JiRIALT izl by Hilda C. Hannifen, 1735 47th Ave., San Francisco,
Ca. 94122, 415-564-2568 or JOGALOT

May 3lst found Owen and 1 putting together an adventure to entered Steve
Perrin®s version of the Leiber dungeon from Dundracon. Owen took in Aleph(mage),
Beth(cleric), Gimel(Dwarf fighter), and Druciver(fiohCar)for an almost all female
party. The leader of the party xes my clerical th. t, Keiko (female), plus her
brother Babayan (she is half Dwarf/half human; he is half Dne rf/half BIf ). Tagging
along was my neutral fighfenr Tootsweet VAo is hoping to mal:c r. conquest with Keiko.
Finally Rabbi Goodman filled cut the party®s ranl:c.

We entered by one of the gates onto a court room. Almost immsdiately we
atle under attack from two unholy pel rdins v;lo defended a ""occr. One we killed off
and the other got charmed to Aleph. For the rest of the expedition he tagged along
making woggly eyes at her. His ratee vias Ira. Before we had a chance to investigate
their room which was beyond the room they defended, we had a visitation from a
walking hut. Inside was a being v;ith an eyeless face, Sheii™a. Then cam]a procession
lead by the Houser. The gentleman being carried on a litter(ornate) smelled’to
high heaven of rot and pestilence since he was the unfortunate Lord of Quarmall.
Keiko forgot she could do one Cure Disease a day(due to a divine gift she had
recoivc:d) so we could not relea®. the Lore"s suffering one wi! That wes not a
successful encounter.

Wk, followed the path of the Lord by his sceht and came r cross a room from
which we extracted a club made frem a luckstone which was on a skeleton of an
unfortunate. We also foruid an ariOmaly which hid two valuable nonmagical rings.

It also hid a 5 dice poisonous spider v;lo got zapped before i1t could harm us.

(Before go on | have to make a correction. Rather than Babayan (vo N-aton a
previous adventure to the sx.%e dungeon) Armath, my Ranger (V;ith a de::terity of 6

"Wes along, and instead of Rabbi Goodman, Lesrsta » myself fighter-mage with the

A: of faring was along. The party did not eurceed 8th level for any characters and
ae.rciged about . pe had 5 females, 2 men, and a horny young boy plus the”aladin

In a library we feundj we hunted for magical _books on a few shelves. Then a
strenge visaged being with 7 eyes came in (Ningauble of the 7 eyes) and in exchange
for gossip about ourselves and othc.rs wo ;;ere told to leave one book along and were
pointed to another volmma instead. Beth went up a level & . cleric fron, regdilig
one book and Keiko vent up to 9th level as a thief. Since sire was leading the party
and is reutr.-"al, she refused to let anyone distroy chaotic books since they"re in
a library.

At this point, we decided to head in a different direction which would take
us deep into the bov;els of the building complex. In the ccrri”lors we quickly
dispatched. 2 Displ acer Beasts and found a Heim of Flying (with powers similar to a
helm of bri.llJ.ance)on a padiscal. We had an encounter v;J,th a living Staff of
Strangling which almo.st killed Aleph before we could free her: and distroy the
thing. Hunting and mapping th.rough several rooms we almost missed a small room
whicl-»  hardly more than a nook with a door. In ritv;as a starving, anemic
Gelatinous Cube which we dispatched to acquire a wealth of rich prites including
a Ring of Regeneration and a Ring of 3 Wishes. Behind an iliusionadry wall we found
another ring, this one of Gender Change.

Heading out we encounterci 4 7-dice statues which we defeated but not before
one of thom decapits.tcd Bruciver wich a single blow of its fist. Ve found 4 swords
one of vihich was such a crock that it is now part of Ariel’s hored (Cw/en"s bronge
dic-con m.age character.)

Ready to leave, Lesettu vt berserk as her special pc..” ise sword detected
fizdead. Siirel tried to use her weapon®o TK to control the girl but instead was
token over by her sword with a speciel purpose to distroy chaotic mages. Since she
had Frost Gia.nt Strength at the moment, the door was not an obsticle. We caught 4
Vampires by surprise. One Lesetta mazed; the second " Gimle"s word disruj,!” L.
ke.”ko \.as able to put up a Protection from Undead with her pov."ers (according to the
lerrin convention). We succeeded, in dis?mpting all four and the only one to lose
I_.Ife energy \0.s Arnath, the Ranger. The luckstone didn*t help hem there at all.

Then -t headed out.



CECILIA’S MOCKTURTLE SHOPPING LIST OF SPELLS ARCHANE #59 by Hilda C.
Hannifen, 1735 47th Ave., San Francisco, Ca. 94701 415-564-2568 or JOGALOT.

Sister Cecilia is my DSD character who actT:s as a clearinghouse for the sale
of spells which are resecurched within her organization. Other independents also
sell spells through her. Since some dungeon masters insist that spells be published
before they are allowed, 1 shall go over new spells developed as well as review the
other spells available. All spells are sold such that they must be purchased separ-
ately by each mage or cleric who plans to use the spell. Spell documents are non-
transferable nor copyable.

Reptile Charm (@2nd level clerical- 4500gp); Charms all reptiles except snakes.
Bird Charm (2nd level clerical- 4500gp): Charms birds.

Mammel Chcim (@2nd level clerical- 4500gp): Charms mammels. Acts like Ring.
Insect Charm (3rd level clerical- 8500gp); Charms insects.

Monster Charm (4th level clerical- 16500gp)"." Charms monsters.

Charm Person (4th level clerica;i.""-16500gp)— Charms humanoids and humans.

Speak with Insects (3rd level clerical- 8500gp); Allows communication with
insects. They will treat this spell more favorably than a normal Speak with Animals.

Detect Alignment (3rd level clerical- 8500gp): Can indicate if an item is
Lawful, Neutral, or Chaotic. Companion spell to Detfect Good and Evil.

Divine Intervention (Gth level clerical- 32500gp): Acts as a r&mote bless
which is ccpnmulative with the Bless which can be bestowed upon the party while in
combat. The cleric using this spell must be in a continuous state of praying for
the party. If the party does anything which is nonalignment relat"ed, the effect

of the spell is permanently lost(for the duration of the expedition.)

Paralyze (5th level magical- 32500 gp): Acts like a Wand of Parai lyze. If
make saving throw, then just Slowed.

Prayer Il (Gth level clerical- 32500gp): Acts like Prayer except opponents
fight at -2 and save at -2 instead of -1.

Monster Summoning 1 (Gth level clerical- 32500gp): Same as MSI forages.

Sphere of Sleep (6th level magical- 64500gp): Spell grounds out through a
sing”™) being: Up to twice the level of the caster the saving throw is -4~ To 3
times the level of the caster the saving throa/ is normal,” Above that point the

saving throw is +2.

Other spells available from Sister Cecila have had their specs run through
AGE in the past. These are; Cauterize (2nd level clerical- 4500gp), Remote
Cauterize (4th level clerical- 16500gp), Regenerate (Gth level clerical- 32500gp),
Diarrhea (3rd level clerical- 8500gp), Sneeze (3rd level clerical- 8500gp),
Sleep 11 @Grd level magical- 8500gp), and Sleep 111 (Gth level magical— 32500gp) .

at Westercon

To the San Diego player who was in the game on Monday, July Sthyyinto J"ason
Ray"s dungeon; The quest you will have to do has been determined by Sister Cecilia.
Since your problem was with the undead, your quest is also concerning the und<gad.
You are to rescue and bring back from the undead to true life the spirit of good
lawful who through no fault of his or her own was turned into some form of chaotic
evil undead. Since it iIs necessary for lawful gods to watch the progress of your
character, the following dungeoneers who have the gods of law and good close to hand
will be your possible ones to run the quest. In the Bay Area: myself, Jerry Jacks,
Clint Bigglestone, Steve Henderson, Steve Perrin, Nickoli Shapiro, or Dave Hargrave.
In Los Angeles; Lee Gold, Frank Gasperik, or Jason Ray or David McDaniel. In Virginia;
Dick Eney or Shftna. Other Awill be considered by Sister Cecilia iIf contact with
one of these can not be done in a reasonable amount of time. Your person must
remain lawful good in thought, word, and deed throughout the e:g>edition.



LEAVING SLEEPING MOCKTURTLES LIE or WESTERCON 29 CON REPORT AND DUNGEON EXPEDITION
#57 by Hilda C. Hannifen, 1735 47th Ave., San Francisco, Ca, 94122, 415-564-2568.

I arri d for the con on Wednesday evening in order to avoid the Thviraday
shutdomn/s.-=-xe of BART (which didn"t take place until Friday). Thor picked me
up at the airport after half an hour of my looking for AlanFrisbie to pick me up.
We took a circuitous way home since I wanted to stop by the Golds~”, but Barrylooked
like he was getting his pre-con sleep, so wewent on oor way. Later we joinedGail
Selinger; ate; visited a fish store where 1 saw a $300 catfish,* talked geology/visited
Bobbi Annbruster, Vicki, Ron Bounds, etc. and librarytalked fish,* and in general
had a relaxed evening.

The next day when | wakb up, Frank Gasperik had gotten home from work. 1 rapped
a bit with him and Thor, then he and I .went out (with me driving) and went to visit
Marty Kantor and look for a Taco Bell with Tasmanian Devil glasses. We didn"t find
the glasses but has a very nice stay with *arty, including a phone call from Dan Deckert.
Returning home Frank went to bed while 1 took a second nap. We left for the LASFS
meeting late, but since the meeting was also late, we arrived on time. Owenhadn®t
arrived so | assumed he had not been able toget Friday off. 1 presented a plaque
with Freehafer Hall carved into it to the LASFS under old business, then organized
a group to play Kingmaker.The game ended only ten minutes after the hotel attempted
to chase us out. We then went party hunting, located one, and to be good guests,
went out to get boose for it. We stopped also to add some food to the breakfasts
we had had 20 hours before. By the time we returned, the party was over so we went
home for the night.

Friday, 1 awoke at 11:30am but didn"t kick Frank awake so ve could go to the
con until 2:30pm. We stopped off at Aero Hobby then at a place called the Pe”™in
which has good eggs benedict. We got to the con only minutes before Owen arrived.
We had an invite (Owen and 1) to attend a game Friday even in Carnelian, Dick Eney"s
dungeon. The game did not gel right though, so the game broke up relatively early.

Saturday 1 got into a game in Wayne Shaw"s Temporalana which lasted a while.
From there 1 v;ent and took a look at the huckster room but didn*t have time to get
CO the art show before it closed. At the masquerade, Owen convinced Craig not to
turn all the lights off so from the back 1 was able to see the costimes while Owen
filmed them. Likeditha Capcjre which was intermission entertainment. After the
masquerade Owen ad! 1 with Sherna took characters into Carnelian again to finish
the business left unfinished by the previous night"s expedition. We finished at dawn.

After a few hours of sleep Owen woke m# by telling me that the art show was al-
ready being sold off* 1 was horrified.l spent a low-key day. For diner we went out
with Beverly Kantor and Aijly Andruschak to Japan Town. The restaurant we planned
to take them to dinner was closed for remodeling so went to another place in the
area which was not even in the same class as the place we had planned to eat at.
After that we went to the reception. After finding out that Mazola lives, and
watching the pleased reaction as Poul and Karen Anderson got the unsung fan award,
The**Sampo-, we adjarBBd to Dick Eney"s room again to run an adventure in Nameless,
my dungeon. That broke’up at 7am when we went for breaRfast. After that I got into
a gamb which broke up quickly because the leader™ supposedly lawful, was acting very
much not so. Jason Ray as the DM was agreeing. We, the players, rooted on Scott
Roades”character, a chaotic elf with an Awlfefe of Deception”™who tried to kill the
leader but didn"t get his Regeneration ring off his hand. After the elf was
killed with a single blow of a poison arrow, we retiurmed to our characters in
v;hich mine lead an exodus of the _Isfwfuls away from the dungeon. God declared that
the leader was neutral and would remain so until he had done a quest to be determined
by one of my lawful clerics. | will publish that in another stencil. In the mean-
time, Jason, can you remember the name of the San Diego person and his cheuracter®s
name so | can address the information for that quest to him directly?

Without sleep, sometSane during the day Craig Miller told us a few more hotel
security guard stories. \Je left on the 3pm plane and fell in bed by 5:15 pm not
to stir again until 10am today, Tuesday morn. Owen hiked me to work, so here I am.
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*bit or er;o-boo by;
lien Pick

175 Poinssttic Ae,
iionrovia, Gi 91016

I a1 tyind this in the post-ivestorCon letdoijn, Duni3x;; tlicee three diyrs |
Vjas comieu into drivin.® lidie as Steve -Dose’s chauffeijr, iiet Jolm lonssbury once
acre and 30t turned on to Jode 1 Cheech .iaard, talked shop t."ith Gy Jonesh
Idcolai Skgei-o0 (fiendish as ever), and our illustrious editor Lee Gold, and
2Bded .ayre 3av; et totally out of contact vdth reality. Hicolai projpdlsed to
virite of g ~egrossed liiaout in his otm gc.iii.xfd, “hliike all this tya doi; on
I found wself in a real-life ejoperience:

Jver sizicc 1 adapted Chidii.tes and started oporatinj Ghee Lan through the
local duiryeas, 1 have vjondored rbout xir. oideraon’s reaction. 3ei;i5 naturally
parmoid, | e:goected a hi;jhly nejativo reaction, do, here 1 d® to ..esterCon, a
frit\jefan in plastic-rincied :;lasscs, xjith KC;D pinned in Girth over ny heart and
al plioto of a se:y cat flanlcim™ i1t on ry ri“ht breast, xy first tjo days
X/ae spent trying to ti".rkc of a tactixiL x;ay to s~ "Kii 1*n the Dtdler x00 ript)ﬁ:d
off little Ghee.™ Duriiig this tiie, . _ixderson sesned to be owryixliae in t
hotel; lobby, liuwcicster woan, even the vestibxille of the 2iid-floor roars can. (1 X/as
going Il £3 be x;as axpaigout, and failed to mal:e j-y sr.ving throv; agaitist aire.)

baturday ni.ght axitside Lee Gold infonxed we of the ase.ice of
an .nderson negative reaction. 17ortified by taiis 1eVs and settled on the ri;ht
phrasing, 1 set out bundey to find lir. biderson and see hox; closeb™" uy version
of Sortixaans tallies inith the original, fhis time 1 coxi Idht find hlia anyxdiere.
(I didn™t thin< of the hotel b,ar.) .y fast resort xiss to bmp into i@ at the
olosiiig reception, but eteve .ose"s ciiutgoeh had already” @ &xitted me to drive
back to *"ic previous to tliis ewciit. nother crock fanvertxire.

IT this "sire scens a little disorgeni™ed, It°s because 1 normally iHke i1t
up directly on the stencil a couple WA before deaxdlino, *h¢ that the opening
foniolities <te past, It is time to get do;m to serious uczD business; a reqy
character/sionster race;

dPHIid

SMinias J.By be thogigtt of as i1leutrality™s i1dea of a Larujasu. In airearcaice
they ere hxmon-hoaded lions x4 the siao of a leopard. In the .eat there are
o Pliiiu: sxjbraces; the Crreco-.ujsyrian and the -Egyptian,

3reco—; jS3iyrias (the '&-10 is the uroek Ml ink and the kialo, t30 —jssyria0
hcove eagle-like xjings, taxaiy hoad-hdlr, and ertlier anber, blue, Or green eyes.
The feiaales have lai“e, firti hunon breasts, and the k<ales are naturally bearded.
In theii* personalities, tlie juxles ai"s Gr*oghat belligerent viiila the figjulics
display a near-obsession x."rth riddles. 3oth use laagic.

(Jhoro is a belief that diis tyiie of sohin:: is liasu.phroditic, Thiis id
pracbl;— because rare he"x.uiphrodites such as br, Lao®s are publiciaed. “diso, the
myth of ;.ioose;aiality is believed one to sii:dlar reasons as tiiat similar
end>y ni-rvish x. "olaon.)

“gydii.on jphizrino generally liae dark head-hair ciid tail-tips odad broun eyes.
Aey are xringloss and prefer deserts, fre fei:iales have ojily leonine Fua.wiry
criparatus, end the males are beardless. They e able to use both magic a;id
c_:leriﬁaé{)allnticierical abilities, ?ersonclitics are best described as lusty and
inscr e,



liphiircss as player-characters:
sohink: uust l;ae at least a 12 in both Strength u De:d;erity, plus at least 14
~telligence (if Greco-Assyrian) or 10 Intelligence & 14 -istoia (if Egyptian),
PIMpees are nvautral, the GI'Sco—IiSsyrians opting to ligjic-user or Illusionist and
tio ~Vyptians operating as Harmess lieutral Clerics. To back up their spells,
sphinKS iziy also cielec i th 2 clav/s/tum.

S
(Grreco-ASSiTdcn) (Egyptian)  Hit Probability Oanage/claf

1 0 0 i"FiLL _
0 3,000 4,500 it 1t4
3 6,000 9,000 +1 i
4 12,000 18,000 I ]
5 24,000 36,000 I 1-6
6 48,000 72,000 It ]
7 100,000 144,000 +2 i
8 200,000 ) | |
9 00,000 600,000 | 2.7
10 800,000 1,200,000 | K

At the Hi*3 discretion, sphinxes laay be either liaited. to I0Oth-level or allo’.'ed
unliidted i”~rogression. If unliidtod prog(rx%ssion, each additional level requires
either 1,000,000 (dreco-~issyrian) or 1, 000 (jgyptian) additional eigjerience,
Clair attacks above 10th are +3 vjath 2-7 daiaage.

Hit dice are one 8-sided/level up to 10th and +2 hit points/lcvel thereafter.

iJare-fur am>r class is 7, but leather bordiii®; r.iay be ijorn.

iX)vement is 24"/tum (tvdcc hia.um).

Jill spluiuies JiiDve silently as a Thief of their level, read languages as a
Thief of one level belou theirs, ciid iiido in shado.rs as a Thief of half their lovely

Due to their lack of hands, splain;:es cannot use any vreapon otlier than claiJS
or ;jiy nagic item other tha.i amulets or riiigs,
n Greco-HSSiTNan Spliimoes can leap 20* vericciUy e 50° horizontalij” '..dtliout
bardiiig, using their vdngs to assist their leap. Egyptian ephireoes aiid barded
dreco-..ssyrlans can leap 15’ veiticrULy . 30’ liorizontallj’, 3oth types of spixin:
taliXi lialf ctei-lage from falling.

AN JLI sphii‘jxes speak Coraion, all alignment Iciiguages, Lamiaasu. Greco-Aasyrians
additionally,’- spedc Greek and .j:‘aiiiaic, and Egyptian aphinjcss vdll spoal: I™igyptian.
j.dditioncil languages due to intelligence should be chosen from races/creatures
of the lirdhos of each type (Greek, iiesopotaiidan, or gyptian).

Egyptian Aphimees lack the human lJeutral Cleric ability to Polymorpii Self.
Instead, they have a once-a-i.ionth Gate sixill to a Ifeubral god, liSuaHy .a;-harakhte
or I-.oxnis-of-thc-horizon. This gate .dIl open 5»Alevel of the tiae.

dpldircxs as non-player characters;

1-100 appear. Treastu'e Type vazdes, aphinxes are found either in tribes, in
cities, or as guardians. Gpliin:: tribes are normally’ enooiarterod in xraste rdiaces,
either 'l0iidering on a hmit or in cavern (Greco- .ssyrian) or oasis (Egyptian)
vild™iges. These td Il usually be lovj-levels, xdth a of i of tixe adults
being 5th or higher.

N In cities, high-level sphiiuaes are soiietimes found as dagos or temple mascots,
and tales of cities ruled by a sphinx aristocracy have been licard. Ifrban spiiimoss
aax! often fond of lu:airy, i.c. jet/eleiy, silk cushions, end the lil<e.

High-level sphin:ces are often found as guardians of temples, -boibbs, treasure,
and the like. Greek Sphinjsss so/neti."ies guard passes and loads, asking a riddle of
one of a group of passorsby. If aiisuered corzoctly, the sphinx idIl let them pass
vdtiTOut further incident, soaetii-ies aXiUrding a gift if the idcidle was especially



difficult. ITf % riddle is not cnsvjersd correctljr, the sohiirc a =i
for pessaije - the life of the one sbe asked the riddle of, taken in ain”e
coabat. IT the other pacsersby don™t ni;c in, th”™ vm™t be harmed and xdU be
given back the body, (Before anyone screaxas about this us Chaotic behavior, |
consider Sphinx xieutrality as a flipflop bettreen Lavjful Chaotic, If said
sphinx xx.s Oiiaotic, there vjauld have been no survivors niiayg the passersby,)
This concludes the inforroation on Dth) Joluixjacs, 1 haven™t actually rolled
or illLaytested any, but special abilities aiad disabilities have been balanced
out as best 1 could, s for outside inforaation on theju; 1 don™t low/, Thie only

Foci now on. 1711 be corinsitans only ghen necessary. Pexrin®s right: vty
do a Taine that™s nMo pages of iEt you vrait to say and tvjenty of coxaaentsV
Hereafter, =<«all only run coo lents half a page, aaidnua,

oL Hov: does a character aiike into posession of a Hosleni Clerical
Scanirtar? /intar, ny velf iicslea Fighter-Cleric, is sick of using die infidels”
niomi
1] uiG.\)jr GJilGl.all: There are LacTul dalrogs. They are cidLled valor. /

K, "Turkey”, so youre another Cynthiophobe, First of all, her name is CIUJ Lul,
t "'Chin Lee", Second, Ghee can be very silent vAen she i1-ais tok She noimally

shoots off her nouth only when angered, xMcii despite a short text™er is not all

the i3, .bid x.dth an Intelli;;ience of 13 and rees in xenology, biology, oad

business she is hardly a neaital defective. Third, she did T)T go up four levels
on one expedition. She \.es 4th vixen she started and stuck atop 5th x.in she

finished. The expedition v;as into the Tenpoi“alana t.didei*ness, first running into
a led dragon lair, viiich is vilere Ghee wes killed and where the bulk of her
C0,000 G? fortune was fbund, .ifter being raised, she viound up on a quest throxigh
the “dldemess to take an actifcct from insude the rviirns of Thangorodrim, Tliough
she was one of those left outside vdth the j X>efrs, she and half the
eXideclition died from the Final Strike of a mlnd— ayod Lich, This time it took
a full wishi to tixm the ~jhite-furi®d grease spot back into a rcasonably-"alive
C'mthian. She did not !sep her mouth shut through that exiiedition,

3.U.UWL Jil.—fid COJKLII™ 111: Terra Supra interesting, iiore? / WEL is toat
illo on the last page of your “sine - the x.-arenteaded, overmammaried reptile?

-WIT FTom my readi.!g of liiero”s Journey. Lanier described Jleveners

as vmor Class 9, anaed vjith a single da,.;gre From this, 1 xould €%irk JLeveners
vjauld be IL 1ited in amaor xxdwealdae as a mage, -I1so, 1'hey Vv.o8Id aV."¥5 ~ e a
brora uniforo-lilce basic clotixing.

Tiaster:
BLUTXHIT IC1a 1-10 appoar, ArHa Class & 1lowe as bears. 3 hit dice, 2¥J in lair.
Treasure tMpe B, éumiial, 1I3autralNMugryp> native to Germany, foxmd near lal:ss i
forested areas. 1so called vampire-beers and bloodbciirs, Jixxtscixinken are
idexitical i1n appearance to bears. Prinaidly noctxnxal, a “Uitscliinli a,ttacks as a
boar, xilth one difference: upon strilcixig, therc is a chance (4¥Jon bite alone,
70,j on bite-J-cawr, axai™s on bitc>hug) the Jlutscliink "rill staxt to orinic the
victiii's blood at a rate of 2-16 peirxkts/bom, romainirxg attached xintil cither
it or i1ts victim is dead. Treasure is normally scattered over i1ts hunting ground.

d1 for this iaoith. Steve lose has been brtcliing about lack of characters in
IiCC, so re:db x.iath xdll be xuostly a history of doivictors, explanations of Hox
theyre Oixerated, and random txioughts on Sungeoneeidng.



PLEASE SIR, WE"VE BEEN FIGHTING THE KILLERDOUGH FOR SUCH A LONG TIME
a Fanzine for A&E 13, sponsored this month by the Dwarf Bakery
Guild, Jlocal 209, Send your dues to Larry Schoen, at 3846 1/2
Hﬁron Ave., Culver City, CA 90230, 837-0736. On with the
show.

About a month after reading A&E , 1 got my first hoka. Blessed
be the DM who killed a twit dwarf necessitating the creation of a new

character. "What 1is this |1 see,” said 1. "unusually high strength,
amazing const ltutuion, all above average characteristics except wisdom.
Could it be? It is! It is!" Thus was born Cyrano de Bergerac.

In the expeditions that have passed, Cyrano has done all right for
himself; swaying damsels with his songs, fighting Spaniards (remarkable
resemblance to Ores and trolls, if you ask me), giving away all his
gold, pulverizing 1innocent bystanders who accidentally sneezed, and
even proving himself the greatest swordsman in all France (tomorrow the
world!). He 1is without doubt the character 1 have most enjoyed running
He has met every obstacle with the tenacity of your average fighting
poet with a nose complex. And then someone ruined everyth ing!

On a recent expedition Cyrano sauntered down to the lowest level of
the dungeon and, with the aid of a wizard named Brand, surprised a
dragon. An old dragon, A very old dragon. Due to much luck, no
little skil and the help of the wizard, Cyrano defeated the dragon
with only a few bruises and cuts. With the dragon safely subdued.

attention was then given to the treasure. GODS! A"HAT A HOARD!
Without hesitation, Cyrano began filling his pockets and only
ceased when he could barely move. He then left, only to return with

his army of 93 reptiloids, poor souls freed from slavery to serve as
the Gascoigne, who Tfilled their own bags to bursting again and again,
trip after trip, till all of the treasure had been removed. True to
his Cyrano personality, he tried to give it all away, but some well-
meaning human friends persuaded him otherwise (and after all, a hoka
will do anything a human tells him).

What ruined my favorite character, you ask. 1M tell you. With
an almost limitless supply of money, he could in time buy whatever he
needed to make himself perfect, and then what fun would he be. OF
course he could always change personas, become a cleric or a magic-
user or a thief put I1"ve grown kind of attached to him and like having
him around.

Instead he has used his large resources to do a number of things.
Firstly he set up a small bank (hothing to compare with C-D, mind you)
for the purpose of loaning money to beginning hokas who would other-
wise Find it difficult to get started in their careers. Secondly the
creation of two research and development Industries: Hoka Inter-
national and Hoka Unlimited. Both have incorporated and of this
printing some stock 1is still left at the price of only 6K gold a share.
Magical equipment as well as monsters are acceptable in lieu of gold.
so all of you rush out and call your brokers before It"s too late
I1°1 I wait right here.

Back already? Fine, then on to the new monsters....



VADERS: Far more dangerous than they look, Vaders resemble big blue
panthers with antennae just behind the ears. They are totally evil
and cannot by any means be changed to another alignment. Highly
intelligent, Vaders could use magic but consider it beneath them.
Ranging from JOth to L5th level, Vaders are capable of mind-shadowing
from 2 to ten people: i.e. telepathically monitoring several party
members® thoughts simultaneously. As a result, they are difficult to
trick, surprise or fool. If busy probing elsewhere, Vaders can tell
when 1living beings come within Tfifty feet of them and can also deter-
mine alignment at this distance, Powerful servants of Chaos, even
Balrogs bend to their will. They resist magic like a 17th level ihagic-
user and 1illusionary spells, such as Phantasmal Forces, have no
chance at all.

The main ability of the Vader 1is both offensive and defensive.
Vaders have total control over their molecular structure, and by some
magical means known only to themselves they can change their entire
bodies iInto any chemical element or compound within their experience.
At all times, however, a Vader retains cohesive control over his body,
and when changing to an invisible gas or the like, a thin blue glow
outlines the Vader®s body Also, while In a particular chemical form,
a Vader may take control of other molecules of the same substance,

For example, say a Vader enters a room and surprises a party. At the
time of enter ing he is six feet long. Before the startled eyes of the
party, the Vader turns into an invisible gas (oxygen) and begins
di"cjwing oxygen molecules to itself, as It iIncreases in size. Thus an
originally six foot Vader is now a Fifteen foot Vader which can now
change to another substance without losing any of its new size. \iNob
to mention that any canaries in the room--or even the party memhers--
are now keeling over for lack of oxygen.-~LG3

The change from one substance to another is instantaneous, so 1if
a missile is fired at the Vader by someone not under its mental sur-
veillance, the Vader could still save itself by changing to a gas,
even up to the instant of impact,..and allowing the projectile to

pass through 1it, leaving it unharmed. It is necessary to repeat that
Vaders are always extremely chaotic and evil and cannot at any time
change into a substance they are not familiar with. This is stressed

because someone once (and only once) threw a white phosphorous grenade
at one, and uh...,

MOGOS: To all appearances, Mogos are ten Tfeet tall teddy bears without

eyes. They are neutral, due to their lack of intelligence. They
walk blindly about, drawn by only two things: silver and magic,
preferably the former. Mogos are immune to all attacks except by

silver or magic weapons, because they emit what 1 call "radio acid."
This acid eats through anything which 1is not silver or magical 1in
nature. All Mogos are surrounded by an aura of this at all times,
projecting about two feet outward from their bodies.

Mogos are fifth level. In addition to the standard Mogo there
are more specialized types: the silver Mogo (white ; Tfur and with
the ability to create ice storms), the golden Mogo (gold fur and with
the ability to create fires), the panda Mogo (black and white fur and
with the ability to create light and darkness). The sophisticated
reader will note that none of these abilities can help or be well used
by a blind ten foot tall teddy bear. All other specialized types
should be developed along similar lines.

Mogos do not eat as we know it. Instead they absorb the radiation
given off by silver and magic when covered by their radio acid.



I Was an 8-Sldod Die
for Naval Intelligence #2
by Charles McGrew, 919 W. Johnson St, Raleigh, NC 27605

First a few corrections to Volce from the Dungeon #1. “Thieving
Edwyr™ was actually “"Thieving Edwyn."7/My comment to HJN Andruschak
should read "if 1it5 nothing too bad.”™ (no comma).

Notes and Rambl Ings: Gordon R. Dickbon has written a fantasy
story called "The Dragon and the George™ which gives a very detailed
description of life from a dragon®s point of view. Briefly a modern
day man Is transported into a dragon’s body (Gorbash by name) in a
time paralleling midlev al England, but including magic powers, dark

powers, dragons and the like. It reads like a wild D&D adventure.
(Dragons like gold, wine, gold, silver, gold, food, gold, Tighting,
gold, and gold, 1in more or less that order. All dragons can talk, but

none breathe; they all fTight with a claw, claw, bite attack. About
the only thing that can take a dragon 1in single combat is a mounted
knight. As GRD says, about a ton of horse, man and metal moving at
more than ten mph concentrated at a single point at the end of a 16
foot shaft gives awesome penetrating power.

Grenadier Miniatures has come out with a new line of fantasy
figures which are the best I°ve seen yet--including treasure, wizard’s
library, torture chamber (with victim), green slime, grey ooze, and the
rest of the clean up crew. Sorry no address; maybe next time.

Another good book, this one on magic, 1is THE COMPLEAT ENCHANTER,
by L. Sprague de Camp and Fletcher Pratt. It gives a good example
of various spells. For instance, Harold Shea’s spell to change a
troll’s nose to become smaller (polymorph) Involved beeswax and a
brazier and the chant:

“"Witolf and WHIllhaim stand my friends!

Andvari, Ymir help me to my ends!

The Hag of the Ilronwood shall be my aid. .

By the spirit of Svarthead, let this spell be made.

Let wizards and warlocks combine and conspire

Ta make Snogg’s nose melt like the wax on this fire."

When the smoke cleared, Snogg®"s nose had shrunk. "Head feel Tunny,”
was Snogg"s comment.

The Word from Homlas to write a blazing critique of
the Homlas game here, but 1 shan"t. 1*h way too close to the game
and besides, we turkeys shouldn’t complain in a national publication
I am a bit dissatisfied with the game, but I1°m just getting old and
battle-scarred. I think 1711 be a chaotic for a while and take a
vacation from clean living and goodness. Might put a different
perspective on things.

Luck: 1’ve decided to use luck rolls as written 1iIn one of the A&Es,
although damme 1if 1 can remember who wrote them. So far they have
worked out ok and have saved Linqus the Cunning’s life more than

once. (I use 3D6s and Lingus rolled a 17). He had a choice twixt

two lairs. He trusted to luck and chose a balrog"s lair over a medusa’
lair, picked up a good treasure too--al though not through Jluck. This
isn’t a luckstone. Basically 1 use a single Ives die system times

luck to determine 1if something will work out for the better.

Again, Grant Louis-d’or, your ability tables are great! I find them
especially useful in giving personalities to minions. Thus Lingus
has a minion, Queguan, that deserted him in the middle of a nasty
fight with some hellhounds when he got half damaged. Now Lingus



chases into melee shouting a bonus offer to Queguan If he’ll stay and
fight. Lingus"s other hirelings now want to know what"s so special
about Queguan. Likewise, Lingus had another minion, Helat, that was
so gullible that Lingus askedhim to lure a "baby white dragon™ out of
its lair. Helat believed 1it, dashed Into the cave and was Instantly
Ice cubed by the Adult white dragon within. Lingus has been Informed
that such antics will do nasty things to his alignment. Keep up

the good work. Grant.

On to da comments (from A&E 12)

Lee Gold (Tantivy): your Balrog stats are very good, except you
left out hit dice! ZSorry, OBe per level. 1If you use Greyhawk”
make that one D8 per level.— LG"] I think 1 will allow a Balrog In my
game for a while. Just to see how It works out. But how does one
force a Balrog to be Lawful or Neutral. ZOne doesn"t. One can put
a Bing of Contrariness on him (hiy fHoolai) and have him act Lawfullyy
hut a Balrog who actually was non-Chaotic would have no fire ability
and precious few other ahiiities.--LG] Seems to me a Balrog would
fight to the death to remain Chaotic, just as Lawfuls fight to remain
lawful .

Kay Jones (Klrel’s Mirror): I dunno about Perns. Seems reason-
ably restrained, but It sounds like a free minion MU with a small
dragon thrown In for good measure. 1”11 stick to lves’” attack dogs.

Of my two attack dogs so far, one died in melee and the other 1is now
an Incredibly lifelike statue.

Me on Lee on me -- seems you and 1 play different vampires. Every-
where 1 ever read or saw, the Charm Person of a vampire isn’t a spell
but a sort of close-range hypnotism done with the eyes. It Is tough

to get eye contact with a creature that knows it shouldn’t do so.

Also Vampires never make a direct charge at a cross. ZGygax specifies
the cross must be 'strongly presented.” And it seems to me I"ve seen
any number of vampires unmoved by a cross in the hands of an unbe-
liever or someone recently guilty of unlawful behavior. The line was
"in your handsy that does not bother me.'"--LG] A vampire will go no
closer than necessary to a cCross. I’m sure Glenn Blacow can come up
with all sorts of clever crocks, but 1 don’t change the rules In the
middle of the game. If a player gets super lucky, 1 don’t take It
away . Players have the right to get lucky once In a while, don’t they?
Just because something Is very powerful, 1 simply refuse to crock it.
The player may start attracting monsters at a phenomenal rate, but
he/she can still keep the stuff. In a Pieklll room, the thieves can
steal If"n they wish. The room was"a ringer |1 created. Harmless but
fun fTor all concerned.

e Wes Ilves (Stoned Acolyte): I think that a Charm makes a person
a friend of the charmer but suicide 1is out. (Would you jump In front
of an 18-wheeler for your best buddy?) A charmee would attack his
ex-buddies since the charmer 1i1s now the charmee®s best friend, but
suicide Is a no-no.

Nick Smith (LalityrInth Ine Lines): around here, there’s no dis-
agreement: greyhack Is the best supplement with blackbeer and elbltch
mizery fighting 1t out for 8th and 9th. The consensus is that next
time we will read i1t before we buy It. your comments on the werewolf
paladin are right. It Just ain’t lawful. A cure disease would be
needed in a hurry before Irreparable damage to alignment 1Is Incurred.



Nicolai Shapero (Notes from the Underground): a werewolf is
“limited"” to AC2? Thanx for that address. You'r right; maybe the
censoreds should be cut off.

Jeffrey May (Down In Flames): If Prof. Barker doesn’t zap you
for copyright violation, |1 will be surprised. In fact, nowhere in
your entire mag did | even find his name mentioned! I never thought

that EPT was a super game, but good god, man, that’s plagiarism!

UCLA Computer Club (Anybody Wanna Buy a Coat of Mithril): Bravo and
a raised glass to your comments. Guidelines read like R. A. Heinlein's
"Notebooks of Lazarus Long"! Great stuff.

Joel DAvis (Colorado Comments): In Raleigh we play that one can
strike through a Web. Webs are mainly used to kepp dragon’s mouths
closed. (we play no "breathe" through the nose--does horrors to the
sinuses.) C-Tn LA you can strike through a Web with a 30% chance
that your wwapon will be entangled in it for some time.-~LG~1 11
Comments on Wizards vs. Armies are good but any army that 1is dumb
enough to go after a Wiz without their own MUs 1iIn support deserves to
die.

Margaret Gemignani (Many Worlds): your magic sword price Is the
most reasonable 1°ve seen. In Raleigh, 1°ve had a bid of 30K GP on
a Neutral Thieve’s sword (+2 for most, +5 Tfor thieves) and 35K on a
Lawful High ego sword (20,000 GP on hilt from me); but after all, it's
a seller"s market. Dear Finngis will appreciate the gold, but the
guild 1is a better buy.//You’ll do what to Wes’s dungeon? So spake
many a proud adventurer now passed on to Valhalla?

Me on Me (8 Sided Die): Oops, Lee"s right. Those stats for
bullwhips and Balrogs are wrong. The balrog drains you on any hit.
But remember, if the body doesn"t flame, the whip doesn’t drag. Also:
flying Apes are AC 9, and the number appearing Is just suggested. The
stats for Ape Lairs is only for the very brave, very dumb or very lost
that wander in.

Jerry Jacks (Sublime Portal): Your sage rules muchly good.

Steward Levin (Lost Mask): Kind of hard to read, but the adven-
ture was good. Eleveners look ok as long as you don’t allow calling
all the creatures with 120 (or whatever) feet. That could get to be
a hefty stampede. Even a horde of butterflies could be a problem.
Ever been fluttered to death?

Wayne Shaw (Portal to Temporal ana): We solve the empty room
problem of a Gygax dungeon by putting in "specials'" like piekill.
Strange things that have no particular meaning. One example is a metal
rod sticking straight up in the center of an empty room. Move it left
and the room tilts left, move it right and the room tilts right, etc.
Just like an aircraft joystick. The tilting could unveil an r;»therwise
hidden door (but remember, push it hard over in any direction and
the room does a 360° roll!). After all, every room need not have a
true purpose. What Is this: a game of "my dungeon is tougher than
yours?"

Look, Blacow®"s people aren’t as high level as yours and so should
be given a weaker set of enemies to Tfight. It’s all relative.

(Thank you, Albert. Now back to your equations.)



Jason Ray (Tyidarlen Postcard): I use an Ego roll of 3D6s for
minions® ego. How they represent themselves In negotiations, etc. A
high ego (16-8) minion once he gets a few levels may decide to leave
and get his own minions. (One character--Lingus again--has been
offering 500-1000 GP per week to 1st level minions. It wipes out
ego entirely. Any 1st level type will accept that.)

Announcement: the Fighter®s Guild

In the Homias campaign | have begun a fighters®™ guild,
This §s a service organization to fighters in the game (not egoboo for
me ), Initiation fee is 50 GP; dues are 5B of any treasure you bring
in. For this you get free horses, armor, Tfood, weapons, and we will
build special weapons, etc. for you. Already out are the new two
shot crossbows. They fire one bolt okay, but the second bolt only on
a 9B5? or less. (well, nothing®"s perfect). Also out is the four shot
A-A mount (two are automatic; the other two are 50™ each). Soon to
come 1is the Balista, a long range built thrower, 3D6 In damage. One
attack per every four turns, with 360° rotation and 90° elevation.
Still in development but soon coming.

By the time you read this. Origins Il will be over. Hope to have
seen some of you there. (By the way, the Guild can purchase magic
from Edwyr or Goree, by permission of Wes Ives. Any players from
those games, If you have a weapon for sale, please contact me.

We at the Guild pay top Gold Piece).

FIGHT ON!
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Robert Sacks writes to say his A&E 3rd class took h weeks by mail, but
he hopes to have an article iIn /<IU writing up part of the EPT expe-
ditions he ran at the MIT-SGS®"s SummerCon 11.

Ken Pick sent along with his four page zihe a note saying that "*Nit
Picks®™ 1is the worst pun I°ve heard since Gregg Howard"s e"Pickets" tribe,
All doors in CRIMSON sB-ing open slowly no matter how hard they"re hit.
\eo the Premen Kkids* door didn"t really get hu&ted off i1ts hinges].

IThe Ochre Jelly was doing a number on Jason the Monk as he was pulled
up- That"s what his scream was about.//Zed got immune to poison
through a hit of CRIMSON Budweiser which either kills by poison or
makes immune."

icu)Kb)icmK:a)KaiK(i)Kb}KKa)Ka)K(i)ica)<a)Ka)Ka)K(i)icb)Kb>K(Dtca)Kt>)Ka)K(i}KUKu)KmK(oK(UK(i)Ka)KU>Ka>Ka)Kb>Ka)

Some time ago Konkin suggested the Barbarian as a Character Type based
on Constitution. I already had a mass group of Barbarians. They™re
like Bandits but have no oWicers between the Ultimate Leader, however
high he 1is, and the 4th te<x@l sergeants. Common Barbarians have
bronze (-1) plate and swords, Officers standard with half the norma l
chance for magic appurtenances. If constitution is to be the ir prime
requisite, then a Barbarian should have strength 12+, intel ligence
-13, wisdom -13, and the experience points/level system of a fighter,
Like dwarves, barbarians save four levels higher (and dwarf barbarians
six levels higher). They fight as 1D4 higher than they really are.
They never understand any device/weapon/object they have not previously
encountered and they take 1-i00 days to get used to a new magic item
before they can use It effectively after acquiring it. Any sfecies
but Elves can provide barbarians. — Lee Gold



Were-Shark by Eric and Chris Holmes

The underground lake, or perhaps sea, was black and foreboding
as our TFTirst level group huddled on the dark beach peering into the
murk. The elf and the hobbit thought they could make out an island
with a low building on it.

There was one small boat tied up to the stone pier. A previous
adventure had revealed the hiding place of a second boat, however,

and a party was sent back to the main corridor. They found the
door to the other jetty and soon we could make out the second boat

=1 seeing rowed over to join us.
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A quick inspection revealed that the boats could each hold
only four persons, five if one were a hobbit. This meant the party
had to split up and leave the faithful mule behind. Even so the
boats were heavily loaded and rowing to the island was slow and
noisy. Several of the party took off their chain mail and placed
it in the bottom of the boat, so that they would be unencumbered
if they fell into the water.

When the two boats were half way to the island, the sharp-
eyed hobbit spotted the first triangular fin circling the boat.
The party"s major concern was that the sharks would attempt to
overturn a boat, but the beasts remained far enough away to be
out of range of anything but an arrow. The hobbit estimated that
there were three of the creatures circling them.

Despite our misapprehensions, landing on the tiny rock island
was without incident and investigation of the stone pyramid at its
center revealed it to be a deserted temple. Standing on the
deserted altar, however, was a man-sized statue of solid gold.

__Boinger, the hobbit, said the artistic style was crude and



unsophisticated, hut the rest of the group was iImpressed with the
value of the piece and i1t was quickly hauled down to the boats.

The weight of the gold, however, so lowered the craft in the water
that i1t appeared at first that only one person could get In to row.
The mercenary warrior volunteered for this assignment, saying the
lonely rock islet and inky waters made him anxious to get back to
the shore. A little experimentation revealed that the dwarf.
Barely, (Barely A. Dwarf had characteristics that brought him to
dwarf-hood only after maximal adjustments. No one ever thought him
less of a dwarf, however, because he had made i1t the hard way) was
light enough that he could accompany the warrior for hire as
additional protection. The two rowed off iInto the darkness, promising
to send the boat back as soon as possible and get the rest of the
party off the island.

No sooner had the boat disappeared, however, that a fearsome
shape emerged from the water. Ten feet long, the streamlined shark’s
body advanced toward the horrified adventurers on human arms and legs,
crawling as 1f on all fours. The mouth gaped to reveal rows of
glistening fangs. Red eyes glowed in the dark and the weird
creature rushed to the attack. Fortunately i1t"s lycanthrope nature
was recognized by the canny adventurers ('ITf there are were-tigers,
and sharks are the tigers of the sea...') and they defended themselves
with silver sword and mace. The monster was quickly dispatched.

Realizing the pair with the statue might soon be in deep
troub:™""a rescue party of four, iIncluding Mergatroyd the Magnificent,
was despatched in the second boat.

Meanwhile, back on the shore, dwarf and man unloaded the golden
statue with considerable effort when they were confronted by five
monster were-sharks rising from the deep. The fighting man died
immediately beneath the ravenous jaws, Millie the mule ran for
safety down the corridor. Barely pulled a silver tipped arrow from
his quiver and put his back to the wall where only one of the
ambulatory killer sharks could get at him at a time. Here the
desperate dwarf managed to fend off the deadly jaws for a time.

The second group In the boat shouted encouragement, rowing
as fast as they could. Reaching the jetty, Mergatroyd pulled
himself hurriedly together and hurled a sleep spell at the monsters
beseiging the poor dwarf. All of them fell senseless except the
beast attacking Barely. The terrible teeth crunched through his
chain mail as his friends came running up. Heroicly thrusting his
puny weapon at the monster with his dying breath, the brave dwarf
perished.

The were-sharks are based on a Polynesian legend of demon
creatures that assume human form to deceive their neighbors, but
slip away into the sea to kill lonely fishermen. Persons suspected
of being man eating shark demons are stripped by their accusers
and found to have a mouth, lined with shark’s teeth iIn the small of
their backs. The creatures encountered by Barely and his friends
are not typical Polynesian shark demons, but do have the bizarre
combination of human and shark characteristics suggested by the legend.
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RUMPLEMOCKTURTLE WEAVES A TALE #58 by Hilda C. Hannifen, 1735 kjth Ave., S.F.,Ca.
NM22 ~M5-56"-2568 or JOGALOT.

Going to the gameroom one Ffine day during Westercon, |1 Joined a group going
into Wayne Shaw"s Temporalana. 1 took In Kelko, Richard the Dwarf"s half human
Japanese daughter, who is an 8th lewel cleric and 9th level thief. With her was
the dwarf, Norigg, “>th level fighter with a helm which turns him Into a brass
dragon-“‘he never uses it, however. Our leader was Shevak, anti-magic user vulcan,
8th level. Also with us was Dagor the "»armmed frost giant strength Qwarf, Bllakcehar,
a 6th level Paladin [Dagor was 7th level fighter], Grimvald, 6th level EIT fighter,
Krell, an 8th level mage, Tsar, a Kazin assassin, Greetle, 5th level mage, Aldo, a
Kobald/Were-Cobra 3th level fighter and isth level mage, Oilgo, a Hobbit thief with
Fire giant strength, Wahf, an 2nd level fighter Were-Ape, and Stalk, a 2nd level
mage. Keilko was deputized as 2nd in command to this motley bunch.

Since we met at the Old Phoenix to organize, many of us had the house best or
Aesmodian wine while waiting which scrambled hit points and characteristics. Finally
we got started none too drunk and none too soon. First thing we meet entering the
Ath level of the dungeon structure were 5 Sphexes (9 hit dice each) which were handiy
wiped up by the Paladin, the ~J-armed Dwarf Dagor, Keiko (hitting from behind), and
Norigg who teleported around to great “vantage to himself. Hardly had we finished
with one set of monsters when we were set upon by 16 4+2 hit dice Su Monsters. The
same four were in the forefront of the fight (with Keiko it was the hindfront as she
depends heavily upon a kidney blow plus her robe of blending The Paladin took 5
critical hits durinjf this time Including both hands and genetals. His sword and
Regeneration Ring kept him going until the final hand was lost. A bit of trimming
on the regenerating hand plus a Regenerate spell to get things reconnected got the
ring back to work reconstructing the poor man.

Despite his misfortunes, the Paladin Insisted iIn leading the charge into the
next room. That room contained a Flesh Golem and 6 Ogre Magi which didn"t throw
their Cold Spell because of the protection which the obvious Paladin was afording.
However, as the fray spread us out in the room, the OM"s managed to kill Aldo. A
cold blast froze Oilgo but he sprang back to life fully restored having used up one
charge of a special resurrection device. The Paladin was incc paeitated on the very
first blow when the Golem smashed his right hand so he could do nothteng until he
Regenerated. In looking for loot, Dagor, impulsive since he had seen others grabbing
up all the good loot, removed a helm from an OM which, due to the RDX explosive
connected to It, exploded. Dagor lost most of hisvloot including the girdle of Frost
Giant strength.

In one room off that, through a mirrored distortion field™we found a statue
which became a 12 die Fire Elemental. The Paladin took a dose of potion which let
him become CO2 while the rest of us held it in place. Dilgo added the finishing
touch with a ring of water to trap It. We then found a series of 9 cabinets. 6
contained money, the other three traps which acted upon whoever triggered them no
matter howythey were triggered. The Paladin triggered the first and got 2 extra
hit dic™\. Then Dagor did the other two. The Ffirst left him 6" high and unable to
wield his equipment, the second gave the ability to polymorph himself into any form
of Giant though without extra strength. Also he now only had two arms iIn this new
form he had to take to wield his equipment and weapons.

Then we found 2 Balrogs which gated in a Type 2 demon. Before we were doer ,
we had to fight 3 Type 2 demons total. From there an injudicious member of the
party teleported us to a throne room by a treasure room which left us facing the
Demon, Chrono, who is the head muckitymuck for the whole dungeon and his personal
body guard, down on the 10th level. KeikKo and the Vulcan were the only ones with
time-related I8 so they purchased the release and return of the party with a 3-
minute egg timer and a Boring film. They were compensated by Chrono.

N Leaving the dungeon the only run in we had was with an lron Golem who trfed to
pokin us. Out of the whole load of loot, Keiko got a sword (chaotic) with spell
storing ability which she will have to use wishes to alter. Norigg got a force blade.



THE PORTAL TO TEI1PORALAWA 78
Wayne Shaw, 9644 Lundahl Dr., Pico Rivera, Calif.

Well, 1 have just returned from Westercon. I was 1In or ran several
interesting games while there, but since the two 1 remember well enough
to talk about are probably being written up by others, | believe 1°M
pass on describing them.

ELDRITCH WIZARDRY
I like Eldritch Wizardry. I seem to be the only one 1’ve talked
to who can make that statement. While it wasn’t another Greyhawk, it
was much more worthwhile than Blackmoor.
To start with, 1 Ilked the psioni.cs rules. While 1 would prefer
to use the psionic iIn the form of an entlely new character class (like
Steve Henderson’s Pure Psychic), it was something 1°d been trying to

put into the game for a long time. I don’t feel 1it’s necessari ly
foreign even to the most strictly medieval game, let alone the science
fictionally spiced games that many people run. Nor 1is psionic potent-
ial so common that these characters will overrun the game.

I an also apparently the exception in that | liked the Artifacts.

I use many others (Stormbringer, the Bow of Tarix, Glirendree, etc.) in
addition to them, but I am personally rather fond of Artifacts and the
ones 1 had were spread entirely too thin over a ten floor dungeon

and my wilderness. (Yes, |1 realize that Artifacts are supposed to be
rare. But not so rare that no one ever Tfinds them.)

The psionic monsters and demons were also Tfairly reasonable, though
the Ilatter were rather on the weak side in comparison to the demons |
had been using (which 1 may publish this time) which are somewhat based
on Joel Davis’ demons. The notation that elemental beings operated on
both this place and the etherial one was a concjiuslon we had come to

locally but It was nice to have it "official.” And the note about
cockratrices and such also cleared up some problems.

Now as to the Druids: I can’t say I°m impressed. From my exper-
ience, most people start out with a dungeon and only after having this
for quite a while does anyone start on a wi lderness. I1’m sure there
are exceptions, but this seems to be a general pattern. Most Druidic

spells are next to useless inside. While 1 will allow an EW druid, 1
prefer Harness druids and will continue to operate my two neutral
clerics as such if 1 have any choice.

And then there Is the combat system addition .... Ha-ha-ha-ha-ha,
excuse me. It is obvious from this thing that iIn Gygax-style games
one doesn’t get Into combat very much. Otherwise no one would ever
come up with monstrosities such as this. I recently regretfully gave
up Blackmoor Hit Ilocation (I personally think it is the best represen-
tational hit system around) because it took too much time, and now they
hit me with this? Argggh!

In any case, overall, 1 thought that Eldritch Wizardry was well
worth 1its price.

* * X X X X X * KX X X X X

As promised last issue. have been working on James Schmitz’s
crestcats as D&D characters. I was slightly frustrated at first
because 1 realized that crestcats would inherently have some ™magical™

abilities. Then 1 realized that this was balanced out by the inhere""t
limits as to what a crestcat can use: no swords, armor, weapons,
wands, probably no rings. [Vegi-0 teathev oat ar-moT should he possi-
ble.--LGJ Essentially the only magic they can use are talismans and
amulets. Crestcats from the start have a blending ability halfway
between the Robe of Blending and an Elven Cloak. They are telepathic.



They can climb smooth surfaces as well as a Thief. Crestcats ulti-
mately do quite a bit of damage, but they start off low. A first

level crestcat fighter does 1-2 per claw, 1-4 per bite (2 claws/l bite
per melee turn). A third level does 1-3/claw, [1-6/bite; a 5+h 1-4/
claw, 1-8 bite, a 7th I-5/claw, [I-10 bite, and a 9th I-6/claw, 1-12/
b*ite. They are armor class 4 unless fighting something that operates

nonvisual ly, which 1is therefore not confused by the cover. I have
operated one for several games now and didn’t find any troubles with
them.

For quite a while now, people have been bugging my armorer for
several weapons not listed iIn the books. With the help of several
encyclopedias and books of arms, 1 have worked out some statistics
and would appreciate criticism, especially from SCAers.

Name AC2 AC3 AC4 A.: AC6 AC7 ACS AC9 Man vs . Larger
bo la - - - - - : 1-6 me lee immob.
shurl ken -5 -5 +1 +1 0 0 +2 +3 1-4 1-3
(armor plere ing)

boomerang 0 11 0 +1 0 0 +2 +2 1-6 1-4
(255? chance of return)

short sword -2 -2 -1 0 0 0 +1 +1 1-6 1-8
rapier -6 -6 +2 +3 -1 0 +3 +3 1- 10 1-6
2-handed axe +2 +3 +4 +4 2 2 2 1 1-10 1-12
quaeterstaff -4 -3 -1 0 0 +1 0 0 1-6 1-8

Bo stick -4 -3 -2 0 0 +2 0 +1 1-6 1-8

Jo stick -5 -4 -3 -1 0 +1 0 +2 1-6 1-4
Throw"g dagger e~ -2 0 0 +2 +2 +3 +4 1-4 1-3

AC2 :AC3 AC4 ACS5 AC6 AC7 ACS AC9

sling 12- 0.0 -1 +1.0-1+1.0.0 +2+1.0 +1.0.0 +1 '0.0 +2+2+1 +3+2.0

dart-gun 9* -3-5-7 -2-3-5 0-1-4 0.0-1 +2+1 .0 +3+1.0 +3+1.0 +3+2+1

Spear- -2-3-4 0-1-2 0.0-1 +1.0.0 +2+1 .0 +2+1+1 +3+2+1 +3+2+1
thrower

javelin -3 -2 -2 0 11 +1

(do 1-6 damage against any size target)

* The dartgun is a weapon 1 got from Andre Norton’s Witchworld books.
It is a light repeating crossbow that fires short bolts which do 1-6
against man-sized targets, but only 1-4 vs. larger ones.

**<(

After seeing Stewart Levinfe column last issue, | could®"ve Kkilled
him. Because he stepped on my column this month a little by mentioning
Beast Measters, beeasue 1 now present:

THE BESST 11ASTER; A MEW CHARACTER CLASS
Beast Master originate from some Norton books (BEAST MASTER and LORD
OF THUNDER). They are fighting men who can develop an empathic bond
with animals. In the game, this gives them a limited two-way pseudo-
Charm Monster ability, limited to "normal"™ animals (wolves, leopards,
etc.), giant insects, reptiles and mammals of various sorts, and the
following "monsters"™: manticores, hydras, wyverns, pegasi , hippogriffs,
rocs, griffons, fire lizards (Blackmoor), Umber Hulks, Displacer
Beasts, Blink Dogs, Hell Hounds and Phase Spiders. There may of
course be other nonstandards that are affected. That"s up to the DM.

It should be fully understood that a Beast Master Link Is a two-
way link. Even a chaotic Beast Master would never unnecessarily risk
his team, and he would never sacrifice them just to save his own life.
Over all, he will generally be more concerned about his animals than



about his companions. He can only attempt to link into one creature
at a time and 1iIf the creature makes its saving throw, it will attack
him berserkly. The number of animals that can be iIn a Beast Master~"s
team at a time is 2/level to a maximum of eighteen. A Beast Master
needs 10" greater experience a fTighter of the same level. (In other
words, 2,200 at second level, 4,400 at third, etc.) Beast Masters
can use any magic a fTighter can, but they usually don®"t like plate
and often won "t use shields. i i

Every time 1I"ve run my Beast Master, he just stood around until
someth Ing attacking the party hit one of his animals, and then, boy.
look out!

MONSTERS OF THE MONTH

SUPERBALROGS (ALSO KNOWN AS DEMONS, CLASS VIIl): 1-3 appear, AC O
15 hit dice, move 9'"/20", treasure type G, in lair 50%. Use a t2
Greatsword to do 1-20. Use a cat-o-3-tails (three possibilities of a
hit) to pull against body. If immolating (5+ on 2D6) does 2-16, 3-24
or 4-32 according to size. 95% magic resistant. If using Eldritch
Wizardry, they also can cause darkness iIn a 15" r, cause fTear; detect
and read magic, read lanuages, detect Invisible, cause pyrotechnics,
dispel magic, suggestion, confusion, telekinesce 8K GP weight, use a
symbol of Fear, Discord, Sleep, Stunning or Insanity, and have a 15%
chance of gating in a Type IIl Demon (607), 1IV(305?), or V (20M).
Superbalrogs are mi ldly confusing in that they can only be affected by
non-magical weaponry. These nasty entities are generally two or three
feet taller than your average balrog, but other than that and their
larger wingspread, look like them.

LESSER DEMONS (WITH THANKS TO JOEL DAVIS): 1-2 appear, AC -2,
20 hit dice, move 18", treasure type H, lair 20?. These generally
appear as 10" tall humanoids with glowing red eyes. They wield an

Unholy Sword (4-40 damage). In addition, their touch does 6-36 damage
They have the spells of a 15th level mage and can use them as often
as they wish. They also have 1iIndefinite use of a Gate spell. They

also have a Convince power with which they can convince a person or
group anything they wish if a saving throw against magic 1iIsn"t made.
They have 95% magic resistance at the 16th level. Note: though they
common ly have @ humanoid form, they will occasionally assume a more
fanciful one. They regenerate at 3 points/melee turn unless soaked
in holy water after their death. They are completely immune to heat
and cold.

GREATER DEMONS: I appears, AC -6, 30 hit dice, move 20"/60",
treasure type H, Hlair 40?. These appear as unremarkable looking people
Their touch does 12-72 damage, their powers are as a MU30 and they
have 95? magic resistance at the 24th 1level. They not only have
complete resistance to heat and cold but also complete control over
both. They regenerate 5points/melee round unless a blessing is said

over them. In that case, the chance of their not reviving is the
percentage of the level the cleric is to 30. (A C20 would have a 667
chance of making one stay dead). In all ways not covered. they resem-
ble lesser demons.
COMMENTS _

Lee: In answer to your questions: No, Yes, and circumstances make

them undable to.//If you can figure out my AMU"s stuff, you“re welcome
to take them, but since he"s had to build them from an almost medieval



technology and had to juryrig and crosswire a lot, well_.__.

STEVE PERRIN: Thanks for the strength table. I needed It a.lot.

CHARLES MCGREW: Disagree about guns. Anyone who has ever used a
crossbow has at least a fair chance of Tfiguring out how to use a semi-
automatic weapon. Thief has used a crossbow. Or did you want to
have this both ways.--LG"} A lot of bullets may be wasted and he"ll
probably never figure out how to reload the damn thing, but he probably
could figure out that when you point that end at something and pull
the trigger, it makes a hell of a lot of noise and a hole. (He may
have found this out by shooting himself iIn the foot, but that®s not
really relevant to the discussion.)

WES IVES: Wes, |1 think It"s Just a question of energy states. 1
get very bored in a low energy state game, but there may be other
people who Ulike i1t. All 1iIn the mind-set 1 guess.//Would everyone

please reread the Dispel Evil spell. That"s all a paladin®s power Iis
and he can®"t attack while using 1t, so | don"t see what all the fuss”
is.

NICK ~MITH: I had my doubts about Tentacles®™ level when 1
researched 1t. That was one reason 1 published. Thanks for the
comment. I"I1 probably at least split it into two spells.

Z0on’t forget to double your research costs.--LG"

UCLA COMPUTER CLUB: Who said werecreatures are not in control of
themselves iIn were-form? Ever read Anderson®s OPERATION CHAO0S?

JOEL DAVIS: My answer to the nonstop arguers has always been,
"would you rather argue or play?" If they decided the latter, | usu-
ally made it plain | could find better things to do with my time. It
that didn*"t do it, |1 would quit. I broke up the habit quick and left
much better feelings all around.

MARGARET GEMIGNANI: Okay, 1 just finished with Glenn, if 1 have
to start with you, so be it I) Where was 1 going to get a Cleric
to raise that dead Chaotic Thief? 2) Often one has to act quickly in
a dungeon. For every time you get Kkilled for rushing into something,
there®s a time you get killed because you sat around dithering.

3 Tel 1 Glenn time has nothing to do with 1level . He bitched that
someone couldn"t get up to 60th level because of lifespan. All 1 said
was that with a lifespan of 400,000 years or more, it is quite possible
to reach 60th level. 4) Before we start talking about the soft life,
let us mention a recent expedition into Stormgate where nine out of
twelve characters were lost, one permanently. 5) What distresses

you about stone bows? or the .45? And where 1in God"s name did you

get the 1idea Chee went up four levels on one expedition?

MARK SWANSON: As best as |1 can figure it out, competence with
Static and Inanimate applies to such things as magical traps and pits.
And, no, the i1mmortal doesn"t heal back from death.

CHARLES MCGREW: That decision time thing doesn®"t cut it It I'm
in the dungeon as a character and it becomes obviuous the leader can"t
make up his mind, I"m going to damn well do something by myself: cast
a spell, shoot my bow, whatever. So 1t isn"t fair to assume the
whole party 1is a noodge just because the Caller is.

DAN PIERSON: My ring table? I never published one Joe 1
Davis, maybe.

STEWARD LEVIN: Liked the Elevener. Don"t think 1 understand the
lightning bolt progression though. Could you go through It again.//
How were you running Beast Masters? And what do you think of mine?

NOE : Good God, 1 almost forgot. To be a BEAST MASTER requires
strength as a prime requisite and intelligence and charisma of 15+
each ,



THE GRIFFIN®"S QUILL #J By Charlie Luce
*+252 H5lst street #°, San Diego, Calif. 92115 M7

Having had my name dropped by Nicolai Shapero and Kay Jones
in this rag, | have deemed it time to introduce myself,
I run my ovm little pet wilderness on the planet Wulth, and am
currently putting together a dungeon so that lower-types will be
able to play in my v/orld. I play in Scott Norton®s campaign, my
main character being Heilborn, a GriffinAJdizard and the iInspir-
ation for the <zine title.

To start out5 my personal comments on what has gone before—
EVERYBODY; 1 have seen in A& quite a bit of what 1 call the
"One True Way"™ syndrome. Those affected are under the iImpression
that their iInterpitation is the only reasonable/sane/right way
to handle a situation; they use words like "of course”™ and 'nat-
urally” v/hen describing the way they run things and words like
"clod™, "turkey', and "ldiot” when referring to those they dis-
agree with. Is this trip really neccessary? The First Phoenix
knows that I am as guilty of It as anyone; but that hardly ex-
cuses i1t, Nicolai and I might disagree whoeheartedly on how to
run- D&D, but this hardly makes either of us a "moron™ or ‘clod™i
Isn"t there enough lag time with ME to tone down some of the
more heated remarks? It can be very distressing at times.

LEE; 1 borrowed Boiling Oil and modified Sandstorm into Sand- .
blast for two of my Neutral Dragon breath ~“egpons, so | hereby
insert my thanks. 1 agree on the fourfold path of alignment;

I have a fourth "alignment™, Fanatic, which is nominally Law,
but so self-centered on one ideal (such as "Kill Chaotics™) that
normally non-Lawful behavior (like slaughter of helpless child-
ren) results. "Tou Bash the Balrog"™ was wonderfull Morel More!

STEVE PERRIN; Like Dwarf powers, but 1 start a Dwarf out with-
out the affinity for Detect Traps, Shifting Walls & Rooms,” and
Slopes. 1 also like your interpitation of wishes; much better
that the ™"all wishes are created equally useless'™ approach.
Here®s something you could try; 1 came up with Ih general pur-
pose Critical Hits, then developed "ile tables along the lines
of BLAGKMOOR in order to tell which type of hit was scored on
each type of opponent. This approach makes the CritHit system
more adaptable to fighting different types of monster.

KAY; Hi! This is all MY fault! Going to put in the revision on
Perns? Ouraell will have to leave the roost--he/she/it has been

moved to Wulth to stay, )

GRANT LOUIS D"OR; 1 finally see a special abilities chart 1 am
tempted to put iInto use. V/hat a masterpiece! possibilities!

ANYONE VJAIW TO BUY A COAT OF MITHRIL #3; #s 5,6,7,8,10,11
(snea on%y) ,13j17§16,17,18,21,22,21F,25,26,28,29,30 and 32 can
be usetul far Lawfuls as well- just ask feilborn.

MARGARET GEMIGANI; You do a very good job of writing powerful
criticisms without ending up iIn a diatribe. The people around
here treat a Blink Dog or Pegasus the same as any other follower
and give them a full share in the treasure. Then again, since

we play under the theroy that Intellegent Monsters are People,
it would hardly be consistent do work it any other way. How



about telling us more about Leau? So far around here only the
Unicorn-Pegasus cross has been formalized (Alacorns).

JMRRT JACKS; V/hiie Bay Area dungeons don*t hand out magic like
raindrops, they do seem to produce two types of players; The
Powerful C35%) and the Dead (65").

GLENN BLACOVh Gkbod essay on balance. 1711 be waiting for you
to comment on ray charts for handling monsters rath great an-
ticipation, but I tell you now; one example of fit-throwing
and you will be cheerfully ignored. In A&E 12 you exibited a
much better attitude than in some of your letter replies,

VJAYNE SHAVh See coranrent to Jerry Jacks. Too deadly is no bet-
ter than too easy. Is there no place for the low-level types

anymore?

KEN PICK; Total agreement on Japaneese cartoons as material.
Just think of running into The Amazing Three in a wilderness.
Will be iInteresting to compare your Sphinxes v;ith mine,

ROBERT SACKS; 1 suppose all Unicorns have Detect Virginity as
a built-in ability. 1 am worried that your last question is
going to result iIn someone"s four-page essay on virginity. |1
try to let the question ride— any fo-rmalized system would only
prompt a search for loopholes,

SCOTT ROSENBERG: After reading your page ray friends are trying
to convince me that having a player make his saving throws on
a dartboard i1s not a good idea (bullseje is automatic save,
missing the target automatic fail), | suppose they“re right,
but consider the possibilities |

In agreement that balance must be kept in D&, 1 still think
that monsters as player-characters can be done without having
to make then much less desirable to play than humanoids. Time
out. for definitions; A humanoid is any intellegent human-1ike
and roughly human-sized entity which has two hit dice of less
as a normal adult; a monster is anything else. In order to
set up monster characters, we have added Intellegence type.
Charisma base, and Dexterity base to each monster description.
The charisma and dexterity bases range from +2 to -2 and add
to the 3D6 roll. Intellegence types go like this;

Intellegence type Examples Range
Mindless Most plants. Green Slime Always 0
Non-Intellegent Most animals, Basilisks Always 1
Semi-Intellegent Norses, Dogs, Umber Hulks Always 2
Low Intellegence Pegasai, Wyverns, Gargoyles 3-12 C3DV)
Intellegent Humans, Dragons, Lycanthropes 3-18(3D6)
Mgh Intellegence Elves, Unicorns, Falrogs 5-20 (3D6+2)

Intellegent (3 & up) monsters can be player characters; |
have charts for 32 monsters at the moment and can usually
come up with a new one, given a monster description,- in less
than an hour. Almost any monster which can be run as a player
(which excludes Enchanted and DemonAJndead typos) has poten-
tial for at least one type of spell use, but the Prime Requi-
site for the ability must be 16 to 18 unless the monster 1iIs a
Dragon or comes by the ability naturally (such as Lammasu),



so the Magical or Clerical monsters tend to be rare. Admittedly,
the most poweful monsters tend to be a bit disproportionate in
advancement, but they have other disadvantages— such as the
tendency of Dragons to want most of the treasure for themselves.
One player with three Copper Dragon followers can barely keep
up the castle he lives in— 90" of the treasure he finds ends

in the Dragons* horde, or goes to pay the food bills they run

up,

I now throv; out a proposal to the readers of A&E. My four
to six page an issue budget hardly allows me to put iIn more
than on®© or two (or maybe three) in any issue; 1 therefore want
to put In the tables that someone might want to see. So if iIn
Issue I see a request for one table or another 1’11 try to
put in in. Fair enough? However, I still feel 1 shoudd start
off with one, so 1*11 include i1t after a word of explanation.
The Experience levels correspond with maturity from 1st to ~th,
~th level being the usual "adult™ level of tho creature. As
such, they are merely an aid to how far the creature has gone
in experience, and have little to do with i1ts abilities in
concrete terms. For that, refer to Eit Dice or spelluser lev-
el, Sufficently confused? All right then, hero are CENTAURS;

EXP, EXP. HIT ARMOR BASE HOOF

LEVEL POINTS DICE MOVE CLASS LOAD DAMAGE
1 0 1+2 6 7 750 1-3 Intellegent
2 1500 2+3 9 6 1500 1-if Dexterity O
3 3000 3+2 15 5 3000 1-6 Charisma +1
if 6000 if 18 5 500 1-6
5 12 K i3 18 5 00 1-6 All else as
6 af K 5+2 18 if ifboo ;8 in Book 11
7 B K 5+3 18 it if5o0 2-8
8 100 K 6 21 3 00 1-10

Each +75 K +1 2 3 k00 1-10

Add.
SPELL USE; Centaurs may act as Magic-Users if Intelle-

gence i1s at least 16, Illlusionist if both Intellegence and

Dexterity are at least 16, Cleric i1f Wisdom is at least 16,

and Poet if Charisma is at least 1?. Spellusing Centaurs go

from D8 to D6 Hit Dice and drop one column in attack, as well

as saving as the appropriate spelluser level rather than as

N fighter of the appropriate Hit Dice. *

EXP. EXP. MAGE ILLUS, CLERIC POET The level used for

LEVEL POINTS |EVEL LEVEL LEVEL LEVEL determining exp. pts.
0 0 gained is either the

2000 1 Hit Dice or Spelluser

1000 2 level, whichever is

8000 3 higher.

16 K if

32 K

6if K 6

130 K 7

E.A. +90 K +1

O~ OO *Qo N R
PN oo mw N vRo
BNOOU mw NpR
;CO\I (e)]3; ﬂw N

-+
+

To awsi“/er the question "why do they go up so fast?';

A) Above 5th level, the hit dice dmndle fast; at 32,000

Egints a normally MHD centaur is passed up by a normally 1ED

ighting-man.

B) Spellusing Centaurs are rare, still take some time to make

the higher levels, and again lose out on Mt Dice at levels
above (A Centaur Hecromancer expects 23HP toa Human* s

25; 6D6+2 vs, 4-D107). Comments on the above are welcome.



To add ta 3rour anazernent (oven now I can hoar you all saying,
"It’s anazing that t his noron isn*t in a cage sonewhere'™), |
provide sone nore nonsters from ny very awn grab bag.

VJEREAGLESs L/N/C, 6HD, Move 3/, AC3, Intellegent, 3-12 ap-.
pear, In Lair Treasure type G(treasure)+D(nagic), Attack

2 talons/IBite, Danage 1-6/Talon 2-8/Bite. Another Lycanthrope,
with the general characteristics of the type.

SPHINXES; L/N/C, 5HD, Move 12/3(T, AC5, Intellegent, 2-12 ap-
pear, In Lair 30", Treasure type B, Attack 2claws/lbite, Dam-
age 1-~/claw 1-6/bite. Appearing similar to Lamnasu but smal-
ler and of nore leolno appearance. Sphinxes do not ha.ve the
special abilities of theilr cousins. In addition, while the
females are winged, the males normally are not (1 out of 6"
iIs a good probability)5 however, males with wings breed true,
including those gained by Polymorph (at least unless dispelled)
or Wish (including Limited, since there is an affinity),

PHOENIXES; Lawful, AHD, Move 3A8, AC2, Intellegent, 1/~ ap-
pear, In Lair 65", Treasure type 1, Attack 2 talons/ 1 bite.
Damage 1-8/Talon 1-10/Bite. These magical birds are similar
to largo eagles, but vrith scarlet and gold plumage. Phoenixes
are totally immune to fire or heat effects of any sort, and
all types of magical fire will cure Ipoint/die of damage.
However, cold does double damage (ignore this for sword of
Cold, whis already has a special bonus), A Phoenix must be
hit with magical weapons (and Flaming swords act as described
above for magical fTire). ITf any sort of body (including dust
from a Disintegrate) is left after death and the death was not
by freezing, burning the body will have the effect of a Raise
Dead Fully by a 2hth level Cleric,

Enough— I°m running out of spare quills and won’t bo able to
fly 1f 1 keep this up. Till #1k, this i1s Charlie Luce/ Heil-
born the Griffin wishing you all Good Bunting.

THIS SPACE FOR RENT p



BILLY BALROG®"S OWN FANZINE # 11

Produced by Mark Swanson with repro by Lee Gold, hastily, hastily.
I live at 9 Davis Rd, C8, Acton, MA 01720 and run another D&D
APA- THE W/ILD HUNT on terms that are much like Lee"s, We go more
for the DMs interests, with fewer adventure reports.

Well, SUMMERCON happened this last weekend (July 11-12) at MIT,
We had about 60 members and much D&D and minatures play, 1 lost a
character as Kevin Slimak®s HELLSGATE continued to demonstrate that
characters exist to enrich the monsters. Serve me right for leading
a group of total trwits.

There was a gross expedition against Cortanas the Hammer near
Glenn Blacow®s Edv;yr last Friday night. Afterwards, the thief/mu
Nimue brought the worst item back and sold it to t"e rulers of Gorree,

Shondeye, the senior Ruling Eye, is most displeased. Cortanas was
a bit strict, perhaps, but attacking a man in his own castle just so
you could kidnap his son is a bit thick,even for Lawfuls! And then,
having taken it and driven off his family, to calmly settle in, hand
out the family heirlooms and set up to “be a baron with exactly 17
followers, as though i1t was a townhouse facing the cathedral! That
braggert Theseus, who calls himself the Dungeon Monster, should soon
get what he deserves. Pity the poor man with Lawful neighbors,

(Note: Yes, Gorree is run by Neutral magic users.)

BABY BLUE DRUMS IN THE DEEP: comments on A&E 12

LEE GOLD- 1 agree with you ref. equipment pools. Married pairs are bad
enough, (Locally, there is a de. ent chance that the opposite sex
being you Charm or defeat will decide to mary you. Sometimes useful,

though the Lawful superhero who led the expedition to capture and convert

the wizardress Sweet Malice is rumored to not be overjoyed by his com-
ing nuptuals.)

My brevit ranks stop at 2nd, a one third chance. However, you get
experience as a first level. (Locally, treasure/experience tends to be
d *vid td by levels, modified by activity & usefullness.)

My undead are less likely to turn if there is a Chaotic cleric
along. The chance of turning is affected by the difference between
the relative levels. Both sides roll 2xD6 and add twice the level.
Undead turn if the Lawful sum is higher. / 1 am also allowing some
Chaotic clerics to use healing spells. The bonuses become reductions
@V7Z cures D6-1 points) and a CSW or higher type spell tends to leave
the character under his heler®"s control or a bit deformed, (Hmmm, the
typoes are out tonight.)

Player character Balrogs. Lee, how could you?!

STEVE PERRIN- 1 like your "Anderson'™ Elves. Now if only 1 could think
of a name for them- too many elves around already. We just require
double incremental ep for elves, dwarves, etc above their limits.

We tend to avoid making things overly dependent on initial rolls

UCLA COMPUTER CLUB- What computer do you use? Language? Mellees are
the slov/est part of the game.

JOEL DAVIS- Hmmm, a useful solution to the "how to hold a castle”
problem. Wish the local group was as well organized as yours
seems to be.

SAM u u KONKIN- You have indeed given us a rational”™ Very good, too.



Your Horoscope Tfor the Period of Sun in Leo by Grant Louis-d"or
(July 23rd - August 23rd, 1976)

For characters with Grant Louis-d"or characteristics. These are
the character®s sun-moon sign. (See A&E #11). 1 - Aries, 2 - Taurus,
etc. The horoscope holds true only for the period of Sun in Leo, 1976.

Aries: this will be a good month for romance. There®s lot of gold

in view too, but there may be dangers where you least expect them.
Beware of enchanted monsters; you"re -1 to hit/spell against them.
However you®re +2 Charisma to creatures you"re sexually attracted to.
Taurus: an energetic month looms ahead of you; your detects work at
half again standard strength. Make the most of your opportunities.
You may meet an attractive Tfighter. Be careful not to commit yourself
too deeply to new loves; you"re -2 vs. Charm.

Gemini: Status change is likely this month; play your cards right,
and it"1l be for the good. Don*"t force your luck. Beware of ambushes
in early August. +1 Charisma. Double standard chances of being
caught by surprise... and 20~ chance of not being ready for action the
first melee round of each Ffight.

Cancer: This 1is your month to strike it rich. Double normal chance
of noticing valuable magic items. Trust your luck in finances and
romance, especially July 23-5. Don*"t get involved in projects to help
godlings or demons, or you"ll be over your head. -5 vs. Geas/Quest.
Leo: Beware of rashness in gathering easy riches, especially in July.
Be wary of traps. +2 Constitution. Double standard chance of noticing
coins, but detects work at half strength otherwise and don"t work at
all 1/6th of the time.

Virgo: You"re more energetic than usual this month but apt to over-
work and get more tired. Spell/fight +2 but use 20 more spell points,
is wounded +1, saves -1. Beware of courtesans and complicated
financial agreements.

Libra: a good month to make new friends, set new goals. Beware of
clumsy new acquaintances. +2 at spells/blows directed at a group
leader. Double damage from party members®™ spells or blows.

Scorpio: a good month to do something for your image. +1 Charisma.
Apt to have a more creative approach to problem-solving this month.
May try to subdue an interesting opponent rather than kill 1it.
Sagittarius: a good time to make new friends, try a new dungeon or buy

a new suit of armor. But your temper will be shorter than usual.

-1 Charisma, Spells +1; save -1. Watch out for lawyers, bureaucrats
and enemy clerics; they"ll do you +1 damage.

Capricorn: a good month for overlands. Hits/spells +1 if gets lots
of egoboo. -2 vs. monsters who surprised the party. May be more
interested in gambling and courtesans this month than usual.
Aquarius: beware of undead. Makeyour will and buy insurance.

Detects don"t work on undead, and your spells/weapons are -2 on them.
You will notice hidden coins or gems at twice normal chance.

Pisces : Quarrels & disagreements are apt to interfere with your
relations with others. Increased energy and adventuresomeness.
Half again more spell points; save +2. -3 Charisma.

ALARUMS AND EXCURSIONS disavows any beliefs on the subject of
astrologys pro or oon™ whether in the D&D universe or the 'real”
one. And Louis-d"or assures us that use of horoscopes is optional”
not compulsory” for characters with Louis-d"or characteristics
except for those characters specifically noted to be superstitious.
However, 1f you use the horoscope once, you must continue to use it
in the future, no matter how unfavorable i1t may seem to be.



Mr, Michael J, Galloway

P. 0. Box 4226
Burbank, Ca. 91503

BLUE STONE

Lee:

On your comment to V/olkoff on Lycanthropes, |1 quote,
Book Il PP 15 - Any one serioule wounded by Lycan-
thropes (assvime about 50™ of total possible damage)
will be infected and himself become a similar Lycan-
thrope within 2-24 days unless they are given a Cure
Disease spell by a cleric.”

The DM will determine what nximber of days with 2D12
for the infection/incubation during which the Cleri-
cal cure disease will be effective if given in time,
if not, once the character starts using his/hers were
ability, the infection has run its course and iIs now
an integral part of the character - as to be a cell-
ular level change in the R™A and DNA, with all the
implications for future offspring.

Hilda from A & E 11: What is a

""Doom Marble™?

Frank/Jerry Jacks/Hilda: on the

info on Djinns, 4HAfreets,
Kakasha - excellent and
thank you.

Jerry Jacks: 1001 Nights -

good reading and great
1deas-yes.
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