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DEADLINE FOR ~17; December 8,
Copy count has beep paised to 250.
If demand keeps g-"owing,
will mean contributors will

It will
I am holding A& to 150 pages maximum and
utors to 22 pages maximum.

next 1issue.

Cover rth i”™ "1ssUe ;
an Incident on the Tfirst expedition

Printing
we may have to go photo-reduced offset.
be asked to typ~”
stenc ils) or send.iZings to Lee Gold to be typed,
a Iso mean®™ we can get more words on
shrinking postage costs and making stapling easier.
limi~t. Ing

less paper,

Excess pages will

artist Ken Pick writes that

1976...0or 150 pages.

rates remain the same.
This
up photo-ready copy (nhot

"the cover

the

The party was ambushe.d while entering an abandoned city and forced

into a ruined ,pa lace,.

through a trapdoor: Tyeller

Undecided on which way to go, Chee

dec ide.
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I Was a Leve |l NIl ne’Mag Fc User for the Cla vLeW iWo.lkqff J
i Was an Eight-Sided Die for Naval

Intelligence Charles McGrew 4
The Porta I"to Temporal anam Wayne Shaw,n 4
Echoes froM the Cavern ,Brlan Lane 2
Ki>e 1°S Mirror Kay.Jones 2
Ken’s Character Corner #8 Ken Pick 11
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WiNTERCON - December 3-5, $4 for all three-days, Oakland, University,
Rochester, Michigan (hear oetroit). FOr~further Information, write
Bill Somehs, 1654 Chahdler, Lincoln Park, MI 40146. Lodging
available at $6/nlght/person with double occupancy. Write to
Dennis Daughtetee, 22608"West Rd., V204, Woodhaven, MI 48183

ORCCON - January 7-9, $2 to pre-register or $3 at the door (checks to

Mark Snowdon c/o The Armchair Strategists Club, University Activities

Center, California Sta.te .Un.j.y.er.sity, Fullerton , Fullerton, CA 92634.-

,NTER FANTASY - January 8-9, $2 pre-reg istored, $1.50/day "at the

door. Lake Geneva, WI at the AmericanmlLegion Hall. For further
information, write Robert Kuntz, 334 Madison St., Lake Geneva, Wi
53147. " r- -

For Those Go-ing to Type Stencils for A&E

Type lines 5-64 - or expect to have some of your copy lost off the top
or bottom - or one of your paragraphs omitted.

Unless you are feeling generous, do not mail us the film or the carbon
cushion. Both can be re-used by you, and both add to your postage.

Do mail stencils unmalmed by cutting and with backing sheet intact.
It is not necessary to mail stencils In an outsize envelope. They
can be Tfolded Into an ordinary manila envelope “for 8 .1/2 x Il paper.
They can also be rolled up inside the cylinder that comes inside a
roll of paper towels, etc. Fold above & below typed area, not inisde.

Deadline for contributions always appears at the top of the TOC page.

Wargamers among the readership might be interested in a new zine
received from England. LEVIATHAN, obtainab len from Clive Wardley,

30 Bl.agdon Rd., Lewisham, "London, SE 13 7HH, England. Price 1is 1/2
pence (.75<fF) per page plus postage. The 1issue sent me was 28 pages.

It included reviews of many wargameS Cur”~rently available in England

and write-ups of on-geihg and planned games of En Garde, Kingmaker,
Soccerboss, and...Dungedhs and Diplomacy. This last is supposedly an
amalgamation of D&D with the old standard game of Diplomacy. "Some of
the first level spells would be “Hold® to prevent a unit moving, “Invis-
ibility" which speaks for itself. The spells progress up to sixth
level when you can “Time-slip® the world into Autumn 1ihstead of Spring.
Fighters could 1lend theri®strength to units.”

We also got a copy of FANTASIA TODAY, a Journal of postal .fantasy gaming.
It is a chronicle of the goings-on in the world of FANTASIA. Published
six-weekly by Ron Lowe, 1376 Northmount Dr., Calgary, Alberta, ,T2IL 0OGI .
Rate 1is K/page plus postage. Issues run around 30 pages. i0f

dubious interest to those Tiot playing in Fantasia.



TANT VY ni "
by Lee Gold (In response,tp Sean Cleary, (213) 450-2278, 34 years old)

Recently 1°ve been ,thinking about charactersd .ages . Some sort of
rfgorous treatment of- it seems, necessary for Staff*s of Withering., etc.
to work proper ly. ,A]so, pf:course age as a dimens.lon; of characteri-
zation adds to realism and makes possible a new class of monsters,
traps and treasure.

lit’s start put by establishing the age of mpst human charaeters as
initially somewhere.between 13 and 31. You can roll for, this at Il +
2010 or you can establish it yourself. Characters age 1in game years."
Age’s also affected by various magical artifacts, potions, etc.

The average human lifespan is, 70 yearsvpius 5 years for each constitu-
tion point over .12 (e.g. 15 Const has a lifesoan of 90) and minus five
years for "6ach const Itut iion po iht, under 9 (e.g. Const 5 has a lifespan
af,,- 50).

Mankind falls naturally into ten ages

Age Wi1lsdom Dexter 1ty Strength to dS Sen ility
1-5 baby -8 -5 -8 -6 none

6-12 child , . +3 -4 -3 none

15 18 ado lescent -2 +3 -2 same none

19-24 youth same same same same none

25-30 young adult , same same same same none

3MO mature adult 11 . JSame same same n

41-50 middle-aged ——-+1, - --1 same same 5%

51-60 elder ; A +2 -1 -1 -1

61-70 old: - . +3 ys -E2 -2 -1 :\2%

71 + ancient +4 -2 -2 -1 . \5%.

roll chance of senility each, time you go up an age bracket,!; The effect

of senility is to halve 1Q, Wisdom and Charisma.

I haven’t had time to go into this for all D&D creatures, .but It seems
to me that Ilycanthropes would- have the same iifespan as, humans.

For animals, refer, to your handy encyc lope-di a-but assujme.,,that most of
them (nhot counting elephants, turtles, parrots and sea-life) will have
a litespan (of :no more th,.an 20 years (divided into the?,salne ten stag.es).
Kobo 1ds, gob lins, ores and the rest of the shorter-than-h-uman humanoids
have lifespans of 50 years. Dvarves and gnomes are an exception to
this, having lifespans of 500 years. Ogres, trol Is, and taller than
human, humanoids have Ilifespans of 500 years also. Elves have lifespans
of 3500:yearSi Hobbits have an average life-ppan of 100 yers.

Any comments?

I have some comments myse If.... N - i 0. .,
Mark Kramer: I put Anti-Psi and Ant I-Sc ie.nce higher than Anti-Magic
because, it seemed easier to use magic aga:inst magic than against an,,
alien force . -
Shaw: E lven cloaks don’t, make you invisible, BUT I generally assume
that: if an (y:niintelllgent ,being.-or an intelligent one with mind clouded
by rage has to pick between several targets, he will probably notice
the non-Elven Claoked characters first and be more likely to attack
them.



Swanson: I like allowing Undead to save vs. clerical aura In the
presence of a Chaotic cler lc.//Hmm, how about making strength potions
& artifacts & spells give you berserker strength so yoiu aren"t awane -
you’ve been hit badly until you keel over dead? The DM would have to°
keep track of the hit points damage and cures do-ne on such players. 2
Characters would only know they®"ve been hit or cured ! but gi.yen no i-
further data until 15" game time after the strength wore off-.-!

Gygax: I suppose 1°ve been running my Thieves more Ulike Band its. ikl
halve their experience points and run them as Fighter-Thieves (=
Bandits) from now; oni. Bandits must be in Armor 7 to gain.any thief ly
exper ience polInts. They can use ail weapons, though they are.,fonden;
of."Silent, eas fly.portab le ones. m.h . . J, " m _inc

It occurs to me that Tolkien in THE HOBBIT left the way open for a

Lawful Thief. "l assure you there is a mark on this door-r-the usual
one in the trade or used tobe. Burglar wants a good Job, plenty of
Excitement and reasonable Reward, that®"s how it is usually read. You
aan say Expert Treasure-Hunter instead of Burglar if you like. Some of
them do. It*s all the same to us. - > .
The;speaker, Gloin, 1is plainly by his.words and actions a Lawful-
sympathizing Neutral, Bilbo .who functions as Burglar/TreasT re-HunteT:

grows in the book from Neutral to Lawful as he finds himself forced ito
make moral decisions.

My own parameters for Treasure-Hunters/Thieves are as follows:

Lawful " : may only steal from Chaotics ; imust give all loot to the
party— or 1is turned Neutral. Exception: may contract in advance
with party leader to be awarded a particular item or percentage of
the loot, which he may then keep to himself when he gets it. (See
Bilbo"s behavior for details.)

Neutral: Steals from anyone,but friends, comrades, and those stronger
& craftier than himselfi Prefers to stipulate he has a right to
forgo share of party treasure in return for right to search bodies
of those he himself kills and keep all their,posseS|Sions . Likes
to open chests, etc. while party members are busy elsewhere and may
highgrade booty by stripping off most interesting treasure items.
Will not go on expedition with any group that reserves right to
strip him or otherwise cross-examine him. Will abide by pledged
word to forgo some or all of above practices, but mus*"l?iLe compensated
for it by party in some way. - ;

Chaotic: Steals; wljienever he can get away,;,from it, including fpom own
party. Will give word not to do so, but need not.keep it. _Usually
has plan for leaving party and making own way hack to town in case
happens on particularly valuable item. V.;

In mid-October 1 attended the LOSCON, a Hlocal relaxicon and had a
chance to explore Jerry JacksL,dungeon of Portola. ~It"s a.modular
dungeon; rooms are c lustered «ln sl1x room units and you must deal with
all the rooms before you can leave the module. You can then opt to
leave the dungeon complex, to go to another module of the same Ilevel,
of higher level, or.ofi tower level. We had quite a lot of fun there,
used our wits and Lived and eme,rged with alLl membeps;stilll alive (tho,
we nearly lost one in a tapestry).



I WOULD HAVE MADE A GREAT PLATiINUM DRAGON
Bill SeMgman, 2417 UnUvers ity Halls #2, Ithaca, NY 14855
typed by Lee" Gold , I

Well, in additiion to the wealth of op inionS exp res sed Iready-in *©
A&E, here 1is mine. At this point 1 am not entirely unknown. In the
wargaming world. Those in LASFS or the UCLA Computer Club may remem-
ber me as the guy who. dropped 1in for a D.&D game every week last summer,
those in New York may remember me as the guy who wrote the article
"The Valueof Building FStp(nc)" in the Exponent;-those in the late
PBM game Geu-Ramysh may remember me as the Neutral®™ Elvish sorcerer

Thelep K"aarna. Which brings me to the title of this zine.

In that PBM game, | was a 9th level EIf Mage employed by the King
of Sukaloyo, played by Scott Rich. During his upcoming coronation,
we were going to have a bit of fun: I was to polymorph myself into a
Platinum Dragon, which the King would ride to and from his palace, ?
thus illustrating the might and goodness of Sukaloyo. However, the

GM (Brad Stock) had to go off to college just befo.re the coronation
and abruptly ended the game JusT as things were ge-tting interesting.
Thus every once in a while you cae "hear me muttering, while 1 am

thinking of Geu-Ramysh, "I would have made a 8reat Platinum Dragon."

Right ribw 1"m trapped up here at Cornell University, trying to
get out by being an astronomy major. To alleviate the pain somewhat,
have become president of the tirst science fantasy Recreatiions Club
Cornell in 100 years. In addition to promoting -the p 1ldying of-F&SF
games,” 1 have started"my own campaign (by the name of L*fa)m "(This
is not the name of the dungeon but of the country the>players start [ |
out "InL%) It is somewhat unusual in several ways: 1) "I use the +;
Eldritch Wizardry combat system, 2) 1 also use the EW psionic system,
3) and the Blackmoor hit Ilocation system (for creatures over 25 HP),
4) and the complete Greyhawk combat system, 1including the bonuses
given to certa in weapons to certain armor classes, and 5) 1 allow,,giti;
the Gygaxdah Character typesu Wh ilemindividua lly these methods p"t; i
GMing are .not spectacu lar, 1 have never heard of anyone besides my~se If
using them all and still having a balanced game. (One of the-things |1
pride myself on is that 1 can handle characters that are ultra-unbal-
ancing, like 16th 1level Monks or Pa ladins with Hofy Swords tlI0, not,
that there are aty in L’fa, without killing them off out of hand and
w ithout upsett ihg "the ba lance among the less powerful players.) How

do 1 "do all this ahd remain sane? That 1is what this and subsequent
issues of IWHMAGPD wilTl be about, I shall also voice my opinions-;
about D&D, wargaming and life 1in ge-"“"eral. n

I use the Blackmoor"hit location system on a limited basis for
the fPllowing reasons: -if you use the system on a 1st leveler, his
head hit points Will beiless than one. Even if you are generous and
give hfs head f HP, the first blow to the.head will kill him. At 25
HP, the hed hit point mis 3.75, 4 if you round up, which gives a
character a decent chance of surviving a blow to the dead which is the
weakest partof the body in the BM Hit Location system. Thus the
system 1is only good for the higher level creatures.mvSinee the-systenm
gives a character more penalties than the Gritical Hit system 1 saw
in California, it does not make creatures any harder to kill. (In
fact it dobs the opposite.) Since after playtesting my dungeon”™ 1
discovered that high level characters have; a practical ly zero kil |
rate®, the Use of the system®in this manner;-ba lances combat in my ,
universe.)



And bit of whimsy. In the ixponent, a dipzine by Fred
Brenner, 1 have been writing Star Trek/D&D/0"i p lomacy/Anyth lhg "satires,
which have been favorably received by most". So | am going to continue
the saga of the daring men of the TSR INCORPORATED, as they boldly
explore the gaming universe and play with rules no GM has played
before” Before i start’this issue’s episode, perhaps 1 had better add
a disclaimer to protect bbth myself and tee Gold from prosecution:
while the names used herein are real, they are not really meant to

characterize any person living, dead or otherwise. The stories and
satire that | write Is for humorous purposes only and is not meant to
offend anyone (although if you® are offen"d, so much the better. .So

here 1is the next exciting episode of STARG6UARD:
WHO MOURNS TOR APNESON?

"Captain®s Log, Stardate 24718.8. The Gamesmaster has recently
made available a series of games noit played since ancient antiguity.
The INCORPORATED has been assigned to test these games for pT"layability
We have just found the game of Alpha Rho Sigma, code-named "Greyhawk"
in ancient records to be satisfactory for playing; we are now moving
on to the next game, Alpha Rho Episilon, for which a code-name has
not yet been found."

Captain Cast closed the Book of Ells and sat back 1in his command
.chain, observing that all was going well on the bridge. Mr. Scruby
"sat at his crystal ball, glowing blue as he examined the rules of the
game below them. Dr. McEwen was on the bridge as well, there being no
Cure .Light Woundd needed at the present time. Hinchcliffe was moni-
toring the teieportation spells and the Tflying spells that were the
feet of the INCORPORATED; Cherehkov was powering up the lightning
bolts; one might even say he was brushing the teeth of the INCORPOR-
ATED; and Solo was watching the defensive screens.” which were the i

Shield +2 of the INCORPORATED. " " n
Suddenly Solo looked up and Cried, ™"Captain, I m getting some- n
thing very strange on my screens, |t looks like, ike...a giant"

mputh!"™  Sure enough, the people of the INCORPORATED stared in fasc i-
nation as the mouth approached them, opening up to reveal a giant
tongue and a gianb,throat. i-

"Mr. Scruby, can yOp,analyse what that is? Is i1t some strange
new phantasmal Tforce?""the brave captain quivered.

"Negative, Captain; it- is"some form of strange force: Despite
its resemblance to a human 1ingestive "apparatus , which 1is“unalysab le
at this time by my Lore spells. Captain,”unleSs | am mistaken, the
Mouth is about to clamp us within its teeth.” The ship quTivered
slightly as the teeth clenched. "And the field bas absorbed so many
life energy levels from us that we cannot get away from it."

Dr. McEwen was half-way through an irritated, "Well, what do you
think we should do. Scrubby?" when a "tace appeared on the INCORPORAT-

ED"s clairvoyance Spells It looks [I'i"fe a typical god that one; runs
Into on the street every day. The* traditional gbrnesmaster®s hvil
Smile appeared on i"ts face as it saf"'d, "Welcome to my world. Won’t ;

you come on in? You really have no choice. Captain Cast."
The Captain who was famous throughout the gaming universe for
his fantastic playing ability, was surprised to notice that the face

knew his name. "And what if we don’t come down,"™ the Captain said.
“"Then this.", n
Tremendous amounts of hot" air came forth from the mouth. The

hu Il of the INCORPORATED started to heat past the pointLO*f healing
with a Cold Wand Cast shouted, "AM right, we”ll come. Who do you
want to see?"



"Yourself will do. Cast, as well as McEwen, Hinchcliffe, and
Cherenkov. But Uleave out Scrubby, the one with the intel ITgMnt "look
on his Tface. He reminds me of Blacow, and Blacow never"agreed with me.
You may bring anyone else down youlike. Be here before tea time,
which on Alpha Rho Epsiion is in about 45 seconds,”™ The face dis-
.a>ppeared , - 1

Cast pondered, "Why don"t we bring down that expert on 20th
century games, what ’s-her-name...."

"Parish Leslie,” Scrubby’s memory astounded them all.

"Scruby, your remarkable memory astounds us ali."

"No need to repeat the author, doctor." -

The members of the INCORPORATED teleported down in an instant fo
find the god just finishing the tea cups 1in the saucers. They were
not a moment too late. They were 1in a square of concrete surrounded
by a light forest.” There were two tables in the squarei in fulT view
of a throne which looked like a Throne of the Gods; the”god whs sitting
on it. Otherwise the Tfurniture was either lacking or in bad taste.

iCast 1introduced the various members of his party, forgettTfig the
god knew who they were already. The god said, "Good.” And now 1 shall
astoudd you. Usee by the silly looks on your facet that yoti already
know that I am a.god. But 1 am in reality more powerfui than that.
I am a GM. My name 1is...Arneson!"

Parrish said, "Impossible! Arneson never existed, He is kfiown
today to be only a myth. Are you trying to tel I us that you are Jim
Arnesdon, who according to legend developed the Codex of DampersandD
but was Ulater cursed for the writing of Blackmoor?"”

"Yes; Not did only 1 write Blackmoor® but 1 created it too,
despite my rotten grammar. You are standing on that game now.", “si

"Hal I remember Clarke®s Law: "Any sufficiently researched
spell can make someone seem like a GM to a lowly twit,” said CheRehkov

"Oh, you do not bei ieve me? Then | will have you give you a
demonstnation.” The GM got up from the throne, ges lure grandly and
started to increase to giant size Without using psionic mbility, hoio-
grams, growth potions or a girdle of giant strength;F ; .1

"How, ..how did you do that,”"™ Hinchcliffe gulped.

"Simple for a GM. Do you see that table over there?" Arneson
pointed. Cast who was standing nearest to it perceived the table to
be a Weapon/Height Adjustment Matrix Table, " simply let you bejthe
attackers, myself the defender, and adjust the values of that table
so it is as if | was a giant and you were ess than Hobbit-si zed.

Thus 1 shall return to normal size." They all watched as the values
on the table shifted to normal as did the size of Arneson. i’,
"So what do you want with us, " McEwen growled,
"No one has bothered to pla/ my game in unto Ild: ages. | want al I

340 people in the ship overhead to teleport down to play my game.
You may have some time to pack up your dice and character sheets.
Then I shall bite off more than any mortal could chew and destroy
your vessel." The GM disappeared.

The people from the INCORPORATED sat down and drank some tea,
unaware that it was phantasmal, and pondered their unhappy fate.
Cherenkov suggested that perhaps if they destroyed the source of his
power they might get away. The others agreed but felt it would be
difficult, particularly since they did not know what that power source
was nor where it was. They had’t inl shed the tea and were Just start-;
ing on the crumpets when Arneson reappeared. "l see you have enjoyed
my phantasmal food. Now, one of you contact your ship to bring"al I
the others down here whi le 1 shall take the prettiest one in your
group and show that one my back issues of obscure gameszines."
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"AIT rightp” tsaid Cast = " I1BCt gd with ybu, wht"te .McEwen makes
the arrangements.” , ="V "iwob - Aa

"Jack, | think ARneson means m d “Rarr is’h demonstrated,

"Quite so," said Arnesdn, as he waved his hands to Polymorph her
normal ship®"s uniform into a samite d"dess wlthvhillthril and .adamant Ine .
"That dress 1is worth more than anyth Ing myou®~cou Id des ire, ""otje said.
"Now come." She went. ft* i r

Arriving at a small cabin after Walking“some distance,, .jo"*the
woods, Arneson opening the cupboard said, "1'm sure®you can,appreciate
what”™ 1 have here." She could easily apprec iate ithe”comp lete set" of
A&E, TWH, SR and other letters of the alphabetl ""But there are other,
things r wish to speak to you about,"™ he said, moviaig c loser, fr, her...": ©
as we CUT TO an angle of the INCORPORATED CREW, whiMetCast 1is..saying,

"1", -glad the author had sense to cut that scene ..out in a Tfamily
magaz ine ." :

) s "However, |1°m sure some readers did not agree. .Have you .figured
a way to get out of here yet," asked McEwen. n\V:
" ¢ ""NO,""-"sai"d Cast. "l sure wish | had the aid of. Mr. Scruby.”

"Right”here, Captain. Just in the nick of time. I researched
the reverse of the Contact Higher Planes spe ll.. What can 1 do you
for?" said Scruby. |

"Find the source of the GM"s power." *

"Right away Captaln." |

In the meantime, Arnesdon was sayirig> ""Perhaps we could try that
again?" Again he moved towards "her.
COMMERCIAL “TI™ L. r,

"What was that?" _ - [

Parrish replied, "A commercial. Invented in the 20th century.
We learned to control them 1in the 23rd. We use them to avoid nasty
incidents."”

"OH,"said Arneson. He started to move toward her.
COMMERCIAL .~ [

He started to move toward her |, »
COMMERCIAL .-

"He moved towards her

COMMERCIAL ‘m
He moved )
X
COMMERCIAL
"What 1is this,” he roa"hed. w

|
"It was an interesting experience trying .out those ,0id rules,
Parrish said. "™ 3¢ held up an is"sue >of PTA But; I%ve tired of the
experiment now." | i |

"You should not tempt the wrath of » GMY ™



Parrish suddenly got up and ran back to the INCORPORATED crew,
pursued by lightning boits, illusion,,balrogs. and things that go

bumpintheday. i N " -
"Captain, this 1is Scruby. The source of power is that throne

you are sitting in. It is a Throne of Having Been Among Those”™ Who

Published First, eaS|Iy destroyed.’ 4 C . <
"Then do 9,.™,. A e —-ni, [ ] A

The Ilghtnlng bolts from the INCORPORATED— fe I'l upon, the throne.
Arnesdnhurled bolt after bolt back at the ship,butSoloincreased
the shields to Save vs. Everything. Glen0O; Glenn sound effects roared
animation fJ]ashed tand ,,the throne 1lay rubble upon the concrete.

"Arneson, we have defeated you The time is not right for your
kind of GMing," Cast gloated.; ,
"Yes, | see it now. I saw it happen first to Gygax. First he

discontinued going to Gencons, then he stopped writing for the Dragon,
then he ceased to write or GM altogether until his influence was

blown away by the winds of time. Now it is my turn. The only column
left on my magnificent table is that of giant height. Behold,"™ he
said, growing to giant size. "I know that you were right. Gygax,

Kuntz. Perrin Ward, take meeeee ™

Cast mused. Perhaps we could have rolled hit location for a
short while. Oh well, back to the ship. This game will be dec lared
playable, now that the old @M, can make way Tfor thie new.

And we
CUT TO
a shot of the INCORPORATED whooshing offrinto the sunset.

Yes, | know it 1is bagi, infantile, insulting and>"S"o on. 01
you like it?

Enm Bill Sel igman
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Jeremy S. Paiilson 7of ,.63-.60 98th St., Rego Par.k, NY 113T™ writes,. r
"Lately 1"ve had an idea sort of like Jacks"™ “Crocker Denizens," only
on a much larger scale; a universal spell-hank (where researchers
could sell their wares) and magic item auction system. The basic
problem in getting it started is figuring, out a way to equalize the
varyu,rxg currencies in different worlds (one man®"s copper piece 1is
anoth.er man"s, gold piece, if you catch my meaning) and. getting enough
publicity to attract other DMs to join in.

~o X [/~ 0./t X /I~ 0O f ANMVIX'VIVATVIY VD% VYA [ARAVAAVS YY) XIN % VXX 'V One non 'V
from MEWS FROM BREE, edited by Hartley Patterson HANDS

The present procedure is to roll a 12-side and a 6-side die when
rolling for a character. 12 side higher = right-handed; 6-Side
higher = left-handed; doubles = either-handed (can swop weapon and

shield without any loss in fighting ability), double Six = ambidextrous

(can use two weapons at once). A right-handed man vs. left-handed
means that both count as without shields. And a wounded character
using a spiral staircase that twists the wrong way would be penalized
perhaps -2 on hit probability.



wvk; Ci'M N """Leto"s Cornet* #2 = -’fr
written by Bill Blevel, Dungeon Master of Serpentfang
1128 19th St.,#3, Santa Monica, CA 90403

Correctibns to last tfionth"s zine: A ;e

"Headless Horsematr-- '"indeci phetable” wae DisplSdement (as
Cloak). The HH does 2-20 with pumpkin head and”2D8"0f"flame damage,
The HH 1is usually Tfound in cemeteries and other suchmplaces; he
usually cahnot pass or ~o beyohd a certain sacred or~"ahcfent pHce

without be ing di spe lled He cannot be turned by-c Ibrics. "His "
horse gets I1°di*"e-A I/vi0 and two hooves @ I-12i-- -
Laming Sword: once grasped, it may not be I%t go“unless a "

Remove Curse and a Dispel Magic are thrown by an vU 8+.

New Monsters: DHAMPIRS
8§ appearing: 80" - one appears 20% two appear
AC 9 but may wear armor AN
Move: 12/36 [
HD: 9 =m - )
A din lair; 100 mi if:
Any weapon: tl, +4 vs vafhplres b
Alignment: Lawful, Good
A Dhampir® 1is one of the rarest creatures on earth. They are
only brought Into existence when a pregnant woman is visited by a
vampire and blood drained to half or more damage. The vampire must

be killed and the baby Blessed (as in the spell).

A Dhampir 1is a good vampire on a mission of God. They can
change from man to eagle> regenerate and disintegrate a vampire by
TOUCH. NO saving throw. Ooh! I can hear the vampires screaming

from here. (Dhamp ire appeared originally in VampireMa #22, a
Warren publication).

Dhampirs can only be hit with silver or magic weapons or magica
attack. They can only be killed by silver. If brought to zero hit
points in any other mariner, they turn to mist. They cannot command
as vampires; they can charm but only use it as a last resort.

Their main mission in,life 1is the destruction of vampires.

,They are usually on vampire hunts or may be found residing with the
cleric that blessed them.

Wandering Thoughts:

In regard to vampires: vampires are only affected by One type of
wood:  OAK. The reason is that oak is a n Ving wood;and vampires
are dead alive. In the Dead Sea Scrolls, it says that Jesus was "™
erucified on a tree stump. Therefore the sign of the Cross shoufd--
not affect vampires in any way, since it is not a sign of God.

When you refer "to things 1in previous issues when commenting,
please give a write-up on it and expiain it. It gets very confusing
to newcomers.

That’s all for now Next month, hopefully. Fakes by Bert
Enderton. : ne :



, Il SEARCHLIGHT 82 [~
a spear of "light thrown out from the San Fernando Valley by
Bill PTaley, 5301 Amestoy Avenue, Entino, CA 91316 (213) 789-0878

While pawing through some® old papers®™ from an ancient library that was

transferred from War lon |1, found a History of a world. S"ome of it
follows in the dry format of the "gent who wrote it. (Thanks again
to the GOLDen typist). ~’ EEE "i—
flrst entry ; ei

.The kingdom is largely [Plains which have had several 1invasions
from the north, tWe~nty-three to be exact. EAch one caused many sur-

vivors to flee “Into" the eastern mountains which® have 18 tribes." Each
feels that they should rule the kingdom and each 1is a foe of the ottiers,

The 1last King, Sell ah the Weak, after making dipldmatic contact"*
with Te lodon, the gh"eat port city of the north, decided "to invadethe o
territory of the nVrthern pirates. He prepared and then sent" word to
his lords.. Several revolted and had Sail ah assasslnated, though: they
too®™ were k1llled, in turn .

In the upheaval that"fol lowed, many members of the higher strata
of society were Kkilled. Abdulliauder was taken over by the Lord of =
the Marines (when his marines and the naval and merchant fleets"fled
to Talodoa, most destroyed on the way by pirates) and became a dukedom,
controlling Fort #2. IImarteni became a dukedom under the ranger
Bor is Den isoy itch until his assassination, when Timothy Luck ', head
of the city’s thieves guild took over. Fort 4 and #6 pledged alleg-
iance to Cassandra/( 10th Cleric) at Turnhoim Abbey under the Shadow of
Khazad-Dum where Durin and his Dwarf-foik 1ignored the outer world and

continued to clear the city-under-the-mounta in. Fort #> was abandoned
to a Chaotic Wizard. Fort I was absorbed by the Holy Order of Camel
Drivers for additional Northern protection. Fort 85 unsupported by

magic users had the entire garrison suicide under the siege of the
pirates who took advantage of the confusion to invade, sweeping south
to the River of Vigilance and Watchton.

Even with this enormous increase in Chaos,” Law was getting in
some licks. TheEvil High Priest of the Temple of Phystys was eradi-
cated after long"years of battle.

The elf kingdom 1in the wood land- west of Khazad-Dum was uncharged-”.
Alsp the remnants of the great empire of the Northwest slumbered on;:™i
And nothing was known of the southwest or rumors of another continent
to the east.

The prince, of the elf kingdom was Glaive. Rumors that Ganef
Ogresbane as 10th Thief has joinL"d the Ilmarteni guild have swelled
the ranAs.pf that group. Ilmartehi®s rioting during the tevolt was
followed by food riots and presently an outbreak of smailpox.i
Abdu Iliander 1is under control. ‘ - ; "

As summer turned to fall, an 8000 creature army of chaotics led
by .the Pirate King arrive®".tb assault Fort The envoy be"gging the

fort’s surrender was shot ,thHough® the heart in the rage of the Lord
commanding. . _ r

The first wave, of ores with 1i"adders ran into a 3 burst magic trap
of 1ice Storm pr.e-Xe"t;,, wi pi ng out thfe" entire force. Similar assau Its
set off pther” traps. :ki LI ing over “five hundred”.® Cha"nging pHans, ten
Hill Giants began'throw ing stones at the "waH P," hasted. They knocked
down one tower and formed a twenty foot breach®. They received some
damage from sk irmishers;""with light crossbows," losing five of their
number before squashing them with stones. -



The next assault force charged behind a screen of insects. The
insects found themselves fighting a swarm bf phantasmal pre“diators

until they were blown® away. Fireballs and Ice Storms, Phantasmals
and Sleep dropped many ores at longer range; short range found Wand
of Cold added plus terr ific Xblleys of quarre Is*from crosshows.. They

panicked as half of their number collapsed.

Standing forward"aga in "the remaining hiM giants managed to
cause the collapse of a second tower and the formation of a 7,0
breach in the wall. The surviving skirmishers finished off the
giants but were wiped out by the fTire of 4000 heavy crossbowmen off
the pirate fleet. -

To insure that repairs would not be, effected, the"army conjured
an earth elemental, hasted. Realizing the cornlng danger, the fort
commander read a scroll of protection from Elementals and assaulted
the preature. Including magical damage from Ice Storm, the creature
fell but he sent the tenth level Lord of the Fortlto Va lhalla as well.

Another assault force of ores, well supported”-by ogres, bugbears
and ogre magi as well as fTive devils, charged towards the huge breach.
A Wall of Fire appeared, Tilling all but five feet: at each side. One
end was, defended”by a powerful neutral troll, one”~by a "Scotsman,” a
5th 1leve Il fighter named Skean.

The firet two ranks of ores were wiped out by passing through the
t lames. A gtoup of’bgre magi TfTlew through and were cut down by
crosshow fire. The’+roM and fighter were hit by Brimstone and then
fought against ogres. The gathering ogres were wiped out by Ice
Storm and the ores began to panic. The devils stepped through the
Wall of Fire, finding the rubble and buildings crawling with cross-
bowmen who massacred them but not before many Tell to Brimstone.

As the brave pair covering the gaps felled the last ogres, they
absorbed the 1impact of a bugbear assault but again magic stymied the
chaotics. Suddenly, the remaining ogre magi disappeared and flew over
the flames. The 1loss of their leaders panicked the ores, and parting
blasts of flame and cold left additional bodies behind.

Suddenly screams from frostbitten men rang out 1in the tort. The
Ogre Magi had used their magic tools and reappeared. Half ,of them
died in a fireball and excellent crossbow fire shot down the remainder,

A lull followed during which a second envoy offered excellent
terms. The troops inside Jeered and turned down the offer ,iwhile
their magic user “fever ish ly prepared a trap in tbe 20" breach:. He had
over an hour to prepare It, so he managed to work major enchantments
over it.

Additional skirmishers were able to move up close enough to fire
at the command counc il before being dri‘ven off. Finally, all the
ores remaining charged, while an entl re“wlng of human troops led by
five lords bn Wyverns were turned invisible and charged as well. The
ores headed for the wall of fire, while the humans for the smaller
breach . ?

The ores were being cut to pieces in their charge, but the invis-
ible humans felt that they would Uleave the fort a place of death and
charged on with good heart. As the ores attempted to break 1into the.
fort via the two Tfive-fbot paths, the humans charged, into the gap.

The first ranks®™ of tr.Obps® (including lords and beasts) we re,wi ped, out
by a pre-set Ice Stprm and a Fire Bal I. >The sight of the-corpses
cau.sed both human aWd ore forces to fall back in disorder. The
Pirates left the "fi"ejd and retreated to Fort 8§5. i [

"Counted later : near ly“2100 dead creatures, mal jnlyi-XJrcs. Out of
some 2000 defends of the fort-/° 750 dead, with the northeast wa Il and
two towers destroyed.



second entry:

In January a variety of news Spread. Strange floating objects
were seen over al the major cities. The Pirates™ army was 1in winter
quarters north of Watchton. The Duke of Adulliander gave a 9th
Fighter, Fuis, the title of Earl of the Northern Marches and ordered
himmeto build a fortress to the north of the city. Fuls was joined by
Tuc-k, an 8th cleric, and the two built their stronghold together.

The Wild- Tribes of the Mountains increased their raids and two
tri“bes joined together to raid the villages near TurnholnS Abbey.
There were also vague rumors of dragons returning to their haunts in
the north.

- The smallpox epidemic 1in Mmarteni ran 1its course. 39% of the
populace died; 1I0p ran off before the epidemic. The remainder were
forced to remain within -the city walls by Timothy.. Luck l.who refused
to let refugees out, desiring to rule all he could. An assassination
attempt against him failed. Ganef Ogresbane fled ("took a vacation")
and when most of the other officers of the Guild died, he was ordered
to return. At’ the same time he was ordered to go to John the Stag,

a 12th MU Who.previously advised the King. John was dying from a
curse which only took effect whe-n the seven moons a-ligned in a certain
pattern. He ordered Ganef to bring him some of the clay of Prometheus
from the Mountain of the Moon. At the same time, Cassandra sought
advice from her God at the Mountain.

comments:
Defiance which Valley dungeons did you see?
e (GygaX; It"s too late to fix things now. Perhaps checking the

proof copies would have saved the frustration of seeing all those
people playing it wrong.

KSTC 3: Barbarians do remember favors; it"s just they d-on"t pay
up until the one who did the...favor is subservient.//! don"t think
have an artifact style piece in any of my dungeons. I don"t trust em,

Fang: Where"re you? I will, not disagree at all about Cheryl
By the way, 1is she still running centaur-unicorns?

Ken Pick: You®"ve got my number if you and Wayne are that
interes"t*~"d .

Hilda"Hann ifen : 1 hope to .talk to you when get to the Bay
Area Tfor the’UCLA-Cal footba Il ga-me.

The Lost"Mask Wait till you fight a +3 Pen.

Billy Balrog, etc: I think that in tact ical terms magic =
artillery, and World War | prove"'d that infantry assault Isa bloody
undertaking against prepared defenses with artillery support. What
happens 1is very "Similar to the charges early in the War. Answer:
neutralize the artillery. In this case, it 1is apoint of good tactics
rather than a weak point in the game. If an army 1is unsupported or
weakly supported by magic,...we Il m sure yoCi read my zine

By the way for those of you who are interested, | am twenty
years old, a senior in Biology at UCLA, and 1 have nothing to do with
UCLA"s computer club. As far as | can tell , there are over 16 diff-
erent groups of D&Ders within 150 mi ies of LA...and each group plays
it differntly. Vive le difference!

Searchlight Off!



FIELD AND PHALANX WILLIAM TAILOR 6068 Hillandale Dr. #3
HigLland Park CA 90042

As far as 1 people believe, in the Smokey Dragor, vitiait exactly
knowingewhat .it"isy or does. .;*.en before 1 heard!of the tern™ *"SiHk®
Dragon”, 1 had ..mencounter lith.one. 1 took the basic.,cgncept of anon-
corporeal god is .dragon, ..ad gexpanded that iito the hev/"Smokey class.

All *“dragons* of this class ."are the creations of gods, 1iThey do
not existunless called out of the nothingness of the pldhe of that god.
Being nothing, when appearing®on earth, they have no hit points, or
for that matter, nothing to hit. Weapons and blasts disrupt ite form,
but give only time to the party as. the cloud refori® into D?”aa shapa
(As 1 play it, gods have.no hit points, it is merely their EARTHLY
FORM that Gods, Demi-gods, .& Heroes describes. )

A true Smc"key Dragon 1is .the creation of either d .lawful n chaotic
god(Mitra and Set for example). The god can bring his dragon d-own “only
once in every six month period.. Though they are brought down®for a
specific purpose, they.can do nothing except.toise their breath’weapon
once and then leave. Their breath weapon is Moulton Gold, iita 100K
G, P, equalization. The gold is real. |IT REMAIS&" " Such pbwer aiid
wealth can be abused by Monty Hall and Monty Python DMs----never ""seem
to have control of their, gods! The lav)ful"s smoke 1is silve"r-white,
the chaotic"s smoke 1is red-grey.

Now for the god-gift dragons that can be used only once iiayear. *
They are dragon forms of gas. The chaotic, or Uli;ra-violet Dragon,
looks black with a hellish purple glow, the lawful, Gold-green Dragon,
looks like gleeming emerald. These dragons have no breath weapon. Ah,
but in their presence, no form of teleportation works, period. And
then i1t will try to envelop the character that they have been called
d,gqwn for. ANYTHING non-living.is eaten by thems hair, nails, -teeth
to the roots.,, .and a layer of skin. And ALL v/eapons, magic or not-
with the one .exception of those of the same alignment as that of the
dragon. I, the. character was not so, he n.bw becomes the alignment
of the dragon. And on manY. worlds, -things happen if you change all
the way over past neutral in one s-tep.

Why would a Gold-green dragon be sent as a gift to a good™/~j~iadin
you might ask. Well after the eating, IT"S +1 STRAIGHT ACSOSS, with
+2 TO (ONE OWwILY) THE PRIME REQUISITE. And to rechange higr al:gnmen-ti
he needs a FULL WISH WITH A MUFFED SAVING THROW. This «ian be a good
trade, what you have is a more powerful bald naked pala,din on a now
bald horse. ,RUjnny looking, for a time- but w;orth it. vy

As one .pan, see,, wl™at .is great for one will be a curse for arother.
On my world,” Set has .madid the summoning power a chain. Each person
that becomes on of Set hj the dr.agoh, recpivec a .figure which in the
next year can use ,agains-fc the most pgv/erful neutrat he “comes into
contact with, _hemembpr ,,Set loves to spread: evil and\ chaos®,- There
iIs one last nice thing about these twd dragons. IT one is called
affect-, one character ..only, which should be all of the time, then IT
WILL Have ~™N) EFFECT "ON OTHER PARTY MEMBERS . -

- It would be totally .gross if a character could just keep rolling
until .He”got one of these, so figure out how .you would want to first-
let a“"character call forth one of these before using them"?at "al l *

And if nothing else, remember that A&E is only a great Teference *
book— never a bible.



THE WORD FROM 5000 FEET
by Eric"Baines, 1485 Benton ~24, |Ildaho Falls, ID 83401

..Swords-of Ran

mThe swords of Ran "are a collection of anti-magic swords. They
have®"one or more of five modes of operation, but there 1is only one
sword with all five powers. All swords are identical and look, like
ordinary swords except for the runes carved in the ,hi 11 which read:
"A Sword ot Ran - return all spell casters to the ground from which
they came"." "There are five swords for each oTt"he five modes of *
operatioh that have only that one power; ten swords with two powdrs;
fivd with three po“Wers; and two with four power s®

History: The great god OM created your world of Lieb. This all! men
know™.* It is believed that his servant. Ran, was Head Ardhitect of the
Creation. Ran was a being which believed that all power®™ shou Id conie
from understanding nature and using the laws of nature as they were
aval Table for a 1 to use

"Om ordered the use of magic to be a part of Lieb. Ran was
furious since he considered magic to be the greatest affront to hTs" *©
belief. In secret Ran created the Swords of Ran that the men of Lieb
would beableto destroy the "blight" that had beencast upon their
world. The swords were hidden " various caverns and dungeons so they
Would not beldetected by Om but men might eventually Tfind them, Most
of the swords have not been found, and al but one of those that have
have been destroyed. The survivihg sword is believed to be In the
possession of Con, King of the Frost Giants, who uses it as a tagger.

Modes of Ope fation:

T Sword acts a% & sword of cold - but 1is nof "magical.

Sword 1is +5 on hit probability and damage on" any creature”
feg i1 ffhy" abo"ve norma I weapons to hit. On any spelT caster, sword Iis,
+3." On all others it is a norma |l sword.

3) Sword can fire anti-magic ray three times a day. The ray
will hit the closest spell caster of any group it is aimed at. If
the spell caster does not make his saving throw (as against magic),
he will be unable to cast any spell for 24 hours. Each ray will
affect only one person.

4) SpeTl Fighting Power 1I: the wielder of the sword can fight"
spells cast at him as if they were creatures. To hit, throw (on“D2Q)
11 + level of speil-rcaster - level of sword Wielder. A hit breaks
the spell but the wielder takes 2 points damage/spel I level. A hit
of 19 causes the spell to be brbkehw ith no dbiriage, and a hit of 20
causes the speTT"to be reflected badk to the caster. 1f the hit
number 1is T9, a""20 will then break the spell with no damage. IT the
hit number 1is 20, the spell can only be broken with “damage.

5) Spell Fighting Power 1I: ifthewielder can guess the spel |
that 1is being thrown at him, he can reflect it back at the caster.

If “the sword” has more than one mode of operation, the wieldef can
change from melee round to melee round. If 10; of the wielder’s hit
points are gone, there 1is a one melee round delay in change. IT 25%
HP are gone, there is a 5 melee round delay. If 50%}, 10 round delay.

The swords are intelligent but unaligned. Roll the intelligence
and powers as any other magic sword. The swords do not take control
of an individual but will try to get the wielder to destroy spell-



casters. The sword wi Il act as a Rod of Cancellation on any magic
it comes 1in contact with.-

Rings of Power
This series of rings were obtained by ERic of the Towers to help control
his kingdom. It consists of one Ring of King, three Rings of Reagents,
30 Rings of Judges and 150 Rings of Controllers. Each regent has 10
judges; each Judge has 5 controllers.
Ring of King: worn by ERic of the Towers. This ring is the
base of the "Power of Judgment™ that 1is possessed by the King, regent -

nad judge rings. Any judgment made by these rings will come true unless
contradicted by a ring of higher authority. IT equal authorities con-
tradict each other, thCre 1is no magic power backing the judgment. The

Ring of the King gives the wearer ogre strength (like gauntlets of Ogre
Strength), invisibility at will and flying three times a day.

Rings of Regents: these are possessed by the heads of they+hree
families descended from ERic"s brothers. They are second in authority
in the "Power of Judgment.”™ The 10 judges under each regent report to
him on matters they cannot cope with properly. The Rings of _Regent
have the powr of teleportation into the castle keep of ERic"s castle ,
in emergenc ies. n

Rings of Judges: judges are appointed by regents and must accept
the ring of their free will. A judge can quit by returning the ring to
his regent. A judge is required to make a fair Judgment on all ca ses
brought based on the Tfacts put before him. Any judge who does not will
suffer ten days of ~uhbearable pain" and then death... A judge as ihhe
lowest authority of the "Power of Judgment."

Rings of Controllers: controllers ahe the head enforcers of the
law in" the Northland. They are appointed by judges as judges are
appointed by regents. They are required to make a fair attempt to en-
force the laws arid bring criminals before the judge. Ift a controller
does not do his job properly, he is under the same penalty as judges.
The Rings of Control lers have the powers of ogre strength (as gaunt lets),
fly five times a day, invsiiblity for 15" in" 24 hours, use Sleep 3/iday
and stun 5/day. in
Comments: R : e i

Stewart Leyin: | thought copying was the sincerest form of
flattery. °1 "Would not like to do battle with Stormgate.: The lastNt.ime
I was half-ki Lled by an Iron Golem before 1 got the door closed. :moil

j Margare'. Gemignai: Cyril decided that having® Wilfred cast lug
spells was more® important than using the fire ball wand. TCy?ril aliso
has a personal interest’™n improv inj ERic"s attitude towards hiim.). ;-
ERic of the Towers 1is a successful man in his world; as such heMhas m-:
a natura Kk.inst inet for obtaining money. Also Eric of the Towers.kneiw
Nicolai as he was getting his doctrate in chemical engineerJdng whiie i
Nicolai was doing his undergraduate work. - i,

Nicolai Shapero: I"ve heard of a new SF-authbr named N-ial . !
Sher iho. Is th b you? The misspelling 1is pretty bad if it Is, but
I"d like to know before 1 spend good money on a book. Hope you liked
the story. Death return rings rent for 1000 GP/day with a 50,000 GP
deposit.but non-monetary arrangements can be made.



Defiance Dungeon

mBy sean Cleary, [I1l1VancouTer St. Boston Mass 4278774

Lee— send this tine via Ups to me c/o Dialog Systems Inc,
639 Mass avd; Cambridge "02139 Via UPS and simutainoasly
send me a *pdst card so | know to go to them and collect.

More Co"nnients on #14 ,g,d other stuff

Mark Si/ahsohj Thanks for your Grit dicing "system. Its eixcellent.
As" to ydur comment *to Latry Scho®n., ,,, made me think of what 1 had wanted
to say to him (and now to Glen upon reading of The ores who push ;n
bioons taking aUay treasure from some overly successful! monsters... *
Uho seemingly did not protestThe ldea is to repopuiate. Sucessfull
monsters attract others-of their."", ;-""Vho are usually greated warmly

replacements and reinforcements that aree unlikely to backstab.

They may ntake up as a whole the idea ox moving to a better defended and
bigger room, sy deaper, But Give up treasure? This Ilde® can be used
for what to do with..cl- big gold pile with no)one attending it. Roll a
wdndering monster, Assume a minimum of one such per day. Amoung the
monsters options tro to take some of the gold to its present lair
and/or move 1in wilit family and friends. If the monster moves in keep M
rollingc Assume *thdt a monster that is heavily overwelmed will move out.
Assukiiie that a ave [y gross monster will take some bf"ithe gold and
keejD lbokingg for a better furnished lair.""Assume no net dammage to the
new owner (excejot in the caserof an even match), nny successful
Clb.se to even batfle will be considered a victory, arid a signal for -
more friends sihd relitives to move in to such a defensiveable
and beautiful hole. The monsters there may find themselves paying some
tribute of" protection money to one of the monsters who distained the
gold in the robmV bui a dnkassociation of their equals could sj;op this

practice,., besides thats politics®. Thus Kobalds who gaurd super
treasure will have“left evidence of their success"piQ at least to stop
pedts from plauging them with twit abtacks ., such attacks durn ones

beauty sleep tend to""ahnoy.t, and are occaisionaly dangerous’. Such
a kobald (or other monster) may have the hide of an distinguished enimy
(say a Balrog) nailed to the door, Golden Dragon teath hair brushes,
And some convinciHg®""se t’of powers to aquire”"these things”> | do no"t
go through such a proceedure, other to mentally check if the monster
in question®"bbuld stand up to. it. Not do the furnishing of my rooms
extend as of now beyond the treasure and a few props, As far as making
the roor! bdfe"i"for the inhabitants, 1"have done this only for those who
can affb"rd the Dwarf Construction Company"s rates. 2ome of these extras
have included* a bunker with; arrow slits so that there is a place to
retire to iIn" an emergency,” Chambers’that let only one piece of. food to
attack at a time, And half’wa"lls that conceal additional forces.
Uhile most nionsters would be’Comfortable vfith hidden escape doors known
and bpperated Cfhxy by tixemselves," these havent been constructed in
Defiance Dungeoii,, Ilcisp"ect that a lack of reasurch, or ¥ of’reasurch
In blind® allys of knowledge: is the cause. However as" the monsters are
fighting for® yheir l1iVes as" well as their home and wealth makes them
braverUAlso this" piessured form of natural "selection has left the
brightest al.i.ye,, ,Thus® "dumb animals"™ , unless pani.0ed, are likely to
have lendwledge of "at least "some survivorship tactics,

\loL\\ 2 lines- to Mark, 44 to the rest of the World,

Dan-PierSon “((.((may your desendaht discover a strange race of
three legged Illapleiits) ):))" | fully ggree that the present hosts of
items 1is’wedged,"* But T"di33.gree a." the swordy |1 think, Getting
an edge on a hiiiik "df iron is "hatd,, A swotrd should cost about 50 gp.
mtttd Plate should be "2"t6"3 times what it is, and standard shields should
Ije higher in"costs,"” Th®'re should be a Ic-wet costing set of items of
a porrespondidg ..lower "t*ue, Bu-t | feel that getting a fnore sensible
table ,in general “use would " hard. Of course 1 hei,ve "seen a combat

table” ignored By" players while | was busy with other game mechanics
so’maybe I'm""j-ust":- peadimisti“di"’



I have neglected to say A*hich dungeon 1 liked the ”“est in LA, K
Godhoim Afas”“the best, Avith Pranks and Jason Rays tied for second.
MSckeys Avas very well done for someone with m her ex”oeriance in r
running a dungeon. Automatic raised are a bit surprising tho. They™re.;
not typical of LA. UCLA I icantrate as they didnot show on the night L
that I-.".said- | Avias pomming. GrrrrriThe second game that 1 GMed A/ss .io.
quiter, | got a feAf complaints that ray system was sloAf and there; was-
ent enough gold or ep"s. And tnat the ep system was wedged against .
fighters. Taking 2/3,rds of the advice 1 have revised alot of the system,
liimdoing .so .I also cut doAm the amount of magie, also kutting down *

the Klutz factor,; ,If | could eliminate it and still run ,a open ended
spell system, ( infinate spell points) 1 Avouid. - h
An aside — In Gary G’s Avorld flU’dget to use only one:spell per

time takeuc He has Afritten up several monsters that geti;only one use

of a spell per day.-0f course those with different magic systems

should all&A7 both .sides to benifit. AlSo the spells that he says that,,
they have, should be those Airhat Airould"be picked by a majority of the
Jjpopuiation ofthat, monster. Also 1°d suggest that the creature be rat,e,4
mas the loA/est level MIT that could preform "those sjpells. For instance
an Ogre Mage should have the capa.citys of"an Sth level MU. #he other
spelhs not listed would be non offensive like magic mouth or would;,
be detects. An Ogre Ma-ge (for the LA j)eople ) may have a better A=A
constitution and better intellegence than a average human M U , >, pg

Second aside; unless I1'm feeling very random I°m not going to
alloAv zombie ping pong to AMrk, Thanks for the critism tho,

I am going to list ti;e characters that came out of LA. | want
comments from as many DM"s, as to wherther you would allow these in *©
your dungeon, and AM'eather (independent of the aAvnser to the first,
maybe) you A'jould consider .them above or beloAV or within the normal
range of his/her dungeon. |In otherwords -- A;rith slightly better than
average luck,could these’have come out of your dungeon?

Lee Rome. y. 8 13 12 TP 6 -1 to hit, +2 on saving vs clerical
spells,i: good night, vision (last two from SA/anson table), God of
Fun’s: Gontributicnj fnzzy and pink. No magic Afeapons. 60267 gp
9 hit points, I"ent on, four expeditions and has maximum ep for
such. Expeditions: fU*rej. Mickeys, Jason®s, Sam"s and a another session
that 1 dont rember too vrell, but | do remember being played
(details rwanted,). Did not go on the godhoim exZeditioniLawf ull. U*’

e For .expeditions see ilast isshue. 1 think the other was something
like Jasons and Sam"s. Intimidatimg & deadly monsters well run,
“t/Sr to * : the ,.party dead,some beyond all hope, automatic:

forced,as high aiS you can go experience .(for the survivors)
(Jason™ s Kas not like this. He gave out “the feAvest eps.uBut that
didn"t make,much,difference, the next dungeon more than made up for
dta 800,000 eos/expedition anyone?)( if your |luc]j.y) (this was the. ,
experiment that blew up so | suspect that I"m taking-unfair avantage),

Telinse. 6y12 9 15 9 8 cbmliness 31 ? Minstril, chri,sma +1 , Ai AK
God .-of Fun®"s contribution, Uifraction Grating skin at AC8 in bare
skin. 8 hit points, hits at -1, EIf female, (if 1. got this right
it may be a bit more "or less but not more the-n by 10?7) 47170 gp.
Highest possible r-, nk attainable in 5 expeditions. Magicj
9 uses of normal healing,, staff of healing, dagger of continual
darkness, harp of dancing, 50 charge cold A"™ad. oilver re.ligious
Symbpl /DianistO- Cresent moon)c. ¥en& on all Tfive expeditions.

Decote Dwarf male fighter, t1 6 TO >14 (presebt) 12 9
went oh three expeditions, ilickeys, Franks (Godhoim);and 1 forgot
Avere else. He AMas the linlUcky one of my characters. He got killed on
two out of the three expeditions. He has no magic-weaoons and-is in dept
to my other two characters for about 400 gp He has 3192 ep. Special
abilitys 5 Keen sight, sees 20" farther in dungeon, God of Fun®s
noAv dispelled contribution; Purple finned flying saucer - f.iight and
shape but not sjeapontry. This character 1is nejitral.



Defi.,ance Dungeon ~ ;PG 3 by Sean Cleary 427-8774
Comments cont.s

The Voice of Dariomore- Mark Kramer - That j”aper that your zihe
(#14 A&E) was printed on always saves vs xerox. The machine thinks
that,its colfer is black. Not your fTault. But that Dragon dammage
.table that |1 thought was so <«nderful 1is. Upon retyping it |
Did a little checking. It seems that you have matched up the
vrong dragons. The ¥hite has an average bite of 9 points, the
Brass one of 10, the Black 10.5, the”reen 11 the Copper 12.5,
the Blue 13, the Bronze 13,5,the Red 16,5, the Silver 16*5,
the Gold 19-.5. These seem to be for oneylevel of age, say Adult*;!
Your table does not refledt this. However it dlja with some slight
modifications, -.Vliite stays as is. Brass dammage st that for.fi;l
white plus 1. Black stays the same, Copper™= Black+2, Bronze- m,
Blp,ck+3, Green stays the same, Blue = Green + 2, Red stays the
same,. Silver uses the same table as red. Gold = red + 3, Also iw][
onej.must account for the lower bite of an adult red dragon. ¥hat;,
jther dragons get at Adult, your table gives red Dragons at old
lage* The diference is 3,points. This should be added on to the
Red. ;dragon and all those dragons that depend on the red dragon®s
combat table. Of course dice va.riations that average out to the
new averages can be substituted, 1 did this to keep the minimun
dammage down to a ree.sonable number. 1 still like your idea that
dragons arnt quick and easy kills.

End Comments on 14

Restart Comments On 15 with the usual assorted 1ideas tucked
away as they arise. .

UnusTsal cover, well drawn. The staples didnot quite make it,
and ihe back fell off wiifehin an hours reading time.

AF*SIGH*"~ 1 just’re read the typing instructions, to save my
words 1 must reprint what 1 said onthe bottom pf, pg 1 & 2.

,Pg 1 ... P& :Nc so maybe 1™m justpessimistic,

pg 2 .... to lily other two characters fot about 400gp. He has
3192 ep , Special ability: Keen sight sees 201 farther in dungeon.
God of fun®s special ( and now dispelled contribiution;-,shape and
flight gbilitys of a purple flylng sauser... no combat Obilttys.
this character 1is neutra;!. T n

QM the Gigax essay; pg 1 has*"the most needed corrections ever,
Pg 2 he accuses Glen of running a givaway .dungeon,™????! a mistai’e -7
I hope. The stuff abodt copyrignts shows that heidoesn®"t know fandom
welly and he might have simply misread this fanzine.

Bill Paley.. there is a difference between intolerance and
some one giving critism. the first usually tries to give the
DM in question a bad repputation and suppress his game, and the
second tries th give advice. 1 agree that some people haye come
close to stepping over the line, but | suspect that the intent \Y
was nicer tmifc the action turned out to be. - '

Glen: 1 _ljavd heard you experimented with a tech only dungeon
How did it tuhn out? Since you arq safe from :its effects (NO TecAA
in edwyr) I1"m not sure 1°d fet them into mine,” How 1is the dnwon,,,
reasurch camming? In connection with wkat I learned in Gorrge 1 ~!
feel that 1 must warn the rest thaii the write “up for Pe“nefisfs *
is crocked by the standards of its authors — it hopefully will
be replaced.”by them) The Dianists and the Lowenbrauist write ups ,,
have not appeardd. It has been at least 3 ishues of both"magizihes :*
since ‘1 started to bug people for them., ((Dragori reasurch was direc.ted
to geting me a table of levels per ep per abilitys, ))
No Cbrtannus write up, tho it was expected,(to be written up this
zine)



V- 4

Ken Pick — Good luck on finding California dungeons.
The oppkite trouble is ”“apxjening arround here. Too many”~people are
getting int’0" DMin” and competing for players. Prom what I:\dav of the
D&d scene ont ;.there there .should be at least one game ./week td"" =
get into. Nothing Ilike the oppertunitys that .happened this last J
holloday heref"where, one j>erson ran thru 6 dungeons from friday to
Sunday - he was still going when I left- |1 didn’t attend monday.

Wyne Shaw - glad that you liked the monster. The bplG \
may have been incomjplete in its weapon‘systems as someone elde said
but its" pretty maen as is. [

Robert Sacks = m vatch is a creatjire from the book".",
The ¥itches of Karres, The reference was to your title’"Am |
drea mihg". 1 initiated it,

Mobster Ralley But these arnt seen much anymore in Edyysr
Self- Must .inprove spelling & write ups. Not so good that time.

_Peggy - “ Yes you do hnow as much as or more .abput MItd Xhant
glen,” But you know far less" than him as to what-.f was thinking *
and planning and what difultys were being encountered in Boston.
However Glen does not seem enthusiastic over doing the write up S6

go ahead, 1 resurve sniping priviliges tho. | think that the hassles
sturfed"up by poor eommunlcatlon base not/been explalned to other =m
partied. - - . dm r-

Mark Swanson - ¥hen you revise your"table are you going"to
espand or to make entries rar'e- cHlear or simply try to.. m.ake things -
less or more gross;? Undead feature — maybe |1 starjted something??

On gross magic — | heard tha_t Kevin S ha s some
I have®"forgotten mo,sf of tkem and would rather he told them &n,,’\
."haway, (hint hint/. , a: . rpr e

Peter Cerrato-"- ‘I "use liultz factored magi"o (there is a percentage "
of the s])ell com, ing back in the magicians face) ‘maching gun varaint,
(one spell perZme lay®"found, no prei3 of spells needed) single battnry
exajistion {Taking f'wo" spells that ate the same wont help. =
you still lose chances bf getting off the spell with every spell
thrown), the spell system has factors to account for the armor o
class of the MU throwing the" spell and the prime requisite of the
caster C or MU, the formula is a variant of a formula that Mark
SwansonVpbb_bed::as beiiig considered. He now uses fanother one ;
thfti; 1 am uhfamilaf with. he klutz factored magic system allows
infinate anounts of spells — But few MUs will try when therd is
a 50% chance of "failure and a 25% chance of backfire®, "(backfire
happens if the" spell fails not if it succeeds.) Bee The _¥ild Hunt,
a Boston based APA for details of other spell systems *iThe zine

in a-srertised’. in this one. er
Lee — give potent table somewhere atleast in your suppliment,
John Kinsbjiry - very admusing, yariaht tablw. I would not, ,
\fant. to mil on it though. No abilitys that any one would want. j.
and many disabilitys, -4 !
. ¥ith aj.patagraph to go back to my ne*w system. The formula used
(printed on cogiputer paper, as a table)ris, PP x a j/{100-PPxa) ,

whereiP; is pbbbabllity,PP is formula faclqrs (like Spell points
sort iof) and;, a is a factor dependant, on the | of a Mt or the

¥ a pier/c. Armor class change of +2 gives A free/spell, . [
arinor;,,class of -2 makes like a spell has aready been burned.
weiS ybu can .spell cast in Plate ... loads of fun trying. A standard

MU (leather, no shield, 14-15 1) can get off about 6 spells of
his; highest class ( if he has only one top spell, double this fpr
those with two top spells) before he spops from a fat too high
factor. Moat stop Before this out of fedr, and the Mu can butn
himself to uselessness with low class spells. /i



Using,a decimal all the way system | now suggest some sensible

prices for equipment,, Im interested in how close | come to

the estimates of others.

Dagger™ 10 -2 if

Throwing dagger 25 /thrown Lether_armor 5

Hand ax 10 ditto Chainmail 50

Made 15 Plate 125 V.
Battle -ax 50 Lelm 15 )04in
Sword =75 -Sh_leld;std. 50 ~ii)
Morning star- 35 sh!eld, body 100

Flail 30 Shiqld,buckler 15

Spear 15 i, Barding 250

Pole arm 40 50 rope .1

Halberd 40 LoV pole 01

Pike o5 12 iron spikes 2

Two handed sword 125 ?mall Saci’ 812

hand*d 2 sword 100 D8+1,2D6 arge sac '

Lance 35 water bladder o1

Sling 1 6 torches . k; <

War hammer * 20 D6,D4 lantern - . 1 - .
Hv War Hammer 30 D6+1 .D4-hl flask of oil . ,2 D4 if _burning
Whip, barbed  10: D6,D4 3 stakes + mallet ,05 "

Whip’ 5 D4’D3 steel mirror ,1 [ |

Short~Bow o5 W ’ silver mirror,sm. 5

Long iBow "i  mi:40 - L wooden cross -1 (earve.d)
Composite  bow 50 i silver mirror 10 size=steel m.
Light cross b&w’20 fire bomb 20 3D6 if, shattered
Hv Xbow 50 Silver cross 10 /7 larger splash
Quiver/case,stdL:2" > o, Holy v.”ater consent of,church + lgp
arrow/quarrel® A 25.. - Wol*fs bane,dried .»}

Mule - 15° (demand-of B.elladona,dried, 1 t

Cow Mttt 15/¢ aventhrer \ Garlic,bud .01

Ox < 920 VA Iron rations , 1

Draft horse 10 - ,std rations m01._

Light horse <50 D8+8 hpdin

war horse medaium 100 Now we v,ront fine pesantsLwith swotds
War Horse Hv.* "200 but®"canthey survive?*l1"he "quality
saddle | 25 of the items listed above is not
Saddle Isags "10 like that of damicles “spelling?)
Cart " 20 swords, but it is the standard best,
Lt. Wagon 50 ° cut above 1in half for next step down
Hv wagon 100 and in half again for poor quality
raft 10* stuff.n | ‘ ‘<"

small boat 100 *survive ws starvatioh f-mean.

A / mark seperates mutually illrelvent wordage.

Silver piated stuff is 4x standard cost, solid silver* stuff is 12x
standard, Tfhis . should be defigned better but 1 tire. 1 admit
that it prbduces®""crocks, but its a good average | think, -again
silver plating that is cheeper (and wont last) costs less.

I may try to send a computer gennrated chart of my maglc system
thru to Barry® tO“test, the computer-stencil system-. * "

Oh, yes — ~cheep goods are -1 to, hit per fowere” standard .
also they have a 5% chance, per differeiace of ,,breakihg in combat vs
a higher standard weapon, m | .,/ - fin-

There is a large difference "in prices in the different diingepps
this has lead to. me trying to ci?ock a eretain bank,.and to tk.e non
acceptably of items bought else where in many®"cases. 1 -have obseryedj
that the difference 1in rated is proportiojal, in :mos.t cases, to the . s



diffePehce ofla pricesf io.r the® fowrSt priced +1 sword. Thus 1 ogU
propose that the common unit of trade between dungeons is not thfe *
gold piece, but the +1 sword. ¥Ilso | propose that anyone who

offers something for sale note how it would work with in other

well known systems, both phisicai ah<S raagicial. Tith this limitation
I"m sure that Crocker Denizens will find more GM s willing to

allow it iiito their game than mearly those with a "typical"

LA pricing system, <Iso there should be some provision for banniing
crocks like the availability .(potentially) around here of bronze®,.
(nondegaussing)we;apons and armor vs the relitnlve scarcity of sucir
around LA - this because the degausing theroy has never taken 17old
around here - bronze armor would be mearly cheep (not poor)

type armor. Yesi.because of our prices we"re liable, to be ctocked

by CB, but so is .uveryone else if the rest exploit™"the loop

holes in the others game. So 1 hopei ray proposal will give an out

to this mess and albw sensible trade,

*HEEXXNONSTER***** Glass goblin - 1'hit point, but can only take
damraage from critical h.its» If it is hit it shatters compleatly.,,.
Fights like a 5 devel monster, Has the strength to wield 2 handed
swords. The sword"s are made of glass and have a 5% chance/actmal

hit ichahch of breaking, iBarries 5 2 handed swords. Sometimse carries
a glass bow. Very gbod at hiding in shadows . Resis .~thermal shock

10 timse better”™ than pyrex. Breeds" by having t .pf ,them chanting , e
and firing 4 fireball wands into a pile of special type sand.

Has a 20% chahed. that it will be earring a fire ball wand, Sin«e
it.lig'nores dammdgle from such unless an 19 ot20 is rolled it ,
vi'srapt.to tbibw fire balls in dungeons, (this is from a flat curve
dungeon) (roll to see if strength! is enough to get +’s to hit/

to. daramgew!rnu i

Magic Device - ~"Crossbow of spells. Stores spells fbr 8
hours or 1/3 the recharge time of your magicaims, -which ever 1s
the smaller, Stdres spells® in, a first in iast out manner, A
keyword is added! whnn the first spell is put in. Speaking the
key word 1in the language that it was given in, causally or in;
coiabat, will set off the spell on top of the stadk. Spells f.rorg;
this device c,an be™ thrown 4 times faster than normal, the
deViep."proyiding the the correct spacing if this is needed x,n
youf “uhiv\® is shaped like a Heavy cross bow. It is aimed
like a cross bow to aim the spells. It can also be used like a,ru"
cross bow. Can be used by anyone who can speak the Key word ;-
In its own"language, or a reasonabl.elyanimilar sound, the partys
ehimys can key it off.1f used near enough to armor in a degaussing,; i
type® universe, the spells suffer the same problems as any spell
cast that close. Price is 5 +1 swords of equivalent.

“@ in Universed that have a possibility of a SPell failing,
the DM should”™ roll for this. If a spell fails to"take* the player
should not know. The DM keeps a list of the spells in the order
that they Were® stored into the device. At the DM* s ,dis.crecion
there may be k 5% chance that a spell wont take in; imnspellfail
type universes. Also"the device does not give training in how to
use 8 cross bow instantly, to those who havent got such,))

The above Was ah exa”~le of an attempt to. make a weapon
for all universes. |If similar consideration is used in the future
many more devices ca/n be traded acefoss with out picking up crocks
that thieriiinventer. never intended them to have,

To buy the above sent the 50K in my world ? in your world
to Sunsparrowi, =wiizzard/armBirer of Langarm (I”efiance Dungeon
World): f mm - [ IS

Thebe should be a progaression of spells such that youhvh rk*”"k
at low -level with a low key version of high level spells,.i"and"’
all higher levle spells build on this specialist base.



SISTER CECILIA’S O'ri MOCKTURTLE tIUTTERINGS #63 by Hilda C. Hannifen, 1735 47th Ave.-, N
San Francisco, Ca. 9412;?, 415-564-2568 or JOGALOT.

Even fehovich BlancJ”™tarkenberg has not seen the true light, when shO; apDroached
me to go onto an expaditidn into Donnygrail, the Christian thing to do was not to
refuse the poor benighted woKianv, .Since a conpetfint and much beloved-of"God. cleric,
v;as heeded, 1 could not delagate this task to another within my order. Thus I had
to come out of semiretirenant, polish up the old +5 Ore plate | wear, brush out my
Displacement Cloak, check my staves, and make sure my will v;as in order in accordance
with the decrees of divine providence. Thus | made .ifty peace v/ith heaven before
starting this adventure.

Blanche had located 7 other people and a cause for which the righteous could
dare to go into the depths of the earth [Steve Perrin’s dungeon]< ;The cause was
sitibodied in Donald Porkbeard, a dwarf fighter of bulldoged ability* Several.of his;
brother Porkbeard®s now resided in Donnygrail as Vampires, Seeking to free their -rr
torturedmsould to return to the cosmic wheel of life and death, he had approached
the. nearest high level mage he knew of@. This happened to™ancliG. (If he had had
any real -sense,” h.e.alOuld have come to me, so that the Holy Mother Church could have
embracad"-his cause and lig.htened his dark hour of need.) Along with the dwarf
was as wiefdy.a companion as any soullelJss being could hope to have, for company, Bow,

a Hobbit archer [Steve Henderson]. Though 1 did not request company in this venture,
that.sex-change pervert guy, nowr known as AlAna, that guy whose sister has been +r
putting on airs since beconsing a Bronze Dragon, came along* He is a Mecromancer r
[Owen Hanhifen]. My brother cleric in this v;as a skinny, weakling runt of a

by the ;name of Kalf vjho does have a fine v?eapon, a Mace of Disruption, which unfor-
tunately puts him into unaontrollcd rages in the presence of that blight of this
world, chaos|[Dan Pierson]. That Dwarf also had another of his cronies along on -nm
this expedition, a fighter named QoapplE the Dwarf. He was accompanied by a fellow-
v;ho wras a"jinage.lithink, a guy named Donegar[Clint Bigglestone]. Finally,.: there

Vrere two people who joined us for re.asons | could not fathom. One was an EIf -? -
hamed Alarian- (though not as nice, as -the young SIf lad 1 have working for me on ;
research— Fornholt is a nice,bright lad who is almost human and seems likely to

sea the light of God before too much -longer) Vo is a mage and fighter both. He

v;as accompanied by a strange m.an wielding a flail named Alarg [Micoli ShapiKo].

Both Blanche and the Dwarf, Donald, had some knowledge of the dungebn® fnam
prevdaus visi|ts to the locale for the ordained purpose of ridding the v/orld of
chaos. Donald acted as aur guide, leading us to the place where last the mortal
formis of his brothers had graced the earth. All the while we descended into the depths
I prayed as 1 knew what he could not, that Dwarves, having no souls, when released
from Vampire form™ vrould not go on«to the great reward but rather evaporate, as does
the morning mist, never to exist again. Such was the divine purpose that" we were
on that no monster obstructed or contested our path. As soon as we arriveld,” as if
summoned by divine command, the 3 Vampire Dwarfs attacked us. Such was the justness
of opr, cause that they never lay their unholy pov/ers upon anyone. The power "of my
person! (Protection from Evil) trapped one in a corner where it could hot move to
escape the "ityful flailings of the vreak (strength of 5) but possessed blerxd, Kalf.
Much later 1 vas finally able to"leave m.y post once the Vampire was disrupted.;
Then I discovered that a second Vampire, in form of mist,lay paralyzed by the goodly
ppwer in one of ray compatriot®s weapons. The third was drifting in mist form av;ay,
but nobody was in pursuit®- The party Was under attack by 4 Manticore. As 1 looked
up, Blanche,".braving the worst that they had to offer, downed one v;ith an ensoncelment.
Fighters quickly dispatched the others while Kalf flailed ineffectually at mist
until , with a prayer from me, it was dissolved completely.” At long last,”; Kalf got
to the third one, which had miraculourly not made good its escap”nd with one blow
terrible in its holy purpose to behold, scattered the atoms bf the last Vampire to
the cleansing winds of time. Doing my holy office, tending to the wbunded, I heard
that the room next to us contained a heathen aesthetic who ""did not communicate .at
all nor take .potice of htus presence. (All this battle took place on the ,third level
of the dungeon.) inspection of the Manticores showed them all to have collars
which indicated their ownership by the supremely evil master of this dungeon, the
Hierophant. As we vTatched, they flcished once, notifying him, then went dead. F--.



Since we had alerted the Hierophant of bur presence, we took measures to
escape his minions* BlanQhe rled the party down a convenient stairway to the
fourth level since :9M: e3g)ected,, that the be the lafet thing he would expect us to -
do. While | had. doubts about the wisdom- of such a maneuver for us, 1| also did not
put it past the. forces of evil to lead that man to rehliee what we would be likely
to do and set a trap for us.

The Hierophant wasn"t the only danggriflerking in this place. As bur® front,
rank passed the door OFf a room, that door being cleverly disguised from being”
spotted by unfamilar eyes, the portal opened to disgorge such a wierd and
blasphamous: monster as every was created by .the powers of Antt-God. This thing

was afterwards nicknamed the Crunchie from.-its propensities, despite the fact that

it was quickly hewn down my our stalwart fighters. Behind the Crunchie v.ere three
mmore monsters, hxamanoid in form,which could®:go under no other names than.Hacker,
Slasher, and Masher. The Slasher soon was flying off, PO"iymorphed into the form of

a Butterfly,rather than being destroyed outright as it should have been, by Alana.
Blanche managed™t~Web the MaSher counteracting the effect of its four arms for
long-enough "foylistroy it. The Hacker was faced doiwv by our fighters in hand-to-
hand combat* #»en we had gained the victory, we found that the animation had left
the body of the Dwarf, Donald. One of the party members produced a bottle of a >W
clerical type elixer called Lida Pinkums. Pouring the entire contents of the bottle
down the corpse®s throat (12 doses worth) reanimated the soulless clay of his form

so that he functioned as before. Additional doses of Lida Pinkums brought him back m
to fighting trim again., In the room which the creatures came from, we found the"
equipment of a prevana-as victim. Thep»were a set of goggles, a bandolier with a -
number of reusable dark bombs, and a wierd nonmagical Lightning wand. Kalf tried

on the goggles and found he could see in the infrared but when he took them off, he m
found hims&ibf totally blind. We found the previous owner"s namb on the stuff: Doctor
McN~ghter, it said. The wand we finally figured out was a cattle-prod, hopefully

not the former property of that McNighter fellow, but if it was, he is certainly well
off being dead. Such weapons can be used for torture.

Approaching a corner in the corridor we.were in, our front people hear sounds
of a party ahead of us around the corner. Suddenly, there were yells from our
rearmost people as they were attacked by 2 fighters who had appeared put of nowhere._
Our front fighters advanced to the corner where they engaged in battle with an ,Oc
Black Pbiadin. The creature of the forces of darkness wielded a terrible weapon § /
which did grievace hurt to$the limbs of those it touched. Hearing the orgies of tlie.~
wounded and unmindful of my own viellbeing, 1 advanced towards that front knot of
fighters to give what aid and succor | could (I have a Regenerate ability which®etsj”®
me undo much of the damage which isj! done by such a weapon vihigh gives such deadly
blows). Above my head, Alana flew into the top corner of the corridor facing the
rest of the attacking party. From her vantage point, she used a staff tS throw a
cool ball of fire (not very strong) at the foes beyond, us. What happened next took,
everyone by surprise. A horrible flash of light follovred by a wash of incredible,-
heat filled the corridor (that was the final Strike of a Staff, of; Striking with 78
chairges which had just made a saving throv; of*"1"against desti:uctlbn---"it had failed).
Only the dead magic area of.the Black Paladin saved .the fiont ranks of our people
from being disintegreted by the terrible forces unleashed®.; The good;God above "
watches over the works bf the rightebus. [1™ile we were blihde"d"f We did not see that
the fbrbe of the blasi; had also pushed the terribly charred®remain”™ of Alana into
the dbkd magic zone also saving, i, from total anhihilatioh. “Twp mages and two clerics
and all their posses.2sion”ere hot so lucky. Nothing, femaihed of"the/4 attackers ;
in front of us. When we recovered*foom the blast, battle started again until the*"";
foes remaining wfere conquered. From their remains we"bbtaifed numerous items of
vTonderous powerawwhich would nov; be used for the benefit of aiding law against chaos.
We also found that Donagar had didd. More of the Lida Pinkums and much prayer
brough back my itiage companion, Alana no more, but, God Be Praised, Alan, his normal
self released from the stigma of sex change. All his gear had been destroyed, so ,
we loaned him normal clofhes. Since many sciDolls had been;aestroyed, Alan how only
had his oto abilities to help him to survive in"a;battle I" Donagar was also"brought.
back from the realm of death.



FIOCKIFIRTLC TFIES NO FURTHER RrSPO®"."SnUTY FOR SISTER CECILIA®"S MUTTER IMGS #69 by
HMF*o Ci Mcinnlfnn, 1?35 /<7/th Avc., Son Francisco, Ca. 9M22, ~15"56A“256>8 or JOGAMNOT.

Oue to iovntiops in the Holy "iother Church for. the, deceased Reverend Bodewonttiy
of my order, Rfst ITv Sbui,”"l have not had time" to-pick up the thread of my
narrative and ChroniE™ inn my adventures in Oonny“ral®l for the last"two
weeks. Telling, however, 6fmt-" ddihise of the fine, ri“ghteous man of bd >, B".e™pr;4hy,
and the setting up of the cov/ardly"el £, Oridando [one of my husband®s characters™],

a fajse god will have tfGA&it for "another place and another opportunity. = -

Sure now that the Hierophant would.come looking ~or us soon upon the location
of ouri iastest triumpkover the forcespof.evil, C,l.anche lead our party down to the
fifth and. final level of the dungeon.: _,Almos,t before we tame off the stairway, we
encountered a ofeutral elf whom 1 considered most suspect since he wgs by himsilf in
this; unhoiy: olace. Apparently, Alarg agreed w"ith me, for he attempted to attack the
elf as being 3 mage of doubtful character,all the while foaming at the mouth and
reacting wildly. Others of the party did not see wfth the clarity of vision 1| do
so they ipterferred with Alarg®"s attack and took away hfs v;eapon c”aimiog“that the
tool had t?]<en .over the master. Since we would not traffic openly with thk.-¢lf,
he soon left us to,.our own,devices, a fact for which 1 offered a silent prayer-of.: *
thanks since, hone ,el se epul d see the enemy within which he represented. "

“ Hardly had one menace left us before another arrived. This one was a VAill-p- /.
vnsp which 1 succeeded in Charming with my goodness. Blanche also stopped it with
a Hold spell, ForJove of us, we sent the treasure hungrey creature to guard our
backtr,pll y/ith the assurance it v/puld obtain much wealth. I admit | felt a gwinge
for hav.ipg misled the, creature,,;but after all, it is not a creature of good, .and thus
must ha,ve ,bepn set-In our paths ,fpr us to make use of.

Blanche decided it was time to start looking for an/tpsher sta-VijWly up, somethlhg
she really should have thought of earlier despite the opportunity we had had to
destroy evil. 1 set myself, tp;prayer, asking God"s intervention that we might have
opportunity yet before we left, to take on and conquer great evil and in the process
do grept.harm to th.e forces of,chaos which acknowledged the Hierpphant as their
fount,of all things BlaCikly Chaotic and Evil. As he sits, in his.,throneroom, dripping,
the gore-of innocent victims, we would shake his empire to the foundations and
bring the fear pf the,forces of Good into his potted heart. V-, -

At first,however;“it d id not seem that my"p~jdyer Was aasweHed . Ahead of us,
we could see 5 monstrous forms, Vicked spikeSwavihg;hyhotilcPl ly over chjtanous pinchers,
Bd8cpions they Were, and a& Black as the pit O°f hell and thb"eterhal night of evil.
Calling upon my faith in Gody*“l Combatted the”effects of the"virilant poison as they
plunged their Wickedj sharp sfiickS deepiinto the.bodie"s of our stout-hearted fightehS
Quickly,however®;""we"Spread their vile juices upon" the cold stone floor,"Where it
ran in parti-colored™-, rivlets of slime into the dust by the walls. |Itould th¥t it had
the” power to bting the wal 1s of this unholy abode® c~rashing"down around® the ears of
1t'S' satahic"master i “FrOm one tail, 1 managed to extract one dose of mposIPn*which 1 *
hope Will give me a means of combating the effects of poison for"those nbt directiy m
in the-"dare"-bf "the Holy Mother Chorch though devoted to her. [

7Since, - :Hie.rophant™s domain was crawling with monsters, v;e dad not advance .far
before.: being, attacked by Furies, sort o,f a super-Harpy. Whi le their screak’,reminding
us of to>"tured souls, unsettled us mightly, we soon overcame them:,,and- using,a.,,
pootable hole, sent their remains direct to the nether regions,:.

Beyond the Furies we found"a room containing six giant beetles. | was for ‘
destroying them, as a place which caters to death as does this"pit of horror "Should
have the results of their actions left to rot upon the very® ground upon/which they *

fell.” Thus , 1 was for destroying eaters of death as they Obviously-Were being sca- =
vengers; ““Mone other that I’saw things this way;""Brother Kal f," demeandng"himsel f*
chose rather to converse-With thenm, left them in their rpomy guarding- their o i

treasure without scmuch- as®"a token of our hcl iness to show them tho-i-true vay./-"- -

i/ = 4 -lyy y-"Aic "



Fron there we advanced down ti> corridor until >e entered a very large room.
THio room "ias very large, hecauso. it hold two mockeries of the pure form of.,lJlan> HilT

- /\— waun
Giants.  Those h "9 e qujckFfy dispatched to the abode of their master, Satan.

Before we could do anythinn™ fiowevGr,.we were attacked from behind in a most covyardly
manner By k large (Hack Or-"dons which came from a room behjnd us. Due to my haying
been carry inn out "W holy office to attend to the wounded, I was out,of range of

the beasts® foul, caustic breathe. Kalf was in fhe foRfront of the attack on these
graceless beings. The flI™rocity of his attack quickly swept away three of them be-
fore the corrosive breathe of the footbh struck him down. All his equipment except
for his flail,; Soulshadow, was distroyed. Without the goggles, he was completely
blind, a fact which led Blanche to arrange for him to not again touch Soul shadow until
the end of the expedition. Sometliing to do with the “weaponis ability to fill Kalf
"~\th righteous wcaibh in the presence of chaos even when, as rd.”7, he could do nothing
to aid our cause inbattle. I though of lending him my Staff of Withering to use

as a cane to guide himself through the world of darkness, but was prsvailed upon to
loan him ihy CruifiClerical Light staff instead. Despite having intimate contact
with a devicC"as holy as that Staff is, Kalf did not imbibe any of the beautyiof
Christian love and devotion. I shall have to remember him.in my prayers, for one

who has come in contact with a miracle of the order of that Staff, isJin dangemof

suffering for all eternity in the pits of pitch for failing to see"the lrghtnand grade
of our savior. <

Prayer is often answered,i as in this adventure, with a“"cresCendo of evil beings.
As we headed for an upbound”~tai rway, we were attacked by"three Ores; foul " Gar i,jies
of the form of our Lord. Quickly dispatched despite their obvious ski 11 as fighters
(for right was on our side)we did not take time* to search their bodies but rather
stuffed the still bleeding clay into Sags of Holding.

Pushing onward, we entered a room with’a stairvay, but also a door from®"which
protruded a crone-like claw graspine a wand which>Was aimed and fired at us to our
distress. That attack was quickly dealt with as the hand was pulped,amashed, and
shredded in great gouts of blooS by our intrepid fighters. Hardly had the possessor
of that blasted hand withdrawn before a true soulless human advances upon us, a Flesh
Golem. That creature was quicklyffollowed by 5 Myrmidons, one of whom was a Black
Paladin,plus a Necromancer and a Evil Higifi8Priest. With great-difficulty we overcame
them. Since the Paladin had successfully blocked the door so none of our fighters:
could get beyond them, | took it upon myself to advance into the next room to deal
personally vHth the EHP and the Necromancer. Using my Displacement Cloak whicFi-puts
me into such a devine state of grace that only those works of the Lord of true
"permanence such as the stones which grace our good worldis bones remariin. It is aiS;
if aMl of evil is washed a™ay and only 1 tred the pathS; pf enl.|ghtmen.t.. THus i this

trancendental form, | easily passed the place where the Black Pakadin had been and
advanced to where | knew my foes must be. Then 1 appeared, behind”my foes as 1 had
planned,. Though not a sfrong woman, 1 stHl; managed with my enchanted/maul (wrested

in the past from the grips of a Giant of the Order of the Black Lotus) to do such
damage as to discomfort my foes and prevent them frpm calling upon their dark lord
for spells and powers with which to attack®.tlie people of our party. A fefeling of
urgancy pushed us to the utmost limits as we were sure that the forces of Hierophant”
in all their abyssal glory v;ere closing in on us. As soon as the fight was over,
Kalf, despite his blindness, and 1 tended to the v/ounded while some of our people
started up the stairs and others started to loot the bodies. Before"ttiey iiad a
chance to get to the remains of the EHP 1 had wasted, fogtiterns which could have 2
been turned to aid us against their former masters, another party attacked us by
surprise. They were also lead by a Myrmidon Paladin, as like to the former in flesh
as in spirit. Bbviously, this was a brother, the second whelp of an bnholy woman.
With this Man was two leaping, bounding creatures such as 1 had never seen before,
but which 1 was later told vjere Deodans. Many of our fighters were still hurt due

to the critical wounds dealt to them my this Paladin®s brother. Also accompanying .
them were a terrible burning half-elf whose weapgn shriveled my sopl. in ,the room .._
from which they .entered remained the rest of the party, 2 mages and 2 clerics.

Since it was ob\ﬁous that oo one else could get to them, 1 once again used my Cloak



to elude the half-elf and attack the condemned-to-burn chaotics. Using insight
given mfi by my good Lord, and supported by the righteousftess of our cause, 1 went
among them as-a wolf among sheep. The cloak made it possible for me to move agound
so that 1 could attack them from an unsuspected direction every other melee turn. e
Thus they could shift position while 1 was in the divine and purified state that
the eleak bestQW-d upon me. The 2 obvious mages turned to thgj™.ntu”al forms in
the power of my prescence and rooted and grunted and squeeleds, helplessly while 1, ..
destroyed this manifestation of their corporial forms. Likew"ise, one of the two
clerics, | succeeded in layigg low for: the misdeeds of his life. Before 1 could
get the other.however,, one of our party, summoned back from the next floor,up by
Alan®s telepathy, came into the room and prevented me from destroying the other before

he could escape. Pgr the god of evil watched over and protected this one.

With this second party destroyed at last, Blanche expressed an incredible
urgancy which gave us time to only cursanly seaccb one body each before we would
be teleported out. | unfortunately;let curiousity get the better of me and checked
out the half-elf remains instead of the evil cleric. Thus, |1 did not get anything"
of clerical worth for either mys.elf or Kalf from either of these two parties which *
had attacked us. However, having shovjn the Hlgrophant what he had to fear from the
power of gojbd, I felt it was time we could with clear conscience leave this pit of
evil. Thus Blanche, being a good leader, teleported the entire party out to the
entrance one by one with herself the last to leave. Even so, Satan tbied to tempt
us once more by offering us treasure in return for opening a closed door to tys
Wererrat servators. Blanche, true t" her name, resisted the urge to put a blot-
upon her character, and finished her self-appointed tabk of our departure.

This being Hilda now speaking, | take no personal responsibility for any;pronounce-
ments or statements made by Sister Cecilia. The fact that she is not well educated,
that bhe Is bigoted,and blinded by her own worth, and that she is a Christian are;
not my faililt. 1 bbve done no more than chronicle her adventure as she gave it to
me, worM for word accurate to her styibe.

Fornhoi t has, completed .a.:,.neWiSpeli, which 1is now .for, sale. It is Brotection
Shield which is a 6th level magical spell and can be purchased from 8ister Cecilia
for 617,500, gp, nontransferable from mage to mage. The spell is a 15 foot sphere ,;
which takes the very nextspel 1 cast either v;ithi,n it or upon it and converts the-
entire energy to a proitection from that spell. Thus a 10 die fireball is next <«
to encounter this speif. after put up, it turns the entire spell into a protection.

If the next thing to.hit it is a 1Z die fireball, 2 die are all that get through. -

No damage was dowe by the spell vihich w'as converted to the pcotectlon. [IfjJ('Ke next
spell was a Bless cast by one of your own party, tough, you"ve got a Protection from
Bless spell mo"V. Thd" speT 1 always last the number OF melee turns equal to the caster®s
level minus 1-f melee turns. The spell can also be cast us to 60 feet away figuring
from caster to eenter of the sphere.

GenCon “fest was held in San J6s”™6a. over the Labor Day 3“day weekend. Repre-
sentatives of many of the gaming companies as well as manufactureres of miniatures
were present. Tournament gamjng took place except for DSD which set up shop wehere-
ever it could. The regular gamers were not sure what to make of the DSD people ex-
cept that we were the noisiest and seemed to be enjoying outselves immensely. f
ran my high level dungeon, V."itch Hilts, an”adventure which 1 will detail another month.
I got to meet many o f the TSR people, though Cygax vas unable to make the con. , My
husband won a shootout with the creator of Boothill. | entered ARnson®"s Blackmoor.
First to fourthMevel characters were used. .M character was selected as leader.

n the first level wo wandered around without ever getting any doors. Down a level
the first room Vra entered contained 6 1l-die spiders with a 7th coming up the hal 1.
My character stayed and died because being lawful and leader 1 had to play him that
way. However, apparently, alignment had no value nor Jid game balance, so really
the eihly way to survive would have been to abandon those already dead and dying and
run like hell vihich is vjhat the survivors did 6,0.) All in all the fconvention was fun.



TIWIYNFAYS 1

1 I1"s"producen*” Slimak (P*""Box 351”7, Edwards AFB, CA. 93523)
to A&E means "‘Tactical Nuclear Wsapond™iWiiri You kEver
Have to You’re Sorry." For those of you xtho doubt the heievance of this title
to D&D, I*differ TIFF3NIT)"""HN It’s been a long time since";!"last did one of -
these stenbiis,"“sb please"beah with me for this ish!!1111l (Phbne: 805-258-"H7i#b ,) -
IMRO.Visbp A, 17 .SDI14K, WHO DATTYYY???2?2??2272?7? n’ vs

I 'figuY'e that this being;my-first appearance in A&, it is hot inappropriate for
me thi discuss iry experience"And- philosophy as pertains tb D&. So, guess what

follotfrs ]
“rl't
| flrst g’gt |nto B<XD in September 197~ when 1 visited the KFCA convention in

Phillie and picked up a copy of the rules; 1*d been in gaming, per se, for a long
time before-that,"iS3w the name C-ygax, had some club funds to spend, and did so.

As a result of™this purchase, the i-1TSGS (fOr"-iSiom Nark Swanson has been®the most
regular spokesmh®"in-A&E)was hooked. 3y Thanksgiving, 1 was deep in designing-my
otm"idungeon (still active); | started runnin HELLSGATE (of which there has-been
some! mention™iin A&E) just after the Christmas break at ilT (I ’°d“refused to start
until™! hadi-something like 8 levels completely done).m by dungeon was-quite-a-lot-
more popular than I would have wished (it became hard to go out into other’s "cuS |

was so-"busy"-running HELLSGATE). N1t r
I consider myself to be primarily a game mechanic, rather than a designer of,,,
worlds, | view D&D as a game. something not to be taken all that seriously; I-both

DM and play it that way. ;I take the view that D&D is not Gary. Gygax’s game when L’
running my dungeon/world; one of my favorite expressions.is, "Rules? Was ist das
roolz?" | try to keep the natural laws of the universe constant during any adven-
°"ture! 8ut 1 do believe that minor’changes betxveen adventures are perfectly Kosher;
tho I do belieyb in telling folks vjhat changes have occurred s.ihe last time before;
I pull any s-wihches. L

Many people have referred to HELLSGATE as a"killer dungeon. This 1 most strongly
do deny. I firmly believe that Underworlds are dangerous places and designed -my
own accordingly, but 1 didn’t make it a killer. All that aegr dungeon takes is a
bit of time... .mostly to learn how the DM thinks* This is one of the reasons that I
generally tend to take down one of nry non-identified characters the first time L go
into a mungeon...and why | advise those going into "HELLSGATE not to use pe.t char- ;.
acters the first few times. | *ve become especially sensitivp to this because of:. 1._
The number of dungeons run in the Boston area; 2. The number oY’dungeons run in St. !
Loxiis; 3* Zines like TWH and A&E; E. Dungbons I"ve seen at the coris 1°ve, "beep, to, J

I think that I may tend to be somewhat unusual in that 1 tend ;ot'! to be all-that "
enthralled ini.th the multitudinous monster, types that seem! .popular-.with most “othelr -
mMs. | tend to prefer playing games xcith the standard monsters: “things like"Kobolds
bred with poisoned fangs, -=Different strokes, | guess, but iiiprefer to see creative
energy go into world design (as in TALES OF THE UWKRAIhIE. by Chilenskas) than® into new
monster types?

Well, having made my token prevocative statement for this issue, 171l try; to fit
in a description of ny current spell system. Check out the; Gygax,spells available
table from D&d! Each first level spell.gives you one spe-lIfpoint,,;2nd, gives to-,
3rd gives three, etc. (An Enchanter is ~/3/2/1 giving 20 spell points..,) . There ape
.three classes of spells: 1. Offensive spe-ils (1 spell point per level, of s,pell); 1I.
Informational spells (Detects, ESP, ej"c.,. 1/3’spell point per, level of spell) ; IlI.
Other spells (f spell point per level). (1 really don"t think that, the spell classes
need explanation! An M can throvr any spell he knows (using the GGrtables mentioned
above to give the maximum # of spells known and the Greyhawk table;to see which
spells are known). Spells can be thrown with no danger til one goes negative: ;then;
you can misfire and backfire. But that we’ll discuss next time. (Note,..some-:folks
don"t like fractions; if you are one of these, multiply spell point total, and spell
costs by 6. Then, you don"t have any fra.ctions!)



LEGENDARY CONFLAGRATION #2
by Sean®"®"Summ®ers and Nameless Others
3019 Charles St., Bacliff, TX 77518

Havilng left my A&Es up in Austin, | will not comment on the last few
issues but simply type up what ru es | happen to have lying about.

The Furious Elemental Forces--or RASHAKAS

The Rashaka are related to the demons just as we are to the
English or Algeria 1is to France. Some, but not in their eyes.— They
treat being cal Led demons as Canadians take being called US citizens.
Their King liyes in the fearsome desert wastelands high in lonely
mountains surrounded by dragons and the hosts of the Rashaka. All of
this 1is on an island in the far south seas (i.e. very distant).”

They have some psychic attack/defense abilities but not many have
Yoga powers (2%). Those that do gain them at steps (such as 2.0, 2.1,
2.2, etc.) rather than at evels They replace specia l;abi lities at
a rate of three to one.

The Rashakas have a roughly humanoid trunk and body. Their [limbs
and; heads may vary, greatly, with the Rashaka King having 20 head”, 20
arms and 20 legs. When playing Rashakas, the amount of"heads ,ilarms

and legs may be chosen by the player, but for each extra limb and
each extra head, the experience points needed to go up a level also
go up. The heads and limbs may be of any type (two human and one
wolf head, one humanoid arm and two octopoid tentacles, for i%examp le)
but don"t try to milk them for more abilities.

Special
Level Name EP HD (DIO) AC Spells/head Ab
1.0 LESSER Jann 0 1 9 o ; 0
1.1 Jann 1K 2 9 1 0
1.2 Greater Jann 3K ~ 3 8 1 1
2.0 Minor Dj inn 5K 3+3 8 1 2
2.1 Djinn 10K 4 8 2 2
2.2 Major Dj inn ibK " 4+3 7 2 3
3.0 Embryo Sheytan 25K 5 7 2 3
3.1 Sheytan *J 40K 5+3 6 2 4
3.2 Sheytan of""f*ewer 60K 6 6 3 4
4.0 Af reet 90K 6+3 5 3 ,C4
4.1 Ar ist Afreet < 120K 7 4 N3 5
4.2 Astral Afreet;"" 160K 7+3 "4 4 5
5.0 Mar id m* " ° 200K 8 3 4 6
5.1 Master Mar id 250K 9 rr "3 4 7
5.2 Majestic Mar id” 360K 9+3 2 "4 8"
6.0 Mara (King) 500K lu 1 5 10
Hassles & Benefits: Angeis™and Ultra Lawfuls (paladins, etc. will
be hostile towards Rakashakas. Demons wil I also always attack them =
on sight. They are subject to Charm and Hold Person speilsand cannot
save against these spalls. Rakshakas have only*five “life energy
levels at Maximum., Jhus the undead and energy draining swords, etc.
are very effective® a"gainst them. They do not get sick and are

immune to diseasfe 6Ff all sbrts"j they will "hot age®Or wi*theri.-vThey o:
can carr " any weapon of any aVignment 1f they have three or irrore
heads o~ different allgnments. Each head "can learn differn.t? dang- =
uages, etc. They do not need spell books and do not use "them. They
allot their spells for the day during daily meditation period of

5-50 turns per day. They are cannibalistic but have no other need to
eat.



Rakshaka Special Abilities Al

1 Shape Change: to whirlwind. It has base 1", height = hil
dice. Strength and damage = level.

2 Giant Strength: double strength.

3 Fly-LightningV flies 24"/turn (grows wings to do this)

4 Heat Butt: additional attacks with heads (they grow 2° g?ms)

damage as dagger or gargoyle

5 Stamp: earthquake: 3/day 1

6 Wat 1 of Fire: creates wall of fire at wi

7 FlaraoVV acts as incendiary (see Balrog)

8 Coniume: if one eats another Rakshaka live,one gains triple e€ep

9 Betray: shape change (appearance only) to the 1looks of the
1 victi-m"s best friend. -

10 Shield: -3 to hdt vs. magic weapons <

Ini: + Screen: +3 vs. magic -

12 .~ Control Weather fas druid) ;-
13 1 Jron Skin: +2 to armor class

14 Create Soft Goods: like a DD Djinn except no metals

1516 Roll "again for two when next level 1is reached

1779 _In-visibility: good for 20 melee rounds/day
20 , TThroAigh Bind: like rope of binding but done with pure thought,

One: he™(™ "Tyst; concentrate to., keep it golng.,

1 leg; i1“hop along 57turn 1 arm: strike w/ twice normal
2 legs; Move 10°Vturn force, doing 1i.5 normal dmg,
3 legs: 13Vturn , 2 arms: normal
4 legs; ’afciove and walk on water 3 arms: 1.5 attacks -
5 legs: above & walk up perpen- 4 arms: above and +1 for added
dicular surfaces shield-
6 legs: above and walk on mirst, 5 arms: above and two attacks
cloud 6 arms: “".above and +2 AC
7 legs: above and walk on aimr 7 arms: "Tabove and 2.;5 attacks
8 legs: above and walk thru space 8 arms; above and +3 AC
head : norma l heads: co-ordinate oufi-0f-
heads: 180° V ision phase attacks; +2 intelligence
heads : 350° vision heads: “"sees invislble &
heads : tl accuracy; sees in dark concealed
heads : co-ordinate ethereal heads: above and +2 accuracy,
attacks § +1 intelligence +3 Intelligence
Each head has a differentintelllgence .and wisdom. Th"e average of

all is the indicator of actual 1Q and Wisdom for bonsues, etc.

One chooses how many heads, 1legs and arms one wishes. For each one
above base (normal) multiple the 8§ of E.P. needed/level by that

number to get "the experience points needed to go .pi one level,. E.G
Tieng has 4 heads, 3 arms and 2 legs: 3 extra heads, 2 extta arms-".
and | extra le” 6 extrar so he needs 6K e.p. to- go from a Le.sset
Jann to a Jann (6 x 1000) =3V
Spells: Level of Character = highest spell knowable, "then two of the”
next levedidown, three of the next, etc. A Sheytan would thd8:kn6w

one third level spell, two second and three first. Ra ks ha kas--iest--
MU speiisg:but catt them like a cleric* They cast spells at the?’
of one/head/found . In Combat Rakshakas-.get one attack/l evet . “thus

Janns attack once, fijihns twice and Marids Tfive times.

lc



PRIME REQUISITE: strength. No reta iners allowed , but Raksha.ka.s, can
serve others.

ji,hope this was not too incoherent. Rakshakas are enjoyable to- play.

Additional Menta I._Attacks and Defenses

Attatks 'l m—xqi: e

ID Impotence:: results in all attacks with PS\P*Wt hpl f power expended

Ego Siash : ,rdsu l1l1l: lose will to fight; defeho"i-ve .moved on ly

Super Ego Bind: result: as If tied up with bonds m re leased upon the
moment, of physical bonds app licat™ib n [ |

Psyche Shatter: reduces wisdom and HQ th* 0 "for T-1"2 rounds

Oestrudo ;Flow : you Ipse the will to live and becom.e unconscious

Libido Lash: , destroys concentration. No longer able to attac.k/-
defend psychical ly "

Castrati on. Comp. Lex: immediate loss of trust between, all those hit -
art;4 a t ight to the death between them (leaders. on |y) ,— I

EnvySur”e: works only on .rfo llowers . Same as.-aboveM™”? o

PRALFIML Ph,-ase,:  reduces opponentto I1st level statusfor the duratipp;
04 tireHeombet . r mmigl ;H -r-r- Ve-"b." “*Vb .= T ,,D

Link Excha,r)"ge ;,,a desRerate gamb ip.; .causes [alr"mentb J attack®s, on, = .-
eitber*to affect both *r - _ _ b-a,:

Do-destrud®p Demand : must- attempt suicide twice bm h. =

Libido Leash; :Like charm person but lasts 1-3"rounds or .untij,...the,
leahhed person 1s commanded to attack someone 7 b,

Primal Pattern: onLyj pne attack and one defense mode ( the .two basic
ones) if fail to-save-. [

Defenses nt

Jello: _absorbs. .(.Like Psl Strength! in any subtle attack but doesn"t
shield vs,... Mind crush-v.and*such ¢

ParrabeHia: reflects ali. force attacks (whips, flails, crash,, .shatters)
" back, at the sender."i- Hi

Empathy:., open channel transmit attack to another sensitive, both
being willing. y -iL* r " 0

Calm Flow: 3" Barrier. [Protects at 1i1/3 strength"at 3" ,2/3 at 27, ° .
and Tfull strength at 1", and double at the hoda l points :

Funnel: sucks ,in ald mental-_fattacks to the Iron barrier of the userjys"
mind. It allows a greater psi to dfend against many lesser on,es".

Cyclic Discharger rad i-ates the energy off at right angles.”™ This"does
not protect vs. attacks jto the conscious mind. :

IRON Shield: protects preconecious from perversion " -4

Black Barrier: blocks off the unconscious from attack (ego, 1id, or
superego manipulation). Prevents use of Yoga whi le being used.
a minimal strength defense. |

Silver Sky: like mind bjank, but makes one like-a"-"nonsehsitive with
+3 saV ing throw ?

Zone: hides all behind it from psychic powers, but doesn"t protect
from attack. r " -

Web: distributes the power ,0fmthe attack so the burden Hs ,Abred py
several psis.L, Each take. 1/x-1 pa-"rts Of the attack.. n

Network: like WEB but inciudes the attacker who catches it back again

With 6 people, each would need to handle i/;5 ef the energy tob
turheftCback ;on the unwll1lling*Tth,..,, /b:b - "b.b... r,: . imoiJFR x..



What Trap Charts? #5 Robert Sacks/4861 Broadway,

—————— (age: 2577 tel: 212 ¥12-3572 (work: 212 489-9200 x215) ,
(for Alarums & Excursions #16)

Hm, looking at"my calendar, I don’t tlIM 1™ Se*t around ﬁ?

writing up Part 11 of My Attempts to Run EPT-before the deadline.

try mfor next-""tlmie.

lee: lice to have met you. Call me again next time you get to FIC./ -I°
Aren®t Balrogs magic resistant by definition?

Blacow: Rane/molestation/seduction of an engaged minor birgin should —
bring the full retribution of all lawful authorities, not to mention-;
her, friends, relatives, and fiancee, and his friends and relatives;
somehow 1t doesn"t seem worth it for the would-be seducer./: If | might *®
demure on the libertarian®s view in D&, there are other interpreta?*
tions possible. When do clerics suspend their judgements to that of
the Church?;! cleric agrees with his Church and knows iIn advance what
the Church stands for. And a paladin has to be bne of ther™most ego-rr
centric entities in D&. Ego Involves more thhn self-gratification -

It can entail satisfaction in a**job well done to the specification of m
the doer, and the job can be the care of souls, the preservation of -
right,- or the protection of the weak. It is’when the doer pretends to
himself or others that what he dees is for their "good"” rather.rjthan -
because he chooses to do i1t that you have ™"altruism”, and then-;the
potential for evil begins (like baptizing children and immediately
slaughtering them, as the missionaries who accompanied the Gonquista-
dores did).As for plunder, once upon a time there were these three
Libertarian Paladins who were as brothers - one was ;an outlaw pirate
who. seized relief shipments, one a profligate confidence man who bank-
rupted entire countries, and the third a wizard who destroyed the
entire society of the world they lived in - of course they had a
different view of the proper interpretation to that,than yau might. |
Echo: Cohort, not consort./ 1 am thinking "when I" draW; up my universe)
to limit Raise Dead to Saints, Angels,” and God"- Patriarchs are"not
holy enough./ Give my regards to Simmons./ Lawful Demons are Angels™i/
"The stronger a character is, the more likely others of approximately
the same.power will search him out to fight him - youngsters trying to
make a name and old-timers trying to keep the territory.

Used Sword Dealer: Fenris according to Blacow is not identical to Fen*
ris according to TSR or the Norse. Next.

Ken Pick: Didn"t, a low-level male hobbit strike a blow.on the Witch-
King?

LZrst ,Mask: What happens when the citizens who activated the Home Stone
die? Therefore one places the Home Stone in some immovable location?
Margaret: Thank you - 1 know what noblesse oblige is, but 1 wasr"t surei
what you were referring to. There was a more probable interpretation
that rather shocked me, which 1 will not mention./ Who/what sounds like
me? Those 1 have met chose to follow paths of sanity, rather than D&D>;
Diplomacy, & hobby/school politics./ Merlin demon born? 1 suppose the
Saxons thought so, but he and his cousin Arthur were of solid Roman-
Celtic stock.

Any Mistake: You mean as DM you believe a player who has just shown up
with 5 additional levels, and 15 very good magical Items including a

Ring exempting him from the rules? Do you also collect title-deeds to r
the Brooklyn Bridge? ai” i 0

In RYTH CHRONICLE"""#VIl1 (available perhaps from John Van De"Graaf, 37345
Glenbrook, Mt Clemens Mi 48043) there is a rather amusing justification
for opposition to Evil out of boredom by Len Scensy, writing as BENELUX
Patriarch and Fifth Champion of the Order of the Flaming Wheel.



BURGESS PORK PIE I
This Is for A&E 157%maybe and comes from Hartley Patterson of 7 Cam-
bridge Rd,, Beacons field Bucks HP9 [IHW, UK. -

Intro E . Io-
I’'m aSF fan of about ten years standing around 1in’robm parties, though
most of my activity has been in fringe areas like Tolkien, postal

Diplomacy and the like. In about 1970 1 started MIDG/ARD, wh ich ran
through a, few turns in 72-3 and then folded;, the US and Auss i0;
still running are derivatives of this. In May 75 1 swiped a D&D

review copy from John Mansfield of SIGNAL neVszine, played through that
summer Jlocally, then found at an SF con in,Birmingham, that other SF
fans had discovered it,as the UK 1importers had connections with.SF.
There are now 1°d guess about 20 °SF fan’,dungeons here, about the same
number connected with postal gamers, and some more, not in the main-
stream. More all the time of course!

How 1it’s played here I have the 1impression that the styles of play
aren ’t too different either side of the Atlantic, depsite the ((up to
now) separate development:

From what 1°ve seen ’wargaming® dungeons rather resemble yours,
with eps given on a Greyhawk x2-x5 scale and plenty of high level types
running around. >SF* dungeons are fTirmly based on Greyhawk EPs and so
have mostly low level characters: my highest 1is 5th and the highest
I"ve ever met was 8th. We stick to Greyhawk so that the same charac-
ters can go down all the dungeons. Hirelings were abandoned early,
and all players have 10-20 characters from which they select a few to
go down. I don’t know of any full scale wilderness campaigns yet,
though several dungeons have villages outside ready.

That said, what follows 1is more likely to be my own than British
in general: mostly I°m influenced by Chris Bursey, who specialises in
monster invention Nick Slope, my regular wargame opponent whose
dungeon 1is run by Italian dwarves; and SF/Fantasy.

Title: Brian Burgess 1is an SF fan who wanders around conventions at,
5 In the morning sell ng pork pies. Along with other SF fans he became
a monster

The BURGESS 1is a-man in raincoat and hat with a cardboard suit-
case. Armour class 8; 8 hits; Neutral; unarmed; 2nd level. His Charm
Person affects 20 levels worth of people. Having caught the party"™ he
sells each one a Pork Pie for 100 GP 1if he can get 1it, less Iif necess-
ary, only one per person. IfT attacked, his suitcase is Adamantite
lined and moves by ESP to parry, -t6.

Burgess pies are irresistab le to monsters which will stop to eat
them unless being attacked. The best use I"ve seen was when a Mina-
taun,iLizard trapped a party who threw a pie into an adjacent door; the
Lizard dived in after it--and the room had, 20 of quicksand.

Rooms
"Put in the room matrix, " says Lee OK: :this 1is q quick way of
prompt ing insp iration for room design
Die Roll wWalls Ceiling Floor Doors
Pa int None Sand Paint
2 Tapestry Paint Mosaic Paint
3 Brick Colour Col our, Colour
A4 Paint Hangin,g Sand Picture
g Colour Moving Earth Hook

Strange Strange Strange Strange



None means the ceiling 1is out of sight--very often with Giant
Spiders waiting to drop, or see Phil Farmer®s "Wind Whales of Ishmael”’
and., the dungeon trip in the fina Imchapters. (1™ got that" in my -
dungeon copied entire; it took a 1st level Ba lrog and some ores
hours to get through it, eventually emerging at a secret door in one
of the chief temples in the capital city of my country. The Balrog
~t,pie the idol and vam Ished down into the dungeon again, to become a
nl ne day wonder inTthe City ...). ,

; Hooks on theiibdCk ot the door have bags with mbney. Novices
never, look behind doors. Gho;d knows what strange® is: start with
1-4 sol id/5 liquid/6 gas then; ro.l I a DIO for Color. Iom-

gl ,have a who]e area of rooms rolled using the |1 Ching and popula-
tedi tiy ,Ch inese typ.es;: mag ic;oriac e tortoises, Chinese foxes (pyro--
technic, and were), a;nd a Buddhist cleric with.a pet dragon. The last
also .wanders the- corriidors, Just as a party has decided to bop him the
Dragon comes round-the corner.... -

I had a party on my fourth Ilevel epature a wandering 3rd level =«
MD); being Lawful they couldn®t kill him so they pushed him out the
room,.,and as he left Bumptious the hobbit thief slipped a pebble of
Monster Forl iowJng in his pocket (Bumptious has a lot of these--ih"a
lead-lined box so they don"t work on him!). _As the party satdown for
a bite to eat, | rolled to see what happened to the MU--and he ran
i.pto Buddhist and Dragon, told him his woes and next thing the startled
party knew the Dragon knocked on the door (It feli: flat) and.-the old
fellow was giving them a telling off for duffing up his friend

STEEL BAT. Arm=4, move=1 2 I die. 1st leve 1. usual ly several
Destroy weapon in one hit, armor in four hits. 1-4 bite if cornered
but usually only interested in your metal! Their bigger cousins are

MITHRIL BATS, Arm=2, move = 9, |1 dlce; 3rd Ilevel, eat magicar metal
up tP +3 as well.

POLYMORPH TO NEWT SWORD, Hit any living.thing with 1it, and it becomes
a newt, but you don"t g™t any EPs for stomping the newt. It can be ~
turned back by hitting it again (the current owner has a backpack full
ofipewts labelled "troll,” Togre," etc.). Catch is that unless you're
wearing the he Imet suppl ied with it,.you become a newt on picking it
up- .- -

Rory,: who devised that one once gated a party onto thePLondon-
Birmingham motorway, where they proceed”ed to stop cars and rob the
occupantsi -

JIMKIRKY mNo"prizes for correct description! This 1is one ofsChris
Bursey®s. Poor Jim has a defect lve pbaser which only fires 10 chance
(as death ray), and can "beam up" 25" chance if attacked. He can"t

kill humans unless they attack him, usually stuns 1-12 turns, Natur-
ally he speaks al-l1 known languages.

COMMENTS ON A&E 13

Tantivy; My spec for Balrogs allows immolating at 4th level and
immolating safely at 8th. Before 8th they burn themselves! I rule
that a Balrog with a Cleric at least three levels higher to keep It. In
order can go down with party; otherwise 1it"s Just too egoistic for
anyone to trust it.

I think 1I°Il give the Astrologer down my dungeon:::;the Louis d"or
tables (he"s a Terran marooned in Mldgard so uses Terran astrology)
and have him oblige characters to roll on the tab lei ,

1w



Rea Im Fantastic: 1"ve now got a “who hits first® system based on
dexteri ty/armor that seems to work as it only needs one calculation at
the start. After “looking at Tunnels & Trolls 1"ve started on a system
for givihg"hit dice to armor rather than armor class, which may work
if 1 can cutdownthe complexities that keep creeping in; it’ll cer-
tainly, put up the expenses of dungeoneering drastical ly with armour
and shields needing replacement every time.

Egoistic Rosenberg: Yes, I1'm glad Balrogs wereupped. I1"ve only one
in my dungeon; he"s a proper Balrog and one of the three,powers that
run things. He doesn®t bother with Ilow-level characters though, except
for Paladins. A party once went down with an Assassin disguised as a
well-known very high level magic-user (Evil). Raiding the Black Ore
HQ, they found the treasure and were trekking out when the Ores hit
them but 1lost the melee. In desperation the Ore King read a Scroll of
Summoning and the Bairog appeared! The apparent presence of this ev 1"
MU made him somewhat wary though (the Orc® King also rolled for this and
saw through the disguise), so he started going through the party swip-
ing all their magic stuff while they quaked, just to see if the sup-
posed MU would do anything. The party prayed like mad, ST. Peter
arrived and the Balrog beat a retreat, but not before he"d made Bump-
tiousdrink a Potion of Sex Change he had with him....

Horros from Hollander We went overboardi on Gods a while,-,ago to the
eent”™ where some people banned them altogether. 1 still use them as
well as 1nsisting that characters stick to their professed alignment in
behavior. Most players sti Il don"t worry about this kind of thing,
though a recent outbreak of evil characters going down with parties and
wiping them out at the exit has gome some peop le srattled. The Tfirst
time innocents have this done to them they get so mad!

Chaotic/Good should be possible.. . .0Oberon? Yama?

It"s true few DMs treat religion seriously. My best character., is
a Catholic cleric with a hatred of gambling and technology and a, terror
of Kobolds (his two predecessors were Kkilled by,them). Fortunately

for him his FTR friends usually magage to stop him from charging into
rooms on seeing what might be technological devices,> ~

Worlds of Gemignani: I"m not sure about Medieval groups. I only know
about the Civil War people, three armies who meet to re-enact battles
and sieges, usually at the.original site. SCA .isn"t in the UK at all.

Sp inward Me Intosh; Yes, 1 like those Androids. There were some
Golotypes down Fred Hemming®s dungeon; these being reject Golems that
go round muttering "I am a fai lu-,:.." Two Rangers owned some. They
used to go round question Ing parties as to their alignment, being con-
vinced they could tell Good from Evil (and so they cou ld--usua lly) -

they were the bane of mixed parties. I have a sword somewhat like
yours; it"s go lden® plastic and +10, no less. However, |I"m assured it
will bhatter on; a throw of 12 on a,,die-12. Only used once, againjst a
cockratrice. Dlerics:- I allow Evii/Lawful cileries to cure people of
their religion only, cause wounds on any others. Same wou Id app by,, to
Neutral Clerics, | suppose.

IImar inen: Yes, | seem to be agreeing with you again, Lew. What the

heck®"s a revived character anyway--dead "s dead. isn"t it? My idea of
balance 1is a dungeon that doesn®"t kil everyone w thout warning, that
doesn"t give away goodies, that when you die it"s your Tfault or at
least your bad dice throw. For instance, one local dungeon is often



\ iD
very enterta ining, the DM having plenty of 1mag 1nallon but you can be
killed quick, like falling into pits. Once we found a room unguarded,
piled hilg,h with magical 1items (it was down a corridor® with lots of ‘
lnon splkes on the floor, that"s all).. Fortunate ly for my sens™ *f
fairness, | had my evil characters along. They just couldn’t resist
the 1loot and tried to wipe out the goodies--but they Ilost, leaving two
survivors. ™ Right, now one DM 1is considering subjecting chrar-acters who
come down //his dungeon loaded with magic taken from an “easy®"™ dungeon
to “trial by combat®™ to see if they got the stuff by.fair theans.

The Porta l to Shaw Eldritch 1is for high, levels mostly, so | can t
use Tt (my dungeon is only down to 4th).. Artifacts ,look OK. I®’m going
to keep them below the 4th thoughHow about a Chinese 10-shot
repeating crossbow?: Not very accurate mand poor armour piercing, but

in a"narrow corr idorL/aga”™ nst charg ing monsters most upsetting.

Contests -3 3 TV

I"'m in the process of setting up a mini-dungeon for a contest at
a Games.., Conventio," 2-3 players at a time with a tife limit. Has,
erybne tried this, kind- of thing? |-, heard of wiidennehs contests
such as-one with-characters landed onan island and trying to finda
number of hidden rings, ambushing, each other and avoiding, the monsters.

The dungeon contains bits swiped from several locals. In some future
issue, I1"lldescribewhatwenton. e
PANTHER. -Not the =zoological one but that found in medieval beasfiaries,
usua-1 liy aswan analogy for Christ. Appears as a long-legged lion,

white wlit,h/1,.b-lack spots.: ARM = 5, move = 9, 5 dice. 3rd level.

2 claws 1-3, 1 bite 1-8:. Its beauty and sweet breath cause t.hosei"of
Int + Char ess than 25 to think it"s a "nice pussy"™ and be. unw 1111 ng
to attack. Terrible stare causes throw vs. magic or panic.

POTION OF SEX.rCHANGE: There are two. Orange and Black, Effect 1is 50%
loss hit points for (120 - (Con x 5)) minutes. During”.change Neutral-
ize Poison will reverse. Afterwards the other color 1is the only
antidote! Note problems for Paladins, Clerics and men with tight-
fitting armour....; t *.

WHISTLE OF POLI"CEMAN SUMMONING.-- Mind brings a London bobby (hello,
hello, what"s all this then?)-,biUt suit yourself. ,

MAG iCt"BfCYCLE, Looks 1like eKercise bike, enables rider to become

ethe fea(c; Four gears = up, down m forward back. Note snag; no ,,
tur*hing .Jability ...and don’t stop pedalling inside a wall! Someone
just rode right across my Tfirst level on one of;” these, to the alarm of
assorted Gnolls, Goblins, etc., escaping thereby with a Staff of

Power belonging to the Guardian of the Lower Levels. He got the sack.
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THE TESTAMrNT OF DZFY 7Z- by Lee “urv'esser and John® Ooa rdman

This strange adventure befell me in a place not usual for advon

tures-"-when | was hea l'in*® of my wounds at a monastery near Castle”
Cwruch. The wounds befell me on an evil day in the castle, when 1 sif
an Ogre and saw a good comrad? fall beside re, while others fled. It

was only by the aid of the Hagician "loran; v.""o a one®"among the living
remained Tfaithful that 1 was brought to this place of comfort and
healing.

One day when |1 was so far recovered that F could sjt on a chair at
a window and muse about travel beyond the qgreen hills 1in the distance
Orother 1lodocus cane to me and said three visitors wished to speak with

me. One was a woman, but since 1 .was not then in the inner precincts
of the monastery she would be allowed entrance. Curious and no little
bored by my inactivity, | asked him to bid them enter.

These visitors were a stalwart man 1in armor of good plate well
given to use a stout mannikin in Heather armor who Ilooked as if he
would cheerfully. challenge Lucifer at arms for the mastery of Hell, and
ag FIf--may al.so in leather. At this last | middoubted ms that anything
good was afoot, for an elf-may had been of our party in Castle Cwruch
and hed,, fled invisible ""hen 1 was 1in peril of my life. The elf may

bowed as a warrior rather than making a woman s courtsey. I am Var-
dis a magic user she said,. Cadu 1is a fighter,, Fikinsjaudi a thief:.
They also bowed and 1 inclined my head in rep ly, pleading my wounds

as an excuse for no,greater Ceremony. " his name the mannikin® v."as no
gnome but a dwarf out of the Horth, for such names have they. Fikin,- n
if | remember aright, means oaken and it befit him well H _would as,-

lief have h.acked at an oak-root with a misericords as at hIm"with a
claymoreH

He are travelers 1in the mulliverse. quoth Vardis currently
based in Camel 1ian tho that 1is not our home. " came to the monastery
in search of a copyist,, not, darinn to hope to find one CaleOt com
panionofCzeymz.

In sooth had I such a, compgn.i;on ,said | And 1 am indeed that
Galeot. When all other fighters fled, he alone stood byme against the
ogre of Castle "~wruch , though he got his death there,by. I honor him as
a faithful Ffirend, and 1 have from the riches 1 won ordered "masses to"
be said for his valiant, soul, v.Hthout which | would this day be nei
ther alive nor nossessed of gold. it, strangers, and tell me aught
you have to say of James. A novice TfTetched them o”hairs and drink
then rgti.red ,. _Vardis went, on with her tale. As she" spoke, 1 warmed
somewha-f towa rd the; ,;eJven-k indthough they ever had a-"good address.

" came to this universe hoping to find an exped"i”™ion.”, Instead,
we Tfind th.at your:countrymen will not nermit out landers®"to no down with
them."™ ™e put up at an inn nesar CGsdtdke Cwruch, hoping at least to hear
tales of the place. Hoar ygou. musdt kkoow our mission is to bring home
knowledge of themultiverse.

""After "laking sure the statleboys heard me speaking to Boss our
mule in Fquine, so they- knew he could identify any of them who misbe-
haved we went 1in to dinner and beer and talk. -"hat we Ulearned was
astonishinn to us, for the universes- we know are unlike this one. Put
vou know your own homeland, so that part of our tale cannot astonish
you. All that matters is this we were concerned enounh.about the
differences in magical ora°ctice” that we all slept in one room,, and
while we did not keep form.al watches, we were none the 1less on guard.

"Thus Fikinskjaud i and 1 heard Cadu speak 1inhi.s sleep. _.And he



spoke the natre Galeot, ™"

took up the tale. i dreamed of a sword that flashed red and gold. In the
dream, | knew that sword”™ it was my corripanion. And there was a man who stood beside
while others fled. 1 woke myself with the name; Galeot. | told my comrades of the

dream. Vardis thought, perhaps, this was a message from a murdered or enchanted
fighter, whose mind:, being no longer quite on the same plane as his countrymen,
linked with an alien’s. HKe, rather than my teammates, because 1| too am a fighter.

Thus in the morning we traveled™as near to the castle as the folk would allow.
There we rested, and | strove to make my mind inviting to the thoughts of that
other fighter. The next thing | remember is Vardis calling my name, telling me to
wake.”

The elf-may took up the story, “he . called again the name of Galeot. 1 ans-
wered that Galeot had gone.on and asked who called him. And Fiadu said "Uzeymz." 1
was able to question Dzeymz and hearn his Story., Eikinskjaudi wrote it down. I woke
Radu, and we thought what to do. It was Radu who thought of searching for a mona-
stery to find copyings who would record the tale once it was translated for them. m

pzeymz was a heutral,” Radu broke in, and spoke Neutral. 1 don"t know that
language, yet he used- -wel 11, you "llsee. o1

"And then we remembered, Vardis,resumed, that by the tale Uzeymz told, his com-
panion had been wounded and asked to go to a place of safety. This could very well
be a monastery or some other refigious house of healing. And surely the tale of his
appearance would be reported throughout the rel igious comm.unity.

We dared hope only for a clue to this companion. Yet, behold, we find the com-
panion himself.", With this, the elf-inay Vardis gave into my hand two scrolls. ‘'Here
is the tale of Dzeymz, writ in Neutral and in Lawful.

1 looked at the heading of the Lawful scroll. MWy visitors had rendered the name
of James in"their own fashion as D?eymz, and 1 bethought me of a scribe who had
rendered my own name as Galahault. ,;Tis a long tale, quoth L, and I am no scholard
to read it while you wait.

Then will we leave it with you as a memorial of a brave man, msaid Radu.

"*And a speedy recovery from your wounds,” said VRrdis.

ml thank you,” said 1, for there is a certain caitiff against whose sword 1
will measure mine in James” memory.

The dwarf spoke for the first time. “Strength to your arm, Galeot.

They rose to go, and | also stood up to bid them farewell, though 1 perforce
leaned"agalnst the back of my chain. 1 remained standing as best | could until they
were out of sight and then settled myself in the chair with the scrolls. The task
was long and oft re awakened my hatred against our betrayers, but 1 rejoiced to hear
once more, through Radu®s words, the voice of*my faithful frjend James.

Thus spake he:"

Dzeymzf 1 am Dzeymz, freelance fighter. 13 hero but a reliable swordsman. -

by the Three Angels! Are these truly my thoughts, cloaked in words as fine as- a
harlot"s gown? Well, so be it, though 1 could never speak thus while 1| lived. None
dared tell me to my"fade, Dzei“mz, you are a laCkwit, after, | had, my strength., They
are the lackwits, if they think a child does not hear and unclerstand and remember....
Even a lackwit child.

but while 1 have your pretty words, 1 would speak of my last campaign. Of my
companions and of three cravens.

"le marched into Gwruch. Our hobbit thief, Loki, went aiiead to spy. the path. |
marched behind him with my sword. To my left marched Gal eof, ever, at ,ny side in
battle. To my right marched our cleric, Zarko, damn Zarko! Horan marched behind ,
ealeot, Pioran the magic-user, the hireling. | should not oe hard on him. oehind
me marched Neala, half-elf, magic-user and fighter botn, who had lost a ieg in some m
past battle, oehind Zar(ko marched-. Driga, a druid, good luck to his quest.™ Our
rearguard was Dzem, another hireling, peace to his shade."

It entered Cgstle-Gwruch and fol lowed Zarko’s map. We came to a room of skele-
tons chained to a wall and a whip that seemea to be cracking itself. When Zarko
entered, the skeletons all crumbled to dust. Hy sword was angry; it shone red and



gold as 1 ran toward that whip and struck at where its wielder would be if scmeone
wa™- indeed wielding it. Gafeot was besioeme, and together we.struck at the invisibi
whip*wielder. One or the other of us struck off its arm, it became visible as arm *
and whip fell to the floor... .Vihat? [I'ib, not,the rronster, the arm. Someone said it
was a dragon gut whip. Loki put it in his pack.

There were nine doors tliat looked to be closet doord. Vie started openingVthem.,
Wea it the second or the third? ito matter. One closet held a ituge wooden duo, big
enough for a giant, hiy sword clattered in its sheath. I took it out ana struck at
the club. The wood bled. 1 slashed it to bleeding tinder.

Then the copper slab that stood in the center of the room, the copper slab with
doors, appeari ng:, began to .crow. As though to acconodate a giant, " someone said.
We left the, room by the door we entered.

Galeotand |1 stood to eithr side ot thedoor with swords drawn while Lokilis-
mfered. He reported noise of something moving around and then siltnce. We went back
in. The room was empty. Galeot and 1 kept water on the slab. Tiie others once more
began opening closet doors. In the one where i had killed the club was a sword
s lashing creature whose remaining arm matched the arm that Loki iiad had to cut off
the- dragon gut whip. In another was a solid silver wheel, spinning, in a void.:
While.we were doing this, there came noisesat the south door, as of battle.*® One
side spoke orkish; the other some unknown tongue. We went on with our work.

The dragon-gut whip passed through the wheel without seeming to affect wneel or
v-,hip. The same with a sword. In another cloest was a niirror that turned out to ~
reflect the wheel when it was fitted int the void. It didn"t reflect anything else.
In another cloeet was half a suit of blothes. Left glove, left sandal, left steeVe,
left side of pantaloons. \ke took these along, meaning to do Detect kagic on them
later.

in the next roCm were nine kobolds. .Seven ot tlem our magic-users.siept, two
f-led. Lciki charged after them, getting cut the whip. Galeot and 1 ran after Loki, .
lest they turn on him. Thanks to that accursed whip , they escaped, Loki turned on
his own party. | slashed the lash off the w-hip—-uwhi le iiarko cried out against me for
destroying loot!---and Galeot leaped” upon Loki and pinned him. Loki dropped the
bleeding whip, looking horrified at what it had made him do. Galeot released him
then with apologies for ahnaling him so roughly...

Teaching the whip to a sleeping kobold vYike it up, and we, had to. dkspatch Tt. -
Then we disposed of the, other six. Each, kobo la was- weaeing green ring,-these” we took
for loot. "They put that accursed whip together again it joined, but when they tried
Slapping if, it came apart.. So they rejoined it, put it away, and we went on. e

Down a corridor, we came 40 a door that Larko said led to a room where ogres used
to lurk. [ftten we got the doorkopen’and saw .there were indeed-two ogres, Neala threw
a fTireball. One was scarred but still on his feet, the other was unhurt. Galeot and

I charged the uninjured one. If hurt me, but we.killed it. Tne others hau killed
the-L-urned one by the time we turned to.cid them. | forget tVvhether Zarko‘or"Dr iga
healed® me, but one of them did. Then we searched tne room.

In a chest we found-five blocks of silver, two of gold,” a white coin, a goia dag-
ger and a flask. Each block of metal weighed about as"mach as 5U0 coins. In a
cloeet we found ogre garb. In a desk we found a raftlirig snake. Driga charmed it,
spoke to it and closed the desk.” A nigh cabinet turned out to be the lower end of
a chute. Mie closed and spiked it.

Loki carried the .flask, Zarfeo the dagger and coin. | carried a block of gold
and a block of silver, <. did Galeot. L"-riga carried two blocks of silve'r. Uzem
carried one.

Gy now it was time to. sleep. Galeot took the first watch. 1 was t" take .the
second., and ozem the third, uy then the spellcasters would be rested enough that®
Zarko.would relieve Dzem and Neala relieve ZarKo. When Galeot woke me for my watch,
things had happened. Zarko, .Jriga and Loki were having nightmares, and Zarko had



wakened and-taken the loot; out ot his pack. The left half-clothes had begun to,creep
toward a door:, but only begun, Galeot ties them to a rope and tied the rope to the
turniture. ;,

Zarko and I aoubled up for the next watch. Then we woke Dzem and Lriga, telling
them to wake I™Mtaen and Galeot for the fourth. Galeot woke me to take the last watch
with i"leala. Nothing_else stirred in the night. In the morning, we; put the whip and
lhe half clothes into the chest and locksa it. | was glad to see the last of the
whip. Even the snake in the desk hadn’t liked It. We went on.

Once again we entered a room with two ogres. These had seven ores with them,
Sleep took care of the ores, but not the ogres. Neal a tnre® a fireball, and once
more got only one. And once more Galeot and 1 charged the undamaged ogre. This time
Galeot was wounded, but we killed the ogre. Then [ helped Kill the second one, which
had dealt out wounds generously to Zarko and Driga. We ki led the second ogre , and
Zarko and briga healed themselves and Galeot. Then we killed the ores. Then we
searched.

The ores had one gold piece each. The ogres had Staange tokens; someone said
they might be anti-charm or anti-sleep. Galeot got one. There was a chest here too.
It had four blocks of gold, two of silver, eight of copper and a lether pouch with a
blue gem and- a green gem.

There was a goose in a cage." Driga spoke to it, and it answered, but its, words
were as the words of an oracle. Except that it said there were two more ogres® that
left the room through a trapdoor in the center of the floor. | stood on guard over
that trapdoor, while Driga went on with the goose.

One of the two chairs evaded Loki when he approached it. It evaded everyone
except Galeot and kioran. Galeot sat in it, and the table glowed blue. Then the chair
moved to the table, and Galeot said he had thought of pulling it up tothe table.
Someone took out that mirror from the other room that ref lected on ly the silver wheel
even after it was taken away mnow it showed a b lue wheel .

Galeot asked for food. A banquet for I3 appeared on the table. Since there was
only one other chair, Galeot called for six mone; six chairs appeared. We sat and -
ate. . L ,r ss s s i ;HI.

Loki thought of opening one of the chests that Galeot thought were meant to con-
tain spices— though no spices ever smeli like that-bbut decided it woula be too close
to his nightmare of last night that had the hair of his feet standing on end.

ZarKo too remembered his nightmare last night. He dreamed, he said,Tof crying
out thit there was a traitor among us. Now as we ate, he cried that there was a

"m"traitor among us. 1 drew my sword and bade him sit. Galeot bade his chair tell the
chair under the- traitor to collapse, if trator there was, the chairs all trembled,
but none fell. Loki started whining t" Zarko, a snivelling hobbit, can there be
worse? | bade Zarko a second time to sit down.

We determined them to depart, for we had no wish to be forced to kil I our cleric
to keep him from kifling one of the partyV Zarko carried the gems/Neal a, and Galeot
and Zarko took gold blocks, Dzem the silver block that Driga had been carrying and
Driga the,-fourth gold block, i-ioran took the two silver blocks.

The"gOose turned out to have been making a spell, 1 thought he was onfy making-
a mess. The spell showed a series of scenes that seemed to make sense to Driga,
because when® the goose went to one of the,doors--not.the one we came in by- Driga
decided to “follow. The rest of us decided to go back, while Zarko, was sti Il in com-
mand of himself. Driga said he should have the white coin as well as theblock of
gold, and Zarkg gave it to him. Driga followed the goose. Good luck to him. We
began backtracking.

We met an ogre. Galeot and I went for it. It deait. Galeot suen a blow that his
18g would not bear him and spurted blood ip a jet as red as the;red glow of my sword.
I strove to reach him and stand over him, ut he was on the other side of the ogre.
Always he stood so as to have our foe .between us. Zarko was hit twice.



Four ores came in. The ogre began to fall back toward them. Moran slept the
ores. Four more came in. The ogre laid upon ay sword arri with a blow that sent me
staggering back from the battle. The ogre was regenerating;like a troll.

Neala had shifted to Fighter mode and was--why does this astonish you? Can"t
elfs do bot* where yuh come frum? Hey! vfhar"ja go?... .Neala was trying to shift back
from Fighter mode to Nagic User. That takes time. Zarko tnrew Finger of Death--
Shit, man. can"cha unnnerstan? Cmiron... .The ogre threw off Zarko"s spel

"There died Dzem, .loyal to his given word. The ogre dealt him. a blow that reached
arid tore his lung, he fell . 1 shook the shield off my arm and took my sword in my
left hand to return to battle. Heal a disappeared, gone invisible. Loki took out the
flask he bad carried, smeared him,self with the ointment therein and ran, ne ran thru
an ore and thru a Wal.f. Moran also ran, without magical ointment, |1 should not be
harden a hireling for running, yet Dzem stayed and died. Ho, | do not think hardly
of MOran. riot now.

Zarko. Zarko, the hichest-level member of the party. Zerko,. trie only one who
could heal our wounds. With Dzem dead, Galeot dying, myself and my sword taking on
the ogre alone--Zarko fled. Disappeared with a bolt of blue. Damn Zarko!

I strut * at the ogre, missed and struck down an ore. SGain |1 struck and again
hit an ore. The ogre struck my right shoulder. Twice more 1 scored with my left
hand, but I was weakening. Then my sword flashed red and gold. The ogre struck me
again, and 1-.kDewnt .coul d not tafte anotherTbifew and st™.on my feet, | wondered why
Neal a had not taken the ogre from the other side, as Galeot was wont to do....Galeot,
lying in blood.

1 struck at the ogre and again killed an ore. The egre struck at me, and my
sword flashed red and gold as it struck the ogre. The ogre"s blow drove into my
chest and 1 saw a huge fountain of blood--and then nothing.

Strange was miy awakening. I did not hear. I did not see. Yet 1 knew.

I knew that my sword had slain the ogre. I knew that the ogre had slain me. |
knew that HOran had not run clean away but hidden in the next room untilthe battle
was over.”™ 1 knew he returned and saved Galeot, binding up his bleeding leg. 1 knew
he put Galeot on the traveling chair and put miy sword in his hands and also a bag with
a human head that the ogre had anu three gold blocks. | knew he took the green
ring from my®"pack and a bracelet from the ogre.

Neala had told me the ring was probably a water-breathing ring. Neala probably
told Loki the ointment was ointment of ethereal ness. Any fool -even a fool such as
Dzeymz- -would figure that the bracelet was what made the ogre regenerate like a
troll. Moran did not use it to regenerate Galeot"s leg. Vlhen all was ready, wioran
stood beside Galeot in the traveling chair. Galeot told the chair to get them out by
the safest route. The charr and Galeot aisappeared leaving moran alone.

No way, you crumb! Galeot did" aesert nobody. It wuz duh chair. No, nor me
neither. VJhat good hauling my meat uack to town? No good, that®"s what. Don"t
gimme that Raise Dead crock....Hey! Come back here- -!

Moran walked bafek on his own. Through the room where we met the kobolds,
through the room with the copper slab with doors on it. Through the corridors. He

found a body in the corridor, bent to help and got a bolt of blue for it. He went
on out.

I knew th~t Loki had stopped running maybe two miles away from the castle. |1

knew he had with him a golden goblet he stole from the banquet table. | knew that
Neala had gone too. Turned invisible to flee, not to fight. |1 iiad thought better
of Elves. | knew that Zarko too escaped, with gold and silver and gems. And the

golden dagger and the magic mirror. Cut I could not find Drica on nis quest. And I
could not find Galeot. And not speak to anyone. Until you.

Now I charge you to make my tale known to the guild. And let this be called
from the towers, that Galeot might hear, my thoughts are with him, and my sword,
and 1 hope that it serves him as well as it did me. And now I must go.



As 1 set aside the scroll, my muscles were tense from reading James* account of
his death and the flight of our erstwhile companions. | drained the last of a cup
of good wine, which stood at my elbow and mused. It would be a long day, | bethought
me, ere | again went adventuring with an elf or a hoDbit~-although this Vardis had
seemed a far more trustworthy companion than the fugitive Neal a

Still, 1if one was as charitable as Brother lodocus, .excuses could be found for
Loki and rieala. Neala was not sound of body, and it is no disgrace for the stateli-
est to flee a pack of wolves,- or a hobbit to take frgght at an ogre.

It was et Zarco, the self-cleped fighting cleric,” that my rage was aimed.
Once 1 have my strength again,, 1 vowed, |1 would send him a defiance to single combat
to the death for his perfidy;. It would be a pleasure, whatever the monks may say "
about revenge,, to fjlesh James* sword in the man whose flight left James to die. And
if Zarco should stand upon his privileges as a cleric and refuse my challenge, then
also shall James* swored see use--in beating his backside raw with its flat.

And if L get my death: thereby::; Jt will be. in the cause of honor. “If 1 be"told
truly by Radu,.. in the words that, he has lent* to James for his tale, | shal (“rejoice.
to see James and drink with. him;egain.i: And with Jem tOo, for whom I have ilso lit.
candles. one

Peace be to your eou i,/Jaes(,-: ifyou are-where yOU can hear me and know that in
the world of shadows you shall soon have either Galeot as your companion or the
false Zarko as your stavel. . |

THINGS THAT GO BUMP IN"THS5 "DUFGEQN r A_icm

Depth Perception (Eney): On your comments about who “is the dominant figure in
the D&D universe, | fpund ,pn l.nteresting division of labor once while traversing thre
distaff side of Cam.ei ian at Don; Sobwick’s place. The marching order of the party
and the decision as to where we go next, gang, were airected by Lee burwasser, but
as fighting started we fought as directed; by Don--the only player present who had any
military background.

Galeot couldn.!ve used that Amulet against Chaotic Dungeon Masters.
Isn"t Stryx taxonomical Greek for screech-owl? And the piuraf would be
Stryges. N ‘

WELL, NOW (Comerford); Tolkien says that female dwarves do not appear® distincfly i

different from males— ergo they :al so have, beards.-; De gustibus. ...

JIm



THE GRIFFTF*S QUILL #3 Written by Charlie Luce
14252 51st Street Apt I, San Diego, CA 92115 Phone 717°-281-7897

As usual, 1 start off with my comments on the last issue (li+)2

I don’t know"you, or the people who play D& iIn your area,
except through this zine, but you don’t seem to play the game
for the same reason | do (I refer to- your comment to Charles
McGrew). There are many games in which 1 could be a cardboard |
counter with Attack, Defense, and Movement, | play and enj«y
these games, but with D&D you have the opportunity to actually
play the part o'f a flesh-and-blood character, as defined by the
die rolls and the part you add to it. 1 enjoy readings, but the
opportunity to be in a play is special. VHiy take that away fr*m
the persons who enter your dungeon? How can you be more focused
on the character than being the character? Admittedly,” 1t means
the the death of your character hits you harder, but it’s worth
the element that, makes D&D an experience instead®"of just a game.
Another thing is the Gross vs. Gross i1dea of balance. It doesn’t
seem consistent to be iIn a situation in which you are better
off hith. a +2 wea.pon or "armor than with a +5* and that’s what
you seem to be saying. If an item, person, or combination goes :
byond what you were set up to handle, the old impenetrable force
field (i.e,, "I’m sorry, but that’s roo powerful'™) 1is quite
sufficent protection.

SEAN CLEARY: Faga, wore in"The Strategic Review #3 (Autumn 1975)>
v/hich version is-much better than the shorter and altered stats
given in G,D,&H. As for the dragons: Who out there has the McEwan
(and/or other) minerature dragons? What size do they scale to?

MARK KRAMER: Ybur variable bite tables look much like mine, but
I left: the standard claw at on the grounds that the claw
might be a weapon as arr afterthought (as a dog’s would-be), and
orily the dragon’s great strength makes, it worth tb- at all,

RICHARD SCHWALL; 1I1’d like to put your name-generator on a compu-
ter-- to generate 250" names and pick the best 50» ¥*te pocket dic-
tionary idea is great, though”™ 1 kicked myself twice for not
having thought of 1t. When running"melee 1 use grease pencil on

a plastic sheet for small (less that a dozen combatants) melees,
counters®™ cut to scale for "larger; 1 can"t afford raineratures,

but the co"unters are a workable substitute,

GLEEN "BLACOW: .Ybu mean you don’t try to fool your enemies into.’
thinking you’re a lower level than you are? Do alT your people
wear signs saying "MI 1°m 7th (or whatever) levell”? Some of
us poor folks, who only have 1Q’s of 160 can’t predict In advance
what, tactics a player might use, including flying up with a 1€T.
(OFf course, some DM’s reaction to an unexpected but effective
tactic i1s "It ,doesn’t work™- reason or no.) Who needs, a Cold
Wand on Level 2? Depends on whose level two it i1s. Some, DM’s
level twos would be others level five. The Mage who klutzed him-
self put .zapp.ed’his rings? Were those rings magic? Disi.ntegrate
cannot disintegrate magical materiall(gobble, gobble) .12 Books?
In one freasure? I/ith; no brocks? (You didn’t mention any) Read-
ing a book first as a EM,"and then as an I'CI? "HEL.LLPPIl 'DeS-f as
8 post "I am about some things"™ - Yes, 17°ve noticed. Blind as a
at t0o.



FMGs Security"Blankets—-y-esD yes, Now how about the stats on a
magical Sopwith Camel?

KEN SCHERs 1 had set the buying power of a.gold piece at $2.50,

but. the SCA people tell me that the value of plate is around

$ 270" ~d a good svrerd S35-$*+0. Maybe a 15 royal is the answer

(of course, at $125/0z .11bm bf gold would be worth $200" to- us).

NICOLAI; Let’s see;"a 3rd level, thief has) to make his Move Si*
lently, :*Remove Lock, and Pickpocket rolls in succession to filch
the Golemla bag, hadn’t "you best cut that ”~age of Damnned Lucky
down 1n order of magnitude or so?

STEVS PERRIN; Aligning cursed swords can he interesting. Once
after we had gotten a" cursed (& ego’d) sword which was LKEv/ful
and 1 Cleric Removed Curse on it,” I pointed out that we had just
killed a Lawful being, The others agreed, <; we Reincarnated it,
(The sword was overjoyed),

CHECK TFLRICH; Down here-wo play that a IJisdom 15 ar-:better were-
bear can become a cleric (this applies to were form.only, since
exporionce,for the two"forms iIs kept separately as. for any alt-
ernating character),

STEVE MCINTOSH; In GREfHAVIK, 1t states that no Chaotic ..cah have ,
a Charisma above 15- Given that, how do you get an Anti-Palidin?
(I have been playing a 1™ as sufficent). The- way to .make woros
less powerful as Mages is to m,?le them less powerful- not impos-
sible. Who said that the .advancement; tables were the same?

Having said my say, this month’s new stuff starts off with.
DRAGONS; Those of you who reaid my Neutral Dragon tables may have

noticed that 1 had dragons ranging from 5-7 to- 11-13 Hit lice.
As a firm believer in equality, | have added Lavfful and Chaotic

Rarallels. I now present— ~ additional dragons!
- u ] C.HANCE OF TALKING/
NAME BREATH WEAPON HIT- SLEEPING/ SPELL USE
Lawfuls; DICE -/ SPELL LELEL
zZinc Confusion (G"xMN cloud)* 5-7 2-.5//600"/ 5™M/1st .
or Silence- (8"*x3" ,cone)* .
Mithril Fire (9"x3" cone); OF 11-13 5i/100fo/7th
Dispell Evil line)
Chaotics;
Yellow Sandblast (9”x3" cone) 10-12 907°/10”/, 50)b/6th

Violetm  :Boiling Oil @%i-' line) 11-13 95N 5%/ 7'5%/7th

Mithril Dragons.nflay Polymorph Self freely, of Shape Change.to any
of the lesser Lawful Dragons (end thus could end up with 2t Breath
Weapons)* Breath Weapons marked with a *.,save as vs. spells; the.
Dispell Evil breath vrorks as the spell of a cleric of the same level
as the Dragon’s Hit Dice; It mny be inhaled to protect the dragon,.
Habit.ats; Zincs like old mines, quarrys, canyons and valleys; Mith-
rils. prefer .rocky, islands-, atolls, and cliffs; Yellcws are found"at
secluded lakes and rivprs, and occasionally inlets. Violets are not
faund: in fields off flowers, but near salt lakes and seacoa&tsi...
Note;:. For ttie chancer of spell use, i1t should be noted that I modi-
fied the Spell, U,se/Level for Chaotics as follows; White-5//..1st;
Black-10~/2nd; Greon-20//3rd; Blue-30"™/”~th; Red-t0//5th, Oh vyes;;;
and of caurse the Chromatic gains the Yellow and Violet heads.



New Magical IteiQ for Ken Pick and otiier people who play Healing Dr.
Pepper”-Energy level ..Restoring Coca-ColaJ (Coke adds life)

Book Revievr Dept.s Swords & Spells may he the best thing to come
out of TSR since Greyhawk (or perhaps5 for Warlock players, the 3
original books). Described as third-generation Chaininail, for D&D
purposes it: leaves the former book in the dust, as well as making
clear for the first time things from the original rules (such as h
movement in various armor types, and what a charge m«ve:means).

The explanations are well done, the typos seem to have been kept to
a minimum, and the charts are ada.ptable mfor those who wsmt to use
their own style vrhile cleaning up their combat system. I1f you run

a. voidomess, or any battle with lots of participants, this volume is
helpful”™ ifmyou have armies of hundreds fighting...the book is inval-
uable. 43 pages, from TSR Rules (by Gary Gygax),

Correction Dept.; To the Centaur charts | published in A& 13° "Cen-
taurs may become Magic-Users with an Intellegonce of It, Illusion-
ists with Int. and Dexterity of 1t, Cleric if ;¥isdom is it, and Poet
if Charisma-is 15. Also, don’t forget that Spell-Using Centaurs drop
from D8 to. Do Hit Dice, and attack at one column lower (if using a
level system, two levels lower)5 they are also restricted in weapon
use as are the human users of the same spell type. However , do not
forget that saving throw becomes either Fighter or Spell User equiv-
alent,whichever is better.

Speaking of that; 1is anyone interested in the charts? 1 don’t want t
to waste space on something that nobody cares about; so if you want
to see a monster, please ask for i1t."As | said in 713? given a D&D
type description 1 can usually come up with a chart, and 1 have 36
of them on hand. Your replies are greatly appreciated (In fact,
Glenn, 1711 even do"mcharts on Shorman Tanks if you want them).

Half-thought-out Ildeas Dept.; Sean Cleary g,0.t me thinking about uhe
question of weapon skill; then fhe Dragon #2 came out v/ith a chart
for mastering weapons and doing additional damage. Now, how about
this 1idea; Characters start out with some minus on the To-Hit #
(maybe. for FM, -5 for Clefice. & Thieves, -6 for MU’s & Poets)
except with their chosen weo;po.n, i-zhich they are 2 better with. _Then,
record how many EP’s are gained with each weapon (only when actually
using the weapon). Then, proficiency could be gained something like

this; POINITS SKILL GAINED (FM/CLERIC/M-U),
500 #3/-V-5 with \"eapon
i1000 -2/-3/-1+ with weapon (Favorite weapon starts-here)
2000 -1/-2/-3 with weapon;
hoOO Normal/-1/-2 with weapon
10,000 +al/Normal/-1
20,000 +1 and increased damage a la Dragon/+1/Normal
50,000 +2 and extra damage”™(From.here Poets- get +1 and all
100,000 +2 , xtra damage, andl others have topped out except
gain 1 spoGd factor “for Thieves, who are 1 cate-
in attack. mory”~behind Fight-ers)
Above 10:07,0007, the Fighter (or thiof) has" reaehod maximum skill, but
there is ne limit o number of weapons he can advance in, and the

level restrictions on certain Humanoids have no effect on points in
the skill category. Of course, skill can be gaineg? only with a weapon
usable by your player class. Training courses might also be set up,
at perhaps 1 week and 1000GP per 200 .points gained with a weapon.

C"ommonts, anyone? 1 haven’t tried this, and it is extra”bookeeping,
but i1t does seem to" add a note of roalisim to the fighting arts.



My next idea is only the start of an i1dea, but 1 toss it out for
any hf you whovinight want to do some dcYclopment work oni it, =l hasbe
read the complaints of those who dislike the. unrealisim ofarthG-hit
point system. Critical Hits or MLackmoor notwithstanding, a Hero" or
better can have an arrow fired into him at point-blank range and
still come charging at you, fighting at full capability. "How the
way | see”"the problem, it is to put together this more roalistie *©
system In;“such: a way as to make i1t compatable with general MD and
the characters derived from i1t. Here"s the way | see it workings *
A character"s Hit Points and Armor Class are combined into his
Defensive Rating. The" level of his opponent and the effectiveness *
of his wea;pon. (in both to-h"it and damage), are nonbinGd...into ah-*
Attack Rating (naturally, any bonus due, to mOigic or characteristic
is figured iInto the rating®"s). The Defense and Attack ratings are m
then- compared in some way to get a *i1le chart similar to a critical
hit type of chart, with categories like No effect, slight cut/bruse,
and the like. Of course, separate figuring of things like Breath
Weapons would have to- be figured (which would replace the saving
throw9® 01“ include it in the Defense Rating), This type off system
would he compatable with the”D&D rules hnd creatures, v/ithout having
to""""modify wholesale the rules to achieve®the realisim. VJhat do the
rest of-you think of the"idea? Anyone uding something similar?

Dungeon Denizens Dept,: Two additional monsters’ln the throng.

ALACORNS: Fliers; LavMul; 3+2 HD; AC * Move 2i1+A8; Found mainly-in
ffortested, perhaps hilly regions; 1Q 3D6j Dexterity 3D6+1 ; No lair
or treasure; 16 appear; Attacks 2 Hooves/1 Horn; Damage 1-8/Hoof,
2-116/Horn.  The mane means "wing-horn”,. and these creatures are a
cross between Pegasail and Unicorns (W/ith some magical aid). They
have similar powers to Unicorns, but detect enemies at a range of
only 12**, do not teleport, and resist magic only as a 6th level °
mage. Virginity iIs not neccessary in a rider, but chastity and Law-
ful behavior at all times is. Alacorns are somewhat shy. =

PANTHERS: Misc.monsters; L/N/C; 8 HD, AC 0O, Move 18, Found in .tere
rain varying from grassy plains to so\4 mountains to jungles; IQ
3D6 (or equivalent to. Dragons); Dexterity 3D6+1; In lair 20°; 3D"*
in lair; Treasure type D; Attacks 2 claws/l1 bite; Damage 1-4-/claw,
2-12 Bite; Panthers also have a breath weapon (see below).

The mythological Panther looked similar to a leopard, but was the
size of a large tiger. The enemies” of Dragons, Panthers and Dragons
not of the same alignment or both Chaotic- will attack each other,
and even both Lawful or Neutral will not get"along--and will not

go in the same party unless it is large-inough to keep them away
from each other. The alignment of a Panther-can be told from its

fur colors White, Tawny, .and Tawny with-spots are Lawful; Orange,
Brown, and Reid-Brom are Neutral; and Grey and- Black are Chaotic,
Panthers alwalys -have Infrayision. Panthers are also found in 8 age
groups, although 6th (very old) to 8th (very ancient) are rare.
Panther Breath i1sma 3" x 3" cloud usable once per age level per day;
the effect depends on the level of creature affecteds 3rd & belo-w
are Held for 2™+-hours (this affects only up to--eight levelsrat a
time--if, more™ than eight levels fail to save roll randomly until
eight- levels are held), ~th-6th Sleep-for 8 hours (no limit on #
from this point), 7th-9th are stunned for 1-6 full-turns, 10th-15th
are Confused for 2-8 melee rounds, 16th and -p- are confused for 1 "":
to m"elee rounds. Saving throws are as for Dragon Breath, with no '
effect 1f. save i1s made. Dragons are iImmune.-to Panther Breath; and
Panthers-are 1mmune to.Dragon Breath which does not do points damage



(including such breaths as Disintegrate, Death “~ay, and T"hiohite);
they; take half damage from~damaging weapons, none if sayd"is" “idke
(and the saying throw ys, "Dragon®"Breath i "tO minus age "lo"vdiyr®e m
Panthers talk 75™ of the time and use magic (up to 6th level spells)
15~ of the time. - .S

Now Spells pepts The; following spells are for sale (one copy onlyy”?
no scrolls or extra copies may be made):

m RECHARGE: MQ spell, 5th level. This spell, usable once/month, is,
able to replao®™Chargos™in magichl items which are rechargable. Tli"e
spell twill not work ora‘an 7tofii with"no charges left, not will it
charge? an i1tem*"Which“is- fully- charged. The number of charges which
are restored is equal to per level of MQ, t charge nn.nirauin,”
Range 1is 1 Cost 27"5s000\GP -1,

114PR*0VIir MU spell, Bth. 1.Gvel,,A spell ,v/hich adds (for all purposes)
2-6 points (2 -1HB) to one characteristic of a character, "This spell
can only be used on one characteristic at a time, and will not. -act
on anyone using another spell to improve any characteristic (such
as Strength or Dexterity) , nor on anyone,..who is using any item CexX"
eluding pbtions) which augments thc”characteristic being Improved,
Duration: "8 hours5 honge 3"* C6st 367000" GP , im,

Speaking of new spoils5 | thihk*it was from Ficolai ihat) I, ,first
heard- about the analysis of magic with Detect Maggie (hiirown at a
magical area or item, roll ~il0 dice"and add level to 'get .amount
of information®you recieve--no additions for items). Now, while 1
lihe the.r ideajift seems a"bit too good to- be first level, (the sys-
tem we. used while in Stormgate happily told us all about artifacts)
but 1 like the basic approach. So, jif there were, say, three spells”,
one for analysing spells, one for most, items (and spells)and one
which would analyze®anything magical including artifacts, using the
same typ"B" of system”," where would you. put them? _My estimation, would
be «3rd","6th, dnd 9th levels respectively”™ does that seem, right?

Random. Questions, Dept: [ e T - [T |
1) Do any .of the Anno. McCaffery fans think .that*full sized Perneese
Dragons wouldifitwell in the D&Dverso? * .m- / - 1

m(if_ptSeeing that *Clerics are not supposed to draw blood, do you allo.w
Blad,e .p.prrier? Eave you altered it to Mace Barrier or "some such?

3) Do you allow characters to learn .._.different,.alignment; tounges? Im
Hovj abo.ut svrords; can they co.m6 with more than one alignment tounge?
Can swords®" learn hew languages?®Dp) .you; allow, ,talcing to .animals by
learning’theit lahguage without a 3poil? If not, where do youndraw
the line-at what"ha.s a language and what doesn’-t? Who can learn
which languages? (P.S. Lee™ 1 sav/ Dragon #1, so 1 think; most of us
know hov7 you feel®ontheysu'diect)

h) Am I-boring“"you phoplo? * -
r Hiving caused enough eyestrain for today, and in. case you are

bored, m! thihk 1t’s time to fly“into, the t?e.set. Till.,#!5, this
is Eeilborn wishing all"duhgeoneers® Good Hunting.



NOTES FOR THE UNDERGROUND#10
A semi-refrular publication of StormGate Enterprises
by Nicolai Shapero 225 Creek®ide Drive Palp Alto

Those of you out there in cloud cuckoo land who bother.to read this
screwball column might note the change of address above. The mad

mind

of Berkeley is heading for Stanford country and the great mass

of crazies there. Basically, it’s LET’S FIND A JOB TIME!

Anyhoo, mailing ccomments are being held to an absolute minimum in this
"column. I found that my preliminary draft ran to two pages of oor'ir.iets
to Glenn Blacow alone. So Glenrt got a letter, and the fgud stays OUT *
qf_A&E. Hopefully.

If others kept their comments dovwn to a page or so in similar fashion,

poor
,»(One

Lee wouldn’t be swcimped v/ith the MONSTER that A&E is becoming
hundred and sixty-six pages!? MY GOD!)

So here goes with my ONE page oif mailing comrnents;

LEE:

Re YOU BET YOUR BOO". 0ok, Ook, and yet again, Ook! Also, Re
people with potions/devices of giant strength...see my class Il
magic absorbers.

TO ALL; At Dundracon 1, Frank Gospherik mentioned the idea of a monster

ERIC:

similar in intent to my Magic Absorbers (the first set that appeared

a few issues back). I forgot his comment, and then v/hipped up

my own set- so original inspiration probcibly due to Frank. i
Interesting. But what will you do for P&D . now that

Jeffrey has flown the coop for LA?

M. GEMIGNANI; In StormGate (and Robber’s Roost) there is no chance

DAN:

SEaN
MARK

to run for it unless you eitlier (1) get surprisBe, or (2) leave
a rearguard behind to get eaten. No third method. So running
away in either dungeon tends to be merely a good way to get killed.

But with tet experience system, a 9th FM who kills 20 9th FM goes
up & level- equivalent to earning 120,000 ep— and yet this kill
would only give him 18,00Q ep by Grayhawk. Isnl it a bit gross
to increase the advancement riite by a factor of over SIX?

CLEARY: A Bolo? My GOD! Isn"t that a bit large to fit into a dungeon?

KRAMER;  POETS ARE NOT MY CRI™MATIUNI I Only one slieem spider appears.
Same number of death demons.

Stewart Levin: The flails are chaotic, and a wi6h in vStormGate will

not change the alignment of a weapon. Also: 1 attack/flail,

1 attack/eye per melee round. Men get one attack per melee round.
And dexterity determines who will strike first in StormGate- that
is why the dexterity is important (to me, at any rate).

Also, one class V death demon has been blown away— and one of the
peonXe on the run is going to write the adventure up for AE—

DO YOU HEAR THAT, SCOTT NORTON, OK FRIENDLY SCiilBE??????2?27?2?2?7?2?7

SCOTT NORTON: I IOND.V YOU AIlE OUT THIERE SOiJEv/hERiE! FINISH THE STORY!
CHARLIE; Around here, you don"t recover from critical hits. Chak, 6th FM,

lost his left ear in Alabaster Mountain (Clint BiggVestone"s dungeon)
when he was second level. He is still missing the ear. : - j i



NOTES FOR THE U;iDERGROUIID#10 Page 2

This humble (?) individual has just finished moving down to Palo Alto
(it is the evening of the 20th of September) and virtually all of my notes
for this issue®s- column are buried somewhere in the chaos. (Grammatically,
that last sentence was a true horror— but it is 10:30 PE, and if I want to
get this thing in for A&Erl5fe«It"s the old story, "I don"t care if it"s
good, I vrant it by Thursday...")

So, to deal with those insane people with implements of giant strength...
MAGIC ABSORBERS...GLASS 11

Versus magical weapons, or normal weapons propelled by ogre or giant
strength, these creatures are a.rmor class SVEil. Damage done by such
weapons adds to the number of hit points xxsdciadsKSc available to the creature,
rather than subtract’ng from the number of hit points tx remaining to the creature.

> (SORRY ABOUT ;THE"TYPOS--1"MP;/0RKING ON A NSiJ ELECTRIC— AND MY CORRECTION
FLUID IS HIDING FROM ME, SOMEIJHERE.)

Normal weapons, driven by normal strength, will do regular damage. But
against such weapons the-1%All is armor class TUO...

Normali missiles have no effect on liAll's, and magical arrows add to
hit points, as for other magical weapons.

IT a spell "caster casts a npell (or attempts to cast a spell) against
an MAIl, he/she must save as vs magic, or lose ”0-100",d of his/her spell points
(40+(1D6)x 10). IT he/she saves, percentage lose of spell points is halved.
In either case, the spell caster is Imocked cold for 1-4 melee rounds.
In straight-Gygax, or limited spell use games, save as vs magic or lose all
spell use for that day.

At the end of any melee round, if an liall has over 200 hit points, it "
will explode. |If it explodes, its total number of hit points is distributed
XX evenly among all characters as damage (range=30 feet). Damage taken in
this fashion HILL NOT REGI-I"IERATE. (ifc regular, troll-like, vampire-like,
or other regeneration device or potion will restore).

IT an i%All has 100 or more hit points at the beginning of a melee round,
it will split into two xxKsmaller HAllI"s (each with half the number of
hit points of the original). These offspring may fight in the same melee round,
(ifith no loss of initiative).

ALl 11AIlI"s appear as silvery gray balls of light, roughly three and a half
feet in diameter.

Hit Points MonsterHitDice (for attack) Attacks Damage Dexterity

1-8 1 1 1D4 5
9-15 2 2 1D6 10
16— 20 3 2 1D8 16
21-30 4 8 IDIO 21
31-40 6 1D20 24

(cont. next page)



NOTES FOR THE UFIDERGROIEiUNO Rase 3
Hit Points Hit Dice Attacks Damage Dexterity

M -70 10 k 0-"- 32
71-120 15 5 3D20-"
121-200 20 6 0 60

e"-target rast save as follows! 5/ chance of save per point of
If target, fails to save, it uill be laoocked out for JQ to 60 minutes (roll D4,
multiply by ten, and add twenty to determine number of minutes). |If target
saves, reduce time spent raconcious by a factor of two,

A Ga."iSTI iiagic Absorber of more than 30 hit points “requires some magical
item in O3xler to survive for more than an hour. Thus anj*”UAll of more than
30 hit points will either carry a magical item, or will be in the company of
anotheroMll that is carrying a random magical item.

For each hit die equivalent in attack, the I.All is capable of carrying one
magical item. TiAll"s Tiill NOT, however, remain in the 121-200 hit point range—
they will choose to divide into smaller ivill's instead.

liAllI*"s are fond, of artifo,cts tha.t give the possessor ogre or giant strength,
-They are also ven:y fond of xrands and starves df great power (staves of wiisardry =
and the like). And they a.re able to detect and locate such items at great range
(99" accuara.cy at 5171 100;," accuracy at lion). "They will attempt to .steal auch
items from dmngeon and. wilderness goers at everj"” opportunity.

It requires an liAll approxim.ately one minute to JExtx search and strip*®
a body of ALL magical items (and, iiAll""s have the special ability to determine
the pa:ecise magical "properties of any .item ® - of the time- even with, non.-standard
magical items). iiAll"s vmll hoaifl m.agical items, but as ;they are a,ble tor
become etherial (and carry magical items with them in this state) the lairs
a,re AL".JAYo ;in loco/tions-inaccessible @™ men.

movement speed”is 95 -(900 feet per movement turn underground, 960 ydrds
per movement turn above ground). The.3.e creatures are HIGHLY intelligent,
Neutral, communicative (telepathic), and willing to trade for the magic they
want (always trad.ing m.a.gic for magic— and almos.t ALUAYo giving crock items
for TThat they want (say 90fj of the time)).

Very frequently foimd at the entrances and exits to d.ungeons, awaiting
partie.s;.".with.magical .-treasi.”re, ..

iiAll"s do"not"generally attack to kill- they will gladly do therr"Tray
without harming anyone. Hut, if there is a device timt Trill give giant strength,
or a tryly powerful wand or staff, no iiAll will leave the area until either.
(1) he has the item in question or; (2) he is dead. TTf an ilAll reeleves thej
item in a.trade, or off a d.ead bod.y— it is all the same to him. .-.but have, it
he will, or d.ie in the .attempt,

Mil"s are not evil, and they have the power to raise the-dead fully (nho
constitution check), and to cure all damage that they have inflicted. After
looting a party, they trill generally (though not altrays, by any means) raise
all those-party members Icilled in the battle, and cure-all iTOunds they have
inflicted. Any person rai.sed by an HAIl forfeits ALL of his magical equipment
of course. Any individual wrho refuses to hand over his goods to the ilAll can
be killed by that iiAll, if that if.ll used its pot.l-er to raise him. The party
member does not get a saving throw- he just dies. And after being pjut upon in
such fashion, and iiall Trill generally disintegrate the body, so that no-future
raise is possible.



THE TUESDAY,. MORNING REPORT a DAD apazine from Steve® (that-"s
short for stephen, Glenn) ferr in, 590 1 Canbn Ave ,, Oak land GA 94602.

WHAT DOES IT MEAN, WEDGED? - N
IT it means wedged open, as in my approach toiiDACiv-as having an
open ~mdd., 1 guess it is a compliment. IfT it means wedged shut, as any

number of. ,ninds seem .to be about the possibilities in the game, 1
don®"t thl,-,rk i.t ;app lies . . .
BA;RaARI ANS

Read, w/ith, interest Stewart Levin"s® epistle on the ,Ba,rbarians in
the last issue, "it fits in with a"Toncept 1IVe been working on,
although he 1? both too stringent iIn his requirements and perhaps too
generous 1n .his abilities. Herewith are my thoughts: ;-ul

£* Hit points."and level as a regular fighter ;\,

2 Strength, Dexterity and Constitution must he< 12+. |

-5 Can go~~rsefker (perhaps involuntarily at the fail ure of a

Wisdom roll wholn a low level) and up attack by +2, throwiimg away any.

shields or.,other protective gear save armor, rings or sgch,. B.ase
chance Barbafian wi IT contihue to be berserk aften melb®; is over Ad
for every, wejee round under ten it lasted, for every one past ten.
(7 me lee ro«.hd?]. = 35! chance®"Barbari”ah will continue berserk.; 12
rounds = 60”\) Th is trait can be-"mod ified by intelligence, wisdom.,
and/or evel®as a DM s.ees fTit. Vi Ul

"4, Will di"sdain®"any better protect ion than ehain mail. Distrusts

mag ica items of almost any nature, though not to the point of phobia,
Any magic Items which fit into his/her culture, however, are weiccjjned
and considered gifts of the Gods. (E.g. a "horse barbarian®" will
distrust and disdain a magical broadsword, but a magical scimitar
would be just his thing.) A Barbarian®"s parent cn (itpre Sshould be
carefully thought out before attempting to play the character:

Norse, Irish, AFrican,, Amerind, Mongolwhat? .

5. Barbarians are by nature Lawfull but only w.i.thin the context
of their tribe. It is easy-for"them to be seducedaway from their
traditions by big city life and take on almost any alignment. -

6. A Barbarian has a +1 chance of detecting traps, 4n the,out- ~
doors .(anares. p.its, and"the _like) and a basic (does.,ho-f improve,.with
7eve 1)1Jhler®s chance of moving silently, hiding iIn cover or shadows,
climbing, etc. Picking pockets 1is not one of yOur standard®™ Barbarian
abilities, however. They also track Ilike Rangers!

7.. Natural ly they are also keen of scent, hearing and sight,
though they may not comprehend what they sense.

, »9- Mgny so-ca lled Barbarians did not have the Berser ker®"trait
«N"entibned above. It can be discarded 1in such "casesbe ing a mixed
b leb$ ing” at;best. " -

IrBarbarians, may become "civi lized.Too much exposure, .to non-
barba“rian peb*p le can persuade him that he does want +0 wear plate,
bedeck himself with magical items, worship the 1local deities, etc
This will cause him to slowly 1lose his extra gpilities as civilizat ion

dulls his senses. People who can be trusted tg DI ay the ir characters
can do this themselves. Others wi Il have"™’to bd controlled by "thiQ
DM of their “campai®qgn. . -

10°. Most Barbarian Mages would tend to be Neutral® br Chaotic as
anything but- personal magic 1is usual.)y looked Upon with, fear and dis-.
trustifay the" general barbaric populace. Spel Is chosbpVshbuld be the
gross, unsubtle ones, with few detects and Igts of offensive spells.
Dice are as any Mage, with the above characteri st 1cs necessary.



11. Barbarian Clerics are at least seml-Druidic, thereby having

access to some Druid spells. Their chances of Handling Undead are
probably 1less than a civilized Cleri’s, but again, that may depend on
the cultural background. | b | i ya

12. Witch Hunters are your Lawful Barbarian Mages;: Mostly out
of African magic lore, they are also Balkan and, 1°m sure, most other
cultures. They are a Mage-Cleric who progresses Like Mages and haven

most Magical and Clerical detects"land protects, plus capture spells
and maybe ind ividua I"mtaf"get attack spe lls. The ir job-jlsr to find Evil
Magic and destroy It, so they tend to be on the fanatlcatl™ side, though
not to the Cotton Mather extreme. They tend to.be good vs. Demons
too, or at the very least sfbeeped in Demon Lore.

Witch Hunters may use any Magical, Clerical, Illusionist (if they
have the Dexterity/Intel ligence) or Druid spells which fit the type.
They also havO elther 1) theYability to use when posslble-a Poiy Self
spell or 2) a natura l shapO-change ability to become: small huntJng
animals, capable of shiffing”out evil magic. That"sda lways Poly-
Self, never Poly Others®";"" -

Witch Hunters affect Uhdead®as a Cleric two levels under theirs.

13. Barbarians can al56""be Th ieves , Bards, and,,,possible, Pa la-
dins. They-"dannot be “Monks®or® Rangers . Of course the c1lVili2ilng
iritj ue"Hde of betng a Thief (think about it) would dull their ext.ra
abilitles quickly. ? b e

.. A"hyone wlshihg to take this rough outline and flesh it out,
fee | free

BANDITS

Bandits are really very simple®: they are Flghter-Th ieves .

Tt drriate ly they could be called Highwaymen or Outlaws or Merry Men or
something Like that. They would progress as both fighters and thieves”
splitting d"xperifehce points. Armor and weaponry 1is as thieves, save
for the" use® of "Lbhgbow. A Bandit may adopt mail or other “"weaponry for
a special "reason’; at which time he on ly accumu lates experience as a
fighter, but it is still halved as if he were” accumu lating tHuet
points too, though he 1is not.

Bandits are neutral or Chaotic, Just as it says in the "book. 11
is conceivable that a band of bandi-fs coulcf* be Lawful as part of an
elaborate scenario for a campaign, but not a's a rule.

" Basic cHaractdrl sties are the same as for a Barbarian. Those DMs
who In”i st ,on "gena fLil ng piayeqslT beyond bSy ing to sp;Lit "experi ence
p6 ints "wh ich i |hass IjO,epoug h,) Ican per hapis insist oh strength and™i #
dexterity being above i5,,eachi:but 1"m not uptight about these things

Oh vyes,, plLck Ing pockets aga in.Ts not a ibasic occupation of your
outdoorsy Type bandits. |, for,.;one .rien:ent irely in agreement with
Glenn Blacqw (surprise, surprise>vabout Thieves using bows. They
don"t. . Slings though.... - AN-noi T

THE CHURCH MILITANT: n

Something that is missing; from D&D 1is the concept of the" fi“gh"ting
Brotherhood of Churchmen tiFfighiteriS. Two diiffefent people Ilhave; “attempted
to Fill this Ilack.;, ;Thei first attempf dame: to-;me"trom my friend "in |
Phoenix: Chuck Cady, 5120 No: 42nd Ave ., AZ 85019. Ho did nOfdeVise
the character, type;, someone else in his gam"e did, but it Is a type
which seems to have gained popularity there.

This then 1is the TEMPLAR M i-,,,
Al ighment: Lawful or Chaotic. (on the Gygax 4-way it would bO *© ,
Lawful-Good and LawFul-EvI1l). i,if ": n N

Necessary Characterigllcs :* Strength aind.Wisdbm must’be I5+"each"."""*



Restrictions: 1) “de|”ical abijitles and spells are- half as, effective
as those of regu (a:,,clerics. (1 have not had an exp |Janat ion of this,
so we shall leave it"up to the DM to interpret, or: wr 11@,-Chuck .),

2) No hit point bonus for sonstitution (but iook at
the hit dice)

3) Clerical weapons only, when .fighting others of the
same alignment.
Benef its: 1) +2 saving throw from hostile c,lgrical spells

2) Templars heal at +1. (No, 1 dpn-~t know how this is
supposed to square with half effect of clerical; spel Is. (“Then again
perhaps 1it"s their wounds that heal at +1.)

3) Grand Masters acquire fTollowrs (1-12),..as in Ranger

tables.

Other Iterns; Templars have a chance of talking human opponents into
Jo ininqg the ir order. (Does not apply to Paladins> Thieves or other
Temp lans). The formula for the change 1is: Temp lar Level x .10

Opponent’s Level
Thus an eighth Jlevel Templar (master) has an 8% chance of persuading
a hostile 10th level Lord that he wants to become a Templar.

Statistics Spell Levels
Level jRank Cxp .Pts, HD (D6) 12 3456 7
1 "Brother nil 1 +4

2 Companion 2500 2 +4 1

3 Squire 5000 3 +4 2

4 Knight , 10 K 4 +4 2

5 Preceptor” 20 K 5 +4 2

6 Chancelor 40 K 6 +4 2

7 Commander 80 K 7 +4 2 1 - -
8 Master 160 K 8 +4 3

9 * 1."Chant Master 9th 320 K, 10 3

10 Gh"and Master 10th 480 Kk 10 +2 3 1+
11 Grant Master 1lIth 640 K 10 +4 3

12 Grand Master. 12th 800 K 10 +6 4.

13 Grand Master 13th 960 K I0 +8 5

14 , - (Brand Master, 14th 1220 K 10 + 10 6 I

I can see problems with this character, but it is one approach to the
situation.

The other attempt at this sort of character is the CRUCIFER, P,
dev ised "ty Richard Barnhart (known in the Society for Creative Anachro-
nism as Duke Richard the Short.).,, my ,landlord. The basic restriction
for this Organ izat Ipn is that 6f,hay ing to build ap order. Before
anyone can ~be promoted to/a higher cleni,@a( level, there must be a
sufficient number of underlings. It gde”s this way;

Experience points are split between Tighting .and cleric on a 50-
50 basis. Those asp iring .to pise to a level, abov.e, Curate must never
used edged weapons. Arm,or must be leather ,,qo mail, unadorned, never
plate or® adorned mai 1. ,Al 1 money gained must be tithed to Mother
Church a,nd] the rest invested in the Orde.r. All Crucifers have a vow
of poverty,., ,

No small town will have more than a Bishop with 5-12 followers.
Each Bishop will use monies gained to build a fortified chapter house
(plans avilable from Richard the Short; just write to me and 171l
pass it along,.) A ..tomm Bishop must have ,at least average Charisma.

A Lama (Charisma=™ 14+) will oversee 25;. Bishops (6 towns) and have
two unattached Bi“shpps (any charisma) and up to ten other Crucifers, |,
plus two lay-member fighters and two Ulay-member mages. Note that this
means that there must be at.least five Crucifer Bishops (or perhaps
3 Bishops and 2 Curates) 1in a camapgin before 5ne can become a Lama.



A Patriarch (charisma 16+) will oversee 2-5 Lamas (25 towns, 29
Bishops) and have 2 unattached Lamps |[any chartsma )" and 6 uh.a.ttached
pt)op5 (any mChar isma-)"in *his retinue.as well a8 -100" fighters and

AOPT Ig5wer: 1Cve-i "Cruc ffers , plus up to 12 lay-member Mages

(NOTE; ; lihese are the organlzational;limitallans for Clerical
agvancerpentThe”~Flghting advancement has no restrictions. It is
conceivable that a Crucifer could be a 1.0th 1lev,edl "Lord - Curate,
w,hjl Q his boss :is "a Swashbuck le-r~Bishop . No matter where along the

Clerical trail a member 1iops out, ,he,.must continue to split points:,
taking only, ha If for his fight it'g pdVancement. i
»,ptcO® ,are D8 to the 8th *tigh"ting Level, the® ;+I per; level.
Qiingeo® Mas+ers®™ liking"-fh© Obo.ve concept but."vnot. their
players to amass great numbers Tof charactjers mightt¥("j<e a page from
tihe,(En; Garde rules and“estab”l ish a ready-made hierarchy for players
to advance in. o
oi £ No.tei by the way that prucijfers are a Christian order, though far
moro(-) to lI0rant mthan their prototypes. As dungeon monsters, | have
the OrdOr ofmthe,Reversed Cross, an Evil Equivalent.

)
CHA1sDORSATI, :* + " A
The proliferStiori"-bf SF types 1in A&E and elsewhere brings the
I'ollowing character type to mind. mLrl

Necessary-Character LiSt ics : Strength 13+, Intel ligence 12+ m-Wisdbm*
Const itut lon #15+> De>"terity 13+", Charisma anything.
Allgnment: NeutraL as a rule.

Victims of-a strange gate, the Dorsai have set up training camps
and are carving out a niche for then\selves in the Multiverse.

I. Dice -and -Experi“ence Points are as Rangers. They have none of
the other Ranger attributes.

2. They advance tn" Monkly attributes on a 2:1 basis: LLi*e. a 1st
level Dorsai has the combat abilities 9f a 1st level Monk; a Dorsai
3 matches a Monk 2, a Dorsai 5 a Monk 3.;etc. This goes on until
the 1!'th leve.J Dorsai 1is the same &/ 3,grand Master (6th level).
Dorsai advance no further. 2 . b "

5. Dorsai disdain br'rmor and have an.,af-,f1nity for technological
vycapons and other gadgets. - :
1. Dorsai will hire out to anyone, bju:,(Gatjiyore -breaking a eontrabt
earns the enmity of "-Dorsai everyhvherg.."bj”ots I0F -Luck. I"i;-1-"
5..,;,Dorsai are weaponS~cbmpetent, frai"ned 1in spear, sword, corssbow";
battleaxe, mace and throwing and fighting daggers, as well as field
medicine techniques. They also trai,n with mockups of technd log ida l
weaponr/, so they wi-Il know hbw; ,tbh .usg,. it, 1f found
5.-i!"Their ranks (remembe r ,"diOb""arib’ p,pints like Rangers)®">aro®
m-rReoruit, 2--Tralnee, 3--"Cadet, "4-"-plefcenary, 5-"GrQupmOgvn;6--"Group
uCCC 1y !'7--Force Leader, 8“-GPp,“fal “g,-®lone 1, [1.C+rC-om"iinandant, *
II--War Chdef, I2--"Marsha I7 * "*ord F"rb-t,bctor. Thoresdis no" rank -
beyond Lord Protect-r, and ther"e ! oply b,n® Ip. ex istedceii There
are two Marsha.l"ls four WbK" Ch i"efs, 8 "Comma tidap,ts>igfid 16 Co lone Is.
Most of th.es®© ranks hav6"comb"down from the first/Dorsadoto appear
and have lostimuch meahihg i save as,marks of honor an,d position.
7. To makei."Group ""Lbhder and"-"bbbye , a, Dorsai must havesa combined
Intel ligenee/Wisdom/Charisma of 40, with at least Il Charisma.

Ch

HOW TO GET THESE TYPES____ ™™t ™

Yes, it diid intend for the percentage/ 3D6 table 1 put fin'to A&E"
ff12 toiba used to get the kind of characters you want. The;re "is no
use 1in,having exotic charactbr types if it takes forever to get one
The iidal,” good people, T§ t0 "have Tfun. Playing duds can have 1its own
joys, but 1 pretet” for them tb balance out. i i

g7 nc-i
vio r ni Ofuill bit-



I have a number of "hi gh-streng®*fh , low Inte Il Igence/w"i sdom types.
I like playing them; they’re fun. Likewise my 4-4-4-7-10-15-11 Human/
Et"f/Dwark/Hobb it Thief (it"s a long story) Bok the Bowman, has been

a joy to play. But 1if the rules say a character type has to have
high Wisdom and you want to play Kung-Fu, then by God roll it on the
percentage table. You"l get what you are looking for, likely a

minimal one, because the proportions are still good within the range,
but you"ll then get to play what you want.

And NO ONE has the right to say my way p,f playing with these
"guidelines”™ 1is verboten.

ComingAttractions:

Perhaps the grossest Character-type, I"ve run across, the "mystic"”
—a" Chinese Swordsman based on the Chinese Sword Movies from Dave
Yepp of Oakland, plus my own suggestions on how to tone it down to
playability. Perhaps my rewrite of Siemon"s Bards will show up next
time too, along with the 1long-awaited CatalogeCode Sheet. ;

€o§oo08008008co§co§oo§oo§oo§oo8cogoofoos§CD§oo§co§oo§oo§oon§on§on§ononsonsoonsoofoofoo§co§oo§oo§oo§oogo(>§

MONSTER RALLY by Glenn 81lacow

Valerians: source: E. E. Smith"s Lensman series. Val erians are from
a heavy-gravity planet;" though of"basical ly human stock,, they have
adapted to; it, beconttng®™ immense iy strong and dextrous, ~Orjginal ethnic
origin was Dutch. A Valerian-manned pirate cruiser and a Space Patrol
scoutship crashed on Edwyr; the survivors continued tp::exist. Valeri-
an armor 1is roughly the equal of +2 Ilbut we"ighs 4000 GP and cannot be
worn by anyone except a Valerian) and contains a Mind Screen that pro-
tects the occupant from all spells directed at the intellect (CHARM,
HOLD, PHANTASMAL FORCES, SUGGESTION, ESP,"CLAIRVOYANCE under certain
interpretations, CLAIRAUDIENCE (the same), DETECT EVIL, MIRROR IMAGE,
PROJECTED IMAGE, CONFUSION, FEAR, HALLUC INATORY TERRA IN;, MAG IC JAR,
GEAS, QUEST and LOCATE PERSON), The screen 1is Inseparable from the
ar,;o,r:. The main weapon 1is the space axe, a weapon capable of being
wielded ion ly by a Valerian, who does 9-16 points of .damage per blow
with it.,,

There are two basic types of Valerians: BOOZE-CRAZED (always
Chaotic) and SOBER (60f, of either Chaotic or Lawful). Lawful Valer-

tans wear b lack-airid-s 1lver armor. Type A = Booze-crazed; type B
= Sober.
appearing Armor MovS Hit Dice 9 in Lair Treasure
A 1-6m < "0 9" 8 C
B 1-6 0 12" 8 ° 3055 . A

Booze-crzed Valerians strike on the 7-9hit dice Man Attacklng Vs
MonsterS: Tab le. Sober iones are +5 to hit. Type A will try ,,to capture
women.i1 - n-

Yookoohoos Yookoohoos (courtesy of the 0z stories) are a different
type of MU, one that uses only Polymorph-type spells. (They are NOT
to be piayer characters). The youngest and most unskilled of them

come equ ipped with _Polymorph Self spell. To this a Znd level adds a
Plymorph Other spelU that Ts +3 against o"thdrs. Third Ilevel acquires
a Shape Change spell,! 4tb level a Master Po lymorph "spe Il,un ique to
Yookoohoos. The obiject of such a spel I litera lly becomes whatever

the caster des ireS" band® savl ng thro »a are -3) Neither Dispel Magic
nor Remove Curse work; only Wish. 1-4 appear AC 7. Move 12".

507) in lair; type F Treasure. I1th level acquires Polymorph Any
Object spell that is double-strength. They are always Neutral FEmales
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MaM Itn"g eomite"nts™-‘on "ASE"""-/ 14"

¥Sean Sumwersth r think yOur Alternate Action table s off for
c lass 3; armor . Atthough plati”*WoU Id protect against but Iwip“damage ,
it would sipw- dbwnf ahy""-attem dodge and make it ebstfer for the whip
to catch a tlmbt Thi® shiel d®*"of course, would make class 2 that much
more difficult to catch .//1""don "t know your usual level of pricesy but
20 Roya is (GP) sbu"hds qut te- expensive for what 1is basically just a
piece of braided leather.

Stewart Levin: While 1 basically agree with your reason ing on
Clerical weapons the fact is a mace is likely to if hot actual ly draw
blood, at" least cause bleeding. In any head-hit that is not immedl -
ate ly fatal., there Wi it be bleeding from the nose ears, mouth or even
eye"s.” In any case tnere W be®* 1Nternal bleeding, so the prohibition
banhot be b"gain"st stedd ing blooh but against using weapons that caused
the spilt b-lb6d™to “théw .//Pel let-Xiring devices are all borderline
cases .tor Clerical use. A sling ball probably does not penetrate the
"sklh but both bWw's® and cro"s"bbb*w*S-"that fired p"l lets rather than arrows
were once common and, at short range at least, it seems li;<ely that
thesewouldpenetratetheskin.

I gather from some of the mai lina comments in A& ~14 that someone

has dpne article on distance weapon®"s'"’for Clerics fairly recently,
but I also gather that it did not include some of the iterns’Vn" this
p iece , which 1is why -1°m send.ing this through, "h!

I .Thro.w Ing Sticks: The throwing stick is basically an outdp®"br weapon
.whose most, fami liar example 1is the bpomerang .",AT its simples™ a
"throwing stick 1is a piece of wood (though a sTm"ilar item from Inda
cal led the Singa was made from steej.) with a pohtion at a shal low

ppgle to the rest, that spins, as it.t’ies. Most!, such 1items were for
hunting small game such as rabbits and game-birds but at least one
type, the "bea,kecl!'V or war-boprnerang is an excel lent weapon. The

""heaked" boomerang has a shopt pi-pjection along one edge and, is thrown
ap! the projection catches the edge of a shield or side of the b ody.
Hav ing. caught, someth ing, the boomerang continues to revolv.e and flips
around to hit the back of the person or the person behind" the shield
with a consj-derab le force 11 v;ou Id not be suitable for a cleric,

of |Cp,urse,,,but for anyone e lse usina this, the striking edge could

be sharpened, ..

Another throwing weapon, tiis one suitable for use underground, 1
the Chakram:, a quoit of steel worn on a conical turban by the Sikhs,
In normal use the. outer edge is razor~shabb-;.but,--once again# a
cleric would have to use it "blunt.

For .shoot 1ng opponents, "tow ling arrows and quarre.ls have been
mentiod“ed!_,p,reV|l ous ly, but there |Is one type of quarrel , the Matras,
that was used for hunting larger animals like the chamoi s. Like many
fouling arrows it had an unpointed head, but the Matras went even
farther.and had a flat disc head fhat didn"t epenetrate at all.

r, As. 1 mentioned earlier, both bows and crossbows for shoot ing sl 1ng-
type. aagup ition were once common as hunting weapons. Lacking pene-
trating power against armor, they were “rarely used 1in wartime, but

at any but close range they should be OK for clerics. Since clerics
should.avoid sheeding blood, for a cleric to specialize in fire-type
weapons is reasonab le: a belt-full of oil flasks with wicks would be
effective, and an arr-ovA-whose head is a lump of :burning tar or pitch
doesn"t have to plejrce ."Armor to.be’ effective.

WYt
1



INN. Much has "been going on in the local universes, including thejappear-
ance. pf.a third dungeon comparable to ENIAR/CCRRIIT,Ja* :I1tFwas builtiby i°".
Paul (The Dwarf) Bean, and lacking a proj®er name as yet, is=known as.
“Dwarfhole"".j It has alieady managed to kill v-iayra®Cehs andi incapacite =Tt
Amtopg”™ i, my TFirst .two trips into it. i;~finitely a promising beginning.

ON BaRLUK;™i A n addendum; if d person is iiit and fails save., then a * *
Raise Dead, immediately applied, will prevent inimedidte rotting ai>ay. It”°
must be followed by a Cure Disease witnin a movement round, hov.ever®. "

HELLO, GARY.. .hm, doesn®"t look like you®"ve read recentcdritribiitiohs of *
mine. Yes, 75% of all rooms have occupants. No, not many of them hive "
iTjuch magic, as a glance at my treasure distribution system will show...

it"s about the most modest r can mthink of. 1 don"t really have much of

any traps, either, as for enchanted sw™ords.. .well, after 13+ months of
running Edwyr, 1 can name most of them and give their histories. Not_

a single Vot;pal, ,Blade, Sword of Sharpness, holy Sword +S" iJancing Sword;" **
Sword +4, V/ish. Bword, Nine-step Life-draining Sword, or Charm Sivord i

exists in player character hands. The best sv?ord in the local worlds Ks,
is lronfang, +5,"75 vs. Balrpgs (a limited Swordyof,Cold). Second,best

is Gideon"s “+4 dedicated sword (it'3 in GCRREFI, :and an import to boot), ,,
and a stupid +3 sword,in the hands of an elf MJ/FF'i comes after that. Two t
of the highest-leyei local fighters are still running around with +I,,+2
swords, others with +1, +3 ys* Troll swords. Of course, ;one recent iim- ]
migrant did haul in an obscenity"?;"” 2-ha"ndedtSvTOrd of Gold with.Fly and
Telepori powers, but 1'm not responsible fei"lits existence i

THINGS ISi GETTING OUT OF HAND DEPT...This last wCekcnd 1 "settled down to *
run my dungeon, and got a rude snock. There were twenty v"ould-be players.
Twenty in a single expedition®?? Egadp |1 "ve gotten to"the point where I-7;;
I can iftin up to a dozen without much tfdubid, but “twehiy??? | had to
prevail on about eight of them with only Medium-level characters tP go
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play in another game. Considering the expedition that was run, it*s just
as well - that many characters couin’t have moved fast enough to escape
disaster on the trip actually made. I may have TO change over to running
two separate groups of players on different expeditions. Mumble. This
sort of problem also applies to GCRREE, which explains why Paul built
Dwarfhole.

GOD SAVE US FROM THE TURKEYS!...! have never refused to run people in

my dungeon. I’m beginning to consider it, though* There 1is one person

who simply fails to learn. Time after time 1"ve heard him say, 1 know this
is stupid, but..." and go ahead and do it. It"s gotten to the point where
some people refuse to risk their characters on an expedition with him on
it, and at least one outbreak of violence has occurred. I"m at present
trying to figure out how to handle this without breaking my own rules or
causing extreme unpleasantness (other than by telling the offender to

shut up when his character is dead or gone). Suggestions?

A NOTE ON QCOD/EVIL and LAW/CHAOS*..I1 "ve been mildly distressed by some
actions perpetrated by "Lawfuls™ in some recent A&E zines. Cne of them
was done in ignorance (there are advantages to having been a graduate
student in history, after all), butj still. I woutld like to point out
that while the local laws may allpyf,it, thUs allowing one to call "it
"Lawful™, selling intelligent beings is an act of profound Evil.///Next,
I would point out that a certain llth-level Ranger-Lord of Chaos, in
marching forth to challenge the approaching Lawful party, was acting as”
Herald. Now, it was admittedly stupid of him to do so, but undeh the
laws of medieval chivalry, attacking,a Herald is blackest treachery, and
the loffenders in sucha case should,be the object of detestation by all
law-abiding men (and even any Chaotics wtho observe V/arrior®"s Code). Had
the party been in.Sdwyr, 1 would |haye def:(.nitely given them a "warning
from’heaven." -

Enough for the moment; 1 may not have all’thatilarge a contribution for
KSTC this month, due®tolLee®s new li~ft§ ,om contfi~bution size, so on to;

7 COLLATION CCMIENTS” N
. {AmU)

Lee Gold...Generally speaking, Ij,object to most of the new detects because

they remove too much danger from expoditipns. "You find a potion? Just’”’

Detect Poison on it. A scroll?® Detect Curse or something similar.

Gleh. On t"other hand, 1,.do like Detect Lies.. Detect Undead? Pine, but

that"s all it should do. You should get nothing about level (or if you

do, it should be a Srd-level spell),///0One of the "turkey traps"™ in Edwyr

are the Toadstool People; the have 3 hit dice,, move at, 9", and have Type

C treasure (in lair 15%; dive in dark, damp, holes & die if ej”posed to direct

sunlight. Armoi class 9. iThey doJOpt attack (being complete pacifists),

but if hit, give off clouds of spores; save ys. dragon bieatH-dr get--

""cdinpletely stoned (and incapable of iseff-defense) for one hour. Totally

harmless, except“for turkeyswho insist on attacking everything they meet.
u :

Sean Cleaiy...You"ll get ~the price list at Aiﬂﬂ///No,IJOU're getting a 1

hit die baby,"not long outj of the shell. You have no ,v?ings, you can"t

use magic until 2nd level, you can"t wear armor,”™ use iveapons, Or use

most magical items.*“ You"re greedy (see Joel Davis in A&E 2 for details),

and. instead going Up levels, it"ll take you normal "dragon-grox</ing iime

(i.e,. one jgame year to grpw wings & get breath weapon) to.,grow up. 1i(Cr"

special experiehbe"tables; you’heed 6000 EPS to reach second?level to begin

Jtial
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Vith, and it gets worse fast,)///Got too much to do right now to be able

to talk about kidgard,///"iye had another and higher cleric, who was so
disgusted that she left the party because of themincidentHad you tried
to stop the trial, you would have had to make at least one saving throw.///
Wormface description was last published in The AMERICaN ARGAH"IER. See

Rod Burr for a copy.///Use archghouls or wormfaces for crunch! predators.
They"1l eat anything.

IYes Ives...Interesting v/ay of handling the problem of more than one- I
character per player. Edwyr allows several characters per player; this
isn"t a bad: idea, since last week one player had three of his four high-r
levels out jJOF action by the finish of the weekend./// Good system for
reincarnation; Jlocally there"s considerhble "inertia"™, ken tend to
remain men, and so on. There 1is also inertia as to occupational type“
and level.///Personality items are so much fun to run. Gideon and his
svjord are finally coiring to terms, but a certain Patriarch has a mace
that doesn®"t even deign to speak to him ;(it";S lid frthodox, he*& True
Catholic----but it"s not fanatic on the .subject)» And poor Hrolfa the
Unwise.she"d developed an extremely close relationship with Ironfang
(there are strange rumors about.it, too. Hrolfa is a simply lov.ely

lass; the rumors speak of a certain Wish gotten from Slavus the Clever,
and ;0f hmv she disappeared for a w"eek thereafter, and of how Ironfang
purred for tVO weeks after that). It suddenly deteriorated after Hrolfa
got married,, and stories about the bad feeling between her husband and her
sword are prevelent these days././//Couldn®t they use dragon logic to
explain it to the dragons ("After all, we have to get our hoards, tool™)?

Mark A. Kramer.._.If a local dungeon party met 73 6th-level Tfighters, thhee

lath-level vamp?)res, and 6 EHPs, they®"d consign their souls to God and

go down fighting. Even a wish wouldn®"t help much...///How did it happen,
purely “from curiosity? Outdoors;," dungeon?///Comnients on Kazgul after

this section of comments»///1; agree with.you as to dragons being much more
intelligent than humans. They are also greedy and arrogant, and VERY
dangerous — - don’t forget that Smaug destroyed an entire dwarf-kingdom
and Pi lake village single-handed. But - move silently? Why would some-
thing as dangerous as a dragon (which is "almost impossible to fight in
single combat, or to escape from by flight) know how to move silently?
Considering the sort of things dragons breathe, 1 doubt that they"reall
that keen-scented (1 suspect dragoi::s, like most flying creatures, hunt by
sight); keen hearing, yes; make it I-t4 on D6 and 1"1l accept it. The
GRSYHAVJIC damage figures for claw and bite should be for run-of-the-niili
dragons. Claws are tertiary weapons; md.probably aren*t all that effective,

Sean Summers & co....Greetings from Lycanthir.///The 0ld Kitchen is.ap
excellent way of diversifying magic; a constant run of ordinary magic,is
downright dull.

Richard J. Scwall...Local dungeons use 25mm. fantasy figurines, usually
painted to be easily distinguishable. A chessboard or specially made-"
up board with staggered rows of squares acts as the base for measuring
movement, each square representing 3" or 5" squares, depending on taste.
Robrtis are usually outlined with paper strips. It works, and the use of
figurines enhances player identification with their characters.

Stewart Levin...Perhaps Peggy thought your adventure was somewhat random?
///Ariel got her joke book in a treasure-room in a Minneapolis dungeon;
the ring was a gift from a,dwarf after the party she was in rescued him
from a lynching bee.///Skull \arx"iors differ from high-level skeie(ohs
in being much better armor class (v/ithout wearing any armor to enrich the
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parties thait schmuck them. They“"don*t turn very easily, and they"re
intelligent - whereas skeletons in most games aren’t,

Self,, .People seem to hgvé found yoJ?'gharts useful. Probably ishould
publish more of the stupid things, huh?///There is now one (1) +4
weapon in Edwyr,..a +4 mace. The character got if from the corpse of
a Great Balrog in an expedition where half the party bought the farm,
///Ariel” offered to break the engagement with dworkin if he wanted her
to, since’the“Kosark prince who had inspired it was out of power. Pie
refused (be was in dralni"s kingdom at the time, and suspected that if
he weren"t engaged, he"d probably end up married to one of Dralm®s
endless granddaughters. The elf felt much better after that, but still
hasn®*t figured out what"s really going on between the two of them...

John boardman., pleasure to hear from you, sir! Do you remember one
John Kusske? he regaled me with many tales about you, much of which

I suspect was somev~hat exaggerated,///Sexual orientation rolls? Gleh,
LetPhe players decide, 1 say.///There are elves and there are elves;

the New York breed seems an inferior type. Local elves (especially those
from a certain family) are vtuite different.

Hilda hannifen,._Rolling saving throws for people without their knowing
it is sometimes necessary, especially if the p~-rty is under attack

without knowing it. I"ve seen too many people who™ upon being told to
roll saving throws, suddenly got remarkably alert* If someone makes a

really good savehowever, they get notified that they noticed something
going on.

Cary"Martin.._Yeah! Lff the bloody Chaotics! -

Fang...A 16th-level Thief in THREE V-TSEKS??? Our |iiighest“revel thief Iis
11th, and its been running for over a year now,///There are a couple of -.
people in Edwyr 1 suspect of using that trick with the dice. "My dice
don®"t seem to like them (and 1 don"t crock the dice, either).

Lee Gold,..Comments on gross strengths, etc, later.///1"ve been using
something like your whips of torment as a weapon for Slavers and for
members of the Torturer®s Guild. They make; fascinating weapons. They
don"t go away when owner is killed, but are Aligned,

Peggy Gemignani., .high-level ores aren®"t necessarily bigger than lov/-
level ones, but are usually better armed and armored. There are, how-
ever, visible differences between ordinary (snaga) ores and the great
uruk-hai,///Parties that don"t pay attention, make lots of noise, and
squabble amongst.themselves tend to attract monsters by the carload
locally.///nnythiug happen to Lanlu & Lean recently? St

Robert Sacks...Yes, there are players who like to attack everything.
Edwyr 1is a great place to learn not to do this, one John (sometimes
called The Turkey™) lost six characters in six descents before he got
the message, but learn he did. * T A~

Lew Wolkoff.._Red Sonja obviously wears Bracers of Defense, aC 0 or
better,///1 regard my task as DM as being to provide a highly dangerous
but reasonably rewarding environment. |1f,the party shows skill®and
intelligence, they should get by. If they turkey around, t>ey should
die. I prefer the first type for some odd reason.

Eric Baines,,.A fTireball wand and a snake staff?" Lord" Eric Was far too
helpful. The. last person to ask one of the local authorities for
,,fMgic equipment ended up whitewashing the True Catholic cathedral all
by himself as penance for greed. And only 250 GP for replacing wand
charges? Gecting that done is almost impossible locally..,///"hy did
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a single, unguarded MU of Ist-5th level usP"Magic Missle againstan entire
party? In my estimate, he would use either SLEiiP or (if he had it) WEB,
these being the only spells likely to nelp against a party that size.
Another spell he should have used is a V;/izard"Lock on his door. I’m also
surprised that he wasn®t wearing the ujinn burrsmoning iiing; | think a djinri
could probably have trashed the party described easily. (Although it"s
quite possible that you didn"t roll the treasure until after the fight was""
over. This is a good example of why 1 like to pre-roll treasures). The
centaur roorii, however, was an excellent setup. Good idea. (Ch, yesT-;; the
MU should have also been wearing the Gauntlets of Cgre Power).///There is
no "research"™ involved in making permanent magical items; the process seems
quite well known. I doubt that level affects time spent at all; the making
of magical items requires that certain rituals be done in a certain order
at certain times, so | doubt that increased numbers of people would help.
So, given the above, no magic-user below 11th level can manufacture any-
thing; there are no records of research except for unorthodox items; there
is no reduction in tii.-e involved, additionally, local universe requires ,
F* RSS]>iENI)NSpeli for making rings, wands, etc., so a 16th-level MU is --
needed. (Frankly, the impression 1 got of your idea is an attempt to allow
a horde of low-level i,Us to nsake neat things, an idea | disapprove of.) -

Dick Sney...Cn the whole,” your ideas on the subject are much better presented
Ithan,the Perrin-univerSe ones (which, considering your writing talents, is
only to be expected). The trouble is that beings with these powers are not
elves and dwarves. Nowheres in Tolkien (or other reasonable-universe
stories), do you find dwarves that can fly, levitate, troll back damage,,
use psionic abilities, (especially teleportation), or have X-Ray vision.
Dwarves have certaih talents, anything having to do with construction

I might believe; ability to assess non-magical treasure, yes; (though not
to detect treasure they can"t see); even the knov*ledge to.recognize certain
artifacts. But they can"t See Invisible, Detect Magic, Detect Detects,

or any of various other things. There are damn feiv things on the xtra-
ordinary table 1°d even allow elves, high Elves, especially Lord/i/izrd
level [ might have things like telepathy (see last chafyters of LoTR), or

be .able to heal well, recognize magic, or have Truesight, but not low-
levels, They certainly couldn"t Levitate or Fly, Telekines, see through
stone walls, or various other things. Except in some of the lesser fairy
tales. . This is fantasy, not comic books. Locally, indefinite advance-
ment is allowed, but it"s much slower than normal. I"1Il1 try to handle it
this issue.

Sherna Comerford, . .Your dybbuks seem to serve roughly the same purpose as
iry glvosts, though dybbuks can®t inflict bodily harm and can possess some-
one. Excellent for setting up scenarios, no?...///1 agree about elves (see
last I7sue) ., Yes, |1 call, >i.riel & co,, "twits". They aren®t silly, or
stupidj (though Jjiriel., at puman equiyelent age of 13/14 is sometimes a bit
scatterbrained,) They"r.e, twits because, their bravery far exceeds their
physical ability”~to back it ,up; because however, hurt they may be by other
people, they"li, try ajid help them; because they are full of enthusiasm
abouf/battie (even tjie MUs),, and, because they believe in things like honor,
loyalty, and. feuchiike other obsolete notions, Ariel is approaching
maturity. She"s died twice, apcepted heavj™responsibilities, and learned
that/Terhdlen, family virtues are not enough. In a year cr so, she will

be grbvw/fi yp" and ho longer unwise (except as to puns). She"s always been
possessed of dignity (though it"s fended to be forgotten in battle, and

has seldofa®been taken seriously by others). She"ll never be tall, and
certaihly hever amoral dr sex-hungryi.ystery? [lihen have adolescents ever
been inysterios? But give Ariel time; she has yet to be possessed,of any-,
thing requiring such...
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Lee Burwasser,..Traditionally, one puts one’s name on the logo; initial
impression is that Dick gney did your zine .///Since is on Cskley
and not .~iddJLe-Earth, there aren’i"any Dunaden present, hence no Rangers,
///Yes, rape is Unlawful (If for ;One, doil>t follow *"the Fourfold Fath).
Even in the Balkans, rape of any sort was illegal. Cf course, if you
raped untertnenschen like Gypsys, the ahtnoriti”s might ;”end to look the
other way, ,jhut it was letill illegal.

G«L. Howard, ;.l personally believe that if players want to send characters
down into a"1iyieee as dangerous as a dungeon, then they take their own
chances, 1 care riot about how hard they work - if they want to get ahead
by hard work," there are plenty of jobs, in tlje city. Rewards are determined
by hovw/ much danger you®re v/iliing to ri”k,, and casualties by how intel-
ligently you handle the danger. Treasures vary according to v‘jhat's
guarding thera, and"a lot of magic is minor magic or twit magic (I'm quite
generous Vv/ith the latter - Rings of Xvonster Siunmoning 1 on the 9th level,
Rings of (rcishhess, Cold IvVands (achooi), 1 hit-point Hit point Rings,
etc,)///Che56mfen are interesting; | may adapt them if 1 can figure out a
decent rationale™.

|
Lee Gold...Fields of Power; an excellent idea.

Charles ixcGrew..._An easy solution to clods with several million GP is to

have 90% of their gold go away v/hen transferred - it"s obviously "fairy gold"(
"///1 try to ensure that non-player characters have fun, too,///Comments on
player-DM relations later (1 hope),///

V;es lves...Excellent essay on player types .///Ariel wasn"t being her usual
happy self at HELLSGaTE, She was scared, having heard plenty of stories
about it. But it was a challange she felt she had to overcome, (1 under-
stand! some -"est Coast players have already encountered HELLSGATE and

taken severe casualties.)

Dan Pierson...The local universe is Type "2. The GORREE area is the splin-
tered remains of a once-powerful state, which various contending factions
are attempting to reunite, EDVYR is a city and province within the King-
dom of Oskley; the Wolf-Kings are warring with the Chaotics to the n"-rth,
attempting to reunite the island. There are large areas uncontrblled by
either side. In both regions, player characters are stilL relatively
smallfry...///There®s always someone who loses in D&D - the monsters, |
regard them as haying the same basic needs and desires as the players. They
win every so often, too,///1 consider falsifying die rolls, not rolling
characters honestly, and giving characters equipment not won in games

to be cheating, and haven®t the slightest hesitation in calling it that.

It is possible to allow beings with special abilities if said abilities
are oYorbalanced by additional crocks. (Local example is Toadzilla; has
radibactive breath that does 1D6 damage per melee round if it hits; on

the other hand, he can®"t wear armor (thoiigh hide is equal to chain) and is
so clumsy he can®"t use any w"eapon other than a spear). Keying isn"t
cheating (though Edwyr is hard-keyed indeed).//"™1 dislike intensely the
habit of rolling infinite characters (of Wtixch .the low-quality ones either
die remarkably quickly or fade away into the sunset), or of saying "Gee, |
want a konk; giise me the D20 and let me see how good he is". ,,If you can"t
roll something honestly, tough! I bar dishonest characters, froiK my game.
If you have such, 1 ask you to leave them at"” home snould you vyjisiit Edwyr.
(There are two locals who get characters dishonestly; one hasiNQ characters
with dexterity lower than 17, and few nph-vulnerable to Kryptpnite, Gne

of them keeps showing up with magic items that nobody remembers seeing!. i
before the expedition started, 1 don*t have to do anything to them;,the -
other players go out of their way to help said turkeys off themselves-i) i :;j

-7i:.
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Lee Gold...There is one group of extremely talented humanoid monsters called
the Mu-Artans VIID specialize in intelligent, Aligned armor- There has been
Armor* of Absorption, armor, tjhat flies or levitates, etc.///There was one

hack 1 once puiliadj a party ran into four fighters that they had great
difficulty in hitting. They finished off the Chaotics,” and the fighters

in the party put the armor on, then passed into the next room andfound a

group of Chaotic clerics. The Chaotics hit the party with remarkable ease.
The armor was +2 vs. Edged weapons, “3 vs. blunt ones, (Snicker).///Good

idea on tenderizing process.

Ken Scher...A more reasonable financial system is found in EMPIRE OF THE
PETAL THRONE; weight/price conversions give sotne odd results, Local
currency is the gold. Crown, the silver Lyte, and the copper i”ence.

John Brennick.”.The roivers got 10 GP eanh? Could Saron and Gandor Spare it?
if the rowers are free nmelri; they’re skilled labor, and damn well should

quit if they®re working for tightwads like that? > i -

Nicolai Shapero...Bloodgrass and Hounds of Skaith quite usuable; ramjet
manta niay see use beyond one of the miniworlds 1 put®behind interdimensional

nexii,///Your prices,n”e among the most reasonable 1°ve ever seenfor
armor. Locally, +1 armor goes somewhat cheaper, +2 would be moreexpensive
(but can®"t be bought in any case). Your prices fot tttithril & adamantite

seem quite the best 1°ve seen, in i-

Steve Perr in .Himirin, Steve Henderson does seem to know how to kill, doesn"t
he? Some of. his monsters seen to have the same taste iIn statues as mine, ;
And, fed tp fhe/™M (snicker) 1is a nice touch,///The local lith-level
thief has a matrix sword; useful®device v*ith limited precog (11 or 12 on

2D6 jfor good ijformation; on 9-10 will feel uneasy if danger is about,///
It"s poissible to get very- good things without casualties locally w IF you
act with intelligence. If you don"t act intelligently, you stand a damn
good chance of getting wiped opt without getting aiiything.

Chuck Ulrich... .IVhere does one" find the local branch of svisRent-“a--Staff?///

Kay Jones Two Hokas ("Lord Aiiira’ and _Red Sonja"),recently showed up in
Edwyr d"-ihgeon and helped take out some higher-type ?/prmfaces”,,-1t was
a damn even match;"Sonja"™ got killed, but was later Raised,

Charlie Luce..»If a chopped-off limb can be held against the stump within
a movement round and CSW applied, the limb will be re-grafted (but no
curing will occur) locally. Otherwise, being must be returned to local
church healers, WhO take about 2 weeks to cause Regenejration.///Lycan-
thropes in Edwyr are a seperate” race from humanity; 1 dp not allow them
as player characters .///Detects are area spells,,, unaffected by walls Or
doors un?,ess said thiitg's are lead-lined.- also, you, have to be paying
attention to them. IT y6U~re’™in melee or running away from somethlng,
then you™re unlikelj*~"to "be "actively employing them,

Steve Meintoshr.. Aiif-using adventure.” ; "

Nick Smith (uabytinthine Line% #4, maybe, a ,different # of ,n&) .; .Tsk,

I “d say a hellslew of gods were a lot more powerful than any 20th-levei
fighter. You go fight PTAH, YAMA, BalOR, or THOR; 1 like my characters
better than that.///The trouble with GODS, DEMIGODS & SUCHLIKE TRASH is
not that the gods portrayed are "jvist 20th-ievei TfighterS" (most aren"t),
but that a lot of games are so raagic-rich that your ultra-leveli charac-
ters are so well-equipped that they outclass the gods in special abilities.
///Two wizards with GATE dueling is hardly a local nightmare; no MUs
highe.r than 16t "h-levei ..exist aS player characters ,///!'"Jm sorry, but if
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Warlock rules were "an attei..pt to define a coherent magic system™, then it
is not, by my standards, a success. Your spells are far too convenient.
\Ifliile there®"s an awful lot of stuff (psionics, monks, etc. .that | don"t like
about D&D"s later stuff (beginning with some of the magical ,M;tens in GREY-
HAV.K) , there"s even more*jh'ingi**l 9,9,[‘*& a &’r;efi*qt_g in Warlock..., . v

A v m HBO <o * STOTTOTTOTOT o
ON WHY I BITE PEOPLE...Sean Cleary has mentioned that I"m regarded as”™an
ogre of sdme soft’ in California. There is a reason"for it;" Karkeri“to this
tale--—-0nce upon a"~tinie, in the 18th century, a muleskirinerwas looking *
for v/ork, and approached a local businessman who ran several teams. The
owner showed him a magnificent mule, and explained that "the beast was one
of the most docile iand.dntelligent ever found. There was no need for harsh
words ,or physical .abusej just tell the mule v/hat to dp, and the crea“ture
would obey. Well, next day the skinner loaded the mule and ordered it to
get going. The mule flicked an ear and ignored him. The skinner tried
every trick he knew, from bad language on down - with no more result than
before. Finally, 1in exasperation, he went over to the boss and bitched-
loudlyo The boss nodded, walked over to the mule. He pulled out a sledge-
hammer and bashed the mule between the eyes, as soon as the mule stopped
staggering, the-boss gave a gentle order, and the mule trotted dff",7 "But
I thought you said that all heaneeded was an order!"™ screamed the hireling,
"Yeah," said:the bodsman, "But first you"ve got to get his attention!”
So; in earlier A&ESj 1 noted that certain people t.ried to remonstrate with
some of the less sensible people politely, and were generally ignoiped,
J"ve just been trying to get your attention. Now that I°ve got it,.,well,
Mark said something about "unconstructive criticism."” Fine, coristructive
criticism it is. More essays, less comments,

ON HffFIGHER LEVELS & FANCY DRESS...There are very few; high—-ego swords who

will put up with cheap scabbards, I>m afraid. They also tend to get annoyed
at owners who lounge around scruffily dressed, I"m afraid that medieval
custom also dictated some sort of identifacatory dress (do, you really, want
to get into a melee with people who are a group of people who you can"t
easily distinguish from your friends? Distinctive shields, armor, etc, are
necessary. Pride dictates that one"s station be noticeable. Axd." sAhnptuafy.
laws exist to prevent lower-class types frpru imitating their betters,

ON NAZGUL. ..:The trouble with most of the attempts at defining Nazgul is that,
v/hile they produce nice gross monsters, what appears is not a Nazgul. I
ba.se my ideas of the Nine on the Ring Trilogy (though it"s not really a
trilogy, but ignore that). Remember that the master of Evil in Middle
Earth was Morgoth, and that Sauron and Balrogs were servants of roughly
equal status. The Nine, 1including the Witch-King," were servants of Sauron,
and hence inferior to him or to Balrogs, The Nazgul did not drain energy-
levels; their weapons were Fear and Shadow (certaihly not Mass Charm),
Dar~jness is another weapon useable by fhem, as is Gold, and Morgul-weapons,
Beings that can drive forth low-levels in rout, drain strehgth and will
from even the highest levels, paralyze by voice, and use wbapkjns that steal
souls (not energy levels) are bad enough. Adding on all sorts of extra
abilities is not needful,

(And rore Ring tables, Sword Power tables, and other things to depress me),
& =eSigh™""_, - ,

SPEAKING IN PERSONA... This is one way to get much more involved fn your

character. It also leads to some of the most interesting cdhversations. .,
such as Cirta, the 7th-level Melnibonian MU, trying to explain to Ariel
about Nimue making out with Karl Legbreaker. It didn"t really get across,

thoiighi® Ariel is still expecting Nimue to make a wedding announcement. Twit
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j i I€h, that reniinds me. | promised to print Gideon and ariel"s
list® of equipment. Neither list is very long, so we have...

ARIEL TERHaLEN

, IVUrmsmasher, Bracers of Defense, aC2 Cold Wand (12 charge)
on-Slaying Sword +2) Shortbow +1 Fireball Ring
11 +2 arrows (+1 damage per die)
Lesser Koboldsbane 5 +1 arrows / Ring of Frotec,”ion,
(Dagger, +1, +2) Potion of Human Control (272 vs. Elementalsi jonly
Boots of Silence , Levitation Potion (1) " Ring of yProjteet. ,
(Giant-size, can"t be * pen of Writing Elephant +2 vs. Dirty .Cldi fejep
reduced 1in six,e),," Jokes ,
Scroll - polymorph, “thers Books; '"1001 ~Atrocious Funs"; e i =;;

"Elephant Joke Book™ **

As can be seen,; rAost of fhe equipment ,is, either minor itjagic or, twit raagici,
The two "Protection"™ rings are particularly annoying. All of this magic
took about 16 months. Ito collect, and involved things like single ebmbat
with giants, fights with red dragons, storming wizard towers, and other
things hazardous to the health to acquire.

GIDEON TERHaLEN

Flashing Vi/"ing, +3" sword Won by Neutral Dwarf Aeminius from
10 12, ego 12, Defeat Chaos a turkey Lawful; given to Gideon.
See Invisible, DE

Vi/arhammer +3 Traded by nriel for Bracers aC2;

taken from 6th-level Chaotic
dwarf in Edwyr.

Plate +2, shield +3 Traded for efreet bottle taker!”
from kelnibonian dungeon party.
Shield from Minneapolis dungeon.

Composite bow +1, +1 damage Ogre Mage
3 +1 arrows (purchased)

Tore of Fire Resistance (Druidic) Great Balrog & 4 lron Dempns
+3 saving throw, -1 damage

Protection vs. Undead Scroll Chaotic clerics & some wights

And that"s it; again, collected over 16 nionths of time. Gideon has Tought
up to 7th level, getting killed three times in the process. Personally,

1°d have” been much happier if he didn"t have the sword; the ivarhammer is
a much better weapon for him.

SPELLS...There seems to be a general tendency for some DMs to allow; spellsj
to be researched at what is probably too low a level. COLD BLAST,, for
example, seeras to be generally researched as 3rd-level on West Coast, and
do level x D6 of damage. Cut here, it"s 4th level and"does level x D4. -
SHEELD 11 1is researched at 2nd level; around here, 1°d estimate 4th level
as probable minimum. Some degree of care should be taken to make sure
that spells fit into the lists”;

THE WILD HUNT has a number of features that DMs might find useful.

for exhtople, had articles on how to handle transfers from magic-oriented
to science oriented worlds, discussions of varaious character classes, a
new magic system, an example’of the local 3rd/Ath-generation character
sheet, with address for ordering, some unusual monsters, and lots of
material on world-building.i Number 7 had a long section on how to run
parties, an excellent monster” aniarticle on Gorree town government, "
an article on military tactics in a magic-using universe, my article on
Home Stones (magic-suppression devices; Swanson wrote up his in #6); more
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more discussiorl ori alteriiate methods of running J&0, modified methods of
rolling characteristics for certain types of nonhumans (other such showed

in TWH #s 6 & 8), a discussion in length of klutz-fasrtor spell-systems,
and much general discussion of j)4) magic and world backgrounds, #4 had a

long andnhighly "detailed article on weapons types, their effects, etc,
by Mark Keller. And, of course, rauch more in the way lof useful articles.

ON d"LF/DWARF aDVaNCEIViENTo .. Instead of giving random po\yers to elves and
dwarves, local DMs allow infinite advancement for them...but at heavy cost,
Both,races proceed at normal rates of advancement until they reach J&0/
GREVHAU"K limits (the elves counting double for FM/kU, of course), at that,

oiie bfegins "delta doubliAg"”, delta being the number OF SPs necessary to
go up between levels, Ekarnple; standard dw"arf (strength 15) reaches 6th
level (Greyhawk HLiinit*,! ;Needed for a human to hit next level is 32,000
(to reach 6th) + 32,000 = 64,000 for 7th level. The dwarf needs twice
delta®, or 32,000 A-<2 X "32,000 = 96,000 EPs, Jwarf & elf tables are;

Dwarf fighter,, LEIT FM SIf MU
1st 0 - im ,~lo 0 0
2nd 2000 ¢ 2000 2500
3rd 4000 , h 4000 5000
4th 8000 --8000* 10000
5th 16000 24000 20000
6th,, 32000* i - 56000 35900
7th 96000 120000 50,000
8th ) 208,000 i 232,000 75,000%*
9th 448,000 472,000 125,000
10th level) (+480,000 per 325,000
Iltha level) 525,000
(+600,000 per level
thereafter)

= Greyhawk limit.

So; progress is indefinite, but ohmigawd is it slow! Since level-T;aising
books and Decks of kahy Things no longer appear locally, you®"ve got "o

earn it all. Much slower than going up levels by VJishes in magic-heavy
universes. Different tables have to be figured for the more talented

elf or dwarf, but you get the general idea. Don"t forget that elves

who double in brass have to,earn 2 EPs for every one on the record.

(We"do, however, allow elves who have topped out in one field to put all

of tkeir experience into another, Ariel has just done this; it moans shie
only has to earn 600,000 EPs between each iVizard level instead of I;-,200,000,

Thaf*h it fOr now. Gh to a fevir random remarks on A&E before we
ougan space; got to catch_upra ‘it le...

Lee Gold...I"d put Stone to Adamantite at 9th level, considering how gross
the latter is.///1 agree about, FIREBALL being rather heavy. Kevin Slimak,
in his rewriting odi B&D, was making it a much higher level. One of the
possibilities 1°d considered (besides your earlier one of limiting full
damage to near the center) wis changing damage done jto D4 insteaj of D6.
But ds an ‘area spell, | do think everyone in the area should take full
damage, however, you"ve now given me another idea ,ig, think over. Thanks.
I can, howjever, hear lots of DMs screaming “at us noy,

Gary Gygax,..Very glad to have an authoritati®ve"answer on armor for the

different classes. I was unhappy with all”of the iUs in plate reported
from some areas. Loyally, we"ve®™ allowed leather arraor for kUs, but rather
balanced it by not allowing double-threat ‘to wear anything but

leathery either .///V"hat es caused the ,biggest diTference in most ga/fi"es was
the lack of description of how magic is used. There were at least a dozen
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dungeons runaiiig”around M T before; word of how it had been intended to be
used,farrived. None of them resetiibled the intended one.///Cpinion about
straight iJygax JSed locally is; based oil adventures at ORIGINS®™ tddrnaments.
ThejCharacteristics 1 mentioned earTier were based on reports of these.

Sorry. Maybe you should run a" straight GRLYHA17K adventure instead of
tournaments? n

V'es lves...l used the CchiziURiae as the badis for a mini-world monster;
proved quite entertaining;. #& - n -

Bill Paley...Tsk, such anger! No, I didn"t say "You are all turkeys".

I said one specific person was a turkey for covaing up with -an ide,a tnat
totally unbalanced the game. There uie, Bill old man, ideas-that .shpuXxd
be stomped on. hard. And that"s what, 1 did,///but a person used, tp
playing in "ldose"dungeons doesn®"t do at all well in skill-oriented ones
(as I"m sure some people are finding out in HELLSGATE). ,Apd DMs who ¢
aren"t used to skilled players often find themselves freaked out by what
happens to their pet monsters “"when they have them in their games (there
was one poor soul at ORIGINS 11 who was trying"his hardest to take out
three MIT players/and having no’luck at all).///"this is a fantasy game.
It is not meant to simulate the Veal vorld,"” Ah, but’there®s the rub.
Both Swanson®"s"game and mine ate meant to simulate the real worldo The
great difference is that magic works, that"s all.

Brian Lane...Ah, good ol"™ Steve, how®"s he doing? Unkillable player types?
V7ho? 1 can state with perfect truth that not a single character of 6th+

levpl (at least that reached such level in Edwyr), has failed to be killed
at’least orice. I will also pognt ouc that Steve®s character Theseus, who

was 9th level, with 18(06) strength, aC -2, 62 hit"pgints, and other
asso/ted grossities - definitely the grossest character in, the game - got
killed 8 or 9 times (I forget which), not counting,times offed but trolled

back. In GORHEE, maybe Super-dwarf hasn"t been, due to troll ring.
Conventions? Probably only BOSKONE and ORIGINS, ,1lIl this year, toverty,
///Lust-crazed trolls, Little Gld Ladies, Flyipg Purple People Eaters and
such are hack monsters, run just for the fun of,it; most of them have i

vanished from Edwyr recently, !

Mark Kramer...Thaug and Grimelda (two Huge and Very Ancient Red dragons)
disagree with you on the subject of dragons. If they didn"t shake parties
down, where would they get treasure?///A full disser;”ation on Penrists &
such will have to await next issue; no room. J"11 ,just point out that
Uncle Tolf has reached 7th level and Aunt Wolf 6th without either having
been lack-brained enough bo bother Fenris.///wizards are intelligent. OFf
coursCj-they had /hat much foresight. If Wizard hhdn"t seen Beholders before,
he would® have Folymorphed friend into something’he had seen before - like

a dr*vgon. And why ."vent your spleen”™ on dOnieone who just saVed your life.
True, you might have harsh words afterivards ,Vbut then. ..///Grodps that/ ,~
inplude people who gleam in,; the moonlight tend to" have other people with

neat .spells |like Detect Evil, ESPyietCc, Plus"Cold Wands and other lethel
implements. A few thieves have; made attelripts on local high-levels - with

no successes worth speaking of-. Daggers a/e -3 vs, plate, remember? “md
high-levels have lots of hit points.///Coiiunents on technology etc. vs.

magic probably next issue.///hate to say this, but with regard to Decks of
Many Thihgs, you"ve missed the entire point. I know what GREYHA K says about
them; Lee was asking me how 1 would crock them, so I gave her examples.
///Youlre wj™ong about Hokas; by the way. The original i.cintosh specs say
nothing about half-damage to humainoids, but mention that they"ll fry to,
capture.(thoughV since there Is a note about looking below, and. 1"m, ndssing
that page, youimight be right. .*epressing). Secondly, anypne with IS
strength is +500 on ¥Ydight cairriable, which’means that his “rinor cpupts for
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leather weight only, which means he moves at light foot speed. Hokas
move at twice human speed. 12" x 2 = 24" movement, which is light horse
speed. Cbviously the weapon for nokas is the lance; thSy don"t even
need horses to charge home like cavalry.///feagic testing-is fine® if all
you have is standard magic. Too damn much unorthodox magic around®"here*

Ken*Pick....A lot of comments will have to wait until next issue »sorr”. ,,
///See previous remarks on Nazgul. Only struck by a weapon in fenjiale ,,
hands? Kerry was a girl?///Another version of Telks, | see. They make
good monsters.///See remarks about spells earlier; 1 can forsee SHIELD VI;
a 6th-level spell which makes the MU -8 armor class vs. missies and -6

in melee. Going up two armor classes in a single spell level is just a
trifle lacking in foresight. I can see it m\I\; aoparty composed "entirely
of 12th-level mages, all carrying SHIELD VI and MAGE®"S SViGRDs (the latter
made PERMANENT, of course), so that all of them are in mithril-plate
equivelent and (W/MaGE"S Si"ORD V1) carrying Vorpal Swords. V/ho needs
fighters?///Considering fhe descriptions made of the uruk-hai 1in Tolkien,
plus the fact that "champions"™ were major figures in either army, I

would call 7th-level for uruks a bit high. Locally, uruks begin at two
hit dice and work up. Nor do we allow anjf ore-types magic capability -
doesn"t seem to fit the MidJie-Earth type at all.///0log-hai seem
remarkably plose to what Mark and 1 call Mountain Trolls.///Your essay, j
on thieves seems to bring us;,into agreement on most subjets concerning ljm
them. But a sling has the same range as a light crossbhow (or better,
according to TSR "the last"). Since a thief can"t move silently with a
erhssbovir f".b"ttling around on his back, | think they would much prefer th«-
slirig. Locally, the only dextehity bonus is simple -1 on missies, ho,
hdditiondl ones alloyjed.///1 refuse to allow .Oriental or technological
weapons here, but your list of smallarms for dungeons that do is logical.
No problem there. Sure, let Chee”keep advancing.///The saga of Cyranp
/that appeared recently points out the difficulties involved. £-een run;
quite a while, and never changed coles.//~/"0One reason Tfor i-Us to run magic
shops is that they can defend themselves, vs. attempted player hijacks.
I"m awaiting the publication of THE SIli/«ARILLioN before making, decisions
on what the Valar are and da.///Sv/anson did kzinti back in a&S 2 or there-
abouts . >

John Boardman...The 0z books are a veritable fountain of cool monsters
and personality types. Far better suited than most SF monsters
good fantasy game. I"Il1 be running more of them later...

Wayne Shaw... .”xpin, have to skip mUch; wait"ll next issue./// Rolling
characteristics is something I do for ail high-levels (and, if I have

the time, low-levels), otherwise, your player character (with his 18
strength and 18 dexterity, say) completely outclasses your average noh-
player,///1 have yet to see any playeror non-player MU who didn"t carry
at least one Magic liissle. After all, with 6 "izards present; a total of

at least 24 Ist-level spells were available* *V/"ith that, each MU could
carry a Sleep spell and a MMieach, and still carry all the other Ist-

level spells - and still have three to spare./// The one time local
players gpt anywheres near the 13th level here, they all messed their =
pants and ;hit, ,the .first stairs upwards .///Crocking reasonable "/ishes is
bad practice, and rather Chaotic - unless they"re so abundant there"s no
other v/ay to handle tharit,///1 wasn"t complaining about your rudeness; feel
free. You mistake my reasons for the statement, I was just expladning/*®
to others why X 1ivas being snide and sarcastic .///Re Beast iasters; T"d "*
only allow them "natural™ animals; avian or mammalian or equivelent.” Ariy-
thing too intelligent or too stupid (you can"t get too raucb across to *
one, & the other is free-vyilled. Reptilians are too different, as are "i
arthropods, Bphexes have homicidal mania, you want to link with TFfioT?///~ BYEI



mis, Gantlstein-s, is I M3 1 :-3VJL JUZ/IMIO U3Ja POX

j3 Q fl 4, a aino of, idease(sines Il navan"t fi.iis.-sd ny
dun- sor/yet). by la r ."orioff; 6,5 Boas nt .,-~aot,-7G3; Harrisburs
PA iTIOpl. : - . N "

OSfcetsa-rasti ssuaogni atdiputssibtdaorotdcirtyllaut cauo™-oenoaopo ller,

Hello to ovorybod?" I di:dd’t C noo ,to opo at. fid;
Aao™inon- &% owvc:! to- .o 1 did. jsn3c.i.~],ly_;;Ale-5;"Gonianani-
A "“""son Bay. Ono of Hog’n-c:iaro,ctoro oo.vod ny Rob Outnbort's
1110 aftor MNis:”d boon tonoor-rily turnbi into a ornno danlsh.
J.oson’s iyldo.rion - ? ono."oof i3 ijpttor —durxgoo.m- Ty,
ana t .o 'in ro:.so.i fO™ .tito U3 .6 b. o of or intor-
action. _90°s got a s.ot. of-_baX"bly dif :oro;n:biatod(yvaraon:-litics
for 1 = ".JJInpiayor"onorontorsi 3oa.tho;t intoractlon. . ritx tnen is
Ns* Ul .as playsr®ilay-orbJLntorac.tio..a, His dunaeon. «fas also
tb~"nba/ rbtardIn"" 1"y3 "bson iny Erebletn 175/5
O "~nort v >orr «o’"Plo fron"c. ilobbovian fell load tiio
ern™ditio-L Boforo l.o-yin" tno to nf., bo bought an anultc tliat
c-n"~d™t-ct evil or na-:ic for bl*isolf -nd ono for a L-3 cloric
(in r-~turn for renay”ont in cash or first cboico .of ."ono aagic™™

" T-0-1 tho cloric’z nlayor I-ft oarly, tno ton cbarac-
tof orooodition 1ad ,only 6 K g.*?. payoont for a cnbraaol cloric.
Ir~bl" b cb:r*nod bi--i, and oscod ,ifT to *,:mro ,ni.s Saali o.rci.On

to over O trnn dooZ, Ids oued tbs party’d tbiaf to acti-
y"t” "t ilraibj*tbr3T in a firoball, and bad-tbo t-eaf.dics.:.s.™:
tb/trandoor” iftor t loxlsrio-oln-or loft, -tno n*rfe” fol- .-
I0°-Td t"a sonnd of coontin “to .dIscovo®™:- a very stii.rM ore -
mfit"i o tone rac-ordbJfti * He had a diJi..itsr>?;,tor r:y and :as .afraid,
=t fi"st” toot"the no.rt-=" -yntod-bio m"nac”iino.nn fo cdayincod. bi-i
otborTiso, and froblotb-tbro "a nrgtoctivo invisibility;spell
over it, _(IActuoIIy, ra pmorm;j : 1 fore; M lacblno 1S :invi~
siblo” "spoil* no feonrbt it. tfefortbn™toly, tbe noise
pndZza rev" blast attracted I;iro3 aig . lovol fi ."tors from the
a 3zi--rpeas”* "Aftor-"-d"-loan- nltcnsd battle tbat coot us our re-.-
mainib-- clcfiOj-lleg-=s ebaractsr, 1 tbtnl, (lo-r you see Hty..,-
I n*aot-feiTi:n*-""t:.is"full-"story.) :re "stop/.rilled tben. , They-I
bad ar+"ei-vbttorc arny, nost of WfFiioh*attecrod, Troblotb bad
a scroll -riti cloud;:ill. Bxit_t.ie arny. Only one Ir4 fi~;nt«r
*ms left, - cli ibod into a 10:il0z10 ebaot, got a bazooia,
and bogan firing. Our fiinters shot niosile -rcanons. Tre-
bletb shot fireba nr.gic mai.tsile. Te got bin. = There nsre
some 420°°If g.p-, inside. Also a .pair of gauntlots- ;ritb built
in renulbor benns and a ole.".i, .Troblotb got tbe: eloo.x and
can fto r tv»rn, “tNiro* tinesea "dayi"lnto a vcr/,-:.axcioit version
of any dragon- b b 1" Jn..  .foon tbntncleric-left, be gave
Trebletb bis full snare of-"tror.oure, Irebletb used bis part.,
of bis 84"t gvP","double share (less 50,00 as bisvsnare of,paying
for the r-aisa dee.d’spell o:i-tro _tilled c-3.r?cters) to visit_j.G
ad.ro.gon 20°1I°. He-’s nO:7*shob*-red, blue, “"green,, blacb, :fhite,iJ:
silvpr, and _-Iffode dro.yosis, and he’s gene up to L-6 in both =
drssesg® he . &fbr firnt tine 03 ladke'r,-.?:" fey min;-. .=

“1l be.-.gory "ofyt".ib" gane be a-girl neoplayer.~_.fbosc L,-!
fig.itor-ja.-j « c".iro'nlc so:.:*nal pol.y"aorpb. Onco" t,h hour, there
was a Fifgv -B2” cent c"i-".icc that Harlan dllieo;.! (.she piched
t BB3-nrvp Lfolbe) “Tould c-"ax: Unforturio:t ci.y*,.tbis. neant



Gvsry é&<p*of-ton~-usua;lly in T-20 niJ.o.10 of-a nsls:0- S+e
cheerfully calieh out, *"Isn\t 1t tine for Harlan to c langh
sex a"-a.ii?""Xt aeno-rally ansn’t tine. Ky only e’cbtises for
alio-rin3 such a chau"cter aro t.iiat, at first, <e all thought.”

it a fumy joce, and that ”all” included the DK,
P310HI03. still olayin” around nth Sldritch Witchery®s
psionics. As it stands nor, anyone "-ith 15 or better in 1Q,

arisdon, or charisna- any h;,.r.ab"..trit :is-~can".mve psionic
pororand has tue option of bhino; “tested saly :tine he/shs. ao.Bssa
up a leyel. dIf a poncr is. rfound, that; cirarndtcr nust bs h
tested every".tine thereafter. Any r.harajcter ..cla’s.s. can ..have
any; of .the; basic poyors. :.:("3li:fai.rate .re.petition’s, xleduction, ™
and expansion-) "jolectio.l of n articular: poarer falls to the...
dico®, .Sy .the three maracteriotics .to yet ""psi™ p*int§ sj"ith
a ,:chara;3 f*r eao.i tire .a; no "cr is uapd. ;-The nunber of ‘'psi.*>-"
points doesnVv i:icrea.;e rith one’s level, but, since 7psi”
cost he. s.mll""-raid f.ie .average ulearer® rill have-35 points,
this isn’t =lc’; of " nroblen. “or Jrs

OOH A&3;14

IS3 Grou! Aye 1is an n-ntereotin-;- spell that | suspect""is re-
lated tf the M,U,"s L-4 lear. spell and to b*.ijarise.,; -There
are any number rf spells that afrect »ne of the six .-oharac*-
teristios. Are there any-spells that are effected >y; them -*
er are lisited t% charactera jfith a particularly _hinh or I*y
score in me of the sixl//"Torment veanons are an-lunterentins
notion,. .Since they eperate by so—.3w0:x actiyatina .-tre brain’s
p.leas.ure-".pain center, there should, be counterpart pleasure
yeapons:, —.These could dp only one h.p, da faye""yhen t ;¥ hit,
but put-jthe victin into.such a state of-euphoric pleasure
that-ha/she is as a»Pd as paralyzed for "4 r*11248., 71"or each .
round that a character 1is s» affected, there 1is a5 chance
cumulative, that ne’ll become addicted,m.standinThtill..and(..f .
inviting the arielder to hit; pr*tectins ~the vrielder prith "Tm
/5 lI»yaity; etc,//yice monsters, fields, and traps,lee, h*u
ab*ut puttingthos Hice ee:m3nts__ toget ler rith h""our zine in
ene place- ssy, the last soot in t.ie zIn.3- rather t.dan

_.speci 1 % t.ien tmourhout.

d33 rVDStTery good notio.n about “n»npla3®"3r” Qharacters, -but.
if player controls thggd follquers, they are -plaged .characr
te".rs, fTne ot..ier,print, if your first character has cw.nvineed
a much better character t« join .him, .-rhy rtuldn®t the grtup: =
nho.0;3a.."that one as its leader, 1.-e,, the mDl.ayor? -Also, i1f 'b"
its a p.airtnership,.rhy rould the .others "advance at half rate.?//
Th»r*ushly involved y*ur relncaroi-ation scenarioi ” It ma-hes-.-#/=
at leant as muon sense as the s*ul material®sin-a a.ys.y b<dy -,
in ijis .m<u.h ehambers,// Haybe very «ld, ,yvery fporerf.ul™ ~
dy.rarves relnGajrnate themselves as s :r*rds, ,//ThahfcS;-for-data.
n. dragon psychnlogy, w=fTonliunaii beings should®"b® "expectedft*
have n*nhuman psychologies— this rappiies to charactefs ;.,tc \fb
s*me eictsnt* t*o, "See .my eennents *n <Jas*n R.ay &,.HEN.,";; £

Mils ZRA2"I3R:T*ur data *n dragons ,"in light **! my, character ’sf
ner polymorph-dragon ol*ah olas most timely. Also,..pjduldn’t"f
breeds ‘w=ith a“"breath reapon®d* extra bite da:aarefrem“chemical



residues, cu t"eir teeth, Por exa:iple, the chloplne breath of a
greenmight form a metallic-salt (from fragments of armor) or
EOL," either of -;rhich are loads cf fun in an open TTound, .°

SAvIbili3H3; Bull“rhips are great rfeapons, though 1 can’t pio—™
tiure a lruid ~-rith"ons, TfTou’re raised .a. good g”uestionp :though,
/rhat .oan bp usod as an effective missile ;reapon by clerics?
Sdged .".Teo.adhs .are out, and nonedgsd uea-pons .-lihe _tullyhip or
slingrequire a greater-than .usual amount of open nspace around

theidler-4e-*~1- tried a slingshot, one time, and :ms told, by a UK 2
thdt"VUlbanizad rubb-ef ras verboten. *ie ran into tryffids 1in
his dungeon, .. there must,have been .rubber gtr.e® In,a.... vold 9

:-dth“sages, magic users, and alceiitelts™_,"7th-S, firestone

hasnH" *he/puened? Inyuay, I1*d lihe tc propose one possibility, =
non-edgbd arrovs™®. Available - high de:;;terity tlerics,” they
oterate®™ and dama-e as normal arro"”~s, but its because of mass, r
rather than cutting .edge, Thinh of them as being dinndum bullets
mounted on an arrd'r shaft.//forget is a great spell, I assume
those T™orgotten®"” aet surprise, being pomemberod A3 they att.aoh.
Halo is an obvious®"clerical treasure- obvious, after you thought

pf it. Hazel tov.

SOE;!111: Af Prinoe™on,l-lasrt March, one may of rolling-
pharactprs ~ras that.* ,*f the six/o-ilis didn"t add up tc ,a minimum
cf 63 (“e-nactly average)", the player had the option of rerolling,//
The bureaucrat as dungeon monster, It :rould*have Sleep, Invisi-
bility, Hold, Slo:r, heb, Oonfu’\icn, fesbleminded, and Maze spells,
havf a ne,c:ativd armor." class, and high, if variable hit points. »

HAHI BAMSR: Oan a ch3.raoter use bought experience points"to. go.
up a level? ily Paladin, Olovis, is only 30-0 ®.Prf fr.o.m L-2.

SIS"IAIT L3V=a: The odds., of rolling oY 10"s is 6°, 48,,556.

BIAOW: 1t strides me that.a spell®, enabling some form of .0
fire.?)all, to be, used in a dung-aon,. .luo possibilities for Researchers
to investigate are Dragon"s,”Breathy_uhich. simulates Jhe. flame
veapun 5Ff a:very old red: dra./Yn.".(6I6 )and fire Stergi, the equiva-
lent cf Ice Storm (@-3C pdipts)/: Dunab-or, L-29, _noi“layer m.Ui
thifcs tho.t either spell "_“ould .0* either L~4. or.Ir'5»//Thleves are- -
notorious tro.vellers ahd uould need a distance ueo.pon for hvuating
m*fhilo u-andering, if nothing else. Unless a t.iief ,as trained far.r;
that, orofession®since birth, he”d have.received whatever uampan
training use in keeping uith". his intended trade "finallyanyone
going’into” .a dungeon™uithout®"a distance -reaeon"is “committing a
mTierd forih of suicide.//louldn’t the rituals used in melcing the
mo.gic .item -act as a perm-anonc.e spell of 3orte?//There are al:mys ;
Ir/glevels” given,; to® bonspiopeus consumption and® h~ghlevels® in js-,,
dis.Juis3, lewel.._isn"t obviou.s .//ILI3AITATOl, ynur ~"abbreviation
fer*~"fAMG"s zine sounds li.>® an Aztan oleric.//Thro-rihg Uizard Loor,-
on an H.U."s mouth cr learning“the lahgo,a,.g3s of ot"hor ali.g.sm3nts
Isn*t, a crooh. ,l1t’s strategy, a-different, but equally,; valid palrp
cf sciutions to logic puzzels, ..ofd"TZIAT"3 the idea cf DC:D,.//
lour ,basic erotic traits./.plus 10, solve vh-at seems to"be every---g
body"s -"gripo recently, unbeilevrbly trite versions of supposedly-p
sentient, beings .//Atrocity? Whateverelse you thi:.i.c about my Ool-
lectors, i1°d life to poiht“loat™: t’.iat..thalr e,pi progression, is * F
some"ehat™hi*~her, esneolally,?t ,ai"7"Br levels tho.n Thief, “XrlO r;



malos 125 2 e,p« for a lhlof and 300 2 for a doll9C't4r»//Njliur
data ar, mantic sbnn3:;:caliie -as | “ms -Ii-rorxina rn tae s™p”s at Hell'-
Parle’s -olITOr-D*~: Inn. 14110aly . y- 1/: 7

PAITG-: Oh-eryl seems ripe for your b.i:i"iast level to cast”MPaly-
morpli-rinto nonplayor c?laracter .//Your anor ’lot dO‘Js; 1 re§jriat*;""
Ho'"? DJir™ Gin .p3..i.ott9n atr a tlue? 1et do t.i%y cost? j3d taey

leaeu so “feypunoil opiild- be talcen and one eaten-every hour?;- Md do
they cone vith :pPIs*3nl-o:-s baled ~beahsf"- fIf "you sau Blarlny Sad-»,,L
d 1 e s looho f they uorn./"/- Security ebliniets;nra. also, ir-eat,”

LOC

M3G GR-:IGIMtA2]I: Your®™ Holy “Halbert is a .preat soenario buiidbr ag r
a very effective e%jiti-~caahon-fodder” device, | as™une” "t"aat™ h™ir”
factathat-1t is he™slyhad-"-to-. bunble very. ;0 rerful Oaaotics "is™-"S ,
linled. by ritual’or by ChetOl to its use" only by lor levels, Ve—iic—'
3110 BAI1Y3S: Gold thou-its oh rese.-A.rci techiiques. --0

PIOX 3X3Y: [IThat ceh: I bay about®yo“ur”t-farf/elf tab”e thiat prpbab]’WV\
everyhyboffly else in-~this is-sue” haVeh”t." 1t’s greatl’ i

3HilHA 00::3R?0HD: 3s that’s heu a dybbut -forts, Thants". That
expedition % 3J first yaie, and nou I’m really sorry | missed
the rest of the adventure-. "Reb Outhbert and Dovid ben D"ovid sm
said (?) to say Happy Heu Year to Duveed.

lib1 BUR7A33.3R: Thahxs for the specs on Ranger*-. -"(toy If soiebody’
vould- do the-"-so.ms fbr--1llusio-nist.) Granted that %.i3 nuiber. of --"
spells are" too” he-vy/but 1 t_..i.a2 you’ve -~0.i3 overbo/ri“tie- other"”
-ray. A poZzrerful fi-"-ter li itrd to a s ,:-ll set of very passive
s"oslis Bse"IS s'o nhe " i"icFh-*-ruous. Liiti hl.h/her to the ful$S set
of spells for one m.u./cieric level as f-ou suggested uiti thee W
ch.iractj:-r -ett"li - -li-s/her.c loice, |If you don’t li.:e t.ia,t, non
pbout a little “-lore "flexibility, Allo"-r use of hornal s-l"esp -vith-
Ran"-Zer beia- honor bou..izi to protect anyoie sleet from hep.iH by ot-
her Zwvenber..” of t.ie nertygoubstitute short range Olairvoyi™nce ,or
Disnel Hagic®"T«r Infravisioa (too many ether h.ja to get™it.

Give the option of Heutrelizo Poisen or Oure/PurifyAnd uncroex
Limited Tfish— m.ayb§8 allo-a3”bisher to pier on? nonoifensive spell
from lover Ievel (I I —to*l It m.u, or cleric), “* ]

G,I, HO"AID? 'Your Ohess’ien are gre-t, enSociailv®"the"-Anight’s
.att«6"c>hode.//1 1it3 Phobic Projection, Ho; about a siia."itly dif-
ferent® version allo;hn” tie"caster to t.er6 r a shiscted-pnobia, . ;
(rnag£.i3 a-fightar suddenly developing a fear of edged veapons.) *©

3TJvd Pi".ni-T: lhat do you do to get accenS to-"j~tio""Specidr ixtra-?""
ordinary table; you never sold. Your “Oure Toumds” s.rofd“is too
nuca. A nice notio-i, but 1ov do you xee™. ¥t ffo” oaring t"abse
hit in battle,//Anorel 1eehs Heutri-.!; = g -0

CMitllH rJO3: lipfes®ed riders roincarlatia: e ?. opebslte sexed ;

Perns, G.ac’c, but it .seems logic-’1 so.ae ho u ™ A ouestloa-"on Pern—*
-you a.-‘ndl-e pern : ting, it-3 effoct on b go: "0
i5Tie bet "33n the eriders of t W -7-t3d dr -one?"

t ne set of drgemoas tHEh t.ié WHabivgany/Diaaend bresd overly

S-S lo r levels. of the-dung SIhi /" 1" §0 uoed
a.breiso (haves primemreaulsit 3pA"rpungg

SIladness, your Oina?" non/32b-ohlr-3 h-Ve gpatrol 6v That



tlie victi“as..,ppJI/ ~iorpa into.

21eN?IG PAIADIN™j:: ICcnicin 5 3t”v- irointosn) | can sea it
for ITssro and Glories, lout no.t Thieves (a sup3r-La”rful-,”eu-.
tral?) 1 thinh a tj’ps of holy relic for each, ahin to the /i*h,ft3m.s
Holy 3-rord. Does it only add 1 0 to saviny tero ;s, CGrej"-haylc says *
Virtually innuiie, Thatever the liaits, | agree that Paladin-ma-
gic users should be more imnune to magic and Paladin clerics bet-
ter ,a™'%,,hi0, cure voynds, -
3THVD -I0IHIQ,,3H; “1he edged veapon is sacred to human sacrifice,,,*”
.great ju~ti:-rication for their nonuse, but only,by la*rfuls
and non-Ohcaetlclisaning Hsutrals, Hvil High Priests, might almost
be ,s3qt®Gted " have such a sacrificial re?non.

I1I0HAHL1 GADLO TAY; Those illustr -tio.n.3 are fantasticl lore, pleasel

HIOI "JI"ITH; Oharacters rac'h above 1-20 are demigods. As such* -
they’1l~see"f, the compan];" of other doml3ods, i.e,, a.3B"ad to hea,van
and nonolayer status, 3uch a nont)layer charo.ctari,might,re.mr.in

in.fa Tpry limited Inter."’ctio.n basis, as uy Duiiab-opf "Mo s retired...
to a rptjrect near Voslet to meditete end study (occaesionally pu.™-
IIshingr .rasaarci results in Thaumeturgic A.:ierloan« Demigods, thaf.
have: acscended could be ~cnll-aVvle"™ by forTier Vo-.;"radesand, ™

might even, beco mk the basis of cults *nte t leir earthbound possps.-
slons elevated to the status of holy relics, (And this iIs Vha-

Holy Jocx3trp..p of Ozabric the Piocre, rhich adds / 2 to strength.)

Bye folhs.,

lev doHoff

(I”rry for T.ir.t's probably a/.nful mrenro"g-.iy fault, not lee’s,)

JJ en |



ABZ-0ZA 8\
by Larry Stehle, 1144 11th St., Santa Monica, CA 90403

Greet ings one and a I! If the name 1is familiar, |1 am part of the
infamous group that gave you the Manual of Auran ia, which, by the
may be* bought "at- Aero ff oMiies, 1319 Santa Monica B F¥yd;, Santa Mon rC(?Z
CA, 97040 1 dr- or<i®'red; "by ma ih""-tron #f1is address:
?“ Hugti- K. Singh ..0 s -Cc.

1542 19th "~toee-py - FF-""':; ;

JModj ca ;; CA 90404 =

costs” 42 .00-"pkus 604 fOr postage and hand ling
There, 1’°ve got that out of the way. (You "re® wei come , Dan & Hugh .T ~

Dep>a*r-tment O-jt'd-rLycanthropes & other things tiittap le by mag 10 ™
weapo“h-s on ly At Adrp HoPbies,, during the l1aSt crampa ign of".":b&D, "Wey
all decided on a way +0-cure the difficu lty of tycanthrop®fes "&~4Ther
creatures that could ondy be hit by magic and/or silver, as d couple
of characters had come back as were-bears. Characters re,l ncarnated
as a lycanthrope- class are more like shape-changers (see Manual of
Aurania for shape-changers) than true Ilycanthropes, s

In" Greyhawk, p 29, 1in "Monsters and Treasure," 1if states regard ing
Elementalsft "They, are impervious to attack by creatures which dp not,,

haver fnag ica I' a?)ilit les: i.e. Kobolds, Ores, etc. un Tess, the attack.r
ing"” c*feature- is of 4 or.more hit dice in strength "™ Now our prOup

dec ide0" thaf any creatiur.e-w-tb.. hHt dice could attack a monsteH that
cou Id"ite-" h11 only by magic and/or si lver It cures a lot of* Oi fFi-/
culty"with |Iycanthrope piayer. characters . Feel free to comment.”
Department Two--Demons trom the Ma"nual“of Aurania: to improve”on thie
Demons of the Nether Depths in the Manual of Aurania, | have the foll-

owing additions to be used as the DM wishes:

Class C Demons: use DIO for HP. Class B: DI2. Class A: D20.
As per Eldritch Wizardry, all these demons have the power to teleport
with no chance of Tfailure, infravision, cause darkness and '"gate" in
other demons. All demons may:~ Read Magic - Detect Magic; Cause
Fear (as Fear Wand); Cause pyrotechnics; See invisible or "phased out"
creatures/ characters/objects; affect "phased”™ or astral creatures/
characters; Be 1immune to age, disease and withering; use phantasmal
forces; shape-change to humanoid form.

Demons, of thp Nether Depthp. ha.ve the power to act as a Rod of®
Begu i ling® and wilf us’€ it in human form to fool characters into doing
something for them.

Class C Demons: Telekinesce 8K GP weight and '"gate" in other
demons as follows: Type 1 (1-6) 60/, Type 11 (1-4) 50/, Type Il
(1-2) 40, Type IV (1) 30/, Type V (1) 20%, Type VI (1) 10/.

Class B Demons: Telekinesce 10K GP weight and "gate"™ as follows:

Type 1 (1-8) 70/, type Il (1-6) 60/, Type M1 (1-4) 50/, Type IV
(1-2) 40/, Type V (1) 30/, Type VI (1) 20/.

Class A Demon: Telekinesce 12K GP weight and "gate™ as follows:
Type 1 (I1-10) 80/, Type N (1-8) 70/, Type 11 (1-6) 60/, Type IV
(1-4) 50/, Type V (1-2) 40/, Type VI (1) 30/.

Named Demon: I leave it up to you.
PSIONIC ABILITIES Attack Str. Attack Modes Defense Modes
Class C Demon 175 A,C,E F,G,H
Class B Demon 275 A,B,C,E F,G,H
Class A Demon 375 ALL ALL

Named Demon ' 475+ ALL ALL



All of the above powers are Innate abilities that don’t suffer from
dexterity penalties; effects are immediate. All powers mentioned ¥n
the Manual of Aurania also,do not suffer dexterity penality, penalty
due to level. etc.

"H
Department iThree: Comments, \(not many)

The Volcei of Dariomorer: Nazguls rode, " loathesorpe beasts,,"t not
eagles. These™ bea,tts wene a typte of flying, r~eptile., The 1,976" To lke in
calendar by the brothers Hji Inde,b;randt has an exg.ellent pa intiIng .,of,>hat
I mean. One thing that se.eimsj to. have been fo.rgotten about the Naz"gul
Is that they were afraid hot ,tiye -and the namerE lbereth. Their strength
at night was greater; a,ng they hadi ari extreme Iy loud, piercing, fright-
ening cry. Another effect of the Nazgul was that anyone near them for
any length of time /= affected by the Black Beeath, which resulted in
despair, unconsciousness, bad dreams and, after prolonged exposure,

death. Athelas (a plant) was an leffective remedy Zi.n the hands of a
Kthg. 1"d allow for an effect {by a paladin™ Jlawful full elf» or
any king.--102 i ’ s

Morgul knives vapetfized when exposed to the sun.

As fTor the Black Captain> he was killed by Eowyn and Merry (both
of whom were hardly, 12th level) and so 1 believe a Nazgul,could be hft
by anyone, 1if they had the right weapon to do so.

AM of the above was taken from the Guide to Middle Earth (so
don"t scream at me! Please?)

Not enough room orOtime tor too much more, so, ,on to
DEPARTMENT Four: Monsters and Magic Iltems

EBONY DRAGON: , ;. -J -
HO: 13-15 AC: 2+1 Move: .9/24 Lair: ,65p, Treasi see be 10w
8§ app: 1-4 Alignment: _Law,(l)/Neutral (2-4)/Chaos(8-6)
Larger relative of the Black Dragon. Lives iIn swamps and marshes,

Breathes a highly powerful acid in a line (8" x I') or a cloud (6"x6"),
The acid will eat away m.etal as well as flesli, so that normal armor
will corrode and fall a,part after: one turn,.unless cleaned off starting
the melee round after being, .hit, the cleaning taking four rounds.

The acid |Is very pwerfu.l, so a ca.pe or some other cloth 1is needed to
wipe it off as the acid will destroy whatever is used to remove it.
Magic armor will also be ruined by the acid un less cleaned off af it
fails to make 1its saving throw (see D&D, Vol [I1). Magic."armor i-hat
fails to save will corrode and be ruined 1in a number, of turns equal to
its adds plus one turn; e.g. a suit of plate +1 would be destroyed in
two turns, ,+2 armor 1in three turns, etc.,. Armor destroyed by the acid
is totally destroyed and unrepa trablel ’

Ebony dragons talk 60~ of, the time and @.,n, uee. magic fTrom 1st

to 4th [level 30~ of the time. ,,-lf an Ebo.ny Dragon 1is Lawful, there 1is
a 10~ chance it can use clerica l,epe lls Jfrom Ist to 3rd . Very rare
to tihd one [like that though..,, Found asleep ,3.08 of the time..

Bites for 4-40 points ot damage, claws do 1-8 poirits damage and
the tail does 1-10 points damage.

Treasure: Copper: 457 2-.24K Silver: 60f. 3-d8K Gold: 65f. 2-24K
Pl at imum: 40n 1-1,2 K ol Gems &.,Jewlery: 40/" “each, 2-20
Magic: 30" 1-7 items possible

or 4 + | Potion and 2 scro
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e STALES ;6f (SRAMARVE '™ . * n
the second 1in a series "of artlcTes concerned with the 1life ard times of
Morris the Marauder. Presdnted by Eari W. Baker, 245 Clark, Chill
cothe, MO 64601. Telephone: (8i5) 646-5679. Age: 28. Married (
think that*s all of the information requested in A&E ~15) »

: When last we observed our intrepid adventurers, they, were, qu
lieking their wounds after having®" attempted, to deteat a Fire .Giant and
seven He Il Hounds. " . t

thorough liyl'disglisted W ith" Morr is and his ""brilllant”. i.deas,f,ot" reap-
ng “easy :gai"nv Atar ic, SparroWhawk , Sean and Tra ff dec.amped a,nd made
their way back to Rizal. Morris, Peter, Patrick and Eric were not so
easl ly daunted Bringing the mast, sailcloth, rudder and swee.ps from
their wagony they choppeci the drawbridge loose from the cast le,;. dropped
it into the ‘“lake, stone steps® into“the causeway, and Into the, castle
wall oppost tel the causeway, and converted the drTawbrtdgej tnto, a,,irat,
These actibns tookitlve days, during which numerous.orcs”™ fighttpg,men>
kobo Ids,i. a bugbeat-and two holy goblins were either Kkilled driven
off.

Having accompliShbd” mhis, they spent the night "fiha li?ing their
plans. The next morning as fhey ex ited™hgm the west outer tqwer,
there sitting in the" tiidule of the raft was a leather-looking individ-
ual irt gray robes with a“"tall cone-shaped "hat; he was gripping a
weathered s ix-foot*”staff . Not desiring to. anger ong who was so obvi-
ous ly a’high leve ! “magician, the group inttodu.eed themse lves and re- ‘14
guested the reason fTor~his unexpected presence in their midst. . .

introducing himself as Thandril the Mighty, he expja lned that he
had been drawn from his arcane rever ies by a "s"eemi"ng" that he w.aSj
soreiy needed. Following the seeming had led him to the cast le,and the
raft. REalizing that ha®"ving a powerful magician 1in the party would
greatly enhance their survival prospects, Morris Off"e him,one third
of "any trasure found 1iIn return for assistance in the ir exp lor.ation of

the castle. Much to Morri®"s™” relief, Thandril agreed to these, ,,terms".

Patrick rowed the raft to the handholds which Mpirris h,ad cut in the
wail of the cast I'"e "hext to" the drawbridge, and from fhere, the res,t of
the paOty climbed®"“t™o the top of the castle wal

With Morr is in; the lead, the.”" group headed east on the 15° wide
wa lkway wh ich was along the top cf the castle wall. They passed
through the east tower which flanked the entryway and started™ out onto
the next sT"ection of waikw-ay when Morr iS sudd®en ly stopped wi,th a sul- :;
pherous curse . There","* fifby feet put oh the walkway, lay the* .body,, oTa
man. The group cautiou"S"ly adyanceb ah"d exam ined “the body. it,, lay.,: v
facing eas"t with "a""sWo"rd bh"thfe wa"ikw.ay next to~his outstretched hand., -

He~was dreSs 3d" 1rm™a suld of"si (very ringmail. It had done him no good,,-
however, since his head was cleft from crown to shoulders. Leading
east qlgng Ehe walkway was asmall line of bloodsta ins,

- iw n zi

The group rapidiy stripped the ringr'nail'lll"tc;fn the body, collected
the sword, and headed back west. When they ,reached the point abpve the
raft, the’Bword and arinbr werp, IbWerdd to Pafr 1ck for safekeeping.,.-, The
general TfTeelihg®of the"-"groupl’a*h*"thi + ime .was thaft combat-:-shouJd. be..
aboided, so they now"headed west.- "They reached the pouthwest cprngr
ef the tower without ncident. ° ‘



Upon entering the corner tower, I7~handrii made a few mystic passes
and stated that in addition to the stairway down and the ladder to the
roof of. the tower, there was a hidden tunnel in. the southwest corner
with a ladder leading down. X

Now Morris had learned from Traff, the hobbit thief, that there
were a number of large birdlike creatures nesting on the roof" of the
large building at the north end of the castle. Morris had convinced
himself that these same creatures must have removed the body and
weapons of the Fire Giant which the group had killed (see Tales of

Gramarye In A&E 14) . Morris was certain that the giant’s hammer was
magical and, of course, giants always carry gold. For this reason,
the group mereiy noted the position of the tunnel for future investi-
gation and headed north. , }

They advanced fifty feet when ou™ of the next tower came a large
humanoid (ogre) with a rust-colored stone club. Morris and Peter
advanced warily, and the three were soon engaged 1in mortal combat.
The Ogre wyas dispatched wi+h only minor wounds to Peter and Morris.
The rusty color of his.club was determ,i ned”to be dried blood, and. his
pouch yielded 350 gold pieces.

The group cont inued north with Morr.js and Peter in the lead,.
Thandrtl was called upon to examine-each tbwer before anyone entered.
He, found nothing in the Tfirst tower. jn the second tower another
stairway going down was noted. Upon leaving the second tower., the
caution of the group was Increased by the fact that the entire section
of walkway between the second and third towers was b lackened and cov-
ered with a, coating of ash. ThandriJd examined the walkway and, mut-
tering something about 1idiots and oil, headed toward the third tower.

At the third tower north, Morris caused his sword to.flame and
speedily destroyed the giant spider,therein, A quick search resulted

in"the discovery of a pile of rusted®weapons and armor. A more
detailed search (curses!).resul ted in the discovery that one axe,,
only lightly coated with rust, was otherwise sound, and that rotted

money pouches"found 1in the armor,contained 100 gold pleces and. 180
silver pieces.

No sooner had the booty been pocketed, then a Joud roar Tfilled the
room and a mighty blow knocked Peter to the floor. Turnlng rapjdly,
Morris caught the Owibear®s next blow on hiS shield. ERic drew his
mace crying "Thandril,”™ but lo the magician had ,van ished . ,Mo.rri s,

ERic and the Owibear exchanged b lows whi le Peter regained his footing.
Morris took the brunt of the attack, receiving moderate, damage and ,

began cursing®"the missing magicker, Next as Peter and ERic struck, ,
ding substantial,damage, Morris received a hug. His sword and bones |,
creaked, but held,, though he did sustain more damage. ,Sudden ly, from

the shadows .beh"Ind the owibear, came the Tfigure of Thand ril, dagger
flashing. .The Owlbear,dropped dead, and Morris gratefully rolled from
Its "grasp.-

While the others rested, Thandril examined the body of the Owl-
bear and pronounced It totally lacking in items of value.

Even more cautiously, the group advanced toward the next tower.
They reached the northwes-f corner tower without further incident and
turned east. They went east NO feet, passing another stairway down,
and turned south onto the roof of the large building which Traiff had



descr ibed . They wa lked "-frorty feet south and saw that, except ton a
walkway we"st and a space”™ about 110 feet by 240- feet, there was. another
level to +he building. And that they were oh- the 1iower level.li They ;
advanced: another thirty feet south to what appeared to be a hexagonal”®
we 11 and, teni feet east of that, a siid"ing door in the roofv L

Morri sbrash as usual, dropped a torct down the well to try to
determine its depth. Before the torch hit bottom, the air was fTilled
with the sound of beating wings and singing. Morris called up a wall
of flame one foot from his body and began to draw his sword. Over the
edge of the roof from the west came fTour sword-wielding Harpies. All
party members, except Morris, were unaffected by the Harpies’” Charm.
Peter and Thandr il were each attacked by a Harpy and poor-Eric was
beset by two. Thandril and Peter each dispatched their attackers
rapidly though neither escaped unsCa*tied. Eric fought valiantly but
he was badly wounded before anyone was free to come to his rescue.

As Peter dispatched one of ERic’s attackers from®™ the rear, Eric Kkilled
the other and fell dead. With the Harpies dead, the charm on Morris
was broken and he came to his senses to view the dead Harpies and the
battered body of his friend Eric.

Taking the rope from his belt, he said, "Let’s see if -there are
any more of those devils ab5ound." QiJickly Thanddil climbed the
fifteen feet to the roof from Which the Harpies had come and secured*
Morris®"s rope. When the others too had climbed up, they saw that they
were on a roof approximately 200 feet by 400 feet and that in the
center of this area was a large ten foot square and a six foot high
nest. They advanced warily, but-;-there*-w"ere no other Harpies 1in resi-
dence. A thorough search of the ne4t yielded”2000 silver pieces, two
jewels (]JO GP, 100 GPP) two bracelets (1,100 GP, 6,500 GP) a scroll
and a potion. Morris muttered 'damn cheap b”rds," the treasure was
loaded and a quick confeJdJ”™nce was held. w"

It was decided that the mo-~t,rr*spongj ble course of action would:
be to take ERic"s body back to Rizal for resurrection. The nest was:!
put to the torch and the group then returned to the south end of the,
castle by the same route. They had to outrun a Black Pudding along
the way, but no other monsters were encountered. They lowered Eric’s
body to the raft and climbed down to Join Patrick.

They recovered their horses from the Ents but were required to
leave the (mithril) rlIngmail and the axe (t]JL which they had found.

The group rode Tfor five days and confrontations® with the unfriend-

ly creatures which they met were avoided. the next day Morris was
going to begin a forced march so that Rizai could be reached in two
more days travel. "t

Late that night Peter woke up and realized that it was well -Into
his shift to guard. Thandril had not awakened him! The camp was"
quickly roused and a thorough search revealed that Thandril and th~
fastest horse in camp were both gone. A TfTurther search indicated
a number of losses. Eric’s silver Horn of Valhalla, Morris’s Sword of
Sharpness, Patrick’s Ring of Fire Resistance, Peter’s Ring of Water
Walking and Bag of Holding, and the two bracelets, the scroll and the
potion from the Harpies were all missing. Swearing a mighty oath
against Thandril, the group began their forced march to Rizal.

They came safely to Rizal. - = -



Since their return, ERIc has been resurrected, subject to a con-
tribution of 12,000 goid pieces, and owing t quest to the ARchb ishop
of Rlzal. Morris has inquired and discovered that Thandril the Thief
is a citizen of Vetluga, the pirate city in the northwest corner of
the Devil®s Waste. He has vowed to bring to Thandril the Justice of
the sword at the first opportunity. Peter 1is under training to
rise to fourth Ilevel and Patrick and ERic are both under training for
third level. The "BUM and Iron is currently resounding with the tales
of Morris and his men®"of Gramarye.

Plans for further adventures are afoot.

For those HAnteresteti, Thandrit is a 7th leMel Thief with a Ring of
X-ray Vt'sl-On and a "dagger +2.

MAP OF ThbE CASTLE -- AND ROUTE

Tunnel down

Bpdy in Mithrit Ringmail
. Ogrf .

Burped Green Slime

GiantSpider

Owibear

Four Harpies » K
.a We il , ,
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Now some comments and answers on A&E ~15;

Tantivy: your Church of Devout Cowardice sounds interesting.
Perhaps you would consider opening a mission on Gramarye. \i10K--LG~]

Search light; I’m sorry to hear that the Blackmobr D&D adventu*"e
was so bad. I got in on the Blood Cup of Noth adventure which was
offered as an alternative to Blackmoor. It started out frantic but
improved as the game progressed. Though I may be prejudiced since |
won it. I was disappointed at Gencon in that |1 couldn’t get in on any
of the open adventures. I don’t know 1if it was:clownishness or what,
but every time 1 tried to get involved | was,told that they didn’t want
any more players.

Kill Slavus the Clever: 1 agrefe- that Sleep Is powerful, but it
works better with saving throws and limited effect. n

Echoes from the Cavern: Death on Gramarye has been Very perma-

nent (100”) until recently. Now it 1is possible to ra isod (if
anyone survives to drag the bodies back to town).
1 agree with your comments on Vampires. F properly played, a

Vamp Ire cPn be almost indestructable.

Mockturtle: A good story and ah interesting way to get rid of
a Slime Devil.

Kirel’s MIrror: Morris came by his strength (20) rightful ly. He
started out at is”° arid aver six expeditions found “three Manuals of,”"
Gainful Exercise. For nonhumans 1 use the modifications from Tunnels
and Trolls. This does not throw the game off because, now, character
type (human, elf, dwarf, etc.) is determined by roll of the dice with
only a 20% chance of being non-human. “Out of the last thirteen char-"
acters created, only one has been non-human (a hobbit). Most of the”
characters 1in the expedition above were created before 1 started
requiring a roll fbr types but even they are not, unbalancing the game.

Many Worlds: Goodpoint on noblesse oblige. The Gramarye
adventurers could have recovered the bodies but they didn ’t try. As
to why they irritated the giant TfTirst, bsk them. I was the DM, not,
one of the characters. They probably Tfigured that he would come out”
when they started tb take the drawbridge off the castle and wanted to
meet him on ground bf their own.chopsing . Good Dumb Monsters. Are
Gygacks good/lawful or evil/lawful? Down with the Four Fold Way!!

Eney’s Faull: Phlogiston eater is useful but what pan destroy It?

Realm Fantasti c Missed seeing you at Gencon. I was In the
morning sees ion of the 100 man elimination, then stepped into a Wild
Gygax adventure at the. Legion Hall., Maybe next year.... °m- .

Planerium’s Pulse: Good monster listing, but ybur; disability -~
table .must have some strange .looking®™ hUTnans around®.” People are" odd

enough without those disabilities. How about special characteristics:
epileptic: 5% cumul ative chance per me,lee round of having grand mal
siezure resulting 1in incapacity for one to six turns. Aisb. With a°
D% chance of acting as a fear™ spe.l 1 bn opponents.?* "7

Safe descent!



SENILE SAGE
against my own best judgement and the advice of my friends, wri tten
by Robbert J. CM fford, 812 S Arl ington Mill Rd., 8\, Arl ington,
VA 22204

This 1is my first .and probably Jlast appearance in any publication. |
am imparting on this masochistic endeavor 1in order to present my views
and experiences of D&D. I am even going to commit the unpardonable
sin of offering new tables. Readers are .encouraged to make ANY use of
this article that they may find appropr”™i alte.

I haee always fo.und it unrfe,alistic (unrealistic? in D&D? oh well)

that players choose their race. I know no 1instance of this occuring
in “real, li.fe’ aild woui,d\b,e Interested 1in any information others may
ha*v#" of such art incident. So | have concocted a table. Each player
rolls for race on a 20-slded die along with other characteristics:

01-10 human = | 17-18 half EIf

11-13 dwarf*" , " 19 hobbit _

14-18. ~ ei.f..1 20 exotic -

Since, 1iike everywhere else, there are people here who like to play
Ron-standard races,” | ti./e ah Exotic table; it"s not yet complete, and
I am open to suggestions as to additions. Before the screams start,
I"d like to say i don"t like some of the characters either, but. Mm
willing to give, any.one fpe chance in 2,000 to be anything. Suitably
limitec , of cQMrse."J;

LF®  ExoTic TABLE
01-02 Halt Orct\-"" "30-32 Leprechaun 55 Titan
03-04 Cehtaur." 33 Werebear 56 Cyclops
05 “; IEnf" 34 Weret i"ger 57 Cyth ian
06 Giant, C lodd 35 Wereboar 58 Yeti
07 Giant, Fire, 36 Wererat 59 Balrog
08 Gjant. Storm , 37-38 \Werewolf 60 Chesh ire Cat
09 G rantj! ",Frost * 39 Wereeagle 61 Blink Dog
10- 11 Gi"ant,” nin I\ " 40 °© Were Koala Bear 62 Sphinx
12-13 Giant, Stone , 4r Werefox 63 Sword
14-18  (5nome 42-49 Ore 64 Trol 1
19-20 Goblin , 50" - Werewo lver 1lie 65 Thark
21 Griffon 51 Mi notaur 66 Syntar ian
22 HT.ppogriff 52, Pegasus 67 Pernese Dragon
23-24 Hgbgobiln . "53 Pixie 68 Hoka
25-29 . KobaM w54, ~; Unicorn 69 Te 1k
As stated above, th'e tabie Snot finished. A similar table 1is being
comp lied for re lticarthetion , sTrice this is al so supposed to be randomly
assigned. This tabie”may appear”™ in some later edition of this =zine.

Speaking of reincareatiqn, we play that in reincarnation a pharacter
keeps"his wisdom, inte ljigence and constitution. Other character-
istics are rerolled wlth attention given to Just which species he has
Just become: i.e. we modify the die roll. We use this system because
we Tigure the mental attributes, 1intelligence and wisdom, are part of
the personality or soul and would remain with the spirit. The other
characteristics are dependant on the body inhabited. Constitution 1is
translated as "vitality"” or life force. Besides it makes constitution
more important since you can®"t jump to a new body when it gets low

and continue th” same character.



This looks like a good place to offer my additions to thedungeon.
First a mew magic ring,

- »; WERE RING,
An aleaindrite stone set; in a platinum band ,(apparent value 250 GR),
It is usable once p,er day, when activated. The bearer is ..random ly
changed to. one of the lycanthropes, in the list below. Al 1 possess-

ions, except those in the! tsaner is, hands, vanish to reappear with
the original .body, i1 This can be interesting it he 1is the only owner
of a despii rate ly needed place pf equipment.. The bearer, must remarn
in the .lycanthrop ic form fpr one full hour and on ly one .hoiir.

Ring table (roll on DI2)

1 Werebear 5 Werefox 9 Werewalrus

2 Werettger 6 Wereeagle 10 We repigeon

3 Werewolf 7 Wererat - 11 Werekoala bear /
4 Wereboar 8 Werepengu in 12 _.Were duck-rbilled platypub

t

We rep igeon: missi ie, h++ack/round, must attacic from overhead
treats ajil targets as AC 9> t4 to hit. A hit,.causes the receiver
to be Incapacitated for 1-10+rounds.

Were koa la bear: all intelligent creatures ,must save w", spell
or become Charmed;. mChaot ics save +t2, Non inte ljig,e,nt creatures/ .
are not atfected by, the charm.: Hit with weapon goe"s, T pt. damage.”

Were duck-billed platypus; all creatures seeing it must save
vs spell or go into convulsions of laughter for 1-3 movement rounds
Attack with spurs does | pt. damage;., second ,move,..iSi in water

Werewatrus: attack with tusk dpes 1-8 pts damage. ;Second
movement figure Is ;for water-.

The figures: in paranthe:ses under hit dipe are for" characters,

using the were-riag. The; magi c itern.has prd'yen, yery.. =usef'ul fPr Ilow
level groups.;, ".with® the limitations of time and- power of the lycan;
thropes, it is nicely limited. Don"t laugh off these monsters untt
you have fought them; can be, quite formidabl.e. T

Kind of Were Number AC Move Hid Dice Larr Treasure
Were-"pigeon ; 1-.100 3 T736 I(Ipt/level) _, 757 1- 100*
Were Koala ;1 2,1-10 8 3 2CIpt/leye 1) nil nri, "
Were platypua ; .t 8 2/ 12 2(lpt/ leve 1) . nil nil
Were-walrus +1-2  ,,  5- 1712 5(1/2 die/lpyel ) 2 nij, nil™*
*Nlere-p igeons treasure 1is exclusively bright/pb+s N

AnCther mortster/trap.of intsnest is the BALOON aka MACY®"S THANKS-~
GIVING PARADE. In the form of a giant or dragon, it cMii cause great
consternation among low level characters and lead to some very"
interesting by-play among the players. For :the more .sadistic DM,

the balloons can be fjilled with hydrogen ,whlch can be veby”hasty

wlth any:ignltion source such as a torch or lantern. Even "a spark
from metal against stone wou Id be"enough. 11 Has proven yery effect-
ive against the high leve l professional dragoh killer wlth “hjs ™15
armor, +5 sword, invisibility ,and haste who Joves to "knock off "
sleeping dragons. According -to the size, the balloon of Hydi-ogen

can cause a fireball of 3-12 dice damage. Of course any other gas
which hits your fancy or fits your dungeon can be substituted.

A final piece of treasure for those who like sea adventures 1is
SKIDBLADNIR. According to Norse Mythology, this was a magic boat
made for Freyr by the dwarves. it can be folded up smal I enough to
be placed in a pouch and unfolded to the size of a ship.



So much Tfor the news; now for the editorial. As 1 stated at the
beginning, this may be a one shot or at best a highly erratic
offering, il fftid writing hard work. . ! never can find the right
word or phrase;,”™ ™ 1’m an.abysmal typ ist and spe ii,er, so if this
articl® i® in the least coherent or "legible, it will be the result
of the ~dithng done by Lee Gold. Add to this that 1 am naturally
I"azy and you "Wilr see that this, is not a labor of Ilove. But 1 do
occa”Tonia Il ly have ideas on the" hobby and feel that others should
have an ®cpp"“ort®uh Ity to consider them for whatever their worth. |
will gladly see any CONSTRUCTIVE criticism on anything | present.

I almost forgot one of my prikme offerings: a new entry in the
hit point controversy. In my dungeon, a character gets just those
points that he would normally get from Greyhawk., At 0 hit points,
he 1is comatose uhfi*l he can regenerate, and at®" minus hit points he
is dead. However, in between these points things are played slight-
sly different thbn |1 have "seen done elsewhere. What happens is.
that in any melee""rbund in which a character takes damage equa |l to
one-half of his remaining hit points, at that time he has a chance
of 1"bsing consciousness as a result of shock, concussion, etc.
Th is- chance™ Is] equa | to the percentage of the total number of hit
points“he i”sbelbw his uninjured total divided by his _un Injured
total. B S

sieve
For exampdike, a fighter with 20 hit points is whittled down in gbm-
bat to 8 "hit pClnts le"ft. He then takes 4 points of damage all in
one mele® round. Theireé ds now a possibility that he may lose con-
sciousness, "sinee he lost half his remaining hit points™in this
meJee round®. That chance 1is equal to 16 (the tota l .he Is below his
un Injured seated )d iVided by 20 (hit total hit points).. or 80p

One of the first things noted is that when there is a possibility
of unconsciousness, it s always at least 50p. This leads to some
drastic changes In tactics and wounded”and unwounded men are con-
tinua Ily shifted in formation, No Ulonger do players stay in the
line until the fast instaat until withdrawing to be cured. It makes
things far more realistic (that word again) with partiesfightlng
to retrieve thefr unconscious comrades. It also adds a dimension
common to mythology and fastasy literature but all but omitted from
D&D: capture. How many times was Conan bashed on the head and
captured only to escape later? In D&D most characters fight to the
death.

Two Final points: first, unconscious characters regain conscious-
ness upon being bandaged and in other ways ministered to.. It takes
about one movement phase. Second, since this does weaken the char-
acters, it is also applied to the appropriatemonsters.. 1 have

seen it save lives where monsters ,ignpred!;lnegf bod ies,o,f unconsc ious
characters "and "concentrated on those 1idlots with. swords .,,,,

FINIS



Martin Eastertrook writes EEOM ISLE

Number 1 of a D&D zine published from ~ Physics Dept, Royal Holloway-
College, Egham Hill, Egham, Surrey, England, . m

Greeting®"Sc 1 hope you don"t mind the addition of a 1"st-level
typist to you mad and merry party. Before 1 proceed perhaps 1°d better
point out that I1°1l1 usually be one ish behind the re.st of you since
I can"t afford the flying spells needed to transport A&E across the
Atlantic, Secondly the repro may be a bit strange if Lee"s duper makes
its save against European stencils,

I "11 start with a general description of how the game Iis
interpreted over here, Reading A&E some of your campaigns sound
like ours and some have marked differences.

firstly magic - Magic users may only memorise the number and
levels of spells shov/n on the D&D volume 1 tables. They may use.
each of these spells once and once only per game day (this usually
means once per expedition) and they must choose which spells to
memorise before going on the expedition. They may however read
magic writings or spells from scrolls without recourse to a “read
magic®™ spell. They may not use armor, shield or any weaponsmother than
a dagger, or in some dungeons a steel tipped staff which acts as
an unwieldy mace,

mClerics - These may usually use armor and shield, "though
some dungeons limit them to leather armor. They may use their
spells once per full turn provided that they spend that turn in ;
prayer rather than fighting, running or casting other spells.

Combat - This 1is usually as per GREYILIWir, I"m the last DM 1
know still persevering writh BLAGKMOOR, Just at the moment a lot of
DM"s are converting to modified Tunnels and Trolls combat systems
but 1 haven®t had a chance to play with them yet.

Characters - "“his seems to be the main area of difference,
We live in a smaller country than the US and playing®contact.,
between DM"s seems to be much greater, hence most of our play
tends to be under a "strange® DM rather than a familiar one.
Despite my glossing over of diiferences betv/een DM"s they still
exist and many will not accept powerfull characters/items from
dungeons they are not familiar with, therefore the average player
here, will have; about a dozen characters at anr one time. The e
drawback of this is the ijroduction of giveaway/killer dungeons
where most of your characters get killed and the survivors emerge
wealthy. Even under this system, the highest level British character,
I kox\T of is 9"th level "(the incredible Eronan run by .B"red Hemmings)
but he does possess about a dozen magic items.

Resurrections - what ? I have only come across one character
who has boon reurrected. In our dungeons death usually means Just
that. If #Ou want to resurrect a character there are no non-player
clerics around to help you.

Chaotics - Ve have a lot more of these around as player
characters. Our system Just evolved rather than being designed
but iIn this case I-think it is .more realistic, "You often do not
knox-j your Tfellow players, or if you do not v/hich of their characters
they are running. This leads to chaotic characters being able to
sneak along with laxjfull parties in disguise, xraiting for a suitable
moment ..to grab, stab and run. My favourite fighter managed to



capture one of these unprintahles some time ago, an illusionist
who had combined with his neutral follo"wers to wipe out half the
party. Being Lawfull my fighter found that there was nothing
suitable that he could do to the miscreant, not even his usual
tactic of leaving surrendering cliaotics safe but stark naked

and helpless somewhere in the dungeon to give the next party

a good laugho vihile a course of action was being debated the
wretch saved himself by prayer.

Prayer - This is a system | don"t like, especially after

it allowed the illusionist to @scape. The system, together .with

an account of the above incident, 1is described in ITEWS FROM BREE
17 and "90 Basically it means that characters may summon Gods to
Earth (if that®"s where they are) purely by prayer. The Gods tend
to be very unreliable and there is a "fair® chance of summoning

a God of the wrong alignment (usually fatal). Even so | believe

that players should rely on their oi,wm efforts and (rods may only

be summoned by gate spells in my dungeon.

Magic items - Every_4ungeon will have some inhabitant who, ,
for a large fee, will tell you the nature of any magic items.you
may have found. This renders a lot of crocks useless but is
necessary as you will probably be playing amder a different DM
next time.

Chaotic parties - I1"ve O0llLI7Z been on two of these but if you
want to recapture the stark terror and uncertainty of your first
expedition 1 can recommend them. You know that your fellows will
only cooperate long enough to get some treasure and then the
double-crossing will start. In the first game my fighter (Egdon)
was the leader. Sadly he didn"t have enough money, to"bribe the
gatekeeper for the signs that indicated braps. His, compatriots
did but refused to tell him while still insisting that he lead
the v;ay (trying to lead from the back is often severly punished
in chaotic parties). Result, one gibbering character terrified
of his own shadow. The second epedition was even better,
culminating in a 5 way battle at the end. Egdon tried to fool
cAT”eryone by taking no part in the conspiracies within the group
but instead all7ing against the party with some of the resident
dungeon magicians. (1 hold that this is a highly -commendable act
in chaotic terms). Badly for .him the pushover cleric vjho possessed
the ring of human control which ho coveted turned out to be the
black hearted John wvvesley Hardin, 5"th level chaotic cleric,posing
as a relatively mild mannered and inoffensive 2 "nd level.

Oil flasks - V& allow use of these as fire bombs, with a
1 in 6 chance of smashing when being prepared and a 1 in 6
chance of going out when throvm. Despite these handicaps they
proved exceptionally lethal and parties X'jere simply saturating
rooms with oil until we imposed a limit of five flasks per
person. Other usefull deterents included the placement of
lots of inflammable treasure. This is still very much a problenm
though and we are still trying to produce a reasonable set of
rules for oil.

Dungeons - These tend to be large but usually have no. levels
deeper than -4-"th since we have few high level characters here
as yet. First levels range from 200-2000 rooms. The. best dimge.ons
are of course those with backgrounds to thorn.but some people
have evolved quite complex methods for generating random rooms,
one DM even managed to produce a 10 foot tall mushroom®™ that



iiummed purely by throwing dice,

¥ :h6moinont we are. trying to absors EUDS DEMinGODS AND
HEROSS, SWORDS AND SPELLS and DL.GON 1G2 diich all arrived here
togethero Most people are still wrestling v;ith EW and probably
wMon"t have seen them 7et,,

GD&H seems ok but its scope is r itlier limitedo 1,don"t think
that we will make too much use of it, as.our characters aren"t up
to- facing the Gods yet but the material is interesting in its
own right, lhe main thing missing is some indication of where
each god lies on the alignment diagram,

S&S looks great but it will be some time before | have
sufficient miniatures to try"it properly. It also clears up some
queries .about D&D, stating that the “sleep”, spell lasts for
E-15 turns and that each member of a group takes full damage from
dragon®"s breath (before this 1"ve alvw/"iys thought that D&D
dragons were too weak), A group of us, led by Hartley Patterson,
intend to reactivate Midgard as a home for our dungeons, S&S
should form the basis for our campaigns.

The- S&.3 rules seem designed to emphasise skill rather than
luck,ml like the way that a units morale deteriorates with the
situation rather than changing suddenly. However 1 think that to
be realistic you should do a morale check for each situation
so that a unit faced v/ith (say) 3 situations challenging its
morale could drop 3Amorale levels. Otherwise you could have a
situation where a unit is being attacked fr.om, the front by
undead, from the rear by cavalry and. from the air by a dragon
but still has no chance of being routed. One personal complaint
1 have against S&S is its lack of rules for pike formations, |
act as a pikeman in a group which re-creates English Civil War
battles (somewhat similar to the .SCA) and 1 have personally been
involved in some engagements with cavalry, 1 don"t believe that
the ..rules reflect the fact that it is almost impossible form
light or medium horse to attack pike bodies unless they have
first been softened up by missile fire. The best suggestion 1"ve
s:een for handling this is that the Tfirst round of melee involves
no attacks by the cavalry so that they are simply taking casualties
as they attempt to get past the "16-18 ft pikes. If their morale
stands this then melee proceeds as normal, Personally, 1 think that
the pikemen should also get a charge bonus for the horses running
onto set pikes but few people will share my personal enthousiasm.
for the pike as a weapon,

mSome people saw DRIIGON 1 some time ago as they subscribe
to it directly frora ToR, The general oppinion® of it was *
unfavourable. In particular players here felt that it had too"
much rather mediocre Tfiction which did?i*t oustif37- the qualitj”®
of production or the price and too little D&D content, Numbei
2 seems to be an improvement but 1 still think that it has
further to go, .Go far coverage, of B? games is minimal, it may
be true that there must be a limit to the amount of D&D
material (hence supplement 1V being the last) but there is still
a greet shortage of material on playing W..D outside dungeons.
There is a lot of work which could be done on campaigns,"air, sea
and wilderness situations while still giving the poor dungeon



designer a breathing space« i“iiere must be a potential TfTamilly of
games that can be made compatible with D&D,, How about some varia-
tions on WAR OP THE WIZARDS to make it possible to play with

your D&D charactersa How about some even wilder 1ideas; like
modifying EIGHT IN THE SKIES for flying carpets and dragons=

mailing comments -

Lee (Tantivy) - 1 vjas interested in your piece on SELF CORRECTING
.DUNGEONS, I don*t believe in crocking a players pov/erfull magic
items, even if they were gained by luck, but I have come across

an .alternative balancing system that 1 like. One of the college
dungeons has a set of powerfull chaotics on the deeper levels who
pay spies to tip them off about any valuable magic items being
brought into the dungeon. Once they learn of any they xvill come
out of the deep levels after them. Generally in our play possessing
any heavy magic makes it more likely that the player-character ~
chaotics will come after you. This 1is more logical and adds

extra interest to the game,

Mark Kramer (Voice of Dariomore) How did the rings of power ever
get left out of the original D&D rules? Your ideas are a good
correction of this situation.

Pang (1°d like to slit a lawful®s throat,,,,) | suspect that we
all know a Cheryl, or two. As Tfor Cheryl the worst of these
sometimes end up being added to the monster table,

Sherna Comerford (Write it up She said) | suspect that if you
need to crock rangers that badly you are letting them get too
high too easily. Once you®"ve got high level rangers though 1°d
suggest using .the characteristics of the class against them.
They must spend a fair amount of time travelling solo in the
xvilderness, Tpy wandering-monstering them then,

Dan Pierson (Vultures Roost) - You crystallised a great many of
my thoughts on”D&D, |1 guess that my comments above, on DR/i-GON,
boil down to a desire for more material for types 2-4- D&D, |
hope that our proposed Midgard adaptation should be a type 2
game with each individual nation run by a different GM (or group
of GM"s) comprising a t;/pe 3 game,

I wonder if the type 4 D&D which you mention could have been
a misunderstanding of SWORDS & SPELLS, Even if this is so I am
considering setting up a dungeon for a type 4 game, where a
Lawfull and a Chaotic party will race to reach some item in the
centre (picking up coins, and magic in order to hel]p them on their
way, I think that this will need tvo DM"s so I don t want to use
my regular dungeon,

Steve MclIntosh (Spinward Hoi) - Swine, 1 wanted to suggest that
our Midgard be placed on the Ringworld, instead of on the flat
-~Narth where it is now. Curses, foiled againi

The ladies™; all - "te number of girls involved in D&D in the States
and writing.to. a&E is rather surprising to me. True | have found
that women®are more sympathetic to D&D than any other game the

SF fans hete have tried but few become enthousiasts, 1 only know
of one female DM over here, (Please girls, 1 am not trailing my
coat for a womcnn®s lib discussion but 1 do “fonder why this

should be.)



CHROI®JICLES OP PM"ELT * m * = .-

by-.R. Stevea. Brown 113 State St. Lexington, Ky. 405037 . ; 1

, - Over 0™ oP my L&L time finds me as a M, .funning .a campaign, now nearlyetW#
years old, v.lhe universe/diminsion is named "Dirawelt,”. pronounced like .a; Gprman-
word. Within this domain, spread out over hundreds of miles apart, are five, exist-
ing full-sized "dungeons "and®"dbout ten mini-dungeons=lairs, all produced within. ._tre
last, two years, while d wds in graduate school and had. more spare time-ion my _hands.
Prom w.hat | gather in A&, | must be a rather conservative °IM, since my highest,;;
level player, a cleric, is only 11th level after, all” these games we average” play
once per w.eek. Likewise, while there seems to me to be a®"copious amount pf magip

in my gpme, none of my players have mveh™-accumulated the vast hordes I. read abo.ut
in some of-the A&E,write-ups. |In fact, players are just absut as. likely, te lose,
treasure gs gain it on-any given trip. -Alsoj unlike many of the. campai”s 1, hear
and read about, we do as much: overland travel as®dungeon adventures, " The characters
have lieen. mucking akaut for-around™+ game years. “Por those so interes.ted, some .of
the .._current .characters, .include: a - -

Sentarius - Eaw"fl-~L CI'rvig. Currently .--with-a hard-rearned”-Maco +'5, flate
-n m -n 73, FHAIN"of BBri BEBance, Arauiet of Treasiire .Pinding .(usable .once/
; day,. Staff of Healing. , -
Elk-Wothi - Law - Half-elf, _.6piyi/8W/ACL (thanks to 18 Intelligence:: add a
-" T3. Wipdom) Needless to. say .le. has risen as high as: possible,” man
10 I~ "m[Jnfofuna™fc.e.ly, ha is on .his’last. l.eg..as far as Haise mfrom Deads go.
" Swl®, mChain .2, various scrolls -.ad potions, Lt."-"Bolt*Wand,-""arid
Crystal Ball:
"Landaf"’-"Neu. .- "4L Illusionist Scroll- of Blindness,' Wand of Magic Defect-ion ,
Madoc - Neu."*;- 6L Bard Sw+3/+4 "“ws Bycan.,.:,with various™-abilities.. A special
-l‘"lRope of .Climbing, that, has a. 20% chanco of-: strangling a victim “Cijith
e nHE [ " speciai“conditiens., of course).
"Stanislaus - Neu.™ - ?L TM Plate +3» Sh +1
Thanatius - Lav - 4L Mfrik Ring of Pire:-Resistance and the Bell of Lagoth,
which when rung raises the holder®s level, while, draining-~1-4 1Pwols

off other creatures/players. It"s only been used once, suprise. ,
n- suprise (Madoc was-the one who got “burned the time it was"-USed.)-
=N TrSluren - ""Neu. - 4L Hobbit thief. No..magic. "
—"Amire-"- Neu.- - 8L MU (pronounced:uh-meer-ay), with a wisdom s« lew"that® it

"Fm “_"causes him to cast.the oddest spells at the oddest times."-""Ri-ng OFf
- Bjinn Summoning minus-the Djinn, .which he over-commanded in a“"recent
[ " (current) expe“dition, ..Bracers of Defence AC:4» and .some potieris.- -
Off in"the"wings are: R © Ly ]
Trevesaine - Law - 7M with, a really nice sword Baergardt."" Until M'recently
- "—red been insane for over a game year. Stil.1 not fully reco"Wered.
Artagdrious- - Neu. - "2 Weretiger-Druid .(prono-tmeed: ar-tazh-rer-us) A- test

4 " —"character, with no"m"agic and even less :luck, e um

" Thurin-Daw - Dwarf"6PM/6Thijnf War Hammer®+3:". Has been charmed by a unicern.

Welkin Peaseblos®"som 11""- Neu. - 6L Pixie (My pixies/air sprite"s arc combination
MU/TH with limited magical powers, but with invisibility and Wlnd
Ttentre! powers). .AJso.,charmed-by-the unicorn. - 2. -

Amret - Law --SL Sairiiirai” (subclass of M, see below).. Lost a dexterity point
arid thiid most of Bis, benefits, and so went" off*-bn his®™ own to regain,
his®"samuraihopd, * _0— -r .re *

This group ®'is based""in a barony _koann: ‘as Draco.ny.,. mDracony wits named-sb™1in
honor of the defeat of the “"blue dragon who. uaed _t0; terroriae..rthe:-:land,- and whose
-,—;0air was in a cavern under® the "pre“seht,. looa"t"ion of Ca.eH.;-.Draco, the patr.xar‘ch™"3 m
cas,tle. The cavern has been “connected, to the, castle itselsf ,by a consideiabl-e- -amount
of labor performed by dwarves hired, into "the service of Dracony, %It has taken them
over, four game years to build a'40 x.40 ,keeP»" several wooden buildings, -an inner wall
of 1:00 X 100, an outer wall of "300 x 300 "with nine towers and a gatehouse, a bridge
(with a drawbridge section in<it) across a strategic rivep.~to. the south, and nearly
a mile of hea"vy-duty, stone-~surfaced)Ro?tan Road, as .well as.irebuilding a 300-people



sized village, ¥urnt during one «f the Summer Campaigns against the Baerkirfians,
Vikingitypes to the north. All of which Brings, nie to my first point: how long
does it take to build a castle, once someone has enough, money and is hi” enough
"level to do so? After having fooled around with mariy..:complicated systems, 1 finally
came up with the following.: , . . , -
[ - " ~"Cost in GPs. - ~ of man-days .required to build
Suppose then, a”Lord wants to build a building, as described on page 21, ?ol. II1
of D&D, Cost =2500GP. Therefore, one man could build -it all by himself in 2500
days, according to my system. Since every seventh* day has- to be a rest day (or so
I interpret page 7, Vol. I111), it would take much longer than 2500 days to build
the structure. ,Ten men, a more reasonable-figure, would still require’ 250 work
days. OFf course, th~weather does not always cooperate either, so that no work
can be*perfoiTned during a rainy day (actually some work probably could be done,
but to account for other minor delays, 1 rule that none can), and during sevepe
weather, work"is slowed even more. 1In our example, given 4 rist days a month,
and a yearly average of 10 bad weather days a month, it would"take the men about
15 months to complete the building: 16 good days per month times 10 men divided
into 2500 = about 15# Dwarves working with stone can accomplish twice as much in
a-day as a normal man. Work on a Patriarch’s castle is done with Divine Help, I.E.,
at twice normal speed, or at regular speed, but half the cost, player’s- option.
Since my crew has managed to get about 75 dwarves to do their stonework for them
(they ceded them a piece of the Barony), and since the castle itself is run by the
mllth level cleric, you can appreciate the enormous effort necessary in building
under normal conditions. Rome wasn’t built in a day, after all.

I havealso been interested in A&E participant’s views o.f the old problem
with ~“lawful.” Some guidelines for determining lawful acts tha.t | use are;

(1) Would Aragorn or Gandal"f do it? For some '"strange" reason, this
question, when put to an offending player, will "most always solve the problem.
Concerning the recent debate over rape, 1| think that anyone would admit that
neither of these characters would even associate wit];i someone who would harbor
such thoughts, much less stand by with only a 55% chance of intervening to pre-

mvent such an act, - \

) m*Creatures may not be summarily killed if captured or defeated in some
way besides death (such as capture). 1 even wince when a player wants to tie up
some baddie and leave him in a passageway.! Chaotics/enemies may be killed after
review of*th6 situation by the proper legal authorities in the proper legal settings.
An -unintelligent creature may be executed if it presents a clear and present danger
to the law of the land and its peaceful or lawful inhabitantsi A slept cockatrice
in a»passageway in a dungeon 50 miles from the nearest village does not, in most
cases, represent such a danger.

(5) Lawfuls may not lie. Diey do not have to tell all the truth, i.e.,
they can keep their mouth shut, but they may not .out and out lie, UNLESS it is
to preserve a greater good, |1 leave you to determine if the end justifies the
means, while all the objectivists out there can moan their little hearts out,

, (4) Lawfuls may not give the M a lot of grief. (Scy, 1 wish I could
enforce that onel)

Since Blackmoor’s Critical Hit table has prqgqven so Unpopular (I can sure
understand why), and-since several other people have given their views on critical
hits and mortal wounds. 1’1l present the system we use. Whenever half of a
character’s remaining hits, plus one,” are taken as damage in one single blow, he
is mortally wounded, and incapacitated. He will live for the number of turns equal
to the number of hits remaining after the damage has been added on,I<f3ing one more
point of damage each turn. For example, if a character can take 20 hits, but already
has 5 on him, he has 15 remaining. Wow if a monster were to deliver half of that
(™) plus one more (=3, cr S) in one blow (not from a claw hit and a bite hit
off of a monster, but just the bite hit or claw hit considered independently), then
tho character.would be mortally wounded® and would in this case have 6 turns, and
6 hits remaining before he bled to death. To be cured, half plus one of the hits
on him must be cured, using*any cure means available, :Any.number of cures may be
made as-long as half + one of the original number of hits are removed eventually.



N
.- Tho character 1;hen func™tiDnsr™gain,, and no more/hits " WJill " "hehleed-
ihg unlesh ™ monster or vjhateyer ™M"bs.-hintt -im g |
\"V Speaking of hits, what exarOtly*do hifs/points of-"_.damageg-e-tc. that players
manl m«ndtefs can take represent?,. Everyone-./here, seems®/to hahre & different opinion
on this"subject, and other M*s in the area have devised new ways to arrive at the
number of hits a character can take.”- _Basically, .there are three versions concerning
the meaning of hits. One is that hits should be reflective of or represent one-s
constitution. The, reasoning, beipg. that the player characters ewithi®-"tough™ bodies
arfe Mihply better abje to"withstand-.punishment/pain as weli -asi-ioss-blood and
; iihte"rhal ji”age. .For"this"reason, the IM that uses this ihterpretatibnhas a min-
dumber .OF hits possible, depending on,”one"s constitution* -lhe-Second”-inter-
s - p5.dtatxOn is based"on .professional training. This M assertssthat-ma--IM"-will always
m tike"%ohe"""hits thaft*“ahy of the other classes,, since he is moreo-trained in Combat.
Woa” IR this-"reason, all Of his characters get the maximum number of hitsO"allowed for
thSif class™;". So do the.,monsters, .though-,, ..except there is a,chanC6"that"”~they have a
tcd"rtain“pércentage less than 1Q0%-du.e to-damage sustained before ffionstef encounters.
o fiy""omn fnterpretaion is. ,ba® on experience. A.man may be trained in weapons, but
i"Gj 0--"re has""ho"t"beep a .very good student, he, .will take less hits. On the other hand,
an astute MU who observes every move, of enemies during one of his own, or even some-
one else"s battles, might be able to, take Just .as many hits. Granted, this may
. 'm"sera rdther Arbitrary™-"_since players-are not .allowed- to work towards being a" good
student, " “"butlit."i™ _still,._the interpretation that 1 can- live with best, hy the way,
tonst®itutiori®"id .acObun.t.ed "“for. via-B&J) rules./Yol-1,: by +1 to hits for hi”~- constitu-
l. —txon, - MLi- e uw-" b - - V- -
FGT - * 1" "have also, hotieed that there .sas.;, to e several- divergent attitudes towards
the manner”;ih"which megic...is., ""created”by characters. © Gygax says that only wizards
and "above may®create magic.,items for use or sale. -Sowever, ‘I'cannot see why lower
leVels™"may hot a"ttemp"t to .pa™fee,-, -ab..te,..same cost in. time and money as for wizards,
but with“lessachanceTof.success .(since they..don!"t have as vast a background). Since
"wizards"Are "1"Ith level,_"give” base-.1-00" chance -,of success under the optimum
m:8onditibhs, m"ecfomancers 90%, etc., all. the;way ;,down: to Ffirst level- types, ""which
EhA™rel%" i say, "1%)""chance...of success. ;,lI .~ploy-.this"-system in Dimwelt,- and it
.ts'"irs been vOrg"m*Ihfreduehtly used, since, you .are-:vSImost ;.sure to find some magic item
in-"-An advenlure®*~Ueh "faster than creating your-Ciwn.:,.£,-vBesides, what player would
;- " weht-—‘to sit ar.Q"iihd*for a game year or so -out of the,-action while he was working on
" some piece of mAgic?.""""/// Another point about magic creation is who creates clerical
items, or for "that mA"tter swords? Regarding swords at least, a MU-could probably
begin a sword” a&™4f, but might have difficulty getting to +2 or higher if the sword
was not able to "hold" the magic. For this reason, a +3 sword is almost certainly
going to contain mithril., and a,+4 _sword, might co.ntain,even rarer"-tobtals. Also,
.et " Boft"eAhA”™ is~golng to have, to be available, .o, forge,these bizarre metalAp-most likely
an Mextremely®hecaihitrahf. dwarf. Regarding thcr.clerical items, it'l0"oks-"-9%b me as if
G".-aMU-dhd a clerlb might both be required "t create, a Staff of Healihg, with"~the cleric
prO“viding the healing spell, while the MU® catts spells of binding";-sgtc.eeGfea"ting
-G'rin-"general can get "pretty tricky. In a conversation once with solia8"-TSR""pedple it came
“»0 1fght that basting A cold spell .on,.a-sword-.would not give yd}"""e: 3wdfd-""bf cold, but
merely a cold sword, /// So, if ,aITU(.,w,anted-to create a potion, -ybU"mi™€""tiQe the
adl. Straight-"D&D system of time and money requir”,:,0r you might"crreate” youi?"™wn,""lrequire-

.ce ,inentaV*suclif-as: ". " ~ v
L' - Invisibility:;Essence"”;.0! Undo-~" elf- maiden..hai"r,.-;-:caa-t—"Sp"eil""""oveb"ihed-
- ients while Rlugo ascends (in, ";.=,-the tiat-ter™";”nt of "June)
Healing: Wails of Pg-triapch, Cithria (a rare mplant) juicb, blessing
" " ofmclerig-,.., (Epr-lextra-healing potion, expose all the above to
the sum™.Aj,.-;mu.dx® Cov” ggg.——'m
Flying; " ”"Cast speii~o"wep ingredients of wings or piece"s of wings from
Somany-<"di-fferen*t”animals (the more different types, the better
it works)

Giant Strength: Roar of Stone Giant, teeth of Hill Giant, cast while Jupiter
ascends (say, in January)



How the players get the ingredients™ or even the" ihi®e"dients® meanings are puzzles
gthn.must he solved hy the characters< | once had a"grouj) spend a lot ot tjjne and
;- ,money™ find out that ”a drop of stone"" was th'e Saine as a drop of mol*ten iava.
Puzzles and riddles are one gf the prime ingredients of the game itself.

WEW PLAYER CLASS: SAMURAI

f. Thi® is actually a subclass of fighting men. Samurai are™es”iecially skilled
swordsmen-, jwho have the ability to use their special sword as if ‘it were two-handed
(they,must factually hold it with two hands) in the space required, for
sword, :or *se a regularsword noimally in every resf>ect except that the” are able
to jnflict-;daraage with it as if,it were a 2-handed weapon. Additionally,the

"samurai, carries seven special metal®"stars, with which he is So Accurate...that they
are treated-as, dagger +5*"": He may"throw these one at a time, or all at phoe,, but
..if the latter option is., chosen, they may only be thrown at one target. " ALso, when
using a sword, a samurai; may use .two simultaneously, but only does 1-6 PD with
.,each (roll for an attack with each sword). Samurai are also trained in the use of
a longbow, so that they fire a.t+l. Samurai may not use other weapon.s. unless in
a life or death situation,:and then at penalty.
To become a samurai a character must have at least-a ]5 Strength, and at
_least a ,Bwiexterity and constitution. Samtirai start with two hit di."ce,. ..p~urai
may be any alignment, but if they are lawful they have ths"ability to counter the
spells of Ogre Magi. At first level a samurai can negate the. spells for"himself
only; at second level he is able to negate the spells for one additioml pe3?son,
.etc. “"However, if lawful, a samurai must"adhere to an extremely strict code of per-
sonal ethics, especially regarding honor. Particulars regarding"this are left up
to individual campaigns and DMs, but should include such things as.."being the last
out ..of a ro™mwhich contains monsters, performing solo missions, etc, -
Samurai-and .the character class of monks are totally incompatible and must
..fight .to the-death if together. Samurai may not"hire any followers, .until they
"jare’able to buildta castle, but will always have two first 1*vel apprehtices if
desired. When an apprentice accumulates enough experience points to go to second
-level, he" is disniissed from service. However, if the apprentice has ths qualifi-
. r"fcations to become; a samurai himself, he will always come to the aid of his. master,
provided that he may be fouind. |If an apprentice is killed or dismissed from service
he is rrepfaced within a month, provided human habitation is nearby.
Sam”™ai progress as normal fighting men with a &®bonus for their strength,
Jhey may use any magic usable by fighting men.

Y-.

0P Using sainurai in melees is a blast because of the attack options available.

With their special.sword which is used as if it were two-handed (but requires only
normal space to wield) they have a higher hit probability as well as causing more
damage. Theyoare somewhat weaker on defense, since they are not able to use a
shield. That’s also true when a sawi-"ai uses-two regi”ar swords simultaneously.
Althou” there ia less probability for a hit with a regular sword aalcomparcd to
a P-handed, and”™it dges less damage, there is the matter, df getting two attacks
instead of ona,,- When using a regular sword the hit probabilityis, ag”in, less than
with the two-handed option, however, more damage is done, and a shield can be used.
Of course, opl-y .one aftack may be made. The stars (=daggeiH-5) are also an effective
weapon, especially-a~inst MU at a distance. They are incidentajly irrecoverable
if a 1l is rollel on D6 after a star is thrown.

Uext time; A Plethora of new Holy Artifacts and Relics, A List of Mighty
New Spells, a comment on the Tome of Lycanthropy, and perhaps some information on
City Adventures, as well as a treatise on Equipment Damage.

(Credits: epThahx t6 the"best 10th Level serving wench 1 know, Gayle B. Brown.)

ie



MANY WORLDS vs - u
by Margaret Gemighan 3200 Ne® "56th St., ffoQl, Ft. Lauderdale, FLA 33:308

Lee, you are not going to believe this but what Nicolai described as
StormGat® and what you played” in don’t seem to be the same dungeon. It
all started when Nicolai started with 60? killed at DunDraCon. Then he
started letting 1in heavy, magic (you need a golf cart for your swords,
you’re gross). Then he got Death Demons. After that he went all the
way to permanent “ki rl. Nobody knows what®"s really StormGate any more.
Now th"e truth 1is known. The Death Demon 1is not the porter at the door
of Storm"Gate®"ahd Balrogs do not run the elevators. Nicolai got a little
hut under the collar and gave us a tough picture of StormGate which
wasn"t really so. Lack of communication! And it wasn"t fair... to Nico-
lai (let him take ottense from that) because it gave us a fa lse. picture
of StormGate.

Wayne, yU;-should help ,set““the matter straight since know ,S:to.m.
Gate. False pictures and macho trips give the old dup/geon ga.ng a
picture of I'htoleranee. Bill Paley made some good.” po ithts on intoler- -

ance iIn various dungeons, fauT most stems from”~poor communications.

Searchlight: I S"gree.] [1“have seen Gygax dungeons; most are boring
because most people do" not put effective backgrounds into their dungeons
or enough 1imagination. A good technique in _fighting does not mean you

will be a good dungbon®'mhker®.//Nobody tried to gqt Tindall out?. That
Paladin 1is unbelievable./ 1 have asked severai®"people and nobody can
figure out”how he Kkilled®" 17 ores in one round.,. .And any pa lad in. who
works freely with thieves and runs out on Jlow levels Ileaving them to
their fate 1is no paladin, great or not.

Glenn: I see E. Gary and friends are eserio"us about no more Monty Hall
dungeons or Candy land.//1 play my Elves as Tolkien-like as much as

possible, but 1 know’there are different types of Elves in Tolkien..- i
play a High EIf mainly. I think Ariei would like to skip the scenic .,

route with Sauron and the Black Captain and the Balrog of Tolkien fame.
A high EIf is generally working out his or her time until he or she can
depart from Middle Earth fob EIf haven. ,A high EIf who had reached

his bt Her goal of being able to go hbme would. Just before departing,

be about as limited as a paladin in what he"or she could do. Ypu
wouldn"t 1like anything to happen to Ariel against/her wilj sexually
because she 1is like a paladin. You probably wou Idhll mind something

like that happening to an EIf Thief, and what .is Nimue 1if she Isn"t a
thief?//A courtesan used in a scenario can generally be kept out of
mischief 1if she Is a neutral. Si,e can operate like a thief and. fight
to a degree. A neutral cleric is turned off by a lady of the evening
while a choatic might be turned on.. Whynot use, a neutral cleric like
a priest of Bacchus who would be turnedi on by ebdrtesans?

I doubt 1 would have been so ha®"rsh wi1lff Juliebeth. " Qlehn, she &K,
. I would have spokeh to Friar Hob" and asked him to explain to the
little lady about good manners like keeping her hands off what doesn"t
belong to her and not shooting when there are ,friend ly.people in the way

Glenn, think of If this way. There are some lawful.s and neutrals
in dungeons for good reasons because they have a prob lemwhich needs an
acceptable but!Ot:i .like liking to kill. Anyone trying to harm an
eleven-year-old girl would get it fr*m ra® because there are better
people to take out your anoer on: like chaotics. aJ

It occurs to me that Neutral Elves might go all out to get
good human breed in/g .stock, because, .many of them suffer from steri ly



The Fenris Glenn speaks of 1is not the Fenris of the Norse Myths nor
the Fenris demon god of Midgard, but an elemental animal of high and
powerful race, come down from the stars long ago, who earned his place

by protecting a god at the beginning of the world. (1 think that,is
riglt. Glenn?) "

Glenn, how was Ariel jealous? I thought she didn’t know about those
things. I thought she thought of Dworkin more as a brother. I must
comp liment her on her taste in turning down the unwashed one, Koryack
Annexa did not want him either. Speaking about secret weapons,
barbarian sweat should be one,

I ha.ve yet to see much progress 1in standardizing Sleep and Charm
among the dungeons.

Great Spider 1Is a Tannish rellgion.//Blee Petal |Is an assistant zoo-

keeper in Minneapolis and a DM. Richard Targe 1is a a good DM who ,
runs Ziggaraut Dungeons (so called because there Is a Zigguraut in - ;
the middle of the first level). This dungeon goes up as well as down,

//Glenn how is the artwork you’re supposed to be doing for me coming
a long?//P1 ease kepp me informed about Boskone.//Mark Swanson, what
happened to The Wild Hunt, Did my stencils get lost?

1mml" "
We met a seventh level magic user with ground zero fireball 1in Jason
Ray’s Dungeon, Tyidarion, butthe ninth level neutral cleric decided
it wasn’t show and tell time and we all felt the same way. He took
this dancing sword; as part of his bribe. (It dances with you as your,
partner, Cutp, no?)

Bian Lane: I played in your dungeon at MidAmeriCon and Uliked it very
much, stingy but interesting. I like sword canes for vampires.
Werewolves come 1iIn many times, natural weres or true dogs (with

their magical form beiing human), cursed weres and were-werep, wolfmen
and man-wolves.

Lost Mask: Korvack *s .popu larity is due to keeping his mask on all the.
time. (IJmag 1ine a Baron with 3 charisma). He opened a big trap in

a Brad Stock game and nearly got Varo to kill him. Did you mention
how he 1liked to take-baths in fountains of blood. I think your dwarjf
was too greedy and stupid; no self-respecting vhaotic would kill any-,.
one TfTor four gold pieces and a scroll they didn"t know about.

Yes, you can.use laser weapons. They’re a combination of
magic and primitive science. Leonardo Da Vinci would have 1loved D&D.
YES, .Elves can cure paaaling. 1800 depends on v-cur bonus.
John Boardman: I thought the hero in Cidental had to get all his
pieces 1in the minute the monsters traps were sprung when the Talism®"an
was Tound. It was because the biggest melee happened right after that,
Robert Sacks: you can come “down my chimney 1in an Empire of the Petal
Throne game. Your tale ot the General and Barbarian would make
Barker sick. Nobody, in 1in Jakala®who do not trust each other that
much would trust a bar ian at all. No one would buy boats fxom more.,
than one stranger. - ‘
Scott: people are aware of the shortcomings of John Boardman who Is
a match for Edi Birsan 1in pure meanness. (Dead men tele no tales.)
Why does Edi let players get away with acting chaotic? The GM should
stop them or nobody can trust anyone, It*s exciting when your MU

faints 1instead of getting a spell off more uncertainty.



Sean Cleary; The nu,ts have no trouble finding our iphone- too. I would
rather not give my phone number for such a large pub.l Icat ion nor my

age. ;> . Voo

Glenn: if you allowed that dragon, would you allow a unicorn rider?
Has Jason Ray told you about rent-an-orc?

Gary Gygax 1is; technica;My perfect in D& but Ulacks imagination and
the ability to copwviinee pepp le to go® his way. Many dungeons have
charisma like Shernaiis: and HHda"s, some have macho like Perrin’s
and Nicolai’s and some have noise like Stu Levin’s and Boardman’s and
some have human like the New York Dungeons and some are like mine
wh ichj .depends;on 3 theory which may work some placets .but- not others.
Did ypUi hear the; story; of the Black Pudding in the NY dungeon which”™ *©

was offed by g cuik spoon and., a small jar ot whipped cream? I think
Gary 1is getting tense because he’s been criticized so much. ,He is
very possessive of his game Perhaps someday he will be bought out by

a large manufacture,r-and al; his. troub les wil be over.

Ken, did you say Temporalana is better known as the Bevil’s Triangle?
Keep qujet abput.ithat around the tourists. If you: can get a tourist
down there,” you can run it as a monster: it eats and drinks every-
th |,ng,.,is +3 to bleck, wears few clothes and haspawfu.l charisma,, spends
mo.ney Too lishiy (may send-you on a foolish errand for cash ar just give
you money right on, the spot); it also blows. cigar;smoke 1in your face
and might try to run you down 1in a car, push ahead of you in line, etc.
How did the Aaron Brothers get that Staff of the Priest Kings; they
wouldn’t have anythiing tp do ,with a magic user, so, why sho:uid anyone
sell, it to them? Ken good; story , good, characters, you did ai ,fine, j:Ob,
but; loaded chaotics ,shou!lld be,a tough lot. :You might have® had more
trouble 1in other;j(du,ngeons with that crew.

We "re sorry.j Steve Rose has left but he had problems .and they were
not Wayne Shaw.//In Crimson, the Jester 1is very Kkind. I know other,
dungeons where that mignt risk permanent death.

How about the carrion crawler who got sore at the- player; in Lprd, John’s
Den who threw up on him because of the color of the wall and nearly
broke, the p layer ’s jaw. Not so harmless a creature .n."—,;

Wes, ho,w do you know a character wants to remain dead?-. You ask the

player. Have you heard a player insisting his cha-racter remain dead?
But 1 like your stories. Most of the philosophy of Homlaf is clear,
but some looks a little cut and dried. : M

When the mage blows up thd ammo bn anti-MUs, doe"s he blow himsetf dp
at the.same time? ,That coul d,exp lain how the apprentices get bf"fedr, ..

and good helpers ,are hard to find. Does Astral Form work all the" time?
Check on some. Space .War ihei dents for teleport wotting and’chances of
fai lure, same as" here.7, .- N

Robert SAcks:" Rebd Eldrltch Wizardry for VATCHt’

Kay Jones: How do you get a Lovecraftian mbris "fa" 6tbiged™to aCknow ledge
defeat by a man? Most wouldn’t. They just act as if it never happened,
Most Lovecraftian creatures like It dark.

Nicolai : do you use a system to promote a demon, ve seen such
systems and they’re not too hard to use.



Wayns: i like "some® of pthe creatures of PASTEL CITY which can be fdr
good of" ill.//A smartiTaw ful cah riase a"“bhaof ic and"” change his align-
ment at the same time, but it can cost plenty.//You don"t like to
duck? You can, you know, if somebody throws a speM,. If you and
Nicolai want Glenn off your back, why don"~t you try" “nd"remove your
backside from the area of his teeth? Or why not turn- on"d bait him?
You have a lot of good 1ideas and 1 would like to try your dungeon

some time .

A Zen Archer is undfef a certain disc'iplihe that makes "him ike a monk,
Many oriental” phi losophies aVe like tT"at.//How Intel ligent do you run
an ore? Elves and thieves hit"-"bettef” from behind, but you get bn ly
one chance to- do that.

Sherha: I liked youf”work. Your dungeon 1is good, not Candy land. 1°d
like to purchase some good vibration®s for Brilliant Jade. Interested?
I bee your point about cooperation hope to play in your’world® in
Bos kone.

Richerd Schwa I'lf some DMs allow no transfer. Why not write up some""
of your- tombs for Dungeoneer?

hi"Jack Harness": T liked your telephone. i don"t- think Al Mundy would
ever forget it. He"s a hobbit thief who opened a "big mouth’to a°

neutral god in Jason "s dungeon over Jackis Te lephone. The telephone
did all right,"v'but the thief got dubdued""with a 2000 volt’lightning”
bolt. Jack®,""why wbu Id anyone want ta refill a banana in a d“ungeon?Zz

Tha"t/"makes®""me go bananas . - ¥
Lew: -b enjoyed playing wtih you too and am g lall to make up with 7’
Wayne Shaw and Charles McGrew. I don"t |like target at folks; I JuS"
do it-"dt -times because 1 don"t want them to learn Some babbits and
have to unlearn them the hard Way. Did you know some neos play D&D®
without resurrections.- These"kids are going to be terros when

grow up. One offed his own wife"s character too. A bold fellow

SebA"TNASEARCH OF DRACULA for the Ilegend, It's from there ybu can get
the real good material.

Untitibdd -welcome®". Good start.”" You might like to try WafloC"k.
Vb-0"b n : MoLd

§"§"SbSWH ST § 17§ ET§ 8T8, -§VET§"§-§"§" ST§T1T§T§'SETHETE"S

CHMY.  ,.a DUMB, MONSTER by Chuck U lrich , N
r’igp:pearSAMAC,-2,, 12" movg., _17 Hr, in lair 5f), type ,0\f-@"s"jreChmyz
“aliggmenjt bi.te § 2-12 . ThIS creature has] the body of a lion;, pgwsthat
m""refreshes , a. tail told by an, idiot, apd the head of. a fok"," The touph of

a Chmyz paw wi Il Cure Critical wounds (heal 1ing 3D6+3 plus hegatiIng”
any special damage and replacing any severed 1limbs). The Chmyz can
cause Confusion (treat Chmyz as a 17th level, MU) with itsM tail.-,
teleport infallibly at will. Chmyz have no alignment, but you react
rr according to :the Perri n reaction table (or any othentabTg you choose.
™M_to” uggh)".

"Treasure Type Q: 90” 2-5pTk ".GP.
80p I-10K Silver Pieces
10% 2-t Mi.see li-aeous Magi c,,"
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TALES from the RED :WOLF I'NN . (pp 1-4 retyped)
by Glenn E. Rlacow

Actually it s Tales “~rom but let it pass. (Grumble.) Being done
for ASE 16 and TI°"H 'R, The first TFftRWI covered the early days of
Oskley, ended bythe Great Invasion, which resulted in the total
destruction of the city of Edwyr by Set, the end of House Dumaroy
(v.hich had ruled Edwyr) and the establishment of Chaotic rule over the
island. Some areas remained at least partly free (old Halen was never
comnletely subdued, the areat range of mountains known as Marond®"s
Spine contained beings too fierce for even the hosts of Chaos to.
assail, and other partsof the island were too |Inaccessible to be
reached).

Refugees fleeing the conquest brought news of it to lands friendly
to the former rulers. "lessaaes went back and forth, and it was agreed
that Oskley could not be left in the grasp of Evil, so strennth was
gathered to reclaim it. Fromthe Jlands ruled by the Au Bynasty came
aid- and lords,and “wizards from Oilmun: the new-come Lords Spiritual of
the True Catholic Church gathered an army of the faithful from Midgard
came word of the hosting of the Grey Lords and the building of a ffeet
and from even further of the comina of the militant orders of the
Fenrist Church.

Ten years after the Fall of "Edwyr/ the armadas of Law nathered
near the Bashtrian Islands (terrifying the Corsair Princes) and assaul-
ted the fortress of Haruk Tlas on the west coast. The garrison was
quickly overcome, and the combined armies marched eastwards along the
Horn Road, being joined by such tattered forces as the local lords
could gather.

The commander of the Tforces of Darkness, Gayyos of #1u-arts, had
been caught, with his forces too far afield for his own comfort. Tak-
ing counsel,- he nathered; his army at Tradetown or what was left of it
hoping that seaborne aidcou Ld most easily reach him there "and that the
Serpent could be Summoned there. His Tfirst hope.did indeed prove well
founded- six ships from Hu-arts and 30 from Ghulimar landed before the
armies Joined 1in combat, adding a dozen good HUs and 3000 archghouls
to his forces .(With these Gayyos had the confidence necessary to
offer baft lem the forces of Chaos marched out to Briorgan Heights.

On a cold, dark day of September, the Lawful forces came within
sight of the Heights. Leader of the host was the Grey Lord Ordeth
Ironfang who halted to put his forces in order. To his right, against
the Mu-Artans he placed the greatest part of his "HJs, guarded by the
troops from the u Valley and the natives. In "the center the forces of
the Churches “Mlitant to face the enemy main force with its strong con-
tingent of monsters and Undead. And to the left, facing the Melnibon-
-jans and the arch”houls, he placed his own werewolf contingents and -
such elves as he -had. Blowing the great, warhorns and unfurling their
banners, the two armies charged. The skies wp.re lit with the shimmer-
ing auroras of dissipated spells or were darkenedby clouds of missiles
the air was made hydeous with the clang of steel on steel and; the
death-screams of the dying; the very fields became a reddened mire of
blood and earth. After many hours of cruel slaughter Gayyos saw that
while his center yet prevailed, both -his wings wpre Tfailing., Gandrou
Tocksar and his nuard had been overrun by a-weeewolf charge and lay
edead on the field, while Me InH bon iam,j,.8d Ghu Imar iahs-"1 efit try fn .,1p,.;.
ret rea.t™ il good order; on the other "flank, a desperate oha.rge by the:



force from old Helen had broken the shield wall and terrified T"IDs were
fle.einq.-the field hy ail possih e ""feans .

Iron willed. Hayyos turned to the altar on *""."hich his last hope
depen.ded. Hound to it were his three daunhters and v/ith his own hands
9r.e they sacrificed. From the hot hlood driaping, th ire srouse a dark
smoke, .and from that smoke a areat scaled body materia 112 d had
come- The spirits of the forces of narkneso rose anev-v and they
turned back and once more the initiativ-.~ seened;. to pass to “™haos

~ns the great snake®™ s head swayed over their ranks, terror spread
through the Lawfuls and many broke and fled then. "Me -ficrure especi
ally stood like a rock, rallving his own “cont innent HI flain the *"ise
ranking Patriarch of the Fenrists. ffe. in his turn., Summoned hi"S "P"
master and even as S.st wrought ruin throuh the shattered army of Law
a "~onstrous -"olf appear-~d.A straddling the "army he had been caifed to
protect. Prim was the ""™attle that"ensued ,-but fe," stayed to"""«/atch
only Payoos ead the Priests of Set on the one hand and WJlIfiath s foM"6W
Ors and the Prey Lords on wnfhe other. ightybayond the 1inaqginings of
man .are the cjods, but the end came et last, Fenris seized Set by the
.head huge jaws crushing the flattened skull, and began hearing the
,writhine coils back against the black altar on the heinhts. So
Perished GayyoS: the blood from his nariqled body spreading to “rningld”
withthatofhissacrificeddaughters. -

Thus ended the Battle of the Prior*""an Heights for what remained
I0f Payyos forces fiqd in blind terror. "PFf those that had”not died in
battle some reached the ships tied up in Tradetown others Tfied"deep
within the great underground caverns beaeath it these mcstly survived.
Those,that tried to flee north had ill luck indeed,- they were hunted”
d"™"n by Ordeth Ironfan™ s army or slain by vengeful neasants. Less
than t thousand cams to safety that V.

The victory had not come easi ly though. Ordeth [I”ronfang, his
brothers and both of his sons died on the Tield; thus perished his
house and his -great sword Ironfang /as lob". Many either leaders and
champions also passed b.eyond the Pates that day." Vardos .the Tall; Her
ving TerAlesi; Keliosp Prince of Prionnath- Orviel the Fair, elven®
shie Id maiden of Old Ha len Gregory Iil who had led the True CatholTcs
to name but a tew. And this counts only those Who were not" ‘bnought =
back by the powers of the relinious

n the five years that followed, the reinforced host of Law, now
stronigiy supported by the 1island Heutrais, gained the whole of the .Scuth
an.d ..secured "hid Halen. Having driven their foes Worth- of the mounted ns,
thg, decision was made that some time of resting, of establishing ordeV
and -o,f,reorgani2lIng things was necessary, so a breat Council was calked
at “lenhNith on the-.west coast. It was recognlzeld that ihe restoration
g.f the: old order’was 1imoossible Fdwyr was nauo"ht byt a great field of
slag, and House Pumaroy (who might have served a's a rallying point" for
a.i;) "was destroyed. Two other Families had been ann il lated also, hd
worse; House Honstarr.and House Talyran had bound themselves to ChaCs.
,-Tte ...Hd had been devastated, the population d-eoimated® and large- areas
stil 1,were prey, to dark forces. It vias also n-'e-cess%—ry that those who
had brought help.to the 1island be rewarded. < :

), In the ehd, Pondrath the puiet, who had ta'ken™ c’omma’hd of*-""he atrtiy
after the battle at the Priorgan Heights and was of high® blood (of the
hou, e ofmFlas ke 11) was crowned "“ondrath 1, Kinq"bf «Cskley Tfounding the
line. of "."olf Kings the highest -ranking pat'riarchS of the -Old Orthodox



and True Catholic Churches brought the new forged crown to the throne
but it was St. Ulfian who placed it on his head. Condrath con firmed
each of the Ten Old Families 1in their holdings (the ChaoticHousesno
longer being counted) and an unsuccessful search was ordered for sur

viving members of the Lost Houses of Dumaroy” Alton and Oldmarc. Both
the Fenrist and True Catholic Churches were granted the same rights and
privileges as the older religions on the island. Most important,

plans were devised for sestoring some degree of prosperity to the
rav igd'd . I"ands .

During the. ne,xt decade, the soldiers of the host who eo desired”
took up the lands given them for their service, the younger sons and
newly ennobled took up their lordships and tried to resettle them with
immigrants and dispossessed refugees from the north. Gondrath, having
fallen in love with the quiet beauty of the Gayof Gulls, demolished
the ex ChaotJd c fortress of Haruk-Tlas and built instead the city of. Ar
dene to be his capi-tal on its site. And on the second yearof his
reign he came forth to thesite of what had once been Edwyr and
decreed that a new city should arise there, despite the decrees of
Chaos, and that it should still be called Edwyr. Cut .Tradetownis
ruins were placed, under the ban, "for the great caserns :underneath it
were aswarm_wit,h gross evil, the remnants of at least two great Cha-
otic armies, and no man might dwell there in safety. So.,pa,ssed from
the list of the dwe Ilino places of civilization the names,-of jTradetown
and the once- great dwarvish city of Arnhbst.

What of those who 1led the warbands? Gondrath | died 1in the
Battle of Arshul in the tenth year of his reign, and with him Tfell
Ulfian and, Fe limar; Ter janek Yaro Bendreth was poisoned: Giogrios, who
had led the 0ld ,Orthodox forces in the campa ign, disaopeared; R
Arghost while,lead ing an expedition against a Temple of ,S,atani,stS"i,
(Ulfian was,, taken unto Fenr is in his sixtieth year and was shortly
thereafter named Saint,- and a new" mi lltary order founded in his name
(that a man of his years could be so fierce in battle was a great- ,
marve 1))), .- m

Yet the death of the great Ileaders made little differeneefto the
war . Gondrath was followed by his son Gilberth the V/hTte, Giorgios
by Stavrosthe Pious, and Saint Ulfian by Arnulf 11, who drove Kon
Draku Vampire-King north of the Tarada Kai. No weaklings replaced the
lost ones, and by the end of Gilberth®"s reign. Chaos had been driven
far to the north , freeing -the rich Jlands of Edwyr, Aleseda"r, 0Old Halen”
Tel Arday, Menoy and Feressin

After the death of Gilbreth things went more slowly in the days
of his two sons Gondrath Il and Ordeth. (Gondrath 1l died child-
less) and by the time of Gilbreth 1I, the situation had become
frozen parts of South Janek had been freed in the east, and to the
west Ardion had Tfallen to the reconquest.

Little has changed since those days, except that the former
underground complex so long kept as a private hunting preserve and
training ground by the Grey Lords and the Ten Old Families has been
opened to all, in an attempt to bring new taxes to Fdvyr city (which
is still far smaller and poorer than it was 1in the days of its glory)
and to recruit new blood for the wars.



To the north; Chaotic leadershi- has fallen increasino ly to three
anonyinous fiqures known as the Triarchs. One of these is rumored to
be the greatest "tizard of the "Mack Circle, another an Evil High.
Priest of Set and the third to be the leader of* House Tlayran. The; -
armies -are led :by Pharos Donstarr,, eldest of that fineage, and, one of
the greatest generals of the age. ""ut there are many evil things that
offer no alleciancs to the Triarchs; Kon Draku and the other Tfour
Vampire Lords the Archghoul Kings of House Tocksar, the loth.er-
Queens of ""ormfaces, the great <+ Artan v/izards of D.arkhome; Keep®™ and
many others besides. M

* KT * KFx e

Ariel was driven froiri -Gorree because”of a certain incident
involving the death of hluge John,, a 12th levei v~izard of GOLDEYE
(one of the Chaotic HU guilds). She was mold to stay out of town for
two months until things cooled down.

Since the Thirteen of Gorree received a demand for the heads of-.,
those who had driven Dracar Redtongue from his hold at about the ..same-
time (transmitted through King Dralm the orioinal njtessage from
Dracar was written on a piece of dwarfhide taken from Oralm s grand
son) Ariel, in company with 1little sister Liriel, thetwit horde (two
1st level eives and a 2nd level dwarf"-ma iden), Lord Dworkin and assor
ted others, marched over to Dwarrowvale.

There: they were told to stage a demonstration gainst Bluf.fberg
to keep Dracar s attention, while the d\"."arvish main army assailed,
the wizard, in his main hold. Ariel was aiven a command consisting |
of Dwor-k.in?s cousin Glaston (oth FM) her twit horde, and large
numbers of* half trained yeomen with orders to stage a teint.

The feint was eminently successful it occupied the full atten
tion of one of the two wizards and ten mountain troj Is during ,the
assault and was carried off with minimal casualties (as was .trlig
of the entire assaull.

pages 1-4 retyped for reprint of _IG
no text omitted, but two i1llustrations were
ieft out of the reprint edition



In Gpite of getting back his fortresses and his grandson, and not
having lost many men or dwarves in doing so, King Dralm seemed unable to pass
up the chance to mock nriel again; she was give a Ring of Protection +2
but only against Elementais. ho Ariel said to ijworkin, she doesn"t mind
risking her life for nothii]g, (this is sorae,thing Lav/fuls must recognize - the
recurring need fo fight battles without being rewarded for it), but she will
not risk her life or the iives of those she loves for bad jokes, (hwark——-

I think King Dralm blew any hope fo"™ willing, freely-given help from the
elf again,) Lir“iel may have gained somewhat in health, that is yet to be
determined,

Gideon has had a fair amount of fun recently---he added a second
Ealrog, two Death ilLleraentals, wyverns, and a Jabberwock to the tally. -

Re also got killed by poisened water in a well while going after treasure. ,
Getting killed doesn"t bother him; the fact that it was by poison does... *

, " Jack the Slasher, ray second-level Chaotic Fk, however, had an
excellent v/eekend. Re started 14,500 GF in hock to GOLOEYS for being
Raised after trying to off a very large gargoyle with nothing but a ddgger.
hearing of a Chaotic expedition starting oger in CLaGRORN, he signed up
for it. The truly lyinnirg part was ,an encounter at the elevator with a
party of Lawfuls, There \yas an exchange of Cold Wand and Cold Blasts, then
the Chaotics charged ,n, piovented fhe elevator from -closing, and managed to
wipe out the rest Oif the Lawfful party, losi J only a few io\y-levels. The
real prize, 1in Jack"s eye, was an incapacited 6th-levei female elvish fighter,
with a comelin,ess of, .84 and a .shapeliness of 83, This he claimed as a part
of his own! booty, A somevyhat later nm-rin with a "True Catholic shrine
had some additional fun-- a Lawful female magic-*user, 5th-level. Being nothing
special, Jack made it a favst one, and left the cooling corpse behind. Having
mads himself highly useful to the party, he was allocated a set of chain +1
and the elf-maiden. He, ccl..led over his cousin Dick the Dastard, and the two
of them celebrated Jack®"s on-coviiug freedom from uebt. At the end of this,, the
elf (no longer maiden) was Sv,ld, along \yith the armor, to pay of Jack®s bills.,
Eie regrets parting \yith the elf---a tasty dish-—but figures*GCLDEYE will
do something appropriate with her, and there are plenty morewhere it came n
froRio Besides, he caffie up 225 GP ahead, picked up several hundred EPs-~- and
had a i”ery cn.joyable weekend to booto (Jack is a true Chaotic, really evil).
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THE GREAT DIGaSTER (being the second of two Jiarts)
" (Fart | .appeared .in.“AdE #9)

Tiryo had come down to the main room again to enjoy usual leafy,
breakfast and herb tea, and had been joined by Ariel, Uncle sVolf and Gideon,
who pressed her to finish the tale she®"d begun, N | [

""Tsayr," she said, "eno-ugh!"®" pushing aside the empty®"plate and ,
the still-steaming mug, she be.gaa.tracing a map on-the tableWith drops of .,
moisture, explaining how® they had retraced their path to the room that had *

teloporre®d them to the 8th leveio

"But ivhen we opened .the door, we found that we had been sent to a vy
duffereut"room!™ How Lord Theseus .cursed!” o M

"IVo began searching ~or the elevator, or for any other means up---
we Icnew not even the; floor vyeywere on. It was a short;" hearch, however,, for we
heard a sound it is alv/ays ill to hear, the slapping of long’bare fppt on , =
stone and"voices gibbering tha.t signified the approach of archghouls!
we tried to flee, seeking shelter behind a door nearby befckuse, in spite,of the

horrid sounds that issued forth, we detected no Evil. The inhabitants turned
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out to be big men, clressed in oddly checked skirts, squeezing large
bladders in order to play the many pipes attached to tne bladders. There
ivas also a small (very small) person ivith a black beard and a silver hammer,
Upon hearing of the archghouls, they drev; great s\>oris and charged out

into the corridor to attack the foe; we proceeded on through the room and
headed south down a corridor, only to find that there was a reé&ple of

Chaotics. at its end. e were forced to flee back to the room, where \e
found the skirted men busily recovering from their battle with the arch,”

ghouls. The little man , hearing the pounding of feet in the corridor,

went to the door; at the very sight of him the Temple people turned and
fled.

Once they were gopeq he introduced nimseif as Kelly licGcldbagel,
a "leprecbhen” (whatever that is), and gave us directions on how to get
to the room wt wanted (ive were on the eighth level). The way was somev/hat
roundabout (since we had no desire to go through a roora containing three
gorgons), e started out---and iiuediately fled back as a gorgon stuck
his head out of the doer. This minor problem was quickly settled by the
leprecohen, so we proceeded on out way. Fortunately for us, re met
nothing on the way, even though the rooms that lined the corridor were
full of evil things; worrafaces, goyin, and other shuddersowe things. The
elephant-wolf v:as still there, and made no objections to our lading our-
selves with gold,

AS ire were preparing to leave, however, a spitting cobra entered
the room and attacked, missing Floriana by a mere inch. It was rjuickly
killed, but Clairvoyance showed a large group of them in the corridor down
v hich we had come, so ve decided to find another way out.

o It was .ere that things began going badly airy,

AS the door opened, (it ras the head-lined one we had discovered
on our first trip), we found a hideous creature aw-iting us, which struck
us V/ith mental force, sleeping and stunning the iront half of che party
(the-ioor blocked part of the blast, saving ciie others). Its tentacles
then struck Theseus and began burrowing into L.is skull. The still-un-
hurt party members then rushed it; D/barely managed to slay it before it
sucked the brains of Theseus and Nimue from their heads.

After much rest and healing, w%x cautiously vent forth again,
tmried west down the corridor, and cawe to a dt.or. a quick check found
that a large red aragon lay in ambush in the corridor beyond; not av/are of
us, but waiting in ambtsh. Ce hastily retreated, going to the 2C" wide
north-south corridor, and went norai. The spitting cobras still blocked
our way west, so we went east--—-and found that the Chaotic Temple lay that
way, too.

~uickly retreating, we 1iecide.wto try going Couth along®™ the big
corridor, e had barely gotten beyond Lord /.rkea’s treasure room when we
encountered this Tyrannosaur, which bellowed hungrily and charged, Ue
fled, but with little hope (a quick glance showed that it was gaining),
when Hiraue suddenly stopped and hammered on the door of Lord Amra’s
treasury. Ee looked out; Fimue poiuted at the giant beast, and Amra grinned
v/ith anticipation, threw a Javelin of Lightning, and charged. Vie went up a
safe distance and applauded the combat (Amra won).

I7Then it was over, we tried the corridor west briefly (the dragon
was-still there), then headed south past the corpse of the Tyrannosaur,
Trying a door on the eastern wall of the corridor, we found it to be a
courtroom of some sort. There were some books cn the table, but these Vere
all non-rcagical. Out of sheer curiosity, we sat down in the jurybox
t® see if anything would happen. It did indeed. This unsubstantial per-
son appeared and began railing against the jury that had sentenced him,
just for murdering a few cheap whores (and he began looking at the females
in the party nastily and stroking his axe). Nimue hastily began handing
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out Potions of Po3.ymorph Self to the other meriibers of party v;ho were fentale,
and the ghost®"s ranting decreased until he wandered offo (he v/ould have
attacked and killed female party rfienibers if Nimue hadn®"t done it. hy

ghosts are quite different fron"i these of TSR- -they are insane spirits

who refuse to leave this pJane until something specific has been accomp-
lished to soothe their spirits, or unless they®re destroyed, ghosts are
Armor Class --S; hit dico and hit table depend, on that of the original
beingi,; Can only bo hit by magical -vv3apons)o ||

Zverdiia decided to check the door behind the judge®s bench, and
found that the room contained a sleeping Silver Dragon. The thief stepped
in, moving silentlj*- - and the dragon orened its eyes and rumbled softly, *
"And what do you want, little girl?". "V/hy, just to admire your beauty,
fereat Qne,|* lied the thieic. "Yes, 1 am indeed beautiful,”™ said the dragon.
"Is it not marvelous? But 1 charge all those who come to admire my beauty
a feeo Dof:sn*t 5p00 gold pieces sound about right?"” "Yes, Great Cnel!™
And Zverdiia returned to the party, 5600 GP poorer and r.\uttering about
dragon.3.

We loft the courtroom an.i headed south again. The end of the
corridor was soon reachedo GV and ESP failed to pick up anything through
the door on, the vYest v?ail of the 20" corridor; the room behind the southern
wall of the, intersection was empty, but CV showed a Spirit Naga in the
corridor beyond; to the east an empty corridor, 10" wide stretched, V/hile
we yet tried to decide what to do, there came a great braying of trumpets,

when w,e tvirned, we saw a cluster of men approaching, lead by a great
elephant bearing a richly-dressed magic-user. With little hesitation, the
lead fighters bashed the door in front of us Qjgen, and we charged in.
Nimue thre’v KIVOGK at the vvestern door -,ven as she pulled our door shut
behind her - and three hakshasa svraggered out, looked north - and charged
the mom clu,st.ered about the elephant.

Wo clustered fearfully in the room, watching the combat to the
north through hhe CV spoil, afraid to leave to the north because of the;,,,
battle going on there, tr*ing; to w"ork up enough Cvurage to take on .the naga
to thci sout-h, “Wc were rati;or startled when a number of low-levels sud-
denly appeared out of thin air - they haa met a tate on the second level.
/% had rolled a randoin encounter, deternined that it v>fasn't a participant
of the battle or the spirit nuga. There being no other entrance to the-: -
rooom, r decided to p ail a hack---Gienn/,. The worst possible thing
finally happener.,:, Raving i-mvted the Rakshasa, the 18th-level MU appeared
In the doprwhY - at exactly the sane time the spirit naga opened its door.

m Both thSfj.Origiiial party and the low -level teieportees had withdrawn to the
sides;9” jthe room .and veere hol*"’ing up white flags; the Patriarch was on
-his_knpes praYi.ng loudly..-. Both the naga and the MU “he Master of the
Black Qircle - Gleiin/ t.hrew® snslls; a second later the parties were blind.
n*d.._failed to re-nd”Power Word-Blind well enough - Glenn/. Still, beyond
that, nothing happened to use. With CV, v'e found that we weren®"t in the
same robm0 (Later, v;e found that the Patriarch had gotten Divine Inter-
vention;- but instead cf getting God, .he had gotten The Goddess, She had been
avaused by our plight, but .not enough to save us entirely; SHE had just
lifted us out of the ir.ess downstairs and dropped us off a level higher,
strM blind).

[ We managed to grope our way, “vith CV and luck, to stairways up.
r-Jirae had to use a CV-aimed Lightning Bolt, I a Sleep spell, and finally
a Phantasmal Pore"es spell, but we finally had the luc.k to encounter a hand
of Ghbhds-, w.ho agired to senci one of thei.r number to guide us to the
elevator’in ekchohge for much -of our dwindling supply of gold.

The party fi.neiliy made it to tLe elevator, to the surface,,, and, rsx
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were headed homej the Gnome in the lead,, followed by our party and the low-
Ifevel party being led by rope, blindly sti\mbling and cursing. And that is
when things went completely wrongs

We vrere forced to dodge a group of berserkers, and were finding
our v."a&y out of the woods as a result, when ws encountered a Chaotic 10th-

levei MU, who demanded our siirrendei-. Nimue, having had to run Clairvoyance
for so long, couldn"t afford to even try another Lightning Bolt; my only
offensive spells viere Sleep and Magic Missle - neither of which I could

see to use (nor would either have bothered hiun much); and the fighters in
both parties were blind, while tnose of the necromancer W'ere not. Me
surrenderedo

Everything that we had was stripped from us, not just magic alone.
The females of the party, myself included, suffered abuse at the hands of
this person and his orcish and humtm followers, and the Patriarch was
tortured to death, as was the low-level Lawful MU, Theseus and one of the
low-level fighters v;ere chained and taken av?ay to be sold as slaves, and the
Gnome driven off. The necromancer then left the rest; naked, unarmed, and
blind, and lost in the woods.

Yet he knew not throt Niraue still had some small time left on her
CV spell; she managed to round us up and sheperd us back to the road before
it"gave out. There we were rescued by a pa"ti-ol of the Castle Guard.
Theseus and the other Were ransomed before tiiey Nere sold away, but it was
one of the greatest disasters to occur---every item of magic gone.

Even though iw had our vengeance on the mage who did it but a
few weeks later, we still recovered tut little of our magic.”

Tir;re"s voice fell quiet, and her eyes stared blindly at the
windows <,,,

CosL» g 5 % i % % desc * * St Uf 0 Wojj 2, 5 .f

More; things 1iiave happened to stable of characterso |In a
medium;—;level espodition in Gorree, Aunt \7o0lf went out in a party to get
back,a certain Old C".rthodox relic. The party- alas had far more than its
share of,Tneompetants, and came within a hair of being wiped out.

Lobit,a” at one point (having had a.ll of tiie fas®cenings cn her armor dis-
solvejd " an acid spray_ Tfound herself facing a 7th-level fighter (who

had just taken tv;o of the party"s- tough >rd nagic-user) in

her bare skin. So, xvhile fighter wos Lasy running one of the incapacitated
female fighters through, Lobita drauk a dose of Potion of Crocadmleness -
and the poor Chaotic found himselx being attacked b5% a ci®dcadile. That"s
the last time she*ll do tnat, .she came v;i'tij;in a hair of losing the child
she g carrying due tc the. Polymorpho But she did make dth-level cleric.

Sayi"a Ochs and Amtorg both sal].ied into Prui Bean®s new dungeon
(he ’s, building obe conpatible with EBIJirR/GORREE» in separate expeditions.
Amtorg .was carried out incapacitated; Zayra was dead, but made resurrection.<

Little Liriol, with her twit Fiamiug Sword uaggert, leather +2
(inherited), -H shortbowqg ai:d d +1 ar.rovw/s, wus invited over to Edivyr by
heiv half-elvish twit cousin Merimel (.Lincoln Clark"s character) to inves-
tigate a dimensional nexus discovered on a previous trip. It turned out
to be a technological univeise (Zarda); a spaceport-guarding fortress over-
run by invaders from Sdwyr dungeon. The poor zardans only had two semi-
portable disrupters (10 J6 damage, saving throw) and four sidearms (3i>6,
no saving th.row/) for internal uefence; magic completely grossed them out.
Since most of them slept, noo.o of theni had armor, and jveaponry was m.ostly
chairlegs, they’d been easily overrun by tise 5th-level MU, the Vhite Uruks,
ghouls, and ogrvis. The Lav/fui party _luckily included a Danish girl ivhose
date of origin “cas in the 1940s and some people who kneiv a Trekkie; they
still had a difficult timae. One of them lIcokea for a "tcilisman” that
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weuid( aXiowvv them iQontact the "demigod” (computer) that ran the place.
The Oanish girl tried one of the lij bracelets, and found that it keyed
her to® the computero As a; result, they soori® had a rundpivn (in half-under-
stood terms) of what was going on - an MU, a fighter, five ores, and three
ghouls 1loose in the complexo The Chaotics v/ere centered in the Control
Center, with patrols wandering about; funny readings ou the screen showed
the MU trying to burn his way into the Survival Tank (where the last three
Zandrans were huddled) with a captured sidearmo

After a brief, peaceful encounter with a cleaner robot, the party
headed down towards the Control Center, only to find that the ID they had
didn"t ailoviT them entrance (there was a wWay O 1lo it, but they didn"t knbW
the procedure). They began ch*~cking the roons off the corridor, finding
other it"teresting things, until a cleric stepped outside - and topk.-“j
sidearin blast. The offending FM had the door shut again before we could

retaiiate., but we couldn®"t stay there any longer...and in any case, the
scr'een.o showed Chaotic reinforcements coming in.

(Oh. during the trip down to the Control Center, the party had
offed the patrolling ghouls. Liriei®s twit sword had tried to drag her
into the fight with the fitst. two. but other party members had sat upon
her4 jjaggert did manage to haul her into corabat with the last one - and
had Itilled it with one blovw/ (7: pcints + 3 for the Flaming Sword bonus for
Undead = 10 points; ghoul had 8), taking onl;”2 points of" damage from tjie
ghoul. They had also had to -de.stroy the sole retnaining repair robot in
t he cofnplex 03 of damage from welding laser, 1 06 from drill it had, ,,J
mounted, ..it nearly offed Merimel./) . -

One cleric v/ent wandering, trying t find something iisefijl,, and ,

viaa captured by clLe of the two remaining Security robots and thrown into the
brig for the rest of the adventure.

The rest of the party finally managed to locate the Security
subordinate CC, picking up a high-level in the process. With this,
they were able to get fEir more detailed information, includGidg the fact
that one (overheated) sidearm was or. the far side of "the Control Center.
The compluter was prevailed upon to show them the r..ute, which they
followed™ (liaviiig a brush with an intruding Singing Web, disposed of by
means of a cleaning robot), The blaster ’iis gotten, and they ¥ound out
from the compuxe.r that it had a 35% chance of not -working, 33% chance
of blowing up. , v, i

i ° In the™inea"htime,, the Chaotic MU hadnsed his Fhemy PeteCtibri *
Wand and disc6vcf""bd their presence. Assuming that they were more random
Tla.rdans, *he sent three uriiks and two ghouls, to dispose of them; one half
of his .remaining force. The leader . a 4 hit die Uruk with two Javelins ._."
of Lightning and a +1 2-handed swovd; encountered a Security®"robot on
the v/ay and ivasted it with a Javelin, then, detached--a ghoul to hit the
rear entl"hneeof the room where flie party wps. T.he Chaotics burst in;
the ore leader immediately raalised that v;hat ivas waiting was a lot more
dangerous than the uMarnied. aliens he, was expecting, nnd threw a javelin
of Lightning which caught tv'o low-levels ana fried -them. (&t the other
door, ghoul burst in "- and ran ,jinto Liriei-twit-and Flaming Sv;ord. Took
7-3 points of damage, doing three .ip, return,.). The rest of the party
closed v/ith the three "ores and the ghcul (Lirie® tried to get to the ghoul
u. ndcr ijaggert®s influence.,., but had, to settle for the big ore) Tile n
uruk leader killed a.n elvish fighter.,, then switched to Liriel (Sweat, sweat)
- but the turkey, ore failed, to roll anything higher than an 8, hitting
the twit’ for 4 points of damagao. The uruks were finally killed, arid the
ghoul seised arid"carried off._by a Security machine (who toriSed it into

the sanIC "cell with t.he lost cleric (Bash, bashi jead ghoul, paralyzed
cleriitil,.i". wm'V.

Claio
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Having disposed of the enemy, we checked with Central Control
and found out that blowup possibility could be reduced to only 10% by
draining most of the power from it; this was done. The party leader then
checked the computer for enemy location and gut a nasty shock - one of
the useahle routes was covered by an uruk and an ogre with a disrupter,
and the second by a similar paii® with a saidearm.

N By now, the party had thought of contacting the trapped Zardans
in the Survival Tank, who were rather upset because the Chaotic LU was
getting ready to use the other disrupter to blow down the shielding
on the tanki The aliens were able to describe an eniergency doer that
would allow the party to the corz®"idor CC was located on, allowing us a
flank attack on at least one of the parties.

(The Chaotics, by the ivay, were trying to v/ork the weapons by
sheer guesswork. The MU had, due to his intelligence, only a 10%chance
of blowing himself up + 15% chance of failing to get device to work,
improving 5% per category per use; the others had double that chance
of fouling up, improving 5% every time successful, but doubling their
chances if they were not.)

The party erupted into the corridor. Sigrid, the 20th-century
Dahd®, had found out that her rifle worked here, and used it on the
surprise round, while the 4th-level cleric threw Hold Person into the
control room, taking out the fighter there (they had just fired the
disruptor at the Survival Tank, destroying most of the shielding; this
meant that they were offbalance, but had a much better chance of getting
the next disruptor shot off). Cn the secoiid melee round, Liriel jumped
into the" corridor and threw SLESP at the ogre, while Sigrid and the ore
both drew and fired blasters. The ore®s shot did 7 points of damage on
both Sigrid and Liriel, while it took the same in return (dov.n to 1
point again! Poor til"llY), while the cleric tnrew her third Hold of the
day without prep at the wU, who was swfiveling the disruptor around to
fire down the corridor. Very luckily for the party, it got off and
he failed to save. Third round; The uruk and Sigrid both fired again,
while Liriel siiestepped and threw her tnird Sleep of the day without
bothering to prepare it; Sigrid and the uruk both fried, and the ogre
went to sleep. The surviving party members were then able to iear the
warning - the other set of uruk/ogre were doing something with their
disruptor, and they ail piled into the rooms again. (Nothing happened;
the dumb ogre had pressed the tr’igger without putting off the safety.
The® power surge resulted caused all sorts of pretty lights to go on,
scaling the Keli out of the pair.) (Low roll on the percentile dice,
almost low enougi>. for a blowup! )

As Liriel hastily drank a Healing Potion, her cousin Herimel
sidled up to her and whispered a suggestion that the two of them could
win the whole fight by a flank attack. (cf course they could both have
easily gotten wiped, too - Pierimel had only 5 hit points, Liriel 8).
Well, the two little twits caught the uruk and ogre by surprise (the
amount of dice luck those two little idiots i;ad was fantastic - the
rest of the players were grossed out as Lincoln and 1 rolled seven hits

out of 8 arroi.s fired, one of them critical). The uruk and the ogre
managed to get a spear each off, beth hitting, bef re the uruk died and
the ogre surrendered. Luckj™ for the twit-elfs, too; both spears hit,

leaving ierimel with 3 hit points and Liriel with 1.

To make a loug story short, the party xkk recovered its lost
cleric, had its dead raised by alien "magi®©", and left with packs full
of gifts. (t.f Ci-urse, almost all of it was technological devices. Which
became inoperative on reaching odwyr. That"s it, out of space. Glenn



THE LOST MASK #pb '
By Stewart Levin m ...
*H20'S, .-Mason’Rd,, St. Louis,"MO 63131 .: | ;
) wr "Thavsword is mightier than the pen!”
OK MAGIC STSTEINB- After going though the D&D system and a few spell
'r point systems T'junked them all. | read up on the subject and
found that-'in some books (Notably Robert E. Howard’s Conan senes &
Fletcher Pratts The WELL OF THE IJHICORK) . magic spells are
exhausting, if not physically dangerous to the caster. But instead
of putting'in,a chance of death | combined Gygax’s magic tables and
used ideas I came up'vdth....... Levin’s magic system!(catchy name huh?Q
e .It is"asmfellws, double the amount of spells perlevel in the
gygaX|af| tables and add a 10~ chance per spell level minus 1™ for
-each level earned. The conseijuences are based on the physical strength
of the MU: Above Average Strength-5 turns,. Average strength-lO turns,
BHh'V AVERAGE STRENGTH-20 turns. What this means is that the nu who
rollstthe percentage or less faints ahd cannot be roused untilJE the
required time goes by, then he or she wakes up and is”~s strong as
ever,(The spell that caused him to faint still goes off foo.)
WARNING! If the mu is: "fainted"(he or shu), and the .members®of the
group try to shake them awake kjc before the alloted fainted time is
. up entails a 10™ chance of non-sUrvival on the mu's part and.if the
mu is woken up will act groggy. (Whut? Huh? Cunon guys, let ne.sleeeep?)
The fainted mu may be picked up and carried away though.with no
danger to him or her. The whole point of this is to stop
the wholesale killing of dungeon creatures by spells and it tends to

encourage fighting, _ . ey

Now for comments: .m , .

WAYNE SHAW- Thanks for your courtesy, the curse is lifted, ,(Other
m‘pefple must be barbarish, but you have proved yourself a gentleman)
As to your arguements to Beast ~asters, | would™say that to control
chdotic'creatures*the BMwould have to be chaotic. Now to the silver
sword, | once ran it,that silver swords cost 100 Au. apeice and soon
I had chardctersgding around -I'dth 5 or 6 silver swcrds apiece, and
soon it beoame a matter of time before any and all undead .
were'nothing but another monster. But, | have changed the It"oOp Au
to 1,000 Au because | had one zero too much in last issue. What'
kind of guns do you have and hew do ycni run them? (My specs for guns
were Mghly simplified or generalised) ALSO WAYNE!, re: last comment

It says in Men fc Magfc page 26

"Protection from Normal missies" .The receipiant of this charm
becomes impervious to normal missies. This implies only those missies
projected by normal (not above normal) nmen and weapons,,,.".

IT also says in Men and Magic, bottom of page 19, "Normal nmen 'equal
1st level fighters,"

A typical armored brigade is going to'have at least one officer of
Major, rank or higher(Mtajor=»5th level), at least two or three lutienentsS|
. and a hell of a.lot of sergants and non-coms (non-coms=>2d level) ,
So if you had enough officers and non-coms manning the guns Ycu
could wipe out both mages and still be in good enough shape to take

tilo

PETER CERRATO-The adventure you refer to had a picture of’\'the rbbm
we saw drawn in at the bottoro, but unfortunately ny. stencils melted
while shipping and Lee did not sOe the picture when she retyped them,
LEE GOLD-HYpe this thing gets in, there was no dud date on my ARE 15,
Pharles I\/Iic(Hie)Few(WAESDFNI)J(our puny insults are as stong as

moose-breath.
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I am in somev/hayof a quarideryj for 1 have no material to give, so
rather than quit now I will give you a essay on types of dungeons.

I have found that essentially there are two types of dungeons,
the type of dungeon that gives treasure and magic and really UNUSUAL
kinds of magic (such as permame.nt.acrollso.. Artefact type weapons and
such). And then we have the ”stlngy” DM, he is the one”who rarely
has diffused a whole, hell of a lot cf treasure mand .m.agic in the
same general area, fie spreads it -around his world, and not concentr-
ating it in all one places n /

There is nothing wrong with either t3pe of dungeon® for either
DM ma3* have special monsters that really requir-e a ton of magic" to
kill(as for the first type of dungeon) OR he may have monsters th”t
don"t need a lot of magic ¥ kill--, n -

" Novr I am hot critiaing anyone but such stuff as Lydia Pinkhams
and Pernament® scrolls really do not belong -in a dungeon UNLK5S THE
MONSTERE IN THE DUNGEON HAVE JUST A" GOOD CHINCE TO HAVE THEM- TOO!
Example: One player who had a fighter v-ranted to get a sword that
could read magic so that he could tape a scroll to the back of his
shield and read"off spells at his enemies. 1 sa"y fine so when |
roll up my cigg™, | find that | have rolled a sword T~Adth a ReadrMagic ,
the fighter(chaotic) also had a scroll with seven spells on it, One
of them was a Power Word Stuii on it.. So he taped the scrolls: to tie
back of his shield and wvrh"en he met this group chalenged one of them
to a life or death battle tho rxnuOiJdces treasure, Tlie party
indicated refused so the fighter read off his Word at them and got two
then the party left fast,, (The players party),” Another one is
where, the party met a succubi (EW),. the succubi had come s up”as bbe
party had finished off so”e giant sharks, and sufficently convinced the
party that she was a 1st level MU and -wanted to join them. As a few
of the people had died from the sharks sh mhad charmed & person
as she was coming up and he convinced the part™ that she waq mindeed
a Llav-rf..1(the charmed person being the only Lawful-.in the part™A) |,
V~ell, her charmee vrent diving for the shark"s trPasurS* "as™-another
party member did and he drowned the other part]®" mei| ber,,>* ~"Meanwhile
xk the Succubi pertended to slip and the onl]*"" remaining fighter
caught her and she gave the fighter a kis.® (the fighter was only
first level) and he expired.. Having nothing else to do she called
in the charmee got the sharks treasure, the parties treasure, and
left after giving her charmee a kISS goodbye* (A good way to run
monsters eh?) - N

On running monsters, some people have “the mistaken idea that
monsters should sit on their arses r waitinge fo.r the nearest player
to come and kill them < My monsters;,.have secret doors and such th-qgt
prevent them from being trapped,. One adventure had a part]”® charge a
roomful of trolls andpreceed to burn the heck out of the trolls,
the trolls haveing a secret door in their room expressly .tor that
purpose came and struck the party from the"flank and Kip.ed mo-st;
of the parties®™ magic users"and g cleric s before expiring, i,

Back to the essay novj, In Mr, ShaperoBs dungeon he has his." _
death ""miemons and such so when | here that he has 75mm Recoiless _Rifles
in his dungeon, 1 don’t make a fuss for how else can you kill the
death demons and xkkx other kinds of monsters, (Alt.hough 1 would
Kxkxixkxtx"let the partjr in my dungeon, v~™ohd would spread fast and
probaly a stong .force of"monsters that were not supposed to be on
that level would vtant to rid the dungeon of that- menac”e.
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I have just finished takin™ doi-Ti a .fi""fet leysl' w.hto 'v
nev'ly redisirned dunraon :ilio—shann, | tossed out tae computor
ide." | recent'.y had and all sorts of sood s

Firfet , the party o 6 aft r-comnliltheir s;ol.d, .fifiired that

thev won.ld conciovVbl.jr pot more rold to liva on, for the:" had only

14- fps iiia m betveon"them* { | have raised nricas on ecfulpthent

and louvered dungeon-tTeasure to encour ye dunponerring.’-' Bp>as the
intrepid party of tvrto huran mus, 1 dran™'f, and '-fi bters-vr»ent to the
eh.tr Ice and though it, they passed .by. ahd- though, a silver;molored
ribbon, thireb « signafin mtho first entorace in th" dunpeon* > '

- * 'meh they passed by a passageway that they heard the roar cf
m~the~surf* Heading dovmwards they came to a room where 4 striges lurked,
despite the striges managing to attach themselves to several-ofmsthe
party members, the party escaped without a oeath, 'they vrent on and
after definitly being door gt (shoot!))met 4 elves, they asked

the elves if thev want to go o/xith the* , only”™one elf agreed and then
the other elves left. Then the party hesitated by a door(containing

5 Kdlbolds!)*'And feverishly listened, the drawf indentified it as
Kolbold gibiierish and rushed in to do battle, the party joined and
soon the 7 people had wiped.out the kolbolds taking enly slight damage.
After continueing on tte. party.stopped beside: one door and the drawf
stuck hi's soon-to-be-parted ad. in the door and........... The six bugbear
that-were inside saw a small, flatish, sort of head stick, in their
'room so they took a swat at it and missed. Shortly-thereafter jdec
the party was seen going down and out of the dungeons

Speaking precisely about this adventure, have any of you when playing"”
your first level characters' for the first time or in sucdeeding times,
noticed that'lst I'eVe™ creatures are no longer menacing as they* once
were, Hobgoblins are nothing from when you first encounter them,(Then
there was the time when, a group of 2nd levels numbering 5, took on a
giant slug and killed it with only one player surviving (me)) / i:

m Since a few players are busily trading.dungeons andsuch, 1I-~’
recommend 4 - N percautions until you have gbt the whole thing.
Like send your tradee one page at a time of your dungeon, keys or maps,
until you, know rthat he'will trade his dungeon too and not just
keep your copies and not send you anything in returns Unfortunately
theie are such people who are so lo'v to do such a thing, and they
should at least be chastized for it,

AZE is 'reall'if'a great thing for it gives you a chance to speak
out on things and have your ovm ideas reviewed in front of a IDt“of
arced DMs, | think that the gold’s work in producing,
& editing this ’zine is highlymcompatent and organized, givipg this
periodical a respected place in BGp society. Personally,m---i '“k)nder-
how thev accomplish it for | run'a.'play by mail, campain as-noted in
#15 with currantly 13-15 players and | really.#i stupified'lat rthe
number 200 people. Holy Mariasa! | have trouble with time-formy-
small mcampain, (Which o f'kkxkx cource is o.pen for players. Write .me!)

THE REST~OF THIS~’ZINE~IS AN~OPE¥ leTtIR~TO "AAEY~QYg I XT
- n - m It om \l

(In other words, the insignificant ant challenging'the.mighty eagle.®



Dear” “Gygaxj

I have just finished reading your letter td" tee Geld that .was
pubMshedf®in, A&E (as this, wil'l. be). In reading it jt _fp.ti"d that.you
made: " several " disparaging.;,“remarks: about some -oftthe rather well-knov-m
m"AScErTi"eontributers®as to. .their ,method of play," You sir, seem, to think
that everyone” cin™plajr® dz-our ,ptyle of tdth its"limited” and " tin my
cwn.-i-opicAii of course Misrepresented magic;: system, mand “your 33%
monster edcUpancy®"j "~Well,."Luckily for the D&D game everyone has a
different kind"of"playingyou. said in"your Tfirst .books that
those ruled® were supposed, to. be .as gui.dlines, not restricting bonds T
Most mpeople cannot make” .thgt. .empty a dungeon to be dangerous, so the}?-
improvise and’ innovate*(Scratch that word dangerous, say interesting
instead) ; " .m _ d .r .,

To the GOD’S" supplement, .just-what service did it haVe that
made 1it"a" ri"essasary supplement to D&D? 1 am bevdldered at the fact
that :sCme,.of the gdds portrayed in iti, CONAN"S, god GROM;for example,
he was .dnly 15th level!?! Also, most of tte information_in"it"
could""be found in"any run.”of the mill mythology book, (This matierial
for.the swords andwha"bnot magic powers could®™e deduced bjr anv DM?
who had a smattering of mythology lore. Now, in no "way am | putting
down your style.of playing or your way of interperatirig myths,
I am-merely asking xYwy did"yeu put the _supplement on the market?
r Ycu have "gi“en the v.rorld a great game that has no end in sight of
dying out, you have done v;ell, so why try to reform" everybody to
your kind of playing. If I had a nickle for_evervtime a player
was ..playing in my dungeon and he came"up against a particular rule
that-"1 was running vidth the arguement,'"Gygax said this...” | would
be rich,” "My usaui answer is 0 for the unfortunate, argum.en'tiv,e
player to go to LAke Geneva andplay there.

Importantly though you in your ovm right are a magnificent”

DM and when players who become DM?’s find their ovm style bf ;"playing,
they are good."DMs,,” Please keep in mind thatevery one is not ypfrV .

Sincerely Yours,

L it e

.Stewart Levin

""Whew, am 1| glad that is «done with!
Some traps * e | *

An ordinary 10’..square open-pit that when fallen.into on a"roll
of 1 on a D6 the bottom falls out and”you are on angther level, what
is fun is having these placed in d series, (Bump, bump, _bump, .yo.u,.
are now on the fourth fevel")"l;j" I -

Rooms that change the victims size, so that the unlucky one who was
M 5 is now 3ft tall,,- (Also the drawf that is ..row 10ft, tall)
note that n*_ increase in strength is due

That is it f»r this issue, so see you later.



SIX DAYS IN SEARCH OF A WEREBEAR CLERIC
the hopeless quest of Chuck Ulrich, Oldenborg 820, Pomona College,
Claremont, CA 91711

“Well, the unnamed wilderness around Minamornalom” has officially

opened. It was entered on- October 8, 1976 by an expedition consisting
of the fol lowing pepple; Ethel de Strabs, Bard 1; Frogspittle Von
Ghelt, Frogg (man-Frog) |Illusionist 5; Il lian Heck Vie Blasdine , Ha If-

EIf F5; Shi,tbrix Mi, Ore Cyborg F5; (be longi ng to doKn Ki,ng;Sh;urg) ;
Al brecht,"~0-warf" F4; Baldwin, MU 10; Montgomery®™ pt Warg, CB” tSteigway,
EIt F6 (belonging to <Sean McCaw); Corum, Rah"ger®" 6; Fireelown , illus-
ionist 9; Peveril, Ha If-E If Pa lad in 3; Aubee, BarB 5; ,(e,long ing "to ,-
Rolin Baker);, Scorn, EIf FI; 1Ivan Shuss , IM usi6hipt’]j,j Bhicatyr,
Were-eagle I1llusionist |I; Zounds, Bard 1 (bePohg"i ng; to ppug Hed linger,).
Their first stop was, of course, the Taverb Complex., for drinks
at the Detpon®s Arms and pizzas and the jJjukebox at the Roupd Table,
various characters were regendered and otherwise "affeezed 1iIn ways too
humorous to mention. Scorn became invisible for the duration of the
expedition; lvan Shuss gained an extra spell; Chicatyr~lost one spell,
leaving her rather useless, but at least she became 1invulnerable to
life drain by Undead. .After listening to the Kings®™ ""Brainwashed,"®’
Ethel, 1I1llian, Isa (formerly |Ivan) Shuss, Chicatyr and Scorn were under
a Quest to kill a Spectre dr a Vampire. Finally, Frogspittle ate a
pizza and turnedChaotic, 1i.G. Evil. He whipped out his laS|Gr pistol
and fried Peveril’s head. Fireclown then cast Centinual DArkness at
the Frogg to prevent him from using the last shot on Hi,s pistol
Baldwin Suggested that Frogspittle drop his weapon andj-stop fighting.
(WE have switched Suggestion and Charm Person on the spell tables,)
After a brief hesitation, Baldwin threw Charm Person at Frogspittle
and told him to come onout of the darkness, The Frogg saved but came
out anyway, picking up his pistol on the way. He missed with, his fina
laser blast. But Corum was a better shot and blew Frogspittle’s
brains out with his .45.° Montgomery Raised the Musioh"ist and threw
Remove Cursg to turn him Lawful again. Peveri®"" s head_grew back, .
thanks to the .regenerat ive powers of his fnagic sword" n,
The party wandered down the road a piece with Frggsp itt le,iOn a
wagon, until they reached a large hall. A huge sign proc laTmed."Monty
Hali," Inside they found a large crowd of strangeiy-dressed people
and their host, Leslie (:Les" Mekadil. Les pieked PeveH I, Chisatyr ,
and a,;person dressed as a carrot to participate 1in.a contest consisting
of guessing the suggested retail waiue of certain IternsPever il won
a Scarab (of Protection), a sword (non-mdgical) and a coat of mail
(+4), while Chicatyr obtained a Loadstone and a Brassiere® (itern of
woman®.s- underclothing) Commanding Fire E lementa Is .’ Barney, the carrot,
was an outrageously poor estimator and won nothing. Shitbrix traded
his s.ta.ff for a box conta iaing a dagger +l1., +2 and 100 GP. Ste inway
ref uJe,d to triade his A rsbre;ld for an envelope. As the winnder of the
first contest ,.Pev.erilv.wasv ierti t led to trade one of his preVious

prizes for a c.hance at. t.he® Bng Deal of the Day. He traded 1in his n,on-
magical sword and chose-"-Ddor I. Behind Door #3 was a subdued
Red Dragon,, Behind; Dobr’#i2,.-les revealed a Denebian Slime Devi I which,

attached -itself. tp“Peveni 1. But the Paladin had chosen Door #I, behind-
which layra self-powered refrigerator full of frozen Hit Point Lemonade
As tbe~cT®dits came on, Illian bought a ring from a brown paper bag for
500 GP. .She let Les keep the pickle, The party ieft the bui lding,
thinking that maybe ;E. Gary was right about Monty Hall dungeons after
all..: B | .



Oh the road they met some Whdlefl affers (see this month"s DUMB
MONSTERS) who ran away when they saw the Denebian Slime Devil. Shit-
" iX asked his communing glass hand how Peveril could get rid of the
littfe devil. The hand gave him directions to Mt. FujTyama, so off

they went. -
Sweooplng down from the skies came ten® Ma rghoo™t'S"- (see last month’s
DUMB MONSTERS). Shitbrix, always on his toes, whl his Rod 6F

Lord Iy Mi"ght. The others threw PharrtasmSlI Firebalis; “Phantasmal .Kill-
ers> and poison arrows, Peveril threw h Prismatic WaM F arourvd himself,
a deed”that spe lied "terrible death for the-"Marghoob flying at theP ala-
din. > After two rounds, the field was filled with Marghoob corpses,-
which were®skinned for their +4 leather sk n. * NN
The next day, the expedition was set upon:by m ‘quartet ‘of standard

Gargoyles. Shitbrix, ready for any occasion, whipped out his Rod of
Lordly Might. The 1"l lusion i'st threw a Phantasma | “Meteor Swarm and a
Phantasmal Killer. They didn"t skin the Gargoyles.

"m"dAt long llast they reached a mountain range, the highest peak of

which bore amdistinet ly oriental - looking snowcap. At the foot of the
mountain was a concrete building with no windows or doors ShitbriX s
hand said it was Radio Prison, so they left it alone. The .next morn-

Ing, a few of them stayed with the carts and the recuperating Frog-
spittle, while the rest started their ascent of Mt. Fujiyama. C-T like
the V)ay you clearly distinguish between this peak and the one in
Japan which is always called Fujisan® never Fujiyama,--LG"

A third of the way up the mountain, they found an immense egg.
The hand said the egg would hatch any day now. Zounds stayed at the
egg, arid"the rest continued up tlie hill. What should they find but
seven Japanese Ogres blocking their path? Shitbrix, ever alert,
whipped out his Rod of Lordly Might. Two Phantasmal Meteor Swarms

were thrown. The poor surprised Ogre Magi didn"t even get a chance to
fight back. Most were left dead or paralyzed in the mud, although a
few ran away, scared by the size of Shitbrix"s Rod. The only Ogre

unhurt was the one Charmed by Baldwin.

AT the peak they found a treasure that must have been imported
from Hicksvilleian Ebony Fly, a six-pack of Canned Music(eachcan
cbhtaining flvefull turnsof fifth level Bardish Charm) andthe Leo-
poldBass, a non-standard baodic instrument. One of the songs onthe
Leopold Bass is"How Can-1 miss You When”You Won"t Go Away?" which
gets rid of Dehebian Slime Devils. Ethel played it for Peveril,,
freeing him from the [little creep.

Whi le descending the”™mountain, themadventurers once again sur-
prised a party of Ogre Mag ii In fact they were three of the same . ",
Ogre Magi, regenerated from death or paralysis. Undaunted > _,|SR tbr.1 x
waved his wbodeh wonder, and the spel I-throwers did the lrmstutt. This
time everyone- made su're the Ogres were properly burned. Upon discov-
ering the Ogre Ma'gi were still out of their lair, someone got the
bright idea of asking the charmed ogre to lead them their.

Before they reached the lair, Ethel played "O"Rellly at the Bar"
on the Leopold Bass, raising Shibrix"s Strength to 18°*", lowering his

Wisdom, and ensuring any hits he scored would he to the face. This
time the Ogre Magi were not surprised, so both sides wiped each other
out. After a barrage of PF Meteor Swarms and Ice Storms from one : ;7

side and Sl eeps"~"and Colds from the other, the only survivors were Mont-
gomery and Fi reel own, who had both gone ethereal, and Chicat.y.r who”™ hqd
been flying out of range. Peveril and Shixbrix regenerated--from death
The five of them burned the Ogre bodies, collected their measley hoard
of silver and gold, and started back down the hill.



;At;the’;”egg ,th:ey_ found Zounds sti M hiding foron.aj).air 01 Chi-
merae who"had passed by the day before. Shitbrix asked his hand Iifl it
would be worthwhi le waiting unti i the gg hatched. Th#: hand said the
egg would hatch Gl utamoto, so the party went racing down the slope,*
not wanting to;mess around with any dream mons tens.

At the foot of the hill, Frogspittle had "Just recovered from his
resurrection two wefeks before, leaving more room on the wagons for the
new" bodies currently being Raised by Montgomery. The next day they
hailed the inhabitants of a Good castle. Sure enough, it was the home
of a Patriarch. But do, he didh’t have Raise Dead; didn"t believe in
messing with God®"s plans. So Montgomery continued to Raise one person
a’"day,- as they headed towards the nearest city likely to have a high-
l;evel Patriarch. -
mV,. About this time, everyone but John®"s characters ran out of food.
Montgomery created an |Insect Plague and sent it into a pot of boiling
bl*i.*-* On the road, the expedition encountered Bard (Half EIf C6) w"ear-
ing EIvish "Travelling Shoes.”™ The Elven Bishop told them that the
road led to the town of Straight and Narrow and then went on his way.

When they reached the Temple of the Saint in Straight and Narrow,
they realized that they®d alre"ady Raised everyone who could be Raised.
So they W"hadered about town , :buy ing mprov isions and being reprimanded”
by*ttffe ever-p resent police patrols for their unlawful remarks. On ™
Tapp iwiingo St., they found an A lchemist®s shop , where Peveril traded

s a g”bd"-pOrtion of his Hit Point Lemonade for a sex-pack of Dr-. Pepper.
Upon leaving the shop, the party discovered they were at the end of
a one-way dead-end street. They were ringing bells at the apartment
house*at the end of the street, trying to find an escape route, when

ajmtthey were attacked from the rear by a party of Spectres. Shitbrix
listeiied to "O"Reilly at the Bar," getting the Tfull +8 strength and
-8 Wisdom. He rushed to get into the action, but like- most bf his "*
"Cbmrades-, "arri ved too late--the Spectres had all been® PF Met"ebr Swarmed
or rea ly”"Turned. Their lair was down the manhole from which they
"had come, but they were very poor Spectr6*% and had no treasures . "AT
least- the adventurers were freed from their quest.

mThe rrianho le prrovided a possible avenue of escape from the dead—
end, but it would have been a tight fit for the mules and wagons. So
the party just walked out the way they bad come, backwards, hoping
no one would notice. The inevitable -police patrol-» showed upAbu.t didn"t
fin“ure® out™ what was going on. Thby escorted the %exped Ption back to
the tJebd-end, whence they were all teleported to the Po"lice "Headquar-
ters®™ on the main drag, Straig.ht and. Narrow Avenuel-*

The party left Straight and Narrow as qui>ckly as they could. -
After a brief pause to destroy fFifteen Striges,” they arrived at the
Demon®s Arms and were sent home.

Afterword: Peveril®s foozen Ulemonade was stored in alrefrigerator,
nofJ"%e freez"er,"”and hence was spoi It "ty. the- end of the expedition.
Shpys®™ how" tHumb that ATchem ist "wag®i< Chi cahyr so ldr her Brass iere cfor
mere- Aubec bought the® LeopoPd Bass and® theh deci,ded; *it was.-too
unwieldy to "carry“a‘round. T’it"ei a "basS "fnddie/"nnot a.;gu itar .-h The. *
"new" motto ef the 1local "D&Ders seems to be> "Who needs PF BehoHders =
when you® can throw PF Meteor Swarms?" ZOut kepe we ont.y™.atlow-FF Jof
a speVZ"bne order higher thah”dihe- MU “*"an aotualzZy thron?."-—-AG"],\."~ i

Glenn Blacow: My apologies. Charles Lutwidge did ,ndeed refer to
both Vorpal Swords and" Vorpa 1’0d ades . Ot course Gygax. ca His. the
thing83* Blades, but 1 wou Pdn "t ""cTrte"hi,m as an authiority.”
Ken Fi0"krU” S%" ""ASE #1 for sgeesrrOnTrtCZ|mtp as monst;er-s.i' c(o r

T-h™ A



McGrew and GoJdc I Shelley W;rote Frankenstein; Bram. Stoker wrote
Dracula

._John Boardman I haven "t seen, it, but | believe that the version
of_ "King Kor]g Meets ,G;0dz illa" shown in. Japan had.; a different ending
with GodzIllia the victor. I like your ,idea about a new D&D supplement

devoted so lely to 0z stuff.

bK,”, "nP;W> everybody unrelax with warmest, personal®, least scary part

of Idoj..:"
Tty - 7L DUMB. MONSTERS

, PUARLITANS: 3-30 appear, AC, 8,, move 5", 2 HD,. in lair 60%
B treasure. Neutral, two weapons by type. As seen in recent: issyes
of Ka-Zar, these beings are b lue-sk inned humano ids .who ap.pear to have
had purple seaweed splatted against their faces. Their cu lture empha-
sjzes .battle s,klU s ap,d most Quariians can fight with a weapon, in each
hand,: .Jhey are found mounted on Moenchies 20% of the time". |,

, MOENCHIES: 2-12 appear, AC 6, move 18", 3 HD,, np treasure,i untn..-
tell.jgent, bite @ 2-12. Everyone and his brother thought of these
things, but Doug MOench was the first to publish them. As seen In Ka-
Zar , Moenchies are the flying sharks commonly ridden by Quar lians,,,
They do have wings, (Wayne S.haw had already mounted by Wind-Mart.yrs,
on someone e lse "s Flying mantas, John. Kingsbury 1is developing umpt.e.en
different species of flying shark "Il.bet if 1 said that Cepeda ri.de
horses, someone would put them,on mules.) m .

GRIFFOPOTAMI: 2-16 appear, AC 4, move 12"/15", 5+2 HD, no
treasure.. Neutral, bite § 3-18, 2 claws @1-6. Although the name
woul.d imply a cross between the river and the Griffon, the Gr iffopotamus
is another Kkind of beast entire.ly. These fierce fighters resemble
hippopotami with eagle"s wings and claws,.

ZENIAS: 1-4 appear, AC 5, 9", 2+1 HD, in lair 75?, type C trea.Sr

ure. Neutral, 1-8 pts/attack. As seen in E-Man #7, these creatures are
tansparent and bigger than Rog-2000. They, can however, take human form
and wear clothes. Zenias. are not affected,by cold or [lightning, but

are subject to fire and hits by weapons. They,are intelligent and can
speak in human,, form. _Any.jman-type Kkilled by a.Zenia becomes part of the
Zenia, thus making resurrection impossible,,., .

WHOLEFLAFEERS : I6, appear, AC 8, move 3"y.3 HD,; in,: lair 20%,
typeC treasure >uNeutrad:~ bite k i-6. Thesgross-looking.|ittle things
have mo I lusk-likp bodies vaguely marshmal low-like in shape. They are,
about three feet tal | and have ,two eyes, a mouth and, two two-feet-long
arms with brush-like ends,.,which they use to whisk edible mater lat
(i.e. anything that Tfits) ipto their mouth.

In the remaining space, | may as we 1l tel 1 you of the destruction
of MinamornalomS. On October 23, Wayne Shaw, John Kingsbury, Sean
McCaw, Steye Rose and>.Larry Somebody took a Chaotic exped ition-Jnto
MinasmornaiomS. A flock of Zamczyks,provided the party with little
information regarding the key tp.ithe destruction of Mingsmor na loinS.
But Tar-Minotaur Tfound out for himself quite by accident. What he
thought was,a Necklace of MIsslles was actually the. Magic Jar of Bervo-
laid theBlue,|]ast of the Istari, now a 150thleyel Illusionist.

When Tar-M.Inota,ur.fbroke the .neck.l ace , Bervo laid died. MI nas”™orna lom§
was a Super-Duper Improved Programmed usion. It’s not any more,
NEXT MpNTH :j Gurg les, Gruffybbs, and SumaRatrans. . ", N

Also—> :CJhmyz as player characters.
For> Chuck®"s write-up, gf*-Chmys as :rriQnsters, see the bottom of the
last page of fiAEY WORLDS* this sissue.--LG



STAR GATE ‘'by Diana L iyers

It has been suggested by various individuals that the
saving-throw" "table is inadequate. That is,it"" should be more
difficult to save vs. a high level magic-user, cleric, or
technologist (his devices have better workmanship a.nd are
more efficient) .l have based my chart on the original with
the followingconsiderations: =

1) It isillogical that a magic-gser,as an example,going
from 15th to 16th level has his saving“"thriw- from 8 to 3.
2) The chart for spells and staves is the same. Staves

are 3th level,therefore the spells are from an 0th level.
3) Wands are 6th level.There are some discrepancies here.
b)EvGryone saves vs. mmtheir 0"Vin level on a 12.
5)I"he fact that each classificationdias its ovwn peculiar
curve has necessitated drawing up three charts.
MAGIC USERS,THIEVES, TECK1""0OLOGISTS
1 2 3 4 3 67
1 12 12 13 13 14 1A li'- 15 15 15 16 16 16 17 17 17 18 18 18 19
2 11 12 12 13 13 w WM 14 15 15 15 16 16 16 17 17 17 18 10 18
3 11 11 12 12 313 13 11+ 14 V:- 15 15 15 16 16 16 17 17 17 18 18
10 11 11 12 12 13 13 14114 14 15 15 15 16 16 16 17 17 17 18
-51 10 10'11 11 12 12 313 13 -14 .14 14 15 15 15- 16 16 16 17 17 17
6 9 10 10 11 11 12 12 13 13 14 14 14 15 15 15 16 16 16 17 17

7 9 9 10 10 11 11 12 12 13 13 14 14 1M+ 15 15 15 16 16 16 17
0-.. 8,9 g 10 10 11 11 12 12 13 13 14 1t 14 15 I'" 15 16 16 16
9 8 8 8 9 >10 10 11 11 12 12 13 13 1f} 14 14 15' 15 15' 16 16
10 7 0O & a 0 10 10 11 11 12 12 13 1I1™14 14 3 15 14 15 16
11 6 7, u 9 § 10 10 11 11 12 12 13 13 14 14 14 15 15 15
12 5 6 7 8 98 9 9 10 10 11 11 12 12 13 13 14 14 14 15 15
13 A 5 6 7 8 9 9 10 10 11 12 13 11 43 1~ 14’14 14 45
1t é‘ 5 6 7 B @ 9 o9 10 10 11 12 12 13 13 13 14 14 14
15 i ] N 5 6 3 9 9 10 10 11 11 12 12 13 413 14 14
16 3 3 3, A. 5 6 7 8 8 9 10 10 11 11 12 12 13 13 14
17 3 3 3 3:nm 6' 5 6 7 8 ? g 9 10 10 11 11 12 12 13 13
10 i 3 3 4 5 6 7 8 o9 9 10 10 11 11 12 12 13
19 3 3 3 3 9 3 4 5 6 7 cC © 910 10 11 11 22 12
20 3 3 3 3 3 3 % a4 3 6.7 8 8 Q9 5.10 10 112 11 12

THE horizontal rovw/ of lumibers indicates thelevel of the
one throwing the spell , while the colLimn down the side is the
level of the “one v/ho is saving.The fighter and cleric charts

are on the next page.

It would also be possibleto use these charts for poison,

t stone, and dragonbreath:

Magic-user Gleric Fighter
POISOrnDEATHRAY m level . ... .. ... level- b -3:evet—"j"
STONE level b .level 5 level 5
DRAGOI! BIIGATH level level 9 level ¥

IN all the above cases the saving throv/s are comparable
to those in the bock for the lower levels while the saving
throws for high levels are a bit more difficult than ; thebe
listed. "o n

NOTE: IN all cases a 20 or 00 saves. Also a 1,2, or 11

failure to save in all



FIGHTERS, RANGERS, ETC (sailor)

1 @ 4 5 6 7 8 9 10 11 12 13 14 15 16 717 18 19 20

1 12 12 13 13: W 14 15 15 16 16 17 17 18 18 19 19 20 20 20 20

2 11 12 12 13 13 iLi It- 15 15 16 16 17 17 18 18 19119 20 20 20
3 11 11-12-.12 13 13 14 It- 15 15 16 16 17 17 18 18 19 19 20 20

4 10 11 11 12 12 13 13 14 14 15 15 16 16 17 17 18 18 19 19 20
5 10 10 11 11 12 12 13 13 14 1t 315 315 16 16 17 17 18 18 19 19

6 g 10 10 11 11 12 12 313 13 1t M. 15 15 16 16 17 17 10 18 19

7 + g9 10-+10 11 11 12 12 13 13 14 14 15 15 16 16 17 17 18 18

0 8 9 9 10 10 11 11 12 12 13 13 b, 14 15 15 16 16 17 17 18

o 8 9 o 0 10 10 11 11 ,12 12 3313 14 14 15 15 16 16 wi7 17

10 7 " U Q g9 10 10 11 11 12 12 33 13 14 It- 15 15 16 16 17
11 7 7 3 4 o 10 10 ,11' 11 12 12 13 13 14 15 15 16 16
12 6 7 wm i g\ o 10 10 11 11 12 %O 13 13 14 14 15 15 16
13 6 6 7 {( 8 %.ﬁ o 10 10 .11 11 12 12 13 13 14 14 15 15
14 5 6 6. 7. 7 8 9 10:10 11 11 12 12 13 13 14 14 35
15 5 5 6 -6:- 7 7 9‘ 8 a g 10 10. 11 11 12 12 13 13 14 14
16 "% 5 5i 6; 6.7 9.0 8 g.9 10 10 11 11 12..12 13, ,.,13-.14
Iy % g:'iy- g 5. 6 mw6~ 7 '3 ﬁ 9' 9 10. 10 .11. 11'12 12 :13' 13
18 Saa. 4 5 Kie 6 7 7 8 8 g~ gr10'10-.11 11 12 12 13
19'w3 3 4- m5' 5. 6 6 7 7 8_/\[] g 90 10 11 11 12 12
20.,3: 3 3 A 4 5 5.6.6, 37 By g8 9 9°10 10 11 11 12

CLEPJGBEF T

1 283:4 5 637 5 o 10411.-12 3, I+ 16 17 10 19 20
4 .12 12 13 13 It- 14 15 IS 16 16 17 VI 17 IG 1C 13 19 19 19 20
2 11 12 12 13 13 It- It- 15 15 16 16 172 17 17 iG 1G 13 19 19 19
3 11 11 ®m127M2 313 13 1+ It- 15 15 16 16 17 17 17 1C 18 18 19 19
4 10 11 11 i12 12 413 13 14 14 15 15 16 16 17 1? 17 13 18 18 19
5 .,10 10. 11.:11 .12 12 13 14 14 1s 15 16 16 17 17 17 13 18 13
6v) 9 hO 10n1l .11. 12 12 -~ 13 It- It- 15 15 16 16 1? 17 17 IG 18

w7 9 9+ 10:;10°'11 11 12 12 43 13 14 It- 15 15 16 16 17 17 17 1G
8 mg)g 911010 11 11 12 12 13 14 16 15 15 16 1615 17 47
o O om( 10 10 11 11 12 12 13 1B 14 ur 15 15 16 16 17 17
10 ~7 7«0 § o 10 10 11 11 12 ™ 13 13 WV Fr 15 15 16 16 17
11 % 7 7 Qo Q10 10 11 11 12 12 13 13 16 14 15 15 16 16
12 .6 P 700 8 o Q10 10 11 11 12 12 13 13 1" 14 15 15 16
13 "6 7 7 0 8 . 9 10 10 11 11 12 12 13 13- .16 _14-,15.1"
inr 6 '6: 77 8 _g @ 9 10 10 11 11 12 12 13 13 14 14 15
15 b 5 6. 6 7 i 9 10 10 11 11 12 12 13 13 14;14
16 O xk 5 6 6 7. 7 8 g 9 10 10 11 11 12 12 13 13 16
17 3 4 5 6 7 7 B o o 10 10 11 11 12 12 13 13
18 3 3 3 .4 6 < P 7 O g 9 10 10 11 1;: 12 12 13
15 s 3 ;] 3 4 Z 6 6 7 7 0 » Q 10 10 11 11 12 12
20 3 » 0 6 g 7 7 o 9 9 10 10 11 11 12
find these charts useful.

I hope some oI’ you nay

Here 1is another variation ~of character type. Ilhe SAIhOR.

Sailor ratings: ALL .SAILORS GI1JlinThey only y/ear leather and
1 .0ahins-hoy, 10.Saptaip . possiDly an easily unbuckle metal
2. Oarsms-n 11 .Oonraodore breo.st plate (t sheild). Hay use dirk
3. Deck Hand 12. Admiral in “left” hand to parry,blows(-1AC).

, +2 to hit aboard ship and -2 to AC.
experience 15~ per level chance" of "Navigating”
as_flgzters ° by sun and stars;find location,set
Z;:Eigtﬁqzhd course,find way back, etc. at sea
Dexterity or on overland. -2 to AC frora learn-

i ing to fight on heaving ships.

4. Searaan
5.Sailor -

6. Helnsman
7 . Navigator
8.Second Hate
9,. First hate
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pub it... Lee Said.. .0\ Je
Magical Research a la TSR with Notes on the" Production of I[iagic Items

Having started the town of Crossroads which as its name implies,
is situated at the intersection of about five trade routes--in the
middle of a desert, | have a smallish trade city where anything
(almost) may be purchased. I have laid out the entire town (every
building within the walls), and am in the process of keying all the,
shops taverns, inns, whorehouses, etc. One of the ma Ln®, |benef its of;
this 1is that one can have city adventures, especially as tHerefs a ;
dungeon below most of the city.

The problem that then confronted me was, .that although you can
find.and buy®both great barga ins and great crocks at, any a.pd all

prices, | neeed to know just what a fair price on a"magiical item was!
(1 am sure you now see my dilemma). I could of course just write up
an arbitrary price list, but since the most read.(and played) rulfs
for.D&D are those in the TSR b-oks, || decided to use them for my

guidelines in hopes that in this way my worlds would be compatible
with other players characters and DMs® worlds (fat chance).

Thus found myself getting out the TSR material, dusting it off
and digging into my half completed manuscript A Semantic and Impartial
AriaLsys ot TSR s ntD Publications and extracted the relevant informa-
tion. " Si"nce | have only completed the MS thru Greyhawk p. 51/ |
scanned Blackmoor, ridrich Wizardry and Gods, Demi cods and Heroes for
any changes or additions. I did not include any material
out of the Strategic Review, the Oraqon, or Swords L Spells, a" 1 dgn"t
consider them sufficiently available as to be counted as part of the

D&D rules set perse. Thus | came up with the following data:

Group OneR " ”hat TSR asserts

al. Wizards MUlIls and above) can manufacture almost any magical item
for sate or use (1 p6)

A2. Any miU or cleric may" research new spel s nrovidedn
62.1 The DM sets the level of the new spell (1, p35) L

62.2 The character can use spell®s of an equivalent level (I p35)
A3 A research expenditure of 2~x 1ICO0 GPs will give a 20 chance of

success after L v~eeks of work (L = level of spell). For every
multiple of this co”t, the percent chance of success increases by
D) but the time period remains the same. (a p35)

A4. Player characters should pay 1.0 of their EPs in GPs each® month
unless they are in the control of a territory or in the wilder-.
ness. (111,p24) =~

A5. Potions are one dose for" those with limited effect duration 1is
D6+6" turns. (ni,p3i)
A6. Scrolls, for MUs only unless they are Protection Scrolls, Effect

as a MU5 unless the spell 1is higher than a "6 can handle then
It"s as the minimum level needed. (MI,p32)

A7. Rings, udable by any class act as would spells or potions on an
uniimitedbasis.(111,p33)

MBA.. Wands have L6 effect. 100 charges maximum ,

A9. Staves have L3 effect 200 charges maxjmum

AlI0 Wands and Stave? which do not expend energy are un 1imited use



"jroup 2-~v.that TSR re(?-,ommends
Costs and times to manufacture various magical items should
be on the order of the following ({d, p 7)

RI .1 Scrdtls 100xL + weeks = L
RI .2 Potion of healing 250 GP + 1 week
r'i .3 Potion of Giant Strength IV GP + 4 weeks
RI .4 Enchanting 20 Arrows Ik GP + 4 weeks
R1.5 Armor to +1 2K GP + 2 months
R1.6 Cold Wand I0 K GP S months
R1.7 X-Ray Vision RIna 50K GP + 1 year

Group 3 -m/hat TSR implies (subJective on ny part)
11. Research and; manufacture ere two separate processes (wording |1,p7)
12. Clericscanmanufacture items (A2-:” RI1.2)
3 AlIl research A manufacture to be under supervision,of DM
(word ing throughout books j A2 . 1) .
14 GPs spent researching a spell give you the probatility of succeed

per-ti me period. If youdont make it sithin that tim., period,
you gotta invest more GPs (wording |1, p35) [ B

15 .You must beable to use a spell to enchant the spell info an
object (A5) or if the spell is new. you must research it first
1(A2,., il)

iC Cost of manufaetuee.is proportionate to spell comolex-ity (A3,RI.2
§ R1.3)
A . . .

I as any -good computer programmer should, tried to get the simplest
set of rules that would accomodate all the above statements. Thus;

Mag lIcal, iterns seem to break down into the following catagories:

Cl,. Chang.e, properties of small items (enchanting arrows, daggers,, etc.)

C2 Change properties of Large 1items (+! armor, shields, spears,"
dumb sOords)

C3 One shot epell storage, usable by anybody (potions, protect
scro llb) [ 1

C4 One shot spell storage usable only by one class (most scrolls)

05 Multiple use spejl storage (wands and staves)

C6 Permanent spell storage and reuse (most rings, etc.)

Cc7 Artii facts (another name for divine intervention, folks) and
Intel ligent weapons

Using the ol" Tformu la-of-mi nimum-cornp lexi ty theory and a of
the,above, we can get"! the following cost factors:

F1 CHANGE PROPERTIES OF SMALL ITEI4S (mass roughly 20 gps)
1000 -GPs and 4 weeks per spel | level
(example 20 +1 arrows are arrows with prot/good or evil)

E2 CHANGE ,PROPERTIES OF LARGE ITEMS (up to about 1000 GPs)
2000 GPs x spell ev8I1 + 2 months/ leve l .
(example +1 armor = prot/evil, +2 armor do it twice)®.,*
(1 suggest a limit of two enchantments maximum per object)
~Remember,, this just changes the pro prties of the item it would

not affect anything but that object. If you want a permanently
InVisibie suit of armor; Invisibility = L2 spell so It"s 4K GPs
and 4 months. If you want invisible +1 armor, you make it +1 with

a First enchantment, then invisible with a second. costlng you a



total of GKGP + 6 months and the price of a suit of armor. Any
body in such a suit would still be blslble but nobody would see
the armor, although they m"Ight notice he’s sweatiInqg a mlot.”™*

E3 ONE SHOT SPELL STORAGE: [limited as tO" who can use it, such as *
most scrolls = 100 GPs"and | week“per level Tfor each spell put
into it. Thus a spell scroll with three Knocks and a Fireball
would be 3 Knocks, 1level 2 = IDO GP x 2 + 2 weeks x 2 = 600 GP
+ 6 weeks and I Fireball, level 30 100 GP + 1 week/level = *
300 GP + 3" weeks. TOTAL = 900 GP ™+ 9 weeks.

(You could either have’3 Knocks on the scroll or one good for
three uses- this can be fun since a HU wouldn"t necessarily know
how many more times the spell would be good for.)

4 ONE SHOT SPELL USAGE - USABLE 3Y ANY CLAGS; this is a bit more
expensive, since you have to make up for somebody s nability to
use magic by themselves.

250 GP and I week/level of the spell/dose
This includes most potions and Protection scrolls, ; (This might
also 1include non-protection scrolls. Clerics would manufactu re
healing potions (1st level Cure Light, once they re patr iarchs)
at 250 GP plus one week. Giant Strength is equlvalent to the

4th 1level “bell Polymorph Others and costs 1000 GP A week
PER DOSE.

F5 LARGE MUHBER ~OF SPELLS STORAGE (This catagory 1i°nc ludes mostly
wands and ataves.) To get a wand it would cost-
(level-1) x 5000 GP and (level x 2) months-”
thus a Cold Wand (Cold roughly = Fireball = level 3) would cost
5000 X (3"I) = 10,000 GPplus 3x2 = 6 months work.
Staves cost twice as much as wands do in time and money.

F6 PERMANENT SPELL STORAGE AND USE (such things as rings, permanent
use scrolls, and potions that permanently change a character®s

abilities, etc....cost:
10,003 X (ievel-FI) GP and levei x 3 months
X*ray Vision, | (and warlock) deem as a level 4 spell, gLving a

cost of 50 000 GP and 1 year. An Tnvisiblity Ring would be a
level 2 spel 1 and would cost 10 000 x (1) = 30K GP-+ 6 months

F7 Artifacts/Swords and such should be created by dlvine/demonic
action, or perhap call Create Artifact a 30th Ilevel spell, or
perhaps it was just in the presence of A "HOLE LOT of power for a

VERY 1long 1lme-ewhatever the DM wishes. Characters, player or
otherwise, should never be able to create them, and they should be
beyond price. (How much 1is the < larney Stone: or the V/ailing

Wall worth?)

Swords and such- creating a +\ or +2 with rudimentary abilities
is easy, but getting a +3 or more or Special Abilities v."ould
probably take a Limited VMsh to get the basic 10 (rol I i1t) . then
have the character start enchanting in abilities and teaching it
languages-if you let players make them at all.

NOW (whew) before you start to scream O"ILY 3000 GFs to make a Firebal
scro-1 1 let us take into account a bit of economics.



First of all living expenses of 1? of your EP each month"™ means
your average Lith level MU (the 1loeeit that can enchant ANYTHING) will
have to spend from 750 to 1000 GP per week of time and""cannot enchant
items with spell equivalents over 5th level. So. let"s see. Say.
he was. going tb make a Passwall Ping. Mis baste cost is I0K» (leve I“ 1)
= 60K GPP plus 15 months time, which sou ld cost him 11.25-15K GP just
for upkeep whileihe s at it. This sets the price for him to make him
self one at 71-75.000 GP....and you can bet that if he was going to
sell i*f on the open market, he"d ask twice that! A retailer
would ask three tg four times that, setting the cost anywehre from
150~3d.0.000 GP bn the market.

Now.. let s try a Ring of Three Wishes. “fish is a level nine
Greyhawk spell so basic cost would be three times that of a level
nine potion (one shot spell storage, remember?) which 1is 6 _.75K GP + 27
weeks! Cheap, huh? ~re it is...Think again. To be able to -use a
9th level spell, you"ve got to be 13th level. That"s r*l. I million EP
so .upkeep alone 1is 2.5-2.75K GP each week, boosting the final price to
74,.25“6|K GF. If he sold it at all, he"d probably as-kl .6 iTlion .

Us ino .this logic a staff of Pburtdet ion "wou Id""bo"st about
5k X (6) GP "and “10 months * 4_.5K GP/month bringing the total to 75KGP
(this assumes a level I Patriarch, who !s half way to I1-2th level
making it for himself) selling it. he could ask for all the"™™way from
cost +10,» (a tithe) or up to 210t of the cost making it 165K GP. .and
if you Could buy one ih a shop...a Gold half a million would probably
be the norm, since these would be fairly rare.

These"rules work out fine bbr me. Use them if you want. A few
moments of thought wfll .show that almost all magical® items could be
made by"player charactersof a high enough level., but itMi put them
out _,of action. I d love to get some construct! ve comments on the
who le "prob lem .* S

Final note I d suggest thal® DMs oh ly allow player characters to
research and enchant, or give non-p layer cHaracters a“50"j klutz
factor,, or |1 Il bet".somone will Charm-ga ton of Wi"zards and crank out
gobs, of stuff.-” "M

., TABLE,. FOR, QUICK REFERENCE

Qhariu';e prop'ert'ies ,(20 GP weight) IGAOO X level GP + 4 x Ildvel weeks
Change® ,PropertiesMl0O00 gp weight) t

. 200,0 X level GP plus G x level weeks
One shot spell storage - specific usage

100 X leve.l and 1.x level weeks for each spell use
| L I n" -. 0

One shot, U"sable, by Anybody -

250 GP X level and 1 x level weeks mEm i o
Large Number spel | storage - per 1b0 charges N n,

5000 X (level -1) "P and 3 x level weeks

Permanent Spell Storage and Usane
10 000 x (level+l) GP and 12 x level weeks



"o/AlI-IDR ING MUTTERS / or miscellaneous maunderings of""a -madi magiix user

Policy statement first of all- this zine 1is about"ti-ow t' piay and feel

about Du.0, which
pieces if anybody pays

do appreciate
comments to ot

hope to give you a few

is mostiy piayte,stino, i doh/"jt give;"two copper
any attentLQn to it, ,fgr good "or iii, but 1

comments and criticism and 1 try to give constructive
hers. 1 appreciate the new ideas put forth by all and
i R 1

CONAN RULE on the
magichimself by neither using nor carrying eny magical 1items at al
saves at +4 levels.

POLYF"ORPHS

myself. J ., .-

ringworld, a fightef""who scorns the use of

since polymorph others gives the target the hit dice

and abilities Of whatever he/she/i"t is morphed intc» 1 limit the
polyrnoroh to creatures of ;a level ,equal to or less than the caster s
1 also read ablirties to meanxon magical abilities.

INFRAVISION
have 50 infravision

"_according to TSR (G/y\p. 5. ALL elves, and dwarves
(which needs no Ligh"t source).This is another

reason 1 limit elves and dwaryes ,by requiring elves to have STR = 15+
and INT = 15+ and dwarves to 15+ onSTR and,CON.

RESURRECTS I run that a Resurrect requires over™0i.Hof the head

and torse to be

present.

For a Reincamate, you heed at" least something

that belonged to the character (or some of his cel Is) or the help of a

brother/s iSter

or lover,.

On a Resurrect., you
and hit dice) and a Reincarnate statts you off at zero EP (these losses

are non recove

rable you

mRosom buddies on occasion Vill do.
lose 0 90 * of your FP (and correspond ing leve Is

gotta get them back by eamlng them over

again). " 1 ve been thinking of giving players a saving®™ throw vs.
Reincarnation at their old levels;, so the higher levilers wouldn"t

come back.

SPELL POl
a klutz system
into and stiii

extra spell points to

NTS I favor a spell, point system for MUs because with
, a maige doesn"t know how tight a sitiiatioh he dan get

get out of

.J Second lly, with spell pd"ints, you can use
improve your chances by lowering your target s

saving throw by burning more nauge the relative strength of counter

magic, and more

CU3ES
out by sayinCf*

gelatinous blob

which will be forthcoming.

When the average party comes into my dungeon and starts
Ahal A G"-Cub.e! Let,“s get" some easy FPI"" 1 know there
is something wrong wlth my %-Cubes.!, "

The n"orma liprocedure has bacome-""" spot it", then Tflame it (by
stand ing back®" toss ing Ma litoysJpAX T,.he next time F rolled a G-Cube,
I hurried’ly dug out Greyhawk and started "d"igging. "-lov lessee...big

paralyzes on touch, doss 204 damage oer hit trying

to dinest you. .Gee ! mSoupdsi ;Liks: a Giant A.moeba!... >low lets check
its stats. A C=G...Illeather and ..ro ,shie Id equivalent, so 1its memb rane
is about as tough as "leather . NFI0....11"s pretty much gotta be

slashed to shreds to die....riove = 6?!? That s f a s t. ,.Somehow we

slways thoug ht they were snail; like.

" Okay"" so

"starting the popcorn)

©n with the

melee,...Letsee, one of the party (who 1isn"t

is withi.n.striking distance (about three game Tft)

sb it"S fast enve lopment itime! (The.ol” vtarlock melee system) POUNCE!

A'ha™ "got" her!

Take 2.-041!

1 r—

-lext the party members wake up and tossa 1iil na latov....Letsee...
if you tossed a coke bottle at aleather sack TfTilled with water-: h;what

would happen....

11 d bounce! So the ma latov bounces back about D4 feet



and IMIl give it a 30 chance of breaking.

It does, and since the G-Cube wouldn?t go over it, It 11 back
off. (Can the trapped elf break away? Roll the dice., .No! Take
another 204, you elvish twit!) The;party cannot pursue “cause of the
flaming oil, so they start to pump arrows into it. The G-Cube
(alignment— dumb) says ouch! and backs off some more, and we check to
see if the elf can break...oh, you®"re dead...well take 2D4 and Ilot"s
try to make you unresurrectab le). Viell, eventually they kill off the
poor 11~ G~Cube and get about:10K 1in-junk out of the remains, and an
unresurrectable EIf, but at least now they know that G-Cubes aren®"t

reeble EPs. (Perhaps 1I"1l change it to slow envelopment). (Would
you believe a hasted G-Cube?)

Ne~fish I"Il run comments for /is 14-715, plus the Hoka update.
j . ! .. . -

Since | have about 15-20 pages worth of material on an afternate
Psionics system, Barsoom, believable statistics for horses, the full
simultanion eight phase movement/maglc/counter magic melee and spell
point system* and guidelines Tfor playing D&Das a full individual action
fighter/magic,etc. system, and about 15 pages in notes, | am going to
reserve my A&E contributions for interactions with individual DM? and
players and pub the general stuff in a fanzine titled the SIMULATI ON IST
which |I1"m starting to stencil and hope to have out early December.
Inquiries/contributions wanted.

AN. OPEN LETTER TO MR. GYGAX 1in response to his letter in A&E 15

I wish to publicly apologize for publicly sniping at you about
your writing ability and such. (Like quite a few fTolks 1in A&E, |1
suffer from an occasional [lapse of manners.) I wish to now put my
few objections to you politely and directly.

D&0O, as it was intended and what it came to be, 1is an excellent
game which with minor changes by the DM can be used for any type of a
fantasy wargame from a strict simul*ation (two Tirst Ilevel Tighters
who are attacked by a large (nhot giant) wolves are 1in trouble!) to
Let"s Play Ragnaroc®™ (by selecting various gods from GD&H as player
characters.

However....while 1°m sura thatyou had playtested Chainmail and
D&D before you pub lished thetp, | just cannot believe you piaytested
the rules you were going to publish. By this I mean -faking a few

people who had never heard of wargames out of a local high school,
giving each a xerox copy of the first draft of the rules and having
them go at it. When they find something ambiguous or confusing, you:
explain it to them and make notes on how to reword the fuzzy spots.

The rules you published in-Chainmail and D&D may be painfully
obvious to Miniature battle freaks, but to people who have no wargaming
experience or grew up on Avalon Hill and SPI, 1it"s as confusing as
hell! I want to stress this point with an example. I bought Chain-
mail, D&D and the funny dice about ten months ago, and four of us
(myself, a SPI wargamer; my wife Sandy, a Tolkien expert Andy Thornton
a Wwl 1 games freak; and Sam Konkin, a veteran Diplomacy and such player)
went full at it. After a day or two, we were pretty sure about what
was being said in Chainmail, although we thoughtthe mechanics unnec-
essarlly complex so went to try D&D;.



To make a .long and,frustrat (ng story sh"ort, until Lee Gold
explained a few things®".to us a couple of months later, we were using
a system in which you were dead if you took a number of hits equal to
your constitution, because we just couldn®"t figure out a few key
points. Of course, we" can go back..now and it mostly makes sense, but
I have yet to"come across anybody who, “without help, could Tfigure D&D

out enough to start a campaign j"ust from reading the rules, and 1"m sure

that you get at least a dozen letters a day asking for rules clarlfi-
catlon. *

I suppose what I1™m trylng to say 1is that |1 myself would much
rather see TSR rewrite D&D and republish it so that we don"t have to
tell each new player what it a I, means, and why we don®"t do it that
way, than see GD&H repub lished :If you were to do so,-1"d suggest
that you®make “Swords and Spells®” an Integral supplement in place.of
Cha Inmai I and be much more specific in such minor areas as time, ,
movement, how magic and miracles work, etc. and then you suggest
variant ways of playlng.

Another point L wish to bring up 1is that TSR has a tremendous
amount of power, whether you wish it or not, over a targe percentage
of the D&D playing populace in that anything you say or publJsh
becomes gospel. ® This has and will happe'n® with a large number of_
players, no matter how often you tetl people to wing Iit. I myself
feei that thTs |Is due ma in ly; because of the confusion experienced) by
most new playbrs trying to decipher the rule"s as written. -

this fan”~lHe of SPINWARD HO! runs only seven pages in,the ; e
reprint edition. The eighth page in the original, edition was
due to an illustration which 1is not being reprinfed. .

1 ,mvi I -

a5

NEM
/i mn



I WAS AN ORC IN THE NAZI HIGH COMMAND 82

previously known as UNTITLED j

b,y Peter Cerrato, 200 No*. Village jA.ve . ff.2t, Rocky"l lle Center
1570. (516) 766-7519 ;. 13 ,yeats™o,ld ;

This zine wLI! be dlJded into comments, Ildeas,, and-a”short sectHiion
on my world campaign and ,its rules. Now TFfor the comment S ;

Th~ Gestapo ,Interrogation (A&E #15)

Bill Paley: 1 think more people ane seeing things as you af=;

intolerance See my essay on relativity.

John Boardman Do. you have .a campa ign/dun,geQ.n goCng? ,el Ld be
Interested n try]ng it . As yeit | haven®"t been ;in or rum any exped-i-
tigns and *m dylng, to,, ,bo you know Ura Go ldbergl ;Are.,ypH foee ;o
weekends? Could you give, me a call? B, oo \Y

Wayne Shaw: Re Tech wvs.. Magic; .how atvout .afr cover?, How -wouild
a MU take care of a MI:G or FI5? P:ro;tection/M iss iJ.es, won"t iSitop" pp
naehine gun or A-bomb, jJust "miss Iles pirojected by. ;normal (noit- above
normal) men and/or weapons "// 1 loved read ing Aa-bout your pharacter.s,-.
Tb story was great.

Robert SAcks: Do yw., live in Inwood. Man? That-; was our p Id

ne Ighbp.rhood - n™M™m looking to get into a campaign if you have on6>"

I"d BJke. to see If we could get together some..weekenjd .//Your p layers

rea ly.:d,id. be iieve that general they met! ,_ ;.I" ie .- d
Glenn Blacow; Little old Ladies ia. Ter n’is ,5i"\?er. are ,-grea™t, Jjf you

are. running ..that kind of campaign. How about mqgthers--Jp~l aw?,. i,
Scott Rosenberg: Do, you live hear the, Jamaica sta‘t.i.pn of the-

LIRR? I"d like to meet yo'u to get some exper ien"ce at playing, Are

you a member of the Metro gamers? Maybe 171l see you at their con.
Dick Eney: That description of the expedj tion was. really, inter-
eting and explained some things that .weren"t;-,exp lainrejd, J n; Moc-kturt le .

Hitler® Inc ides.the Masses:- -1 s --- I-FAL.L.0

in my comments, T didn"t say- anythlng about® txped ition write-ups,
rev monsters, characters or character write-ups. Instead of writing
comments to each person and saying 'great monsters, expeditions and
player characters,” 1 will say it here to a-1 of you at one time.

How about some of you writing up the systems you use in your DMing,
especially 1if you have an original one. And when you create a new
noister, more of a history should be given, not just its hit dice,
treasure, etc. This also goes for unique magic items. This rounds
out monsters/treasures and makes them more believable.

The I1deas of Nationalist Sccialirm

Relativity in DAD
If 1 had a Wish, 1 would Wish people would stop arguing and name-
calling about relative things For example, the prices of items in
different worlds cannot be compared on a gold piece basis because the
gold piece has a different value in each world. The value of a gold
piece 1is equal to how hard one has to work to get it, and each DM has
a different idea of how easy it should be to get gold. Each DM has

1 have a standard for the vale of things 1in his world: how hard should
one have to work to buy a sword or whatever. What can be compared is
the relative values of each item to another. Should a lantern be as

valuable as a sword? Even then, different people have dlfferent Ildeas
of how much each thing should be worth relative to another.

The amount of magic in a world is also relative. So is how easy/
hard it is to get magic. If a world is filled with huge and terrible



mon,sters which® are often met by players, more magic may be nee"cled td

compensated , .
*  "NoM ff"yqu want to argue about "balance™ or "restraint,/it tS up

to the DM and how he feels his piayers will get the most fug o,ut of it
If he thinks they wi I have fun by gaining rieh treasures and ki Iling
/many monsters, fine, If he thinks only a few should survive to gain
high levels, fine.

THE SUB-DEAD

History: While Beelzebub (now a minor devil) was still an angel, he was
given the privelege of assuming corporeal form and performing a good
deed or miracle. He began to build a powerful relic for beings to use
to help them communicate with the angels. But while he was building
it, the devil tempted himand he feH. i

The Devil now told him to use the relic and alter it so he would
be able to control the most powerful men in the world, the magic users.
But before the plan could be started, Bee lzebub’s body"™ was destroVed
by God and his spirit sent to hell. - Th.is stopped him from taking con-
tro.l of all the MUs, but® M3 magic users were affected.

In communication with these 13, Beelzebeb tempted them with immor-

tality, &s long as they would obey him; the magic users greedily-
agreed. When each of them dked. Bee lzebub, granted his w"ish and sent
him back his spirit from heidi to repossess the ir bodies. They each

val,ue their own part of the"relic which Beelzebub built, as it is their
contact/with h"i*km. Beelzebub has commanded them to continue to build
fis, relid fn "orddr to control all Mus., It will take them many years
under his ’superv isl®on to get all the necessary items and do Iit.

Info: The 13 sub-dead have one lair, but they are often found
wandering, looking fSr item"s for their relic. .Usually ondjy one or two
are:,jfpu"nd, but more may be fouhd mlook Ing. for a very important item.
They wgVe origihaMy 13th-26th level MUs and still have these powers
but now"m"can u"se weapbns®bafe :we Il."" When- they were reincamated , they

were,..made stronger . - ]
Armo"r: 3 (th%ir sk In’"was®™ made tou.ghdr)
Hid"Dice: DB/level* n " -
Movement: 18" unencumbered, otherwise 2,"., 9" plus 17 strength.
Treasure:, in lair: the re ltc parts pl;s Ref special (types G&H)
, - - JjOn themd ="30f i"tem for re lic plus ref. special

(type A “for n@g.S" and ma.gic)
When they are killed, they regenerate 1in one day 1in a new body.If

the old one was destroyed - The feincarnat ion process has made them so
grotesque and ugly®that a saving throw vsi Fear must be made. There
are 3-13 in the Tair at all times. Any other powers which:you feell

appropri.gte can be added.

THE BELT.OF ZOOK

:Zook, was a leather worked who decided to become a magic user. He
became the folipwer of "Zarn, an Evil High PRIEST. After many years,
iZook became a powerful Wi zard and became Jealous of Zarn"s power. In
his spare time, Zook used to make magical 1items of lenther.... Once he
created a belt and enchanted if with many great powers. He also cursed
it,against Lawful/Good people with powers he had learned from Zarn.

i.Zook, envying Zarn, I"atef created an invisible stalker to destroy
Zarn. The 1S succeeded” in Killi"ng Zarn®"s body, but hie spirit sur-
vived, Zarn cursed the IS with the task of stealing Zook’s precious
belt. When the IS returned to steal his belt, Zopk-f(ed, guessing what
had happened. The IS brought the belt to Zarn®"s spirit, which then



instilled itself in the belt and ordered the 1S to guard the belt until
a truly Evil/Chaotic person came to take it.

The Invisible Stalker still guards the belt. IT it is found by
an BEy.i I/Chao.tic, the IS will give him the belt". Otherwise, it will
fight him to the death. If the IS 1is defeated and a non-Evi 1/Chaotic
putis: the; beltrs5n, the belt constricts causing 2-200 points damage.

Its powers Tfrom Eldritch Wizardry) are: 1-E,L,P,Q, 1I1-HVk,0,S,U.

dVihen the. belt 1is worn, the user is led (by Zarn’s spirit) toward
Zqok.v ThTs” takes place uhknowb to the wearer. When Zook* is in, s"ight,
the spirit of Zarn takes over the wearer and attempts- to kill Zook with
ts clerical powers. When Zook 1is killed* the belt is useless and

Zsrn"s spirit passes awayYou®qan_-"aJ ter to fit into your world.

W-i SCEL,AINY=;-; :m i-roi. Jv iV, T
m I-have been :th inklng of things® to put th pa®ssage5"to fnake them
more 1interesting:; wanted posters, int"~rcoms, sprth*klers which react to

smoke or flame, lockers |like the ones at schoo! ,” \»entiat idn shafts ,
paintings (maybe with eyes that move-), sign"s and arrows®", mh*(jge";Seesaws,
alarm boxes, Tfire hydrants, huge;.gongs. n -

Next , "The New You™ po lymorph ipar lor taken from Logan®®s "Run . Sen-
tri es which patron certain areas 6h specific routes dungeon based
on the underground lab from Andromeda Strain-i Wall sections“that fT11p
aroundmtaking people on the other side. Long sections of"""floor that
slowly slide open * fast™ienough there isn"t time to get off. A" room
mthat; shakes violently, maybe withaslime monster that would be hard to
ifright because of the shaking. Glass barriers can be used®"for many
things, [like a round corridor which spins making movement®™r Tfighting
hard;- in the corridor beh ind unbreakable glass 1is a beho Idbr ;*f1lring
its"rays through the glass. Halls which echo Iloudly, attrabtlng-mon-
sters if anythng 1is said.

Treasures: parts of an android sepvant spread around with dead
bodies, thorn on a large bush which® is a blade 6f a mag icdaggery-
pot lon ipowde rs which become a potion when added to a liquid. "MuSc le"
as iIn Lpgan®s Run. A giant typewriter “which grants typed out wishes
but may be inhabited-by a typo. The Mist Maker: when 1iliusibhs;are
formed out of this mist, they are solid and have msubstance, but are

still dispelled normally. A milk shake stand that serves aweird shakes
with all sorts of ingredients. iwv ;" o M
Monster possibi lityes: superman AC -25, move: ! faster than a

speeding bullet. 100 HD. Super-lawful. Here"s anbther , the ""Twit ;
it cursesiyou as being a Twit. The Chicken Heart that Ate NY from a
Bi Cosby record.

Serious .Monsters: the springer, a silicon based moaster. about
5* 1long, 3" wide. Seen from the side; 1it"s flat. bllSefaVOri'te trick
is to climb up walls and make a niche 1n them tb hide usilng”ah acid it

secretes, it’s hard to spot because its stone-~baSedL Usihg 1its
power ful egs, it propels itself off the wall into its victim. Metal
weapons are useless against it. It is neutral. It does 1-20 damage.
IT one 1is attacked, many gather together to ambush the party. §e 1-10,
2-40 in lair. AC:- 0. Move: 4. HD: 20 Treasurestype 1. They
are seml-inte iligent, fond of gerris which they somet imes “mine for.
Another excel lent monster 1is the Horta; from Star Trek. I also

am working on a mirror monster. Any suggestions? A.wh"dle slew of
monsters can be gotten from Bored of the .Riings ;

Some .poss ible pla:yer classes w itchies hypnotists, voodoo
healers -(not c ler 1ca | cures but first- aid).” Some of- these could also
be,skills instead of classes.

Hgqs anyone worked out t;he spec ificat ions on Sauron?



r;= One thing which bothers me in the DD movement system is the *
wa Ik ing/map.p ing i“peed . 1 figuhe that all, hurijanoi ds , no matter
how much they "are carrying/ wou Id wa lk*at the same speed. \iAs a
410" humanoid who has frequently teen outpaced ijhen trotting by a
strolling 6 °5" humanoid, 1 disagree from experience. Or perhaps you
meant to discount r‘the -effects of encumbrance on speed? 1 have often
wishedms-to rule that .>items -carried in bags encumber three times as
much as thos,e ca™ried in a knapsack, but certainly weight®"does slow
down-even oneJ.s walking speed.--LGl “When it comes to running, then

speed dp d,iffer -
Next the distances and tlmes per turn in D&D are way off. I fig-
ure walking without mapping, you can do about 200°/minute. With

mapping, it could vary from 50°-100"/minute., OF course you have to
" _account for cho ices.. be ing made and .diff(brenf mapp Ing times for the
vkinds of corr idors-tgone through,” Th is reduces the turn to one minute
instead of ten. It also makes me lee” time more reasonable by making
each me.lee, round sjix seconds, just ajbDout enough time to get 1in one
or two blows. This doesn’t affect my magic system much, but with™the
Moid, system it dpe,,s- Considering that it takes more time for a MU to
... hi§; spe.l'd ,say about 107 ,for athird _.leveT spell, a fightet could
=run in and smash:; the MU before. ,j'ecould fTinish. The means MUs will
dne,ed/j some-, prpt.ectji.on if they,'are going to u.e* high Ilevel spe Ils “other
than power,: words, T, .-

I have an idea for a dungeon There 1is a Neutral Castle. When
someone 1is found trespassing, the neutrals put® them into the huhgeon
under,® the®i r! Cjas.the. and use ,it a test to see. what they should do
w.l-rh the -trespasserNo weapons, .are. al lo.wed or armor and® a"-ri-aiti-
mag ic ispe.l1i cover s,,the who le .dungeth.-,; tri make it through’” you need
braijns,. for there, are, Haftgy whFch .can be “figured out and- the-
,Few ;mon:Ste,rs-:, the re;-;Ca,r>" E™ destroye*d/outw r*ttdd with what arii -be found
"in:the dungeon., .EARL .BAKER,, would my Neutga I Dungeon hdea be -OK r
for tradi;n,g?.. -, . . -

i n liThere.-iare so .many versions of the NaZzgu that think weof A&E
should have a general discussion and come up with a unified descrip-
tionofthem.

Weapons breaking tab le .,g.-nygne? »

How about a table pf actions fpr levels of intelligence®,” giving
types of possible actions fpreachievel?

Last week 1 got EPT and 1 was rather disappo ihted "with it. |
aiso .got., $wprds ,& -Spe Ils, ,wh i.ch ,seerjied ,pretty good, even though the
two kinds of combat thbles are confusihg "and uhdcessaryi e -

o How ab.out">a .,tab Id of =>phob i-aS e .g ,»claustrophia, etc.?

IT AMUs are "be ing used ®»<how about modern first aid™? .

There should be several types of damage,: v..[nterng I, exte.r.nd)-"
psychic, etc. v A

An idea- for"-parties whicb hwave. pne of. their members, trapped or
-engu Ifed by Ta Purp Jle Worm ,or Ba Irog or. sim;i-Jar monster. Tie a light
cord-"td0 an arrow,v:then shoot,at.trapped friend , pull®_.on cord yanking
out arrow swh ich puli5 part of the flesh,.with 1it... Then leave, taking
flesh to MU who c lones ,back- yO ur ,buf Bett.er than wipi.ng out the
whole party. Y -, -

3- 2i <7 . AND (NOW FOR- MY .-WORLD

Mag ic;.System : 4n “&bis wpr Id, Mthe.-..pow,ers of the-, min( a.re more advanced
than such "thinge as.; sc.ience. -ESP"-and the-; Jjke tare common. _The
people who are experts in such matters are called in D&D terms

Magic Users. They study and practice, and there are known men and
women who can work powerful deeds with such powers. I think this is
the same basis fTor magic Wayne Shaw uses. I am not sure yet whether




or nutto use psionics. Once a "spe Y is learned, it bec-omes an
abi lity which that person;can use,} There are malso leVe'ls. o fmabie

For each abi-1 ity 1in using 'spe a type of "spell point"™ system

wou Id be used, representing the power in one s mind whjch woudd"-be

depleted in using one’s abiJitie> \i
Clerics; the clerica system.jis bas ica iy the same., The c,i,ppic

prays to his or her god who performs deeds for the worShippinig cjeric
~Some spells,would be.cdropped. or. changed to ,MU spe is:, andlsome; MU

ae Ilis wou Id become cierical speMs. A lot; wou Id depend on prayer

TO one’s god, performing, some kind of rituah service or mass, and

go ing on? quests to become- holy or hellish. depending on the

General ldeas: the prime requisite for the above classes wi Il
change inames. For MUsit becomes POWER which represents how well one
ban "Control .one’s inner p;ower and mind:. For clerics it becomes, FAITH.
Most of the classes can ,be: combined with other classes: ,e.g. cleric-
MU or MU-f i"ghter. This: does slow down advancement in le.vels,.

The combat system 1is going to be completely reworked by,, me. "Lt
will. (1 hope) be just as quick to use, even though it will conta in such
comp lex ities das: aiming points, parrying, and :different armor classes
for different parts of the body. I know you are all wondering how this
can be done, and 1| have it all in my head, but 1 wish 1 had someone
to help me get it down on paper.

Recently 1 received in the maiF JHE DRAGON ,i8 whi,ch has some ,
good ideas, 1including a birth table which Jlooks to be borrowed from
Empire of the Petal Throno. But it 1is good,” even 1if you would hade
lo adjust it for your own world. DUNGEONEER 1\ was great, and ,1 am
getting a isub. -The Judges Guild advertised in THE DRAGON should be
a great help to those of us who don®"t have extra copies of D&D "to .cut
up Ffor the tables and charts. I don"t know if the maps will be
useful, but |1 would [like them Just to -look at. Maybe they will help
me with some 1ideas “for my Gities.

May your Tflkaming, sword never flicker!
May you a lways make your saving throw!
Fantasy®"/Forever! And long live D/D

- i errI e i " T I " e i i i fi e I " Fi " Fi " Frrfe i ff

NYOSA SPELLS - by Lee Gold. aontinued from last page of MoGrew.
Spelts must be purchased from Nycsa Established Churches,
seventh.level - _Clerical
CAUSE CRITICAL [ITOUNDS
BAUBLE: affects opposite party of 2-12. For 1-12 rounds, none can
i understand anything said by someone else or speak understand-
ably. Spells are still throwable by MUs but nothing--not
even telepathy or empathy - can help party cooperate.
WALL OF DARKNESS: exterior dimensions: one foot thick.
interior .-dimensiorj.: SO * thick rf.for Priests, of the Dark Ones,
one milg thick inside). Shadow creatures may move within
Wall of Darkness at triple Speed if they desire., (.This may
- be a Chgotic fgrm .of ,~some Lawfully Researchable Wall of .
irLight,. which .will have to-.be separately researched. )



"rWAS: A LS-mL ras-mnagic ijser;eor dHif c.i .a. (Cch.ap, 4 "Psi”)

I recently spent .sMaat would h.ave been an otherwise waited Sun--
day putting together.-a version of the rules for Psionics, Since
there"s nobody here in tlje wilds of central Pa. to playtest™it on (al-""
though a set of D&D rules i1s’on order for the .library of the U.S. Amy:;

War College in Carlisle), I"ve decided to turn them over to the '"ten-
der' meijcies™of.the fead.a™s of A&E. All comments and suggestions a-
bove ,the level; of "This s.tinks, Lew" are encouraged and welcome, *

Psionlp power 1is available to any HUMAN with, 1Q, Wisdom, or Cha-
risma ,pf 15 or better. Testing can be"made anytime such a character
goes up a level, but, if.a power is found,,- that eharacter must be tes-
ted every time thereafter. The probability of a power being found is

prob(pei ™) “yz.“{I0-.-™M points) x P.

Bonus points are determined by summing whichever two of the three, pai-
generating characteristics EIUF"T give the psmnlc potentlal being
tested”."Using the table “be".lmw,

sum 6-9 10-13 "14-18 19-23 24-28 29-32 33;-36
psl bonus -3 -2 -1 0 ~ n2

E,g., MTandrisijc"human m.T"., -14-16-12-10-9-13» %ets p5| Fraam hIs,,,EQ
and the other tWo give him-a plus 1 bonus. two “or all"thre-"e char-
acteristics are above M, J,use the highest one(s) in."—swmihg", @™

0

Tha(t value P~. relates to the "prwer level
probability of an*"1th level char- character.
acter having a jth level power, level vu 1 N3 4
(More oh the levels of pal powers
later,) |If Mandris has “nst be- 1 - - - -
come an 1-6 m.u, ,for example,
from the. table at" the right, one 2 1 <
can; see that he has a 22* chance « . T
of discovering a new 1st level 2 - O =
psi power; a»22”,chance for_a 2M _
level power; and mh. 11* chance 4 2. v ire-
for a 3rd level"power, (f this -
table looks familiar, it"s basi- 5 - 2 "-
cally the table for clerical spells.
These "probability values"™ may ap- 6 2 2 1 -
pear h bit low,;, but remember, that
the numbers In each column are, as .7 2 2 1 -
of L-8, increasing by" one for each v
two levels gained. Granted one 8 2 m2 2 2
must get to L-24 before new powers
are automatic, but at L-14, bor -9 3 3 3 2
example, the cumulative- probability
of having a 1st level power 1s";370"; ~.10 5 3 3 3

of having a 2nd level, 330"; a."3rd
level,290”; and a ;"4th level, "24u~, The average character should have.

ten powers by that time.



There are four

last.
than he/she has of a lesser,
"a higher level power unless sufficient lower ones exist.

complicate things, v/ithin these

levels *f psionic power,
As with, spells, no character can have more of a higher level h
No test will be made by any tester f«r =

each iIncreasing »ver the

To further

levels there .are five disciplines,”™

and a greater power (higher level) within *ne «f these can"t be-ta”eh

(psis choose their powers) unless a lesser one
¥here a discipline has more than

pline*is had on all lower levels.

me power «n a given level, -each is taken seperately,
level p<ow8r .in that discipline®,

need® be had to qualify for a higher

in that same disci-

but *nly rhe

A character can- advaijce in as many disciplines as desired, . The five

j.re (@ communication; (b) command”®
and (e)movement.
letter after 1t,
1st level psionics
anpathy (@)
Animal Telepathy (@)
iTominate (b)
Mind ,#ver Fody (©¢) .
Fetect Gbcd/Svil (@,
Detect Magic (d)
- Detent Ourse* (d) ™ =
m6
le-yel psionics- m _
~e"lepathic 1ToSection (@)
; -Clairvoyance (@)
Clalraudience .(a) "™ .
Dody Control (©) ;
Cure ()
TeleidLnesis (e
Energy Turn (e°

3rd

N

* detect curse
a Chaotic m,u, or cleric. ¢
each level since power acquired,

works by clouding minds, a
nonsentients, e",g, plants,
sentient beings. If psl
round.

IS surprised,

There are five types of pslonlc attack and five
is gained each time a player gets his/her first power
levels after the first 4th

pair of these
on a new level. Three,
gained, the last pair of combat abilities
whether or not a regular psl power

1st level power Id Insinuation -(10)
ond p Ego "fhip ="(l0)
3rd 1 n Mind Thrust (15)
Ath " It Pslonic Blast (20)
4th " " Psychic Crush (25)

The first three protect only the

(c)self:-
The discipline of each power
A maximum of 25 "powers ds ipossible,—-

2nd

la The Shadow,
and only partially effective on sami-
he/she

individual

("d)aurai detection;
indicated by the
Az

cgntrol;
Is

level psionics
Telepathy (@)

~Te"lempathic Pr*iectioni
Hypnotize (h)
Invisible”™ ” (b)
Suspend Animation (C)
Levitate (&)

@

4th level psionics

Astral Projection (a)
MasS:* Dominate r(b)
:Body Weapon (c)
mShape Alteration (0

Etherealness- (c¢) [
R"emove Curse- (d)-

Molecular Agltatlon *(e)
Molecular Manipulation (&)

in any found object or detect trap set magically by
Chance of success is- 25" plus 5% for

Ineffective *n total

is visible for one.

«f defense, A

level, power is

is gained. This occurs

is gained at that time.

and Mind BlanIC"(l)
and Thought Shield ()

and Mental Barrier-i4)-
and intellect Port (7)
and Tower of Will (10)

psl. Intellect Portress



has a radius of 3feet and Tower of Ilron ¥ill, a radius of. 10 feef,

*

Psionic ..combat is similar to weapon or magical '(}ettacl;. Unless a
character is surprised, he/she is said to have put Up his/her highest
level of defense. Uhen surprised, the next to highest level defense
goes up. Surprised psls with only 1st level powers and nonpsil have
a zero” level defense. Level of defense and attack determine the
saving throw (D20) needed.

, 10

? "Nattacker “ defender” Annttack " Adlefeiis©-'N
If the number generated is «wver 20, the attack automatically succseds;
if it is less than »r equal to 1, the attack automatically fails. In

either case the dice need not be throvjn.

If the attack is' successfully the attacker rolls per.centile dicn. to
find its effectiveness.

Id, Lnsinuation. = 01-50 psi points lost W16 A Azttacker
51-80 confuse D6 tjurns
am 81-00 feeblemind . L6 four's
Ego Wh\p 01-50 psi points lost D6 A ~Azttacker
51-80 stun D6 turns
° 81-00 sleep L6 hours
Mind. Thrust 01-40 psi points lost 2B4 L Aattacker
41-70 confuse 2D4 turns
71-90 feeblemind 2D4 hours
91-00 short-term insane D4 days
Psionic Flast 01-40 psi points lost 2P4 L Aattacker
41-70 stun u 2D4 turns
‘ 71-90 sleep . 2L4 hours =
! 91-00 coma 4 D4 days
Psychic Orush 01-35 stun P8 & 2 turns
36-65 feeblemind D8 4 2 turns
m66-90 long-term 3D20 days
91-00 death

In the case of psionic point loss, reduction to zero ..points means
immediate loss of all psionic powers until some points restored.
.player with no psionlc powers--for whatever reason— takes one D4 hit

points per attacker’s level when per.centile indicate that a point loss
oacurs,

Every time somebody suggests a new point system, it »pens up a
can of worms, (20-200 appear; 1 h,p,; AO 9; i* move; no lair; no
treasure.) Well, here goes again. I gave the point costs for the
various attacks and defenses on the previous page. Oost of the regu-
lar powers are their level squared, A character’s total psi points
is.the sum of 1Q, Wisdom, and Oharisma times one half the level of
the highest power had,,rRemember Mandris? If hi® highest power was

a 3rd level one, his psi point .total would be (41 x" 1,5 - ) 6'2,



4
AND NOW-a new monster:

DIzZL (f«rm Brtomhilda) 1 appears; 10” movement; AC 9; 100 HD;
no lair; no treasure.

Dlzzls are fo*t tall -fur balls— like tribbles--but msentient--with

eyes, a very large nose, and a hidden mouth. rare, they will
follow one character as a pet does (+3 loyaltyj” attracting .trouble
aw.ay from that character. There is a 100% 5% x level that an at-
tacker will be "forced" to aim at least the first attack at the
fizzIl. Thereafter, or, if attacker®s level is too high, that char-
acter is 5 to hit with fizzl taking all unsuccessful hits.- Fizzl,
never attack. They are found alone becg,use their bad luck, the

thing that attracks attacks to them via a small antenna on the head
(?) of each-fizzl extends to their relationships with-other-fizzls.
(Especially, sexual relationships which Is why they®"re"so rare.)

T "Let COMMENTS™*

GLENN F. BLACOW: Digressions on the Sex lives of Elves (or: Margaret
Mead Visits Goreed EIf whoreS? vistim of white slavers; aristocrat
sold by coriquorers o f:her country; half-elf Courtesan lying about
status; victim of permanent Lust spell; addict working for. drugs.;
victim of Chaotic Geas; or the occassional nymphomaniac even the
bell,;Curve- ff Elven behavior norms must, turn up. Also.,”" if Ariel is
in that 'backward age,” isn't she at lea-st a bit suseeptable to the
various crushes- (especially for high Charisma Bards) «f human adol-
escents?//Sleep | affects the nature of a character or monster®s
consciousness and leaves him/her/it totally open to attack! Con-
sclously -and unconsciously, the Victim"-s"mind will fight. Thus,
both saving throws and a limit on thetlevels "sleepable™ 1is justi-
fied. Charm person is simple hypnosis. M.u. 1is present giving amd
reinforcing commands, and the.-charmee will do nothing“"dthat’l"violates
its normal behavior patterns; fighters"-will not suicide; dragons
(for Charm Monster) will give up only a fraction of their hoard.

To ask a charmed person to act- in'such'-ways invites attack from an
immediately UNCHARMED person. Suggestion is akin to posthypnotic
suggestion. If you must rum Charm as allowing-'m.u, to- give *ontrary
erders, sum to' IQ and level of both characters involved atnd treat
with rules for ..domination by »ne's sword ,//M*rals vary with cultures,
Consider the different views on suicide between the West and Japan,
and tell me how the willing virgin who expected a brief moment of
discomfort before her marriage to the Sun God was leading her people
to perform a Chaotic act.//.Jihad means a holy war, Moslems in India
have the msame tolerated minority sta?t'us as Catholics in Northern Ire-
land, The announcement of the assassination of Gandhi in 1949 was
delayed for many hours out of fear that the killer might have been
a M*slem— authorities feared a bloodbath in the neighborhood of ten

million. Things have cooled, not sto'pped.//lawful dungeons are for
running Chaotic characters,//What are; the player specs on Priestess
of Diana? i, ) .

MARK KRAMER: One m.u. polymorphing another into a beholder sounds
like a good exam.ple of predetermined, strategy. IQ is”prime requisit

for m.u.'s, 1I'd ex”pedt some degree o f.forethought fromthem.

KEN PICK; How about a set of specs for Samurai?//coHectors run the
magic, shops? Sure, but remember that a Collector working out of

his specialty is <»nly 65i% accurate. Several could formr/a partner-'
ship, or they .c..ould free j;lance, ,A large jewelry store, for example,



could have one on retainer.//Much enjoyed your Vaiar, hut they re-
mind me of the angel/devil(=falien angel) dicoto.inies of Christianity,
Perhap-s, in your universe s.nthe-.-great_ revolt of. Satan is-atill/going
on. The various levels on both '.sides should/wohldlhe raira'and,ren-
vQkahle mainly hy high level types. 'As a randQm.-~and probably stu-
pid— though.t, what. If, any j-.-is the; demonology of the. Neutral reli-
gpons/

JOHN pOARDMANS Balrog beipg a word, of Hebrew’;”o:Nigirr*s’ in™'er”~s'iiing,
but is there any proof that Tolkein' knew enough Heb”~ww to neolo-
gize in it? -Most .of his,words and names, came-, from Germanic sources.

WAYNE SHAVi/1 "Technology,above,, a certain level .Is indistinguishable
..from magic." (Arthur C. Clarke) "High level technology.jin .a.ma-
eglc-oriented universe will fDb treated, as magic."” (Lew ,V/,olkoffy,
Armies v”2ersus m.u.’s is a'lice scenario. As far as settling.the
relative effectiveness of the two, forget it., ;It just degenerates
into an arms/spells race. .Bullets vs. Prote,ctlon'from Normal Wea-
pons; Magic Missile vs. bazooka; Nerve 'gas, vsfloudKkill. I.n the
medieval world of .P&L, gunpoWder may exj.sf; but it is more mlikely

to be used as medicine than”as an explosive. Advanced technology
exists as relics from before the time of great. Larkness *r is from
another time-space. If the first, they were either des,troyed...as
possessed of demons (or angels, if found by a Chao'tic) or placed

in the shrine of high level clerics. If the second,':., they ale likely
to b.e .'veicyL ol'd .and work- onlj'" partially-~as wfth .;Steve Levin’s lasers,
or be frbmta'."-realm of time-space governed'by La"different set of

natural lawsy . When a device ..Arrives:'in'.your unlve.r.se,:jirit' might well
be de.sf.f6.y.e;d->Talang.,,'.with,.th'& user ~.(.remember ''the' mde.r.ilict'.i.in: "City

at tha.-'Edg®© ...of Edrever": who fouhd< a'phas.er) .or misapplle'.d, -(There 's
a' stio.r;y".''Someplace- mabo-ut; a _tffib'e of ..savagep/that found,.:.a.:hattery-po-
.wired radio . -Grie. of .'=thefn'.accidently .m.dropped it .'in a tub of .water
‘and was electrocuted: when' he." reached .for it. 'If was turned: over to
the .-.village ritual execiitionerMuch :mo.dern technology and,-pro-
bably,. all future .Ltechhology doul-d .expect :auch .treatment .in —aML
wo.rld,p -Get y our'iraces,'andrimons-t.efa from .SE.,.L but-. ekce-pt under.Lvery
limited cases,' leave: the-gadgetry <«.alone.. I S r.;.

GFEMT " feLACTFfW; Your-little Old ladles:, are great.-, thinks. And don"t

f-drget a similar epeciesYentas-.; 1-8 ap.pear:;, AO 7°J move to;
/'-+in lair; 5reasu-re D. “Yentas"™ can be diffferenflated: from LOL-tTS
hy their gqgall., "OY-Vay," (deafens on r"*!l «f 1). They have threej
voice activated spells: ® (Yiddish accent) _, y
# Hold- Person = n yew-"about my operation,
Fear ..*Have 1 got a glril/fella for you.,"#
, Guilt "Nu , why don"t you write bnce?"

Guilt causes irictim to attack .at ene level lower than actually .-Is

e Yentas carry a Magic m. .OhlOken-"_Soup™...wh-ich .:c.ures ;D6 hit g)ointSi per
drse *r acts as Cure, Disease, or lron Rations Geflite#-Eish. They
mwill sell it for donations to their god, IT.ja,

KAY"JONES: Mosquitoes? OkayIL"

STEWART LEVIN: Sorry about "eco-freaks,"™ iDUt lightening"is still too
.powerful a .weapon for. a .chara,cter that [refuses®™ td’._klil,//Y«ur stats



on: lasers are- great, esped-ially, the probability of their blowing
up> See' my comments to Wayne Shaw bn foundlthbhnology,

E.A. Thomas: Your home stone ,1s an interesting notion, but shouldn’t-
your citizenry have use of some defensive magic:. Perhaps any m.u,
or clehic who participates in the “activation” ritual is attuned to
the stone s« he/she can use magic within the pfotected area,

¥BS IVES: (1) The rings, like the Protection from Evil spell they’re
based on is noncumulative; (2) a f5 ring goes up like plus armor— it
costs roughly 20,000 g»p. and takes an L-13 Wizard two uninterrupted
weeks to make;. (3) the ’slave” making, the item is a ~Wizard of E-.lI
or better, a hard being to .enslave; -and (4) >j-hat started me figuring
these equations ,,was s pending well over a half hour working vrith a
EM to set up a suitable price range fer magic,armor, I happen t-o
think that a simple, logical system f»r pricing objects— put in your
own profit factor--is a bit more intelligent than character and EM
shouting prices at each other ~ natiseum, (Note: ~5 ring takes the

ability to cast five Prot. fm Evil spellsj thus L-13),)
SEAN OLEARY: I'm 28 (going on 12).

MEG GEMIGNANI:: I have to agree with your comments on. dungeons and
neos, Il ’m currently outfitting two mini-dungeons, Groldric’s House,
and the Temple of Teggis the Eamned, There’ll be' something in just,
about every robm, but it’s as likely to be a sack with 5 g.p* as a
sack with a staff of lordly might, Traps and/or guards will be as
appropriate as | can.get, and it’s quite probablethat, where a num-
ber of items are found, crocked or b«oby-trapped -itengjjiilJKC be mixed
in with the good stuff, (End"ef hint.)//Meg, afl”er' 1 g~ these two
done, you”re more than welcome to run through them4e<”~iKSgia®”ald you
got my. characters confused. Your character was charmed by Reb Guth-
bert, who odnsiders it slavery— and thus Chaotic. Consider her re-
leased (Magic Elspelled by an Enchanter at the Eerhas Yeshiva).. It
was my m.u,, Trebleth, that lead the expedition into Jason’s diuigeon.
Negotiations for his release are to be/were conducted during the
World Pantasy-'-Oon in New York during the Erev All Saints’ Uay week-
end,//1 hope Eagobert enjoyed (?) that.,Chaotic cleric.we sold him,
otiut | “wish-he could”ve done something about .the Ellison, player-cha-
bracter? ~ ' B

CHECK ULRICH: Men -and Magid, p., 30 ”If the Magic Jar is destroyed.,

the Magic-User is tally anihilated.” Thus spake Gygax, Eo it your
'ewn way, that’s the way that counts., N

EXCKNENBY: Monster Summoning-LII** and Percentile Eetect Magic are

great'.L ...i"at are the specs-? I assume each is at least a level
higher than the simpler version of the spell.//Brtlllant Jade’s-.new
mspell hounds like telempathic pn'ojection— could also be used- get

strangers t* react more cordially to a party.

u « N

RICHARE SCHifALL: Tﬁanks-..mut':hly Lor yoUr method of encounter table's,
MARK SWANSON: Chaotic clerics “unturni;ng” “undead.?- Greati
CHARLES MCGREW:”We’re Erode Baggins .Magic Ring Club Band. -A Eellow-

shlp that's en the go. We're ProdQVBa.ggins Magic Ring Oluh'Bandl,
Who say” that Sauron runs the show?” Yfiir turn. Bye*



I WAS AM( EHGHT-SIDED DIE. FOR, NAVAL INTELLrGENCE
by Charles McGrew, 919 W. Johnson St., Raleigh, NC 27605

New Stuff: Darts: sho,D.t, range medium nLong " .ymt.
0_--2I -
mire as heavy crossbow, does D6 damage. Gan be used i"mmed ilat6,1y i
before melee, as the enemy closes, May not be used if.:surp™tsed . ,
Norma My carried on back of shield Easi ly handled by any ifighters
PotionSv NN ~n 94 i:
Great Madness: increases level by two"™ but™must attack®-anyth.-ifig in

sight (including caves/l airs).
Limb Growth : ;01-75 = am,-, 75-00 = J,eq. i dose/bottle. User grows
complete new [limb, which with lots of time and practice will become

usable to ful.f extent. But for a long time- he wi Il be very clumsy
with his hands or wi Il trip a lot with his legs.

Dagger of Parrying strikes in conjunction with sword
(2 strikes/turn, 1 sword. | dagger). Gives AC 3 for user.

Two str ikes/turn = Cannot be used when in plate armor

Large Battles in D& D S o ~far the only rules 1 have seen for:D&D for
Isrger-than-a-few-peopile ,baft les are those,using Sword .and ;Spear .
in my search for knowledge, 1 have come upon a sOt ofirules;that wil

serve as a basis fTor large (5K+ creatures) battles: War Gaffiesi: :
ResedVch; Group ®k Wargame’s .Rules 1000 BC to 1000 AD (5th ed ithion 1is
3000 BC to 1250 AD). WRG 4th edition has" a section on fantasy-gaming

"for sword and sorcery fanatics.” The rules are "hidden in the back
so that sane, sensible wargamers can avoid continuous mentail shocks
while thumb ingf1t"hrough the pages.”™ Unfortunately, these rules have
been omitted in the 5th edition. WRG 1is the best ancient/medieval

set of til lasjsli H<noit);0fF. - : . B

" " Howev'eir,"! bei.ng-.ia (slightly verbose) D&D gamer, the “fantasy sect lon
wasn"t enough for me. So, the following one modification should be
added: The .moviament, rate .for WRG is a pace, which is equal to 2.5".
Thus |1 *D& H"nch equals L2 tFG paces..,; A" hero 1is the equivalent of one

figure ih me lee; a superheronLs two, and® a lord or higher rank is 3.
gA figure is equa to 20 men; these are’,"appr 1lmations .) 10 paces =
H game tcale with 25 mm figures. MU or Cleric fTgures are a single
high 1level type with various aco lyteS, bodyguards and hangers-on.
Time scale: D&D scale,! turn = 5"FWRG: I turn t approximately 20",

Combat 1is by the WRG system,; But spells must-~aH sisObe taken Into
account. Hn D&D spells are effective usually on e" low number of peo-
ple, Magic "missHle affects only one man and so makes little differ-
enc.e. to a 600-man unit. Web works on several people, but one: must be
about ten paces aweyi, wJtthg.n easy javelin range.

D&t) ;spe li's, for use wri-th :the. WRG system:
Ist leve l , L
Light: 35 paces d"lamete.r, lasts two turns.
Sleep: 300 pace grange,; puts ope figure out of action for 2 turns

""*Ventri loquismc--. 7 pace ronge, | turn, "Can be“used to misdirect
units, but only 1if dope correctly .

Shield: figure 1is TAC, FActor: 3 fOo.r mfss leiattacks, TAC
factor when being meleed, one turn®. "N

Ir.e



2nd level AT
Levitate ;210:Vpaces ,U:p/turny moyemen,t only by sw’iljmm' Ing 10 p“ac6s/turn
or by other means (perhaps pu ed by a rope Ifke a kite)
affects one figure.

Magic Mouth: can be used to ,i) warn of approaching hidden
enemy, 2)-send orders quickly: cast it,on an arrowy fire-‘arrow
ANt unitiiartd hqpe it doesn"t hit Mp it, commander.

Detect Invisible:: 10 paces/level range. lasts 2 turns.;""

Pyrotechn iss : affqets 20 paces/s ide square , 300 paces range , sriioke
or fireworks.

Invisibility: user is 1invisible but can be seen at over 300 paces
"id koj norma I #" -

Phantasmal Forces range 300 paces. Creates vivid iltw”db™n. ot

m anythlng. 40 poces/s ide.
ird m"teve | ai (

eFty : move ati up" to I150paces/turn, lasts 2/3 X level turns

Infrevision: lasts 1 day, 25 pace range

Protect ion/Ev il - 5 pace radius: same as Proection/Evid

rnvtsib’ility d4 5 pace radius same as 1invisibility

Cl 3irvoyance/Cl airaud ience: 70 pace range. On ly letfective 1if one

is lucky enough to glimpse a battle map seen by a comniahder or
orders being given to a commander.
fioni:: 70 paces range, can be used to get unit commanders to
_ _misd inect-:units, must get to commander. Tough to do. -
Haste/Slow: 300 pace range. Zone of etfect 70 paces x 150 paces
Affects-i figure, For example, a messenger.
Fire Ballr"crange 300 paces. Blast radius 25 paces Kills anyone
hit. .= -u . [ |
LightnIng Bolt range 300 paces, length of bolt 70 idth
ten paces.
4th level
Pblymorph Self: lasts 6 turns.
Polymorph Others: 65/. chance of recipient surviving.
" Dimens ion Door:- 430 paces range
Wall of Fire/lce: 70 paces range, 34,560 paces size Must be at
least ten paces wide. IT unit, paces through,"a ro as cal
trops is rgquired. Tac Factor
Ice Storm: -range 150 paces, cube 40 "paces on a side." " ?
Charm Monster: Charms one figure,.! Use D&D sav ing throws".
Growth/P lants : range ,150. paces, ",30 paces square, af fects- growth
time: 5 turns to fud I effect.
Confusio.n": 150 paces, ef,tect has 40 pace diameter. Affects as
per first levels in rgies,..- lasts 3 turns. —
'l Fear: 300 paces range, 5Q pa.-ies diameter of effect.
*Wizard Eye: 300 paces, moves ,(50 paces/turn uj.o:m
Massmorph: range 300 paces, "area of effect"50 pace radius = iq
Hallucinatory Terrain: 300 paces range, 150 square Spaces area;:"
5th level "o - »
Wall of Stone: 70 pace range.,., 3,tMi"ns duration, 40 paces thick,
60 square paces area - - "mor -i
Cloudkill: 10 paces range, 40 paces diameter. Moves 70 paces/turn.
Telekinesis.: 150. paces, 2 turns, moves 70 paced/"furn,” Used to drop
stones-y etc. p.n enemy units,, etc.
Rock/Mud: 150 paces, 360 square paces effect®

Growth <Off" An ima Is: 150 paces range, 50. paces diameter of effect.
Creates 1 figure of large animal. ...
Conjure Elemental: 300 pace range. -

Feeblemind: 300 pace range.



s ixth 1leve l o
Anti-Magic Shell; lasts 3 turns
Control Weather: <range .1200 paces ,

Geas: range 40 paces ,
Disintegrate: 7 paces rangQ, .10 cubic paces affected
M Part Walter: 150 paces range.- Trough ,is 150 x 10 x 10 paces .*
Dower Water: 300 paces range, 3 turns ,duration. 1200 square ™~
i ’paces water affected
m Repul "sioh: I150"paCes range, 2 turns- d.uration , 40" paces dtamefer
*"Mo"ve -Earth : 300 paces range, 2 turns,> ;960.cuh.;-1"dr*paces .
>Projected” Image:. 300 paces range, 2 turnsduration-
ei"Deatti-"Spe 11: 300 paces, 70 square paces affected.b *
"0 MS 1V :™ Creates | figure of creature conjured M
seventh leve |
~“aDelayed Blast fireball useful: in covering ™skirmish"™ orders
300 pace range, delay 1/4 move. n
Reverse Gravity: range 100 paces.,i 40.cubic paces affBcted Ki lls
all normal creatures and magica ;cra.-tures whre | figure = 2 or
3 normal figures, i-——- m
Cham P lahts ,Range,, 150 paces - Ji . "
Mask -Invislb!lity : range 300 paces, wIlM keep 5 norma l figureS™-*
invisible, fewer magical creatureq; L
MS*V: Creates one Tfigure of creature."conjured.
e ighth leve | T, "
" "Mass Charm; 150 paces range, 25 paces diameter of effect. -Up to

two figures affected
Symbols; 70 paces range of effect
Fear'™: as 1s

Discord: as is
Sleep: all normal figures as is, check for magical creatures
"1 : 7 figures affected , "t
thsan ity " "5 flgures®pf fecj-ed : \ v
Deal.l; "4 “figures affected | I [ g
Polymorph Any Object: range 300 paces
MS VI: creates one figure,, of creature conjured

ninth leve | ;
Meteor Swarhn;""” 300 paces range, distance twixt fireballs no more

than 70 paces i
Time Stop; .lasts 1/10th turn, affects 40 cubic paces
Prismatic Wall: 10 paces, in diameter , dpstroys,all normal Typ”~s
MS VII; creates | figure of createre” conjured.;:""~ . f
Note.: the: low MSs are not: particu lar ly useful s1%lice one wou |d have,,to

cast for ten turns to get one figure.
Nextish; creature rules, clerical spells . )
WRG rules may be purchased at®"sdme hBbby’stores or f’%!m Her i".tage Models,

29 16 Blystone Lane, Da lla8y"Texas,- 75220. Cost 1is approkilhﬁté ly $5.00.
We Il worth it.

‘A \91 .
Comment Time!l A&E 115

Brian Lane: What ai"s that you sa id";"""When (vampires are) not lopfking
at it",? Bejieve it or\n"ot, 1 have-"read D&D and knowfabput rats and
bats,.- v=F ;hav also been.": in a:party” attacked by over 150 rats; with
skillful use of oi I, we sUrv-TVed rather easily.

Erratta: A&E 14: comment to Nick Smith: "woups!" is changed to
“"whoopee!"



John Boardman: En Garde as wr itten isn"t much more than a game of
mathematics. However, any D&B ref can ;pice it up a lot. Witness a
game | was in:

"The whole thing started over a woman naturally. I was courting a
Marquis® da.ughterj Ed ~de,-Moh,rnann, a private in my regiment, was doing
the same. We were bo+h invited to a party at the Marquis®" estate.

Af ter "atoudp.pn hour of social chJtchat, | noticed that the Marquis*®
daughter and’de Mohrmann were missing. Asking about | discovered that
ghey,, hpid both been seen going upstairs. Tearing a bauble-off my coat,
I dashed ups,tairb; and bashed on her boudoir door. It opened to reveal
the two of them in, heavy, converse tion (it was a fTamily game, fol ks).

"Shouting "«"au low-life swine!"™ 1 dashed at de Mohrmann and we
mengaged in heavy converaition, aided by our rapiers. We were both
pretty weak (de Mohrmann would have outlasted me) when the door opened
ap-j.n,.and the, M.arquis himself entered.,

"After we both gave our stories (wherein we were each pictured as
Jn the rjg,ht. ied of course since jealousy 1isn"t what one would call
a good r.eason; l..said that he was too ow a social status (he was a
cohmoner) for her, and 1 was defending her honor),.

"The decision went against me, and | was banished to the Frontier
On,Nth,@: way-~by carriage--! was accompanied by the Marquis®" other daught-
ers and his wife. We were ambushed by a pack of thieves (led by a
player-character!). ,|slew one with a horse-pistol andkilled two more
with fancy sword-play. I then dashed back dwo the carriage, wherg the
thj.gvesahd gone to the other side of the carriage and made off with
J"hS*Ma rqu ise. The thief later slew her. I collected a reward from the
Marquis (for saving his daughters and general valor) and headed on to
the frontier."

I think this 1is preferable to "weak one: gamble; week two
cgur.f,mjstress, etc

Lee Gold: Dracula 1is 1in the bookstore under Stoker, ngt Shelley.
Have you read the original? In Dracula, crosses effect and-.so does
light. By the way, the early Hammer series of films are close to the
original, more o\, than,, the .Lugosi series.

Peter,Cerrato : Tu.ck, roN s are 3D6s, 3 = 0, 7,1].,,= 19. It"s g
re lative vajue of luck. Use a standard Ilves ro system times luck
= percent chance of the,mluc|<y thing happening.

NYOSA SPELLS -- hy Lee Gold

researched by the Established Churches of Nyosa (see iM4). Price 1is
1500 X level to Chaotics”™ 2000 x level to Neutrals and 3000 x level
to Lawfuls . ¢: ) iI-

fifth level clericitl:N =An" .1
SPEAK WITH UNDEADhnly affects"™ Undead oommandable by Cleric."-"
Enables them to be interrogated as well as merely willed into

battle.
Control Elemental: works as Visipel Magic, Cleric"s level bs.
level of invoker of Elemental. IT Elemental is naturally

occurring, it gets a saving throw.

Detect Fatal Poisofi: m5% "Chance/Wisdom point of Cleric...and Cleric
must conscioiiibvVy- thfrb® the spell to be able to do iItii

Create Food: menough to feed IS men. (quantity doubles for every
level beyond 8thl[ ""-IPriests of Morgoth and related religions
may "only cr"eate foul, rancid or putrid food.)



THE POSTAL TO TEi-iPOiiIALAKA /,-"10 1
Ly- N
V/ayne -Shav?

1Jell, greetings again. A little short this month, hecause of
time limits.

First off this"month,” I want to make a last brief comment about
the whole"restrained-unrestrained” buisness. Peonle, at least
in relation to my own game, I"ve exnlained it as best | can. There"s
a lot of magic loose in my place- on both sides.” | happen to enjoy
DMing a game where there are a lot of rasty monsters, and am particul-
arly"” fond of undead ,and enchanted monsters. IfT the dungeon/wildemess

is going to have these sorts of things running about in it, then
I"m going to have to put-more magic 1in, both as an incentive to
peonle from less powerful games to take the chances inherent in it,
and as an aid to future survival. If there are those of you who
don"t agree with this, 1"m sorry. If you think this makes my
players incompatible with other campaigns, aga™in I"m sorry.” But
I have no intention of arguing the point untiii Ragnarok, which
is apparently what some of you are quite prepared to do. In
the future, if you have criticisms based with an understanding
of mv place®"s internal logic(a place of the "Elder Days" where
magic still walks the il"and)feel free. But if you"re just going
to continue bitching about, the general style- don"t bother me.
"E. GARY GYGAX - i

E. GARY GYGAX; 1Jell, Gary, 1 hate to tell you, but you"ve ~
stuck foot-in-mouth again. You make a comment aimed”at me, with,
the apparent implication that it"s to something | said in A&ErflI~.
Only one problem. I wasn"t in that A&E. You were apparently
talking about something Hark Swanson said to me. Do you actualiyrjT,
read these things, or just hunt around until you can find a para.- :H
graph to complain about.

BILL PALEY; Greetings, and welcome to th"eewonder.ful world

of Annoyance and Enragement. From thp fev? of them® I|"ve met,
pure Gygax players seem particular offended bj/ the idea of rule
variations.,,! n (]

GLENIT®"BLACOU; Mho 1is it that you"ve been reading that said
artifacts" aren*t rare in mine?(Part of the problem may be our
definations of artifact, of course)? | have a total, of perhaps
60 artifacts. In playing quite frequently as DM 2/3rds of the ,
time for nearly 15eemonths, the following artifacts have been
encountered; the-.Silver Key, Sxcaliber, Stormbringer, Narya,

*Vilya, one of the Kine(on,:Nazgul), the Sword of Kas, the Ax of

Volt, Thor®s Gauntlets, and the Arrov/s of Law, Of these, no

one was able to pick up the Axe, Stormbringer, the Sword of Kas,

and the Arrows of .Law either have or soon V/ill return to the dungeon,
after generally -taking their o\mers out of the game "in one way

or another. :The Key, Excaliber, the Rings were returned voliuitarily
after using them for a while (most of these belonged to Gregg Hov/ard;
during the early days, he-had a truly remarkable talent for finding
things.) And it shduld.be recalled that my attatude to artifacts

is based on an early fondness for ~lback Swords, and it is always

wise to consider, if you really v;ant that artifact that bad.-//

Thanks for your comments on the v/eapons. Have to disagree about

the throwing dagger hhwever. Daggers happen to be the only v/eapon

I really Joiow/ anything about, and the sort of throwing dagger

I am speaking of(v/hich is not usable as a stabbing weaponTis definite-
ly at least slightly more effective than a regular dagger. It is
possible that 1 slightly overvalued it against the higher AG"s however,

KEIKPICK; Ken, the GreaterPemons v/ere developed by Joel,

The Lessereones are my ovm.
STEWAFIT LBVIH; 1°ve usually been somev/hatrsimpler on my



operation of lasers. liy Laser .Pistol (I generally don’t give out
rifles)have 1-5 charges, are +6 and do 6 dice of daraage if they

hit (targets take half damage if-ithey-.sarve vs. magic.,/>"You®»re. e
malcing the experience fTor Barbarians just too muchS They mdbh™t; 7
have enough bonuses to v/arrent,triple experience. TBveh double

is pushinl it.//As you will observe"by my:monster listing later,
ypp,,,Sstepped on my act again..-,, —Hj * - X L, ,

After reading, my. write: upm last issuer certain people (Ken
Piet and .Gregg. libward)have/t that they remember® Somewhat}
differently than I stated them.- L’minot sure enoggh to-make
any absolute.: dtatemehts”™-that game took place some time around®"",
February or ;,;tlarch of last® year., -All 1 can say for sure®is that” *
no ftes.g thanP"half of the eighteen people-.in the attacking force b::
(which probably was the heaviest doheentration of power that has b
ever been in my place by thd .w",/died,, po more than .thirteen of -wr:
them. Ken remembers findin"g some things there that :1 don"t rem-- ~
emberl think he likely gbt that game crossed with another.

Finally,".it should be pointed .put that the group v;as efantastically
lucky. The; number of anticierical spells; that pouredtput’ of. that
castle"was siiiply phenomenal. Sp, lakewise, were their saving
throws. Oh,,.well, one of these days somebody"ll go back and find
out about the antipagﬁdin who rebuilt and occupied the Blace- "

I am now living in Fullerton, at a place called University
Village, oh 2.00P; Oxford Rd. mAnybody who feels like dropping
by will find meiin Room 8, Building 2020,

But the important part is that ,I;;.wasn"t here two weeks, when
what do 1 stumbie on but a large and thriving DciE group. Their
called Expeditions Lmtd., and meet Saturday Nights at six on the
third floor of Langsdorf Hall at CalStateFullbrton. They play
a considerably different game than the ones started by me, but
the games aren®"t so totatally divergent as to be incompatable
with Temporalana. Over all, they seem to be on a somewhat lower
energy state than mine. However, virtually all of them seem to
have at least one very high level character (12+)and they have
been playing only.about half as long.” They use more of the things
that 6ygax & Co.-put out than any other group I"ve been in(the
Three Kindreds-of Elves, the Four-Fold Alignment)and -use a spell-
failure system somewhat differentbthan any other 1°ve heard,,
and arem.considerably influenced by the" fact that they used falTech, r

rules for a very brief _time,, Still, a rather interesting group. .
to play .with, . _ .-V
I have a small modification for beast masters s 1st level

mbeast masters can only link with feline, canine, simian, and

equine creatures, 2nd, level ones ~vith"all mammals, 3i~d.Revels

also birds and other avians, Ath levels also reptiles, .5th levels
also amphibians, and 6th levels also crustaceans. This 1is an
addition to what linkage limits 1 ga"ve last issue.

Uell, as;’:1-;:Said earlier in this column, Ste\v Levin managed

tto step bn my-column this issue (though considerlng.the_v/ay Aen
and Glenn dropped the Telks on each other®"s toes last™issue,

I ought to consider myself lucky,) WhatLthis;is leading up to

of course, 1is: e\
HONSTERS®"OF THS"-HONTH""- "R

The Glith! Number appearing, 1-8,""Armo.rdiass; A, hit~dige,, 3, nm



6, move 10", Lair 60X, Treasure Tyne D.

Gliths have limited hyonotic oowers. Check to see if they
catch an oononents; gaze the same wayyou do for basilisks and
such things. Any sudden shock, such as;al6u” scream, a ooct
in the rear, or when the Glith wacks you as ydu®"-stand staring
into his eyes. Hhwever, 1if you stare into his eyes* &-galh, he
can do it again next time. Gliths are very strong, and get
+2 on hit orobability, and +3 damage. They use all kinds of
weanons, though they do have a leaning toward axes of various

tyoes. They algo sometimes use shield.

The 1Id lionsteri Number-apnearing; 1. Armor class! -5.
16 hit dice, lidve 2A" , No" lair or treasure.

,Yes, friends, this 1is the goody from Forbidden 'Planet.
There actually two kinds. The firstkind is one that "lJelongs"”
to someone. It has twice his hit dice, and ordinarily follows
him around(this 1is a great one to out on cursed scrolls). You
check on a D6 each turn. On a6, itdoes something." "Aoll a
D20. 1-5 it attacks true enemies (those ores , that-.annoying

balrog, etc.)6-7 it attacks non-friends of the persbn within
the party (it doesn* t/necessarily have to be an enemy?)! 17-9,
it attacks the pemon’s friends. 0,. it attacks him."- Shey
cannot be dispelled, but can be killed. The second kind, i
the more common, is -the remenents of the Krell minds. Naturally,*®
if they have more of a power source to draw on than just local
energy/ leakage, they can. be awfully difficult to deal with.
They are invisible, and; do 6-60 pts. ofi damage.

The Cyberscort): Numbep appearing: 1-3* Armor Class -6.
10 hit dice. liove 10" ,,. Treasure Type D. In lair 20™.

These things were created by —-a local technology-using race,
for the exnress purpose of fighting Sheem Battle Spiders.”™ But *
as par usual, they made some programming errors, and now-the damn
things are running alL, over the place. They get 2 claw"attacks
oer melee, at 2-16 per.daw, and one "sting." The" sting is a
force lash, hits all non-dexterity based armor classes as 9.
it does ~ dice of damage, but does get a saving throw, 1in v/hich
case you take half damage. (Take note that when fighting Sheem
Battle Spiders, the lash shifts from producing electrons to
nroducing positrons. )’.

The Daemon:. 1-6 appear, armor class A, 1 hit die, move
12", treasure ferpe.A, in lair 50/

The Daemon is very loosely based on the idea of the dybbuk,"
They are the undead spirits of people who were unable to move on
for some reason. They can be any alignment. Only magic will
hit bhem« When they land a hit on someone they bneter his body.
Once 1in there, they grow one level a day. Their")percentage of
control is(Daemon®s level/person’s level)/2~XI00v Clerics_can
try to turn/dispell them once they get in a body, considering
them as undead of the nearest level(a second level one would
be considered as a ghoul, for example), but unlike other undead,
they get a saving throvr,

I oromised an essay on magic this issue, and perhaps this
is the time to give it._q ;

I have played under several magic systems, A.ai"irst pi all,
ther6 is the original Gygax "one-spell-a-day" thing, which was
apparently based on Vaneian magic, and works fTairly well”in
wilderness games, where every turn is a day. The only time

tends to run out of spells is in major assaults on caStles



and sudfr like""buisness”. m The chief trouble®ii, runs, into is when

one tries to "use it in dungeons. With any.; kind of high occupancy
rate at all, ".the WU quickly becomes a useless liability. Secotid.
there is the snell-noint sytem. There are considerable variations

on this- some that consider in constitution, some that consider
in strength, some mthat consider in both, some that consider in
neither. The majority of these charge one point per level of 1 *
spell. (Some have special costs for things like sleep and. offensive
spells that do various dice of damage. ) The main exceotions -
to this is the"CalTech system, which figures spell points differently,
and has different costs-for each s-oell, and my""own""system, “which
I ex"olainM:dfek"eral " "months ,agp, and confused people enough then,
so I"ni"not goink to try it again. The chief com-Dlaint people
generally have about spell®points is that they give the mage
too much po*"WerCunder most; a 1st level could throv; between four
and eight Chapt Tprson®s ;f6ér"examnle. ) Finally, there is the
snell failure/bdpkfire “fi'estd v/hicp is most typified, |1 be"leive,. W;
by the Boston mexttod. "::;.fhis is, | beleive, a percentage chance [
of a spell _,faiiing/Zand)”Qr .jb.ackfiring, modified by such things & il
as spell level, "the,mage’s level, the mage"s intelligence, number
of time thb spell ,has been used, and so on. The faults in this
system .can"t":be typified with any aiiiipliclty, .because of the
number of variations. The chief ones 1°ve heard of have been
as follows! With spell backfire, you get things somewhat analogous
to the players v/ho always open doors without listening. That
is, people who always throw a spell when they,have the slightest
chance of it"going;off* Now if it backfires and,it"s a charm
speilt: its"nbf too bad., But if it"s a sleep spell, or a fireball-r-
ouchi""lIt:also apparently makes a fair number of Players nervous
to play Zunder-rfhe -tension of v/hether to take ,the chance of,
getting®zapped; by spell, or, take the chance,, that the,. sPell_may
be needed. There ,is also a tendency undep opes that consider » *
in IQ to breed selectivelj*" for high 1Q(the"Fullerton gropp, for *
example, has- faightv few with intelligence below 15).

It has tQ, be considered that all three.of.these system’s

have things to be said for them however. The original Spell- :
system probably works v;ell for those who run mostly wilderness
campaign with low occupancy rate dungeops. Spell pbinis eliminate

the problem of magi wpo blaze away., at, everything in sightsince
if they do this;: early.,in the game”. they findwthose spell"points.
gone vjhep they need them. (They.’also tend toymake magic using y
monsters a. little more effective, since they can generally afford
to blow a lot of poipts o0i5 the obnoxious *types kicking their
doors dov;n"..)"" The spell failure/klutz system is easy tpyuse,.

and ejects a little uncertainty into situatiops that".otherwise.”

sometimes turn into turkey shoots. " .

, -AlIl in all, 1 rather sjispect that people tend to evolve
the""system that works best for them. - 7.

Well, | think that"s about it for this month. I didn"t

get the ad from the Temporalana Publicity Depa.rtment together

soon enough for this one, but it"l,. probably i"e ready®"by the next
one. ;Also, | think next month. 1"1l publis™h my vampire Va.rients;
the Spow Vampire, the Golden Vampire> mand the Yamplock. =l may
also d~a review of Nen St. Andre’s Starfaring. which is a T
game that tries to do "for science fiction what DD did. for® -
fantasj/-. Till then, may you all v/alk v/ith the Bright Powers. =m



Echoes From the Cavern -2
(Subtitled: 1t"s Dark Down Here.)

_Hello again,my last article was a day late for #1V,so it got stuck
in #15_ Let"s hope this one makes #16 on time, "™ell both GenCon and I1l1ld-
Americon were great. Thanks to all those peoule responsible.

I thought 1 might add a few things to the Beastmaster class printed
last issue, a successful cast is more like befrienlng the animal than
charming it. The animal is a friend of the Beastmaster but won"t usually
risk it"s life for him/her.(You might check it s loyalty) | play that BMii
have to be evil to affect evil animals (snakes for. example) or visa versa,
Other animals such as lions,bears,wolves,etc. may be added to the list of
animals affected.! have also added to my list ~“egasus ,RocUnicorn,and
other magical -types though they are very hard to control. In my dungeon
I play spiders,toads,and hogs as first level monsters ,thus they are easy
to control on my charts,Bhs have a limited empa.thy with animals befriended
but still needs a s"?eak with animals spell to make them fully understand.
BMs may and will not wear plate armoril

. Magic,items related to Bhs may be added such ,ss

Helm of iinImal Telepathy- allows wearer to telepathically- communicate
with certain animals. limited range. . m e m

Ring of Animal Friend- When worn ,no unmagical animal will attack the
wearer unless provocated.

Figure of “onderous ~ower-Am.ber Owl- ""hen called forth it will answer
one question a week. Almost fully omniscient.

Rod of Transformation-!'# charges- Allows user to shape change to the
animal of his choice for 1-6 turns,t "

There are other items® also. The BM has a disadvantage in the fact that
it is hard for him to sleep inside the town/clty since most forbid animals
to sllep in the inns. Therefore most BMs will have to sleep outside with
their._animal*friends c - . . ] - N

"Comments on a&E /jh# -
Lee Gold- If TSR lets you, please go ahead with publication on an A&E
supplement.You can put me down for a cony or two.

Stewart Levin- What can | say? Clerics using edged weapons;is. somewhat
contraverslal. Though 1 totally agree that Lawful clerics can"t use
edged weapons, | can see some reasons why some people allow evil
clerics to carry edged weapons,mainly because they might not care if
.they spill blood or not. 1 haven"t allowed anti-clerics this bonus be-
cause it"s too much of a benefit. (Note* that W allow Demon Worshippers
to carry swords,but then again they“re a special class.) Handguns
really aren "t an edged weapon, sure they blow the crap out of your
flesh and bones,but so does a mace when it crushes your skull! For
all of you epeople out there that don"t believe a cleric car”emnlov
edged weapons.what are we going to do about the blade barrier spell?
Should it be changed to a m.ace barrier or perhaps a stone barrier which
sends small stones around a cleric®"s body at high speeds doing the same
damage? This may seem a little picky,but according to the laws of a
cleric they shouldn®"t have that spell.

Lew ~"oioff- AS far your question listed with your comments to Charles MxSxx
McGrew,1"d definitely say no! 1 really can"t even see an Intelligent
sword being feebleminded.The mind of a sword is not like the mind of a
human,If you allow it to be feebleminded,why can"t a sword be slept or
charmed? 1 think the answer is that the sword®"s mind is magical and



Echoes.From the Cavern y (contc)
Brian Lane 031 W»97th Terrace. .Overland "ark,Kansas 66207 (O'!3)678-5296

cannot be. affected by the standard MU s.nells.

Eric Baines- Good adventure,how come the MU behind the secret door.wasn"t
wearing.the Djinn Summoning ring? Ke could have .but un a."better fight.

- Comments on accE y,15 -

Gary, Gygax- 1 do hone. TSR will allow Lee to print un another supplement.
I know 1 ,and" other diehard D&Ders would greatly a-onreciate anotUer
supplement or perhaps tqo;. 1°d like to"take this time, to tell“‘you that
I think GenCpn was*"run very vjell. 1 especially liked themDopE."T sem-
inars and the question-answer periods you,Tim Kask,Ro.b,Kuh*tz,,and Jim

Uard graciously provided throughout the con.You can count®on.my attend-
ance next. year.

Stewart Levin- The hunchback dwarf i1s at i1t again.

Peggy- Nice meeting you,Jack Harness,Sean Summers,Jason.Ray,lLee,and others
at MIdAmericon.. Thanks for the complement of a "stingy", duRrgeen in
your comment: to Glenn®"Blacow. Of course you can®"t judge a dungeon by
one deceht,but 1 agree that Dankcavern®s stingier than most,but I"ve
seen stingier.. (Like Dale Maple and maybe Steve Simmons.)

"\es lves- Good history;Interesting readi.ig.

Creature Feature

M* Armor class Move Hit Dice Lair. Treasure
Juggernauts® 1-i+ -2 12 : 15 307 D

Juggernauts are treated as Stone Golems, however they are mounted
on wheels,thus allowing them to move quickly. It is impossible for them
to go uo stairs.,Juggernauts only strike with theilr arms in emergencies.
They nrefer to lower their heads,pointing them at .enemies,and"racing to-
wards them trying to butt them with their bullet-shaped head doing ~ dice
damage. They also use their.head for busting down doors, ’"ith a..little
speed they may ,break down all wooden doors on 1-5 .(using D6) and wizard
locked"doors on® 1-~. “Uth good s”eed they will go through stone doors in
.2-8 melee rounds.lron doors are 3 times as hard. Juggernaunts.are.beserk
and only believe iIn attacking. They"love killing and smashing...

How about radioactive monsters? Standard monsters are exposed to rad-

iation and go beserk. They gl«w and those they touch contract a quick
acting rotting disease.

That™ s..’about it"from _here,l-"11 be back next"-Issue to rave somemore.

.



KIREB*S MIRROR frk
Kay Jones, 5103 Chesley Ave. , LA,, CA 90043

I’m running late so i1t"ll be mostly comments, this time....

LEE GOLD: YOU DID IT TO ME AGAIN! 111t This 1is- the second time 1in
a row my First page was reversed,. -"sigh* Accidents will happen,
I guess.

GKRY GYGAX: Thanks. You cleared up a lot of things I was wondering
about.

BILL PALEY: Re intolerance (the One True Way Syndrome). Hear,
hear!

GLEN BLACOW: (My goodness, stirred lip a hornets®™ next-there,

didn"t you?) Thanks for the info from Gygax.//You don"t have to
use Dick"s Make Out Rules, you know. Personally, 1 have always
treated them as applying only to those whose social/moral/ethical
code allows for seduction and the question is merely whether or not
they are interested. And Elven licentiousness applies to-,Ariderson
Elves who are (as Karen has pointed out)"dearly-CHAOTIC. If

Ariel in any way resembles the Tolkien elves, then obviously she

is safe enough.//"Charm™ being defined as "under the influence of"
it"s pretty much a matter of opinion. lve found allowing only one
being to be. held at a time by i:he MU to be sufficient dontrol,
myself.// Fail to understand your comment to me - it rather

depends on your spell point system how formidable MUs are, or aren-"t.
Admittedly, 1°m not used to Chaotic parties (offing ones own
comrades for fun????). All 1 can say is, i1t works for me.//

By the way, how did Ariel get that v/eird charisma-originally?*™*

Is that joke book magical, or did you roll the higher of the two
and, realizing you had a twit-elf on your hands....? dlways like
to see someone who knows his characters.well.//Gypsy thieves?
Please publish. I"m curious.// Now you"ve got it! Let the dungeon
adventurers stock your dungeon! Done that myself, occasionally.//
Nit Picking Department: L know of one case where maimingwas
non-Chaotic.: Our party was attacked by a neutral whb"d been taken
over by an evil sword and a lucky swipe cut off the hand that was
weilding 1t. He was.very grateful, in spite of the lost hand.//

re your note to Peggy on Nicolai - the only time 1 ever encountered
"a recoilless rifle iIn Stormgate, |1 disabled i1t (and the holder)
with one blast from a cold wand. So much for the all powerful
technological items!// LOLITS!? ~snicker*

MARGARET GEMIGNANI: The only Death Demon 1"ve ever seen in Stormgate
was on a very deep level and was summoned by accident when a gate
spell went wrong. Really, I"ve noticed -0 tendency to ''go far"

neos, and L started out pplaying D& in Stormgate.// re Perns/ "
Actually, they don"t travel in space as such, but in a sort: of

region outside both time and space. Otherwise, you are quite

right, as there is no magic on Pern. These are a variant"ji-.-\SQQred
for the D&D universe.// What are Snow Dwarves?.

MARK KRAMER: Lenla will trade Grimaud "Telepathy” (see last ish)
for "paralysis I,"

endpageoneendpageoneendpageoneendpageoneendpageoneendpageoneendpageone



PETER CERRATO: "Cute"? Nyarlathotep?!?1?// Azathoth will not be

written up as he’s to nasty for play. Besides, all he wants to do
is listen to those demoniac pipers. He"s quite mad™Qf..course
(that cacaphony would drive anyone nut"s! ) .//mml-did put in a set
of walkie-talkies -once... ,Thanks, to the effects of stone walls all
about they were less than useful.// V/el"come.

K
CHARLES MCGREV\f:~ .That"s .0K. - The size of this thing, 1"m grateful
you read my TFfirst zine at all... (Gee, there are PEOPLE out there...
// Swords of Power? Oh, my. " ‘ 7 e

JOHN KINGSBURY: Weirdest looking electron 1"ve heard postulated
to date. Wonder what my old EE prof would say.//About that.pecul-

iarities chart. AAAAARRRRRRGGGGGGHHHHHI!I! I"ve quit allowing any
special ability/disability/horoscope/whatever to operate in my
dungeon. In self defense!// Like that song. Got any more?

KEN PICK: 2nd level? Isn"t that, a: little low for Shield I11?

How long does it last?// The"EASES clubhouse (11360 Ventura Blvd.,
Studio City) 1is usually open Sunday afternoons for .D& for whatever
help that is ////////7//1nh//////7/7/7//777777

WAYNE SHAW.:;"" About time somebody gave the chaotic side .of an
adventura. .Nice, writeup.*

.ROBERT SACKS: I don"t know who called you one," but a Vatch. (
Witcbesrof Karres - James Schmitz) is a sort of pure energy

(or magic), critter who thinks he is dreaming the universe and
it"Siinhabitants :and acts accordingly. They tend to put people
in potentially lethal situations to see what they will do.” "Never
having.seen you DM..... .

STEWART FLEVIN: Laser.

DICK ENEY: Nice writeup, Interesting to see the same expedition
from two points of view.-

RICHARD SCHV"JALL : Considering .their.ability to fight with mace or
..Flail, .1 rwouldn"t, .call 1st level clerics cbmpletely worthless."
.That sudden jump at bishop level is admittedly a bit- much.

MARK SWANSON: Re Gross MagicV 1"ve simply %%een feeding the same
pot.iOhS: to the. ..monsters proportional to the. amount®"brought in...

JACK HARNESS; That"s almost as bad as the dart throwing octopi!

MAX WOODBURY: Sounds like the time | went into Stormgate, and
thanks. .to a certain werepeap in the party (Wayne, are you listening?)
Cam"s Q-qt with far. less than | took in.

SEAN CLEARY: My. number 1is (213) 294-7010.- Being fairly new- to the
are..a™.c-l run a dungSon somewhat different® than everyone else.and can
.bousually,-., be .foundVat the clubhouse on Sundays-.- /

endcommentsendcommentsendcommentsendcommentsend-corafnentsendcomments
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™7\l iot ;has teppened around her” month, and most of it has

upset this ish’s plamed fofniat and rendered last month’b;opening: &, closing
chents invalido -\
Arsb, | have fipally read 3-h"d THom. Ouroboros and agree with Blacow
~that 'Gregg flexkeyed the Witchlanders® levels a bit too loth,
- "’Second, llayne, me, and the rest of the I%ittier-Pico Pivera-EIl Monte
group .are no longer starving, for séme outside-.Dungeohsi VJe are now attached
"to a group in Fu3 Lerton named Expeditions, Ltd. : Y
V E™Mentioiis,. Ltdo is an on-campus club of Cal State Fullertdhl .Qff-
canpus'fitpgeoneers may -join. Ifeetings-are held at 6:00 PM"on Saturdasra in
room 306, Langsdorf Hall (the Administration Bldg, bn-Nubwood.Aye), Cal
"State Ftilertonc
The Fu3llerton style of D(® is dlfferent from the style 1 ‘e been
playing, with a ~'fizzle factor™ spell system including many Cal Tech spells,
mGygax-style density of Dungeon, npnsters,” fewer nonstandard monsters, races,
~or Tcharacter classes, ej”rience points gained by spending loot instead
of finding it, and a greater proportion of gold to magic. There has been
quite a bit of Gultur.al..shpck from the opening: of Tempoiralana doxai there -
Zed finally made "idihrlevel®Fighter, guiding a local party through"its Third,
and still-wonders jhpw they:got out®._-alive :
, *W Assooiated.with;Expeditions,; Ltd, is"-Bob"Dra;”erj"-psrOprietor of Bob*s
CpmicsV a nearby Gpmics/fantasy gaiTung/poster/miniattires store, ;Bbb"s:Bpmics
is located at 1A032 Lake- St,alright behind the"Shell"’station on"the Jortv\*
of Lake*&!lifestminste,r) in;:Garden-".;Grove, Hours are 3-7"PM on weekdays and
11 AM-6 PM.on weekendso There-Is usually a game ih-the back room froii 12-6

on.SaturdaySo T m
IfHen 1 mentioned to Bob: .about®mentioning® him-In this *"zine, he \irasnm
wildly enthusiastic about the publicity. So:don?t dlsa]”bint‘him you’re
in the vicinity, drop by Bob*,S:-.-Comics, arm™ — =
" Finally, "ny planned subjects for this ish: - scrolls, "Mbrgoth, and__
the Hyboreah goodies - .has been pre-enpted,-"niis-tead,"”to dc. this ,

month’s cover illb, 1 have an accouitiof the-~firsb*dipeditibh™-iritb the ’
lands around Crimson:.-, But first, | have .to.:;get some-tomineh"bs putyof mthe”*
way. They may be a littlo; hard to read --:1%e;-beeft hal”~g” a fevr false
starts, so |’m typii”g through, about ;three layers -of ;correction -fluid,

n .."COMMEMTS 1. = .O.

LEE.GOLD: -I"di-ant laow/ about -size ll-itaticns on.".-saer illcs. This-
was the"first artv."olk | vo ever done -;or publication. 1t’Il be X 11
in the futizrs,, 1 wras hoping to illustrate this .’zihe, but -My Fall Quarter
proved to be much, more time-consuming than 1°d expected, 1 vjas able to find
out that mimeo illustrating equipment ida-bit-rare in my area. 1’1l track
some down x*hen my workload eases up. Expect more covers from me,

BILL PALEYL .Sorry 1 havent phonedior written, don"t know when we
could meet and game on"some neutral groimd r-ruckrfiiutely- not before -
the holidayso

GLEM BLACOW; 1 see we read Earthman’s Burden at about the same time,
I suggest we combine both versions of Te,lks into a standardized version.



How do"you feel about using Number Appearing, Hit Dice, tennis balls,
.spoons, tiddlywinks, and beer bottles and using your Movement, eggbeaters,
scissors, and pipes2 inagine the magic weapons we could have floating
around — +5 eggbeaters, Vorpal Scissors =« . . < Also the face of-"someboc”
reading this who hasn"t read A&E 14 and wondering what these nuts are
talking about, 1 was surprised to find | agreed with you in a lot of areas,

BRIAN LANE; To me, Balrog is a generic term for a Chaotic Vala, and
is often used in D&D to;refer to. a minor variety of same,/ | think that
werewolves who must make a Satanic pact aTe voluntary weres who enter the
pact for the express purpose of going-were. Involuntary werewolves,
whether due to heredity or being bitten by one, could still be of any
alignment. There is also a version of the legend that claims a werewolf
becomes a vampire ,a“ter death,; This seems like a good addition to the
Chaotic variety*/ ™7 177, " Q7

KAT JONHS: 1 thought you were from San Diego, Is the PFG Shari Kaifah
you mention the.,one whose.name 1 can."fciremembe.r who did all that pen & ink
work at DunDraCon?

STEV/ART LEVIN;.-Sorry, but I don®"t want to take you up on your offer,
«And Just what made you sound so hostile to me in that? My comment on
Eleveners®™ armor class & weapons? Listen, I"m no authority on Hiero's
Journey —- just a guy who read it. Both our ideas of a specific monster
are equally valid, and with the distance between LA ™ St, Louis, 1 doubt
if Qiir. universes; will overlap. Incidentally, out here we have an independently
developed Glith (write Wayne for details). The characteristics are a bit
different, but*the total effect is about equal to yours. We"ve, assumed that
Gliths look kind of like"reptilian Ores, so there have been some cases of
mistaken identity that have-led to-disaster. Also, out here Eleveners are
Armor Class 9, limited to: dagger & staff,
-7 SEAN CLEARY-: My age is: 20; 21 by Thanksgiving, All the-Whittier-

-mPico group (and-most of the Claremont) is within two" years of me,

.¥/1 DICK EI'JEY; Lee"mentioned in a letter that you do photostenciling.
Would you be willing to take me on ad a client? If ,- contact me, | don"t
know your address* I"m dying :to add*interior artwork to this and the only
price: 1"ve.been able to find”out out--here is sWpage at Cal Poly, /7 I%ve
experimented with your terrain generator and have adopted; it for when 1";
start my wilderness. For more detailed maps, 1"ve found that terrain
transitions come out better if an interface of one-mile hexes is rolled
when the five-mile hexes are of different terrain classes — gives a more
irregular,, natural transition,

J7770  JOHN KINGSBURY:: Gowb"6y;7your Peculiarities Chart is sick, "Staiting.
a character? Just roll a birth defect for him (or her, or him/her, pb )™
— even .if you"re joking, itts a mighty bum joke. And if you"re serious? _
Your 88-92 3011 digs gh me I'm double-jointed. Take me as an example,
VJhat next-yla chart about lily personal appearance — nose,” glasses, pimples?
Or how about one to turn my hangups into something laughable, huh? You
seeplGowbJ*-tour,* chart- treats a guy as a joke just because he was born
a bit different* 1 was born a bit different, not in the way of yom* chart,
but in just being born me. Am I a joke, then?

M om £
Some -comment®s on the* comments 1 forgot to include above:

7 Glenn Blacow,-the Sta"ndard Telks regenerate as yours do,
Jj: . ™CovAjoy, your ohart jUst happened to hit a raw nerve in me,

CORRECTION®"TO LAST -MONTH®"S *"ZINE; The Olog-Hai do not regenerate a
2 X Troll, Instead, ;they*-regenerate as Vampires, - B



Now for™"RnS"main subject. Back in May, Gregg Howard opened his
wilderness in the old Claremont group. For the maiden ypyage, four players
assembled 16 characters: .

From Vfeyne Shaw: Steelvoice, Ist-level Crestcat Fighterp Kai 1st-
level Cynthian Illusionist (packing Arlan’s Black Paarl); V~ern”ar, 6th-
level Monk (with vdngs); and Lilith, 4th-level Barddfi“hlya Rod oFlordly
I"light, All Neutral except for Kai, who was Lawful (and timid).

From John "Cowboy"™ Kingsbury: Arradar, 5th-level Ranger with a stature-
changing, sword "Hilnoric" (acts’t®© either grow or shrink him 1-6" times when
drawn); Nigel Terhaven, 3rd-level Paladin with.a Vprpal Blade and a modified
Ro.d~vof ;Lp;rdlylight;* Dratarn, 2n:d-level mage with a Wand of Cold; and Makuba,
m2nd-level Cleric ;Cipoked like James Earl Jones) , Dratarn was Neutral, the
rest Lawflll, Thpy We™e parrying a large additional amount of gross magic,
surprisirig fp” their ieyelsc : - "

From Roilin Baker: “Sparrbwhawk, 10thr|evel mage; Jack '"the Giant _
Killer", :3rd-level. Paladin; Shaleen, 8th-level Cleric; and Tyeller Wargs-
bane, 4fch—|eve| Dwarf Fighteh/Thief, Tyeller Neutral, the rest Lawful,
[These"four carried more gross magic than the restfof the party combined,
mRoilin,,, a local, guy, was new*t"b D&D at the time and was"pretty unrestrained.
His-"characters were the fastest”~dvancing in Claremont, 1%"hope he’s mellowed
down since then, TG ,

"Finally, from ne;,, Ghee. mleh,"”*Sih-devel. Cynttlan Thief; Aaron JoabSPn A,
5b.hrlevel Cleric; Zed"the Exterminator,. 6th-leyei Fighter (with Rdndbri);
and. HonddvHarrelspn/ 4th-level"Fighter mwith his two magic two-handers. Zed
.24 Ghee, "were"Neutr Aaron & Hondo., lawful .#

> Of the ,16","W3nrern®ar, Lilith, Shaleen, and Chee were women, ®m<
- Ty ~Nok 1m
.ThewQloisterman who was in the best position th"tell, others"about

§. expedition®was. none other than-dhee Lan, Since she’s ohe ¥of jtr"fayoidLte
characters, 1°11 let her tell-portions. of the tale", 1 wnder lihether
N Maestro Anderson,.would recognize."her after two, game ypars®"in this universe.

Since 1'sBill feel that the-Maestro”s patience ..vilthme: be"-Wearing

thin, 1 will re®.ato"ifrom mentioning either Ghee .ori"Gjint® (other than"

.ij;announcing that she went up a level) for the n®” fav,ninths,” Bub now.
On To Crimsbhl [ | - - -

ij.
THROUGH THE REAIM OF THE CRIMSON KING

The"dloi”er"¥tands just."W» of;T>-tcwn, its SahdstchdWallstnd
single~tower f.iaidg frem. thede3ert,-"-Chee"’Sv..apartmpnt i s dh theaeast” .
side,.” second "fromthe "stable*-gate,, Jt.”’s one pf.tho,larger mapartmehty,
with,—;a; .-".del@dy-e""™" either end», .The" decor-.is"munique”.rr climbing., ;bgrs
forcing® 1;hetv}ork®™h tho- ceiling, ~wall-tc-wail, floor cushionsi; “ad,. :on"
the.tntir"e back-ewall, a murel---Pf;\a w.iQrd "diky>/.". "

"I wanted some"plantersj but .water’s .so;.da”™ icarce out here”™ she
remarks as® she licks the-dust nut of her fur. "I’ll put a few in my palace
as soon, as it’s flhishedo" She: finishes the tphgue-msK and"moves to the
dais-cushion next to the hookahb®i As she Jights ", we ask her to Fill in

m,:Sore details of the Crimson landst.:

,Fr The reaction is"immediate:..— a-small”"smoke"explosion®and a shriek,
J"YOUdAFFFi-dVM" " AriHiIS"PI1-KIA-DAVMNED: . "HO1|1-f™" calms a bit
and settles down"her hobbit-sized form, rpuffih"g" "ihcense-scented clouds
toward the ceiling®"""lan"s. After, a -;Couple .minptes®;j;;ihe""""SfcartS",

"The time-portal”""screwed up#::;Eyery time .hefop? put-"us off by
Crimson, This time; Sui”risel There. Giiy- "of-"Victories,
the .Courts of the CriMSon Kirig,. . |
umm £ . Luckily there“were” Ships bpland ~ r "After a bit of bargaining,
the tweiye that ‘showed-tip togethejp (1 “but.JI™M®’® group - KP) managed to
book passage on one that" sailed that day#"Theto® northeast took them

a day, passing the many coastal islands, <" mW\T" ardventiarers have sailed

the



that rou”e: tam~*®
"»"“Pasb "Zabriski Point, where ~prisoned moon

Vifaits for shatt®ring sun; I g |
mPast the ebon walls of .Darkstar Y o
~"ith its keep like a gnarled tree trxank

To wvdiere the Jester does, not play ™m

Bub gently pulls the string"s

And laughs as the puppets dance

" In the Court of the Crimson Wirg."-V v
The trip mas uneventful — and free, Chee won backrtheir fares mtoth a *
little poker sharping before they docked™at-Orimsohi

The® dungeon itsplf lies a bit inland® Cheer‘Ke unloaded the wagons™’
and disembarked. As our ship started babk, a freak wind (Control Weathei*
— KP) drove this large galley into what passed for the port facilitiesV
We Were" almost two klicks Inland, but we could still see them put off =m
"a."magon and some sophonts. e , *” i n

> The newcomers approached. Somebody®"-said “Corsairsi” and one or two
*swords came out. The distance closed”two humanoids, one tonged, on e
mhorseback, hands raised in, a. peace gesture; and one wagon with two sbr”ge
shapes on the driver’s bencH, One was like a lion, but with a huge head”®
crest and fur that blended into the wagon like an Elven Cloak, The othbr,
doi* vmg, was hobbit-sized and white-furred,

., » » Another from Taychih-chien-pii The first of my race 1°d seen
for two yearsl I damn near~did backflips for joy right there in the wagon.
But I kept ny self-control, pulled my Elven Cloak a”~und myself, and just
studied ny opposite n"umber while the others parleyed, Dumb bastard yell
..of "Corsairs"! VJho else could it have been but the group that we were to

= fSn"des-vouz with?

" w¥Back to ny oppositeinumber, who kept looking at us fearfully, Male,
obyidiidly — only a,male would be that scared, I.thought “i"iale — 1 must
share®a tent with him. He looks pretty young, but I was that young when

tohafny f i r s tcoul d call ib lust at first sight — remembeg
, toE Was alone among the autothcons for over a year, = , "

They rolled over the plains to Crimson and a get-acquainted party
in the Jester®s magic bar. Naturally, Chee paired off toth Kai, the other

Cynthian,

"Dratarn. -,V . > bad the most
spectacular drink. It turned his face bi-colored— one half black, the
other mwhite." It also altered.his -vision. The eye on the white side was
blindproof, " the one on the black side, infra-vision, | have never seen a
wpfld before where, m was. more -than mere superstition. Obviously, here
its g-uite real,-so. now I beleive it , , As for Kai, he was younger than
I"thou”t — no more than foiarteen, barely an adult. We shared this, very

- hookah; you no dovibt ..observe tnat it has. t-wo mouthpieces and hoses,". I had
r'*filled it with the loc” house brew (the hit-point stuff - KP) and that
hohgbbt-bdm Leaf — how can anyone stand smoking that crap? — which was
the best available,” Kai choked on every puff; that was my first, indication
of his age. While the others drank to "|Jesteri We who are about"to die
salute theej", Kai told me the latest news from home fel t ja bit sorry
for him; only the week before he"d blinked Over, One moment he was home,
in the area -the T-"errans” call. "The Cyithian Dewvil.".s Triangle®, the next he
was herbi, Jtilst like me — 1"m even beginning to miss Old Nick, , , ,
"But I wander.over bri-via. Now, ais for the trip, , ,
They; spent.that night by. Crimson and left in the morning. They had a
a-"basic:, topographic, with joints of interest indicated, , ,"
,and followed its lead northwest over the grasslands..to. the King"s Highway,
Theib mabch o"rder was the; usual -- -wagons up front, "toth a pack train
trailing” behind and a circle pf. escorting horsemen .-"Ghee[drove the Cloister
wagon, mcrossbow laying cocked on the s‘eat beside her,

.b---



" &% reached tfe Higiiway -ah late afternoon,.. .afbB3i;"thii®y(-Micks
..of gazelle-filled ,grasslan,dp In of Victories,. =1 wais. told there was
N enchantment upon the <Hj.“tway "™ no olio"cotflidnfight”,T«he.10.."WI3on the
Natd surfacea. After satie of the magic Ifve va.tnessed hereyoli beHeye it."”

The _Kirg-™'s,higwgj?-, leads h6érthot3t.j gradually®approaching the .coast,
gHear the evening of the second .day, the e3oedition, following the road,
...mjCare. .upgh. |tHO |-ruins, of a vast port-cityQ-"

Thehait”" ;hAd. teeh across, with :gates. at each
cardinal ! point _ekceptl."the""t which €ontained a narrow bay. The Highway
ran-.,.up*to"what, had .been the M%st Gate and endedo The map, showed other

,braheheet of .the.,h.igwaj” et other two gates; the East"Gate branch
..—.paralleled the! coast, " the .tnrthefh ohe led north to the’moimtainsi
A marl hvirtfirl_: the tumbled, pity vall-,“"0" roadsi: The
entire, ridn .wes* hiaihe.d asva Point of“Ilhtorestot "£%=

! m " Atting” West Gate, the"ezpedition® posted guards and
J-—Spehit®the nighto Tfoublh on the morning watch, with _bai,; (Sir) .. Jack

the Paladiri, Hondo and"Ar.radar the Rnj¥ei” on"dutyo™ & n. f=Cc =

.Arradar saw thgm first two Mahticores, the Crimson variety:-.With a
"mscorpion”.s tail, "glidu-g ih"io attaoko -He"pulled Hilnoric, ho.ping for the
size“& strength" of a Hill'didnt,,". a:ad shi-anlc to a foot tall,. Ther.™antiaores
took no notice of; himd.dd""jleTf"ohji"”to Hondoo -fei saw”Hondo.fall,, then ran
..inbo.his tent..,.and. hld .dddor Sl.;.; ,elhoid), who proiaptly airoke and lived up
to his" nameo " - [ ]

.;Ohee;.."His. shriek was what Woke mso |- thought (Oh, shit; we have, vis itors(,
grabegdyy, 3aeord: and crossbow and sp."cang out, in tike to see one DT the
things peunee @h"Sir Jaclf, "Both xfe.nt-dovm, then Siranhon.” (Sir. Jack™.s sword
of flashod and the thingShhead went bouncingeover the grass,

"In melee, iiy“usual .prptedurh it <& go to four legs, run about fifty
meters to one .sxde; take .cold "ML gocijo vjith my crossbow,-” the time- |
had. gotten the 1fifty" "meters:, tc\ entire“camp was up and pouring out of; the
tents, "tiyvernstar™'"the" "flying hauled"gravs off: the ground and.into
an. aerial battlp.With the beast as .1 -ai-itlug ny crossbow ~ 1.couldn:*t fire
for(. . fer.: pf .h.itting, Thp?t ,bdth*dlyed, , ;reftgaged,: .and. the Manticore pulled
out” ihid" a terraih-d/bid&.ph"thh6f WA=tsb 0% .~shed ii«o the ground.
When X .caught sight ofrtho, bea,st .again"above®"the grassy ..3t:eelvo:ice-was
clin”~g to "its tfiroat"h kpreakjihg"land"tearin’™ and he

r™\unbie,d to grrovihd like .°I" fyiram-ars; ‘7 oa . . .-r-x-0 . .no’ -’ er:.

"."ThetMant.x.cdre"climbed}d.lled"Steelvotcs]:hut:twofPireballs

""*m"ModeiNin its, path:likh"Tad%kes® ™id it fell*~burnxng.oc... at™ - .1

. LiXAV/spent :-1fhe"rest "' of wstitdm the-"hedxes,”’Sir Jack we found
" r'beneathpthe "head” s htihg'—stiil hUriedtihlhim;M» never

had ‘time to unsheat.ho®."his"stbrdso t u" v " i—

. .-Snaleen (raised-Sir Jadk iiid tI"jeih"Star, but-Steelkoice was ."too different
for®: any Raise to"work, HoWeVsh; _the map- showed sae"™" "“Slijiie-Pxts.of,;.Glyve2
far to the west, and Lilith rhcelledvfrem her lorO; that :those."pits were |,
supposed to Raise & regenOrat3 a,ry--bpdi.es cast-.intafthemo So, ,atx dawn,
Lilith set off on"a flying: carpet with fJteolvoiofe *:hbody

The others ."set"off oh the-"cirt road hroiind the ruinsy. stopping
periodically to casti.hsidehTho "hOaViesi: coheenbrationof all
detecting seemed tol bb*hn the northeast g;uadrant, no this, seemed the
logical place to"pehetrate iiato,, They halted Outside theeHorth.Gate and

planned their exploration of the mCityo- "mvB.? Kol r
: . Aarori/ kaif and Makuba wroiG;d remain-ecitsideewith the wagons and their
cargo™'"of de"ad"h"h"CTv"iy"Fiised"xvhi..le“"Gk .rode *-in, Then..t.they:were to make

their way to .the ™Mast Gate and walt )- the othersl-After jam.couple cracks
- ,Thangoro"drini""ied::to the massacre of the
wSrecked gatehouse. Ghee
ore., saddlebag and her
-tail”™tuck:into, the"p“thert” *
Wi6st"hf tke m""GiiMMigsW =re sttll>standings Asithe.iparfcy rede



down an ancient processional way between two intact rows of structures,
arrows began to rain from the windows. Ambush!

"~hey spurred their mounts toward a mammoth plaza ahead, Arradar drew
Hilnoric and once more got the shrinking side of the deal ~ Spai”bwhawk
fell with a shaft through his neck — Tyeller Caught him aiid draggeS; the

~corpse into the plaza while Dratarn sprayed covering fire with his”Cbld-
xirad. Then they were by the pedestal at the plaza’s c,enter and the arrows
stopped. During the pause, Tyeller unpacked Sir Jack’s spell-storing"dwbrd
from his pony and used a stored Raise Dead Fully on Sparrowhawk, "=

Chee:The plaza was 600 meters across. We were in the cdntere W«rth
and south of us were palaces, with a wall and obelisk to the-west and the
road we entered on to the east. Zed had the best eyesight, hadn’t seen any
activity from the North Palace when we rode in. So, we waited dntil Sparrow-
hawk was again anhulatory, then charged the North Palace,. "

N "Zed and I were in the lead. He used Rondon on the door the-impact
damn near threw me off his horse — and the other six foll«ed us in™ "We
edismoimted in the cobwebby reception hall, tethered the horses, and started
for the only visible exit at the far end,

"Tyeller and 1 were up front at that time; Tyeller for his strength
and magic weapons (everything that Dwarf carried was magic - KP) and me
,,itor trap detection, \VJe found one, or rather it found us,

"As we stepped thro\jgh the archway, the floor gave way beneath Us,

My next conscious memory is lying in a spinning basement room and hearing
the trapdoor slam above, , , "

VJhile Ghee & Tyeller were picking themselves off the floor,- the others
upstairs were trying to open the trap. Nigel the Paladin tried the unique

, ability OF his Rod of Lordly I-ligtt: a grapple-ended chain "and power”winch
function, in an attempt to piy it open, but only succeeded in pulling down
"awall-column, Zedctried"Rondon’p shattering abiiityy. only to find that
“the trapdoor wasnsone -kind cf superhar®"d*wood andJits-hingas were hiddgh
beneath, " Reluctantly, they told the two in the basement that they were *n
their own.

Ghee; “When 1 heard that, 1 pointed to the only door and ordered
Tyeller & break it. It opened onto a prison corridor, with some torchlight
flickering from one of the cells, , * "

airs, the other six were past the archway and easing down a hallway.
.Pr#m around a corner. Zed’s ears picked up the guttural tones of Ghaotic,
He motioned, Dratarn sneaked up to the corner, poked his Goldwand around
it a~d hit the firing stud. The expedition then kicked the frozen bodies

"out of the way and continued on, up a flight of stairs to a chamber,

, Dcjfflistairs,''Chee” & Tyeller were having their problems: "1 could hear

“*~_brea,thihg through the door —” from the sound, some sort of large animal,
Tyeller kicked the door open, then he was grabbed by the leg and pulled
inside, | pounced on the doorway, just in time to look into the arc of a

n,.Porceiasl:u Mhen my eyes recovered, Tyeller was sitting in there with his

"leg broken and a dead giant ape beside him,-The room stank of ozone, .

7 ”1.spirted his leg as best 1| could, Ag he hobbled to his feet with
his two-hahded®.ax0 for a crutch, 1| leaped to the other door of the room,
grabbed the bars in its window, and h-ung there looking out into"empty -

cprridor, ~he two of us shouldered open the door, = ," T,
There were three doors leading out of the upstairs chamber,: 2ed. put
his ear to .the center one-on a hunch, Y

"Avoice came through, in Ghaotic: "Listen at that ctopr,,": ,
The sound of footsteps, then another voice, sutpris.ed, "There’s
~ spmebady out there.”'’= Ny |

..-Inmiediateiy-Zed"kicked the door open, "ZARDQZZZ1" A- chaifimaiT.-6lad
figure rflew"agaih”™ _the opposite wall. His comrade fled, ca™ht_ Zed’s bolt
in his,back, ~un and returned the fa-vor with a;bolt into"Z”ed’s "shield arm,
Shaieeh tore do-wn the room-corridor after him, while Zed dfew Itondph .M
finished the other one. Shaleen maced her opponent®s head and the



weS, ., glifero; " " "V ; L BALic.

"SparrbwhaWk, ubxag h 1 s b reconnoitered the hSJjL, -
followii”, his. Detect B3l'<- The trail led him.through two sets of orriatp
doors to ah;;"audieng:S“-hhll;:"" "oh-"tho*thrbnee a;inan in dark robes.
The eif hted"froni: fiparhowhawk®rh”™oined. the party and gidded them ,
to the“hallp™ttb the:t” e W

The X~ai dbor opened easily™" ""Goe.: im™-"" snarled thevihrone’s .fccupant.
Zed & iyddar.Ma™ viibh tjiOi-bolta in the™torso. He sa”ah hack,

grope"d™Tor; one of-the thrdiie:; ai®s™ arii sprang another trapdoor under the
entry"door. Zed&Al—radal'—basement "m e n
Nigel pulled-"his special-Rod of Iordlychght’\ oast |ts.—’\apnel. across
the room &~ and into the throne“Occupant *s skull* He winched it ih;,. repeated
until, it "manchored”’seedroly™i™ stoneworki, .Thenj using it as a"safety
e, e, crossed to the®-throneb- ] —_—
,-,Ie Ghaotic .I" itWwas deadt™-A."quick search, reyealed”phainmail. .munder ,
the robes, "a two-handed sword vdihin reach, and: three bvtfctops on the throne *s
rightarm, *Th;e“firSt b-uttoh was depressed”. Nigel.pushed the center,,,and a
another pit bpened half"way down-the .Foom,. The,.third, did, likewise .directjy.;..-.,
befogs,hh® dais, Ha tried*the firsti-: Nothing, .vThe otherspntered,® . IM.: 1,7,
TMie. Sparrowh Checked the door behind the .throne,-,pthereally*Tihe™
rest-.g”~hered aro,urid, the-trap and tried:in ..vain :tp pry itvopep?., 4 hetyy"
poiinding'“caMe “from helowy"then "a "CraShe Thej trapdopr; heayed®,-"-then, tilted .,/
as Zed’s"helml “appe“dredb U s # Rohdohj he--had-cut ,—steps, ip the, wall*®
climbed jto where he could shatter te.::hinges enough, tg, force*"the’d o o r i
NS, to,.Md " Aradh” squeezed-out™ Sparrowhawk .returned 3\Wtli a, report”
a""b ack, ,btalta¥™™ leading aipward:-to I—‘W’Et, had probably .been living quarters,
Sl (AN (il ssed ,pyer"toyb™ > ol T X
V]h"e that wa-—s happenlngs upstalrs TyelXei’ ,_,ahj I~ wahderiiigb
throu” _thp"habemehtu The mrchitect who laid out (-mt.hH}e"""coridor ipBfc: ;Have" -
bpen driMko .pr-*bbs8SSed with forked? corridors — ,.te had a turn or**a"-side
passagh!-e-ypry few"Stbp*SI; Naturally,:,none of them,showed,any mih”~cation of W&
le"adin®g oUt"2s0 I decided T;upex-"sti-tion was. as,-,good-,a way as,,,,ay b'd nayig™
~.after all, .magic doed work here* Tyellep-ihad.preyiously handed me his
.=, slk)yrtbword b f-nbfe ,noomicl;.,.dv0,,,-- ¥1,.;.,
"we "came"th."d #fork-'-1 mplayed""spdn"/ths"Svfordrwit-h .it .tol the- direction
Me..w6uld"g0o of M decisions ic-:"the-,:abject of ™ poyer illo"a KH)-
whiie-"Pf these- skirdldivinal; iQn6.jirve.,—’v0e.,.’\!’e’.e,—.r’m dam
*slinking and "hobbling sth.r-bugh ®&-seriss\-cf., : ?zigzags, .-,tijeh._.a corner,
inbo. five ores — those sm.1.1 ones ,, v .p the spag|,y- |’W\/\Ne,,|’\
renbyed; t=W0" "™ the-mj~-Tyeller splatfcere.-d or™-_yfith athro;” haiUBer ﬁﬂt'ffleT’\")—
back™ onJ;p -his 3idhd™-whii-e"-1 put. ma:f.oltv.thr,9) " V;du.pthor®? " thf.". S
[V vro o T . A-WTriiiT,r irftT* mv?r\.clo’hr\?t,r oio * i r n \ r 'At'.no *
Tyeller hammered
sword-thru”*, "mnudged. HiS-"*shield aside, "with.-my,vswDrd.-ani" ramne"d.r"Tyeilere"s
swbrd “up®*™dneathshis breastboneo Then.-.l1..smoothed®ip- ."fH™"~pe l bpt"
and remiarked""*;Sha3i mSe"G ba?"*Ho..Tyeller* - i
""Aroikid*the nekb'”corner wa'SM.stairw.ay”.,loading, up, a
secret door "-intb the reG3ptio™n,alle::we hstd ps,ed as a stable. We, "shopped. " ¥
for rations through everyone-s saddlebags, then kicked b,4ck,,;ahd, ,waited m
for mth™-tdreturhi:"" w; LAt ;. A, -5 .

— The."-_vpdtairs ioor- ope."c.dd-bhbb-mJntersgpt’g; ,corridors4,— Thb*Harsh sparls
,—,0fvbrcé.-sbun(fe.d Troffl aroirad one of -bhe corfOrs,..; "Move ass,pypjh” sn”asll*ff £~
They’re r-almc™' hor,el™ Aga.k-i fed cignaledp.again. :flratamn crept aHeid*with™m
th.eTCol&ahdo "At the iiistant-he pokedvitfarouhd the corper,. an...'trc hand
shoved anotherj.wand™d"""6ts.Thees end-"into, his face, ...Hith Dratarn and the'"
-crc.niage flrel'bllmueltanebusly - i VA < "W

kigel.the Haladti,H/a:":-"brihg?ng -2 As a result) *nei-ther. .Z»
..hor Dratai"h, "wepe protected'by his "Vbrpal Blade* The ore wand i~s"of the
fireball variety — -""lad"twrb™pieces .of-well"*done, .raansflesh layrpp®"the floor,

Sparrowhawk leaped fovg;.":"d, scooped up the Coldwand and blasted the



surviving ore with it, Picking up the ore wand and shoving both in his belt,
he"oheeked the door the ores had been guarding,: When he deteeted Good behind
it, he sailed"Nigel up to open it,

e At first, the 3?00m appeared to be® empty, Then two columns became a man
and"b; woman throwing bank Robes of Blending at the sight of a Paladin* The
two were survivors of a previous attempt to clear the city of Chaos, "“hey
had been‘ambushed, forced into the North"Palace, and beseiged, Nigel and
Sparrowhawk escorted them down to the others, where they provided some
intelligence of the city! A Chaotic Lord’s headquarters was set tip"inside
the South Palace, and the obelisk to the west possibly contained a“"Balrog,

After a search of the rooms came to naught, the expedition and rescuees
started back to the entry, ~ t..

Chee: "They returned with two bodies and two extra humans they referred
to as *Victims of the Moria Syndrome”, We packed the corpses, mounted, and*®
hauled gravs out of that place, Sparrowhawk kept up covering fire through that
aboulevard-gauntlet, then we kept galloping until we reached the East Gate,"

Aaron, Kai, and Makuba were alreac” there vdth the wagons, Theyld had
only one incident on the way: two Ghouls jimped them.out of a tree and had
been dispeiJLed by Aaron before they had even landed, -

Chee: "Kai started telling me all about how these things like walking
dead men had come down at them and Aaron had exposed himself (local term for
a turn/dispel atteapt W' KP) and these things had turned to dust in mid-air,”

I just put my hand to my sword and told him to cram it. The next thing I
knew he was hiding in a Bag of Holding inside his wagon,

"One of"the two who came out with us removed his robe and gave it to =m
us"as thanks, then v;e gave them one of our extra horses and they disappeared
down the East Road of the King’s Highway, We withdrew a kLick or so from
the walls, put ip a Fortress Shield, and stayed there until Lilith:returned,”

Lilith returned a little after noon on the next day. By then, :Shaleen .
had raised Dratarn & Zed, and all three Clerics had healed most of the other
wounded. As soon as the Bard landed, camp was being struck. By evening, the
expedition encamped by the northern branch of the Highway, the city just, a
dark line on the southern horizon,

Chee: "The next morning, we left-the Highway and-traveled west, aiming
for another point of interest shown bh the map, Hondo had ripened considerablyj
I" had to smoke that crap pipe-weed the whole way to keep from smelling him,

"About ten Hicks from the Highway, the forest began. Forest , = = strange,
but®* still forests like home, Ta-chih-chien-piJ Iflere | could cross a continent
just by leaping from branch to branch, . e

The expedition halted a short ways inside the woods and sent out three-
scouts: Wyvernstar, newly recovered, for aerial reconnaisance; Arradar the
Ranger, for ground-level searchj and Chee, nude and wvd.th dagger & shurikens
concealed in her fur, for treetop-level scouting, rej.!

Wyvernstar, ~ a high-altitude pass, saw something in the trees 4t: the
point indicated on the map, "Progressively lower passes revealed the somtething
as a cluster of tree-houses, the size of a large village or small towni On
her final terrain-avoidance run, Wyv could see no sign of life, so she
decided to land and investigate. She descended towards the clearing in the -
town’s rough center, -

Meanwhile, ..Chee was going through the trees: "It was like being home
again®~ alone, "leaping through the maze of branches™ le.tting the leaves” r
rustle”” , < About a klxck from the point indicated on the map, 1 finally
recovered my sense of caution and descended to ground level in a small clearing,
hoping to rest a -bit before the actual scouting. Then | heard a whisper, |,

"It was barely audible, almbst imaginary, and seemed to be. saying *See
anything yet?” in my own tongue, 1| was sure it wasjmy imagination, but .as a
precaution 1 played pussycat’ — pretended,to. be an animal s. as not to draw
attention. Then came a shout from the trees-above: IUp here, .sbupid]’;” .

"“llwhirled about, going to two legs and dra-wing both dagger and .shtjraicens.



It, tos such a swift actiorij, I"was in Fitting, position before-1 fealized
the-voice-"wag; in-Hty home tbngue. In the crotch of one tree was a vifhite-
furred head and shoulders! Still .another from homs! 1| .rejoiced inside *
then.el. realized she-had.a-crossbow leveled on me

m V/yverhstar had-landed and star,ted to explore when a voice snarled in
an accent ~that Sounded:"part cat, part Chinese:‘Hands:.up! %w face downl jBlatl"
As Wyv spread-eagled on the ~pund, a squad of Gynttoiains materialized out,
0? the brush, crossbowS arid & cduple of obyious-.energy! weapons at the ready,
Frevj.idfcayed motionless until her wrists ~ anhlps were.,lassoed and she saw
stakes being driven, then she sprang up in an attemptJto get airborne.

After two bolts’had penetrated her Monkish aikidoi defense arid a near-
miss of an .energy weapon sent her sprawling, Wyv decided to play“dead-.instead.
She did, through-the Cynthians* exainination, then leaped into the air arid
got. out. of .there. Fast, / .

- ; Meanwhiley-Che6""& Mai Zz*, the Cynthian sentry, were parleying; “By this
time Mai,was on-"the gromd with me and we"d.hoth cast our weapons aside,. It
wasn"t a parley”™ it was a reunionj we were,alternately crying on each others*
shoulders, and telling each®"other how we,got into this universe, I*d tell Mai
how I dropped from the Muddlin® Through into"Big Tee and .she"d give m e *
sympathy for being alone so long amid aliens,:, then she"d .tell me about hdw
her ship®s hyperdrive quantum-jumped it out of.the Technic universe and into
here, -and how they"d settled dowri in this forest, i~d-all this, < .

:"M-_toldi*her how 1°d been dying for something smokeable from homey and,
Mai mentioned""-that they had some, plus seeds , , = , n

I"Jhile Ghee was building a friendship, a bleechng® Wyvernstar landed ~
at the expedition camp, "We have some nasty neighborsy;“-she announced,
then pointed"~at Kai, “Like him," As Kai hid in the Bag, Of Holding, "Wyv
staggored®jto the Clerics for healing, . Ao

;. Ghee;Mai promised to bring her clan®Mat"fidroh to.-thi"bmclearing in ari
heuf to.meet with me, | plaiined to secure permission for -oUr party to stay
avhile™"in Mail"s village* We parte"d, and | started back — an immediately
ran into Arradar. He"d been watching. Mai and me; from the brush the entire!".
time, [ |

“YJhen _Arradar and 1 returned and. heard about Wyvernstar "VS"eigjerience®
I realized-ny meeting’wi.th the Matria,rch mwould be a .bit of a pfoblera, "But,
this: type of problem had been routine® in-ny:trade-"~ipneef "days, ~*

"l arrived early at the clearing, "weeing my sword and"Elveri Cloak
with my-fur gfoomed to perfection. At"the".-*appointed time, Mai came""with tHC -
Matriarchactually, the Matriarch wasn®"t ,much older than 1j she had "been
the Captainess of the lost ship - and,,a security escort with pocket blasters,

"The Matriarch"was a sharp negotiator, but I was sharper. She"mentioned
that her- settlement had been invaded and was: on alerte 1 coricentratod®"bn
the harralessness of our fiarty and oin* desiring a site on whirih"to” cbmp,,"I
did not think it appropriate to mention .W*ernstar* ;We cbncludeid a**ree-
ment, -sealed: it, and partedi" .V.-" > , -

"1 anticipated trouble vrith Wyvernsbar, so,:.we-:had her: fide-in inside
her group®s .wagon with the cover up. After Ttfe.encamped, I;broke the news "
to the Matriarch — slowly;"

The expedition stayed in the Cynthian settlemEnt forLeight"days* Shaleen
raised a .badly disbriehted Hondo, and Ghee gen-erall-y hadi-iS."blast;: including
encugh...male compardonship to last her another year. Also,-Kai lost™ his
virginity,: L' ., ., - ly

On the ;last night there, Mai & Ghee, had a little farewell cf™,-Mai.
presented 8hee with a going-away giftf® a lid..of-Oynthian drug
(loose) and a bag of seeds of the same,* "t "y

The: e3g)edition left in the mCrning, with tw., saddened Gyribhians , - --
driving the wagons. Over the next three days tHey .rejoinC.drthe "King"s
Highway .at the "mountain pass to the north and descended onto the northern
plains. Around noon on the third day, they spotted a Red Dragon in the



idiat.ance and decided to sctidue it and pick up-some pelf,

-£JJ:.Ghee: "This time Arradar drew beforehand to see which way he would
~ize-r-change,, | carried him to a vantage point to watch the subdual. How?
With one hands,” m * m

, [Subduing a dragon is easy with the right equipment. The expedition

> sheaked through the brush until they were in position. ThenLilith & Nigel
mcharged“out and shoved their Sods of Lordly Might in the dragon®s face to
V paralyze it« After this, the most muscular of the party came out and
started pounding until the dragon gave up, Lilith then asked it for its
treasvireo The dragon answered that it had been mugged by other adventiirers
- the week before, Everyboc” started pounding again,

This time the dragon revealed its treasure as. being far away and offered
to fly everyone there. No deal. Finally the party did let it fly to its
lair, under escort: Lilith (as interpeter), Wyverhstar Cwith -ayubijitsu
bonebreaker reacfy for its neck), and Dratarn (vith the Cpldwand), At the
[dragon’s lair, it pointed to a single chest which Lilith accepted as ransom,

=@ After flying the three back, the dragon,was released and flew off.

No® one detected traps on the chest. Opened, it was found to contain
only some silver, a +1 Protection Ringv—-ar<i:a--tl ""dagger, the
dragon was holding but on them. Sir Jack used a Shapechange from his spell-
storing sword to become d'very old Golden Dragon, and in that form airlifted
Nigel* &.Lilith back to the dragon lair, -

The lair was eupty. Sir Jack stood guard outside while the other two
proceeded to tear the-place apart. This time they found more: thousands
in goldj a witrd sword with a fleur-de-lis-shaped blade, an ivory-in3.aid
bow,". and a Fire Resistance Ring, After making certain this was the -entire
treasure, they flew back with it on Sir Jack«

VJhen they returned, the expedition made haste out of there, before
the-dragon could return home and discover the burglary. They steered west,
where the"map indicated another Point of Interest, Two days later, in the
midst of ;a.range of crystalline hills, they found"it,-

L A large field, miles on a side and perfectly square, stretched between
the crystal ridges. From its entire surface jutted a jungle of multicolored
geometric shapes of vaiying sizes. On each shape was one button. The party
split®."into three groups of five, spread out, and started pushing buttons.

The buttons were of the typical Dungeon variety, opening a door through
which something would fall or emerge, succession® the doors revealed:

:a[ shield,, gold, a Lich (scared off Kai,"Ghee, Hondo, Lilith, & Tyeller
isefore Aaron morningstared itb head in), a caiu-ioncrawler, a stainvay

*,ieadi® down (which nobody wanted to go down), an Ogre Mage (charmed Aaron
mbefore HondoZed killed it), et;;”

Amid .all this were two unusual® (even for there) buttons. The group
consisting of Sparrowhawk, Sir Jack, Shaleen, Tyeller, and Lilith found
the-first. One.of them pressed it, and all five blinked out to parts
unknown (teleported),

*..":cMiel, “accompanied by VJyvernstar, ATradar, Dratarn, and Makuba, pushed
the” other,® A small box; slid out, Nigel opened it, found a smaller box
inside and the outer one stuck to his hands, Arradar tried the inner box,
with the same resillt as Migeio Using chopsticks, Wyyernstar opened three
more .concentric boxes without troubleThe final,"smallest one contained” -
a ring and instructions for itr use: Dispel Ifegic, specialized to unstick.v
boxes from hands, single use, -

After a few more buttons (producing some tl arrows, 15 electrum coinsjj
and three Stirgbs that took one look at the party and flew away) they )]
decided not to press their luck any further and return home,; Noo .

The remaining ten set®” off south on the King’s Highway the next
morningi Over the next two days they continued south, passing the mountainiS
and the forest with the Cyhthian settlements On the afternoon of the, second,
within View of the ruined city. Zed and Kai spotted a dark speck growing
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in the northeast sky,"

As it approached, the speck materialized into an airship — a dirigible
made of some dark grey metal, apparently kept aloft with Permanent Flying
spells, "It began to descend toi*ard the e~gtedition, who scattered off the
Highway, dispersing. The airship stopped just above the road surface and
hailed® them , including hails in five familiar voices and a crestcat
scream.

Ghee: '"The craft was named the Lead Zeppelin, and served as a ferry
from Froghole (“ean licCaw"s Dungeon - KP) to the City of "Victories, The
remainder of our party was aboard, , <« the five that blinked out of the
prism field had fought their way out of Froghole"s Level 11 and hailed
the Zeppelin to rejoin us. As they passed south of a place called the
Rhiene Swatib)s, they had caught up with and taken aboard Steelvoice,

"We boarded the Zeppelin, had our wagons and horses hoisted on board,
and flew back to the City of Victories,

"Captain Page of the Zeppelin charged us 24,000 in gold for the"
airlifb, 1 could have gotten it back with a little card trick 1 know,
but the »thers prevented me,

"There isn’t much more to tell. We unloaded at the city, split the
loot in an auction, and portaled back to our respective homes. Zed has
the Fire Resistance Ring, and we never have settled just which of us
here has a claim to the Fireball VJand -- Caselle, most likely, because
of her later marriage to Hondo, But I wander, VJhen we returned to here,
both Hondo and I were advanced a level by our respective Guilds,

"That vjas the only time any of the Cloister walked the land of the
Crimson King;" Chee sighs, her tale finished.

Outside, it is past midnight and the night-chill is at its peak,
Chee’s hookah has long ago burned itself ~ut. She coils the hose she has
been smoking through on the storage hook"below its bowl and points toward
the curtained door to the courtyard, "Go," she snaps, "Antar will let you
outj he never sleeps. You know where the gate is," She stretches herself,
cat—fashion, and walks to her bed-alcove, "Lu-pi—-kia-chu-ni, " she says,

and draws the curtain.

The above"has been the longest narrative | *ve attempted for A&E,
As 1 type this, it is November 1lst and 1 have been playing D& for about

a year. It was a blast typing this monster.

P,S,: 1 hate to waste a thi"~d of a page, 1 hope Lee has a filler reac”<
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