





A FEW PARAGRAPHS FROM THE EDITOR

This fanzine 1is set up to serve as a month ly discuss™"i&h zine “tor SF

fans and others interested iIn D&D. it should give all of us a chance

to dIs<Zcjss rules and share our own special monster’% and itreasures

with others; also to write up expeditions we*ve be”™nidn)* i
] m hi“ 1 t

ALARUMS AND EXCURSIONS 1is edited by Lee Gold. It Is set up as a cross

between a standard fanzine and an apa (amateur press asic,ociation)-"C= o

If you have a contribution, there are three ways to submit it:

a. type it on a NINE-hole stencil and mail it to Lee Go|dj_i2471
Oak St., Santa Monica, CA 9(0405. Include 50<?/stencil. =CGr if
you must, use a FOUR-—hole stencil and include 70C/s>tencil.

b. Print it yourself. Copy count is 300. Send it to Lee Gold.

If you mimeoed 1it, send stencils too; 50<J/stencil credit.

c. Send a letter to Lee Gold, and she will type it and miitieo It.
Include $1/page (or fraction thereof) for typing, stencillting
and printing. Typing automatically includes improving spelling
and grammar (and may also include, a few new typos). IT may NI
also include editorial comments set in itailcs and signed LG.If
Thosb who want their deathless prose left intact should typepffin
it tfiemselves.

UNPAID FOR MATERIAL WILL NOT BE RUN OFF NOR IN_(IQIIUDED "N A&E mr

The Tanzine will cost as follows:

ae _Contributors: less than four peges, postage only.

"4+ pages, free (if we*ve had a-:gicd month) Of. ha If postage.”

b . =nhon-~bntributorS : postage plusp |m
D nothing if you contributed 4+.pages”™ last Issue
2)n 35b fF you had some contribution last issue
3 75b if you had some contribution in the” issue before last

,$1.Q0 otherwise (beqinblng with"#18) -

c For trade™: wi"t'h other D&D ZzlInes only. Sent” BOOK RATE,

d we do not offer subscriptions on a fixed cost basis, since
postage and contribution credit may vary from issue to issue.
However ;>~yppl may- send a check or cash (either US or forielgn hv
currency ) tb leb Gold, and she wifllirdeduct cost"s (@"d“"*teLhl rM
you how much money Is left each rmonth) until the money is>; “T;
almost run out. We will then notify you of this and return >
the balance at your request.

e Buyers at reta il ‘“estabh i"ShmentsT: jpayr;ithe shbp “hateyer

MAIFLING: ~at your cho¥cV"ALARUMS AND EXCURSIONS WMF be sent to you *
first class ($1.50 - four day lag), third class p£,book rate (B0<f or 7
25<f, three to four week lag), UPS (90<J, 1 week lag) or hand-delivered *

,(fr,ee, up to,a year lag). If no funds are available for first class
postage, it will, be sent by the most efficient method there are funds
to cover for. " "

dungeons AND DRAGONS is the creation of TSR Hobbies, PO Box 756,
Lakg Geneva, Wl 5547. Patronize the people who madejit all possible.

tu- 1 f



fUikieAtieNl Of POSSIBLE INTEREST TO A&E READERS 15
=(0F |

The GoswJi i1al«R™e; mjmoo fFfanzine by Seott Rosenberg, 1 Kdnoj ;-

Rd,, “affialoa, NY 1]431, SMPposQdly monthly, Speelfloally relates jd

the w@pld of flflen byt of some general P&P Interest, 25?7 or trade,

;Qf

The I’Dragon i ' offset IplLOZine. Published br)'/ "TSR bimonthly, edAi"t'ed'kl)j}}! |
Tim Kas”™ 4| Lake Geneva, WI 53147,

The Pantorgh 8o0/0)ist:mimeoed fanzine from Jajes Hayes, «140?1,E, Flora
st~, Stocktone GA ™105, ; Covers PBM game Qa\,,F\antorgn DAO artl-
8ifs, ,:$=;weekly. 4D"/oopyr -

Haven Hera.l.d*“mlmeoed fahilne from .Ben GroSimah 29 E, B,th St., NY, NY
10003, Hif® and ndws ftom the Endor Dungeons and Dragons campaign.
50?/copy,, Reprints of charts at [1?/sheet, -

The History of Wargaming Oyart™rIV5 avallable from George Phillies,
910 "Tenth St B,” Santa*™MOnTca, GA 80403. Indexes most wargaming
magazines. A good way of keeplng track of D&D artlcles not. Jh A4E.

fr > -
THE MANUAL >OF AURANI A .p cata Ibg® of monsters, " 22pegesy- Offset, £
Useful. %2.50. WFTte c/o“Aero Hobbles, 1319 Santa Monica Blvd-,
Santa Mon ica, CA . "t i . £ 4 v
€ iV
Massymore of Trevarow 1I; a one-sheet fanzine published by Peter
Roberts, 6 Westbourne Park Villas, London W2, England.” Available for
trade, whim or 8 pence In postage stamps. Interesting. . "

News !from Breei:.- of fset fanzine from Hartley Patterson, 7rCambridge
Rd., Beaconsfield, Bucks HP9 IHW, Eng land. Samp les free? regular”®
copies are 80? In pounds; 1if you send ,9 check/money order In foreign
currency, add thercost of an extra 1issue to cover bank charge,s.

The North*Rhodesian Stoatbreeders Gazetta and Horticultural Times
dittoed thick fanzine from John Noble, 2/20B Hereford,St., 6lebe,
NSW 2037, Australi a. Cost Is 50? Australian., trade, fetters, or
contributions. 1
il D Le

Quick OJIncy Gazette: mimeoed fanzine”,pllz pages. From Howard Mahler,
135 Bayard Lane, Princeton, NJ 08540. Price Is 50? plus postage for
24 page Issues, 25? plus postage for 12 page issues. Send some monpy
andohejjl keep the books. Trades arrangable. <0d/page credit for
dO:nt/A\i butions. ", EE N

33pj " - . ) ) ) - -
Ry:th Ghron Icles : mimeoed fa"0zlne by .John van de Graaf;.; 3734 Glenbrook,

Clemens MI 48043. 30?/lIssue. WirTte-up of his D&Dtng

The Wild Hupt;: p&D apa inearlyias big as A& E i :Bpj~to/-based ,, pMr ”
pri,rented,., 1Edited by Marjh ~Swanson, T/l ;Beacon 8t. ArJ Ington , MA" 02174 ,
and Glenn BlacbWA 15 prove St. #/", Boston Mass, 02114Rates are much
the same as® A&E but $T per copy and Ilower copy count.



DEADLINE FOR 18 January 12th...or 160 pages,
Copy count has Feen raised to 300. Printing rates remain the same,
See Tantivy for a discuss ion of all this. As of #18, A& wi 1l cost
$1 (one dollar) to those who have not contributed in three months

whichever comes first

Back Issues:

#1-8 are currently available In reprint edition. #9-16
are out of print. ,We will begin work on reprinting #9 soon and should
have it out by February. As of January 1, 1977, back issues will all
cost $1 (one dollar).
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TANTIVY --by Lee Gold ol
TU-0 rt; v r 5)d te

Ft rst® of" t“Wou I to Mannoyncp that®™ w® ~"av0 v an elec-

tric*mt™meograpfi® whfd**mean ~ cah now d*, largO0® |-un]® with6uf “ne* ar ly
so, much; foil and labor (except for col lat jhg, OF courseK _ Thls Mg"a™ns .
we are unlikely to go offset®In the near future. In any case, hoWOver,
no itiatfer what copy count grows to be PRINTING COSTS FOR CONTRI BULONST;

will remain the sare". At a cOpy couht of 250, 11 costs 650/page,, (hot"
sheet, but a slde of a sheet) to print A&E; at our new copy bOunt of°*

300. it will cost 90b/page. But printing rates will remain the same
7
However, as you will probab ly~have not |ced , we will.be "ra lsfhg the
cost"-of A&E for~hon-contr ibutors to a Clollar. |JthE WItO HUNT, Our
sister apa, hps cost a dollar for five months now!. When A&E’began .=

as a sma It (4pt65 page) apa, we set the cOst at. 750. A&E has now r-
grown “to gver*~dopbl e Its origTinal size, and st arting with #"18 It ~dbOs

not seem dispropbrt ionate to raise its cost 33*. Also as of January
1st, al I back 1issues will be also One do Ilar. "

Deadline tor next issue of"A&E 1is always on top of the ToC page

Now, onto comments and other more congenlal,thoughts

B la.pow : That was Detect Poisoning I mentioned, not Detect
Poison. ;Its purpose “s to”~teM yog that the reasgh your friend just,
fell.i down”trp+ti ing green at. the moutf s that he Was: (@I soned rather”
than overcome byja curs.e 07" somesuch e
Diana Myers: I*ve" tried something Jlike this system and found it sIOwS
down thp game consJd derably,, sinee jfte DM s"ebms to be always having
to .compare, the reVative ranks of characters’™and monsters. Instead

"ve recently developed the fol lowing Systern:

Level of Opponent

Cla'ss & MU Dgn MU Dgn mu”. bgn “ MU Dragons
Levol 1-7 1-7 8-13, 8-13 ® 14+17 12-17," ;i8+ tSt"t '™
FM' 1r3 . Vo m rr* "7 |5 18 18 19 20.
cl i-4 "™ 15 "§3 e 16 17 D of, 15 »_20 - ]
MU/Tf -1-5 15 13 16 16 17 19 |8 20 n*" AT
FM 4,-6 . 14 10 . 15 I3 16 .19
C p-8 . 12, 11 ] 14 . 14 17 "15. "2C i
MU/Tf. 6-10 id 3 4 w14 17= is ™20 T$:$3f
FM 7-9 "72" . 713 10 14 13 w5 * 16 -
C 9-12 19 .mm8 10 I 11 14 12 '17 Hm
MU/Tf, 11- 15 (8 * < Il 10 14 P, 7, }
FM ,10-12  _. 5 1) 8 12 1r 13 ra’ RRRTIN
c 34 15 8 8 9 11. 10:" 14 . '
MU/Tf 16+ 3 5 4 8 5 I 6 | 4

MV ,ia 1 e - 10 8 I 1,

ﬁ‘eSd filert)rI r'dragpn;r!qaving table, is as Jow, &-_ It ,ds, becau . most stan.dgj'p
dragon.s- are 8-13th level . Note that the raised” saVing“"thrbws do nog*
app ly (., art I facts., ;A Wand/Staf f/Efc® funct ions as we Il (or as" N
LN, tpe, .hands of a first, level mage,-as tKbse Tof d&;3,0th I h*avep "t

as yet pjayte’sdied "this, system to see htw W*H; "Vt work™s®, but 1".thp"n’y
it should prove somewhat more "cbnveh lent t/fan my "old one . ~



Lew Wo Ikoff Spells affected by your characteristics? Well, out
here we play Web and Magic Missile as thrown on the Tfighting tables to
hit', so "they™™e" at fected by dexteTr rty-." Some groups also play =**
tWwa't ’if ydli""have Blexterity r6+;" ybu™ can shoot two missiles a round -
b¢fflg™ at permaneVii“t "S—peed wore (or *fire a heayy crossbow once a

iTsfead of once every bther’ round')'. Such groups wusua I'ly al so
a™"™vMUs with' such hlgh -de'kte i 11Ws 'to t hVow mag'i j>dTrfs"~l e twice a
rgilnd (add®™ uvb up-t ad many “drel”l “pbrnts, of Qoipyse)""

-an- "s'otfs at fected by yoiir characteri sties? Wetf "he possi -
bilities are fascinating. I don’t think Charisma would have any
s*trbhgth®“bn Charm/Hold, but it might very weld” bn Suggestion, Cbnjure
Ekem'erla\i,' and thit"C lerlea 1 Speeches"™ and ahd"Conjure®™ An ima Is. Wisdom
might affect the varibUs Detects (Magic, Evil/Good,”etc.), and intel-
ligence® might affect Find the Path. Then aga"l n thb"re might be who Ily
new spbl Is researchabl e that wou Id® funct ion® ditfore*ntly” for you or ==%
oh yoiT"depend ing on your character ist ibs . “w  1al0rodndi

I like the 1idea of pleasure weapons My interspersed comments
are intended partially to Till up pages, The Great Ghod Ghu detests
bl ank space.

Levin: Due date for next issue always appears on the top of the
Table of Contents page. Always. Always. Always.

Luce: | play with people from many different areas. Rather than
dimply say flatly "that won®"t work here," (in which case the intended"
p laybrs are all too apt " offended ly reply, '"then 1 wb"'n"t run here;')
it/s a lot easier to build a dungebn to correct for the fact that
magic 1Is easier to gey In some areas than In O6Thers. A +5 LA sword
seems to be about as rare as "a +3 Boston one. R ¢ | T =

r"don "t think "we""disag red;""on play phi loso"phy. Just on what"d r-o:
moaht™ by my commbbt®*Tb Thar res” McGrew You seem to "be reading things
into 1t 1 didn"t think/i ntbnd®, [ n -

Paulson: Rather than "ayttempt to syandardize the worth of a gold
piece, you ™Moi"htC" deyed gp. a"™ew Jnter-ddhgeon standard of eishcnage:
the +1 Lawfii.l_*Hd spbed aTjahjll ItLes undifitel izi"ghbit yord* Normal ly the-
avai lability of"bucl? ™“weapons- is an index to the availability of “other
magic art ifdas".”x

Cleary: I likb Glass Gob 1inS. How easy arerthey to see 1n the
dungeon? Are they transparent, translucent, some Ttolor? What Ilevel
do they use to save vs. spells? How easy are they to polymorph into
spun sugar? (Spun sugar is "AC 20,1 gingerbread AC 15.) ARe any of
them mages or clerics? What happens if you throw i-levifate, etc bn

them and then k&t them Tall the ground from a hbight of 20" or "sg?i
//00ps, 1 see you answered Paulson®s question in the same issuYJ
guessgreatminds think alike. r +?2 1
Sacks: There halve also been' a number of Prophets who went in

for Raise Dead. I'm in favor of allowing it to Patriarchs on the basis
that they'Suf fer one' Weiek of -tetal prostratibn tbr each level thd -T
charac+er'd ssd)elow 8fh and suffer'8D4 damage if the character isn'tT'
rafbed. I'd 'also resyrdCt tbe.,.D.yM. ,'s'frofii raising 'more than D4 'qc-

characters an expbd'Ftibn/ whether on his own 'of hy means of a duni™ebni

God, 'Sad rit Prophet br 'other resideht chardc>ter kept for that purpose.
,.—d o \T p' M1 crivvn iotivo*x 2 - . v



BURGESS PORK PIE 2
Something for A&E17 probably from I-iartley Patterson of
7 Cambridge Road, Seaconsfield, Bucks HP9 IHW, England. Apart
from reading AVE our chief activity is earning money to publish
MEWS FROri BR,EE, S-12pp iitho reduced, F&SF games and about 50
oD, ON= OB an issue outside Europe. Sample issue free. End of
commercial reak :

A&E16 comments .

Tantivy/Gold: Your Thief problems come from being stuck in the

Law vs Chaos polarity. Thieves are Chaotic or Neutral, but could
be Evil or Good, a Lawful theif is a contradiction (in my universe)
as stealing is a chaotic act. A Paladin dowi/mh my dungeon might
tolerate a Good/Chaotic Thief helping the party but certainly woul-
dn"t want to associate with him outside.

Oef iance/Cleary; 1°ve seen no reason to shift from Vancian magic
as Siwenna (the dungeon) isn"t that heavily populated. Unlike
other UK DMs 1 see no reason why MUs shouldn®"t bring their spell
bonks with them and sit down to relearn a spell, at a basic rate
of 1 hour adjusted for levels (eg a 2nd Level MU takes but % an
hour to learn a 1st Level spell).

. have to impose.higher costs for armour in wilderness
situations, perhaps with"a magical tax"on entry refundable on
leaving to put characters on par with the locals and give them a
proper sense o™ values |l Armour will be i,at least x10. The Gold
Coin already weighs 1/10 ,&® (if.you take.my meaning) as the "Gygax
Coin® 1is ridiculously heavy, 1"ve assumed that the coinage has
been devalued while weight reriiained the same.

Slijimk. Some plaiyers here assume that Because dungeons are allow-
ing in characters from:elsewhere theyrun to identical rules. Not
so, as a party found last wosk when tho._ leader charmed an ore.
The charmer was a Dwarf with Eyes of Charming, which got him over
the first hurdle, he spoke Orkish. The ore tried to warn him about
the nasty monsters behind him®(the party) but when he took no no-
tice the ore pulled out his whislle, blew for help, and ran off.
He was charmed, but only tot he" person who*"d charmed him....

Griffin®s Quill/Luce; 1 find there are enough chaotic players
without having strong characteti.ident ificationJ ,
Proficiency with weapons is considered with a character class
under test here called Weapon Mj,sters. They face duels at each
level like monks.
I got fed up with alignment Qlanguages as 1 couldn®"t make
most players understapd that they couldn®"t just learn another
alignment Qlanguage without becofning that alignment, so | threw them
out completely. There will be danger to evil types from reading
Holy Scripture or to good guys picking up the Necronomicoh still.
Swords are just like people iIn this respect®™ unlese they"have a m’e
magical ability to understand an otherwise dangerous language. ~

Slavus/Blacow: |1 don"t care who plays, if players choose to go
down with fools that"s their affair. My characters would certainly
consider people who acted chaotically to be Chaotic, and would

dump them at the Ffirst opportunity. I have no patience with those
who fail to read the House Rules either.
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Sage/CliffordExotics 1°m not certain about, so far bnly a

1st Level Balrog and a bionic ore have ventured into Sivi/enna.
Certainly my reincarnate table has a small chance for humans
returning as exotics. eYou-obviously haven™t seen Monty Python -
and the Holy Grail, since you missed

WERERABBITS, Arm=?5 move=12; 1 die; 1-3 bite. Hit on IR gives
1-6 damage, 19 1-12“and 2B 2-24, these being critical hits on the
throat (if you have a critical hit system treat 20 as an auto-

matic throat hit). "

-Herlin/Easterbrook: Your description only applies to the dungeons
in the SFan circuit Martin, and they are a minority . Even then
some people use the CGREYHAI«IK magic system now, 1| don"t allow Clerics

shields or helmets, and resurrect/reincarnate scrolls are avall—
able in my City to bona fide Lawful/Good characters.

Hm, still mad about that Illusionist 1 seel Despite several
unfortunate incidents players insist on summoning Gods in Siwenna,

often Gods they don®"t even normally worship. Naturally they come
off worst. ) .. -

But I do have a reasonable set of rules fot oil. My dungeon
inhabitants carry it themselves. The qoBilinb killed half a nov-

ice party in a Ffirefight a while back.

Stargate/Myers: 1 think,]you "11 find that sailors are no better
at swimming than landlubbers, certainly in a medieval world.

Spinward HO/Mclntosh; I did have a cost system based oh \ol.1
which was~very similar to yours, but as yours is easier to oper-
ate 1°,11 probably adopt it in toto. I "'m only going to have the
lower level 1items available though, besides there is a,limited
number of Wizards and Patriachs in my country and they can earn
money quicker testing magical items!

CIA/Wolkoff: EW Psionics seem to be too near the "Superman® game
that character classes were supposed to avoid, giving such as
Fighters®™ and Thieves means of circumventing their lack of spells.
After so.methought 1 decided to allow a modified form and have
gated in some Comyn from; the Darkover novels of,Marion Zimmer |,
Bradley. Darkover ESP works at a much Blower level than EW, though
its potential is probably higher . When I(Jve sorted it out 1 11 :

print the rules out. , srml
DB/McGrew: WRG rules are standard in the UK of coUrse, maybs now
I~can persuade the Ancients freaks to let me use their Ffigures "
for fantasy battles at the local wargames Club! N

SWORDS & SPELLS was interesting , less prone to silly errors
than other TSR stuff though it" could still have donB with an
outside proff reader. You©"ll note that the average fighting man
rolls a D6 for hits”™ which explains the "Veteran® label for 1st""
Level Fighters. o I S * | :

.o . - -r-1- : . mJ o] . - o b



Edmund and the Daleks

The sun had long sipce set when the Caranjans emerged frijiin the
God"s House after "depositing the mysteriousVcasket With the Priests,
along with their armour and other valuables.. Making directly tor
the "Travellers Return®, Big Tim shouldered his We to the ,counted
while Edmund and, Porridge sought their uSual cother. _~To their ;
astonishment, it was already occupied by thridtoforo "and one of._his”’
wenches. , ~No, ,

With greeti"~gs exchanged and food and drink before them, Christ-
oforo was Tirst prevailed upon to explain his miraculous escape.

"You alia remember, we Tfight the cockatrice, yes? And 1 .chop
ehop witha golden sword, but she the tough bird and she get me, stone
on.,.thre spdi . 1 see Tim chop the bird, then the reeverence say the
nice ;prayer for me, and you leave. Then 1.wait, many hours, |1 think
I go mad®™ but then t am free - this voice in the head he say “you

fight the duello and you win, you free". So in.magic - zip - in °
this toom 1 fight this man, some tough homre too, but 1 chop him
and then - zip - iIn thegate of the God"s, House.*"

"Our prayers were answered,, beyond doubt,® said Edmund, “for
today we dealt a heavy blow to Satan.*®

Tim took up the story. "id left you - intending to return of
course on our way out®"- ahd went though a short corridor.to another

room. Here another cockatrice iurked”] after persuading it to the
ground with food 1 unloaded my crossbow at i1t and charged, killing
it at a stroke. The next passage lead up back iInto the main corr-

idor, with not a sign of treasure anywhere. , -

"The next door to the left took us to the lai"t of a werewolf,
no match to "two rhagiked swords - you recall Rcna®ld "s Gemseeker, a
good blade though It makes hih somewhat rash. Beyond lay a room
with wet floor, which e mopped across, and beyond that we found
the "Lammasu...” ", ,

"Alas poor creature!®™ exclaimed the priest. "1 shall order
candles burnt® for him on the morrow, even though he was not of our
faith. ", ,

"Yes, well this Lammasu, under the excellent persuasions of his
reverence here , agreed to accompany us. .Around the corhpr it said
dwelt; ,a man not of Lawful typo but on entering we Tfound nought but
a large, chest. Suspecting a trap 1 laid about me with a pole and
caught a knavish fellow hiding in a corner, who attacked he but *
soon fell to Fireward. Bungle investigated the chest, which had a
bag of money besides the belongings of the man, but then he was *
suddenly attacked from behind by the t&llian we had thought dead.
1 cut him in two this time more or less, and when we checked we

found fee had a Regenerating Ring and magiked Arrows. "

The next door led into the main corridor again. Here the Lammasu
told us of evil creatures through the opposite door which he had
long wanted to drive out: metal, dwarf,size and on wheels..__*

"So you and the Vicar started arguing,® put in Porridge

"Sounds like 1lron. Golems to me. I"'m npt fighting Golems!*

"But, If these are creatures of the devil It is our duty...-

"They are said to have much arcane machinery® the Lammasu put in
helpfully., This, along with “gambling®, was one of Edmund®s hates,
and his friends had to restrain him from rushing in.

"All right, we"ll take a look," 1ibm conceded”™ “but at the Tirst
sight of, Golems we get out, arcane® thingummys or not.* ~



Opening the double doors they found a long gorridof stretching
South, , It seemed to be lined with large mmgtal panels, and at
intervals were patches of blue haze instead of doors. With
Ronald and Tim leading the party advanced to the first of the blue
areas. The haze proved resistant to pushing, so Bungle tried the
round metal plate to one side, this reacted when toughed with
metal - a dagger - and the haze vanished to reveal another
corridor behind leading West. Listening at the blue haze at the
end they heard faint voices, and the Lammasu announced that he
could detect evil.

Pressing the door opener disclosea a large room with benches
and piles of odd bits of junk around the walls. To the South "
were some human types in rough tunics and in the centre what could
only be the creature the Lammasu had described: springing into the
air the Lammasu swooped over it. Alarmed, the monster spun round,
the rod-like projection on it"s body vibrated and a portion of
the ceiling crashed down - evidently it had some kind af magical
wand . "DANGER - BANGER - ENEMY INVASION - EXTERMINATE®" it shouted,
firing off i1ts wand in apparently random fashion. Several holes
were blown in the walls and the humanoids were tiotally disinteg-
ratedi Bravely Ronald dashed in and grappled the Golem from the
rear, enabling the others to approach and hack at at. Eventually
the, jLammasu tore off a revolving head at the top and a spear
plunged iInside silenced it.

Heartened by this success the party examined the room. There
were several half-built Golems and lots of "machinery”. Bungle
found a wand which he slipped in his back pack. The Lammasu
decided to Commune with his God, emerging from his trance with
some curious information. , "These are not Golems but mechanical
devices, iInside each metal shell is a small creature, a Dalek, which
operates i1t. Their chief treasure and their leader are to the
West®". Quickly they examined the thing, and found a squirming ball
flesh at the bottom which was quickly dispatched.

The next corridor tb the South led them to a room with more
Daleks and humanoids. Bungle tried his wand which destroyed one
Daiek: but then ran out of charges. The Daleks seemed confused by
the Lammasu flying above them, presumably his holy nature was the
cause of this. The rescued humanoids proved of no help, evidently
they were slaves of the Daleks and were entirely under their
influence. Bungle took another two wands and mounting the Lammasu
flew on ahead, this proved very effective as the Daleks failed to
spot him (the, Lammasu going invisible) and were blasted by the wands
from above.

Evejntually the party after avoiding a room with much strange
apparatus full of Daleks fTound four Daleks obviously guarding £
large metal box on a plinth. Here the unfortunate Lammasu was
caught by a stray shot, though the Daleks also destroyed each other
very effectively. -

A thief offered to check the box. It didn"t seem to be trapped,
but on opening i1t he fell back with a shriek, his corpse blackening
before their horrified gaze. The box proved very heavy but Tim
and Ronald detirmined to take it out.

The return proved more difficult, they ran into several Daleks
and half,the party were lost including Bungle with both Ring and
arrows; besides the Caranjans only Ronald and Viviperous the magic-
user escaped. The casket was found to contain a metal called
Uranium, most rare and deadly, which they sold for a large sum to
an Alchemist.



THE LOST MASK #6
By Stwart Levin -
1120 S, Mason Rd., St, Louis, MO ©3131
"The Sword Is Mightier Than fthe Pen="

N This issue will be totally random comments for iman act"‘f——
supreme laziness, 1 neglected Iy M this weekend, having opted for
a dance which turned out to.be terrible anyway. ;

LEE GOLD-Good advice on stentrils. Just

photo”i”~ady copy? | will send you a copy of THE LOST TABLET my
campain ”~zine to see what you think of i1t, (I go seem to lo.se a
lot of stuff now a days,, first a mask and mp" a tablet;

) Perrin- Will send GLITHS in via your sheet, .,
Bill SeliOTan- Welcome, too bad about the Platinum Dragon though T
In my gamfpersona as Korvaok of the Ir.n Mask was T
to asstsinate the good king. Would »ave been an interesting
Ctood humor you have, but 1 saw Gygax at GenOoB IX so you are oi.

BILL PALEY- I will take on your +3 Pen dungeon)r anytime, N
ERIC BAINES* Swords of Ran good..,Artafacts, o Sto”pte

fTatterv 1t does no good to copy another writers style ot vrriting
mfor 1t bores the heck out the readers who have already seen and re
tn vnurs an

gQSnS%JIT_]EAﬁ\WI? 8111: gﬁm()erlrlgf Ral awgtlait:e'(;f Kpr\lces close to you %’\HSV%
rome under*heavy fire from my neighboring roup. 1
fO? my LLer here and have blown my cool with

?2t\y™thrb?Skl'! % & S H H H 5Ht""?We"our

there.

Hi?df O Hannlfen- These spelTs”at Sister Ceoila is™turning?

can you print ail of them up iIn one Issue for 1 and the ves™dent
™M T Around  here gg not haye all of the A.E s

; ki i i
eipeclaurrhte”st in buying your protection from Unaeaa speﬁ-

By the way I THE HOME STONE, THAT IS ENTIRELY
AgoTHIkifeM-S DM (snigSV-) CREATION! “ee tod put ge

same
color of paper of two different zines together., The thing
mioHtion is E.A. Thomases idea not mine! N t 1-hinv
SaRTI1Y FATTERSONJ?) PT Yohtohh! *Thl OnlcP/
that the sword in question is. .. ehgland and 1

rhfrfrn”tL 8! MMoffhoSMfllto to- that"swcrd tp. to touch
its owner at least when he tries to clean N m PFRFECT. SWORD-

NS|?|SrEFSCT?N"s??cJanrS-s-good too...Several neoph
T toofIf woST like to’lelp you calash Mat foul person Zarko!
NICOLAI SHAPERO- Everybody®s name ”uh g™=h~"S*"the -

ess It* drays attention_that Y. _.. 2 vrritten up.b-" Scott
% ass \'Pdeatwsdemon was scragp™ed and will oe wxio. L!OI;

NOESRN pERRHNEL e nR 99991908 168 teo hard on tre BRUVATTAN clasg but

to make admends 1 lafryeal si whoe™ had them first,
barbarians from

are off but see my
11asS"~Srylu? toSai: 1i1ust finished readed Three to Dgr  bv

Coirdon R. Dickenson yesterday.
TO BASH OR NOT TO BaSK, THAT IT THE"QUESTION..._KERBASH! is tte answer.
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GLEHN BLACOW Ag-ree with you on theGOD SAVE US FROM THE TURKEYS bit,
At our school we continueally have new people who break into D=D

and insist that all the dn"c, go by.the bookd« My brother had an
encounter, with these novices of D& ( better him than me) and the
stupid turkeys managed to get themselves I™aist deep in a collaspable
GELETENOUS CUBE™ they preceded, toburn it with oil!????11Ip I? .-
These experience hungry turkeys should be locked upl B~ckto the ajVv
adventue though, a veteran of DyQ obliged them when they asked him

to throw oil at the creature,(No,, these players were not suiciding
they all had good characters but did not listent o the dlIscriptieh

of what had happened.) Another beginner always insistvS that he is not
in a given place when battle is joined bub is always the first to sav
that he is iIn the room looking for treasure, |1 hope thev have changed
since then, for I ulp) am opéning my dungeonto these turkeys for a
adventure that will be written up iIn A& next month, NEXT MONTH TELL
TELLI "

EARL BAKER- Sorry 1 was unable to attend your mini con biit .as we
11ISDer up here say There is nothing more final than a parent’s NOI e
Woulld like to see writeup of adventures that happened.
Like your writeups, they )?ring a new outlook on adventures |

I would kxRg like Tfurther info on the entwood that keeps magic-
Also, 1 will send you my.first 1evel in trade for yours. B|jt ™ do
have messey writting. Is thandril a player character?

Martin Easterbrook"e OIL FLAME BOMBS These are extremely useful
things but’if the players keep carrjring a ton of them that means
that dungeon monster vrill be carrjing tons of them, alsomonsters
that set up house in dungeons usally have secret doors in rooms
that allow them to escapeany death by fire . (Pli=ase, monsters are
human tool They do have some braind) (Would you set up,house in

a room that has no exites from fire? Especially when jrou knovwr that
people are making fire their main weapon?)

R. Steve Brown Samurai class good but 1 recommend at lehst double
EP>g or class become MONTY PYTH(DN.

PEGGY GEMIGNANI KOOL IT ON KORVACKI The Drcwf mentioned was Speve
Wintergreen. Tqo bad you didngt meet him at M™d Americon and he IS
that chaotic,

Glenn Bjacow Jpst who is that buxom young,,-ah,,, girl In TheeTales
of Red Wolf Inn, Good Drawingl What is a spitting Copral?, -
mSPINIF?ARP HOI 1 kinda like your stvlel Good going on the G_Cube,

I was Wondering®™ vhen someone was going to think of that!

Lew Wr>lkoff Sorry 1 bit your head off“but J am sensitive about my
creations. As 1 said before the lightning is a replacement for

psionic systems. When someone comes up with a playable system 1
will use it! Also the kkbsk lightning is almost ndyer used except as

a last resort, (DM»s option) As read over it again 1 ~as shP)6fK/
shocked,,! 3 lightning attacks a melie, bound? OUCH! 1 reduced it to
1 a mellee. round and now  feel mtich better. Also Eicveners will
try to stop all fights “o it Is- a pain to have one iIn your party.
Thanks for ,tre vote of confidence on the LaMR weapons,
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WAYNE SHAW- WHAT IS ALL-THIS COCK AND BULL STORY ABOUT ME
"stepping” on your columnl HUH? -1 do not step on anvones zine |1
stomp on it if nessasary but 1 never stepl JuSt donjt me this
"cfap about me "'stepping”™ on you, 1 beat you to the presses, if you
had some extra space in your last issue you would have presented
your monster the same time as mine. If you had though of

putting: it in your zine earlier you would have beat ME to the
presses 1 Y~u are right about barbsrians though triple eps are too

much, 1 hope®™ haven™t starts=gda fued but 1 never step on anyone,
BRIAN LANE Hi! Please publisheyour Demon Worshiper so | can use
the class we have lost the DW sheet down here, m - r.-,
KAY JONEVS LaZer weapons, are not LaSer weapons, the most powerful

laser yet developed is not much of a weapon™ 1 am talking about
FUTURISTIC WEAPONS!

KEN PICK As John Kingsburysick chart upset you do did your rather
offhand and callous ((f 1 might say) treatment of my Eievener class
"hit a raw nerve 1In me™ .1 apologise for my ungentlemanly and crude
conduct. And remember "‘differende is just another way of you being
,you" 1 don*t know if that is a quote or not but if it isn’t it should
be, *Ynur write-up is one of the finest 1°ve ever seen, u

EP’s LEVEL LEVEL NAME Ag you can see
3,000 2 Firstling a Barbarians
6,000 3 Teener _concept of levle
12°000 4 Pfen is first recogni--
24i0000 5 Fortunate On®  zed in his weapon,
47000 w Svrord and then in him.
96,000 n 7 Hammer _Also notice what
192/000 . 8 Fist m it takes to become
3BAj000 n 9 Barbarian liord a heroo

768,000 10 Hero

+ 768,000 each level.

Advantages

10 sided hit die per level.

Hears as an EIf, _ i Tr IE

On a D6 af roéd a & wkkit deteck evibusivV surprise. » N Q \
Ly +1 vs Poison, And heals twi§ as fast as non-barbarxails. (2pts./day)
5) Move 15"e And can climb like g theif of the same level,
6) Goes up an Armor Class each level.

DISAVANT "GES ) ) ) " o
1) May wear chainmail and less untile5th level, afterwards limited
to leather or cloths(breech clout, lions skin etc...)

2) Myst be 15+ in Strength, Constitution and Dexterity,
3) Distrusts all magic and if bit, does not use that kind of magic

of all treasure due to wenching. (Or gambling or whatever)
ISy get battle rage, (@G chance - 59"-chanpe each intelligence
pt. over 12, If battle rage is gotton, fights one column ahead
of his present level and has same chance of not getting ont of
rage and continuing to fight ANYTHING after tie enemy has d ™ .
This is a mixed blessing for it causes the barbarian .charg”™/"T
after they enemy even when his own group is retreating. n

v P VRey
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I would like some comments on the class

THE MONSTER OF THE ISSUE The Lnrker. Above, Below and S-~deways.

I met this monster in a former M.DerSs dungeon and have finally
recieved the stats on it with my changes, ;

APPEAR AG HD MOVE folAIR treasure attack AND DAMAGE
1n2 ~2 Ti 16~ 100% At x2 2 / 82<:sl®lxand absorbx
spe

This monster is to be rated as SEVENTH LEVEL"and will not show
1it""Self above 6th level unless chdsing a party e These creatures
look like huge manta rays, jet black in color, vrith®bright
orange eyes. They fly, and their wingspan is 20", Yes twenty feet!
They are multi-directional and have thelr orange eyes spaced at
intervals”around their Their way of attacking is as follows
They trv to enfold ypu sothey can absorbs you, Thev a]isorbe everything
so thatno magic or anyjjhing is left if the LABS is killed, Tg get out
of their lairs they shrink so they can flyih the 10 XIO corridor.
In their latrs they can attack and enfold 1-3 man si”e creatures this
includes weres and such,. In a corridor they can enfold I-"inen si*ze
creature. Another weapon they have is a MASS CHAFtM SPELL usable ;
three tiraes/day. They can fire the spell off while absorbing. .
The process of absorbing does the folowing for the creature,
the hit points of the creature absorbed AT THE TIME IT WAS ABSORBED- ;
are added to the hit points of the LABS, IT a creature is on the 1; ,,
LARS back (figuratively speaking) it ~ill enfold it. The LABS are ,r-
50% resistant"to- magic and are totally resistant to non-magical flres)
(Burning oil does not affect it¥]
Believe me, this thing iIs worse to meet thah that of N;{"colia Shapero
*s Death Demons or Glenn BlacowGreater Balrogs, When 1 met it )
I had 14 second level men vdth me and we were all wiped out. The
LABS are intelligent and if it is getting really wiped out will run
but not tes¢j5 If 1t i1s in 1ts lair. This monster is intended for
those characters who are “unkillable”. These monster are never
Found wandering. IT a pair of them are found, thev will be" a
husbend- and wife team and will fight at double vaule i1f one or the
other is attackeed for 3 mellee rounds«e 0O YEAK 1 ARSORRSTION IS n
gNE MELLE ROUND PER LEVEL. +THE LABS also recieves plus one hit die
of its victims hit points each melle round as it absorbs him.
Like Fred the mighty, who is enveloped by a LABS and is a 10th ‘
level lord with 44 hits. The fTirst mellee found of absorbtion
minuses, fred a level and(rolla DS) 6 hits. The IABB which has 66- hits
ains 6 more so It “"ow has a total of 72 hits. If they LABS 1is, killed
efor e 1ts victim is dead The victim is still minus the number of level
and hit points PERNAMSNTLY GONE UNTIL HE EARNS THEM BACK.
These creatures are definitly chaotic but are not undead! ,
THIS IS 1T FOR THIS ISSUE SO .
- R | r—E)féw a Balrog(but stav awav froms LABS)



NOTES FOR THE UNDERGROUND ™I

A serai-regular publication of StorraCzate Enterpiises

by Nicolai Shapero 225 Creeksids Tirive Ralo Alto, Ca. 94306 "
phone 415-7494-3732 Don>t call beici"e 3:30 pm or after 10 pn weekdays "
il Ao '-a;0 1

BRIAN LaNEj, I did not call Peggy a childish turkey. -

WAYNE SHtVU: If the character is smarter than his, owner, 1 let the o.yner

USb every ounce "of "intelligence that the good lord gave him. //

1"he Most Excellent "iPrisrartic Spray from Vance’s stories V/as of the

"ZAP no saving tlirow, everything in the indicated region is dead"

style spell, SpraewhatK different from the Illusionist spell, 1 think.//
Try rereading it. They are there (or one is, at any,rate).

(1"m thinking of the novei, 'by the“way— not the novelette).//

So? Just call them Hades i1iounds mark 1I1. .
ik

J
GI,F-\N BL/IGO#V: LOLITS? God!® n K‘=DIcink-Dash obscenity if there ever was one.

STEWART LEVIN: Eric is an old friendc IT he wants to copy my style,
more power to hini. iraitaticn is the sincerest form of flattery.
And the word, by the ~vay, is i *"A*S*E*R. And if you would consider

the amount of time required tc road 25,000 books... i

PEGGY GEIlIGNANI: As you have yet tz go INTO ny dungeon, 1 feel that
you have very little right to comment on the way I run my dungeon-—
ESPECIALLY as you have, apparen-"-i;®, not bothered to find out
how 1 do, in fact,, run it. And | have NEVER sprung a trap that
had no way out for the players and/or was unavoidable., Every
trap in StorniGate can be gotten around (some of then,can be
bypassed embarassingly easily.}.,

JACK HARNESS: AAAARRRRGGGGHHHHY 111!ttt ittt ittt ittistintfll
DEMONS OF SLEEP AND NIGHTMivRE

The touch of one of these demons causes sloep (unless target saves
as vs magic), A touch=any hit scored,. Target may be awakened by shaking
(takes 1 melee round) with a probability determined by constitution (&%
per point of constitution) of successfully awakening. For each Tfull
melee round spent asleep there is a 2/6 chance (cumulative) that the
sleeping individualWill begin to drerim (and the dreepn wilSL be a
nightmare). ITf a nightmare begins, the probability of awakening is cut

Further, for each melee turn of nightmare, the sleeper must

make a special constitution roll (5% chance of success per point of

constitution) or die. For each raeiec turn of nightmare, the constitution
is reduced by one point (this effect lasts 1 hour).

_ . 12 HD, Dexterity = 6+DSo Mv 12. Demon is armed with a
Nant flail (chaotic, of courses that does 2D8 damage pins Perrin
critical hit, A regular critical h (20 on D20 tolTowed by
results in 2 Perrin critical hits.

Armor Class;

vs all magical weapons.o., . ...AC 2+10 (or AC -8)
vs bladed steel 0” damage o.nly e**AG 2+12 (or AC -10)
vs blunt steel ___._. - ...AC 248 (or AC —6)
vs bladed s 1 I v e r . ..-AC 2+4 (or AC -2)

vs blunt s 1 I ber . . 2
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It is to be noted that no other weapons, and no r.iagic will have any
effect whatsoever oh a demon of sleep and nif*htnare (of any class).

CLASS 11; 14 HD, dexterity=12+D6, Mv 18. Touch (any hit) acts as

for class I, and, in addition, meetinf; the f?aze of the demon (90%

chance if facing demon) will result in the same penalty. Armed

with +2 chaotic flail that does 2 4+2D8+ Perrin Critical per hit.

A regular critical with this weapon means 2 critical hits + double damage

Armor Class: / ,
vs all magical weapons.......... 2+12 (AC -10) .
vs bladed steel.. = ..... 2% . (AC -12)
vs blunt steel... (AC -8)
vs bladed silher. (AC -4)
vs blunt silver.*. (AC 0)
"IGIANTS (An experience table for same)
EP HitDice Damage/Hlow Natural AC Height
0 1D6 1D6 9 6"
3k 2D8 2D6 8 9
9k 3D6 3D6 7 12« gl
28k 4D8 4D6 6 15*
75k 8M 6D8 5D6 5 18" -
150k 9D8 5D6 5 21* .
300k 12D8 6D6 5 21-
600k 15D8 7D6 4 24*
900k 15D8 7DS 4 24

each additional lev&4., .300k ep. and add 1 hit point

Received from Rick Boatright, Van Zile 103, Manhattan, KANSAS 66506
"To my knowledge |1 am unfortunate enough fb live iIn a college tpwn
withouf a*DM! I am trying to rectify this but "in the meantime, the
twenty or so of us In this town are getting kind of tired of talking
about old games. If you know of a DM In eastern or central) Kgnaas,;
PLEASE let me know."

Leftover paragraph from Steve Perrin®s TUESDAY MORNING ;REPORT >
- [ . KS)i - I
CRITICAL HITS AND VOR.PAL WEAPONS: N Jir,

When using Critical Hits with weapons such as Vorpal Swords, we
use the convention that a Vorpal hit (or Sharpness Hit, or the like)
is a Critical Hit--and a roll of 20 is an automatic head (or Ilimb)

off. This will be in the new Perrin Conventions , which are now 1in
the process of being put together. If I have them together 1iIn the

vicinity of DUNDRACON, they will be distributed there. If a bit
earlier. 1711 probably put them through A&E. .

tha vest of Steve®"s zine appears some pages TFTurther on.
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by Cary Martin/ 11926 1/4 Magnolia Blvd.; No. Hollywood, CA 91607 *
(213) 762-5574 i , I

Due to“a misplaced shipment of monogrammed black leather boots
with amtching whips and dealings whlch resul ted In a suspended aen-
tence for engaging In unnatural acts with an underage female boggle,
I was unable to put out a zine last month. However, that won’t
happen again, as 1 have fed her to_my briefcase*

COMMENTS

- Kramer; Unfortunately, your ‘crack group of adventurers'™ would
be meat for a machine gun. The rules state "this implies those
missiles projected by normal (nhot above normal) men and/or weapons.
(Bk 1, p. 24). A machine gun, when found In a medieval setting, Iis
by no means normal. Furthermore, the rules state that a missile pro-
jected by an above normal man Is not normal. Now let’s take Konn--
(16th F with Cloud Giant Strength). If he throws a spear. It s going
fast but nowhere near as fast an a M-16Al round, which is moving at
ITidOG7second. " -

= Wa'yne “Yhaw: What? Clarification requested. I don’t recal |
asking for a floor of your dungeon. I"ve got one alroady. , The castle
Anthrax and see above why protect lon/normal missiles wouldn’t work
for your MU. ,
Stewart Levin; What? If my memory serves me, 1’°ve never com-
mented on elves, beastmasters or elf beastmasters. Use your eyes,
we Ird one! i

.- - i [
" —-Margaret (Semignani ; What? 1 keep getting comments that make
no sense at all. And which EIf; Erramos? - ‘
Glenn Blacow: If you don’t like paladins, use spells that can

get through the holy sword shield,, such as Ice storm (the shield only
stops spells, not spel I-created solld Items; those hunks of lIce are -
real). Or get nasty (er). Have crossbow quarrels loaded with either
sod!un or mercury (take a hollow point, put a drop In -

with wax). Makes a nice explosion, with an even nicer hole Jn the
target. That"s a simple alchemist trick; you don’t even need a
Technolegist. Vv

NEW CHARACTER CLASSES

SAMURAI (sub-class of fighter)
Minimum Strength; 13+ intel 1lgence; 9+
. _ Wisdom; o+ Constitution: 12+
Dexterity: 16+

The samurai Is an Interesting character to run, as It Is hard to get
them past second level. A first level samurai who follows the coae -
of Bushido has a poor chance of surviving his duels with higher level
characters who have insulted him.



They may use no missiles except for a throwing dagger. They only
carry one dagger for throwing purposes, . When using a samurai sword
(explained later) there 1is a "o chance/level that If the total roll
was 19 or 20, the opponent has been decapitated. Also, when using a
samurai sword, there is a 10™/levei chance of deflecting one physical
ml ssile/me lee round (up to 905?).

Samurai wear only leather and lacquered bamboo (AC 6) and use no
shields. They can carry one single-handed magical broadsword (or
other non-samurai sword) to be used only when the samurai knows a
normal weapon cannot hit his opponent.

They must keep and maintain their sword and dagger with utmost
care as these are the symbol of their rank. The dagger Is their honocL
blade and under no circumstances would a samurai throw It. A samurai
would also honor his sword and avoid fighting a man in plate if he*s 2
smart.

Statistics regarding weapons:

One-handed samurai sword: 1-10 damage vs. leather, cloth, etc.
1-8 vs.scale, chain
1-6 vs. plate--and there is a 20"

minus 2/>/ievel above 1st of “k-
breaking a"non-mag ICal blade.

Two-handed samurai sword: 2-16 VS. leather, cloth, etc.
1-12 vs. scale, chain
- - 1-8 ys. plate & a 30™ minus 37/leve |
above first of breaking a non-
mag ical blade . "

A samurai will commit seppuku Cbarl-karl] before®a Ilowing himself
to be captured He would do the same If Charmed and forced to fight
hls master.

If a samurai Kills a party member (even a Lawful) that has insul-
ted him, there is no alignment shuffle nor would he lost paladin
status. If humiliated, he will seek revenge. If a ninja joins the
part"/, the samurai would order him away. If the ninja refuses, the
san"j”’ai will either kill him or leave the party. Nor do samurai
especially like monks. The samurai monk is a null concept.

Samurai can advance no higher than 12th level, and they use
ranger EP. AT 6th level, the samurai can sense personal enemies at ~
2" and at eighth he becomes iImmune to Feai® (of any sort). They have
D6 by either hit dice system. Magic 1is as for TFfighters (except miss*" *©
lies).

)Samurai can be neither Raised from the dead nor wished back,
though clone and regeneration do the job). if a samurai has died
honorably and Is reincarnated, he will come back as a samurai (Fulfill-
ing the minimum requirements). He would also lose from O to 99p of
his experience. If someone is using tBe" perétnall sword or ARGEr oF
a samuraim, and the samurai is reincarnated, he has every right to
reclaim his weapons by whatever means possible.

Samurai fight two Ilevels lower (in regard to attack and defense)
capability) when using a non-samurai sword. They also act as a human
thief in regard to move silently and hide in shadows.



idvG1 D Plus to Hit Minus to AC
wlth S. S. with S. S. B lows/Melee

| %“‘ +1 —f 1 -
2 *°F +1 -1 2
3 >4 +2 -2 2
4 5 +2 -2 2
5 6 +2 -2 2
6 7 +2 -2 3
T m 3 +3 »m. -3 3
8 9 " 43 = 3 3
W "= 10 +3 -3 3
10 1o+l " +4 -4 4
1! 10+? +4 -4 4 \
12 " 10t3 +4 -4 4

and now.. .VAMP 1RES as player character!

Sevei HD AC Life Drain + to Str. pyg Abilities

(e i 8 T7T Std Move Sllently 100"

2 2 7 1/2 Sud 1-3 Call & Command rats

5 3 6 1/2 Std 1-4

4 4 5 1 Std 2-5 Call & command wolves

5 ..n 4 1 +1 1-6 Pol.ymorph Into Smoke
regen 1 point

6 6 3 1 +1 2-7 Polymorph Into bat
regen 2 points

fr=- 7 2 2 +1 1-8 Charm Person +2,
regen 3 points

8 29 2 2 +1 1-10 : - > m .

9 9= 2 2 +2° 1-10

LD 10 2 2 +2 1-10

I 10+1 1 3 +2 1-12 Command undead as a

4th level Chaotlc Clerlic

vamp fres are minimum Strength 16, minimum constitution 16, minimum
inte 1! lgence 14. At third level they become Immune to all bug magic
and silver, and at seventh Ilevel they are Immune to all but magic.
They are an undead: friend. Any type of armor may be worn. I¥, while
>n fire iee, the vampire Is hit to zero hit points, his is dispersed Into
smoke and must remain so for 5-8 weeks, and he loses all EP because he
canr.oT drain the necessary four energy Ilevels (from any critter) to
sustain himself. (Yes, 1 know, 1 forgot to mention It previously. 1F
A DAY PASSES ON WHICH THE VAMPIRE DOES NOT DRAIN AT LEAST TWO LIFE
EME:<GiE3, HE WILL LOSE ONE LEVEL PERMANENTLY (must re-earn all lost
exper Fence). 1 -
Ana flnally; ,

MEKH*™ (from Hunters of the Red Moon by Marlon Zimmer Bradley). The
f;ekhan are a flerce .ralce of mofofe lids with an honor code quite simi-
lar tp that of the samurai. They are highly Intelligence (the race
Ihvsntod the FTL drive) and usually have a low wisdom. They can be
either magical or antl-maglcal. They are armor class 6 and Inherently
hond-t!giiters (see A&E #4,. Jock Root"s special ability table). They
ipgy use any contact weapon (although they are -1 with them) but abso-
iuteiy mo* missiles. Their retractable claws do 1-6 points of damage,
and can”e elther si lver or steel-tlpped. They can fall up to 307
without sustaining any damage and will take only 1-4 points for every
10™ after that. They can hear as an Elven thief and move silently

and bldo, In shadows as a thief of their level.



Mekhen cannot be spelleas&nﬂg or technbdlogists. ,

A mekhar wiil not break oath (regard less of aFlgnment) and will
kill those that break oath to him. Minimum strength: 15; intelli-
gence: 13; constitution: 13; and dexterity: 16. They use Ranger
EP and top at 12th level. |

Some DMs seem to think that, a high Kkill rate 1is bad, and obviously
the players don"t like it eitheK. But i1f you- look at it from a dun-
geon lord"s point of view, those", adventurers are trying to rip you off!
I, for one, feel that setting up safeties is bad. If a party gets
caught/trapped/ambushed, then, well, tough. Ik hard-key and whatever
is on the room sheet is there waiting for- the party, and If you attack
a monster or group of monsters, then they"re going to try to wipe out

the party. "1
. " - G
As a DM, I try for & 100" kill rate, and i-*Hwe very few traps.
My critters are smart, and | use Darwin®s, law of survival of the fit-

test. Fighters hove a stre-"gth of 12 + D6, thieves have a dexterity
of 12 + D6, etci ~"The monsters should get full bonuses for extraordi-
nary eharacteristes. That"s how a F5 with a strength of 18°~, dexter-
ity of 17, and constitution of 15 wiped out half a party before a
lucky critical;hit,took him out.

This doesn"t happen all the time, however. as the last party can
testify, Jason Ray and Diane Heyer took iIn ten characters and had
them ail walk out under their own power (although Jason®s MU3 did
die five times "i‘at expedition. He also had a ring of Regeneration.

Snarl!).
Ah well, enough tirading. Until next issue, hang by your thumbs!

TATAVATATAVAVAVATAVAVAVAVAVAVAVAVAVAVAVAVAVAVAVAV _.AVATAVAVAVATAVAVAVAV

1JI0SA MopELLS T by, Lee™ ScAd™. " Spells must be purchased from lJyosa
Establi shed Churghes d¥ Morgoth, Satan, Kali and"the Dark Ones.
Price is 1500 x le-vel to Chaotics , 2000 x level to Keutrals and 3000
X Level toLawfuls
seventh level - Clerlcal |

Unholy Missile. Priests of Morgoth nay cast this on stone sllng
mhalls; other faiths must cast it on precious gens worth 500 GP minimum
to be used as sling balls. The result is an aligned missile. IT hit
by +h more than needed, victim must save against being turned Chaotic
in D8 rounds. Does 3D6 damage when hits Lawful, 2D6 damage when hits

Neutral. Wound is never quite TfTully curable; aches whenever Chaotics
are in the neighborhood and on the anniversary of the wounding.
RE-alignm-ent to Chaotic causes Cure of wound, ... and commandability by

Undead and Evil High Priests thereafter.

Gate: Satanists may gate in a demon of their own level +/- d8.
(50" plus d8 levels, 50 minus D8 levels). Other faiths may gate in a
demon of half their level plus D4 level. The demon is not controlled by
the Gater. There is a 10™ chance that Ztwill fetuvn to =t cwn - ,
plane of being immediately -Z2€1 a 53" chance that if it does so it will
take the Gater along with it as permanent company.

There 1is presumably a Lawful equivalent of this spell involving
angels, but it has not yet been researched.



THE FalDAS TOUCH #1

b
Steven Bavies
230 IViayfloner Rd, Lake Forest, 111. 600"5

On one of our recent trips to the Blungeon as we where making our
way to the second level we stumbled upon an ancient tome. Inscribed
in the crumbling cover where the mystical runes TSR. After hurried
consultation our cleric opened the cover. Amongst the crj/ptic writing
he saw the words Alarums and Excursions. Not being able to understend
anything more the cleric decided to consult the powers above and the
fighter in the group.

After questioning those powers he determined what his task was:
he must utilize those runes to enlighten the world with the knowledge
of these new lands.....

I think 1 should begin by introducing my character; he is a
Patriarch with too much gold and too much magic for most lands. This
iIs due to several over generous DMs in the area. Fortunately we have
succeeded dh achieving a balance, hence the game remains challenging.

In achieving this balance we have made some tough monsters.
Unfortunately many of these monsters are the creation of another local
OM and 1 will have to get his permission to print them in later issues.

ky cleric is a member of a fearsome fivesome who roam the corridors
of the afore mentioned Dk*"S dungeon Here i1s a brief description of
our characters:

11th level cleric- Steve Davies S=14 1=10 W=16 Con=1? D=18 Char=15
Miain magical i1tems: Armor+ shield +5{ Race +3; ring of Protection +3;
Boots of Speed; Double Luckstone

_16th level Cleric- Todd Rowe S=I~ 1=15 W=15 Const=18 D=15 Char=16
kain kagical Items: Armor +Shield +"; Snake Staff; Talisman of Lawfuln
ness; Girdle of Giant Strength; Helm of Telepathy; Cube of Force; Ring
of Protection +3s V/ings of Plying; Boots of speed. He is also Psionic.

13th level Wizard- Bert Bates S=I3 1=16 W=12 Const=18 Dext=18 Char=
17 Main Magical Items: Robe of Eyes; Braciers A.C. 2; Staff of Striking
Ring of protection +2,5*r; X-Ray Vision Ring; Boots of Speed; Pj ael
of Golems(Stone). no

11th level Lord- Dave Sievert S=18™" 1=9 \/=13 C=18 D=18 C=1?

Main Magical Items: A+S +5; Vorpal Blade; Sword ofCSold; Ring of
Protection +2,5"r; Ring of Spell Turning; Double Luckstone; Boots of
Speed; Mirror of Mental Prowess™; Cube of Force.

10th level Thief- Jim Hermann S=12 1=18 W=7 C=18 D=18°" (C=22
He is almost lawful- he hasn®t stolen ANYTHING yet (we think it is.
due to our good influence) Main Magical Items: Dancing Sword, Ring of
Protection +2,5"r; Crossbow of Speed; Ring of Invisibility; Rod of
Beguiling; Double Luckstone; Boots of Speed; Helm of Brillience;
Displacer Cloak.

That was to give you an idea of our magic!

Now for a few of the monsters from our worlds.

FLOATERS: 1 noticed that in A+E #15. V/ayne Shaw had had a monster-— -
called Photoids from Midworld by Alan Dean Foster; 1 feel that his
monsters werw a little tame for a beast who destroyed an outpost

equiped with laser weapons, here iIs my version:

moLjoalers: 10-100 HD, AC 9, Move at the speed of the wind that day or

6" otherwisej™ No. Appearlng 1-~, Lair 5. Treasure Type I. Floaters
look like g|||t Portugese-Man-of-Wars, having one tentacle for
each Hit Die has. The tentacles do 1-6 damage each, but the main

weapon of a Floater is the ability to focus the sun®"s rays: when there
is full sun the floater does its hit dice in damage, when half sun It
does oOe-half damage and when it is overcast the Floater does one-
fourth damage. They are Neutral and won"t attack unless provoked.



THE MDAS TOUCH #1 (con’t)

CARBUNCLES! 15HD, A.C.i-12 ,Movet2V32,Damagel!bite/2 claws, 3-30/1-19,
Carbuncles are small elusive animals with shining red stones in their
foreheads. Each Carbuncle has one stone that is worth 10,000-100,000
gold. The graet value is due to the fact that the stone acts as a
double Luckstone. In other words it adds 1IQ-Wo to the characters luck
(read luckstones) it also has the ability to add 5-10™ on Saving
throws. Carbuncles are Neutral or Chaotic and are 90~ magic resistant.
CURL-UPS: 4HD,A.C. 2, Move 14/2"-"8-r-72, Damage!3-18 bite. Lair: 5"
Traesure Type:A.

Curl-ups are segmented worms with a strange ablllty7 they can curl

up. The strange movement is not for on ground and flying, it is for
un-curled and curled. A Curl-up may move in an open position and

up to 72" 1n an open position. The three speeds are for when they are
usi)z(ng two, four and six legs, respectively. When moving at speed 24
it takes them one turn to stop, at speed 2 turns, and at speed4

72 i1t takes them 3 turns. They can also stop abruptly, but they end

up on their back and it takes them 2 mel&e rounds to right themselves.
Their underside is armor class 7- Curl-Ups are fond of crashing
through doors and rolling down opponants. In the open position they ~
are excellent climbers with only a 5A chance of falling. If they do”

fall they curl up so that they only get one-half damage.
SACNOTHSt 40HD, A.C. -20, Movel6', Damage! Bite, 3-30, Lairi25", (o]

Treasure Type!H -
Sacnoths are large dragons that are practically invulnerable. They axB
are covered with magical iron scales which provide excellent protection
(They can be used to make 1-6 +2 sheilds). The only place that |
a Sacnoth can be damaged s near the nose which is Armor Class 2.

They do not breath. IT killed they have a plate that runs down their "
back which can be forged into a highly magical sword. This sword

is +2 but i1t always hits as if i1ts owner was 5 levels higher than he
is. It also does double damage on any roll of 19 or 20 that hits

(in otherwords if a character rolled a 19 when he needed a 20 to hit
the sword would not hit). She sword always has an egotism of 12 and

an intelligence of 1. Sacnoths are impervious to all magic under

the 10th level, and they have a 507 chance of turning maglc of a

higher level as a ring of SEeII turning would.

That’s all there is for t issue. I now plan to retire tomy ~
sanctuary and prepare a history of our greatest adventure! attempting
to remove 10 million in treasure from the dungeon. What a pain!

Till next time, may your gold run like water, (excuse me but its
late at night).



THE GRIFFIN®S QIFTLL — ADDENDUM TO #3 FOR A&E #16

Having been notified by Lee that ray deadline pushing had finally
gone too far, 1 thought that 1 would enlarge my already sizable =
zine by adding these pages to keep my comments up-to-date.

To start off, E. Gary Gygax"s letter printed In #15 seemed worthy,
of both a reply and a comment. First, the replys Gary, you have
stated that you read A&, yet you can"t seem to tell one from the”
ether of us. Glenn has been one of the luudest of the protesters of
torrents of treasure and "fun house', dungeons in A&, and your re-
marks concerning him in this regard are both misinformed and a cheap
shot. Tour remarks to SEK3 are interesting, seeing as how you were
the one who set up the Law-Chaos routine in the first place. Your
remarks to the CalTech people ace interesting too. You claim that .
there is no emnity toward them from you, and yet presist on refer-
ring to them by a term which they find insulting, which has never
been used by them, when you have been informed of this fact (You
did say you read AQE, didnH you?)". Nick Smith never claimed that
the Warlock group was heing attacked by you, but that all games in
which there were 20th level characters were being chastised by you,
which you have confirmed yourself. This is parinoid? Rememberiing
you comments pn the great price controversy (‘'people who are either
ignorantifef printing costU ... or incredibly naive', from TSR-#6;
and this "about people who. are professionals or getting their infor-
mation from professionals); your wailing at cheap shots from your
competitors while using the same tactics on fans; trying to recon-
cile what you say at conventions, in The Dragon, and in A&Ec.oe

I think you®"d better hold off attributing mental abberations to
others until you*ve had yourself checked out.

Second, the comment; How we read that GD&H needs to be redone. Now
all we dummies who bought the thing will be iIn the same position

as the early buyers of D&; having to shell out a whole new price
in orderr to get the new material legally. At least, when we wanted
to get the rest of Greyhawk, we only had to shell out anothoT 75®
for TSR #6 (although 1 dGn"t think that TSR ever bothered to notify
buyers of the first edition of Greyhawk that the part; under Behol-
ders which says "From 1-~ of the small eyes are able to function

at one time"). OFf course, with nobody bothering to reblo™k the book
for the new type, so that over a dozen tables and descriptions are
split over two pages, many of. those non-facing, Gr”~hawk had its
own problems. And Gygax wonders why he don"t get no respecto I"vo
heard of a fellow named Dunnigan with similar problemso

Postscript to comment; Re copyright laws; 1 really do sympathize &
to some extent agree with Gygax, but knowing human nature, 1°d bet
that 1t"s going to be like trying to enforce Prohibition,

Final Words on the subject; For those of you who missed it, 1 quote
three sentences from Gary®s letter to Lee. "l take exception to the
statement that 1 am not able to write very clearly. Correctly =

put ..forth in a form asserting that’D&D was not written without
loopholes or carefully would be quite acceptable. When 1 treat hist-
orical subjects, rules are written in a far different manner”. IFf
Lee typed that passage correctly,” | rest Iincase on the matter.

How, on tiiG next page 1 tbrow some remarks at the rest of the ish.



BILL PALEYs 1 agree about intolerance-— and keep saying it; if
enough of us say it often enough we may yet find someone listening.
GLENIIt The high advancement rates only make sense when you only
get points for klUihg 1t yourself; 1 prefer the 120K/FM 200K/Mage
system, but In reality there aren’t that many characters who are
going to worry about 1t. As for ltems (Enchanting of), | can see
now why the system”™ Is so sketchy; obviously, i1t Is never meant

to be used by a player character. Now, for Charm, "I1f the spell

iIs successftul 1t will cause.the ."charmed entity to come complete-
ly under the influence of the Magic-User*.,". Admittedly, 1 to6
feel that Suggestion and Charm should be swapped, but the 1st ; *
level types do need to survive, you ko¥Yy. Throwing .knives are "“d
very® effective i1f you know what to do with them and tend t" de ]
much more damage per hit due to deep penffitration. Monster’s dam-
age; The combat systems iIn this area give high lev*el men more
attacks per round, and the monster system was designed with that
in mind. Does a human suddenly start doing more damage per round
when he reaches Lord? Yes. So— “te system stays as i1s, and if < =
your style is different, do the logical thing— modify i1t to suit.
And last, all those advantages monsters have? Well, there was a *
Unicorn which had used i1ts once/day D-Door pulling a wounded

party member out of.melee earlier. The party was chased by a

force of Gargoyles, and down a corridor. Dead End! Wo, wairt; we
found a way out! Saved! A ladder up one level! After the Gar- .
g-oyles killed the Unicorn, they atr the body,.. LOLITS; How do
they react to intellegent monsters?

KAY; Another clutch was found on VJulth. The party plans to g0

back whan they’re due to hatch.

SEAN CLEAKY; Waga are snakelike beins from Indian (Asian) myth;*
description in TSR#6 (Please ignore the description in G,D,&H) .-
CHUCK ULRICH; Perhaps the Alignment of Gygacks should be Law & *
Order, hmramm? . "
JOHN KINGSBURY; Now, if we expand the peculiarities table to mon-
sters (How about a Dragoon with no breath weapon, or an Impotent

Satyr?)

BRAND NEW OLD MAGIC SYSTEM; This system has been seen by me in
one form or another iIn several places, and my playtesting |nd|—
cates that it works for both Mages & Clerics.
1) The number of spells usable 1n a day (dawn-to-dawn) 1is deter-
mined by the castor’s experience level (hereby known as EL).
2) Memorization of spells i1s part, of going up ELs,sO Overy spell
the caster could cast i1s known to- himAier at all times, *©
3) The number of spells in each spell level (hereby known as BL)
i1s determined under the Spell Ability for the caster’s ELO
This i1s the system in its most basic form. At this point you de-
cide on which complications to add. The ones on Wulth are;
~) Prime Reiquisite of 13+ make a difference;
13-1 Add one to your #..QF;%spells at your highest SL.
16-17; As above, but also add one to the # of spells iIn each
SL for every 6 (nho fractions) you could normally do,,.
18+ ; As 16-17, but add one for each ™ instead of 6.
5 A potential spell can be used to cast a lower SL5 Cogev you®
want to cast Sleep, but you’ve used up your 1st level spells. So,
you use a 2nd level Tspace™ to cast it iInstead. This only works
on a one-for-one basis; Using a 9thSL space gets you only one
1st level spell, and going from lower to higher doesn’t work,
6) Illusionists use a PR of Intellegence, but a Dexterity of 16+
allows them to operate as i1f their Intellegence i1d one category

higher.



OFf course, other possibilities suggest thonselves;
A) Limiting the number of- spells known and/or which ones via the
system for M-U’s in Greyhawk,
?) Making M-TJ*s (or Clerics) Buy all their spells but the first

ew level 1°s.
C) For consistent campagins| the probability of remembering a spell
depends on when® the spell was last used or studied ('l don’t remem-
ber 1 Eow often do you use Water Breathing?'')-

Of course, combination with such things as klutz/backfire systems
and spell preparation times can also be done.
Advantages? 1) No more hassles picking spells, especially for the
Dungeon-populator. 2) While the power of Mages & Clerics is low
enough to preserve balance/ the caster’s versatility iIs Increased.

IFFERWORLD, a GM compamy of the Wtilth Universe, offers” the: follow-
ing spells and potion formulas®™ for sale: \Y I e
POTION FORMULAS(Number in parenthesies in level a la Dragon #2)
Birth Control (1)f Three varieties— A; G-iven to females before the
beginning of her fertile period, "prevents conception; no side ef-
fects. Works on any warm-blooded vertihrate. Cost; 1000GP, B; Giv-
en to males, after 10° minutes the male is sterile:for 10*+2D®
hours. chance of permanant sterility cumulative for each time
used within a "10 day period. VJorks on any species with two sexes.
Cost; [1250GP. C; Given tO°" a male (including pouring on the skin),
it immediately causes impotence ad. loss of interest for days,
no saving throw.’Roll ~Dice for side effects; 01-70=Fone, 71-90=
permanant~sterility, 91“98=permanant impotence, 99-00=equivalent
" neutering, (This potion was developed for a female.cleric with
3 unicorn) Works on mammals and the like, including Ores, JKobolds,
Goblins, Hobgoblins, Gnolls,- "Ogres, Trolls, and such,»:i:Cost: 75007.
Might (1); Gives drinker 18/00 strength (fighters only). Cost;
hOOOGP, Protection+2 (5); Mia _.Invulnerability, but®.usable by all
classes. Cost: 15jJ000GP. Shape Change (6); works like the spell
of the same name (but normal potion duration)®. Cost; 25,000G-P ;
Perma-Potion {.7); When drunk after any potion of limited duration,
_causes the effect to become permanant; It afterwards mo® otheri
“potion will function for you, and it takes a Limited Wish to
de-perraanltize the stuff. Cost; 50,000GP. |
SPELLS: .Teleportal (5th level MU). Creates a 1'"x1" ’door® whose =
other end is up to 36" away (similar to D-Door). The door is " &
opaque at.the end-where it is cast, preceptible as a shimmer 1in
the air (like®™ a heat effect)*" at the other end, one-way only, md
able to be Detected of Dispelled at either end. Duration 1 turn/
level; Cost 25,000GP (No resale)-. Improve (6th level MU). This
spell adds 2-6 (2—gB)" to any characteristic for eight hours. No
other Improve or spell of similar effect can bo"used with the
spell, and the”use "6f any i1tem (save potions)”™which augments the
same characteristic as the Improve dispells the Improve. Range;
3""; Cost 35,000GP (nho resale). Magic Deflector (8th level MU/
Similar to Anti-Magic shell, but It allows you to cast spells =
unhampered. However, the chance of stopping a hostile, spell 1is
equal to the chance of dispelling it (as by Dispell Magic).
Duration; 12 turns. Cost; 605a00GP (No resale). Note;" INTERWORLD
is not an equal-oppurtunity seller and will not sell formulas or
spells to the Chaotic or Evil. However,® sales will be made with-
out discrimination or penalty to Neutral. Payment should be in ~
~old or the equivalent in silver, copper, electrun, platinum, or
Tatﬂril (at gold/mlthrll) and notlflcatlon cﬂzfmrchace made



Since it seems that everyone else is introducing their characters,
I thought it might be time to do the same, because lily oldest and
largest character set iIn in Scott Norton®s Urth campaign, some
background might be in order, Urth is a parallel to Earth, along
D&D lines, but similar in geography and somewhat in history. The
year is 1076 (in fact, as | write this, 1It: is Feb. 22, 1076), and
the characters in the campaign live on the Rhine river near the"
Lorraine area. The campaign itself is a high-power, lots of magic
type (one of the 20th level Lawfuls vs, 30th level Chaotics type).
IT you object to this type of campaign, or to monsters as player .
characters, or to the use of followers. That*s finec | like this
Name, and I like low-level/low-magic games, and all sorts of games
in between; and while 1 respect anyone*s right to run and play
the game his/her way, this campaign is not run by me, and the last
mtiog 1 need is some R,A.N,D.O .M.S. (Rightously Angry Neo Demanding
Obedience to My System) filling 6 coulmniinches with bitching, 1 ;
appreciate feedback, pro or con, but not when it*s not my setups .
This out of -bhe way, my characters are;

HEILBORN, Griffin, male, 13-18-13-18-16-16, 10+7 HD, Mage 12th.

He started as a rolled 13-18-13-12-13-16, and got characteristics
raised via potions and Wishes (not too uncommon back”™at the beg-
inning of the campaign, but rare now). Born of a Sphinx mother &
Griffin father, Heilborn left™ the pride to study Magic at Fey
College, He graduated with a MS in Dungeonology-MagB* s. division,
*and a minor in Alchemy. Like most of his followers, Heilborn is
just on the Law side of Lawful/Neutral, and is probably fortunate
that his god (The First Phoenix) is a forgiving one. Since he
left school, he has done well for himself, and is now a multt-
*millionare, some of which has gone and is goin¥ into spell re-
"search© .
ELLEN, Griffin, female, 12-16-13-18-18-12, 10+3 HD, Illus 9th.
Ellen started life as & humans after a battle in which her par-
ents were killed, she was sent across to Franco from England,
there to travel tO Germany to joiharelative. She was put into
the care of a young Cleric and sent on her way, but jus'! past
the Franco-German bdrder the wagons were attacked by brigands©
Using her Illusionist (she was 2nd level at the time) powers,
she and the cleric escaped, and were found in the woods by a law-
ful dwarf, who took her to a camp where they met Heilborn. Hav-
ing found a liking for adventuring, she decided to stay, and so =
joined the group. As time went by, she found herself falling in.
love with the griffin. At first Heilborn thought that her pro-
fcssed love was just a need for a father-substitute— till one
night when she got ahold of his Polymorph wand, took Griffin form,
and convinced him that she really ment i1t. Some time later, when
they came into possession of some wishes, they used themito make
it as 1If she had always been a griffin, and now th® two are matesO
MEDIF of"Durin*s line, Dwarf, male, 18/838-13--10-15/IB-12jJ FM 8th.
The dwarf v;ho found Ellen, Bredin met Heilborn when he was pass-
ing through a college town just after graduation, The Ttown was j,
lively, and Bredin was startled to hear a loud voice bellowing an
old and slightly bawdy dwarvish ballad. He was even more surprised
to look Into the bar where it was coming from and fing a Briffin
doing the singing. But, he*d kicked around as a mercedary long
Ghough to become a Horo, and so he strolled in, bought a mug”of
ale, and joined in the songd® Before long, the two were dririking
buddies, and all would have been well had an EIf not complained
abott the noise® Now, Heilborn isn*t fond of Elves cold sober, ™
both he and Bredin w*re half-plastered, and wh” Heliborn replied
with a comment about the possible ancestry of ELves in general,



Sie elf stood erect, a tower of dignity, terrible eyes flashing,
and tegan to leave,” .when Bredin, who should have known better
poured his ale intc the eli’sniv. booto Fow, the elf was a,M05/
El46. End not to be taken lightly, but he didn’t know that Heil-
born was an MIJ6/8+1HD, and so didn"t expect his Magic Missle to
be interuptod by a Web, at which point the tavern turned into, a
riot---and Heilborn & fe-edin managed to exit by air only seconds
before the Campus Guards came onto the scene. After that, the two
decided it might be interesting to stick together— so; they dido
JOHAOTT DEOTCBENDORPH (John Denver), Wereagle, male, 11-12-10-13-
8- HD, Poet 8th. Joharjn was vrorking as a wandering min-

strel when Heilborn and Bredin met him m the VZilderness. After
traveling together, they came to like eachi other. Shy despite
his high Charisma, Johann is nonetheleseS a very fast friend when \
you get to know him well- and a fl]hi;er and a half in meleeo
VILLOR™ human, male, 1Ily0"yl2rh3-10-9, Cleric 8th. Born into a
wol].<to-do family in France, Villor became a Cleric because he
couldn-t find a talent for any thing useful. Assigned to escort
Ellen to Germany, his reaction to the susequent events was aston-
ishment. But he remains loya;l to Ellen in any shape, and he’s
slowly turning iInto a competent aide to a party.
RALNOTH, Wyvern, male, 13-9-9--18-1"-9? 9+3 HD. Ralnoth was added
to the party after being found in a dungeon. Mostly so far he’s
been used to carry Villor, but he ha.sn"t been with the party long.
ILSILDIL, EIf, male, 9-11-13-12-K6-15, Thief 8th. Although Heil-
born dosen’t usually like Elver, llIsildil is not a typival elf,
as Ms profession clearly shows®™, be answered a notice by Heilborn
advertizing for adventureers,, ad. has made himself very useful

the time since then, although ;?/by using his Spell Stor-
ing ring, rather than his thevish skrlls.
SPHI, Sphinx, male, 1*+17-11-13-12.-10, 6+3HD, Mage 5th. Adopted
by Heilborn and Ellen after he was found orphaned, Sphi has grown
into a competent Mage and adventurer in his own right. He and .
Villor usually stick by Ellen in combat, often with Ralnoth car-
rying Villor9 and the four often fight as a team.
WVLLIS, Phoenix, male, 15-1V-12M6 6-"16 (all of those rolled,
by the way), 5+2 HD. Willis started his dungeoning career as a
Human Magic-User, and actually get.uw"™ to ~th level before the
first time he was killed- It vias then that it was found that the
Great God Finagle had put his mark on VJillis— No matter how good
his constitution, he has never s.uscedded in being raised from
the dead. Reilncarnations have been the only answer. The first
time, he managed to return as a hurctii capable of picking up his
magical career, althoug]i as a lower level; and had almost made
it back up to ~th when he died again, This time he was not so
suited t magic-use, but. still uman- he continued to climb the
long road back to ~th. His fourth incarnation, however, made it
impossible to continue the Mage’s career--for he returned as a
Hobbit- Back to 1st level, and not being used to his new form he
didn’t take long to-die one more, time- He returned in the form
he now wears, -ad after a few week? training by Johann, Willis
started his new career. Re has managed to avoid death so far,
and as a basically irrepressible sort (ask a werewolverlne named
Alferic about that) he has lecrmecl to have fun in his new form;
aside- from his new hobby of teasing Red Dragons, he has found
that, since the Phoenix iIs a creature sacred to Heilborn®s relig-
ion, he can get away with a lot more than he could as a human.
ABRAHAN BAR-ISSAC, Human male. *11-6, Cleric 2nd. Just
added, he proves that Hielborn Xo Indeed an equal opportunity

emplover. Out of room. -till next time, we wish you Good Hunting.



BILLY BALROGS"S OWN FANZINE SOUNDS BABY'" BLUE DRUMS IN THE DEEP,
or, the comments start on page 3

JOHN KINGSBURY- 1 have lost track of the number of times the local
pXayers have Silenced a member of their party, sent Hold Portal
against his mou*h, tried to use Suggestion to persuade someone

he really doesn’t want to play, etc. They rarely work. / Duh, that

iIs an interesting list of randBm mutations. 1 might use it for a

sixth or so of the characters, but if everyone rolls on it you are

presumably running a game set not long after the Bomb.

RICHARD J SCHV/ALL- That table does seem-like an improvement on the
original D&D clerical spell table. The real problem, in my opin-
ion, is the levels of the spell. Raise Dead and Commune, 1iIn

particular cause gross crocks unless restrained. "How big a trea-

sure does that Balrog have?" Having a seperate table for each
area/dungeon is a good idea. But "mosters™ in a tomb? What do you

do if you roll a Hydra?

DICK ENEY- Ah yes, running dungeons with people used to different
styles does tend to lead to arguments. The argument or two
I 've had with you seemed to arise from my not understanding xhe
nature of "Law", I have heard other people talking about prob-
lems wi"i"h necDle used to thousands of EP & gold each and™every expe-
dition, You seem to have survived the experience well. Swanson-
power™ magical item.s? -

JOHN BOARDMN” A summary 1is not a review, as | thought you knew.
EN GARDE needs improvements since as is it is all too much a
mcure dice game. You apparently play it? How do you manage to
keep a carapaign going- locally vie always get tired quickly, A
many useful things could be said about En Garde, it is too bad that
you allocated only your last two paragraphs to tiiem.

LA AREA PANS- Will be in Pomona from 12/15/76 to Jan 4/77= Phone
717M-626-3258. Anyone interested in Gorree?

BILL PALEY- The prize dn that tournament was a 1 year subscription
W*THE DRAGON? Judging by #3, you were lucky to lose. Person-
ally, every time | see a very high level go along with a party

of lew level characters either (1) the high level is the party, or

(2 the party gets in too deep and gets offed. The great Sweeny

sounds randcm,

V/AYNE SHAW™ Permanant dimension doors to various places are my so-
" lution-to the "how did a dragon get down there? problem. The

ei*hth level has a well known door which leads to a hole 50U
up 5. the sides of the Black Cliffs of Arccom- about a thousand miles
av/ay. Several parties have looked out and watched thousands of
Kossar% nomads risin% by i

Also I am occasionally unreasonable. ThereMis a 10 square ro.—m
that has a full grown T. rex in it. Hanging upside down, mouth par-
ralel to the door. Bust the door and snap... That however was put
in very early- and is in an area no one visits anymore.

I believe that the grossest monster a party can encounter out-
side is an army. You evade it, that"s all. Or try to.



~ - BILLY BALROG™S OWN FANZIIHE #13

From®*Mark "Swansonv*®" 7 1 * 7~ Arlington, MA 021?*. 1 run Gorree
Dungeon and the local lands most Saturdays at Walker Mem: ,"ial
on the MIT oampus in Cambridge. About a dozen DM"s meet there

most weekends. Likewise 1 run THE WILD HUNT, another D&D Apa-zine

which concentrates more on the game and less on unending adventure
reports.” . A" goumet society, after, ail, exists for the purpose of
feasting and arranging for more feasts, not to rehash past dinners.

TSR"s“SWORD & SPELL(mass, combat rules)ane out. Locally they have
fallen dead with a thud. Contrary to my comments last month
they have in fact tamed magic- mostly by spreading“/~fireball

damage over all pieces inside it, etc.. And they are fairly complete

if you include all the D™D Rule books and Supplements. Certainly

more -0 than-the .EMPIRE Napoleonic, rules, for instance. .

Yet the EMPIRE rules, have been a suepess, as have, perhaps
more to .the point, the. War Games™ Resere.h Group (WRG) Ancients rules.
Both of "‘these"are "modern™ minatures rules; that is they deliber-
,ately ignore extraneous and colorful details such as exact weapons
"effects, Tire rates, etc to concentrate on the dominant variables.
These are generalship and information. An Aneient General could™ ,
not give iInstant orders to his suBbrdinants, recieve up to th.e min-
ute Information or know everything about the battle. Troops did
not obey f.inieky orders, execute perfectly timed complex attacks,
etc. The recent trends in minature rules have all been directed
*tonvards correctly simulating the real e.nviornment of the battle-
field. . Gygax®s SWORD & SPELL, alas, harks back to the old giant
ChessboE™rd days, dhly the general can get confused, never the troops.

= TOo make things worse, the melee system used is far too complex.
It i1s in-fact the D&D "Alternative Combat System™, and involves n
things like; multiplying 3*5 damage pts x 3"2 Ores -xIZOfo applying
that to the* enemy unit with 4.5 pfs for each of its 210 AC 5 axemen.

I have never seen a clumsier set of mass, mellee rules,which could

have used a clearstep by step description off how to use them. 7
Remember the Sw/ord generation rules in MONSTERS & TREASURE? Thats -
the idea. Throwing out-all die rolls-helped only a little. n

There are other problems as well. The morale grades are fouled
u) (do Levies start as shaken troops?)., the vpoint system is confus-
ine and cannot be reconciled with those given for the sample game.
Whether you Object to a sample game where the surprize attack of
the Unicorn cavalry, pidden by veteren v/arrior maidens, wins the
day is a matter of taste, | suppose, -

Now let us admit at Once that these rules addressed an extremely

hard problem. Adding magicians to an Ancient army .is not all that

fficult- they end up behaving as mObile self propelled artillery.
The problem is whAT to do with all those 8HD fighters we have run--
nine around. I would feel more interested in trying to_improve
SWORD & SPELL, the way the WRG ANCIENTS rules have been improved,/
but for two problems. The Tfirst is that D&D has yet~to come”out iIn
a new edition. Or even a onepage summary/errata sheet. Gygax s letter
last time, detailing his intentions in words adequately clear? (MU s
wear no armor, use spells once a day, thieves may not cary shields
dr we5? chain, etc) could he most of such.a sheet. 1 wouldntmchange
mv system hut it would certainly he effacious against the Monty
Hall DM*s™i ThG ether is "tatc '"Ye strand sizes are not: comparable
with those for "WRG Ancients rules, the best system around.
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MOCKTURTLE-FLAVORED TURKEY ROLL or THE WITCH-HILLS-EXPERIEMCF RUM AT GEM CON

VIEST #70 by Hilda C. Hannifen, 1735 “e/th Ave. San Francisco, Ca. 9™»122, AISFi-
56«4-2568 or JOGALOT. N

Most of the games run at Gen Con V/est Involved dungeons where new begihrjjng
characters were run. Most DMs apparently did not want to deal with loot from
other universes nor have to try to get people to recalibrate established charac-
ters. I, however, did not find this a problem as 1 ran Vifitch Hills, requiring a
minimum level of 12th for all entering characters and letting people get away
with anything. This lead to several characters brevited from lower level characters;
one character started from scratch who selected as his one magical item a Bag of

Holding; a chaotic elf (1 was not informed of his alighment ahead of time which
complicated things for me) who 1 later *ound out was made up completely including
his +3/+23-In-the-bands-"0f-a-Balrog sword which bestowed Balrog abilities to any-
one P&lymorphed into this form as the EIT did; a 11th level fighter with a Helm
which made him into a 22nd level cleric, gave him Demigod status, and in two weeks
or less, when he died would turn him into a God to then be only accessible by

use of a Gate spell; a high level Thief/Mage; a high level pure mage; and a 15t
level cleric for leader. In any case, there were a total of ten characters braving
my dungeon.

For use of the elevator and a guide to the Witch Hills, Sister Cecilia
requested a SDDgp contribution be made to the Holy Mother Church. The leader,
despite being Egyptian, made a contribution of SOnOgp for which Sister Cecilia
offered to maintain her researched spell, Diaine Intervention which acts as a
remote Bless cumulative with normal Bless, by doing vigil and constant praying
that being the way the spell is maintained. The party was warned that the®
benefits of the spell could be lost iIf the party did not act according to iIts
lawful alignment. (The Elf/Balrog for instance should not have gotten the bene-
fits of the spell but rather the reverse.:)Except the leader,the party was neutral.

Zelda, a converted chaotic evil type(™who saw the error of her ways) acted
as guide since Bodeworthy was dead. She led the party to the same room as the
previous expedition to the dungeon had used to get into the "_Mtch Hills. At the
room to the door, Zelda hastily left the party to their fate.

Inside the room they heard noises of claws clicking on stone and of occasional
thumps. Opening the door, everyone had to make a saving throw versus fear. ~
[Modified saving throw Is: Castor minus Castee divided by 3 then added to 10 for
Spells. This allows for the much higher level all transactions are taking place
on.] Insid™he room were a number of large, black-as-the-depths-of-space
rabbits with burning eyes. The Demigod did not make his saving throw and knew
them for what they were, the accompaniment and counselors of Death. Despite the
fact he knew he vtas supposed to die iIn 2 weeks, he could not easily overrule his
fear of that unknown and dread state. The rabbits however did not attack nor
act agressive so the party entered the room. For the Best of the time the ~
group was in that them the rabbits stayed to themselves just watching. Luckily
these people had acted correctly because these were the Owsla of the Blacky
Rabbit of Innlay, a rabbit God of Death whoc vould have appeared to help his
followereSagainst rabbit-enemies. Because these represented a purely rabbit
religion, the Bard with the party did not know anything about them from his
knowledge of Lore. [The reference here is to Hatership Down_]

Other than the rabbits’within the room were a pedistal with a closed book
obviously finished (the Book of Infinite Spells which the previous Party had
closed), an altar covered completely with a substance which looked like~dried
blood, and a nitch with a broken fire pit and equipment in it. The Semi god
propjptly decided the thing to do with an evil altar was to consecrate and cleanse
it. While he was busy throwing Holy Water and doing Dispel 1 Evil upon it he
not watching the floor where a pseudopod of Blood Mold, looking like sticky bread-
dough was oozing towards him. Suddenly he felt great pain as the stuff touched
his flesh doing 2 d-8 of damage. Tbb next turn it enterdd his blood stream and



began to do J "as it ccnvorter! his Tlesh into more 3lood Mold. He tried several
spells without sw-ocss VIin the leader got a flash and had him do a Finger of
Death upon himself. This worked completely killing the goo, but unfortunately
as he was casting it upon himself as a 22nd level cleric but only saving as an
11th level fighter, he died. Thus he went to his reward of Godhood. If he had
died from the Blood Mold itself, two options were open to me as DM as to the
nature of his Godhood. Either he would have been an unintelligent god composed
as he would have been entirely of Bdatd M6ld, or else, he wialld have acquired
the ability to regenerate at the same rate as it consumed him so he would have
been iIn eternal pain: thus very quickly a totally insane god. [Blood Mold is
actually a high level of cleanup monster which was conceived of from v-jatching
a real Nofe”y Japanese horror movie. Its description in detail and all the
other monsters mentioned here w«l! be covered in "All the Vtorld®s Monsters™
which is being prepared by Jeff Pimper up here iIn the Bay Area.] The Blood
MoAd had been on the altar because the Lich Cleric who had lived there could
bind It to that surface.

Eventually the party found the secret door which gave access to the Witch
Hills prpper. Beyond the door was a 10*x10"x10"room which had a secret door on
the opposite side. Experimentation proved that only one door could be open at a
time so the entire party saueezed into the tiny room. As the other door opened,
all they could see was the lover legs of a very large robot who promptly kicked one
of the people standing iIn front doing much damage. One of the mages propptly poly-
morphed It into a giant tincan, but as they watched through the reclosing door, it
was already shifting back to i1ts robot form. Back in the other room, the party
held war counsel while even thoough the thick stone they could hear the rumble of®
a Jet and feel the vibrations of something rolling away d~n the corricior. Checking
with detect metal they determined that It did not go very far before stopping again.
One of the mages decided that a Rust Monster was what they needed. Thus taking
the dead body of their Demigod compatriot, they did an Animate Any Object then a
Polymorph to Rust Monster. The resultant zombie was Teilieported Into the hallway™
but due to aberations of the clime, the creature appeared kO feet down the hall iIn
the wrong direction. This allow/id the robot to fire a missile from its launcher
but that missed thought the explosion rocked the dungeon. Thbb Rust Monster advanedd
stiffly upon iI1ts foe who paniced, switching at the last moment back Into 1ts true
form as a Chrome Dragon and used Gorgon breathe on the RM which succeeded in
turning It to stone. Af this junction, the dragon decided to come in after the
people. It took several moments for it to effect the fit into the tiny room since
the two Were of a size. Also during that time, it cast Ventrilquism and Invisibility
upon Itself. When final ly”*id dome out, it was at an anqie by way of a passwall
which due to the pressure with which it had been packed iInto the room brought it part
way Into the larger room. People promptly started to hear breathing in another cor-
ner. The creature had come out,however, directly under the Bairog elf who was
hovering. Taking advantage of the convenient party™ it took a% bite which did teri
ible damage to the Balrog®"s legs but got 2d6 of hot mouth for iIts efforts. Before
it could do anything more, it was charmed to the Thief/Mage. Questioning it they
found out its lair was nearby as was Its mate and a clutch of eggs. The party decided
against keeping it around with them as the smog breathe It exhaled normally was
mkking them aroggy. They decided to get one random piece of magic from the dragon
and go thelr separate Ways. They let the dragon qo through the tiny room first and
as they in turn entered could hear It roaring as it chased away a minor free-spirited
Earth Elemental which had appropriated the stoned body of the Rust Monster zombie.

they might

They went down the hall in the opposite direction of the dragon®s lair. They
opened a door from which a faint crackling sound came to see a naked woman with pierced
nipples and a veil and neck harness reclining upon a divan. The near half of the
room was set for a party. When the first guest arrived, a Human/Red Dragon Centaur,
coming from a corridor behind a pbbntasmal wall, they decided to leave withoat a
fight. Since the first move had been theirs, bhey had no trouble leaving the area.



I WOULD HAVE MADE A GREAT PLATINUM DRAGON #2 .
by 8ill Se ligmatl, 24 17 University Halls #2, Ithaca, NY 14853 -1
typ~d "y Lee Go Id

For this 1issue 1 will reverse the format of last issue and pre- v
sent humor TFirst, then serious material, although some of you afteV
reading this may think 1 did not reverse the order. In order to save
my little grey cel Is for this month’s exams, || am using a Star Trek/
Strategic Games satire originally written for the Exponent #28, but I -
doubt there is an appreciable overlap between EXxpoeent and A&E reade_rs
So on with

WHERE NO GM HAS PLAYED BEFORE

"Captain®s Log, Stardate 4515.8. The TSR TTNCORPORATED has been
ordered to explore the fringe of the gaming universe. Between the
realms of ordinary games and that of Fantasy and Science Fiction games,
there 1is ahlghiy charged barrier composed of nervous energy and excited
emotions. Our mission, should we decide to accept It, 1is to-explore,
the games beyond-the barrier and give a report to the GafX{"?FiI'ster as
to playing some of the games there." .

But there was a short delay. While the men from the INCORPORATED
searched a 40x40” room, they found a strange scroll and gave It t, Mr.
Scruby to cast a Read Magic upon. "The scroll 1is written In Mu’uga ia-
vyahi which |1 am moderately familiar with,” he reported. »” 11 was left

-behind by the captain of the TSR HOBBIES. He suffered 12 points of
d"amage and could not save vs. Confusion and went through the barrier
that we are”™ "now approach ing. He used some sort of Cure Light "Wound *
device on the other side of the barrier, of a sort 1 cannot make® "but”
The HOBBIES went back through the barrier, but tfiere was some klhd of
trouble on board. Its captain requested looking at his noh-player
characteristic sheets, apparently Ilooking for high Psychic Abilities.""

“Psych ic Abililles ," exc laimed Capta in Cast. -

"Yes," replied Scruby. "It seems these older ships used the
EMPIRE OF THE PETAL THRONE rules. In any cose, those with high Psychic
Abilities died except the one with the highest score, there was soWe™
kind of power he gained. And then my ability to translate Tfails. It
I"ooks as i1t he insulted both the IDA ard the TDA, thus destroy ing him-""
self. <He even wrote articles about FSTp(nc) to make surel” = fu

Cast baked, '"Dr. McEwan, what do you think?" " -ou

"""Slnee” our men use the standard character system except that they"~
"roll Luck,"Egotism and Sanity, they do not have to wotry about Psybhic
Abi litles, "because they never rolled for it." =m .-
t "Then through the barrier we go," shouted the men of the ﬁg-l
" " INCORPORATED. VROOM-VROOM-VROOM went the - -,
WangAroo, Wang-roo, Waag-roo went the shield spells. KITITITATiTITI
-went the bommune spel Is. Clang-clang-clang went the trol ley. Ding-
ding-dIng went the bell. Chick-a-dee-dee-dee went the little birdies™.";
I think 1 can, 1 think I can, 1 think I can, went the little red tain -~
that could. But 1 digress. ==

Little did Captain Cast know that at that very moment, LtVCmdr.
Gygax Knockwood was opening an envelope containing his copy of eLDRITCH
WIZARDRY AND® SHOWING IT TO HIS GIRLFRIEND, AN Empath. As they began VI,'
reading the rule’s, Knocking began rolling the percentile dice Idly
Suddenly just as he was reading the Psybhic Abilities rules, he rolled
a 00. At that moment, the INCORPORATED entered the barrier. ?

Knockwood started glowing and weird special effects crawled all
ovei” his body. These effects spre"bd onto the Empath. And through it
all the GlenGlenn sound effects”™ reverberated throughout the INCGRPOR-
ATED. When Cast and McEwan®ruShed to Knockwood’s aid, they found his
eyes covered with strange, glowlng contact lenses.



McEwan placed him in a I'ogal monas;teryi to recover. Latter that; 1
turn, Scrubiy- tail k;ed wi:th!C®st. *Caphtain, 1 have _been ,mon itor iag; Knock-
wood"s reading. He has been absorbing rules, strategies, simu lat loas/
magazines, Tantasy works, miniature rules and some pretty wild combat
systems. ,1 thin;k *1 k O;f;th is"hinow lieg €T; is dainigieroas ; 1 talked with the
Empathr and she said-"that; die; saw him man ipu late? his character sheet,- -
ratse his hit dice tpi.5000, give himse lto.damage! to -5,000,000,- an
amo.unt-iprphi b ited; by the Gamesmaster , then bea I-himse If. He hes; used
Create Food ad. Water spel-Is; and may. have Finger of Deathed a security
-guard, and he isn"t a Clertc, not even a Monk or Oruid. The I'ttCORPQR-
ATED sustained 152.7 points of damage 1iIn crossing the barrier or about
34 megarons. We must find the room with that curingdevice in it And
when we do so, we must leave Knpckwood there, spiking the door 62
times to prevent him from ever getting; put.” -

"Are you sure, -Scr.uhy. Remember, he and 1 are good friends
When we fiaced the rampaging fTorces of the Dl pies, he, was the one who
tear"-gassed them, risking his life to save, me ."

"But he may try to take the ceptainpiy trom you

"Well 1leave him there.™ -

They fTound the strange device, but a descriptlon of it will have
to wait until another issue (the Device of Device Healing). They kept
Knockwood: in one corner of the room with a paralysis spell. But this
simply made him strong er.. Scruby, knowing that i1t might make him
Chaotic/Evil but seeing the logical need tor doing so, started to raise
his +3 Vulcan Death Grip. But Knockwood suddenly reversed the paralysis,
freezing the INCORPORATED officers on the spot. He went to the Empathi
whom he had grown fond of, even 1iIn his godhpod, and magically materiaii-

izeb glowing contact lenses in her eyes. '"Now sald Knockwood we .
sha Il be Ilke GMs together." "
When the rest final Ty made their saving throws, .Scruby could not
be re"lied upon for advice Al | he would say was, "l told you: so. i
told you so.'" Cast pi.cked upp Death scroll and said to McEwan, "Take
everyone; e lsp. to the INCORPORATED by teleport. If 1 don"t Commune
with youitin 24 turns, go back to the Gamesmaster and give him my recom-
mendation that this planet be erased from his maps." i: -

1 Cast pul led out a hex sheet and started to seanch the wi lderness;
for Knockwpob. * IN the meantlI;me,, the Empath and Knockwood found a clear-

ing in a range of mountains-. As the Empath watched and wondered. Knock-
wood started to produce, nuires right and left. "We shall roll EPT
characterii sties only for werewolves and leprechauns. For all other

creatures we shall use-three of the type of hit dice. All hit dice wM 1
be 100-sided. There will be 1-50. 6th level monsters In all loca"l bars,
but there 1is; a Ip.Cihance they wl Il. be Phantasmal . And this s for you,
my dear Empath ,;"hhe; sa idy hand ing her a scroll.; "Ah, percej ve ,through
my Crystal Bai I"that. Cast coming. Why don"t you go and meet hnR,™,,;
_r.1Cast was onfly pne:hex away fr* Knockwood when the Empath appeared
She tried to; d;issuade®™ him from atta ing Knocking; she even th-reatenedij
to teleport him; one t, the fourth miles away to save his life.; She, - i
gave him the scroll to show what Gygax®s powers had become. _riu-;o tfiir
, Buti Cast made his Save vs. everything. "You have not beohi paying
attentjpn .to your math lessons, | see. But you don"t knowthe .real, A
Gygax;. , He resemb laS; a- cross between Rich :Littie and Earl But.z .y. |- know
that, that remark; has, no mean Ing whatsoever > but, that proves my. pAnt,,,
youl See . , P.retezad yoU; know abo,ut th is,sort” of th ing? What;"s;: par ..;on5. .=
prescription™ Alchemist?" ? tadott. .7,
iIr0espvl te the fTact that Cast heed hot rehearsed his, lines,/wej,i > the
Empath beileved him and lead.ihim to Knockwood. He knocked both scrolls
from icast:"s hand, . ami your GM now, Jeck.®" Time. to ,pr.ay fori a deus;
ek> mach ine".". rkKno.ckwood’fuse.d :a Mind Bar from EPT to; Gontrol CaSit. ,

Just then . “~smCDMMERC1AL HERE- ™'1 * - m -



L

* " The Empath hit Knockwood with an advanced Lightning Bolt. He
returned It. The exchange went back and forth for a while, then Knock-
wfeéd lost hid contact lenses. Instantly tast was upon hlip, doing two
att"iicks/round. But Knockwood foUn"d his contact lenses again and put
them on. But while he fumbled them on and created a Grave of~Devour Ing,
Cast grabbed his Death Scroll and read the sacred words::

‘ O NASA! O UCLA! :
O AF of L and the clu! Juiin 1
at/ NAACP I  YWCA! E = N " - [ Tl n
VA Pandit J. Nehrul A e
A beam of light shot from the scro"l I, hitting Knockwood In the
left big toe-nail. *V/hat,"” shouted Cast, "the left big toe nail?" _
"l used the Blackmoor Hit Location System, Jack. jYou forgot, I'™

Ay © =

am your GMMMmmm..." responded Knockwood. For at that moment.|he losti *
his footing and fel I Into the Grave of Devouring, draggln the® fiplith"
with him. Cast filled the Grave with a Meteor Storm. e T

"Captain’s Log, Stardate 4415. Vie have explored the realm of
fantasy games and found them suitable for playing, except® ~or the
rules to be now tound on the newly named planet Gygax. Sjpecial com- .
mendatlon to our Empath, for Mr. Scruby for telling me so, and Gyga”™ -
Knockwood ." r S - . ., o

Aware of Scruby’s talsed eyebrows. Captain Cast sald> i"WeN ,“fs

Empath did give me th I Scroll he made." He opened up the!”scro IT arid
read - e > mo

HOW TO MAKE THE FLDR ITCH WIZARDRY COMBAT SYSTEM- Mb?'k' FOR YOU

The biggest objection [1°ve heard about the EW system is thaf; It*

Is too big a hassle. Perhaps for some but I1’ve worked out a playing
system that works very well, ;at least for me. FlIrsty you must extend
the "MlIssl le FFre or Spell CastlIng Tab le,-as per thO instruction son,
page 5,7EWN, " tbus r NN n .. m" " . .
1 R
First /'Me'lee 'Round *i; dO =1V n SEcond Metee Round ™™ S
| Pre 1' 2 3'ml4)qr5 m Post ""Pre 't +20-3 4 5 6 Post*
-30/-16 v .+ v o v -
-15/7-11 = .HL(.It X" fc >fm-q!j i -.=/ [
-10/7-6 Jo o fivoon ixv-ro—t e Mgy +'} st - - AWie -
_5/-] _ ~"11 Tuii* mermE | £ BUMR.i y3ilaTX ft m —m - -y e
0/+4- Orii iiirnu ii06a op tw- 2aob-''-: - X '
+5/+9 - - X U U ci”™ qz ‘isrtta - X - m -+ ®m3=:T
+10/+14 .i ., X - ©¥ _eau0;_fisva TIiivi Ogqiiiiosy pre ® - -
+15/+19 X - n i 13:Q&qm g, >vm a X _
+20/+24 X " -i - -' ' m X" 1-0 poc>.v;l: 3 - X - - ) f
A - _ m3 X -=r?Pi; -t qi' X - - X
%5 Ir fri'm X q q
Third Melee Round Fourth Melee Round
Pre \?Z m5 ""A"" 5" 6 "PoX™'tPrte L i2¥ S 47TwT .sE-Post
-30/-16 - X
-15/7-11 - - X' " “ "lon |__i *mn:_er' — - X
-10/-6 X - - H—0 iu i-i1E£TX —dy ] = X" - -.
-5/-1 - - - . BisGn ——if"y
0/+4 - - - - 77 dinKte )
+5/+9 N -
+10/+L4 - X - m XBap ¢ ™
+I5/+19 - - - XA - - T X
+2-/+24 - - X ? - e L X -
25+ - =" X" N T X -

Cr wish to dtsdtainf att "pz’ofd.aiienoy at otatist-icat typing”™ bu\ 1
think 1 got this tabte right.--LG"]
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/in The tables cou Id be conhlnued past the”~fourth me lee round, but _L
do not think, at Je”st in my .game,, that there wili £ bge many batt ies
requiring more .that!'"~32 combat-segments, ” Now that ;,)you have the benef.Id"
fod th is chart ~.-Wihat do, you, do,-with it? >The way itve Tfpund to be most®
effective is to cover the chart with, a,.sheet of acetate, so you" can
write on it with a water coior marker 11 recommend a Piiot Razor *dfnt
-—1 don’t think a finer iine marker 1is made).; Next, before the game
starts, assign each piayer an ID number; i will make things go easier

Now, when there is a ico.mbat situat ion, ..hae, the p lay,e,rs adj ust

the ir own dexterities. The GM caM s out those who are 1ip “"tHe sec.ond
rank, says which side is surptised,, ,etc. and callg th.is out wh,lIlke the
players are figuring, so thejy do not have to ask. In my yerslori, the

players do not make the adYustments tor spe,ils» _iloweygr. Now the GM .
calls out, "All right, "if,.your "extgr ity afteqg.,adjj§StmentVis within

the follow ing range #oCaM, o.ut;)your ID,number. Negative thirty to nega-
tive sixteen ... ." and, so.,on. | ,usually.wr ite the Ip numbers next to
the dexterity range In which they belong. While the players were

flgur Ingi their dexterilles, the GM should also have figured the mon-
sters” dexterities and placed whatever ID he uses for them next to
their dexterity ranges. Now, proceed with the.,battle. Remember, all
actions, as lde from movement and combat are .regu lated by the above*
charts; see EW for details.

Now, when you get to magic use, | do something a bit different.
Whenever-; a turn™Gomes when any player can take an action, 1 say,.
"Numbers 101> 203 and 117 -ms-V action, ," they do not have

to take action that mqglee round; they may" de l"ay it as long as they. |
Ille>,. but when they do take their action, say three melee segrents™ "";/;,"
after it 1iIs indicated on the chart, 1 circle the segment three™ hidlee;; N
segments after the time the next action 1is indicated and put thelr

IDs there. hThat segmentnTs when the player will next be ablto_take

action.": - FooX n . .- -

For mage spells 1 do the same, thing, but Ffirst 1 subtract v,
amount from thedr .dexterity as indicated in EW for adjustments j~
dexter ity--or I tell the player to, do it. Then | move up the chart”?ib
the range where- his dexterity now lies, if necessary. The mage mbsT, ~
then wait until | come to the segment which allows him to Ffire the ;
spel 1 H -the new range and must fire the spel | he specified _wnless™ I
delays -hbs act ion -(as. descr ibed above) in’which case if he has passed]
the segment saying he. cou Id .take action for that new range dS weM],
he can fire the spel lat- once--or he may Fire the spel 1 at once IfYe.

does not go iInto a new dexterity range at all. But this lesser dex—
ter ity now ro.lds It dge’s got go back until jthe combat situat ion .
IT hia WMishes; to Fifr'cbfti another ,spell, he musb sbwbaG” more

from" hTs dexter ity and perhaps wait even -longer fo fbre Voff" the ,spell.
There 1Is, of course, .a greater delay the higher the few"l the oe‘ll
Is. It a mage®"s dexterity goes below -30, he cannot tire any gp:el’ls
at all.- Thus raaguc Is kept under control, even with a spell point
system such as mine. _ _

Note: when 1 said ."dexterity" aboee, |1 meant adjusted dexterity
of course. -Unless there 1s some mag ica l..hanky-panky go Ing arouiid, the
actual dexteri ty of the mage does not change. Also note that when
going to -a lower range of dexterities due to A spellVbeing cast, be
sure that you wait until the same number of possible actions in that
range " fhas"been-vpasspd; lerting tbg < use hjs spelJ, 1. If in
his current range of dexterities a mage hps fhe ~cpP™d three



nul

actions, "and he casts a spell Into a rahge which only”had two acttons®
Indicated In the past, he must wait until the segment 1hdicatlIng a
third action comes along. Also you cannot accumulate actions by
waltlng,,around for five action segments to pass, then perfori®lng five
successive actions In Ffive successive melee round segments, you
pass by a segment Indicating an action, all the previous action pOSsT-
bllltLes you had are gone, and you have only one action th"ft you, may
de lay., - . - n ,

Whewl, [It...does seem a bit complicated after you type 11 al[ ;P*ut.
But after a while the whole bit becomes Intuitive, and It only~takes
about five seconds to actually work with the system between melee *
segmerits, ,iwhich, Is about real-time anyway.

In, ;a future .issue | plan to type up my dragon tables, which are
comp 11ed from D&, Greyhawk, etc.. Cycle and A&E. It Ts not original,
merel.y a fsynthesis of. ldeas into one cohesive whole. So would Gary
Gygax, Arneson, Kuntz, Nicolai Shapero and Charlie Luce mind If 1
reprinted them? It would obviously not be for profit, since it would
be In A& and possibly The Wild Hunt, and 1 would give credit where

credit ,1s due. I merely wish to show how 1 put your ideas together
Into a sum of parts that Is greater than the whole. You can answer
me either here In A& or write to me. I can always use more letters.

OH050EOEOE05050EOE050HO5QE050EOE050E05050E05b5050HOSOEOEOEOEOHOEOSOHO

The. melee system.used In The PerriIn Convent lons works by assuming that
all action In a melee round (redefined as ten") depehds"on dexterity."™»
modl , b y ~.encumbrance ;mhigber dexter!+y acts 1st. In each melee
round "one of The Tfive functions below will be performed by the char-
act’™;” ,invo lypd in an encounter (unless he®"s busy bleeding his life
away...and Is no longer Intepested)....Exceptlons are detailed after.

1. PREPARATION--A character may prepare himsdi*f (put away his
bow and draw a sword, try to find his special wand, brace for an
onslaught,, sprinkle the area with oil of sllpper Iness, etc.) These
prepape +lons wjl 1 take place unless the character is distracted.

2. MI-SStLE FIRE (&,.Staffs.™ Rods, Wands, and Magic Missile)

3. MOVEMENT: travelling over 30°. ‘
r - 41 MELEE - hand-to-hand combat, movement under 30" .

5. SPELL CASTING. A mage Involved with any of the prev rouS
actions except movement under 30" cannot throw a spell
exceptIpNS: ;™F; 1. )L

N Eilvigs, centaurs, hobbits, thieves, monks and 15+ dexterity-types

may combine two fupct lons ,. wilth the second coming at the end of the
turn. To do the second function, you must make,your dexter)ty roll:
using ~lle dice, roll a number below or equal to" 5 x dexter! ty If
that Is falled, another dexterity roll must be made to be ab]e to
perform; the ffrst.functlon . Thus all decisions to combTne two farc"™"
tions must be made before the round beglns"'ﬁnd dexterllty rol!glthen

rolled. .

Spell casting may bp done during MISSILE FIRE jI~ the” speM was
prepared the previous turn (and no other action taken),- The; caster
may then move. : [ , By

For dekt-erity rolls, a dexterity past 12 cannot be used unless
the character, is of sufficient level. A 4th fevel character may use-

a 13,, and one _further point per level may be used, so that a 9th

level character may Ujse 3; .18 JF he h&s It, D tijoe !‘

ad hi-
i6
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Ydur Hoard"6r Your Lifem (a reptint, but Jason doesn"t say from where)
C - 7 - " -
(Mer Dragen “tyrgs for TR .
V- " Near ly every DM has "or will e>(perlanco the PCP (Player Character
Power) Syndrome. In a D&D campaign, creatures that once were Tfeared
and held In awe“are now laughed at and kicked around. I have Tfound

that dragonis suffer the consequonce®s of advancing player characters
greatly.” When a character reaches 10th level or higher, he tends to
rush out and plck on drggons In order to get rich.

So another dungeon master named Rod Tobar (alias Gedick) and 1
have compiled a hoard of “new dragons for the enjoyment of DMs every-

where. Since the statistics of these dragons cannot be found In any

mbook, player characters are forded to use their nogg IJls. In order "p,

figure out what they are up against. Below are the, basic stats a.rd.

Info for each dragon; * * , : , "

D CARBON DRAGON * Breath Weapdn , Sleep/Talk/Spells
AC; -6 1 - Lightni ng; 2" x 1/2" or Spel | Leval
mAlignment; Chaos Infrared Ray; 5" x 4" cone 30//30/./0/0 ,

HD; 16-18 ] ] |
Infrared cone; all affected must, save vs. Dragon Breath or die

Bite Dirig; 5-50 poInts Claw ;' 2-20 points.

2) ELEjCtRUM dragon' Breath'Weapon, Sleep/Ta 1IN/Spe lil
-a Ab; " -2 _ " _F.l.esh/Stppe 5"x4" clp.ud., S.paJI1-."vel,i-;>
Align; Neutral.' ‘or,;,Cbl d 8%3"" co.no ' 257785, MYy TK ., .
m HB: 12-14. ft 'm  “Ft,:7Coo;in,

Ll
Electrum dragons ean and"often do take the guide of wjite, dragons, .
Their savtng throw ys. maglo" js 6+. Blte 3r3*. Plawnd”r 1-10.

Nrmm K W

3 IRON DRAGON Breath Weapon 5)aep/Ta |k/$pe1_‘Ls
AC; -4 Flrev 122 x 6" cone .Spo;l I Leve.j' -
Align; 1-2/La.w HD; 23-25 j & 200/°"P|/ . 20|’\/pth

3-6/Neutral .
Iron Dragons are normally found pnly |n the., wi Ilderness >,as they
are 3 to 4 times larger than normal dragons.-Bl te 7-76cj.Claw 2-24.

4) KRYPTON DRAGON*® Slepp/Talk/Spel Is
AC: -3 PSI WAVE; 8" x 3" cone Spell Level
Align; Chaos HD; 18-20 440/ ,/30™/20//4th
The PSI Wave has the same effect on victims as the Mlnd Flayer
(SR 1:4). Bite 5-50, Claw 2-20. . , n

5) POLKADOT DRAGON Breath Woappn Sleep/Talk/Spei Is
mAC:. 72, Polymorph Or Time Stop Spell Level
Ai Il gh im 'Neu +ra | Or"Fire: 8"x3" cone 25//// 100//35//5th

HD: , 8-10
"The ‘Pot kadbt”® Dragon uses IIIusionist SpeMs (™R |:4)

m/Blte'3”24; cUw' [-10.

6) "PURPLE® DRAGON Breath Weapon Sleep/Talk/Spel Ip;.
“"ACjUTO """ Negate Magic: ,5"x5" cloud Spell Level,
Hoi " n & 30//30//2()//5th, ,, ;

The Negate Magic cloud causes magical 1items on afV persons Involved
to save or bemdestroyed. Any spells in effect must save vs. Staves
to remain In effect. Bite 4-40; Claw 2-16.



7) STEEL DRAGON Breath Weapon Sleep/Talk/Spel Is
AC: -3 n Ice Storm 9'"x4" cone or Spell Level
, AUgn: "Neiitral *GaS:” 5”x4» CTbucf V 25%$5/90"/807?/6th

Save vs. Wand3T Spe lls & S"taves™ s "6+. Bite:"" 4-40; Claw 2-16. ~

8) SOP"ER-BRAKrz"DRAGON Breath Weapon S lbep/Ta Ik/Spe Ils
AC: —2 "o Fire:. 9"x3" cone or Spell Level
Align:* Neutral Repulsion: 5" 30nN/457/205?/4th
HO: 16-18 :

Super-Bronzes are usual Iy trl end ly towards Mart. They are all
telepathic. Bite 5-50; Claw 2-20.

9) "tITANIUM DRAddAN m BreatK Weapon :?3nm Sleep/Talk/Spel Is
anc: O Paralysis or Fire 9"x3” cone Spell Level
Align: 1-4 Law/ HD: 10-12 30n/75/./80/,/5th

, 5-6-Neutral
Titanium Dragon Spells are Clerical. they like to live In
abandoned temples and shrines. Bite 3-36; Claw 1-10.

10) URANIUM DRAGON Breath Weapon STeep/Talk/Spel Is
AC: -3 Radiation: 873" cone Spell Level
Align-: Nautral HD: 18-20 30)//50/?/30"/6th

Rapj.,aflon Ray: ,afl affected must save vs. dragon breath or die. *
If,"saving throw Is made, 6-66 points of damage are taken. RiIngs
and cloaks of protection add thelr value to thb character®s saving

throw, Tfor these Items alone are some protectlon agalnst thilsf >3
radiation. - \Y | , Y0

Next on my drawing table are monsters from Barsoom, Thongor”S Lemurla,
Empire of the geta l Throne and the Novel Dream Lords by Adrian Cole;
all converted to D&D statistics so they can be used to spice up the
"wildlife" of. the dungeon. oowt : -

RI NGS

n - -b p: m W -- ".; nm " b
Rings of Power :T",rThese were created to Increase the powers of MUs,
but any person can, use;them. However, since only MUs know precisely,
how to employ them, halve all damage and [limit monster summoning
I-r5th level monsters for nenj MUs.

Vi Ring ‘of Cold: flros a cotd cone *8” x 3” of 20, pr' Ip IcIJ ce damage’\-

Blue Triangle Gem. , J
2. Ring of Fire: fires a fire cone 9"x3" of 20, or 10 dice damage N
(Red Circular Gem). It can also summon Fire Elemental as J,4.

-3. Ring of Intense Heat: Ffires a heat ray 8"x 1/2" which affects
even Fflre-us|ng creatures. This ray also melts metal less than
mlthral In two blasts, making It unbearably hot In one, blast,* 16

Or ID dice damage, (White Meta Il Ic .Star) \Y, b - .,

4. ,Ring of Earth: can .summon an earth e lemental.; MUs ,need, not con-
centrate on, the ,”elementarl to control 1It. Also fl.res.p meteor swarm
of 8-80 DPts. (Brown E Rune).

5. Ring of Air: can summon an air elemental as #4. It also can
form an air shield of 2 protection around the user. (Clear Crystal
Gem).
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-le\.4 i-T\qg.JO !? = p wrl 4 o /mDAPQ Jj 3TS (v
jiR, |\r>S|:f/po'IJ',,Cth—l-ﬂ'(0 ying MagtC LI'tpjnéjl_ , G- cause 1-3 nmlc,. tFs/QN"
foe to make saving throws vs. d&¥struction®. (Pink Metailirg U ™jle).

SecyLlz,, ,p J=B ofor ma.gic, ffem =V]ing .throw guide.U re.s),. wr-e
8. Ring of Lightn ing'i Ffire's Biud"L ightn ing Bo F¥s wH ich &™n pehe-

armor. These. ,hQIp Are .of sjtari4.ard.-ran.”p . n
size bMt, ., 4eiaY]"or ten .,jaag d N (Green Onyx Squ " "a"re-"
9. ;-RiygfyM™ Summon thg I (g iye,p. ;thje power to su..mmgn even” ,7,"fh

level monsters. "On jy one monster or" pack of lesser mds;fer,s\(;an
be controL.Led at a time }-,,his ri.ng also has .Charm MonsTer e
(Black Diamond Gem) . 36 monster .levels can b& summoned,

(C
ANOQ(THER PASSAGEWAY . --Lee Gold

Those injtjerC/phst;tin _..gofusAng Rar.ti,es -.and/or getting them . «. .«

do- w&lT 68" anirit] lowd b Teidve c/\rjarsfdféeﬁﬁul% frem the, ndsshge*way
featured in Theodore Sturgeon®""s ""What D"edd Men T h 1 1 ( ASF, -1979)
reprinted im _IMAGINATION UNLIMITED., 18 B,,ill\/w\fu%_ ©!

In this.(iStory.\(for reasonénfi':_o &gb’gpplidhtad to jho intoj™the hero
himself--wandering, - . . through,ythe,, insidj.~gf .a +

i*& &geway (s,rcro.S|g-section -.is ir.iangular a-) the .ford” ?of

siotates "to-fk,eep”|I(do>m'" lon the side,;j9f,,the "triangle (t"hat the*herd’s
feet -arc. ; .Thus ohjects-left in ope,position™.hf* Ffallen ihtoMahother
one by the time the circuit has been completed again. * Ore .pfistdr-
geon *s characters remarks that this shape is “what a to;f)dlégist calls
a inpBsimply-connpcteid pontinwohs .,tirija9ial.. - ; - Yoo

s0=0f0ggi (51?"GSO =0"GFGHN505G™M050HM16 || 0F6 =QFFi f~0 =0=0F0g"fO"

Gary Porter of 237 Markfield, Courtwood LaneV Croydon” Surrey”™f ib Iw*
England, CRO 9HW writes to say,

I saw Martin Easterbrooke yesterday who tells me he Is going to
write a piece for you about the British D& scene. CSee A&E #6i"gE3"v"
Easterhrook’s first artiale--LG™ The British game Is developing in
a dn.fervnf"Ww "\re US g¥mé& . Our piayer''s cnmo Ffrom boardga® mesrn:P

"an; ¥L AT"dWhcVA" WticreasP"our impt-es¥i on-s-thi"+hat US p Irsyers: are"
f=itia cofrmpTHa DN RAE 41 = ro- I L ni \of

As you may know there are only -tWo UK 'ta'gaz ihe shwhtchi deal | ritequl-
lariy wiskh - in detail-- Owl and Weasel, which Is published monthly
by TSR's UK agents-"GamVs Wor“kshop , ¥nd MeWs <From Bree ,td"Ce>l leTiif buti
infrequent.. L am hoping th,at Leviathan, my zjne, wilf sdh™-hia’vie gj |
DU DYhritn™ "y "i'n_ "oft™ if the™ " s"hape of a "g-ahz ine Ca lled pirovffisLonf I 1y.S
"New, Or.q Times W ogre fonfa"sy ~amcs wild h'emaPh in- Levi atbe+- Bind )
art icClef,, hevigw o™~ "WMTil® appear in "Time-#,"”w IT our p IfatiSTmiafterP-
alize,”"we WQu I'd fike” fd Faprint some US brtiCTes , “Hw "frtGh wdu-1d’ you
charge tof reprihts From AZE? [Anyon# mxj*'o™n ~
material should feel free to do so"-ds Vong as fhe]f 6red.it ad the
sduroe " Please” "do mhdt “reprint materiaV"”ittd"h-by dnydree "diSP""foT "
A&S wfthdat Sheokiiig "wfih them to get th,evr "chrWtAdionE—

- - ~.e..n= 4N 08. 0
€1 *tnL a0MmfttJ5 TO gniP 5
cya: 4 tcac \+ TO LFGid: ai6 n rno'f



TALES OF GRAMARYE wfir & K ;5 -T
p~petrated by Earl W. Baker, 245 Glark, Chillicotiie, V.

There will be no Tale from Gramarye this month, but I felt it ncQesSsary
to write to correct a publication error in A& #16 before fireballs start
raining"mdown on my house. In ray comment to Searchlight, the key word is

"eclownishness” . Apparently my handwriting was too rotten for Lee to 0
decipher. The correct word was clannishness as in "a sect or clique - ™ j
of persons having a common interest and disposed to associate only with
members”6f the same sect or clique". ,

Now some comments on A&E #16; "1 <:j - < I

Lee Goldr "The covers for A&E are becoming i"pre professional with
each issuer— Pick"s cover was a work suitable for framing. Your =

agings tabl” is something that has been needed/siijce Ghosts and other
agtrig monsters first_appeared in D&D.

Platinum Dragon; Starguard was an interesting and witty presen-
tation, keep up the good work.

Field & Phalanx; Its refreshing to finally get the "Specs for a
Smokey .Dragon. Thanks.

Mockturtle: Sister Cecelia is beautiful; not her personality,
but the detail and thoroughness of your handling of _her perSoriaility.

Griffin"s Quill; Blade Barrier only draws blood if"yOu walk into
it. It is ~inmobile like a Wall of Iroh™ therefore it ddd"s not act As ,

an offensive weapon.

C.1.A.: Levels are gained by accumulating experience through both
adventuring ai\d training (purchased). Experience points gdined thrbugh
training can be purchas™ed ,equal to twice the experierice points earned in
combat. .Howeverexperience in combat can be difficult, to gain and of ,
course, the higher your level, th"4 more expensive the trairiirig. Sipce
1"ve started on the subject, 1 might as well show how experience, points
for combat ._Are earned in Gramarye. Ig formula form there are three
steps. 1) to determine the monster®s experience point’base, 2) to
determine the experience points for the individuals Who participated”;
in the“combaf, and 3) to determine the e”erience points f?r thQ)nonjﬂ
combatants e I e X} S -

AY oV/ (15
1) ~ 100 2) 3. _L=FE
G
M = Monster Hit Dice* C = # of Combatants -Ej°fEotp. earned py.
A = Monster Armor Class* G # in Expedition Combatants
E = Experience point base L N Level of Individual* E = Exp earned by Non-C.
D

Armor Class of Combatant* (max 2 times A)
* minimum of 1

Experience for spell casting is (100 pts. x Spell Level)f-Level of Caster
with no points received for spells cast upon yourself. Clerics receive
points for turning undead of (100 pts. x monster hit dice)Level of Cleric.
For dispeling undead, the formula is the same, but the monster hit dice
is squared. Magic Users only receive the multiplier for Armor Class in
formula 2 above if they engage in melee combat.

Example; Group consisting of A (FM4, AC2), B (FM4, AC3), C (MU3,
ACS), D (C2, AC 6), E (T3, ACS).
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Results of Expedltiopj/ Performed By Base EP ,, A B /\C7 . D E

Sleep Spell C 100 e

Weretiger KLIiPed, A&B 833 291 , 436 55l 83 55

3 Zombies Turned D ;: 300 o - - 2 "150

2 Zombies;Killed , (UA&D n 26 " 2., < 54 2

Cure Light Wounds 100 - L 50 Umr

Protection/Eyilic c’ " .

Magic Missilye X C 100 X =0 33

Werewolf Killed ATCy&E 320 "85 W"MW6 453 " 32 453

Werewolf Killed B&D 320 16 168 21 7672 21

Cure Light Wounds D 100 >3 .

Ogre Kiiiled = 1-G ATB J&E 340 91 137" _ Sled A 485

Ogre Mage"KllLed 675 423 ":4!31 P £ 57

Ogre Mage Killed B,D,&E 675 43 "5 " - 1182 " 1051
Total Experience Earned '"95? 1096 620 2392 21.24,

This experience point method tends to brin” about a more rapid rise
in experience for loW levels or those who desire to risk lighter armor
(remember, armor absorbs hit points on Gramarye) and .penalizes high levels
who tyr to "efc"rises by destoying hordes of Ilbw hit die, lightly armored

monsters. Comments PleaseT" dot .. -
Seniled Wer~igeohj Werewalrus, ARIRRGH/// S ; X ;
Red Wblf Inni ixcdllent Artwork aridminteresting stories. Keep "em
connTi0la mjif.

Sipinwatd Ho; I agrdd that D& need a irewritg, but it should be a
rewrite" rind consolidation incorporating all of"the monsters, tables*- ;
treasure”, etc, irbm DfAei ""Grayhawk, Blaekmoor,uEldritch Wizardry, Gpds*r i
Demighdsj ;& Heros, The Strategid Review"l"1and The Dragon into a single Ic ; M
well irideked set of “four or five iVolumes. ~ jiv ;KT

Brian Lahe; Had a great weekend, please”remind Bteve Simmons to t
send a shedp of'acetate. |Is Balorin Oldfellowr still among the living?

Nazi High Commands Work up the floor plans,”~stocking, etc* and
111 be"wiiiing to trade. One coittnenton yournldea about cloning. Any"j
one trying that on Gtamarye will take a sudden Sharp wrench toward;.
Chaotic. | don"t care what you say, that clone ain"t me and if I survlyfe
the worm. 1711 go after my "friends™" next.

To, all other” Vour stories.arid ideas make A&E a pleasure, to read
and well worth the cost. Welcome to our brothers in England. Kegp®;,
thoser articles coming. n

wivd £ o5 <Jiij bi mpi—1
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Dcfi."uco -Jdungeon By Sean Cleary 11 Vancouver st. 4278774

At last I have so me 4 holed stencils and can nov contribute to
The ¥ile Huntl ' |~ , , .

I hate to think of what the price of contributing to this* ziiie
will be if it goes to Offset printing. Maybe the subscribers can
subsidize the contributers,,, has anyone considered electrostencil?
APA Nesfa uses it occaisionally ... tho not with such a large copy count.

How many of you out there speak fannish anyway??

I have just recieved the back ishues ofi TSR"s news letter.

In these were some of the best monsters 1 ha ve ever enco ntered.
Even if they could not ha rm the players, they have got to be the
Most humprous, | am refering to 1fES ITES *s monsters. Great!

I have got Sword and Spell a little while ago. It does show
signs of proof reading. Gary is getting better at writing clear
rules. Hopefully he will continue this trend and rewrite the rest
of the bpoks. Ive played a large seal? action with it,. Its a good adviser,

Gods*, etc. is a cool supplimeht. It has many monsters tucked
away.-between the heavys. Some of these have less than 50 hit points.
These may be usefull. * ‘

1 have- been looking over my game with Glens balance essay
:n mind. It has come to ray attention that 1 have been running over
three raonths and ha”vent had any body get to true second level yet
— at least from experiance totally gotten from my game. Its a
combination of giving a average of 500 ep per expedition (pinned?
most of my player®s characters never heard of it,,.) and running
a deadly game. At this point I*m felling a bit bad about the Ilatteac,
out of about the last 12 games about 3 liave been called sucessgull.
And the third least sucessfnl was called so because it picked up.
the bodies of the last expedition and got back alive. It also got
some treasure from the 3rd level MU and his 14 ores that the first
espedition had died from... with out apprecially softening him up.
Treasure haseht been much lately.

This never bothered me much when 1 started in April ( or ,
was it May?) but now 1 want to run a medium level party and learn r
how to balance the monsters capilbilitys with those of medium
level players. But there are no players who have 4th to 6th levels
that want to play iIn my game. They are either bothering Mark or
Glen or trying to keep low levels alive in my game, most of the ,
potential canidates got killed off, many of them in my dungeon. f

The way that | do experiance is to create a table beside
the one xn greyhawk, and use that. The table is made by multiplying
the numbers listed by 5, then deviding by the average hit points
of the monster,(4,5 for 1lst level, 9 for second level, 13.5 for
third level) ( I use the suggestion on pg 10 of grayhawk, and my
mogisters roll 8 sided dice for hit points) This nuiiiber."is multiplied
by the ntimber of damage points dome. Lately 1°ve given dammage
points even ifthe monster is overkilled, though 1"ve objected
when “the dammage was such as to be more thaii 3 or 4 times what
normally could be dome with such a weapon(per p,erson).l don"t give
gold or treasure experiance, though 1 allow players to convert gold
into experiance points at a gold ievided by present level rate.

This is called in__town training. It gets more costly if yoS want
an intense course just before going out on an expedition.

In a Interest 1in getting my kill rate down so that .some
of the people around here will take the risk, I*ve used negitive
hit points, Devide constitution by 3 and round down. However some
of"my monsters will do what 1 call opportunity fire. If they got
you down they will keep chewing/hacking. so **sigh** they still
drop like Tflys.
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Not all; non""ters do oppert,unity fire And It .usually t?-kes
a 6 or less on 2D6 to get them todo so.

Keri Pick “that 1is the best cover that" I ’ve seen fbt ~uite
a while. The detail 1is fanitasticly well done™ not just suggested,
No torches? Lanterns in the dmigeon? ./o pays for the candles? -
Still the action was detailed enough that It could be goto “

Sean Svinimers,,. The levels of Rashaka-s* use tp many other
‘dej™ mon names that they are only faintly if at all related to,,

Robert, Sacks — when will you j)ub dragon mice & use aileast
as much” desc"ription as gary G,, did for his monsters?

Charlie Luce . Recharge is .too low as I1"d suspect thu t it
mite take a limited wishj, permanate spell a,nd a few more things ,
to accomplish its aims. Also a 9the level could take that spell ad.
only 10th and above ean make magical items, /// McCafferj Dragons -
would not compete will with the standard dragons, unless attached ,
to people — they dont have the natur.l weapons the others in "
their ecoicgical nitch, 1 do have a small chancd of someone runnig
into them in my game, thoo ,
Nicolai — hBolos simply fit into dragon sized rooms. But

they are rare, 1 included them in my game in only one place
on the bottom level of my dungeon. This twentytli floor was an attempt
to create a floor that would rival what 1 thought was/is on Olen"s
13th floor. I.understand the growing need for for monsters like i
the magic absormer in LA, 1°’m not sure my players would survive D,
the Mark 1, Also the .mark Il MA would starve in the “uppeo™ devels ,
of my dingeon, , - | . \ ,,

."“ Steve Perrin,.. | want to introduce you to what 1 call Clearys
Rull... IFf it has been written up it will be tried, Noraatter what
the writer ihas said In reguard to VW™shing only a monster. Also, f
have you read the latest Dragon?? They are letting anyone .publash. ,
I have half a notion to put ig a atticle on .alternitive spell systems.
This T/ould add legitimacy to alot of the hacks and crocks (atleast
hackd and crocks from Gary G, ’s 1®iont of view) thay we play. IF
they arnt going to edit and are still godtig to come down like for
from on high then 1 maybe able/to write up things even ”i-0sser.
So just for fun & for the next, time I"m near your world, roll onr
your table and tell me how good a Mark XX Bolo I am going to holl
up, and what quality Platimum Dnagon t am Agoing to accugsply it with.
They scmay be ftrst level but 1°m sure that 1 can fin up some chaits
that “legitise” them — while keeping them gross. If nessary said
charts could be published. So when someone rolls up and asks for a
roll on a chart that:, gives out cheep grossitysj,, vhah do you do?
fienying them the chance is not running a consistant.universe - :
nor sometimes is letting them do it, 1 guess that getting someone :
to change theav mind is not accomplfcshed by force or by saying
verbotan. But you left a rather closed mind attitude and the iImpression
ofl a blind spot or worse into the game mechanics, Expecially
with that last sentence* .

“i.b Lee -+ See 1 did it! ! without saying Twit even .

,Keh S,/ Stewart L. good explaination. Something like that ,
is used around ”“ere. But weather Chaotic Clerics lave taken the ?
same oath causes some problems. 1 could see some Chnotic Cleiics
with swords, 1 thinS that Kevin Slimax uses thisconvention, 1if not
so it hasibeen’used around here“ldn ocdaision. : ,

GvSen.v.on the dragon "lve got, nAfei there different .epls r

needed iIf the dragon is to dumb to ever consider being a liU? Dragon :
is nicerthough I doubt hs shelil survfve, ¥hy bavehtl!parties ever J

encountered small low hit point dragons in your world?? they die or
off 60 easily that there should be alot of them .. a few then wo.?uld
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Repeting frolE last page. "
...Get to grow up. Actually at this point the dragon has worse
prjbleras than survival. Her herd of gold $1000gp) is easy for her
to carry about, but when i1t gets bigger there will be some problems.
Also Gold gets lost on expeditions, a disaster almost as bad as dieing.
So between hunting trips or whatever Delat has been trying to think
of a safe place to stasl her hord. The church has been considered
and keeps poping up in her mind, but the thought of letting her ”~old
out of her claws is dismaying. Also the church may not be honest/
or may consider it a contribution. Also under the circumstances she
is considering joining the dianists™ religiojn. Is there anywhere in
Edwyr that a fighter would consider i1t safe to put a vorpal blade?
Any organigsation that would allow such a fighter to sleep without
being attacked with/for his weapon? How trustworthy is the dianists?
the Old Orthadox? ¥ould there be any monistary like place that
could solve her second problem — that of santuary? She is not
thinking of becoming a cleric ( tho if the dianists suggest she might try
— the idea that she could cure herself might appeal to her. 1°7°d
have to see about that... a wisdom of 10 wont make a good =
cleric and may iImpead her getting what she really needs — more
hit points).Still 1°d like to know is there any place that lets
lay brethern work for_their food, provides santuary for her vs
those who like to capture dragons, and does not require a oath of
poverty. She"ll check with the 0Old orthodox church first to see
if her religion has any benifits for her, ((Scenes ir town .
towns_person trips over dragon tail .;coming out of the confessional))
((also i1f the local dragon familys attended services it would create
a seating problem if not worse — how do they get by their religious
obligations??(this is not only to (Slen, others have dragons runnisag
in their world, and all have non player dragons)Als6 would a dragon
Confess gread as a sin If lawful??))

To the ~“lets roll a dozen characterspeople 1 have found a
solution. 1Its not the ultimate, but... if a player shows up with a
lot of characters 1 first eliminate the ones that wernt In anyones
world yet, "ince | dont have to honor what another GM hasent blessed,
I can get away with 1t. If by some chance these are th”only characters
the player has that day, | insist that he take tne weakest iInto the
dungeon. Eventually the strongest will get in, but not if the player
constantly rerolls. If he sees the loophole and shows up with only
his strongest characters next week 1 might just insist that he
go get the living prievously run ones or roll up a character just
then.

Yes, T¥H iIs a good zine, ¥e need more writers not,J suspect,
more subscribers, ((f you want the latter have it reviewed by Gigax
like A&E was). The problem is that the back ishues arnt too available.
And Any APA needs at least one ishue to get most people starded.

Thus 1 sometimes feel that subjects that were discused in the early,
low copy count days should be resurected onee in a while, 1°d love

to refer the subscribers of this zine to the ishjies of TI'H that
describe alternate spell systems — there seems to be a great lack

of knowledge amoung A&E people of what other universes are doing, and

a lack of places to refer, neos to. This back ishue probleta is what
makes me desperate to get my hands on a ishue every month, and gives
ones words in the zine a fleeting quality. (((No, 1 have never

pubbed there, but quite alot of good »tuf has come out. 1°d say that

it is equal to A&E when it was at thajb ishue number. There is something
to be said for having lots of writers,,, someone is likely to say some-
thing iInteresting,.. so | subscribe to both. )))
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Comments to Glen (+others ) continued,,,

The grossest part about fireDall is that is a variable m'v
level spell that is stuck at3rd levelm 1 would like to sie T See
the fireball damage go up not with the level -of its cadter, but "

thj0j level the t its cast at* 1°d also like to isee spells that
pt™uld _let you advance upward as you get to handle that pait of
nature better.»T Like a first level Pire/Chld/Disintergrate
spells — these would work like magic missile, but doing
d4,d3; and d2 damraage respectively* Thus a’lst level pyromancer
could actually exist. He would specialdce in fure oriented spells.
There would be a second lievel spell that would also be fire oriented,
and on up, ((the above, spells may, u?ilike MM,have a burst radius,
but I suggest no larger than6 feet in diameter, ))There might be
a chance that the person gcJms the ability to be eompetent iIn
Nspell s, and the disability;of having no competance 1in
cold oriented spalls* At high levels this ma;® be® translated into
being a fire oriented creature, having the same +"e vs fTire and
- vs cold that a hell hound or red dragon would. If the ISI
wanted tp crock this abit he/she could insist that all levels of
spells in the characters speciallity be*carried at all times*

I visualize this competency search ad being applicable to all
types of,spells. Also 1 think these who- insist tha t characters
cant chalige their spells between "expediiiSns (uhlike the Edwyr/

Gorree/etCc system(will you all please get together and make a
common name for_your world? with The Dwarf and Martin iIn it and

maybe nmOiT? comming Its getting hard to specify)(Defiance Dungeon
,ve the. above 1is iInteresting, "fF use a Klutz factored system tha.t
wokks on a compleatly .different rational and method, and several N
other diferences those who are knowledgeable in my world

cant appily that knowledge to the above and visa versa, but Me are
completely compatable. ((',:-- you are bringing a +2 dragon slaying
sword iIn? you say it averages a +17 or mara- for a damage bonas?
with no crocks? 1 dont cafe-if i1ts iIn the rules,the rules are c
crocked soipetiraes if gigajx know what he was doing he Vo uld have
written them quite differently. You say its froin the Ed™.~ir/CGorree
yystem?, **sigh** its in."’((not to mention the chocks that have
flowed the other way))0)0) ,(back to what 1 was saying), | will lijke ,
the new systpm. Just add the specification that MU"s"must pick * -~
their new higherlevel spells frUb the next I6wer spell s that*

they ha ve. This will likit the;MU’s drastically, as well as making
firsir level spells something to be chosen vith care«

Lew — put your name on your zine oceaisionally, please.
Tour comments were/are intelegent and vw/ell reasoned. Say something
like "in my game” or other such once in a while --there were

sections that you seemed to project your rules on to-tilay
Tablets™to be handed down fnom on high* (from the readable section **

in back of the book) Semi readable section sorta cool tbo* i
i_ Larry Stehle >>m» what is the Manual of Aurania? How to .
sutvive in Lee Gilds universe perhaps?? ] i ]
Peggy G.— ..lidiere In E¥ is a vatch listed????? " " n

IT Gary G. were really serious about Monty Hall DM’s he could
loiterquickly, A rewrite of the treasure tables or a
"this is how I,play the._game, give treasure, etc* write up 1iIn
the._Dragpn (like a description of a Gray hawk castle adventure,
complete u™ith gaine ,nechanics ) would reducb the treasure levels
considerably.” Including this*xm in new game boxes)would help,
grejdiawk .along Wit t the first batch of books, ,

and greykawk itselfiis-uesponcible for greater crocks than vbrpal
blades on the first fTlpbfv Basically jthe best excuse that tlk
give away dungeons have right now is "lts straight gigax"* | see
hin as being too money hassled to bother to correct what he has
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privatly adhiitted are wrong rules interpetatibns and
over stocked treasurebtaoles. The fact that of all the people who
tried to figgure out the system meilitioned iil the fTirst books
with out personal instructionx from him have gome up with
different(and false to his intent) rules implies that the
rules should be rewritten, |1 have never heard of a case where
someone fTiggured out,on their own, what magic system he was iImplying.
Untill he alters the rules to agree with what he is saying 1°M
lgding to place him wiiith*'those who like to bad mouth people
(who follow thear orders exactly)for having done a bad job.
Gary’s problems are with himself and his zine and his rules.
Because of this inbrtia ey DM*"s everywhere are coming up with
other systems that astound the rest of us when such are
told, amd are usually veiy far from the original. 1g he wanted
to croorct this problem instead of bitching at it , it iIs in
his poiwer and his alona to do sOp

MoM did that blow off alot of steam,!

, Age: 1 liadent thought of the ladies.h. such info is considered

private by many. 1 was hopingto gaurd those who are too young
to deal with acid/borderline conetrutive critiSKm . 1°m
sorry to those Who considered it a affront.

Lost Mask — ; comments xto by Peggy, — Jack the Slasher
(Glens Cha racter)Kills because he likes it ahd it hides the
evidence (J theS’s religion j rapist)

Lee Gold/Robert Sacks/others from our ai"ea — how does the -
church of GOV interface with the “Ghurch of Bevout Cowardice?
Also suggestion — despite the pos*sibLe magic/gold imbalance
how about making/vo.ting LeeSs dungeon official, boston type
dungeon? 1its the closest thing that is perm stationed out there,
and the dif.erences were minor last time | played (at boskone),

Robhert Clifford ... You thikn you are a .bad typist/speller???
Piffle! you have a very coherent zine. But what modifications
have you made to the three Gigas tables thht. should be modified
— treasure,, exp.erian.ce., and how magic works? Also -Ildiat type
of combat system do you have, ¥a.t you ha ve jsaid is a
defination of jonly a small part of your system... The complexity
of this, and the fact that 1 have not completed it yet (after
6+ months 1™"m still experimenting) are the reasons “ive_n
why 1 ,dont pub my own system,,
:rMartin E. you may haye given proof vs what 1 xsaid
about neos reading Garys rules.How did you -learn the true
way???? ; [ ] , ® . [ |
Steve Mclntoph — Seems reasonable, Remembeer that any
permanate change must employ a 16th level MU with a perm,
spell. .
On Gigax: 1 like what he said in 15, i1t was needed, 1
am too stuc]j with my present magic system to change 1it, unless
great, force 1is applied, but others nay go along with his system.
I do hold him responcipal for every neo who has hacked out an X
alternate system and.then been bitched at from on high, and-
for the poor editing policys that alowed the writeups of hack
BK characterclassed in zhis semi official magizinet!® | feel
that if the rules stay the same as they are.now he should not complain
9,bout monty hall dungeons. 1 con&urr with Steves remarks.
Also*as mentioned if he cleaned up the organization ofthe rules
(example; alphabetised monsters _Airith A1l charistics listed
together instead of all over three books) it would be so
worth while that people would rush out to buy.it.:Gf eoursé6
if 1t _.has the nessary explainations it will be at least times
*see Clearys rule in this zine for why.«,
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thicker if not three times s . It vould also be proof read amd
maybe even play tested as Steve mentioned. Such should not

be done; hastely ... 1 notice that in The Stratigic Review

that some of the suppliments were a bit rushed .. andnov need
erata sheets to the erata sheets for them.

Oh a correction is needed to S&S the arange of web is
diferent than that given in the book. A brief note on the change
of missile fire hits with thicker ranks, cover etc, for std
dungeon parties as you have given similat stuff on the large scale
melays. would help. Some parties are 5 ranks deap, but most arn"i*
See past remarks and my letter to you for more calmer details.

On large battles and new systems... 1 have used a system
sugested to me by Tony D"Andrea ( I hope that the spellLing is
correct), Ke had tested it with some success,so | wanted to
see what I could do with it. Result was a battle where the
problems were a GM inexperienced #ifi providing balanced armies
and players that did not know enough (Tested at Northeastren
Universtiy Tactal “ocity (huts)) k about the monsters etc, used,
~till the mechanics were fTairly smooth, and easily translated
from one world system to another, "

Iflen two armies are in combat roll attack dice proprotional
to the _number of imen (or other) attacking to determine sueess.

Ex; 200 men attack 00 ogres. Remember armor class and adds and
whatever adds and subtracts your system gives fTor this. Assume
that all people are at maximum hit points for thier level

and sAy ail 12°s in charastics (or some predetermined arangement)
Roll Dice. If men are two Xxanks deap and using weapons that
allow the front irftkks only to attack then only 100 men will count
(in this example as is the rest). If the ogres are one rank deap,
then 40 ogres are available to attack, there is a 10 to 4 or

5 to 2 proportaon.” 1 want a bigger sample of hits so 1’11 roll
14 timse instead of 7 times (5+2). A look at my reference tables
indicated that ogres get one attack doing 3-8 points of damage.
the rolls are; for the men 20(1),9,13,2,8,5,5,13,2,2; for the
ogres 2,19,1(13),18. The TfTirst paren next to the twenty is for
posible crit damage, the next parened number next to the 1 is™ m
for weapons klutz, There wasn’t a crit, but therewas a ¥,K, -» ~
The ogres are™ ACi>5 and 4+1 hit dice. The menare 1st level d
and in chain and shield with swords. The weapons Eluta was checked
for and a result of"hit friend“"came up. The men got two rolls

of 15 of better, the ogres got two rolls of 10 or better and

one roll against themselves. Damage done to men =£6 and 7

(rolls of 4 and 5 on d6 + two for ogre damage). Damage to ogres

is 1,4 (both of these"~from men’s swords on a D8), and 8 (¥K /
command control ogres). All these rolls represented the actions

of 10tcrAatures ( 10irolls for 100 men, 4 rolls for 40 ogres)

so damage is multiplied by 10,- the men took 130 points of

damage, the.ogres took 130 also((6+j)x10 vs (1*448) x 10 ).

The men had according to initial conditions 8hit points each.

130 devided by 8 i1s 16 with a remainder of 2.16 men are deducted
from the front rank, a note is made that the unit has 2 hit pooints
against litinext round. The ogres have 4 x8 +1 hit points by

the same conventions, this is 33 hit points, 130 devided by 33 "
is 3 with a remainder of 31, three ogres go doim and are subtracted
from the front (and in this ease only) rank, a note is made

the unit has 31 points against i1t. Next time iIf the rear rank

of men does not rienforce the front the battle will be between

84 men and 37 ogres, run this as 9 rolls vs "4 rolls and multiply
the” ogreA dam ge obtained from the last roll by 7 and the men®s
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damage by 4 (damage from the last roll),You say that alot of this
is using my combat system? Sure it is, but the basic system can
be adapted to any system. And to saving throws, say one saving
throw per what ever you have commonly:been myltiplying by. The
multiplier need not be 10, 1 indicated the option of rolling on
only 5+2 dice and this would have forced the multiplier to be 20,
Also partiafli units have proportunal effect. Its fast easy and

you can load your fTavorite game 1ideas into it and field
test them. The type of troops and hit points of each can be

a function of the iIntital conditions. For critical hits 1 try

to employ the spiacit of thegi. Other things oan be included™ like
moral, V/hen using this system S&S turns out to be a good field
adviser, and the effects of its systems can be incorporated slowly,
so that the beginner can get uesd to one aspedt at a time.

Just think of the units as players in your game and do the same
rules juggling you normally do.

GeelAnother 15 pages and 1*11 be under Lees Ban as well,

I noticed wiite Defiance Dungeon monsters havd been visiting
other worlds,., with soipe 1ll Inck, The Crunchl should have brought
a weakling along on its back, protected vs the spines. Still thanks
for the compliment of including them. The people it mettwere lucky
tha t 1t was such a poor baseball player, A pitcher would have
tried a 20 pound fast ball (with a good cBtrve on 1t-??) — treat
as light catapult. As such have 4 hands that is 4 attacks, with
one (pitching arm) being at whatever + you want to give it (over
its usual +"s for 18 dexterity and 18 strength.)

I have noted that some people are not running Dragon breath
correctly. 1 may be a" Dragon chovanist lizzard, but the notation
on the bottom of pg 11 book 2 says value of hit dice and breath
weapon, A 30 hit point dragon does 30 points of dammage, barriing
saving throws, NOT D6 TIMES LEVEL! makes dragons Tfiastyer,

Peter Cerrato: have you seen what Kevin Slimac is doing
with the magic system? it was in lhe*¥i1ld Hunt a while back.

AfAer thinking it over 1 take back what 1 said about Klutz
factor systems being more restraindd, ifs all a matter of curve
fitting, and a KF system where a person has a increase of spell
level =+ change in percentage of failure will be able go get off
a large number of spells, ¥hile a spell point system can be devised
that lihits a person to one of his b«s*r spells. Of coufsAa the
tendency is the other way, andthe uncertainty does bother some
people, 1 know a couple of people who chicken out in my world
upon rdac”ing 157 1 also know of a cleric who got up to ,50"
by butning 15 6LV spells,"The system does allow some flexibility,
and a chance of getting off one more spell when you need to, but
the penultys are obvious, (the cleric was 5th level and I run
a combination of KP and SP systems, leaning to the KF side. ,
the next spell the cleric would have thrown (any spell — like
I said before single battery exastion, not dual battery forget-
fulness) would have given him kbout 53?S chance of failing to get it off,
I am going to change things, but I promised this brave cleric |1
..ould net do so untill he had used the system a few more times )

This weakend is now closing. Many interseting and unusual
things happened, 1 ran a middle level party (4th to 7th with a ,
few Firsts). The tmrty got away with a healthy amount of experience,
and some treasure(3030 gp)- They ran into the greatest collection
of empty rooms 1 have ever seen. Still they were bothered and
scared. The flesh to stone tvpes keept comming up on the dice.
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Also this weakend : my dragon died» The expedition tried to
take on another room af66r getting a treasure room. Dispite
having some still an healed Vounds and a lov power/high jp.ailior
rate for magic most of the party voted th take on the mini.

Temple of Evil that was detected next ctoor\, accross th® hail.

This proved to be an even match — when the foe, who was out-
numbered, wanted to negociate & try to get away alive, the
av™ntiures, who were all but incapatiated, were quite willing to

do so. For the same reasons in fact. The dragon missed a saving
throw earily and died, ~his ./as in Edwyre, 1 will miss that dragon.

Still I may indulge in bullheadedness and run Another dragon
soo™. ITf i keep doing this, and will the proceeds to the old
othhadox. church for the reasurch of a spell that would allow
dragons to be cured like humans,! mighik end up making a good c
contribution to the health of dragons everywhere iIn Ed\7yr, 1 am
also thinlting about trying to run a dragon .mn Mark®"s world,
Shere are advantages to this. 6ne iIs that unless a dragon has
about 7 olr 8 hit points it wont survive up to second level,

Marks Dpngeon will put such out of the action faster perhaps,

but wont kill them; A”so since 1 have-learned about Lirial"s

sword, Tailbitef, 1 suspect that-1 will be running a dragon

more idbhtifind with law than the golden dragons, |1 also suspect

that” will* claim* my religion to be Old oithodox," but attend

s6rvicfe"s“at™ thh thairiSts, 1 may attend the OIld orthadox services

Jjust td“keep up appearancesjto keep up my cover. That cover

is th"e""only thing that the lawful churches provide Dragons.

I shall rub the dragon As lawfull, tho belonging to the nnutral

church (Dianist). Hdpefully this may get me through all difficultys
ilwWithout making too .dny new ones,

Alsbjthis®™ weakend saw-the Tirst propagation of my magic ssytem,
two peop”Ih, ™| Ibth~hamed Sichard, asked for the computer sheets
needed to rur];:,the system. It seems that onec people get to know

" MYhe ijsysten*- &k~Mtop bbiilg bewildered by its complexitys they like

it. 1 mayvbei’ruhnhttg the sheets and an explanition In"A&E or
thei. ;i .willAShAhYW S -prither
same player Who ran up
15 spelg™-.i worid* N r a . h " o] . . with a
second levoil 17-magac syshfvk He "ha™n h i » luck and got 5 of
J -of f= AfItpr, no prop; at

tha pe”rcehtagA.-ikaij™ho : riiattex. That one failed,
Doubly*™"*fhlle-d“in

A lsoHhi s wcfekfenc Mihe Jdgareis) did "“.nof'run,.j,, Tony D,
didntt ,,show _i,jogm whk;|p™:h I missed as well, ,

*~ithhy haA”shid™ 1 "shohl”, sayi that the mass armies rulh?#&
were mine, to protect™hi™t wepiuarapii/™™™  has made significant
changes, :s.iliGe h® , ..tre hhpoliano-nics people, and 1
was defshi~hipg yihe® basis philosophy of his system
would work hsing”™m” kis, combat systh”~. But the contribution

of run eyerytying Jjist like vOne on ohe conipat but times ten or
what eVep was, his, Hh h®?k, "t readiht: yet so"maybe that disclaimer
will be Sufficient* T -

>?1"m revising my encouptej,-, tables, It will look like a new
dungeon.“After* ward. The old were ,getting too compliPAted and
somelpf the monster and humar,*, types;were at a too high probability
for my liking, Th-

Fo3” th®®® of .you AHD collect new spell systems 1 have found

another, ghe.’’At i1Jor~theastern DniWersity Tactical Sooity the GM

(only , is 1l-up~there) .uses a" roll your intellegence or
less blow your roll twice tyou
double®Elhth. “At "tAffiptst™W cast, are made a minimum of 1 hour

appart, dier sp®ll systems atound here have attempted to combine
spell potit sySt*ems. .anh._hIN factored systems. This is done



Defiance Dungeon pg (9 Vo¥!! ,

by using an exisitigg spell point system, and allowing people

to butn spells when they normally \rould be out of spell -
points. The amount of points they go negitive devided by some
predetermined number gives the percent of failure. Sometimes

this deviser is the number®of spell points that they started
with. Recharge and delayr-between-spells-for-prep vary all ofer
the place, from zero on up. .

/ In this system the players do the accounting of how many
points they have. In Glen & HarkiSs system the GM does the changing
of information from spells bubned to percentage needed. This
has lead newcomers to their systems to throw more than the two
spells that normally are thrown per spell carried. In my system
the players do the accounting. |1 find that this leaves me much
more time to do other things./However since my system starts from
a negitive number and goes to a positive, directly o'pjBsite to
the more common spell point system, | haVe named the units of
power/exaustion Formula Factors, This enphasises that the number
generated gives a result that is not equal to the number, but to
wha_t p ops out of a formula after the number is jut in. It also
has helped to sooth Spell Facfcer people who get bothered by beiing
negitive at the start of the game. A person in my system is safe
if negitive or zero, The formula is listed on a chart generated
by a computer, but for those"vdio -.vant it its :

probabilijjy of failure* (PP*A)/(-100—FF*A)

where PP is Formula Factors, a is a number that is dependent on
intelegence, for mu®s or wisdom for clerics. Its 1,0 for the
14 to 15 bange and goes doAm by ,1 for every two point devision
higher, and goes up by ,1 for every two point division lower,
EX: A* ,9 for 16-17 and equals .8 for 18 01 to 18 75. Competrence
on the swaneon table charistics will put you one table higher
than normal; a person on the 14-15 acts like one on the 16-17,
¢ will prin® something diferent in The ¥i13id Hunt zine that
I am planning to run off this time,))))) the chamce of double
kilutzing is not linked to the probability of klutzing in my
world/system. It is used to curve fit the system. |1 have been
playing abound with this a while". Next time | change i1t I will
change it to a 10 to start for Mil"s and increase by 20 for "every
time the person klutzes. Por clerics it will be 0 to start
(by the grace of god) then 30 then 20/every times the cleric klutzes.
The number of formula factors bubned is presently determined by
the number of spells you have i1n the level you are useirig.Bx a
4th level MU has 2 second level spells and 4 first level spells.
As the spell to spell cost formaAa in my game is
32_devided by 2 to the N; the magician in the example will
spend 8 FF*s for the second level spells and 2PP"S for the
first level spells. This system has interesting effects. It
makes the cost of clerical magic different than that of normal
magic. And makes CL¥ x bhe cost of CS¥. , .

It just secured to me that it might be interesting to have .
a system where you could take higher level spells in place of
a number of lower level spells. Spme of the lower level spells
are usefull (read magic, invisibility, magic missile). Also
the higher level®spells would cost more iIn most every System
(not in the Edwyr/Gorree system — mso this would not be appropiate
there) the exchange fTactor would be something large but possible.
Or at least possible when you®"have reached a redpectivable -
level. 4 lower level spells for one higher level sounds reaiionable.
Many people would thin”™ twice before taking such an option even
in Edwyr/Gorree. "

Have you seen the article in one of the earily TSR"s That
gives capture rules? Its great! Say that you are an ore second
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in command. You have jiist seen your leader- out
Fven scratching the mail with the funny armor. So order a retrete.
Te funny man follows?? Good! Order a dogpile, tie him up and
capture him. If there is more eo *ming, cut his throat,, push -
him out ¢f the way and check on what they"re doing. If more ;
are comming watch for dog pile oppertumitys, If t]rey persist
in standing in the door way to waite for you to come out,® *
form a semicircle (which is good for dogpile formdtion ariyway)j
unlimber a,nd shoot, even if they have funny armor, at
10 to one odds (you might have even better odds If the.room 1is
large and your warriors many) you may score a hit — or at least
show them the wisdom of closing or leaving you alown. You say
you dont have bows ?7?? Take your dead leaders body and roast it.
It probabily taste like turkey. How else: can you snipe at
adventurers from the trees and brush of thewilderness(taking
care to spread out, Tfireballs hurt and if they try to close-
well Most of your boys will escape if they head in only ohe
direction. And wilderness battle does lead itself to arrow or
.dogpile type situations better than the average dungeon}.?

I am going to modify TSRs dogpile/bapture rules”™ 1 still
plan to have one roll per attackerjand per defenders level, but
the diferende i1n maximum rolls for eac”™ side will apply to levels

stunned, I will still keep the aitacker thrown off result iIf
the defender rolls higher, 1 intend to make ties a “still strugling”
result,” except for two 20"s — they get to roll again for each

20, the results of this new roll nto be applied ammediatly,

OM COI"JENTS AETD NY LAST ZIiffi: 1 have left my self to the end
as there is alot to say, but there was alot that I wanted to say
firsts Considering the thoughts that constantly come up and need
saying 1711 want to uge *** as new section or interliner headiing.

everyone Bu”s TV/MH then pjapple could typp up to the
limit and simply end with "continued i1n’The ¥i].d“Hunti-~~V Comants
to people iIn both zines could be done in _“Yatever® zine 1is
essiest™tifcit Last time 1 rushed iiato press with a cost list, 1
thought that HI'would have several people®s dxforts to compair
mine to , Mine needss compairison, most of the factors were
fudged, 1 still:like It better than Gary G"s, but I am not a s
student ofhistory, ,and d*nt have much background in this stuff,
I still think that the amount of edge a item has should influence
thecost as well as the ataount of iron it has.. 1 hope to see some
of the nonoriginal but often asked for items bh there, 1 put a
cow on thjere "o am idea of the welth of a pesant. Also there
are places where a +l1sword is considered cheep and almost of no
account, 1 think that discusiop ofi weather such prices based on
it as a means of exchange wou]d ,work in in orderA | noticed that
on page 4 1 left out some impurtant words concerning my magic
system (ipg 4 of #16).K;™ magic explained (there is a percentage
that the spell will come back in the MU"s/C"s face, this 1is
rolled for if the dice indicate the spell has failed™) Armor
class change of -2 makes like spell has been used, reverse
for reverse AC change,***¥edged means crocked, blown, outpof-it,
dead, or messed badly; it pertains to systems of things and not
to causalitys, other than causalitys of the mind, I want
tb say more on Glass goblins. If you need to know armor class
for criticnls”® make 1t:9 or roll for it or make it 10 minus
dungeon level. or whatever you want, they may not breed true.
ihey"ye malA interest Iis breeding, : though this sounds strainge.
they donother activitys based on thejr’need for sand"and a source
of flame, 'hus they off aventurers to't t"money to charge up

JL VX
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Their wands. Vhen 4 or more of them ate chanting theilr creation
song(in their own language)they are immune to fire damage. But
this is only when,they are in a circle and in csromony, They cant
be bashing adventurei-s and chahting at the same time. They dislike
those who interupt their breeding ceromony. They will use their
wands on others in self defense. They hate weaklings. *** the
number of any monster that 1 have created should be what iIs needed
to survive in the dungeon at the level that theyre found on. Key
it as y9u wishj you should know better than 1 wnat lach monstev
faces on_any one level. May it be a good battle*** The monsters
name came from a story "Shattered like a Glass Globlintfc,V/hen
shattering they do no dammage. with the sha rds of them selves.
Its not really glass that they are ma_de of OR its magical glass
— at#tterall its bendable in places™ but it looks kike glass.
****New magical item**** Gollar of protection vs vorpal blades.

Does, what, It says — notches the Vorpal blade that hits it. Also
protects against those who slit throats. As well as against all
neck hits ... wven vs sword of sharpness.”™-... 1 sugest you (DMs

all) use your armorers to make these for your monsters. ILet the
players earn them. They should be cheeper than V.B."s, but not
less than 1720 to of the cost 1 d probabily about 1/8,
*** Also there should be another version™ MUCH cheaper, that
protedts vs say anything under a +3 weapon, Should hit the
neck. And maybe a very cheej) one that protedts ve normal swords,
1"d like to hear what people thiM?; the prices on these sHowld Be.
There is ppecident for them in The Lord of The Rings — 1in the
battle of _helms deep, if I recall correctly,***
J, Typical treasure for Glass goblin can range frcm sand to

the prdi.ce of -two wand charges in your world plus a wand with
1 to 10 ch rges in it< The wand may have fewer charges than
max by the end of the adventure. They do provide services
for jBire based creatures like hell hounds and fire dragons>
in return for them breathing at the cermony,: o .

Treasure for the other published monsters could be anything
thak you deem approiate. Chrunchi should have base ball stuff
in their treasure, but they may have their pay or the treasure
of their vicitemSo Some of the Chruni®i could be MU"s or C°s = =m
they have the requisites fbr it. YHu choose thier god — they ,
usually act neutral (out for themselires), Thespell use would be
something they would pick up in their sjfair time, so their spell
levels could be random. Glass goblins are too alien to do it
normally, but 1% of the population®might go for spell use. A DM
with an eye for detail may make some odd ha"ll spells for the ones
yhat do spellcast.

I hgve been playing that a cursed sword was really eursed
— turns you into wereochrefjelly or something. Someone told ;
me different and now only 1/6 of them are that way.

The person who thought of putting a troll into armor of
etherialness should get a medalp Best Ildea type. Or was that a
item from T¥H??

I have found about Dianists and Nagas, 1 think that I can
look up worm faces, and | smspect tloa t Glen will publish
Lowenbrauists soon. Hay Glen — cut down on your page count
here by pubbing chatts In TTO- those carts are good and 1 suspect
there are other excellent ones where they came from. Not that |1
notice you consulting many charts in your game...

- h

Im out of material now ... may sitll pub more stutg
in A&E later.Thank you for pTitting up with typos and dislexic spelling.
Peace,

sean
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FURTHER OBSERVaTiOi.: FROM THE SUBTERRANEAN FELLOWSHIP n [
by Earl A Thomas, 7L Hector Road, McLean, VA 22101 n - "
To Glenn”~Blacow ro comment 'God save us from Turkeys" > m

SeTf Control oh the part of Dungeon Masters Ina necessary though
seldom apprecfate virtue. There are those expoditions that are con-
stant ly e Ing disrupted by one or more turkeys that jeopardize ttie
surviyaf of the party and their interest iIn the proceedings. It 1is
awfully tempting to" drop them into a bottomless pit or transpoFt the
to Andromeda or some other drastic measure of elimination. "
Unfortunately for the sake®"of harmony and :Continuity, the DM must -~
restrain the hand of God to milder meeasure;. For ley;; €vel adventures
I have, found that one can niore gently ;chrde,,some pf the characters.
Some of the ways T used were: , -

1) One chdiratter with a propens ity for wandering off alone
opens the door "into a brightly [lit room with an obvious gala feast
prepared by oh so many Hobgob lins. He Is roya Ily,,we Icomes but escape
Is impossible. Therd"after they inform him that,.it is the Hobgob lin
feast day of Thanksg iving to Moreloc and they b.ave been anciously
awaiting the arrival ofja""Turkey.” At this point he istied to the
spit over the Tfire and the”roast begins. After a few points of
damage, but before unrecoverable harm, he might be res-"ed by a party
of dwarves whPjhowever, "separatfe him from all his possess ions and =
armor for the serve— and leave him to find; his way back to hiis party
poorer but wi:lerk A T = = 11

2) Another party runs Nto a estrange spherical body running
rapidly on ostrich-1 ike he"rs - There s a puff .of smoke and the party

is paralyzed except for eyod arid”.ears. The Monster approaches "Dimwit."
Its body appears to elqnqate an_d sScrew ir_1to hisi”kul :_Lt tnen appears
to shudder and squeak in“despair, muttering, "It walks, it talks, but
there 1is nothing there.” Mt then rdns from the,,,room. As the party
recovers from ts paralysis, the DM announces that "Dimwit “has saved

it from an ex~ "emely dangerous bra in devourer by confusing and fru's-
trating ir wi*h his comp letely void cran la cayity.

3) Another pest i; he continuous® loud mou®lh over which 'o!:her
players fine it difficu to be heardThi s party ran into a little
old man with big bears who obviously winced whenever Big Mouth spoke,
There "% a flash of light and when the pnrty recovered consciousness
they saw that Big Mouth®s character®, had, z pper across l|ts mouth which
could only be opened by a Remove Curse*. It was a couple- mord adven-
tures before such a spell could beCobtains. Meantime -“Sig Mouth”s
character had to make his actions known, ;by pantomime:. The message

was clean. " m

Fe 1lgWwship adventures rire part of a continuing campaign with
Several dungeons and DMs. oil"the same island.:; For 1ihis reas"cn, 1 ,on
believe in arbitrarily w'reak frig® pe rmanent havoc on annoy ing characters .
Normal probabiiity wi il "eventuat ly take its toll. However, a little
whimsy and humor. even if "maliclous, may .have some effect In repressing

moce -Obnoxious behavior pat*heras
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FAAL ME NoON, aNFanzine by a"fast first leyejfer
reach me"by sending a card to JjmiEckman 9t

4527 Ladoga Aye. Lakewood, ,CA 90713 %

A new

magic System based on an easy to use chart.

Klutz “Factor: - " |
This magic system Is based on the ldea that an MU can mess up a
spell and that It can backfire causing Insanlrty, death, the wrong

effect, etc.

Several spell systems in the past have used this Idea

but most have used,a formula to figure out results. This system is
based somewhat Ioosely on Len Lafofka’s published In the Ffirst Dragon.
In thls system there Is one basic chart rol Jed with a D20 on a flat
curve(b55? _chance of any number 1-20).

Basic
Rolls
0
1-3
4-5
6-9

10-11
12-14
15-24
25+

REs"u Its Table

REsults

MU dies * . es)m " "
MU Is catatonic for 1-3 weeks

Violent Insanity for 1-6 rounds

Non-violent Insanity for 1-8 rounds; 25% chance spell -
backf ires ') "m t
Alds monsters or false read 1ng - -~Iit i
No effect or false readlng T, or- = Pl T

Spe 11 works . .
Spel 1 wprks with double effect Jidc¢: -; "4

Violent insanity means fhe MU physicairy "attacks the 15SiIOX

closest person; backtl,re means, the spell affects thq,.,-party Instead
of the "monsters; aids monsters means the spell hgs |an effect, d Ifferent
from the one Intede,d,,,- ,usua liy oppos Ite . Fot, example. If an MU »
throws Slee®, and rdi“‘s;10 or 11 the result Is a one round Haste”,M}

on the monsters.

: . . n . 4 it

, The rollL on this table Is. mod Ifled by level,anct the spell, for

every level

above the mbLnlmum, add +1 tp the dle">ol I. For dexterity

over 15, subtract one from prep time;" for dexterity under 6 _add J
one to prep time. , ,

Spell Table; Mod If Icat lons a few spells are listed her®)
Spell Mod 1fl cat lons Pr  TlIme Aid to Monsters S |
Detect Magic , .+1 0 None., ,

Ho 1d Porta l 0 0 NOne;.",:, , o:
Read Magic "+2 0 None T n -nn i
Read Lang +3 0 None
Protectn, Gd/Ev 11 0 R | Monsters attagk +1
Light +1 0 None
Charm Person 0 2 Monsters enrgged at caster
S leep -1 n 3 Haetes monsters 1 round -
Mgc Missile -1 1 Monsters +1 vs Missiles
Ventrlloqu 1sm 0 None . (2
Match EERRVAY: 0 Flro Reslstance I1-4 rounds
Musd e Spesm,""": 7 0 t2 to attack I round , .
N\
Phantasmal Fohces —lI w3 +2 to all monster saves.
Web = - " , 0- v x - =3 acts.as Oil of Sllpperlness
Detect‘Gd/Evl 1 0 | il Gives reverse effect |
Invis1bl 11ty 0. . T M None
- - N

. g - 0T N ) None
Hotd Person."L ° @ ---- N2 Haste 1-4 gguads
Fire Ball ‘ 3 t3 to all savés



This 1is ™ Y.eny :i,n.cop-l;rete list of spells. A Fu I IHIM-sFi"wotfl d'AF
take up four pages.. - However, it wou Id ibe simple enough to .draw ;Y-
complete list with the following guidelines: V. -f oC.F
--Non-offensive spells (such as detects, fly, read magic, etc.)
require little, preparation time and have 0 or p luis' mod4 fiers .
--Spells that affect one creature usually require a j7ied.tun_ Tljen"gth

~ _ of time to -prepare and have mod ifiers of; 0 or e
,,»——0oss ly destruct Ive spe Ils requ ire ai long prep” time and are- .
, I'mings X gg their mod ifiegrsh . .myv'
Fog .exan"p’Je, see t;he adyen+ures of Smucko the -Magic User.* "
Smucko and hgs Ffig.hter frle,gd mGgarge deci de-d one day to ;pop 1in on the
neighborhood Tfirst level and roust a few-ores. Smucko 1is a third a

leveler with a dexterity of 4, so it takes him an additibnal round
to prepare any spell. ;
At the entrance to the dungeon, Smucko and George realized that-

neither had brought torches or lanterps. It; was a three day trip "
back to town. Knowing that dt. i-snit: a good idea to go in without a
light; of some ,kind",,-Smucko p-repared a light spell. Since Smucko ia-

3rd level, and you only have to be first level to cast a light, this
meant that he is +2 to cast this, spell. TfTCLevel of MU - minimum level

to throw spell = bonuses to die rpl I). For a person of average dex”®

terity a light spell 1is iInstantaneous, but since”Smucko has a dexterity

of 4, 1t requires one melee round to throw. as
The die is rolled, and it comes up 13, adding the +3 (+2 because

of Smucko®s level p|us—+l for the spel |tself) Which means the

spell ~0Or kS . Nt

- . I~ ttje dupgepn they icome to a door that -won "t budge , so Smudko-
throws a Knogk spe li and ..goes violent ly insape for two melee round®s
(Knock 1is,ja.2pdleyp, 1l speM that is -1,. and*ke rolled a 5 which +
adjusts to 4.y After attacking George, who is In plate, with a mm ro
daqger for two rounds, Smucko recovers and throws a successful Knock

spell . . . . R - mm i Wk -~ " LI S i
Iisidp*the rpom age 3(:snaga -.ores ! George begins swing Ing, wh e

Smucko prep.ages ,A Nep.;. Four melee roun-ds-later, Smucko -Oiasts: .hks

Sleep and rolls"an "adjusted 11, which means that the ores are ha-Sted &

,JFor one jrel,ee”~round . >Du,ring this round, the iorcs slay George aed
Smucko casts th.of; flr'st :leve I spell which almost never backfires:*
feet don “t“fart” nre now7: [ I T- ? ;5
Copies of this system may be procured by sending 350 to me or
in exchange for 1interesting letters or wargami ng "fanz ines . My system
includes all spells up to 9th leve l. ; A
N 1tk _ .
Com ing next time: preptime for clerics...and a new combat
.system . . s =

A source fTox” dungeon scenarios and monsters no one"s mentioned as m *
yet to my. knowledge 1is the Peltuoidar world of Edgar Rice Burroughs”*
set in the center of the earth and peopled by several different---
species of/sentients and many ferocious predators. A new book has =*
redentXyt Gome out in this series™ not by Burroughs but by a D&Der. *°
"It"s HARAUS of .PELLUgiVAR by John Eric Holmes, Ace 51590, $1.

Mahars are sentient pteradactyloids Jlarger than man, deaf ~ but
communicating by radio waves (or hand signals with humans”™-etcrl: __
AC 3, 1-100 appear outs,i,de of lair, 50-500 in lair, human treasure.""
Basic type, iIs Znd levely\but can be any level. Or at least that"s "™
how 1 judge. tsYT\.] ""Maybe bJRic has his own opinioh\--Lee Gold(™"™ ™™ [ |



"PRIESTESSES OF

Priestesses of Diana are Neutral clerics,
servants of the Goddess of the Hunt.
Since they must live close to nature,
they may not use large amounts of material
of non-living origins; metallic armor
cannot be worn. They are allowed

leather armor and shields (if the latter
are of wood or hide). V.eapons allowed
are the traditional ones of the hunt -
bow and arrows, javelins, spears,

and knives.

REDUIHEMENTS; Wisdom is Prime Requis-
ate, but a Dexterity of at least 14

is also needed. All clerics of this
faith are virgin females. Locally

all are human, but this cleric type

would seem eminently suited to those
who allow elvish clerics.

SPECIAL ABILITIES: Over and above
her +1 missle bonus for dexterity, a
priestess is always -1 with bow and
spear, and also gets a roll on the
Swanson Abilities Magic-User table.
Diana, having little or no

abilities regarding the underworld, can
lend her clerics no power in this area.

Priestesses of Diana DO NOT TURN UNDEADi
They do, however, have certain abilities against animals resembling those
of Lawful clerics against Undead, as per the table below;

T=animals will not attack; C = animals will render service N=no e
T always involves 2D6, C only 1D6. Animals as per hit dice.

H.D. Acolyte Adept V. Priest Vicar Curate Bishop Lama Matriarch
Vi 7 T T C C C C C
1 9 7 T T C C C C
2 11 9 7 T T C C C
3 N 11 9 7 T T c C
4 N N 11 9 7 T T C
5 N N N 11 9 7 T T
6 N N N N 11 9 7 T
7 N N N N N 11 9 7
8 N N N N N N 11 9
9 N N N N N N N 11
10+ N N N N N N N N

Priestesses are always +2 on reaction dice to animals. NOTE: The table
does not apply to creatures on the monster table or to intelligent beings.



COMMAND has its limits.
(only 10% will not have a territory);

a priestess feeely.

nature. They may,

attract to her service 2D6
bowmen to defend her shrine.
from her selected patch of woodland is equal to 30 GP per

Animals with
MATRIARCHS do not build castles,

Animals will give service only within their territory
only wandering animals will accompany

families will not leave them.

as such would seperate them too far from
build defensible shrines.
rocs, 10D6 wolves, 108 lions,
Revenue (from hunting,

A matriarch will
and 10 x 3U6 long-

herbs, etc.)
inhabitant per

year. (Remember that forests are seldom densely populated).

SPELL USE differs considerably from that of Lawful clerics, as might be
expected. Spells go as follows;

1st level
Speak with Animals
Snake Charm
Detect Magic
Detect Good/Evil
Prot. Good/Evil
Light/Darkness

4th level
Remove Curse
Cure/Cause Disease
Insect Plague
Neutralize Poison
Create Water

Prot. Evil 10* radius

2nd level

Cure/Cause Light Wounds
Purify Food and Water

Bless/Curse
Find Traps & Snares
Hold Person
Silence, 157 radius

5th level
Dispell Good/Evil
Conjure Animals
Commune
Create Food
Cure Serious Wounds
(and Cause)

3rd level
Sticks to Snakes
Speak with Plants
Locate Object
Cont. Light/Darlwess
Prayer
Speak with Dead
Hold Animal

6th level
Find the Path
Thorn Barrier
Word of Recall
Speak with Monsters
Raise Dead/F.C.D.
Conjure Animals 11

Change Appearance* Quest
7th level
Gate Symbol
Raise Dead/Drop Dead Fully Restoration
Wind Walk Sign of Circe*
Astral Spell Control Weather(and Tide)"
Holy Word Aerial Servant

IMPORTANT; All spells with reversible action must be carried as seperaye
spells; one can Cause and Cure only if both are carried; the same applies
to Light/Darkness and such. Neutral Cures and Causes only do D6 of damage
or cure (2D6 Tfor Serious), there being no pluses involved. Dianist Cures
may be used on animals successfully.

SPELL NOTES; Dianist Find Traps is similar to that of Druids, and is only
useful 30% in dungeon adventuring.///Hold Animal is as per Druids.///Change
Appearance is a Dianist spell allowing the priestess to assume the outer
appearance of an animal. Roughly equal to Poly Self for MUs.///Conjure
Animals 11 is double-strength.///Thorn Barrier creates an impenetrable wall
of thorns between the thrower and her foes for 12 turns; those attempting
to pass through take 5-50 points of damage and are immobilized until the
barrier disappears.///Sign of Circe is a no-saving-throw Polymorph Others
spell useable once a day; target is transformed to an animal of roughly
equal size.///Being Goddess of the Moon, Diana has some control over tides.

OTHER Factors; EPs and hit dice as other clerics, as are saving throws
and fighting tables. They track like rangers outdoors, but at half that
indoors. Surprise only on a roll of 1 on D8 outdoors, 1 or 2 indoors.
Do not need to carry rations in the wilderness. The major Dianist
religious symbol is the crescent moon.
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One might also subtitle this "The Great Petal Throne Experiment Is Over."
It issues forth from the abode of Jeffrey May, Box 68, Liberty, Mo. 64068. It
is the 68th Hilltop Hermit Publication, and is dated 11-13-765 intended for the
17th issue of Alarums and Excursions.

~> my subtitle might indicate, 1%ve given up running Empire of the Petal
Throne. After 6 monthis of reading rules, working up background, and the like,
I ran 3 games which I found less than enjoyable. Part of the problem was that
things kept coming up | wasn"t ready for, even after 6 months. That and other
hassles left me so irritated and disappointed that 1 decided to give it up in
favor of D&D. 1 may go back to EPT someday, and 1 would still like to play Iit,
but as for running it, 1 don"t, know. Or rather, yes | do. How.

In spite of this, EPT has had an effect for the better on ray planned re-
opening of my DD setting. There are lots of good tidbits | can use, new slants
on things and the like. In particular, 1%ve been trying to work up background
for D& in the same manner as M.A.R.Barker does for Petal Thrones A coherent
history, an extensive geography, lots of detail on regions— a world, in other
words. Granted other D&Ders have already done this, it was EPT which inspired
me to do 1t. The world in my case is called Esurien (4 syllables) and is based
on the fantasy background 1 devised for ray stories back in the days when 1 was
going to set the world on fire with fantasy. By the time you all read this
Esurien will be play-ready, at least part of it will. In fact a part of this
issue will be the background sheet on history and the like I pass around for
revf players. Now for some comments.

I note that Lee Gold suggests A might go offset. This strikes me as a
good idea, largely because it would make the mailings mors manageable and would
help eliminate badly-reproed zines. For my part I am well-able to type offset
masters, though someone more knowledgeable than 1 would have to set the sizes
of the copy. /// Question, Leei Are those Gestetner 9-hole miraeo stencils?

There iIs some discussion of allowing a cleric to use edged weapons. Some-
where 1 have read that clerics couldn®t shod blood because this was somehow tied
in with the Biblical injunctions against drinking blood (Leviticus). Personally
and locally 1 hold that a cleric has a holy aura, and that shedding blood disrupts
this aura. This holds even for Chaotic clerics, except when performing a human
sacrifice. You others can run it any way you like, but I feel Clerics®™ inability
to use edged weapons is a pa,rt of their nature. As a result of this | don"t
think Clerics should have a spell involving a ""Blade Barrier” and 1 won"t allow
it. Put in its place Mace Barrier or Whirling Stones and 1°d buy it. One thing
more, though. 1 don"t like absolutes. Personally 1 feel a cleric confronted
by a situation in which the only weapons were edged and in which more than his
life were at stake would be absolved if he took up a swrord to fight. He would
Suffer from unfamiliarity with the weapon, of course, and there would probably
be a period of penance, too.

On the nature of Elves | lean more to those who consider them alooft and
mysterious and free of human desires. There might be ways of creating an elvish
irhore, but they wouldn®t be many. Surely even one enslaved or captured would
require constant watching to prevent suicide. OF course Chaotics would regard
such detached coolness as a favored target for despoiling, as did, 1 gather,
Jack the Slasher. One wonders whether the Elves in that neck of the woods will
put a price on his head or send a rescue party.



ESURIEN

Esurien is the 4th planet of 10 circling a G—type star in another universco
It is approximately 8,300 miles in diameter, but its mass is about the same as
Earth"So Esurien®s sun is larger and hotter than Earth"s, but due to its orbital
distance the planet®s climate is ocooler.. Esurien has 9 landmasses large enough
to be called continents, 4 large islands, and hundreds or thousands of smaller
ones» The ratio of land to water is about 5;80 Magic works (of course) and
science as we know it does not exist. The planet was evidently stocked via di-
mensional gates by the race knoTm as the Predecessors. The gates are able to
reach through both time and space, but Earth was a main source of life. However
theie are variant species unknown to us as well as those from some other irorld
entirely. Intelligent races include men, elves, dwarves, ores, gnomes, gcblins,
and a host of others. "

The level of culture on Esurien varies5 here and there stone tools are
used. In other areas life is comparable to early Is8th century Europe. General-
ly life is similar to Europe betireen 1300 and 1400 C.E. with some absence of
the worse features. Generally there are no plagues, for instance, as these are
stopped by the churches. Esurien is rich and famine js rare, but so is plenty.
certain areas are well-advanced, even by our standards. An Esurienan alchemist
-rould probably recognize a Periodic Table of Elements, though he would Tronder
uhich one was for mithril and why its makers had put some imaginary ones at
the bottom. Note that physics as we know it does not exist because electricity
will not flow in wires there. Knowledge was once much more advanced, but there
was a war,

About 1,000 yeers ago the then nations of Esurien fought a war. Legend
says that every nation in the world was involved and that the war lasted 50
-€ars. In the last stages, say the tales, superhuman magic was useds There ar .
~tories of oceans leaving their beds to do battle and of mountains rising into
Lhe sky to hurl cliffs onto hostile cities. At last the forces unleashed trig-
gered titanic earthquakes and all that goes with them. The warring nations
collapsed into a Dark Age which is only now beginning to lift. Very few records
survive of this age, and many secrets of the Great Age were lost, notably the

secret of the substance known as Clinging Fire.

The alignments of Esurien are those of Law, Neutrality, and Chaos, with a
forth "alignment' possible; that of Non-Alignm ent or true neutrality. A nonali“gnel
character ca,nnot use any aligned object. Exposure to alignments gives a chance
cL aligning one. The nonaligned are present everyi-rhere, of course. Most folk
won™t care to get involved in the 3-waj” struggle of Law, Neutrallty and Chaos.
Indeed, many are not even aware it is there.

There are various gods, powers, spirits, etc. throughout Esurien, each be-
:ng aligned or not as by Its rature. The lesser beings of this sort may be en-
countered, but gode as gods al most never are. The gods are bound by their
Covenant not to intervene directly in human afff.irs. Instead they will usually
act through human agency or by other means. However, it is not unknown for a
god to appear in disguise Just to look around.

The calendar is that of .arth, basically,. Currently it is the Year of tte
dorld of Men 4,982. The month wjll be determi’ied when play begins. The day is
24 hours long and time is usua |ly counted from sunrise or sunset (*'The 4th hour
of day” = 900 a.m. most place j). Esurien :ieppens to have 2 moons, a large
inner moon like earth®s and a 1jych smaller and more distant outer moon of in-
terest only to astrologers.
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At the top of page 2 were mentioned the Predecessors. They were the
non-human race which ruled Esurien until they vanished in a mysterious cata-
clysm 5p000 years ago. They were apparently responsible for populating Exurien®
it is known men, elves, and others lived on Esurien long before the Predecessor;-)
passed away» Apparently there was no friction between them, and the Predeces-
sors were unquestioned masters of the world. Their nature and fate are complete-
ly unlcnomm. Whatever took them left not even bones, if they had bones. Their
ruins are to be found here and there on Esurien and have a most eerie aspect.
They are fea,red as the abode of uneasy things and storehouses of unhuman scien-
ces and powers. There are countless stories of men who dared to enter and
vrere never seen again. Needless to say, wise men shun the ruins of the Prede-
cessors like the plague.

WH/I/HHERHBAHYE FRHABBBBBHAH A B AR HaHHHBH AR

As ever, comments on the above are welcome.

Critical Condition Rule (draft)

Recently there was comment about there being no gray area between life
and death iIn the game. At 1 h.p. you are alive, at 0, dead. There are no
deathbed vigils, waits to see if a friend will survive, etc. Well, it happens
I was working on such a rule when that came up, and here is a draft for Criti-
<;al Condition after an injurys

I assume a character can move and fight if he has only 1 h_p., because
that"s the way the h.d. can come out. If a character takes damage greater than
his hit points he may die, or he may linger in Critical Condition. If the cha-
racter goes to -3 to O hit points | check to see if he survived; 01 to 51 =
d.eath, 52-00 = life, barely. This roll is modified by level, -1 per level at-
tained, and by constitution (Con. 3-5? add 25 to required score? 6-8, add 10
9-12, add 07? 13}-15, subtract 10 from required score, l6-18, subtract 20.) Us-
ing percentile dice the character must roll higher than the number computed
to survive.

Assuming the character lives, what happens next? Well, he may die any-
how. Assume a critically hurt character lingers a minute or two at least (You
decide if you check for continued survival instantly or wait a few minutes,
game time.). To check continued survival, roll 3D6 and modify the result as
follows;

Constitution 3-5? -2 on final result, or Con. 6-8, -1, or Con. 9-12, O,
or Con. 13-15? +1? or Con. le-18, +2.

No help at all given, -3 on final result, or Unskilled help only (nho one
with any healing skill present), 10, or semi-skilled help (higher-level m.u.
or priest w/o healing powers), +1, or physician-skilled character present (in
rey gane characters roll for their skill, aa in Petal Throne), +30

IT applied, Cure Light Wounds gives J on die roll to be made. No h.p.
are restored If character is Critical. Qi;-e Serious Wounds gives +3 but also
restores no hit points iIf charactei* is CriTical.

Once the modifiers are known (Only c+e modifier for Constitution and only
X for Help Available are applied.), roll Lhe 3D6s A score of 3-8 indicates
character dies anyhow. 9-13 (sic) indicates character continues Cpitical. A
roll of 14-18 indica.tes character ii"jproe;?. and is no longer critical. He is
then considered to have O hit points*, and must be healed normally. Generally 1



would check every 12 hours or so, to see If a character"s condition changed..
Oh, one more modifier: |If character is moved while critical, -1 on next check
for improvements These rules are admittedly biased against the character,

but 1 feel they®"re more generous than the current system of killing him dead
the moment he drops to O h.p. Under this system, incidentally, a hit by a
life-draining undead drops the victim to Critical Condition If his level is
low enough that he is dropped to 0 life levels.

I thinlc that the computations are simple enough for this to be used with-
out slowing down the game, esp. if a calculator is available to the DM. 1
will be trying this out to see if it actually works, and as ever, comments
are welcome.

Locally over the,last few months some of us have been exploring one of
Jeff ¥. Key"s theme dungeons, this one being Sarnax®™ Tomb. That adventure con-
cluded about 6 weeks ago and since then Jeff has been getting ready an adventure
based on that outline called "The Palace of the Vampire Queen' that somebody
peddles. 1 understand it has been much modified by Jeff, but the theme iIs the
same: The Queen was shipirrecked and drowned, but returned as a vampire. Now
she and her minions are spreading a reign of terror over the province of Raleigh.
Into this mess rode a fearless band of adventurers, to wits Furd the
Unquenchable (Fighter 3rd) (me), Clara (M.U. of unstated, high level) (Mary Ann
Key), Frost (Elven F.M & maybe M_U., 1st) (Diana Bailey), Temujin the Gross,
the dirtiest Mongol this side of the Urals (FM 1st) (Bill Pesselmeyer), and
a FM 1st and 2 Clerics 2nd and 1st run by Steve Burton, Robert Bailey, and
Steve"s wife (whose name 1 didn*"t catch). Yes, | wrote it right. This crew
proposes to clean out a vampire®s lair. Do wish us luck. If Friday night
was anything to go by, we"ll need it. -

Friday we made our way from the capitol to the capitol of Raleigh and
got directions to the spot where the Vampire Queen®s castle was reputed to be.
"ter several hours®™ travel through a desolate forest we found it in a cave,
all underground. ¥e ventured in, and took the first left. About 20 feet along
ghe hall was a door on the left & another on the right. Left again, into a 5°
corridor with a door at its end. In we went and found 4 goblins. Furd piled
in while the 2 behind him looked for boxfshots. It was not Furd®s night. In
6 melee rounds he failed to even hit the goblin he attacked. All 3 goblins with
bows hit him. The other 3 were dispatched while Purd strove to even hit his.
Finally Furd®s goblin slipped past his shield and Into a secret door on Furd®s
left. Furd"s rage cooled just in time tc keep him from tearing afier it, or
rather his wisdom reasserted itself. ¥e checked the room (about 12 s.p. on
the goblins) and went down the s3cret passage. ¥e caught the goblin and 2 bud-
dies in an armory 12 x 15» Furd went for the one he"d fought earlier and
finally managed to hit him. The goblin wasn®"t killed. About the only thing
that could have made Furd®"s day worse was for him to get aifay again. However
on the next round Furd finally put hin* away. His highest combat score all
night was a 14- Did | mention®"Fu:-d is +1 to hit because of strength and has
a +1 sword, too?

None of the weapons in the room were special. ¥e found a chest full of
coppers. The expedition was ne"arl./ disrupted when B"rost called Furd a moron.
Furd was smarting over his perfor nance and itching for something to take it
out on. If it hadn"t been 11.:00 & night and we getting reader to stop | would
have let Furd loose. As it.was, he swallowed it, which is un-Furd-like. ¥e
were nearly trapped at the door, where w j found a magical barrier that would
not yield to Clara. ¥e were yanked out oy a Dimension Door with the alarm
ringing in our ears. ¥e got about is me .l silver pieces as we did hit points
on the party.
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hopefully a coherent essay written by ' ; j
Bill Paley, 530,1;Amestoy Ave., Epcino, CA 91316 (213). 789-0878
,J oot

N oicn 1 «<l1ffrm :© . |

For some time, among my friends, to add ,to tbe.iplay of the game,
we have gjvepjpur players quests (for example, Eowyr wants to be a
paladip, apd's|”e pas a Charisma p.A. 16; she seraches for "years" and.,
finally in Tzganobli's Jungle Castle (Steve Langley’s).she finds a
scrp,l,I that, cal Is in Baldur According to the rules given in G,D,&H
. (™, Supp,j IV gains <char isrpa.) This is unfortunate , sinee to rea-ily
cause.'t.he characters :to reagt”" it .is necessary to gu jde them. What
fun fs J+ to merely go >1lpto endless nev/por+ionsof a dungeon? A~The
inte.rest. ljes :ih"haVing ,a real, reason to istake itife and |Ilimb inside a
.dungeon.,:.y . . [ , n
) For examp le; Gringsnopt, N FM 3rd> is traveling along a road
with _ih!s page Rapp (N FI), his girlfriendjTtna (N, MUi) and a cleric
he metf on the way. Rebbe Moisel, (L C2). , o0, :

At the first np they come to, finti rumors of wild tribes

gathering to the norths rumors of a nearbyvdragop running amok, rumors
of.,a strike of diamonds in the nearby mounta in range, rumors that the

Earl of Someplace is looking for MUs. Gringsnort as part leader will
choose to act on these rumors. BUT IT'S UP TQ,THE DUNGEON MASTER TO
PICK AT LEAST ONE RUMQR-,THAT, THE CHARACTER I8uCERTA INLY )GOING TO
FOLLQVI*".ACCORDANG TO ..HLS PERSONALITY.; , ,i Mr,;

..Tpus, ,the DM Leads the plLayep.-on iDMIng }s ,not;bui lding a v =
fortress Iro be defendf-d against the”vencroachmept of players. It is i
an art ip ,whig,h-., ttie. ,DM,takes ja ipart ia L(. hand in.;;the creation and culti-
vation-.of characters,* This allows the ,player a wider var lety ,of i’
possible occurences (to his character) to aid in his building of a

background. , ) ;
ro ml, This does no,t mean that the DM shoeld, be easy on the <character>-

but "Adversity builds character"” (Pardon the pun). The harder it Is on
~N.character,, the more ihe/she learpis .and the better he/she will react.
n ,The point :1s, it ,Is OK for a p.lya.er to give his character' <certain
goals, but sometimes s'uch goals fa 11->to the ways lde as other r'.goals
present themse lves.. .[lhe ,rea I;,fun. Lies In giving the players "duties'*!
ar,T,quests that interest them and dead them to further goals. - .
—+1ralnii i 1A m; n : y s or:;r ;te, N
COMMEN LS J . : , . N ' , , T e, , ..H!
Lee Gold: l’v.e noted some;.ed/itor lal deletions pt my ramb ling \%i
Thanks! I hope that 1’1l always have someone to help me be readable.
Platinum Dragon: You could have at Ileast credited the author
(Gilbert Ralston) for the script you parodied.
__Self: ,..Rereading those entries I wrote last month was boring!
Must do something about this.
l,eJ d.,.jJAv.,R;bP l a.nx Gee, I'd really be comp limented vit someone..-
calMd DM. . n
~ Denfd;,ap.pe.;,M;"l,nsulvta a not criticism, at least not constructive.
cr i.tAypI*Sm V.That Ahows rSbme degree.of. into lerance . 0'<
MOCIAPURAAAA AppU~r'Ldn’t reach you dialing JOGALOT. I"Try putting”
the San Francisco area code in front of it.--LG"} . -
NQW .~Acth.a+ you have, my attent lon, ,I find
soome Q.f~.your.puggeptjons useful and.jyour monsters ep torful. Ypup com-
mont a.py,..,pn ..ttho- other,. hand, seems, li.ke childish rant Ings . ldeas are.y-.

brought wup in AAE to spark ideas in the minds of other DMs, to make

their dungeons.mprev*4nfi®nP;?;ti'og for-, others. mIf they want:jto -bring in
"gross" characters, artif”~ts, or whatever, it is not up to you or me
to scream to the heavens. If you don’t trust It, say so. If you feel



something would be OK if it We?feWMCk-tferTe<), then tone it down. DON'T
HOWL INSULTS; they merely cause geher”t 'bad Vvfbfe'stP-~do'h 't have
monsters’ ; (1 j>heS0 'pet ohai;;g=>(3fsrs. TvlLove'setting'up -hew '
to tost their ingeuity.//Also "loose" vs "sKkill s too general can
it be loosely skillful? Or skillfully loose?" Rhetoric is not
togicatViand does--not sifiiut™'terthe ~sea,f Wor TdVdsi'Sfi* . T s
' f=E-SrL 'Baker Don 'mt vget TTieewhoAg. <l di dh'AtYSay |1 ;di slii ked =B;l ack-
moor iwhen 1 went”~do'wn .i.i;t 'Said:t 'was shocKsd at Some o:f ttie thi ngs
that wSnt "on; . .when'i W&sn~dvSriooZ'l ngr 'V i/
Ax Oiviany "Wor Ids: A. Whoops-j they i'1®f t va?Adwaht mbody ’beh ind ahd 'Stopped v
sedrchling foP- aV¥lost fl ghteri’ vTinda fl (eft«f hd eidungeon, | 1vel, but not
the genera |l area. yA'bout vpoor'vcomnfunlcatfon .//Wr itO me'va Metton! A&E
is Only?Si ightly slower thanvthe US MalP. "By the way, hcertainly
didp't expect the Blackmodr \Il frtietT? it wasn't the dungeon it-
self but Areneson's lack of enthusiasm with the people outside his own
groiip (the'>l eaders of ..tNe party and the "Pa ladin" for instance). PS;
If'iyou’re a-firald to give out your age, are you busy Saturday night?
Ken Pick: By the time you get this issue we may hajve already
managed to play.’ Fullerton, huh? I must have seemed especially crazy
?t;n what communications we've hadAv -Your cover iseasily the finest m
Illide seen. More, more. (Mommy,-Tliiwant to be | 1luStrl ouS when
lip.). . n M s = “~0C. Vo
Self': Gut, the puhs. A . [-
IWAOITNHc jl2: Right on! Oa'ttipf the mouths of babeS
Any and alf ' Sinee i've been''study ing a mess of Bio iedufse's®;-"
related to ecological adaptat lons of organisms., 1've been cur idils
about the ibglc =ecologically of many O D creatures, (espec'fa 11yiwfv"
the/pages of .A&E). What.are some Of their standa’rd vprey types .t'le V'

Anything is'vhot true; a itOh will not prey on a tigerp' it hg justoriotv
his type of fbod!.'"~" vir m T "B+ b vxK'ni. 'uooo ‘'ldii/fibg
This can be important to a party I'm afraid ofhat ‘even "a'l T'fhme'ht

"Hungry"* has desl-res"for victertain "Wen< ry-fype" treasures:ob(egSCnce of

mioAhte tope) .V v+Ti  -o0i-irn; -.0V;.. -Bii;,— BIlii" yti;¥®gVbAtil4

.to ..;Shades' of ccommerlida lisr di"Your Bafrbg vwTl-fn|joVe>"the"tas'te \pfl ba'Ppo. "
" Also t'hei rvwea'ports"make one vor twoo”~rby typds op't liifdi cfioF'-f hem.

Or In other’words, aioheetah+chases *-ante I6pes*V‘(inatuff'al -tfSstdpdteethp!"

claws),- while:a Ql Ldh ©ftadks viarger herbivo'res-' CdoubPe *datflage atid a

secret strike)’;} “siherefore"” Soirie rtvonsters’ maf'cHoo8e'“tb dha'fge’tthe *mbh

in metal instinctively, while others would go for the mules--elimirat-
ing random attacks. Does this make sense, or are you all bored? *°'
We 1pp 'i'f "you Vre ')go Trig ifo- -he thatfylaytaboat it, then *' v >
.0idrl-;vd om qic.r! ot ijncvrsce fd avv- f
‘foni L' bo* O V'SEARGHIpfGHT OFF!
aB
0.
Aatuatly™the 1idea "of predator™s with some isense: of ppeferenoe \iIs a
stimulating one. /e would have breeds of WOlveP that instinctively

attdek magic users or sabre-rtooth lions that prefer gnomes/dwarves.
Only something very unintelligent would ever go after a Mule though”

Mwte"s3 1t was also Ifast enough to tear off a"chunk and get away before
the party zapped it. " b m_m™ N > ‘ :

Most®™ predatorsyprefer herbiooresi”and .omnivores an.d very seldom
attack "other pré&dbatars. " Unfortunately for Kziw player™ -charactersj Im
doubt ifmthey*"d nbtWsCr the difference- in amstrange“b"reature until

att”™ they™: i1 kitldviey, "L~ J bsva- Tt t - .
En "hav™fifle/r “"comment®"s-this Xihove) next"""issue.
VT —t qT-iv l= . _.Nree Gold." va , WA

Al g T - Waysy il » ~yov = .BMovf-yn _



THE WORD FROM S000 FEET
by Eric C. Baines, 1485 Bent(-)frlw_- #34, I1daho Falls, ID 83401
» O~
H:] .jg -
Mag Ic: em;

an

Maglc“ts the drawing of power from source, cal led Fortas, using
the authority of the language of magic, Tork. A magic-user draws”™hls
power based on his skill, wlll-powerand knowledge of Tork. A cleric
obtains hlipCwer through his god. Gods obtain their pow™r as magic-
users"''but the Ir greater wlll-power glves them greater power,

Magic Operates Ih one basic pattdth: 1) drawing the power from
Fortas,, ;™) shaping the gdWer "Into the desired forrn, and 3) dlrect 1ng
the power. Magic-bsers can use their power In speTls or maklng,mag lcal
Itgins. Clerics are limited to spells wlth”’gods prov IdIng the magic

Item"s (when needed)'. nEos C I i "1 K
, Spe lls.are the, slmp lest and safest iise of mag 1c;v The 11ml 11ng
factor for"cast Ing spells Is will-power and constitution. For magic-

users, 1ntelllgence determines the effective learning of spells. For
clerics, wisdom of their god gives them more effective spelis.

Spells are (designed to use only Tork and the will of the Individual to
draw ppWer from fortas.. The ma3br factor 6Ff a successful” spell is that
the connection from pur world *to that of- Fortas Is fori as short a 1llme
as posslble. = -~ ~ == - "M . el B

The construction of magic Items tends to be more difficult than
spells,. Making them requires so much power that a connection between
our world and that “of Fbrtus must be ug for fTrom"ra feWi’m* nuteeiito
several hours. ,

Fortas Is"Ilhhab Ited by beings of destruction called® Hunks. They
will attempt to attack™ja"nd"’destroy anyone drawing power from Fortas,.
(Spells are deslgned to be of too abort a time period forVthe Hunk§ >
to attack.) the Hunks can be fatrly easlly defended aga lhst”™ <but vittiey
come In magy different types and streegths. Each different form qt -[
Hunk requirea a spec ITIb tlefense that must b® mad"e Immediately.

Thus*\in the maklgg of a magic Item, mOst*"of the time is spent jog
preparing defensive meaSutes. (Cast Ity the spel Is to make the ItemtH
takes no more thap ?4"hours and the preparation of the constructive
spells need be,; n.0"mbreVthan a month®"s work for a wizard even for the",
most difflcu it Item™V)

Wizards can prepare a written record of"the required procedures
as a part of making the magic Items. The addlllonal strain.of keeping
records gives the wizard a possibility of failure: (chance of fTailure
=5 X (29 - Constitution - level)). Fa llure results In instant death
unless some god Interevenes. With a record, a wizard can make the;mggic
Item with a considerable savings iIn 11mei"-Lower level mag 1c*user;Sv, can
also use the written record, but they have a probability of fTailure;
(3% chance of failure for each level below that of wizard).

REcors of magic Item manufacture are very rare, as only the higher
level wizards make thfew® and they geherally keep them for themselves.
(The making of magic Ttems by magic-users®™ lowerthan wizard Is dls-
couraged as the gods tend to rig the odds if they need someohe to go

on a quest for them.) ja
Note: This information Is Intended for use as background to he|p
In the development of dungeon or wllderness adventures LI mitat lon, on

player use of these Ildeas should be done, so the dunge.on-masterciCan
retain control of the game. The last sentence 1is the basis for my
next story of Cyril®"s adventures.



Comments

Glenn Blacow: A man with a dagger who knows how to twist 1it.

Well, onto the verbal battle. Cyril 1is related to Lord ERic in tha"
he Is a descendent of Davis the Tall (one of Eric®s elder brothers)
and thus will tnherit the position of REgent of the North Land. ....

B9ca,Qse,Qf. this,, ,Eric 1is personally Interested that Cyr il advance t
a |I"tgH I'ifye | before he takes on the post of Regent. (Eric Is about
a:t'h9usand YeanS:0ld, when my story takes place.)

b,ord ERic alsO:has two wizards, Zar a ~an, who work for him .at
no charge as he rescue*d them from ten years :Offth?pr-l1sonment. Thus a
fi.rvball wand costs ERic only 100 .,GP/cha"rge Cft?esur?ailZy/ Zan and
Zqr™wJiBn “imyxtsoned got room and kpccrd; presumabiy. #1Jiey ‘r.e getting”
Ab "mp). --What benefiio does Eric give them id make them feel they
""improved their .position?--LG~] I n

Although ERic is a paladin, a® one time he was "white wash ing 1Ye
True.Catholiccathedral all by himself as a penance Tfor greed"\on a
weekly basis. This stopped when Lord kr c".s donations to the c"hurch
became so large that the church ,would be bankrapt If Eriqgq stopped.*
making the contributions. " "

As to the MU , the party met: Fl1lrst the party .was in a three
fjOot corr idor. Thus the MU onUy saw Iris, who was in, the, lead. .
Second , heyshou Id have been -ug®,ng the ring, but I didn*t think of it,I
at the time. (If 1 had, 1 would have rerolled for a “less powerful,

item. ) , , = L . - . , "y

6 YEu 845 M3 $Hy3 5 E3M,</5y3il)EM3<|)Ey3<|>Ey3<}>?v>3<I»Ey3<t)Ey3<t>E,3y 4Ey 3 ?y 3 Ey.3],

A previously unmnntioned source for D&D ideas is THE J.ST. SO STORIES
Eudyav4 Mplihg. |If possibles try to get a copy with Kipling’ illus-
trgiiops andlnotesh How else would you know that the name of the man
with "Infiniid-"30uroe-and-sagaoity” is Mr. Henry Albert Bivveh

"THE J°USJT .SO--STORIES are particu~Larly useful”™ 1 thinks for new DMs
who arenfi quixrvi sure how to assume their Godlike status. Read the
story -of the ckmel fqr what to do with a PLawful.” who says ™umph” to
Paladins. _."Read the story of the Kangdreb to learn what to do for
somgone.iwho wdnts to be "different from all other[e].... ... .popular
and*wonderfully run after...." And read the story of "The Crab that
Played with the Sea"™ to learn how to hold your own with domineering

playspsand keep them happy at the same time.
Possible Treasures:

O'c'atljn%ouflage 'paint“f‘gr forests”™ etc, 1
~_ Poiidti of Prehensile Nose development.
" "wWhado.-bone of Mytton for Charm Animals /

Ring...Solomon, - -

. -1 _Several ..dther.of Kipling’s books are also useful mines for
DiD*. f idok in Puakiof Rook’ Hill for some interesting hints on the
uses [of Oak”™ Ash and. Thorn leaves... and also to find why some of us
don"t.let Magic Users use Ferrous armor.

m Its seguet is REWARDS AND FAIRIES, I recommend "Cold lron" as

a study of the Pgogle of the Hills and "the Knife and the Naked Chalk"
AJor hints as to how.,.to.,tPoat a fighter seeking a far better than
average weapon. ,

1 --Lee Gold [ ]
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TUESDAY MORNING REPORT #5, a D&D apazine for Alarums and Excursions
as done by Steve Perrin, 3901 Canon Awve.;, Oakland, CA 94602:.",

THE"MYSTie o FO AN IV A VAR i n
A few months ago, 1 met a gent leman named Dave Yepp, who™Is part
of a group of gamers who play D& In my rpe lghborhopd (1.e.j.Oakland),
He gave me the Tfollowing specs for a character type he came up ,
with, bas6Ld on the super-swordsman In the Chinese sword gllcks. ,\

He played his lead character of the type (who 1 understand has
since been scragged) In one of my dungeons, and the character
proved extremely powerful, which was the only thing which kept .the
group from being wiped out on at loast® onp occasion. 1>

Once 1 saw the specs, | decided that here was a truly gross”.Char-
acter, which 1Is a Judgment 1,almost never make. Yet, 1in a universe
which admits to the existence of Monks, Rangers, Paladins, etc.,
;can a Mystic be too much? The; fol lowing is a word-for-word repeat
of what Dave gave me. After each category, my comments will appear
In what I hope will be different typeface (sorry about that, Lee)
with what 1 think should be done Mo bring the character back to

real Ity (@) .

PRIME REQUISITES:

Strength: 15+ Intelligence: 9+ Wisdom: 9+
Constitution: 15+ Dexterity: 15: Charisma: 9"
This was given to me before the Ildea of Psychics was brought ogt.
Because of the spell -use abilities of this type, 1 would Say that
If a pslonlc type, a Mystic gains the problems of both psionic
mages and psionic flghters.--SP

STATISTICS Open Thief Spells

Level HD(8) Ex. Pts Hand Dmg AC Level 12 3 U5 6

1 1+1 -— 1-U 7 1 1 e
2 2+2 2 5K 1-It 7 2 2 :
3 3+3 5K 1-6 6 3 3

U U-Jt ~-10 K 1-6 6 It k

5 6 20 K 1-8 5 5 L

6 7+2 35K 1-8 5 6 k .
7 8+ It 65K 1-10 k 7 k ‘
8 9+6 120K 1-10 k 8 k |
9 11 200K 1-12 3 9 h 1 Q
10 11+2 360k 1-12 3 10 k 2

11 ii+it USOK 2-16 2 10 k 3

12 11+6 600K 2-16 2 11 U u il

13 12 720KN+2-20 1 11 5 -2

U 12+2 8UOK 2-20 1 12 5 kE 3

15 124t 960K 2-20 0 12 5 ki Kk 0s
16 12+6 HOOK 3-2U 0 13 5 55

I™w 13 1250K 3-2 it -1 13 6 55

18 13+2  1ItO0K  3-30 -1 WU 6 6

19 > 13+Kk [1550K 3730 1 -2 it 7 6,6

20 13+6 1700K 3-30 -2 1 7 777

21+ +2@ +200K@ 1t-U0 max -3 Ih 8 8 77 7

%g Hit Dice 1 feel elther. ;thls 1layou
D6 Instead of D8 and cut oft about 9th Ileve]--or g Mystic should

get no more-dice than a regular fighter,-with whatever bonuses his
normally high constitution would give him.



™ Jut

2) bBee'rYeee;:-." 1 see no problem. They are based oh M™ge®"p 0o
which seems fair considering tlie Speii Use, until hitting in
range where Tfighters need more points; then It sv,"itches,
seems only reasonable. {S"thoe this type is double-threat I
it-should™he Fighter plus mage EP for d lePel.--LGH]
3) OPeh iJand Damage: at 21st level, a Mystic en " Lilt "as hard a
Monk at i6th level. However, he has actua ly earhed I|4;ss po il "
1900Kaws. 2500 ;K. I fedl that the Mystic should sfop "at 3-30, "not »
4-40.e Also, it is not statdti In Dawfd’S WEsuriipdion, but 1 asSawfle.
that a Mystic ~does not get multiple attacks IMke™a tionk, Wwhich does
make the damage tftore” reasonab le . " e ‘0
4) Armor Class; it Is obvious by the description that a Mystlc
can only wear leather. Again, the 16th level Monk and the 2Ist
(<eelb Myst icvHave the same armor class. 1 don ’f "think 1 weujd let a
Mystic get past ahmor Glass®™ 2, plus whatever extra hig dgolterity .
might give him. | i N _n .
5 Thref Level: H*-teel that the Mystic should progress on a Sjtra.i.git
two: tor one. proigres”™ion throughout: i.e"." ist 1ieyel Mystic thjeves

r Ilkkea 1st ievet"th Kef, 3¥d Ilevetd M/stic “idve a Tf2,; SAh' VL

" et¢o mwith the cutoff being T"iOth level, not Mth a’\"'i'sMrlpiied by the

' Heser'iption. SR _
6) SpeIIS' The spell progression 1is fine, but 1 ha
which spells belong Where 1 get to thait under - SCIf'ipt ion

spe Ms. --SP [

p £:il

LEA-PI1IIG ABILTTIBS*™ ml -0 .j(_f.
I- 5fLéve:i can  1O0+i"p br down - and’10 " acrosh ~ DO 1 e

0-10 wl : : 15°F - A me - . 0T
- 15 20" _ 2 - -mr. ir oi

o . 28. . RUITRITITO
21+ - am \G" . § . il (.-.)SR -£- 3‘:
Sound: good to me -SP : ] N I

SELF HEALING i .

I- 5 level chgal® up to points damage once, per ;K; holire

6-10 - * f 6points damage , L

li- 15 mm - k —8points “damage "3

16-18 L "1G points damage C )

19-20 n 12 points damage i i

2H- r * r Tl points damage

This ability to cufeiwounds can be done in combat So that th"6 cbar=
acter may have a dyihg last stroke. Character must b~ alive™;to cure

himself.__ \ " - " r S r
1 will go along with this with the prov f soythat, pnder,upb Speljl

Point System each point 6f;"cure "will cost onfe.po int",r-SP * o7

7r
THIEVING ABILITIES; " =B & :

Onen locks. Remove;Traps, Hove with Greai Stealth, Hide in.shadows?

and O.imb Wwalls. vy - " ) 3 )
Obviously, like niiy-Ba"rbar ians and Dorsai Mystics dp not train in
Picking Pockets-+SP " = r +XS
WEAPON USE N
Mys tics ™"hke -ibe "ability-to trbhsmit "6peri hand damage”™ to Weapons ,
Damage plus half open hand®*damage to missile Tfire ., -t o
; ~“Damagen.plus mfua.l “gperii band d e t;bfprimary _wCapbin, . -
amagen-p e bant e uia W P g VPP g -0n



Sorry, | can"t go along with this. Howe™yer, how about half
damage y/Ith primary weapon--and If a missile hits with 4 more than It
needs to strike, 1t"s a criitical hit on my critical hit chart?--SPi"

Only one primary weapon may be used, although knives and darts
may be carried. Two swords or two axes may be considered one primary
weapon, but they must be the type usable in one hand. IT a longboyri
Is used, It may be used as a quarterstaff in melee_; If a spear is75
used;, It may have, any type of weapon head (sword, axe,-etc. ) on aetcl
or both ends > T

Mystics may use magical weapons and protective devices, but no
magic weapon (like Tfireball wands, necklace of missiles, sphere Of> j»
annihilation). 1 |

Actually, |1 cannot see why he cannot use a Necklace of Missiles
though probably not Javelins of Lightning. However, 1°d say that a
GJnd.ie of Giant Strength would turn hith into a regular fighter, as
wo*jJ;d any kind of gaunt lets.--SP -

MISSILE FIRE , ,
Dodges missiles like a monk. Seems reasonable.--SP
ITjiPexterity isi IT, 1-3 arrows, knives or darts may be thrown. nn-*
IT Dexterity is; 18, 1-3 arrows, knives®" or darts may be thrown.
I assume "s, thrown, not shot.--SP | .

r,
SPELLS
Spells usable by a Mystic are cast on him alone. Unilik"eiother magical
spells , these are not all cast with a wave of the hand and-"theo speak-"
ing of incantations. Unless noted (*), the spell is placed on the
Mystic without a magical gesture.

I have my own ideas as to where certain of the spells should ja
come In the list, so- those which have a number in:parenthesis after
them like so (2) show the level 1 think the spell should be at. Those
with an x iIn parenthesis like so (X) are ones irdon"t th.inki,fhe 1

Mystic should be able to use.--SP ij W& too ;
First level /7~ o ot:. A . 1yt
Detect Magic*(2) : Sound Amplification Super Match,*(2)
Light"*(2) ot,3: Detect Food and Water* Telescope (2)
Match* Purify Food and WatBr*(2) Ventriloquism
Read, a Languages (X) Detect Life*(2) > [ 03 one
Read Magic (x) Detect Poison* . e J -
Second Level
Create, Sound* Extinguish Fire*(small) Detect Invisible Q)
Continual Light*(3) Measure Distance (1) ESP (3" ohf —-r o
Flash*> j , , Freeze Water*(3) Measure Volume
Pyrotechnics *(3) wind (3) " "Detect, Disease* Ji
Gliding* Levitate*(3) Invisibllity*:f3) 1A
T - =, mAJ". -
Third Level — vio -m*iorT -
Clairaudience (L) Clairvoyance (@) Det. Clairuadience
Det. Clairvoyance Detect Orientation @p Detect Teleport >JA a
Fily*"( i):m 3 r Haste (L) ; " . after 1(2)/ W
Infravision -(2)f = Light Beam* | Magic! Mouth*, 1A i
Mirror !llmage* _  Rope, ,Trick* - Slow (U) j 1mn "3
Water Breathingo;;..i Whirlvind*(k) . 1,0 Wizard Light* (IY);
Cure Disease*(U), Tame Animals i o 7i Walk on Water e

Empathic Cure*



Fourth Level

INctl Resistance (3) Poison-Resistandei (3) Speed = t
Coblcl REsi®"tance (3) * m Gaseous Form* - Telepathy (G)
Firé Resifetance (3) "T" Sticks to Snakes*(5) Wizard Eye (5)
Lightning Resistance f3) Polymorph Self* X-ray Vision*

NEUTRALIZE Poison*

y-i- -
Effth; Level

Detect Janining (@) Dragon Control* Locate Person

Enehgy ResistanceU) Speak mwith Dead* Telekinesis* (6)
Teleport*(6) Vortex (6)

Sixth Level <’

Acid Protection (5) Animate Object* Anti-Magic Shell* :
Astral Eye* Cold Prtection () Indetectability*

Fire Protection Impact Resistance (Mind Blank? ) = xm
Poison Protection“() Lower Water* Lightning ProtGction (5)
Projected Image* Legend Lore* Protection from Magic
Repulsion* Missiles (@)

I took out Read Languages and Read Magic, because those are also
Thief abilities and thought they were more aplicabl.e through that
channel " . I also notice that Protection from Normad M ssﬂes is notj ;
on the list. It should probably be at. the third: l,dwel. |

A Mystic ~as none of a Monk"s abilities with Saving Throws,. -
would assume t his fight 1irg abilities and saving throws are those
of fighters. -

I am sending a copy of this article to Dave. I wonder what his
-reaction wi Il be?--SP

ALL THE WORLDS® MONSTBRS ~ i w :

" We are currently shooting to hhve ithis out for Dundracon LI. _
"Mbwever, the more yoUu* out there ta*ke th™" code sheet |1 put through the
last mailing, make lots of xeroxes- and send them to me, the “faster,
we can get It out. If we have to take -monsters from the pages of: A&R
and they don"t have some of the information we need on the form, we
will fake I1t. A vital piece of info on your monsters may be altered.

ALsoy™"it tyou pbject to your monsters appear ing "in the book, let
us know nowk i1t don"t want to have to :tear; up code sheets 1°ve alrea-
dy filled in. " V-1 :

Anyone wanting more coples of ,*tte lotficial code shestfeSi may order
them from me. Send a SASE (one starop/ufour sheet wanted; make sure .
the envelope will hold the number you want) and I*M send you the

forms. tU-s.
Thank you, Cary Marti n, the first to use; :ithe code sheet arid} send

us some monsters. f-m y C / Ay .
To" clarify a couple of items wh ichwdo not seem to have been

clear oh"-the sheet: TYPE refers to "Undead "Dragon Typ;e, :".etc”i

FOUND IN refers to Desert, Ruins, etc. Also your name belongs inr”
the CREATOR slot, as you are the one to translate the monster into
D&D terms. Give any literary credit in the DESCRIPTION narratiy e it

WE ALL-KNOW WHAT WE ARE DOING: - N -

We "ve discovered lately that even people..Siuch as Steve Henderson,
Clint Bi~glestone. and 1, who play together -5 who le lot, are not "
Interpret Ing (rules the same way. We are now :MOrking on a major
Interpretation Manual Tfor our way of playIng ik Who knows™; |f it )

proves gulLte different from whqgt can be itrold of the basic Gygax
determinations, maybe we"ll publishour own game....
Next 1issue: Spell Singers (my revision of Siemon®s Bard).
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MEMO TO E. GARY 6YGAX

MEMO TO E. BARY GYGAX

Thanks for your comment on my alignment discussion.
First of all, feel free to address me in the first person.
Secondly, we all got a chuckle over your thinking my
matching good/lawful and chaotic/evil was strange. You
admit in an article fo Strategic Review that you originally
matched them; and 1 know of no one in Southern
California who splits morality and alignment as you do.
But there's about to be one.

Right after | pubbed that last zine | started Moorcock's
Elric series. | suddenly realized that the alignment/moral-
ity split could result in enjoyable complexity rather than
ethical confusion. Naturally, my scientist-bent took over
and | began exploring the possibilities.

After | worked out my version of alignment perpen-
dicular to morality, 1sought out your version. Fortunately,
Steve and Sandy (Mclntosh) had a copy of the February
1976 Strategic Review. To my amazement, we were over
50% in agreement. Perhaps even more, but | leave open
ghe possibility that you may not see concurrence where |

0.

In the next section | define and describe what | see as
the most self-consistent alignment/morality coordinate
system, define extremities and personify them, and give
examples. Following that, | compare and contrast your
proposed graph with my thesis.

| noted your statement that you wanted to "skip it," so
do not feel compelled to reply, though | am certainly
interested in your analysis.

I do not know if | have conveyed it in previous
publications, but | have considerabl respect for your
gamesmanship. Inundated with all the wvariants of
Southern California, | have plowed through to become a
die-hard Gygaxian on magic-use, and tend to be
fundamentalist towards the Seven Testaments. You
implied that you have not fully hardened in that Strategic
Review, at least concerning this question; as for me, my
total reversal on this alignment question has been greeted
with denunciations of heresy.

For truth and a good game,
SEK3

NOT ALIGNMENT, AGAIN!

Is obedience to law good? Is it even Lawful? That
depends on what is meant by law and by Law. As a maner
of fact, based on both logic and on fantasy reference, the
answer to both questions is no.

Everybody obeys Natural Law, even the Christian omni-
potent God. Contradiction cannot exist: for example,
regardless of one's desires or alignments, magic, whether
powered by entropy flow or spirits cannot both be and not
be. And so forth.

What Moorcock and others mean by Law is "Order"—
physical, crystalline order—the minimisation of entropy.
Obedience to Natural Law is irrelevant to entropy flow. If
I should smash a structure which causes violation of
natural law, | would be entropic ("Chaotic") but "Good."

I won't belabor the point. Let us then put morality
(Natural "lawfulness") orthogonal (as the mathematician
would say) to alignment (physical order). Now let us
explore the four bases defined, which can be pictured as
four axes of an X-Y graph.

As we head indefinitely “upward" on the Y-axis, we
approach a concept of infinite good, like the Judeo-
Christian God in its less contradictory forms. What is the
attitude of very "pure" Good to Law/Chaos? According to
Moorcock, balance is desired by the Good so that the
world will neither be frozen in crystalline stasis (oure
, .a\VOor [ foflfvB™ Y
put*Oood is coinpletely Neutral.

Similarly, one can proceed negatively (downward) on
the Morality axis and find pure Evil could care less
whether the world perishes by freezing or burning. Hence
the Christian devil (and probably Zoroastrian Ahriman,
etc.) is also Neutral in alignment, as are his minions.

Now let's try the X-axis (alignment). Put Law on the Left
and head out towards pure Law. Personify it by a god, say
Lex. Lex wishes imposition of patterns of order, reduction
of degrees of freedom, and prefers crystalline states to
random solids to liquids to gases and so forth. Good and
Evil are irrelevant to Lex; he is an amoral, monomaniacal
computer-type, programmed for Law.

Of course. Chaos is equally Amoral. Elric calls the god
of Chaos Arioch, and Arioch cares not for the validity of
Elric's actions, merely whether it will serve Chaos.
Entropy must be maximised; structures must disperse.

No humans will be found at these infinite points, only
those locked in their morality and their alignments by
their Nature—their fundamental inability to change.

Now let's bisect the angles, and look at the four
"corners" of the graph. Those are finite, unlike the
coordinates, since there is a limit to how Lawful/Good
one can be since attempting to be more Lawful requires
committing evil acts, and always serving Good means
occasionally breaking down structures, controls, and so
on.

Assuming symmetry, we can draw a square (though
one could argue for a circle or ellipse), and we have four
corners; Law/Good, Law/Evil, Chaos/Evil, Chaos/Good.
For other points of interest use the intersections of the
square's sides with the four axes: Law(max), Chaos(max),
Good(max), Evil(max), where (max) = maximum possible
for sentient beings such as humans.
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Let's personify these corners with gods. First, what
would Good/Law be? It would be a position of defending
Law by only Good means. Coercion, except in self-
defense, is Evil, so the Lawful/Goods would seek a
Natural Law without coercive regulations and controls.
Harmony, as Frederic Bastiat defines the term, fits the
position perfectly, so let's call the goddess Harmonia.

What about Law/Evil? Clearly Law would be imposed
by force, slavery, slaughter, plunder, whatever Evil works.
Statism, preferably totalitarianism, would dominate the
culture, and hence wars of conquest. A war god would be
close to representing this, but that still lacks the
implication of the domestic tyranny and oppression. Call
him Archos, the Ruler at any "price."

Chaos/Evil would entail violations of laws for its own
sake. Perversions and mindless destruction would be
encouraged, though restrained for the possibility of
greater destruction and fouller Evil. Dementia would be
an appropriate goddess.

Chaos/Good would entail attacks on regulations,
controls, and states to smash Evil structures and free
Good. Robert Anton Wilson's Discordians fit this category
very well, so let's make Eris the goddes, or to keep the
names similar to those of the other corners, Discordia.

Suppose the four High Priests of the corners should
meet? What would their motivations be for action?
Needless to say, the Discordian would see the Archist as
the embodiment of everything he despised, and the
feeling is mutual. So will the feelings run twixt
Harmonian and Dementist. The Harmonian might at-
tempt to deal with or neutralise the archist as a lesser, not
immediate threat, and the Discordian would act towards
the Dementist accordingly. A one-on-one battle would
result, generating two pairs.

But suppose the Archist was not present? In that case,

the Discordian would be motivated, at th”, very least. noL—

tr> ipterfp.rp, in..thgJTiafiMe between' Harmonian and
Dementist. In fact, he might act, and if so, for the
Harmonian. The reason is clear: should he aid Evil, he
would plummet toward Evil himself. On the other hand,
aiding Law is only a small compromise of his Chaos
alignment, one element or act among many, and could be
reversed by a few acts afterward. One can make the same
case for the Evil corners facing one of the Good ones,
simply by moral inversion.

OK, so much for limiting cases. Now as you move
"down" from the Discordian corner, the Chaotic/Good
will be less likely to assist the Lawful/Good against
Chaotic/Evil, though would definitely assist, say, a
NeutraPGood Patriarch against any Evil. Amoral/Chaos
will assist all Chaotics over all Lawfuls, and be Neutral to
Neutrals, regardless of morality.

Moving "left" from the Discordian corner, the entity will
tend to fight for "Good" of any alignment over Evil of any
alignment, and this will be an imperative when one
reaches Neutral/Good.

One can work out the other three corners the same way.

Heading "inward" along a line between the "origin"
and the Discordian corner, one will remain basically
Discordian, but less intense in both alignment and moral
conviction. Finally, one reaches the center, the inter-
section of the axes, Neutral/Amoral.

Elementals, who are basically controlled or uncon-
trolled and not involved, are good examples of the
Neutral/Amoral. On the other hand, although Druids are
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Neutral, | would place them slightly above or below the
Amoral line, or oscillating, since they do make moral
choices. Rather than "Amoral," one would better describe
them as "Mixed Premises." They are Neutral because they
defend the Balance of Nature (which takes on a whole
new meaning now) and hence are enemies of both Law
and Chaos.

Most Patriarchs and Evil High Priests will now tend to
be Neutral, but one could have sects for the for "corner”
goods. Paladins should be Neutral/Good. Fighters are all
nine possibilities.

A special word about Magic-users. Mages can be Good
or Evil, but their Powers arise from the amoral forces. In
short. Mages will attempt to tap the field strength of
entropy flow between Lex and Arioch. A Wizard should,
in a conflict with a mage of opposite alignment, appeal to
the god of his (pure) alignment for additional intensity to
overwhelm the defenses of the other. Since it would serve
the god to have an agent of his opponent eliminated, he
may grant it.

("Help me now, Arioch, and | dedicate his soul to you,"
cried Elric many times.)

Fine for Lawful and Chaotic mages, but what about
Neutral magic-users? Basically, they would be sitting in
the center of the "magnet" and could tap the lines of force
between the poles, but could not appeal to either pole
without becoming aligned.

Furthermore, enchanted monsters and monsters of
fixed alignment will tend to assist humans of similar
alignment and oppose those of opposite alignment
(assuming amoral or weakly moral), though this would
be true of fighters and thieves as well.

There is now no reason why Thieves cannot be
Lawful—"just not Good.

ALIGNMENT/MORALITY GRAPH
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To sum up, Good and Evil will tend to defend the
balance of nature (i.e., balance of entropy) and Law and
Chaos will strive for Order/Entropy regardless of moral
considerations. There are four "pure" positions, beyond
the limits of fallible, choosing beings such as man. There
are four "corners": positions of maximum Good and Law,
maximum Chaos and Good, maximum Evil and maxi-
mum Chaos, and Law/Evil. There is a ninth position,
Neutral/Amoral, dead center, and also all the area
enclosed.

Human beings can be any morality and alignment;
enchanted and created creatures will be aligned and
_benevolent/malevolent according fo the nature of their
creation. (Jtner creatures, monsters, swords, artifacts et
al. will simply be defined accordingly at creation by tthe
Clerics/Mages.

How will this affect present D&D play? Only testing
will tell, so my next dungeon, Wargrypt, will be inviting
Southern Californians and visitors to try it out. It should
be ready in January. But one obvious new possibility is
having parties of mixed alignment (but same morality) or
mixed morality and same alignment.

Your fighters got the jump on a fighter wearing the
symbol ofarrows radiating from the center. Before he can
get the obviously enchanted blade into play, he is slain
by two mighty strokes. Your fighter, a Lawful, looks
longingly at the Runesword beneath his feet, than calls
over his friend, who wears the Golden Apple on his
shield.

Your fighter points out the booty. "Praise Eris," he
delights, and rifles through the Chaotic treasure and
claims the sword. Offyou go to the nextnasty. Meanwhile,
the sword slowly begins to extend the Evil control over
your Discordian friend as its ego overrides your fighter's
ally. How much more enjoyable than controlling that
wishy-washy follower of Arioch . ..

SYMBOLS
Good Evil Law Law Chaos Neutrality

O A'AV

Law/Good Law/Evil Chaos/Good

COMPARISON OF “GYGAXIAN” AUGNMENT TO
THE ORTHOGONAL MORAUTY/AUGNMENT SYSTEM

First of all, Gygax and | put our axes perpendicular. But
where he puts Neutrality in a little box in the middle, |
have a straight line—the Good/Evil axis. Obviously, that
will lead to conflict.

The use of Nirvana and Limbo (I am referring to Fig. 1
of the Gygax article) as endpoints of Law and Chaos fit
my positions without too much trouble. The distinction
between Heaven and Paradise and Hell and Hades is no
clear distinction to me; if anything, | would reverse them
and have Heaven for Neutral/Good, Hell for Neutral/Evil,
Paradise (a lawfully-inclined heaven) for Harmonians
and Hades (a Lawfully inclined Hell, | suppose) for
Lawful-Evils. Elysium sounds all right for Discordians,
and The Abyss fits Dementists to a T. So far, no major
problems shifting from one system to another.

DARKNESS

Chaos/Evil
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Checking down the Law/Chaos tables above his
Illustration IlI, we have a severe semantic problem.
Anarchy is put under Chaos—yet it is extremely "lawful”
in both morality and economics. Both Harmonians and
Discordians could be anarchists; neither Archists nor
Dementists could be.

Come to think of it, why did Gygax put Anarchy on the
list but not statist? Or any other political label?

Leave it out and the rest seem to fit. The statement that
"Chaos is complete anarchy" is wrong; here | am forced to
pull rank as an expert on anarchy.

I think if Gygax had stuck to more scientific terms such
as "uniform" and "irregular" he would have no argument.

No argument exists in his Good/Evil list of terms, and |
think he was wise to leave the selfishness/altruistic
problem out as he states.

As for the monster postioning in Illustration II, | can
live with all, though 1am particularly bothered by "Good"
liches since Undeads are suppogjg”I®J®ealU Evil. | can
accept Paladins as Lawful, butfusta®nceTIllrw/»
1B8SrtillSI'P'1IJFSMTO 08872/ anti-Paladins should
be usually Neutral/Evil.

In the following paragraphs to the close of the article, 1
am in almost complete agreement. But where Gygax may
choose to suppose the final battle is between Law and
Chaos, one can just as easily assume a conflict between
Good and Evil beyond the resolution of the struggle
between Law and Chaos. Whether the entropic struggle
will outlast the moral, or whether one postulates a
spiritual one either surviving the physical or even
contiguous, matters not for D&D.

The game is, realistically, finite; hence, all decisions
outside the "Finite Square" that we have both defined
remain speculative for both players and characters.

Thus, to sum up, | believe the Orthogonal Alignment/
Morality system is largely compatible with the Revised
Gygax version, is self-consistent, and is in tune with our
fantasy literature basis for Dungeons & Dragons—hence
slightly more rigorous. Is it playable? Experimentation
will confirm that. Come to Wargrypt...

EN GARDE AT THE RIPOSTE OFFICE

Alarums & Excursions 15

Glenn F. Blacow My understanding is that Mayans did
not indulge in human sacrifice, but Aztecs did. But let the
Latin American history experts settle the matter. f No
point in arguing your view of my view of alignment, since
I've just reversed my stand. But if you believe that
stateless people are easy to conquer, ask the English how
long it took them to subjugate the Irish. HThanks for
your comments—all appreciated.

John Boardman Hi, John. Wondered when you'd turn up.
You're correct that said laws need not work—but to
change the social and economic laws you and I'd have to
change human nature. Personally, | have more fun with
human and humanoid characters. | Have you heard
about the Objectivist vampire? Living an ethical life as
vampire qua vampire, of course. | Your misrepresenta-
tion of Rand's position is similar to that which has
consumed reams of APA-L offand on for years. Let's leave
politics out of A&E unless necessary, OK? After all, what
does the denizen of the average dungeon know from Karl
Marx?



What Trap Charts? #6  Robert Sacks/4861 Broadway, 5-V/UY NY 10034
(age: 25) (for Alariams & Excursions #17)

Somehow 1 cannot seem to get up the energy to go through my records and
recolint more from the EPT expeditions 1 tried, for which 1 apologize.
Instead 1 will try to describe, due to the request of someone iIn TWh !

The Combat System from KNIGHTS OF THE ROUND TABLE: During each round of
combat, each player plays~T“of—f0*“combat”“cafds7~1f he plays an attack (1-8)
he rolls percentile dice, and if the result (with any modifications)
matches the required minimum on his card for the opposing card, the minimum
damage result specified on the card occurs; If he exceeds the required
minimvim by 10 the second result occurs; by 20 the third result, &c. The
same method is used for jousting, except only 5 cards are used, and the

5th i1s chaotic only. (Gee, that was relatively painless.)

Comments on A&E #16

Tantivy: Are Elves to be considered babies for the first 250 years, or is
the application to non-humans done on an other than straight conversion?
Jeremy: Why? If a DM wishes to allow magic items or new spells for sale,
he simply will allow it, and if necessary create the items for sale. (Next
time 1 see you, remind me to hand you your copy of loH 11)

1"Qto; Your wandering thoughts in regard to vampires indeed do wander -
they are complete non sequiturs. Whether or not Christ was crucified on a
cross, or was divine, or ever existed at all has no effect on the status
of the cross, and whether a cross is a sign of God or something else has
no effect on the effect of a cross against vampires. As for "living wood"
and "dead alive™, how can you make any deduction from a pun? If Christ was
crucified on a tree stump, the the wood of that tree would be a symbolic
representation of the crucifixion, and hence would have the effect ascribed
to crosses - you aren"t claiming that Christ was crucified on the stump of
an Oak, are you?

(Hartley: Please advise whether you will accept legatine/investigatory
powers without permanent responsibility or commission. Yes or no, please.)
Griffin: Perhaps instead experience should be counted separately for each
mode of fighting. "I don*"t care if you"re a Lord of Archers — what"s your
jousting rank?" 1 would advise against McCaffery dragons. Forget about
alignment languages (except Magyar). 1 allow Hedgerow Pidgin as a language.
Tuesday Morning: Wedged means crocked, warped, or incorrigibly fouled up.
Peggy: You will put the fire out first? Where in EW are Vatches described?
Try allowing a Demon to assxime the rank of any Demon it kills & eats.
Kirel: Anderson Elves were not chaotic - they were highly seducible. Thank
you for the explanation. 1| hadn®t realized that the "AM 1 DREAMING?" title
was so profound.

K/ Ore: Yes, 1 live in Inwood: 10 years in person, and 7 more in absentia
away at college. No active campaign;_gust planning. Even 1 believed the
General, which is perhaps why they did.

One of these days 1 expect to see a Peaches-and-Cream Dragon, followed by

a Blueberry-Pie-a-la-Mode Dragon, a Strawberry-Shortcake Dragon, and the

one & only Knife-Fork-and-Sppon Dragon in perpetual warfare with the Chinese-
Orange-Jello Dragon. Once i1n a great while there will be an unusual or

novel concept on dragonkind (for instance, the great dragon from Stand on
Zanzibar - anyone care to venture a guess about what it 1s?) but until

then 1 suggest we all subdue and suppress catalogues of new dragons -
otherwise 1 intend to actually read the garbage (soporific though it is)

and give a full & venomous critique - perhaps Lee & Glenn & Mark & George &
Kevin & one or two others would endorse this policy?
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Horrabrpol% XDiSCi)32,.7;:32cKi3jioa to copy iIs jrantei to. .anyuR™M™'Wup LI

«6fe "Sol-d8@—psrani3-30 1; ®-COspy A&S 1n 1ts “sntife-ty. » L AT
r- X)) rtt&atal 3r-TM3 IS" tie iirst roy, ;™ -
stencilsj -can”only pray t.aat.l;; cotaas o4t: jl~sibiel at™sort

of ai83ppointal"-t.iat this has the disadvantage smtiat: | can nomlinger

S"pse-iy response to certa short quastioas that | used/po get
Nivan Lee —tYypedd® Ueir= rijht into X® stencil. | ratner liked yo.jT. tas-
tant-cotisientary Lea; ‘Also,"’l "&i very-.-quickly .learning to hate this ;-
G1303 correction fluii.

1)) Gama style; Censider t~o extreme x,gys of playing D&D; tae
mfirst €s a .puzzle-solving, game waere each playa].v.,.mBlL always have his
wits about nim in order. 0. find “tre mtraas;V®-an,™ ;0 work';.his .way c™Yt
of potantialiy. rlathai si."tuations. (Gl ennruns 2dwyr, if hiad.
haa"csd gabb.ie In this, magazine ds any-indicatien.) The second
*tre role-playing gares, V?tiera eacn player endeavors to run,his .character
with a personality consistent with his rolled abilities. Tills includes
playing lIcv/-intelligence .characters ,as tho“ugh they ware s-tupid. ' 3uca
cnaractsrs are in great trouble when they get into a puzzle-solv™irig
game -V/hsre all playisr-characters have 1£ intelligence, regardless of
stheir-."ia-rolls,. L. h™vep.peen no evidence that there is a .good"middle
ground be-"jSN —te.,two...,"In any.,c,asa, crites should" take-"this into
account before they, start spouting .cpmisnts like’. You “let a S-wisdom
character figure that out?", or. s cnaractef vas obviously too
dtimb to have come by all this""magic equipment In a restrained game!®’.

111) Novel spell -ases: Aftax, you "have had”~the good fortune to .get
a ring of 3 V7i3hes, you canuse,."1"t ,as a last-ditch save-all Ins"urance
policy; put a magic, mouth"spelA oh"the ring to be-activated in case of
mka-th or Incapacitation of ."tp .en"a“re“party in the face™of the enemy.

yihe moutn then says®, "l wisu“wa®.ha™ "ail gone right. bac"khoma with our
-loot before we ran iInto i3 rexinjLt trouble! ** - -~ "o "

., Second gimmigk spell use;" " a".party "including®only one “lovj-level
cleric unwittingly breaks in ocvffOrint Dracula. The cleric doesn*t -
turn the vampire, he uses Create Food "& Water to “create enough hot,"
garlic-laden minnestrone soup tp. fexd the party, for a x~ek .(day?) .

That ought to slow him down enough ..o ma"ke good your escape! -~

IV) Fantasy-Modern Naval Bat"EYa! 1 have been .clavelopihg ifust
such a battle and i1t xMili appear “at TS"1°s Winter .Fantasy | donvention
on "tre weekend of Jan. 8. . (incidentally, the Xgjok | .put”in on this is
the reason I couldn’t get any"material In for A0M. IS -"IF%iien you ".con
sider "that a heavy cruiser has ,gpma-thing In excess""0£""50,000 hif"points,
and a missile v*sapon range of some 13 "railss, i1t is appiran®t”ihat"the
usual D5;D spells an.d raonsters aren®t too frightful. Here you™Vv7ili see
monsters that r-agatd GD&H gods as .mere lice to be picked out of their
fur at leisure, and spells that raua®"small cities in 'a single hit.

- V) 1 refuse to beleive tnat Grodsg'th nothing more, tnan high-level
hero-magiciana -with 30C alt points;or®.3"D,0.00 alt points, .for" —-that
matter. | regard a god as a being different in fundamantal ways®" from a
man. For _exaricsie, go IS of nature have each a particular aspect of -
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nature rule over, and this ralersdip Is a very different thing than
any number of Contrwl V.eatlier spells. Tne sea has to get Septune *s
to throw a boiy ente t'le shore. T.iese are creatures of spirits
not of b»dy, and are 1mmune to all weapons, normal or not. They do not
mave hit points, ahd 1o not ingage in normal combat. On very rare oce
caisions, one may nave a valnoraoility that wv'/;. alloc™ a mortal to ex-

tort some favor from the goJ, but never enoutat to threaten orl*3
excistance, The rule for suca cases uoes not use the n*rmai cwmoat
-ables lanple: ""A fighter has a 11 , par constitution paint

chancre® of _holding on to Old Man Neptune “3 shape-change 3 until he tires
of this gan.e. He will then perform; one favor using his pawers over cue
sea.” . *
[ h ' —S- - - m ] ,

71) 1 prefer using cr.:iboar..1 counters to miniatures for cantroi.-
ling marching or“lers an- combat. This is because you can usg Tan"ser
Lealer sice counters or bigger counters for tuc characters ani some-
sshat 3n".WF.er ones for tue sworos, 3crp;i..s,”ior ot-ilar oevlcGS taat the
prayers have rn hanr. j neei this because 1 tend to lose track «f all
"the various call 5 during escploratisn;time, s t.iat when a menster
*umP3 them anr we are suilcnly In c..moat time, | -don"t rememoer vjno
sroally liat sw rols rrawn, etc. vxth tue careo..arc. markers, c.ie p.;-ayer3
can aasi-7 things updatad during expl-ration time (@ re”™l niiHute
esua gauiC minute i1n lungeons) , but I can cuasc tuCm away when we
sat up f_r csm.bat time (playe;d in combat rounds, no fI]|™ relation tt
real time.) This to me mere than makes up f*r £.aHack of, the visual
spectacle that you get vjlth w*ell-paintei miniatures. N

VII) Mailing c.-mmeats C'tte best laid' plans...)

1 Cleary: Trying t- make a mgicel i1tem that will fit int: any
univCrm " a noole idea, but. ons. deemed; t-"-failure In thc long run,
"I fear, hatv"aen the esnwillingness T most pe-ple tv put real work
s.nto"t-1eir magical i1tems and the vast variety -f rules systems, 1 think
that n.vt many pe-ple will taking the practice. T. oat” JCro-i., CL
iIs possible that a significant number may agree on your use of the"-M
magica.”™ 9/.".th as the meai lm Ol escchange.

e L™ 3bmmers: dhyizait that, everyb-ly aaM uncle Fred wants- tw
a new wrj/teup on 23B.naha3, that nob-cey agrees in tne spej-urng, ana
that m.wpt y 1j hvn ;ven spell i1t the same vjay twice i1n the

bated bregth’\ "M.ov® iFX™uce" Itan.l your formula for cscperiance chaag.es
Wi extra parts wvn these ; -itters: an :other\"7iss n.:m;ai la3haka with
T 2 extra ams would pa, double bP*“3, and with only 1 extra arm,
woul _.have an 22 raultiplie of 1, even though it gets 1.3 attacksi

Need 1 say mre” _g -
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I (Va0 AT AT
-gpoils” last but a siwrt time, 7aum s hinttl—ttoee ta decide rf/
dj tlie aiaalyiia apcll, and even lea-; t< react after y::a have analysed.
IT you haven Ct.ifOund®out "tde hard h7ay;-h?nat 1t “wad"by tne time you j;et
toie 3peXl : "of, "it;I,iui"te p:.toibly "Madnst very intereotins anyv?a3l
AddXtdi ibaat“tkic (on tae averasa)' information returned,:,,and Sdu
have a tr—jia junk spell. Tne -ther opelld wnich work m permanent
object.0, should be left,;at hign levels., . -

"~omethino 1o.t w.rth doing well not wortn a”uno. g®» X3 cur-
rently a game without realism”™"ana trying " aid "more realism” & it
is llka "trying:;mJ -~t. -more fur off of a chicken! Any rules changes t
IIcD should be only fsr the purposes .of making it run faster or add-
ing entirely new features like a newi-type -.-f magic. To get realisra
int: BOOs you neea- t reoulld i1t from the ground up. It #i not now
a simulation ~are. modr- o, S -3 3

In an.3V7er to your questions: KeCaffery -iragons wily? fit if-
treated as a revj “speaking-peopleand if~"the. Cli vias reeci. tne books
several times ad: ™f 3 tnera vgll. Blade barrier f-r c?.erica 1iIs; an
obvivus blundor., sim / tie resuitTof not meyin;;— attention. Typical,
I, rule that chavtics ay not lieamn Lav7 and vice-versa, but tnat .
neutral 3 raay Learn® e ler. oTnere is no neutral® toikKvge, only ComKwn.
Animals, except intelligent ones (p.:-rprise”s), nave no language with-

N

out the"aid of magic. N:., y™u are not boring me. L. ;
N. “Bnapar: khenever you see certain tip-off liee;,s, ™0
aaving throw.”, A full wisn vjillgh"d_rbmpve it.”, "denioye curse

does not work.” ,.(tren y-si know tnat®*"'30u’have met some-ne wno is
deliberately “Unrestrained and apjoys "it. four magic absorber 11 is
aclassicke x a m p I e . oiloloo 1 ~

Oasterbrook: fju really ought tv trygt Sd 03 opimp le-

oy na
c-ild wihter-~"iay a ,match dropped ,iat:
without i1gniting,tne gas.
can see howv®™ you can sort of siruldto esword c”™noat witn wooaen

swords witn~ut*kiliing each otner iIn yohr dugiiin oivii war group,
cut n-w do you simulate a cavalry cnargCr against pike with-~uto“having
many dead :A wounded players at tne end;g

See Larry Niven- S "Bigger Tnan.”vrlds'"! diobhssioh in his book;
A Hvlc In Space,. It has several“w”rld “struutute-s-"Xiiat4 arc bigger
and/or stranger tnan tne dingworld, eiacl®"sding ;i3 Alders:.n Lise, wnich
nas a, spooky atm_spnere because tne sun fs always near the hvris,”a.
Niven tninks tixis w,.ald be a great place-setting f/r a sword-and-

novel, so it snouldbe just as good i_r~bdcD.

VIII) 1 may start putting tni s .rbg only \h Thb kild Kant on
alternate ifwatns. I1f you don”t see it nere, dd tnere.

JI'ivTj.:;
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©2~15)4_Hhone (717™) 281-7897. =m _— - -

1As any; casual reader of this zine might have noticed™ J seem
to be having a few minor problems meeting deadlines. Hopefully,
this will be. rAui with last time®"s addendum (GQ #3i-) and finally
get me caLQh.t up- This said,” 1t"s off we go to the rﬁ:es I. . W

Griffin Droppings Dept. (Comments in A&E #16) - -

LEE: Comments requested on ynur aging system— so here ”goes:
1) 1 don’t know that humans fall naturally into ten ages; it is
also possible to use eight steps and make comparisons .with the....
steps of Dragon Age (and, of course, there’s the classic Seven
Ages of Man— but. no 1°m off on a tangent). (@) 1 don"t know if 1
am a typical example, but at 13? I was 5. **5 weiged around 100
pounds, and was slight of build. At 18, I was 6* 0", weiged 2™0
pounds, and was built much more stockily— 7a condition not much
changed from what 1 am at 21. Of course, the stated ages might be
more accurate for females, who, after all,” mature faster than the
male of the species (on the average, of course). Perhaps two ta- =
bles are needed, since wo™aen™:have a similar advantage on the other
end of the lifespan. (3 My observations (and 1 come from a lbng-
lived family; I~.rremember my great-grandmother, and all four of my
?randparents are still living) have been that the effect of a long
ife 1s more that the last ftve stages in life are slower in com-
ing, not that an additional 10 or so years are spent being ancient.
Might 1 suggest that for such persons that®:the:time spent in each
of the’last five categories be extended by one year (except -for
Wisdom effects)? (M) Last, one thing common in fantasy is the.-"wiz-
ard who is in the height of his power at; the age of 200+. Perhaps
the; appropriate spells would be available at high levels (sinoe .1
woulld certainly not turn this over to the exclusive province of. ,
elves), (G By the way, if any of the above comes across as any-~
thing but friendly, constructivecriticizim, 1 apoligize iIn ad-
vance, ' "since “"that is all it’s"iiiedit to be. “.~.0:

(O the .subiect of the Anti-Psi -and Science shells; One thing ab-
out: Anti-Magic shells is that they also prevent the Mage ..from us-
ing his own spells out. 1 would assume that the two higher level
spells"do the same thing; if not, the"Mage has‘a perfect defense
with no drawbacks unless he perhaps also happens to he Psionic,
and that"s more on the level of Prismatic Vall*,; 9th-or ”~oth level.

MLL SELIGMANs- F like it, I like, it Now, how about "TheolM in .
*the Dark®/, ..or"p.erhaps "The .G;amemasters of TacstU-drules™1? . . _on
ERIQ: ,Irhate.to:sound "unrestrained”, but isn’t an infinitely -~
charged Rod of CanceiJ.ation a bit"much, .even”for-ah Antifact?

GLENN: About "yoiir comment "to”Eric— "GREiHAWK specified that Gaunt-
mlets -of Ogre-Power can’t be used by Mages iThough Book"ll says 0K)

The making of items IS" a subject"that is <"ccnfusing+Ceven with the*
good article by .Steve: McIntosh)hut 1°d like to. put iIn my two-

bits; it seems to me that it ought to be one Wa¥ or another to
make -items; either know and hver .the right.spells to produce a

magical “item, of keep the spell casting™® arid 1tem productibn® ks a
separate procds®S (the approach 1 prefer, although cither is®" a“*
perfectly workable process). Even if the two are mixed, why need

a Permanant spell to make a wand? Wands aren’t permamant— once
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70U"Ve used, .up the charges, you~re left with a stitk— and not
even a rechargahle one, (Frankly, | got the i1dea that thiur system
1a an attempt, to prevent players from making magical items at all~-
an idea I'diaapprove of). Oh, yes, one more things i1t is truly an
astounding process which left Oskley populated with they-gotta~he~
lolkein Elves, Bnarves-r™ Hobbits, Ores, ad infinitum, while the type
you don"t like somehow®"got lost iIn the trans:ition»

L¥E WOLKOFF: (By Crdm* somone does road this thing) Please remem-"""
her one thing; 1 have only been using the Perneese fire lizards,
not the large dragons*, This is because | didn’t want two different
systems of dragons running (or whatever) aroundo 1 ’d"assume that
there would be some e]|‘fect on the Impre-ssers for lizard mating—
which could Idad to some interesting situations. 1 liaven™t had to
wcT™.ry about i1t, actually; of the first batch of eggs found, the
Inpressers were either r-w in Urth campaign or out-of.-towners(KaXx
tones and.Nicolai, to be exact), and the second hasn’t hatched yet
(Gt will e s.evdral game.-weeks yet),, so since that first finding

I haven*fc DM"ed a game with Pern-lizards in 1to The Mahogany Drag-
on pair are the Neutral equivalents of the Platinum and Chromatic
Dragons, and as sutch should only be found in a dungeon if per-
forming a specific mission (protecting innocent® Neutrals). In ad-
dition, the Blindness weapon should stand--it i1s there to provide
a terrible but non-fatal weapon. The Cinnamon does indeed control
its Polymorph weapon .iust..as the appropriate spell, as specified
in A&E #1VCQ 82,. 1 like you demi-g“u. ideas., although 1f I am 1in
a good mood I have al] wed levels up to firth into Wultho

ROBERT CLIFFORD: Well, you’ve got a beginning toward a Equality-
for-Non-humanoids system. 1 no"t.iced that DID Dragons don®"t appear
bli your -chart though.. J ro3.1 for .species, although I allow the
Players to choose between three altemitives; A-Human; 3-fO-1O
chance of Human or Non-buian IlUaianoid (then roll for type) ; J—.
3/8 chance Human, 3/8 chance Humanord, 1/k chance Monster. 1

use the same charts for Reincam-ation (with different chances for
each species depending on what vou werel .-s0- thev™\P! Pi1 phhyore

KEF PICK: Fine; cover, and the most enioj”able (by me) w.\nite.up

I have seen In A& (1w, read 1-2 and 8-16)",. although can hear
the "resirained™” exponents®“and ''no exotic characters'™ expohents

of the One Right and screaming now. OF course, -it gy. bh-
Just be my Qi-m prejudi46b” "whowihg--rou, Wayne, Gregg, and such

Ure_ one. Rf the, few group®s AXxe read apout who let me pldv'my own

exotic chara“tors—t that Fs. ! - u

iloiiij SHAW From the.'SB-Pove-mentioned adventure, | have an inqury
-concern Wyvemstar.o-.Mofe information please? T ask because"! have-
been using winged'human-types (like Ilie Children of.the V/ind in
Hhite Bear ahd'Pted .Moon,/Dragon Pass),..and 1'd like to see tour
s'tatistics'(Milne: hefve Infravision aiid -,fly at 30"/turn; otherwise
as-human except .that Plate Armor acts'us tx normal encumberance

miid Chain .Mail as double normal encumbergnce) c - "

General Comment: 1 try not to end up.’in" "X
gOIng" ' . - .- -
toins
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use a system like that, why not be fair about it,and eliminate
saving throws? 17°’d much rather throw a few spells-which have a
. good chance of working than many which are prone;to-fut2 up.

Early Warning; IT my current plans worW out | expect to
. b0zt prc-rcon yi".at Fullerton come January, and looking forward
tb meeting some of the co-producers of this thing from the area.,
(df course, that"ll probably be right bn the deadline for #18,
mso the reports will have to wait"till February)

Oppwrknockity tunes but once Dept; As those of you who noted,the
nane, of my poet-wereagle in G¥Y/31 might have guessed, 1 like the
music’” of John Denver,(l"ve always enjoyed his tune). Johann has
-.wnitteh a song based on stories he’s heard from his friends who
;ha adventured iInto a certain dungeon known far and wide. 1
have had Ellen translate.”, it into Common, and present it for you
now, " -
NOTE; This song iIn not presented as criticizim or insult,
"mThe only criterion for enjojring a dungeon iIs personal taste,
which [I; leave .to the:trindividual players.

So, here to the tune of "Saturday Night in Toledo, Ohio", 1is;
| THE STORMGATE SONG

" On"any gibt” in ,StormGate 1is. like-being-nowhere atcall*,
M1 through-the game, how the hours rush by,
YOU enter®the rooms— and you watch your men die;

Oh, then-after the melee, v.ith Lightning Bolts flashing,
and shadows of death over all;

They open the halls on each die roll of ten,
and those''caught iInside them are not seen again; ,
dust-two lonely Clerics, and one Magic-User, who came in from
.ponces imknOwn (-ces un-known); all huddeled together on the
lowest level- and wishing that they could go home.

myOu ask"-how I know of this dungeon called StormGate, well, 1
espent a week there one day; They’ve got many monsters from,
which you can’t hide--go look In the rooms where the Demons
Stbicio* . . .
Ah, but let’s not forget that the rulers of Stormgate ungra-
tlously gave us the shaft; '"Yoifve come here to dieJd'", that’s
the promise they’e made— so try and remember nex time you get
flayed;

Oh,"live and let did®, yes this is thier motto; mine is "let
slleping dOgs lie” (-ping dogs lie); "

So, here"s my salute- to that dog of a dungeon;
StormGate— 1 bid you,® good-bye I

(Nicolai? Kay, after hearing this song, swore that you would
not be offended. If you aife, | retract the whole thing.)

Till, hopefully, #8:, and/or Orc-con; | wish you strong comr
rades— and Good Hunting. . . -



MANY WORLDS by Margaret Gemignani
3200 NE 36th St., #907, Ft, Lauderdale, FLA 33308

I Most Admire Unicorns

When Cain dwelt east of Eden iIn the Land of Nod, he was the father
of, ic . N t.far from the land of Nod was Mesopolomia where the [lion
sun “a,hd bri~ght prince, of the skin, -- and the moon or uhicorn foAjght
for super ior ity.” The unicorn bows 1in challenge and greetings; the
lion pinTons, the Uhicorn and the unicorn surrounds. Never Tought down
always returning again to challenge the heavens, the moon always
returns when the sun leaves and 1is always dirven off by the rising sun
Life i1s faced with death, death faced with resurrection, the eternal
drama of the heavens. |
In Persin grazing animals rah;" the antelopes there remind one of
the Unicorn. An ass of the plains and a servant. In India, he 1is ar
ante lope-1like creature. In China, he 1i1s the child of the five sacred
colors: ,blue, red, white and yellow. In Zoroaster®"s vision, the
unicorn helps Armuzd, Lord of Light, to defeat Ahriman, Lord of Dark-
ness, and clears the waters of creation of poisons. HIS® horn by its >
goodnes®"s alone mag ical ly di sp laces the poisons and corruptions. ;
" When Ghengis Khan 1invaded India, a he Ipless;nation was about to
be plundered by his desttuctive mongo Is. But theilunicorn, the perfect
beast cadre to him, the peifeet warrior, and bowed in greeting, kneeling
three times. And the mighfy warrior looked In the gentle eyes of the
unicorn and was adhamed. This is the birthplaceof Buddha, he said.
March back and harm i1t hot. And the Mongols went away from India and
never conquered it entirely.

Chin Lin carries on his back symbols and 1is born of the mist of
the Yellow River and teaches unknown languages®. When the wife of
kung was with shild, she saw a unicorn 1iIn her garden andreceivedthe
jade plate from its mouth. Her son would be a throneless kilngr>; Con-
fudicis. All sages are regarded as the sons of the unicorn .. Chin Lin
or'"bearded dne™ has a voice like the sound of anti entriBuddh ist mona-
stery bells, gentle tonaturelike clear waters; he would injure no one

and he walks on moonbeams. He is associated with the heavenly lady,
ChuSheng Nrang andwithher blesses the marriage bed in Ancient China.
y , [ 1] e, ., = 2,0 Sh m " v =m

" Abraham lived® In the land of Ur, a descendant of Seth. ,He had
the unicorn as his mark. It was believed he bred certa inman.ima Is of
old with a single horn to be the leaders of the folk. It has been

proved that animals bred in laboratories to have only one horn by
binding the two horhs together when they are young will be the leaders
of the fTlock. Adama slew the one-horned ox to tha™k the Lord tor the
first day out OF Eden. He was atraid the Lord Would:punlIsh him and,:
Eve with Eternal DArkness. i iv

The Queen of Sheba hid her treasure on the M"Ounta ins -of the Moon
ahd had a unicorn to guard it. The Book Daniel compares the coming ;
of Alexander the Great to that of a one-horned beast. m

In the 5th century, Greek physicians studying 1iIn Persia at the
royal court, observed a white one-horned ass whose origin was believed
to be India or Hymaphians. The Roman Pdiny thought of it as belonging
to a deer-headed animal. The rhino gave rise to the unicorn. It was



called the wild bull, an ass with a curious set of muscles that ena-
bled him to raise and lowerhis horn at will, the bearded ah e.
a weasel-CO lored pony with bearded head and®"slipt hooves.

In Baghdad on the bapks of the Tigris, the first mention of the
use of unicorn horn as a curative appeared. He who had a cup made of
unicorn horn need fear no poisoning. Displaying it meant that anyone
trying to poison you w,au kd be betrayed, by the sweating. of the horn.
Then horn was much, In demand by monarchp,, But the jesser”™nob les used
it too. It cured Dropsy., gout, const! patipn, epilepsy, jnelancho ly
and various other 1illnesses, as well as protect ing aga ihst evil.
Thirty gold ducts, 6000 gojd florins, 7pp0O silyer-marks sterling,
20,,000 pounds sterling would get you a horn, ,c ,

. All sorts of things were used for unicornTTmrn .%rom Narwhal
horns to petrified wood and the horns of various animals. It was not
until the 18th centpry that the trade, in N,arwhal horns as unicorn
horns was ended by the. Northern fojks,: :

In Europe the Unicorn wap aspociated with vfrgins for religious
reasons, implying that the Virgin wouldi share Christ (the Unicorn).,
The: Unicorn became beaptiful, thej heraldic sym-bor of. Scotland, the :
Queen"s, beast. With _~silver mane, silver and, Jred hooves, pear I white
body, bearded head, golden eyes, satin red mouth, the shape of a
European horse, t;he gracefu:! Unicorn 1is a magnificent beast. King of
his* wor Id agail n,ojraisedi hrom his low, point ,pf, re 11gipus misunder-_
sitandi ng. anid: fal,se curative cialng,-4e, now -tk Hiw place; again in
the heavens, aigtain cl eansi the waterSi ff,bJgngifanpe and, mi sundersTand ing

He. th;as new powers:; he trayeiS: through; dimphsiori .doors with virgin ,
rider and fights with a lance-like horn 1iIn DY,. +; AT
comments
0 - - -od ., |l ma = V m d | ; n ;i e - -
Cover: Ke:n Pick, you are,,bgg Inning, to grow on me . JMike, thif]S cover

very much and also yJUr. namat lwe, stymie,, eyen Lf it did gi;ve us a few
bed moments, with the c ler ic who expo,ped himse 1j.f, 1 M sg,ccy Cowboy
upset you, .but- he didn"t real ly want.to make fun .ot fthe handicapped. !
Some dungeon, characters are,-hand icappeid ;to terri from getting to
be too powerfui. Also a handicap 1s more-|nterest ing than J.ust saying,
"He got a low roll." ; [

. .y - - +£. - _ i: r

;1;: have just fin 1ished; belng mad t ,TSR ._for;p,ub11sh ing ,the Je,ster
andVillageldiot character classes. I don"t think these were nice.
I know NY dungeons use :such th ings > but bWwhy pass Tt around in.Ja, high

class magazine. s A d ti

Glenn & Sean: Do you want me to pubi isih :the history .O°f Mi dgard ,Ltd .?
Sean how much do you feel like answering .about Slicence in Thunder?
Lea and Man lu and iDon Emmapue 1 andrSanGho might move i.over to .Edwyr;
itl*s getting Hlonely in.Mldga.rd LTD nee Scott Rich shutlt down.

Glenn, | met a dancing sword inTy ldarien you might like, , it
really dances; After the first five cuts, it fights and dances with
peof): leii  Hope that Chaotic MU liked It almost as much as Dagobert
llked -the Chaotic Cieric you sold him, LEW. ,But/why,dld]lhe raise the
twit hobbit thief?

JohnmQuiOkbOw and hls brother Pepe the Pius are upset. LEW,
it was Al' Mundy ;who got offed by-ithe heat-seeking missiie,, Bepg -
.You remember Ai; br Ingentof ;al |1 good/i+hings Including Haripnp/Ha rion
the one who wanted to sex change; righji ;in the m*dd le pf me lee, ;,But



I sure liked the way she threw that clerical hammer.

~ We had three clerics when we started offt"One left;i two sur-
vived, 1including Harlona, who was a Neutral Clieric. Al died twice; !
once Dago bert brought him back and then he diedi again. This was his
third time too. He’d died once before from badmouth ing the Neutral:
God on Jack Harness"s Telephone (the one from last issue);" LEW,
don®*t mistake my boys for him. They“"re good boys and don®"t look like
a hobbit "thief, even a third level:ode. :1i ; .

In fact they"re so tired of being imistaken for twit hobbits,
they"re about to make an offer to Goldeye. They want to get back the
6th Ilevel EITf Fighter and +1 chain sold by Jack Slasher to Goldeye.
John 1is rich and neutral and worked hard for the cash. He admits he
couldn®t have rescued the Lawful Weeebear against the MU9 (who was
Chaotic and was talked out of offing our folks with the ground =zero
fireball; doesn®"t E327 have a way with words, Jack> and he could not
have handled that superhero and myrmidons alone, but he did do his
part. Even Chaotics can understand a Neutral®s sad tale of having to
do something to keep from being mistaken for a twit hobbit thief.

It would be nice iIf somebedy became an American agent for someofthe
British fanzines mentioned 1In A&E. Edi Birsan handles NEWS FROM
BREE.

Stu Levin: The Rifle is no good for death Demons. They understand
magic and unholy/holy objects, not technological things likeiRiflesv

Hilda: Sister Cecilla a nice soul, but she should keep hernChrist-
ian bigotry to herself believe in trying to get out all ThO pai7y
members, dead or alive, 1In any dungeon.

Robert Sacks:" It depends on whether you want- the historical: or the.
legendary Merlinl The second was a magician.born of a demon Tather
The hi stor ical one knew some psycho iogy iand some herb lore: but wasn "t
a Mu.- e

o
Hartley Patterson: Tony Bath says hello.

Steve Mclntosh: Greetings to your Jlovely wife.//1 like heavy duty
crossbows for"Gelatinous Cubes.

Lee: Some Chaotics have their nerves overcharging Neutrals for
buying spells. They"ll get bad press that way. Next time a Chaotic
wahts sbmeth"ltig fromi a Neutral , ctiarge h:im, 500 GP extra. ZChaotics
already have an awfully®™ bad press.“ Apd-1 see no reasontwhy the ,
va'rious alignments should be all that®™ cooperative with each other.
In particular™ Lawfuls and Chaotics should certainly” charge a heavy
extra fee for any sales made to the opposite side.--LGN |

Unless a fighter or someoneelse Is cut; through the heart or
the base of the skull, he should be allowed a final strike 1iIn the
round he is killed. : | :

1 think a Neutral Thief is one who agrees on his wages in the
beginning and then works for them. He may not go bac:k on his word
unless he 1Is mistreated, and the party need not fear his nightly
visits to their packs. "™ *v " = - L : r:

When 1"m feeling paranoid, |1 pull open doors with a pole so I
don"t have to stand in front of-"thom. Know where the shadows are,.and
use them. . - : m, N " n

Can a hypnotic monster be affected by seeing his eyes reflected
in a mirror?



Dragons think different from the rest of us. See GRENDEL by
John Gardner for detai Is. Also THE DRAGON AND THE GEORGE by Go.rdon

Dickscjn. If & dhagon speak to you at all, his moaning would be
hidden- and his Ways secret, for the mind of a dragon- is deeper tha™m
that -of a man. "

wo! M

You could use an arm shield against a bul lwhip . The whip would
wrap”™“arbund the arm and sheeld and coupid be pulled away from the
whipper. You might break an arm, but you would disarm the whipper.

I see Thaug and GIlnhelda get few visitors and no running these-
days. r don’t blame them f they get scale itch and feel pluggy.-”

Spell and SwOrd makes me laugh when it says pikes can"t be used
against borse charges. Wht does it think they were used for, for
goodness sake? -

~ ITf you Ulike Ken St. Andrews, you would like his MONSTERS,
MONSTERS. He 1is now playté&sting a game called YOUNG KINGDOMS based
on the world of Elric. It"s quite gt -~

rBfrian Lane: You should allow Snake worshippers to carry swords.

Bi 11 Sel igman rm*"L6ved your -sfory

Peps! “"puts you"¥h the Pepsi "generation Makes you youngand pro-
tecfs you aga inst wfthering . m -

Kay: How about Snow Dwarves? They can walk on snow. They are
larger .than rOt™L dwarve®s and more affractive.” They can be sOng -
smiths, meit who afe "hba lefs and myst fcs and powerful- magic users.; !
they use the Hattinief of"-the Blue Flame,” which dobs damage on the

nervous system for three turns. They live about ground on an isiand
called Ogre Land. Steve Marsh strikes again; he doesn"t exist.
Larry: = the Manual of Aurania.

Gramarye; I was shocked that you left hdIf your dead behind. “ou

could have easily taken them out. Why didn®"t you use missiles on the
ogre Tnstead .of “bash ing him hand-tb-hand? :

Robert;Criffordi Why should some bad ass chhotic captdre a Lawful
and pa™"fOr his f66m and board, when he could kill him and perhaps
eat him? IfT he capfUred hiti, fbete might be a chance for the Lawful

to escape . On iy"-Neutra Is should hO Id peop le fOr ranSom .- =
Diana. Myers: interesting say |ng “chart. m " Hi;
Searchlight: good story | - i Om
Williém Taylor: <“Go6d df6gohs ‘ - ;

Vim rt'l "on b ju , 1 ., Do -, =
ERic Baines: some good 1ideas for a story here. *
Wayne: do you Ulive heaf Thousand Oaks or- Berke iey?; ! may have *

some players for you. A



KILL SLAVUS THE CLEVER #6

KSTC #6 1is brought to you via the nimble fingers and warped mind of;

Glenn F. Blacow also co-editor of TKE 111,0 HUNT
m 4 , ° rtonAd "other™ 0&J aFa. T’h #9 contained
such goodies as loulti-sided arguments
about Gygfixian, spell-point, "klutz-

- factor™ and other alternate spell-—
sysitems; Mark Swansongs "account of how to run a two-sided i1j& encounter (of
which more later); one ‘0f his more entertaining monscers; Mark Keller on
weapons and combaFi including adaptation of modern weapons to J&); a long
zine from Rod Burr (and much on the same subject from Lark Chilenskas) oh
interfacing D&d and Swords and Spears to get a better combat situation; a
somewhat technical explanation of an expedition against a Satanist Temple
in Edwyr by myself; a new racial/character type by Peter Aronson (who devel-
oped Illusionists and Scouts); Mark Dulcey"s careful arrangement of spells *
into logical categories (and Special Abilities table deriving from i1t); and
plenty of assorted talk and randomizing from many iInteresting others - Kevin
Slimak, Blake Kirk; Martin Favorite, Bill Seligman, etc.

ON ARTWORK.O.The header illo for this column is "Archghoul at Gaze'™, drawn on
stencil from an illo for the cover of TWH #4. The cover for this issue in

a portrait of Symblis n"Tayyis,,one of the reasonably important Qon-player
characters on Cskley Island. All artwork is for sale.

ON GAME REIALISM. ..As has been mentioned in some places (notably this zine),
some DMs seem to have extreme difficulty in killing people. Their Chaotics do

things stupidly; magic in their hands never gets used; the OM pullis his punches
for favbrite characters, and so on. The MIT group abounds in wargamers, hovw/-



KSTC #6 page 2

ever, and tactics on the Chaotic side tend to be better than noriaal. Che...._. s
guaranteed way to have an interesting scenario, however, 1is to ask surplus
would-be players to run Chaotics; the DM then essentially referees the fight,
telling both sides what each may or may not reasonably be doing. The"Chaotics
are provided with an information sheet giving characteristics for the defenders,
what magic items they have, and a map of what tI” area involved (and nearby
terrain) ib like. They are then allowed to set uj) watches, etc. With the
wargaming background involved, the players try to win; some of the bloodiest
fights in the history of Edwyr and Gorree have taken place under those circum-
stances. Such a system Ki”~ somebody reasonably competent to run the opposition
can be found) can lead to remarkable improvements in tactics on both sides in
remarkably little time. But then, of course, the general run of tactics is

much higher; at MIT anyhow, due to the wvargaraing background, I would suggest
trying the system a few times,

A HOTS ON DIANISTSo, .Diana is Goddess of the Hunt, and in that Aspect acts as
guardian of the? Wild® As a result, the priestesses of Diana do not love
Chaotics (because of their love of wanton destruction) nor Lawfuls (because
Lawful humans tend to prefer well-tended fields and bustling towns to the
beauties of the forest, and tend therefore to intrude their habitations and
cleared fields into the VITildc They get along quite well with elva* of almost
any variety; dwarves (as dwellers under the mount-ains) concern them little;
they bear undying hatred for the vandalising ore-breeds® Being devotees of
the Virgin Goddess, they tend to be most hostiio of all the priestesses of
the Triune Goddess towards males,

on GODS, DENil-GODS, £ SBCHLIKE TRASH,,.There is a lot of griping about how
ehveak' the gods described here are. Look, gods are not definable merely as
humanoid creatures with obscene armor classes, incredible hit points, and
weapons that do frightful amounts of damage, Why should a God of Justice,

for example,, bp ,a gross fighter? Whjy should, a fertility deity be an incred-
ibly effective fighter?®™ Two of the most deadly beings oh Edw/yf"s [115th level
nrp Vepkaya of the Thoucand Lascivious Acts, Goddess of Lust and Baron Samedi,
Lordj pf the Graveyardn, Both ,arg apmpr ,cEass 0 - Veskaya being li/terally un-
clad .pthpr than ,witb ,jpivslry - and neither uses what coiild be called a true
weapon,®; j;Neither of them needs arjmor or v/eapons, ,,

CLEANUP tiREV/c ..Is only dangerous if it can surprise you. The fastest-moving
member ~of the"ci:'e\y is Black Piiddingi P,at 6! per melee round. Remarkably easy
to avoido Against %igh--ievels, even Surprise doesn"t help that much® The,;

last high-level Pnedunter with it happa.”ed wlicn an ochre jolly dropped®on
Gideon, Who has‘ "Ring of Fire ResSistancS;, The party simply poured oil over
him and lit dt® Sined the ring prevented him from taking damage from normal -
fire, he judt Idis.ndd agaihst a wdIlT whistling "Dixie" while the poor (totally
grossed-out) dcKre jdlly"~fxied. Took 8 points of damage from the ochre jelly,
none from the fﬁ?d ekdep”™ sihged hair arid bedrd® hi; ;>

- 1 . jr ;= q] v 1 | ohi a 3 | R
ON MAGIC vs, TECHNOLOGY, It should be npted that the, first MU to tiy flying ,, ,
around to throvw/ Fireballs is going to get shot down by;AA fire; if the brigade
coriander is any good, the second one to try it is going to have an excellent
chance of stepping on, a land mine; if not, he may run into other®'phbblems - "
electric eye beams, guard dogs, trying to v/alk“unnoticed throtigh the i’ "
that inevitably results from having®armored vehicles rumbling around on uh-°* *
paved ground, etc. As for PRCTiCTION VS. NOKL™M, MISSLES - consylt’THE "STRAT-"*
EGIC"REv IEW 7/5, "Sturmgcshdtz”and Sbrdery"" by Giiry* Qy”ax; "it has the official
(and Sensible, to my nilnd) sbatisticG on what the Spell-cab“"do to modern fire-
arms, The spell wiir hot stbp armoi’-picrcikig” roundh* over 20irjn. xh caliber,- ~ -
nor high-cxplosive rounds abo-"b SOrmn, The standard 10Smmi tank gun dbeh®*“* “
8D10 of damage by this set of rules. Let"s see; random die roll gives 44
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points of damage from the HE shell, distributed over a 3V('Q yvard) radius.
So, the solhieps, got put of that one .quite easily* 7s for”~he third semi-
scenario propps.ed F an, 18th-level Wizard with Astral Spol,X, “ that fs more
difficult. However... i |
Wayne has, a 70% .likelihood of of an MUjhaving had some experience
with technology. ,Goodenough, but probably npt .sufficient, he may have
seen a o045, but does;this give him the concept of "ammo dump™? Hardly.
Or "command post”? ASra matter of fact, how likely is he to find anyone
thinking of these things? ESP locally only gets surface thoughts - and the
surface thoughts of soldiers in all universes are depressingly similar;
booze, broads, goldbricking, etc. But then, grant it that he finds some-
one who 1#s indeed thinking of the subject and in such terms that the MU can
understand them. This ignores the obvious fact that the reverse of his
inforInation may also be true - that the armored brigade may have (indeed,
almost certainly has) overrun low-level MUs, clerics, and suchlike small-
fry. This means that they probably know as much or more about magic as
the locals do about armored brigades. Probably even have things like weapons
with See Invisible and ESP on them, taken off the corpses of said beings.
Resulting scenario might be; "Ch, you say that this guy is an 18th-level
MU? “Hd can"~do THAT, you say? and that? nmm. Operator, give me kissle
flattery C. Captain, drop a 5-KT warhead on that castle'; Your 18th-level
MU on the Astral plane has just had his body vaporized by an atomic blast;

he"igets to go gibber and shriek on the lowest floor of: hell for an eternity
or two.

PROTECTION Vs. NORJ"IAL MISSLES...1 interpret as a field of force that can

shunt "normal missies" aside because they are so light in weight that it

pan affect them. Thus all non-magical light-weight missies - arrows, “daggersm
quarrels, etc., regardless of level of user, go bounce. Magical missies -
enchanted arrows. Magic Missle, and so on - aren"t affected by it. Neither
are .things like trebuchet stones, big rocks thrown by giants, anl objects

of this sort; it can"t handle the mass involved,

‘ON Weapons CONTEOL...A few people seem to have made a minor error as regards
situations where someone picks up a high-quality personality weapon. If said
weapon"s egp is, 6 or more greater than the bearer®s level, then it auto-
matically controls him, even in crisis situations - even if he/she has 18(00)
Strength and 18 Intelligence,

IT thtdre is time and space, an essay on Fenris and Fenrism’will follow the-"* *©
collation comments section. IT I don"t, there will be a seperate article
in the next A&S. Now, onto...

COLLATION COMMENTS ON A&E 15

(Somewhat briefer than usual, due to the need to keep page-count down, ilso
because a few of the most controversial points are being answered by letter
to the .writer in order to keep the peace and save space).

Mark Kramer...1 found the last page of the Mclntosh zine V/ith faokas. Hokas

do half-damage only when fighting humans, not humanoids. So. I have this
prejudice against beings that can®"t be hit by normal weapons, do double-damage
v/hep they hit things, and get gross constitution and dexterity benefits.

So siie nie,///since B.IINSIRI™™iI does the same lio-saving-throw damage as ICE-
STCRW/, and also blinds for 1-6 rounds, it is obviously a much superior spell.
,»17d irisaist on it being 5th leVel, not 4th. y

-Ken Pick.,.But almost all of the remarks you make about the local universe -
high death rates, bankrupting costs for getting characters back, fetq, ap,e

also tiue of Edwyr/Gorree. And as for permanent destruction, well,m%mcertain
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8th-level 0Old Orthodok cleric met Veskaya, Goddess of Lust last weekend and
suffered a"horrible - and quitej.permanent - death at her hands.///Considering
the local female popUlatioh,.l*d suggest .that;Led or the Joabsons keep a,

low profile in the local universes, lest Brynhilde, hrolfa, Cirta, /rjel :

or bther~local inhabitants-of the female persuasion either reduce them to
bloody-ruins or turn them into bunny rabbits.///deferences to Black hole dropped.
///1°d been thinking about Lamias jmyself, but hadn"t gotten around tp™working
out specs.“ 1 have to do mythological research first; if results coincide with
your write-up, then 1711 probably adopt them wholesale. L

Wayne,Sha w., .y objection is to spellswords of any kind, regardless of how
carefully thp spell pararaeters are’drawn. IT mageis can use swords arid develop
super-shield spells(at too low a level), then what need for Ffighters?///Re
Paladins and; Loly Sv/ords; considering the paladins 1°ve met, | can"t think o-f
any ofimy, Lawful Tfighters that would give most of them much Lore thari the” *©
time of. day. actually, this is an exaggeration; they might give certain
paladins aiy kind of holy Sword but a Vorpal Blade - which is just too damn-~*
useful .///Locally, you are likely to find helpful creatures only if you roll’™
an enc,ounter on the Personality Chart. But such encounters are just as apt

to be deadly as helpful...///a letter on its way to you on certain subject&V

I will, point outj, however, that 1"m one of the few voices around to voice anjr
major criticism.///Locally, Lawful clerics try and capture arid convert somri"
of the more imposing Chaotics and/or. hostile Neutrals they run into. Notrible
successes have been Sweet Malice, Valannus the Wolf, and Cassiona, the 5th- ~
level Anti-Curate who ran the Temple of Veskaya on 2nd-level Adwyr.///1
noticed dhat all of the answers that seemed workable to the armored brigade,
problem involve Qth™-level spells. Nor did anyone seem eager to send: his 20th-
levvel fighter (or cleric) up against a tank...///Uhat sort of power-structure
obtains in*he local universe? kny local who ripped off a Lawful group just
because it had brieri obnoxious would find himself trying to explain/the affair
to a-Highly unsympathetic court.///1 still await with anticipation the first
group to try a frontal assault on one of my Chaotic castles. Lad yhe group
desprib€|™d tried.~to take the castle known as The Jaws of Fire that way, 1 think
1;could4 guarantee “wipeout, gross equipment or not. "

Bob sabks..iThe Sacks Loop was iIn Gorree; sorry to give the wrong impression.///
You/ suggestion for handling the trade-off of Holy Swords seems quite reason-
able.///Why yes, so Gandalf was a Sword-User/Magic-User. |If you can get a
characte,”rWho i1S;a Vala, 1"m sure the DM will allow him to both. There"s an

even eaaleri solutioii - get a split-elft -
Self.__LOLITS are now gone from Edwyr. "Sigh” And they were so. muchufun!
Kay Jones...The problem is that both magic and money are far more available

in the Perrin universe. Locals earn far less - and can"t buy anywheres near
as much’with the same amount of money. c)

Stewart Levin.._.You"re right, it missed (a 3 will only hit AC 7). Lord Dworkin,
(who is Paul Bean®s character,_by-the-by) who is wearing non-ferruous armor

and crirryiri*g a stbne warhamraer“+3, doesn"t look iImpressed by the Heat Metal ~
spell. Gideon, with his Druidic Tore of Fire Resistance, may also take a oh
little while to take much notiOe" of it. Since your MUs were concentrating on
ArielV her Cbusiii’Laurel jrist hit them with a Fireball doing 18 points of i
damage.” Your barbaririris are going to sleep in carload lots as the younger
Yamiiy tnekbers (Liriel rind*Merimyl) and hireling MUs (3 in number) throw i8
Sleep spells, and Gideon just summoned his friend Kerakmetal, the free-wiiled
Fire Elemaritril* (Shicker).///Spell system is "klutz factor™, which is covered
in one oi) Swanson"a earlier™i Zines.

s » rr

B.a . Thoma®"s.V".You’might be interested in ray version of Home Stones and-Mark
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SwanGon®s TAlifirnans, covered in THE V/ILD HUNT #s 6 & 7,

Wesiveso o.Fasdinacing setup in"Homraso///SxoelilLent> Korient on .the avail-,!
ability of cheap magic. But I1”’don" t believe in. ;+5"Rings; of. Protection
anyhow - nor in additive Rings®(i®e., two +3 Rings wQulci still only give
you +3),///Have you considered using the EPTmprice-iist? It"s considerably
more logical than DitH, J :

Sean Cleary <, .Alas for your poor Golden Dragon - offed by a Cause Light
Woundso//7"r"m old, and worn, and haggard with the seamed marks of great evil,
///interesting report on the California dungeons.///U"hy the shock at ignoring
""the sacred Gygax tablesV? Little else that Gygax says seems to be paid

much attention. | n

Peggy Gemignani ...heck, 1 can"t guarantee to take out Death Demons, Peggy.

I can try, of coarse, but I"ve lost characters permanently - two so far,///
Hope j¥a enjoyed the Priestess of Diana ruleso///Yes, the One Ring did
ccmmunlcate in a fashion. iBut not by telepathy or speech, like higher
sxvords; it tried to take people over insteado///V/e|l, ~av/fuls and Chaotics
have (in most _worlds) separate languages; by the rules, anyone with an
intelligence h"!™ enough can learn one or more extra languages,. Why not
learn the opposition®s language in order to confuse them?///The moron got
taught an impressive lesson by the licho Spent twovveeks washing every

floor and wall in the llph®"s castle.///Well, Amtorg (my Lawful ore) bathes
regularly. He doesn"t like to, but humans are funny that v;ay.///A certain
turkey party in Gorree had along the wife (newly m.arried) of a regular

player character,who got killed. The idiots couldn"t be bothered to take
along the body, but were quite willing to spend time stripping it of its
magical items. The husband wasn"t too pleased at this, and hired an assassin
to get revenge on the twits.

- XI\L
Chuck Ulrich. ._Corrections include the one about scrolls having only one il
use; the- fact that only magical weapons affect "ilemeptals; only silver og m |
magical ;>eapons affecting lycanthropes; that there is a 25% chance of a" ~~ =
sppplX car-ying clerical spells; the fact that Heroiism lotion raises 5thr...i,"". 1
7th level fighters two levels, and 8th-10th one level of ability; also im
other< minor cerreetions. . N . , -
pick Eney...They sound like a rather spoiled lot, i"m afraid.///Spectres u
afraid of light? It didn"t seem to bother the Rin,"wraiths that much./// -1
,\What? Figuring out experience for his character on his own??? Gleh!/// "

Lord kalefar (K"ung-ming®"s equivelent, 1°d say) hAs met characters below -
6th level exactly once - they brought in some important intolligence.

In a city of 30,000 inhabitants, he"s unlikely to pa” much attention to

random adventurers...///magic takes place at the end of the melee round® *
here, so that the Uruk \Wwhp v/as after Gimel would pPobably have gotten his > -i

swipe. Admittedly this causes more casualties - liriel Charmed a Temple \\
Cre last ireekend, but he killed her in the same melee round, so it didn"t -
help much - but it makes life more interesting. n g i
m’ »
kark Swanson...Your latest batch pf Chaotics was quite good. i>on"t compla'n,A
. .. . im
Peter Cerrato...Hmm, 1i"ra missing pages 3 & ™ of this zine. Cursed be the a'™; ~
random collators! N N 7
Charles kcGrow. .,i.h, but tne number of player characters is as unlimited A
as the number of monsters - as long as they have control of-3D6 and enjoy ,
the game,///in the local univer-se, Christians can only be Lawful. Meutrals .
tend to believe in other things. " .

Dan Pierson.. _Consider yourself specifically invited to visit Ed«ryr witn *
your high levels.!-. The 13th floor of Adwyr is going to be far, too gross
.I’-j‘ 'i m
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for th6é locals for a good, long while. You"re free to choose the setup,.dream
adventure or reality. Best of luck in your new location, and here"s hoping
you can make-it up to MIT some, weekend. Since you"re on theiEadt Coast now,
williyou-be making it to BOSKONE this (1 think) February? Lee always comes,
as does Dick Eney and many, many other entertaining folks," .r i; 1

John Kingsbury...ih, but Edv/yr-town is full of interesting types. “ould your
2nd-~level fighter want to swagger Zaround ip glittering finery - and geV him-
self challanged to a duel by a 7th-level tavern bravo? Joes your 8th-leyel”
MU want.to go abour dressed raggedlyand have to face vagrancy charges?///
Mithril is called truesilver, but this means little. Iron pyrites are called
"fool"s gold", mercury is Mcj[uicksilver"”, and so on. The name may simply refer
to the visual resemblehce.

And now on towmfurtlier things. I think 111 endevour to catch up
on comments first, and don"t want to inflict anything- | ke twenty pages on
Lee this time around. So, sbme comments will be skipped. On to

COITATION COMVIENTS OIS, A&E 16

Lee Gold...250 pages??? Cy, va'y is wir! (or something like that. My Yiddish
is almost nonexistant).///Not bad age system. Locally, elves a/e imraortal
and dwarves have long, but indeterinihate, lifespans, 1"ve been figuring that
elves and dwarves require about 50 years to reach full maturity. Elves do
so by remaining "childreni®"for the first forty years, then sper>i the last ten
in goi™ fro ; puberty to maturity. Dv/arves mature in the same sort of cycle
as; |iuffi™ns, but at about a third of the pace.

Bill Seligman.._how/ is Scott these days?///as for your tale? Bad, yes. Even
infantil’**. But also funny.

Eartley Patterson..."l-iandedness has been adopted locally. Many thanks”

Bill filevel...ell, there aren®"t any dhampirs in Edwyr, but it is possible to
roll an encoupter with a raven-tressed girl in a remarkably scanty red costume.

Sean Cleary ...Vhat makes you thihk the janitorial staff consists of ores?
Jwellers-ip-the-Slime are a major component of it - trade off the trash they
get for’jfob*d,///You could be shot for that joke to man Pierson, you’know.///
I"."et is dp elf mage doing v*ith a Staff of Healing?///Eeport, on what happened
in the technological mitni-dungeon Was in the Tales from the Red L"olf Inr-in the
last a&E. The opljr items that didn"t burn out (as far as | can recall) v;ere
some heaTing potions, non-magical +1 arrows, and a viewing device .oov/ered by
solar energy. And some potion that can raise one"s strength for an hour or
two. NotKing all tHat impressive - after all, it was k Ist-level exjpedition.
///The prdlTferation pX kungeonsyis/hot in itself a bad thing (though a few
of the, pepple who have done so are rather bad at it as yet), hut the fact
that some”bf the neo players are hesitant about trying to get into"expeditions
in the better dungeons is.

Kevin~ 1limak ... I agree"; HELLSGATE isn"t a ki"ller dungeon per se -"but try and
explain that to the poor souls that have just seen their entire party get
wiped out by a squad of kobolds,..///When did Mark start running GCRREE? About
the same time?

Sean Bummers...Player-class! Pakshasa?j m , n

Bob Sacks..eCh, come now/. Clerics don®" t suspend judgement to the Church???
Haven"t you ever heard of papal Infalliability?” Or dogmas? A cleric who
refuses to accept the rulings of the church: iP a-damned heretic/ and ip trouble
up to his eersv///itltruism is defined as selfless concern for theWelfare of
of others. Bob old man. -?his involves such actions as charging dragons to
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rescue maidens (Wwhen one expscts no return from her), giving one"s 73;ealtk -
to the jjddr (ds clerg/fcieh"dIr*e”epected to do),-and so on. .“ljhaye yet to.

that"AdIfruiSm has anything "to"do iin particuiar with doing gopd TC pepple”- n
it"s mostly people, and the potential for ivil begins long before o
alti“uistn ever enters the picture* It begins Vith people thp tiink that there

is some sort of divine sanction for greed; that their lust for, wealth, »53 -

power, and other such things Override raiuor things like haw, t“orality,
or Right. Libertarians are not Chaotic by definition - but a,hell of a lot
of Chaotics are Libertarian. ;

hartley l-atterson.».i inaeapolis JUIIGROK uses tnhe same systeiu as t"& (hit
points to armor inst.ead of people. It has the great problen thcit dt makes
the low-level t;vit in good aruor a far nastier proposition than the high- in
level in ordinary .armor.///.>on"t any of your low-levels carry >eteot j/NVil? >k
cr at least have the party checked out by sor.e Lav/fUl cleric or iU vrith the g
spell? That"s gotten to be ufandard Operating Froceuure lately.

uohn EoardKian/Lee hurv/asser.. ..i"xcellent.

Charlie muce.. .Uhile there are occasions where one may want tile enemy to think
you"re lower than actual level (if acting as bait, for exaiB , most of the
tinie you"d prefer :to have the Chaotiqgqs think you®"re higher level then you

are - to make them hesitate before .attacking.///","ve "seeh a good Kany un-
expected tactics pulled by pi yer,s but a lot fewer effective ones. The “
flaws in the tactic of flying up in the air were pointed out clearly and
concisely, are you disputing the criticisms, or just griping because,al ~.
"clever" tactic won"t werk?///;.riel didn"t-gat-a Cold V"and luntil she hit, (A
7th level - "and picked it up on the 8th dr 9th level of GCRRgfi* There > [,;
aren"t tilet many dxpeditibns®on the 5th/dth levels where anybody hvd a - il
Cold /and. \/6 managed to survive ptuite well*///You"re making the same
error that others®”"~"(including i-yself) have>"h7iade - criticizing a player™s
report of an expedition because of something the presiding DL did.. L was
running a character, it"-kas Swanson®"s®"dungeon in which the Rings rent av/ay.
Gobble, gobble"yburself. Yes, twelve books in one treasure. Yes, there
were crocks, "hot mentioned because they uidn"t affect /.riel, /ja where

(1 might ask) does it say that a®"book goes away if ti?o reader doesn"t bene-

10

fit from it, mook at YI K, s"il vousplait, hooks uisasppear, yes,
"unless the reader gained nb benefit from them". I might add that that was
the last level-raising book in either dungeon, and tnat i,.cst books cover*® n

such \7onderiul topics as how to make goyin, how/ to rmke love potions,, how/j.tp
SSP high-level Unaead, how/ to build a castle at 75% of normal price, and j,.-
so on. Yes, there are those that are as deaf as a post, those that are as
blind as a bat. and those th;t are durab as a board...///pay 1l point out id_
that your proficiency system re tires (i'/ith sword i.inuses as per GILIiYL/hiK)
a Ist-level fighter with sv'orct to roll a 22 on /2C to hit someone in plate”
a,d shield? nnd that an I.U re uires a 25 to accomplish the same feat V/ith =
his dagger?///1Vhile yourcharts on .attack and hefenbe Capability seera to
offer greatly increased realism®", they suffer froti the sarae defect as most (

attempts to add realisra to tmi game.. .too much bookkeeping anl chart con-
sulting. NN N t

i"licolai Lhapero. ..1 trust your new location and jbb go well?///i_ju 11® a‘el;..:-
interesting - and show signs of being the samd sort of aefolisive reaction” L.
agaipst grossities tyt. Lee sh¥Yed a zinp or tWo back. ;EI" see™ the end®of

this *n® “(f I NMe. oy tie essay);,” =W Jod*®

otevO gerrini. ."i/edged"j means that tne pers9n,.so-aadressed has his head ,
stuck "/n an unfortuhate -(ana ratner sraelly) position. Unfortunately, the *
2opbh d..IBid™about wt.be, possibilities of the-game'" you have seen? mostly devoted
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gQ finding ways arouPd the .irples wfhep, they, .hamper, your characters...///The

fighteir/clerics are reipresented. i™ ,LppaX. by the Knights of ot. Leuana
in CeidtiJh and the hnder of dt, alan iin;.ij;4nr (F Calling

such a class "Templarjs'" has tbe g?eatj;disadyan,tag-e] that the term™ covered an
actual ,, historical ,!Grder.cy, \ [

,,/-- "egarding character types.hji“eter ,~Nirpnson -jVilo invented lilpsipnists
plays in both ddwyr and Gprree, te has yet to roil a ph”r~cter in either
game capable of being such, 1iut of sheer compassion, when Peter rolled a
truly excellent character, | allowed him to transfer points from other
characteristics into dexterity sufficient so that he could have pne« /M
only reason is that"Teter invented the type» mOh nobody eTsc® have | given -
such favor ,Mnor will®"“l . \neck, if having fun” is the -nain thingj vjhy bo“thef
rolJ”ing charactersi Just write Joat 18 strength and’™8 charisma bn your © =m

character sheet if you want a Paladih, And scrawl a Lolj”™Sv/ord down, too- ’
dfter all, MW" uch fiin is a Paladin® v*ithPut a holy Sword? w -

lih, yes. Gne final thing - I 0C have the right to say “ve>boten"*"
to the practice. c/ithin y game, VOX dSI, VOX dLI —- -Such-characters-are--
obviously fhantasma?l, and thb dispeiljfeagic on Edwyr®"s teleport .booth E"akes
them-disappear. = A mi
" m There is much less enthusiasni for "exotic" character types,around ,
here, huch of this has to do with the fact that advancesflent .is a lot ,sLower

around here - wHP Wants to have infinite "exotic" 1st and 2hd levels? ,
Lew Poikoff...Locally, there are a number of short-range fire spells for/
dungppn use. Typical is .TCiiCh, *SrdT level, JZ x."level/" "PihLSICiSI"., ™ ;
probably covering the .parap area as seems less well-suited foh/
indoors .///judging frpni re"jh"tIeN.\thieyes 1"ve most of them afei/,t/"

laixyes

,et you thb
objpct re uireji. Getting them/,j5"stay thpyety"puld/(lpcaii® leasi) "
entai I"P™%iJ;-ir,d?ello///Lparnin]:;)Jh™ lahgupge® of thf".opuos” "id

good idea - something the brightpr/localslike to do." Sihce" v/izard ljodk !

Jiistia”bad way ,to waste a melee rpunH that could be bettPr*used throwing al-
Hipst,any p.thpi: spell,///The terra atypcity applied raostly.to your edrly ?
outline of the class. je—

Kehneth Lcher. ._.Grant*~d, if you can"t stop the sacrifice byciispelihg the o;
magic involved or. reraoving the feraalPi,i then you"ve foun. a Lawful excuse.! Id
for rape, Grui::"ble... ol . , al jo-i.

S."Niteven’ ivhh. _Ufebful essay on time costs for builMhg castles ahd- Such.
kany "thanks,” ,. Jhilb I would like to enforPe your®rules for Lui?Tuis-{Psji.
#4), if 1 did it strictly, there"d be no Lawfuls lefti///Take th”™ ddL:.urax
away," There are local riks wic,"allow them, "and the results did siich as to"
remove any ihceiitive at all to be a ribrmal Fightern - ]

Feggy Geiluilgnapi..,ii1S///”riel is of iixed ast .df/nigh tlf background.

She saw the i”ea long ago, and has"yet Pelt not the slightest-desirento .goPL.:
across™* it. " shfe was not, dlter all, bbrn"oP"stock-that came from Idamar,
but is“rom that native to O'sliie;t".;///Tsk, a spanking won®"t hurt Jxiiabeth n
much. And r.y Chaotics would hardly* te ih“the"same party with heri///t"ne"""
does not have to ,know? .one is in-i.lpw, - or pvpp be in Tpye - tp. hp: j~hlouSi..j
And wiiile ldworkin® thinks- of herA ah/ePpiistfr, .Ariel doesn"t khpw. what*“sh-"
Ihiriks pfjhixs in return. It "s a s.,pmpwhatoCGnpused elf ,///¥es, 1"ve, played

in _>ick Tatge®s dungeon - that was where .nriel had her first two trips.
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///Unicorn r /viers e just fenialt; virthins - of courtss you c u*.hiv? npne., _
Lut she’ll EnveTo find her own uniccrn in the g-Ke. Urticorn®s don"it cote

on the original equipusent list .///yee you ,at Eoskone.,, 7" J |

ijelf.. =ell, Uriel has developed a variation on CCNJUaiJd fjLirJ~TAL vUich 11 "cr
gives an lIce “ letuental. >0es a real job on castle v/alls Cabout 3Q & n. tes.rjj
to destroy one). anybody i»:;terested in buying? bpecs next issue, vdien -
Sv/anson finishes drawing thfein up.///~iother rutan parv/~icipated WUi7a" raid »
on a slave camp in shadow Valley neur Gorree, and: had:.the iisfortune to be
standing in che doorway when a Chaotic iU threw a Id hut-poijjt Lightning Eolt
- when she has only 8 hit points. Some twerp had iebbed tha.door vath tne
party leader still in it, and phe was helping cit hit, 1. osS. essentially
killei by her ovm partyl iiiii Jier constitution is n v, doi"n to j. #*igh**
///Liriel-tv._dt partipipatad inga raid on a Veskayan temple .with her two

cousins Laurel (oopsi Scratch that. Laurel wasn"t along dri tiie firsw tri® )"
and lerir.yl. Lxriel was holding her own ihYn she noticed chat only tw6 ="
party lembers I"ere still on their feet - and ope of them (@erityl) had

been seized by a vhaotier and was being hugged to death. In _spite of her "kw

existing difficulties (she"d chosen the biggest ore she cculd find to fight -
the 4th-level guard cotacander) , she split-move, arop™-ing sword and throwing
SLSLP at four of the stanaing Chaotics, giving the ore a free shit., Two

Chaotics v?ent down, ana her opponent missed. 1lext round, she threw a ;-C,
Charm person, no prep. It got off and the ore failed to save, nis blow, *{to
however, killed her. rc failed second saving throw (for death of Charmer),,

and ran over to feet his boss (Cassiona, 5th-level) to de soraethihC >to help:
the pretty little thing that was hurt so bad. Casisiona was not happy w"ith:
this turkey ore, but couldn®t do anytning about it. Couldn®"t do anything ,
for the dead elf, either, but had to placate SvaAxi ore. nUed up in a truce,
with bloody reidiants of the L,aw/ful party getting dragged out under the es-
cort of a 5th-level Chaotic priestess and a 4th-leve?i vrc. _>id Cas.siona

ever bont the living hell out of Mamulek! (after they got back). Vben

Liriel "gdt over tne raxde de ,d tv/o W;eks later (constitution o0), she. Laurel,
E.erimyl and friends went back dov;n after the temple. In the ensuing fight,;/
poor Gdssiona managed to 1iouble-klutz a hold Person am ended up a prize of ~
wdr, poor iamulak got surrounded and surrenderee, and the pour Ciraotics just
got dtQi.ped into the ground.///dayra chs and iuiitorg iescenuei into >warfi-f r»
hole together. Four amtorg got so occupied with st mping two Chaotic Ffighters
that he paid insufficient attention to the ti? mages. Two iagic iissles 1
the back, and down ha es..///jer .ltford joined an expedition to convert-’
Billy Ealrcg dcim in Qdrree mngeon. The party got bushwhacked by Lilly®s - —
bodyguard far frot his home, and most of it got fried by the crossf..re of r
Lightning holts. Including J r, of course.///To dziila and Ignatius went t
into CLaGPiORK a while back. The Chaotic party was stoinped easily enough+:Ad H
(theirhU found out about the Toad®"s Speli-Turning ing and wasn"t happy),
but the Lgre Page that sneaked up from bei ind managed to take po r Lrotixer,
Ignatius out.///nni’-finally, Sai.iantha (3rd-level fighting i1™oxan) went to 5"°
visit relative” in—- dwyr and encountered her cousin lolfrara (comeliness: IQj.),-
Samahtha®s“"widdom being W*h.t it is (7), she seduced her c usin. nbout ar
month latter, she cheerfully told her i-other that, Thank Goodness, she,wasn"t

hitvihg a certain problem any more. fast trip to the local church con-~
finated her mother®s unpleasant suspicion. damantha and “teliram just tpt -
“itliarried.,, M = "W ""m "n m,u r.7

Stewart Levin...n letter in,re local spell system on the way after this gels
mailed.///Good esgay ,bn iov” to bala.hce a .dungeon. ~ iLL

Steve Kclntosh.T .Good suiranatidn of available iuaterial on Stagic imanufaetpre *L:
I I|WPUIld disagree about +2 armpr simply being twice the time for -1, though.
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I also” ribte that %lI;\ar® not a ProtyE4ii spbil. “l a] i1PW”ANT,
plaver“ci”aracters’to® run around with® intxnite Charmbbsy® ariVhox*;/// ‘
It"s exactly because a<trecfe Isn*t sure ot yrhethet hb*fean throxf*™~ o
spell that mayes.me so fond of ;yiutz-factor magic.///Excellent ,hepdr.,
ling ofi"al-"Cubesl hadni"t used them previously .because they
remarkably ineffecti-""e - and had, far too much treasure. .It shipd . ,,
that i1In some dungeons, ithe;.obvious way to picki up,:expe,rience gd( ..v,
magic was to go Out and stomp .Gel"rcubes. ///I)\D wa,s not ;all that pb- a
vious to wargamers ,—"elthero A . T

> ;" (You will note thr chahge®in typeface,” yes? The Olympia me *
portable""bied this xireekend. Cursed be Olympia portabieWj The“same ° ;
day" the“A Dick 420 mimeograph died a horrible"death.” w**si"p_***-+ig
I have no i1dea“toal I*m "pincf to repair/replace them. " This i1s being **

typeb oh my robmate®s elebtri .c portable, xdiich also has problems) .

Letf Jolkoff... 1" refuse to use psionics .///Jell, yes. An elf female ( .
can be enslaved. This is different from being, a whore - xjhich im- .
-mplies walking aroundc the street rather freely, solicitAnc males,.
That I can"t .see happening. , Permanept lust, spe.ll and drug addict are
possible, .if her ifriends would allow the former, jThough i1t Xirould seem
more reasonable for an elvish BT to pay for habit by selling her N
services as a magic-user,:. | suspect .that an elvish,” "nymphomapiac,
xiTould®still bacely®.“all,; x-rithin human paramets.///0Oh,. Ariel-twit B.,,
veryususectip®” ™k to crushes. i1?7ut she"s a Terhaien, xvhich means tet,,(,,
herd crushes are; on highr-level _fighters, .not high—charisma bards-. ;,
Or, ,to bsnspecificY"hord DxTOrkin.///:le eeem to, have sybstantial;,agreej
mentron.-x~at spelis should be.///Hsck,, apy God that requires humap ,,,,
sacrifice 1s at jbest &leutral.///",”"ihad” ™oesn’t mean Holy Hlar. The ,,~
term means ''struuule'™, and covers a number of other references,///; ,
No, I think that the dungeon referred to was .s.tandardly-.populated,, but
thatJiHollander refused to alloxt Chaotics to run iIn. it, .andvthrbateped
tOfFdrop ceilings onvanyone misbehaving .///T X0 EEI-S i1s ..all.itctgjles ;,,
~1.0 ~N5/ring??? 1 would advise,you, ito- revise your, .tahle, hpwai™ds
byi-a very considerable margin! Otherwise every turkey in,,your, universe
>MHI have one. Every twiit xato can® t a-f~ford itjagiG,armor x*ill simply ,

a ;set iof ordinary plate shield/and; a. +5 ring, and, be..;C -31 ,

CharIWs hc LreXJ Useful" Summary ' ey I S
-* 1 s g
gavnelshaw c> /ayne puttlng plepty—-of Alg.iC: 1n your ,garje as an ,r
iveto people from; less powerful, games.-to take”tha changes Inherpp,t |p[
it" doesn™t work. 1 There ,are one of two pp,esihle .reaptiops; of
running .a |OXJI—magIC campaign; to .someGne, ; returpipg-i1 fran,- Te. mporalahaj
x;?21ith —Gay) a"-2-handed,PanGing., Sworq of Cold., rThe,hirst (swapspn®,s) .
would jbe to confiscate the obscenity at ,bustoms-L thb, 1se.codj.is tp , ;,ﬁ
off the.;offending character in order tbrget rid of it .xlri.,Kdyyt,,,
gross magic attracts: grgQss, .monsters-,-;; o< ypu find*your.self a, ,gu,plgp-jv
of levels futther doxm than you ~thpdght 3 -If Ariel , riiskedr her teli-n.-
in your xrilderness, she*d.hope to get .some .minor, iPagip. -.1Awthing-ii,!: ,-:;
you"d considep'goodV xfould le,; confiscatedut Hi“ghtly,. As ;fot the ."pst;
of the argumenb, 1fine.///.Jayne, most.jOfK ther "lgoad™, xmapons meptionec?,
in last AGE by you and Ken xjould be considered artifacts locally.i1,Apd
yp-ur O artifacts are exactly tep times as com.on as artifacts are on
Oskley - xfixich has 13 lex/eia’ahd a roasSive x*ildernesP. <SecUil”™tfl.. .
mean iIn using the term "nPt feib" comparatively? InterestlhglY®eenough,

the opiyr artifact found .in Sdx*yr has been the Axe, oh”yplt. .;n;o0 -
Out of time, out"Pf ki <Gee /o"xi"tall Mkt isse." ""Glenn



UNTITLED by Sean Summers

h,, 1 o~ 1
Phoon ixes " 7 ‘ NN ]

Phoenixes are a race of beings from another dimension separate
from this one (similar to the different plane that Demdns irihabit). -ri
This dimension rarely impinges on the D& one, though therearea fewl
pl aces where :it has managed to do so permanently. The phoenix dimen-
sion” is an intense ly:fiery place, and phoenixes ahe one of its major |
races N r n; N

:IntheVr natural state, phoenixes resemble Rocs, with three |
talons per claw, a fairly long neck and streamlined body, and bril-. :
liant two-color plumage, a base color and an edging.

When phoenixes enter this plane, as some adventurous youngsters
doc, they, assume the shape of men and have a great deal of difficulty: i
returning to their native form while oh this plane. They have certain
problems and advantages, of course.\ They are able to use a set of. M r
interesting Fire-based Magics." They may fight as Fighters.“ They arelT
unable to use any Cold-based magicalL items. They may use any magiC :™)
weapons (except cold-based ones). Otherwise they are- only able to
use those hthi ngs usable by all classes--and Scrolls.

There is some affinity be.tw.een Phoenixes and Rocs and Eagles,
and they 1invariably get along well together.Phoenlxes are only Lawful

or Cha:oticm =m . ilin-

Phpe™nlxes are a very proud, independent race, and as such they
only rarely serve as retainers, and will only hire retainers on a -0
single mission basis. If Lawful and Chaotic Phoenixes meet, 1t is N
a fight -to The death iIn Phoen & Form. i

While in Phoenix form, the Phoenix may strike as a Magic Weapon
4Q the Ipfu | when TFfighting gargoyles or spectres). Armor class in
Phoenix shape Is AC4. Magic.Armor (unless specifical ly forged for
Shapechangers) will not follow a change, with these exceptions: 1. " =
Mithril Armor and Cursed Armor. Armor m"ust be,Removed otherwise to
accomp lish shape change . - - E ‘=m

L Eyes ight~for .Phoen ixes is about four times better than humans

and 3JIneiudes 1nfraVision
FI re Magic Spells

Leveil "eml . EP * HDc , SC/day 1S 1A 12 3456

F ledg 1ing - - 1 1 3 0 1

Spurtfi,, i 2500 2 2. . 5. 1 2 1 - - - -
Spark 5000 2+1 3 B8 2 2 11- - -
Evanas,us -; : 10 K 3 4 10 4 32 1-__ -
Hawk 20 K 3+1 6 20 5 m4-3 1 - - - |
Fire o 40 K 3+2 8 35 6 542 1- -
Rlamer ioT ,m80. K: 4 10 . 50" 54 32 - - n
Confl.agration. 160K 5 12 160 , 8 5432 1-
Phoen i X 260K 5 14 26&" 9 6 5432 1
Additional + 100K + 1 die +2 + 100 +1 Fo 11low Pattern

SC/Day: Shape Changes a day: Each change Holds the character in the
Phoenix form for one turn before reversion to man-form. The Phoenix
form a“cts like a Roc but can only’be hit as if a lycanthrope. Hit
dice rema in the same . .

-IS: Intensity Shifts : Any Fire below this level rejuvenates the
Phoenix (restores hit points lost). The Ffire may not be self-inflicted
Above this leyel (in dice) it.causes the Ph.oenix to be reborn as a
Fledgling (k0" aU exper ience points). Eventually no known Ffire will
harm them. Figures given for for the Phoenix form. Shift ohe decimal
place for man form. (260 as Phoen ix = 26 as "man)r-¢



1A: Incendiary Action: the ability to start fires, from dry wood
to metals on a scale of 1 to 10 for Hardness.

PRIMEj R*f.gjl SHE Wisdom. Must have Intelligence ofl3+
Hit Dice: D8

The Phoenix controls Flame, but 1is not by nature fiery . The Fire

Magic is done by means of fire runes, one per spel I. The runes are
usable once a day, Ulike MU spells. Runes may be written ina book.
placed on a sword, worn on sash. etc If lost treat the situation

as though it were a iost.magic book...with equa difficulty to replace

1st level
Shapings: forms made 1in Fire. Faces, figures, etc.They can be
as large or as small as the fire. Buration: until the fire burns out.

Time to cast: determined by quality of detail. A letter.takes one
round per ten words.

Firelight: like Continuous Light but half power and it needs a
fuel source at least equal to a smal | piece of wood.

Cauterize: stops bleeding. Especially godd for severed Ilimbs.

Burn: starts a fire, as matches would.
2nd leve 1 )

Extrusions: Like Dragonfire but fueled from a real fire. This -~
does | die damage/3 levels of caster. Range: \50" from fire source;

I* across at the end. , .
Flicker: Partial Invisibi lity due” to distortion by heat. This *
causes a Tli.cker in the air and a si ight glow iIn the dark around the -

caster. LI .
Crawlings: worms of Ffire made from "the. spe Il and 3" pieces oOf tope
Provides continuous light for 10" fore and aft® of the pa“rty. "Ion
Sendings: Phantasmal Forces of. Flame = .
Detect Detects Fire with 240" Lasts one tdrn
3rd evel
Fireba l produces Tireballs half the radi us of the MU krnd® and

at a 100" range One die damage/2 leve s. A Hawk "s FfWba li does -
3 dice damage.

Enflame: embues any magic item with +1/+2/+3 flame powers fot
1-3 turns .

Circle Causes a circle of -3" radius to spring up 3" high off
the ground. It has a strength of D8 . Laststen turns. "7

Flash: Causes any fire, etc ,to consume all its fuel "n one
melee round and flare up.

Read Magic: As the MU spell

Manlow: Ups a Phoenix"s resistance to fire while 1in manform; it
is then equal to half that of Phoenix shape instead of one tenth.
Duration: one day.

Still: lowers flames by 3 dice intensi'fy. " 11 “extingu ishes
small fTires. Lasts as long as Phoen X concentrates. 24" range.

Fiery Haze: CAuses a haze 1ina person®s mind so hd is fOgged up-
and disregards everyth ing going on "about himft Ilasts 3 melee roundds

It can be cast at a higher level for a longer period of time. If one
attackas hazed people, their combat attack value is halved.
4th level . n i

wall,of Fire: like theMUspeII but lasts Srdunds past the time
the Phponix ceases to concentrate on it. "
s Wjngs:,forms a sheath offlamO. May TFjy 3"/turn for 3 turns.
Burn: UpsthePhoenIx sincepdiary powersby 2 units. Alsogood
forboilingwaterandmaqicbarriers.



Shaft: A spear of Flame. Strikes |Ilike a Battering Ram. REquires

piece of dry wood arnow-size or larger. = Damage Dice = caster level.
Sustain 1 Keeps a fire running 1.5 times normal. [ |
No Ignite: Incendiary action -4 over a dtstance of 90~". For
use against Balrogs, other Phoenixes, etc.
Receive Back: Like a reflect; it sends back ail magical T lame
& fire to the sender. "
g§th Ilevel - .-
Gateway: Opens a pathv(Zay into a Fiery Demonland and allows the
caster to fTiee therein. He may return to an already chosen spot.

Bridge: Formsa pathway of fire 240" x 3" that will support up
to 900 1Ibs without breaking. Lasts one Tull turn.
Delayf ” a delayed blast firebal 1. Hesistantes 5-10 rounds before

exploding. May be set off early by another ofire bpell. "
Pass: Like Passwall through any flame barrier, 1
Trigger: sets off any magic Flame source. 100 yard range
Summon: calls all fire-based creatures Wwithin 300" to aid
whether or not they respond 1is up to them.
Elemental: Raises up a fire relemental. As Mu spell but the

elemental 1Jlosesicohesiveness fTive rounds after the Phoenix stops
concentrat ing.”

Efreet Bind Stops Efreets and simi lar creatures for 1-6 turns

Sharpen : Adds +1 to all damage done with clawa and beaks
Lasts one day

Ref lect: REflects all fire emanations sent towards the phoenix
back to their sender/emanator. (Including dragon breath).
6th leve l S

Falrie: a fTirespell that causes confusion 1in all Fire creatures
below 7th Ilevel--or all those of any level of a non-fiery nature.

Follow: causes the footsteps of the named person/creature toi.il
burst into flame If they have walked in the area within three;daysii”
Range: one mile. Time: 3 hours. r= N

Focus: A fireball formed into a shaped charge. Concentrates the
force of the firbball 1iInto a single spot. Damage Dice = level of caster,

Command: as.;iCharm Monster for all warm-blooded creatures* a.

Fireba ll as MU"s fTireball.

Arspel I: A Di.spe Magic that works only vs, magic fires

Halo: Doubles Phoenix resistance to Tire. -

Flame Flow:,; Fire flows foom the Phoenix and along the ground
li ke water until a circle 75" radius is formed. | die damage/5 sq
ards . u
Y Store: (-Creates an etherial fold that can hold almost anything
the Phoenix cares to put in i1t. At any later time the Phoenix may
reach in and grab/command whatever and use the said+item/thing.
7th ,level , - ,

>+ fAseension: Similar to Word,of Recall. R8turns the Phoenix to

the FireGhod"s presence. Effects last for three months after which
the Phoenix returns to Earth . -
Contouran: a normal Fireba Il that goes around corners and such .

24" range.”, mTreat.as Mu Fireball otherwise. Will Tfit through holes
a half inch In radius or cracks of equal size and also down throats.

Summon I: Summons, a.Croature , fire,-T.gised, of. «1,/1L0 the EP of the
summoner.; 1 ,
(Command: A charm, imonster )Spe 11 .for a Il .-—Creatures who live by

ox idat iog of food. =
Weathe r affects weather 20;/,,tunrtpwards Hot an.d Dry



ur
Casting TfTire-runs reMj“uires the. tracing of the-rune iIn the air with
the hand(s) or claw(s)and the saying of thairune. A rune maybe
cast each melee round. ; r (]

Last Issue: the 20GP for aWhip 1is the prica torja 25" Blacksnake
or Whino-hide mu leskinner®s special.

Ken*-*™Mcher:>mYes, 1 see your point. I will mod,i,fy bul [whips on my/.._. -
tab le .mthdugh | @o longer use Armor Classes as such and only tpDe
A lte"fn"ate"act ion tabie 1s still going with the Bullwhip. :
.- .. . . . | 1y -

All: Nowhere 1In Greyhawk do. lirsee anything stating that.'I!hlgvégs t
may strike si lently from behind with only daggers. My thieves are -
busy striking from behind with swords doing fairly nasty amounts of
damage at-times. tTh"is is the way It id iIn Stroup-Tasmenton anyway.
Any comments on this?

Lew Violkotf: Mugwump the Dwarf says "high” to Trebisth.
Mugwump still hasn”™t found & good use for all that gold, but w,|l,,
probably end up buying an Inn. Just recently he helped release, an -
Imperial Dragon® and" a Chinese Lion from the clutches of a .Pagclda
fi Med with Lawful Evi I Monks. He has gotten a Ring of, Fi. re Resistance
and a Vorpal Blade for his effects. He"s very happy. . ,

Robert Clifford: Duck-bil"led Platypuses have poison spurs on
their hind legs and so should get some poison damage.

Gl eHn Blac’ow :> Greetings from the Hose Barbarians of lasierness }
Did y'dur “‘WeiddH+g come off? Where do we Ffit iIn the,scheme of ye olde

Midgard®? Ta™es drom the Red Wolf Inn 1is good. Do we Inverness fit

in there somewhere? Hmmm, anyway, [ must try writing up an adventure

soon. ” "%i . " m n - ., .n , -
0010

Bryan Ansell of 15 Gurlong Avenue , Arnold, Nottingiiamdhire , Great
Britain writes, We all -enjoyed A&E tremendously”. It was the source
of many ,ijev ideas. mWe wefe certainly staggereid by thesheer size of
if; "fanzines over here run "to about 20-30 "pages at themost. |
uml ,started playing D& in June after seeing the article iIn “Games,
and Puzzles "; mUst people 1 have met were iIntroduced to the game the
same way; a couple began by seeing ft played at S.F. convent! ons,: - ,1-
Though a fantasy fan, 1 cam to D& more & a wargamer, andiso ,
our games are Tigure-oriented, the more so as | am thedesigner ,of 1rY
the new ™"Conquest™ 25 mm wargame Tfigures (very cheap, only 8p fthat"s®
about 15d--LG]; perhaps you would like to review some of the ifantasy,;
range for A&E? If so. 171l send you a few. [J would like to gorion , ;
reaOfd as not having been previously a wargamer and therefore not

having mu6h background in reviewing 'miniatures. Any volundteers in - 5
the audience?--LG] ' e " "m i , -
How ouch overle there b"5.tween theicirculation of A& and The

Wild Hunt? Should 1 print separate articles for each? [TWH has |
think about a 30" overlap with A&E; A& haS a "JO™,overlap with TWH.
I think separate articles would be like whipped c"ream gti top of
ice cream: nice but not obligatory.--1!
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WHAT IS DUNDRACON [11? DunDraCon 1II 1is a
wargaming conference specifically devoted to
" Science-Fiction and Fantasy Wargaming. The
major emphasis of the conference will be on
Dungeons and Dragons, but games such as
Star Probe, Stellar Conquest, Sorcerer,
and White Bear and Red Moon will also
be played and discussed.

WHEN IS IT? DunDraCon Il will take
place over the President®s Day
holiday weekend, the 19th, 20th,
and 21st of February, 1977.
Monday, February 21st is a
Federal holiday.

WHERE IS IT? DunDraCon 11 will
be held at the San Francisco
Airport Hilton Inn. The Hilton
is the only hotel on the airport
premises itself (as the airport
runways are aimed away from the
hotel area, noise Is not a
problem). For those coming to
the Conference from outside the
BayArea, you need only fly into
San Francisco Airport and a
courtesy car will take you from
the airport to the hotel.

HOW MUCH DOES IT COST?
Until October 1st, 1976,
membership is $5.00, from
October 1st to February 1st
its $.00. After that and

the door membership will
be $7.50.

HOW MUCH ARE HOTEL ROOMS?
Singles - $25.00 a night
Doubles -
$31.00

(for members)

DUNDRACON 11
386 Alcatraz Avenue
Oakland, CA 94618



I WAS AN ORC IN THE NAZI HIGH COMMAND #2.5
by Peter Cerrato

This has been an extremely busy month for me. 1”11 just mention
a few things and leave the big issue for January when |1 can do some
work over the Christmas vacation.

Ken Pick: that cover was the best | have ever seen, and the
write up of the expedition was excellent.

Charlie Luce: Those magic absorbers are Just the thing that
1 needed. After reading my story you’ll see what | mean. Thanks.

Glenn Blacow: Have fun when you read among the treasures of
the characters i confronted in my first adventure. Do you sell
back 1issues of THE WILD HUNT?

Margaret Gemignani: Thanks; 1 ordered Warlock.

Diana Myers: Great saving throw matrix. Much more realistic.

now about what happened when 1 had my first adventure. Kenneth
Scher (Four Winds) and I met, and we had an adventure in my brother’s
dungeon, where one of his characters was killed. He went to a

Patriarch to have her resurrected and was sent on a Quest.

The scenario t worked out for the quest was that they had to get

a Holy Halberd from a Temple to a Demon on the 5th level. I worked
out the details and everything was set. Ken brought along some of
his friends. What sent me for a loop was their characters. Brace

yourself. One fighter had all characters +13, with 18¥™ Strength,
18 Constitution and more; he also had a +5 sword, +5 armor, and a
Cloak of Holding (IOOK GP). Another one had a Rod of Absorption.
More had +5 armor, and other goodies, and they were 8th level. WOW!

i was prepared for some 3rd levelers ~fov a tvip to the 5th
level--LG”, and they swept through our dungeon like a flaming sword
through butter. By the time they had to go, they had only reached
the Temple of the Demon, but they had already put a Bag of Holding
on the statue of a demon which was supposed to appear. Well, when
they come again to Ffinish the quest, |1 will have some new goodies
in store for them.

What would you have done? I don’t like the idea of not allowing
treasure in, but 1 was not prepared for all that. HI' d hove pun the
monsters up to maximum possible hit points® given them all +5 armor
and scattered individualized goodies among them with a free hand.
The individualization is to keep the goodies from becoming treasure
it the monsters are vanquished. Or alternatively 1°d have treated
the characters as 10th level for reckonging EP.--LG~\

Next ish I*M have a complete write up. Also some superpowerful
monsters and goodies my brother worked up, and maybe some more on
my magic combat system

Goodbve all. -

May your TFflaming sword never flicker!
May you always make your saving throw!
Fantasy forever and Ilong live D&D!



KIREL”S MIRROR #5
Kay Jones, 5103 Chesley Aye., LA, CA 90043 - -

LEE :"m"That*sAbetter.

KEN-"PICK": tb”Brian "rb werewolves becoming vampires .after death-. 15
GackT--"A"rbn" " "t-werewolves bad enough?// Oh. So THAT’S where you

are4 =iy brother goes to";Cal State Fullerton, but he doesn*t play
D&D4 tibing™~to Orccon?// 1 moved recently.// Yep, that"s the same
Shari'.”// T-Tbve the cover. Morel More!*// Nice writeup. One thing.
V7hen/how did Steelvo.ice rejoin the party? (And when was Hondo killed
and why did-"-the-y have to wait so long to raise him?)4.. b

MARGARET GEMIGNANI: df yOu“re defeatfed™, i1t makes-"little difference”

if you acknowledge it or not. The way 1 play them, if the Lovecraf-

tian types are defeated/dutwil;-t--bd, they retire in a huff and pretend
it never happened. Which includes forgoing revenge. j"*.gthe

same net effect. Preferring darR Is not the same as being |ncapable

of enduring light.// The Tourist! All right! "]

EARL BAKER: AHA! Say, how do you play characteristics such as 4
wisdom over i1S? // 3 Manuals In 6 expeditions, “sigh*

CHARLIE LUCE: MORE dragons?!?// How about Pepsi? (‘Com.e-Alive, .'), (

// re questions. (1) In wilderness, 1°d say so. The psychoXogicalf

inhibitions against killing man-types, the necessity of firestone;

for fire breathing, the drastic effect of the death of one-s

partner etc. seem sufficient for ballance. Planning: some? (E): m- =

Well, Blade Barrier is, after all, purely defensive - to be harmed,

the opponent must come to it. It could be-argued that if the

opponent choses to walk into it, any blood shed is his own fault.

111 be interested in seeing people’s reactions to this question.

G@)-L31low learning of other allignment tongues, but only spoken

With- an accent of one"s own allignment. And lawfuls prefer to

avoid speaking Chaotic (and, vice versa) due to a profound revulsion

to the language. Same for swords. Talking Ib animals — As

very few beast tongues may be spoken by a human vocal apparatus,

the usual technique is to learn to understand them. However,

unless the animal understands, the.language you are speaking
"*(/mOh, what a straight line! -/ mj-

WILLIAM TAYLOR; Thanks. At last, an explanation!
BILL SELIGMAM: Oh, "brother.

KEVIN SLIMAK: Welcome ///////\y(//////////7" | knowythe feeling.Ci dV/:.
For the™ longest time 1 was the only.-,IDM-injthe .Klingon.Star Empire- o,
(a San Diego group) with the..“esul/l.t/gt-1- hardlygever gotto

run except*when Nicolai came down :with Stprmggte,. *sigh*// Agree

with you on first entry into ANY dungeon.;qf d.like to try Hellsgate
sometime. Judging by the way I°ve seen you play, it ought to be
interesting...// Prelim version of my new spell point system.in thish
Thanks for your suggestions.

5 - -0 -
GLEN -BLACOW:z Now THAT?®S a DISASTER! * -

STEV/ART LEVIN: Riliiiggggghhhhhhhttttttttt.....



HARTLRI PAT,TERS.OR;. ~Poly, to, newt sword reminds me of a friend who
used to capture monsters, poly them®™ to turtles, label- the turtles
and bring them along In case of trouble. V/hich is why” iInvented
the dispell magic field occasionally found across corridors*!._//
You forgot, the Jimkirk®"s characteristic call ('Hello, 1 am Captain
James T. Kirk..."™) .which acts as a bore spell.// How iIs sex change
a problem®for paladins and clerics? And tight-fitting armOr is a.
problem ANYLi1AY!// Love that whistle® //That last bit sounds like a
Monty Python®"gag. *snicker* // You™are most welcome to this zine*

CHUCK ULRICH: After those".taverns, why g o">xpeditioning?//
I knew a guy with a panty girdle of Giant Strength once.l;

[LEE: 1"m adopting your PF suggestion IMMEDIATELY!]

....Er, Lee....Marv Sheily:wrdte Frankenstein..... -

WAYNE SHAW: Main thing | have against klutz/backfire systems
combined with saving throws is that they result in a double crock.
(One thing, i1f you want spell points to be a real deterrent, put
your dungeon S days ride into the wilderness, allow only limited
spell point regeneration per day and then only if the mage does.no
spell casting iIn that day. - My thanks to Nicolai for that one.)

PETER CERRATO: Er./.1 hope you mean a dead trapped friend!
Otherwise, that"s CHAOTIC!  (Wouldn™"t reincarnation h&-cheaper than

a clone? Fﬂa1s returning”your buddy rather than®a duplicate.) 5
N -

n r, N -ihk~

ANDYETTANOTHERSP-ELLPOINTSYSTEM DEPARTMENT ,, *® -— -" nm nit
<]
As _this has “¢™ tb Ye YW;ay)testd. N Awbuld welcome any CONSTRUCTIVE =
criticism.
' \ _I,_v

Spell pounts are equal to the spellcaster”s level plus one per every
two prime requisite pblnts above 12.- Spells Cost the spell I"Yeli
being east/ spellcaster-"-s-highest "spell level -« -, t

For exampleil._-allst level mage of“intelligence IS may- cast 4 1st level
spells/day, while one of 13 or less may only cast 1. Similarly, ah
11th level mage of intelligence 1S may cast 14 5th level spells or
17-2 4th level spells sr 23 1/3 3rd: level spells or 35 2nd level
spells or 70 1st leveT“spells, while one of intelligence 13 or less
may cast only 11°5th*™* M1l spells,—<etc.-.

Although detects and the like d: not seem to require much energy,
spells which strongly affect .others do (like combat-spells, or

heals - see Katherine Kurtz®"s Deryni stories, for example). Thus
there i1s a recovery period after casting such spells during which

no casting may be done. "This iIs related to Constitution, as follows:
# melee rounds required for recovery—ll$/spelluser s"constitution.
<Round up, [ |

.--.1 shall now retire behind my +20 shield and await comments,
Bye...... x K



SCENARIO,

Party encounters a panicky party of Ores or Goblins® who are fleeing
a Worm-Lord. ’Probably big stuffs if the Ores are afraid of iIt, %say
the members. Ores offer to fight it with the Party’s backing, and
the Party takes up battle order when the Worm-Lord is sighted. Ores
disappear once the Party is engaging it. When slashed, the Worm-Lord
dripped large grey intestines---which in turn attacked as well as the
Worm-Lord i1tself. Some of them jumped at Party-members. It was my
solution W the problem of having a Fighter type monster having too
few hit points to give a Party serious trouble.

THE WORM-LORD 1-6 appear

Appear to be Ogre-sized (or larger) fighter 1iIn chainmail,
with 4 to 10 limbs. Also called Worm-Men or Poly-Persons. Accompan-
ied by 0 to 7 Ores or Goblins (Roll D12 -5).

A Poly-Person (Polyp-Person) 1is a colonial aggregation of
worms massed into a humanoid shape. Some worms function together as
limbs (30 to 50%), others as body-mass, but any worm can operate as
body-mass or [limb or individual worm. They are +1 to Fire and
Lightning and -1 to Cold. Worms have only the senses you would usu-
ally attribute to worms, plus a radar-like psi-sesse. They take over
armor like a hieritdi t-"crab .

CONSTRUCTION: each Worm-Lord 1is 11 to 150 worms. Roll D12
x10 and add one DIO. Operate as Fighter and Resists Magic as one
Level per 8 polyps. Hit Points: for each 40 polyps, one Hit Point
per worm. ThuA, a 32 Polyp-person has 32 Hit Points, and fights as
4th Level Monster. 42 Worms fights as 6th Level Monster and has
42x2 « 84 Bit Points. The Ilatter Worm Lord is older, toggher, and can
take two fTtreballsaand still fTight. Edged weapons hit at -1 effect
because the blade has a slight tendancy to slide between worms. In
reckoning damage to the Worm-Lord, it may be useful to just subtract
whole number of worms ki Iled and then Ilimbs, as indicated.

CONSTRUCTION: One Ilimb per 12 worms, minimum three limbs,
and no more than 3 more arms than legs. Armor Class of individual,
naked worm: 6. Severed T"limbs™ revert to individual worms.

WORM LORDS like jewels, which, magical or not, enable them
to focus their limited intelligence iInto g crude Overself. Usually,
they have at least one Telempath ic Jewel which could, say, extend
either the range or communicative abi Jity of a Beast-Master. But the
worms are always hungry and secrete a muycous containing an addictiee
alkaloid which flows quickly over gmooth metal and polished leather,
slower over skin, wood, rope. fijbre, etc. RESIST POISON must be made
for 2-7 rounds after encountering mucous, unless washed off |JA pure
alcohol or similar substance, or burned off. (Hold your nose, jt’s
volati U) Alkaloid numbs pain, makes life very pleasant ¢g humanoids
Hence the enthral led Orgs or Gobi ins. Flesh penetration py a worm is
unfelt, and the worm population doubles eveyy six hours, One Lord
uae reduced to 13 worms still living, too little to move the mass, so
it played dead, and someone poked around inside it, with pgre hands..,



Well, actually 1t was a Type One Demon, and the Party did
not have the specs on the Worm-Lord, so there was much Suspicion
about WHY So-and-so was doing this-and-this after (apparently) killing
off the Worm-Lords. The Demon was infested and transmitted one to a
Party member during an ill-advised attack, by biting. Said Party
member felt “just fine" after the Demon’s bite, though.

The Worm-Lords had half a dozen addicted Ores with them, who
didn"t do any fighting, just stood around glazed. They g.athered food
for the Polyps and got their TfTix, and occasionally some of them were
food. But then, that was al right, too. They didn"t say this to the
Party, because they weren"t asked. The Party decided they could let
the Ores go. All the Ores wanted was a worm or two to take with them.

One of the Party members, Al Mundy, took the rest of the

worms off in a cart. He had acquired a Robont with a cart iIn my

Establishment, previously. This Robont (robot-rodent) was a
cyborg ---a fTour fToot tall robot doing much of its computations using
a built-in mouse-brain. It needed external power, so its tail plugged
into a cart which contained a power-source The Robont, iIn tim, pushes
the cart. Not too efficient a system, perhaps, but the Computer which
operates the Robonts contracts to do light hauling around the Estab-
lishment, and has excess personnel.

Now, you may wonder why 1 play these games. Vell, where else
are you going to be shocked and increduled but by such games? I pointed
out to Al Mundy (known as JEFF SIEGEL 1in another plane of existence)
that the Robont-body could be recharged, but that the mouse-brain would
need nourishment. It was known the brain was in a box filled with amber
liquid that fizzed when in contact with air. 'How about feeding it
some cheese?" asked JEFF

ANYWAY .

As to my philosophy as DM, such as | have, 1t is modeled
after the fTirst DM 1 knew, Lee Gold. Help the Players, 1if you can.
Remember that the Monsters are trying to kill the players, not the DM.
And try to animate the Monsters as much as possible, because they have
a right to live, too You can give hints to the Clerics---after all
they are Wise, aren’t they?

Lesser Thuunglomia however, is an Amusement Park, rather than
a d-u-n-g-e-o-n, and 1 am interested iIn amusing the players. It"s a
strange place---2>Mt not as strange as Dick Eney ’s Dungeon™ where you
found EVERYTHING was strange and EVERYTHING was intrioatety theught-
out beforehand" by DioKj and loce betide you if you oouldn™t get ALL the
nuances understood in time. Those who have played in Frank Gasperik®s
GODHOLM should find it an excellent balance of novelty and tradition.
Frank has a background as a Street Person, who could be tolerated by
Hells Angels Dbecause he could play guitar well enough. And it shows
in the characterization he gives to his Monsters and Inhabitants. They

are not Santa Clauses. You mind your manners iIn Godholm.

I find 1 don"t need traps much. The players make enough mis-
takes simply because the Establishment 1is strange enough. Like the
player whose armored sho ---and foot— met grey ooze. He scraped It

off with his wonderful sword. He now has a wonderful dagger to fight
with, and i1t"s mighty unhappy with him. Who needs too many traps?



The Shores of Infinity _ )
Chris Pettus// PO Box 611, Malibu, Calif 96255 Prtam te T
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On VaTa;*q Dempns,,Gods and;Oemigods »

Howrdo you peso Ilve t.hs prob lems of Valar and Gods,, in the same
Universe?? Are Valar Gods-, or are,,they two different things? If jaum
ferent, which 1is .the supei-r.ior (if."either). CTozZkten seems to plahp*®
them move in the ranks of demigods/angels. In his notes on "The Road
Goes Ever On/ A Song Cycle"” he calls Varda/Elhereth™ ™reatest of the
queens of the VaZar,” a” “divineo”, 7~gngelic " person. ..often thought
of as standing on a great height looking towards Middle-Earth with eyes
that penetrated the. shadows, and listening to the cries for ai"d of
Elves (and men) 1in peril or grief."—IlG"} I run Vajar as the Guardians®" -~
of the Good Speaking Races, Demons as the (erstwhile) Protectors of *
the Evil Speaking Races, and Gods as the Rulers of things (Intelligence,
Magic, War, Light, etc,.) Comments? ,

On the Creation of Magic Items or Making Big Ones out of Little Ones:
While |1 agree with Glenn Blacow that something Ulike Permanent 1is needed
to create certain types of Magical items (Rings, Wands/Staves/Rods
MisCi Magic), you must remember that Permanent pjermangnts the, effects
of the \spel I, not the spell 1itself. Therefore, 1 wou Id sugges-t —meTA
(ol low.hng threelcnew sp-el I-s:

_ ™ ’ R = B | N

I"AFPIX." 8th level. Used 1in storing spe lls on an ~than imate obj”~cf.
Cast ing."thi5i;3ell on an item-causes its Magic Aura to become ™" Iticky."
When another spell is cast on the item, the spel 1 wi 1l not per™drm™its

function but will bo "stored” in the item to here leased under thd™
conditions the casting MU specifies. Thus the creation of a Wish Ring
woufd-be AFFIX, WISH, AFFIX, WISH, AFFIX, WISH. The number of spells
thatican be "affixed"” 1is,up to, the DM. Note _thaf, +he creatlon:of an
Item which does not release its spe It ’after use (e.g,- a Ring of Tel#
kfnesiS) would be created by X, , TELEKI NE5 IS, PERMANENT., 7

WRITE MAGIC: 7+* - > Zg than Explosive [
7des5--2)GD Thi s. rspeN, allows the creot.lph,,p.f scro 1is™® wheti used the
MU may place on paper a.ny spell s/he _knowsS/he, cannbt.recopy another
scro1l1"nor a spe 1l frori a book. the durptton pf the spe 11 "Is equal to
the. 1eve I"of the highest®leve |l spell.the mag.e knows. While, a scrolt is
being written, a number of Read Magics equal: to twice the level of the
spell being written must be used to verify the results of the writlng;
otherwise the scroll will be unstable, with a 10/ chance/leye lcumu -
lative, that the spell will fTade before the spell 1is complete. IT you
allow a greate.r .number, of uses of a scro | than one, a Permament must
be cast QAiI the scrol I .tor each...extra uwe.,,

AL-GHEMY-r-bth 1level . Thls, spe Il allov.s the, creat ion of potiOns.
One doBie of one potion may, be created tor each, t.ime the spel 1l is cast
The potion the mage wishes to create must be stated at, the time the
spell is cast. Note that 1) the time and cost of creating a potion
is unchanged by the 1mp Llmentation of ,this spel I, and 2) A lchem ists
do not need the spel I.

As no mage in Anton 1is anywhere near the Ilevel needed to rosearch
the above spells, 1 would suggest: 1) some kind high Ilevel elsewhere
research them, or 2) they be implimented without anyone researching
them. (Of course all could see them.) Again, comments?



Comments on Mailing: p A&C # 15

Gary Gygax: 1 am glad you let mages use staves™ as weapons. ™A
Staff of Striking becomes somewhat [|ess- usetha | OFhepw) tSe.//Perate
occupancy J|S not a.y,ery ,effectilve judge Off how deadlly a dungeon is.
You-cou 1ldcheve 100M oceupancY wit® ,all be |[ng koh6l,ds, .or one"To6m\ ,
whleh."\is hosting the Third Annug i ]jxrBehom&r 4nd ,Ja l1"rQg Corivept lon .7/
#H. ok 1Rvell CKaracitei®iare Wnkeae oD e’ Wiy Be whiehe oth Iovel

spells? N4
¥GlennBTacow; On enchantingv iterns, see flrs+ hart of jzihe.//

I use the Gygax spel 1 for Sleepj”j J don’t _alfibw mu e "iisage.

Charm.is just that. The charmee-wiJl pefform,small, not to6 difficult

tasks ;for the "[charmer, fol low him/her around, andf"giye but information
*..and little else.

Ken Pick: Valar are very well written. See the fTirst patt of
the ,’zine. ) w piJ i cHTor Jo . 1 )
A&E > 16

Lee Gold i an glad someone fipa lly took on the prob len of

AT least at Anton, Kobolds, Goblins and Dwarves live to about 250,

Men to 70-400 (depending on race), Hobbits to’about 100, and Orts and
Elves forever unless killed. (OfCS, are mockeries of Elves, remember/)
//A: problem that D&D hasenot settled,is that 1) Elves (or the Eldar
and Sindar) would just as soon not remain 1in mortal lands. They would
likei to pass over the sea to Elyenhome. Also half-e[lyes are offere*d
g choice of becoming Men lor Elyes. :

rio

Bill Bleuel: WhileV disagree on Vampires, 11 Fa.i st an jntore's
-ing poilnt: in the D&D universe®,;why should the crpps affect Nz res
if there was no Jesus Christ?, It affects my Vamp.ires beCaus; It is *
the symbolof Order and Balance, while Vampires are Chaoti*O. “(V kobWw
it's explanation, but. ...) [In,my own universe, the
SIS ronty one, of a number of religious power symbols. In, the hands of,
a heliever In- mg Lawful/Good/Whatever” version of ,Christignit”f it
affeat Cliaotie/Evil/¥hatever Undead. Other Lawful/ppod/&hdtebevf , =
fait™is haveil similar,power,symbols, and so, of ooursef “dp pl™, other
favhsu, A\ Chaotic Cieria with an Eye of }iorgoth, ipken may ~,bv "able, t
rturVi-1" Wul Spirits.-_.-LG~} , nipj - ; il

,DN &;STon icsi

psionlcs, as presented in EW is a too powerful torce,. flhen T ran
psionics, this 1is what happened. A 6th level magic user pushed open
a .door;; ,sta:nd ing behind it was a Lfch. The Mage decided +o0 go for

ibroke "and le+ loose a Psionic Blast. The Lich die,d on the spot. It
had a Psionic Potential of “"and was surprised, cgmpared to the ;
Mage *5; 12 4 ;Th6],., no more Psionics. [ , Nt -
Next Whatever, the Races 1iIn D™D, Messiahs, and other thjngS h
Pax et ilux, - CP . ..y | . -

illl;

e‘1cf3
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Steve Mclntosh, 2116 W. Spring St.
Long Beach, CA 90810 - (213) 4243243
1"B narried, and 25 years old

TIUFTS'P

have personally knoen.

Source: Sons people whon 1

Alignnent-Any Race-Any within reason Sex-Any
lotelligence. Charisma and Strength 8 or leas.

(It'i a}er to roll one of these than you"d think!)»

Twits are another character class which is difficult

to play for both the players and the DM"s, but which
have the rewarding factor of increasing the richness

of the gaae by providing outcomes to situations which
are nothing close to what anybody expected would happen

Twits have the following properties:

DI»adv.n taog«

1)They have a large flaw in tjiier sense of reality. An
optional chart for detaminlng this will follow, or If
seething tickles your fancy, use it-for example, A
character with a charisma of 6 might think of himself
and always be attempting to use hli t
and despite the predictable results
It on every good looking female
learn...)

as a Don Juan,
cha™ as a weapon,
will continue to try
he meets, (ie, they never seen to
profession (fighter, mage,
ALWAYS function as a First Level character.
3) Things always seem to go wrong for them - they Tfall
into pits, manage to break or klute magic items, can"t
g@ﬁ 1&id, whAt«vcr ca.n go wrong luually does. This
disability doesn"t extend"to the rest of the party,
but if you"re in the way when a trap la sprung, wel
4)They"re always trying to make good In tbs sense of
getting recognition, prestiege, and a "good show"™ pat
on the back once In a while (and I"11 bet you thought
that that was an advantage)
5) Lousy liara-nobody takes them too seriously.
Advantages
1) "The ghods look after small children and
(a famous mlssquote) Twits have a chance of:
-An extra saving throw
-Taking only partial damage

etc.) they

twits."”

“ oppowwgt take pity on them
-Fluke ins¥an8gs o? good IBcky

MECHANICS
There are only 3 important factors when rtmnlng twits:
1) Thier Intelligence Roll
2) Thier Wisdom Roll

3) Thier Twitlshness Factor (TF)

The twitlshness Factor is coioputed to he:

TFwlIO X ((9-Intelligence)™"»(9-Wlsdom))

Thus a twit with Intwé and wiswB would have

a TFwlOx((9-6)t(9-3))w40. A twit with the rock bottom

roll of Int»wis«3 would have rF»10x((9-3)*(9-3))=120

This factor is used for many things. It is the *age

chance of something happening:

a twit has:
TF* chance of
IF* chance of
TF* chance of

springing traps, klutaing, etc.
an .extra saving throw.

taking only 1,rl00* damage

TF* chance of being pitied.

TF* chance of being overlooked,

so, when in doubt, roll the percentile dice.

As 1| said, twits are first level. Since they do not
go up levels, they do not collect experiance points.

1

they have a chance of improving thier status,
lived thru some heavy reality. At the
while other characters are

Instead,
due to having
end of each expidition,

scarfing up BP"s they roll a D20. If the number roll-
ed is less than the sum of the twits wisdom and Intell-
igence, theF add 1 point to either the wisdom or the

intelligence score at random (06:1-3wW15,4.6wWINT).
The TF is now recomputed. Important-keep track of how
many times this happens. When both the WIs and Int
scores have been raised to 9 or bettor, the cbarecter

is no longer a twit, but a pinned first levelsr, which
will now progress as a normal character. He will no
longer have the disadvantages listed above.

His suffering, however will not have been in vain.

Just for surviving the period of trial, the character
irtll retain two of the twits advantages. The chance
for a second saving throw, and the chance to take only

partial damage. This is computed by taking the number
of times a twit had a characteristic raised, (1 asked
you to keep track of it, remember?), and multiplying

it by 5. This is the characters chance, forevermore

of the 2nd saving throw, and partial damage. Bxample-
Oorgo, a twit of intw6,wia>7,strw6,chaw3 gets to the
non-twit status with wlswlO and int=9. (Remenbex, both
wis and int must be 9 or better to graduate, there®s no
gurantoe that it"ll happen all at the same time.) This
means that his characteristics were raised 6 times, and
his chances of getting the bonus would be 30* forever.

Bxplanation of terns used:
Sxtra saving throw-liaien a twit
save vs magic, and he blows it,
trying again.

Being overlooked-A twit has a TF* chance that if a mon-
ster has something better to attack, he"ll Just knock
the twit out of the way-or something offhanded like that
to get to the challenging stuff, and forget about the
twits existence for the most part.

Being pitied-1f a twit gets into trouble,

is requirwd to make a
he has a TF* chance of

or is met

alone by something of 3rd level or higher, the possib-
ily of pity is involved. If a twit is seperated from
his own party, the party leader must roll over the

or he is effectively put on a
quest to recover him. He can hate himself for doing
it all he wants, but he"s gotta do it. This roll may
also be invoked to get a twit into an expidition.

If a twit without a "protector™ is net by a monster
of L3 or better, the monster must roll the *lle dicc-
if the roll is leas than the twits TF, the twit la
pitied, and the following occur, reguardless of the
twits alignment. (note-Lawfulwgood,chaoeBevll)
Intelligent monsters;

Lawful -w escort twit to place of safety, heal
wounds if they are serious. If twit is chaotic
will turn him over to somebody for conversion.

Neutral-will at worst ingore him, there is a TF*
chance that they will lead him to relative safety.

twits TF on *ile dice,




Chaotic-Will ignore him, but there is a TM chance
they *111 take hln on as a pet, protecting him

from other monsters, end abusing and tortuing him
to a point of less than serious wounding, and keep-
ing him alive for playing with in the future.

Stupid nonsteis;

This does not Include G-Cubes, Jellys, skeletons
and other super stupid types. If a twit is pitied,
they will ignore him, even if they are hungry. There
1# a TF95 chance that they will take him on as a pet
and protect him (toothering him) and not let him go

A twit with a party of 5 runs across a Balrog on the
3rd level of a chuigcon. Thanks to the fact that he
was holding the torch at the back of the party, and
ha got overlooked by the Balrog, He"s left cowering
in the corner as the Balrog finishes off the rest of
the party. The Balrog turns to him, (rolls under the
TT) euid doesn*t kill him out of hand, but just kinda
ignores him as net wofth, the effort, letting the twit
escape while the Balrog collects trophies. The DH
could haOe rolled the Bile dice again to see if the
Balrog would instead play with the twit (snap him a
little with his whip, see bow far his head twists
aroun, etc.) and then take him down to the 7tb level
to keep as a pet.

Optional table for determining twitishness - roll DB
1) Twit thinks he"s ghods gift to fighters, forever
trying to show off his non-existant prowess.

2) Thinks he"s a potential super magic user, always
looking for arcane magical items, and coning ii® with
obscure ( and incorrect ) legand lore.

3) Holier than thou, even though he"s a LI Cleric.
Tries to turn vampires and so on.

4) .Absolutely fearlass, would try to poke a beholder
in the sye(s). Will not run from a battle. Ever

5) Scheming, believes that you can get something for
nothing, and always tries to. Bucs crocks and/or gets
int"obscure religion”.

4) Has maucho, no muscle to back it up with.

7)" Doesn"t believe illusions, and thinks that

strange things which are real are just another
attempt at deluding him with an illusion.

9) Make up your own, it"s fun.

end of draft

FLACK JACKET for twits- or -comments and rationale
Most of the real-life twits that 1 have met have
become that way due to problems that they encountered
throughout, thier lives due to low Intelligence,
charisma, strength or wisdom, they develop an altered
view of the universe rather than face the fact that
they are deficient in some ways, and learn to live
with it. Every twit I have known has been subconsci-
ously trying to over come thier deficiency, ( thus the
need to "make good™) and given time, most manage it-
it's hard to keep reality away when it"s knocking
on your head. Most times they overreact to thier
main problems, and overcompensate for it, getting them-
selves into lots of trouble.

HDKRSF

When 1 wrote up Hokas in AAB 8, 1 didn"t think that
anybody would really take them seriously enough to
start a fan feud over then. At that time, 1 had

not read "Star Prince Charlie”™, and was not playing
any DAD rules from Greyhawk or Beyond. 1 offer the
following rewrite which is more accurate to the Itokas
described in the source material than the writeup in
AiE 8, and for those who don”"t have it already.

2nd draft
Source: A series of books by Phol Anderson and Gordon
Dickson concerning the inhabitants of the planet Toka

DM3 Statistics; Alignment-Lawful (ie, Good) Rolls;
Str-17 min, Coo-15 min, Int-12 min, others-9 min
Expected freqconcy: 1 in 826 rolled chareu;ters.

Hokas, more than anything else look like 4 foot tall,
chubby golden teddy bears, but don"t let that fool you
as they are almost all muscle. They are highly intell-
igent ~d quite logical. They can learn almost any
skill in an amaslngly short period of time. To a Hoka,

reality is boring, so they love to play. In fact,
they love to play so much that they *111 take on the
personality of a flashy character out of literature,
or off the Tri-Vee and play it to the hilt as part of
their normal day-to-day lives, doing something like a
mental version of polymorph self, getting all the prop
materials, learning languages, or whatever is need«Ki
to play the part perfectly.

Hokas can play-act as any character class, they may
be magic users if the DM permits (this usually assumes
) or a cleric if the DM

instead of developing
ht-of-hand tKnique.
For example a Itoka "cleric” ight do "cure lights"™ by
using a medlkit while nobody is looking.

Hokas learn skills with amazing speed, and once
learned, rhey never lose it, be it fencing or playing
the bagpipes. So, for example, if they start as a
fighter type, advance to 4th level, then drop the
personality for a Magic user type and work up to
3rd level, they would be able to immediately shift
back to being a 4th level fighter. "Hiey always keep
the highest number of hit points earned, so this
hypatbetical 3rd level magic user would have the hit

that Magic is a learnablc ski
permits, or whatever. Usual
a power, a Hoka will use a s

paints of a 4th level fighter. -r.;-
Hokas will rarely go back to a personna whose play
has finished. They may keep an eccentric, non ending

personality around to drop into between adventures.

Once a Ibka has played a personna to it"s logical
conclusion (or gets bored with it) he will usually
give away any itois he would have which will not fit
into the new one. Example; A hoka going into a Cleric
type personna might trade a 44 sword for a full set of
clerical props worth only about 2000 gp“s.

All Hokas make and carry H>ka Liquor which will get
a non-hoka drunk for 1-100 turns minus his strength
plus constitution if he has more than a sip. Hokas
are Immune to the stuff, but will get potted after a
litre or so,

fCKA ADVANTAGES

Armor Class - A Hokas natural armor class is leather
ec’iivalent due to the thick fur, tough skin and all
that muscle. Adjust armor class up accordingly if the

Hoka is wearing armor.

Fighting - Due to their ability to learn a skill with
unusual perfaction and speed, give them a 4.1 on both
hit probability and damage over pluses due to rolls.
Senses - A Hokas sense of sight and hearing are the
equivalent to a wild animal, such as a WOIf, thier
sense of smell is somewhat better than that.

Movement - A Hoka, dtre to their high strength to size
ratio have twice the move of a human.

H3KA DISADVANTAGES (XANSTAAFL)
Combat - A Hoka will try t. kill only in a kill or
be killed situation, and will try to dlsarm/capture

if feasable. They will not kill humans (sorry, this
doesn"t include elves, dwarves or hobbits)
Personnas - A Hoka will never break character, and

will always be in personna. To a Hoka "Captain Kirk",
Ores would be "Klingons™ or "Romulans™.

Magic - A Hoka may make his saving throw vs an
illusion, but if it is conaistant to his curr-
ent personna, he®ll play along with it.
Strength - A Hoka getting a good solid on some-
thing with a sword will often break the sword,
this goes on opening doors, and anything else
that they might apply their full strength to.

« END OF DRAFT =

The psychology of (OKAS -by Sandy Mclntosh

Rule#l - All Hokas are fully aware of reality.

Rule#2 - They don"t care about rule #1, they are
bored by reality.

Rule#3 - Hokas love human literature and legendry.
Rule*4 - Hokas are definitely more intelligent than
human beings in terms of the ability to analyze,
deduce and reproduce effects. They cannot match the
richness of human culture, so they imitate - expertly
of course.

Rule*5 - Hokas love and revere humans for the gifts
of culture and wouldn"t willingly harm any human.
However...not all Hokas are aware of the fragi

(relative) of human beings, and may, once in their
entire lives actually inflict harm on a human, acc-
idently of course. (Consider, for example, that being
hung by the neck doesn”t even represent a serious
discomfort to a Hoka.)



Rule#6 - Though they are quite capable of "playing” by
tbenaelves or with each other, Hokas prefer to "play"”
with a huaan or humane, becauee, while in coepetltion
with their own apeciee, they may have to take on a
pereonoa they don"t care for much, such aa "peasant”
“dupe"™ or whatever, but when playing with humana they
can bully/brlbe/blackmain them into what they want.

BXMFISS AND NOTES

Rule#l - A Hoka could not be talked into going down

to the 10th level of a dungeon unareed. He adght let
you think he waa convinced, but he’d carry a concealed
we”r)on>and a healthy diatruat for you. Oh, yea, he
would go-aee rule#2.

R“l1e*2 - lhe Hokaa you meet aren"t on Toka, are they?

Noi They"re running around on aome fool fantaay world
where they could get fcllledl

kule#3 - All HOkaa have assumed personae from
human literature. The more flamboyant or eccentric
the better. They may have a base persona to which

they return from eMCursioos into other personae, or
they aay merely shift onward as the mood strikes.
(Players note: If you are bored with your Hake~"s
persona, so is so changet)

Rula#4 - A sadly nagleetsd point is that hokaa

arc aaatars of the multl-lavel ploy. An ewcallant
example of this is Star Pidncs Charlie, wherln a HOka
is tutor to the bookish son of sn adventurous star-
ship captain. Said hoka obsarves the oj”Ortuoity to
take on a persona that (if all goee well) will (a)
provide a foundation for greater understanding between
father and son, (b) save an «)tlxe world from a react-
onary and oppressive dictatorship and (c) provide

a thrilling adventure. Of course he grabs the oppor-
tunityt He also knew exactly what he waa doing.
SuleWS - to a Hoka, every human rspreaenta the delight

ful possibilities of human cultures. Why harm such a
faboulous creatiure? Noth however that this rule
does not apply to elves, dwarves, or anything other
than humans.

Rule#6 - Eleesuse Hokas axe logical, Hokas srs pre-
dictable to other Hokas. This is boring. It is much
more fun to play with a nice illogical human.

o IST, EDmMS
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Lee Gold - Re: Drowning and Falling tables - It seems
that the Drowning Table in D&D book 3 pg 33 works OK
for most eases, even though it doeen”t take into it
such things aa strength and constitution. For the fall
table you could Include such things aa strength and
encumberance and constitution and character class and
such (1 never could understand how Monks can use a wall
that was out of reach (like 6 foot from, 1 assume their
center of gravity) to slow thenaalvae down?) .//Yea. a
cure critical would stop the bleeding of a titanium
caused wound, but would not add hit pointa//By al

means pub your DAD aupplcisent, wheatber TSR says yea

or nay. They can copyright the stuff they print, but
not the ideas it contains. Frankly the TSR rules are
so poorly written that any help you can give nco-DAO
players will boost the growth rate of D&D and in the
long run bring TSR profits that they wouldn"t otherwise
have./Aove your AMS spell, does it have a duration?

Sean Cleary - Lika your wand of chaotic DM aumnonlng.
Amther tactic which 1 find almoat aa amusing is to
use the Petal Throna "DIvltie Intervention”™ tables,
where the Bage chance of retribution is quite high.//
Good points about darknasa and ambusht 1 get a lot of
startled looks from players when they walk Into an
ambush after they have made a lot of noise and have
attracted the attention of everything on that le"el.

Weeley lues - 1 pretty mx;h let people running in my
dungeons buy, swap and sell as much as they picace
becaiue this usually causes arguments, feuds, car-
ders and other unusual problama.// 1 have fun p~ "y-
rcincarnste as happening on the spot. Too bed if
the party is in a 20 x 20 room and the victim is re-
incarnated as a Roc. Excellent reincarnate !”“ges.

Mark Kraiser - Re: pixies and androids - Play :hei

or not with my bless upon you, however it scats that
1 didn"t get across my reasoning behind the critters.
A) Neither have true "ressurccts™ available to tbea
as such. A pixie which has been dispelled woi.ld
have to be re-conjured by southilmg equivalent to

a full wish, aivl you would probably get a differect
1st level pixie if you used anything lets. B) A

pixie which has "flamed on" has to be in a beraa it
rage - something they cannot control, but the DM can;
also the flame-on only lasts a short time - 1 would

suggest a D4 of melee rounds, and variable damage as
par armor class, perhaps a D8 for no armor, a D6 for
leather, D4 for chain, and one pip for plate, /lao,
they would not think to use this aa a tcol to do ao"ie-
thing tricky. 1 would also treat thier hit Eage as a
thrown dagger, with 1 hit/round possible. C) As to
their high hit dice, remember that Tinkerbelle ( the
prototype for tils whole mess) was able to survive a
point blank dynamite explosion which leveled a large,
wooden structure. Androids have a bigger problem;

their "ressurect”™ probab ty is as low as 1 could
make it - please re-read the writeup. Secondly - they
were originally written up for playtesting on my ring-
world where magic and technology are for the mo.sl; pf.rt
non-interaotive. Having magic not work in the pre: jnce
of technology and vice versa is an awful artificial
way to achieve a not-really-needed balance between the
two. Never the leas, modify as YOU see fit.lisve fan.

Scan Suiimers - Especially enjoyed your magical kitchen
item.//Re: Consecrate - would suggest that it be use-
able by player characters only, ai>d that it be at
least a 6th level miracle. Secondly - any character

in the possession of one would be notlcable by high
level ciifrars miles (and dimensions) away.// About
the FORitaT spell - If the victim of the spall maket
it"s save, does the caster come to the victims ati>nt-
ion - even if hidden?

Glenn Blacow - Thanks for the magic shoppe table.

Robert Sacks - Kutuzov is a paladin because he hus an
ability to elicit extreame loyalty from his crer®, and
places the Good of His people (all of them) bifore all
else. He is SUPER lawful, as a paladin must be (which
is more than 1 can say for most paladins that 1 have
seen played).



Lew tfclkoff - 1 like the collector as you have now
pubbed it with the exception of using amor that is
heavier than leather, and I would rather give them
Thievish abi ies than MU powers. In fact, it may
be better to run them as a subclass of thieves,
which nay be of any alignment.//Drop Dead fully is
mote powerful than Raise Dead fully, but 1 feel it"s
a good balance since (around here) Anti-Clerics can™t
Dispell or control undead unless they create then. 1
still contend a non-saving throw finger is too damn
powerful, since you can bet that any chaotic high
enough for a NST finger will make very sure you“re
unressurectable, or at least turn you undead after-
wards. And if you could get close enough you could
kill most of the Ghods in the last supplement while
you*re only (?) 17th level.//Doesn"t a Raise Dead
fully give you effective immortality as long as you
can get one when you need it?

Charlie Luce - Re: Pernese Fire Liaards. Great!

play them any way you like to. All 1 was trying

to say was that if you’re golog to play something
which was invented and defined by Anne McCaffrey,

1 would consider it good manners to follow the books
as closely as possible, or call them something else.
If perns were lagend«y or myghological creatures,
1"d accept your writeup wholesale - haven®t you
noticed the trend in A&B has been to toss out Gygax
type Balrogs and work twards defining lolken Balrogs
in a DAD context? Admittedly there are at least two
problems involved with this. TSR sets a bad example
with Hobbits, Balrogs and other "stolen"™ creatures,
and that whereas Magic exists in a D&D context, the
same cannot be said of some of the sources of these
critters, in which case, it seems to come down to
vSieather the ESI considers Magic as a learned skill,
and if the critter is capable of learning it.//Love
your neutral dragons - especially their goal of pre-
venting an Araageddon.

S»-th - 1°ve already tried facing off Kali and
Isis on paper. Isis won 2 out of 3, with the average
battle lasting ateut 30 turns. This was done for my
own amusement, with me playing both sides solatare.
Ghod va Gitod battles are fun, and 1 agree that they
shouldn™t often bo nixed with D6D campaigns.//TSR
did a bunch of very incomplete and not very accurate
research for G,D&H. For example, they left out Artemis
and JNjbroditle, two of the worst trouble makers in the
Greek pantheon.//Second your emotions on Gygax!! |1
play the CalTech version 3 rules with but minor raodi-
ficatrons. 1t"s subject to the same problem of CM
intrepretation and misuse as all DSD, but 1 prefer it
tc any of the TSR rules,//To balance out GATE, 1 sugg-
est you apply the Petal Throne Divine Intervention
tables, after all, you might interrupt a dearaon wh
he was having lunch, and he might not appreciate it.

le
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Glenn Blacow - 1 too scream when somebody tries to
use Dikinis make-out table on one of my player char-
acters. 1 play it as for use between or against non

player characters, and if a player character uses it,
he’s vulnerable to it.//Yea, Disney pixies. Our family
i»ent out to see Peter Pan, and while my 3% year old
son was giggling and clapping, my wife and I were mak-
ing a DAD analysis of it. The character description
was baaed on what Tinkerbellc did, and hoi« she acted.
// Treasure on the ringworld is mostly gems not to be
kind, but for 2 good reasons: 1) 1°d guarantee that if
you, in real life had to lug 20K gp®s worth of wealth
around from one spot to another without mechanical aid
you~d take gems over gold if you had the choice. So
would the expiditions which the monsters prey upon to
get their treasure hordes in the first place, and so
would any intelligent laonster. Of course, there are
some monsters who just have an affinity for gold, as
do Dwarves, and this makes up moat of the Gold hordes
on the Ring. 2) The Ringworld isn"t too full of the
heavy metals, but gems were easy to raake!//In Long
Beach, we play that a courtlsan turning off a cleric
does or doesn”"t happen except upon the first meeting,
and is then effective, or not, until one or both of
them go up a level, then we re-check - it makes them

a bit more playable.//See Hoka Update in this zine.

Ken Pick - Good writeup on Super powers, but it"s of
limited use in most of the games that 1~ve seen.
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Bill Seligman - Giggle, Laugh, Roll in the Isles,
LOVE the parody, especially since it has the ol" grain
of Truth about GM®"s taking themselves too seriously.

Glenn Blacow - I used to have the same stand as

you on "not rolling characters “honestly”™ "but

there are some character types that you would

have to play through an enormous amount of charact-
ers just to get something "strange” to play. 1

feel it justified to let a player you know to be fair
to "custom roll™ a character to experiment with to

run in your own worlds, 1 will usuall let a character
generated in this manner run on the Ringworld if the
player is honest enough to say how be came about it,
and 111 let moat any character type play, if the
player has brought along the write-up so | can see
what it is he"s running before starting a game. I1f you
feel a character type is too powerful, why don"t you
let someone play them, but restrict that character

to your world, and require them twice the normal Bp™s
to go up a level?//Believe it or Not...there Ic either
such a thing as being able to TK dice rolls, or we“ve
had recurring 1,000,000 to 1 flukes happen while play-
ing a gaioe, with witnesses. After a bit of well con-
trolled experimentation (and 1 know my statistics,
even if 1 cion"t know how to spell) we found out who
had which talents, if any. This has resulted in ay
requiring a certain individual with limited TK abil-
ities to use computer generated characters rather than
roll his ovm, and play in the presence of another
person who can, at will, enhance or supress psi abil-
myself, have a very limited
ity, but only when enhanced.

ities on a local basis.
receptive telepathic abi

Lew !'~“"lkoff - you might find some good ideas on psion-
los in "Starfarlng”, a game nut out by Flying Buffalo
press.//Er...my calculater says 6 to the 6th is
46,656, or 0.00214% - Thata the percentage of getting
two 18 rolls in a row (or two specific 18 rolls) the
probability of getting any two characteristics |Is

much higher.// 1 had hoped that I had implied that a
chaotic cleric using an edged weapon would not be
doing the scarafice "right"” as it did not include the
appropriate prayers, etc, opening the way for Divine
Retribution.// 1 envision all types of paladins as
characters with limited backing from a Gbod or a
Ghodess whos attention was origanally attracted by the
characters high charisma, and their having been super

Lawful/Chaotic throughout thier childhood.

tertlev Patterson - Love your Bats and the Sword,
do you have an overabundance of "outside” magic
cooting into your worlds too?

Burwasser ~ Boaidman - Lavish complements to you for
your style of writing. 1 usually just skim expidltlon
reports, but after the first paragraph, 1 was hooked
even though the narrative started to run down once the
action picked up. More, please?

Charlie Luce - Please re-read Greyhawk, page 9, titled
Non player characters- "..._.chaotic retainers can never
have a loyalty score of above 15." VAiere does it say
about Charisma?? Secondly, concerning TSR rulee, they
"...are guidelines to follow..." (book I pg 4, 3rd
sentence) I f you feel that Anti-paladins are not for
you, say so, don"t just misquote "scripture”.//Sorry
for the tone of that, you just stepped on a sore spot.

Nicolai Shapero - Re: your fan feud with Blacow - 1,
for one, thank you for sparing the rest of us - well
donel!//Like magic absorbers, if you cut out the last
paragraph.

Steve Perrin - About Dorsai - If I remMiber Oordy
Dicksons novels correctly, Dorsai have a highly re-
fined sense of personal honor. They follow the Mer-

cenaries Code to the letter, and if directed to do
something a bit shady will follow thru, providing

it doesn"t conflict with thier contract or code,
then try to buy back the contract. On the Gygax

X-y alignment system, they"d probably be between the
Lawful/Good and Lawful/Neutral areas.

Myself - That"s what you get for drinking while
typing - and doing seven stencils in on# day.



The Adventure of the Lost City: Part One

by Eric Holmes [Illustrated by Chris Holmes

The dimension door opened onto a mountain pass, barren,
rocky and windswept. The road ran north-east to south-west and was
wide enough for chariots or a team of horses. Not that they had a
team of horses, but i1t was fortunate, for the charmed allosaurus
easily filled the available width of the roadway, and the giant
spider was as big as two horses.

Two days of treking through the mountains, including an
encounter with a pair of wild griffons that netted thenTwo
eggs, (both carefully packed and carried off) and they emerged from
the mountains and looked out over the desert. The road went on
to the north across barren sand dunes.As far as the eye could see
there wasn"t a tree, a bush or a living creature except themselves.

The next morning the allosauirus made his saving throw against
the charm spell cast upon him by Murry the Magic User. Murry had
anticipated the huge reptile®s escape and had prepared to re-cast
the spell. Unbeknownst to him, however, Walla-Walla the Witch
Doctor had also made provision for this event. During the preceding
days he had carefully collected scales from the monster®s hide
and scrapings from its great claws. These he had molded with clay
into a Voodoo doll of the dinosaur, and now he clutched it in one
hcind, his dagger ready in the other. The allosaurus awakened from
his night®"s sleep. It gazed about In momentary bewilderment, then
a predatory gleam appeared in its slitted eyes, a blood curdling
roar issued from it"s fanged jaws. The black Witch Doctor®s knife
flashed, beheading the tiny doll. The dinosaur failed its saving
throw. The gigantic head leaped from it"s shoulders, it fell,
twitching, at the magic user®s feet. Murry gave a scream of rage.

"I was going to fé—charm him, you jungle idiot!"

"You should be grateful,” the Witch Doctor replied. .
As always his facial expression was \inreadable behind his huge
devil-mask. None of the party had ever seen his face, it was said
he slept in the mask as well as ate in it. ™1 only tried to keep
the beast from attacking the rest of us, how was | to know you
were going to cast another of your powerful spells?”

"Oh, crap,”™ muttered the mage.

A day®s journey across the sandy waste on foot brought them
to a crossroads. Here they saw a lone horseman approaching them
from the north.

"About time we ran into somebody,”™ complained one of the
hobbits. ™"Our water supply is almost gone, and the food"s not
much better."



"Ho strangers!"™ called the man on horseback from the top of
a nearby dune, "be ye lawful men or evil demons?"

"Lawful and peaceful travelers," yelled Xoreth the EIf, using
his magaphone. "Can®"t blame him for asking,'” he remarked to his
companions, '"we are a pretty weird looking biinch."

Indeed they were. Xoreth was seated on the giant spider at
the time he made his comment, and he glanced down at his companions
The two Ffighting men in their chain mail, metal helmets and boots
stood stol*c™y in the middle of the road, holding their bows at
the readyjsince the stranger had appeared. Near them was the
Samurai, 2*toshigi, 1In his laminated lacquered mail. To the rear
were Murry the Mage and Mergatroyd the Magnificent iIn their magic
robes and conical caps. The magic-users and the two clerics, Jose
and Brother John, had taken off their packs and were resting while
the parley took place. The other three elves and the three thieves
had scattered out along the trail, some of them nonchalantly
watching the rear. In another group stood the dwarf and the two
hobbits. Boinger the Hobbit, who wore boots of traveling and
leaping, was absent-mindedly bouncing up and down six feet into
the air to gaze about.



The stranger identified himself as part of an out guard for
""the caravan of El-Borak, who waits at yonder oasis.”

"Oasis 1" «cried several members of the party. ™Waterl Maybe
food:"

Xoreth persuaded the caravan guard that they were all well
intentioned but powerful sorcerers. The man remained unconvinced
about the giant spider iintil they demonstrated its tameness by
having i1t lie down and roll over eind play dead.

"Ye be indeed strange and powerful lords,” marveled the desert
man, "and 1 trust that my chieftan will welcome you to our party.”

"Do we need to join a caravan merely to cross the desert?”
asked Mr. Bond the EIf, "surely we could do it on our own?"

"Nay, master,” said the man, who had now ridden his nervous
horse up to join them. "The great desert is full of terrible
monsters. And then there is water and food. Yonder oasis is the
only water supply between here and Byrithixim."

"Terrible monsters?"” someone mutterfed, "why we eat terrible
monsters for breakfast every morning."

"No, no, let us join thpe caravan,'™ urged the others, ™"obviously
f~te put i1t in our way for a purpose.™

"Ride with us and tell your leader we come iIn peace to join his
caravan, if he will have us,” said Xoreth.

The caravan was scattered over several acres of sand with the
oasis at its center. There were three large covered wagons drawn
by giant triceratops. These saurian beasts were now unyoked and
being fed bales of hay from the back of one of the wagons. The
rest of the camp consisted of 25 guards, a party of chained slaves,
a small tent with a burly guard in front of it, and a large
campment of men and animals on the far side of the oasis — a guard
of some seventy men and at least as many horses and camels. A
colored penant on a pole fluttered in the wind before the single
tent. Female fTigures could be seen moving around the center of the
three wagons.

"El Borak travels in style, doesn®t he?" remarked Murry.

"The caravan route is filled with perils,” said the mounted
man,and only the brave and well prepared dare to travel i1t. You
are fortunate, oh strangers, to have met with the caravan of my
master and not one of the bands of bandits who roam the waste.
Wait here, now, 1 will ride to El Borak and tell him you come as
friends.” In a moment his horse was down the slope of the dunes
and riding iInto the camp where they could hear him greeted with
cries of welcome and curiosity.

3»



"Slaves,” muttered Boinger the Hobbit, ™1 don*"t like slavery
at all. Let"s attack the guards and set them free."

Several members of the party hastened to council the hot
headed hobbit to caution and prudence. ‘*Let"s wait until we
know more about this set up.”

"Did anybody read the mind of this caravan guard we just
talked to?"

"I did,” replied one of the elves. "He"s just what he seems,
and what he told us is true — ? that i1s, he thinks 1t iIs true. He
IS curious about us cind wonders what treasures we carry with us,
but he is afraid of the spider and thinks we cire all of us powerful
wizards."

"Here comes, the leader, 1 guess,”™ called one of the fighting
men, pointing into the camp. A party of robed men on horseback
came up the road led by a tall dark man with a turban and a
fierce black beard. Under his sweeping desert robes the clink of
his chain mail armor could be plainly heard.

The parley was quick and to the point, however. After a few
questions and an inspection of the party, El Borak offered them
the advantages of traveling to the city of Byrithium with his
caravan. In return they were to act as part of the guard \inder
his command. These conditions were accepted by the adventurers,
although with some mental reservations. One of the party signaled
the others that ESP"ing the caravan leader revealed no evil intent.

El Borak had one of his lieutenants assign the group an area
within the camp and they soon had erected their own tents, filled
their canteens and water bottles at one of the wagons and been
issued some rice auid dried meat.

Little Boinger sought out Murry the Mage. ‘*Listen," he
said, "loan me your invisibility ring, 1 wcint to check out the
slaves.™

"What on earth for?"

"I want to find out more about them. Come on, you don"t
approve of slavery do you? There are guards all over the place,
I can"t just go wandering down there.™

"0.K., but don"t try to pull anything off single handed. No
heroics, just get some information and come back.™

"0.K., O.K."

But it was night before the little hobbit returned. Some
of the party had been assigned to guard duty, the rest had
gathered around a small fire. The desert moon had just risen
in the east, silhouetting.the six meager palm trees around the
oasis. The hobbit was full of news.



"Listenl We"ve got to free the slaves — they"re prisoners.
They®"re being taken to

I talked to a Viking fellow named Holgar.

Byrithium to be sold for galley slaves or laborers or sacrifices

or something. Most of them are far from their homes and some have
but he thinks they will fight if we can get their

lost hope,
chains off. They"re chained by iron collars on their necks

it"s horriblel”

The group grumbled — they were outnvunbered close to 10 to 1,
they shouldn®t meddle. The hobbit

it was none of their business,

however .

had more news,
the one covered

"Guess who"s 1n the wagon in the mxddle,
by the tent? Girls, the six most beautiful girls in the worldl

They“"re courtesans of some sort, El Borak is taking them to
Byrithiiam to sell. | snuck iInto the wagon invisible..."

"You wouldl”
to one of them. They have a guard,

"You bet! And
a big black guy in a turban, who takes care of them, but he never
I*m going back over there, now that I"m visible.

knew I was there.
Any of you guys want to go for a midnight stroll?”

and some merely curious,

I talked

There were a number of interested,
adventurers who wandered over to the vicinity of the covered
in the world.”

wagon to get a look at the 'most beautiful women
They were worth looking at.



Courtesan training takes years, but it raises any woman-®s
charisma five points, so that even an average appearing female
becomes 1irresistable. And El Borak®s courtesans were extraordinary.
None of them had charismas less than 18, all were second or third
level of experience as charmers and as practitioners of other
arts than the amatory. One was a warrior, one a cleric, one a
sage, one a hypnotist, one a psychic and one a witch. Each
represented a different race, and in color they were red, pink,
blue, green, yellow and golden. They wore boots, jewelry worth
thousands of gold pieces and little else except elaborate head-
dresses or coiffures. The adventurers were enchanted and the
girls themselves vastly intrigued by the more handsome of the
dashing adventurers. The gallant hobbit quickly persuaded one of
the more dazzling courtesans to accompany him on a stroll among the
neighboring sand dunes and several others struck up a more than
casual acquaintance with the lovely maidens. All, that is, save
poor EImer the EIf, who seemed incapable of attracting the attention
of any of them. (Minifig"s Valka spacewomen figures were used to
represent the courtesans)

Despite Elmer®s high charisma, the ladies seemed to ignore
him, while continuing to shower flattering attention on the
rest of the party.

"I"ve got it!" cried the heartbroken elf, as yet another
beauty turned a cold shoulder to his approach. ™It"s my
displacer cloak! They can®"t see me clearly.” He tore off
the offending cloak and walked up to the green-skinned
courtesan. "Hi! Want to go for a stroll in the moon-light?"

"Well, hello ss-sir, | don"t think we have met, ssslI"

This relationship ripened, but Elmer was a bit
disconcerted to find that her love making included drinking
50 cc"s of his blood every day.

At dawn El Borak has his caravan up and ready to start. An
advance party of 20 men on camelback led.the way — a half mile
to a mile forward of the main body. Five mounted guards flanked
the party on the dunes to either side of the road which here was
merely packed earth and rock. EI Borak and another 20 horse
mounted men were in the van, followed by the three triceratop
drawn wagons in single file. Then came the chain gang of 20
slaves and ten more guards, then on foot. 20 more horsemen brought
up the rear. The rear guard party lagged behind by half a mile
in order to keep a k™ji1 watch on the road as well as the flanks
of the

The burly caravan-leader assigned horses to the strangers,
"el werids” as the desert men called them in their own strange
tongue, aijd made them part ,of his own forward party, obviously
in order to keep an eye on their performance. With much shouting,
neighing of horses, sputtering of camels and creaking of the huge
wagons, the caravan got vinder way at a slow walk.



It was hours later and the desert sun was making the hardy
adventurers miserable under their armor when danger suddenly
erupted. The advance party had proceeded without iIncident over a
range of low hills to the north. Xoreth had sent Sigfreid, his
faithful parrot-hawk, circling In a great reconnaissance flight
over the entire party and the intelligent bird reported nothing
in sight. EIl Borak was obviously impressed with this demonstration
of strange abilities by his new recruits and was questioning the elf
about the bird. Several of the new caravan guards had taken
advantage of the lull to drop back and ride beside the harem wagon
where the courtesans were sitting In a row on the end of the massive
two wheeled cart with their long legs hanging over the edge, to
talk to them.

out of the earth in the middle of El Borak®"s cavalry burst the
head of a gigantic sand worm. Shouts of the men and screams of
the terrified horses rent the air. In seconds the monster
had swallowed one man and his horse and was writhing i1ts ten foot
wide body up out of the sand at the rest of the guards. The thick
grey yellow body and gaping maw were riddled with arrows and
lances, the desert riders were falling back In disarray when
Zatushigi the Samurai rode headlong iInto the fray. His first few
blows rattled harmlessly off the worm®"s snout but then he was
tossed up onto the giant head. Screaming his battle cry
"Kawasaki 1" the ferocious warrior drove his daggar in a skillful
critical blow Into the monster®s tiny brain and it fell writhing
on the sand. Zatu stepped calmly off the gigantic carcass and
wiped his blade on a small square of silk.

The caravan leader was properly impressed and showed the
adventurers how to butcher the huge head to obtain the grapefruit-
sized pineal gland. This strange organ, he assured them, was worth
25,000 gold pieces to the perfumery and potions industry of
Byrithixim. When a second sand worm attacked and El Borak had
seen the fearless attack of Zatushigi, Boinger and the elves,
he became canny and hostile, however. Gathering the newcomers
together he directed them back down the line to the slaves chain
gang and here he directed them to lay down their weapons and
called upon his warriors to seize and shackle them.

Pandemonium broke loose. EIl Borak was killed in a quick
duel with Elmer. Large nximbers of the caravan nomads were put
out of action by sleep spells. Murry the Mage went invisible,
seized the keys from a butchered slave driver and freed all the
prisoners. A determined band then rushed to free the courtesans,
not that they were in great danger, but i1t looked heroic. The
black eunuch was given an opportunity to surrender but chose to
fight and despite his experience with the scimitar proved no
match for the flashing blades of the liberators.



Now the captain of the leading scout group came riding back
down the road to see what was the matter. He paused at the top
of a sand dune and hailed the caravan. Quickly two of the fighters
propped up the corpse of the dead ElI Borak and Xereth used hxs
ventrioloquism spell to shout back an answer.

meEverything"s fine! (The sand was littered with the dead and
comatose bodies of the riders of the desert, the har”
dancing in the sand auid the slaves were making a vali”~t effort
to look downtrodden, although their chains lay at their feet.)
"We"ve decided to camp here another day. Ride on to the city

and we’ll join you there!"

To everyone®"s amazement the nomad believed this! "Will
you be alright?”

"Surely. We join you in a few days. All is safe. Take
a vacation!”

"A vacation!" "
"So 1 said.”
"Hurrah, a vacation!" the horseman spurred off over the

dunes to tell his compatriots, and soon they could be heard and
hooting and yelling with delight.

"That was easy — | didn"t think we"d get away with 1t."
"Watch out, here comes part of the rear guard!™

"Can we get going and let them follow?"

"Not a chance — we"d have to cart off all these bodies.'
"Run up the plague flag!™
"The what?"'

"The plague flag!" |

It was quickly decided that the plague flag should be black
and yellow in honor of the Black Death and the Yellow"Fever.
The liberated courtesans found some squares of colored silk auid
an improvised plague flag was put up on the end of the pole. The
approaching camel riders halted and milled around. Since there
was no way to make several dozen corpses with their throats cut
look like plague victims, one of the party was quickly polymorphed
into a resemblance to the recently deceased EI Borak and a small
group rode out from the halted caravan. A little overacting convinc
the nomads that the party was iIn the process of coming down with the

Black Plague and they- rode off as hastily as the camels would carry
them. Chuckling with delight at their clever defeat of their
opponents, the adventurers reorganized the caravam, made the

freed Viking Holgar major domo, loaded the girls into their wagon,
found horses or wagon space for everybody, collected the two worm

glands and rode north to Byrithiura, leaving the desert sands strewn
with the dead. -

o U'e‘ co0n



BILLY BALROG®"S OWN FANZINE jf Ik

By Mark .Swanson, 71 Beacon St, Arlington, MA 0217~, 1 co-edit
a Bostor”™ ""based C&D APA,-the WILD HUNT, which is run®on much the same
lines as.,Adfe. This 1is iprinted for A&E 17 Ly Leer Gold, High Mistress ~
of Dim Sum.”™ Yes, there are two zines in this A&E- 1 got crowded out
last time. This zine will last till 1 run out of things to write, 1
run out of tea with lemon and honey or my cold carries me off to ;bed.”t

METAMORPHOSIS ALPHA- TSR Meets .pHE STARLOST ~

TSR has published their SF game, long predicted and apparently;
playtested at the ORIGINS 11 tournament advertised asD&. As with
Barker®s EMPIRE OF THE PETAL TYRONE, the author, James >M "Ward has w ,, ,
obviously spent a good deal of time polishing and organising this game, d°
The-rules are better written and"mdire ’consistant than normal D&D> but rR
are limited iIn scope- even more so than is EPT. ; e

Y g

The background and science is distinctly“SbiAFi. A 50 mile
long starship Wcolony generation ship)® hks -loSt'™its civilazation due
to an unexpected encounter with "foreign radiation,' with results grat-
ifying to Biological Ljirseloists and HyYSisists trained in the school
of Marvel Comics, r.”~Tha,:remaining pppulation-of humans, mutated humans
and mutated others®™ is happily killing an™-tupping each other while
the main ship®s computer sperids™;moSi,~of,its"“time dodging stars.

The rules are seif-cohs"istaht,"as is the_''science.' The mutations
are distinctly more self limiting than magic is .in D&p._ 1t should be
quite possible to set up a campaign using these rules®wijthput ,an exper-
ienced referee around. xAll iImportant charts are; neatly copied on,"a
single pullout shept™at *"te- end- would that D&D pad the like! TSR"s
i1llustfeations continue to. improve. -

= My %ajor objection to the-booklet is that the,:.ship is described
are-Disaster. \Whlle"Tthi™- ensures that no two ship's” will behave the""
same-after the disaster>r 1"belMve that i1t is not-Mpp~ the g|aitional-
effort and artificiality. Ware 1 preparing a ship® I"gr a campaign,
would populate “the ,ship mth a reasonable inumbep of pdtty Kkinglets ;;-
rather than making it the abode of only savages, as Is“done in the® ex- "
ample ship. " ; ; wH

Mr Ward has solved the problem of calculating experience ;with";i
great™simplicity. There—are hoexpéfience points nor""levels. A"
character gets better by acquiring followers, equipment, and, to a very
“1imi-ted extent, by-winning battles. Characters average 36 hit points,
so almoslt everyone can. take a couple of rounds of baffle. (One Do per
Constitution point. ) This Is a much more realistic"approach than the"C.
D& levels, though 1 would add rules to allow characters to practieb.
with and improve fighting and Other skills.

One of the biggest i1mmediate problems*with these rules 1iIs xthat
recent TV disaster THE STARLOST. While they are not imfact related,”
the _basic problems that this typical .qomment/comparison illustrate re-
main. -This game 1i1s only a game. It has neither a well worked out
civilization, history and religion--as EMPIRE OF THE PETAL THRONE has,
not the Immense common background which has expanded D&D. The game,
then, 1is shallow- not as bad as GDW’s EN GARDE, but bad enough, ~hqg .-
rules -fhemSleves are worth more .to a D& DM than many- of the official,
supplements , buf 1 doubt that many:successful campaigns will be run
based on them. They are $5 from TSR Rules, POB-756, LakerrGeneva™, ;./\.
Wl 531h7 or at hobby stores. "E T . r .
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_Jje 1l mention the TSR game LANKHMARV--which hasou boS
been Advertised inSI': magazines, amoung ;ether places. It appears to b .
be a balanced game, -with several unique .rules. For iInstance,™ do-inotmr
remember another game "where you have to-recover missles -nor one wi
the“*ame’A combat syste”. N NN v s

My objections to the game iIs that it seems to be very™ dicey the
victor iIn a two or three hour game is likely to be determined bytthe”
rssul*ts of a half dozan rolls* af moslc for fha ™aaires ,p~infad
on the"/pieces, map and cards, 1| found singularly little tp nreriiind me
of FritzolLeiber®s series, E- ) , I, e -+ t

. There,is not much>wrong with 1t as a game and you might like 1t. 1
did not., My guess iIs that the winning-,strategy iIs to guard your hero
and wait for your opponentg tp make mistakes”

BABY BLUE DRUMS™JN THE DEEP BEAT 16 - ;

SEAN CLEARY- The reason that; the great-swords of myth had names was ~
that they were of good enbugh steel allow that*they could in fact
cutBother swords, and normal-, armor. ,A Local, soft pon sword should

be fairly’cheap. A Durendall (ignoring;magical abilities) should be far

more ex-Densive. IfuLhat 1s, you decihe: to apply economics to D&D.

cost, | realljf, object to in your table is for Hyy War Horses.

In the Gorree :Srea”. 200 GP will get yw a colt, in good health, rea™”

for traihihg, Hriim, mules; but ho donkeys. Alternative, world biology.

CHARLIEf-Luce- Actually,; it was my ’dungeon™here Glenn Blacow-s charac-
ters had that advehture. There, a backfiring Disintegrate destrpys.
everything, including magic. (Especially magicl) The 12 books-included

one leyll raising, 2 killers, 3 minor magic teachers (how to~domesticate

a oitor orovided .yQu are a .MJ 12+ and have-;a strong stomaoh.)”™ a“boo-k
that made vau +1 vs moneters”™and -1 vs humanoids<in meliee, 1and five-hooks
0? diSgUstiSl."pLn! Locally, if you can"t understand a book at fa .
Still around- ahA Ariel the LIT spent 2h hours converting. Irwi L
cheerfully admit that th™ level raising book shouldn t have-been thereby:
Uh, have you used SWORDS & SPELLS? Ever use anything else?

-qi urir
GLENN BLACOW- My marvelous pitOrc noble six toed, B}
han somer’\’\X’\ Qhe interest?né property of chaffihg all
y . remote U .tects,,g puch as wizard eye. Detect BEvil,.; efe. When
they turn i1t’on (hour/day) all such detect; "pitorcs!”™ A crude;solu-

tion, of course,, but i1t-haSi resulted in a couple of ambushes;bbing broug”®
off vs high level partiesL-Ln addition, there are a number of _chur-_
achS Who want to go on a pitoro hunt. Jer, Alt amouhg thep, right
°/®""sigh. Leaving that Ring of Spell Turning on the second floor was

my biggest early turkey move. But buying it h,?ck for 8k ra,ther made

up, 010?" . * e B ”,m
STEVE McINTOSH- Thank-you ofor your dedicated® e]forts at dlaryi™l ;™M
Tva-ax  Locally, cutting two spells on an HIP™ I1Ff-17? "

would ™ot work well-around herer Bthey would save at least once/d,”.
I agree with your letter to Gygax.



CHRONICLES OP IIMWELT ,
by H. Steyen Brown 113 State Sti Lexington, Ky.

" The following is a list and description of"rerics”crdated for religions in”
Bimweit oyer a year ago by a friend and me. Most of thd"itefiis?arelogical doriya-
tives of ""their"religion, with good add"bad points. Naturally, each™relic is differ-
ent and its powers are not usually known to the bearer beforehand. ‘Because char-
acters iIn ray campaign read this zine, | canionly reyeal those, items, with which they
haye had preyious experience, e e -

Shield of Ishtar: Blows from edged weapons are affected in various ways:
1-40% = enemy receives his own blow -
41-50% = no effect, no one receives the blow
51-00% = acts as normal shield
Also, if the-’owner is using an edged: weapon, -2 on his DRs.

Axe of Metis:": The handle is a dried com stalk, the bladelis a crude disc,
(in spite of these hints, the first player that got this attacked, a party.with it!)

The relic, warns the owner of approachlng monsters: =m bp.™! £
™ m B 1-60% = gives correct number approachlng t CRI)
o - 61-90% = gives too lowan estimate -

91-00% = overestimates
IfIthe bearer is. a female lawful cleric,*"the axe will tell the type m
of monster(s) approaching.at 1 (10 times the level of owner) probablllty
(So, a.2nd level would-know 20%; of the time. )

.mSong of Adonis;: "10.0 verses in 10 books. Books 1-3 concerned with origin of
the universe (will Dive.:magic-users +5000 experience points If read, will subtract
1000 cff. all "bthers); Book: 4 -nontains the Secrets of Hermes and Aphrodite (will
change sex of reader 40% ofj-the time); Book 5 contains the Secrets of the Rites of
Cirte: (instructions for preparation of a.drug which, if bumed, will summon Cirte
75% of the time, or turn user into a cow 25% of the time). | am not at liberty
to reveal _the mcontents ..ofthe other 5 books,

Club-of I-ds:.. In; the hands of a PM of hluiter origins, the club will perform
as a mace, but if the IM is of farmer.origins, the club will perform as a combina-
tion Mattock®of te:; Titansj Saw ofMighty Gutting, Spade of Colossal Excavation,
and act as a Mace of Giant Strength (giving the user the strength of a giant while
using the cluw).;; Any-.others using the club will take from 4-40 spell hits, or will
rapidly lose other, appropriate powers until they are helpless. The powers will be
regained taking,l0-times the time the person had the club In his possession.

Axe of Inanna; This small, double-bladed hand axe may be thrown 60 ft.
with return and will cleave as a sword of sharpness if employed by a woman or a
non-human M. - .

Shield of Rhea:® This item will permanently increase the strength of the
bearer 1—2 pts (once only), but will lower the charisma of male bearers by 1-3 pts.
permanently (once only). Additionally, the shield.acts as a Sh+5 with a protection
vs magic which allows the bearer +2 on saving DRs.

Vine of Hydran; a grape vine which is twisted like a knot and grows upon
itself (it is not planted in anything and is always with foliage). Will heal all
wounds and regenerate all spells for anyone touching it, but there is a % chance
of insanity (drunkeness) based on the % of damage taken or spells used -Insanity
lasts D6 days. .

. Sword of Stinging; A holy sword for people of this particular religion, a
sword +2 for any other. In any case a DR of 18-20 will inflict double damage due
to piercing, plus on any hit the opponent must save vs. poison. With each uso,
the chance of the sword returning to its place of origin increases by 1%, starting
from 0% for neutrals, 10% for lawfuls, and 40% feu™ chaotics.-:The sword has no
alignment or intelligenee., . o
13x1 £4' “WYyofeedthrjof "Sarpent Striking;  When worn these armbands will enable-wearer
to instantly pijll.aut any item on his person and be able to use it, Mearer will
also be able to pickpocket like a 14th level thief. There is a;10% probability
that -Uie armbands will poison the user each time they are used, roll vs. peisop
or else sleep for D6 hours. -



Wand of Nishal; A wand, that can summon any naturally ~een-mbfiatarj n
noster. .. that-.liisies fire.as ™a weapon, and whxcfi "cCntrols these tj”es ofinansters,. .1 <
whether. .gunragred.or,not;, ;" ."Hoenvever,” these "attributes are only revealed "in the hands
of m 8+ b-ijleeil V4. "MU'will instead have a 50% chance of being transported-+vx >C
along witHl ,anX9h® near them, to the nearest dungebri. Level 5-7 MU have the same
transport-iMlity, but"have 100% control. Any other type character has no effect. -

Trident"of Lemotl: This weapon will act as a pole arm +3 in the hands of |
a M against lizard men and humanoids in or on the sea or ships and v;ill automat-
ically"kill oh"Ms of 18-20. In the hands of “a thief the trident will enable
the bearer to act as a 141:h level: _thief for 10-100 minutes once a day. No effect
if used by any other.. =.ISN0 ; S\w :

Censor of Mi Iatatl This-.device wards of‘f attacks by all flying creatures
by repelling them (the® flyer, can get ro- closer than 100 - IOx.monster”"s leirel #
of fOet). Even members of the, user”™s party are repelled if flying. I1f-the,user
is aithief, the device will also; enable flight (as a gargoyle), butw.ill*™puwsh,, N,

a loss of strength once an hour as if:the useu;.b™ been touched by S y |

Charm of Peacet -A player. \Feanig thi-s will not fight, nor will anyone Fig
him, only deaf or blind persons/creatures are immune (even then, the bearer could
not attack). Additionally, if the beareux.ihr cleric, he can command all
within hiS sight/hearing to ce.ase battle.,—jSayingxI>R3 are not applicable to any
cx—eature-"until the turn after).the charm is .used (i.E., 10 minutes later). The
bearer never saves, and has I0x his level chance, of removing the cham..,each tum.

o "MNMa-TFial"of TtuthtnrThe”ial -contains a potion which allows the user to determine
if the person/creature with "Whom he is speaking is telling the truth. Works.1l.(x
the level of the user percent.of the time correctly, the rest of the time it.pqys
that the person is tellingdthe truth whether he is or not™ Neutrals .subtract an
additional 10% froni their chance .of success, rhaotics-subtract an addit,i.Qal, 40%. .,

GroSs of Ri"~tousness; In the hands gf a lawful cieric .this relic™will ,
dispell all evil within 100 feet, shoot a stream of fire, (treat as fire"ball for,,,,
effect) and part water. =Each function is usable once per day if the cro&s if blessed

wi-tti a Bless Spell"atcthe beginning of .the day.
> "The ArfUreST A blue steel helmet with, a cool green fire shimmeripg over the
trvi- <For MU (llwelll-T—P) CL (level 10+) and™"M (Glewels 1-9)v. s .
TC Siopl-50% = raises level by 1-4 -levela while worn (Iast—s46 turns)4-,
L-w c‘.— 0)"51-80%= increases vision by 25% whille worn (lasts 24 _hours)
.M,BP.-ae ¥y 8100 = increases movement as iIf two armor classes lowr., 7

12 hours,):,:: - ,, m
For Levels 3+ M, and Levels:-5+ 9% - .
1-60 = raises level by 2.5 levels for 10 turns
N m.:. £:,40+80%.—= iner.ease vision by: 50% for 24 hours ,
mkK 51+00% =inc-reases mpvemenfi by $0% for_12 hours ,
oJGs.; "mi: r , (notice that because of .overlapping percentages, Iit, ;
is possible to .have nore,, than one effect apply)
xPorvdevels 1-9 Clerics: ‘

| . rcll for each of the folloquJIg ciaaracteristics:
OOxS % lowers level by, 1-21evels perma]xently 30% of the time
2 . 20% j-.of . tuf~ame tte. bearer will*bS: blinded, for DR6 dajrs .
5_ 10% of the time his movement will be halved
_4_ IT the cloric la wearing, plate mailat the time he dons the helmet,
increase-, the:rprobability: of the above .throe items by 10% , .,
Also: Anyone .wearing .this helmet wi-Il,,find that any maglc ring they .have
n . will only-work. 10% of the tie..; - - n
The Atherm; XA holmet which raises-the _wearer"s .aimor class '(y,.,.l if within
20 miles of its place of origin. Also adds +2 to an opponents DRs 30% of the, time.
rfe,y'also subtract —3 from oppenents DR 30i-OfF the time, so that if both possibilities
occur at the same time the reii redll.t".is..=i for the wearer’s, opponent.
mmlew”*"Tyrmok-A iiighly ddecixated. .longbow. If; used by, L 1-8 Hi or by’\Lt-
Thief™, "hits “ch enbinies ‘are raifx.effect,: unless m. is- a <hobbit, elf, or :dwarf in ;
which case: SHioj m e e



1-30% = +3 to.DR = ,
. 31-60% = +2 to DR ] “
61-90% = standardmlongbow , '3
91-00% =V2,"dQuble range, enables at least two attacks t
* per..melee "
RoII once per battle for effects. m,_,The.,bonshens no effect in the hands of other
character types. - N, .
Astaga Ring: The ptng.has ,effects "depending on the race and char-

acter class of the wearer:
Hobbits: Ibiy-isibllity, “Many-"¥ishes
o “Dwarves: Dbubles charisma ™ * i
Elves: Mammal and human control”
Half-elves: either mammal or human control - -

M(L 1-3), TH (L 1-6): Weakness (1-80%)- or Rrotection +3 (81-00%)

m (L 4), TH (L 7+), MU (L 3-6): Protection +3 (1-20) or Three Wishes
(21"50%) or Delusion (61-00%) " - = Ic:

MU (L 7)), CL (L 9+): Spell Turning ("1-30%): or Fire Resistance .(31-50%) or
no effect (51-90%) or turns user into stag for DR6 days (91-00%) |

CL (L 1-8): Gohtrarieness (1-50%), no effect (G1"-00%)

Tymires: Another helmet. Character must kill first person of his own align-
ment encountered, neutrals excepted. Alignment changes to neutral. 50% chance of
blindness. >

The Bewitched Armor, of Gimmlisha: Norma.l appearing leather armor. 80% chance
of Fitting the- first person.,who tries it on, .decreasing by 20% for, each previous
person who has touched the armor, and decreasing by 20% for each®"subs®equent attempt
to put it on. Appears to wearer to be fantastically gilded armor.® *“In combat,
acts as plate. Half of all damage accrued by wearer is distributed randomly to
other characters within his group. Also enables wearer to become ethereal once
per day for up to one hour. .- - .

. » a0 TE(YW.ENINg Crystal of Astan: A black orb,, covered with a cool,silver
“filefar - Fffectp . epenri on the alignment, daracter‘c.Xes.s,,-. level, and race of gazer,

buv-because of limitations 1 won™"t go into all tat.,” People interested in
such, can either oputact me® o devise th.eir own table of. reference. Some of the
possible outcomo-p use: , | it ---s m\
- tpansp.orb&. _entire -pdty 1o, another point on the map (T thauk™ crystal}
T -mreveals a .. IMradius " 1
~ destroya-all maps in the, group's ppisSession . "
N — transports party into unknown djuigeon,. -t ‘o
-"showa-.false map of region. Y R - el m 7
- a.Zex)recei,ves. quo -experience.points for oothaCtW|th other realm ?
- gazer blinde.d. ' B L o F “F 1"
- gazer and™p.eopl,e _are time wafped DR12*months into the futuire
—Frant"%he "Secret Spell "Boglts u” Mighty Phavahg- "
Clerical Spells: " = " om;
Health, Second levels Raises constltutlon of a, body (alive or dead) by 1-3 points
for one tum. . , .° a ST om:

Pivine Aid, Third.1"evel”j. I' Adds, an additional hit oie.— to a character for 10 turms.
| Any .damage aquirdd by. the character remains;Iwhen-"‘the spell wears off.
bEevel Drain (also, knomn™-as—"Gurse .of the Gods), .various levels.
This spell can be cast as a first, second, third, etc. level spell with
V" _othe"effect. :of .-drainingpthe recipient either one, tw, three, etc. number
~of” levels—jitnThei-spell lasts for. one turn if cast as a fTirst level spell,
two turns If a second level, etc. May save DR at-J effect. -
,C©  MagiCr-User=Spells: v.
Lycanthropy, Sixth level>Will._cause rseipient to become chanthrope of lIiU's
choice for 2-12_hours7 Recipient retains his appropriate level, but
must save vs. polymorph at +3 to his DR.



Protection of Weapons and Armor, Sixth level* Causes weapons and armor to
save their PR vs Fireball, etc. as if It were one better than it is (so that +1
armor saves as IT it were +2 araoor). This spell in no_way effects the combat
capabilites of weapons or armor, .. Lasts 1-J tijure* Also protects a™inst Rust
Monsters (treat as if +1 to save vs. Rust Monsters).

Er+.ance Weapon, Fifth level; Adds +1 to weapoEL or™armor. Lasta,one 17attie.
Material must make its saving PR (as if it were being hit by listening) oregib®
there is no effect, unless i1t iIs already magic, in which case it;explodes, doing
5 X P3 damage at ground zero, 2 x P8 damage at 10-20 feet;distance™ and JB damage:
at 21-50 feet, ’ » =

Mage Wind, various levels. |IT cast as a level one spell,”will add +1 to
movement at sea, as level two will add +2, etc, up to level 5 at +5. After that
the winds become too strong. Provides®™ enou”™ wind for one ship. Lasts one day.
Also:

Level 1: can control wind curbehts at arm’s length

Level 2: can control wind within 10 scale feet of body -

Level 3j control wind within 20 feet

Level 4; control wind within 30 feet N

Level 5 controls wind within 40 feet and will knock down any character
or monster that does not make a saving PR"for magic, +1 for each j)oint of strength
above 12.

Level 6: control within 50 feet, with an automatic -2 on the reqmred
saving PRs , ..

- Since I am obviously not going to have enough space to include all the stuff
I had intended. 1711 mention some of the latest goings on in my campaign. The -Cc~
composition of the guoup has changed somewhat since last time, Sentarlus, the ™
level CL is still around but has lost his helm of brilliance (wore it.into combat,
and got it and nearly his skull cleaved), and his.+3 plate, which is now +2 after
having been accidentally transported into 50 feet of solid rock. ELk-Prothi is 3=
now serai-retired as Regent of Caer Praco and is living off the rest of the group®s
ill-rgotten gains, Landar walked into a room.in a dungeon and promptly fell oyer dead.
No attempt to revive him succeeded. He was given last rites which consist of burying
the bojiy, digging.it up again, burning It, and then burying the ashes. This rather
peculiar ritual has 1ts origins In a nasty encounter with some weretigers who bit
one of the members of the expedition. 1°Il let you *figure out the details. Madoc
the Bard is still around, but has taken up semi-permanent residence at Caer Draco
\mtil he and his band of Merry Ken can finish the Viking longboat with which they
obviously plan to terrorize all they can, Stanislaus is taking a vacation at Caer
Draco, as is Thanatius the Monk, Trilumen the Hobbit Thief Is on the cvirrent expedi-
tion. Amirs (SL M) has also semi-retired, due to the lack of a regular player.
Artagerious (2L V/eretiger-Druid) has had his luck improve somewhat, and actually
used the"Druid "Predict Weather™ spell for some effect. Trevesaine finally recovered
from his bout with insanity, only to have his Helm of Law destroyed in a melee,
Thurin (BLFil /7 6L TH) the iWarf and Welkin (6L Pixie) were bothmsaddened (hal!) when
the unicorn that had charmed them bou~t it at the hands (tail?) of a manticore.
Apparently neither of them.ever heard about the.legend that unicorns can"t die. ,,

n Recently the group had assualted The Goblin Stronghold of Nil-al-Kez with
the help of a Silver Dragon whose daughter was being held prisoner. Among other,,
creatures., inhabiting the place were a stone golem which allowed passage 6h3" iIn
one direction, an Eldritch Wizardry Ealrog, and an insane wizard, Mindak, who was
invulnerable to both physical and magical assualts There"s a whole tale to be told
regarding the defeat of that dude! *©

In any case, the"group (or most of them that is) got back to Caer Ibraoo
caught up on some business, then headed out for one of the dungeons in the distance,

where we will leave them fer now. ‘
Next time; Goodies from the Armory, a comment or two on City Adventures 1
and ma3e I1"1l even get to the Equipment Damage stuff I had alrea”™ mentioned, "

(Credits; Thanx to my ol®™ buddy, S Carrick Millard, 10th level game-
designer. Peace, Carrick!) "
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Mlochji<lS t, " dhipxjpxo: A double ego-boo by:
Ken Pick
JHn 175 N. Poinsettia Aye.
TiX Isy=1—;. ~ Mon”via, CA 91016 il

I
oi.o . This irigith 1 m going to makeithis short for three reasons; deadline is in one
weekj that week is Cal Poly Finals Weekj and after last month’s monster, 1 don’t
want to go stencil-shopping so soon, i1,e, 1™ near-broke.
Since the last ARE, 1"ve largely been DM’ing at Fullerton, In addition, I°ve
joined an SF club at Cal Poly that is starting its ovm closed-universe campaign.
2h the Cloister, Antar is no longer 5th-level, Seems this Vampire decided to bounce
the place * . , 1. He just made 4th again. Also, Caselle®"s only surviving diarmee
Babalu broke charm & took the opportunity to split with his +1 Bicycle Chain, As you
may have guessed from his weapon, Casolle charmed him in Crimson,
" —Some minor comments;
ISB; I finally tracked down some mimeo drawing equipment at Cal Poly, How soon do you
estimte going offset? /7 | nial EIT & Grc lifespans per Tolkiein: theoretically infinite,
tExcept for that, 1°ve adopted your age table,
MARGARET QEMIGIANI; That Staff of the Priest-Kings cine into the Cloister by ri”™t
of conquest, 1 estimate its value as at least 35 mega-GP, / Any tourist suciced into
Big Tee Would either get scragged before realizing wdiich way was out or, once he got
outsidef"go catatonic for a iMle & lose all his Toiffist characteristics.,-,:
LEW WOLKOFF; Hy adaptation of Samurail is elaborated considerably™from the Samurai
published lecently in The Dragon, I planning on putting it in the February or .
March A”™jJ should have it debugged by then. My research has turned up several exotic
Monkish weapons, which 1 have scheduled for next ish. Also turned up,a couple monsters
and info for a more“accurate Ninja adaptation. / Yalar are supposed to be distoot™
omous with Davis-Shaw demons. You seem to have xinderstpod my meaning of and about
them perfectly, / Neutral demonology? 1"ve never thought about it, except for rag"
Nexus Temple of AnUbis acting as a mediator-negotiator to Death Demons,

The following changes are in response to Glenn Blacow™s recent hints:.

NAZGUL: I misunderstood the Witch-King*s vulnerabilityj actually he was simjly Fated
to die by a woman’s hand. Also, Glenn, while still basically Spectres, 1%e altered
their touch to bring the Black Breath instead of lifedrain, saving throw only if the
"touch” i1s the character’s weapon hitting the Nazgul, As for their weapons of Fear,

Shadow, and Cold, 1 simply choose appropriate spells for them, like Coldcone instead
of Fireball, As fbr Morgulblades™f I"m not convinced they shoiddn"t lifedrain; wasn*t

Frodo permanently weakened by his wound? : 1=t >
ORCS; My Druk-Hai*® levels were based on the Guide to Middle Earth statement that-Ore
tribes were composed of ', , , Druk-Hai commanding lesser Ores," I still maintain

that Ores, being an inversion of Elves, shovild have some opportunity for magic use.
experimentation has ledxto only Hrxik-Hai being able to use magic, and then only
as a Fighter-Mage without integral spell use,! The only difference between an Uruk
Fighter and an Nruk Fighter-Mageris that the F-M wears only leather & can use those
magic items usable by Magi as well as by Flghters Also, I1™m adopting lower-level
Druks based on yours, loix
MORGOTH; 1™ not going to publish him. With The Silmarillion rumored to be out within
a year, my present version is merely“an interim one: The Lord of Balrogs.
SHIELD 11: 1 am hereby degrossing all my press™t and future higher-level Shield
spells to where they go up one Armor Class per spell level. Originally 1 didn"t plan
to publish any level higher than 2nd, bu].,jif-l (Hdn*t, somebody else might follow my



example and lead to the grossities described last ish by Glenn™ Accordingly., Caselle
of Es presents below the final, revised spells *

SHIELD IIs ?nd~levelp defensive. Magical,, Raises caster"s Armor Class to 1 vs™®
missiles €to 3 vs,, meleeo Duration: 2 full tiims* 8000 gp, payable to Caselle of Es,
The Cloister, Temporalana—townc Nonr-resalable. 4

ATT™N CARY MARTIN; Caselle, is willing to trade Shield II’\forJ’\qua’\’\ X

Projected future Shield ~ells are; fflIHD HI (4th-Helvei, - N
(6th-level, AC »l«& 1), and SHIELD. V (8bh~level, AC -2 & 0). The two-leve™;niteTvH
~between spells™is to limit" it ~ill further and preserve ..balance between Fighte”™ &
Mageo Actually,” CaseHe onl”™"intends to research through Shield H1 in, the foreseeable
future, sa the IV & V are open for any 12+level V/izards reading this® , rm
oV “-
46"
ertu™ N the"Diat. few issues 1"ve mentioned ifly Dungeon, NEXUS, Nexus is..a-vast subterr-
anesh complex of randomly dug-out rooms & tunnels (planned with a modified GygaX.
"=="ferdon solo Dungeon system), the catacombs of some vanished temple of a forgottb™
civilization. At present, the Dungeon is built down to the 7th Level and stocked to
halfway through the 5th, 1 am attempting to DM 1t as a slightly toned-dpwn Tempor”™-
"@"lam, with the esoterica that made Crimson so much fun. Some special areas, are .tiie,,
“"Hlizards* Factory on 5th, the Maze .offthe Universes on .6th &b"elow, the Nexus izl =
on the “-unknown lowest leVely %ci:the "funny corridors”
Napels™nand gar™ hf(“outS ohtai3,ythe le 0.cc ey rate is 5Q%j Arsing a Viiye.,
Naw mostbrTtabbo.joi .t i-.-"- ¢ -k

On th” Sturface above the Dungeon is a low hill covered with .ruins, jJusoO esst,
of th” junction of"two navigable rivers> T0-.-the east is an intermittent range of
hills, whilb west, “at the river junction, is the City of Nexus itself, a large
merchant 'ts,%nroundlng wilderness is yet unmapped (by me, foo)\, but is sizea 8? shapea
ro"ughly like California, with Nexus i1tself located roughly between the sites of
Sacramento & Stockton, To the north the wilderness is based on Middle Earth, and to
the south on the Hyborean Age, The para-Sierras & the Coastal Ranges ~e more irregular,
containing many secluded valleys colonized by such groups as Tsolyiani, Me”borians,
Japanese, Metzes. dnd the more common Elves, Dwarves, and Ents, To the south”st,
where Los Angeles should be, is an SF~based area with surrounding colonies of
races where literally anything can happed. T

-.The Tbrees of Chaos lie to the north and to the southeast, where the Nazgul
have allied with the Priests of Set to trap the LawfH & Neutral lands betvj-een them,
In the Central Valley around Nexus, the Temple of iHtra has joined with the High ,TA
Elves to resist this Dark Alliance, resulting in a cold war, at least for now® (o

The reason for this political situation is to eliminate the total aimlbssnes™.
of most expeditions by having the player-characters contract with one of the"-fact®
for a specific mission, 1.6., "Do what you want, but just check this outi.for US," » E

ThB local religionsElbereth & 'eValar in the Ablend or
Hyborean-t &Jlgyptian:-n~thologie the south, local Melnibonian M-Tyiard. sects,. .
anda ny one t o the para-LA» In addition, Nexus is home to a few demigods

of i iis 0" — n
lI1Ye™been-rmuilLng Nexus ~oradically & semi-experimentally over the past oouple-
of month&>1“with some interesting resiilLts: - "

Such ae-haying the 3rd Level rearranged by Wayne s Horn of Blastlng Or the me/\rj .q?
a party led by a 17th-level Wizard vdth"ar®charmed 17th-level Lord trashed.ny i -
opened, ;"h*rlevel ‘g, grossness, "mjus|™/that the reaction .dj.ca on}the thin|s.,rthat cohld
have scragged tteirf kept ecming up~horhostile)._13r"the time that unbalanced party
(a couple ultra-levels & aHot of 1st-levels) rescued five Lairimsus held_captive by
some Typecl LaaSt}Demons and trashed a lot of the 3rd Level while doir™ it.
Another time,- a low-level party got a contract to clean out this Thief
1st Level and survived by pure luck. First, they met a squad of Elves outside the
hideout who agreed to help thenio Then™ when they attacked™ they found ou a e



Thieves had Magic-User backupFortunately they neutralized the one with the Lightning
Wand right av;ay, then proceeded into a rxinning battle through the interconnected
corridors of the hideout, The gang had the party & Elves pinned dovm in a c\jl-de-sac
when some Ore Thieves wandered in and started ripping off what they could. In the
ensuing three-way Ffight, the party managed to break out and defeat the gang, whose
survivors promotly fled dovm a funny corridor that sealed behind them. Fight over,
they soon found the treasure stash - and 22 Ghouls guarding it They needed three
trips to pack out the bodies, never mind the loot®

Vifith the para-Hyborean area in ay \mopened Wilderness, 19U be using quite a few
Hyborean Age artifacts® 1 found some of the ones in GO&H to be inaccw?ate in light of
the original Conan stories® Here are the corrections for these;

THE HEART OF AHRIMAN; Prom Conan the Conqueror® Looks like a crystal ball-sized
smooth red jewel® In addition to the GD&H powers, it acts as a super-Animate Dead
when ritually set upon a dead body® The corpse is animated with all its previous
intelligence, memory, and abilities® This is useful in making Liches or Skull Warriors.
However, the animated corpse will deanimate if It again comes near the Heart. The
finder must guard against a midnight visit by the Set Priesthood, who use this
Artifact for Lichmakingo The Heart is of Neutral alignment,

» STAVES OF DEATH: Anticlerical staves that strike as a Finger of Death. Addition.
BLACK HAND OF SET; Mark of High Priests of Set® No saving throw Finger of Death
on contact with High Priestis hand® Addition®

<JLAW OF NERGAL: From story of same name® A black wand, terminating in a carved
claw holding a small smoky-crystal sphere. In addition to the GD&H powers, it will
summon on command 1-100 '‘Shadows of Nergal', From the story"s description, these
""'Shadows™ are more like Soul Feeds® Also, the Claw will eventually take over the
user, something like the One Ring®

"HEART OF TAMMUZ; A small, heart-shaped amulet. In addition to its GD&H descrip-
tion, it constantly radiates a Protection from Shadowrs of Nergal. It immediately
sends its bearer on a Quest to neutralize the Claw of Nergal, vhich is accomplished
by bringing the two Artifacts into close proximity to each other. After the Quest is
fulfilled, the bearer of the Heart is released from control.

PHOENIX SHIRD; From ""The Phoenix on the Sword”. A bastard sword with a Phoenix
design engraved on the blade, this artifact was given to Conan by Epimestreus the
Sage, during the days when Conan ruled Aquilonia® Conan used it to kill a sending
by Thoth-Amon® The Phoenix Sword is +5j with Intelligence & Ego of 12, and is Special
Purpose: IMill Demons. Lawful-Neutral dual alignment® Its extraordinary power is its
ability to kill any type of demon VTith one hit® even those demons immune to attacks
by magical wregpons™o (o' ?avi.ng throw® Negative abilities (crocks) at DM*s discretion.

And viiile 1"m on Hyboraa, how about a sword worthy to cross with the GD&H Conan;

RED SONJA ] .
Armor Class; As normal hwunan Alignment; Neutral

Move: 12" Fighter Ability; 20th-level

Hit Points: 13.2 - - - No Psionic Abilities

S=16, 1-14, Ww=13, C-17, D=18, Ch=17 Sn""prised 1 in 6

This 20th”level Amazon from Hyrkania does not share her contemporary Conan®s distrust
of magic® 1°d give her a good chance to be wearing Bracers of Defense or packing a
me.gic sword, or both®

B L3

Al3. for this month® Next time I plan to. pubiish a selection of kfonkish martial-
arts weaponsc BYE-KP
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This is my Tfirst effort for A& so I would like to start with
.a wa,xning iIn advance. D&B as played in the East is different from the
""’cal-iBornia version. There,"s .nothing wrong wit.h that. In fact | haven"t
heard of™anyorid® anywhere who:.-lvasn"t made some .chlnges frbm® the rules.
Howeypj”~, when we do change the':.pules let us at;""'Teast acmlt -it. Also Jd
et "s"hgfl™feV hd™-bullheaded -asi tcg.-laim that w",.play the game .the RIGHT ;:dd
way. Thife ®iS-“Hb--big-ht way,v>o™l;f"~the DM and-"pthets can -ceciid'e wha tu
they fihcf-fes™t™"en and eapieist to handle (the" .t-wd™Irein-ic.riteriai orais
for any,g™%"Thub" ;" I"'m mafeff* comments herp. ;pK;asd"be-iw
that t h e y m e r e 1 vy ; n“pre n™0rQysbB~rOr less mproblem. N
prone mannerA‘6f"%antehg things. Don"t ;t4”e .pn the" att ldude-of a" e » T
defender of the true faith""aigaihst thev..in,ficlers; calm and res-soned

arcruppntsimhA/wel I * Wh™-"eMo-ver/te™ poliyf® of; ..view. m "o ) J
Lot nie""Ni"ye ., the, ,puibk="-W 1 |

comes, put every 6 weeks and the sub *r.ate is 3/,”l. Tt coheentrates on

new §I”Ss .TrathebTh-hWPdiscuss of . _happenings”;in.;campaighs .n:

"~Afh:if \PwHi1"discuss the; question 6Ff lettina "characters”"
from o-fhei dUngedhs®or campaigns come into your dungeon dr “campaign.
There seems to be a-.large"majority for it in A&E. In fact- In issue
#15 someone even went so far as to call those dungeons that don"t
alfow this m"Ghadtic". Let"s be a little more open minded than this,

I do not alidw-~this and have never played in a dungeon that does,
Therdfore- T “*feel 1 can. give this side of the story the hearing it
deserves, 7 -

There are many advantages for the DM. First he has complete
control over what type of magical items are available and how much
monetary treasure and how difficult it all is to obtain. If he makes
"errors'” 1In these matters on _gocasion .they"re his and there®"s no ae’..:,.
else to blame. Also it is pos.pible, to-.keep much information on .c.-
exactly what a magical. Item, ™" e s etc, .F)rganizdtipnaT -problems a.re
also much easierv since yQu.,"ae. up to date".”ort what “the ~"Status «of all
characters are/ " "“_iroay "ip.. / : d/" e_nm , "

It seems to me there is one major ditflculty with ~recognizing
experience earned elsewhere” Players being human will crayitate
towards those dungeons that it is easier to earn experience in, all
other things being eoual. Thus there is great pressure for an "in-
flationary cycle”. Here 1in princeton there are over a half Cozen®
dungeons. Relative to the whole country,they are rather similar in
the*~difficulty of gaining experience and the chances of dying. Yet
we are all aware that getting a 5th level character iIn one may be a
bigger achievement than getting a 10th level, in gnother. Even- n.- _coi ,;
mwo-uh characters here are only good for play in"-fheCchd dunddati/U. 8=
thgre®s still pressure on the harder dungeons dp ..Hepome as easy as
theT dhsirtfF YtltMbko only., .been invofyed."znfa "-mihimum_ of sit?
ations similar to free movement of charac-ters between durigbons, |
am certain: that in that situation nobody would want to risk their
good characters iIn the harder dungeons. 1 am not saying what level
of- difficulty, is best, but each DM should have some freedom in
choosing-how "habd he wants? tiPiSake”jhig-dungep If it"s fair and
fun it should be giverfFthe best possible dKkahge -for success. With;:"
free character movement, inorder to be successful a dungeon ,tsxjes/
almost forced to become as easy as the easiest around. This appears
to me to be the reason for the California super-characters. That"s
fine for those who prefer that type of game. However, there are others
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v/ho orefer, as either player or DM, the so called harder dungeons,
We would be left out in the cold. A " |

Let me digress a moment and discuss what can make a dungeon
harder. First and formost there®s just plain stinginess in the amount
of treasure and maaical items available. As- far as I"m concerned this
is neither here nor there in terms of my enjoyment as a player, |
provided that the DM is consistent. A factor that- 1| find: important
to me as a player is a reasonable (10-2070) loss rate for characters
per expedition. This means those characters””8one forever. Even more "
important than the actual death or loss rate, is how much .intelligent
play on your part can modify that rate. When | play 1 want my decision”®
to make a difference, therefore 1,like dungeons where there is a good
deal of danger, but if handled correctly or imaginatively you have a
much greater chance of success. This is impo“ssible-in dungeons where
bad expeditions are always wished away, etc. and,no one evef loses a
good character. |1 also think it is a sign of poor gamesmastering when
the DM has to fudge things inorder to let the players get out or win,
I like the DM to be a neutral party whose job. is to umpire an already
set up situation. OFf course he must also determine the strategy of the
monsters. 1| do not enjoy playing in dungeons where the enemy always
plays stupidly enough to enable the players- to win. At first you get
a thrill out of such victories, until you catch on that they really =

are not any achievement on your part. » -
- Some may complain that it is no fun to play without very powerful
items anc characters. Some of the most enjoyable moments have been |

when we managed to think "of the way to use weak macical items or
spells together with one another to accomplish amazing things. " =m
However, as a player | can have fun with every le”e 1 off character,

provided the dangers are proper "and the other characters are of about
the same level as | am. On the other hand as a DM I much prefer to

run things where the characters are not above 10th level and the : . 7~
vast majority of items are of limited power. Things go faster and
are less complicated. "

One thing about this free mo-vement of characters between dungeons
that 1"m a little puzzled about. | assume that %p.s means that the

player has the official copy of his character. This would mean he has
to have complete knowledge of what all his magical items are. This
takes a great ceal of the fun out of the game for me; as DM | create -
many Mohler specials, " the player has to discover what they do.
Often they never get the right answer, although they think they have.
Als™) even on standard items such as rings or bracers of defense, part
of the fun is for the player to worry whether-they are helping or
hurting him. By looking at what happens in enough battles they usually
get the right idea, but until they experiment there®"s a great deal

of enjoyment for all parties concerned.

Let me get to a less pleasant subject to. discuss, that of, dis-
honesty on the part of players. 1 will just assume that human nature
being what it is,the following theoretical discussion has a lot of
real incidents iIn it. What is there to -stop any of the following, from
occurring? | come out to L.A. with my 14085 equipped with any and every
magical item that"s ever strucl™ my-.fancy. (In actual fact no such a-"
character ever existed, but 1 decided to make him up on the plane r
ride). Naturally the good gamesmasters are willing to take,me in their
dungeons. There®"s a little”bit of jealousy on the part of the locdl
players whose characters haven®t managed to get so"high. Also the DM
comprimises and only le"!"s me mtake dovm a few of my more retrained
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magical items ( for example my wana that allows me to throw any
spell up to 8th level, with 96 charges loft). Well | tear through
everything in sight, all the time acting with the intelligence of
a :rock and-being asobnoxiuos as possible. 1 keep repeating how_all
the players and the DM arc turkeys. Finally the DM-gets so upset he
either stops the expedition or makes up a situation,on the ppot to
kill my character off. Suppose the later, so this character is killed
in this dungeon, :Big deal | can just continue to play him elsewhere
(for those whg want to observe the nicities, assume ho was wished
back iIn some other dungeon by his 65th level assistent). This senario
is clearly meant to be a little exageratted, but it does point up
problems. For example what"s to stop me from,awarding my character
whatever experience 1 think | earned on the expedition, regardless
of what the DM sayg. Naturally those whg chiefly play in only one or
two dungeons would not try” such things there, but would reserve them
for guest appearances. Also what"s to stop everyone from having”,
recuisites as high as they like by a little judicious erasing.” (In
those dungeons where the , in my opinion, self defeatina policy
exists of allowing a player to roll characters up until he gets one
he likes, this would of course not really be much of a problem).

I think I1"ve babbled enough al)out this subject. Sorry for the
lack of organization, but 1 hope you get the idea and we can have
same good replys. To sum up, the reasons why 1 do not allow characters
from other dungecms to play in my dungeon, 1is that there is to much
variation in dungeons and dungeon masters and too many problems, .at
least for the type of D& 1 like to run and prefer to play,

I would like to say however that in specii cases, as for
example at conventions. 1°d have no objection to letting people
have some fun with my dungeon, on a so-called dream expedition. The
difference there is that these are people who wi.ll not play regular-
ly in my dungeon. V/hen the aspect of a continuing game is removed,
the only things left are tpurnamonts or one time romps just to get
a Flavor of someones/tforld.- Don"t confuse this with the real thing,
which is a Gtmtinuing struggle to survive and advance, with success
measured how well you;,do relative T2 others playing in the same,
dungeon (and only that dungeon,can be used to compare).

Just to stir up a-little discussion | thought it might be fun to
compare the powers exhibited by Gandalf in the Lord.of the Rinas, as
compared to a D&D magic user. (Somecme in A&E #15," gave much toohigh
a leve). for Gandalf). |1 will focus on the .spells he throws, since he
is a far better fighter than any D&D FIU and his ability with his
sword.depends on how many abilities you want to give it. Any arcru-
ments based on the fact that he heot a Balrog, are only valid if
we all agree to use the same definition for Balrog (Greyhawk, EIdr.
Wizardry; or Super-Balrog, or anything else some one comes up with)
and is really usually circular reasoning. One could make a very good
argument that Gandalf used, or could®"ve used, many TFfirst level, spells,
auch as: Detect Magic, Hold Portal, Read Magic, Read Languages, Light,
and Magic Missile. OF the 2nd level spells, a less convincing argu-
ment could be made for: Wizard Lock, Continual Light, Knock, and
Pyrotechnics. Spmo might be able to ,convince me he had a weak form
of Fireball, although this, pcjwer as well as Pyrotechnics;;may well be
giveh to him by his ring Karya, the, one of the: three which, has some-,
thing to do"with Ffire. In any case, as far as spells go Gandalf
certainly doesn®t have, anything on a Id5. All this is meant to show

is that in the Tolkien books, magic is not that common or that strong.
Remember everything is relative t; the world you“re in.
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SIX DAYS IN SEARCH OF A WEREBEAR CLERIC ™4

the hopeless quest of Chuck Ulrich, Oldenborg 820, Pomona College,
Claremont, CA 91711

o Blink Dogs flew spaceships! The Aztecs invented D&D! Lawfuls
A and Chaotics are the same al ignment! EGG took drugs! The DM is not
i the boss! That’s right: EVERYTHING YOU KNOW 1S WRONG.

Bearbax 1isn"t really a Werebear; he"s a non-changing BearMan.
There®"s no such thing as recessive lycanthropy; that was jJust his
mother"s story to cover up her affair with the honey deliverybear.

Treasure type 0 has 2-20 K GP.//"Brainwashed”™ 1is by the Kinks.

Glenn Blacow: I rented the staff from one of Wayne®"s characters.

tr Robert Clifford: I"ve never heard of a real person®s race being
determined at random either.

Lee Gold: IT you only allow PF"s of spells one level higher thaii

- the MU could throw, what do you do about PF’s of creatures. [One

§_ Q"peatuve Ffov evevy magic missite MU can contvol» Shape/Speciea of

. creature must be believable in context or saving throws become easier.
—~LG~}

DUMB MONSTERS
GYRGICHES: 4-24 appear, AC 8, move 9" but can be in two places at
the same time. 4 HD, in lair 10%, type C treasure. Neutral. Attack
does 1-8 or by weapon type. These creatures, also known as '"aliens,"
came from Jupiter. They live like Indiansand play the piano beauti-
ful ly. By means of a strange ritual 1involving eating blue moss and®.
H” a frenzied dance, they can turn humans into Gyrgiches. Once a huma;
has eaten the moss, there is little he can do to prevent being turns
into a Gyrgich. Gyrgiches have only one sex and can take animal forj
GRUFFYBBS: 1-12 pppear, AC 5, move 12, 5HD, 1in lair 257/, type |
treasure. As seen in Black Goliath #5, these creatures (also ca lJdd
. Dune Cats) resemble tigers with 8 spikes along each side of the/ o
X 9 on the tail and two boar-like tusks. They are unintelligent/
will always atiack. Bite C 1-8, 2 claws 1 1-4, tail @ 1-3.~/
Gurgles are too susceptible to Fireballs and SumaRatrans-
to John Kingsbury. But here are the ultimate DMs™

CHMYZ as player characters. Wisdom 8 or below. Ba*"
Clerics. i )
1st level: AC 2, bite 1-4; 2 paws ! 1-3; Dimension
4th level : Cure LW once/pday/ leve 1 above third
5th level: AC 1, bite @ 1-6
7th level : Confusion once a day
8th level r Bite § 1-8
9th level - AC O
10th level: Cure SErious Wounds, once/daV
11th Hlevel: Bite 8 I-10
12th level: Teleport
13th level AC -1
14th level : Bite @ 2-12
15th 1leve 1: Teleport infallibly
17th level: AC -2; Cure Critical Woun
19th level: Explode, destroying entir

S

B:’?'-. 1 Th-~th-that*®
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