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A FEW PARAGRAPHS FROM THE EDITOR

This fanzine is set up to Wisrve as a mon-fhly drscussion zine for SF 
fans and othexs^ interested in D&D. IT .should giv.Q ® chancdy
to d i scuss rule's "an'd'sh^r^ our own speci a l monsters arid: treasures ĥ; 
with others; also to'̂ W'r̂ frte.'dp expeditions we’ve been o.n.'O ' -• . jS'vOTn : o '
ALARUMS AND EXCURSIONS. JsL,.,edited by Lee Gold.. It is set up as a cros,& 
between "a ‘s^tan'dard fanzine and an apa (amateur press assoc i at io,n

I f 
a .

you contribution,, there are threehave _
it o n a N I N E.-d\̂o I e d t e n c i I and .nia i 1 

St'., ‘Santa Monica, "CA 90405. include 
you must, use a FOUR-hole stencil arid include 70<f/stencil 
Print it you rse 1 f .Copy count is 3Q;0. Send

ways to. submit ;i,t:i ; 
to Lee Gold'# ;.̂=47t 

50C/stenci I ._ . Or
ip. t
. ~f c 
if ,

it to Lee, Go Id,..
mirneoed lt,^"send stenc i I s. too ;

an d S,̂.he.. w i 
therieof)

50C/stencil credit. ^ 
I type it and mimeo it. 
for typing, stencil I ling

i nc I udes. i mprov i ng spe Ming

' I f 'you
c. Send a letter to Lee Gold

Include $l/page (or fraction 
and printing. Typing automatically 

' and grammar (and may also incIudo a tow new:typos). It may 
a I so 'i nc I ude. ed i tor i a.,1 comments set i n Italics and signed LG 

• Those who want their deathless prOse' left Intact should type 
it themselves. . . . -.-i

UNPAID ;F0R MATERIAL WILL’ NOT BE RUN OFF NOR INCLUDED IN A&E .

-4

2. The 
a .

er h

fanzine will 
Contr i butors

cost as foilows: 
less than four

we ’ ve had
e E.

pages, postage only. ■. ,
good mont'h ) or ha I f ,.posta.gea

us
4+, pages , f ree ( I f 
riori-cont r i butors i ;. ________  _
1) nothing if you contributed 4+ pages last issue
2) 35? If you had some con t rj b ut.i on I ast issue .

if ybd had some cpnt r i but'i on f i n the issue 
4)' ' 1 1 vOd'btferwise ( beat inn i nq. w i th #18) '
tbr" trSd^ ■

b e f o r e “I a s-t.W. 3 ix i 
o

Ci r-j::

d . W' e " d 6 '

e,.

with bther D&_D^zlhes only. Sent. BOOK RATE.
6ffer subscripti0ns on a fixed cost basis, since 

postage pnd contribution^, credit may vary from issue to issue.,r 
:2 'ftojW,eveT-̂  sepd a' c-rieck or cash (either.rUS oX; fprQd.Qn
' curriency'̂ , to Led Gold, '̂n.y': she,, v̂i deduct costs..Xpiud ted,)
~ you how mlich money is' left each month) until the mp.ney Is;-, vn 
almost run out. We wi I I then notify you of this and return 
the balance at your request. , . .., , • _ : i."'
Buyers at. rietpd I estab'l iShments : . pay., tbe ,.sdpp- whatever i t asks

MAILING: 'at yout choiiide ALARUMS,: ANp EXCURS I ONS w I I 1 be: sent, tp you 
f irst class ($ I .bd -'four day 1 ag), ‘ th i r d o I ass o£ book rate (80,?; Pt,.,. 
25?, three to four week lag), UPS (90?, I weeklag) or hand-delivered 
(free, up to a year lag). If no funds are, ava i I ab 1 e for f i rst class., .,c 
postage, it will be sent by the most efficient method there are funds.:b 
to cover for.

d u n g e o n s and d ra go n s is the creation of TSR Hobbies, PO B0X3 756t,“ +7: 
Lake Grineva, WI 53147. Patronize the peopIe who made it al J^ppspfbIe.
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PUBLICATIONS OF POSSIBLE INTEREST TO A&E.READERS . • i-n-t M  ri T- ol .......,

■ , . ■ , , . — ,  ̂; i' ' r A'!': Dnf a n; t15(5)©' <iiosrft i e’'--Ba I aride : ''m Imed ̂ 'fartz I ne b'̂  Scoft Rosenb^iTg, I82“3 Radnor ;
Rd . , ?Jaima-f oa’y NY II^S'^. Suppdsedly rtionth'ly.'’ Specifically relates to 
the world of Tirlen®5ut of'■sanri'e general D&D interest. 25d or trade.

aT;h:e Dragon; offset prozinep' Publls’hed by TSR bimonthly, edited by 
Tim .Kaislj;, Box 756, Lake Wi 53f47.

The .Fant-drgn Scrol Is:'' mihi'eoed fanzine f rom Janies''kayes, 1409 E. Flora 
St., Stockton, CA 95205. Covers' PBNt ka^’̂® o'f Rantorgn; also D&D artl- 
clies’. 6-Weekly. 40d/copy.' ■

Haven Hera Id--mimeoed fanzine from Ben Grossman 29 E. 9th St., NY^ NY 
10003. Write-ups and ndws from the Endor Dungeons and Dragons caimoaign 
5.0<f/copy. Reprints of charts at Id/sheet.

iTihe! Hi story of: Wargaming Quarterly: available from George Phillies,
9 10, Tenth St B, 
maga z i n e s . A

Santa Monica, CA 90403. Indexes most wargaming
way of keeping track of D&D articles not in A&E.

THE MANUAL OF AURANIA a catalog of monsters, 22 pages, offset. 
Useful.' $2.50i’ Write c7o Adro Hobbies, ^ 3 I 9 Santa Monica Blvd.,
Santa Mon i ca , C A . ,

Massymore of Trevarow I : a one-shdet fanzine p ub I i shed kv, '
Roberts, 6 Westbou rne’'Pa rk Villas, London W2, Eng land,̂  i.̂ ,Ava|l Jab le for 
trade, whim or 8 pence in postage-statnbkf I nterest i ng -■; j k' ij I.' I ' T ' ■ T ■ T C>T1 S i

... . . ' t - • 1 • • /• • •. ' Y 'I I ■.’) v' '* '•News from Bree: offsetfanzine fbom HartieyPatterepn,7 Cambridge
Rd . , BeacOnsf i e I d , Bucks HP9 I HWi ' EHg land . Samp I ̂ s f î ee ; regular 
copies are 80d in pounds; if you'send Aq'-check/money of der In foreign 
currency, add the cost of Van extra i $|uejt6'jCpver’|,̂ ank charges.

The^North-Rhodesian Stoatbrdedets Gazetta'and 'Hof11 cultural Times 
dittoed thick fanzine froWAJohd■Nob i e , 2/208 Hereford St., 6 Iebe,
NSW 2037, Australia. GOst.id 50<r Austra M  an, trade, letters, or
contr i but i ons ■iH!

-t ■ €

Quick Quincy Gazette: mi,meo,ed fa^nzine, 12 pages. From ‘Howard, Mahler,
;J'35 Bayard Lane, Princeton, NJ 08540. Price is 500 plus postage for 
24 page issues, 250 plus postage for 12 page issues. Send some money 
anduhe'll keep the books. Trade's a r rangabi e . "SOO/page credit for 
contributions. ■ . _ ■ : n  ̂ i

by John, Van d> Graaf ., . .3754 Glenbrook, 
kf1te-up 'of his D&Din‘g . ! Ov-

Ry thf rChron i c I es'l- mimeoed fanzine 
Mt;■ rGJ'eraens M'l 48043v 300/iseu^."

The Wild HUnt: D&D apa (nearly as big as A&E),. Bo,^tO|i-ba^ed, -DM,--,
oriented.' ' Edited by Ma¥k SWahson, 7l BeacbnJ S't. , Arf if g"̂ton̂^̂^̂ ,
andl djiLenn Blaco-w’, I 3 Gbbve St'.' #7, Bosto'n Mass , 0'2'i 14Rat'es are much 
the same as A&E but $1 per copy and lower copy count.
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Back Issues 1-9 are available 
want"" any . ’ I s'ŝU e V; j 0. s h o U b̂ e,
$1 , b u t d i sco.unt'̂ bbp I eS nia y Be

PJ,e„aŝ , :Let us 
j\ I I back

know if you 
Issues cost’a v a l I a b j ,e so.o n 4̂ '.

oftet-e4'Xf tb regular co.hti-lbutors.
Contents this issue ■ d T c o
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Some notes for Would Be contributors
I 3̂ who are .p |̂ anr3,rVig on stenc filing the i r 

 ̂: a 6iayen/1 _typed stenci ls befor

to A&E ,
contributions 

before,..or recen

'i V,
n ?

A  -i> 1 !  ;

4r « -

2
3

Buy NINE-hole mimeograph s4shcf|§.It possible. If not buy FOUR , 
h d I ̂  and a few kind thoughts for the printer. Yoa f- mi
stenc i I w.i li ha ve a film sheet, a blue or green, wax-impregna,te^d*C' 
^ktenc i ̂ sheet a-A'̂  ̂ "carbon cushion" (one side-slick-; ond's’ide;̂  
papery ) ;and a ’ heavy paper back i ng .sheat.
Buy mimeograph correction fluid ' " ‘  ̂ " '■’T'Hr
Type the.stencil lines 5-64^ using only 7 inches hor i zonta I, "
(70 spacdd on a 10 pitch typer, 84 on a 12-pltch one). CorVe-ct , 
mistakes by daubing correction fluid over the mistake, ?fetting 1t 
dry and retyping. Type with the typewriter on stencil setting, 
Thiswill produce better copy and 
you use it again next time, which 
film next time and save money 
can't sde the light clearly
aren't typing hard enough. , .
To mail the stencil, remove the film and the carbon cushion 
not remove the backing sheet. Do not cut the stencil short.
Either of these procedures will result I n poor inki,n,g. v,;,
afterthought: your stencil may also have a t i ssuepapdi; separator
between film and wax-stencil. Throw it out. PutV'fhe carbon v-a

' ' ' ...... "

hot muck up th,e film, Ifettjag ,, 
means,you, can. buy stencils w/o 

Type as hard ,as‘ you can. |f you . 
through the letters you ' ve, ityped , .you

Do

{>-
P

cushion sh.iny. side toward the wax ba'l̂ weeĝ .̂ stoopi 1 &\ da^ sh-aet.
Note : if the' .typewriter does not have a "stenc i I , sett i hg-(which’
d i spngages the , r rpbon ), you should remove the r| buOn^^f qom the ,  ̂
typer yours.e If,. iXthe ribbon is d i sengaged, ̂ whan^i^ob lapk marks 
get on the ..'f i lm. 3' . '

;  : A J  
>1 l-tF

remove m e  r|bbgn^^.^ 
di sengaged, ..whan̂ ijio blapk

AH‘AH AC S 
, ? 90 i J- Ol̂  : 

'  ̂ b n u - i

t

rr ' b :

'•■■•O'.

DtSPEL TYPh suMW« Spe I
Dispel inotf:d:̂ jBp^t), i .igTh r^f n.

ng Bee) a, ^
W i e I d B I a cow . '

MU's = belonging to a Mag i c iUsep;, 
= be I ong I ngt tO; ,severa I '

' - ( I T

M U ^ S  ' Me,gVc
■ A t  J

t ;  b  n
r ^ (  *!/:  t  f !  U  

A C  ■

it's = it i ,3=f&Ot it
MOs = several)'.Mag i c.iUsers

flOSUA'ji'
DISPEL CRUDZINE^lhy iapry Gold, Printer

s  ■ A 1- L .jC  i?;l
L If a few words-4or lines), come oyitolLght or unreadabl^^^.-yop 
should use less correction fluid when fixing m i stakes, ,r. or buy a new 
bottle of corflu. (Old corflu get,s.-th ij^k.^and doesn't spread as well 
because thê .̂t.lije.i:., fj^^gorates over the weeks). ; ,

If your mi's't.akes p̂ -int even though, you corf I ued them,^ get. b : new
u | ebott I e of corf/^,yOjr 

Remember to.' 
stenc i1 . . . and 
If you
I i ft the ' ste.nc i I 
Otherwise yo|uV; standII

a little 
the film 
a mi nute

more corf Iu. 
sheet and a 
before

|t h e C O r f 1 u t o :t h o ,,- i 
over the corf l uod,. .area.then "waif

doh''t' us^:^ parion cushion or if you're co.rf I u i ng, a ,3 a.rge,-, a.rea 
“ Vrom the backing sheet before app I y i ng, cpTf I u.;back i ng

may stick to the backing sheet. -
- If your Who I ezh he. prints too light, try tO; typei harder or, uso 
a d i f f er e n W  Xbf'ter'ifhrand of stencil or use a‘ d i f f erent,. morW rf 
p o w e r f u I t y p e W r i t e r. ’ ’

ProofTebd before taking the stencil out of the typewrite-Ti* --
I . ’ A

,■•! i

 ̂ O  G



TANTIVY 
by Lee Gold

Ever since we published Siemon’s Bard In A&E I&2 I W e  "beefr iwbnd^f’r’riĝ J 
if the concept coutdh’t be handled as a respohs Tb I e charaC'ter^ cT^ssT*'^ 
My theory is t.ha+_t*].̂  Bard would be better if entirely IT rri Tted’ to ^
musical or qua's i-rffu'̂ I ca I abilities and those battle ski I I s''wtvi ch can'' 
be easily combined with them.' The best name for such a bbing might £ 
be "bard" but that’s been Vi/i^used too often by now, so herewith the ? 
Specifications for the HARPER. ‘

ne f t h 
he danno 
points.

must have an 
less than

rise to a higher level than the hOmbet 
may not alter his characteristics in

InteI Iigence pI us Charisma 
9. His Prjme REqu I'S I te''I S

carries a harp. The 
Encumbrance of 155!.

cheapest variety sells for
I

of at least 25, 
Intel Iigence, butH 

of his Char I sma>■ ‘ OT
any way i' ̂-'He ' 5303
10 GP and is wooden.

Like the Thief, the HARPER saves as an MU and fights as a ClerlcJ 
Also like the Thief he uses D6 Hit Dice and after tenth level"^ddS-Q 
one point each additional level'. His necessary EP are those of an~i 
MU. He has Songs as an MU of the same level has spells.

'j r

His songs are +2 i f he is bMnd. He can play the harp equa I I y -Wet t 
blind or sighted, in the dark or the light. If he does not acdompairiy 
himself by playing on the Irish harp, his songs are -5. He carl 
play.on;the harp'witb full prowess when wearing normal 

'He is -2 at playing when in chain-mall 
‘ He cannot play the harp when in p'late.

Ieather armor. 
-2 10 effect)':

cIoth i hgT or ■ 
(SohgS'' a re

In order'. tb conserve breath for'Sthgihg^a'-RARPER Wi 11 not carry 
than 1000 enqymbrance except i n'emergenc-lee, and then he can't 
until 08 'rounds after putting the extra stuff down. In mo'St casesy 
he is only allowed useof light weapons: shortbow, light crossboW,
or sling; short sword, dagger(s) or hand axe(s). If his Strength 
and Dexterity is 25+ (and minimum of 10 in each), he may carry a’ r^ 
furi ‘swbrd, a composite bow, a warhammer or mace. He may never'ftAH? 
carry any of the heavy weapons (e.g'V flail, battieaxe'). 'inAH

M A w < ;

more

T ! W
Any species that' can sing on 
It is recommended that Dwarf Harpers 
to be:able to carry a warhammer.

K ' O  I W T  , ; i - |  r  . ,

and p I ay a harp may be' HARPER.
be strong and Dextroii^'ehough''f'l3

■ ' '  "  ;  r ) l '1U 0 A

A HARPER acquires the abi 
Thief and handles Scrolls 
of the’/weapon s he I s 
mus icaI

ity to Read Magic 
in the same way. 

normally able tb use. 
ins truments'. He cannot use wands, 

f r̂ ojm. t̂^̂ he., can Wise all mag i c ava i I ab I e

SONGS ...
I st ■ /■' '
Disillusion 
Read Music 
EnthraI I Person 
Ventr iIoqu i sm 
Sing Truth 
Echo Vision 
Rev i I Ie ' ' 
Swan Song

2 h’d' '
ShattWr Glass 
Echo See Invisible 
EnthraI I Animals 
Work Song 
L i e Conv i nc i ngIy 
Encourage 
f u r i - b b y " '
Summon Animals

at the 
He can 
He can 

, staves 
to to' At

■ l i T ' .

same leve'"!'- as a 
use magic' versions 
use; a I I maq1 c' ‘ ’ 
or Rods.' ' ASI'd-e-Wt 
Characters. -ii'e

• 5 ■ • • ‘ r\ i ■ i I !

3rd
Silence ‘
CI a i raud i ence 
Fight Song 
Charm Person 
Speed Song 
SIow Song 
Echo F’u I I Vis i on 
Imitate Voices

n  i  a
.1 t ' E  

a a 9 n 3 f 3 i 16  51 3 ; )  T

4th ^
CbnfUS i oh 6 ̂ 
Eiithra ti' MbYisters 
fear
Charm AnlmalW
Dance SongbJ ib' 
Song of CUr i hg 
Detect Lies ' 
Detect' Accent'



-:,S
7th 
Song St,un
^khan Irrî te "D'̂ 'riĉ  ' ' ‘ ’ ' /■ ‘ ' " -. i Li'. o 1 i-ij nc o ■■ I

5th 6th
Enthrall Elemental DI s; I ntegrate
Phaniasma I Forceps Cha rm Monster
Suiitmcln Mods'tei'ts ~ Deatl^ Song , ^"Revive Dd,ad 
Ho I j \ ' megehd \ord^^ \Hv:steri ca I ...
So'itg'̂ of’̂d'pen I ' n ^ ‘ ' Ho Id Ant ma I s '̂ '̂ ..Mlnd Blank';”'' up . .,
Sodg .Bl’a’sting'"'''' fnthraf f Llndead . Time Stop
Fee'blemirid Quest Maze
Slumber Laush-Song Control Weather

Vv ! TP/.T 
3 ̂.w.o vd

>v3 
i

V " I r  i + yM 

V. i

HAVING 'LEARNED ONE SONG^ THE HARPER MAY NOT CHANGE IT FROM EXPEDITION 
to EXPEDlfl'bN: HE MAY'c h a n g e D4 SONGS IN HIS REPERTOI RE EACH TIME HE
GOES UP 'a 'LEVEL. ' . ' ' .
D e s b r l p t l o n ' o f  ^(tn^s:^ A l l  'Are 60’ range u n l e s s  s t a t e d  d i f f e r e n t l y .

1st level . . ; i ; .DISILLUSION; .May be cast on an ensofceI Ied person. Object of spell 
may save again vs. Charm, Hold, Erithra I Iment, Suggestion, Phantasm 
and kindred spells. May only be ca ŝt on a given person once a 
turn (I.e. every ten rounds). Lasts one round.

READ MUSIC: Lasts one turn. .
e n t h r a l l PERSON: holds one humanoid still listening while sung.
't/EiitRI LOQU I SM: as MU ,
SING Tf^UTH (convincingly): lasts 04 turns (thrown by DM)  ̂ ^
ECHO VISION: sonar, 20’ diameter, no sharp details outside of 5’;'
REVILLE: wakes up D4 persons from a sound Sleep (even a Mag IcaI .one) 
SWAN SONG: May be sung by the HARPER only as he dies. Singing ft 

removes D6 of his Constitution points permanently (even Wish won’t 
help). However It does cause the group s 1 ay Ing ' hIm to allow his 
friends a day’s truce to bear away the body and quit the scene^ 
(Leader of group makes saving throw vs. speM +3).^^',, .

has^a2 nd I eve I 'T : a  V ■ ■ ' • , /
SHATTER GLASS: shatters a P?he of glass I" thick.' Alsb

HARPER’S level chanci''|of , bteak I ng any technological devices 
within 10’. Can Oniy'be tried on Tech stuff once.

ECHO SEE INVISIBLE: as Echo Vision but sees Invisible. ,
ENTHRALL AN I MALS : as Tnthra I I Person but affects D4 animals.'

5%x

V*
WORK SONG; enabIes ' 11steners to carry burdens twice as heayy as’ 

normal, build twice as much, etc. Does not let them fight twice
as fast. . ..L , i ■ ■ . . :y :.-p.,LIE CONVINCINGLY: Affegts I Isteners for D4 minutes (DM rolls) : ,
run saving throws the'jway you run them against PhantasmAl Forces

ENCOURAGE: ra I ses IridrATe, ‘ bps saving throw
sung to 15’ d I ametAr; at ’ rtA^PER ’ s option.’ 

LULLABY: As Sleep but breakable after song
being kicked, etc.

SUMMON ANIMALS: summons any animals within
They may or may not like being disturbed. 
h a r p e r ’s command. , , : ;

of I I steriersMi' ■'
I

May be

s Over By inolse, damage,
hearing range 
They are not

(120’). 
under the.I c u '

i -

Third Level,
SILENCE: as;:C I er i ca I _
c l a i r a Ud i e n c^; as MU ‘
fig ht SONG; .as 8 |esg wBiie'gUbg (May be sun§ during 
CHARM PERSONJ^ As 'Mu ! : . V  ! '
SPEED SONG: affects■a I I ' IiSTdners wIthIn'hear Ing range
SLOW SONG: affects all listeners within hearing range

melee)

: ri V r; 1 
■ 1' rvA V 
: ■■ f|. i £ 
■no.T

. I V J.V;
;; 6wS



ECHO FULL V I S I ON 5 i - 60_’t d(l ameter,. Full detail, J5’ diameter. .Sonar, 
IMITATE VOICES: mimic; I I ty_ t^u * f'’* 3  vo i ce, once Jieard
convincingly enougti to-,fooil, clpse friends

C  T  H

xt
J:-IO-t;

■- ; - „ r
■ - ''' ■' ■' "'H ■ . ■  ;ri on-c'

4th level Hi,, . no 11 i ' ■
CONFUSION: as MU while sung :jf,;
ENTHRALL MONSTERS: affects D4 monsters while sung ,1-,,
FEAR: a s M U w h i l e s u n g
CHARM ANlMAL:(it enahilOS: HARPER- to give oCiders and have them obeyed 

by an i ma Ijrltfo they have a language In common.
DANCE SONG-,: r-012 listeners must dance while, song is sung.
SONG OF CURING: speeds normal healing (I HP/day) to D8 HP/day If

sung over injured person for at least three hours a day.
DETECT LIES: sung softly to onoiself,, Liar gets saving throw (as

Dispel Magic in terms of his level- and Harper's Level).
DETECT ACCENT Tof AI i gnment Language) ,.p Can detect if speaker has 

Chaoitlc, Lawful, Neu tra I accent l n any other language

V r
:

■ ? d
: G i v" 
j!''’ ! 1;

5th level
ENTHRALL ELEMENTAL: affects one EIementaI...whI Ie sung
PHANTASMAL FORCES: as MU
SUMMON MONSTERS:- summons D4 rooms of monsteps within hearing range 

(120') and any waederlng nearby. They maysror may, not, I l ke being .j 
disturbed. They are not under the HARPER'S command.-; ..th®y fnay 
save vs. coming. ■ , , -

HOLD PERSON: as'MU spell.
SONG OF OPENING: as Knock
SONG OF BLASTING: as Passwall. Or may be used to move 250 pounds 

of matter about one foot.-; . Steel will tend to remain intact, 
masdnry to break into chunks, etc.

FEEBLEMiLN'D; gs MU,..while sung. Has lO^x Harper's level chance of 
being focused on the right person; otherwise at random in audience.

SLUMBER: affects D4 listeners regardless of their level unless they
save.

. - J  V  ,
6th level

? f:-
ri i-
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Dl S I NTEGRATEi: as MU
CHARM MONSTER: as MU
DEATH SONG: as MU '
LEGEND L0RE:cr.as MU l. , r
HOLD AN I MALS-i 1 .,a f f ects D4 animals as MU Hold ,
ENTHRALL UNDEADr" affectS;-D4 undead gf I-5th I eve I , one 6tht 
QUEST: as C 1erIc V i ̂5/! i ' :: :■ . ,C ■  ̂: V , . p
LAUGH SONG: causes hysterjcal:Iuaghter among listeners, keeping

them f rom t igh 1 1 ng/spe I I i ng ; whi rl e sung. Affects 2-24. ; I HP damage .j. 
per round listened to. , r

J  ’ ■ / I  

‘ V

7th l everi ! . i  ,  Y
SONG' STUN :, as MU ; Power Word Stun
I NAN I MATE DANCE D8 i nanl mate , objects,, may- be forcedf,,to dance, , 
manipulated into such formations as advancing conga line, square 
dance, - eitc,.; Gan be used to animate dead., !--

REVIVE DE,A0i:o;. to
Takes one weekr to perform -Reviye Dead. Warper must-.ibe, J,,eftijundis- 
turbe-d and: i sd-ated. at thist with;̂  corpse of: v i ctj.m,,,-;Whi:9h; must,
be no'more than one, day/Harper ' . i-t i t s r. ^^+'
successful. Harper loses 
Wish will help) and also

use this Song;, HARPER muetj :aJ so have ENTHRALL: UNDEAR.

s level dead.- -If spe I I, song j s not 
04 .CiOnsti tut ion poiiPtSi permanent I y (no 
loses one life energy level.



HYSJ^RICAL.STRENGTH: affects one person giving ten times normal _
' s^ rengtfi^ f or one turn (ten melee rounds). Subject must be coopera
tive and Tri'ustn'ot save vs, , song. After Strength dies, subject Is 
unconsc t ous for one hour'and at l/IOth strength for one week (or 
his next expedition, whichever is longer).

MIND BLA'n K: as MU
TIME STOP: as MU
MAZE : as MU ' ‘ ^
CONTROL WEATHER: can, be done^^to bring about or quell a thunder

storm, high w i nd , rai n j,'" or^^other musically imitable weather.
Harper has Z^xleyel chance of controI Iing Lightning Bolts with 
this song. (A thunderstorm Kas 50% chance of producing Lightning.)

MUSICAL TREASURE: I Iot 6| this
may be found on Scrolls (regd, Music 
ca settes. ( i n wh i ch case anyojje WhO”Can
them) or b'u i 1 1 i nto harps 
harp strings with special

Other"''ob.^tbue treasure would be 
tun'64'1ons/abTil^t I eb7d'l'sab'i I ities.

has a I ready beeh suggested . Songs 
reqli i red ' bo dec i p he r ) or on tape 

Operate tbe casette may play
special

And on to comments on") I # I 7 f !
Sacks: Urn, nO:Elves.are only babies for the" standard five years:.
But they do spend about'500'years as ph i I dTen. ^pte by the way "* 
if any Elf over 25'6t)'’_ or'''so,
I eve I or desire’
West and Elvenhome

HTM3. 
Ti'iAHH 

MU

/buu or' f' '•T T>to quit -■a I 
(Thank

sevet h e.r Se a', ' 1 1{, m u s 
this adventuring and^sai 
you, Chris Pettus).

as a f i rstr; 
off to the

Shapero: Love Demonjd ,of S I ,ee p a n d N i g h tfna re ,! U r)V ' • ' • • -
Levin: Perma-Potion 
the effect of Poison 
very magical.

I Isounds' good except that 
ins After a I I . i n*0

: : ofi t o

AURANl Â 't s'

I wouldn’t 
most caees

TC‘ .'■r/qp
let it block 
po i son isn’t

Sean: the MANUAL OF
connection with my universe, but 
at Aero Hobbies.//Your zfne would 
double-spaced between paragraphs, 
on your typos.

e~t..of monsters'u It has no 6 obook
nstead with the game as played'' 
be slightly more readable If you 
.and more so i f .̂ ŷou used, oOrf I u

I 'M

PRIESTESSES OF DIANA: piven the various myths, I would assutrie
a Priestess would have a chancg, of poj ymorph i,.ng her enem I es . qtp' I 
various wild animals: boar'l sqag',, etc," perhaps as a' 5th .level'

that1̂ j

! ■ ') 
I
10

s'tag',, etc^ peThaps as a  ̂. ,
Remember Actaeon . InfravisTo'n 'a 1 so 'seems'‘ 1 i ke 1 y as a 2n,d‘bS" 3td!'L' ''.T; 
level spell. and given one of Diana's faces was HECATE (gpcfdes s :gb;’p 
the .dark of the moon and
a'sê ume Control Undead (as Evil

of W i t.c h e s 
(01 e'rJ c) wou I d be

a,hd' the dead)^ 
a b'h'sl.c ’ ‘a.b i I i

ŵb'ii l diT! ■;

is'-

SEK3: You have
Certa inly Gygax

I ,t h i n,k. ^
have beerlispnejl-ib'

apparently confused Law with Bureaucracy,
seems to have done sp,, „ Barry and ,1 __

erlng se.tt I ng up an eight-fold c'oordl nate stxucture’, (cbpsitThg
in . „ 25!bbpgss i b I e alignments. 'T'het'mgtTb is /'Grokking .thb'\un Tver's e ’' 
a I rg'nme'h'ts'*! ̂  a b I g byte. ” ) Th^r'^dT.b'e ';(|bqd-NeUtra I I Hosttjg;
-tit-q,npr.i enp l.y ; Generous--NI--M i,s4fcil',yP ca i-x'N lx-‘'Techno!q.g i bb i'̂j,

-Ma te rial I st Ic; Lega 'r.'(st i c q N  i -.-Ana bch i st i c  ̂, ‘ 7
Gxegar ipus--^k““^'~emi tic; and Sgl f|-î  i ghteous--N p--
To I'erant., "_U'r,r!, ,we h o n ’t intend t,b J^e'r 'u'sb th i s 'ybu^'understand'’̂' 
Just p I ay .w'i t-h .j.T to f reak ,but peop I e . ’ ' ... .



MOCKTURTLE CONTINUES DETAILING THE TURKEY-TEOT INTO WITCH HILLS #71 by Hilda C.
Hannifen, 1735 i+7th Ave., San Francisco, Ca. 94122, 415-564-2568 or JOGALO .

A short way further the group discovered a secret door. Groupang themselves 
around the door, they threw it open to see a magically darkened room. Living in 
Witch Hills, the 2 poor Ogre Magi who lived there did not wait to find out who was 
at the door without knocking.One promptly threw its Cold spell which caught two , 
people and froze them. The other tried to charm the Balrog witba laughable lack 
of success. Because of d^terity;°v?he next round both the party^ remaining mages 
got off thair apfells before the second Ogre Magi could sue up his Cold spell. Into 
the room ^nt-a 12die hot Fireball and a lOdie Cold blast. Despite a 25’S cancella
tion, I did not have to bother rolling the OM’s saving throws as they were dead any
way. Of course! when the party went in, they also found the crisped and totally . 
ruined remains'of ten magical items, a sword with a linpring aur*a which indicated 
it had once been magic|,' a pile of molten gold mixed with carbonized wood, ^nd an_ 
aluminum boJei/hiuh-had been sealed by the flash of heat. The Balrog opened the box 
using a finger! hail which did not break but which did distroy 3 cards from the 
0eck"of Many Things which fit exactly within the box(all three pards,.,randomly . .
selected, were red.) Flipping up the top, the Balgog failed
and then his saving throw versus the Rune of Compulsion so he had to take the first _ 
card. This onw was the same one Balrog Belle had drawn many years before, except _ 
that while she had only had a shift from Evil to Neutral (with an accompanying  ̂
alteration from Chaos to Neutral) this Balrog shifted all the way froin Evil to Good  ̂
and Chaos to Law. (I figured a one-third chance of a two-alignment lump,.and within 
S t  a one-thW chance fon becoming Lawful, one-third fon becoming Neutral.
and one-third chance of remaining Chaotic. I rolled an 03!) With much weeping an 
teeth nashing from the now-Elf and from the Thief/Mage, the Balrog sword was broken 
(the Elf still had-'a natural 18+ strength). Divine intervention allowed him to be 
healed immediatelyP«f the 2 dice of damage he took. Since three others took cards,  ̂
the ex-Balrog was off the hook to draw an^ore. The next one to takê  a card was ̂ 
the Sgriath the Bag of Holding and the Bragon’s-hoard Wand. He turn|d to Olivine 
anl S  equipment failed to save from the same fate. The third got informed as to 
■the location of the richest treasure in Witch Hills, but did not have the means npr 
power necessary to go after it. The final mttabked by suijrxse a .
in +4 everything. The Monk,,who up to this point hadn t done much, dispel ed 
menace almSt singlehandedly• (The OM’s master was plenty put out when he saw th^room.)

With four party members gone, the leader decided it was time to turn back. [At 
this point we arranged with Brian Collins to bring bacl^McDonald s vittlesso called 
a dinLr break while we ate.] The leader [while we fed] felt a growing apprehension 
probably due to the effect of smelling ozone and feeling the tingle of electrically 
charged air. She did a eommune and found out some information about the monsters 
to be fought including one way not to feed them. She got more than the normal _ 
amount of information [since over dinner I was feeling mellow, her character hadn  ̂
been particularly dumb, and I had calculated that this was the twice-normal Commune 
which clerics occasionally get. Besides I took pity on the patty's poor remains - 
since this was a to»ght monster. As is, I ^nored the dice which in six rolls to; 
me that 6 of the monsters would appear; and^also made them new-born babies. Other--.; 
wise there would not have been a contest but rather just a simple slaughter.J ^

. - Returning to the spot; where the secret passage traversed the wall into Sister 
Cecilid’s! Catacombs, they heard a faint snick of the other door closing so got into 
battle array. When the other door opened, 4 towering pillars of light moved out and 
upon them. These were Leicht Geisten I (Geist is singular form of the name) the 
first of three ̂ ages in the :li;fe cycle of a creature which exists as the top pre^tor 
in the dungeon. It is fourth-alignment .G#(hungry) and grows through its lifecycle 
during battle and .feeding. . One of the four was consistently attracted by the energy 
Qf'the'raonk (I rolled it randomly-each time, even when I changed dice). The others 
attacked other m^bers of the patty selec|^ at random. The leader, mage/thief, and 
other mage remaitied well liack out of th^fight through.most of it. ^(As 
babies, they shouid have known from parental memory that they should not attack



creatures vrith more life energy then they as the creatures resist too easily.)
Since the creatures are nonmagical,and energy they go through all nonmagical 
defenses as if they are not there (armor ĉlass 9). Only magical defenses or pluses 
gave any sort of protection from hits* ‘'Each time there is a physical confact between 
a Lei^ Geist I and another being(either living or undead, no matter what the creatures 
inate*Vesistance to magic might be,^the Leiĉ t Geist does searing damage plus tries 
to drain life energy. After one round of attacks, the Monk quickly learned that 
these were not creatures to attack t;ji^handed. While his fists did a small amount 
of damage, he took moreIdamage from the contact plus the creaturer tried to greedily 
suck away his life energy. He quickly switched to a weapon and continued his attacks 
that way. l-niile that was going on, the mage did a Monster Summoning Vil which 
brought a rather unexceptional looking man whom was ordered to "Defend me" by the 
mage. The mage/thief did a Teleports from which the LG“I targeted did not save.
While it did not take it as far away as he had hoped due to warping effects of the 
dungeon, it did take'it to a place where I determined other prey existed which 
pi-’omptly occupied the creaturefis'attention. Thus it was gone. With this action, 
the thief retired since he’’ could not throw the same spell until 6 melee turne' had 
passed. The other mage did a Monster Summoning V getting a Spectre which he sent 
in to join the fray and assist the fighters.- By this point, some of the people 
were already noticing the wierd maneuvering being done by the MS VII callee who 
fried to be partially behind someone else each time before he hit a blow at the Monster 
he was engaged with. The three remaining youngsters due to their only being lOdice 
monsters had still not suceeded in getting any life energy, though they did damage 
almost every turn with the saaring. At this point, the mage did a Limited Wish 
trying to send the whatever-they-ares to the moon.:,-.,,He failed abysmally. (I consider 
a Limited Wish to have a saving throw of 18, 19, or 20; a Full Wish to have a paving 
throw required of 19,or 20; and an Augmented Wish (dlth level spell) to have ,a 20 
saving throw required. However, 'for that to be true,- the desired effect must not ̂ 
exceed the amount of energy'that’w@ould be in any spell of that level of equivalent . 
type. Also the Wish must be worded in 20 words of less and concise. The mage exceeded 
the spell by trying to send all three to the moon v/hich .meant that it would affect 
only one (according to the dice) and not take it as :far,;-,i.e. just somewhere else, 
and he stumbled and yammered and took far to long to say the VJish and with too . 
much verbage. Thus, the one pbssitiF "®f?f®cted-needed only a normal saving throw which 
it made.) Getting desperate%owy, the mage) rcalied up a 16dice Earth Elemental. The 
energy burst of conjuring;^it’"attracted the closest L,Gt't!s attention and it hit at . 
him^ The searing damage knowked the mage back, staggered him, and broke his , 
concentration which fpeed the Earth Elem.en'ta-1, to pound' on him. Rather than have 
this happen, he promptly drew his dagger and killed: himself. Before this happen^, 
since .LG~I have dexterity of HO, the'; same'onejgot in a'hit which suceeded in draining 
energy (the mage rolled, a',save of '̂ 1̂ '',.) With’̂fhat mage's death, c£)t only did;the  ̂
Elemental disappear, fbut the. SpectreJ., and the demi-god. Jack of Shhdows,disappeared.
(If he had viaited ê zen one.iturn longer. Jack could'liavd stayed pant the. ending o f f 
the MS vrr sppll;> He was ,paught unprepared ar4' thus pack to the poirrt'he had
come from.) The fighters: by this point getting tired < since ̂ they.had;fouhd'^^
that strength (even giant stpength)did not add to, damage done which was simply the 
basic for the ’weapon^as if ip,were nonmagical. 'A't this point, the ledder' jOihed In’'̂ 
the physical combat. The: now-lawful Elf, ignoring advice gained’from the leader's - 
eommuneycast: 7 Magic Missiles, which fed the" cfeature.it hit most handily. The thief 
again Teleported one of the monsters "away-̂ -this time only into a foom next to them 
but-one which did contain prey, so it, had no reason to return,. .The other two were 
finally destroyed .by physical combat.’ Except for the suicide,no .pnq-,pad died jPr 
.lost life energy. ' ' - " r , ■ , . . .rg :

. At this point the party left the'dufigeon. They did findtwo magic rings on. • ,
th e  f lo .o r ,  bufSmost o f  the l o o t  _wag’fT o iri.the p a r t y 's  own dead. tI --f !- \

The next/day, while ,two groups .of hostile people milled outside Sister Geciiia's, 
the thief .tried to get back to the ,;fl&st roQm.to get the Closed book of magic oh the 
pedistal.’ He met an Undine controlling a Cfocidile, and while he.fought 'the latter 
he did not notice the formeriflowing along the floor until it attacked him and he;’ 
had to Teleport himself out. , '' ’ ' - -



TRAMONTANE
#4, Alarums & Exearsii^ns #18 maybs #19 DecemTier 1976

GETTING OUT
 ̂  ̂ -f ,

I regret te  ann.'̂ unee that th is  >0.11 he the la s t  issue e f  TRAMONTANE, I find i t  
d iffic u lt  to lean acr*ss the continent and participate  in A&E, p a rticu la rly  since I ean 
only with d iff ic u lty  find the time to read i t s  increasing thickness. Furthermore, the 
copy count has-just gone again to 250 -  with th ird -c lass  mall now at Ok<̂  a pound, 
the postal cost c f  staying in ^  is  getting ridiculous. And I can’t  just ship the 
stencils to the Golds, e ither, since the 'zine also gets distributed here#

So, th is  w i l l  wind i t  up. Paying subscribers w ill  get ref\jnds o f the unesqsired bar- 
lances o f th e ir  subscriptions with th is  issue, TRAMONTANE was u n til now published by 
Jehn Boarciaan, 234 East 19th S tree t, Brooklyn, New York, 11226. For tiie reason i t s  name 
was chosen, see the entry under "Ursa Minor" in Richard A llen ’ s S tar Names: Their Lero 
and Meaning. *  ̂ ~ ' “

The follsw'jig fontributien comes from Jim Branche, American Embassy, New Delhi, 
India, (y'o Department o f State, Washingt.^n, D. 0. 20520, a D&D fan at a great distance, 
whe would lik e  to  get in teuch with ethers interested  in the hobby, .

■ ■ . - . E ■ ' -K- ■ ' . "
- . Land the Rajah, Eastern Province

, , Web c f the F irs t Patters. .
, S ite  c f the Hand o f Balkin

T* S ir Galeot; -
Greetings and re s tfu l shade t« you and those in your company. Let th is  message 

scribbled herein and set forth  th is  date 31 OCTAVOUS G.A.M. and bearing the seal o f the 
RAJ be the le t te r  o f introduction e f  one person knewn to us as the Black Stalker and 
#ne said companion OGG, - .

This fig h ter came to us from his land somewhere in the region o f the great pattern  
and showed ronarkable ^ i l l  as a 12th le v e l f i l t e r  and magic user as outlined in the . 
supplement labeled GREYHAWK by GYGAX & KUNTZ# We were quite astonished that he was ao- 
ofrapanisd by a 2nd le v e l magic_ user and fig h ter. -

Being of our nature to welcome and ass is t tra v e le rs  and high persons «n any kind o f 
quest, we gave them sh elter and lodgings fo r twelve days while the Raj and the’-perron 
named the Stalker spoke o f the fabled lands in Tibet, It was during th is  time tbat I 
enquired of the con5>anion, named Ogg, jf.s t what was the quest and how long had they be on 
on th e ir  journey. Following are the facts  as .re la ted  to  me by S ta lker’s companion.

Stalker is  the sen- of a Prince in the lo st land of Tinnamole, which l ie s  noar tho 
Great Pattern of Universal Magic and Is the ewiter o f the M ultilevel Universe whiob In-i 
eludes most o f the worlds in Periandreon. Stalker Knd met Ogg while on the second part 
• f  h is quest, as Ogg was on his f i r s t  b attle  assignment. They had ended up fighting on 
jjhe same side along with the GREEN Wizard o f Bannorka who had in his castle  the second 
part o f the Map needed to send Stalker on the way to  the treasure, After^being le f t  by 
an e lf  and a hobbit, to face several t re s  and an agre, Stalker managed to make a-trap 
§ut o f fid bones and tr ic k  thwi into following hiin into i t ,  where between Ogg and him
s e lf  they slew a l l  but the ogre who was forced to guide than to the treasure and to tho 

^mjrple wizard who had by now captured the green wizard. A fter what must have 'been n 
Tremendous b a ttle . Stalker managed to slay  the purpW wizard by using a mirror » f to ta l  
re fle c tio n . At the same time he bound the green wizard over to Kim by means o f stea l
ing a book o f sp ells  which the wizard needs t« keep himself from belrfg thrown out o f his 
oastl© again. He also secured the map se^ent and part of ithe treasure which amounted 
to 8,000 gold bars, ' ' • • - - -

The end insu lt of a l l  ^ f th is  i»  Ih^ciap SAalko>'||oldjo 1% hio ]|obsession.



cho-ws the m y  to the center of the .great patiern> where;Ln lie the Book of Ultimate 
Spelxs and the Jorjotain cf the Gods* * Uhen someone reads ■ the proper sp'ell from the t 
bo'k^ anc places their: hand upon the water^ if they :are truly worthy, they receive the 
spell of iirmortality,^i_^tr^ of ,■untold rich&e-,-and a book of infinite knowledge.
Within the book is supposed to bo the Spell of th^'-Unicorn whioh' will allow”'Unicorns
■to be hfreught hack to ohe land &nd will. bhc.e. again stabilize--in some fashion the ...worlds of ■■Pei'iandreen.

 ̂ That such a long and noble quest should te undeitaken points to the fact that no 
ordinary fighter wnula attemp-t but what more can we say. We hope this message will 
provi.de you wx-bh some. o.f the information you seek-cn-thiststrange and wonderful fight
er Who is p a s s ^  your .way and, we..hope this .will'-.ihfluence you*to also offer your aa- 
• sisthnce to this persoh should, he.; come your way.-,ii>-.the days or years'to come. ‘ '

■ l', , ,  ̂ ‘ . ’. . . r ■ ■ ■■ With much respect signed ' ”
. . r.. : ■ /s/ By the Royal Hand bf the "Rajah

Speak^g of Galeot, ho has receiyed.-wor d of the ultimate fate of the evil Fight
ing Cleric Zarcd, who betrayed him in Castle Gwruch; as was rehearsed in TRAiiCiNTANE #3

scovesV.aat^tle.with-Zarco, did encounter Galeot o*ne
aay in a-tavern, and brougnt-him ,news that-cheated-br.th men out of their ■■ lust revengeIt,-f^8m3 that Zarco was, with certain others of no great
er han himself, robbing a tomb. They,.opened'cnoi.grave,- and at •
qnee-the' corpse, .-.eertos that of a mighty sorcerer, began to flesh itself 
■afthe expense «f Zarrj's own thews'and sinews. * Zarco's .oemrades in 
robbe^ aghast at this sight, forthwith slew both Zarco and the reviv-
thf instead drained a stoup tothe w-ieh jhat he broil forever on \he hottest of Hell-s griddles.

• ' ■ *

This is

Col; D. J. Gerdspeed's account In his bork The Con- • 
f S ' i i S d  ^ Dungeqna & Dragons played €or hliir^kes

are exce.-?ts frrm Chapter I-of th is  case' 
j-e la t.s  ke- ,th . la s t  KUs 'xue. house o-i Obreriovleh w ^  - -vvrr b
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This
Appears
To
Inflame’ 
Optic  ̂
Nerves *

.up to by a Captaia Naumovich, stbrmdd 
jh.-large double doors facing Prince hichael Street. These doofs w.

•# 759
were"locked

J  .hiut^f I  w  a key, but Naumovich had come prepared. ’
tii oeriw back^. he .hurled’.a• dynsmite bomb., .at'*srent. r-aofe . ®ntro.noe. Thq bomb .worked to perfection, ej^lodin^ with a

*' kf'lied'iaiimbvick?”^ ^ *  oomplete^ ,sha1.terî g. b»th doors. Unfortunately it also
«d- fl-r^sv^at^hr?^ a wide staircase of shallow narb.le .steeps curved up to the sec- 
there was\hp the stairs, ludicrously out of place in such a setting,*

..?hP Bulgarian black hear."
f ^oneral Petrorich and Captain-Milkovich with them as thev 

of\he-clrther^SSrr""'T"^ I'-'oked îi4er.. the beds and they threw* the'contents
carnetfi which OP ha m  heaps .on the floor.̂  . T}iey tcre down the bright red Pirot
*hallwa-vs thrownnp r f'r; the walls.. .They raced up and down the
t S  cellar^ I c S L  S r  r ’"*® f  rf̂ arkness. Candles' in hand, they searched.xne .cedars, moving .barrels and ppkn^ into nsce^ses." * . •'
guard Sre n ^  iSv^lS^^ T  and since the two ofi-ice?-s ^f tRethpv -niincr +V, J t>l«t, the n®n with Kestich vlrew their revolvers before

’ conmander, cap -air. Panajotovich! w L
h^reach^ f r his brother officers called Upon him to surrender,h»v reached for a weapon.- He was at once shot dowr.." - - ■ • '
.. -;'Lo>..g, ago another Ring..».had constructed, a. secret room off the royal tnartment e

* certainly defy anj-t.hing h«t the mos- minute ex-
W o  K ?■’ /  .'sdehamber three steps led down to a ,,mall marble bathroom, dnd*
t^eo' • aftpra?^-* •— ® enough to slvelter- theip majes-V  •• allk»o-otactly like Alexander not to have shut the secret doorp Tc p 0.̂  jjy ̂ •
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„• f' ■'O ii;e
P i b ! i u d

pnAs you knowj’ ourf force : I ne 1 uded/a i platoon of Marines, hired by 
BuIk‘ in the disorders bf- 11 marten. These 20:were joined by Bulk, 
Ralph?- Gruf (a werebearl, D'Artagnan, Falchion, Ligea (a harpy),
Palor (an e If ) , VeI tar; Fastred, Mi In,"RoId,-Ter (a were-falcon), 
Tamaer, Parle, Gelmin, Tori I I, Troll (a troll servant to Selena and 
our most powerful mage) , Cyril, Takf alandl ,Sa II ee (a pair of dwarves) 
and'ffnaliy Adeiard (a doughty hobbit-trooper). Our clerical needs 
were ca'red for by Mohammed? I man (a werewolf), Mert, Patrick and: 
Penelote. We had a ranger, Marbin, andlsome th I eves? VJh i ss (a were- 
cougar), Uris' Holfast the Hungry. anacFrodo', two hobbits. Our magical 
forces Included Selena, AnasthesI a , 'towene; ■ Araef> Frozbinty (an elf 
turned giant) and myself. ,Palor was theestandard bearer for one of 
our most': df sti hgu i shed members. Lord DuoCidt dri

We“ gathered in thet'northernmost; v i 1 i agenof ̂ the barony, a force 
of over 60 men?'' We informed-the mayor" of our i ntent to return to . the 
barony within two weeks and that he should inform;your subordinateSrt 
of our tardiness if we should not return by the deadline. The gentle
man graciously agreed, as do a I I of your servants: throughout the 
barony? ' ■ ; -i-u.; ;

" . ' :-b : : ■ : : '(Tl : . -.1 ■ 1C ;
■’ • We rode northwest following a river untii<:we reached a ford.
The river was swift and rocky,'though, as It came out of the hills at 
this point, but we could complain of non dosses,! only a gooti drenching, 
We made camp and our hunters went out, bagging three deer. The game 
Is good just north ofTthe barony; perhaps you would wish to establish
a hunting’ preserve

(As you krnow, threb of our clerics and Lord Duoc were observing 
the terr i torybfor' posst b 16' construction 'of thei r own f :i ef f doms . The 
forest lands and lakes of the north could make fine future additions 
to the known civilized lands, and these men would make good neighbors 
Perhaps they "wid I call on you for assistance'.) • i i riv

"* . .V '"-v/ O ri v; '• ' i -* n- I - **
:: I Op the-se'Ccnd'day our flying scouts observed a town. ,We marched 
ih, weary from; our travels, only toifitd that nearly a I I. of the 
townspeople had fled from our ddvanc©-. The innkeeper had remained 
and put up our more distinguished men In his building, while the 
remainder of' the party-boarded out s i cfe. The town Is built next to 
beautiful I ake-. ̂ amteist the- trees,. w i th the mountains rising nearby. 
Breathtak i hg': sc'e'heryr.:: ■ - i - .j i

! ■ Grfw ■■■ Dr!:,.VL--: ■ r,i6 i ̂ , --.rrir ■ b-
During the- nlrg'ht,- aih apprenitTce hobbit thief, Frodo, sneaked 

about town, poking his nose'' into'̂  the r i cher' 1 ntiab i tahts ' houses, 
finding naught to steal. He did not notice he was being followed by 
ahother" master thief hobbit by the name" of folco. . > ,r

a

q

Folco announced himself the "next day asi ĥ e had been f oJ-IlOw i ng: tjs
on Boots of Traveling and Leaping. He agreed 
treasure from giants which he wished to slay.

to accept i ng only 
and so joined our

i-i

party



' ■ ■ .5 1 c
' iWe left thei'town after a^quick breakfast oif smoked Kam a,qd began 

to follow the edge of the lake of the Stream which fed it. Across a 
ford we found a track Ieaxtfngrup Into the mountains. We boliĈ )fy 
marched up Into the heights. After many switchbacks, we found our- , 
selves on a rugged plateau. Some of our number began to plaq, ;the 
building of a fortress, while the remainder obsSirved our surroundings.

Almost Immediately we notil ced tljat there was,,,someth I ng flying 
around a far-off peak. We dispatched Ter theiWerefakcpn to Investi
gate but al l he could' report iwas tihat they were winged humanoids.
We decided to double that nIght’siguard and set ,up camp.

. ,'t ^  i . n ; ' , , i, . .
Imagine my .suhprise at being awakened by an enorfrnous clap of 

thunder and the sounds of orders being shouted and[Weapons being drawn. 
Rushing out of my,tent, I found that we,:,werp^^pnder -attack by Dis
placer Beasts. One became webbed as I prepared a spell, and the, 
other ran off. Selena on Broom of Flying and Ra I ph > cfpptro I I ed by 
AIrcIeaver, hIs;fIyIng sword, gave chase, bqt whenjSeIena h11 Ralph 
with three of five magf c ,mi ss I les In salvo, he ha|,ted and nearly 
beat the magic user with the flat of his good blade< The webbed 
beast soon died, and a moment later was ripped to shreds by Blink 
Dogs.c After being informed of the,; escape, of a secqnd Beast, they 
disappeared incpursult. Soon the campfiquleted down, and the guard 
returned to their posts, j  ̂ ho

The next day^ our Ranger ottered to track down the creatures' 
lair, so as to wipe out the Chaotic creatures. The party agreed, and 
we scampered about the mountainside searching for their cave. It 
proved*to be a 'hobbIt-sI zed hole, and so our three hobbit thieves, one 
fighter and our two good dwarves prepared to go into the dark, 
loosening their weapons^and quaffingnPotions pf Infravision If needed.

' - ■ n ! 'J i j '■ ■ '  ̂ , l.'
Holfast tte Hungry, Folcp; and Frodo found three Beasts In the , 

lair. Folco, In the lead, killed one, and he and Hojfast finished 
the others while Frodo squeaked cheers. Holfast was seriously 
wounded in the battle, and; so we: set up caii\p to a-,Mow him tiem to 
refet whI Ie heaI Ingi We found a goblet worth 1000 CP and 2000 GP in 
coin I n the ca«e-. : i ,;!* ;

■ Oyif- r 1 UC' crr ‘
While preparing dinner, an ojd man walked up to, our picket line,

I cautiously welcomed him, and we exchanged tales of who we were and 
where we were from. He professed tq,,|D]e a mere wanderer who wished to 
return to his home in the mountains. I offered to -he I p him along his 
way, and he agreed and, thanked u s ^ , - .  .uui'n

' ' ■ ' ' h ' -,c. .I bedded him in my tent and observed his act lons^.^constant I y. ,
When near raoonset of the fourth moon, we -,were att̂ C;kp-d, I did not 
participate in the defense but watched our "guest”. wHo unemot I ona I I y 
watched us slaughter ten giant man-eating toads, who killed two of our 
marines and left the camp in a shambles. I was highly e,u spiel pus of 
this man ' s behav ior but iknpw,/i,ot what to do. . : ivou r

■ ' ■ ' 'G- ::<1 itC' H   ̂ -
(One I ud I crous .evenjt that,r,l do reca I If jf;r̂ om the battte^was seeing 

Frodo in his hole squeaking in terror about being swallowed alive, 
while Bulk wrapped only in a blanket hewed at a toad with his ax.

• P  6 ;i|-̂
r!

i I
mo u ?



The next morning we happily packed up but with a sense of bor- 
bodIng;.vî e rode farther lnto,.th.e, mountains,. Some hours Tater as iwe 
moved through a pass we heard warcries behind us. Charging down 'the 
slope was a mass of cavalry with a group of spear-throwing troops 
charc^Ing behi nd ̂' an-d a sma l ler' group of ibowmen' ral n lag; arrowd, tfown
on iUiS5. !!;■'■ .i ■ ■ , i': ■; -J? .cold

. t ' r" " 1'; ' • "c" ' ' ■■ - ' o - c u o ‘
, 0ur rma r I nes took casua 111 es f rom spears and arrows bbut sooin:,e .. - 

were firing their longbows! Into the oncoming horsemen.*;.) iOur reactions 
were quick andi, perhaps, decisi ve. I threw Fear at one s I de tof thei 
bowmen, while an Ice Storm thrown by Selena hit the other, sFde. One 
of our clerics began praying, while another blessed us £The Rules 
do say. you can't Bless during] melee^ but pe-r̂ haps this iiSy a tlooal 
vaviant.-^-LG2 a th I rdi c|a tl ed forth an-.Insect Plague to rout our 
enemies. Sleep spells and lllghtnlng bolts flew, mingling iwlth the 
arrows of- our fighters..

The surviving horsemen ‘(■Including some with magical leather 
armor and magical shields) clashed with our rearguard, .Lord Ouoc, 
the hobbit fighter and the clerics, Mohammed and Patrick. While they 
were me lee Ing, the longbowmen accurately skewered the enemy horsemen. 
At the same time, Palor led a charge to aid his master. It was a 
magnificent sight, watching the heavy horsemen riding down the 
oncoming Infantry. in the ensuing moments, two of the brave knlghtsr 
fel’l, one never to rise again. Thus passed Palor, brave standard ' 
bearer of Lord Ouoc. ,

-■ +
With our various spells and weapons, the bowmen had easily been 

driven away and our meleeing fighters with archer suppont supp ÎI ed by 
the marine guard soon drove off the last of those who had amubhsied 
us. In examining the cadavers (who were obviously baresarksT;,; we . j 
found two enchanted shields and two sets of enchanted leather armor. 
In succoring our unfortunate weunded companions, we found that t he- 
old man had been Injured by a spear. Our casualties Included two 
marines dead, and the Elf Palor, a thousand praises upon him.

The old man Indicated that his 
the mountains, and so we hurried on 
to t)e a magically p rotected ra v I ne . 
f I rst- to I nvest igate for any 
refused 
group.

home was not much farther Into 
We arrived at what appeared 

The old man begged that we ente;r 
monsters that mi.ght be iwhthlini. We = 

and requested that he enter with us. In our magic iuser e 
He reluctantly agreed, and we entered the ravine.

As soon as we passed the .magic barrier we saw that the area was 
occuple'd; bv a pair of adiult sil la/er dragons. Suddenly !the old man ^
metamorphos i zed ‘̂nd flew to the,rear of our party, becom I ng ra young 
dragon-. We- were ushered into the ravine and offered a place to 
S’l ee*p ‘ " We (obv I ous I y ) stood a strong guard that night.-

.-The next morning the male adu 11 ŝii I ver dragoin talked iwlth us, 
giving us three choices: I) We could live there forever, 2) We : 
could pay 2000 GP/person In ransom, 3) We could attack and destroy 
an evil ibeing wh I eh was 1 I v I ng In the area , bother I ng jtho dragon .

Y-:D.lsouissilng th Is If: was obvjl ousj ybjnot even cons I dered ŵas
ser I ou s ly :d Iscus 3ed , th I s bei ng,.a! ipredoml nant I y Lawf u I expedition 
but, spmieo.nea,:hin-I ght I y pointed out that; i fra S-l Iyer Dragorn.iwlth obvl- 
ously masrslrve' power :wasi afraid to fight ;+hls be I ng, then how iGouildi,-,; 
we? We decided that the creature was a higt level demon, probab-1 ,yi rf.

.•if;



T O' y ! '■! crn
a Bal̂  rog. 
ISaOOO GP

t̂.'rtpugh%''’%f,ZLS ' I m̂ pQ,ss T b ' ., • We had not b'ro'Û ĥt some

The soTut f on to thTs 'dl I emma wae brought forth' by "the hobbit 1. 
FoI CO. SummonIng a Djinn with his Ring, he had the being fill afl' 
of our pac.ks and ,sadd,l,e bags with .,hia ephemeral gold.. ..We paid the 
^uspiciQui dragons add "tor,qe tnarĉ k̂  out of the mounta 1 ns l.ntd ..the. 
'^wdOidiands beloW, Whecie Ws pc,ê  odrselvos,
shadowed by a dragon, who! iended on ’a jedge on a mduntain^oveT^ 
our position.

the

0 O i '.-Pi
D i H - i Oi n' -  ' i F ■ : i r; i-< . . ' ; v n"! q yoDC’ d ?’ o i ' l u o

„ Twenty-four ’hoars'!̂ aft|eV the 'f irst prepar3 + ô•l 
were,,ready fo.r b;athl e .'̂’|S6me , + ĥ ree h,9dT® later the enraddd dra^gons 
appeared, landl'hg 'with the first on the ledge, tlo'*’ *Qng after we

we

sighted three elementals: Earth, Air and Fire. Searching
packs,, ̂ we fjOqnd .ŝ y,®d.re.3 dlngs of Protection from E|ementals. 
were . read'^and/diir within a ',20’ area. 19 I

through 
Six 

I eve Is
0 ^ 0 isjpel Magi c 'ruThed the F 1 re , E I ementa I , Wh I' I e 

' !t'o ,swa i I dw. up , the Earth Elemental,. Thl
a Clerical

man.ai
■troops^^Whh shouted taunts .at the T ast e lementaI

heartened 
.wh i I e It "backed

Earthquake 
our

off
' . ;•( t. ̂ Jheh sudden I,y .everyone .was quiet, 

the''l,edg,e | (m.rp̂ed ĵ a1;e I ,y read a scroti of 
Ing a ‘ fi re-b re'ath I rig Hyd ra with six heads, 
elemental protection zone ao as not

ThW ,adu I'f male had f IdWh df f
Summon Ing, rece 

out from 
target for

breach •; iW e .no, defense against

Monster 
We

to give a good 
Gas , hut Co Id wouId 
Ashsoon as .h.® ! cl °s®d! 'io 
Dispel Mag I c snapped

V-
our ,
dra'gdh' s

I I ke ty . be
c I dse 
.but

broheii ,up by.the, .treses arouhd us.)
range,we 'were hit by a whirlwind! , _ ,, . . ^
, nearTy a I i!.,,ot dus! Tow comrades wore Injured,.hr
‘ h i.gh, Ijw f nd,S|.|!! AT !',the same moment an I ce Stopm h lit» but t,d horn |,th |ri 

■ “too .'wa s T ri, our,!^maqlc range. A d I rect h it, h y  '
a ....de I I.yered uby

shot
Most

same momenT an
range he!hrOC>',was T ri, quq̂ r̂tjagiq range. A direct !h it, 

Froyblinifyi^ the elf giant, as.well ,as 
the e!a s t ou t .o \,, ipe s ky . He collapsed qn 

'our I ow''T eve I s 'and ' some high levels, such
-underneath, some never to rise

of
Lord .,Duqc

ow levels 
were crusbed;

,....  ̂ bo If̂
_ „ s w a r m o, f a r r q w s

as Ho ifast and

1 G I' n £ and
. pa.I r I

so,jOne
agaln ,of, remdipTTig dratgohs f lew .of f to attack ,us once 

otiOdh!;hum!ber used !h L Imi ted WI sh . to catdp^T,T the dragon 
corpse !̂ att'ts', re 1 dflv®d - .T + I ssed, but some!;,df our 'p I nhed cgmra 
were abT e ’ to'h*id us hn the,'"’ ' ' '''....... ■■ ....... .'final battle. G U O'

..The dragons... hovered 400 ...feet over our heads ..and drop.ped. Two 
i'ce , Storms on .us.j , Of spe I MagT c destroyed one "hefore , J t coul d 'î ea !, |y 
tg,kd !-fprm,!’ ...wht i® ,-̂ +he Hy d ra and' var I ous '.fe I ek I net I 9 , devi ces sdreahqhhd 
me i fed., fhd other P.g If caused us,.minimal damage. ,,
pared severa j' f|embe,fs of our group, for , f I ight, ("iwo I'w if h, , d^ 
slaying swords, fwo w 1 f h J ave f i ns of ' I I ghtn I hg, 'arid of hers w I th "’the f r 
var I ouSj-,weapons At th I s po.i, nt, .though^ .the ..dragons dec,Med t,ĥ  It
was ImpqssTble to :(.t iri 1 s.h us
It was qu i tg' 4 rP-1 * ® t if 9 .seeV'J

off,,arid 
them go

flew hack Irifo the mountains. .
, { ■ P  ■ : .“1 r ‘ -:- .• ■ ; .t  I I

i' n V. -T i *'! :Our casualties
the hobblti.and
lake, whose ̂ inhdftfhnf^ ! gave ,us a ' ce I ebrat 1 on ”ypop .qur'^arr ̂ I , 
After rest ing, and-!h’qa I, I pf ,  .-we -cohlil.riued along L the, " 0 ^ 9 9 ! th,® . 
mountains, ref Urn i ng ; we.a f y .̂ fo ..yô  ̂ bafony .at the ' town .from'which 
embarked scme fhre^ daYS.-i^h^G,^ We left,heh.lrid .u4 ®! .S^ht®tery ' 
marking the slte' of the dragon battle.
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ny further questions '•'h® coinduct of. Vur party,
ng to Wat+chton to aid In defending the'Vdwn* f rorri a 
1 I will return thereafter,. Please forgive my 
do not enjoy thq . thought, of "my property under 

umbly request you.r b les,s,l ^ , y '' '/•'

Your servant.
.'O'!

Mycroft
t  r
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NEWS FROM UNDER THE SEVEN MOONS V > '■
■ t -3 - , , . .. , .

The pirate army, broke its yiptei; camp and streamed north to Roloth, 
leaving behind rumors of midnight.murders of their commanders• The 
armynreached the city intaqt. : ' : ’ o  .
Two massive balls of fire struck the porty city of Roloth and'the 
great pirate fort, destroying them utterly; it is rumored that the" " 
mightiest iof the rulers of the pirates escaped to the Spire Vigilant 
before the disaster. The only survivors were aboard a dismasted pirate 
vessel,which was a league out at dea.
Upon the retreat of the pirate army, Wattchton rebelled against''pirate 
rule and threw out the tax collectors. Old inhabitants began to return 
with armaments to defend th^ town from counterattack.
Kharas-Sur, the main town of Cassandra's barony, was destroyed*by the 
invasion of two tribes dispatched by the evil beings from a place 
called Demon's Hall. Most .pf the tribesmen were killed, though at' a, 
heavy toll of villagers. , ' ' ' ‘ ■
Constant rumors^ of sightings of intelligent flying reptiles have 
terrorized the^,eastern portions of the old kingdom. These beasts have 
been .ai-ghtedi-iflying from: over the mountains. ' .  ̂ i

Gr.eyhaime;,i :a mage of much power, and three friends captured an entire 
secondary pirate fort, putting the entire garrison of several hundred 
to death. The three companions died in the midst of this exploit. " *
(I realize that nobody out there follows any of these "historical 
events," but maybe our campaign will give birth to others 'br̂  li.yen 
up others. I hope so-^ W/Y:! i 1 H/.y
-GOMMENTS :

Lee: Sorry It's so dif
seeqmy handwr i 1 1 ng i< / / 1 know 
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of an occasional party membe 
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Gramarye: Now I understand your comments. Did I meet you while
watitt n̂ g iLn |-Inef-?: i bl-t'’s hiar (t to reca 1:1 .5̂ r r ■ : 't-u ' ynr .

'■  '■ ■ . r prf i b~ . I r ' b  • ' ' :■ r '"t r  W " r  p i i ' . t ; ■■ ;; i ■ • :
li'Ost’vM^S'kr iiiOM ’a'bout t n DenvorTn : i , i q I i
Ev!&»bybjody nr cHowi nya;ny--)SAMUÎ A:l ioaffl ̂ YQu ; h;ave?̂  How abo,ut ŷ-ia'̂ u-

strong, dexterous Japaneae;nWarrliQir-iwtto tol Lqwsi t-hQn̂ SiOidg of Bush i do? j 
Is that so difficult? ^

. '  D V T 9 C
i ntoIerance.

I I ke that
p u;God

C A’ I !' ■S'ome

Griififin's Quill: Intolerance, intolerance,'.
save us from intolerance! (Didn’t I hear something 
recent 1y? . . . . )

2 M3V3c ■p-” AAQl/iU
Billy Ba I rog : Being this is not a.gourmet sod ety “and that

of my tbes^ traps iwere sparked h(>noti;rneceS5ar i ly rCjop i ed ) by advent-ure^., 
accounts, I would say "that ryour .aea logyr- Is correct.r ;4lso ;|r bs
charts, etc. boring but reading expeditionary tales rOf ten sterns 
on preparing one's own charts. Wish I could see you at Pomona; too 
far away. ... ':1 c . i:c -..T-rcq . . '

see f last Issue’s comment,.-.; (SamueV
./

stuf f I f yoy ’d care to,- buf

A
do n' t

. . r J c  p  Peep 1̂ 03 ;

leave
; PI at InorarQtagon: 

this-time) it i-c ;T:-v
Gary Porter: reprint my

off my name and address.
. f C i . ;  '  9 X  . [  :■ C  t  : '  i : "  '  ' '■ ' '  r  ;  ' V  ' - X  ^  ' '

r : -Def I ance I your ideas are good on .,r][)onsters--for jdeep leve 1 s . If.,.,
you hit your 1st 1 eve 1 s w i th ct hat, no wonder they don!t dare send 
mi d-IeveIs In.

;■ ii y ; j  b ? v c . ' - :  aj;: - . c . 'i:c .' ; i , . X
Eariqfhomas: I have knowndmany characters who.could fit your :

"pun! shrtents i", i I n. my dungeons:, though , there are somentraps whichj i . 
will teach them the error of stupidity; (It's too bad,rthat occasion-,9, 
ally I kill characters of IQ 15+ for stupidity . On the other hand, 
characters whoi ( in:character) have 7- IQs oftenqsurviye^-xoji.cguess that 
rea l dumbies . hay'e natura I ; 1 uck. ) PS : We try ;, toag iay character |Q. i.;
Difficult to play 17-18 IQ, when-you are only IQ-,' but; worth , aq try.

.'I..: TuesdayX MornJ ng :. i How cdo us poor Angelenos get your pubi Icatlon.,, 
I tor surecwant., a copy? , . , ,i c . j;,i. ■...iJB

Xjx,.' nxr{,t X crfj ' ^
Trap Charts: "Enuff wit da dragons," he said. You bet. Let's

use o-iir 1 mag i hia't i ons .1 n stead,, to I ks . //Was the d ragon 
ZANZt BAR:; Sha I maneza rc?.x BresTh-; weapon = cold?

-In STAND ON,
c:> .7

T)
VrV. . - T; (TjJ-

The answer to puzzle-solving vs. role-playing 
s to role-play two characters

Realm Fantastic. . . _
in a puzzle-solving dungeon. Cred.LtH-th® 
let the dumb one get you Into trouble, 
how myj f r i e n d s  and I, do T tf-j,//Dmn

rfeald sm;\i moreu fun ahead-. Seri ous 1 y ,;î,s- a: co,aven t Joe,, w-e; hf-vg drppped^ 
many nT tpT ck i eg detail s so: that we , copt drxke'eP ,d’he aptd^ gPfifig a,̂  ; 
fast^jqj p^ce .//Sorryoilr trvi seed you i pn LA... .th-a?t; waSp-,ypUi,,,,wa,̂ ,p,'î  lt?*'q ,i

bright one with good ideas and 
M u e h mo r ec I ,n t e r e s t i n g . i; That's

f
M a n yq tWo rrl; dŝ q

KS.TC:
B1 i s.s !

a i.i r, ' A, d ^ ; . 
A et W-o rt; rf o r; s a I e !

Two. words of commentary-.
r; 'I i

i i -CP;':- : , c'lyd "f- : hi-'’ i
you mercenary so; and, so ! //pL don.* t , 

puli myi punches ,errcfayofri;te characters. t, hTî dii/them harder:.-̂ .. 
r e a son? -t-.b siy.? ia re ■my ' f a v.o-r i t es.i 'T s the t- t he y .■ ;Oae, I ® .9-) ®  ̂̂  ri- ■
right back.//Armies throughout time have had command ugjtseven Iflq 
they wece just messengers following the head honcho. Thus a Wizard 
could poss itt'l y);p i/cki' outi a commen-d post .qî rPinohahilry; not: an ammo fftimp,



best ideas?though.//Why keep the peace; some of this sniping sparked my 
//I thought you were the paragon of realism in D&D.

My Paladin was loads of fun, Pleak the Unbalanced, UNTIL he got 
a Holy Sword. Haven’t run him sinee.//FIna I Iy, why do you always 
state that not accepting powe:rful weapons is a correct action? In 
context of Temporalana It Is correct, while In Edwyr it isn't. I 
wou I dti' t br i ng Bulk in your dungeon, and I would not expect to see 
Ariel in the Sp i re V i g i I ant. NOt that I'd say no to her.; it's 
Just sensible to play a dungeon with new 
acters thgt are used to other system.

In the

characters rath-r than char-

Babyl-On: It's not necessary to be the easiest dungeon in an
area tp be popu jar; some of'* the toughest are requested constnatl y 
a round,.; here : ; Gpdhg I m, Grimberg and ... per haps the Sp I re V i g I I ant (and 
the attendant per iptvera I dungeons).//My friends and I accept each 
other's experience, etc because our dungeons are Ihtertwined and our ' 
DM styles, are nearly the same.//As to crocked magic... if no one can 
figure It ou^t^one charac^'er keeps it and the player knows what‘ It Is. 
He p I aysr the'iCnaracter even though he knows things the character 
doesn't.: (Thus he knows *hat the core,k is, but he plays the "character
as if he doesn't.) ^Anothev way of handting thie -is to put the infor
mation into cM Envelope to be^handed ,to the when appropriate-LG']

Your hypothetical MU85 is close to what some people around here 
pull. When it I s, b I atantl y bu I I sh i t_, the easy solution is.. ."Don't 
bring that character in."/,/I enjoy characters and people from other 
dungeons because without them, I wouI,d become stale, and so would my 
creat Ions., a ■ , : ,  ̂^

Everybody: ' I must admit that I .borrow, copy or change many 
things that I read here. I also ignore far more. I would find it 
impossibile to (|i,st all the articles since A&El which have led me to 
this point, but III again thank everybody who has contributed to A&E 
for making this game more varied and interesting. Even you, Glenn.

Happy a happy 1977.
Search Ii ght of f!

Mark Leynaster, PO Box 2569, Boston, MA 02208 writes:
Capsule review of "Judges Guild" is promising for DMs too lazy 

to work out their own charts,...but has to show slightly more original
ity if interest is to continue to justify the price tag. Graphics 
ideas really good, but the execution is rushed and not too well 
thought ; out . ;I'd urge folks to pass until more ..information is "in" 
on them. • , ; . t, ,,

GORREE MEMORXl^S ,̂ T-by Lee Gold !
On a recenty%xpedition into Mark Swanson's Gd'rree^ we encountered 

some very effective Dopptegangers, able to transform themselves to 
mimic not only us but also any species they had ever come into con
tact .with. We ended up fighting them in the~ form of tentacled things^ 
but as we dragged one of our badly wounded (and comatose) comrades to 
safet̂ y.y, a.^doppleganger promptly transformed to his likeness. Thinking 
quickly^ my. drug addigi Fighter Wang Lo placed his Lawful sword in one 
of:-the \ two beings), hands. fHe} being. writhed in agony ' ("Having taken 
2^6 damage) and we resumed fighting itf...', ‘.-f '■ ..........i l I V



VULTURE’S ROOST #6 or Go East
r.r. 

Yp̂ riT'
by.Dan, Pifrsojn,, 220$ California! St; NW iS'̂ UoUir Washington DCr.20008vM ^
(202) $$,2 ^0 7 8 ,1 typed by tha-vonderful (and nimble) fingers of ’ Lee 
Gold.; May shS; live-vforever; ,.{b%us}i.'-rLG~\y,i, ■ ' rr.̂ i

i' !
I fGenere I Note; 

have movedragaIn .
you look at 
For anyone

the ad d r©S;Sb above , 
who Garesi> I . am 26

that
 ̂i h

1

-1 n:

you i wl I I see 
years i 0 1 d jrii

... . ■■ ■ i' m : ■ i q Ot ' ! b i c :V.) ■ T 8 U i
The most Important d i scovery: i - ĥ ye-i made (i n terms of D&D) ' by toi 

moving out here Is that rule variations and game balance I eve I (as 
opposed to .game balance) are; real ly yery;unimportant. I have played 
in severaI+dffferent campaIgns^undpr as many different sets of rules' 
(e.g. mag i c va r led f rom , stra 1; gh t , Gy gax to infinite spell use with '
spell f requencyf, rest r i ct i ons ) r and . tpund that the only significant 
d i f f.erences wereT the qua I i fy.oQif nthe >DM and the character (and number) 
of î he p laygrs . ; , The on l y things I strong 1 y protest i s the. *lca I I er”
system where ̂ on'e . p I ayer a 1 waysnP^y? what the groupD i s. do 1 ng . My
cha racters.-a re my character s . and i f w can ' t . determ i ne ; the i r ;act i ons' ' ‘' ' ' ■ T“— \ : '. ■ __ û̂ 4. 5-f -r I +then why. am. I pi ay ing-(|t's neveg-, gotten quiteathat bad^jbut ifrit 
did. I’d quit).' The campaigns I .haye and am .p lay jjng i n h£Wbcaused 
me to change the rules of,(\my ,wor I d\ s.qmewhat. , iMone.'abQut-^thttn later

■i Y'
4 tflytwo fayorite Du ngeon .,Ma s t©r s/Du ngeon s i>owt i he r e arenDl'Ck 

Shernals £ajn^elj_^.,and Reglna'-Geben and ' er unnamed : east le

Y
& I
D f1 I

Dick Eney,,i gjOpe of .the best 
with. He created a sense of 
adventure writeups indicate, 
section of CarneIi an, but I

.DM S’
rea ‘

ve had the pr i v Heg©;:Of p̂I ay i ng prsu h 
. sm fully as vivid as his tooicare :i.) 
haven't yet gotten to play in Shern̂ i'a 
to do so soon . :;;i: i '. 'U ' ^
... I ....; , : 4 ri : . -I  ̂ : ■ ■ .; :i i 'i t

,, , beg(lRn̂ f)ig.’DM ;WhQ trained (?) with Dick and Sherna.y -
Poor ,01 tUS qre istoiw ky .̂:W,drk iing s;et of characters through her dungeon;, 
a complex s |.t,qate.d-ibeneatb aa :CaSit I e whosQ-^lnhab {t;ants ;i t has decimated 
(the princess and a I I the males have disappeared). We started with 
first level characters and have slowly worked up to about second or ,; 'i

■ D i
i n a is

■*l O i ■

third. I'm running my first Monk, P'an Tao Shi; a fighter, ij.ef f ery; 
N'gama; a Neutral Buddhist Cleric, Fa Shi; and occasionally a very 
clumsy mage,. ,MaHow,., A l l- :of -these icharaeters 'but Jeftery .were-rrciT led 
on the west coast. Jeffery was rescued from Stormgate as a first 
level. P'An Tao Shi. ianU RatsSh i Ahad rbeen ;;e I onTtOhily .on'e 2ad:we;nitiire
(an overland with a high level group). Mallow had been played a bit
more.
Some ' ModiItilcet i one i n ;the . Laws eft the Un lyerse; - (M t ne):

I I heve (,s l owi y, iCQ.me tto. trherfoone lus Ion itihat any .4Spetd po i.n't 
system in which magic users seldom or never run out of spell polntS’ rto 
is too liberal. Therefore I am now using the Perrin Convention 
nurnbom of> "Spe)M' ?pol:,nts; aC:(Average, iSt:reng;th Pr ime Req:u i si;te + Const i 
tution)/ 3) X level] with the Stormgate spell point cost (spell 
points = spell level squared) with Perrlhi Convention mlnimums. I- ' ’ 
have adopted also the Camel Ian prohibition against magic 
throwingspe 1 1 s ,more than once every'third melee round.

users

. .1, am, a I so-adopting O ’ zero h i t po i nts ru le rougti iy along t h e ’
fol lowing lines,: I f youtre at OPP, you are in acome Vand wi I I survive
for 2-8 melee rounds (only the 'DM-knowld forisure) . You may be able 
to be ouvred wi th i'h that time; there.;ls' aqprobabi N  ty’ basedi on your 
constitution ( ar mod i f I ca tl on 0.f the. Greyhawk tab le tor vsurviV'ing 

low average const it'tion a better chance and reallyspe I Is glV Ing I ow



b
const 1 tution a worSe chance) that the 
work, you're dead; If It does work, 
number' of hour? J pfobab Iy someth i ng 
modifications). . . - ' Pm ,

wi 1 1 . work.

I

cure 
you're'Out of 
I ike'2-8 with

'-'r

I

If i t rdoesn't 
action for -some 
const i tut i o n „

■ buoiv i
':?T'

1-' 1
'> n < 0

E. Gary Gygax would 
the ONE TRUE WAY ^o

A Comment on REvised D&D ( 2n.5c

I am gettjhg Sick ofxpeople saying, “ 1 wish 
come out with a revised D&D setting clearly forth 
that all of the heretics ptlayfing^by other rules would be f<irced +0 ;,, 
change, u Bu I 1 sh i t ! *rThose of; who ha ve been working bn and quiteV, 
successfully playing our own rules for several years are notigplng to. 
scrap'^everyth i ng because Gygax says so. Neither are we going to , 
demote already existing characters and destroy their continuity be- ' 
cause of a second hand message from Gygax on yet another thing he ' 
forgot to write. 1 would, however, greatly
and combined D&D with all of the monsters, spells, character types, 
etc.,, etc. collected and organized together, 
she II iOut '$15-20 for such an item If 
my whole dungeon/campa i gn. ' r, ■.

' ,ivT. 
tvv

like to see a' revi sed,.
iracter types 

I wou I d cheerf u I 1 yV 
it didn't try to make trie scrap

. 'u.,T
Comments' on ̂ A&E #17

Glenn Blacow: Thanks for the invitation. tjdon't think that
I can afford to get to Boskone, but I'll be happy to take a rain 
checK.’ It will almost certainly be a dream adventure; I don't think 
we ' I 1''survl vb;; we ' re pot tough enough. I am looking forward to It, 
as well as to a teal lower level adventure If I can scrape up some 
acceptable characters. '' :

X . 8 . ' '  _
TV Earl W. Baker; I'm going to start thying your EP system. '

\ X cj ' i ..; X , r - ' " ' ■ ; :r ■ y
■C\0' ■Sean Cleary: 1 have all of the TSRs and can't fhqd the
capture rules. Please rijn your f u | | , mod i f I ed cap tu re ,,ru I eS throUtghT 
A&E. ■, " ' ' ' ■ " A

-L‘‘iAs you all can seb, I too am trying to cut down on ma i 
comments: ' 2c,.jX - .

SOM̂ ,'CC)lilMENTS ON A&E #16 ' ’ ' ' ' '

Glenn Blacqw: Thank you! So far you have been^the Ohly person
to comment on my, opinions on cheating (which is what jl.ve |)een 
wanting)/' However, 1 will not buy the argument that the,’̂ pnsf ers 
I ose . " First, they a ren ' t p I ay e r s. SEcond, if they were "p I ay^rs , 
they would have the same "advantages,'' ''.I am qikite wi I If ng to accept 
a statement that "custom rolled" characters don't fit your mythos.
I am even more willing to avoid bringing characters, pr things you diS' 
approve of into your world (I would like to play in your world some
time if I can find a character you'll accept). I do resent the 
implication Vn the end of your comment; my "custom roI led" characters 
have a random .̂d Is + r i but I on of ■ non-requ i red characteristics ’and only 
one has any characteristicsxequaI to I 8 ( and that took a Paranoi d^
+ 2 dexterity Swanson characteristIc to get) . . “ ' -

Your main problem is that you appear to suffer from a severe 
case of Gygax's Diseaee (i.e. you think that yx>u have d.iscpvered the 
one true form of D&b’ and i t i s. iyo'gr duty to.- convert everyone e ts@i to 
the one true way). ‘ ■ ^



We've placed Cone of Cold on 3rd as a Fireball analogy (it may 
be too Jo.w) but Supershield iShield II) i s resea rched on 3rd level.
A I so  (r'e vQu r'cPiPmeh t. tp' Ren^ P i c k) Mage's S,word VJ i.̂ lOth Jevel> 
ShieiuV|.4«/puî ' be ll thV'','̂ and no; lesser Mage'S, Sword pan be ijtade- 
p e r m a n e n t ? the mtnUum^ W ^  f6r W'-MU wishing 
loth level or an llth level spell7--LG~\ Anyway, mages who fight ge 
what they deserve, a same, level fighter has tw i ce thp̂  ̂h j t poj nt s 
(and probably better strength, armor and weapons),. .. .....

'^P^i ,’P^^ nt̂  '^bp:u+';%V ̂ pepi epce, poi nt system. 
V%p.dn'??do??pd ?t;‘y tbapk God Love Class H  .
MaqJc Absorbers Lbuf Alfrejj and CAmuS'’wa^t' ta'tear you 'l imb trom 
1J mb,).. V.he dexter iLy* ihcpbasP iŝ  rath'er gross though; Dexter_rt^y

6b,;yea?iA (,! ^

■ic:.) i'-.

\ u) X  ̂  ̂ wXmXwXtoXwXajXPXuXwXajXwXwXuX-u X<»fX:o.'; b

:v b ri f 
, , ot€- 
I I d e 

Slp/Tlk/(Sip/Lyrl

Some'-Sajrlor and :Tobaro;iDragons;; : ŵ  : ,■ ;
.ec-apr. bverfrlow, Thes«n Beftstles' Tame?"

‘ H bll:0\'i ! . T L' . ' ' ' ~)OTZ,
LBAI>fd>i:AGON:>i - y - t i * b i b 1' :y -c;

Armor Class : 2 Breath Weapon : -i
Alignment: Neutral Withering Gas: 8"x5" cone 25^/60^/0/0
Hit Dice: 10-12 Bite: 3-36; Claw 1-10 .i immoJ
Comments: Withering Gas causes the entire body to shrivel up.

r=;ii'Savê or -die'̂ h j .. i-h r ,-r -
2:>inb'■dra'geoa!:; ' : . . n v b r  ’v- ■ :  ̂ 'oeri-:

.ti ATmoiri .OTas s : 0* )! ■ ; Breath Weapon Slp/Tk/Sp/Lvlw
,;'bAligJimeofi.t''; . Ne.utrial! ' 'Polymorph Gas: 8"x3" cone35^/55^/0/0 ;

Hit Dice: 8-10 Smoke Screen: 8"x3" cone
B i t e : 2 - 2 U . C l a w l - 8

TUNGSTEN DRAGON:
Armoir!'Class :i ■' -1,. bn? ■

-i!, bo Aiignffllejrit :■ “' Nepttrall ; ;
Hit Dice: 9-11
Bite: 3-30. Claw 2-8 '
fCominent s: Parialiysris Gas has permanent ef fectLsa I !(d?he -driagon
will probably eat you anyway). - : 'ir-i

Breath Weapon 
Paralysis Gas 
Blinding Gas:

. Slp/Talk'ySp/Lvl 
8"xL" cone.. 3D.%iS&%/0/O-, 

8"xL"cone

Slp/Tk/Sp/Lvl
25'5/50vti/0/0

RUST DRAGON '"J d'0
Armor Class: -2 Breath Weapon

.'-'Obi 'Alifenment': ' Neutral' Rust Cloud: 5'xL" .
Hilt Dice-: ' llLf-rl6 ? i ' ' Bite: U-UO. ' Clawi rî -10 , ' b t u-fri ir .
Comments.:b ' Breb;th affects metal as Rust Monisterthiough tnagic 

, i-s 'allowed sa, .saN-ing throw. Well-oiled^ weapons^ willi cnot be '
I n;-D:af fected . An olii flask (nedd not beb lit.)'will ‘Cause this v 

. c cdtiag:Gn' ;3-30t ptoitite-iof damage. , i : ■ inr-tbu: ' r: 'ii . ; f -i .
T O ' .J'l O"!

i b':? ''"!. O-'U .isy: • t--::
ffll was 'Very "good,- and I''salute Sean Suinmfers' for* thiC Phbetiix '' ' 

'arti'CsTe and CH1R0MINCL1E&'U'F DlMW&LT' fOr theirb f ine artlfabt'''nir'ticleg- 
However', Bil'ly Balrb'g's'̂ 'fete . debit- a- cheap ( and"-biabed )''Sh<̂ 0t> at 0&D'- ' 
contention''tour'namentsb~ahd will' uniebsh a torthori thund'e'rbol̂ ^̂ ^̂  Trbm 'i 
quite a few people. • * -0’ or 'ji": *i .'w,-r; :"W(̂  -/i' rx-jb ^

I see more and more people writing up their D8eD campaigns in 
A&E;' 'i may do"'the same whieh would result in 'lot'so of pagesl-' Our 
campaigns have been contihuall^ running -for four year s'-,’ and ■ 1'Ve 
compiled hundreds of 'battles ,\ guests'and^ adventures . .0 - "b

■ X ■ - ( C'



SHORES OF INFINITY
by Chris Pettus//PO Box 611, Malibu, CA 90265 

Picking the Race of a Character

While I 
ers in Anton 
character can be non-human.. 
I (at the moment) allovy:

allow (almost) infinite advancement of non-human charact- 
(my world, if I didn't mention it before), not every

Below are my prerequisItes for the races

Str. 1nt W 1s Con Dex Cha
Elves* 1 1 1 1 -- — 1 3 1 3
Half Elves** 11 II II — — 1 3
Dwarves 1 3 ------ ------ 1 3 — —

HobbIts 1 4 14 —

For Elves, Strength plus i nte11 i gence must equa at 
equa I

least 26 
at least 24.

*
** For Half-Elves, Intelligence and Wisdom must 
*** For Hobbits, strength must be less than 16.

The "almost" above was in regard to the fact that I limit every
one in advancement to their prime requisite minus two, thus helping 
the problem of 20th+ level characters. (This applies to multi-func
tion characters a I so.) Alas, no more Lords with strength sof 5; (it 
has happened ) . ,

On Gods

Glenn Blacow has statdd that the Gods in GODS, DEMIGODS AND 
HEROES are less powerful than some high-levels in some magic-heavy 
universes. Maybe so, but consider the following: a fighter walks
up to Ra (the first God in G,DG,&H) and hacks at him with a two
handed sword. (Ra is completely magic resistant). Assuming that the 
fighter hits every time and. does maximum damage each time, it would 
take 30 melee rounds to kill Ra. Assuming that Ra likes being 
hacked to bits by a mortal. If, by some chance, he does not like it, 
he shoots his twin heat ray. Assuming that the fighter saves every 
melee round, he.would take 4 poInts/round. To take that much damage, 
the attacker would have to be 27th level. Which makes the attacker 
a minor demigod him/herself. Hmmm... [^Rememher though that normal 
dungeon combat would put Ra up against £ Fighters^ two Magic-Users 
and two Clerics. Nhat level would they have to be to kill him?--LG~]

On Strange PIayers/Characters .

I Just ran into a case study of an "original" player: A second
level cleric with a set of Piatemail +1, Platemail +3, a Staff of 
Healing and the Mace of Cuthbert. Also he had only 300 EPs. Was I 
terribly unreasonable in having him leave behind all but the Plate +1 
and the Staff of Healing?

V .nt is most embarrassing is rolling up a character that you 
would think was cheated on if it was brought into your dungeon.
Thus, on̂ e night, 1 rolled up a party to descend into a dungeon, and 
Elladan came up: I 8°°-I 8-I 4-I 2-I 6-I 8. (He is a Half-Elf Fighter/
Magic User/CIeric) . I don't blame people who look at me strangely 
when I present his character sheet. I would. But he is honest and 
was rolled in front of a witness, even. Ah well, he has promise.



On Monsters

MUD GOLEM: AC 12; I 
This is what you get 
Stone Golem. it has 
transmuted from. It

appears; 6" Move; HD: Special 7
when you do a "Transmute Rock to Mud" on a 
the hit points and move.,of -the Golem, it was 
strikes for 2D4 twice/rouhd. "Because of the

fragflTty of its body, any damage 
itselfVtoo. Also, because of.the 
lowers' the opponent’s charismaviby one untt I he/she

it does to(a,object, 
goo covering;the;MG,

it does to 
each hit 

washes.
SCRUBBING BUBBLES: Number: Sjpeclat. AC: ;50. Move: 12/100.
Hit Dice: 1/128 each. ■ c i... T’La i r & Treasure;: Ni I
This monster is part of the C-lean-up crew...quite Literal ly. They 
appear as a cubic mass of bub-b-les approximately lO-lOO' on a side 
(fit to size of area pppearingi in)'.- They do not attack and in and 
of themselves do no damage. The^danger lies in the fact that some 
colon’Y'es have picked up hor r i b'l e d i seases in their trips around 
scrubbing the dungeon. One colony in four will carry a disease, 
contractable on touch (save vs. poison). The second move Is for the 
faster motorized kind. When a party is hit by them, anyone with 
St reng+h +' Dexter ity less than; 3:0 w i 1 I fall over.

'1 ‘ • •• ' '
GLITCH: AC 9; Number: I ;i Dice-: 1+4; Move: 12". Lair & Treas: Ni 1
This little critter looks somewhat like a tribble (a one inch diameter 
ball of fur). They are complete pacifists but are fascinated by 
melee, wonddring why the strange people are doing that. When a melee 
is being conducted within 30' of a Glitch, all attacking must save 
vs. mag TO or tb'ey w i I I not hit (do not roll), no spe M s  will take, 
etc. This w i T 1:̂ continue un.tii either the melee or the Glitch moves 
away. Glitcheis, if attacked,; w i 1 1 use a panic teleport similar to a
Blink Dog's Bili'nk. When watch 
v/ith the same success as a 9th

ng a me I eoj, 
level Thi'ef;

they will hide in shadows

COMMENTS: ON A&E §\1

Lee Gold: the Ideaof anM i nter-u,n iverse exchange standard is inter
esting, but how about. someth i ng eas I eif! i^nd cheaper to make then the 
+ 1 Sword: one dose of a ' Pot i on : of) i Hea 1 I ng , \̂ But the Rules have
already arbitrarily set that tĉ  250 ,GF plus one week's Wizard pay.--

■ ■ ■' 3 "‘.7 -v3. ?. ‘ ' .'- .-T T ■ .
■ ':> V? ■■ Vi

Hartley Patterson: Why is stealing necessarily Chaotic? That's
what most dungeon expeditions do to the poor Chaotic monsters?//1f 
you have the Monty Python and the Holy Grail Rabbit, you should 
include the Holy Hand Grenade.//^ny^inteI I igent person should be 
able to learn another A I ignment:Language. - ("You too can learn
Chaotic....") -id i A df<

Nicolai Shapero: Demons of Sleep and Nightmare: Ouch. But good,
especially with ;egard to the varying armour classes.

Cary Martin: Samurai are excellent. Much better and more playable
than in the MANUAL OF AURANI A .//PIayer character Vampires? Maybe, 
but only if caused by the bite of a Vampire.//Trying for a 100^ kill 
rate?L ;Um, DMs are in a position to do in any party they choose. A 
100^ 1 i I 1 rate is not hard to get. First 10' of corridor is a trans
porter to the center of the sun. DMs try to provide a challenge to 
players, nol an early demise.



Bill Seligman: I d*o like the Eldritch combat system, but unfortun
ately, like most of EW, it is not written very clearly. Sigh...

Jason Saylor: The dragons are fine.//The Rings of Power seem more
like one-of-a-kind relics than common magic to me.

Earl Baker 
nicely.

when using the Greyhawk EP bases, your formulae work

Glenn Blacow: Priestesses of Diana are excel lent. Improves the lot
of NeutraIs.

Lawfuls are not all city-loving. Loth I orien?//I assume Priest
esses of Diana would be on speaking terms with Druids? Are they 
somewhat less hostile towards chaste males such as Paladins and 
CIerics?//With Technology so powerful, no wonder I like D&D.//My Gods 
do not like any sort ofSuperiority Complex in Paladins.//In the case 
of the husband sending an assassin after the party, the party was 
guilty of desecration and grave-robbing. A lawful assassination If 
there ever was one.//Of course some clerics go against the Church. 
They have a Higher Authority to answer to.//Why are all these people 
spending their time (four hours plus) and money ($30.00 for the TSR 
rules) on this strange game? No, not a jChaotlc Geas. But because 
they like to play it. It is fun. If you have another reason, it
must be i nterest i ng .̂. . .//I f advance is much slower, who wants a bunch 
of first and second'level Men, Elves, Dwarves, etc. running around?

Steve Perri n : Wh i 
Mystics, they stil 
prerequisites, OK.

e I agree with most of your modifications to 
sound like Magic-Using Monks, but with the tough

Samuel E. Konkin III: I am weary of Alignment arguments/essays. The
Law in Lawful is the Laws of Good, so Lawful is Good, Chaotic is Evil 
and Neutral is Wishy-washy. No more comments.

Sean Summers: Phoenixes are interesting, but I would require a
I 2-I 3-I 3-..-I 3-.. for a player ccharacter Phoenix.

Self: Affix, Write Magic and Alchemy do not reduce the time needed
to create a magical item.
Lee Gold: Write Magic could be placed on the sixth level but it is
much more powerful than Explosive Runes. The idea is to minimize the 
number of Palyer Characters that can make magical items.

Steve McIntosh: And 
the player character 
Hokas is. quite nice.

this was the issue in which I was going to present 
Village idiot. Sigh.//The new definition of 
Thanks.

Ah well, that's all

Lux et Pax, 

Ch r i s F^ettus



FIELD AND PHALANX II

DEXA!

BILL TAYLOR 
6068 Hillandale 

(213)
Dr. #3 L.A. 
257-4009

CA 90042

First, thanks for the various comments on the Smokey Dragons. 
It was an article written in haste, later found to he unnecessary 
as jfiothing happened. It was also a page and a half crammed into 
one. -

'V/hy such a title as "Field and Phalanx'.''some people may ask. 
Field is logical because I run an overland that as yet has no 
dungeon, or diplomatically stated, "No tunnel at the end of the 
light." Dungeons without overlands is too rich. I believe in 
having a low-yield magic setting, or lairs by the book, rather 
than having a dungeon with something in every room. In other 
words, a roll for encounter, roll for monster--on a table that is 
totally independent of the level of the players(run away or die), 
roll or check map to see if it is a lair encounter, and then 
roll to see if the party can even find the lair. A seven mile 
hex is a large area to search over. THEN ^  they find it, the 
treasure found may have been rolled with the results of there 
being no magic. This does make magic all the more appreciated.

Phalanx is for slice and dice rather than for spell and tell. 
Spell and tell is where the person throws his 'researched* spell 
and, then tells the DM. what it does. Slice and dice means actually 
being in melee, or in the thick swinging away. Then there are 
the standard tactics. A five die by area fireball can have no 
real effect on a good turtle or shieldberg,

I run spells as follows; Double the, spell per day table, 
book I page 17^ with seventh and above remaining the same. Yet 
spell choice is by the greyhawk table page 8, I do not use the 
night-slotting of spells, but do go by the Swords and Spells 
casting table. .Example; If a 12 intelligence;MU rolls a 51 
when he wants sleep, that's tough— he can.'t master it period.
Some MU’s have to run without a single offensive-damage spell. 
Think, people, think— ventriliquism isn't that useless!

For Bill Paley, and any one else that is•interested, by my 
use a Monty Hall ,DM literally gives away-magic, uses too much 
magic, and is generally afraid of killing off too many players.
A Monty Python DM may or may not do the same thing. But the 
basic characteristics are HEAVY non-standard magic to the point 
of grossness, and a lack of ordinary logical thought. (Or how 
:doesone go, abqut burning holy hand-grenades?) I use the MPDM 
term ;to,,mean a DM;;vthat allows ANYTHING along the lines of 
illogic. M P D M I allow lightning bolts, to. the thrown in dense 
fog and fireballs to be thrown into gale winds.

Theihumor of Monty Python is something completely different, 
full pun intended. Tim is a great God-character to run. And 
the Dragon ship was great--I've now got one. But there should 
be a good reason for doing something rather than just for fun.
Now I'll use something such as a cursed scroll that does nothing 
but hurl a custard pie at the reader once every ten minutes for 
a full day or remove curse— but then this is a real curse. Pies 
smell, make things sticky, make a loud splat when they hit, and
can greatly hinder vision. How would you like to be eaten by  
a T-rex merely because the pie’s smell traveled down the hall 
farther than your own smel.l? If you never thought of this when 
reading the jester, then your power of thinking may be phalanx.



FIELD AND PHALANX

Now ;for the overland that I run, or at lessb I am both trying 
to run, and planning to run.

The nama of the world is DINKORDI, This is the end result o£ 
the expression, ’Think or Die!’, though the *k’ is moved over a 
hit. It is a'.closed world, hOBODY can teleport in or out with
out going through the propper channels. Doing so, one finds that 
he visits the moon, where he stands before a council of three, 
each sitting at his own table. The left figure is chaotic, the 
right is' lawful. The middle figure looks and is more powerful.
He sits in front of a large yin-yang symbol that is on the wall. 
All people are screened for level, level of magic, monitary 
wealth, and level of technology. The taoist has the final say 
as to who, and what can be left in, and let in. One cannot return 
to the cotmcil for a period of one month. The newcomer is always 
reminded of what power controls the world, for every time he 
looks up at the full moon he again sees a yin-yang symbol.

The name of the continent is PATAUSAP. This is the end result 
of the use of Patagonia, Australia, and Africa for the main 
topographical outline. When completed(Oh the work) it will span 
eighteen' of the large 36 x 21 hex sheets, I run an open over
land. Players run on the actual map, and since it is covered 
in plastic, they can trace out their route with a stick pen.

Each city is named, and what is more important, las a prime 
function. Here are two examples. OSMA: 75% Human, 10% Elf,
5% Dwarf, 3% Hobbit, 5% Other races. Mixed LNC, but under 
neutral control, Osma is an open port city, under neutral law 
and control. Its gigantic siege weapons control the entrance 
and exit to the inland sea. CYME; 80% Human, 15% Ore, 3%
Other, 2% UNDEAD. GROSSLY CHAOS. 70% of the population are 
followers of Set. Black magic, satanic rites, canabalism, and 
gladitorial combat, Prisioners are never taken— -except for some 
later,sport,

Some of the- problems that I know I am going to run into are; 
Explaining the difference between dragons and the dragon elite; 
how a dragon can polymorph into a knight ^  shining armor; the 
fact that there are Entv/ives, how they are in fact not 'wives', 
and why tie self respecting Ent and Entwife would not have sex 
without;at least eight others present to complete the ring; 
why somebody teleports to a vampire's lair merely'by picking 
up a dead bat that has a ring around its claw; the social and 
political structure of an empire, and the independant'Warriors 
of the Erits’; how a sword,'Aldardath! can be worth 15 million, 
be chaotic, and exist on a neutral world; why Ents cannot be 
hasted; Kiar-banours(Do you have a better spelling?); cursed 
scrolls of friendly teleportation; and Eccles.

If there arn't a few teasers in there for every type of 
fancy then I guess I'll have to get out of the GM business.

How about writing an article for The Dragon titled 'Humor 
and Logic in S) & D— ôr do Dwarves ever have to make shaving 
throws?'. I can see it,all now,...

In the beginning Gygax created the rule books and the 
die. And the books were without form and void, and 
d§.rkness was on the face of the players. And the spirit 
of .^confusion moved across the face of the pages. So 
the DM,'s .themselves created their own light, and said 
'I'm da Godi ’ And Gygax called' the game 'Strategic..,,,.



FIELD AND PHALANX
Here is Vinap of PATAUSAF. -̂ ach section stands for one large hex 
sheet. The circles stand for the areas of civilization. Not 
shown here are the forrests, rivers, and mountainS“ hoth_for the 
size of the map, and the nature pf my finished idealization. What 
l:“d‘0 know is that there will he many of each of these that will 
he uh-entehahle, un-cross-ahie, or else un-holy(which may also he 
un-cross-ahle).

' All that is named so far is the inland sea, the Nicomean^Sea, 
the cities there, ahd the empire, the Vasorin Empire, that lies 
to the east. _

The Nicomeah world is generally neutral, while the Vasorin



THE STONED ACOLYTE
from Wes Ives, 2703 Avert Ferry Rd., Raleigh, NC 27606 (919) 851-3682

f.- ̂ J
FIRST OF ALL: the Acolyte will be appearing only every other month
in A&E, since I am in the process of being overwhelmed by school 
(maybe 1*11 be able'to'geta degree this time around), work and assort
ed whatnot. Come to think Of it, the Acolyte imay not even appear that 
often, if A&E keeps growing like an amoeba. LEE, I don’t know how 
you do it; for what it's worth, i vote for going to photo offset. AlI 
that typing is boundto be doing horrible things to your fingers. Lit 
is a little hard on the fingernails but luckily I never aspired to he 
a Chinese lady. And 1 can type a stencil in IS minutes. --LG~\ I was 
stunned at the size of the disty, and even more surprised that you 
actually had to trim down the number of *zlnes by soving the deadline 
up a day. Other apazines should have such problems.

The best way to get everything said about such a monster issue is to 
lurch on into the comments; on both 15 and 16:

TANTIVY: I've always assumed that, in spite of the Books, If
Alexander Munday can do it, so can any Thief. Besides, if we assume a 
dual path, from Good to Evil, with noneof this Lawful/Evil, Chaotic/
Good nonsense, then it isn't hard at all, from a 
to admit Good thieves--they have certain skills, 
than-ideal childhood, that they now use only for

realistic standpoint, 
attained in a less- 
a good cause.

KSTC; Glenn, it's getting so that I can find your 'zine by 
looking at the edge of the collation and opening it to the thickest 
single color. I see that Lee has taken steps to prevent the seemingly 
inevitable (opening the mailbox and finding a two hundred page contri
bution from you) by limiting the contributors to 22 pages.

Speaking of time spent on creating magical items: the Homlas
campaign is a reaItime campaign, meaning that if a character is In the 
vats being regrown with a clone spell (from a scroll, naturally), then 
he's going to miss a month or so of adventuring; same if he's Just 
reached 7th level and wants to learn some of these neat 4th Iev® I 
spells; that's one month, real time, per spell. Tends to slow down 
the MUs somewhat.

MOVING 0N--I got Swords & Spells reeently, and I found out some 
interesting Facts From On High: first Sleep affects only a 10"
diameter area and only lasts 4-16 turns. That does make a difference. 
No more can the MU Sleep a whole roomful of Ores as soon as the 
party busts down the door. '

AI so CHARM PERSON only affects people, whereas Suggestion 
affects all creatures, though to a lesser extent than a Charm, which 
is why CHARM MONSTER is 4th levil and SUGGESTION is 3rd. Admittedly, 
there are crockless DMs around who think the spell's name is Willing 
Enslavement or somesuch, but with a few safeguards. Charm is harmless 
enough on first level. I run Charm as a spell that grants the caster 
18 charisma (and the correct alignment) when dealing with the charmee. 
Thus, if the MU asks something unusual of the charmee, then there Is 
a morale check, with minuses for the more dangerous/unusuaI requests. 
If the charmee fails to make morale, then he/it i mmedlately checks to 
save against magic (break the Charm), adding the previous minuses to 
his saving throw. And if a charmee ever breaks the charm, he will 
immediately attack the caster in a berserk rage. The same procedure 
is fbilo’wed for Charm Monster,' but due to the limited duration of 
Suggestion, ’there is no morale check. ' ■

Othe r ̂ Lh'terest 1 ng tidbits from Swords & Spells:' Detects (both 
Evil and Magic) only affect a I" square area. No more "You find a 
cave." "OK, cast <a Detect Evil on'Jt.JJ (You know what, Gienn. I



just figured out wHy I took forward to your
won ’t have a new character class in

know that
it.) (How's that for a non

z 1 ne you

j new ciicuai-iei ............ - ----- -
sequitur?) LNot h a d ,  h u t  f o v  G l e n n ' s  s a k e , i  J i Q p e  y o u  U k e d  t h e
P r i e s t e s s e s  o f  D i a n a .

' m going
-T-h e re's

to give paladins another-, ch ance. i n Homlas, 1 think, 
aneo in my campaign that roiled:an 1 8 ,charisma and h|^s 

willing to- refrain from driving trucks through the 
paladifr ru l e s - p l u s  he seems to be honestly try-ing to. behaye I j ke 
pal ad in^K wh'i bh i s somth i ng that^ the DM cannot enf orce.^ _ excep^ . y 
 ̂1 1 method of' remov i ng the; player-s p a I a d i nhopd ) ^-  oT -  fi o)f-h't -ftg method  ̂ I "dCi - .

0 . K.. t'he"̂  m b h s t e r s  a r e i n- the-' mid dip of the 'z.i.ne.
-t

th.i.s fi'me--

a
the

on n ■; 7
Di’ce 6 ;'The THAYKHAY: Number appearing: 3-l2 p Armor ~  ̂ q

Move 15; Attacks: two claws & 1-8 each. Hug on a c a w
for- 2 - 20 ' (T-I 0 i'f' save' made vs po i son ) , p I as a special atTacK.

These large, shamblin'g b rea t u rê s resemb le p I ate-cove,red bea rs 
with curr6 usH y''t-ounded heads. ^An extreme, 1 y vo I at i i e poiso,9/acid

O:m.-aks^from betwe'en-the! plates; thus -any + J  ̂' ̂ 9 /  1
t h a j R & ^ ^ y  wi  I ssci ve within ( 20 - damage inflicted on the beast) ^
ileie'S'^boiShds. Magical wea pop s d i s so I ve on a roll of less than 2 ,/j 
per‘point^'6 f damage inflicted. Thus is a normal sword does 5 ^points 
of dLage^'tb a Thaykhay, it-will be dissolved in 15 rounds;, if a 
magicat^wSapon had done the same 5 points of damage, there would be

I O'y* bhdfice- 6 f the magi ca 1 .blade being destroyed. Per cent in
ia'ir'h Treasure Type F

The ESHIH: ■ N umb e r- a ppea ri ng : -5- 1 8 ; Armor Class 5
Move':' I 2 ■< I 8 i n trees').. Attacks'-. t-wô , c I aws , at Ikt 'V-S" These me'at-eat  ing ape-si prep mQ-st'l y j ,a rborea
tact'ib’ 'ie T o  drop' on unwary traveil hers frpm the trees, tuck a

Hit D i c e : 6 ; ,
4 each; pne bitb^' 
. The i r. f a vor i te

V I
ateT>"IV.'CD '.V

uh'deV 'bde arm 
E'S'H IT have

Con a-:claw ofv.iO-f) and carry them 
low' i’n te I I i ge nee and poor morale.

off "for

GLENN
I i'WI
Ma g i_c 
spe '

( S T I L L ' ) -  S p e a k i n g  o f  s p e l l s  ( I  was J u t t  a f ew l . i nes  a g o ,  I 
fe a e s h s t a n c e  on ia : sp e  11 ■ T h e  re, ' s^ vbeen so.'iie d s i c u s s i o n  o f

j a r  r e c e n t l y ,  b d t  1. am s t  i H  j a t  ;a.;j l o s s  As  . d: r e a d , i t ,  t h e  
a s ' w r i t t e n  a l l o w s T h e  MU t o - J a r  h i rpse I f  . t a k e  , o v e r  a n d a r b y

monster, use the monster ' S body ■'as -a me Lee . weapon U
dies, whereupon the MU returns to t h e j a r  and 
victim. 'Now,"I've worked out' absolution that 
but I'd like to kn ow'tf anybody Out There,hps 
it.\(vi),l Be more'elegant than.-my own. j

And oh. the con t i h u i ng d u b J ect of Drn,gpns: 
wandering i n my w i I d e  rnes s a f e w  w e e k s  a g Or - whe n  
p) p g gpn s u r p r i ' . e d  o n e  ahbthsr . ThiS' tirs t — I e  v e 
books and, Ij '

I i I .The body 
wa I ts f or .The next 
f unet i on s' just 
a so Iution. , .Perhaps

■/:
f i n e :'

a.
i.d fTh.-i *-..A •;
f i' rsf y ve n i

had
;e'd one 
n e'V e r 
s

neo f i rst.^ I eve r Was '
h e a n d ..., a h T A n c i e n t
hpd ' herd .1 y ' rdad' the ' 

p hayed the: game be f ore ,.,-pp;, imagine fibw s d r p H s e d  
, was 'When this nbb raised his hands away ' f opT, hi s, weapons and rode' 
forwbhd' s l o w i W  getti ng i nto speaking range,, pn,dbpg,inn i.na 
syrBby'l.inte. of corrtpM^ments :& puffery J,,'vpj .ever heĝ rd .̂ He 
mThTVbhj'ng frea-sure oo^mp I e:t.e I y .except', to,-isa.y Csp.ve.r.a i

than the other) how terribly poor, nay dest i'tute

the mo'sT* ’ 
ayo  i dTd" 

mes.  ̂ a nd'  bab'h 
the. ' humans 

oh T h e  o f fs a d d e r  . ................^
w T re  o r  e l s e  t h e y  w o u l d  have -b n o u g h t  adong a ,, , - ,,
c h a n c e  t h a t  t h e y  w o u l d  me^et 'su ch - a- magn.l d ra g o n h o o d
by the way, what i s your name 
but the topper i s 
dragons Iove taIk 
about being poor; 
him or acted like

Sir? You ge,t Th'e ; i b'ea , m
(muchthat the : humans . 1 ef t Th,e, ipncounter _

too. And this: dragon kaew. T h e  humans 
after ail eye ry bod y • has . a hoa rd ; but  ̂
it so it was only proper that he should pretend

'siJre, - -
__ I'aTehb'
were tying 

'’be I i eved



whereupon Orfeo (that’s the human’
the

t̂o be f (eye t'hem) with the dragon’s name and a promise to return later,
's name) took his meager savings and

______ jnd inset with what gems Orfeo could
,, a.ivj then took it out Into the w i I derness, called i 

Dragon and 9 3ve him the flagon, along with another ten minutes of
~ Dragon is now very friendly, in a Dragonish sort of way 

 ̂ _ _ charisma he Iped him a very little bit, but not nearly
^much as his

had
ay

a dragon-sized 
hands on, and

egoboo. The
Or f eo ' s I 13 

aS s actions: Dragons are singularly unimpressed with
human’s good Iooks/Impress1ve qualities.

Moving on the Spell Research, spehking of the proper levels for 
spells, Throngoer the Enchanter (current I y the highest level player 
in Homlas) has researched a "Quantify Armor" spell, since there was 
no way for players in my game to tell how good'(or bad) their magical 
armor was. The precursor was a third level spell, since retired, that 
would tell the mage If armor was positive or negative in protection 
value. The current spell will give a quantitative reading: +2, -3,
etc. Throngoer charges about 5000 to cast this spell. He has a 
monopoly. He is getting rich.

WAYNE SHAW: I normally allow sensible Wishes without any,trouble 
to the Wisher. The wish is either granted or not, and if it is 
granted, it is granted in 1/ay that will cause the least strain on
the fabric of the world. Thus,'’i"36 someone wishes for knowledge, then 
the Wish functions like a Commune spell; one question, etc. if the 
wisher wishes that the oncoming cockratrice were dead, then the 
spell functions like a Power-Word Kill. I know that the wish is 
crockable (turn It into a Skull Cockratrice, for instance), but the 
crocking is more of a strain than the granting of the Wish. Seems 
that the very best way to avoid having to go over wishes with a law
yer's comb would be to first disappear the Sword with 2-8 wishes 
included, second disappear the Many Wishes ring completely and make 
the Three Wishes ring less common. Then the laws of Probability 
would make Wishes less common, and therefore less necessary to be 
crocked.

25 for whatthat's worth.//As much as I dislike, SEAN CLEARY: I'm
being identified with 
mind too awfully much 
dungeons. I've tried 
and . I d i d not like it 
but i t rap i dIy paled.

MARGARET GEMIGNANI: I dunno.
Dragon was'Blue (& therefore Evil)

about to rob

damyankees, I suppose my great-grandaddy won't 
if I claim allegiance with the Boston style of 
the magic-heavy/super-character type of dungeon, 
at ai 1. It was interesting for a few weeks.

wasmak, that Dragon 
item' they owned. As far as i 'm 
thing by trying to behead the beastie 
rest'of‘us suffered "a failure of 
and kf I id'd'three-four characters.

Theseus was 
; Theseus 
the

__ right up front; the
good; and knowing Sil

ent i re pa rty of every magical
'■'gh+

The only problem is that the 
nerve"'upon the dragonbreathing 
whereupon we routed away, deeper

concerned, Theseus did the

foundout later, if we'd Stayed On the attack 
animal and eventually did.

i n to ' t rou bIe . As we 
we'd have killed the

Dragons hdiye compass i on , s u re ,' but oh I y f or their friends. A 
drggbn has no'Compass i on fob a haughty bunch of Wanderers, ahdl'even 
less for trespassers, and even less for those wanderers that'thb' 
Dragon knows are only asking for mercy because he (the Dragon)-has 
them-ln^i cTack. Why in the world should a Dragon be coiiipassiohate 
towards a group that any intelligent being knows would kill the "' 
dragon Ifthey had half achahce.

= L ' ■f ■') h I T



MARK SWANSON: In re: UNDEAD. I've always assumed that undead
have someth i,ng that 'they do w i th the i r spare time, other than attacking 
Mving beings. Otherwi'se, the First Spectre would go to a little 
viIlage, zap everyone the^e, turning them into spectres> 

to the nearest small town wi,th his 50-60 followers, 
to get 300-500 fq!Iowers, and there wouldn't be any end to it until . 
everyone was a Spectre. So undead are eitheh stupid and don't realize 
this, or-theyî i don ' t I I ke creating other undead, oh they have better

. . then p ro- 
zap the town

or they can't do it unless the warm body comes to„,them, 
remember, the host body.was that of a  ̂

be killed. The magic prevented the body 
the or i g i na.l, sp i r ! t left the body as it 

been ki I 1ed; but when the new reincarnated 
■ inliyjpgshape.

things to do ___
On that reincarnation: 

creature that was about to 
from being damaged, though 
would have had the body 
spirit arrived,the:body is

The norma I'outdoor party In 
led by two players. j , .

■ KEVIN SLIMAK: ah,, you resurface on the West Coast,
in A&E. If you contribute regu.l ar I y > : ] 1 1 can ' t he I pygu,.

the
a s

Horn I as , i s.,,about twelve charaqtets
Goqd to see 
but,’ i mprove ,

SEAN SUMMERS 
characters?
,, Leve l 
Mi nor Demon

! o n
H- Not-so-

Minor
Demon

: Do
I c k.P-4-.
o'

I 000

you
How

t 0 U ' 'i ntendREALLY 
about ORCUS as a 
HD(D20) Special
6.. .

for~peop'le to use^.RAKSHASHAE
Character?

8
mgc
another Demon,,p Summon
&  ̂ '  ’

Pretty ; 5000
Demon p._r' i.,

Def i n i tei y +
Major Demon, :j. 
Ultimate ,20000

Super-Duper 
Demon..... ,. \'

) 2

10,000 , ,.20
7 5

f’ n

■' f i  I

Player
■ : ;of,  : 41? 7 : ^Continual Darkness on,command, ^0% 

rngprsttst; mayp summon D6 wlghtŝ j. 
Charm, Person on Command; Harmed only 
by,m,ag,ical weapons. Create Illu
sions, , mgc r e s i s t 505̂  . chance
to Gatg ]n
3D6;wights & D6 Wealths, ,
Symbol )/day; Pqly Any 6t?j; I/day; 
70/;:̂ to,'Sate i n, a nothejr-, Damon ; Sum
. mon;D6; Spectres. j Poly Self at^wil 
Al I E 1 d r i tch-, Wj zg rd ry a b i I i t i es , p ;
, oincn, V ■ p , ' : ■■ ^All of the above, plus special, , 
ability to totally unbalance any, 
gamê , i n exl stance ; p I us ability to 
gate in, one DM/min,ute to serve the 
U S-0 Demon. ; ■ :

CHARLIE LUCE.:, - I went wild recently and bought one; of every type 
of bragon/Monster figure I could get my grubby 1 i ttj e, hands ̂ op . j-j For 
ref e-bence RUSH, do not loiter and buy the DiRAGGNSTGGTH;-d ragon
;figu,re from Tom Lob'ack G,enerai Artworks, (157 East 99th St. #20, d
NY., NY 100,29),. This, 
best monster,̂  f i gure I 

i t,| J s . met
f i gure; costs,, $6 
have ever-, seen

50 and • stands 
and one.that

whq-n It.jjs.me.t In combat,. If 
Ma rk,. K,r-ame.r . got,, the ' i,d©a , that 
damege., , For ,bmad ler dragons,,, 
as .the; M i n'1 fl g,, d ragon i s no,t, ma i 
a flying pose, and thus veryhard

5" taI I . :It i s ;the 
commands respeet • 

you buy that figure, you ' I I seê , wh-ĝ pe 
a d ragon ' s I c I sws do more , than̂  I . po I nts 
the McEwan dragons , are, acoeptiab i e, where- 

'nly because the Mi n i f i g_ d r,ag,on Is in 
to mount on a ba,se. ‘ ,

For mo n ste.-rs !1: recommend; the Grenadier Manticore-, Raj ,Par,tha Ba I- 
ro,g and the Minifig Giant Snake. The Mant i core a nd, I nog and simply
beautiful figures, and the Giant Snake can be painted.up to represent 
a Na g a. .,. p . , ,  ̂ , ,, , , , ,̂

On alignment languages, I threw them out comp I ete 1 y af'ter'-try ,i ng 
and failing to come up with a ny j ustj f i ca t i on whatever fo-r. them,. ,,At t© r 
all, the German Hitler spoke was no different from the Germa.fi; I . 
learned in school . Sherman and Lee both spoke the same language as did 
Mao Tse-Tung and Chaing Kai-shek..., '



At any rate, alignment languages created more problems than they 
solved. Why have a Detect Evil spell, if all you had to do C|as 
question the suspect in Lawful and see if he answered? And how can 
someone be a traitor if he losestheability tocommunicate with the 
intended victims as soon as he decides to betray them? ;

STEVE MC INTOSH; Mam basically inagreementwith you In re costs 
for manufacturIng magicaI items. You quite proper Iy pointed out that 
the limiting factor in magical production .is TIME and that t!ri s time 
should be strictly watched for by the DM.. In the Homlas Campaign, 
which is a real t i me campaign, a MU ma;k i n g - a Pa s s wa I I Ring would be, | 
totally out of play until-the middle of next year sometime; and a 
player is not likely to sit back that long just to get a Passwall 
Ring. I tend to think that nor many non-player Wizards would take 
that much time off either, especia I Iy. sinee any Wizard worth his salt 
should be able to make far more than the sale price of a; Ring by 
adventuring. If and when my campaign starts to have high-level types, 
I will prbbably be using your charts. I don't mind players manufact
uring equipment, but it must cost them more than mere money! Thanx.
MOVING ON TO ^17

it's as hokey as a Space;l999 plot-
then you can't be

General: I too Just recently saw a copy of METAMORPHOSIS: ALPHA,
James Ward's addition to the TSR rules pantheon, and I Am Pleased. 
Basically, I Am Pleased for two reasons: first, vague & threatening
rumors to the contrary, this is NOT, NO, NO, definitely thank God NOT 
an attempt to interface D&D and Star Trek. Instead, Ward had the basic 
good design sense to inke the idea of characteristic roI Is from the 
D&D system and use them in a completely different way. There are no 
"levels" in M:A; a person's Constitution is hit hit dice, forever and 
ever; his power is measured by his allies and his possessions. Just 
like the real world. Also the monsters are completely mutabIe--ever 
since the starship passed through the "radiation cloud" (okay, so

but If ya gotta have a disaster, 
picky. Besides, where would a colony ship ^  with

out mutations?). They have been mutating like mad--and in a stroke 
of genius,Mr. Ward included his tables that he used for creating 
these weird mutations! Just playing around with them--see, you take 
a creature, normal type, and mutate it over the course of several 
generations. . . .

I camelup with things like a hellacious weasel with gills, wings, 
electrical shock ability and god knows v/hatall. A character running 
In this game would never be completely usre what he was up against, 
since every deck of the ship would have different mutations,■and 
there would be odd types within the standard species. Neveragain 
would a person be able to look up the specs on the cheature and know

what to do to defeat the monster. Also, the M"A system is the 
place to send all those Mad Scientists and Technological 
They' I I be very happy there--there' s al I sorts of ne.at weapon- 
a1 so a substantial chance of seriously injuring- yourseIf when 
to figure it out) and other geegaws and gixmos. Mr. Ward also

exact Iy 
perfect 
types. 
ry (and 
you try
gave extensive examples of how to set up the world and gives two move
ment rates--strategic and melee--and the conversion between the two. 
All in all, 1 would strongly recommend METAMORPHOSIS: ALPHA to anyone 
who enjoys the Science-Fiction side of D&D. (By the way, the booklet 
is pretty too.)



COMMENTS ON #17 J eez , th i s thing i s ̂ ett I ng b i gge r by the m i nute.
NICOLAI SHAPERO: Y'know, yours

put into rny world without extensive 
Gienn Blacow's beasties on trust 
t h e fii down a 
a n y o n e will 

R I CK
little •>r putting 
e '■ e r find them.,. 

BOA', NT : You mean

are the only monsters that I will 
playtesting (well, I a I so take 

too...)--but I u.̂ ua I 1 y ; end ! up toning 
them so deep In the Pit that I doubt .

have a group of D&D 
least one in every 

be Santahe may
to tell that you 

players withour a CM? That's odd. There's at 
pair of-flayers. He may be new, he may be random,
Claus^^he may be a murderous bastard, but he' 
you wastingenergy looking fora DM when you 
could even now be digging away at a dungeon?. As:Valentine Michael :

classic SF novel "Stranger in a Strange Dungeon")

s a DM, by god! Why are 
or one of your friends

Ba 1 rog '3a i d ( 
..."Thou art

; V

i n f h a t 
a;DM."

CARY MARTIN: So
Next time that MU 
breath, magic, etc 
inflicted damage doesn't 
rings are only good 
and w h a t n o f. A n d a

a Ring of Regeneration is giving youfits, hmmm?^ 
zapped by something abnormally caustit (Dragon's 
inform him that magically (or supernorma I Iy)-

regenerate due to a regeneration ring. These 
versus damage done by swords, arrows, claws, bites 
so have the MU roll a saving throw for the Ring

(notahigh one, say on a 
gets h i by the 

' ‘' V a'mp ires as
or 2, the ring tails to save) 

abovementIoned supernormal caustIc agents. 
a p I aye r- cha racte r ? Shame ! .

whenever he:

forgot to nieht-ioh 
' i ny t i db i t that W i Ione

i f you I
your '  5 e t  
(as long 
s o r t s  o f  
a d v a n c e m e n t  i'a
m-' read 'l.n a  th e

in my review of METAMORPHOSIS.: ALPHA' .above,, 
gladden the flinty hearts of D:Ms . ever y w h e re : 

oddball types as pi ayer■ characters, then M;A ibke to nave 
of ruies. If you want, you'can start 
as one of your mutations is increased 

wei'rdo powers--and 
t e £ o r anything 
Griffin's Q u i I

n e a t the DM

a l l ,  a n tf̂  o n i '/ w h e n ‘ 111 o r 
i ! ke oth'e i' peep l e ' ! 
a d V e n i' u r e r s i n h e

o f f  as'  a ■m u t a t e d  a n j m a I  
I n t e  I I i genebe ) w i t h  a 1 ;l 

d o e s n ' t  have t o  w o r r y  .aboutr: ' , 
e ' se l i k e  t h a t !  T h i s  was b r o u g h t  on- biy; 

a d v e n t u r e  '.'/r i t e u p  ( w h i c h  I do l.as.t o .fi ■ 
e i s  n o t h  i ng ''e I'se- i n  t h e  house . to r e a d - - I  .:nCio-in ' t  

a d v e n t u r e s )  and n o t i c i n g  t h a t  s i x  o f  th e , : t e ’n i • ,
w r i t e u p  v;e re  n e i t h . G r  H'Jman, El-van'  o r  D w a r v e s .  ; -

Char!!'', you rhonld really dig the se ' r"t;es, *^’'̂ ** , , -
SEAN SUM'̂ ERS: Phoenixes are much Letter looking than .the-:rules in

#̂l'6 for- 'Rakshashae. I have beeit toying wf'th the idea of Fire/A.ir/ 
Earth/Water Wizards for some t i me- now " 'the spe I I s and pe r i phlerai hs: ^
aboiit phoenixes seem to be a' step' f‘n -the r i ght direction. . Wha t ‘ N : wa-:Si 
considering '-/as avind'-the M'Us choose.an ejlement' to s pec La I, hze in:, -: 
one of the Four S u L s ta nice s --a n d tliey' wOiul-d be a.b f e to research non
et r. ad n rd spells in tli'at Substance, ei-.e. . . . You r Phoenix Rules have! : . 
given me some food 
yo'i know. The Spe 
"f iVei'Ph'ocn i X is a fire-based cree'’':re. u v,- : i . -jv-t
'"■'''■’KAY JONES: Your zine gets better all the t i me . . . r I n re :; Bladevi 
Daiw-t'ery i'll point out that it is, after all, a spell,: riot an edges, 
weapon;' Thus the fretting about 'whether a cleric can use 'the'ispe I f- ; 
j 5 'rativfir point loss'. For the lawyers in the readersh i p , I - submit the- 
followin'g spe i I : T^LUNT-'WEAPON BARRIER, specifications exadtly like-
B i a de’-'Esa r r i 0 r, but the name is different.-: God, what a stupi.d : , . ;
c o n t r o v e r s y .  ■ ■

for thought. If any th i ng ' comes of th i si,,, I, ' i I: thet< 
is seem uncoiiirncti I y restrained, though, gilven that.



CHRIS PETTUS: If you read my comments to GIenn BIacow instead of
only going through the zjne looking for comments to you'rself, then you 
will read the lines I wrote about the Armor Ana I ysis speI I. Your 
thoughts on Magical Manufacture lead me to ask you what level you think 
the following spells should be: I) DETECT VALUE (a spell to detect
whether a sword's major bonus is positive), 2)DETECT MINOR VALUE (a 
speI I to detect whether a sword has a secondary bonus, and whether 
this bonus is positive (note that this does not determine what the 
bonus is for)), 3) QUANITFY WEAPON (as if \ but gives t,he; numerical value) 
4) QUANT I FY, WEAPON FULLY (̂ as §2 but gives a numferical value), 5) DETECT 
ABILITY (which would detect the presence of abilities in a sword that 
was too dumb to speak), and finally €) QUANTIFY ABILITIES (which would 
detect the presence of,: and nature of, abilities in a dumb s®ord.
None of these work on swords that can talk or use telepathy unless the 
sword fails vs. magic (repeated casting is- useless).

STEVE MC INTOSH: Hey, your zine is BEAUTIFUL. Send some to
TWH too. ■ ■

MARK SWANSON: In re: lack of a familiar background for META-
MORPHOSIS:ALPHA: 
There's a lot of 
i t seems....Ward 
With D&D without 
One of the I oca I 
crank i ng up a 'M : 
report on same.

I haven't noticed any problems about background. 
SF/Lateshow Monster common knowledge floating around 
quite correct Iy made M"A almost impossible to mesh 
Extensive work, which was very smart on his part. . 
DMs in Raleigh who is presently between campaigns _is 

A game & I shaI I certa inly give a most full & comp 1ete 
Standby. '

By the way, have you read the recent novel by Ben Bova--"The 
Starcrossed" ? It has a cover (in paperback anyway,) that features a 
hero-type-with-raygun with an odd resemblance to a certain famous 
short- determined writer--and the title seems to be a pun on a certain 
a I mos"* -tota I I y-wasted TV show by the famous Gordwainer Bird. Book's 
dedicated to Bird too.... .

THIS HAS GONE ON :-ENT IRELY TOO LONG. RANDOMNESS THREATENS.
Thanks for your typing, Lee/

Dick Eney of 6 0 3 8 No.- 9th St ., Arlington , VA 22205 writes that....
"Dan Pearson has been on an overland in which his Elf fighter, Sinis
ter, .got hold of a Purposed sword. Brllliknt Jade made it to Level '
V and is going to he taking it easy and doing research on some novel 
spells until her child is born (early May).* • Robyn Paladin, Regina 
Cohen's first character, is finally getting d'h another expedition”; 
Regina plays him by the rules which some pe ople’' w o n ' t do with Paladln.s 
and has had .trouble finding trips that are all Lawful .

"*Var.dis Oathlady, Lee Burwasser's elf fighter-mage-, checked out ' 
Brilliant Jade's spell of Good Vibes and found it had a use BJ , 
despite her background, (or else because of it--guilt problems, y'know) 
hadn't thought of. Can you imagine lovemaking with s imult ane-ous use 
of Good Vibes and ESP? Neither could the Chang-Yagellons; until they 
tried it. It also allows both of them the chance to watch for BJ's 
fox-nature starting to act up. : With one thing and aneth.e,r- they made 
up for their lost opportunities without regard to the. time of month 
--thinking of i-t , indeed, as their second honeymoon. But more on 
magical phenomena during pregnancy later , perhaps...."



V/hat Trap Cjiarts? #7 Robert Sacks/4861 Broadway, 5-'V/NY NY 10034
(for Alaruias & Excursions #18)

Tantivy: I am not sure I wish to bei that severe, but we are in agree
ment on the basic philosbph3r of restricting raising dead.
Fortress of Sillyness: What happens when the citizens who activated 
the Home Stone die? Therefore one places the Home Stone in some im
movable location? ;; •: iw : :
Boatright? thy- Stev'e ^imm6hs/9626 Hayes/Overland Phrlf’fKs 662i2. "
Hoof (S: Mouth: 'Of'course Samurai are reincarnated, as’new-born Samurai -i 
wait 1 0 fo 2t)'years befbre you can-use him/her ̂ againj ’ ei,,r
Platinum Ragman: You have been warned.-'̂  ■ - ■ v’.  ̂ ■■;;rod
Gary Porter: A~^large portion of the North Am'n diplomacy commianity-is’ ■’ 
now" at least -g—time D^-, and a good n\uhber of other i)&Ders came from ^ 
wargaming or SF Fandob;’ What's -a minitourist? oc ;  ̂ /
Sean: Strange, it says Alarums & Excursions on the cover. Dragon mine’'  ̂
will be documented when the people at MIT-SGS who were going to ghost- •' 
write them submit the drafts; I already have given more description than 
TSR does - you want tha stats & specs. You couldn't find vatehes in 
EW either? Devout covj-ards don't play D&D. Whatis an official boston 
type dungeon? ■ ’ i  ̂ ^ ■ ;
Searchlight((with apolh^gibs to Albert Einstein)) In so far as rhetoric 
is not logical, it simulates the-real world. ’ ’
ClearEther!’: The English never completed the subjugation of Ireland. ■ 
Perhaps you would care tô ’elucidate us on what an Objectivist vampire 'is. 
Slacow: -YoU’mean the Castle doesn't have a permanent spell of protec- - 
tion against Alchemy & Transmutation? Imagine the situation when twit - 
is able to call on Paladin for feudal (military) service! I just happen 
to have many thousands of valar on call, but Imperial Nobility tend to 
restrain themselves. That's me-p 25 going on 40000. You must be refer
ring to'the "Roman Catholic church - you have heard of the Archbishop 
who is facing'down the Pope by insisting on the validity of the Latin 
mass; dr"perhaps the Episcopal church, with the allegedly unconstitu
tional ordination of women ministers. The operative word in your defi
nition is ''selfless" -'‘itf''you were to define "virtue" as concern for 
the welfare of others, then all the examples you gave could merely be ■ ■ 
"virtuous" instead of altruistic. Now the entry point for evil I indi
cated was f6r the perversion of "virtuous" acts to chaotic acts by al
truism; if you are going to start chaotic that is indeed a different 
entry ■ point f'̂ Tour closiihg statement implies that many chaotics recog- ' 
nize that thdir victims have the same rights as they do, and respect f  
those rights - May the Imperial Chancellor have mercy on your soul. 
Actually, wouldn’'.t seduction be justified rather than rape in the case 
of the sacrificial virgin, thereby removing justification for rape since 
it involves unnecessary force?
Summers: Phoeiiices, perhaps? ■ , .  ̂ ,
Spimrard: Good coliunn (more! more!); good answer on Kutuzov.
ON AlIGIf!-IENT: ((also submitted to The Wild Hunt)) Due to the uproar in 
the Diplomacy hobby (HSl/P! ) I have been overwhelmed with considerations 
of morality and alignment, so I will expound upon the threefold way: 
Ordinary folk farm,‘’prepare food & goods, trade & vend, mine & build, 
heal & teach, &c - they are the basis of society and are, prime facia, 
lavrful; Parasites prey on ordinary folk by force, fraud, coersion & in
timidation, & all varieties of the "confidence game" - they1are, prime 
facia, chaotic; Those who.hinder and punish parasites, and protect ordi- 
naig?- folk are also lawful - these are the lawful of D'^ tfigititirî â  
magic user,& cleric), and that is the guideline that 1 suggest should be 
used in determining alignment. This is not to say that every farmer is ’ 
lawful & every thief chaotic, but to discern between good & evil should 
be as obvious to the DM as it will be to the ultimate DM on the Day of 
Judgement.



BABYL-ON #2
For Alarums & Excursions; by Howard Mahler, 135 Bayard Lane, Princeton 
N.J.,08540, 609-924-4990. ^

I do not use,the treasure types or percent in lair to determine 
the treasure found in my dungeon. My current practice is to put in 
what I think is about right. Of course all treasure is placed in ad
vance. I know what the average treasure per room should come to for 
my dungeon (it of course depends on the level) and I see that each 
section comes pretty close to that average I/ve,chosen. Now this ,
practice is a little more work than using'the books method, but I 
rejected the books method when I found it totally unacceptable.

Rather than trying convince those who still use the books system 
that they should abandon it, I think I'll give some facts & figures 
I worked out before I decided to switch. This should be useful to 
those who still use the system or who play in dungeon-,who do. Perhaps 
a careful examination will convince you to switch. '

First, all figures for monetary treasure will be in gold piece 
equivalent unless otherwise stated. K will stand for 1000 g.p. No 
provision will be made for magical, items or maps as part of the trea
sure, these must be dealt with seperately. ,

A calculation will show that the average piece of jewelry, rolled 
for randomly (see vol.2, page 40), is worth 3410. We T1 use 3.4K as 
an-approximate figure. It's more difficult to calculate the value of 
a gein: rolled up randomly (see vol. 2 p.40), due to the business of 
possibly going up categories. Also the category of 25,000 puts an 
annoying irregularity in^which messes up the calculation. If o,ne ig.-f 
nores this last nuisance, one gets the figure 528. This figure is known 
to be off on the high side; ,5K will be used.

Now that one knows the average piece of jewelry is worth 3.4K 
and the average gem is worth .5K, one can calculate the average 
monetary treasure in the different treasure types: (all trea'sure in K) 
hli 'A2 ■■A3_ B :G .. D ■ E. F 'G H I 
43<-5 4^.9 92.4 4.0 2.5 7.5 3.5 -6'.9 24.7 86.9^17.6

With V'these figures all one has to do is multiply by the percentage 
in lair, dr̂ iô der to get the average treasure for a given type of 
monstdr. t,'ve done a few below^ particularly all those with the most 
treasure. (All treasure in thousands of g.p.), . '

Diagon--52.1, Lich--43.5, L$]jimasu--37 = 0, Beholder--15.7, Men (on 
land).4-.6.5, Stirge-4.1, Orc--3.7, Troll--3.7, Giant--2.6, Hobgoblin/ 
Gnoll4-*2.3, Bugbear--!. 2, Ogre-1.1'-

Ot'hers of interest are Dwarves--12.3, Roc--3.5, Centaur 2.2,
Carrion |Crawler--2.4, ■ Will 0 Wisp--.4, Elves--.9 , ,

Of c'pUrse magical items, also are an important consideration. The 
types carî -tbe put into the following order, with the best types for 
magic last^ and those between semicolons roughly eaual: B; I,C; D;
A3 ; H,E,F,A1; G,A2 . The conclusion is that with the exception of I, 
the ones with the most monetary treasure also have a good, amount of 
magic. Look for any treasure type A, or type, G or’'H, Less'worthwhile 
but still good I, E and F. Avoid other types, particularly B and C.
Also avoid those monsters with low % in lair.

A more' careful, look at the resultino distribution of treasure will 
show many things: wrong. First there is a large difference in the mone- 
taiy treasures ;r.so large is. the difference that the lesser ones are 
compariively insignificant. Also the system has no consistency. I can 
not argue with the large value for a dragon's horde, but why for i"n- 
stange is an Ore or Stirge treasure worth more-than' a Gia,nt's is worth? 
Besides many other such seemingly random determinations of who should 
aet more treasure, we've got the absurdity of all. Men having the same.



(continued from last page) Page if2 of Babiy-On #2, for A&E
This’-df’-'dours.e doesn't take into account the difference in danger,
from a footpad or an evil high priest. . ^Unf'ortunately, I do hot have an alternative to offer. I/d be-happy 
if someone- Would come up with one. „ , , -

*
..be:' : ' - ■ PrinceCon II , .
■ c.r-’ t : . • March 18-20, 1976 / b .
Vifhig Hall,- Princeton University, Princeton, N.J.  ̂ ^

For more information write David Parker, 122 Cuyler, Princeton Univer.,. 
Princeton. N-J., 08540. The main feature will be D&D, and you're urged ' 
to bring your dungeon. Housing will be arranged on campus for. free, for 
those who contact Dave soon enough. The entrance fee will be modest, 
somewhere from $l-$2. Spread the word.^ * .)(. ^ -x . *  * * * * .
I'd like to discuss a series of topics, which have been mentioned in 
A&E in the-past, but haven't gotten this point of view (that I®ve seen). 
Phantasmal Fireballs-- Around here such spells are unheard of. The basic 
'explanation" beinc that anyone,seeing a Fireball comina loses nothing by 
disbelieving such'a spell. The reason I don't allow such things in my 
dungeon, is'that it defeats the-purpose, of levels,_both experience and 
ppell levels. An MU5 can throw a Fireball while a MIJ4 can not; Phantas
mal is second'-level while Fireball, is third. Beyond these simple facts 
we can now aet into a matter of philosophy of the game. In those in 
which'the major,emphasis.is on role playing, the players are allowed .
td’b'’̂sh through such loopholes in the rules.- In others, and I side : ,
with Gygax on'my preference,, the interpretation of rules is based, on 
game balan.ee. To each his, own, but I, wanted this side to at least get
its say. - ■ j'’-" ■ . . , i . : .
Fireballs— -I'lany people run Fireballs thrown as sp€:lls as follows: , ..
saving throw means you get half, damage. Granted that the rules are 
not well written, but i belie.ve there' s no way you 
that this is in the rules. Admit you've changed 

away satisfied to-let, you run it your waygo

can convince me 
the rules a’nd I'll ‘ ' 

while I run. it mine: .
saving throw made-vs. spells is no, damage* The relevant guotg is from 
Vol. 1, page 2:0- :"Failure to-make. ....Scoring the total indicated above'
(or scoring higher) means th,0: weapon has, no effect (death ray, poly- , 
morph, parabiz.ation, stone, gr -spell)...... Wands o.f cold, f̂ ireballs,
lighteningyi -etc.:! .and. staves.̂  ,̂ re...treated'.as .indicated,, but saving._t_hrows 
being made result in one-half damage."-"Arcrue as you .will-the last sen
tence refers to the different types .af wands an'd staves,, which .are 
not mentioned elsgwhgre.̂ . while :the one before refers to . thrown i
spells which are also only - referred to the.re. Wands' and spells have 
different saving throws, no that .the rules do treat them as different. 
Now for these who insist on,when in doubt, make the spells stronaer, 
the loophole provided by poor English will be used to argue .that the ,. 
clear direct statement, spells sayed against give no damage, s'ho'uId 
be ignored in favor.of their l-ntGrpretation of a poorly written sentence. 
I agree that Gygax should have written, "Wands of cold, wands of fire,,; 
balls wands of' lightening » : e t c b u t  what -do you -expect from .the. man, . 
Perfection in writing rules, was-not.his goal; however, he did .give a 
guideline for setting up a campaign, and-in most.cases his intent can . 
be mdde out. Those who want to make changes, should admit when they 
do *so. . u . . -
iUnbelievable--Lee .Gold mailed some -lcack issues of A&E at book rate, 
on Dec. 4 (marked PM no less) and: Î  got .them Dec. 7 at noon!, From CA 
to N.J. that would be amazing-,for first class. Must've rolled a 00,



TMWMDIHSYS 2
TNWl'TNHSYS 2 i s  a product of the demented mind of Kevin Slim^ik ,(P0 Bpx 
Edwards^FBr'GA:^ 5 523 , 8 0 5 - 2 5 ^ 7 ^ 5 ) - 1 8 .  TMKTKHSYŜ ;2, by.it^e..-iia^7 . 
meafts '^Tact-ic'ai' Nuclear V/eaporis I'Jdn Never Have' to Say .Your' re , S . o r r y . r 
Those etoubting thie ■relevence'^of th is '" t it le  to  E£D are referred  to THE VIllD...

’ COlMi^S ON C0Ij>T:NTS ;Oi'.-.cotMINTS ON COMMENTS Oh OQiiMEMrS■ ON COhjT̂ i'TS.̂ .....
. ly- timing is, as ususaljinjpeccable; this -is being typed the week that A<TE 
“1? is going out. iiaxwell’s Demons really do deserve to be immortalized as 
D&D monsters.... if they haven̂ t.been already. Of" course, expect your type
writer to break down when you tiy to write the article I

Defiance/Cleary - I don't quite understand Your comment in A&E I6 about 
gross magic.' I think you may be referring to how I dispose of it rather  ̂
than gross items that I have/allow in any game that I'm running. I'm 
assuming you meant the former and answering appropriately.///if you are 
rimning the type of game in which magice is limited/restrained, or supposed' 
to be, one way pf preventing the players from needing golf carts to haul 
around their magic items is to have magical items go avjay on a regular 
basis,. One way of doing this is to require that all exposed or carried 
mgical items make a saving throw (or be demagiced) whenever they are 
caught in the blast of something like a fireball, cold wand, lightning 
bolt or dragon breath. Doing this goes a long way towards corbatting. 
magic inflation* (hagic inflation is a situation where the DI-i needs .to • 
make up new monsters to challenge the players because they have so much 
magic; it often leads to the creation of monsters requiring +3 weapons to 
be hit, which leads to art increasing abundance of +3 weapons, etc, iaybe 
you like this kind of thing, but I don't!) • •■ .

Griffin’Ts Quill/Charlie Luce, et. al. ~ Your comments to Lee deserve - Some 
reply, I believe, i-Jhile not claiming to be the most experienced in swithching 
worlds vith ray characters, I can state that I've done it xd.th an absolutely 
disgusting frequency,, The problem that arises is that one has a character 
that fits quite vrell into, one world/game (say a magic limited one); taking this 
character into a world where magic abounds results in a major decrease in the 
characters value. While, as a Dli I feel little compulsion to protect ny 
monsters from gross magic, I do feel obliged to prevent magic from unbalancing 
my world gjid.to prevent magic from depriving the players of the challenge that 
i s  offered  them in ny game. I guess this last sums up the arguement; I pride 
rayself on the challenge that I put to the players in ray game. Thus, even if ■ 
someone is nnly going down at a convention and there is little chance of his 
items unbalancing my world, I feel that he will not be experiencing ny game 
fully if he can use magic as an easy solution, rather- than having to learn
A nH ‘i'.V nY llfl /  /  /T  4- 1 -v̂ -4. * - ___ X L. ̂  X _̂•_L _____ X _and think]y//l also disagree with your comment td̂ Blacow that Disintegrate 
cannot do'in magical material, despite what "da'roolz" may say. Differnt 
worlds! , ,
A. DISCOURSE ON SA^glNG THH.OWS

For reasons which may become obvious in the course of this article. I'm 
going to talk about tbe saving throw and what I think it is supposed to re
present in the game, .Rather obviously, fhere are two very different areas 
upon which the saving_throw has some impact: in Ofte ease, it represets the
ability of a character to resist the influence of̂ 'magic upon himself; in the 
other, it represents a lot more varied types of action which we'll discuss later bn./ ' " ' ■ ' "o-":--'■' . .

First, let,'s consider the 'saving throw as a representation of the resis
tance of a character to magic, iy feeling has always been-bhap the saving A 
throw 'irrrthis case ‘represents ̂ he resistance of 'bhe/character'sVWiilli to . i'-.̂ 
something raagical/unnatural. This interpretation does fit in ra-fcher well, I

i
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ri'ithink vrith the ruies as they are written. Sleep, being a n5.tural.stat.e,.,- 

characters don̂ t ,get a saving*throxf aĝ -inst it. -This Interpretation does-' . 
lead to some rather, interesting conslusions. For ,example, the Jfi-lwaukee-D&D 
group gives people minuses on their saving throws if they are inyolved-in 
combat/not concentrating on resisting the spell that is trying to affect them. 
In'Boston, '4.4-i-s--;far more -coRBiionr for combat/getting one *-s blood up and adren
alin flowing to'give one pltiŜ s on saving throxv; at .leabt the last time I ran 
in Goree, once'4 character got " into combat he was imrriuhe from'sleep, and 
sleeping Berserkers was alvrays difficult! There are also-some who believe 
that the saving throxf represents, vs. magic that is, ihe closing of one’s 
eyes, sheltering of one's face, etc.; though this would have some obvious 
effect vs. physical spells like fireball, I generally include ST's for the 
latter in-the consideration given below. . •

So what? Well, by thihkirig out what you mean'dhe ST vs, magic to be, you 
can intelligently decide if the way you are doing them makes sense! If you 
agree with the will power theory, then it makes sense for higher levels to 
have better throws: their greater experience with perhaps the same spell
(or with more spells in general), makes them better at the act of will re
quired to resist any given spell. MUs are better at resisting spells be
cause they are more familiar with them.

All of this has little to do with the more physical spells. Spells 
like fireball, lightnipg bolt, etc, are treated entirelly differently by 
me. I feed-that the magic is used to set up a situation in which the fire-.f; 
ball is a riatT̂ al result; by analogy, a rock lifted off the ground by magic- 
is not magical when it falls...,the falling is perfectly natural. Similarly; 
a lightning bolt is the natural result of a charge imbalance brought about, by 
msigie. Saving throws for this kind of spell represent the same' thing that 
thê b represent for things like poison, dragon breath, etc.; they represent. 
the ability of a character to find cover or act quickly in gettipg the pbison 
out'of'his system. Experience is going to have an impact here obviously, as . 
ii-it is the gauge of hoxv able/often one can recognize a dangerous situation, and 
react without thihka.hg. The Saving Throw'vs. stoning by sight can represent,
the deflection of one’s gaze BEFORE it is too late; from poison gas or stone
breath, it can'represent things like holding ones breath, or going high or 
low to take the next breath (depending on the specific density of the gas),

I'Tow, all of this may have no impact whatsoever on your game, but it can
if you are the type of GM/Phl who trys to reason out the functioning of things
in his/her/its world. , : . ■ . .
CRYSTAL BALL GAZING DEFT, ^ /d .-b'

Next time we'll be appearing under the better title, DANGER 
intend to do a description of oho of the better expeditions I've ever had 
the pleasxire of making, that to the City of the Dead/lradetjown, run by 
Glenn Blacow. I'll give Glenn a chance to mke any corrections before!I:-2]̂- .A, 
run it. .

Also currently planned for the future' is the appearance here of twp''’. 
new Undead-type 'monsters (m̂  favorite!)t-Morgul Ndnions and Shades, and. 
of an Undead .Weapon type-, Morgul Darts and-Blades. Somehow, I dotibt that."!? 
the, .Morgul Weaponry will be the first in print'j but I'm unaware‘Of any, othCrl’'

Recent problem for me has been the lack of characters of the appropriatej/.-.,L 
level for me to find out if these new types play all that.well, ,I anticipate' 
an opportunity to test them', in"'St. Louis during'the upcondhg'holiday 'Reason, .

And that'ŝ  it, for this time. Sigh,, . not, even.one fight picked and hardly-; ; 
a Glenn zine '(not long, enough),  ̂ " '. ” X i J
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'7 , l 'i l ‘> • '•■ ' ■ ; ■ ■ ;; ; ;.i. , J.O'i > ' (iUOT' <; "Vliii I  \ *  ’LEE; j t|ut ljc>w fast ,do you af;e your characters^ , Even at seyen s^ne, 
'yaars^ per rea it will take a 'îiiiie i?pr . even tKe low
constitution characters to die of old ' a(i;e‘,'' Xnil, ‘ vyhfit'’with 
casualty fi?;ures being what they are in’nbst dungeons, I'bobehow 
do ihht I think many adventurors will . dief in, bed * ht : ,1. > •. : .nVJ

ERIC MINES; ‘NeVer heard of hini ' I’Ve heard of a Neil SHtipiro;
though, (l don’t ilike his'.'stories though— and I would; /
ndvize against buying any of;his works.) Needless to soy, 
we are most pleased with yotir Icist story— though, sotiehow . 
the style did seem a trifle familiar, sopiehow,

SEAN CI^EARy; I don’t know, whf̂ ti it’s like in; Mass.,, but out liere .
(f^lo Alto, to bp, ppeciso;)!fithere are not thnt many DM’s, (In 
the,,last three meetings-i of the Stanford based D&D group, I have 
been called upon to run j my dungeon not oiice, not twice, hut , 
three times.) ■ = pi

BLANCHE?/HILDA/J0GiiLOT; , It is to be noted that the elf, . Alarien,
used a phantasmal .fireball to blast the black dragons* And it 
was his actions that resulted in the elimination;of two (or three) 
of the four,blackidragons. Also— the flail wery definitely 
controlled the dungebn 'going "master," Alargi > '

' I ; .1 . 'KEVIN SLIMAK; Now that you’re on the V'est Coasty perhaps I’ll get
a chance to try Hellsgate (.1 get down to LA every now and then). 
Perhaps sometime ttwterds-■•̂ 4ie end of December?

i  ■ i , ' ■ : ■ M i ; ' , ' l l !  ' )  !

CHARLIE LUCE i; r Aetnallvi.j aS il 'recall, good old Cugel the Clumsy had 
alii3%»ichance lafTIpullingOft off (or was that only 0,3%?). He is 
still alive, by the by. And now he is a 4TH level thief. Sigh...
dj _

finish those notes'? And could I

T 7  7 ' .  . '•'j • -v * '*  . ; *.7'. ^
7/c'hke addi^'4ifey i n d e e d t r y  your hand at turning , 
‘ither €he''’dusad 'dr ')ihe E ’Rali ‘into D&D types? ''(Speaking of .
which, are prou ever going to . „
î eb'Ma'̂ ôiSy "if y^u fh-aWe’ finlsh%^^ theWi? )S/*/Th'e per' cent roll on
det'ec>Plirta'gi'c‘did'WPt origlWate in StormGateV ' Ybu have to thank/blame 
onb’ of"’■ the *'P6*rrin Universe' ‘dungeons (or pefhaps 'Ikive"Hargrave ).

o • '  ‘ ‘ i ' f i [  J  ’- .( j  H . J ' - i  j  !

GLENN BLACqj ; There lias never been a non-player V/izard manufacturing1 r1i i tk rr + K cf d-’A'JkUiWwt'tU.U LlL )erse <fgoodiWs f'or̂ 'feald *ot/tfe4de the dungeonin the StorbGate
player character' iVizafd ,'will 'charge , 

and 'idy ' cha‘ra)d'ter's expfe'c't̂ 'jfb be charged. I run atabiit’ thirty or 
tsh ehar'a'cteVĵ rndk2!CMi.i;He level lawful category) anh''only

''’̂ b'he''!of‘theb' haS"4*4‘arrabr (f bPnd,' naturally enough, in Jerry Jack’s 
♦•vSiu’ Kuhh^gphda’‘’̂ lsoh bii'ly hne has +5 plate (from Terrizbn Arcades,

Dan PierSon’fe 'd'an'̂ bn)’̂ Prior to my Perrin Universe expeditions.
the highest plus plate was +3— one set of same, manufactured by 
captive wizards. The tlu-ee characters with the incredible plate 
just might sell their armor for the indicated prices (but that is 
by no means a certainty)j

.I-



T

NOTES FOR The Ul^FkiR0UND#12
GLENN BLrtCOtJ;(CONT. ) i ̂ )vrYou do not have to haYe"^'T>iagic-ifreavy~'cami»^^^ 

to , have problems with' C'To'dW, Hemicflo'ds and' Zeroea «* ̂ 'TJust i» «si«>rd; 
of shai*iinesis' or 'd‘̂ orpal swbPd WilT'do. 'And it onl'y''takes ONE i 
such, t'o’y^'aAd warridif̂  vvieldinf̂ * samb strikes fiil*st| i thor©
is a reasonable chance of wiping out the most powerful ’ ofgods ‘ 
/*/•,: 1 have no trouble rolling pp ihb/Characteristic^, of  ̂ , i ,
duniieoti creatures— I havd'^d computer 'programi that does 4^a'(and, 
whaf is mOre 'impOrtaHt, I'liavd'time to run rthe program: and-the

' I ' l l .  •/•.»/!•? ' ■ ••>:

Vfi

''Computer• td''’rbti‘' i t  'on'). ' ' ■ "i’ i, ::; ■■•-•in;!! rl ■/lira:-.'--
. i v M i  n.i - j j h  ; l i/ . -  : ' - r  ; : .a  i : ‘PAN PIERSON; Po you think you raight send me the stats on Paladin?

I might'l jtidt* Mve'a'bse for that little calling eard’4 .
i ilnov/ J iui ■— 1,: ;■ i:'Ui 1; _ r r] I )

JI
KENNETH SC HER; ,,^ape,pp~ lawful? Chaotic? Bulipuckpy, ,|lyil, yes. ] 

ChaotiC;!,! np.way,, .(if . w.e aye to,, ipsf^f , op, fl(>e; Gygaxiah four fold 
way, that is). -n.U. i: :,:i ...i-'-ir ,

SPEAKING OF G Y G A X .just finished rereading The Dying Earthy by
Jack Vancoj t,hpj ojther day. , As,, Y d  have many, statements in Strategic 
Review^ gnd;Tlve Dragon; to,, i-pd.icafp, i that Vappiap magicians were 
used as d t ’̂ sip pattern for ,the P;^ magic.7 user;?,,,iheyei is an ' 
interesting point to be raised. At this point, a. short quote 
is in order:.. ^

.,,The woipan hauled : .1 ‘), I, Mii\V
,ahorse high aroupdj 
, him with her sword,̂

, hapk on the ,refnsY"^eeled. hpr,”̂ M rjf!

n I

ehayged Tiirjan, , and struck at/ r
Turjan jumped back and whip free his own hia,d?<

When she lunged at him again, he fended off the blow 
and I leaning-f orward, touched the poipt te bpr aym pnd 
brought a drop of blood... i ,i,,. . : , :

' • ' From The DyinSg'Earth
I , , , Chapter 1 (Turjan o f M fir) . |

r pages 8-9 in  the tancey e d itio n
; i, ; Copyright ’ 1950 hy. .̂df liman ^periodicals Inc,

And'Tur jan’ oif'Miir was'a magician.' Yet'hefwas using a sword*. 
Hmmminiwn. i'. i'i'ii And lat’fer't (Chapter' 5 to he'! preciteeA" (or story'5̂
if! you ̂'prefer )*;’...'-‘M : '■ : ; • ;ij iu>\

: : J 1
' J  ' J  ! '

; .

OiM: , ;';ulah.Dhor grimaced, "thhe'en'odgh," though I diispute 
‘ ' the word 'ineffectual.* I khbw'Phandhal^s Critique Of
’ ' the Chill, I am ranked a' master of thd swohd^ ranked

among the Eight Delaphasians as a ..."
Ulhh’Dhbf ii4',‘ hbbdless t'6‘sayV'^1®®Hihgiblan ji And he is '
SKlLLfeil' With a' swordi *S6 i t  ' is  hot ehtire|.yy fbasonable to  ' * 
f'olibw'a "ihiagbs tiiay hot* use ' sWord6""approach i f  > one *Is  basing:
One's*'vieW' of magic'-'bh magic’ ih VahCe's Hying Earthl * 'S'Ô  Gary.
givb ' hp one th* th'b 'othbr--Vahcdan magic as a basis Or the'’pr‘Ohibition
’bf' PWohds.' (ilorriPle' non graWrtatidai constructiohythCr'e, bUt« • •

f' *''thkt* Lb'what’you ge'tĴ for composingJ at the typewriter )'r, i'>
! U , I  :.I i ' l s . U U / r i vinu-'-c.-i ■)- JI-!.1

ills:;
■nij

ii,fnil ) i. -iri
■ '>n'l (ill-;
i i ■! 1 I ')(! :' I o'! Toi:!'

.(

V/ OVi
htniii! Jeii'i;

o -Oii.'O.i Oil vd

■1^
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EIARL W BAKER: Now StormGate is requiring high characteristics for

elves, half-elves, dwarves and the like-0and then only 10% of 
such characters are actually determined to be elves,half-elves or 
the like* Needless to say, the non-human population around 
StormGate has taken a very distinct drop.

flEGGY GEMIGNANI; StormGate was, and is, a very dangerous dungeon.
Out of the last six expeditions (all by mixed first through third 
level parties) only four have even REACHED the dungeon (I run a 
wiliderness to the dungeon when time permits). And of the four that 
reached the dungeon, easily one man in two failed to leave the 
dungeon. Result? 60% casualtiev, approximately, on first level 
types, somewhat less for second and third level characters.
Lee was down on the fifth level with a reasonably strong group, 
and they made NOT ONE SINGLE MISTAKE DURING TliE WliOLE HLOOI>Y 
EXPEDITION, There is quite a difference between the way 
Lee Gold and Jack Harness will run a party in StormGate and the 
way some of the local turkeyswill run a party there. This difference 
is enough to change a 0% casudity figure to a 60% casulaty figure, 
/•/StormGate has sixteen levels, and MANY rooms per level, 
needless to say, some sections are more dangerous than others.
But I am able to accomodate virtually any strength party— and 
that is why I let in more magic than most. If thK^individual 
is a fool, all the magic in the world will not keep him alive 
in StormGate./•/ By the way—-the Holy Halberd is a grossity that 
I would NOT permit in my dungeon. I do not believe in allowing 
players to assign themselves ridiculous pieces of magic simply 
because they want to have them. I consider such artificial 
enhancement of a player character to be gross and intolerable 
cheating. The last person to run a synthetic character v/ith 
pl'Ony equipment through one of my dungeons became permanently 
persona non grata in my apartment. And I became sufficiently 
hot under the collar to tell all the other DM’s I knew in the 
area the entire story. The individual in question continues, 
unfortunately, to cheat his way through games.

STEVE MCINTOSH; Nice comments on the cost of manufacture,».
iVAYNE SHAtif; I beat you out on Hades Hounds, you beat me out on the 

Id monster. It all evens out in the long run, /*/ Where 
do you hang your liat during the Christmas break? I might be down 
in LA around then, and I*d like to run in Teraporalana,,.
(after the way you've gotten blasted it StormGate, I only think 
it fair to give you a shot at some of my characters for a change),

ken PICK; Loved the Chee Lan adventure. And I'm sure the good master 
Anderson does not object. Otherwise, considering the fact that 
his wife Karen reads this zine, I am sure we would have heard about 
it long ere now.

And I'm finished with my mailing comments on A&E#16— Thank the Gods!
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NOTES FOR THE IMDERGROUND im  
A»,seiiiĴ 3?9gular publication of ,StormGate Enterprises

- S i s  £. I  n i _____________ o o r  T i ~ . S   ̂ D - 1  A T 4- / - .by Nicolai Shapero 225 Greekside Drive Palo Alto Ga. 9^30^ 
phone■'iH5-49iJ'-3732 Do not call before 6:30 PM or aft'er 10 PM weekdays

Sigh...what with the financial backer of the company cbming around for 
a demonstration, looking for a new place to live, and trying to meet 
deadlines for not one, not two but three zines, this month's c&lumn is 
going to be a bit shorter than usual. First, some mailing comments on
A&E#17.  ̂ ^
LEE: (in.,ref. to a comment of yours to G.Lu'ce): But if they offendedly reply,
"then I wont run here" after you have POLITELY asked that they refrain from 
bringing in their favorite grossity, than you are better off without them.
I have been faced with players bringing in (or trying to briing in) (l) A 
torque of protection from normal^Afjp magical weapons, (2) A ring of 
invulnerability to magical weapons,' and magic— ^̂in the hands of a dexterity 
18 fighter with plate and shield+5, and ring of protectlon+3 as well as 
a displacer cloak (another +2 on defence), (3) A 2 handed sword of Annihilation 
(any target hit is instantly destroyed, no saving throvr)i and last, but 
not least, (4) A ring of omnipotence— making the character completely invulnerable 
to all attacks. I think there has to be a point at which the DM pilitely 
but firmly informs the players that enough is enough. Some magical items 
simply cannot be allowed into a sane dungeon. (All four of the examples 
given are from real expeditions— I've had people try and haiiL all of them, 
at one time or another, into either StorcftOa-te>or Rainbot^.)
HARTEEY PATTERSON; Daleks? GOod grief.'\;Di, Who rides again...........
STEl'/ART LEVIN'; IWith any luck at allj^'Scq^t Woftoh-will'have gotten off his 
duff (hear that,^ Scott?) and writen up'the Death .Demon adventirre for this 
issue of AccE (#18). /*/ Re comment tO Kay Jones; Current laser technology 
is quite advanced, thank you. Periiaph not on this side of the Iron Curtain, 
but.../*/And the failure to capitalize the letters,of your’name was unintentional...
CARY MARTIN; Though a machine giJn in a medieval setting is most definitely not 
normal, it is by no means magical. Ibless, of course, you assume that Clarke's 
law applies (i.e. any sufficiently advanced technology is indistinguishable 
fiom magic)/*/l do not think we need another character class at this time
STEVEN DAVIES; Where on earth did your friends come up with characters like 
that? Lowest constltutlon=l8, lowest dexterity 15 (and all others have 18 
dexterity) eind lowest prime requisite is 15. Also, how did the thief end up 
with a charisma of 22? And all these h i ^  level characters are headed for the 
SECOND level of a dungeon? Gaaahhh. Monte Hall strikes again. GLENN^•^I'm 
beginning to agree with you.
CHARLIE LUGE; Birth control potions? Along with that cloak of restoration 
of virginity...AARRGGHH!!! Also, I am beginning to think your character types 
are RESTRAIl'IED, lord help us, After seeing Dave Yepp's new character classes...
HILDA: HATE TO DISSILLUSION YOU, HILDA, BUT THERE WERE SEVERAL HIGH LEVEL,
"AinfTHBIG GOESVEXPEDITIONS AT GENCONWEST. kj ' r , ■ .
EARL BAKER: Not ANOTHER system for calculating experience.J. •
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SEAN CLEARY; It appears as though we have another contestant in the' 
Annual Geraignani Incoherency Competition. And just how long is it
going to take for people to realize that there acxiSxXHKK is a good four 
hundred plus g:round milefe distance between LA and SF? Sigh..........
JBI ECKI'iAN; Why not tiy the ULTIMATE klutz system that follows; 

Base spell polnts=lpolnt/spell level that level MU may cast.
Thus a third-level MU may cast spell points up to a total of 5 
(assuming average intelligence). Adjust this base level as follows;
Intelligence: J-6  , multiply number of spell points by ^ and round
fractions DOIJI'I. For I=?-9r-multiply by j .  For 1=10-11, no adjustment. 
For 1= 13-15 , add 1 point per level. For I=l6-1? add 1 point at each 
even level, 2 additional at each odd level. For 1=18, add 2 additional 
spell points per level.
Probability^of a spell Klutzing=((Normal Spell Points)/(Spell points 
Remaining)) times (20-intelligence). The result is a percentage.
Example: Akral, I=l5, 6th level mage, normally has 4+2*2+2*3=14 spell
points base, with an additional 6 j)oints'because of high intelligence ," 
(1 point per level for 1=13-15). Total^Spell p0ints=20. ^
Spells cost 1 point per level, and let ;Us assume that Akral has 
successfully, and,safely, used 8 of his 20 spell points. Now Akral 
throws ,(or attempts to tlirow) a lightning bolt at the enemy.
A ili^tning bolt spell, being third level, would cost 3 spell points, 
leaving Akral with 12-3=9 spell points, and the probability of 
lautzing tljs spell is (20/9}*(20-1 5 )= (4\94)*1^10)=49.4?6.
Of course,, if, Akral threw a lightning bolt when he was still fresh, 
he would have had only a (20/l7)'^*(25-15)=13-8^ chance of KL.ttzing.
It Is to be noted that one never uses up all of one's spell points , 
under this system— as the klutz probability reaches unity VERY‘ fast .
All the kluts factors fo r a  mage may, under this system, bp calculated 
In advance of the game— which will speed matters up considerably . ,
Now, if the mage klutzes, the spell fails. And, assuming that the spell 
has so failed, there is a possibility of a double klutz. There is 
a per centago probability equal to 2/3 of that for the single klutz that 
thepe will be a double klutz. The effects of a double klutz< vary with the

ID, ■LOn e
Roiept spell— double Iclutz results in a loss of all spell points 

, Mental spell (ESP/ciairvoyance/ciairaudience, etc...)— same, plus 
mage rendered Insane for 2-20 days.

Transport/Energy use spell (includes virtually all other spells);
' mage dies, no saving throw.

: Hold portal, wizard lock, knock, infravision, and such like
■ ' "harmless'' spells result in loss of all spell points and.....

ij., unconsciousness for 2-12 hours. ‘ .
And magicians will be VERY restrained under this system (which is even, 
lord help us, tighter^ than straight Gygaxi^. '
P.S. SAVDIG THROUS ALLOWED ON ALL SPELLS
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SEKilli - M\idR BS THEB POH GIIAOS? ■ Ohy forget IV.'' f Î bvr tha''
ansi^r. alrQakyvi7chaoa vy-To me,, liori Arlochll J i 11! 5 U  Mi Ml 11II1 Mill MII 1‘

fiy;̂ c|rcatlons'aare NOT unrestrained. My BiCjnsters, at Ahls 
point/are to a great, fextent a response to DM's vrho are un:^atrained,j I find 
myself doing missionary irork to a great extent— trying,to convert! the-Heathen 
(with the svrord, ofi course) to THE ONE TRUE NAY! (is that egomaniacai ̂ enough 
for you?) Seriously, though— I do find myself trying to deal with some pretty 
outlandish toyb (not all of which I can ban) and I have to do something. 
/VAlsOr-corild yop' do something about your stencil cutting procedures? Your 
zine wail isloody painful to read.
G3iMI®IANl! /RE comment to S. Levin: Rifles in StormGate are not magical weapons.
Thus, if thb bullets used are steel jacketed, they would do- damiage to Death 
'Demons. Please refrain from making rulings on the vulnerabilities^and/or habits 
of creatures cr:eated by other M ’s— at least in the pages of A&E. ' (vJhat you do 
in the privacy of your otoi //// Dungeon though, is your own'affair.)
GLE5RI: StormGate casualty rates have returned to normal, novr that ;I'am dealing
with the gobblers. The last four expeditions at Stanford averaged 6O5S casualties. 
And as there are no non-player characters in my Ikiiverse capable of doing a 
Raise the Dead spell, death is permanent unless you have a h i ^  level cleric. 
Heedless th say, the intelligent players are VERY carefully training a nice 
cleric of their ora (novr one level short of Raise ®ead spell). After dealing 
vfith unldllables for so long, it is like a breath of fresh air.
/Vfbe job is going quite v̂ ell, thank you-, o Though it sometimes means vrorldng 
on Saturdays and Sundays, it is interesting :(and the pay isn't bad either).
It helps that I have my ora pet computer on the job. Needless to say, there 
are some very secret files hidden here and there vxhich— vrhen proper passwords 
are given— produce D&D material by the cartload. . *
/■sv/Don't you just LOVE your Olympia portable? Mine gave out a vxhile back alKS 
and I'm //////// borrovring my D.O.D.'s in the meantime. -
PETER CERRATO; Magic Absorbeixs are HIl'JE (vxith inspiration from Frank Gospherik) 
NOT G. Luce's. / V l f  that crovrd had shown up ready to go into StormGate, I would 
have sent them to the 12th level, not the 5th*
J.CONES/i'ilREL’s ICERROR: "Black rune svrord, indeed," said Toll, fingering the 
trigger of his .AA magnum revolver...
JACK Cute, Jack. Cute.. .AAAAAAAARRRRRRRxRGGGGGGGGHHHHHHHHJ I M  I M  i
McIn t o s h : I an not involved in a fued with Glenn Blacow. I simply did not -
feel like spending the time and money putting my comments to him^in A&E. .And'  ̂
his reply arrived far sooner than vrould have otherwise been possible.
KEÎ : Do you run any of my Death D%ons? (This 4^estion is prompted by your
comment to Lew N. in A&Ey/i?).

:.c.£
■ 0 ) ,



NOTES FOR THE UNDERGROWD ,̂ 13 Pa^e k

¥HO NEEDS A MAGIC SNORD?
In the StormGajse Universe, it is possible to purchase very special weapons. 

One, in particular, comes to mind that virtually any fighter would love to ovm. 
It is basically a +3 sword with extra damage. And what is best about it is the 
price— less than 100 gp. They are available in virtually unlimited quantities, 
and cannot be destroyed by rods of cancellation. All in all, a super weapon.

I can already hear Glenn B. screaming in the background. "V/hat sort of 
Monte Hall DM is th$s Shapero nut, anyway?" Of course, there is a catch to all
this. The weapon described is the Grayhawk 2. handed sword---cost=15 gp,
according to the table in Vol I (Men andMagic)., ,

"How is it a +3 sword,"I hear you say. The answer is simple. If you 
use the weapon adjustment table given in Grayhawk, the hit probabilities are 
modified as follows: ' , .

SWORD -2 i-;-l: 0 0 0 0 0 +1
2 hd SWORD +1 +2 +3 +3 +2 +2 +2 +2
. AC 2 3 § 6 7 8 9

Fiirther, there is a reasonable difference in damage done by the two 
weapons— a sword does IDS vs mam sized, 1D12 vs larger, but the 2 handed 
Hword does. IDIO vs man sized, JLS v s  larger. '

But what does all this mean? It means that with a non-magical 2 handed 
sword, my .fighter will generally have a better hit probability, and will do 
more damage udien'he "does hit, tham vfhen he is fighting With a +2 or +3 sword.
Of course, fhere are exceptions— if the monster can only be hit by a magical 
weapon, my fighter will be better off with a +1 dagger than his 2 handed sword
(any positive expected damage is better than zero expected damage).

■ . • .
But how bad is the problem? Let us consider the case of a 4th level 

fighter with strength 11 fighting a hill giant. Which weapon Should he 
chose, A non-magical 2 handed sword, or a t4 sword (inteiligence+5)?
The giant is AG 4, so his base to hit mm b e r  is 13. With the +4 sword, hiS. 
to hit number becomes 9, with the 2 handed sword it becomes 10. And if he ' 
uses the 2 bahded sword, he infill fight shieldless (increasing the Giant's 
hit probability from to 55%) • Most fighters (ie, most players) can , :
be cbbnted on to use the +4 sword as their primary weapon— it's magical, ' 
after all, isn't it? But the Hill Giant is larger than man-sized, so the ' 
dâ i|̂ ge done by the 2 hadded sword is 3D6, while that of the t4 sword is only _
1DI2. So"the actual expected damage per melee round is 5.,775 for the 2 handed 
sword, and only 3.900 for the -4l- sword. The Hill §iant, meanwhile will do .
2D8 per hit for an expected damage per mel&e round of 4 .5OO vs AG 2, 4.950 vs AC 3 . 
In other words, .‘the 4th level fighter can expect to do more" damage to the-.- 
Giant than the Giant xxi can expect to do to him, provided only that the 
fighter uses .a.2.handed,sw '̂d,,,,̂  ̂ .

In fact, a bit of calculation will show that, in order to equal the - ,
expected ddiihge Of'a regular 2 handed sword, vre must put a +11 sword in the , jr- 
haiids bf the indida^^^ level fighter. (That is not a mispring, folks-- , ' ^
I do mean a ■!4l'“st^6id).. I sincerely doubt that any rational DM anywhere is 
likely to let a +11 sword loose in the forseeable future, so I will stick .1
with the old trusty 2 handed sword. , , ,,

Of course, I a,m cheating slightly by assuming a larger than man-sized ' 
target. But even when a man-sized target is assumed, the expected damage from 
a 2 hander is greater t h ^  that for any +1 or +2 sword(save for the vorpal weapons 
and such like atrocities).  ̂  ̂ l j.1
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KIREL’S MIRROR ;#6  ̂ . ■ , ■ , .
Kay Jones' 3103 Chesiey Ave'.,,,LA, CA 9QOA3 A , ' '
intended for A&E ~# iS ,, . . . , , , . . .

STEVE MCINTOSH: re. Perns - require them to use firestoi?e and 
they',11 ĥ i reasonably accurate. As for magic use - men can't use , .
b&D spells in their original universe either. .. .// is-that a '
Pierson's Puppiteer I see in the. dungeon! ? That is : pcrSsibly. thb 
best rendition of one I've seen yet. His name wouldn'f be Nessus, 
would it? // First Hokas and now Twits! Keep it up, it's hilarious!

-  ̂ re ■ , ! ’ a: : i. ' • 'And now, just for yoUvr- Threads! . .. I ll
Taken from Anne McCaffrey's "Dragonfli^ht" ,'these are non-intelligent 
mycorrhizoid spores which traverse space, elongating into thread
like, form upon .contact with an atmosphere. They fall in patches 
like snow-flurries. Armor Class 9 with D4 hit points/patch.
Falling movement is determined entirely by gravity and wind 
along with a general procession across the land depending on 
the direction your world rotates (if it does). Attacks last an 
average of 6 hours with from 100 - 1000 patches/hpur. If a patch 
comes in .contact with an organic being it attaches and starts to . 
burrow at 1-6, pts damage/hjelee round until it or. the 'Victim is .. 
destroyed. This may be','dccomplish-ed by the application oh j 
intense,..ppl.d such as that found, "between" by teTeporting,pLpr y 
that of ide. Fire will' also, destroy them. Mechanical danxâ d'''

,ha.vo little to no affect* Atmospheric c,old.:',w.ill'alpp.' ■ 
destroy them, turning them into harmless black'idust:. . Upon .
contact with the ground, threads will immediately attempt to 
burrow 'and spread rapidly through the vegetation. Thsisp'; G::;,.:!; 
burrows can be destroyed by fire or acid but it: is: wise ,to. .dig 
them up to make sure. The best protection for the planetary 
vegetation (fMs who don't ,want .to wreck their own territory, ha,ke f 
note) is the introduction of certain burrowing .larvae ( called i ■ 
"grubs" on Pern) which render thread harmless. Frequency of 
atf acksndepends . on the wilderness !s source, of, ..threads,.y on . ly : , ; 
Pern they come from a neighboring .planet Ton la regular schedule ,■ 
during each conjunction of the two. For hit pr< 
treat as 4 die monsters, dexterity equivalent Pfpl6.. >:n.

STEWART LEVIN: Oh, you mean "Laser with-.'k. Z, &noti:Laser withjan ■ '
S. . . ." ̂ (thanks, Charlie). "Laceration 'Amplifigatipn by . Zapping ., 
Eldrich Runes"? ^chuckle*// Hand:.painted glass ■goblins;.,?̂ sighti!.
ROBERT'.rSACKS: ■ 1 was jiust quoting faren Anderson, Read '/Broken . 
Sword" and "Three,: Hearts and Three L i o n s " ,

i i y . ' .  ., ,,, ; . . . .'  ̂ ..pjrj , ' : / [ / : ■  ’ :
CHARLIE LUCE:!.. So you. printed it! (He believed, me! snicker^)//.,,, 
I see Heilborn hasn't changed.// Alfric is still managing to flub 
resurrect rolls despite C=15. Do you suppose he and Willis are

MARGARET GEMIO.NANI: , Interesting* .- Tour p,wn inyention,,9,n.from :
mythology., or,..a;: book? What's the significance:; ,pf the' "Steve , -. 
Marsh" comment^//-Right dragons. Mneofend ..ipybe magic users 
and rare.//. How do you pull a door op^-:mth.:a 10-pole?: 
Permabond? : . .. ., ' , ... . ... ':. ..

, .-1- "1/ , ■ ■ . ,



GLEN BLACOW: So? All I said ,,is that if you .stay out.'of 'each
other’s universes there should be no problem.'
TO .ALL- AND- .SUNDRY:■ Could we have a moratorium on- comments of 
the "My universe is better than yours because yours is too 
stingy/has too much magic." variety? : . :
JIM ECKMAN: And during the same melee round those hasted ores
who .aren't fighting George t-ake out after- Smucko and probably 
catch him.... .■ Serves, him right for go.ing expeditionihg-without 
knowing his spells.  ̂ y-; y ; ■ ;
GLENAGAIN: Good point about Dianists and undead. As I’eligions
vary: .considerabl.e, clerical types, should also vary. ■ ■ ■

PERRIN; Nice try. Of. coursê : you. realize an awful lot of ■
people in this thing will take one iook- .at the. table and scream, 
never noticing (a')-;it's, not your own creation and (b) the modifications . . . .  ' : . , . .

CARY MARTIN: Another antp-paladin. stunt involved polymorphing ■
a 9' bould.er (oprridors were IQ*' wide) into a pebble and slinging 
it at the paladin. Ten feet away. from, him, the polymorph was . 
dispelled, and.iCRUNCH! . (Speed, was.;.conserved. . If momentum is, . .;
one starts with'...a small rock--)"- And of cours.e there's the old , '
roof (or,..fl'oor)-held-up-by-magic stunt.// Ah, yess,. the mekhar.
Nice. Still remember the time Cliff Climber^ singlehandedly tore 
that minahaur/iapart, only to be accidentally hit in the back by 
an arrow from a klutzy'member of .his own party... ' ’ .
RICHARD SCHWALLh Or ''.Create ;V/ater'' to pht. out a fire elemental?// ' 
Do you use a typing plate? Might help. • . ■

SCENAflilO:
Mightaknowny mightaknown...

are. . .Oh', Jack Harness!

IMAGINATIVE STUNT OF THE MONTH: A friend expeditioning in my dun
geon killed'a carrion crawler, then carefully removed the tent
acles, binding them togethef.. Made .a dandy flail while, the 
stinging cells lasted (one dr two melee-rounds). '
MYSELF: ■ Oops! That' s ..dS/sp e 11 .user's .cphstit.utron = '/ turns , 
between Spells in the -ce.se -of clerfcal heals.,. . Maybe, 1* should ' ' 
just make- that for raise d e a d - d h d " u p ? '

SAM KONKIN;: Hmmmm.---Perbbnally I've' been using a sort 'of Hertp-
prung-Russell distribution fr'bm Law-Good to Chaotic-Evil for ' 
simplicity's sake.. How .would the "Chaotic with Lawful Leanings" 
type chafecter be •cla.asif.ietiid-n this month's writeup) under .your 
sysbem'? . i  ̂' "

HOWARD 'MAHLER: One solution to the magic item .of unknown proper
ties routine is to give the player a closed envelope with the 
apparent")̂ :rpp.erties, written,on the outside' and the real ones 
on a paper :‘on the inside.)' The next DM reads the contents.' There 
are some fri-tbre.stfng things’ floating about LA that-way.'' (I've,, 
always liked the’'bne suggested at 'Dundraedn--I - the paper inside 
reads "When you read this, chuckle a bit. Continue to smile 
from time to time throughout the game....")
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Of course some honesty must be expected from the players of 
any game! I've been on only one expedition when we found out later 
that one of,the party had been running a synthetic. Who'd gottpn 
killed rather quickly. And when his action was discovered, the 
■character was declared a simulacrum, and the entity running him 
was banned from most of the local dungeons. Usually a synthetic ■ 
is too. good and difficult to impossible to either play properly, 
or remain undetected; or else if of average characteristics, 
hardly worth the risk. One more point - if you were to do this 
and pick up a lot of loot by cheating - what would you do with ' 
it? If you've been obnoxious, none of the affected group will 
play with you again, and your home group knows what you do have 
in the way of characters, so why bother? Why play? 
endcommentsendcommentsendcommentsendcommentsendcommentsendcomments

I've been working rather hard on my wild.erness of late.
The place itself is a huge square, bounded by a wall, resembling 
a curtain of heat-haze which is difficult to penetrate. This is 
to keep people from falling off the edge... It seems the place 
was constructed by a pair of. gods as a sort of table-top war game, 
board on which they played various games. A long time ago, 
it is believed that they were called away to other, duties, but 
the gameboard still remains... . ''1 '

Anyway, I've been concocting a few of; the more famous 
wandering inhabitants.,;; Here' s a bit of'Legend, Ibre. on one 
of them, or: ' ‘ '' ' ■ ■ ''

SING 'HfeY FOR 'THE LIFE OF A WANDERING MONSTER! '
Ja'ala Windrider of lost Immryr cantered happily along the 

road. After three days of' being lost in the forest, it felt good 
to be back on any road. Of course, she had no.idea where this 
one led,' but' from the size of it, it shbuld lead somewhere.

Up ahead, the roa'd was .suddenly blocked by a mule-drawn .
waggon, several pack mules and a group of men on horseback. The 
waggon had apparently bogged down in one of the numerous ruts 
worsened by the spring rains and the mules seemed far less eager 
to move it than the/men-who pushed and tugged at them. Amused,: 
Ja'ala slowed to a Walk, moved up silently .behind the waggon, .then 
touched heels to the sides.of her horse, 'Evening Wind, pulling 
back on the reins. 'The'well trained warhorse reared, whinnying, 
and Ja'ala shouted-. ' The startled mules bolted, .neatly pulling the 
waggon out of the ruL and some distance down the road! ^

Almost as startled as the mules, the party turned to stare at ■ 
the laughing newcomer. She was, indeed, an unusual sight, with the 
delicate features,' slightly slanted eyes and nearly pointed ears 
of the high-born Melnibohean. Golden eyes’,; with a hint of sparkle, 
and long dark hair. She returned their gazes. "You seemed to 
need some help, there." She chuckled. - .

One of the party, a burly individual whose armor and sword,, 
proclaimed him a fighter, 'stepped forward. "We-.did indeed, and I 
thank you for your aid’. ; T'am Andre ;-Goodalfson of Woodley , leader 
of this expedition." : ' ' ' ' '

"And I am Wa 'ala'Windrider of Immryr." She watched, but no : 
comprehending'expression appeared. Could it bee that they didn't
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know of Immryr?! "■ : ... . , ■ , .

‘''’’Wduld.' it be an intrusion to ask where you are' bound?" The 
man seemed'fascinated by her appearahce. "We see so few of the 
elven. kind?"- ’ :y ' " ’

So'that.’’a What he thinks I am, she thOught and smiled, slightly 
to herself,- -rejplying "Not really. The next town - wherever my 
horse takes me." ■ ■

"We'would be honored by your company on the road, then."
She chuckled again.' "Perhaps I should accompany you for a 

v/hale. The road is- fuli-bf^rUts." '
And sb'' it w e n t 'Riding along with them, Ja'ala learned that 

they were a predominantly lawful expedition'bound for the feared 
Runecaverns in search of treasure and glory,." Andre would be the 
leader in-, the descent ; a man of considerableffighting skill although 
Ja'ala-wondered about his wisdom in inviting a.chance-met 
stranger -along without- so much as checking her allignment. Of 
course in -this'universe, Ja'ala's MelnibPhe.an accent matched no 
allignment tongue, and she did somewhat- resemble an elf if you 
were unfamiliar with'elves - which kindred were notoriously either 
lawful or Ueutral.- Ah, well, the man was- obviously infatuated' ■ 
with her appearance.. He made it his business to, introdube her 
to everybody -in-the group. - ■ .

The- others who: planned the actual .descent (as opposed to 
baggage-g-uards) dhcluded four other fighters [Martin of'BaVery,- 
tall and spare'y-' favoring a'huge broadsword; John NoName, a'wandering 
mercenary- t'Vho'sb tales' of past exploits -Indicated a tendancy 'to be 
a bit reckless, parrying ,a flail; Lady Alice of Norbury, ,
slighter--than, the rest but with great agility and the skill' to 
handle two- slender sWordS at once; and Sir Rolvan Fairbairn, 
a hobbit- of greater than average height for his 'kind, who favored 
the "shortboW, but also 'carried a shortsWord. ], two clericsn 
[ Albrek, tall and .sleridbr, carrying a mace, and Arthur, short’ 
and wide,; carryihg a flail. '(The straw and the bean, Ja'ala : 
thought with amusement. )}'V a mage named' Vol, and the one neutral 
in thê  party,' Derthel,the theif. The* latter had his doubts about " 
Ja'ala-but considering Andre's legendary temper, kept them to " ' 
himself, even -when Andre went so far as to invite her along '
on the expedition.
an-j Eventually,' they came' to Erlan's Camp, the next town and asked 
for,'directions.,: There, was a path, it seemed, :old,' overgrown and .
Mtfle' used, blit wh.ich might accomodate' the waggon'. One'of the 
townsfolk'guided them -to the trail, but none .of them expressed . 1  
any desire to follow it. . - . . , . ;

, The- trail v/as adequate by considerable stretch of the .term, 
for it was barely discernable from'the- surrounding terrain.' '
RuhecavernS'. lay-a considerable' distahce up in the foothills of ' . 
the Dividing Range, but eventually, after manhandling the wagon 
over a seemingly interminible stretch of rockstrewn slope, they, 
arrived;’-' ’ • ----- '' - ',Ln;

- 4 -



Leaving^the group who'd signed on to watch their gear, the 
party.began the exploration. The entryway was reasonably square, 
showing.: signs of ancient. masonry vaguely reminiscent of 'the i. . . ' ■ 
occasional..square blocks found on the slopes around it. Embedded' 
in. one ancient brick was a rune of respectable antiquity. Both 
Volfand Ja'ala recognized it - the; "LR,,”,. or "Laughing Demon". A 
disquieting omen, that. . . :

Further in, a narrow corridor opened off to the left revealing 
a row'of:deteriorating and dusty, cobwebbed cells. Evidently, 
the caverns were , the remains of the dungeon- of a castle which' 
had once stood above where the scattered blocks now rested. ,
- Single, file, perforce, the party entered the corridor. The 
first cell was;minus a door, the bars haying long ago rusted.away. 
Fdr too late for the inhabitants, it appeared, for a dozen skeletons 
lay in various postures on the floor, or hung from manacles fixed 
in the walls. Considering the length of time this place had been 
deserted, the relative entirety of the skeletons was a suspicious 
note. ■ . . .

Sure enough, with the entrance of Andre, the skeletons suddenly 
became animated and sprang to the- attack. Undead! He parried 
two swords as Albrek pushed forward past two others and charged 
into the room, calling on his god. ; Before him, the skeletons 
-crumbled into dust, except for one, who■fled only to be smashed 
to bits by the broadsword of Martin of Bavery. Thus ended the fight,

: They moved into the room., sifting,: through the. dust, but found 
nothing of value to anyone but,an entomologist, for the place was 
fudl/of spiders. . . 1 .

Back in the cqrridor,. they continued on towards the end, past 
empty, decaying cells. Andre led, sword in hand, with a torch .. 
in the other, shining it through each rusting grille or empty 
doorway..: ■ Suddenly, he stopped.u V.Hpy. up,. I ’ve found something."
 ̂ The- room was filled with, ,a md-rky imist through which it was 

difficult to see clearly., - Somewhere, in,the depths, something., 
sparkled, like metal in the light, o.f ;the f orch. Ja’ala, Moonfire 
in hand, worked her way up to the front. "My sword detects magic, 
and other things." ; , . ■ ,
....' The sword sparkled faintly, testing., '"There is indeed magic 
present," the calm, familiar telepathic voice observed to her. ■
"and more, there is life, but a great confusion as to allignment.."

At this point, John, who’d"been muttering excitedly suddenly 
saw through the mist, as though it had deliberately parted for 
:him. "Gold! .And diamonds!" Heedlessly, he rushed past -Ja'ala.

"Wait!" she called, but too late, 
an agonized yell. From within the murk came

""Immryr! Ja’ala shouted, slashing, at the mist . It parted 
before the blade and Ja’ala laughed as she felt the stolen energy 
sweep up Moonfire to her--han(i. . The mist might be alive, but-’it 
could be hurt! Joyfully, she charged to the attack, the,others ■ 
close behind. '



It was a strange battle, for the mist foughb; not only by, 
strangling, but by thickening about them until the fighters were, 
in serious danger of striking one another. It:was slash, dodge 
and ̂ slash again, for to stand still was to; allow the ̂ mist .to tigh
ten about one. ' Yet all battles‘end and eventually the mist thinned 
and vanished. :A glance around the room revealed ali to be still 
on their feet - all but the impetuous John, whose body lay amid 
the pile of gold he'd died to gain.

,Albrek knelt beside him anh shook.his head. "He's gone.", 
he said. .. "Alas I aria not among those of ray order who have been 
granted power to revive the dead;" - :

"We will bring him out .with us and see 
. Nameless he lived,, but nameless he .

Andre crossed to him.
.that he has decent; burial. 
will not go forth, for his headstone;will read "John the Valiant" 
and thus let him be remembered." '  ̂ ' i .

'John, the Brainless would-be'More -like it, ...Ja'ala thought.
Less sentimental and more practical, she and Berthel were inves
tigating the treasure. Berthel's skills had dealt with the 
guarding:trap and the ,pile was considerable . 10 000 gold coins
there were, stamped:;with .a isun disk on one side and a'rather puffy 
face on the other.' A diamond necklace lay; in the 'ruins of a , 
silk-lined' box besidei a ruby tiara.. And a ring, a simple band, 
of some sort of animal'horn.;, Berthel touched it with.dis dagger - 
which could analyze .magic to a degree , , then picked it up and ■ 
slipped it on. "It's a ring of true-sight.."he began, looking 
at Ja'ala.. His voice faltered'to a halt as.he absorbed what the 
ring had 'to say about his companion. Power far-past that of the 
others in both fighting and wizardry. That, and confirmation of' 
his doubts about her allignment. As a. neutral, he had not that 
much against chaotics if they meant him no harm, but if the others 
knew.', ^  S:G ■ -\ , c ■ ■ : ‘ ;

Ja'ala saw the comprehension in his eyes and smiled ironicaly 
as the thief handed her the ring. "Here," he said, "as the most 
formidable raember.of the party you really should be the one to 
wear this.,", .He added to himself and it will be a lot safer ' 
for all of, us than if' a lawful wears .it, and'looks at you! .: .

Ja'ala slipped the ring on her finger, and turned at the , . 
sound of metal on metal. There in the door stood a large burly 
ore in full,,,plate armor, sword in hand.' More were visible behind
him." " ' " ' : ,. ; ‘ , ■: - -

"So!" said the lead ore, "Trespassers! 
bound. ; Stahd away from that, gold!;" .

Looters too. I'll be

,, Smooth as silk,- Ja'ala replied, eying him'cooly. ."This treasure 
is ours by right of conquest. Ti'/oulds't care to dispute it?" Her 
eyes were , mockingly amused. . i c .i: ', ;

The ore was disconcerted, but continued. "Trespassers have 
no rights! Surrender in,'the name'of. the , Runecaverns militia!"

"If you would, live, flee this place,!," 
iron, her hand on her,Sword hilt.- ; .

- 6-
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Sword raised, the ore stepped forward only to be amazed at 
the speed with which her sword left the sheath. His last sur
prise,' fori it promptly took him .iri,,>the throat.

The battle was short but decisive, leaving five dead ores in 
it's wak,%.. None of the party were killed, although Martin, Andre 
end ¥plj had been mildly injured,. The clerics busied themselves 
with the. three of them, praying and laying on hands to the swift 
repair of the wounds. Arthur, who had seen J a ’ala take a slash 
,oa the arm crossed: to her to render assistance, only to be told 
she needed none. ' ” ■

5:;, But: I saw you w ounded!" he protested. . , "
' :£•

Ja'ala silently showed him, her arm. There’ was a slash in the 
material plus some blood - but no wound in the arm beneath.
"As you can see, I am unharmed."

The puzzled cleric gave up and returned to the others. Ja'ala 
shrugged mentally.^ She supposed she could have told him the truth, 
that if she so desired her sword would deliver to her the energy 
lost by the enemy in the wounding o f :him by the sword, to the repair 
of her own hurts and the enrichment of her own st.ore of energy 

you could never> tell how lawfuls would react to such thinsis 
Best not to take chances, jeinv ’ . : - .. . ’ ^ ’

T u 9^? carried,, along with the body ofJohn NoName/Valiant/Brainless, the party returned to the narrow 
corridor and passed on towards the wider one. They reached the 
end without incident, when Martin, as point man, glanced cautiously 
Beholder^" 'withdrew hiS; hea.d and gasped "A

’ ■„ -1 ■ ,,| 30' ' "I: ' ■ ■ . : , .
• behind Jini'sneaked a peeki'’and laughed! Sheath
ing Moonf ire, she moved ;her hands in a brief, but complex pattern, 
said three words, and pointed dovm the corridor. The false 
Baholdep image had vanished to rev^eal a small, terrified mage.

He tprned.tp flee as Ma^^ brpiight up h i s  bow, only to stop 
short as Ja ala called "Halt! Cans't outrun an arrow?"

stood there as the party appro-
a S i g n m e M ^  inquired Andre . ̂  " A n d : what is your

At thd lawful accent of Andre's coramonASpeech, the mage ceased 
shaking as badly and replied "L-l-lawful, kind sir. And I was only 
trying to get back but of the caverns;alive.". 1 :. ^

"Why;were you alone?" • i f  Xx
'/L o

H ^ friends, but when we went into a room
his back trail, "we were ambushed by basijisks arid they all.were tupned to stone!" ^

9y, this tii^ef' to be noticed- by! the Ijttle mage.
them backf'^^^ asked ?ol. "Irdon't know how to changeem ac .



M:ol shook h±s h&adi, fear I iiave.-nĉ  that: skill."
, infl :: ̂ i:-: '■ ' ■ ' y: _■ ;

The mage looked grief-stricken. "I know no one who has: it. :c 
I fear my friends are doomed to remain statues forever.
■: Jh'ala began to feel sorry for the newcomer. She'd not mearit

to reveal the extent of her own mage skills, but... "I can undo - 
this-efell." shelsaid softly. "If you will lead me :to them,." J i -

The others stared at her. "Warrior and mage! 'Andre whispered. 
"Indeed your kind are powerful!" - '

"Indeed they are." she replied, adding mentally, if not quite 
what you think they are. Reminded of things she would like to 
forget, she quickly turned to the mage. "I am Ja'ala. Who are 
you?"

"Melkin." he replied. "Melkin of Darelth." He added., 
"They're down this way." Nervously, he led the way.

Past two more corridors, they came, at last, to a great 
circular pit which gave the appearance of having been chewed out 
of thei neck floosr.' A - sort of spiral stairway led down the sides 
of-it into-the blacknessi similarly chewed and precariously slipp
ery. Melkin indicated the pit. "We must •descend here."

'̂ 'Martin eyed the ̂ pit-̂ hubidtisiy. ' '"I'm 
mule." he remarked. '-‘"I

we didn't bring a

- ' - ' Roped together,^ the party made it'.ŝ  descent'carefully. All 
but Vol and Ja'ala; who, with a few giedtures-and-a wc or two 
floated gently down the center of the pit to the annoyance of the 
others. Melkin, who had not the requisite,skill, as yet, resign
edly" climbed down with rthe others.' ' Evehtuall'̂ ;,'';though, the torch . 
light showed bottom, and they came safely\d6Wp.'.̂ ’ .

They stood i-ih a small circular space with five corridors 'rad
iating from it. Melkin searched the corridor mouths until he_ 
found fa symbol’ carved into t’he stone Wdll and whispered. "This

„  H  i ’- r- r. - ' - . - - ,  ■ ‘ ' I ) " ’ . .  ̂ ■one". —  ■
'The tnnnel'Was long, twisting and ,€urn±rig, rising and.falling, 

widening and narrowing capriciously. It had the same chew;ed look 
as the pit and more than one of the party found themselves spec
ulating about a burrowing race of creatures which ate rock,, tunnel
ing up until one-day they broke inte;the dungeon and thence into 
the castle bringing it to it'C'-hcrrihle dootn. All kept a ‘wary 
lookout speaking, if at all, in'whispers. They passed a number of 
tunnels? doors? rooms? until they approached a .narrow section , 
approximating a doorway. Melkin halted them;'̂  plointing to it and 
whispering, "In there." cOCBnl vu: ‘. ' ■

' ̂ ̂ 1 '-f cj. ■' V ■ ■ ■' ■ ' ' ■ ' ̂ ' ' f ‘ 'Ja'ala had been quietly cdnstruching 'a Wlqard: eye and sent , 
it scouting carefully "in to‘locatW the basilisks.'- There were 1+ ‘ 
of them scattered about. Reporting locations and room si.ze to. 
the others, she drew her sword. Archers'ready tb fire, and mages ., 
to throw spells, they attacked. ■ ' " ’ "



2 basilisks died in the first few seconds of the fight, 
from arrows and spells. A third died, it's head hewn off by 
Moonfire: short seconds later. ^

' - j - i i  : ii"i
•Tha 4th basilisk had been hiding behind the stoned party, i 

only to make a dash for the door - straight for Ja'ala who was 
still busy with #3- Killing it, she turned at a shout, in time to 
see Andre charging the beast. His sword struck deep - but the 
basilisk's shoulder touched him as it fell, and he froze motionless.

Ascertaining the death■bf all 4 basilisks, Ja'ala sheathed 
Moonfire:..j'''¥hat, already?",'the sword complained.

"Greedyl You had ond all to yourself." Ja'ala replied, 
amused, and walked to the A n d r e -statue.

He looked rather better that way, she considered, thought
fully. Quieter, too. Oh, well. She performed the spell and 
he straightened, again a living man. , :

Leaving the dazed ;Andre to recover, Ja'ala followed Melkin to 
a small group of statues in combat poses. 5 spells later, they 
were himian again, gazing about in:astonishment. Melkin explained 
the situation and soon they were all chattering away with each,..., 
other and Andre's,group. Bored with the conversation, and haying 
investigated the treasure - an improbable number of silver 
coins and a small sack of gems,(which she appropriated), Ja'ala 
stepped outside the entryway in search of quiet and to watch for 
trouble. V/ith,,all this noise...,. Oh, well, at least there was 
another exit to the room, currently being guarded .by Sir Rolvan 
and his bow- She constructed another wizard eye, the old One^haying 
been .ctŷ pelled when she drew her , swords , and sent it on dpwndthe 
coYridor- Sure enough, about 60 feet' away she saw movement-. ,
A closer look revealed a gaunt skeletal form with dull ‘ parCfiment- 
like skin wearing an old and crumbling robe and carrying a wand.
A. lich! For the first time in the expedition, Ja'ala felt fear. 
.Only the most powerful of mages could cast the spells required 
for this sorcerous animation of one's own dead body by one's own 
tenacious soull ,

It seemed magic would best serve here. Quickly she cast a 
spell of haste on herself as the lich approached, then began 
another spell. The lich aimed the wand and fired a blast of 
intense cold striking Ja'ala full on. She staggered, nearly 
collapsing, but did not, quite fall. Somehow, she completed the 
spell;, and the lich stood still, watching her. Unsteadily, she' 
called. "Put the wand away." The lich obeyed. Weak with relief 
as well as injury, she realized her sp.ell; had, worked and she" had 
the lich under control.

L ■ - : I ' ■. .fnr ■ ■ ' ■Leaning against the wall for support, she spoke to the 
creature. "Who are you?"

"Kaelvin", the lich replied tonelessly.
Ja'ala was startled. "The Kaelvin? Lord of the ,5 towers?"

-9- "



"Yes."
'-■j? a>; -e

Despite her relative newness to the region,’ evett’ Jatala/ had- 
heard of Kaelvin. Legend still told'df the- chan tic'ftionandh'Who ■ 
had once threatened to bring all the known world under his rule.
It had taken the lives mahyiiwarrions ̂ and the formost •'lawfdl 
wizard of the age to/stop hlwnnd evenicnoW-W centuries later, few^- 
dared' the region where itheulightningahlasted and crdiribling-/remains 
of the castle of :5 towers nti-11 darkiened' ^he landscape.’'Legend had 
it that; he M  been a big, hearty'mam Whose -concentratidn Oh magery 
and power had not prevented him from enjoying the physical aspects 
of life. Looking at. him nowy she could’’see' from his skeletal'- 
structure he had indeed been'tall, but nothing''else- remained^'past 
the aged remnant of skin stretched tight across bones and the^ 
burning- dark / eyes. ' She •shuddered a!- bit. - ’. "

. . ‘:'J; ti''/- ■ i'" -■ ' - ■ ■ ' t / '
Questioning brought out a picture of mighty spells bound before 

death and long’hiding in the dank caverns beneath'the crumbling 
castle. It was well -for the; country-"folk that few- had dared-It' s 
ruined interior'. Later, in his‘ wanderings he had found part- of 
a long tunnel and, following it came to this maze. The dry, flat 
voice made the ages of wandering in the dUst and darknesS'- seem 
all the more terrible. Ja'-ala diverted to asking questions'- of his 
things- of value. . The wand turned dut/t-oybe/̂ a'/wand' of spell -stor-̂  
ing which could hold 3 spells. It now."b-ild'’two' - dimension'door 
and’ stone-flesh.’* - Hi S’’hands'bore' two c ring s'-- one, plbln copper, 
had the virtue of restoring damage'£bak-eh’’'at'a trbll-like rate, 
the/-fother,: a jadex band;;‘held within ifc;-3' wishes. ’ ■

■-  ; i o - .  i ; ; ’ m  J . . 1 - / p  ’ y s w / ” ' o n o  * h '  '
.She took both'.irings-iand the'̂  wand'i/henp kshdering the thing'which 

had: be.en* Kaelvin it:d turn it '-S'babk, -drew/MoOnfire and in one swift 
motion cut off his. head.'!-The lich; crumbled into a heap Of dust, 
as the stolen energy-of’his. life pnoUreUntb- Ja’ ala,' restoring the 
wound jofi'the' cold b l a s t 1 : 'i- .U ; ■ ’ ‘ u-- • ;

. She stood there lawhile, . absorbing/theb massive restoration and 
comparing the remains’before her ; with the'* Kadivin of legend .* She 
resolved, shuddering,::. tO' meet -death ■vi'heri;'. it- -came rather than* resort 
to such ..a fears.pme’.;'attempt at’’cheating itj and turned at last to 
re-enter the room. - *’. r '

.("There she Isi-''*'/It waS''Melkin, conversirig wf-th a tall, gaunt 
mage in a violet robe. ’ . '■ ’'a’/- ” . ;

,l f* o ■-w ’’ ■' ’”*' ’‘'’1^ '/■*';■!■ ” ’ ** ’
The-mage looked;...§t Jatala-, eyes widehi'ng-ln .'sfi’Ock. "That’s 

no elf, t h a t ' s  a'Melnibonean! "■  he Whispbred.-audibly jto Melkin. 
"They're C h a o t i c h e  was' Obviously tooi agitated ‘tO/ speak quietly. 
'/:/ *’\'!’ tat _ dc ■ ' -;(■{'! ' / ” ” ’ ’ '
.1 "Nonsense!;" Sa-ld/Melkin.-:''''She. saved .all ■pur- lives!"; . ^

The others looked uncomfortable, but noone else said anything.
even AndrO; ofhey'Cp.yed; Ja/ ala; w a r i l y r j,,.. 

Ja'ala felt disgusted, and less lav/ful the mitpte.;,.,.
"Just what is your alTignment?" the mage in' violet asked,.her 

directly. Insultingly-.-^nj '' ' * .'/•'’ •**■,. " * *
‘ ' _io- *'



Ja'ala smiled', ironic, mocking, amused and'‘t e r r i b l e . "Why 
Chaotic, of course." The wand appeared ,
the ma*e. "You were better as a statue." she pbseryed, and.fired. 
Instan'tly the mage was again stone, an outraged expression on his
face. , . , . f ■ r •. ■ . -

' 'Almost lazily, she reversed the wand. "’’’Arid now, farewell." 
Firing off the dimension door, she faded from vieyr. . To Welkin, 
aione', ,'it seemed that 'the alien ;',e'yes held .more .than a tr.ace of , 
sadness..^'. He turned. ;'without a word.'^as ,'the ..a.thê  ̂ out of. shock
a n d ‘began .talking a'i'lf at iphc^^^ ;and sta;rted''fdr .jthe exit from, ..theP 
‘d'uhgeo.n.'‘‘‘He w o u l d ‘maKePitpp.ut. u^ ' * ' , ..

. 3i'liJa'ala^, meanw;hil.e.,'"appe'ahed on the surface and̂  gathene.d her., 
gear. The boldest of the .guards approacheh her* . "Where'.are the 
others?" he asked ..cdripusly.  ̂ '. .' .. h ,, ■ : i ■

She swung,onto the back.pf her horse. "They’ll be along soon."
■ ' ' ........... i ' ' ' X, ■ ■ ■ ‘ '

' ".I'lHiy'’did you return, sp. ;eanlyj?h .Not accusingly, but in friendly 
curip|Sity;.;'h . p , :  ‘ p  . h / p f  ' ' '  . r  \  ; , .

P'"Thgy ,'.dM need..me..V': Ja'ala re.pliadh with a faintly i.ronic
smile, "and cantere.h off dowr; th'e,.rpad,. 'P,f . . .

■ TiV ' ■ iW -lg_- .V -:, . ■ ■  ■L/O V

eEhH0Hh~050E0H0H0l0'50E0H0E0E0E0E050E0H030“‘056He505e“0H050E0H0H0!: ■ M ' 3 ' hi X‘:> ' rw p ‘ - 'p . • • .
HELPFUL H ints for r a n g e r s from the’'SCPu'f, F i e I d Bob‘k 
( read i ng‘ the F i e i d Book in I ts e'h t1 rety g i ves +l level tracking 
ability to Rangers, helps non-Rangers track as a Ranger-I)
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Untitled Letter Recently Received from the Eastern Wi,lds
To the Fair Master of Eldrichry ' .
Ms. ’Lee of the GoId^ Clan, . "

I bid you greeting and glad times, as I approach you with a case 
for your iind consideration and active help, should you deem it fir 
for your‘'yowers at this time. " '

We' who live in the Eastern lands, beyond the pillars of Rock and 
the desolate wastelands beyond, beyond the Amber Waves of Grain and ' 
further, beyond the Mountains of little Stature but great Poverty, 
even to the shores of the Ocean of Violent Winds, here in Boston Town, 
we speak at the Inn of the Golden Hole near the Fount of MIT with 
divers travelers across the face of these lands. .

It' is often spoken that yours is a land of mirth and sunlight, 
with many who sing and tell tales of wonder’s beyond the ken of 
ordinary folk. It is said that by powers of Unknown Sorceries you 
have captured some of. these tales in a Tome of Great Vision.

' It is also often said that through your powers of control over 
the ensorceled red, white and blue magic boxes found in olden times 
on every street and corner, you may transmit parts of the Tome at . 
your leisure. To entice you to exert your powers, it is said some 
Scroll of Treasure Findfn.g must find its way to your hand, whereupon 
you will cause to appear in ‘distant lands from which the Scroll was 
sent, a copy of the Tome of which much has been spoken.

It is rumored' in certain whispered tones that there exist many 
past parts of which many have partaken. We plead with you that you 
send one of each which lies in your power to bestow.

The remotest wilderness in which lives the inscriber of the runes 
you now read can be reached by muttering the Spell of Distant Message; 
"Oh powers that guide the.flights , let not this burden fall into the 
hands of a Great City Postmaster, we beseech you!" over the runes 
of Power written:

James S. Michie
Briarwood Lane . . _

Marlboro, MA 01T52 '
(6lT) l+8l-lt330 ....... : '

omitting only the last line. Following the Singing of the Spell 
and the Inscricing of the Runes, sim.ply drop the bundle of such 
Tomes as you are able to command into the Chute of the Ensorcelled B 
Box over which you have the most power at the moment.

Your ability to read the runes of the ancient languages will 
allow you to follow the enclosed Scroll leading.to a small.treasure 
of copper pieces nearby where you are said to live. Thank you for 
your kind attention to my plea, and be certain that 'till the lands 
part again, we will remain as always a humble and obedient trollish 
devil, yours to command as you weik, . , .

Jim Michie', 
Mage of fey dark deeds r c.

Jim hae -noit̂ dt most of the aovQ.it s involved .-with"'the Rite of Mailing 
with precision but omitted to mention one of the most crucial steps 
in this arcane ̂ ritual: the placing of certain Emblems of Power
(otherwise known as stamps) on the missive. The more powerful the 
Emblems used^ the faster the missive^is said to be borne by aerial 
servants to its destination. Or in other words^ Jim, first class or 
Book Rate?
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BILLY BALROG'S OUN FAWZIIME # 15-
This is from f-lark Suanson, 71 Beacon St, Arlington, I'lA,; 0 2 1 ..Printed 

by Lee Gold for ,A&E 18. Typed just before I leave for Taxaschusetts 
after an extended trip home' to California. There uas a UILD HUNT colla
tion yesterday- wonder uhat went wrong this time.
RED FENRIS and THE TENTACLOIDS

Somewhere else in t.h,is, A&E should be Glenn F Blacdw-’s long promised 
Fenrist CleriC; writeup. The Shrine of Red'Fenris has been completed in 
my area. Red Fenris, of course, is a chaotic (evil) heresy led by that 
famous Fenrist hero; Fukab the Fang, fly write up is rather larger than 
THE TEf'lPLE OF THE FROG of dubious memory. However, do not intend to pub
lish them here, after all, the players have to find out themselves.

Uhy then mention it? (Yes, why?) As part of this effort I produced a 
useful monster, complete even to their role in the ecology. Since some
one was asking about puch questions, thought I'd show them why most don't 
havesuchcompleteness. ' '
TENTACLOIDS can be aproximated as amphibious, swamp dwelling squids.

They typically run 3-6 HD and have a bare armor class of 6 due to 
very tough hide. Colors vary with species/race, as does size and 

other details- that is, all tentacleids in one place will be identicle. 
They move 9" through thick vegetation of 'Uebs', 6" through water and 
3” on ô.pen 'ground or bare st-ore corridors. They are not found sin dun— 
■geons, but. shppe: Cihangers such as dopplegarig.ers and other .shape changers 
might upll aapume this form .if confronted with a web. If inside web of 
swamp vegetatinn treat them as 1-5 armor classes better.

It's body is typically 3' long with a 6-8' long tentacle.' It has
small tciple beak mouth (03) and TO-40 i(depending on species) small 1' _
tentaclas spread tiver its body. These..small ones are very strong, cap
able of boring through and ripping upi plate, trees',: etc. They will do ‘
03 damage (attack as 5HD monsters if withi.n§ range), but have a strong 
•tendency to enter and rip off body otifaces, put out eyes, etc. The main 
tentacle has some "teeth" on the inside and does 06-1 points/hit. After 
the first hit on someone it gets +4 for later attacks (it has wrapped 
around.) They will attack only in defense of their nests or when iraddened 
by thp scents ef rotting. meat, tentacloid blood^or while in rut.'

jhOy eat rotting.vegetation and the maggots, worms, etc found, inside
most of the year. While omnivores,, they avoid fish always and mammal 
flê sh except in rut. Successful conception requires a good meal of ;rotten 
f Ips.h,, (about d week old), with hairless species^ prefere.d.

Eco.momically, .their flesh is said to cure impotance. Their hide' reacts 
with, almost nothing and can be used to carry most potions and even mild 
acidsi. they produce marking secretions which are used as a base For '• 
perfumes'..,- love/charm potions, etc. They collect shiny objects. ' "

Tentacloids are semi-intelligent, usually Irving in nests inside 
swamps and staying within -̂-3. mries of it (depending on species) .'’The 
nests, of, in some speices, "villages^ have. 30-1000 adults. They ehcorage 
edible species,- dig trapholes and plant noxious specj.es for defense, etc. 
They savp vs magic at +4. levels, but it is sometimes' possible to win 
their' trusts and trade, with them. Since they communicate via smelL, , this 
will involve a special, species specif ic,diet and living with them_̂  a week 
or so a mont.fi. .̂f'lost rut in the spring, ‘but ■ 50?S rest of year. .. ’ !• . .
, There ‘ are both : giant and pigmy (pPisonous)-‘spediesi Some encourage- 

other monsters to lair nearby that to not threaten Tentacloids. Swamp- 
sharks, snakes and alligators are their natural enemies.



BILLY BALROG'S Oy(\l FANZINE 1 5 page 2- GETTING OUT THE UHIP
Alas, I'm stranded 3000 miles from the stencil correction, fluid. , 

Hence the-TTiany uncorrected typoes. This, houeuer, uill not keep me  ̂
from complaining about some' of my fellou stencil typeES,-'' .

Some of you (I might mention Sean Cleary, Charles Luce, Eric Bainss, 
or Howard f'lahler) are typing uall~to—wail, with no lines between par
agraphs, subheading or other aids to legibility. By this means you 
probably add W %  to the number of words on the page, but halve the , 
communication, since many of us just skip such dense forests of track
less prose. Please- a little mercy on us poor readers? .
BABY BLUE DRUMS IN THE DEEP BEAT SUEET 17
KEN PICK- THE SILMARILLION has been rumored tolbe out within a year for 

at least eight years now. ' ' ^
Using "real®' terrain seems to be a good idea,' Have heard about a 

couple of Uilderness Lords who use US Geological-Survoy maps. Extremely 
accurate, fairly cheap and easy to -producei Those parts of California 
you are leaving unmodified could be easily mapped th^s wap.

Have you considered using a "wetter*' california?. Say the equivalent 
of 500Q0 BC when the Mojave was an-iopen stream. Death Walley a large. ' 
lake and rivers rai all the way down the San Uoaquin' valley. I remember 
seeing a map for sale in Death Ualley park— you'could mostly improvise.
• Don't forget the spy cells, in Nexus, the merchant caravans that' ;. 
need guards (or riverboats), the pilgrams that need warding and other ■ 
forms of socially productdive effort for low levels in wilderness §ames.

STEUE McINTOSH- I far' prefer your second Hoka, writeup. Still would not 
accept them, since they donH fit in my game. Also, where will you.̂  
find a player intelligent enough to- run one? , _  ̂ ,

The twits I am familiar with as characters just have low wisdom. Your. 
Version may be more ''true—to—life", though l suspect twit has a dif.fer-r 
ent meaning on the two coasts, . .

I agree that Kutuzov in MOTE IN GOD'S EYE is..a paladin. , , .
KAY CONES: Uish you had seen my magic system in "action". Houev.dr, ps

for your proposed system; It puts a very high peemium on Intelligence 
for low level MU's. I think that a struct uEe:'where' the.: initial die

rolls''’do riot control everything is superior . -
Your Constitution based limit on offenside magic^works out-to re

quiring a 1 melee round pause for Con of 18, 2,rounds for Con of; 9—17, 
3 for the 6-8 range, A Cor Con=5 etc. Almost everyope, then, will be 
waiting 2 or 3 rounds after an offensive spell, regardless of whether 
he dispatched an .Elemental o.f a Magic Missle.. Using sp.ells only every 
3rd of 4th round will indeed' restrict magicians, but ar,.e, you sure you 
want to do it this way?

A equivalent,but easier mechanically, method .qf expressing your 
spell-point system would.be •ftlo use. "spell, level" points, but multiply 
the limit by the highest spell level a. charapter. can. use.

My solution is to gignore alignment, tonguesThey’have no obvious ' 
barallels, except for slangs or accents. Those- I have maintained. A ' 
wizard might' speak with the decent of’the Moors of Sorcery- very evil 
place, or with the lisping speech o-f' the Greenhalls of Gramyrie, a 
well known, reliable' Sbhool. ' Ui 1-1.' have' to remember that about animal

0



BILLY BALROG'S OUN FAi\iZINE 15.3 Plark Suanson
GLEMN F BLACOLJ- Well, out here a party ran into some LQLITS- except

they were dopplegangers. Ridiculous monsters are a great disguise- 
the party didn't even try a Detect Evil! Then the party uetpbed the 

corridor- and found out about Tentacloids. '
Who is Symblis n'Tayyis? She’s wearing a metal scaled- shirt, so she 

can’t be a Diannist cleric- what then? / A local hobbit thief tried to 
pick the pocket of the butler at the House of the Blue Rose, most aris
tocratic of local inns. He was, of course, dealt with by the minions
of Honest Jerry- The Blue Rose pays 500 GP/year not to be bothered by 
nuisance thieves or beggars. Then there uas the elf that slept in the 
park- and got woken up to pay his 1 GP pasturage fee. Gorree is now 
about 3 years old. .

Tell; m'e-,-:- Glenn- how many Fenrist ;characters do You have? Fukab the 
Fang has only been building for a year or so- 'better get him early.
Even if THE Raster of the Black Blade and a few others are residing with 
him. Just think- only 500 miles downstream from Gorree, barely 30 miles 
from the chaotic city of YaChad...
CHARLIE LUCE- It is true, of course, that under Klutz Factor systems 

the USB of magic is neither safe nor sure. And that is the way I 
like it- De Gustibus. (wish I could spell).

SAPIUEL KOiMKIW- I, on the other hand, believe that Thieves can be Good 
(Robin Hood) but not Lawful in your system. Suppose it depends on 

-I'■ whether tax collectors are Thieves by definition. '■
Ctfomweil conquered Ireland in about 3 years. Admittadly, they had to 
keep handing rebels 200 years land lost Ireland after the U'ictorians 
got Rorality, but few conqUes'ts have'' been' permanent. ■
JEFFREY RAY- Ply rules give players disabled status till they

get down to half the additional points they oould have rolled 
(a 14 point hero dies at -9). If below 0, you lose a point each 

molee round on a 5 oiR 06, with additional losses if you do anything 
but. lie and moan and a chance of going unconscious.) It'ŝ  all' in my 
House Rules, printed in yesterday’s UILD HUNT. CLU arrests bleeding, 
CSU can geltl yeu up to 1 HP. i , ,

JIp] ECKRA:N:- Nob that is' a magic restriction system! As a .minor point,
----t-his dees- not- m-uch rese-mble -the other ’’klutz’’ systems' I ’ ve- seee^

so calling it one is confusing. I -trust your list is in 'alphabet
ical order? Otherwise we would spend an awful lot of time hunting 
through charts. Sure Gygax organizes his rules at random, but thats

lo^sst accepatable level. This does seem to be a workable system- 
but whore do you get a 3rd level RU djith a dexterity of 4? Smucko 
must be groosly lucky if he got this far!
EARLA THQRAS--' One character that kept bothering an artifact Necklace 

became first a 5” high ore, then an armless, legless 4" high ore 
with a zippered mouth. No one in the party felt like unzippering 

him. I prefer to get the idea across via reactions from the normal 
characters and monsters without ringing in specials.
SEAN CLEARY- That may well be a reasonable mass combat system, but you
should not try to describe it in a dense, tableloss, titleless blob of
text. Also, it seems to be a minor variant of SLJORDS & SPELLS.



BJLLY BALROG'S OUN FANZINE 15.4 . ■ ' '
SELF ’(#13)- This failed to mako its saving throw vs Confusion!
NICOLA.r 5HAPERQ - Sorry we missed each other. Those demons are, real 
; nightmares! . . : . ■ . " ■
STEliIART: LEUIN- I strongly suggest that you get some minature figures 

and a board to fight on. It stops arguments Kifxthgix on who was 
where .at. once.̂  It also is easier to pTay., I use 1” squares in an 
offset eheckdtboard- each being.3* equivalent. Hence one figure per 
square, most figures more 2—4 squares, etc. It is .also Ciasier for a 
neo to understand. ”1" am there and the. monsters are there, with 3 
friends in between 
the roar instead.

1  C i m  U  M  1 . Ld C M I C J  U l l t i .  m w  I t V - w  .i . ^  w  ^  . , . w  ^  y  —     -

Guess I won't shobt the bow after all- I'll watch

‘LEE GOLD- Looks like I'll make deadline this time., I tend to presume 
that raising is done by either ’player characters (about 5 Player 

Patriarchs in the Gorree towns at a time currently), or named non-player 
churhmen,. So far have wbtked up the nerve to refuse to raise most'
1st and 2nd levels. BUt‘ ‘when it's 3 AM and the player .just has to 
keep trying.. . - v i. ■ - .

SPELLS FDR EUIL CLERICS- ' , ' ‘ F .,: .
CRAMP (2)- D u r a t i o n ; ,  D6 melee rounds. A ff ects. ■i2-8 or 1, at +2. Range:
. : 18". If the target fails to save he is crippled by.pramps, fights

at -6 (no missle weapons or spells) and moves at-, half speed. ,̂If 
the victim roils .lees than (Con + Level) Oin: D20 he has saved and is 
only D4 dexterity points down for D6 melee rounds. Failing to save 

.. V S :  a ..Cramp. spell leaves you down 1 Dexterity point the re.st of the 
day, hon-cumulative. n , : .
Healing Spells- I allow them to take Cure. . spells. However, the bonuses 

are reversed (D6—1 for CLU) and 0 points.o f  c u t s  are possible.
Well, here it is 4 PPl on Dan 3 and I've run out .of :time. Flying back 
tomorrow, where I find out what's gone wrong at this month s LIILD 
HUNT issue. Listen, the drums are beating out TEEN ANGLE!!! .,

:Lee, Gold doodle in this place.

1

.'Str



B URGESS PORK PIE 3 .
If this gets through the Christmas mail jam its for A'’E18 and 

comes from Hartley Patterson of 7 Cambridge iload, Beaconsf ield, 
Bucks HP9 IHW, England.

Last time I should have noted 
place in Nick Slope b dungeon up 
were run by Ned. Nick's Daleks were 
powered by static electricity in the 
brought a supply of rubber mats they 
and the Daleks in my dungeon are thu

that 'Edmuhd and the Daleks' took 
iin Chesham. The non-Caranjans

from the first series, being 
floor. When Dr Who cunningly 
countered by fitting batteries, 
the Mark II version:

DALEK,
Tank is 2AC, 20 h

Creature itself %HD, 7AC, move 1" plus jump.
it pts, move A". Note being on wheels they can't 
Weapon is as Death Ray for saving throw, ranges 

save at rned range, +4 at long. Can also be set to
operates against living tissue 
r2 after first kill as Dalek

cope with stairs 
40/80/120 ft, h-2 
blast walls etc though normal setting 
only. Nagic Armour etc adds to sa\/e.
becomes overexited 

of a 'Wish
.s NO re; ncarnate, ressurect or whatever

Intervention; the Dalek 
vs Sleep, take h dam

There
short of a 'Wish it hadn't happened' cr Divine 
gun destroys the atman or soul. Daleks are 5t 
from heat and x2 damage from lightening.

10 Daleks will have Leader, 30 hit pts, radio fitted.
Dalek Commanders have 40 hit pts.
Daleks should be played exactly as in Dr VJho; a paranoid race out 

to exterminate or at least enslave the universe, they always shoot 
first then ask the questions. The group in Siweana have found a flaw 
in the spaco/time continuum that makes their Tardis 
to operate, so they use part of the 4th level 
flaw is due to

-type aevice easy
;y use part of the 4th level as' a staging post. The 

much summoning of Khalk'ru at an evil temple.
On GREYHAWK EPs the tank is worth 75, creature 25. Insist that 

your player-characters have never seen a Dalek and so can only cope 
by trail and error.with them

as a 6L 
Monk,

DR WHO has 20 hits, saves 
Hypnotised. In combat as al 
locked doors, chests etc.

'YETIS' have appeared in several 
normal Yeti but are actually Robots 
thump 1-10, hug as Owlbear. Radio
A&E17 comments .

Cleric, cannot be Charmed or 
! X s Sonic Screwdriver opens all
adventures, they look like 
. AC4, 30 hit pts, move 3" 
controlled.

the

Tantivy/Gold : You were doing. A&E hand-cranked ?!? Wow. 80d is the
2 cost.foT NFB - sent S2 bills or if checks add 80d for bank charge.
Mask/Levin: Yes, the Polymorph sv.'ord is somewhat gross. The present
owner”̂ one Desperate Dan, uses it rarely, generally only to save his 
life. Barbarians vjouldn't fit in my country (the locals dislike 
such)...why make them drop armour after' 5L? Otherwise OK.
Midas Touch/Davies: Obviously we don't play the same game - I can't
think of any viay you could get characters like that playing Gygax 
D&D or the local version. Do you have Mages making magic books?
Hoof&Mouth/Martin: I doubt Samurai could be Paladins at all, at least
i play Paladins as very Lawful/Good or else, and they should be very 
egoistic, they can take insults to themselves but no to their religion
Billy Bair og/Sv.fanson: Yes, pity about SWORD « SPELL - a decently
written and thought out version whuld have been much appreciated here, 
as it is I'll stick to a WRG adaption. And why the .... S&S couldn’t 
have used WRG base sizes I cannot comprehend.



BPP3-2.
Confusing Passageway/G o l d : Thanks for the story source! I put one
of these.on ray 3rd Level, but couldn’t remember where it came from.
The entrance was from a pool' (this is' the water level, requiring 
travel by boat) from which a Giant Croc surfaced occasionally. After 
solving the puzzle the party came o u t ,■found the.Croc and ran back 
inside.: -Shifting round the strip twice (mine was A-sided walls) they 
ended'; up on; the roof; as regard s the Croc, which they . d ispat ched 
without difficulty..;,.. ; ; , ’
Gramarye/Baker:. Boggle, gasp, I think I've spotted your Secret 
Identity - you ahe HAL 2000! How else do you work out those EPs..,
Fel lowship/Thoma;s : All that Turkey Control is: amusing,, but should be
unneccessary. I ’ve-no objection to players doing silly things like 
wandering' off or talking instead of fi.ghting monsters. When playing 
I try to take; down at least one character with sufficiently high 
Charisma^ toi stop others from ordering him about, and if others start 
acting chaotically ray lads just liake, sure they're out of the line of 
fire.F: One DM Rule is NEVER let someone say what other people's 
characters are. going to do: I've actually seen characters killed this 
way in chaotic dungeons! ,
TMR/Perrin; Oh. dear me...don't let those Mystic chappies cross the 
Great Water will- you? ' Gross is the word. . .recently BBC2 ran the first 
13 episodes of Japanese TV's "The Water Margins", an S&S epic based 
bn a, 13th Century Chinese novel. Superb fights, makin.g one believe 
that a 10th Level really could take on dozens of commoners and win.
Clear Ether/Konkin: Thank you for your clear thinking on A-way. I
■was, surprised when almost everyone here not only didn't adopt A-v/ay 
but professed not. to understand it. I find it allpws for much more 
flexible; and interesting, p l a y ; My Evil/Lawfuls take great delight 
in declaring themselves Lawful and then taggir.-; cn to parties 'that 
didn't read the House Rules. When the Turkeys have got the treasure 
from the (Chaotic) monster the E/Ls backstab the party....

I disagree over Thieves. Bilbo on his journey There and Back Again 
became Chaotic/Good .. AnlEvil/Lawful society would surely jail thieves 
as much as a Good/Lawful society - they just wouldn't bother with 
silly formalities like trials.

If you use A'-way you should decide ori Sx'̂ ord alignment,' etc. I now 
have Good, Evil, Neutral, Chaotic and Amoral swords! ■

The English never subjugated the Irish!
Chart Trapping Sacks: Your dragons sent me into a fit of giggles. .
Power Without responsibility? Yes please! But if you mean taking 
sides in the current US Dippy politics - no way. t
Slavus/Blacow: ; In my universe all :'Gods' are fake, the real'owners
are Supermen qf the Farmer/World of Tiers type. They created Gods 
for their entertainment to fit the preconceptions of the locals. So 
I can use .'GDG&H without qualms as a guide to what. , a . Gpd might be ' like. 
On sbffie things (like the Celtic Gods) it's horribly confused I'm 
afraid, suggest checking on any Gods you're not familiar with before 
usd>ng them. . : . : . . .
Summers/Untit led; Phoenixes are very tempting
Kirel/Jones: Women cannot give the sacrament in the Catholic Church,
ahd are similarly penalised in other religions, hence a Cleric sudden
ly changing sex may well be in trouble'. Paladins are supposed to 
rescue demosels, not become them! '



 ̂ BPP3-3.
Spinward Ho!/McIntosh: Right - Hokas will noW invade the UK!!
I've had experience with players with TK I'm sure,'such as one who 
always geos the goddies in the shareout at the end of an expedition. 
Yes, I'm often afflicted with odd magic - 'tother week it was three 
ipice in telepat hi c.link withablind' character, who usedthem tosee round corners. i : i
Baby1-On/Mahler: ,Yes, all this is fine for a tight local group 
meeting regularly. Such do not exist here so I have to allow char
acters from other dungeons or stick to ist levels from all but my 
one regular opponent . It .also means ' that ' if I turn up at your 
group it's very possible I won't be able to join in properly for a 
while as the new characters I roll have', to catch up with the locals 
and (more importantlyl aquire .'character',- .

I think you judge players too harshly. I prefer to play in fair 
and/or: interesting' dungbons,.'.I .dislike those where, the DM,has to 
cheat to save''his' monsters or to cover up his lack of preparation, 
or where there are too many sudden death traps. Turkeys may well go 
for the give-away dungeons, but who worries what turkeys do?

I still have Specials that only work in my dungeon, a simple 
arrangement, such as a Ring of Delusion the .wearer believes to be a 
'special' ring for camrauning, ... ,
I**# •>:•««»*?:-*«***»*** it K » jj,

And'so t9 ''some of my characters: .
EDMUND 5th Cleric. 9-13-16-11-12-16. Lawful/Good.

A Catholic of the old school, Edmund abhors gambling and 'tech
, n 010 q y ' but is > q n d of bribery. Hehas.a terror of KoboIds (his 

tvi/o predeccessors were killed by them) and for some four months 
had a curse of Squeaky Ankles. He has no magical items whatsoever! 

BIG TIM 5th FTR. lR(32)-15-7-15-17-13. Lawful/Neutral.
Once known, as Tiny Tim, .one of the many .sons of Deadeye Dick,, 
who are all left-banded and favour 2Thanded swords. Tim was cap
tured by some high-level Illusionists who before they ransomed him 
back sent him through the . ' Hal Is of Firq' in .ChrisBursey's 
dungeon, from which he got his magic (no bonuses) 2-handed sword 
'Fdireward'. He also has ̂_,a lO-shot, repeating. Chinese crossbow.
(1-4 damage, -4 oh hits)/ / ; 'V '/
CHRISTOFORO, a son.of Mexican Pete, was killed by a Hydra recently, 
so hiS sword was bequeathed ;to ,his brother Marco. ' Goldbiter ' is

plastic sviyord +10 on hits, no damage bonus, it will Shatter with a 12 on a D12.
OLAF PAULSSON 4th Cleric. 7-11-15-11-11-12. Chaotic.

Mace +2, Staff Healing (196 charges). Oil Etherealness, Dwarf. Brew 
(o î A-fd of instant drunkeness Potion) : ,

MAFANG 4th Monk.. 13 -11 il 6-l'2-16-13 . Chaotic. ' .
Staff Healing (94 charges) usually on loan to Olaf. ' ,,
Mafang and Olaf were forcibly conyerteb,by Krishna, pn the same 
expedition they rescued a 'high-level Dwarf from sugaring (he wag 
a sugar statue...) and he.turned ag ore to Platinum with his 
Artifact in reward! Being now rich and fearing retribution from 
their former co-religionists they have set up as petty rulers in 
a nearby state (Nick Slope's wilderness). '

CRUMB 6th FTR. 13-7-9-12-13-13.
. Shield + 1, Potion plant contml. Scroll^ vS’ Lycanthropes.

r Crumo was bhe man who always gbarded the rear on good expeditions, 
a coward who got to 4t.h' level. Then he ran into Jimmy- Flashman, 
a cowardly dungeon inhab.itant of Nick Slope ' s 2nd level. And 
Flashie's sword dropped in front of him, reasoning that a 4th
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level coward was better than a 1st level. So is now owned by 

EG0=12. ,
’ "+5 Holy Sword, but Neutral/ Purpose: to stay alive in the hands 

of acowsrd. Ppwer s: Detect Gems, Evil intent, Magic, Secret 
Doors 1-4, Traps 1-4. ESP, Illusion Generation, Healing, Teleport 
Now there's a wierdo - anyone attacks him and he teleports away - 
just down the corridor as he's not going to risk error.
Fortunately being greedy and egoistic Myrtle still likes dungeons. 
Last week the party was assisting a Paladin to duff up an evil 
cleric who had some Minions of Set to aid him. 'No points for 
the party if Peerless Pete kills them' declared the GM. So 
there's Crumb jumping up and down at the back of the party: 'Are
they dead yet? How many are left?' At the crucial moment he 
teleports in, only to find he's.slid right round the Paladin's 
holy sword magic barrier - fortunately to just behind a Minion 
.with a couple bf hit points left. CHOP, and Crumb claims his 
points. .

KEDU A race of reptilian appearance, though warm-blooded, they come 
from a planet somewhat wetter and warmer than Earth. A few' thousand 
live in my country in Midgard.,. and I've recently started running 
them as characters,
AC +1 on human (leathery skin). Move -2". Height 4J' average!.
Wts and magic resistance as dwarves, cap hold, breath for 10 minutes, 
detect creatures in wa'ter , poison in water. STR -2. -2 on saves
vs Cold. Do not accept Gods and so cannot be Clerics, etc. -A on 
Charisma as regards humans, and can never lead humans. Otherwise 
they, a r e  much^ like humans. Oh, move 10" underwater  , , '
SEDUCTRESS There-ahe  s e v e r a l  v e r s i o n s  of t h i s  c h a r a c t e r  c l a s s  a ro un d , 
t h i s  i s .  m ine . . > ■ ,

Levels are as fon Theives-. Can split with Thief or MO. Sed/MU 
cannot use offensive spells (Sleep, Fireball etc) , Sed/Thief cannot 
climb or strike from behind'. , To seduce must be AC9, target throws 
vs magic or falls hopelessly in love. on;save per level of ■
Seductress. Note problems if more than one person is under this 
effect, they are likely to dispute over .the lady!
i !■ Seductresses are naturally chaotic (4-way system, treat as Neutral 
if 2-way), but they can generally persuade suspicious clerics of 
their good intentions. At 6th level'their associates will refuse to 
believe their duplicity even if given good evidence to the contrary. 
Oh, Prime Resquisite is Charisma,D4 for hits., must be char U + .
, Eskimo Nell, my 2nd level Thief/Seductress, recently heard an 

conversation round the corner of a dead-end corridor. 'Now if you 
can lend me some cash,' said a voice. ' Quickly stripping to her Bare 
Essentials, she rushed out screaming 'He I p ,'help!*' in approved dis
tressed damsel fashion. The MU looked;! round - and fell for her.’
The ■ thief standing by him drew his sword, CHOP. The MU staggered 
back wounded . 'j, !
; 1 Save me 'from: thiS' nasty man!' cried Nell.
':i The MU raised his hand and started chanting. The Thief lost his 

nerve and ran. BANG! Fireballed.
'My saviour!' said Nell, embracing the, MÛ  and stabbing him with , 

her poisoned bodkin. :
So she took his cash and his Wand of Metal Detection, plus the cash 

and' the Scroll he'd taken from the Thief he'd charmed. And returned 
to the party. 'I've just found this dead MU, but he didn't have 
anything on, him'. And they be lieyed her. ' ' ,
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John T. Sapienza, Jr.
2440 Virginia Ave., NW #D-203 
Washington, DC 20037 ,

Writing rules is a complicated 
ideas into a form that is clear and 
easier to accompIish this when there are standard terms to describe 
the basic functions thatyou are discussing. For example, when you 
are writing up a new character class, you need to specify basic 
information on promotion, attack and defense characteristics, for 
which there are no simple identifying terms. I want to suggest a 
few such terms here:

business of trying to get your 
easy to understand. It is much 

terms to 
examp Ie,

PROMOTION CLASS^ The character classes give members increased 
hit probability with weapons as those members rise to higher experi
ence levels. Fighters go up in groups of three levels, clerics in 
groups of. four levels, and magic users in groups of five levels.
There is no simple phrase to describe these groups for use in defin
ing new character classes' promotion rate for combat, and "promotion 
class" will do as well as any. I suggest the following classification

Promot ion Class I 
Promot ion Class 2 
Promotion Class 3 
Promotion Class 4 
Promotion GI ass 5

1 level per group (I, 2, 3, etc.)
2 Levels p̂ r̂ group (1-2, 3-4, etc.)
3 LeffleIs per group (1-3, 4-6, etc.)
4 Levels per group (1-4, 5-8, etc.)
5 Levels per group (1-5, 6-10, etc.)

This should be easier to use, since instead of sayigg that the new 
class goes up in groups of four like clerics, it is sufficient to say 
that the new class is promotion class 4. (So far as I know no one is 
using promotion class I for anythingnoW. But it is best to provide 
for i t i, n, 
i n c I u d i n g| 
number of 
p romot i on

advance (you never know when ’it wi II be useful) and by 
it we make the promotion class number the same as the 
L̂ levels per group, which is convenient. I am using 
Class 2 already, as you wi I I see below.) '

i s setCOriBAT CLARIS: The alternative combat system hit table
up f or' p romot i on class 3 and is' divided into six columns of progres
sively higher hit probability. During combat the DM must know which 
columii'toi look at to determine whether a chaVdCter's attack hit. To 
find this', the DM must ask the attac ke r' s cha racte r class and level 
and'do a men + al computation for any character class that is not ,, 
promotion class 3 (for them, of course, you just look at the table).
I think.there iS' a better way: why not simply give the columns
names and refer to a character as using the appropriate coIumn
d i rectIy ? 
defined as

I call the 
fo I lows:

six columns "combat classes," which are
Fighters Clerics Magic Users Monster;

Combat Class 1 . ! 1-3 1 -4 . 1 -5 1/2 - 2
Combat Class 2 4-6 5-8 6- 1 0 2+ - 4
Combat Class 3 r: . 7-9 ' 9- 1 2 1 1 - 1 5 4+ - 6
Combat C 1 a s s 4 : • : 10-12 13-15 16-20 6+ - 8
Combat Class 5 : : 13-15 16-20 2 1 -25 8+ - 10
Combat C 1 a s s 6 ^ 1 5 + 20 + 25 + 1 0 +



Each promotion class thus breaks down into six combat classes.
And i f Y°’-‘ look below to my combat hit table, yod will see how simply 
telling the DM that yodr character is combat class 2 conveys predisely 
what is needed- to hand fe the 'combat. '

I also use the combat class system for monsters, which .1 treat 
as b’eing promotion crass 2. That is, I CI ass if y monsters by their 
numb'er of hit dice in groups of two, whichi is equivalent to groups of 
two levels. This iets'̂ me put everything I nto Onie combat hit table 
in-place of the two tables needed in MEN & MAGIC, and provides a ' 
system that is simp led and therefore faster to use.

'ARitOR 'GRADE : What, you ‘may be wondering, remains to be said
about armor classes. Everybody understands those, surely? Well that 
may be True of experienced players, and it Is certainly true of DMs. 
Bui'' Pt i s f a r't ro'm true with respect to new players;

L e t ' s  f a c e  I t ,  
a rm o r  - t y pe s  h a v i n g  
■' h" i''g h e r  " c l a s s e s  ,' i 
a no t  H e r' a n g 1 e , how 
'w Ho ' ' has  j u s t  f o u nd

a n'umbe r i ng system that results in 
lower numbers, even though'they are 
s bound to conf usê 'peop I e , To look 
recently have you had to explain to 
a '+r shield that he shouId subtract

the stronger 
referred to as 
at It from 
a new pIayer 
that +1 from

his armor class number
In my op'n!On

and why? Or what a negative armor class means?. : 0 i. ■ ■ . " ■ '
'■thi's •numberihg system Is ripe for reform. I have 

the ref ore 'renumbered the a rtfio r o I a s ses for use on my combat hit table 
sta rt i ng •w'i th •" I " for no armor 'and no sh i e I d and leaving unlimited 
room above for higher ond higher armor classes.' To avoid confusion 
in terminology, I suggest that anyone who wants to adopt this reform 
refe'r to riumbers under the old systelfi as armor classes and numbers 
Under the "new" system as a rmo f g rdde's .  ̂ '
Armor Grade' 1̂' Mo Armor ' ' ■ ■ '
Armor Grade 2 + 'Shield Only '■ - ' ” ■
Armor Grade _3 Leather Armor Only i- ,
Armor Grade'4 '• Leather' Armor and Shield '-1
Armor Grade 5 Chainmail Armor 'Only ' 
ARrnor Grade 6 Chainmail Armor and Shield 
Armor’-Grade '7 ’’ Plate Armor Only : - -.-r'
Armor Grade 8' --Plate Armor and Shield ' 
Armor Grade 9 Monster or Magic Armor/Shie
Armor -Grade’ -10 Monster or MagPc Arrhor/Shie
Armor Grade II Monster or Mggic Armor/Shie
Armor Grade 12 'Monster or Magic Armor/Shie

I d 
I d 
Id

Armor 
Armor' 
Armor 
Armor 
Armor 
A rmo r 
Armo r 
Armor 
Armor 
Armor 
Armor 
Armor-

Class 
Class 
Class 
C I a ss 
Class 
Class 
Class 
C I ass' 
Class 
C I a s s 
C I ass 
Class

9
8
7
6
5
4
3
2

-2
W i t h  com b a t - c l a s s and a rmo r c 1a s s d e f i n e d i n sepa r a t e t a b l e s . my " 1

r e v  i sed ■'Combat h i ■f  t a b 1e I s qu i t e c l e a n and s i mp 1 e ;

A t t a c k e r ' s
f . ; ■ ■

D e f e n d e r ' s
' . i . 1

A rmor C l a s s ' •
L' O rn ..;
C l a s s  •' '

. .  -4.
: 0 1 02 03 '04 05 ^06 07 08 ' 09 1 0 1 1 12 13 14 1 5

1 1 0 1 1 1 2 1 3 1 4 15 1 6 1 7 18 1 9 20 20 20 20 20'
2 08 09 1 0 1 1 1 2 1 3 1 4 1 5 - 16 1 7 1 8 1 9 20 20 00
3 06 07 08 09 1 0 1 1 1 2 1 3 1 4 1 5 1 6 1 7 1 8 19 20
4 04 05 06 07 08 09 1 0 I 1 12 1 3 1 4 15 16]! 1 7 18
rj 02 03 04 05 06 07 08 09 1 0 1 1 1 2 1 3 1 4 1 5 1 6
6 02 02 02 03 04 05 06 07 08 09 1 0 1 1 1 2 1 3 1 4



There are two other changes in this table as compared with the 
alternative combat sy stem‘h i ttab I es that may not be immediately 
obvious. One is the numer i caî < sequences 'in the structure of the^dt 
table. If you examine the alternative combat system hit tablesjtyou 
will notice that there are jumps i nt theril ncrements between combat 
clases. For example in the first table, the numbers for a fighter 
to hit a defender in plate armor and shield run as follows:

CCI 
I 7 ( - 2 )

CC2
15 (-3)

CC3
12 (-2 )

CC4
10 ( - 2 )

CC5
08^:(r3)

CG6
05

There is no explanation given in the D&D Rules for these discrepancies; 
they appear to be pu re I y ; a rb j tra ry ̂ Insce it Seeihs te me that thd̂  
combat system shou I d'l be t nterna I I y consistent, J have rewritten my 
combat hit table to run In even increments from combat class to 
icombat class. ‘‘ "

The other change is to eliminate the provision in the cilternative 
combat system for an automatic hit by a high combat class attacker 
against a low armor grade defender. This is rppresentet} on the combat 
tables by "I" as the number that must be equalled or exceeded in ~ 
order to make a'hit. Regardless of what you are and what you are 
using, in my dungeon if you roll a "I" you missed. I ignorepluses
and minuses ona natural ' 
rolhfot a fumble too.(On

I" for combat result 
an adjusted "I" from

11 ’ s a miss, and I 
forinstance a natural 
to see whether you"3" with'a -2 sword, you miss, but I won't rol 

fumbled.- ' ic
.1 . ■V'.' ■ '
eOnthe other end of the scale, I do not believe that a defender 

can be absolutely secure in a high armor class. To make sure of that, 
I do not require the attacker to score more than "20" to hit, so long 
as the attacker is using a weapon to which the defender is vulnerable. 
An.adjusted "20" always hits (from a natural "18" with a +2 sword> 
for example). A natural "20" always hits, and I roll for a ctitical 
h i t too. ' ' ■ M ' '; ■■

i 1 ■ *  *  *  ‘f  : . • : ' }  '1

THE RULE OF ONES: On a completely different subject, I want to
'.comment on'the practice of some groups of iallowing a player who is - 
rolling up a new character to rerolI a die that comes up "I." My 
comment is not that this is illegitimate, though it is certainly 
inconsistent with the D&D Rules as printed. You roll three six-sided 
dice (D6) f o r  a range of 3-r8 because mathematically the odds are 
greater that the resulting score will fall in the "ave'rage" range of 
9-12 than In either extreme. (If a single D20 were used for a 'range 
of- 1-20, the odds of rol I ing a score in the middle of the range' would 
be the same as those Of' rolling at ei.ther extreme, because you don't 
have the additive effect:, of multiple dice on the odds.) The impli
cation of the fact th'a't the system has bu i 11-in protect i ons against 
l-dW personal characteristics scores argues aga i nst be i ng allowed to 
reVoif when you do, tb 'fact, come out w'ith atfow score.

■ '-'v



9 ; i  ■; : v; ! ■  ̂ ■■..jlTV. ' 3 9  , I ‘ 9 ■ . . .
V i On-the iiOther h;and\* f can undferstnad"'the f ee I I ng of the groupS - 

thatfi a I ilsOw reoo I I i ng of ones. They wout d'father M)j bff a character 
j.w.j the seffious def IcI oocles than play' it', so allowing thb gods a second 
hearjcg : (andvon I y ;tDne) on the offending die is simply a shorter way 
thanricompfete I y rerolling a new character. The fact that the DI.D' 
rules expressly alfow a method of adjusting personal charactefisties
scores (trading off points on one to raise another, in MEN &
lends some color to the argument that It 
invent other adjustment methods.

is not unreasonable
MAGIC)
to

I ' m
I suppose

used to it
am sympathetic towards that point of view because- 
That way the way the group that introduced me to'

D^P played the game. On the other hand,’the pro I iferation of tables 
giving bonuses for high personai characteristiCs scores is making me 
increasingly uneasy about this method of adjusting low scores Without 
giving up something in exchange, hence this comment.

1 suggest to these groups that laI low this practice that it be 
limited to one us© :. qualification for mem be r sh i p in cha racte r 
classes (including the bonus foruhigh prime requisite scores); 'The 
player would be required to record the eriginal scores as rolled.
The rerolled score(s) wouId then be recorded and would be tteated'the 
same as the usual adjustment of personal characteristics scores In 
‘MEN & MAGIC. The adjusted scores would not be uSed on the fables 
for combat, etc., modifications according to the character’s strehgth , 
intelligence, dexterity or constitution. The original scores would 
be used for that purpose, which is consistent with the admonition 
-In GREYHAWK that effect: as- to the table for strength factors.

. : I think this, is a reasonable compromise. It limf'ts the use
of -ithe special tables to the oricrinal thumberS as rolled, which was 
the intention of the authors of those tabres. On the other hand, 
lit allows the rerolled numbers to allow the character to qualify for 
membership in character classes with specific requisites (such as 
bards) that would be more interesting to play. And I do not believe 
that recoiling ones under this restriction will unduly unbalance 
the game.

PENS ^-hylee Gold

The Periri-is a.variant on the S c r o l l . I t  is a goose-squill pen' 
which if picked up by a magic us&r will write the spell(s) stored^ 
within it-on the nearest available writing surface^ ' (If no paper is 
\qvailaMle.3 there ’ s always .a bag or .someone ̂ s leather armor or..j.)
-j-' ; If picked up by a clerfo^ ' fighter'Or other non-MU^ I roll his 
saving ihrow. If he,i\makes it, th® p&nmstays quiescent( If hb does 
notfpthen 'he rtoo is made an instrument of -Writing... andritakes '2D6 
damage,. . '-However^ he\is .thereafter able-to read \ the Written Spell.

The more whimsical-rPM may be willing to allow the'yMU to keep the 
Pen after it is emptied of all its spells as a parrying instrument 
against swords. It is +3 vs swords, of no value at parrying any other 
weapon.
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LABYRINTHINE LINES, after an overly long absence from these 
pages, is again brought to you by? Oh yes, Nick Smith, 5^ N. ■ 
Michigan Ave. Pasadena, CA 91106. . . , , - ■ ^
First, to dispose with the comments in response to Issue #1??
CARY MARTIN.(Hoof & Mouth)- Your Samurai,are,OK except for the 

possibility of a Sdmurai Paladin.,No.Way! They were very fancy 
mercenaries with a string code of honor., but their requirement 
of dueling insulters would * prevent them from being Lawful Paladins 
since behavior is needed in addition to charisma. A Samurails 
code of honor prevent him from being a Chaotic Anti-Paladin.
I don!t like to think about Neutral Paladins.
GLENN BLACOW (KSTC)- On Clean-up’Cr&Wĵ . Ybp!f'e right about the 

lack of danger when a prty is prepared. I've, always viewed ■ 
Cleanup Crew as just that; more"of a hazardous circumstance 
than a monster. Here is one minor idea that has confused many 
party: Gelatinous Cubes that are totally transparent (but nota

its last victim 
walk right into

may
the

invisible). Characters see only whatever 
have been carrying or wearing, and often 
Cube is gooey clutches. ’ . .  ̂ .

SEAN SUMMERS (’Untitled)- On Thieves- A full broadsword might 
be. too.large and npisy for a silent strike. I would limit them 
to daggers, saps,, short swords (lr6 points damage by Greyhawk ■ 
system, with same chance to hit as dagger) and other- small ' ■ 
weapons. (This short'sword, by the, way, is' based on the short 
stabbing’weapon class that includes-, the. Roman gladius as well as 
the shorb swords used in the fiction of E.R. Burroughs and John 
Norman, among others. It's, a great thievish weapon.) ,

HOWARD MAHLER (,Babyl-0n.) On Characters Traveling Between 
Dungeons-Firom my .experience as both a.’-player and a DM here in 
California, I would like to explaih"why I think that, in many 
cases, it is better .to allow dungecn crossovers. First:, in many 
places, 'including where. I am, there are quite a few players and 
numerous dungeons. If no character could'be used in more than one 
dungeon or locale, bach player would either restrict his/her play 
significantly or be Swamped with different characters. In our ' 
group, each player has two player-characters at a time who can 
go into any dungeon in' the group.- The levels and equipment of 
thes'ê  cha racters is normally well-known, and any sudden change '
(i.e . someone improving' their cha racter illegally) is noticed. 
In over two. yea.rs of play, only one person definiteiy cheated, 
and he was simply expelled from fu.rther play in our group. ’
• Second: From my experience, players do not necess-arily ... ^

gravitate towards easy experience,. but father'towards dungeons- 
whose basic personalities match thoir -own. Also, our own group 
has es-tablish.ed certain basic standards and rules. There is a _ 
fixed formula for expe rience calcu'latiohVStandardized ,'
percentages of magic carried by wandering men,, and so on. In ’ 
a few rare cases, there has been -sort of a. '.court of appeals' ' 
of experienced DM's not on an expedition in question, that has  ̂
overruled bo*th extravagaht giveaways (once or twice) and totall-y 
inescapable deathtraps (at least once) and asked one DM to stop 
running his dungeon until he understood the rules better. It 
all just requires cooperation among DM's.

Third: As for magic items, the simple ones can often be 
figured out by'testing. Sometimes, the DM just has to keep track 
for future situations. Each of our characters has to keep track 
of the source of any significant magic item.



LL PAGE TWO. . - - ''- ■”' : V ' r .̂'— ;
THE (perhaps) LONG-AWAITED NOTES-ON'CLERICS . 'A
As''some of you may have gathered from my comments a few. ' 

issue's''ago, I don't think much of the Greyhawk clerical spells. 
Mostly, I don't think that some of them are appropriate for ' 
Lawful, hasically Judaeo-Christian clerics, on the premise 
that the Lawful deity isn't one to approve of giving his ..
clerics a cheap and easy way out of every situation, or 
just a flat-out ridiculous amount of power at low levels.
A few of these spells are just flagrantly 'magical'., in their 
nature ±k rather thah clerical. My objections: '
SILENCE, 15' radius, ish't gross, but it is magic.
SPEAK WITH DEAD 'is simply too low-level as a spell.
ANIMATE OBJECTS, WORD OF RECALL, COJNURE ANIMALS (I know it’s 
c..»njure, but tell the typewriter that) are all rather too 
majical for a Judaeo-Christian cleric, although reasonable . 
for some other types. • ,
BLADE BARRIER is partially chaotic, and can be set up in such 
a way that a being can't avoid it. A stronger protection/evil 
would have been more appropriate in its place.
Most of the 7th level cle rical aispp spells are purely magical 
except for RAISE DEAD FULLY, which our system puts at a higher 
level (effectively precluding player-characters from using it) 
and RESTORATION, which we consider to be a simpler spell, and 
thus lower level. After all, is it really reasonable a loss of 
life energies (partial) to be more serious than a complete loss 
of life (recoverable by a 5th level RAISE DEAD)?
As an aside, our group put RESTORE LIFE LEVELS at ^th level, 

but "require.it to be used almost immediately after the drain or 
have no effect. . -. ,

The basic spells available to our clerics is outlined in 
WARLOCK, so I won't describe them in detail here. I will simply 
note that our clerics have as few 'magical' powers as possible. 
We do, however, allow our clerics to wear any armor they are . 
strong enough to carry, and to use any weapon available that is 
not designed-to shed blood (i.e. cutting or stabbing). I've 
seen some places use Greyhawk spells and balance things out by 
•restricting clerics further in combat, which.-'niay■ balance out in 
the long run.  ̂  ̂ ' •
By the way, one of our clerical spells you may like is called 

EMPATHIC CURE. Its basic form is 3ud level, controlled form 5th. 
Its effect is to transfer damage: from a damaged party member to 
the Oleric" using- the speid. This mus-t be done by touch, and not 
at a dist'aned. ■ The 3rd level form- transfers all the damage, 
including any the cleric didn't know about at the time (hee 
hee_) .■ Tha' 5th level form alLows the cleric to transfer part 
of any damage to himself, thus saving a lot of embarrassment. 
Th'ese ‘sj)ells were originally' researched by a cleric who took a 
'lot of hits and' had to do a lot of emergency healing. .

0 .



LL PAGE THREE (wonder of wonders)
We no* go from the sacred to the profane with a few words on 
DEMONS. Yes, I know that everyone has written up umpteen kinds 
of demons, so I won't do that, with one eKception. This is more 
about demons in-general.
First, in the Judaeo-Christian structure, there is a great 

deal of basic literature on demons. My readings inthe field have 
led me to'subdivide demons into two major subdivisions.
The first of these subdivisions I will differentiate by 

calling DAEMONS. These are the Chaotic, but not necessarily 
Evil, beings whose powers are basically an extension of the 
forces of nature and the elements; Fire, Earth, Air, Water.
This group includes Sylphs, Salamanders, Sprites, and the 
less restrained elementals, as well as the arable Djinn and 
Efrit. The more powerfu:L of these Daemons might ally themselves 
with basically evil beings because the Lawful powers-that-be 
tend not to differentiate between the Daemonic beings and the 
more truly evil Demons. ’

DEMONS are the fallen angels, followers of Satan, and all of 
the willingly evil souls gathered in over the ages. These range 
from the simple imps and tormentors all the way through the true 
DEMON PRINCES (back to that later). This type is the basic kind 
you normally read about, for obvious reasons. These Demons include 
Types I-V intaEldritch Wizardry, but not type VI. Balrogs are more 
properly DAEMONS, not originating from the same source as the 
other five types. For this reason, I wish to suggest a new Type 
VI Demon for those of you who really need six types, and one 
that corresponds more closely with the structure.
TYPE VI DEMON: This type should be 6-8 feet in height, have 
cloven hooves, batlike wings, 2 arms and a horned head. They 
are 90fo magic-resistant at their own level. They can cast a 2" 
(dungeon-scale) radius darkness. 1/6 can throw fire magic. All 
can cause feai or confusion (saving throw allowed). For Warlock 
combat, they have armor class 6b (chain-plate and shield, which 
is hit as the average of chain-and-shield and plate-and-shield)
They, attack and defend at level= 6+ Demon’s hit dice. Thus, an
8th level demon attacks and defends at l̂ J-th level. Strength=2iH-Level.
Saving Throw Class 15, Treasure class P.
For Greyhawk, they attack 6 levels higher than their hit dice 
(8HD minimum), and their hits are rolled on DIO. Greyhawk AC 
Treasure clads G, Volume 1. Save as l6th level MU.
These demons generally use swords and other cutting weapons, but 
will us-e a: mace or warhammer in a pinch. They tend to have purpose 
or rlife-leveL drain v;eapons, but not always. They do damage as 
at least a Hill Giant, 'and magic weapons are needed to hit them.
(The massi>ye monster list has my permission to use this one, and 
can call it';iType,;cVIa or something) .

-It. hajjpens, Judaeo-Christian Demons can be broken down into 
six basic, typas, as I will explain. . j.
Above ail other demons are the THREE? Lucifer, Emperor of’̂ âll 

below; Beelzebub, his Prime Minister; Astorath, Grand Duke.of Hell.



LL PAGE FOUR (a modern record) v . .
Below tfe'”̂THREE, there .are are Six v/ho command the six'.’-'' : ; :

hordes of''the'damned and//the'entire armed might of hell. _
1) Lucifuge Rofocale (tieutehAntsBa'el, Agares, Marhas) 

who is afso called the Infernal Prime Minister, His power 
over all ,;the y^elthJand ;rf of the earthf., ̂
2) Satariachia. (.LieuteftahtS! PruslasAamon,/Barhato.s)

of the tw.o'Grand Generals of Kell, whose favorite.^field .fs,,̂  , 
that of pqv/er over women, v,- ’

3) Agaliarept (Lieutenants: Buer, Gusoyn, and Bdtie),' the ' 
second Grand General of Hell. His field of endeavour is over 
anything that is a secret or mystery, especially political or 
royal in nature.
h)Fleuretty (Lieutenants: Bathim, Pursan, and Abigar), the 

Lieu'tenant General of the Legions of Hell. His power is that 
over darkness, with some control of weather (causing hail and 
other cute things).
5) Sargatanas (Lieutenants: Loray, Valefar, and Forau), the 

Brigadier of Hell, His power is over invisibility, transporting 
people and things, and other basic magic.
6) Nebiros (Lie utenants: Ayperos, Nuberus, and Glasyabolas) 

is the Field Marshal of Hell, His is the power of Black Magic, 
of causing harm. He provides the Hand of Glory, and assists his 
followers with forbidden knowledge of all sorts. Along with 
Sargatanas, he takes ttee most active part in human events,
(As an aside, I just noticed I mentioned a m.agic item: A Hand 
of Glory is the mummified hand of a hanged man, usually holding 
a perpetually burning black candle, which provides an arcane 
light and enhances evil ma.gic, and is usable only by chaotic/evil 

users)
information comes from 
originally Supposed to 
having a .great deal of 
sections dre excerpted 
by Harry.E 
lo.tter book

magic
By the v/ay, most of the above 

OF SOLOMON, a medieval grimoire 
written by Solomon himself, and 
on demon-related matters,'Large 
called A Treasury of Wii:c-hcraft 
in the paperbound editio 
on m.agic in general, and 
"of more materal. I

THE KEY 
have been, 
information 
in a book

V/edeck (Citadel Press 
is a good source book) This

is excellent for finding possible sources 
highly recommend it for DM.'s.

That’s all on Demons for this issue. Just a couple ,.of closing 
comments. ' , ( r,or:'
Recently'I played in Wayne Shaw's Temporalana, and found it. a :■ 

dangerous but very interesting place. Apparently, the Fullerton 'T 
group (where Wayne is now) is rather large, and I intend: to return 
there so-on. Now, if the OWNER of a.certain high-level cler-id there 
would only get himself dissolved by :something.. .' , .+ :

By the way, we have a mostly open invitation out to anyone able 
to get to the Pasadena area on a weekend. Our group runs D&D on. 
Friday and Sunday nights, with other games on Saturdays, mostly 
in Clubro'om #i , V/innett.Studeiiit Center, Caltech (near the inter
section of Chester and San Pasqual in Pasadena).„For further 
^irectionS,^ ask someone v/ho has been here, or write or call (7 9 6- 
ĥ 729) me before coming over. See you next issue. '



Dcri;i.nce Dungeon ■ ; ; ! vi ^
By-Sep-n Cleary 11 Yancouver Stf; Boston Mass, 021H5 4278774

This: last, ishue (l7)i X is one of the most ineteresting yet in 
some-,yays* There were so many zines wJiere two DMing philosophys^-< 
confiiGied* I suspedt that this is a rock that people will he bashing 
thei;rYheads against for a long time^ I ‘ 11 put in my 2 cents,

.ground here (MITSGS) there has been a steady push for ‘f'”.' ^
Harder dungeoQ^, This can come in many ways, Sofaetimes It has come 

a refusal to run players from other: w o r l d s S o m e  times it has 
been on the order of not allowing more weapons, thaii one would normally 
expect to find on a person of your level. Of it can come in a manner 
like Vhat happened twq weeks ago: I ran in a:friends dungeon & '
gor lots of gold with very little danger,(tho aparently wc were 
in constant danger it seems that a move ^eatx move eat syatera ,
( noi^^itpultaniohs) hag its hack points) started my dungeon 15 minutes 
lat,%p, and made the anouncement that all those who yahted to spend^; 
money in my world iwould'do .it on a TO to 1 basis if they^*h ;
had gotten money form that expedition^-This cutu doen some poepTc ' 
quite alot —  iny little brother had 60 K before dnd 160K afterward —  
but this translated into 16K in my world, I was reconsidering when 
I heard him suggesting that they bring it into my world by buying 
artifacts with it in a third world. To cheet is super for the person 
doing it, but this: means that the penultys^Should be great if caught,
I am a bit le„niant, I just kept the old system, I have refused to 
play in some peoples games. Cary Martin & 'I had a discusion wkefe 
it came aparent that if the monsters fight with the tfea-sure, no 
matter how well# .the players should keep it. This seems cool,’ and 
I would go along with it, and do so in my own game. But He also 
was a proponante of the idea that any treasure rolled up should 
be considered good no matter what level that it is bn, I mentioned 
(or it was broughit up —  I hazy on this —  the discusion happened
more than onee^) The matter of vorpal blades on the first level, His^ 
opinion q^as { d  dont know what it is: now)* that vorpal blades —  '
singular of plural -- if legitimately rjoiled up were a type of treasure 
tha t couid be found in his dungeon. Various references to Glen B, 
were made durn this whole discusion, with me oh the defensive.
I explained(jbhat the no V . B ’s on low levels was a way of keying " " 
the treasure lists, and while it isnt done formally, (like with chaftje) 
and may he lazy, it does give sensible results. He replied that doiihg 
such Was taking, treasure, legitimate treasure, away frome the players,
I'm not. sure.; where this dieeusiOn led furthers The results were that 
I thought I had , detected a givaway D M . . I did \make it'’known that 
I wouldn't go in:.bis dungeojaiunless- all else turned''very'bad'i I 
may have made a. jpistake, But: the philosophyi bf ” the duhgeoii is' for thb 
players"is repeient to me.(The/Idea of a 3rd level with +$ sword, 
shield, and armor on the 1st level vs a party with a M U  with sleep 
bothered me. The odds are too much with the p a r t y , ) I dont know if 
this philosophy is of the"Fan" type or the "¥argamiaer"type. But 
It seems ta, give some strange results. These dungeons are the fuii 
types, not the chalenge types. I like a sense of aecomplishraent, 'Y  
I feel prouder of killing something like a kobold in Kevin S's ..
dungeon than killing t of f a  dragon in some other dungeOiiS, And really,
I dofait care for causality dountssas indications of toughness, I haiye been 
underwfilmed a few ,times with some-parts of the supposedly tough ' 
campains. . ■ I'-'-'' - — '■ ■ ' '

"Also As a iDM :1 ,f e e l ( that the monsters chould be given a fair 
chance, ^ihe alternilive is^harder to explain than why a dungeon h a s ’ 
l(^yql:^,j 1 find t^ feel a luinship w'ith DM's who pfoclaira thief 
iCiIl "fates with, pride rather than those who wax extatic ofef the ’ 
fun .the ,party, hajd in picking up all thoste goodies,’ Uhile I dont "ihiiik

,Lr;

1

ni
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That the Bi'l should be activally against the playeirs (: as i ; 

vas myTifiipresJdiiibf ,a f 1 ewgob<5erved o?* heard'abcSutadesents — {i 
where the iQM said to the kibbitzehs (in a one on one game)
"Dont ! W(!)r:̂ y|i this '.gameivill ’te iover soon ̂ ^-xheivill; die ̂ .no I doufci 
about?it’̂foor iwHeren-fche SM'vas -actively playing his ,bwh dkaiabiei- iti;
. fi.'istdpersoĥ  and les|,ving himself bpeii to the bhatgei-of ; working i tree 
the game so that ,his ^ ehafacteh would GOfne out alive. Thais '
latter game iwas a groOp Vs gtOop/indivualjiin( ad planned- assination
attempt: -<-4 the 
sxcutioh i of.

DM's character was deeply into the planning and :i 
the assassihatiun attempt)^ but I:dont like■games;where 

it is known that some of the, players will i come out alive if -o ri i-d 
they blunder real bad/ have,no tatical sense* I ha ve- m imade i o .qxv 
mistakes and blown,-games in. this Way. But I also consider ithisv d? 
a blunder —  some dont seem.too. : ; , ,o

M^ny of the LAbased (not type) of dmngeohs that I ran in 
leaned to a player oriented dungeon;rather than a monsterioriented 
one*/.Very few cries of . rtQM.rmy dungooiii, Oh my:fmonsters" in the tone 
of Shylock's Daughter/gold speach. Some cries of " Kay look at this 
nifty artifact I picked up. ¥owl vhata fight! some of out people i- 
■actually died! ” I am curious whether this- is the cause of the two 
types of GM to player ;ratio.imbalance thatiare seen in LA & ? .
Boston. Here there is too many GM'd and everyoiie wants to run ;

fewi active ones, Svery onea game. There there are many GM's,, but 
.wants >to be on the players side; of the board*j!l couido never. uhderstand 
why anyo. e would need the solitare : D&D rules^ in a; bigxcity untill J.
I went-there...This may imply anl imbalanod. on Boston-Popart as well ■ 
as one in LA. Its saforL * Oh the-DMJ s sidei of - th® -board here.

! Alot of the aboveficouid be considered; a agree4J ingl cbranierit to 
Howard Mahler. . avu V , J J; : o-'

Bill Paley •—  ̂Yes that is true. But I have shown Anpage and 
ai half of intolerance;for a type of game* I may?have back stabbed 
and gotten nastyi: Have I- insulted someone? On-the other hand 
sotte pf those insults are expressed-iout of frustration^ Frustration 
of seeing yet(,a-Udther crock. Degrees of ctitism are usually 

numeasured oiji the recieving end. Your *I.ne is usually interesting* . 
If.youhhd proposed zombie pingpong, instead of I, would you 
reply to \'tha-t idea stinks” with "well yoix dont have to 'play in my 
game (so shut up)”?? I agrbe that the f ihst • respoiice doesn ’ 1 1 '
work as an effebtiy© arguement, but the second responce, if ? 
done often enough, Will hegate all critisim, constructive or vi'; 

.aotherwise, Ijthink I know what you are trying to say.But if
siaid ofter etough (Hi griffins juill by (unsigned) ) It begins ' 
to snundilike.you would not like anyone saying anything againstoil l 
one of your pet IdeasIf so say so. Jm sutenthat thfere could be' ! i 

bfoujid , enough people, who go along with this, I promisei that!! y-Hn
anypheowhoc^declairs theraselves out of the : shooting galley wont? ^ ! ! 
ge-t-)bUggedxby me, I may not do much constructive praise of such) ' il? 
a person,; but that.wont bother them much, V/hen you eariler said died 
supresiSn, ô v someones , game I took this as a long range drive to ? 
blacken someones reputation, no matter what. At the time lidisagreed 
with.this-'practice. But now I»m not so.sure. ¥ould a, list, published . 
each Isb of I this zineuof, all the Players d^geohs and all the 
DupigeonS ihe. considered as supresiQn?.i?jiould it matter whether , y,. gy.O 

noof! iherllisper was a Players DM ;0r a Monsters DM? This list' could be?h 1 
usefullj*, Besides giving an, indica-^ion of what dungeons to avoidaov iiu 
( not nessary one catagory or the other —  this would depend on’the 
wants of the player, but factored ;into the wants ;would be the ,t > o 
incompatability of one side iwith. the . other,), It could give - an..5''''f' do 
indication; of who welcomes -high Idvel technical cri-tism̂  tho.bitlihg
it ma y sometimes be, andi,who wants praise for good ideas, and 

ejOn,ibad,onesg Or something elsey just so that it dhesnt hurt.
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At this time I would not allow any special character 

into my world from Steve Berrins vorld, I would even suspedt 
double use dives,* I'.might%fxtend this han to specials who had 
mearly passed thru his world. All this despite the fact that 
he has a national reputation of being a hotshot ©M, and despite 
the fact that I am begining to concurr with this ViLa his articles 
in'A&E, I’m a monsters DM and tend to suspect that Players DMMl t! dt M! Ml Mf‘ the temmtypes would be incompatable with my dungeon, 
on pg 2 DM’s dungeon should be changed to Monsters Dungeon —
DM’s dungeon would cause far too many forseable hassle 
And all this regretable hassle because he sticks to a rule that 
I dont like. And has more or less said that he doesnt care how m 
many people think that it is wedged or how badly soflieone thinks 
it is wrong* Maybe he wants out of the shooting gallfry, I’m in.
• ¥dll it seems that Ive run dut of knnves and backs at the 

samd time* Let me judt say that the Assassination refered to 
on pg 2 was later explained to me. the explaination cooled me down, 
tho I stillregret that that DM had j . gotten himself into that 
position. As per the vf-irŝ t one —  well I have hade some bull
headed & foolish players too. sometimes 
hints that doing something is not going 
using a legitimate - >'« setup to kill off 
He was doing something that was almost

they ignore small or large 
t be liked, I remember 
all of one players people, 
cheating, got warning that

I wouldnot like it, got the mesage that I would not turn the dungeon 
on him, and did it anyv;̂ ay, I went into a I hope he dies mode, tho 
I had to gibe up oppertunitys to kill him off when the reaction 
dice said that the moHster would not attack or when the sitiiatibn 
said so. Like the time the subdued dtagon that he had almost  ̂ ' i.'iV-
benifited fron the results of the players divine aid call. The 
dragon was of the wrong alignment tho so no go. That aid■got him

had a*chance, tho
cure m̂ ŝelf of putting articles in co iments 
I hope that the sreching hhsent been too

with in 10 feet of saf̂ j>y before he died, ^̂e 
3 very low one, ' - -

•Someday I’ve got to 
and comments in articles 
much bother.

Lee; glass globins are as transparent glass, they a^e seen 
only by the way that a person in this world knows that a window 
is there and because they are not flat t^ey produce distortions " 
of objects seen thru them. If someone is watching well they should 
be noticable, A ajtenate system is to ta ke the damage done to 
a glass Goblin and devide by 4,5, and roll this number of 
rolls for critical hits. This would seem to cover any situation. 

Hartley —  I refuse to worry about our gold value vs gold 
weight vs Gary^s vs whatever my price list indicates. It just is.

think
world to refresh for a spell; 

to change systems so I'm pussled by 
occupance duhgeon. I also must keep ' 
Glen calls the locals, ( usually meaning 

Not '

Are you saying lOx my price or 10x Gary G’s price? I dont 
that it takes only Ihour in gary G's 
I dont remeraSjer asking you 
yOur comment, I run a high 
up corapatability with what
him and Hark and Paul and-maybe Martin, Not meaning Tony D, ) 
Alignment languages art something of a crock, but its a standard ' 
one, I usually let it pass, . , '

Steward L, Im glad thao ray prices are clos^ to reasonalble.
I felt that too many of them were made from air'. The term "Babies" 
is usually degrading. Try Neoplayer." The latin makes you souitd 
supersmart. The local use of twmts for this word' function is 
one of our bad habbits —  the causal use of annoying' words is 
done by more ’than you. Pin a Great Idea medal on your<acil̂  fCor 
that paint the' glass goblins suggestiou;,.̂ ..\|5̂ 4̂ »̂ l̂i_.J[



Glass goblins would only be clerics amoung their own kind, fhey 
would use nonstandard spells as Clerics dnd iiU’s. ( cure glass, 
wouldn't w6rk tbb well bn htbnans), Tliby are a bit too alien for 
std, m a ^ i c I n , ^ w o r l d  they dbbi use^ihagic as yet, I have written 
them up for StbVe 'PelrTihs,^Grittefs;b'dlbctioiii

Lately I hay© writtdiS^'up §omd new Spells and distributed them 
to thb various :aiignment's(dxcepti'^ng Hungry and Tree) in an attarhpt 
to iiidiviUalize the various gUflds a’nd magicains. Since I would not 
allow spells geUei'ated in '̂ this manndr in my gamb*l will not " 
sell tHem. I tliink that some of them would be interesting to 
reasurdh in your world,  ̂  ̂ ^

i*ain^ this is d 'first level chaotic spell It d’s a Substitute 
for the std sleep speil. Those who are hit by it hatre little 
concern for anything other than thier own agony. T h e y * w o U l d ’tdb 
busy screaming to give orgefes or advice,- '

De'mon trouvlbled sleep, 1st level. As sleep, but ndt sb sweet. 
Pain will not awaken ih universed like Gleni where slapping some 
one will bring them out of the spell, but cold water will,. ̂ sni. ' 

‘'There was'a story where a man was sentenced-to be haunted by demons 
by a'Vizzard-king, ¥hile there was no physical damage done to Him, 
and he lociked like he held up well, when the king said that he 
would shorten his stay in that room by the time that he could 
hold his hand in s&me flames, he didntt hesitate. People under 
•demon troubled sleep may have some odd a:ftereffects ori them,
This spell prob uses off duty low level demons of a sadistic
bent, ’ ' ;■ \  ̂ ' ■' ■ ■ ■

Party shield 3rd level, takes 1 turn to turn Vcil^cle^ 
will^only cover a -j cilender s e c t i o n ^ 1 5''h i g h  idnd 1 O' (or may 
be 15' in diameter. ;ov j ;?i’- :

Fog and'cont. Fog, Neutral spells' j ‘ ' ' ' • '
Dijppels that work only on a limited range of spells,
Happyness, Gives the person aimed at'a' feeling of invigporation 

& enthusiasm, T his is undireeted. The 'fbfifioralljr morose d r a g o h ' 
may decide to eat you after all. Re roll reaction dice and seel 
1st level spell. *

Locate people ,,, a spell u sefull'for aiming catapults, 
especially by indirect fire, but wontgive any more info than 
direction a nd ran^e, woht give a reading dn locate a 'Specif’ic

3rd level,  ̂  ̂ : ' ; / v.nio
Weakness ... takes D10-level of object points from thb object 

of the spells strength, reusable, ¥nnt"kill, will incapacitate^"' 
Incapaciataion lasts 4 move turns, similar to strength, 2ond^L, 

General all classes"speil''. Spell cutting gesture, AddS'i

person,

+4nto s a v i n g ’.throwvs magical attacks. Attention must be given* 
completely to*this act, ilovement is cut to a maximum pf | std^ 
maxifeUm, rounded dobui Opponate is +5 to hit and nO 'COUnter swings 
areiipermittedi Person Wihploying this is -3 to all dexterity rolls 
br-^Saving 'thorw rolls that are vs phisical hardships '( tripping 
over his'own f e e t , 'falling into a trap^ having somethidg unplOasent 
fall oii him — - NOT the physical patt of fireball .■ r ' as that 
x± is counted as*a spell'fOr this putpoSe,)^atural magic 
( stone'^ breath) would be at t-arious +'s*'of ^'s depending on hOw 
the UM felt they were magical! I would give a +2 vs such, but 
others think that the flam§ of dra g o n s •breath is entirely 
physical, thus eouhting it in the minus catagory. There is 
'precident for this in the-Vizzard of earth sea stories and in 
some'Other stories. 0th l e v e l ' (zeiO'^^th level)

 ̂i Therexiis another wersionxof twits arbuhd here/These are,“ 
thoseiwhO'xwilli:apply knowledge form one system to ahother siiilar 
lookidig bUe (gorree to Edwyr) or nvOn to vastly difOrent onesi"'' 
f̂robpxanothei-igamei.-.-, ioj ’ ■■ ■ '
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If the iwii in question is the Berg Monster I dont thinS thart 
anythihg short of binding hpm up a d gaging him xfi 11 stop‘ham ■ ̂ 
from killing off pdrtys had being a general nuesance.i If ^
he'^iaii’t so darn big and strong it would have been dohe > • ^
a long-time ago, it is he may take revenge for such treatment, 

1 aftmost Hiade lagrest contributef, so close,., so close, 
I 'm still'waitihg;'f or more reports of the people 

Hels- gate has eaten, a s  arfe all ys blood thirsty Boston DM's,- 
I am also waiting with the same eagerness for glen to discover
exactly how those J3 +1 swordw were aquired. 
that was only one battle in a campain where 
valley (LA (San Fernando)) took on a world, 
retired in good order, T/hen I ' say a world I 
object. It was easy for them in thay battle.

it seems that 
the high levels in the' 
deleted j of it and 
meen a planet sized 
T/hen you have

and nobody 
times 4??)

less
such

than 10 
battles

giant strength and super plus weapons 
level (or irais it storm giant strength
barly chaienge'you, m: .

Vampires as players?? ugg! But you have restrained than ' 
enough, the Idea just bothers me. Like sickens.

More spells to be reasurched—  nnsentabilij^jr . This 
one I may reasurch in Glen's world if I get engugh money. Its ' 
very needed, too many monsters with good noses,

Invoke god as a highlevel clerical spell, for the spells 
duration the cleric becomes a avater 'of the god. In  this form 
they should get^an experience cut, and the GM will be running their 
character, ■ ‘
• Go Griffin's Quill !! Get the Gigax monster!! ON xerox—
few booklets are worth xreoxing in their entirity, most of the time 
its a waste o£ money. But ¥ith D&D a persbn can make money ‘ 
doing so. Somehow this’ seems strange. Xeroxing is the costly ' •
way of cowing. Even T¥H is lower in price than norm 1 Xerox, 
about 10 /pgi’Stenciling is about ,5d/pg, regualr printing should 
be less than this. Even with a better' paper and cover (whieh 
many dont'need) it shouldn't be more,

■ ' Il'/HMAGPD —  '̂ 'he-stories are interesting and insulting.
I'm hot sure that I like them, but 
will still “
System I was

read them, oince 
admused to see

I dont 
the table

if yoir -k'vc'P 
use or plan

of “' s
them up I guess I w 
to use the E¥ Combat 

and x's get more
and ibbr’e random as time progressed^"' The Idea behind it is 
a good explaination. ' ■

* Jason —  More dragons. Gee why dont you pub a roll youir 
own dragop charistic chart and be done with it?? The need for more 
dragon types as not clear. Especially without some greatly new 
idea behind it. They all run toghethe some how afetr a while. ■
You need a spectroscope to tell them apart.

■ Gleh +'MarK S, I -s; concur with the idea ( I havent
talked with them yet but I know what they will say) of giving Earl^
, Baker the elf of the month award. His experianCe system'is even 

more elvish then The Elf's! Maybe we should explain what we are 
talking about?? i' • '

SEK3 •—  I would like to see a thired axis to take cate of 
the neutrals. Some are out fOr themselves kx and some are fanatics' 
in a cause. Your chart lacks this, Would you put a cruhchi^ i 1
whose jprime motives are to p̂lay better baseball/ better bovlittg '
and kill mfen and huminoids'no matterwhat their morals or alignment^ 
in the same plach>with a CreAture that defigns' good or bad depending 
On whether you harta or help trees?¥here ' wOuld a pal4tiS5Qss' OtF ''
Biana fit in? Wou-M Ihis fanatic ‘be in the' same'place as a catisaT-' 
worshiper?? Neutrals have been gevelcped“ into Msoraething mbrW* ■ 
than deluded people/those who haven't made up their minds. '
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Chanj^edW never adtered-.ithe floor plan

( or compieated It-yet' for matter) Ixut chanige the encounter
and or magic like a new/dungepn. The nev̂  '
nnconnte, h“, sys'iem hf 'mind-’Is not ̂al 1 that good. 1^ provides ,detail 
but'adds "coniplek̂  roll up encounters as play proceeds
this is a butdeii, any solutions ? baring the natural one of 
prerolling encounter^. I will 'have to revert to this sooner 
guess. I hai.itd prerolled tables of the old , ,
encounter'^abie. This‘'has set me back a bit in time expended. J 
I think that you ’:av6 been reading the illumenanti lately 
those symbols ioba familari Are there Illiiminantic'Vala?? t'hl .
vdiile i, understand the system, and it seeqis a good way of describing 
some creatures,(in a general way) It has the unfortunate choice of 
the terms Law and Chaos for the axis. So I dont use it. Also h 
In most peoples minds anarchy and'chaos are the same thinge, .

Mark lidiile on the subject of labels could I recomend a 
Thenaurns? Or the names Crisis Factored Magic, Muff P.M., ,
Risk F.M.,Scare Factor Magic, Lethe F.M., Daunt F.M., Guts Factor 
Magic??? Also with tire changes that you are mulling over in TVH , 
your system Vill be' more complicated than mine. Already the accbUhting 
done by the players is. The table that I gave you is not quite the
one I' m,.using now. It didn't 
wasnot 
have a

intelegencehave an
the best format. Also while 1 may not 
system that'limits spellcasters much.

factor in it and 
{ or may I dont Imbw) 
It can be curve, fitted

up or down to a DM's likeing. But lour system has some avantages,
It_,is the closest system to Gary G.'S that isnt his. You have 
inherented some of his hassles and got.a few more, but its unique.
And my system does take longer to explain to neos —  somê .of it is 
the t chart. - — At what price simplicity? at,what price charts?.
At what price realistic simulation?? No:system^ ean pay them all.

' On Reasurch' Drdgons should reasurch, a-/potent that gives 
them another breath. And a-̂ 'fluid'that diEnolyesj:(Ixngbnsjaying swords.

On who makes "1/eapons/ works out tech items -—  'this mostly 
pertains, to ed\ryr, thos alot of others could tbe: in its path.
In Glens world very few magic items are mage:in the present era.
Jts.not cost effective to sit for 6 months and’ get something whan 
'you can go down ip. dungeons and take suehvoff thei,monsters, And 
0h the other side nb one is interested iU technological, inventions 
as magic already proforms the functions .of the basic ones,. 'W’.ĵ ĥout 
the ...busies, the advanced ones wont form. Spell reasurph is the,., ' 
betiep; bet in anycnse. Spells are known to workj

maybe with
untried .and unce,rtain — : if not . 
out there may fdnd ,a similar- bias 
not. I think that there are sor̂  ̂

types of magic that would b§ produced under,these circumstances.
The manufacturers would be those not interested in weapons, except 
as a hbbbie. These creatures would be interested in auto detect devices 
and auto trap devices, bpell using dragons and bighlevel,.ogre 
magi...vould be in this catagory. They would charge a vorynhigh^tf 
price for"'the results of theit hobby, (think what a mark up a ’ _ 
dragon woUld have for weapons. These'prices could be dpublehcjict, 
those, irhb'yant standard it'em s and are likely-to-'usej; them., pp,. the 
cr,el‘'*̂ bhs” buddys . There would be a tendency f or tninpsj s onr hitŝ  ,
, bn’‘jiragbhs': f a- dragon';bui%l sword’, weather i speicifjiedr on npi* ■ 
s'omebbf ;|iheSĵ  yhApons'f ̂ as 'they' are hobby - built: ,(led>S:,,seê . what this 
dp e s -text re amiy nbn'stAhdard;' These creatpreS) wouldf .tend, to

o Q A  ' iri S  a  frr-1' z'*'Ci ' r  r* >•. Zl Cl TTiS iCs .m Vl-lirc*. r t  r r  T *  .  .

( the reverse of this world, and 
magic = -^dwyr' s view'oT tech — « 
simple superstition) ;’S'otae' of you 
ip, your world, , whether s’tUtPd ot

Te.ch|,is not, ' 
our world's view of

■f

make weapoils ahd detbet
with Iluman 'SlaVipy ’'clh*w 

^ I. :  qr r

deviPes for 
-- made' by

thier ;-firi.epdis.n 
a lbca«>l,iPgre mage

: ■■I'
a, iogre,

■ I,
ilJ
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Dnlithe othe-j’ {Side/liherc are creajbureSowĥ ) aye denied jbhe 

user of magi-scji tiid i they are-iof teroiniellegenifc# And. there are these e 
creatures that have come from another univerp® rnpt adjusted
to thee? local JaSrs p, Thev first, would get . very prof ic-ieptj;;arj building 
Catapults (fill wiht dil ahd. you havej a >super fire] ball):)and spring.v; 
acti.on̂  ipitfalloactiorl traps;* f Crossing ground to thdii '̂head] quartets, 
except by pre-determihed patĥ Ĵ ays, would be.j like crossing raimd-tiefleld. 
The secone class would' be a bit slower jLjU:: taking this i up* r They vould. 
get a good idean, of 'what doesnotr work first> thus def igningo the[ amouJt 
of their past experiance thay. could apply. They may noti h-avey acoess . 
to raantxalŝ oh how build traps ̂ : but they would have better idea 
of how to work things,. They would make the .realy deadly traps, tho; 
at first these mayrbe easily spot table. They v̂ould have] the ; alchemist' s 
weapomsi ( at least? in JSdwyr) , ; .rri ; ?a '• ; - : ; y

, !■ in ̂ this reguard I have a problem. The : Firebomb' listed ihi :rx 
the price - list is'a very touchy thing* It-tends. to: go dff when you 
hit doors withit pnn,you. Or when you getihit.near,it's storing place, 
Qr When youifall.downior get fireballedtoYet monsters who are not 
goin§?around and hapd to hand fighting may want toaquire some of 
these fire' bbmbs. If; on the first round the monsters threw several 
of these thru the door, the patty couid be badly off. If not dead, , 
This could make the situation degenerate to a-firebolnb fight* I don't 
likexthe;?.resuit^ but-it seems logical, So please tell me why not,
. i iio j .' i; whileo back: some I 5+1 Hit die werepigs took apart a party* )
The ramsome on the dead and.onrthe living and the weapons came to 
1 5,P,000i gp. :;1. took my own advice and put .them' loyer in the dungeon, 
and made them more neumeroud, A very high level patty (considering 
the paryysithat'1 have been in my dungeon) was attracted by this treasure
aiuieifirebulled/f ought & killed the . pigsi I 'm not so sure that the 
idea yas?^SUch:A gopd one ( to move them lower), tho i strongly 
suspect) that the.lOXcution of the ,-idea was the problem. The party 
used a comune;spell to findjwhere the pigs had moved to. Also I : 
knoy^ that;weroboars a r e . usually 4+1 'hit di c e , There are/game mechanics 
in my world that will prpduce tougher or weaker than.normal:monsters, 

HP M a n y  people who have run in my dungeon have coramfehted on 
the lack of controll of the players, V/hat common techniques am L ;
missing?; (¥hat do .you use??) .. :

c 1 have risadv some i. mere of *17* From t!ary* s description of TOO; 
his dungGonoX m4y~have been very wrongin ray Tjudgement* f’/ikill+alli r?;. 
dungeon doesnet seem to fib yith: thG standard: LA dungeon —  and ’ 
Cary seemed to>support the LA local standard when I.was out there.

even decyphered >The Eelm? Pantastici's;rrepro. SomeoneI have
give him hints on hob towork;such^ I got instruction form Lee and 
this zine hasenthbG.Qn too bad,; Richard ‘t-— GoirrectioU fluid can be 
put on thev front of the ;page. Just like these white. j>aints that > 
?®?̂ ?'̂ ’ary^.!use^ ThisMnakes'.oftem easier to; use, than' erasing., I put 
the plastinr, sLoQ.f thut is?ipn top of the stencil. over the bar 
with .the rubbe;̂  tollers. This way; I use. less time getting to the 

The way the colored yaxed ;sheet;looks is the way your»zinet 
will looM. Dont.ever type with the ribbon between the keys and the 
stencil. -Use]a, backing paper. -- Lee can explain. Maybe.others can 
tell.hy sight what is. wrong,;! un- <o ■ i';: .

Eichardr.—- on li •<—  in glens game ithOre are low I of’
¥ characters that are played: that wayi.vtheyj;do i take direction

:  ̂i. /

Ibv 'y-.« 
f rom J

smarter/wiser characters.,There are sortie t i m e s !whenrthe choices of 
TightjOr run.are easy fop everyone* eben .sueh, . toj seei They arefinots.; 
given jobs like talking ^he par,byihut(!Oftiiy^nl>le bob OsSten, He- doesio 
run a blow ,ib big and you die.)ga®es, ( (oI was surprised.when after iol 
the first round in Godhome, when magic weapons were stilltbeihg usedi 
vs the magic absorbers that they left the battle, I thouf^ht we were



Defiance Dungeon Pg 8Doomed, k i l l b y  ourselyes. The awnser that t^ey were full did  ̂
satisfy as the&e'were a-yarieht iiagic Absorber —  their prime motive 
inay be difereht thah' the standard

'■' i;j ill purify'food and water iS' a low level spell. Create 
f ood^ and' watier'Would be a high level one'. -I- 
v 'l f  ' ' ' iy WOOOshi ! heaA^ game. Looks fun* Are you going to allow 

♦ techhilogical weapons‘ that equivalent thbse spells? Tact/strat
nu3tes?'Modern Armageddon simutainous with a^high power Ragfaor*k! d 
ThOy all go'away!!A World burnd down to the bedroffk is = someone 
got lucky" -—  therefore not- total damage. n  : i

V Good idea hard to impliment w/o a lot/ of timei used,
I just use GD&H + some gods of ray own t some gods that*I have heard 
of —  Cthulhuist dietys, Kiard, the demon of justi«e. ( Eiard is NOT 
evil —  its best not to find your selfi in his court thb,' ), Silence 
in Thunder & his unkillable sun-elemental father. The.l;deamon that 
chose to be the god of the god of the kobolds ( a wise chioce —  
they are the only creature that can really hure him. D'); The bolos 
are a tech item tha t is almost god powered ( the name Gontinal Siege 
Machine'*̂is hot easy earned esp in a tech world. ) 'Like Moria the 
defiance dungeon Councli of' Ten dug too deap. Not eveh GD&H''S are 
happy abjput. my -20th level,

t ’ i; reply —  One cah hit the generally Icnown systemd.
spell points and Gigax araB. Klutizfaicter and Spell-Klutz systems are 
(•dr should be)generally known. Note' I lef t plases to show my intent, 
and to bend the weapon to the'lioeak rules.
; On dragohs... one cPU’ld do alot with centaurs and ogres aad
others. I fu'lly agrea,

‘ As if people arn’t doing just that (rebuilding DdD)
I am trying to keep ‘compatability with the standard. But that some
times becomes a '̂ narrow walk. How come we (Boston, generalized) h i 
have been looking into nther spell systems? Other combah systema?
And tearing the ‘game to 'the ground and putting it back together again, 

■'hfnot for more realism?* It may take some time, but we are strongly 
•lurching for a realistic and chalanging game. i-'

VIII Seems cool. TTO is a work it out zine* Xour Ideas 
are of that typW. * 0: :, •; . 'i ; .

General again —  A spell that is temperatuii'e sensitive 
(COIp' OR FIRE ) might he -l/die uhtill it chi11s/warms the surrounding 
area. It might gain +d[/die per consecutive time thrown. Throwing 
cold after fire would give fa --2 (*-1 initaial + -1 for fires +1 avantage) 
under this system. There may eorad a 'time' where a cold spell would 
have to be thrown just to enter' the room. '
I" *****M0NSTER***** Biting Kindi—- ve'ry cold air elemental, - Doe's 

it hit points in damage from Wold> ''having throws OR did it hit '
(but not both) applicatable on ̂ discresion of DMv Alli j strengthsi'(hp) 
around,(roll a d 100 ), Attacks with cold dont add to its hit points, 
but add to its weapon.' These aJttaeks wont lover hit points tho, ■ '
Fire attacks lower its weapon^ If fireball oan effect normal eleinentals 
(Im not sjire of this) then it Will take damage from fire ball. .Other 
wise it goes from cold'Wind to hot wind if magicain over shoots '' 
on̂ 'fire spells.' The .hotRwind can cause insanity if it gets above a 
the hit points of the opponate.A saving-throw must be made in this ! 
casej/Seah SR— does not the phenox arise lii Dull glory from 
its "ashes ? 0 And is theie no't only one per niii'verse? o .7
' 7 I am Waiting for the LovecraftiEui *GD&K write up, I want to

lis© the lesser monsters (soggoth. The iHovmds, The deap ones,' Ldigoi, 
etc)' ih ray game, I may inport the Illuminti and/oi'the'iJnStrimehtality 
for the neUtralsj I have yet to decide on the Ultimate -good'forcei '’* 
inmy ■ universe i ■ "  ̂ -'ho;' ax -aixio"' Ta'c.i. j- o.d-,r
xi X// 7 . o ; ’ ' ; v-,,I -t'-ni - ■ xxx /X Hii xv
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Im that §tewart L & Glen liked the pun.
my best, Thank you all. .

I note that glen’s ’ *sriicker** phrase is spreading lik6 
wildfire, , ; -:

On magic spells & nvords. There should be some spells that 
give a weapon the temproary avantages(that are made permanate 
when a weapon is made,) So a +5, 10 melayrounds duration spell 
would be, say 9th levbl. And +4=8th, +3*7th, +2=6th,+1 = 5th. Or 
maybe less. There would be also damage bonuses spells. Some of thes^ 
spells should incapacitate a magician fob a~ long time •—  equal to'' 
the time that d magician wodld heed to make the' item ala gigah. If 
Affix is used this spell cou^d be the spell thit puts the MU out,

Steve Meintosh''—  doesnt. look like any of the twits I have 
seen around ^ere. But a posibility, Hokas are nicely clarified,'! 
like the way ths,t Mark Swanson runs them. Your modifications are , 
good for players, i >

On GD&H reasurch—  And they left out Diana, And the Cthulhu 
dietys, Kow do you get to type so eye straingly small?

Mark S, — I figure that super swords (like the next 
class up (+1)) would cost 10x as much. No donkeys because no ohe 
around here askes for donkeys. Other things are similary missed, ’

Any LA fan who doesn't run in Mark’s dungeon is missing a 
treat — as well as the archtypical Boston Dungeon, Matk has influended 
everyone out here. He arid Glen are the best w.e have (by pur own  ̂ . ■
standards, of course). -

As I dnubt that any One could notice —  theexpedition where 
Liriel charmed an ore and died was the dxpedition where my dr gon ' 
got killed, ' ' ■

More Glen Comments ... The Staff of Clw tjrpe healing • 
was one that would work for ilU’s, On scarad gigax tables ...,I 
got backed into a corner on our upholding some of them'like banners' 
and dumping the others like it was one of the clean up crew, '
There are some things scarad in the books to each reagon/type of 
gamer, v

*^Life is tough'.'said the new wraith, ’’Sure is" agredd the
recruting who had taken quite a long time to get his man,**- wraith. .  ̂  ̂ ' . , : -' ̂i. , ; ' ;

fi 'I

I have heard that the undead in Kevin Slimac' s. Hells gate 
are one of the more ineteresting part of the scene. Kevin, e^uld ,, 
you tell me why people are so bothered by them? I've heard the awnser 
"They recruit", but while the speaker of these words useally gets 
the desire of not meating one of these over, I'm not sure that I 
know the mechanics. ,

I did not get a TWH contribution in after all last time.r^
But with the holodays and without exams J hope to this, time, I 
baye some nifty Ideas arid charts just waiting for that'zine,

I do not feel good about being so nasty in the,first few 
pages of this zine, I do feel that strong measures are needed to 
protect an area from going to a give away dungeon standard, I, also 
feel that corapatability with such dungeons î  not a benifit.
But this seems to piace me on the side' of the bad. les^J,must say| 
that locally the few ayay dungeons are lonely and arroided, ,
Both players and DMs make it a policy to give no support to such.
If this is suppresioh then we have made the most of it, I like the results.

bye for now see you in Tlffl, 
Sean



LETTER ^
f rom Er i c Ha i nes
322 Bray Hall, Rensselaer
Troy., NY I 2 I 8 I , , ,

Polytechnic Insti'tute

A note on D&D here at RTp, er!.1R.P .I. When 
acc'l î.e'rita I I y ran across the existing D&D grpup.
‘ ‘ ' ' - • • • ■ I 'i ̂ 1 < 1 'i- ■ ^

; fIrst came here, 
(I overheard

"then the berserkers attacked,the trol 
11 stake d'&bers.)

Sort ot; har'‘d to
mistake D&Ders.) I pia.yed tor a few ,week;s, put., I.t wasn ' t much fun. 
The on’Iy d ungeon'a rou nd he re had a Chapti g, Dl̂  ( e,,. g. ; ,the first dopr 
we hit was a te I epdrf to 4 th ’ J,eve I or^sQ. Jhen,.; wp; wander jng around 
falling into pit traps every thirty,feet•or s o O f  course neither 
of our Dwarv.es could detect them'. ' I know ôt only one, person 
actually gbined a level without pushing a button 
popular in there) but by actuaI combat and 
Tong as they t i.k'e i t . . .'/ ' . . ..

. . . ' ■ (buttons are yery 
treasure*. .Gh well, as

This' group has started a "SE.&F Garni ng CI ub".pr some such, whip.h
was a good, idea

Si, going on here, po i 
game. The only convert

 ̂ I got' rather sic*k of the way ;D&D w,
attempt'ed to 'sta,rt"‘some, int'erest In the 
got was divinely inspired, I guess, as he’s gotten .about, I 7. peopIe 
interested.; Three dungeons have started pp as of this date; ope 
good (much' better than- mi ne)., one, i n wh i.ch.. the DM g i ves and: takes- 
away great power (a sort of fatalistic attitude is taken up in;this 
world; one p I aye r .knows he wT,l I, survive until he gets within sight
the eleventh part of the. Rod/1,6 ' s assemb I i ng ) ,; ,one untr i ed My
dungeon ' s 'cb I I apsed ( no ,ti fne ! ) but maybe, over Chr i stmas , -Vacat i on
No way1 So it goes

A’ last note: I have encountered the grossest dungeon in ttr.is
world (Eprth, I believe)-. .Has anyone found a’, wor I d worsetthan this? 
Three first level types armed wi th gross magi c (.LighthTog. Bo 11 Wand, 
Dancing Sword, junk like that) run into 300 dwarves. (They join 
forces to attack a Bandit post of around 270 bandits. , ThpTwarves 
charge the post and somehow kill off the bandits and take/the 

I I age, wh i-l e the -f i rst levei'ers were playing foots i es i n the
12 bandits The

,we *
half the

VI _ .
a I Ieyways' of the post’s v i I I age, killing maybe 
cwarves who: lost about half thbl r number decided that "Gee, 
don’t 'realty like gold or jewelry. We’I I take the gems .apd 
19 pieces of magic. Thanks again!" The last I saw of .the still 
first Jevei er-s (no exper i ence '1'$' "given f or' go Id i n . tb^ s. wor I d) , 
they were dragging their go Id-laden don keys (the treasurewas about 
quintuple-sized A treasure) i'hto the sunset, ready to , ( hopef u I I y ) 
buy the world from'God Himseif. I actually saw it happen.

Anyway^-the typos' (habdos?) are regrouping for anoth.er 
assault, s®:|’d best stop rambling on.' Thanks forputting out 
we I I doneJ'ztne. Thanks for wasting time reading this letter, 
adieu. .I have to study for and Tail my Chemis.t.ry Fi-na.|.

a
And
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q,120'•'f:' %  Stei^^rL L37:̂ iJ '
 ̂ ' 3 .126 S„'Mason Rdo; St.o Loiiis, HO 6 3 1 3 1

'.''T’̂e Sword is Mlght-ier 'than the Pe'nl”’
Sorae coraments: '
LEE GOLD; , 0.ii ir;y issue of A&E„ tluere was rot a due date<, (At the top of 
any pago)  ̂  ̂ .
NICOLAI SHAPERQ; Qiuch! J. HAiNTATM steadfastly and determindly that 
copillg e:o2Teh'sQB ■ no or:lgina.Tityo’̂’'~3e3ides j ' J/. LIKED Gyenns LOLITSI 
Another misprint^ I meant 2,500 books« S o r r y a  ^
GLENN BJACpf/ 1 '■ Thanks for the ixioe 'v/drd or two • I•'needed thatp .Korvack, 
sends”Ki.s’nincoros't apologys'to 7rri«l and her consorto Apyway'he; 
was croc'.kod by one "Of his party raembors a looooo'ng ■ time agOo Anyone 
got-.a Ufj.sh for sale? ^
The follov/ing :1s a. story and I would hoartiily appreacilate come comments 
This story cannot be published bv anyone but me nor copyied without 

pormission from mo. It is merely'' titled,,,, o '
, THE BEGINNIIiG ,

The y
but, for tho

oubhjwhen ho vrs.s first noted, seemed nothing out of the a* dinary,
 ̂ fact that hie fresh young face was composed into, such a

cola bitoo: leas and grimness that it. caused evei’y pa'sserby to flinch 
from hv.:C; - • ■ ■ i, . ' . ,

Ho ..eab'T5 ed n o th in g  h « t  a  s t r a n g e , queor.- s.orb o f  b ackp ack  and was. 
dr©ssed= i n  an 'oriusual •sort of. m atiL'^iolc He had blpn.d. h a i r  and i c y  
green o y e s, b'C-was ia th e -r  s io a l l io h ,  but had a s o r t ’'o f  w ir y  s tre n g th  
t h a t  red:lat.cd oarvcioiT t'O' an y  v/ould'-be ro'oberp- f l i i s  nam.e v/as A la n , but 

o - h i o  o x p io i iysr fe:;-.r• wa.e r e f e r r e d  ;t.o a s  Id o ,. .d'lie
Alan thni-ontthougnt .ya'..hd-̂ o:::tored tho .tdwn,̂  did I get here? The last

I remorhsr Is hf:i;.i;T<y in tho kockiG3....trtoI,.ng;.to--escape. from my life,” 
Alan.'yolaw''d ar.d irt tho memories col.1 ih if on'a wave, his 

schooly'biis hooic, and his gir3.,;
-i-dicn sncr^fir

jemed that

md
Especially his '..girl,.' it se« 

dumped hfvi that it all startc.do' First, his father
.-,00

In orde: 
f (h

■her had split an-i th-
n after hi m ' ?-K'tuse.

C *’ ''6; r ha bad
lC 1'"urx av-M"~r i __ _, _
been c konod Xil uXlC

■hŶ. Hiliool that-he went to
me .tplthe Rookie mountainsj 
; and while there
Ight'byya flowing in thp 'trees_ around 

him.;̂' At first he had thought ft ;wap a fire, but then lis reAlly wasn't 
too avrake and "since he didn t sme'll any smoke ha v/ent to sleep and 
woke UP in this wori.ci. He was really unsure about his location for 
he had gone to 
glassy p3.a:ln ana seeing

’J. AiC: '.-Vvac O-.-Ui-j wii-.-javxvy —V**
:op unon a mountain a.nd then he had woke up on a1 - * . . ■ • ; 1. 1 • . j- 1 1 ■ ‘i -II n . L _______53.a:ln ana seeing a city in the -listance he had walked tovrard it, 

Whilch* brings him baerk to the '.present, as he walked :in the tovrn 
iie was amazed at the total absence of technology, there' he saw a well 
and here he savr n-on in a.ri:ioi" with swords at their sides!tVT >1 1 V n rr **-r»T .toWc the cii: y hall as far au I could 

a ma.a in soma sort- of wierd leather jacket
ui:: then walking tow-ar

make cut, wlion suddenly -- - . „
appro-achod rnc and stood in- .froat of Ko vjas unshaven and I doubt
if he could bavo oven spoiled the woi’d ”bath'’̂ He had a sword and :£
from the way ho gestur:odi.and spoke, ‘ ' ' ......... '
mugging. Quickly a chill ran' dciai my 
other men were 
I pulled out m; 
dollars,., Eo Uc

.0 was'cbvious that this was a 
.back; as I realised that two 

Gncaking up on mo froai behihd,„ What else'Could X do?
VvXillet-'anci handed him all the money 1 had,±K! four-•

.and threw • tiio monyp away a 
(next page)

nd:forced me in an
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5ne’ptld-any-at;€eniioX; 5orlf®ShS& b&SJPhomS."° '

„];̂ then wound/
screamed and ^ turned to run,when I recieved a godawful pain in my -
right shoulder and blacked outo v,j„+--?nWhen I woke up, I was in a bed with coarse sheets andstill had 
a terrtble pain lA my shoulder. I then lookdd around the room and 
t̂ aw a man in armor who was staring at meo Ho said something that 
I couldn^t understand, looked frustrated when I couldn t answer 
and then said in perfact. English, " H i T h i s  shocked the hell out o

AgiiJ I  rSurned^tS^the"land of the living to see him anxiously 
- bending over me. Hg had brown eyes and he seemed to be a cool guy 
so I 'diked him to tell me where in...or out of the w o r l d ^
He said," My name is Paul and you(thank god you are Amen can) are i
Avalon,^ You were sacked in a space/time warp to years in EarthLs past and are currently in the age^where, Knights 
were Bold and wenches cold»,"he finished with ^srin. Wg confers 

■'■'„nd found out that he was a Air Force pi&ot 
^ad fell into a warp like I did and had crashed here. Right
was a "PALADIN", that is, a dude who is supposed to do good and all
that crapo I t L n  asked him what had hapoened to the "mug-ers".  ̂

He ?old me the-.following, "He had been having a drink in the sa^on 
with a few opals when, "I heard this call froK help in English. K?  ̂
S d  blen ^ ?^--oiurpksed,v. ^ ' and took off, grawing O T  sword
Steelton and seeing that - u " ^ a^wfl^d^them ^^I^thenattacked by three men,I : set upon them and killed them« I,then
carried you to a neaebyk. hostle and healed bsds yoUo
- I was totally sarcastic, "Sure, and then you borep-ot n o 'further for from my first words he had risen and drawing his 
fworS h S  in Iffect lit up the roomI I wanted to laugh and f®n cry 
but most of all I wanted.to go hide in a corner. He relaxed then
and calmed me and told me that , "I see that you are too ignore
of' this time period. You see, certain fighters that take up holy 
•vows can heal the sick and diseased and protect their friends,
. mSI, Sgic(thats all you can call it) works here and is dange-ous.

I Was stunned, "Is there any way back?
tt̂ gver, you- are stranded here until you, die 

‘ "This magic,can anythino- protect me from it?"
'̂ ■̂'»'Aa, long as you have me and my blade by you no magic can harm

yOuV" „ - :"Is it magic too:?" : ^
"Yes, Do you want to talk to him?"
"HIM?!(Hot damn, I ’m in a nut house)
"Yes, here hold the hScxfe hilt" ,When I first felt the hilt a change was ^rasticly apnarent^the svor 

was a good 5or 6 ft long and chould have weighed a ton but I handle 
I?aS ialiiras a feathir. Then it talked/ It talked not in words 
but in a lilting song that at once was powerful yet calming, ^he 
%alk" was entilerly on a mental level, it or him rather asked 
Questions and I gave answers. Then as suddenly |s it began it ends 
Ind^S ?n a dise i gave Paul back his sword. Suddnely chilled 
I asked, "Was he human -once?" .
BEFORTl^could phrase another question to.this I fell asleep.
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The next morning when I woke up, I staeched an^

I lept up in agonv scratching 1‘urlouslyo 1 forgot, they had
wav back then or i, ,ert, .ndw, ' ' , u- jSeeing that Paul was still asleep, i borrô ’̂ed one of his dag-ars, 
he must of had more but .1 didn’t see nuthin’  ̂ So i oook off for the
nearby stream for a wash., - ' : ■  ̂, v ■ -u ’v,+. rAs I'nassed the road I vrasraware of rustlings^in the bushes but I 
didnH' piy tod much attention, - I vas too busy absorbing the beauty 
of this world, no factories, notovercrowded, no pollution, bent down over the crystal clear creek, i.oecided to move over again 
to the left. Due to my clrmsyness I tripped on a small stone ana 
fell flat into the shallow water,;, , . •

The two black-feathered arrows nhissed,; over my head’and into 
the undergrowth on the other bank, . . • ■ : .

saw running toward mo two’ of the ' 
er seen5 they were short and stocky, 
their hands 'aAispr̂  they carridd a 
Think of them as midget negro

wa:

As I got up, still surprised,■I 
worst looking creatufees I had^e 
bowlegged and, had long aims, in 
simitar. They also had fan̂ ";ss
Dracula/pigs on two legs-, ;  ̂ ' K-oT-nc5>Instead^of ioj.nning like .any person wiuh an: ounce of .brains/
out of habit I grabbed the hilt of the dagger, Unmeaiatly I
filled with hate and desire thev clo?eddagger and the blade shone m t h  a olue flame! Tn.n uhey clos .
thev trieed to get on either side of me and a sword
betLen Sfribs!: Bit I had.teen in a few knife fights at
sSool so 1 didn't let them do it. Suddenly, .even though I resist the urge \ the hand containing the daĝ âr soruck the fir. 
creature by sweeping under his shield and got him right heart. Then before •I.-could think,-,.l had .whilred^ aiound. and^t__.,^^^ 
the daggar at ’ohe bthar creature who .had aimed ^is _neck T c'josed my oyes waiting for the blade to strike but nothing 
hanoeded! I opened one ..§ye and, then the other, I saw the bodies 
olff̂ the creatures in the stream v/ith their black olood oszing int

Then' ]': s9-vra disheveled Paul, topjf>ing f '' '
and his sword,. Sieeleon ora^j. ° f  = |4sf L “ SoKd just sah bacfc.'nn*hctl3d.wivt lal.£ite,. ^  had gathered

then angrv and then ne _ joined in fcooc A lot oi people nau

to

outside and wore’stairing at a
huge, sword;, th 
my pants; amid

. other ■ in his undei'wear 
the embarrased gig[

in his nightshirt wi.th a 
.(Quickly I slipped on 

T-glGS of a few girls.) iiKitdxs 
howling with laughter^ while standing

above a copie ox corpses in „ couple of gold coins,Afterwards we searcl.ed them and found g,ttle.-'
Paul presented them to ms andsaid ”loars oy rigm. u 
Ifsoon as we got back to his roomne gave me
this world . n  and -wome’--' th' t would kill younAlan, This, world IS full

llnlTs f u  f o w f b S f , the dangers j ou don^t know sbou^
like what >ou b o u g h t  today. Those c^ea.ur^ 'ffî ftis

■ evilo Buc others are harder to detect,some you know to be e-ii and since you
if I vrere

{ X W-L ~the whole lov^down on

These 
about are 
* Ores

and are 
world.Wh-ver you go you must take a weapon with you 
Sav.rapp?opiated my dag^ar. you may have it. But
you I would buy a
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”,,.The daggar is of elfish make and will fight ores a lot

-h-'t npf

‘ better■than any other-sword you can get. Yqu see, that blade 
is magical too and surely you felt the tug of it when you fought 

f ‘ the ores?"5(I nodded and he continued) "Elves are a alein race 
' r and are tolerant of man only. Do not provoke them! Once a human 

insulted'a elf by pouring beer into his shoes while the said
■ - dlf was at an inn. The elf was gone from town the next day ,,

and that night at the inn that the human was sta'̂ 'ing at̂ â group 
of elves came in and butchered the foolish man vrho had Insulted 
the elf. The milita could not do a thing, for all remember the 
Human-Elf wars of earlier times , inwhich the elves had won and 
then, despising humanity had left Kxxfea them to do -fcheir ovm , 
thing,...so long as they didn8t bother elves. Luckily though

■ I am: quite a powerful and well know n personage in these times
1 .and everyone everywhere recognizes that fact,....”

He then turned away from me and listened to a voice tha-b  ̂couldn t hear 
and then after awhile turned around and said, "I am needed, get ready x® 
for a journsjy, buy & horse with this (he gave me a small seek full 
coins anda larger one )and provisionsSS with that. Hurry novr!
^  ^  ^  ^  =!c iff *  ,51 5-c , 54; >}: 5!C J{t 5{i Jii 5!̂  5{= *  ys 5ic *

Well that:is the story so far, ^ will publish further adventures 
of ALAN &Paul if -wanted, .

Random questions  ̂ o
-1 ) How and 6r what is Rbinearnate run in other worlds/mythos f 
2) '» ” " Magic Jar " " " " "

Glenn Blacow, Lee Gold, please> answer the above, please! . ^
Mail can ,and probaly will be sent to me via the ad ’ress at the 
beginning-of this zine., :
GLEBT BLAGOV/** W   ̂ it; f o. letter to me about spell system has not arrived yet and it is
now Dec,28, , / . ,/

' A \ \■- r-,

■ ' c 1 X f' ‘ ^V-*’ 
'1 . T  '■ ••

:V ••• ■ '



WOULD HAVE MADE A GREAT PLAT INUM‘ DRAGON #3 
By Bill Se l l .gman. ̂
typed ‘b'y' Lefe' Gdl d " - ; v :. ',
t- I i ’■ ! t  s r i '

:D-:sta 
I i ! W . .

; pi: J c ' :i i 6'V '4 
! b D i5 0(n 'i r: ri 1'

!, hdve^^dtt’ert''a gbpg f̂esp'bnsd̂ t̂ rptri''WHO' MbURNS FOR
)N Vw Wm aG'PD '"̂ T, *frbm- 'nbw vJ Vff b'e T-iys'f th i nĝ  appearTrig

First, some comments re I'at'iiiy to' ¥he’ sb tires ■'< product 1 on
ARNESON 
i n th i s z i ne.
of),, then the sat.ire, and then any other comments It suits my whim to
rr i^ k e '?^  n g r ; - : r i T  . r . e - ; p  .  -

Ti z t  i..;'ool T, v;T>riv; : 3ur. v?: i n r .

Bill Paley:' I 'd'o'ri"’t cred i't' the author ~bf' the ‘Original script ' 
on which my satires are bas^ed for, the same reason MAD magazine does 
not (not that my work Is of the same qub'lity as Mad's). On the other 
hand, ,If, someone g_ave ,tne the idea f o r  a title^ of one of my satires,
I wou i;d-Vfed I'̂t .that person/'' ' ’ ' ’ ' ' 'bvrr

i c:) f  i • j ■ ■CharI i e Luce:....  Great titlesf " I shal I he using them soon ahd‘,s*as
mehtlohed above, I wi I t g Ive you 'c'red i t for comi n'ĉ* up w i th' t hem Vitven
. '■' ■ ! ■ ' : i ' : ■ : ! i ; r  ■ .. : r i  r  ^ V o |id b s o .

. - 1 0  V, : :> ri 'f

, /'"kay Jones: . N o , the f i.rst/n/ames of all the characters,' uriLess I 
specifically state otherw 1 s e ' i s J'abk, except i f the character «( ŝ 
female, in which case it is J ague line. Why? ’ Well, Bruce phad aT'ready 
been used, and Bill would have ^aen J ust a' t>i't too egot F's t Tea L.'" ' o ' 
Exception: Mr_. Scruby's first name is Kbid I . ''

l.'Ov

. . .  But here my comments must come to ‘an end and the satire shall 
begin. In this issue, hopeful l;y, wi I I be LET THAT BE YOUR LAST BllACOW, 
.which along with BLACOW OF TE^RROR>nd BLACOW AND CIRCUSES will form a 
great satiric trilogy dealing with the activities of Mark Swanson.

LET THAT BE'"YOUR’̂ 'LAGT BLACOW
- 1  e i I 1. 

s
'!Captb f n ' S Log, Stardate 5730.2,' The TSR INCORPORATED has 

i’ghted.a wbndbring' monster wea r i ng‘’a‘rmo r sto I en 'f rom Treasure Room 4. 
We a re ' pursuIgg thb'creature to get back'the armor and find out why
he^^^?bfe^fi|/^‘"̂' V  . ; y' .

Suddenly frbrt^fhe INCORPORATED’s'CrystaI Ball these words rang
out*, ','Cbnt i nue to.fbTlow me, and I shall destroy yoUh ‘ vesse I ."

‘ !.^Cpntinue ,pursu i t , " Capta i n Cast ordered. 
'.'.'1 gave yoU i'C'warn i ng , " the voice Stated.
f hb'ent i ty th; the brrhbr threw ’4? 59-dfce I tghtn i ng bo I ts at the

I NCQRPORATED. ^of "'ê bn the j eh i p ' s 'sHi ef d , t5s-c help her. ■She
d i slhteyrated intS costtiic dusf, ‘ k i I I t ng a I f bboard her.

Oops! I seem to have written myself into^a corner 
jupt ge'eipng to •j'he next satire I had blahhed..;.

I think I shall. '=T
'■ f: !.l c: ■■! >;,

t
o ri i-

""BLACOW OF TERROR, o n o bed m r 5id
.''Capte l h ' s Log", i, Stbf date t709y1l . We'.are pursufhg an alien space

craft that has 'I'nvaded our ' sebt f oh“ of the''̂ •̂dungeoht ̂ - We hope to catch 
It,,;,and, I f heces'^ary dbs t rPy't tv''̂  ? ' ‘ ■'■nev;? eu

''Oh' no . ybd ‘ won^t j'' cdfiie a' vo t be s i m-l I a r to that abover< y 47 
59-dic'e*̂ '1 igh + hing' bo I f^*/s'truC’kV the i ncbrpbr'ated , destroy i'ngiJf'^somsO 
1 nstaht (y , . V '. . ... yo-.cw o i u g wr-: I 1 y T s i1 v> 'V u o b n i t o t o ; n y h a ^  ̂ i't r/ o >• •'= " . - i i-i •. • ̂  e  i H - .. 9

.1 seem, to .have gotten, myse I f into that same corner. Oh well, onto o fh‘-(a n.'vt t;a’t'i rb'r ' Y ' ' ' ' ' ' ‘ b-g .d r: ■ r.v h n t> v o p : Dn:
puo'ir1t /d neriW . i g i u o : -Ui q n! zno on ofthe h^xt satire;0 :c'j n-zob 1 oja Ol!

O:
M



^  i ■ I F

c 'BLACWTANliDueilRCU'SES r 40/ 'rv/i,};' CJ.Jijf'W

no I
was

"Captain's Log, Stardate 4040.7. We are i nvestji gat 1 ng .
"Bother me again, will you? Take that!" '
Cast del ea ,' "No! We wsre going to anoth'er p I a n e t B u t  it 

too late.t '4T 59-a i ce 1 i ght.n i ng bolts hit thej INCORPORATED,,
b I ow i n g• m i ;iw V her' ih'to

n 'f i u ?;■ ' i'
Well, it looks as 
it even started.

fi'ttie biTs>.
though the great satiric 
Say, Charlie Luce, guess

' ' - ?  t  r! Ttr i 1ogy i s through
what? It looks as

betorp
if

r» I'P be using "one*'idff ^oirr o'ti 11 es thiis iissue after a I I
( ONI, I No the iDARK ; I 0

>i •"1
us seven, 

’ tbe i ra n
'̂ Onb'’ 6f the ’'■breaths 
have to be left in

n

it
’'DOr-dp

me r

(I r:

In a dungeon, far far below the surfape ipf 'Uane^ 
frightened party stood at an intersection of two corridors, 
hbavy-breaf hs*,‘ heavy withltear, could be heard loudly ip the,air.
...... was iparticuLarlyvIoud, because that,person:WOuId

the dungeon, while the others went up for air. , 
They were afraid for a good reason. Something, somehow, somewhere, 
^Is'lkfllirig'^Off the part^'i one by oneg ,’Remnants of thpmihadvbeen 
found; Smashed to ' b i ts by ev I I 4sme I I. i ng h i t dice. Each of +he;men 

'party c I u tOhed the 1 r own single Q6 to them c I osel y,,, i n j the 
m I ght' d ! Ssuade the ' cheatu re i f rom :attaeki ng,., i ' i ; ru

The man who was to-be i^eft there was ; very,, nervouŝ ,] .....
think it'll come and get me, boss?"
f Tfe' bbss of the exped 11 lon^-iBerge-rvand , tr ied to sound ,,and look 

thart̂ " he f e I t'v'i "Naw^t it's- never comer! up to th i 5,-11 eye I . Pf?,]
Worry; it'11 af I 'f i gh'tQ ' ; We ' I I be back for yogc; ipr six turps,.';:
• May be It’ I I bê  b 1 I: r J g ht > ' but: what a bou t  ̂me ?!', t he ma n a t.fe,mg ted 

to joke. It couldn't hace fallen flatter in Boston. '
"Don't wor r y -  Wet'l n be. back soon. ''1 (fl just hope he has his 

next-of-kin filled out on his character sheet, the boss thought.)
The rest bf-'the partyi I ef t , going up th,e cor r i dor- to tpe wllder- 

f ess outs i de;. '¥i th s i mi bar assurances > to the, sh i.-verinig. ̂ ah • i., A,s,̂ spon 
as" they werb eiit af earshot!, the; man heardi a -strange oombina^pd
humming and hissing ceming from around a corner. He steppe^ ̂ f^f Wp!lrd 
*̂fo" i-HveSt Igatb, th-khk!i’ng.’vi t m i ght'̂  a Sti’rgoi-̂ ôr-.. two i 5uddbh I y' a 
huge e-vT®l'Ttreaturve convbeirlr; ,,-j the worst of Stu; Lev io 'and .Gary Gy^gax 
crept out of the darknetsS,’ c I utch i ng huge D8s i n. i ts nast,y, arms’. the 
man screamed and -Hucied: h i.:s hit dice, -a mere D6, at the creature.
OfHy bbe’'porhtt'lrthe creature responded with D8 after 08; spar i ng 
none of'~'f ts'’ ev i f prowes's . The man screamed a second t Tme ai?,(.l̂,i-'t, , 
die a f ter -h i-t-d i e st r'urc k h i m , piercing his vitals and .rippi ng‘jp |m 
p i eces....

 ̂ I . " !On- ' 00 ' ■ , ............__ | ,
"Captain's Log,- Stardate 2195. L." Cast paused for, a mo.menf', ; 

looked around as if expecting some voice to come along and hurl 47 
59-dice lightning bo I tSv’'i'’When noth i ng happened, he continued.' "The 
TSR INCORPORATED has been sent to 'Jane, us seven?' by the Gamesmaster 
fo investigate reports of Some'sttange new creature intefferfng with 
the trastire CbMectloh In thedungeon there., the i dyngeogS|Of 'ijane, 
us seven?’ contain the richest treasures of any known dungepn, 
supp I " go I d p i eces and magical items for at,, Igast., I 2,0r ot the
Gamei^master ' s planets; Naturally, an y t h I ng a f f eetj ng-;-t,h i s sgppjy., 
would worry the GM, blessed be our Ghod, and so he sent hjsf " '

go I ngexpendab!e--er, his most experienced ship to find out what’s
o h ' l "  •' Y -  r i o t t o p  9vfid o r  !

Scruby and Bergervand watched Cast as he i d I y .rgp;l,todptt,i,s l.gg to 
to no one in particular. When he was through, he sat down and ..



sta itted speak I agj w b M  e Seruby tw i r I ed h i s r i ght 1 f or^f I nger nar<^und 
h i s temp I e wh I, I e ! pQ I nt i ng at Captain Cast. "We i i; Chi e f Bergerv^nd*) 
what can I do for you?"  ̂ o n ihoi
yd -Bergeryand responded, "You can get rid of this creature Infest
ing the dungeon.  ̂; i t seems to be some sort of steange supe|d-demon,p ;■
ON a sea I e from pne-to ten, with â Bailirog at six, this thing is aboutj>'
87.5 We can't even be sure whatnk|nd of;iabilities it has. All of 
its victims were so torn apart by lt§ vastly overwhelming hit dice 
that we could not even tell how many hiit our men. We saved what 
Iit t Ie remains of'its last victim for you. Dr. McEwan."

"No thanks," the good doctor responded. "I've already had lunch. 
?: 5i "P ! ease ,! PLEASE no more ca n n I ba I ! sm Jokes . I just had dinner,"
begged the reader. "Al I right, whatever you say," responded Bi I | p, 
cheerf uI Iy. ,

!;;"WeI{, Seruby, what do you think we should do," i nqu i red Capta i n 
Cast. . .
t ir;”What kind of hit d i pe do your men use," Scrubyp,asked Vergervand.
T r"We use a D6. Old but effective, and itusualiy gets the kinds 

of monsters that we normally run around to in here." 
r "Then I recomment that we educate a M  these men here to second 
level so they can use two dice. We can also supply them with D8 
rather than D6, since the D8 has sharper corners and can do more 
d a m a g e -

"R i ght^biScruby>Cast saidi., "I'll get to i t right away."
Seruby said, "One moment. Captain. Chief Bergervand, what are 

those ,iiye 11 owed sheets of paper r on your desk?"
" W h y ft h e y ' r e just 
I o w e r d ie v.e I s o f t h e

scr i bbilesi.,: lfo{fheyri^iet: :I n theiway, we burn them
-value, at all. "• v; i : i i,;
i i ; "Hmm . 1 In any case, I shall Inspect these further."! i. 
i •■'O rit y ' b o ’ ■ .bo ■ ’

Deepb i n the dungeonj, several INCORPORATED crewmen, each carrying 
2 ^ 8 , stood at a ttent i on>-l i sten i ng to Capta in Cast''
"7̂ 1 ways travel in pa iirs,, un I ess youb needp to split

<1,
the

oldo use l ess scroI Is 
dungeon. No spells

that we sometimes find in 
on them, just meaningless 

u p . ,They have no

s jnstructions. 
up-j Fire at any

th 1 ng
th.i;ffi

stj'a nge 
rs not a

unless i t's. me.' Don't bother going through 
t reasu re= h unt; it's a monster hunt. Ajways;

doors; 
punt; on

th K ; f o u r t h  down . i c AnY) Q^^Sit i io n s ? " '  : —- ; . i j ov i i .
>u! - Betora theyi coul d ask;-the question that was oiviâ l-'lo'®''̂ ,
minds (Could I have KP duty instead sir?) Seruby sajd:^i j’Baf pre 
kilvhvlti, be; sure; to ^et i tS'oharacter i st Ip-s . TSR; says'^ jft ̂  i If

rj ■ i
f .1 
you
not be

p r i-nt ia:9 ar fjftbsuap I ement, but' Just In-; case, we shoulfd bayp-iaome- 
thing ready. Don' t.i.>;."' but then;; Cast pverroad him--, o j-i;;. ; tu;
iji vj'cYjour forders: are to melee toi-ki.ll .v Dismissed. Sp-rulsy, you and 
I. w i i! Itaam together. One thing,,; now that we are a I one;.-, ■, .C-ook, - y
Scruj>yth i s -thi ng i s dangerou s. - It has killed 12 men andirpne ap-fS,o,

but this is
t  i me
I know you’d I ike your name In THC DRAGON

. ,L. i . - r _■/ . f ! ! '
nothing 1 i ke thl ŝ  has ever been seen 
again,. WE ower It to D&Ders everywhere

■ ! f i  V ; • ■

thing gets into a supplement, it'll

f or p iit
. "But Capta i n
may never be seen 
this tlti ng!"'

y "Seruby, if this

thp, iwyong
b fi 6 r! - 

b e;f o r-e
to cptalog

' i ;D 'an d

: neb i v 'v‘;
ba, appear i ng

in dungeons alI over the universe, if I know the kinds of dunggon 
designers around; here .n cl t  .must be extermijnated for all t i me,.;j9 Other- 
wl.s'e, -l m i ght- b:ei askedi Cshudde.p’] ;to f Ight ;on,e: .'V on b i uo.;.

Just then. Cast got a coupite of l3ee;ps>;-pn h i s C I a I raud i ence.
rif'Captari n y' 
been some

this Is 
troub I e

Be rge  r v an dr .t? Comei tP ^odr, iruT-es right away. (’There's

.r VO eddi.



- cWtrern irheiy'agxjt? ttisrê , they: :fiaund a closed idbbr Jieadlng into the 
.rtoom ;i I Biet-gbrvatid , ■iCaŝ  sb1<edv' "do ryob' nSor7iia;|lly havoi doorsiii
lading into your rooms?" '’T joy  ̂ ■ 'co t -- ■
- -■-r; n'lNo;urifo:ttT!i ng but iopdn ar+ch'ways;>. d't must have been put; there by 
tha t nthi-ng , ;Vi 2 Be rgeirtvahtd cau't i ou'ŝ fcy -opeTliedi-the- cfdor ,■ dodgii hg the r ? 
i-potson? noeidl' . ith^t-dame rat-htlmiaa a* friesu,l;tV' ""Look, Cast; istomeoneh 
has Isitoletvrobr :MOHS:fieRSi o*iu. - o f,ev- , „ :i ^

j i b" |t i(ĵi dyt ’it' 'khdvr'ttreryd wer e a'hy \ojf "t'hoso s"t41 L around . " > ' ■ i v s
"b'M̂ t twas 'used wheni thii s bdiungeonn was a l! I ocaited , before Greyhawk. 

We need it. Otherw:f se the ont tre' duh'geon tleHe oh -̂Jane, u5>'eevien?''’
w |iI ityreak :bovfr. ■ i .  ̂iv)o: .-t - t'-'ni- 

in iCadt'=rap Id I y ca k’led ‘H i ndhottifife b' tnchy, oarfb you fake as up a 
cop'y iOf . vi u..-- i ^

"You must be kidding sir; no one uses that anymore.
I tremember ; i's the Crdyhawk- rulesu^ M ̂ t'lv try ray-best, but 
bound to be some flaws in my rules somewhere."

• -Cast reispordodyib"That:* s more: i-tharr Gyga^x dr Ar nesoh ever 
Try you h bestb, vHirchy. Turn i.ng’ifoj Berrgervandi he -said, "We* I 
that thing for you isobn; iandi' recovor the vrul̂ esi’̂'' ■ • - - -
hno; "If youi-cani’t' do it w ith in t-wds.hour sifat'tdr your'W'r i'te r' s 
fai f;' then ’ Juirte ,- luei seve n ? ' v/TI i -have'td' bevievacuatedb'" i '

■ :6r; b 6 ' ' '̂ 1 ' I -Q ri i ‘ : ■
--Please mentally insert some dramatic music and about fifty minutes 
of conimerc I a is A.Uahd then conti nue wTth the tstoryz/hJ'Ready

• Anyway, a 
there are

adm i tted 
T get

ru I es

i’ fi ;i 1 fj t nemr.m c: u"! ; ■
Cast and ScrubV were exploring the "bark cayerns^ ofA+he ■dungeon 

when ithey iSudden I y tteard ai etrange comb i rta't i dr iof humming and 'hiss- 
cf-hg-r rTbey got their hi t edMIcei ready jus't''irP t Irrte ,f'for sudden iy a door 
appeared; i n b wall arditout' sprange-f-'-what;? Tt wasr-fmposis i b ie 'to 
describe. Something like James Prohaska, and it was ndtihorrible or 
nasty at a I ' Yetr-Cast and Scruby, more duty'tban/'GiM ;i ith rew their hit 
dice at its haad. The thing wailed and fled back through the door it 
nha<'diijnist createdv-j^iCast movedb tdi if o I I ow , but' Scruby stoppedi h im, 
rem hndtihg tdiifra rdf fthiecpoison need’ies that Bergeryand had dodged'. 
wEK'ted dver^‘fb the dreariure's hand , 'st il If-t ry i ngi-bo roil a 19 on 3D6 

;'"A d:i ĉĉ .roilnirettt- A f undamen tait 1 y di ffereht tfdrm'as-power as iwe 
know) t+uK! TIvife.'liy not-just a character. , 11 ’ I s ,f br once wae, a DM, " 
Scruby exulted. "That explains muCh*' 'How it 
knew; fhoW rrapdrilBanito The rules fMeirie> and rreated

a 1.1 ' those hf T d ide , 
a U  those dodrSi." Just

then Ca st' s- C l,a>i rvoyance beeped dga in . i '■
fWe i rh , . I v/a S' r  i gh t

I
'The; rules dr’wro'te'

tu rn e  'Tq; get
-1 TO '^Oaptai.n?’V''H i hChy here.f 
hayenbroken 'down under their bwe iweight. irWe have twelve 
out of here befere tfiPitsrdiurvgeor becombe unJ i vabI e.'"'0( .v i; ; i- Ni! ) 

b n s  !jc'\OK,YfHinChy dtaribî rThe! e v a i o b f a t  i oh pHoceddre- But -don’t leave Just 
yet. I -think Scruby; and.- 1*3^6 vor t,he verge Of solving Our prob'lem.l" 
They began-rto exp lore t h e i  dungeon f u r t h e r ,  going dee’pd'r and d e e p e r ,  
down . ) raltl y The; Ida in rcorrr I dor sp t i t i nto two parts .; "You take' the 
right-hand side, Scruby, and IMI take the left. I just hope the 
crteature :ie; ri ght-hande;d. Caist p-iroceedied'fddwn the’corr i dor' about ten 
; f'e'et'W hen?  a^iTrap pit opened up’ behind him. Scruby went ahead in \h I s 
corridor in the hope of coming across Cast when they rejoined. Cast 

i movediefarWalrd. As he d!idrso,r, hd notitced more? and more -ofi thesb ye I low- 
i sh'^heets H y I ng; arouhid .-j'TiS'uddeinl y, a; boor .appeared/ i h the wa I-h and the 
'OM'isteppedi butl.5 • Tt wes ciliutchilng licts Tiaind ’and. whimpering becausie Tt 
could no longer throw bTce iiiSicruby Lcerae up'r f rom? cbeh-ind thiei creature.

- "Scruby, think: youicouoTd ESP itTA!,; i ' ' s-j , t "
: "I shall try ,1 CAplteJ nybut i t nti ght- fco/■necessary tor me? ?tb touch 

it." ' . . ,y :Juo- -;■
"Ugh! Be sure to use rubber gloves."



y .V

‘ (r ’ '* ■ '  ̂i - ■ '■ *   "I . i"i - j 1.. “t" ' . ̂ . "
P j fj Scr^yby concentrated ,on the ̂ DM jfor a i.ong ŵ hi;l̂  .. 

starts,  ̂  ̂ Tom Sny^er^^s voi c e . "Go. v ^ ; 9 9 '*’;*̂ ,r9ugh the door  I
just gani§,p^hrough, Pass I ntOy^he^^^Cha racter ARchalq'.' There, Ipslde^  ̂
the folder, you will find the ruies' you seek." Cast did So, meanwhile 
calling McEwan to come down to heal the DM, He found the rules jn the 
redd I slj book I e t ,, but he also found a massive number of shoots that he 
Gou I d 'riot make head or tales of the e + range wrjitlng on. Qping back , |
to the DM, he found MeEwan puzzled and angrYf ; +

"You expect me to do a CLW on a DM?!“ Are you crazy? dust because 
I handled that Horta doesn’t mean that I can,,,"

"You’re a Cleric; get divine intervention from the DM,"
"it’s not that s i mp Ie,,," v' f Tf
"Do it!" Cast snapped. - , - , ,
Scruby moved away from the DM and talked with Cast, while the 

party, led by Bergervand, sneaked up on the DM. Cast saw them and 
said, "Stop! You were all wrong from the beginning. This dungeon was 
origipatly designed by this DM he r e . o H e  hadihis own campaign, his own 
party,," his own characters. Those were , chareeter sheets you'were ■ 
des-froying. What could the pM do .but defend h i s game? r-Here arei'iybpr 
M&T rules, as a sign of food faitb," v ' ki' :

"But how gome we never met any other parties?" Bergervand ,asked. 
"They were opt fo lynch. But they will be back soon. There are

st|ll a good 36 hours left to this weekend^ an.d they ’ I-1 i be p I ay I ng for
a I I, of them, jyst as you wil;l,be. But you 'see» 11 Is a perfect deal!;’ 
This DM here Is a Gyga>( I a n , s o  hi s characters don’t expect much , ,
treasure. So you can get the lion's share once they kill off all fHfi;', 
monstepp In the room, Thus your profit will be up, all ©f you ŵ ,M\lt ' Vi.'
have fun, and I can get out of here and have my hair done agaj n,,
f M  s time done properly," i ;

"Sounds fair, enough to us, Capaln," the ^arty sajd, is ,
"J|,ack, K v e  done it! a simple Cure A Ralny„j Day-spe I 1̂ rest^jed 

his hand just like new.’’ -
"Captain, the DM just told me that my pointed ears gave him an 

Idea for a new character cl;ass, and he's going to name them after/me."
"We I 1 ,’’sa I d Cast, "it looks like this mission Is settled once .. 

and for all." The DM hissed in agreement. - . .
■:!> !' >!■ J! :

■ r

As we
CUT TO ,
a shot of the INCORPORATfO going into Warp drive as we 
FADE OUT

. By the way, Mark and Slenn, those references to you were nothing 
prsonal f They were jyst me#nt to give this zine a bit of humor;-and 
had no 'dofogatory pgrpese. That may not be true of my nexta issue, 
h o w e v o r , s ■

A i d e ,  I can visyallze some peopfe seefng a pattern deveoop.
W h i l e  t a k e n  i n d l v l d y a l T y  t h e  a t o r i e s  m i g h t  foem f u n n y ,  bu t  t a k e n  a s  a 
w h o l # j ' ‘t h e y  m i g h t  - g e t  b o r l  ng% P l e a e g ,  t r y  t o  f o r g e t  t h e i  p r e v i o u s  
s a t i r e  b e f o r e  you f e a d  t h e  n e x t  o n e ,

Some news: eRather than just writing satires on a s|mple St,ar
Trek episode, s©©n ( "wifi be sending to tee something which, |^b©|leve|, 
is truly'new;' f* shaft' be taking the entire script, including s^ngs,^ ’ 
of GUYS & DOLLS and writing a full-length D&D play with It, Rather ; 
than giving Lee Gold the>'Conn I p 11 on-f I ts by sending her a |00 page 
issue with several’ different type faces, I will'be publishing It here 
a scene at a time. It wilt be called^ you guessed it: GMs and DMs._’ '.,1 , ■ o.-ri ■ z : t -



St« ievin:. It would have been Interesting to see you tryjto 
assassfnpteithe most high kijng of Sukaloyo, particularly as before hiS 
coronation he was golngitooutlaw you from the lawf u I I andsriof ̂ the 
human and-BuradaIn andoto”trespass upon Sukloyon soil woulx;! have 
meant death for youa .iô . . ib.;}]

: b. ' 'ibdi'nDn o\- : , r /, ■■■  ̂ _ i
§9m Konkin:. Gopd t ana I ysi| s of a two-dimensional abilignment system.-' 

In my universe, I have a three■dI mens IonaI alignment system. REally 
Keeps Jheaplayers on their toes> (Lessee, am I do Ing someth Ing Lawful, 
Good, or Purposeful?) • (5:, | +; i ,r i-jH vs

■ ' , - 1  ' ■ i 'i* :1 b V I 'b t '  ! . y:- - ; T • .3 6 ..V: L :
Peggy Gemignahl: Good stuff on the un I corn* ; > I * don ’ t seerti t to

have come up with any In my universe yet. I must correct that. :i(no, 
not a§nO p I pyer eharapter ,uVOU; nerds , as an encounter wl thr-tijQ,.party 
(or partleSf^d (Jhat 'Iyouvfnerds" wasn't for you, Peggy.)m h q
aew i'’obpni;b v . hi . j-. ■ i n ; i p9'-' ■ : ■ ■ . ! i i c /
nv.v GlehnnBlaeowi ,1 f the additions In EW do n H  Improve the cleanup 

crew enoyg}) for yop , 1 try.̂  pyt+i ng your plaeyers f ace-to-whatever with 
a f}it.|-s-l2 ed Blobvfrom the movie. The B I ob ' s ac I d cou I d eat.through 
ANYTHING, at least, anything the party wouId tIkeIy be carrying around 
with themî i ON I y weapon usefiil: a Cold Cone of at least ten dice.
Lower yalues just scare them.'awpy Iin search iofuwarm flesh- . '

■ 'I-; .bnv .> : ' r vri 0'' bOi. '
Howard Mah I er : Rememberi me? At that FTP meet I ng rwhere'. l-dp I ayed

T*ChaI I a?' Anyway on your GandaIf, I'll just politely assume that you 
did not i see my three page: ana I ys I s of the subject In TWH,ii?9.. I 
suggest you see TWH f\Q to see the comments they had on my theories, 
whicharesimIlarte;yours.  ̂. :u .

V ; . V Ofrl,; ■■■ i v
Has anyone seen Burrows & Bunnies? I saw ituat thesGompleat 

Strategist In NYC for $10.00. It',s sort of a sat I re„,.on D&D/T&T but 
B&B, as I understand It, Is playable In its own' right .O'i i 11 Isopased 
on Adams!. WATERSHIP DOWN. t ,= ji mh o,i!

And thus the tiny Gila monster-igets ready; to go tobsleep ̂ : mutter
ing to Itself, "I would have made-a grea1i;Platlnum Drag©n.".i

$§$i$§$§$§$§4>§$i$§$§$§‘I>§<l>§$§$§$§$§l>§$§$§$§$§$§a§$§$§$§$§$§$§$§$§$§$§$§

Hartley Patterson In NEWS FROM'SREE §19 (back issues may be still 
available) writes:

t'TSR have beeii 'concentrating ,on elaborating the Melee Sysbeia,... . 
Bt-.rRITCH WIZARDRY has a table for deciding ‘Who hits first ̂ whi,ch 
like the other additions is (in my opiniori; too cdmplei to use in 
normal dungeon trips. However it uses Dexterity as a base...so what 
follows is an adaptation that requires little time to use. Start 
with a character's Eiexterity. Adjust . for. Ari^or: , Plate . r6 Qhqlln -I+, 
Leather Shield -l,...and for race: 4e.g.'Elf +1. This gives a
Melee Rating; record this on your expedition 6 h e e t . .Monsters gener
ally take Speed +3 but exceptions exist: e.g. a Snake has slow move
but fast strike. In Melee other factors are .used: .

Surprised ' '- 2 ^Entering R o o m . " " -i '' .
Complete Surp. ;-I| "Reading Scroll -6 .
Wound 30$ , -U Scroll/Spell Ready +3

 ̂ Wound 73% ' ■ : . ^ > 6 :  ' ‘ ' .
Word of Power, Symtiol and Holy Word'r-Nq ‘Fenaity V '
Complete Surprise 'is' K 1 for wa.ndeh’ihg m6nS|teis , except for such as 
Owl Bears, Thieves that are s il^nt m o v e r s ;" IligheE score gets the 
initiative. +12 opponent's score and you hit twice to his once.

Weapon' in Hand +2 
Wedpoh Ready +3 
EncumbOhed -6 
Spell/Level -1



THE TUESDAY MORNING REPORT ffG--k D&D APAzine for Alarums & Excursions 
put together by Steve Perrin , , 3901 Canon Ave .-y Oakland j CA‘ 9^602, 'and 
stencilled by Lee Gold. Thank you, Lee. ""

■A J,

APOLOGIES 0  0  ( A

I find that a number of people's comments in A&E #lT. are veil taken 
I should never have allowed myself to vent my spleen, even in the_' 
comparatively mild way I did. " ; '

I t ’s funny, you see, but after
hit
not

on a great Truth. When you try
30
to

Earth of ours I'veyears on this
browbeat your audience, you do

get an attentive audience; you get a resentful one. This if why I 
try to make these c olumns he Ipf ul , enlightening and, I hope, at least^ ' 
semi-entertaining. A mature produce has no place for diatribes. 
Forgive me.

iJ 
A, r

to .
Oh yes, one thing. I will play anyone's game any way they want 
I expect the same courtesy. VOX DEI extends only to the front

iers of any particular D M 's universe.

THE SPELL. SINGER , a■■ i- ' j.A .lO-V .A
, 'i \ r

revamp of Mike Siemon's "Bard" category

Mike ’’ '
 ̂ve; 0 \ 1 ■■ ■/ j  '  ■ - . ,  ■ A ,  , , ■ „ : . ,

This ■char^Cte?:' type was originally presented in A&Es "^1 and 2.
Siemqn haSppr^tjty much dropped put of D&D, but I showed Ahim the 
lowing rewrite' of the character and it has his stamp O f ' appf'O-iral.

The major objections to the character type were in the necessity-' 
for a new Characteristic , ''Inspiration," and the character's use of

I thihk^’l've. . .virtually every spell available to Mages and Clerics, 
managed to tone this down a Isit. ‘  ̂ '

H o w e v e r ,^the-^character type could easily qualify as an Illusion
ist. I'm sure there are,numerous Illusionist spells that could be . 
made into songs. People wishing to do sb siiduld feel free, but pleade 
send.^mp some copies„,^f, the new songp „ so ,I can pse them with my own
B a r d s . ......

Anyone who feels that certain
part of the r e p e r t o i r e , drop me a line, . I'm always interested in 
feedback to my contributions , and const-ruptive^^j-criticism is always 
welcome. -ir; ' .■ ‘ C (. i ' ‘ : I ! . , ' ' ' • • j '̂1Oh yes ^pell,, Singers and Bards can be any race.

songs are misplaced or shouldn't be

Spell Sihgers or Bards are a,^subgroup of all c a t e g o r i e s 'o r , 
alternatively,„a player may simply^, be a spell pinger. ljf‘a player is 
to be a fighter/spell singer or. .mage/spell singer, etp*^, ;J)pints must- 
b e . split between, the two categories on, a 1/3 SSangerV'2/3 other
^ S' S i   ̂• i'' i ' ' -i- •• I i . -Vi • >io I ; ;  r » ■ n t ; i " M ! i j  ^ ■-  ■ ■

' V Ai A, 0-1 'i ■ ,REQUISITES .
Strength: j any ’ .

. Intelligence,:. 12+ (can be ' 
adjusted by.-, Wisdpm as with 
Mage Wisdom:

i o c (.)
C o n s t i t u t i o n :
Pejeterity : 
Ciiari sma :

Bonuses in advancement are based on the 
gence , Dexterity and Charisma. 15/l6 =.i;

any
15+

. 12+ 
any
average

b-epus ,
of the Intelli- 

1 7 / 1 8  = 1 0 ^  bonus.

Bards may use any weapon (upless restricted in the other cate- 
gory(les) but never wear plate, armor or helmets. Bards may' use any ’ 
magical ppjec-t,; usable by their pither category or those jised by 
Fighjtje,rs or Thieves.^ if played Just as a bard . ' '

Bards go up. in fighting prowess as mages'. Hit dice^- aie D6 and ' 
go up to eight, with a one point/level addition after. As usual,, if 
also another category, hit dice and limits are as ini 'that^ category','



Stltlst^C8 ‘BESai'a»%'^Cla^i dai.AHA C M  -1̂ A VH:; m;: A&r»A:j5r a , as  ̂ ;,,„
§ ''̂ ■Levei' " E¥> t)ice' S6ng*s'“’ l'2' '3 U" 5,.. 6 ' ' ' ■ ’ •■*
1 Apprentice ---- 1 ’ '''*  ̂ "'i*‘'l' - ■ ‘ ■ ■ ’ ■ ■■ 's.
2 Minnesinger 2000 2 ! _ _ _ _ -
3 Skald UOOO 3 2 - - - - -
U Troutadpur 7500,. U, . 2 1 - - - -
5 • Heistersinget" ‘̂' 2 - 1 - -
6 Min'^trei  ̂ 3 2;.l - - -
7 , Poet ^OK, , , 7 , 1 + 2 2 - - -
B'" ’ Ar6lipoet BoK ' ’ 8 1 + 3 2 1 - -
9.  ̂Cliahter’''̂ "'̂ 12 5K S+l''''''̂ '" ’ U 3 3 2 - -
ib/'Genitis' ' ' 200K 8+2 ’-' ' • U U 3 2 1 -
1 1 '‘̂Gehitt'^-ll-" 350K 8+3 U l + 3 3 2 -
12 GeniuA-1'2 5 OOK 8+1+ 5 1+ 1+ 3 2 1
13 ,Genius - 1 3  6 5 OK 8+5 5 5 1+ 1̂ 3 2
1 I+ Genius-ll+ 8 OOK 8 + 6 6 5 5 1̂ 1+ 3
1 5  Genius - 1 5  9 5 OK 8+7 6 6 5 5 It l̂

All Songs take the same amount of effort to sing. The number of ^
songs a Bard may sing in a day is dependent on the average of the '
character’s intelJLigence , constitution. and. dexterity x 1/6 level.
That is â  Minneslhg^^ a*̂  !ay,0i*,hgeyof .12 can sing four songs of ' ‘
power a day llo'weV'aY", since hb̂  'bnly k-howh bne song, that"'is no great ' loss ■ '11̂  lo cfn!,c.;t̂ ;!.r,r X bri.>: -i s'. + o.f* T.̂ui • 7j ::'r-t -̂wc-j.

y j  x e o o n  s r i t  n ?. - t 'T!'! ft 0 ax i t  ..;t a fi x ,l i e  r, cfc lor+i jn  3xiT

'Songs only affect those who can hear them'." A Bkrd^ s"̂ a'kkrifce'̂  o'? 
being heard in a melee is 5^/level of Bard. Y'lrs-'vS ’■ './jddJv

' •■ X : i ':>p fl XXiJffl
^ Bard's saving throws are as mages. When two categories^'are

involved*’ the other, as usual, takes precedence. ‘
a . ■?'x;ri . ;a

The sbn^s of a Bard are as follows. Once teamed, a song may not̂ - 
be replaced in the Bard’s repertoire.*1 "I C' L: ■: - ■
First Leve I''''• ■’ f Second Level Third Level ■ " ■ ’
I . SI ee p ‘ ̂ ' “ '■ * ’ I . ' Bersekr I . Silencing
2. Morale 2. Dance 2. Phantasms
3. Charming ' ’"‘’'3. Heal”" 3. Purifying
4. Holding 4. Beast Song 4. Sealing
5. . Ligh^t Ca I‘l7’i'’ 5. CaT'T AlTgnment 5. Opening
6 . ’ Mag'7 c"'C.a I 1 ■' 6. Cat I ' I r\V l s l'b l e‘-" ' 6 . Slowi^ng
7. '̂P’rotect'i bh/Evf'V 7. I nv i I'Vty • HaslFi ng
8 . Cafi Metal 8 . Call Traps'‘ 8 .'■' Pra^ Nrml Mss Is
9. Call Gems 9. Call Truth 9. Dispel Magic
10. Far Song 10. Pyro Song 10. Protectn/EviI lO'r
II Call Poison 12. No Lycanthropes 12. Call Object
12 Animal Call : 12. .Shield Sona, 12. .Call REality
13. ’ ■■■' 13 ‘ Pair't'Fyz i ng ‘ t. | 3’,' ' Turri''E I em‘en'1 a I s
14. I 4 ; .

YnR ■ b

Fourth'l^vel ; f., -' "l̂'i ftH^leve I , _LevaT "
I .' Remove Curke' ' ' No 'Magic’ I'J' Ct-eath- Seng’
2. Heal Disease 2.  Poly Self , 2. Transport
3. Xb'rifuslbW 3.’ Growth PPa'nts -.'- xx Rocfb’’i'a''Mud’ ' ,
4. Batt I e Pury ^ ̂ '4. Growth Ah'Tma I s . , 4l- 'Stbri'e'"to'PI esh-' '
5. Monster'Sorig '5 . .'^Summori Water Cal T We'̂ thfb't' ,̂r-f ■»m
6 . Plant Song ; 6 . Qtie'st >-i.rr -n. y.r’. 'Re’l ncVr̂ Vi'afe/Ra'̂ f sb*'’: ji.!' 3i[ /'Tx i:.5 •t'.i.H , ar =:s:P'WC'iq -i rr .r 14' x q r ;  'xy ab-XfU
continued "hbxt' pagb’̂"'- xrr..i-oq .xxx. ,b rU,xv o-j tk. .3 xi ,T .'II a\< yx.B ot.u'fii.L .tii3.E .y>ib , ■Y'jOB'dte:: x 3x1 ten;- oai.B

H:.

‘0V

I
i£&L

6h:̂l



rd Level (cont'd) 
i s i ntegrate 

Move Earth 
"','Lower/Part Water 
' An I mate Objects  ̂
Mass CHa rmi ng ‘2 < Q 
^^ummoh ' Food * I 
'Ca i f - Meteor §warm 
ExtOnd So rig I i t 
Poly Othe'r^d'

I , ' ..if'-',a Bard has had a chance to familiarize himself with^'any
cal item, can get full effects t rom i t . For instafiOe,l 

Horns of Valhalla will call forth the maximum number of fighters.
Songs can be diregtj^d at specific peop I e/monste rs within a group, 

Songs have sufficient residue for an Extension to be Sung at^them.

F i rgt ,Lsve 1 (contj'd ) ,1 Second Leve I,, (cont' d ) Th
7. Cooling . i? : Ĝieas 7.
8 . Warming n r̂r-3 ^ ,8 . . Summon Muse
9. Blasting  ̂ f., Mon? tep^^Cha rm '. "9 .
1 0 Neutralizing ' 1 0 Mons+er Ho Id id
1 1 Turn Undead ^ , If Feeb1em i qd , J 1
1 2 Extend Song 1 " 1 2 . Ah Ima+e ’ Dead ^ i 2
1 3 Suggestion Song 1 3 Extend §ong II  ̂ '': i’3
1 4 Call Ice Storm'*̂ 1 4 No Det^ekts ‘ , \ ';' 14
1 5 Dispel Evil 1 5 Cal 1 Near' Monsf ''15
Note: Once
magical mus

A I I

Explanation 
school. No

of Songs: All Bards learn to read Music as part of their
song may be sung longer than five minutes.

First Leve I 
I .. vSLEEP:;

2
3,
4,

7.
8 .
9.
I 0
I I 

I 2

Iower--nad I 5 
I eve Is higher 
MORALE: ILke
CHARM IN&:

affects up to 30 levels of creatures at Bard's leve
those more -t-han

‘  ̂ I ■ : A' ; i, b i ; i ' i V i;. .
■)' H I biij'-i i '‘ D i . i ) 0̂ 4 ■ , ■ -Ol.'' I '' ■; :

levels of those' higher, up to
or

three

C I er BLESS,;"̂
-pf̂ f̂pcts 

HOLD ING: affects

ca
one manI 
all it is 

the Charming Song, but only 
rounds afterwards.
LIGHT CALL: wl I I take any

wke'’’ b'Oihg for' one'''d'a'y as a CHARM PERSON, 
directed at wifHTh a 2 0 ’ radiums Iflke 
for the length of the song plus 06' ' -i . 'i . ■ b.-: i H.0-
ight source, such asiante'f'H •’bV torch

i t ' i nto aor pho^pborascence or a regu I a r 'L i ght spe i and man i f y 
continual light' spell for the duration of' the’ song\* ' . i 
MAGIC C>\L)L:i^sets up a vibration tom,a ke any object in a 10' radius 
reveal Ltse, I f, ,as mag i ca I with the dha'nges for exact dete rm i na 11 on 
as in^rDefect |.Mag i c . Ii i - ■
PROTECT I ON/EV I L : as in spell, I a st i'ng ' 0 I 0" after song is-"over.
CALL METAL:,,,,AU metal in a 20' radiu'S will give off harmonFc 
hums the BOrd can detrmine its typd by. f- -UA ■
CALLGEMS: a s a b o vebutwithgems.
FAR SONG: Ljke ^Vgntri Ioquism, it^Oan be woven into
to project them elsewhere. o ,
CALL POISON: noxious substances in liquids or in objects can be
found by vibrations set up by this song.
AN IMAL CALL: will call ail animals within

of he'f
b-lA i

songs

1 0 0 ' with a level
of bard chance they wi I I attack anyone attacking h I m>t.

fight as ber- 
not start fight-

just

Second LeveI ^ '
1. BERSERKER: A N  fighters this ! sĵ'd i'f ected at will

serkers with 5$ chance per level' of Bard'they wil 
ing one another,after all enemies are dead.

2. DRNC I NG : A l l  th.i s is directed at a re- a f f ected as if they had
put on Boots of DancIng. Check every round the song i s sung.

3. HEAL: A song which will command a body to heal itself at one point 
per; level of Singer. ’
BFAST SONG: Like Speak to AnimaIs in that animals don't attack but
no communication is possible. 5p chance per level of Bard they 
wiJJ .follow a simple command sung to them.
CALL ALIGNMENT: sung to object w^NM demonstrate its alignment.

no

:.:Tc' !



wI I I reveal
BALL  
! b le 
to
I nv 1 ^ i b  J e.'I’HInigl; f i ke ̂
Di sapp’̂k'rf ,' I
I NV I S1 &,i 1! i TY : the v l brat I ons

Bard so will not ' be not i ced

which have been made 
A I so S i nge r will be

I nv î - 
ab I e

8 . CAL)., t r a p s :
9. call TRtltHV

sees it. '
10 PYRO SONG:, , Acts
11 SHj EID' S'6 nG,: "’’As. 

for Singer./ , '---
12 ,̂(p LYCANM^PES r

: e f t e.c t I a s'T s 2D 6
13 PARALYZING: wil

turjis after song

Creatures and objects 
themselves to Singer.

b r e s b n c e  b u t  not  s e e ' i b r  e x a c t l y  l o c a t e  n a t u r a l , l y  
 ̂ ’ ' - ^ ' S t a  I ke'i^s and t h i n g s  c o v e r e d  w i t h  D t i s t t P ^  a

' " '  ̂ :! gn i^ ! •., u,;)̂
of theldong set up a shieIdnedpufi

....  ' ' I C'  ̂- ■■ ■'t’X 3
‘̂Trapi will revba I themselves to! the SI nger.-. i t coQpp? 
Anybhe this is sung tô  wil I speak thetruth asiheipj

like a Pyrotechnics 
lohg, ab' T't is sung.

spell 
it sets

‘si M •

up a Sti i;o I d Spe. I I

. r
, 8 p
0 i 
! I
X !
c i 
L i

oT r,
asi ,

: U fT' ;
Sc roI IProtect ion from Lycanthropes 

tuCrie c'fT-er̂  the song I s over. 
para'.yse ehemie's tike the Sleep 5ohg"fQr R;P-, 
is. over.

I .A

Third 
I .

3, 
4 ,

Le ve I I ■ I 1
p,i +

I

Permanent
KNOCK

5.
6 ,

7
8

'! 1 (.:■
10
11
12
13.
14.

 ̂ D i'l U O Y" ■ ̂ ‘ ' ■ .
SILENCING: anything making noise in a 15’ radius Is drowned out
and negated . (Acts I I ke Dispel Magic to other songs).  ̂
PHANTASMS:„/Acts^like a Phantasmal Forces, butithose making saves 
will have no 'idea''whet the others' are seeing. i 
PURIFYING: Like Clerical PURIFY FOOD AND WATER. •!.
,SCY\L , Acts I ike a Wizard Lock to doors, lids, etc.
yn l e s s  b'rQkeh th rough . or a Sortg^of Opening sung over it 
has pb ' ef f ect ^ ^  ' / . ' ' ■ '
OPENING: Acts as a ChiMb of ’Openihg. '
SLOW Ijt̂G:., , Acts as Slow Spell 
HAST ING : ' Acts a|s tlastee spbT'f.
PROTECTION FROM NORMAL. MtSSlLES: 
is s-ung,.. - ", ’ ''' . ’
jOJ.SPEL MAGIC: As ' sbe I I , ' bot -2 in levet (e.g. a
is treated as a fourth" I eve I for purposes of whether it 
PR0JECT.I0.N FROM EVI L/„ 10 ’ RADIUS: as in spe.il, lasting
mi.nutes' atteT song i bve’hl' " " - - '  ̂ •
CAL'l Be a LITYV while' 'suing,/t̂ he- Singer oan see through i I lusigns 
and recognize them. ' ''" ^^1...
CALL OBJECT: Acts as Locate- ObJect' spe I I j
Turn e l e m e n t a l : Xc'ts'' ab’ Protection 'from: Elementalis Scrotjlj
F£AR: As ,spei I . ‘ lO'iQ

: D !
same: -f- as spell, as

6th
long as song
I eve 1 d i speI 

works)
2D I 0 .

iH,j ;

vj:j
F6Unth Level 
I ,
2 .

3
4

3 !'
.J JAO
'i 1-0 7

ii'

REMOVE CURSE:, '^ILkb spe I I 
HEAL DISEASE: L̂'i'ke ' Cure 0 i sease
CONFUSION: Like SpelI
.b a t t l e FURY:  ̂When ̂ i nsp î red by this
; f i ght as .ghe , step h l,ghbr/round (e.g 

' super-hepo, etc '

! I

song, all combatants will j 
a my rmi don f i ghts as a -champ- 

Chance ‘of cont i nu i ng to fight eachion, then a super-hepo, etc.)
other after combat is bVer is 5^/round taken from 5/5xBard's level 

(e.g. if a fight goes/three rounds, and the'Bard is 10th Levi', the . 
chance of cont i nu T ag 1 s a'totb] of 65%: \5$-'̂  ̂ 5%
chance because the Bard
:5,*
6 .

;totb] of 65%: I50a^t
s' level is only 1 0th.') '' 
Speak to Monsters but no

5fj/round p i us the' 50$
- ..lABH

MONSTER SONG: .Like Speak to Monsters but no actua 1  commun i ea;f i on
PLANT SONG: L ike'̂  Speak'to P i  ants with a 5$xBardis leveJ chance ,
they will obey simple cornma'hds sung to them. : : i .,---’r;; .
COOLrING; I mparjt.ŝ  Fjle Reslbtiance to alV'wlthin a 10' radius.; 
Lasts for DIO mi nUtes''after' sung. '‘j'" 1’̂  . ( M3MW.V JjAO . f
WARMING: Imparts Cold Resistance as above.



2 1 I

10 
I i 
12 
13 
I 4
I 5

BLASTING 
of Blasting 
-NEUTRALIZING 
,'iTURN UNDEAD: 
nEXTEND SONG

W C 2 1-Does ■ 1 CU'.of,as a Horn 
e damage ̂  „ .

[ericaf Neutf̂ 'alTze
Blast! ng\̂^ 'W

W ‘
Bard with a Horndamage

do,eiSyp̂,oi. .....
: Asî C far I ca f Neutf̂ aT I ze Poison. Also good for Acid
As Jin Protection from Undead Scroll 

I : Acts to songs as Extension I Spell to spells tuci
SUGGEST I ON f'SONG : As I n Suggest Ion Spell
CALL ICE STORM: Usable on Iy outdoors; there Is the
chance it will work. No saving throw if it does. 
IDISPEt !EVIL: As Clerical Spell. . i

usual : 3 W O q
5%/1evei

Fifth Level

% >

1.
2 .
3.
4.
5.
6 .
7.
8 .

9.
10

NO MAGIC ') Ias from a Protection from Magic ScroI 1'OS'.

nearest water

POLYOSELF :-i aS' Spel I '
GROWTH PLANTS : As In SpeI 1

'-GROWTH ANIMALS: AsOln Spell
SUMMON WATER: cWiI 1 lead to 
iQUEST : As 1 n CIerIca 1 SpeI I ' ’ :
GEAS: As in Magic Users Spel I
SUMMON MUSE: Like Commune, but only one: quest I on «
usual 5^/level,: chance ofi.a correct answer. - 
MONSTER GHARMsLIke'the Song Of CharmIng,.put for

c q b '1 I

. 3 1' ;
week* and

' 'monsters
Likevthe Song of Holding but for monster:MONSTER HOLD

11 FEEBLEMIND: Affects all classes (though a fighter a f f ected : may.A
keep fighting for that melee round) for a period of two rounds 
plus level above 9 of the Bard. Saving throw must be +I.

12 I AN I MATE DEAD: ; As, Spell but.pnly lasts 06 tu rns beyondn number; .of r.; /
turns equal to I eve I . ot;̂  Bard i . : rii ,f1tr2 2it£

13 EXTEND SONG I h; ; I Acts.-tp-1 songs as Extension 1 I , actstto SpeJ.Ts .y i
14 NO DETECTS: ' A 1 1 j det,ect I on; spe I 1 s a re b I ocked wj th I n a 15’, radius

of Singer. ; : r-'n i bu i r- . ' - i .ij'W . q,,,  ̂ ■:f
15 : GALL NEAR MONSTER::oThe;, f }r st Monsten w i thj 00 ' of : thp; S i nger

will run to him, with the usual S^Vlevel chance of obeying pilrn.-,,,- 
' ■ - hhr- '0' n . :'!tno; ■ . r '3 t.eC 'ev..! 2:1:

Sixth Level . 2 1 -i -■
1. DEATH S0!N:6:t AS:Sp;el|, b u t a f t ectS: a I I , orea tU;rei ̂ { 3D6’ I n nufnber )-*-f ; 

of up to j tji i qe : î'i ce . , : .11 b r'+ ,
2. TRANSPORT: û p-q to . Phase Self and Pfty aS 'tong as| ̂SlDng ,! s ;

sung. Speed while jijqder Song is 15". No'd^.fierrsongs' mayi be sung
........... ■■ "' ' " '

- . 103i3Q - .t2&!|. i'l.f:; p q
and the converse"̂ H%'̂ 'fi)̂ Tt'̂ ftTihe Son,g-.

ny.Rr 1, oTprml 20' tin IHY fd<Ti;a

bujf pot 
of the’ t Pme' ,th I ŝ pb i I

control led.
W'l l t| : act as dc. 

f !

t o cs ;ap h o u r a f t e r this 
3. ROCK' TO: MUD;:: .Like spel li:iD 
4 .q STONE TOj FiESWi.. . L I ke spe IT
5. CALL. WEATHER: Ans'torm can be cal led
6. RE INCARNATE/RAISE DEAD: 2/3 '

Reincarnation; the other third it will'act as Raise Dead
7. DISINTEGRATE: Asi T n: Spe I jl: butr takes ef f ect| at 2’/minute of Song.
8. MOVE EARTH: As in Spell :.0!
9. LOWER/PART WATER: Either or bcthl can be done with this Song.
10 ANIMATE OBJECTS: Animation liasitis for one turn/level of Singer 

after Song is over. oi t.ce-i:
11 MASS CHARMING: Like Spell (1 jncii udl-ngi no save) but lasts for

I ength. of thej spng-> ■ : . .m ;b > ■ w ri+ 5 h© i q i bom &f: r eon i' : ' !
12 SUMMON FOOD: Organic matter will be changed into sustaining (not 

neces&ar i I y tasty.), food . ■ ri oi ?h . -orwO , ; i...
:l 3 CAL L.iMETEOR SWARM : : Use b I e pnl y,-T n the; OftttloQrs , wi-th the usual 

5̂ /le;V'el chance of success.;'- ■ r.ivro . o ^
14 EXTEND SONG IT I :c To Sopgs asiExtefvsiiNon- III is to Spfeils.
15 POLY OTHERS: As in Spell ,
Neutral Bards of the Druidic persuasion couid probably learn Druid 
spell-based Songs too.



DWARF Fb'VVERS:
■■■ 0 A

: gAaOi^ l i  l-ifliJ i 

:1b pw :
’ t i;-« f A* t -

I I 
S i

ij 1 ~ tf1%̂ er̂ ¥&4-1 on*'¥ti2t ng sword powers' f or Dwarf powers back ?n
A&E #12 raised a' 'f^w' ha'̂ kffe'̂ s. I intend tb continue to play with them 
but 1̂ tKb̂ iĵ hb-' that"!b®bp'1e whoi'i ns i st on Dwarv'e's hayl hg on I ycerta i n 
powers might like the followitig chart. It's based'gn. the.. 1 dea 
gaining bibhc^'yi’th various talents as one gai hs;'i h ,1 eve 1 . ^

Leve1 : J 2 3 ?4 5 6 7 8 !9 IfO ‘ I r *

N . Shifting ,.:20̂  
W. & R.

30^ 40? 50? 60? 75?i C; “i \1 90? 1 00 100 1 00 1 ob^

D. Slop Pssgs 305? 
& D i rect

455? 60? 75? 90? ^ 100■i a' ■ '1 bo 1005 VI 1 00 100 100^

D. Mech . Traps 25^ 35% 45? 60? 70?' 80?’ ,90? 1 00^^ i'6o 1 00 100
R. Mech. Ti'aps 25^ 30% 35? 45? 50? '5 5? '65? 7 5 85? lOOV 100
D. Ma^Ic Tsif, 15^ 
Traps ,bPt€c»f:

20% 25? 30? 35? 40? 45? 50'%' 60? 70?:: 80?;’

Open, 'Sr, I;''' 25?/ 30? 40? 45?- 50? 50? 70?' '80? 9 o'?'"'- 100^
1 dent 1 f y, Mgc 55? 1 0?- 1 5? 20? 25? 35? 40? ' 4 5? 

Re'p;p
55? 60? 65?

Othef̂ jyT.i;.. ■ 'Re p . ' ”■ ' Rep M a k e Rep Make 
+ 2"̂

Make Rep Ma ke
Rep = Repair'-'’'” Reg '' 0 ■ + 1 + 1 + 2 + 3 + 3 + 4 + 4
A&i^j« Armor 'A 
,:br Weapons  ̂ '

A&W
■1 0 q
w 0 *! n

p i; A. A&W A&W. A&E, 
Rd Mgc

A&W^ A&W A&W A&W A&W

AS stated ib A&E #12 Dwarves of exceptional a b i 1 i t i e s : i. e . 18s .1, n
Strength, Intel 1 igence. and W i sdom should p e a b 1 e to make 1 5th
level by use of' mod i f 1 br s . The abovb increases only appiy^o such 
eWarvbs.' A Dwarf usfng Wishes to increbsb his ab i I i t i es. wqu ] d have 
to make a separate Wish for each ability.^ including fig ̂4«. -L ■ •To the hir-gaps 1 ef t by not hay i ng enough room ph,yt,h:e, page

90%. identifies Magic at tcrt- i  ̂ "ivU 'n
DOk

jMo . I I eqe i' ; ''i;
! u a a ri d .j c a p

t''and
X  i

fill in 
f or ha I eve I s :
I 2th bo'v̂ l Detects Magic with 
repair +5 Armor and Weapons.
I 3th ibve I Detects Mag i c with I 00^ , ' i denti'f̂  f'b'S, Mag i’g,,.yt|, 
cah)?Makie t5 Armor :and*i'We*apons. ^
I 4th I eve I. bidentTifillbs *M»aigTc! at 9d^ f'S^tb^PeWl _

Identify Magic wdrkis .on "ybap'̂ b̂s », ̂ Arifibr  ̂ and* Mi see I I anebgSr^Mag i c
usable by Fighters, 'Thheves of a’ii‘ categories. it will also^fi'nd 
out Just what kind of magic trap,Has been laid. Works withjn , i0' 
object. DETECT MAG IC simpiy determines the presence of Mpgic.
Item must be'tbuchbd.. . ' . ̂

L« C;- j .'

Dwa rVeiSv wi:th ’ ah I Q of

■■'I'l'dltli

of

:.yi: at
I I-I 3 add 5^ to a I I abi I ities 
14-16 add 1 05? '
I 7- I 8 add I 5% - y-'’' ; "

' 7 = 8-subtract
>i 1 1  i'V , *•̂0 . 5-6 subtract | 0^ .

, ' ijn \ 3-4' subtract I 5^
Intelligence can bie anodilif i ed with Wisdom just as with Mages.

> (V c,
it;- .

,] I AW rfyij t

Note that a Dwarf needp M j 1;hri I in hand to be ab,t,e to make +4 armor,, 
To make +5 he needs Adamantine. By saying that a'Dwarf can make magic 
arms and armor, I am not saying that the "magic" is really just 1
cunning workmanship, 
to enchant armor.

I’m saying that Dwarvesgain the magic power c 1



i'.ilc
VI

I-

\-lO
AND ON THAT SUBJECT

.'’4 V. 
1̂  .. I ; 
■? - t

M. !
n e:

. A local convention has It that a Rod of Cancie I I at i on wlllinot 
turn a MlthrlI object Into someth Ihg else. It will just remove the 
"temper," causing the armor tb need to be remade. Dwarves and' Wizards 
capable of doing anything with it. come hi gh. +3 and below is Just
enchanted iron and loses all; magical quaTTTy. ' i'  ̂ ’/'V

I hope somebody finds all thlso useful, 'il r / run Dwarves this way’̂ 
in the Valley of Verdane.

THE VALLEY OF VERDANE

I was the originator of the "closed system" concept of a cam-' 
paign, wherein there are Just 100 magic swords, lOO types of enchanted 
armor, etc. The Valley of Cerdane is the campaign I hope to get off 
the ground after DunDraCon II. r- ’

The Valley came about after it was invaded by the forces of 
Chaos and the resulting battle wiped out all of the mature adult '• 
Lawfuls in the area, as well as a good^share of the Neutrals and*a 
similar casualty list among the Chaotic? ' (Thank you, Glenn Blacow, 
for some inspiration.) As a last resortt Various types invoked Gods 
and an I mpasse , waS ! qui ck I y reached . n .•.. i

The final resu1t wasithat”the valley and the sea area It fronts 
were sea Ied.off and the ' residehtSi Ieft on their own^to achieve a 
final balance between Law land'Chaos in the Valley. "Somewhere in the 
Valley are four objects. When they are brought together and the 
proper ritual gone through, the "waI Is" wi I I come down and al I may 
go as they please.i One of the^objects is a pentagram Inscribed in 
tile on the floor of thfe 8th level of Verdangard, the fortress de
stroyed in the : i h i t i al batt 1 e . ' The object for the players will be.'to 
build themseI Vet!up to the point where they can find the other three^ 
objects, survive a trip to the 8th level, find the pentagram (the 
8th level will have 200 rooms);and complete the ritual.

ri
I may go further Into the mechanics of Verdangard later, as'they 

firm up in my mind . ? i f,, ■ n + :' rl
I’d better close this off. My credit with Lee will run out if 

I don ' t , watch 11 . ‘ ’

XWXWXWXuXUXwxwxwX<»)XWXWX<»>X“ Xt>JX“ XWXWXWXU)X(«)X‘aXWX“ X<*>XwxwX‘̂ X<*)X<»>Xw)(WX“ X“ X<*>
; I i  '* ■ + ■ *  O x   ̂ \

Stewart-Levin sent ai note aJLong-,with his stenqils comment ing . that ,
"When! you meet a Balrog in the dungeon and it looks over your i 
shoulderj and screams and, then Gates out, you know you are initrouhle.'

I bI II showed the notp, to Barry, and-, he said that no, it might Just , 
mean you were ahq^t to have an encounter with a couple of High^Lama-Su 
or a party of Patriarchs and their Paladin Guard;. ̂ — yo

i '  . : --Lee Gold . vc:  r,;..., i r '; oii f
.L'M i:rv)'

IT v) P 9 -V b if i V i 
. I J M  T O .  (

-r



HURIN OF THE SEVENTH HELL #\ 
by Hurin (translated from the Elvish 
Place, Los Angeles, CA 90046)

by David Friedman, 8304 Coreyell
"T'jtaua TAliT AO Oi/iA

• This : l̂̂s f or IĴ t̂g J qok c<qnS||jder, use, throw away, or burn,
vou see fit. ll;'|na§̂ not to 'my knowledge been used FtV'  ̂

ye '
as y.Q.u see Titu. 
yet; . I f +’ has , I 
any even'/ before I _ 
my own \vorld, WUrmwoTd,

not to ViTfiy . know I edge been . used T tV' dhy dungeons 
washed seVe'dai days re-inve'nt'irig It. In 

JO’dge i ts ̂ wodth, i. wogld li, ke to, PfOy'̂ 'lt out on 
b u i'-h- t ho’ meant I me I f a n y ̂ 6 f P^o o ‘ p eop I e (?)' ...  ' ..i V,’,.: '-‘"7 '

out there In other universes Would like to try It out.
and tell me hoyy it worked out.

be my guess
j '1 : j t C3

This system essentially limits MUs’ power to successfully con
trol the forces which they have unleashed, adding a MttIe more danger 
to such nasty monstrosities as Fireball and Lightlii’ih^ Bolt and others 
which generally cqntrl,bute to make fighters mere bodyguards.

■" ■ ' i L) f !CO ^ ' i s r c y p  p c c ;  n-  * ■; ■■ \  ̂ i ' j r  i

Step One: '̂ use ̂ t̂he ''Qreyhawk sp'e I I ' system to see‘the spel Is your
MU knows instead of the ’Nlen and ~Mag Id method. . COOss' Ihdexthe MU' s 
Intelligence on the left to find out what the minI mum'artd  ̂
number of spe I Is he knows per level, and to find the MU’ 
know more than the tf f n {mum, Ihsti find ciif from Men and 
spell I eve I s he can’,use'. A' f Its t I eve I can know 
a third level can ktiqw f i rdt'^and seqond 
can know,. f i rst, secdhd And th Ird'̂ ’l dye I 
of the spell levels th§ MU can ‘know, he 
minimum number of spells, and he cannot

max Imiim 
s ,$ chance 
I^Agyc What 

1st I ey<§ I s pe 
level spells, a,fifth teyel 
spel Is, , e 16! t h e n , ; f o r' a i T 
w I M   ̂def I ni te I y know thS'̂  
know ‘ mdre’-'than the max i mum'̂ '"‘

to

c

each of th®: spe I 1 s , above^ the m i n Imum number the MU tries 
td learn , ' he has^ the^pierd^nt probabl I 1 ty given as ' Chanee to Know 
Any Gi yen Spje I I " ' td'’'f<nqw It, ’ up to ' h I x;-max I miim . (For example:
MU, Frdd , \ has An ̂ I nte I I i gence of I I i hde he is'̂ a 'first■ + I eye

an
^........., ....  , ■ , • , heonjy fifst I eve I spe I I s . , Hf A mlh’tmum is four and his maxi- 

mum;;î  ̂slxi;'hls ^age I s 50^. ,You'choos^‘J|four IstNevel spells for 
h I m, ‘ arid on the remaining seven y8u roll'Hhe ^lle dice. 1 f you roll 
a ̂ 50 or .less oh any spell, Fî ed has*.lt.'‘ fou keep rolling, until 
elther he has SIX f|rst level s p e l I o r  'ydu have‘roI Ied for a I I ' 
seven .of the spelis that he dqesn ' t haVe. i 1 '̂ am'^Assum i ng once he has 
a spell, he can use.lt As often as he likes. ' If‘you use the one- 
shot-spell system you might want to'-td I i f or̂'" the safne spe I I several 
I'jiPWS. When Fred getp to be^^Third Leve I ̂ you repeat this procedure 
for  second level speris,'etc. "So far this ..........
but now v?e come to the bad news.

I ncreases‘an MU’s poWer

Add lip spell levels the mU I s'^Carry I ng. In our 
has progressed to MU6 and has 6 1st level 
spelIs and six 3rd level spelIs, he would 
34 spell levels.' This’number Is divided

have
by

a 11 of the 
example above, if Fred 
spells, five 2 nd level 
(Ix6l"’f- (2X5) +’’̂ f^X6 ) fc’
the lowest level MU who can carry those spell levels...a MU6 (which 
is ,whatrFred is) can carry I st:,y 2nd;.-an,4.,3,rd level spel ls; so can a 
fifth I ewe K, but a fourth: can onTy,^arty V s  t anc^ level spells, sd 
a If lift ,h level-- is the lowest levpl whp, •can.^carry the same spell levels. 
We divide 34 by 5 and get 6 .8 . This number is’ mu 111pIied by iOO 
glvLng u,Si 680., Toq. al|ow for ex.tra expert Î se gained from practising 
yô jr ispe'll; s ,1 f on ,,-q̂ ŷery level .,ypur, M.U Ts abqye,, t,he .minimum level who 

carry those spe 1.1 I eye Isj, .yq̂uy add hen to î tpe rujmBqr you just got.
‘th

can
The minimum level MU who iC.;an c.;arry Fred's speVl levels is a 
level MU, and Fred is one reveT above that, so to the total of 680

giving us 690. This final number is the Power Controlling 
MU, in this case Fred.

we add 1 0 , 
Reserve (PCR) of

us
the



a spell, the spell level is multiplied by 
subtracted from the PCR. For example, if Fre 
, you would subtract 3x10=30 from his PCR,

giving you 660 remaining. The modified

When the MU throws 
ten, and this number is 
threw a 3rd level spellr 6 6 0 ’remarning.' The modified PCR over the originaI PCR 
(the MU’S PCR before the expedition) is the percent chance o 
spell working the way it was intended. In this examp Ie, the c 
of Fred’s spell working would
down, so Frod*'" Q5^ chance o

by the 690. His

 ̂ _ the chance
660/990 = 95.65?.“ Fractions round 

s spell would have a 9 5? chance g>,‘working the way he
intended. This modified PCR, 660, becomes + 30
n e x ?  fmed t hr ew a s p e l l ,  s a y ,  » ' ' ° t h e r t h r d  l e v e l  s p e l l ,  t h e  30
would be (Subtracted from the 660, but stl I I- divided 
chance of success wou I d be 630/690, or about 91,?.

If perchance the spell d,1 d not work the way ^
could have either just f i zz I ®d, at' h i s f i ngert i ps , or it cou d have 
backfired in his face. The cb,ance of the spell backf i r i ng s equa 
J r ^ h ^ p e M  lever times ten: e.g. if the th iVd 1 eve 1, spe I i doesn’t
work right, there Is a 30? chance It will backfire. A fireball would
explode at the MU's 
ally, the MU i s not 
engrossed In the conjuration of the 
Also those who save vs. spells take 
Magic, p .. 20, last, two fines on-the 
FiveBaZlf Lightning BoZty etc...,ov 
out heve them.— LG~\ Using this

party, a Lightning Bolt likewise, etc. Inc dent- 
allowed to try to make a saving roll as he is too

spell to try to save himself, 
no damige,from them (Men and ; 
^ge). Lwith the exception of 
at'least that *8 how most people 
system, conjuration time would

be one half the spe I I level in melee r o u n d s ,  fractions rounded do^nj,, 
unless you use the Eldritch Wizardry melee round
Therefore a third level spell would take one me lee round of conjura^^ 
tion before I t  would take effect. , ‘

,• I'IT:

1 porn-.
regain your PCR points during an expe- 
For every full turn that you med I tate, , q r,i/T 

here’s the catch:,, at the beginning
There Is only one way to 

dition: through meditation.
o f ^ t t i e ^ r a e d l t a t l o n ,  t h e  MU must  s t a t e  e x a c t l y  how.many t u r n s  he I s  t o  
m e d i t a t e .  : l t  he I s  awakened b e f o r ehe may die. Subtract the number of turns that „he,did meditate fr 
the number of turps he said he would med i ta te_̂ nd,̂ , mu 11 i p I y by ten,. .
This is the percent chance that he will 
Thus if the MU says he will meditate 12 
points lost) and Is awakened after only 
= 5xl0? = 50? chance of dying ô n the spot, 
cannot throw any more spells that day 
it takes an awful lot to awaken an MU

dl̂ ,; '
t iTr n s
■ f vf o ■seven
Even

ho savIng throw
up ' 20

he 'Was a (12-7.)

a l l owed 
PCR r

,-4 ff!'• it ̂J )

(to make 
turns.
If he doesn’t die, he : nf̂

for any reason 
i m med i tat I on.

By tibe, way 
Ordinary battl,e.;Ht

c a<

sounds will not do the
water-in-the-face, etc
\iWilt an arrow in the side or a

triWW. He must be actually 
He can’t be awakened just

iwdrdblow do the trick?--.

shaken, slapped, 
by acc1 dent. i

PS. To Gary Gygax: I . ‘understood^^t^he
known/knowlable table. My vers.iWJWuVid^ 
have screwed the whole thing up .Tbrn,ibly„. 1/ l̂ .,d:id, 

' ' ''Brackmbor
up

amend the metWd. I don’t think' your 
Damage tables quite cut the mustard, and 
here agree. But Ido think it’ 
is put into It. A. first level

Greyhawk spells
me, but I could 
tell me and I’ll 

Hit Location and 
of the people aroundmost - . ,

s salvagable, if a little more thought 
thief or magic user or cleric has a

30?' chance of dying being hit by anything^ no matter how '
It does. For 1 nstance, h i tt I ng one of these fe.l l,p,ws in the mouth 
with an unarmored fisti..has a': 1 00? ’chance of kl;IJTn,g them, because one

'1 r ̂ Li u • ‘ > i t'



Tr"

pb I tit 1̂1, S' ^  '\5%ypf. their poss 1 b I S'li i t pctints , 'wh I cĥ  i s bfl >
that ̂ -jte .he'a.d ifan ta1<ê .'.V. ta I k abp.u t b gia'ss jaw|! '-This w’ou i d neveb’
ha\yo Ci rv 4* + K ̂ + 1 r* q n + I v/ I + /-\ rl'i i ^ r\ ri ̂ m a c + cs r* c • i i *have come! up exc^pt^ thb̂^̂^̂  ̂ I recent ty r-bb. i nto tWp' dungeon^ masters;'' 
who use'd the Blabkmbbr r.U I es ver'ba'tum.’ ' "'  ̂ 'orH , ■ ! v-, . . ; if r' . ■ i-n ; t

/ I'r
 ̂ ii t

[] ‘tj l-Ahf/i,' }̂ YEiRS.':. L'ove'ybur' saving throw charts'L* ' A'd ib|fthct 
i mp rpy|etTient over the ones in the books. . ■

■ |

I i;

- H ■
'f ANDp^ ,1 .don Vt'see ŵh'e'r̂e players get 'the ■wisdom to '

be able to tell if a sp,e II w b t k e d \  if someone’ threw a's’i'eep spell 
in WUrmwold, a magic using monster b̂f one that was faniiJlar with 
magic (if it was InteIIigent) would have a good chance of deciding 
to fall down and play possum even it it wasn't slept. Cl'ue noticed 
that in some universes^ a aharaotdv can know the ndture of the speVV^ 
he has resisted; tn others thê  spelt's nature is revealed Only if ' 
someone fails to <save against it. Yours is apparently dne of the 
former type.--L.G2 That Is, ,bf course, if it realized what ̂ Was hap
pening ant what was being thrown. If a player can fake it, why 
can't, a monster? no can. ’ ‘ '' " ; vM

i think six second melee rounds with ten in a fulh turn works 
nicely. 7 — '

 ̂  ̂̂ 1̂ wou I d like to see some specs for a .44 Magnum, damage-wise..,.
I thitik that if you iget a fairly good hit on a creatufd'’S&'i th 1 n 
twenty feet or so, it's prbfty much gone, just a mattet of how long 
it takes for it fo die. Sbom, What about the possibility of some 
creatures/characters having natural tK powers which they can't con
sciously control a la Poltergeist phenomena? Might get to be inter
esting. I use a 12-alignment possibility:

LawfuI:Good 
Neutral:Good 
Chaos:Good

I i
; \ of

bbwfuI:NeutraI Lawful:EviI , _
■Neutra I :NeutraI Neutral:EviI rl.

......  Chaos: NeutraI Chaos:Evil uov
Surv 1 V i ng : Hurigry'̂ ' Surv i v 1 ng :Comf ortab I e Survl v i ng : Stuf fed

The latter three afe’Varying degrees in animals-aand how likely they 
are to attack the pa,rty. ' ' '

,OhI,s,:seems fb bb ^about it.
 ̂May "f he . I i ghf"’o? E I bereth shine upon you.

Note 'from the‘;Tra ns I atbr, David Friedman: ". ' ■ . .-I w • , ■ ,

i'n i

OTCiT! yn' 
\

r
. -f-‘ Hurln, the last'bf'the Elves on thisebrth (he ' s ' a NoIdor), 

wishes ' tb keep hfs whereabouts unknown at'fhib time, ao.bli mail 
to him'should be sent through me. . . . I p rbm 1'se ybu that I will forward 
it to him. May the light of Elbereth shine upon you. '

0E0H0505020E050E05050E050E05050E0E050Hi05©5B50E0H©5050E05050E0E0H0505 
ERRATA on John Sapienza's "ALBERICH'S RING" ii

; just realized I failed to catch two errors left over from term-
"i'nology lised in prior drafts of A l h e r i c h ' si R i n g . The sentence that 
begins 'Wifh 'combat class and armor class defined..." should have ' 
referred to ‘armor grade instead.'v The samel coirrelction should be made 
on ttie top line of thebcOmba-t! hit table if hat f ollovTs; nt’hat sentence f' 
the -caption S'KOiild read >1'D e f e n c e ® '6 ARMOR GRADE.'-" bo.'.onr'u; ' d+iw

Contributors are hereby warned that I will in all likelihood 
type the stencils for their zine the day I get their letter.-■*LG



milBANK
by Jeremy. S. Paulson, 63-60 98th S t . , Rego Park, NY 1157^

My spell-bank project has finally come to fruition. A few of us 
here in New York (Stephen T i h o r , Greg Costikyan, and toyself) have 
hammered out the problems and UNIBANK is now open for business.

As I mentioned in my previous note, UNIBANK is a trans-universal 
magic item auction system and spell-bank where enterprising researchers 
cah sell their wares. The advantages of a widespread system are two
fold: First, it encourages the development of new spells. Second, it
w i l l  s e r v e  to  b ind  the  whole D&D community c l o s e r  t o g e t h e r .

The initial problem in getting it started was equalizing the Gold 
Piece. Just as Lee Gold and Sean Cleary suggested, we developed a 
formula which sets a standard of inter-campaign exchange: the shekel.

Value of a +1 sword avg haul/lst level Char. 
120 0 gold pieces

3h%
kill ^/expedition1000 shekels

= Gold Pieces/Shekel

The advantage: of this system is that it forces no one to change his 
or her world to accomodate some orthodox view of the way to GM.

'■■''e outline of our operating procedures follows. Please give me 
your opinions. (As is stated in the operating procedures, I hope to be 
producing a monthly zine taking care of the ongoing aspects of running 
UNIBANK. I hope to have 2-k page's printed in A&E every month.)

PROCEDURAL RULES FOR UNIBANK:

1. GM submits the answers to the questions which are plugged into the 
formula, and the G M ’s campaign is now in the UNIBANK System.

HOW AN AUCTION WORKS: .
1. The player who wants to sell an item or spell: '

a) contacts his GM about the sale
b) writes a letter to Unibank notifying us of the offering 

and his description of the item or spell.

The GM of the seller's campaign:
a) sends in a sealed envelope containing the true description of 

the properties of the item
b) sends in a verification that the spell up for sale was 

actually researched.

In the next publication of the UNIBANK REPORT 
Wild Hunt (this being the official publication 
notice of offering is printed according to the

in A&E and The 
o f  U N I B A N K ) , the 
following form:

a) for magic items:
Name of item (name of character offering, name of campaign) 
Description of item by player
Minimum bid price. Last day bids will be accepted.

b ) for spells:
Name of Spell: (name of character offering, name of campaign)
Description: level of spell, type (MU or C), effects.
Cost of Spell.



'd) all sj)ells are is5ld with the understanding-'that they are' hbt ' 
? ;to be taught to any other character upon pain of reposession

of the buyer's soul to the UNIBAITK vaults. ^
tjj '■‘■o W''l 1' . . ' i ' -  ■ i i i ' ' '  ■ ;• ' '■ " f  ~ '’-'y

d.)vf'■'Alll-pricesf larec aubmit'tbd i n • she'kels . \   ̂‘ '

e) Also in each UNIBANK REPORT is printed the value of the 
T3''-'3v in shekel-'to each affiliated cailipaign ' s gold piece .

•n , c x j ? j '  ■ . r - :■ r, i  n g - i o  t  n - ' n r l v  ? ln-  d - I I -  ' -  ^
-\-̂'''!’f) a Magical Iteai'is* up for sale ^or a period of 2-3 months,

depending Upon*'the dd'seussibn^'of^'the^board-"’of directors con- 
siderihg the fabtbrs ' of'■db'iii'aiid, supply 'and value of the item. 
Spells are up for sale as long as a period of five months does 

: not pass in which a sale"is‘not made or unless the seller
withdraws’ the spell frUit the market. -

hi; Sa?.e .
a) magic items: when the bid peribd ends, the'-highest bidder

gets the item. ■
b) spells: when a player sends in a statement of willingness

to buy.
X ■'After sale:

a) At the end of the sale period, notice is made of the sale in
e ■the following form: , .

— magic items: /  . ■ n m o  nn-vName-of Item (character offering, campaign), high bid , 
name of buyer, buyer's cam.paign . .
--spells :
Name of spell: (character offering, campaign), price. ,
Buyers: Character's name, campaign. (note: this is
repeated with each buyer)

b) for magic items:
--notice of the sale with price as well as the sealed GM 
envelope is sent to the buyer's GM.
--notice of the sale with price as well as the player's 
description is sent to the buyer.

c ) for spells 
not sent.

the same as (b) except the sealed envelope is

All sales are subject to modification or veto by either campaign's 
Game Master. .
UNIBANK reserves the right to absorb thd differnnce between the 
corrected and : ncorrected shekel value at the discretion of the 
Board o'f B'irectors bri at. the request of the campaign's G M .
. - , V t IV'̂

OU'IOl  ; '■f i V.U,. .L ' C .'X ; a.

a -f.-

q-mr ■; o. 
. q .1

j .
■lo'i':

o'Xq

) 3Cfx:
■ .-.X ■

lO I .'-v :vo j  -i' ■; i' ..  0 s  j  <1



EARTH'S END #1 -by Jim Bolton, PO Box 3185, Fullerton 
All views are strictly those of this writer, and he w 
responsible for all statements.

, CA 92634 
ill be held

I should make a statement on who I am and what to expect1 guess
f rom me: "*

I am 32 years old and have been playing D&D f o r  about a year. 1 
prefer running my characters (don't we all?) but i do enjoy running 
my universe. Earth's End has been cal led a very stingy and deadly 
universe, but to both of these statements I take offense. First off 
all magic is rare. You should not be able to runaround and pick up
magic here and there 
magic items, but not 
do. L 
ate i t 
purely 

As
think!

it's nice to have someand everywhere. Sure
hundreds of them, and I have $een characters who 

ke anything else, if there is too much of it, you don't appreci 
As a matter of fact, you learn to expect it. D&D is not 

magic; magic is only part of the game.
for Earth ' 
And i f

End being deadly, well, it Just isn't. You must 
you do there is no reason to die; at least not without 

a fight. Some people cannot place themselves in the dungeon or 
wiIderness situation. You must do this to enjoy the game...and to 
stay alive. Sure there are people who go rushing wildly into every 
room, passageway, crypt, etc. without thinking, but they don't usually 
star around,that long. I think that mosi people who were in a strange 
place for the f i r st t i me.; wpu 1 d be very cautious and in fear of their 
lives. Especially after their firit encounterwithaBalrog or some 
such beaitie. It a I so bother^,me to see peoplelose to dying stay 
in the battle. I allow the possibility of going berserk in the heat 
of battle, but name me any person who takes damage that does not feel 
it. When you,are close,, to dying, you f,eel iit-; Why not retreat and 
let someone a little stronger into the battle. At least the chances 
of staying alive are pretty good. , ‘ ^

Another thing that I have trouble comprehending ahe monsters so;" 
dumb that they Just stand there and let themselves get blown away. 
These are the, ones iWho are guarding those large stashes of treasure. 
Let's be a little realistic. If they acted that way all the time, 
they would have been dead long before any party of adventurers found 
them. I really don't like to Just blow away some creature without 
some kind of fight. '

The above statement Isimy‘phiiosophy on D&D. I wii! continue to 
spell it out In future issues. I would be interested in hear in g' 
comments on Just what all of you feel is the main purpose behind D&D, 
that is, besides having a lot of fun.

I will now lay out the magic system that is being used in Earth's 
End. , I.would appreciate comments on it, and I hope that some people 
out there; m ight even adopt it' for their own, use.

I believe that a magic-user Sfhou I d comb i ne both i nte I I i gence and 
dexterity in his castlng'^of spells. His intelligence is the basis 
by which you determine his spe I 1, po i nte, and -bis dexterity determines 
how long it takes'" to cast a, spel|t-, Also;, I believe that the higher 
the level, of t|ie, spell, the longer it should take to conjure It up^ 
With this in mind I present-^the 19,1 I ow i ng i ma g i c system:



1n t e 1 1 i gence of Magic User Added Bonus
3-7 2

i 8-9 I i3n , r :
1 0 - 1 2 4 ■
13-14 5
15-16 6

1 7 7
1 8 0 1 »• 5 0 8

r? i "; ■ T' '1 ‘1 ■ 1851-75 9
V i b G : . . ; : 1876-90 -I O' ' I t . ' - ,  ■

- T -■ O'' : 1 i 1891-99 I I .-motute ■
1800 ' ip2^ - t  t K. ’

'■̂ This bonus is to be mu 11 i p 11 ed- by‘t’he level of the mbgic-user. The 
"’■f i gu re a rr i vbd at is the number bt spell points allowed for each 
day. On wilderness trips, this f'igfure will never be added to. The 
only way a magic-user may receive^more spelI poInts is to have his 
1 nte I 11 gence* creased or to. gb up.tiW level.

' . . ' , ' . ■ ■ I e 6 . * . i ■ . , ■ i
Spel I cost I s determi ned by the"' level Of the' spel I . A f i rst' 

leve'l spel I- costs bne spel I point, and ah eighth level spel I costs 
eight spel' I' pô i nts. : '
' i : GUc:; ’ nob yn; : ; n , , ,;n ' O M ^
" 'The I eve I Of the speM a I so determines how long it will take to 
ready the spel lO Example!' - a Magic-User wants to cast a fifth 
level spell.' He starts' to ready the spe l l .on the f itst round of 
mevlee. etle -will be ah lei to cast the spell at'the beginning of the 
s i xth round. P I  r ■ /. : ' ' ' . ; r; , ,

The Magic-User’s dexterity affects the lengths of time it takes 
him to ready a spel1. The higher his dexterity, the sooner he can 
cast the spell, and the reverse is also true. Use' the following 
table to determine thio. ^

Dexter i ty 
-3-4 '
5-8 
9-12 
l3-i6
I 7_ I 8° 1-15 0: 
1851-75 ,
1876-90
1891-99 
I 8°0

Pluses 'and Minuses to Time to Cast Spel 
Plus TWo ■ ■: ■
PI us One :. ' ■
'Norma l Y! v' W' ■ -'i
Minus One •
Minus!: Two -G i. • c. . ,
Minus Three ' '
Minus Four' I ~ ;
Minus Five .n ■ f
Minus Six

For the purpose of the us'e of maigic, melee is defined as being 
during any encounter made with any human or monster type. It is 
further defined as being When anything is in sight of the magic-user,

Let me give two examples of how this system is used. - Say a 
2nd level Magic User with an intelligence of 12 anti a dexterity of 
16 decides to cast a S I eep' spe I I .' First of all his' spell points are 
eight (two times bonus factor of four).' With his dexterity, he will 
save one melee round as far as casting the spell goes. On the first 
round of melee, he begins to cast the spell. He can cast it on the 
very next melee round. He uses one spell point.



' Thus' with' his dexterity bonus, he can cast a first level spel I 
i mmed i a.t̂ l̂ y . If he w^nts to cast Sleep .again, he wouj d sta.rt to 
conjure; on the "third round of melee and could cast the spel I l.n 
fourth roHjnd of melee.

the! ,

t  !.' 0-

but 
add 
Let 
h I m
the

No.w, say you have a. fourth level 
with a dexterity .of 5. His spel I 
one melee round tb. the normal time 
us assume 
two spell 
spel I.

17

1' i
i; n e <? *:' n u :

Intel I i gence’ o!f 
28, and he has. td' ‘ 
prepare a s.pbl I '

that .he wants to cast a Knock spell. OK. 11 w.i I I cost 
points and will take him three melee rounds to prepare

I

' 15 "1 :>
MLi''wJth an 
pOi^^ts are 
needed to

MUs in Earth's End know alI spelIs for the levels they are 
capable of knowing, but they must list which spells, they are taking 
with them on7'any pa rt I cu I a r’tr i p , unless they are taking their books 
w i th them. ' " ' " 7 ’

This sysitem has been playtested an'd 
If there are any questions, please write 
future issues of A&E. . .

seems to work rather we I 
and ask or bring them up I n

-1 ; I am planning on attending Orc-Cbn ^t Fullerton and also will 
going up'to DunDraCon I 1 in San Francisco. I have been doing most 
my playing at FuI Ierton, which has an on campus club called Expedi 
tione. Ltd. I enjoy playing there but will be looking forwarhj ■*'o 
the cons, as I would like to go into some new unTverses. I will 
especI a 1iy iook forward to San Francisco, as I have heard so much 
about the universes up there. If anyone would liketohave a few 
people come into their worlds, please feel free to drop .me a line 
and let me know how to get in touch with yoii'. .1 knoW three good 
players who would more than welcome some new areas to explore.

be
of

new

n: Oh yes, I would I i kb to know how hnany people' out there are play
ing closed worlds. I think the idea is very good, but most people 
I approach on ‘the subject wi ll' nbt even listen. At least with a 
closed; wo r Id-''yb'u "can control things a little better.•) L'Ot

I ton't
f! P

higher level 
opinion, mos't of 
I eve i or whatever, 
I ook after things 

person asking me if

'"htVe many- compj ai nts-,' but -a iT'the super 
peopi'e' ruhh i ng around kinda get bn" rriy nerves. in my 
thbm should not be where they are". If'̂ t-hey are 2 0th 
then why not make them into a Super-God end let them 
in their world. Nothing gets me more than son 
it's okay to bring his 40th ie'Vel w.T’zard into my 8th level . I wouldn't 
know; how to play a 40th level wizard. Ma'ybe it comes from too many 
p'bbple being free with g~o I d, exper i en'fcdV̂  etc. Of course the idea of 
trad ibg '"gb 1 d for experience rea i ly gets 'tb mb. I wi il lay out my 
eVperieriCe system in a future issue’." " " I '

I will try to put at least two new monsters into this column 
each time that "I write. 1 will appreciatd any comments on them also."
I hope they wi l l be of some use to"a I I of you. A lot of the monsters ' 
in Earth's End ba ve the i r''own persdna I it'i-bs, which I find very ’
interesting. For example, a party receritly opened a door and tound^a 
very attractive female vampire sitting on a chest. In ; Flip Wilson's 
Geraldine voice she said, "Hi. My name is Rosey, and 1 like to kill." 
the party leader said, "Hi Rosey, and goodbye Rosey." Rosey doesn't- 
seem to make too many friends.



il I have! had i some : I nterest I ng^cha racters enter Earth?§ End, and 
will be telii.ng?you abou,f them ,i n, upcofn||jĝ  i s sues . I Vjiasn'̂  sur^ I 
would^fbB do I hg. th i s sor^ ;Of‘ th i WjigrR ypM ch'aratters' M  ke
female cleric, named Sistep Brothers, who tefalks 
hell hounds and begins to scratch their bejjies

into a room 
I ves

it, w'ell |r. I
would iiikei'fto 
tain th.lhgs;;- 
full y '-t ol itii >,c kt ie a 
my i dB:3S irptot the 
comments 
monsters

think ,stor;i GS:jn,| ike 
s ee;s ome t h i ng s p e c i g I o r 

let me know.,  ̂lam

show Id 
wou.I.d I i ke 
w,r i

to I d
to

b u n ny 
open. 

good and bad.

nowp and thenbone
You m i ght , f e b,I r,edi of , he ar i ng i t, 

are welcome by this person. On' to

fu 1 I of  ̂
tell about' 
i f YQU 
doi ng, cep- 

j n g■ th i ŝ  tp„ p i e bs'e a n c| h o p e;-' 
ias-well as bringing some ot

. ̂  : 1, !some, , " ' '■i

CYNOPARDS
y  ̂d t ■ ‘ .
A:h,i gnment: 
^ii n La ifn: 
Attacks:

'DeiScr i pt Ion : 
Iength 
sh i nes

Chaotic , Â rmpr -jCla.ss: Hi,t Dice:
35 ; T r a a s U| re : " I # a p,p e ar i n g ;

f on hind legs, it gets 4 attacks 
claws, each doing 3-12. If on all 
gets a bite^wh,i.Gh does 4-40 points 

The Ciynopard i s a f aj r l.y l arge

8  ̂ Move : I 2

with’ i ts ' 
six legs, it 
damage., 

creature. Its
from head to its short tail is normally 
bluish-green, and it is spotted with ye 

has six feet, which have very sharp claws. It 
nolselessp usually only a 5/5 chance .of hearing

7.5’. Its fur 
low flecks. It 
is very swift and 
ît approach. Its

head i s iiveryoter r i b I e looking, 
are very isharp j When it bites, 
th^ivictim. It is found almost 
Its favorite haunt is to sitin 
I tsf I ntended V i ct i m . ,,

It is e earn i yore 
î '!rips,T 
anywhere 
trees or

and its tegth 
tears the flesh from 

i n colder regions 
I eflges . . . and pounce on
except

Armor C I ags :
T reasu^e^,,Type.i

.Hit
see

D i ce: 
below

AETERNAE: Alignment,: Chaotic
Move; 10 % in Lair: 25%
Number appearing: 1-8 ' '

“ VK Attacks :■ ft gets six attacks with, the bon,gs on i ts foreheap,^ each 
' 1 :, q 1 V . doing .1 - 8 points damage- qf,; .-;: : ; ,  ;
Description’; ' The aeternae, i s about 4 ’ long when fully grown. ' 
It Is very youthful i n , appearanpe.,; , Even 6 1 der ones look ybuhg‘'j 
and vigorous. Their fur is a greyish color, and they have fbtir ‘ 
feet whicti resemb.l© a, dogi's feet.. Their head is what attracts 

' most peop re ts atteht i on They , ha ve, a. f ace that 1 poks ve.r y k i n d
- ' • and gentile, (but: oh thei r foreheads-, they have s i

' wh itah" somewhg til look 1|i ke sworeLs,. They attack with thes.'e 
usually! go arfter only one vrict-tm, Thege bones will al.ways

ve.ry ...
saw-edge'd bohê i 

an'd

shield' and 
'On' each hi rf

any kind of; armer^^ 
w4trh each bone;. TÛ-; 

aPnd iwi Lfi always; run when the-y, feel

p I erce 
get a +4'Because pf th.is, thpy 

:are; very Intel I i goint creatures
they are clp.se, tp, dying. Thpy 

l/y:-Irdrt ifn packs and love to get thei r y.lptLms, s u h r o u n d e d - 
Their treasure is made up of nothhnQ but shields. T̂ hê y are found 
In all areas of the world.
-'■’'Ui':: . 'M'-if 6tni w-' - I ' • :

Thef 'wl It be at t'̂ fonr fhi s i ssue,,! oand 
something to your game by this cpiiumn 
your comments, and I hope 1 have|a 
more thing: God blessnLee Gold, ,;V
c I i O : ' ■ : ' '1 ( . T r '. ' n o D
' . ! M.*)

- n:’ :ioii V ? i 3 , j\ ' DO''. ■

/Little' ' . ■ ■ ■ " '■jo.hope, Ij have ;added ,a 
L w i 1,1 be ,1 OQ;k I ng .‘ f orwa rd to' 
running column , in ".Aj&E

I 6i'

: J

one1 '! '1 5 ' 
r’ O 0 t 
15 y 
. i h i 0
' "1 r- f) •
O T' H'i r.



HOOF AND MOUTIH #A
“  O P;?*’'"' ,'-j ■■*
^T^ifi-TRANS-SPA-^i/L ANARCHY STRIKES AGAIN!
aW . ■ I . .Perpetrated by- Cary Martin and be i ng br|Oa;:b'caet f rom'I'-'f 926 

Blvid., No. Hollywood, CA 91607. Strja^„;tr^VyI 4’rs ’’The
Weirdo What Lives in the Tower.") , " ' .

I
w C O L - 1
 ̂ :-!ob 3 ! V.'\ ;; 
'Magno 1 i a

,T1 i s month ts mostly correct i ons ̂ t̂o last month, along with
So without further ramblings:comm|ervt& on A&E #16 and #17.

leiw ; r; ' i . j:Vamp Lre ̂ Correct 1 ons : They are, ; mmune to all but magic and'
They uae, MU exper I ence po i nts .j They may use any weapons .

Samuraj Revisions -i, ;
Q' . : Y =Blows/Melee should read

iri- I ■ 
* I t  ‘C \  .

up-

ve r.

• I o
( i C '

P i i -v

Leve 1 
1 I/I
2 l/l
3 1 / 1
4 l/l
5 2 / 1
6 2 / 1
7,..-: A 2 / 1  , .
8 2 / 1
9 3/1

1 0. i 3/j V
1 1 ' 3/1
1 2 .•: . 3/ 1 .

dT

' U O d
- t  G  •

Uf..-10Ni .-1
levels 1--, sam’Cirai may ude bdwsi' 

thrgwn spears and javelins. (This is 
during the time they*^are serving eis a 
soldier for a daimyo.) No croiSbows'.'

A Chaotic or Chaptic-Ieaving Neutral 
Samurai (Ronin or masterlesS Samurai 

.^jjspaUy became bandits) will sometimes 
tolerate a ninja's presencev-;j t  n f-

t i t  7
3 0VG5 V'

■f W C !t I i
o? I A .nt

H1 ̂
d t  r-

may r I se Indefinitely (at Ranger EP) but all additive 
stabilize at 12th level ( + 4/strike, -4 AC, 3/I blows). Hit 
at i31hi,ieye l , they get I | , at. i4-f h .̂ they get I l + l, at 15th

Samurai 
bonuses 
... i : ’
they;;.get I I+2, Greyhawk HD sys,te,m:
HP thereafter- i rii

D6 to 9th
; Ci

I eve I , then + I . 5
u I

Samurai may use all weapons (except where noted) 
two I eve I s I ower w i t h non-samU|r^T| sw,ard. (Example: 
broadsword. He lose +2/str i ke>,. -.2 ;Kc,, and fights as

S5
a

Samifral f i gi t 
u s e s a

Note:___________ _ , , ,  ____
a 1st level SamuiTiai fights as a f̂ l.jwhen pslng a broadsw.orll, 'not as 
a Fighter -I. . ■ ; ’r.; ‘ : ^  ^
Comments on A&E #I6 c.. , .v abn. , i g ..

}Bill Seligman: Nice work on "Who Mourns..." i 'o...

C h a r l i e  L uc e :  F u l l  s ' z e d  P er ne se  Dragons would f i t  in the  ^
Mult i  v e r s e  e a s i l y , .  They b r ea t h e  f i a m e l , l f  g i v e  them f 1 r e s  tone
have a t e l e p a t h i c  l i n k  wi th t h e i r  r ider^ppd can t e l e p o r t  (-with a " '
high page c h a n c e ) .  But t h e y ' r e  b i g and won *t  know I n g I y  harm a 
human. : n !

Nicolai Shapero: The DM better be able to tell me why the lair
of a MAM is i naccess i b l,e, or it's amulet time.

Glenn Blacow: You're getting chi ldish agbln. If you recaI I,
Valerian space axes were used by anyone that could get orid.;! And any 
h i gh-strength/h 1 gh dexter 1 ty; character could wear the armor,' ff 
pj^eviously stated as conil ng .ĵ rom a h 1 gh-grav i ty ■ wor 1 d * I i ke a^Pyran,!



the
r'.t'UOK. Cj'i, ,-t: 
character ’gi'’’turkey": what Is the ____________

his chdr'^ctet by his chaHacter i st he's?
Blacow (continued)i Re 

IQ/Wisdom? He may actually 
About those 73 Myrmidons, etc.: I was the other player on that. We

iWa jor advantage in thbt leaving the t-road and going but iofttooth® 
des’ert'^Wds not a good idea. Something aboiit be I ng' absorbed solhe i 
such (Mark? Do you recall?) Therefore we douid not be fiaukddfor 
surrounded.

Of ift̂ ' f i vd characters, K6nri-*Wo I fs I ayer ,' -9thF (at the'^tfme) iand 
the first character with Permanent Giant Strength in LA' died after  ̂
the fight when he picked up an interesting looking sword. Powie!
A 9tRG (at the time) died before'the f 1 ght, ' k f | | ed by a 'F f ng_er_.jbf 
Death. KorI-BearkHIer 5th FVCat/the timO) idled in melee. Isa- 
Fjordstrider/7th Ranger (& were-saber tooth tiger, though not by my 
choice) argued with one of the 18th level vampires and died a 3rd'- 
level Ranger. Morquant 8thMU (at the time) stepped on a booby trap 
after the fight and almost bought the farm. : br : ol' j

Robert'^J > Cl i f ford :' 
good part of ithe fiih of

. tv c a C ■' ,
Martin Easterbrook: 

above 7th ' l eve l ! n youf*

Taking away the choice of 
creating al bhatacter.

race removes
' 'n I

T "■  ̂ D i O :  t I \  '

there any clerics that havie risen
: A i\S ■

! \ S :  d
Stewart Levl'in: Actually, a-major! is about 9th levlj\ I'd puf

USMC Sergeant at 5th, bhe ' same as ah Army Staff Sergeant.'

a

Aren ' t 
area?' -

1 u ;tw

Diana Myers: I like your saving throw tables and will be Incorp
orating them into Castle Anthrax soon. Also Ethannan of the Green 
Silences is waiting with baited breath Z n o v m a l l y  p e o p l e  *w a i t  wi tH^ 
" h a t e d  h p e a t h "  b u t  in D&D o n e  n e v e r  knows  .-•LG'] for Witch World toopen i t   ̂ .V ,J ! !.- T  . J  •! V ■■ ■; ■ ■ ■

!
'^'Steve MOtntosh: Put me down for a copy Of the SI MULATtON I ST.

The' Conan ru I e is good, but I disagreOHoh EiveS-and'^Dwareesi Nowhere
did I ever read that Elves were that strong, 
some cases (The Broken Sword).

Just.the o p p o s i t e  in
■f r'tyi ' : “I U ''Tl - I ! f: ijriV

Ken Pick; Now I tm'̂ -tisUa I Iy the last personnto rant abOut i ba I Once 
--butiV'iiiA THIRD LEVEL p a l a d i n WITH A VQRPAL BLADE-AND A RODbOPwLORDLY 
MI GHT?^ ~YEESH ! -1 be I i e V6 that makes my po int f ''̂ Rant I ng aside] when
do y ’all get together? I’d be interested In playing in your dUrtgeons/ 
overlands with some of my assorted (137 at last count) weirdos.

Comments on A&E #17
Glenn Blacow: Those Clerics of Diana

stats, that is). Your idea for player vs
here in 
between 
With a 
the sword 
you see).

are we I 
player

put together 
has been done

(the 
out

Sam Konkin's-Terra Supra. Try a 7 (real time) hour melee-
two chaotTcwtzards f rom' UCLA and two Pa lad i ns ' (1 1 th^-Lord * ̂ 

Sword and 5th Fighter).' The Wizards'were w fth i h i  ”cof >
and the Paladins Were in̂ ’plate (kept getting knockededown,

' L- t i

eo ■
Coming next month (Or breathing hard anywa^):

Templars (revision) nit t
Ninja (watch out for flying shiruken, Glenn!)
New Combat system (maybe) : : -ec; ' : ■ oelB fi it! '

Y ‘ New Ps 1 oni  c System ( i f^my LuCkStone w o rk s ) t  n > c  '  , q . ; ;  q v  '  t i . V

The door I way, arid d8 watch out  f p r  The d U i c l I s a n d b h  what? ' '



■ X e rl t

I WAS AN ORC IN'THE'NAZI HIGH(COMMAND 
by Pbter'^'Francis^Dohn Lesran dle'̂ ratd'

■ ' ' H e I I 6 a g a f n * '
#2, but hope to g^t

s nr? I
?' n i'jfj) ?;■ n I T ! s yr

b ' 2 ‘19  V T i l  
‘i 9 i ' 9 9  " !u  Jy  .1,!J V "1 0  d

didn't get the- response I 
better one from this issue

b "i S  W O rl

,i t
t  n !ri \ i 9  9  
3 9 " !  g B  i 
, t  i 9  9  2

sn I s 
t  j  :? d es

frofti tWAOlTNHC

#16 ■ t- Cl
Lees 

shoutd be
If you are 
infinite. ̂

hPirt&h ' d but the mish'ta I

uSthg To I k i en ' s Ores 
An’E i f's physical

Phd E lve’si the i r ; I i f espan 
matur f ty i 5 The sarine as a 

is much longer. For Otes, ft depends on how 
you think they'breed. To ikf eh never men t i onpvif ema l-'e 6 rcs, and THE 
GUIDE TO MIDDLE EARTH says Ores may have been spawned:' If you think 
they‘ reproduce, have- them mature as Elves. I feel th,ey are bred from 
some"'§brf of sem I - i nte M  i geht an i ma I s (or monsters) and then instilled 
wfth f'ud'fmentary i ntei I i gence. (This of course applies only to Tol
kien-like Ores; in other uhiVerses, it may differ. Comments?

' Jeremy S. Paulson; Spell banks are another example..of people 
thinking along the same lines-.' it's a good i dea even if it is only-^" 
used on a''bne-wor I d basis with MUs contributing spells and getting'̂ '''"=

Do you have a dungeon or campaign?"to u s e S p e I I s o t h e r s put in
I'm dying t o  play in a full-fledged world.

Right- and lefi handed 
combat system. I like the 

ly imaginative idea, the
'Hartley-Patterson

w
is a great idea:; I'M 
way you set 1 1 -up . 
sort everyone ' W i shes*̂ "

i nteg rate it into my 
Magic bicycle is a rea 
they had.

Charlie Luce: Weapon skills are the basis of my combat'-̂  sy'S-tettif
Of experience I eve Is, there" are ski I I levels, one for each

To rep I ace I i fe energy levels, undead anti''the '
■9 n  1 ! , ?'

i n Stead 
k i n d V o f 
like w i 

Oh

a
i I
i Gactivity. lorepiace liteenergy levels

I drain constitution points. Comments? ^
no, in IWAOITNHC #2:5, I commented to Charlie Lued oh;(Mbgic 

Absorbers instead of to NICOLAI SHAPERO! Sorry, sorry, sorry! Comes
f rom read i ng 
Sorry again!

too fast and having two 'zines on the same Co. ! i ; ? ■ . ISvi:

Tthe'.i-U

, 0
J l.qooq ~j‘16  n 9dW 

. r,9bW :^!Ug0!st60 9 evsd
I ' probab ly' woh '^use 
and’ w i I I be the basi s 

for mine.9 ■It does seem to be a little vague on some thrhgS like the 
armor classes for'monsters. It would be un reasonab 1 e*-tc> make A(j2 ' ' 
the same as plate and shield, because a monster would hPve mdHb 
mobility. What do you use? Others use? .

For D&D combat, monsters in armor cna be a probferri.''

#1 7
■ Lee: I recently got WARLOCK. Although

magic system, the combat system is excellent
....  vague ,T

D 9  2 O f i '

How 'about
reducing the monster's AC by the amount it is better than AC9v' 
Ekamp I e : 'an :Orc (AC6 ) in plate (AC3) would be ACO. For'"'Wa r i'bck,
t he ap p rop r i ate column for the type of ermor it is wea r'i hg , Vthen 
add one to its level (-3$? from the to hit number) for each AC it i

.1 ■!- use

below 9 How's that?
I w i M  use the 
s.tr i ct' th 1 ng 

erXon, ,̂w,i I I not̂  , 
will tlnow what

.Samuel Konkin: When I get my campaign started.
Law /.C h a o s /g o o d / E v.i J system. .Alignment will not be a 
but a way to typ.i fy the actions of a character. A p 
h a ve a set alignment . t h,a't H e must s t i c,l̂. ̂ t o . 0 n I ,y., ̂̂1 ̂
a character's a I i gnment'',i s at any g i ven,i r"© » though otcau.r,se the , 
player will ha vo a ’̂ gegsra I ider'-of whp‘fLt.;siMonster,s',.re;a,cT;ipns..;; 
w 1 1 J; be based on the ch^r^acter' s appearance and act i,,ons\_ĵ -̂'Anyth i ng,̂ , i 
el̂ se that you Cain fhink.'pf that fits this, has 1 s .wpgj di, .be ’ agprec i a,ted̂  
' i' Steve -Mc I ntosh :  ̂ and Hokas a rei ,.s,up-erb; 'ap'd ©>̂ cej.,l..ent Ly i

done. It would bej ,a real; c.ha I I enge to cun ia tiw i.t,, ipuT qît i s good 
you rolled a character' with really low attributes.

if.



Howa rd Mahler G a z e t t e
c e l  l e n t  
1 agree  
see i t ,  
or' us i ng  yout*

ma g i c in
i t ' s 
your

________________  am a s u b s c r i b e r  to the
' z i n e .  I ’ m w a i t i n g  to see how you do 
about the  p l a y e r s ’ d e c i s i o n s  making a d i f f e r e n c e .  The'way i ‘ 
you can e i t h e r  run your  c h a r a c t e r  based on h i s  i n t e l l i g e n c e  

you p l ay  your  c h a r a c t e r  based' on, yourown I f

an ex- 
wbr I d ,

i n t e I  I i -
I

the. • }
g ence ,  why have i n t e I  I i g e n c e  as a c h a r a c t e r i s t i c .  T h a t ’ s why 
don’ t  use I n t e l l i g e n c e  as a C h a r a c t e r i s t i c ,  but i n s t e a d  Power i s  
MU prime r e q u i s i t e .  I have a l s o  r e p l a c e d  Widdom wi th F a i t h  f o r  
C' lerrcfe;  which'  f i t s  in wel l  wi th your C l e r i c a l  s ys te m.  T h i s  way ,, 
your  c h a b a b t e r  t'akes on p a r t  of your p e r s o n a l i t y  and l e a r n s  aS y o u "
I e'̂'Th f ro#’gb4 ti’g bn more and more expeditions, tl̂ hat about new oh ar- 

start after -playing a f&w years?--LG~]' 1 would like io
khow"̂  What’ you

you

Ma r t  iii
nk about th i s . ’ ....................

_________________ _ Vamp i re as a p l a y e r  c l a s s  i s  g r e a t .  How would
you f e e l  about th i s mod i f l  c a t  i on : "f he vampire must d r a i n ' a  number . '
of levels equal to his own level each day. Instead of Just two a day, 
Hojw many experience points/level? Fighter?

E a r l  Baker  The ext3erietice p b i n t  system i s  wel l  thought  out  and 
sounds v er y  r e a s o n a b l e ,  I f  ybu run EP as i t  i s  done in D&D. If . 
armor c l a s s  Is  a v a r i a b l e ;  then'may be' mag i c armor should reduce the  
e x p e r i e n c e  t oo .  Maybe add I tb  the l ey e l  f o r  each p l u s .  And magic
weapons should a l s o  reduce i t , ' o n e  to a l e v e l  a l s o .

Sean C l e a r y : No, t  h av e n ’ t  see wha' St imak has
magic s ys te m.  I oh I y have TWH Mdybe you cou I d

ibn of i t .  Please-.*^ ' ' v i - i ■

How’ s t h a t ? '  
done w i t h  t h e  

g i v e  me a h r  I e f

COMMENTS ■'5 3  LI

' 1 bda l.̂  du ngebh ,̂' He wb.ui d 
tbeŷ ;’ :' 
0

GENERAL
' M y  b r o t h e r  i s  running a wepe-bear  in a .

‘ 1 ike  to? know i f  anyone has a s e t ' ' o f f  wel-e-chang1 nĝ  p late^ 
a r e  w i l l i n g  to s e l l .  P l e a s e ?  . :  ̂ ^  i f  o:; ",

Does anyone know,when/where DC^KONE wi l l  fee? .
_ Does' anyone i n the  NYC or  Long' j s I and a rea  run a campa i g n ’“he 
i s  , w i I 1 i ng to h a ve a n ov i c e pI a y i n ? ' .

NYC D&Oers:  i s  the B a t t l e g r o u n d  near  the Bowery or  E i g h t h  A ve . ?
When a,re peopl e  usual  ly t h e r e  to p l ay  D&D? Does the B a t t l e g r o u n d  
have,  a’, c a t a l o g u e ?  When a re  i t s  hours?  Does anybody out  t h e r e  go to  
The Comp t e a t ‘ S t r a t e g i s t  o f t e n ?  Maybe I cou l d  meet someone t h e r e .
How about i t ?  ! . . ‘ '

I s  anyone out  t h e r e  in the Lbrds  of  V a l a t i a  PBM campaign? 'i' 
know, t h e r e  a r e  over  a thousand p I a y e r s  , but I !have been , aaI  t i n g  f o r  
the  second move f o r  a t  l e a s t  t h r e e  months.  Anybody know what*s  happening?  ‘ . _  , _

. f.^recfentl y got some f a n t a s y  f i g u r e s  foom Der K r i ' e g s p i e l e r s  and 
M i n i - F i g s . ' Does anybne have any recommendations about how to , p a i n t  , ■ 
them? Anyone know when M i n i - F i g s  wi M come out  wi th the in D&D f l n e ? ^  
And doesTanyOnb have any recommendations f o r  o t h e r  f a n t a s y  f i g u r e s ? .  
Thanks a T ) o t  f o r  h e l p i n g  me get  s t a r t e d  ' ' ' ' ': ■ 'i+ r b/ . L /: : ■
On S i' I V e r : and • Lycan th ropes

Why do oh I y s i  I v e r  weapons of a I 1 non-magi ca l  weapons a f f e c t ' ’''.'- * 
weres?-: iWelvt rperhaps i t . ' s  because  they d i s r u p t  the DNA t h a t  a i lows d 
weres^irto viregeherate w,o:unds .almost i n s t a n t a n e o u s  I y , not becads'e- s i l v e r  
i s  ’’aht  i ■r-magtc. ’’ I h a r e  a re  o t h e r  e lement s  t h a t  eouid work t h i s  way;  
go I d , co;p:p,er.,i chromi.gm, molybdenum, n iobium,  M t h i u m ,  sod i urn potas-'--. ' 
s i um>i y u b i d i  urn., ces-ium, not to mention'  'the s y n t h e t i c  or  man-madei - ' i w 
e I ements : ; t e c h n e t  i um and franic i urn .: Why do they work? Because of o
t h e i r  chemi ca i  p r o p e r t i  e s v  If,  you I ook a t  Mende I eyev ’ s c h a r t  of  the  
e l e m e n t s ,  ye u ’ I I see, t h a t  g o l d ,  s i  I v e r  and copper  a re a II  in the same 
column (of  # of e I ectnonshi 'n t h e  i r o u t e r  orb i t ) .'i e'The o t h e r  e lement s



are similar in make-up. Of course these weapons will
Thpbefore, a,si Iyer mace won’tthere is penetration. 

Comments?

Movement i n D&D ‘ ,

only work if 
do the trick,

I O  fV!' 
1The movement speeds shou I d be constant wh®^.^er you; a re i n the 

jeon or the wi Iderness. You may not be able^ to use your top 
speed in certain places, but that is a nothe r q liest | on. Let us have 
a constant‘when we talk about Speeds. Instead of using the numbers 
in inches which means little unless' you are using miniatures, my "'f, 
speeds, will be giving in'feet/m1nute(fpm). T o c o n v e r t f p m t o  mph,'' 
divide by 8 8; to go from mph to fpm, multiply by 8 8. . •

Now what we need is a consensus on the speeds of the monsters.
AI so we need to decide what the base distance for this, speed will be, 
I suggest 300’ be used. Finally you nedd to_ determine the endurance 
factor: i.e, bow many miles can a being traeel before its average ,
speed is cut in half. For humans, it is somewhere between two and, j 
three miles. Someday I’ll work out all the tables for this movement, 
system (maybe with dexterity, cOnstitution and strength factors) but 
now, on to bigger and better things....

and
mind over

MAGIC SYSTEM ; ; ' ,
Since alI the detai Is aren’t worked out yet and probably won't 

be for quite a whi le, here’s a brief description of how my system’s 
spellswould relate to those in Greyhawk. My. system is based’on 
mental abilities (or "spellS'). There are three categories of 
abilities: mind over mind,.(nind over matte r f  telekinesis)
miscellaneous. Many D&D spells could be done using either 
mind ^  mind over matter. ' ,| '

Phantasmal: using mind oyer mind, it woulb'be putting the
image of something in s o m e o n e m i  nd. He would'" have a saving throw 
b/'Sed on the level of the MU arid the Powers of bbth MU and victim.
If the victim werea MU,hislevel would counttbo. A failed saving 
throw would mean total belief including damage. Damage would be 
mental, and no wounds would appear. Using mind over matter to do/ 
Phantasmal wouldmean teiekinescing photons of lighttofOrm the 'I 
image you desire. There would be no saving throw (except based ob"' 
the level of MU for how well it was done) but no magiccould be done 

Read Magic and Read Languages: as a mental ability, this could,
s e t : i . e . made /by

As a I earned 
If you ,iry

to use it to read a language you don’t kmow that wasn’t writteh’by 
a MU, if wouId be a high level speI I , ' because you would have to pick 
up the thoughts of the person who wrote it, which are in the pape'r,' 
but only faintly because he did not use a spell to affix his 
thoughtsonthe paper.
, . Charm Person: Thiswouldbe taking over a being’s mind, almost
Hike a remote hypnosis. The level of the MU (when I say levbl,"'i ' 
meanZ-tbe abilMy the Mil has with that category) woii I d , d i Cta te the 
amount of control he had over the victim. If the sbvihd thTow' we re

2 U

only be used on writing which had been mentally 
a MU who put his thoughts into the ppper with a spell, 
ability it is justreading a language,youaI ready know

made (same cr i ter i a as the mental phantasm), the Ml) wollfd 
mental shock from the rejection of h i s attempt; to cohtrb'l 
This would app [ y to most menta I spells. '

F i reba If: this Is an extreme I y h i gh I evef sfie 1 I and 
tef ek f hesc i hg'loxygen to such a high speed and raising i't̂  
tu re"'doit will explode,’ Unlike the D&Dspell.the a rei'̂'

have a: : ;  -i.. ^the/pe rsoh

i hvo lybs’̂ '' 
tempeTa^”'̂' 

coil I d Be /'’-'
varied for thb/expI osion, 
the ■ MU’’s'" I eve I ̂ Of ab i I i ty' 
can be controlled.)

but there i s a 
(This applies

I\mi t ' to 
to*"- rtiô f

the s i ze 
'̂pe I is:

baSed'-'bn/ 
tfte

n t

Q 1 £ b ;



M

T I 1
, >! r  i 'n  ■: r! i - t'' ■ ■Wishes are not MU spells. They are Clerical and ard a form of

divine intervention. ■
Polymorphs: the Polymorph

otheriS; are of the highest level
Self spell 
of speI Is,

does not exist, and the 
involving the tx a h s f o rtn a -

tion of elements and the rearrangement' of molecules. ft ■WeFght change 
is l,ny_;0 lved, it i s an even h i gher I eve I ;spe I I . To reduce fhe'-welght 
is a s(jLghtly higher level yet,, but t o ‘'increase the we i ght̂  M n vo I ves 
tremendg.us amounts of energy, because 6’f the creation of rriatter (ye 
olde E = mc^) and i s an almost impQS'sible 'spell, , '

Some spells are not a part of my system (for new spells^ and 
changing the levels of old ones). 'For Locatd‘ Objects, you need 
either the object and then you can fihd ŵ ho it belongs to--or i f you 
have the object' s gyiner, you can find what b e l o n g s  to h|n), Web,'
Water Breafhing, (!)onJure Elemental, Wali Of ^tone/1 ron, Contact 
Higher Pigne, Cloudkill, Growth, Monster Summoning, Invisrbie : 
Stal.ker, pegend Lore becomes a search through ancient books and the 
I i ke.) Simu I acrum. Gate and many of the others change in how they 
wouid work.

An excellent book to read on this is REAL MAGIC. I can't 
remember who mentioned this, but It was someone from Berkeley who 
was in the Society for Creative Anachronism. Comments? '

COMBAT SYSTEM ' 'F '! ; h  ̂.  ̂ ‘
Instead of rolling'just one number to see if you have hit ahcl̂  

done damage, there are +wo numbers to roll. The first will tell you 
whether you have hit the enemy. It takes into account adjusted 
dexterity, weapon skill (level) for the attacker, and adjusted dex
terity and the ppssibi Iity of a duck/parry for the defeneder. Com- ‘ ' 
bined with this IS^a tab Ie that teIIs where you have hit, which takes 
into account where'you are aiming. Then if you hit, each area'of the 
body has a dIfferent chance for a critical hit.. Next damage 
culated. A damage,,,,or penetratipn factor is figured based on 
type and strength and armor ot the defender 
a I ot, but, there are,pniy three rolls# he, 
using cr i t ica I h i t s I t  makes combat a I ot 
keeping It simple. Comments anyone? '

i s ca f - 
weapbn '‘ 

I know thi s sounds Ti ke 
than if you are '■

mo re rb a 1 i s t‘l c ,w h i I e ‘ ■

Mi see,I I afneous , Garbage; 
h... Has anyone heard f rom the

#3?, I have been wa|
Judges 

three months 
'g p last i s s u e

Gu i I dj advert! zed in the Dragph

hasn * t been f i n i shed yet, but' 
near future. I will take the advice some of

,,,That, quest' I .,y/,r;pte
I >hppe to do' so i n ,tf|p .....
you gave on bow; to ba|ah,c.e It put, and I also have some gPodies of 
|̂Tiy own,. ^sn,icker*  ̂ . • F .

; This weekend |- got a, ,j:hance to ta.Re t]it"ee c^hairacters dowb I 
Bill Monr isoin'sT dungeon,:.. j]lt wa,s ,a greaT, e|><‘per i en,cp . One I ntdreet i ng/ 
funny/say thing happened. . £l.,adril„,̂  .Ejven M.U/F/-T who wâ s ei ve,ry' 
outgoing and curipus person ha,ppe,ned tp meet up with ,a I6th ‘levei 
MU. He addressed the ilU "And who might you be?" i n .r'espectfu i tones. 
Well, the MU becanip sp ma q, a tF h i s improper manners that .‘he gave ,the 
leader of our party a ring of protecti o h .,against twits and turke'ys and 
qhen proceeded ,fp iturn T la.dr l|. T nto a turkey. ATI this was at the ' 
prompting of he leader. I guess „,tha+ i s what 'happens when you
keep in persona I i ty , Some'j'other good I e„i .were: a sol id mi thr i I C'ei I -
i ng, 5(JV X ;25|3_ jwh icih we ĥ*i!i ;hO w^y ot ,,remo.v i ng
c s t a s h e d in a . w a i I ,̂w h i|p.h, -w a,s hs e I e s.s b u -j • n t e rest i, n g . 
had a Iot of fun! .

some 
A If

U235 F; 
in'a II ,



I t h i n k  I have t  i me •.gntj ii ôrpm , f o r  one of

Penu11r I  I i urn

my brQ^hpr.^^, monster;^,
*■ (■* ■* 0 i' o rt t  I> :> b cir- "iin o o I

i s a

He^has 
lem,

r[ ;o 2 T:A , :! or‘ J  b C!.n-iino o i  \t-.
^c.i y la 'Tuaof l  ^ '̂cfnoD hn.eun I qu© ,$ubstance ,• , J.ts npcraa I, tpraperaf^^rei -j.

500! F .  I t  s t a y s o s o l i d  a t  r + h i s ‘ te.mp,e r a t  u re because  of  . i t s  ^spec^e I 
magnet ic  p r o p e r t i e s ^  The'^^olern has c o n t r o l  ov er  the  magnetism,  ati’d 
he can reshape  h i s  body by a l l o w i n g  the p e n u l t r i l i u m  to f low qqt  pndr, 
then s t op p in g  i t  a g a i n .  Under the magnet ism,  the p e n u I t r i  Iiurn i s  so"  
hard^^tiiat, ithe golem iSp,i^C.-^ w i t h o u t  any d e x t e r i t y  bonuses.
150 hit points, and his strengfh" is .18^°® or aboutv40. As a go 
he is immune to mental spells, and Fire Balls serve to cure any 
damppp he. hâ s ̂ t^ ken . I f he saves.ys. I i ghtn i ng bq I ts > ,̂ they are 
def ipcte^^tjy hi$( (ipagnejt i sm. . Otherwise he t^kes ;fu 11 damage. He 
saves as "a 33rd, level. It ightdr,-,ahd,;he regainsl?4 hit points cure eagh 
melee round due +Q the properties of penuItri Ijurn.v He is extremely r 
intelligence and usually upes weapons and carries magic items. Hî T-' 
dexterity is 18°° due to the high-strength to weight ratio. G|ve^^him 
all the bonuses for his higi» strength and dexterity. Anything th^t 
can be implied from the abpye, usp! (like heat damage, etĉ i) You 
must understand that this was Just done for iun, so don’t take It 
too spr i pus iy,. ^

n .c  ■.■vix iu T s  ■ ;■ "'loiT!That's all for this Is s-ie, folks. X -! S f i t o
f. 11 e •:/ 

! .i\~odr.^Idrin:^’ because  of a money p h o r t g g e ,  I won' t  be c o n t r i b u t i n g  to.-. 
The Wi I d Hunt ,  but I hope to in the near  f u t u r e .

WAY^'YOUR^Ff^Ml NG SWORD NEVER F L I C KE R i  i-a
MAY YOU . A^yyAYS „MAKE YOUR SAVING THROW!
FANTASY-^FOREVER AND-LONG LIVE D&D! . .■Siqc'Sq '̂noc  ̂.?? ''-y n.

.'K; ij,, • ■ T
!§Q§0§0§Q§P§g§Q§P

L «■ f
t- :■qo^yElfioiill'OF iNTERE:p tq.,A8eE .readers ;■

January 26- 3 0 , WARCON  ̂ 3 . Tournaments  ̂.jin . p&D , Kingmaker , Stellar . . 
Conquest, miniatures, etc. $1 now; $ 2 a t  door. sponsered by Texas 
A8eE Warpames Soc'y. write Keith Gross , Box 8199, College STn., TX 
7T8kk.

'  I f  (
February t-6 , j ^6l9 Stolp AVe, , Syracuse, NY 13207. SF Con with

Stellar Cionquest & D&D Tournaments. Buest is Gordy Dickson. Games 
sched.uli^d 2k hquys/day. $0 now.. Hotel Syracuse charges $26 for dbl,

February i6-20 , BOSKONE^ik , at .the Sheraton-Boston. For info, writ? 
NESFA, Box MIT Branch P O , Cambridge, MA 02l39. $5 now; $8 at the
dpor. SF Convention with^Ipts of informally scheduled D&Ding.

February 19-21; DUN DRA COH ;Il, at the San Franciscp Airport Hilton  ̂ ,. 
Inn. „ $6 now; at the door $7.50. Hotel rooms a t e .$31/double1 
For injo^w^ifi®-^yifRKACONpIJ^j ,..386 Alcatraz, Aye • , OaklQ'hd, ;CA.,9l*6l8. 
D&Dj,,bi|it ,.,al^p'Sta^ Rroh© , 'Sl^ei].ar Con q u e s t , ' Gorqerer , an(i,^Whjite - ̂  ^

. !■ ,.-V : r"' : ;t V- -V
_ . if ; ;y v'dTeio f q wi x J b'iowP 1+March 18-19, MiniFig Collectors of America convention. Write John

§ 1 1  ?f?-a?i‘$§aBl*^.L?I^.Hadelphia^,^PA^ 19 13 0  fp;^_Tdetaj^p .
• T i o v n o o  o.t Ya ,:’ 0  y T to i t y  • , 't .c - o n i a  , CIjSG d J i v  (qu'.-fO Jo't f-ya jSr



I WAS AN EIGHT-SIDED DIE FOR NAVAL INTELLIGENT - or 
How I-'iioilnmanded the 30U5th Palish Airborne Arffl6Ured Messkit 'Repair 
and Combat Resupply Battallion against the Bolivian Devil-men along 
the Gaghes between the years 1923 and 197^ : J i  ̂T j ..U:
--by Charles McGretr"’ '9i9 W,' ' ’9q  ̂ ’ T l a u b o o d
Comments*''  ̂ li "-

b n 5 t  u r  w o  i o t  n. j  : ' : '  M  '

Johnson St., RalSigh NG 27665
' T 5  b i 1 0>O

!.! n 0

TlTi'UJO Oro" '■ ' on ! .'-■‘ O'':.: ■ ' '|.p‘'
■ M  o q t  r- ■ ' ■ v  ■' ' ' ' i  ;i ■. ' o....

StSwatt ‘ teviii? There was no insult intended in A&E #l5; why
arfe-'^oh*^always picking fights anyway?

, rno i op 0 ’ ' . ■■ ■ ‘ ‘ ’ '
LeS: -I^think your age'table is OK, but perhaps you might add 

the foli'bwihA due to lower life expectancy in the middle ages perioc
of D&&'^ ( aanitations conditions 

^  of dying/year T
■3 5 2-1*0 ’ - 5 l  : * h o:
i*î i*3 ■ ro^' ' ’ ’ ' ’
UU-U6 15^'’ " ' ‘ ’B'
1*7-50 20^

lack of n u t r i t i o n , e t c .) 
Sge % of dying/year
51-55 30|  ̂  ̂ “
5 6 - 6 0 1*0  ̂ ' ■'

'''6 1 - 6 5  505?
^*•66+ 55f-

' '!«■*?' ■' ■ 
•p  i ! i 9 1  f 
■f i O 0 T i

This'is for standing' living c o n d i t i o n s S a g e s ^ j  mages and 
other important people who would eat more sanitary food andulive i n ' * 
better conditions: subract 5-10^ from these. This is over and
above major plagues and pestilences'^i; ' (the?life' expectahcy lor a 
person by this table is about 50 years.)
^  , , : I I . ' r  ri “ " ■■■ w :' • • . ■ 'i" 'I '' • ' '̂-'5 ' IBill Seligman: TSR INCORPORATED?! Actually it was * rather' g o o d .

■ ■ ■ ' -i . . ' M-..' ■* , ■■■/ y" j:.
Charlie Luce: Your table is OK if you assume that a FM is a

stable boy who decides it's time to liven up t.is life. Some people,,, 
play that a guilt-type organization trains young lads in the weapons 
of war. However, your table is most useful.

One should be ablfe ' to' learn languages if one takes the time. ' 
Lots of time along with a lot of intelligence and a very good teacher.
Charlie, you aren't boring. How could anyone with a name like .. ^
Charlie be anything but brilliant?f ■■ '■ ■ ii'i: ■ - ■■ '
' Steven Perrin : ■'’'■very fine essays ■

Bill Bleuel: Huzzah! ‘ Somebody else reads Vampirella. '
Dhampirs instead of turning to bats turn into white eagles.

■ Lew Wblkoff':- I knew if I put out the first line of "Frodo 
-‘■’%aggins ,” one of- yotf-maniacs but there would finish it. Congratula

tions. CIA ffh ideazine was pretty unreadable.

y.rib : Errata: in the EN GARDE description, I tore a bauble o f f ' m y '
coat Vith'^'the thought o f  saying the Marquis ' dhghter had dropped ' 
something from her necklace.: :t'l ui! :-'v, K: ' A:'- :■ ■- qaarauel

-Erfkt a Again f  POTION OF'GREAT MADNESS : duration' can be • .
l!iifti:*tbd̂ 'ittiê  level bonus paseing^ with the UkdctieW}' o f  imlimitiedl 
That ”''s' '''A' qul‘ck- way tb of f 'ah'dhple'asant playerT' A 15th level'* With 
a +1 Sword against an Iron Golem is pretty much dhtta luck.' :iS

W'RG in D&D: I’% i l l  not go to clerical spells I n - W R G  {Wargaming
Researcii Gtoup)' Riildf with- DID, since it's' prdtty easyt to ebhvertn.



On to the, monstersj. 
edit i on 1 ; ■

Most of this i.s straight. out of WRG , fourth
;:n i

"I- f ! x,r Fx 't .'iJdt I.
»r-- : 
iir-

ELVES: 10 pointSyeaGh. haoi,^be lieht.,.infantry archers li^ht -
medium or heavy inf antry spearm^nr , ,, , . , , _ , ,

--or 20 points each as. heavy cavalry with lance or javalain. - ‘ 
Elves' shooting random factor is always plus because they have 

a semi-magical ability as do some wargamers to warp probability.
They can add plus or minus 1 to own reaction totals. _

DWARVES: 10 points each, are armed mainly with;jiouble-handed ’
axes and act as heavy infantry. If Elves oppose Dwarves, the '
Dwarves will charge any Elves within charge reach out of control.

ORCS (and GOBLINS): 5 points each, count as fanatic, shieldless
light medium infantry "E" type archers with horse hows. If mounted 
as light cavalry on W a r g s , they cost 10 points and the enemy reacts 
to turn as "Hostile Hunn..'.'

TROLLS: 25 points, count as "D" Class barbarians for reaction,
move as heavy infantry, defend as Supr-heavy Cavalry, attack as having 
two-handed axes.

G A I N T S : 50 points, each figure epunts as a separate unit, D "
class barbarians in reaction tests. -Defend as heavy inf a n t r y , move 
as medium infantry and attack as five double-handed axmen. They can 
toss boulders 100 paces.and firing,as thrpe crossbow f i g u r e s , .
tactical factor as a small catapult. - . , ‘ ' ' . ’ .

h-'-' FENTS.: 25 points , move as Light Medium Inf a n t r y , defend aS Super
Heavy Cavalry, attack as two-handed axmen. React as D Barbarians 
whenever ax bearers of any alignment come within a charge move-'of 
them, adding two to the die. If those troops are ch a o t i c , addj3 , 
i . e .'Chaoti c axe-bearers = axbearer = + 2 , chaotic + 1 = +3.. '1 L' US':;

B A S IL ISK C : o n o jI'G;-points , moves , as heavy, infantry , defends and 
attacks as ■ a, &pper Heavy Cavalryman, can keep one hostile figure 
turned to stone as long as it looks at it (and doesn't move)'.

DRAGON (Red Dragons),;,: 100 points. Dragons are a little thek 
up top and will .stick to their first order until they forget it. ' 
(25$ each turn)...and must then take a "No Orders" reaction test." 
Changes in orders irritate them and they will not only obey the new 
order but will eat the messenger. Being interested in gold and 
having heard that Elves have pOts of it concealed at the end of the 
rainbow, they will always go out of control and charge any in reach.

They are also inordinately fond of-elephants, even those on 
their own side, and will attack and kill any that come within 100  
paces*" They will rthen take one period to eat an elephant, then 
snooze~for two periods,! not waking even if attacked. They count as 
D t y p e ’■Barbarian^ for ireaction, and each dragon functions as a unit . 
T>ey-,move and fight on the ground as 5 .Kontas-armed Sup6r Heavy 
Cavalry. They can fly 200 paces a turn but must land before melee. 
They may flame from the ground and air with a range of î O paces , 
counting as ■ five; fire-Javelpin h u r l e r s . They have the same effect 
on elephants as elephants have on horses.

aaThese ar'e justr sketchy , guidelines to go by^ f or other creatures , 
but it shouldn't bei difficult,* Jpst remember each figure (except 
for sx^meTfantasy figures) represents . 20 individuals .



Some Thoughts: Magic Users are truly devastating on the
hattl^^ihid against norittal-idpponents . Indeed a single MU in avtest 
game destroyed a full third of a unituof 'dwarves : (■ 200.1 sons of ithetri h 3(,t 
mountains) in a turn. Thankfully the MU was busy afterward^with- 
another MU and thw two succeeded in blowing'each other up. ' iv v i.d

to
Talismans are 

watch yc'-̂ r favor:
a must in this form of

pieces:
bom b a t . 
by a:MU.

It a i n 't ,ho fun

"'' How to fight the guy with the pointed hat : and : pointed'^stipk :
It may be necessary in the course of the' -gaffle to attack a Wizard 
directly'; To do this a light cavalry bow unit is best. When under 
fire, a MU cannot throw spells, and if a unit moves to protect the 
MU,i>it'will block his line of sight and the^MU cannot cast spells.
A lights cavalry unit is deserable , because it can get into bow-range 
fastest";'-' X- '' ,

More Co m m e n t s :

Hartley Patterson: good to hear from across the'Wayes,
tell a fine adventure tale. :i; '

You

' Mark'VSwans on : At Capcon, the Raleigh Modeling/Wargaming Con,
we had a mahathon D&D run (supposedly for novices, but;wei d i d n 't have 
none) with a-b'out eight characters. Casurrlties were high-but rein
forcements were plentiful. The finale consisted of myself and six 
others. After a quick internal melee, this changed into me and 
three others (a problem about irho was leader; we didn't kill 'em, 
they Just bitched at us and' ran a-ay) .' n  r .

We ran into a large succession of monsters .-after which I was 
the sole survivor (by dropping my pack, swords, money and being , 
hotly pursued by W a r g s ). i■

This was run b y  -Steve Walburn, Jim Hagar and Wes Ives'., The . . i
umpire can if he plays it straight make the actions of monsters 
randomly hostile (i,e'.' who; will they attack; Wes in particular has 
done lots of work on this). The point is the DM isn't',the enemy; 
the monsters a r e . c As long as the' monsters are run intellig.ently and .i 
NOT attacking particular people or using knowledge they w o u l d n ’t 
have (like who is wounded ,■•:‘e t c ..):,' it was :Okay. ; c  ̂ r

Bill Seligman: Snuf Star Trek alre-a'dy! Did you catch NBC 
Saturday night's December 25 th show? The!, Star Trek spoof with Chevy 
Chase as Spock? ! Great T . , :

; •; iT; ■ q. •'•i \, ■ ■ ■ - - ' '
Earl W. Baker: Fine EP System. Your presentation especially

well done. Congratulations on a gre at ,,.i.dea.

Samuel Edward Konkin III: Not ILLUMINATUS again!?

Qienn BlacOW': Please (and thi:s goes
comment, say something to tell the commente 
on! I spent 20" 'searching my room for A&E 
"useful sUglmary" I did. I i wrote tthat thing 
mind wedkens in iriy old *age. Thank you ariyh

u p :
Holmes & Holmes: Great tale. You wr

"tu-T.'-'e- ■' ' ,
i'C: ' ' ' ' , ‘ '

PS: For a while rumors hereabouts abounded
putting Together a Lovecraft dungeon. The 
all die but boy wouldn't it be interesting.

for everybody) when you 
e what you're commenting v 
# 16 to find out what ;
two months ago and my rff 

ow. • ■

ite & illo well. Keep

that 'Steve'jWalborn. was 
general feeling that we 

Alas , it was NOT true

it

»r, ''I,



CHRONICLES Qi’ DIM'/ELT. ...  . _ ^ ^
by-R. Stevon Brovm’ 1-13 State St, Lexington, 'Ky." 405G3 -- ,

Most D&L campaigns seemed to have oVerlooked''pne"oir'the more interest- - ;■ .i 
ing adventure options'’available; city adventures, run-’%ine bSst
with low level thieves, bards, and. fixating men, but haye'̂ 'arsd had'’-pretty it 
good success v/ith MU-'apd'clerics too. Any of you having evir rfead'-the ’ - ;.I
Pafhrd and the Grey Mbas-sr tales by Lieber will lindorstaSdi sbine'’-b'f“ the , , • /Is
great ^imihg situations availableo (l was guite. disappointed whSn 'lH.learned.- ■ 
that the ’Lankmar game;,dt'dp’t cover city adventures,) ■ Il'&iaialiyii aXlargevclty I' ?a, 
is preferable, but I suppdpe more deiail could be ;̂ vefi'tO'theiOkjAtentS'bf'. 
a .smaller one, Anyway,iihe'characters did fred tp pursue‘sevdral Pours^ vxSi .1 
of: action once in a eityv , Thieves'can join’'th#ldileves' Guild or else oper- r 'd". 
ato on their own (don'i :̂ t-:oiught ,.by the. Guild -«-̂ dhey; make the"'City Guard ■ ' 
look nice!!). Lavfu.l fighting'men might'l'Sd̂ "'dmplbyment with ihe 'City''-Guard 
(assuming, the! city is lawful, or neutral);” op'"'pise Peek'private ■employmentv'.' ■ 
All_:£ighting man- aeek .to'be sppnSeied'to_.. but neutralJ -.e, . ■
or cjhaotid -IM might' alsa (aka The- ■ '■
Organization),, pr. the riyal Glaî 'ois’"̂  ̂ A - d p u M  -f '
out wdereid®:’'daMd̂ ĥ op.b('tb'iihd‘pmpl6:^ ref 'oirali-'-'- t ‘

hd̂ sets’ his;''audience up̂  ̂properl̂  ̂ lot • ■
of player ingenuity.comes.'into play MagldnuSadS' can dttPinpt to' dole
out-a lid'ing..̂ selling Ibvp. potionb and the liko,-'Pi niaybe use sued harmless " 
actiyi'ty .as a ;frOp£.,,£oi.'dume''bettor Intrigaep'Ak pf-'efprably in,.the- Court, .
.ClepicS . ' u s u a l l y ( s n . . d r  can .thusim̂ ê  a.^eat iiasoh;’for other - -
...ivi,— ..-..w— ,• r t ' T T , , v , v . - A J ^ > , h v ,  . .t;heir religion-ohj the ■

0 ther charac tei ■'tĵejsĈ.. , '
,, . very nicOiy, c .ip ' y . ■ ' ..-Aw

, The' city , in whieh.,.1-copduct city a(̂ :piitureS-;i;$ which vagu'eiy’'̂'
resembles Byzantium, Ipapid?''a.p.it-ip-oe, croBsrdedd' ̂ 0% different.;gro - .'.''p"
I have it nj.appe.d out ordy in roir̂ di-Tordj' witd ttis-'locations of- thê most d ' 
important .placds noted (Guard•'.s barpspk%.'Gd.ild'H(^, *dhe Grand-Vibieu's ■ d 1 
palacê ,,̂ etc.). The city is divided.dntddthree main-sections, or quartersIhe city is divided.dnt’Odthree main-sections, or quarters 
These---cdnsist -df the Uns!|iJldd, ''Skilled,Miand ¥ealiî ‘;.peptions, .Naturally,A -■ 
opportimitiesi-for 3tril̂ in'̂ \it tpi.Oh ure be in the'rich section, but access Afi:-- 
to this area is restricted .andj.tHpre dre/lotŝ ô̂  ̂(’high level) guards about. ' ha' 
On the. other hand,'opportimitich -in are far and few . ,) . -' ■‘I
between,- bxit arc reldtivê y easy'do p u l l g u i d e l i n e ,  I offer the' d'S-̂ 
following table pv - -L-':
DR , ’Unskilled Section ,;Skilled Section̂  p  ̂» t,. ,, '-Wealthy-Section ... .V 0̂. ' 

' *>; r T.r /01-20 ,2D6 Copper 3I>6 copper ^ 4D6 silver ., . .... . *v,*M v-jC? W
, ;■ ,

2I-4O0 D6 silver ■ : . 2D6 silver-.v ■<)/-... 4 Do gold ..0 .. (Oâ noom *f cj rf 1 ' r'41-60 2D6 silver .- 4D6 silver t 
D6 gold -

A3D0 gold, - --. . . .
61-80 4D6 silver DIO mithpil , „ . - .-‘ • V . •

Ml r .' ..̂81-90 D6 gold . .. ■ 3D6 gold .̂j,:-'D6, gems- . i..,, . i ’ \\\•xeH .3:;91-98 2L6 gold , . D4 :.ĝ B/’mithril ,.i; 
1 :̂ gfjns? A-I Ap-/''

D4ijewelry ' ;:'Â
99 I ■ 1 gem.. . m'd̂ c r4-\r-u _£ j Q.
00 ,i :i D6 gemsv.; . ,D4 jpweiry _ p .'.magic + D4 ĝ s-. .. i'; X-ls;ow ■■
.b.d'. ■ Since I have players rated.,;for iueoiry .criterion by yhich iŝ Dudg^'
how-much of- their' treasure . -theylll-.-bloŵ,. f.nd how willing phoy .are to ŵrdlA'....
I use that to: determine how lopgit they-wili. stay in a market, place during.',. £ I. 
the day, and thus how ma-ry attempts a theif will, get to pickpocket, Tdi;ev|̂ 3 ( . 
also like to team...up with fightin^g-pn ecc.asionallj’- ip order to pull'dfp a ''' ' ' 
robbery. These are, usually held at night, past the curfew, when nobody^.|.e - 
out but the City Guard. P le n ty  of opportunities for(,,,close calls and’Icsp'ape.sA : 
present themselves. In one'adventure that comes to mind, two thieves

1+



a wall to escape (actually it was thr .side, of a. building), leaving the M  , ;
behitidT'̂ '̂̂ But %veh if ybu'fe captored all hope is not, lost, , since you can 
alwayŝ  pî misb ■ the" sbrgeaiat in coMand. some juicy deaii.rcr else bribe him , j 
on the spbf'shoxild-he be sb careless aŝ to neglebt confiscating your purse 
in the firSt case! Even if'you find'yourself in the local jail j:, you can 
always gef' someorie to pay the fine before'they, cut-off-a. hand,---r'lf all else 1:4  
failsj' maybe you' can t-tdtnei" down into the ■ catacombs’'that lace, the underground.,..,..̂^
of the cit̂ i-"7/7 fSoifietimes a thief might sit about theL.guildroora,; waiting otshf'' 
for a jbh''td’appeari 'In o'he case she of my character theives was awarded ; 
a large shunK-of loot w the higher level thieves who hired him out for ■ 
a pittance''to ‘ be -a watch all failed to tmlock the last door into a richman* a „,o 
home safe, and he could open it, ..ro

Bards can have a blast getting hired out to perform in taverns, etc ,  ■ ■ j  
Once there, they can attempt to charm, and if they feel bold enough, put 
a suggestion on a member of the audience' (usually these are deftly worded 
into the lyrics of a song, so as not to be oyerly blatant). One bard success
fully suggested to a fairly wealthy landowner that the bard was his nephew 
who wan '̂ bing to watch after his house while the man went on a trip out of the 
city. He cleared but the guy's house' (with the aid of Mikko the Eed-Handed̂  
ace fence) in a couple of days, netting about 5OOO Gf (which got him out of 
a lot of trouble later) and an experience level. /// Bards can also get involved 
in the -best parts of city adventures, the-Court Intrigues These involve: alot ■ 
of thought and planning on the-IMs part, but can really" be worth it. This 
particular bard got a call to'perform at a lesser ministers home, but found 
out during the course of the evening that the minister was really a spy from 
another city who wanted to set this bard up as an information source with some 
of the hi^er officials. Since' the bard cbuld obtain access to hi^er society 
this way he acceptfed. The deal worked but very interestingly later, f : : r.;,..,..

Fightiii'g" men like to- try to get into'the arena. "..̂Glie way I have the .  ̂ "
arena set Up is thbt combats-'ire to the death, but are'between men/creatures : 
of approximately equal potehtial’i ̂ Lbw-level Characters usually group togetheir : 
to fight some monster or group of monsters. The oharabters usually represenfc..'T 
oneof the temples (which is often where clerics enter in), which are cohstantly- 
struggling for power. In this city I use the temples, lined up across' 
the street from each other. Sometimes, thou^, a character is sponsered̂  by-* ; ' 
a "lady" oh'some o-thbr-person, for reasons of their own. The sponsor usually " 
puts up the entrance fee, and offers a p-urse if the palyer wins. The pliyeh ■ 
can also augment his income by getting his cronies to place bets in the aud
ience (usually at -favorable odds). If he fights a human, he can also claim 
the weapons and armor of the defeated adversary. Anything goes in the arena, 
provided that any item taken into the arena is checked by officials first.
Of course, items can be (and are) secreted away, but if the crowd (who places 
their bets based on information about the equipment you carry) ever fi.nds out 
that a EM fudged on his equipment . . '. well, you know about the angry villager 
rule. Ill Another fun item that groups usually pull is what I call the stree-t 
hype. Here the players can really show their inventiveness. One group of ; 
first levels I had used to set up their best fighting man as a bumbling dolt 
who would pick a fi^t with some dude. They would then try to fix the fight 
using spells (cast as inconspicuously as possible, of course).and bet heavily 
on tî eir man to win. Since he usually had heavy odds against him (since he had 
been faking drunlcenness or whatever) they could clean-up,;, providing they didn't 
get cau^t at. it,- .̂ Hsually the group thief woul,d be .circulating around, pick-:, 
ing pockets, '; -. n.=; if--.'lo >0;": . : '

g-Last, issue I promisedcto- have a few goodies from ,|he armory,., namely ...-gl,''. 
magî,:;nimi<3r,). -Lest anyone-.ge.-t; the :;impreasion from this, anb-from all the relics:, 
inflaSft-isseLe .that my dimenslo-n . is-packed with magic,-,.-<letr me ,say that,_-there 
are currently no relics in play and none of the following armor, except a suit 
of -1-2 leather and a suit of +2 chain mail.



MAGIC ARMOR
Biere is a percentage charico ̂ that' inagic armor will be extra

ordinary type. For +1 armor the chance is 1%, for +2, iov +3i 10%, 
and for +4 and higher, 15%. Additionally, anytime magic armor is rolled 
for there is a 25%  chance it :Will .be.cha^^ mail chance it will
be leather. If it is not already obvious, the armor is treated as the 
normal type and then the plusses are added. Chain mail, then, is AC5» 
so that Chain +5 would be AC2. If the character had a normal shield, 
he would be AC 1, and would, incident^ly, only be carrying the weight 
of chain mail and a shield. If the armor turns out to'be’extraordinary 
consult the following table:

01-10 Armor always saves vs lightening (not the wearer)
11-20 Armor has a first level li ^ t  spell usuable by anyone

wearing.the armor,.once for each level of wearer per day 
21-30 Armor alv;ays savns vs fire (not the wearer)
31-40 Armor is additionally +1. vs ijiissles .(normal

. 41-45 , ditto +2 ditto
“ 46-50 Armor adds +1 to dexterity while wbrn

, 51-5 5 Armor maJCes wearer+> bn saving DR va stone . . . . .
56-60 Armor makes wearer +2 on all saving DRs involving physical 
" linjuiry ■ ■ > • • ■ ; pr

61-65 .Armor makes 'bearer invxoliierable to noimal ores, .goblinSf , 
and kobolds ■ ' '* . . . .

6^ 7 9  ‘ Cursed: ‘Any dagger hih from a MU will kill wearer 
7 1-7 5 Armor weighs onlyas much as a shield . . . .
76-8O Ho dexterity penalty when wearing this armor.(i.e., wearer 

fights aA if he had no armor on —  see EW)
81-85 Wearer stirprised only T in 10 . .
86-90 .^Wearer makes no noise during movement . . .
91-95 .Wearer never fatigues '' ' • *
96-98 .Armor makes'wearer invulnerable to non-raagical or poison 

attacks from up to and including 4 HD envies 
99 Rolltwice,'ignoring 99 and 0 0 '■ - .
00 Roll thrice', ignoring 99 aud 00 . . . .

(.•

Have fun with those! ‘ . . .
‘ .BqpiPMENT DAMAGE -- D&D Vol III suggests for the sake of sijnpl.icity 

that it be assumed aimor and weapons take no damage except possibly in cer
tain magical attacks. However/ nothing makes a player think more about 
frivolous combat, than the knowledge that he m i ^ t  lose that special weapon 
or helm or shield. After all, armor and weapons can only take so much 
punishment before they either wear out or break. In the following system,, 
items can take a certain amount of hits before they wear out, and in the 
case of weapons there is a chance that the shock of combat will break 
the weapon. In this syston damage 'is only taken in the defense, and only 
if the character himself does not take the damage, Iherefore, a player or 
his equipment will take damage each round unless he dodges. In the table 
below, it can be seen that if an enemy attacks our Hero and rolls a 1, 
he will dent our Hero”s helmet. However, if our hero has no helmet he djses 
not take damage as you m i ^ t  suspect (after all the stupid ore rolled a 1!) 
but instead the next hi^er category takes the damage, namely the weapon.
If our hero has dropped his weapon, then the blow goes against his shield.
If he has no shield or aimor, then he has dodged the blow. In cases where 
a DR of 11 is a hxt on the character, ignore the table, since as I stated 
earlier, either the character or the equipment takes d^age, not both.
If an 11 would be a miss, however, the helm has been hit. If there is no



helm, proceed as before. RMEMBER; . yoia only .consult,,the tabl^ if the enemy
missed the chaxdGtcr. . ,:'m ,  ̂ . i:: ■.DAMAGE TABLE .,,

M  ■ ■ ■ . ■  ̂ '1- Helm .(or..other piece of equipment-optional;
2 Weapon ^  ..

. Shield;,,.,. ... . . .. . ; ,
4-5’ : Armor.. . '

6-10
11 Helm ^ ,
12 Weapon '' - -
15 Shield .. " . ' .ij, ■ .

14- 1 5 , A r m ^  : -ioi .. . ... .
16-20 Dodge., ^ ‘ "

The following table e^^lains, h,ow,many hits items can" take (I leave it to the 
M  whether or not they can be! repaired),'and ^̂ le percentage chance that a ; ■ 
weapon will break (consult airtime a weapon takes a hit), ‘

j_Itodgê (i.e.,'l'nb hit at all, nothing happens)

HELMS Hits
Leather .. . . •
Leath. w armdr -^trip : ' 4 ■
Chain 5
Plate . . . - r '7 '
Enclosed Plate . . . .  9
AEMOR :
Leather . . . • . • 10
Chain . . 'h  ̂ 15^
Plate Mail (Scale Armor). 20
Plate Sheet , 
Magic +1 . .
Magic +2 . .

etc,
SHIELDS 
Leather . .
Wood and Iron 
Iron . . .
Reinf. Iron , 
Magic +1 ■' i
Magic +2 '1** "

.T ! ‘

25
50
35

Cost...,. 2 .
5

10
. - 1 5  : 

20

15 : 
■ 50
. 50

70

. 5 

. 8. 10

. 13

. 2©

58
10
15

Weight. 
20 . 
50 . 
50
75>..:.

100

A250
500

...750
800

■varies
varies

70
100
150
200

varies
varies

■WEAPONS . 9^reak Hits
r Sword .7-V . . . ■ . 10 -,,.10
.Sw -+-1, , , .  ; :■, 5 : 23
Sw +2, , , , , 4 30
Hanmer , , . , 5 8
Hammer +1 , , , 1 13
, Hammer +3 • • i -23
Hand Ax-'i , ¥■: •; 15 .i, 5
Spear.--;, » , 20 2
Flail,: ,. , .,10 15
Two-handed sword , 5 ''5
. Dagger . , . . 10 2
Pole arm. , . ... 10 .,,,.5
Mace ■*: . . . •• 5 15
Mace +1. . ' 4 25
Battle Axe , . ■. ,: .10 10
Morning Star . i, 10 15
Halberd . . . .  10 5

.5

32

Cost Wt.
10. 50
■ .r 50 

50 
50 
50 
50 
50 
50 

8 100 
15 150 
I 20 

-K.J 150 
5 50
- 50

100 
100 
150

7
6
7

Optional; Magic. weapons and,armor 
; can only take damage from other

. magic weapons, or^.from hits of 
-- extraordinary stro^^th (18+) .

C O M M E N T S ; - ' '  ' V'd nfVi r-.-tr M-v.. fcJi. ; D vox J ot l«a 1 i  Vofl OCmiJTVai - lately, UO OSn t  i t .  t , -c,
Griffin's Quill ’—  Interesting magick system. I may try it.for a while, ,
Mark Swanson-,,—  I agree that S&S is no Greyhawk, but I do think that it has

some of the more tiseful, information., . ..: , . . * ....
Hilda Hanndfen— rV.ihdbyable adventure account, as usual. . ' '
Bill Seligman — , ̂ anks .(for the EW melee tables. I had interpreted thd inetruc4 

tions.e^mewhat, .differehtly -than you. The tables (i.e. , the system) .etdil 
takes too long to use,.)but I like to pse it when I think the battle may' 
be close. ~ I did .have to extend your tables somewhat though, sincfe the .
first chance. I had do use .)i,t ran into a rather lengthy battle,' ;  ̂ . ! ,7 ’..

Anybody Out Therq.r! What wc^uld an ariimal trainer teach a dragon to db hesidep'^^ 
breathe,^d fly on,command (llm talki^^ a very young non-talking ^

RMEMBER DON'T. CRUSH ITHAT IWABE1 7'’-
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Simulation vs Dungeons and Dra'^ons -
Sometimes it seems that D&D has a most powerfull effect on those who play 
it. The roll of the dice has iiiade normal (?) fans turn white with terror ) 
or literally jump for joy. Why? Because most iD&D pTayers identify with 
some of their characters sb much'that the character becomes an extention erf 
themselves into a fantasy world, and the statement "my character killed a 
dr a goit’̂  becomes killed a Nasty Ferocious Dragon'.!" most of this is done
subconsciously, because your' stibcoriscious mind wants the Egoboo.

■ > ’ I - ; ■ Jo  / ;  ’ f:o'" ,

In the same manner, defeat can really hit where' it huftsf 1 have had the 
"amulet" pulled on me because I killed off a character unressurectablly. 
(Well, you see, this L4 dwarf wanted to open a door that the rest of the 
party didn't want to get close to. (it detected as evil, chaotic, magic, 
and the DM gave thb' party leader a hunch...) anyhow, the dwarf let loose 
a mihbr deamon, and after blowing two saves, got his soul eaten. This same 
monster was later defeated by a C3 and a MU2 with a 'Tittle help from some 
Holy H20) but to get back to the -point, w'e d'_ identify^ vgry heavily with 
our favorite characters ..1 especially the higher level ones. ' 1 know 1 do- 
as a matter of fact, I get attached to my monsters when I DM. There is a 
doppleganger in my Lankhmar which has actually managed tO bluff Out two 
parties which it has met. I 'm gortna be sorry when/if gets offed;

This identification is not a bad thing - if nothing else, it can get people 
to think and use their imagination to save a fovored character, however, 
sometimes the egoboo starts to turn sour when players start to realize that, 
in their own opinion, their characters are getting too much gold for” 
trashing monsters they shoiildh' tihave been able to take on and survive by 
having gross magical items which they got too easily. Then"they usually 
starf to talk either Balance bt Simulation.! ■ pp , ■

balance first,"‘̂sihee its the easier to do..What I'Ve been ' 
assuming feveryone has meant when they say "balance" is'that treasure and 
experianCe i s 'earned by the characters in fair'proportion to the effort; 
needed to gef’it. ‘ Who decides what' "fair" means usually depends on who - 
is talking. There are any number of ways for both the DM's and players 
to balance a game.

DM's.cah^Screen characters, and rejext those who are too gross for his type- 
of game,' or he can flexk'ey as he goes to make the eampaigh a challenge, or - 
simply just crock anything gross that comes in. '

let a character who doesn't fit within the specs 
for 'what l, Cbnslder’'a balanced game get into a campaign that I've'put a lot 
of work into. T cah flexkey all right, but it loses the detail and Susp- 
ehse o f ‘a fully worked au^ world structure, but then T  play a simulation 
style lame, (i'll get into this later) I like this type of game, and many

,.ri j
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of those vjho run in such campaigns are of like mind, (not all, of cpu:ifse ,r :q. 
Mil Sam) Of course I’ve got several other types of campaigns; going,.,even a, 
nonty hall type dungeon, and a fantasy equivalent of DpLOS whqfe monste
(and"treasures) are all phantasmal. ./.Until you're phantasmally kii|lpd, ypu 
can go out and take on anything you want. When the-,pharacter: is.,;'.&illed’’ rr . 
he's gatqd out of the area, and a phantasmal dead body is l©ft in ,his prlace 
(no phantasmal ressurects) and he recieves % the Ep's he would have gotten 
■fox the monsters, had they been real. What's fun,,, is. rio<t. vtvSiU.d.ing “tb,©. vpiay-e'rs 
about ail this beforehand.
Which campaign I play is almost always dependant on who wants to play what 
characters. The players can maintain balance too. I have some characters ; 
that I keep for no other reason than to run in the,,mul,t;i.versc, and if they 
get items thpt I cons^deit |too gross, or too easily got,ten, they';ll give 
or throv; them away, apd fflce or not take Ep's on thp same basis. att
ached to these characters too, and I consider DM intep^vention fhat kiiljs ,, 
them off as grounds for the Amulet, I don't feel thp̂ t a-]DM who plays* ,p 
decidedly for or against the characters is worth botheripg.jflith. Enough 
of Balance, now on to Simulation.
The simplest definition of Simulation that I could find is: A procedure : 
v’hereby/'the results of an interaction may be predicted without having. to ̂  
resort .to an experiment.1 Thif . defini tion is the one I was exposed -fp, back in. 
high schopi physics, and 1 at,ef,,in computer science courses. Most wargames . , 
have, been based o.n the ppn.Qppt of Simulation. The classical case ip.fthe 
'.‘Battle of Waterloo" t̂where ,a wargame tries to set up the .situation by. 
defining the elements inyalyed»: such as troop strengths, movement faqtprs ,. ; :
and weapons used. The pule^ 'for, the interaction usually are harder to define 
fcut have to be, such as t'errain^e turn sequences, combat tables, and
•CO on for. many-pages. Once the pertenent i:f . tedious information has
been d^fined, ;you, can start the simulation itself, you know what everything 
is, where its at and how it works, so, let 'er rip-and see what happens.
IF your definition of the elements are accurate, and IF ..all the elements 
move and figiit just as they did in the actual ba.ttle, THEM Ihe results of 
the sinu&fion yjill be the same as the resblts of, the .actual battle. It , ;
wont ,.come, out that way, course, but, it may .be rplose enough to suit your 
purcooqs. If it's not close enough fop ypu,. something has to be wrong with 
your definitions* Once you Have a syst.em ,pf definitions accurate enough , ..
for your /ieeds, you can have some fun by changing variables, such as giving 
one side, or the other ,more troops or ,say putomatiq weapons. The,,.mostr • 
com.tjog' qihangc is ''bo'-y-.'wQpld the baftle have .gone,, if Napolean had ffought
ny wayT;.?,
Obviov-sly , since .a Simulation i.® solely on the strangtb
your definitions, it does not have to deal'with reality as we kppw it,. If 
you want to set up a battle (or v.'orld, or universe) where magic works, fine. 
It's^.your wprld,̂  ̂bpil^,-.it ypur,s,e,lf. . ■ i . . '
Tf you want a' world vihe're magic goes further outdoors than indpp.rp,. pp where 
suddenly you can get more "hit points" and withstand a sword stroke which 
would have killed you y.estqrday, where spells restore themselv^q^s .whqrir the^sun 
comes, up, or v;here a li^ht. horse can .only travel twiqe as f.a,̂,t ̂ aq̂ â jhumap go 
to It, its k free multiverse. jlf,, however, you are ip.teresfed pn sfjwlafipg

: ,3 hr. : ' ■ * X On ‘/J ̂
■-(a cheap shot is better t ban,, no shot a1̂  all) /r!;r
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the majority of the works in fantasy literature, D&D as published is neither 
accurate nor sufficient. At best, the rules set published by TSR are the 
incomplete guidelines for simulating A fantasy universe (which I have 
taken to calling "the Lake Geneva pocketverse"). These rules are fine. But 
they fall short of being guidelines for,constructing simulations of your own.

NeXjt zine - "General guidelines for Fantasy Wargaming'
///* Wandering Mutters - or - Sick Speculations on Specific Simulations *///

It's getting to the point - where you need a computer, or at least a program- 
able calculator to play sqme of the D&D rules that appear in A&E and TSR. I 
like, combat/spell/ep/etc systems which you can either learn or work in your 
head, or systems where the calculation is done only once in a while, not 
every time you swing a sword or chuck a spell off.

On my ringworld - I'll usually let almost anybody run almost any character 
providing that they have, in writing before the game starts, their full 
equipment list, powers, powers of their characters anfi weapons,, and if running 
an exotic, the writeup for the character class. , I was not always this picky, 
but about the fourth time somebody has "suddenly discovered a new power" or 
pulled a +5 sword out of thin air, well...

The Simulationist - has been postponed. Trying to "patch up" D&D to make it 
usable as a simulation system is like a FI trying to fight off a Tolkien 
Balrog with a (non magical) wooden sword. It just won't work. Instead, the 
Dorsai Wargaming group (a SFALB auxillery) is writing up the rules for a full 
simulation fantasy, game, which on the surface will look very much like D&D, 
but with some ^ajor changes, F'r example, we've already tossed out hit points, 
armor classes and experiance levels per se, and are working on it literally 
right from the ground, up. At present, the first draft is about ready for. 
playtesting the major, modules.

The basic format will be in 3 volumes,. A players guide, a DM's guide,, 
and the appendices. The concept is to provide a set of modules which can 
be used to custom build a game of your own. All modules will be inter
compatible, and (hopefully) characters will be able to carry over from any 
game to another with ease. , , h .

//■*', DISTYCfMS - Alarums 1 and Excursions -^17 *// .oi,;: ■ ■ .
■ r.<’\ ' '-!j ' ' s,: ‘ '■ : ■

Lee Gold - Por.the longest -ol' time I would (In the guise of my DM player
.character, 'einburg) give a freebie ressurec.t to any lawful,,; provided ,, 

he/she/it could be brought ou,t. of the local dungeon-, which was not always 
that easy since I _had things which would kill ycu unressurectablly, and 
often, but-I do like your D4 resserect idea. , , rn '

r;n i-'i i: , , ■ ; . . - , ■ . • ', .
Hartley .'’'at ter son - I have seenb'/'Holy Grail" 3 times, and frankly, I think 
your werer.abbit is a panzy, corapared to the one in the movie.// Did you get , 
my:packare?'-or !was , 11 sunk in ,the mid atlantic?? i , ,
Stewart Levin - The only comment I have on your Barbarian writeup is the , 
increase in armor class with level. Its probably jyst a personal prejud
ice of mine, but this seems a bit gross. An increase in fighting ability 
perhaps?//love the LABS, but I never want to meet up with one..
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>.n.'Distycoms, continued:

Stewmr^' I^in^!-\Ag^ik?^^^ . ph.^t^oit to ,turn .^he page Dn,py: notes.
Cary Martin - Sxceirent wip'te'up's on Samurais and Vampires.. thanx?r

■Bill Seligman - Tv;o isauey in a row you've tickled my funny bone to a point 
of breakage - keep 'em coming I//Agreed that your system makes the EW system 
marginally workable, but it's still too crocked complex - the mechanics of 
aqtipn JUST DON'T need to be so conypluted that each player, and the DM has 
■j-Q reference ivho-i«novjs —hbw-many tables at each melee. Not your fault, of 
course. The perrin convention rules seem a lot more sane. .
Sean’ dieary - FIA'JOLI !/// S/w Ho lastish was done electrostencil from a 
Xefbx; 9200/reduction to 64̂ ,. As soon as I pay off my credit union, I plan 
to buy a used blectrostenciler,, and hope to recoup my losses a bit doing 
work for local fans.// YOU require a permanence spell - I_ don't, and nei
ther
your

does any DM who does 
ov;n advice to Lew.

I't.want to. No offense intended, but please heed

Richard’fechwall - Some bpots of your zine I couldn't read, type harder, 
btxV'fres'll stencils Don't worry ^tho, the first few stencils I did came 
much, much worse. '
Jack Harness - Re; Worm Lords - Yeacchhhl'I (But an excellent monster)

or
out

P'rCCON report . .such as 'it is. . , ; .
' 'Due tb a rampaging cbld, I didn't get much of a chance to go, but being 
thh main method of trahsportation in my heck of the woods now a days, I was 
bullied into doing shuttle service Saturday afternoon. After loading up the 
bit bucket (my 64.chebbi,e) with local fen, we wandered off in the general 
direction of the Con; Arriving after a few detours to go get this, and pick 

that we arrived at about sunset. After Signing in, and seeing that not 
'.... on, we vJeht out for pizza, which magically cured my cold (!?I)up

much Was going ..  ̂ _
dont'’ ; ■ . . t ‘ &y' time was spent talking to people I see all too in- 
fr e q u e n iiy !]  alihbugh 1 got in on an, alleged Search and Destroy mission (with 
the'chabllcs) in Earths End. It was a Fiasco, with the DM doing the ol' 
something just popped out of the ground and killed off # 3 routine, then 
walking away. 'Jhen we finally met the lawful party. Chaos reigned (in,f,he,- 
game room). We, the Chaotics were invisible and silenced, and my character 
walking around with a Dragon Control spell on thp trips, figuring tha.t, what 
better shock troops could they sehd in, and si nee.'die had the spell., .The , 
Goldeh Dragon that they gated in first rolled a TtVO for his salving' throw, and 
was turned to attack his own party,. Before he. did any damage, he got . sent to 
the center of the earth by a' Talisman of Chaos Supreme (gee, it, w^sn^t a true 
dragon, but a cleric dragon?). As our fearful'leader summoned his 3 pet 
saXamanders (l).,then a neutral ported into the midst of it all, and fipa^ . 
Gtriksd a staff (14&'points of damage, 30' radius) Then 16th level cold cones 
and a Litch'? My character, being in the rear of the charge (she didn't) ca.me 
to the conclusion that it was time to port out of there. I believe that any

involved with that mess can pull the amulet vs DMs with a clear .conscious
hadn't s^bwn up.

ONE poor ‘ ' ' “ ' ’’ ’ ’ ’
body
enen though i't wasn't the DMs fault. His helpers ..

iil D/M' versus abbut 30 kill crazed players. '
■ i r   ̂V nL ■ <- ■ ■ ■

' . 1 J:fd , ci;

and it was

tv;
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. : rii:starting B -̂¥inter Quarter at p'̂ P̂oly-y Gh,' -Well.
Cosiiically,. I*m:hraced for̂ p̂retfori,' whiGhiishouli(i be ancient history by the 

time 'anyone •readacthiSeclhe FulXert^grOti^^ considering_̂ changin̂ ;̂its present
Fizzle Factor magic system to spelt''̂ ints. And at,the Rose-Parade, another Cal :- 
Poly itose Floater named "Big. Pave”'td now turned on to D&i). -

Nexus is now mapped out dovffi'to the Bth Levels apd oow contains a surprising 
nvmiber of Golden Basilisks as well as its’ very O'wn DiHigeon Dragons. As you read 
this, it will have had quite a workout at'OrcGon. '' -

At the Cloister, quite a bit has happen&d. Zed now has 18(51) Strength due '.to; 
to a room ih Temporalana, and Antar has again made 5th-level Fighter. Hondo and 
Caselle are now both Sth-levels. They made ?th in Earry Mahan's Enchanted Towers, 
where they were of fed by Phase Red Dragons, Fortunately they wefe raised with part 
of th® dragons' large Dr. Pepper stash, b\it Hondo lost his +2/+4 sword and +1 
Wf(^s-and Gaselle lost all h'er’ strolls. Onyx Dog, and +1 cloak to the dragon 
breath, fheir 8bh level was gained when Rakshasa hit the Cloister, In that melee, 
Chee ̂Lah-'n̂ ade 7th, using up her last Dr, Pepper, '

'In that same battle with the Rakshasa, Caselle's sister rosd to join ny 
higher-levsl group: ' '
.'oxriiSLEXAjMD OF. E3 (ll) 7-16-12-5-6—13, Neutral 5th—level Magic-user, The (ll) 
isrbesause the present Alexandra is a clone of the original, killed permanently 
in ■CrllifeGn; +3 with daggers, -1 hit probability. Like her sister, Alex'a has the 
family istriped hair. Unlike her sister, she has a ne\iromuscular condition and 
is'ISbrlierline Chaotic,,being veiy greedy(Caselle always has to ride herd on her), 
Alex’Ŝ is one of the most offenSive-minded Magi around, with an all-offensive 
spe-ll a®mafflent and a brace of throwing knives. Her only magical item is a Light
ning'VJand tWith;.42' charges, taken off a Spelltank that shot up the’Cloister one day. 

Beyond the Cloister's walls and the bulk of Temporalana, in the Desert of 
KrSnal;And-the Land of Time, there are strange things happening whose rumors are 
filtering through the Old Phoenix. The Cloister was attacked'by a band of Soul 
Feeds that/ were//totally invulnerable to spells and were defeated only by a precious 
V/ish off Caselle*s Ring, There is a tale that a place of power, an invincible 
stronghold’̂ called "Apokolips" was overthrown by a band of demigods. War is brewing, 
it is said, and.Temporalana, T-town, and the Cloister lie on the best invasion 
route in the land. After milennia of stasis the power balance, is ̂changing.'

The Cloister is frantically preparing to ride out the storm if and when it 
breaks. The building itself is'being enlarged into a sma3ZL fortj Caselle is order
ing an Iron Golem built; many are having equipment enchanted; and many: of the 
freelance adventurers in T-town are being contacted in a defense pact. Even I 
don't know what's going to develop out of all this.

'S.V>

arl

As I look back up-this stencil, it'seems I'm: as inarticulate in ptint this 
time as I am in person, .Well, on to the comments;

FLASHING CLERICS; The term "Cleric exposes himselfl'î  in tiorning Undead is not 
literally true. Last year .at ClaremonL, V/ayne & I were rapping on typical Lungeo]>- 
ing matters when the subject of "just how does a Cleric turn Undead?" came upv 
Wayne joked, "Maybe the Cleric e:̂ oses himself and scares them off," So it starled, 

ARTWORK: Glad all of you liked the A&E 16 cover. There are more on the way,
TO CHRIS PETTUS: Valar are angelic beings, intermediate between gods'̂ And-i



mortals. Only the four Vala-Lords may be considered gods. lour running them as
protector^B^of lawful races/be,^gs (guardian-angelsJ .is fine.

TOXHOWARD MAHISR; four hypothetical dishdhest player sounds like one we 
have at Fullerton*YOU BASH THE BLACOVJ DEP‘T; Again, it̂ s the magic vst technology controversy.
I notice you object to 9th-level spells in the.ohypptoetical Wizard vs. armored 
brigade situation* What level would you estimatexthat 5kt nuke to be equiv^ent 
to? Actually, both magic and teohnologyt,have tpeir. advantages and disa^antages.
The armored unit easily outranged the Wizard, oand can bring much more firepower 
to bear. But the Wizard needs no visible weapons, and no fuel or ammunition 
resto^ pdrabdi Dimension Door and %leport , spell? neg^?^tba ne§d tô close ̂
withiht-dpell̂ range tthiletun firâ * Folymioŷ x would poncealtĥ ^
he doiild be anyone, or anything —  who, cp^d-tell unt^ ^
Control Weather couldimire down .the.tanksin miUdj Pn slam a tornado Mto them.
The best tactic for ;a;diagevvs; .a imodern unit woi^d .seem to be infiltration and . ̂ 
hit-hnd-rim Wia Monster Summcmingi Charms and,Holds, and an occasional rirebaJd; . 
with a Teleport ready foi- 'di quick'getaway* Ihen there is the possibility of _ 
spelib-'designed specifiGallyuto .counter technplpgy, such as the Bay^ea sStephenson lock oi* U hypothetical: totirWuQlsaP Weapons Effects Shield. If a need
fo r  coimter-technology spells existed,-someone would research and distribute 
them to meet the threat * w .h.. ^
,1 biify lajid-ae not entir^y ;drax«i from norbholpgy. . Instead, they are a l^se
adaptation originally intended .a© a literary fantasy race. I don‘t know how ̂ ose- 
tiy they follow the original *-r .my intention was td m̂ ke them a race that ̂ he ^
myths could have been based On*!.r .a;. .1 ' v. - ; 'J4.U' iAs for the surplus players running ChaoMP-S: • • *  ̂EM'ed a game li^q that about a month ago. Wayne wanted to give hiSĵ Chaotics some experience, so,̂ ! arranged 
for him to sit in, ostensibly as assistant ,DM,4̂ hile a lawful-Neutral party entered 
Nexus* 1st Level* Wayne^S strategy was io.-fo.llow tho party at a distance, then 
ambush them from the rear in the aftermath of a melee* Nothihg was encouhtered 
at first, then I rolled wanderih&,i.nion?tbr?î ?in)upltaneo.usly for both groups. ^
The Lawfuls met a trio,.of .Pth-rleyel Lawful rFighters, all in magic armor, of which 
the leader was a Paladin.-These three .passed., the party and continued intp̂  a large 
room. Whyne’s ChaoticS ranainto.i 20-odd Berserkers, idio were persuaded by . Night- 
hammer the Antipaladin to sttaok thex,LawfUl party. Now the back door 
Lawfid-s waschn ihcognitOx As?̂ ^̂  ̂ wearing Helm of Repulsion, so when tho Bep'- 
serk^s diarged, :.they, .were thrown back down the corridor ,yr and ̂ to the room 
- with theil^adin & f!o* Viben thei.bPundS; .of r;baltle, faded, Wayne s Chaotiqs ch^ge^ 
in, 'expecting a.badly..damet;gedr;party. :,̂ stead' they found-dead Berserkers, a slightly 
wounded Paladin & Qo.̂ i ;andranr xmtouched part̂  ̂Th? ensviing battle lasted for .
2h game rainubes, on 15 meleei turns, or; .:fbur nealf^me, hours. When it ended,,;|;hd 

£ Lawfuls-still .-aiive,:.were one crippled faladin‘h.cafde and less thap h^f the party* 
Among-̂ the Chaoticŝ -jthe only. survivorsAwere.̂ Mshthamper thê  (l̂ ocked

I:'spent. half. a pagexhô q Ip
present my main Subject for this monthf̂ , -.uiiv*,:! ^

..... ....  ‘ ...........  ' MONidsH tiffiAFONS
j “ I  AX
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SAO-Ii.,

..-T

:o: y..

BX-iThm.Monk:: as .-a .ckaira.cter class introduced the oriental ma:̂ _ial arts to D®. 
îccording to Blackmoor, a Monk may use weaĵ nV. as well as their ̂ que O^en Hand

Ĵ .e.E-karatê  combat.: In ipraptice. Monks tepd to gra-^f^ toward, x̂ etories 
-.cembat' for the multiple attack advantage. A. couple of. players, do™ at j m e ^  
raised the question of why not special Moj^a^h vreapons;̂  _

..-dixdihile researching Samurai, I came across several .pj^^al^pn?..^ 
ihgly, :ttany of them were originally developed ;^nsed:b:^:Zqn B ^ i ^ , ^  ■

OX-.;;;:;;:., 'XX.L.: IHHv'



In this article, I vdll present a selection of martial- 
arts and Zen monk weapons for use by D&D Monks, Most of- 
the hit probabilities were done by VJayne Shaw in A&E 13, 
but will be reprinted here in a single table,

< D  -:z :z i z z z i z d 3 ^  .......— IX C
ONO: A single-bitted, two-handed battleaxe similar to 

the European Greataxe, Axe-type weapons were -widespread among 
Japanese monkso ,

B0 STICK: Basically a light staff, similar to a s3jjn Quarterstaff, The Bo 
Stick was used to parry as well as strike, all in one continuous motion; use 
of one raises the character’s armor class by 1, Staves have always been popular 
weapons among pilgrims and peasants, since swords and the like were usually for 
nobles only. Especially in the rigidly stratified society of old Japan,

JO STICK: A walking stick about 3-’ long, _ .

NAGINATA: A spear i^th a single-edged, curved, machete-like‘blade. The 
naginata was originally developed by warrior-monks, but was soon adopted by 
Samurai because of its effectiveness. The blade is the usual damascened Japan
ese make, which scores a Critical Hit on 8 or more above the number needed to 
hit (if ramiber needed to crit is more than 20 and 20 is rolled, roll DIO and 
add to 20 to determine whether it critted). In addition, it raises the user’s 
armor class by 1 and buttstrokes as a bo stick (giving 2 attacks/turn) if a 
dexj?erity roll is made. To use a naginata requires a Dexterity of at least 15, 

SHlffilKEN: A star-shaped, multipointed throwing knife.
This weapon was a favorite of the Ninja (spy/assassins)

KUSARIGAMA: Developed from a sickle, the ^ 
kusarigama was also used by both Ninja and '
certain Samuraio It hits twice a melee turn, 
once as a Military Pick (the sickle blade), and 
once with the weighted chain (as Morningstar -with
half damage). Normally the chain was used first to , ^
entangle and pull a-̂jay the eneny' s weapon or shield, leaving him̂ -̂  
open to the blade, (î eapon or shield is Armor Class 2 to entangle,̂
A kusarigama requires a Dexterity of at least 16 to use,

CHIGIRIKI; A jo stick with a kusarigama-like chain attached to one end.
It hits twice/melee, once as a jo stick and once as a kusarigama chain. Ninja 
used two specialized versions of the chigiriki; one with the chain concealed 
within a hoUox^ staff, the other with the hidden chain in one end and a spear
head hidden under a sheath that formed the other end. Both these Ninja versions 
appeared to be walking sticks until the time came for action, and the latter 
type could be used two ways: either in melee as a spear plus chain, or throxm 
as a javelin and retrieved with the chain. All require Dexterities of 15+,

MANRIKI-GUSARI: A 10-15’ chain with a weight on each end. It may either be 
thrown (treat as Bola) or meleed(hits twice/melee as kusarigama chain). Possibly 
also used by Ninja, Requires 14+ dexterity,

NUNCHAKU: Perhaps the best-known martial-arts weapon, developed from a 
rice flail and first used by Japanese farmers. The nunchaku basically hits as 
a flail, but -with only 1-4 damage, A character -with Dexterity under 10 gets 
one- attack/meleeturn; with 10-15 Dexterity, one attack plus a simueltaneous 
parry (raise armor class by l); and -with 16+ Dexterity, t-wo attacks/melee turn 
plus raising armor class by 2,

This weapons data was set dovm from memory, I am very sure of the weapons 
themselves, but less sure of their histories. Perhaps Lee, with her knowledge 
of Japan, might comment on any gross mistakes, I’m sure I’ll have about half a



page of blank space at the end of this ‘zine. The ono, bo stick, jo stick, and 
shuriken have already been playtested, and the naginata vdll have been tested 
at OrcCon by the Cloister’s new Ist-level Monk, Gorobei Yamabushi, Comments?
VJEAPON (RANGE) AC2 3 4 5 6 7 8 9 DAMAGE: MAN LARGE
Ono +2 +4 +4 +2 +2 +2 + 1 1 - 1 0 1 - 1 2Bo Stick -4 -3 - 2 0 0 + 2 0 + 1 1 -6 1 - 8
Jo Stick -5 -4 -3 - 1 0 + 1 0 +2 1 -6 1-4
Shuriken (3 ) -5 -5 + 1 + 1 0 0 +2 +3 1-4 1-3
Naginata - 1 0 + 1 + 1 + 1 0 0 + 1 1 - 8 2 -1 2
Nunchaku +2 +2 + 1 +2 + 1 + 1 + 1 + 1 1-4 1-4Kusarigama

blade +2 +3 +2 +3 0 0 0 0 1 -6 1-4
Thrown

manriki-
gusari (3) /O 0 3 0 0 0 0 0 Entanglement 1-6

All chains 0 0 + 1 +2 + 1 + 1 + 2 +2 1-4 1-3
or entanglement 1 -6  melee turns

Well, I was right. I will have half a page left over. Any fillers out there?
In the next A&E, i’ll have data on guns in D&D for technological DM’s. It’s 

now 1 AM on Wednesday, when according to my calendar the Fellowship entered 
Moria. Goodnight, - p ,

Announced in the Dungeoneer #5 - nation-wide D&D campaign in
THE WORLD OF LOERA, Game moderator Keith A. Abbott, 5305 Lake 
Harbor Road, Muskegon, Ml 49441. ■'

Approximately 55 DMs will be needed, each controlling an area 
600 miles on a side, working with approximately 20 players. DMs 
must, among other things have alt the rules. That includes not only 
D&D and all the supplements but Sword and Spear and possibly 
Ancient Warfare. (The latter two are purchasable from MlIgamex,
PO Box 133, Wayland, MA 01778.) A sub to The Dragon and back copies 
of The Dragon/The Strategic Review are also suggested.

The cost is $1 for a player, $2 for a DM. Each DM will be 
required to make monthly reports to update changes in their dungeons 
and wildernesses, the progress of player-characters, and the 
personal status of each character (possessions, ability scores, 
experience, etc.) DMs will be informed when a character from 
another area enters into their domain and to give info when one of 
their own piayers crosses into another area.

DMs are expected to make up much of their own wilderness and 
their own dungeons. Some sections wi I I already be mapped by the 
Dungeon Grand Master, but the DM's own sector must be finished 
before play can commeoce.

Anyone who's interested should write Keith Abbott for more 
i n format ion.



P.B.T. Bl*iefs: A qulclCY Tiy Lew Wolfcoff; 66*) Bttas St— apt. 703; Harrisburg, 
PA,.^102, ('p7r263-3943) , - f ^ , i:
..  ̂ V  ̂r̂ r> o
A loiter iroin Olnyis to bis old teacher, ̂ Fr. Fcruato. , ; j :
Lear'Lebc-her and Friend,;

TO j

|̂ ,̂ g pg_g.j. ];ia,d I the’opportunity to tesi the Medallion of AdTOruturlng 
of which'r earlief‘spoke. 1 held it to the light within a holy place and 
did thrice proclaim n̂ y desire to use my good swordafm for righteous ends,
A momeint later, I found myself on a trail at the edge of a razed towno  ̂A 
large party, near a half s oof a men, approached. I hailed them in. Qbmmoru 
Tiongue, and they replied in yoldes .accehted with lawful tones. I did then" 
proclaim myself a Paladiu, and' asked if I might Join them. They bade? me jfall 
in with them, and we ̂ ̂ et fortli. into the. woods "beyond the town, Ottr desti-’ : 
ration, they said, was a ruined castle several leagues off, -

For a while we did travel the path unimpeded. Then, far ahead., o'Ur path 
widened' into a glade from which'direction the sharper eared among us did r 
detect odd sound's. One at the.,party advanced to determine the sources of 
these, and he returned with a grizzly tale. Some hundred humans, enchained, 
We37e? being mad’e t^ mote’a great black cube by a dozen orc-slavers, . So soon, 
it seemed, I had found the reason,for 'being in this place. Ife. moved up to 
the’ edge of that glade, spreading ourselves unseen among the .trees; at its 
border. He, who had gone, ahead,. and one magician climbed up into thej bran
ches. As one did we attack. TOur ores feDl; two Slept, two— including my •
first target— pierced by arrows. That firs'c mage could ensorcel no more; 
that day; yet, a second of the three there were threw Sleep, Several ore 
fell to sleep, and several more were arrow-shot. Hone, I fear, by myself. 
The rest of the. orbs 'tiirned then to flee. All, save one, were killed, and. 
that one did escape badly wounded. . / :■ ' : . . -

Two of the party went to minister to the slaves and free them from 
their chains. Another of the band, an orcish speaking Elf, and I awokeja 
sleeping ore for questioning. (r need not tell you, my teacher,, of' my know
ledge of the Chaotic tongue.) This ore proclaimed himself from a large 
village with great defenses some distance to the West. We chose to seek 
collaboration of this tale. The cleric accompanying us returned that orcj 
to a sleeping state, and we turned tc awake another. By this time, ones of 
the himans was freed and Joined us. HTe said that his entire village^ the 
one at whose bounds I had appeared, had fallen asleep as one man to awaken, 
chained. The now-awakened: ore- proclaimed his group part of a mighty army 
accompanied by powerful dark wizards. The cube was a great weapon to be. 
used in a war against thctfonces of; Law. Someone was clearly dealing in 
falsehoods. I drew my sword, and put its tip to his throat. In Chaotic; I 
ordered him to tell the-truth. Hfe did. There were but forty ores and a 
single wizard in a fortress to the._ Forth. She cube did contain a weapon—  
fpr Lawi. and the slaves were to bury it and then be killed. We determined 
tb"̂  place. the cube and the people in the care of -a Lawful order of Mô nks 
whese'"monestary lay some distance down the road ahead. Our one magic, user • 
who could yet cast volunteered to risk his all in trying to disguise the 
cube with Massomprph. A dangerous a'ttempt .for a mere medium. Our clerics 
were not powerful or experienced enough to Bless his efforts. [As: he cast; 
that, spell with my hand upon his'.shoulder: I’stood.. This I did hoping that 
my special stature as servant^ of la-w might: add a measure of. safety to his 
bravp effort. With afshudder the cube dissolved to reveal a Sba1wart whose 
armo,r and hops e were the, white purity of. Law. Then did thosei, who had been' 
enslaved b e n d k n e c t  before this. nan;.and proclaimed him "-The White Duke,", 
a legendary force for Law, He mustered these folk and lead then off. We 
were too few and iioî  them Yet, before he left, this Whit.e2



DUtee did bestow upon us a powerful ffless, whose effect, we..jirere toldjfwould 
last â  full week.

Then moved we on tô t̂he castle, our goal.' ' Vfe had walked a while-,, whsn., 
all at oace, three:, manlings strange to behold appeared before us, "Pine.- 
men,” someone yelled. "Half man, half tree, and those they slay-beeome as • 
them!" A fierce menance they seemed, but fortunate we were. Their lilceness 
to-theeB'-mde'thei- most eager to flame at a torch’s touch. In scant mo
ments they were no more, -■ ■ ' - . ' : : [v. o

’At last it seemed we had reached our goal. The.castle, a half destroyed 
mas-s, rose ahead-in a'clearing- beyond the trees. Pt lay before us across, . 
a tranquil'pond#'- Or a not so tranquil poni,. .;Por as we neared it, threes 
li-zardmen did leap forth-from-.that pond- to ..do.ibattle with us . Wes split 
b-urselves into three': groups to better meet .these-foes. The others d.is--;; ■
pa-t-bhed- their targets and turnedf to help me with, mine, the strongest of th&j
trio— or so it seemed to me,..  ' . -
- lEl'ght was near, -and we prepared to camp.- . All.'at once there,:was a blur 
f̂ the senses. A moment later I was bacic in the.holy hall from which I had 
beguhi A goodly adventure, it seBnedv An.d as l stood, readoustlng myself,r 
to--my homeland, there was the" revelation', of increased skills gained by, this:- 
dourney and the deeds I had performed. . '■

liam' now resting, practicing myi lettere and my swordsmanship epe I .go ; - 
forth"̂  again. ' - - '' ' J j ■ : : .

T  hope that this finds you in good fettle, ..active-and happy,, and' .that od 
r may still consider ^lyanlf ' o : ■ ‘ ' ..i.' '  •' ;; , • , " , r ’

I.':-': •,:oc , : . ' , . 'iour good friend,
./ . ;f ."r. . .. : ■ ■ ■ ... dlovis, ffUenilsohn • r’ ■

(Pompous, isn't he? His Strength is 16, his IQ 14. And he deliberately . 
used s.ome fighter-.training-time to study with Pr. Bernahr; so maybe;he has 
the rig.ht to be overly proud, of his literacy.) That vision_of Irucreased- 
skilisincidentally, was due to his having earned exactly ehough .experi
ence points ta' inake 2nd’ le-vel.. : r , ' .r:; . ,;'d ; -

'. T want to recommend to', you,: all that you read the. Prydain -boofe by .Lloyd 
Alexander (republished now.by Dell). Fased ,loosely on Welsh: nythology, ..th 
fivei books- include such things as.  ̂ .0:

-THE HIJHTSMBH'-OF ANlWYIir: "The'basest of warriors who ..have be-trayed' 
their ccmrad-es, murderers who kill for the Joy of kililng,.-.,«,these-wer-e,j the ,, 
Bimjtsmeii '̂ ho . had sworn a blood oath ,of allegianoe to Arawn and bore^hLs- r ., 
crimson brand .c-n,the forehead. -Although mortal,- the. survivors gained in 
strength if one. of:their number was slain. Their - principal weapon.was the . 
long knife each:'had thrust, in his belt. As they ran through the... 'forest ,
garbed' in jackets and leggings of animal skins and calling to each other-. .In 
a weird'wordless cry,' they resembled nothing so much as a pack of .-hunting .- • tJ -- - , ■ . - . - . ' ■ ■ "

HHNTSMEH.; appear-in packs of 6; AO'7; 8"; lair 15^; 'bi’scs^A, with magic 
i weapon, 10^. other magic '  ̂ ^ ^Run as bandits.. For .level, -D8, l-3=.L-2; 4-6=L-3;. 7-8=L-4 ^th^ioj/leyel 

chahce-'Of long knife- (short sword) being, magic. They start, off ̂ with.a 
strength of 12, but. this Increases by 2-whenever-one, dies (14,16,18(25},,. . 
18 (80), 18 (0 0 )),. The tranfer of strength also regeherate.s_ 1'h.p,/level of 
Huntsman killed to each remaxning Huntsman# They track like.Sanger^_

' ■.j-f-r;-: . . - -.: : " ' , i ' ' I'-: : - ' .: * '-Hhppy Hew ..'Tear',
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Dear Lee:
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Thanks for ment t on i ng ,my book Ma.ha,rs. of Pel I uc Ldar In ^17. 
We've,,usecj g.u.numbe,r of Burroughs creations J,n oui[ D&D campaign, but 
not the Mahars. this race of inte(l(gent ptero.clfcty I s appears In 
At thQ_.Ea.rttl's Xore rand Pqlluclfdarr b,y |ERB la.n̂  npy.yown Mahairs Qf 
Pel I uc I da r ~men 11 oned above. A.Ll-,gva i,l ab I,q f r,om j Ace Books . Read the 
book; don't see the movie. (Plug) | , j T - j -

, , i; i r t to r- '- i t f ’ • .  51 i I i 8A i l- i o ^ o B

I agree with your statistics for Mahars, Lee, and would merely
add to them:

Move : 
AC:

60' on the ground,
"t (■'p?. i r

Number appearing

180' flylng/turn
■ -. . ; vtHht.mSe: .2 . , t- _  . . ■ , •
'-IQ3„^utsl,da ;vit

50-l0(;̂ |l;â ,̂ (i)e lair. .
,,, ̂ Q,ma iteehno 1 og ica I ,,d

: DC
Treasure: same as a hu.m̂an, ̂ (^m^uh , ,,
art i facts ( see below) b u t noL|.mic|-g, i c .j :
Mahars aVe highly I nte I I i gdrit'J talP, selder f i y.i ng ..r.ept i | es..

1 T O 
", - •> 
1 cm 
V i ■■ 
b -

They are the dominant race of the Inner World of Pellucidar. They 
live In large under,gT,oy,nd, q Pt i aî  ̂ have a technology^ somewhat 
better than that 'of the Middle Ages of Europe. Their scientIsts have 
discovered the wheel, iron smelting, the telescope, microscopej the 
steam engine and the electric b,a,tte,ry M^:harSpqqns I der |a M  humanoi ds 
of Pellucidar inferior species arid use them for food, slaves and 
subjects for scientific vivisection. . i r-.-trjon i ••

Mahars are deaf and communicate by 'te I epia^thy" among t.hqmselves 
(as Lee has guessed, I view th i s ,,t,he j-aq'̂  I o,n pQ,f -.a rad.i o ,qrgan 
within the head). They can use 'fhis power to communicate with
°  k  0 t\ e  ,i 0 a 3

c\(( l̂ a|i,ars(; ape a I I .,f qma Iq ,_ ,a t;:e , tert i I i zed artificialty abdrf ay 
eggs. they a.r,̂  ruled by a "queen" who has high level abilities.
They exercise a "hypnosis" spell over human types which is .somewhat. 
stronger tha.n ."charm person" s i nee c |i t ; I s uqua I Ly used to draw theory. 1 

victim'to the Mahar so^that he or she can be eaten talive; Affects 
one person ,af _t i m e , h f-gher l,evq I .Mahars, ,can affect, ,more, than, ono .lo.' : 
(2D6 dr DM's discretion). Natives of Pe I I uc i dar g,et 2 on saving 
throws because of their traditional f ear ..of ThfO monsters; outs^i;der^s 1 

are +l,and .qyer .1 5 i ntelj i,ge,nce , aT© +2. . .>:.b n ? 3^ / ....xi:-
r -T .i i i r  .iicjd ,s [ i i s  't f;- “i r j s v i o t f  I - a S't d ~ .  J f '  ' r; ’

Maha rs a re phy s f ca I I y weak. All have two hit d i ce riega rd'liess' 
of level. They never appear on the surface, however, without a 
bodyguard O't one of; their two subj-act :racets .7r ; h /

■ o riU : J r L ■ Li :
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SAGOTHS

E i g h t  f o o t  h i g h  g o r i l l a - m e n ,  s e r v a n t s  o f  t h e  Ma h a r s ,  t h e s e  
h uma noi ds  a c t  a s  s l a v e  d r i v e r s  and f o o t  s o l d i e r s  f o r  t h e  r e p t I  1 ,
m a s t e r - r a c e .  They  a r e  f u l l y  I n t e l l i g e n t  and s p e a k  t he com/non 
l a n g u a g e  of  t h e  " g i l a k s "  o r  huma noi ds  of  P e l T u c t d a r .  They  
c ommu n i c a t e  wi t h  t h e  Mahar s  by a s i g n  l a n g u a g e .  .

Number a p p e a r i n g ;  I -  I..0Q, i i‘ n
' Armor  G-toss: 3 ,  b u t  c a n  wear  any arm pr- j ,1 <

u s u a l  l y  c a r r y  weapons e q u a l  t̂p̂  o r  b e t t e r  th a n  .M n t h e  l o c a l  n a t i v e s  ...,
, , H i t  [Ttcp-:' 2 ,  but  h i g h e r  I eve  I f I ghteris,,^;vvy l„l ,be found w l:t|î ^̂

i vom ofi"' '' 'ri-' h ;>iood

Y  i ' j ~ i

THI PDARS

any l a r g e  body of  t r o o p s .
Move;  l 2 0 ’, / t u r n  m a r c h i n g  
S p e c i a l  A B I I I t i e s ;  S t r e n g t h  I s  a l w a y s  I ?  o r  a b o v e .

The g i a n t  p r e d a t o r y  p t e r o d a c t y l s  o f  P e l l u c l d a r .  T h e se  
f e r o c i o u s  f l y i n g  r e p t i l e s  a hv e wi ng s p a n s  up t o  2 0 0 '  and can c a r r y  
o f f  a man o r  a h o r s e  wi t h  e a s e .  ^ U s u a l l y  e n c o u n t e r e d  w i l d ,  th e y  
c an be " t a me d "  and d i r e c t e d  by t h e  Ma h a r s .  They a r e  u n i n t e l l i g e n t ,  
mate In p a i r s ,  and In t h e  w i l d  s t a t e  o f t e n  c a r r y  o f f  p r e y  a l i v e  t o  
g i v e  t o  t h e  youngg in t h e  n e s t .  They n e s t  In I n a c c e s s i b I e  c 1 I f f s  
and'  mpunta I n - t o p s . , ■ ,

1 - 2 0  ( wi t h  Ma h a r s )Number a p p e a r i n g ;
/  Armor c l a s s ;  4 /  ' /  - :

 ̂ H i t  bi  c e  : 5 _ \  ; / :
' Wove : ,1 80' ,  f l y i n g , 3 0 '  on gr ound . ,, ,,

SI  nee re I y , ■ ,

J . Er  I c Ho I me s , MD  ̂ , , , /  i -  , :
A s s o c i a t e  P r o f e s s o r  o f  N e u r o l o g y

4 ' 1 .V .. r uiDi!; .. > v

1 cn 1  C' ' b J o u ! ! .i'"' i  o 
n  T i "  O ' ' - -  f ;  U  8

p (■; n c , ,J a f- ■ 
'■wi eri'b niri"i ‘ iw 

1 fi t :

LETO'Sx CORNER '#3
■ ■ i , i ! ! ft i

rt--by Bill Bleueul, 1218 Ip-tih St #3

;  M l  .7
i'’! -jt̂ ■ ■ i y - Bant a Monica^, "pA 90hp;3,,

1-12 Act
HD;

7 r' f'- n Moye
t  t

MIX a v e r iT  
iiM 'i t a 

3 i V
1 - f; n n
5

N e w M Oh S r s t ‘
DEATH biJAKE'B; f  ap'peaflph:
% in Lair : 60%' ' T r e A s p r e 0
Attacks; 1 'b i t e ' 1 - 6 1 1 i f e

b' ■ level drain . ■
Ali%liiriehtV' ’ Neutral‘ dr Chaotic^ . , , n , , , „
Death Snakes are undead snakes;' they msv 'be' turned as wraiths and 
appear as a giant cross-breed between a .^obraVand a boa_ constrictor, 
aboirt' 15’̂' long.' ' ‘ ‘ _  1 , ̂ ‘ . . . .  : . -t -1 : -I , . p I . ! V I 'i

d!r a i n /1 c o n s tf* i p t I p p , 2 r̂ 8 „ ,1 ij’e  ̂V

I

n ::
-17 Move: I2"72h"t'

Mi" ; V'.'
DEMONS OF HELL: if appearing: ll-2'O A C ‘;
HE: 19 Alignment: Chaos
Attacks: bite 1-10 or use a +2 two-pronged trident or U-2U damage.
These demons are humanoid, have bat-like wings with a 10' wingspan and 
a h' long serpent tail. They are immune to non-magic weapons, fire 
and cold. They have Fear (as spell) and a Fear Symbol U/day. They 
are 85% magic resistant.
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V •'■ Published for the first time by:

/ ,' '. '»'V'|Paul Jaquays
;/'/ "̂  ■ 3105 Dorothy Lane, Age; 20
A('' ' V fj Spring Arbor, MI 49283

, For starters, Hello everyone. This is the first time v -=v 
/ . "3<' \'\ t that I've had a chance to write to oĵ__'-Ih'"

 ̂ \ , y A ' /  r'^  for any magazine other than my own, ;> v
.,7-' ' j:.. t >■ p -to the lateness of the date

\ C: ''v'’ v' v • rcAcC 7c- /.’A./C Jof, this typing, I hope to keej)y: ' ' \ ‘ ' ■
' A' / ̂'— ''■•)■■ ( d i‘-Â '..i'Kv'Vjjiy comments under two pages, /'i/'- - •>

\̂ \- ■■ 4 k AAi'". : Right now, a plug. Thanks to '' , ' (
- \

' ' ^  those of you who have mentioned thg' , 4' \
s, P'r s ~~uungeoneer in your pages. If any are\ / \ n ' 4■ .1 '-'AJ ___. ____ \i v', c- ^,/  ̂■ y interested in subscriptions or single \\ \

'̂ issues, write to the above address in care of the 
, The Dungeoneer. Subscriptions are $3.00 and 

V Single issues*are 6O0. Also, the 'zine is always 
' in need of contributors. Enough plug. '

■A-'"'

N .
-.Bill Seligman: Fantastic11 Whenever a copy of Vv •

' A&E is teleported to my mailbox we have a story hour ' ' 
on my dorm floor, reading the voyages of the T3R I \Incorporated. Keep up the good work. \ :j i
Peter Gerrat̂ :__ I rec-ently attended̂ a nearby gaming/f’I-U- j. 
convention/ - that a ' certain V +X ‘

4

S:̂ \'

V - 1';. fir ■•

\ \ 
{ ' \

iB.-



"NO FAIR__ I WAS INVISIBLE...AND...." #1 page 2. Paul Jaquays
controversial game author was guest of honor at. He stated that the times for 
walking and mapping are as they are because of the fact that you ARE mapping. 
You are trying to put onto paper an irregular system of passage-ways. I will 
illustrate. Say that you and several friends have entered a large office com
plex at night. There are many passageways and no lights'. You have a couple 
flashlights or a hurricane type lantern. As an added attraction, there are 
several wandering parties of trigger-happy security guards wandering about.
As a mapping tool, you have parchment and a quill pen or sharpened charcoal or 
chalk and a piece of slate. There are no grid lines on your paper. If you are 
keeping an accurate map of your surroundings and searching the tunnels and pas
sages as you go, I doubt if your party will move a whole lot faster. Running 
would be a different situation, since you are neither mapping nor worrying 
about hazardous situations other than what's following you.
On Drap:ons; Enough-is enough. The reasons for the existence of the present 
D&D reptilian horde is not completely explained yet. Why do we even need more 
dragons? The present set cover all three alignments without looking like re
jects from the metal men or escapees from the periodic table of elements. 
Someone has already mentioned this, ■ buf Check out the Dragon and The George for 
a look at Dragon mentality. Its by Gordon Dickson through Balla,ntine. Also! 
see Monsters'. Monsters', from Metagiaming Concepts' for an interesting concept 
of Dragons, and other creatures. ' , ■
Glenn Blacowi— Ûhat-are your rates for doing-axt? I can-use lots-of good 
stuff in The Dungeoneer..̂ Its printed photo-offset an4, reduced, . :
CHARLIE LUCE: ■ A ,definl4ely dubious,career, ,as[ a songwriter, Liked it anyway.
On handicapped 'chardctbrs: In a campaign that I run, there is a fighter named
Mongo the Mighty.' Hd is 18 (00)+l strength (+5 HP +? damage) and 18 dexterity. 
Both 18's were natural rolls. ' Huwevef,'Mori#) has a k intelligence. He is the 
son of a king's armorer arid has but one skill....fighting. To date he is the 
most popular character that’ any in Spring Arhori have ever played and will prob 
ably remain such. Handicaps can ad.d interest to the game if they are treated 
as a part of the character.*' AT ter all Elric ta# an"̂ Albino weakling and Cyrano 
was self-concious of a huge pose, . - . ,Pete Cerrato maderitt,dntlori’'that'the';rionsters published in have no his
tories. I think he'S'right''iri'stdtî ^̂  ̂t h a t ' ' d / ' l o t - o n l y  the 
hit dice and nmbef'appearing are given. I'f eel .A ,gbOd.m̂  based more
on why it is then on what it is. A lot of time'th spent regaling the attri
butes and histories of magical items.why not monsters top? , f

-̂0 '̂:,;;: to o :>̂ VORPAL bUNNlES-'̂ . (3rci level)
■ , , - ■ ■ ' b o - ^  -j /'  ̂ ■ ■ ■ : _

# Appearing..., , i-t Based on Monty ̂ P̂ /thon-and the Holy Grail. This mon- , 
Armor Class.,.0 , ster appears as ,Hothing more than a small, white rabbit.
Movement.... 12/20 When approached, it will attack, leaping and flying
Hit Dice........3 through the air at a party, zipping past weapons and the
% in Lair... „'.GO/a  like, hence its AG of 0. In all respects it attacks as
Treasure..........E vorpal blade (+2 hit probability and head severing
Damage..,..... 1-^ ability). The vorpal bunny is 60̂  anti-magic. Usually

, found outdoors, these creatures have often been laioi'Jn
also worxs as a frequent dungeons also, guarding huge stacks of
•vorpal b±a e. treasure. If a male and a female are found togetherMagic Resist.... d(J7& _ .Align.... Chaotic d-ouble rr appearing.Trails to You. . . .God Bless,



: -i ,ARE THESE BEAST I ES TAME?
Revised and new monsters for D&D.

by Jay Saylor & Rodney Tobar
)f

_ r We I I , I here a re ga i n to unleash a swarm; of nasty critters on 
our DM friends. Some of you out there In;Redder Land may wonder why 
we bother to create new'monsters when there are so many already. 
Because confusion is the spice of lifeli The more creatures f'ly 
campaigners have to learn about via encounter, the better. ..
QUEEN DRAGON:

AC: -3 ;
Alignment: Neutral
HD: 18-20 . '

-Commen+s: They will
Bite © 5-50, C I aw §

Breath Weapon,:
Fire: 9' x3"jCone
Gas: 5 ' X 4 c I o u d
Color: Reddish gold
aid parties in distress 

2- 2 0 .

S I eep/TaIk/SpeIIs/Level 
50^/30^/30f.6th

75? of the time

BROWN DRAGON:
, AC: 2

-.rr; Alignment:

, Breath Weapon Sp-Tk/Sps/LvI
- Fire:: 8"x3" cone 20?/25?/20?/5th

Neutral . Sbw Gas: 5"x4",c.lodd HD: 8-10 ..
„ . affects 3-18,j creatures

Comments: All BrownDs are telepathic and know the Alignment
tongues in addition to Common and AuId Wormish. Bite 2-20, 
and Save vs. Poison. Claw, l-IO. ......

2xD6/I eve, I ! 8th level Max i mum.,o andTHARKS tGreen Martians) HD 
2/I evel. thereafter .
AC: ,-;'5 , Move: 12" ,, i ,. . ■
Attacks with 2 swords or one radium rifle 

; Comments:] These beings are 12' tall, have two tusks and four 
arms. They are semi- inteMigence (75?) or very intelligent 
(25?) .' ^cTherks get +4 in melee, +4 on damage, 
and >4 w i th-; rad i urn r i f I e . :

+6 with missiles

BANTH (
AP

Comments: 
shouIder. 
With sharp

The 
11 has
teeth.

Banth
. ^  I

Move,: , 15" I bite for, SrSO HD
Is an eight-legged beast, 15' tall at 

very lacge head with a large max I i nê d

I 2
the

CALOT,; ■ AĈ , ,. ,2 „ 
Comments: 
built like 
of teeth . 
number to 
pOji nts of

Move: 16" HD: 13 I bite of 3-36, special
iThis "Martian watchdog" has ten small legs and is 
a miniature p i I I boi^. Its mouth contains three sets
If the CaIot' s 

hit, the CaIot has 
damage every rou/i:d

attack is five 
gripped the

over the minimum 
foe and, w i I I do 2-12

THOAT AC: 3
Comments: 
legs. Its

Moe: 18" I b i te '§ 2-20 and
This beast is 6' tall at the 
dexterity is very good, and

two hooves © I-r 10 HD: 8 
shoulder and. has eight 
it can be domesticated.

DARSEEN Armor
I bite i 
Comments 
.the neck 
the minimum

5-5 m m
Move 9" Hit Dice I 6-;l 8

■ :ti . - f x  ■ ■ . r ;  .
Thi^ljis a. very large rep t-i |e capab I e of severing 

of a hiflnan ip, one. hitej -(.a n. |p-ttac,k of., five more than
number to hit indicatesi lth,is)



GRAKK: AC: -8 Move: 4"/27" I bite § 6-60 and two claws @ 4-24
Hit Dice: 22-24 ,
Comments: a ver̂ y J arge, fl y |ng rept I I e extreme I y fierce and
c_a rn, t vorous., Tt usually dwells near jungles.

DW/\RK:, ACx -8 Maye: 9" I bite © 10-100,. special HD: 281-30
Comments: This is a huge dinosaur-type reptile, with a large
maw capab I a -swa 1 I ow i nĝ  up to Dragon-s i zed cr,eatures i a. one 
bite (five over the minimum to hit).

ILBATHINE: AC: -7 Move,:̂  lO” I bite A 10-100 & 2 claws/5-50
Hit Dice: 30-3^ ' special

Comments,: Tti i s huge reptile is the terror of the Jungle., There
Is a ?0^ chance .that the I I bathine will use its 20' long 
tongue instead of biting., the tongue h i ts automat i ca 1 I y;, and 
the creature can swal low up to Dragon-gI zed creatures.

CAUTION: Grakks, Dwarks, and llbathines are found in the wilderness
with one exception: Jon Pickens* 2nd Level. (Hey, wait a MINUTE....)
Radium Rifle ("for ,Jha r ks) : This counts as a missile weapon, so the
actual bonus for a Thark using this is 10. Bate of fire Is 2 shots/ 
melee round. Each round does 3-30 points damage. The standard ammo 
belt has 20 rouads, though higher level Tharks may carry more than 
one be 11.

MITHRAL BRAGON: AC: -4 Alignment: Lawful
Breath Weapon: Cold: 8"x3” cone
Bite: 5-50, Claw l-IO

Hit Dice: 16-18
Sl/Tk/Sp/Lvl 
I 0f5/95/i/None/None

STONE DRAGON: AC: 0 , AIIgnment; Neutral Hit Dice: 12-14
t Breath Weapon: Flesh Stone: I0"x5" cone

Lava Spray: 8"x4" cone SIp/Tk/Sp/LvI
Bite: 7-42; Claw l-IO 15/./75^/None/None
Lava Spray: Save Indicates a miss. A miss means lava has r/i
adhered and wiiI.do*50 points damage/round for fIve'rounds.•■

ADAMANT ITE DRAGON: AC: -0 Alignment: Lawful Hit Dice;:- 10-20
Breath Weapon: PSI WAVE Bite: 7-56; Claw 2-20
S leep/Ta I k/Spe I 1/Leve I : 55^/95^/None/None n FOJA'j

. CiommentS|: the PSI wave has the same affect as an attacK by a 
Mind Flayer on the victim only. In addition, the breath; pf 
this, dragon Is capable of shattering ddamantlte. >

CHROMIUM DRAGON: AC: -2 Alignment: Chaotic
Breath Weapon: Mustard Gas 8"x4" cone

. ; i_! Shrink Gas: 9"x9" cone
; ; Bite: 5-50;.) CJaw I-J O
' -Mustard Gas: save or die. ~

Hit D i ce: I 6
SIp/Tk/Sp/Lvl 
I 0^/805?/none/none

FROST DRAGON: Armor Class;:
Hit Dice: 13-15
. Breath Weapon: Extreme

. ; 7"x.4"r Cone
Comments: Extreme Cold
made, victim takes full

0 Alignment: Chaotjc.

Cold

k i I I s if
damage.

B i te; 
save

S 1eep/TaIk/Spe1 I/LeveI 
20.j?/7555/none/none 
- 5-40; CJaw. J-8 ..i
I s, not made,. I f spve i s



7 rô ûcer’ "by 
6f20'7

■ ■ T~ ̂ J V' "O*"
Irrian lane 1
(C'l'̂ ) (-no

F?C ' T"‘7 CAVP" ' '
L-. P?th Terrace CverlanF lark,I aneae 
collect call? T̂ ieape) '

freetinf^e vrorTd.T Fecif̂ eF to take it easjr Hast ’̂onth anr' not 
do an article. I decided that this T-onth T v:ould 'print a recent adventure 
that I v'as involved in. The adventurin.f took place in Tteve ''̂ ip-̂ on's 
dunreon of f^harazo. I personally have been runninr in it for several 
months. The people here in the l.C. area haven't had nuch luck, hut are 
starting to. J personally have lost about six characters includinr one 
third and one second tevel. The death rate is hirh in the dunpeon, but 
sore characters have .survived. ’̂irht t̂ ovi alive are the foil ovin̂ ' levels:
1 fourth level,2 third levels, and 4 second levelers. (of course there 
are plenty of first level characters.) Unfortunately these characters 
do not vrork together for the conron pood, "arely do nore than 1 or 2 
of the hither players '■"o on adventures together. Terhaps that is v/hy 
there is such a hi-'h death rate. T ar presently runninp the ill-fated 
third level True Catholic cleric that appears in the story, klis charact
eristics are: 16-6-12-7-7-6 . It is fun r u n n in p  hiir>,vrhich poes to shovr
that you

r
don to have an interestinp char- 

do to be interestinp, well 
forced three player char

acters to becore True Catholics’ ° °"’vays lookinp for rore converts, 
and he has an intense dislike for the paran I'aturalists (who once held 
hir for ranson.) and doesn't really like Fenrists either. However secretly 
he is afraid of Fenrists. Anway, on w;ith the story.... -

have to roll all and 17s 
acter. One nî 'ht ask what the character can 
(iaravan is a bit fanatical, he a^g?|d^-|has

C’̂e 
the
of oratania. ''̂'v/o arr'ored figures v/ith younr faces and larpe 
on their chests beckoned the fi-̂ ure over to their cor’̂er

cold and e^pty ninht a short and stubby cloaked fipure 
rrapon -oost Inn, the v;ell-knovn̂ . dv^ellinp place of pany

know, 
to he

Tell us brother
the only livinn

baravan bepan hoarsly, 
foblin potioned to the 
several copper coins..

"but 3' r̂ ust 
bartender to 
" 7 had

walked into 
adventurers 
red crosses
table. :

"Taravan, v/e haven't seen you in a pood vfhile.py friend, 
e've heard much has happened to you as of late, and v/e prow curious of 

your expl oits. . . cone nov' remove your hood and cape, you're anon^ friends."
The fipure complied vdth his friend's request and rê ôved his hood, 

revealinp the face of a pitiful poblini .
"Ah,we had thoupht it was true and now we 

how care 3'’ou to such a state and how does it feel 
''̂ rue Catholic ' oblin cleric in the knov.m. world?!"

"bery well nv' pood friends," 
have a nu;' of ale as 1 spea.k." The
brin.̂ ' over sore ale as he took out several copper coins.. "7 had just 
returned from an adventure and was quite proud of myself to have finally 
reached';.the Adept level,, v/hen I. v.̂as rut on a holy quest by the church. . 
Iwas toT-d to .venture dov/n to the fourth level of the dun/'eon and destroy 
Bor^ pasty undead. I desperately searched around for comrads and could, 
only find two first level True Catholic adventurerers. I checked out the 
taverns and found four nore people claim.in/̂  to be Old Orth or’ox, also a 
napan rdy/arf. e had two raric-users and the rest were fiphters. An Ortho 
’b ̂ cXaim.ed he v/as .3rd level ,but the rest ,seeded to be 1st levels, "e 
acoumul.ated holywater and silver weapons and then proceeded dovs" and 
bumped rirht into a Tatan.ist party! They held one of us v'ith a snell so

a -web at them,we r-ot our comrade back, 
spell back v/e I'vent dov./n apain. ‘"e 
a teleporter. ’It had teleported us 
p'e hoped it v/ould d© it anain.-, It ■ 

.Tfter -much wanderinp we 
three men and one wona."'

we had to rescue ihim. The ^U3 cast 
and departed. After the ■ U pot h,is 
hea,d,.̂ d,..for a room, that v/e knew vms 
dq.râ  to :.t-he fourth level before so 
did ,,teleport us, but .not 
we .were hope.lepsli/ lost.

to the fourth level . 
Just then a nartv .of

care around, the corner. O'he ' U3 started talkinp to them, in a :fun.nv,and



;choes Prom the Cavern (cent.) la-'e 2
Caravan started-'’ 
terrible -̂ oblin r 
to that the

Ou^ nart̂ ?" continuer! on t 
kiefcee' onen the r’pOr anf' characters- r, 

anjnway, we ,

dr T  shoulf-’ to r-et suspicious.- This. . ,
’ind won't let me think'strai.r-ht. However I v'as ylad 

_ party that spoke so stranpely anreed to help us. They 
told us that v?e were . on "the second level. They shov/cd us how- to ret to 
the jTourth 1, evdl the way v'g Irnev.'. The dv/arf was very happy with himself 
for findinf nahytraps.but he suddenly’found one by fal Tips, in one. A 
Capfoyle vas happy to -reet hî ’' at the bottom. Since we h?-d- only ope 
ma-ric'v-eapon.rthere yrasn't’anythin/' vre could have dene.5 hew/.as a pa-man,, 
a:pp.';ay. e left the’dWarf'to his unforturiatc fate and conti''>ucd or..,̂ ,..

till v'e dare to the door v̂e v.anted, The fifhtersH 
Ve câ 'e face to face- v.nth. .. five vTaithes *

There was old amipr in the roo’~>" and obviously some piayer 
met an unfortunate end at the ha.'''ds of the v.Taithes. ••ell 
•:'ot off one, volley of silver arrov/s before the fighters were c'n"afed. 1  
The two fifliters in the door quickly dropped after inflicting;, l.ittle 
d.8.na.y,e. The vnraithes poured out into the ha.ll’.ay to fi.̂ ht us. ‘The 'TJs 
stopdH behind those- that v-;ere fir htin."'throv-inf :holp,n'.fater and trjdnr_ , 
to .fiet a cliear shot to shot a riaric missle. The party v̂ as slov.ly beinp 
biitchered .and an old orthodox, fi.fhter ran for it, but v’as char''ed by 
a 'Jl; and v/as told to ro back and fipht’. I had hit a fresh r^caith once . 
v;ith ny silver mace and I felt like; ;T wasn't do inf anytliinf so ly pulled 
out my four remaininf holjp'ater and tried to suicide by runnin.f into 
.the wraith v.dth all four. I was bit once bj/- the wraith as I was ^^ettinf 
out the holwater and I must have been hit arain as I v;as' rpinr in. I 
heard the v.raith let out a pitiful scream and then dissolve into a 
puff of smoke. I v/ent unconscious then and know not \»'hat happened after 
that except for v̂ hat I v-'as told by the survivi'-̂ m - rue; '^atholic *r. "e 
.must have been very "lucky for our party destroyed the v/raithes but only 
vrith three first levels romaininp. 'The old .'='rd level U.viio v/as nor^ 
first level then charred our one remaining brother and obscou-'̂ ded v.-ith 
all the mafic items found and a foodly amount of treasure. Cur brother 
bec^;el,unchannGd and v.-ent for help. He v'̂^̂nt to a small Catholic temple 
on the fourth l^vel and rot helm. Eventually we mot all of the bodies 
out that We could. Alas mv bodv T'asnburned for fear that T v;?ould turn
into one 
infinite 
carnated

of the accursed ones.
Y.'isdom, thou-mht that T had fbu 
”•0 . I know not how,but 1 ca^e

vidcntly our mother'church,in it's
ht and done well .so the.y rein- 
bac’r such as this. I feel quite
■ feel much stronrer. However 
cl early nov’, and I have the

different now,I can see in the dark and 1 
it is { ettinf harder and harder to think 
face that Vfould fri^'hten a nun." ■ : ;

■ The f obi in d.ov-med his ale with' vul mar manners ̂ mumbl ed some
thing, and, then rose to his feet. Histv/c' friends watched with amazement 
aS;,th^ir friend's eyes seemed to be lost in thought. After a brief 
ir̂ .eh-t .the ̂ H '•'rov.ded softly and turned toward- the door as if he
v’ero expecting someone to enter. He sighed and put hisj hood back-on; as 
he star£;ered: out the doo3m.'.̂ ay and? disappeared'-into the cloak-of nirht.

?‘17
v-el 1 .'but seems a little 

alas is no more, 
adventure-.-; How- 1  s

Cut

I ,. ?' Quick Comments on AAI
‘arl Baker- our experiahee point system vrorks

to’o complex to compute aftpp every battle. la] orim 
. he fell dovrm a pit meVer to retur»‘',on hia second- 

rorkus doinr? - :
Glenn Blacov'- ! hat advantafes do riahists have over ’'Naturalists?

pf curiosity- about what is the highest level a player has achieved 
as a Taturalist or G'-Thuluist? It seems in dteve's dungeon or anywhere 
these types just can't survive. It seema each has a 00  ̂ fatality rate. 
If. you have any tins on rur-̂ ni ng either of the two relimons , the reople 

K.C. and I would be very grateful. Haven't try a Penrist yet,I've 
rolled tha-t mood of a character. Irint more TFTR! I i S////^

in 
never H T
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. an liego,. CA.:9.2 1 T55 Phone 71 ?+-28l-7^97*

Ac:E land!
9 0;let ’ s seeci^ I ' can keep coments on MEV/'I? to

And a."aapy.Hew Year to all you Dungeoneers ôut in

Griffin Droppings (or,
2 pages or less,..)
LSS; -As a matter of personal preferenc'r and my concept of "realis.ni'’, 
my dungeon (Clivendyr's Keep) is hard-keyed. Because of that, if_,a 
character or his equipment is so potent, that the Keep couldn't give 
the player a challenging game, I can't let the,character (or
ment) in. If the plâ êr can’t understand that reasoning, I'm 
I want that player to play when I’m̂  running. In:Wulth, \irhich 
more flex-keyed wilderness, the limits aren't as strict— but, 
no intention of offering up a dungeon as sacrifice.

equip- 
not sure 
is a 
I have

HARTLEY: V\fell, hfve those chaotic players roll;; up ̂ some Chaotic* char
acters— then watch the fun: , : 0 .
BILL SELIGl'AN; is far 
more powef to you; if

as I'm concerned,, write up the'Dragon rules, and 
I didn't want them used.-.. 1 wouldn't include them.

SEAN CLEARY; Recharge is that low for a reasoh. h'hy should it be as 
hard do replace a charge in an alresidy ma:.ufactured item ade to be 
recharged (which does not include Vtends pr Staves)? Charges on an item 
(as I've noted, before) are not -permanant; so why* need a Permanent.
Spell? . ...-q.f-ph
BILL PALEY: \ good (a.nd nearly coherent— but who am i td' taik?T "Bit 
on the role of a DM. Heilborn writes to say"Ellen and 1 enjoyed.the 
paragraph on predator types. As Griffins;^ , we. like to. .go after wild, 
horse, deer and antelope". To which Ellen adds"Yes, although my mate 
has been gettlngi lazy when he does his own hunting— he. keeps dropping 
his prey with Sleep- spells".
BGB'IRT ' iCKS: Butt if your'e 9th level as an archer, 7th with a Sword, 
andu6th with a Flail, what you,.3'’ou save as? 22nd? Endless- Dermutatcns,,,

Ro '■ O'TOL'f
RICHARD SCBVALL; Analysis-I•isumeant to be used when a long-lasting or 
Perm-anant spell is found -upo^-a-hsing or objecf. "Realisim" in DfcD is 
h relative matter. If I 'can::add, it without slowing the game,.too,much, 
I':d.-just as soon try. -t-o.nt-.-R • 1.-: ,
GLENN r:.As- for magic vs. technology, c nsidefrng what a tank is h'ab- 
able; under .^he S&S rules in .(and I agree on their quality I,'-, a
tank,-Is quite- an Artifact indeed,., Diye-my ..fighter or l-Ef e r.chyhar.a’ble 
goodie, ̂ and.then I'll fight youf .̂ ,o,a.have missed the peini entirely. 
Yes, ,j'ih€„obieC't ions were clear andf,ace prate to the "cleyef" tactic used 
with th-e"hi-rror of Life trapping. The-.point was that the .V:)!/!. didn’i 
think of it when .the m,irror was populated--and here yOu are. berating a 
person (arid the verb is justified) for noi: being perfect, "As for GREY- 
KAV/K and books, allow me to quote the part ypu, glosshd.-.Qvqp. "(IfHhe 
reader gained no benifit from the 'contents. In (that)' case he cdnhot 
rid himself .of the it.em and must hid,e..h'(;,-away and,,guard it-T-against use 
by_ someone who -could,-,gain from. It." -„(YQUplog,k good-in knotty-pine, 
Glenn)..; ofM p "
^ETSR CERIITd^'^The ha gib

9 n:
iisorrier,s“are-,Nicolai' s,'. .pot mine, ; The .'two

zines were .punTbackTtQnbaGk, u-jhichf r-s how j.tlie mist.ake-was made,



■' . ■ , ■ ' -'■■■ ' Page ;,2
CHRIS PETKIS^' YourvSpells are a beginning in defining :the spells . . 
used to enchant objects, but the time factor is far different to 
use you Spells. ring of three wishes: would take at the most. 19. ;
days to make--the expected value is I3 . (This is, of course, assu
ming ;the.l1 8th level ;.:Mage with. Intelleg.ence ; of 1,8 is doing this.):. , ̂ 
Also, you seem to have the same desire to use Permanent Spell in . 
the creation of temporary items (such as scrolls)1 llhere are the 
spê lls which allow Wizards as loy -as 12th level .to ...do. some enchan
ting ?_:Lastly, why does there have to be a speil for creatioh of a .. 
potion? :Aleheray and magie axe r.elatecl but sep,a.rate. studies (like , 
physics and chemistry). ihink'ryeu are on-the track of what you 
' intend to do,-.though. Keep-np the good work. . r- •
SIHYE MCIKTOSHs Wha'i^I.idoP-Ma'd;: I rdo?.;Well,̂  1 did-get loyalty 
Charisma mixed up. But'-whyethe yelps-.- at pthe sore.-spot?.. I .didn.' t .-. ...
"misquote scripture"— and I’m as aapable of ignoring TSR as any
body's I just wanted, to know ,what was going on. As for AntirPaiidins ,. 
I have them as "monsters" and allow them in,as player-characters. ■
I consider magic a skill learnable by many intellegent creatures, 
including Perns, Othere than the breath weapon, though,(which was 
a convienience) , that my fire lizard statistics are reasonable;;; ;
I'm glad to see that the neutral dragons are catching on— though 
more on that .inF,a\bit. ; . r .-i ■ . .icvci l r rr ’
;;-MARK SWANSONs I haven't (and probably won't) . used .iSwords . And.jSpells-f 
as a-nnified whole.. Bdt it' s,:got so. many neat bitsiand pieces .. to -  ̂
fill out the main books, and some systems (like the Morale rules) 
which form a good base for developing your own systems, that I do 
consider it more useful than-the last three suppliments. : --t
HOWARD MAHlERs. Your ...attitude is .a.-'bit puzzling, sir-. You .-complain ■ 

B;jthat, human ...-nature being what i it _ is, ;that movement nf characters .. 
■-.between dungeons...will:.;result , in :.easy.-dungeons...and dishonest play-, - ; 
ers, and complain that you "would be left out in the cold" . I'm,̂  
not sure if you are implying that you are not human (elf, maybe?)
.or .just that you are one of the few Lawfuls.-in.-D&D fandom. .Those 

^..-characters who do such things asr.character.:alteration tendi;tp--have ... 
other habits which give tMem away; and a reputation of that sort 

-rr-spreads fairly quickly. Granted that-there are -a great 'number of 
^pplayersTwho■only want to play .easy dungeon; there are^also those 
"who get-bored silly in that situation. Those players will f-i-nd ■ n 
each other, never fear. As for the confusion with "the-real thing";
some people are proud that they have characters who have advanced 
while going through dungeons-.'.from . GOREE ,-to'.,3tormGate, The" missing, 
aspect-of pa-clos-ed campaign, the'-ability to work .with characters- .l• : c-
•whe -don' t know all there.i.is to know.,about' them, is,'a. :;very.i.great

■to-
,..,.rwhich;'.is why Irthink that a' closed c.ampaigh ’ is. •a-.Lgreat thing: 

©nce.rthere. are a,:, number of . experienced players ̂ in an:-
areaspA -well thought-out andcwritten parag-raphj.on Gandalf; thougil 
l;;bet ̂ that.: in the-next two-A&E^-s the Defender^ of the One. and-:- 

-:RightcTrue Way, Tolkien:division, wiir be heard in force. fif', ^

>9 -•>.>;,and on to?more general, top4cS'.-:s. "•dO
CpNCERNING DRAGONS; ..Some-people, notablyrlobert Sacks and Richard 
Schwall, seem to be accusing me of raining a torrent <f trash on. 
a suffering public. My aims on the, release of the dragons in the 
Griffin's quill, resulted from thispattemp-t..; tordefine a dragon at. 
each Hit Dice- level, from 6 to ,12 diee,,;; plus a...ruler, in each of 
the three alignments. This I did. Now, having accomplished what I 
set out to do, I am finished. I might modify, but as far as the
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reasonably, consistent .universe that I'm developing is concerne'dj 
’the species■ of' dragon have been described. Hardly the random mon
ster of the month cldb. (Perns, of course, are'another species 
entirely--as.,are the .dragons from SF sources) .
MY^HORSEDOM FOR A-KING DEPT: Inres.ponse, to Sean binary, here is. my 
list, of standard shop..pric.es on Gold Pieces-'-- .
WEAPONRY:

Dagger.. Shortsword ,8
HandlAxe.; Mace '' ; '"7
Warhammer 10 Broadsword. . 15'
Bastard Sword 15 Saber * 12
Epee 12 Battleaxe 6
Morning Star 6 Flail' 6
Spear h . Quarterstaff 2
Most Pole .Arms 8 Halberd' ■ .' 9
2-Handed Sword 17 Lance '3 5
Pike 6 Short.Bow 15
Long Bow 20 Composite B'ow 30
Lig|it Crossbow ' 35 ■ .. Heavy Crossbow 80 •
Sling 2 - ■ ; Arrows (6) 1
Quarrels (3) 1 ' ' ■ Quiver - 1
Silver tipped .-Arrow ..Sling bullets.(5). 1
(or Quarrell) ' ^ J L .1 . ; 1 ..f . ■ Silver sling bullet v;,. ••
WhiN ■ ' ” Singlestick ..l'-' ’’ 1+
Military Pick k Javelin - Ljiu

ARMOR; . . . , : . . T  .■
Leather; Man-sized 15, Helmet 5' Chain; Man-sized ko

Dwarvish 10, Helmet k Dwarvish 30
Plate; Mansized 100, Helmet10 Barding 2 5 0

Dwarvish 70', Helmet 8 Most shields 10
Mo.nster armor--price range is for tiny size up to Centaur
Leather 1 0 -:60^ -Chain 35-1 50 ; Plate . 100-360

, :.;:r

Other Equipment;----
Saddle & Bridle . 25 .
Sacks'; 'Siftall (Holds 50) Large'/(Holds 300) 
Ba.ckpacrk (Holds 300) 5 ' ■ “

Saddlebags (Hold 60.0) .10
3, Giant(500) 5.';

Wat erA^ihe skin  ̂̂ 1
1'2 lorn Spikes 2
Lantern 5
Steel Nilrror ; ' 5 /
Wooden Gross , 2
Iron rations for 1 
man 0 daY (no.water).2 
Compass “If -i.__

’50’ Hemp rope 
lorches (6)
Flasks of Oil 
Silver Mirror 
.Silver Cross 
Standard rations 
one man one day; 
Bandages (1.0' V

for

V  ■
i '
1/pint. .

1 5 -
,25 . -'■

1

AND NOW, THE ALIGNMENT SYBTEM TO END ALL" ALIGNMENT. SYSTEMS ;
Welcome^ my friends, to the N-fold path'.' in this system, there are 
three main alignments, one major sub-alignment, and N qualifiers 
(a N. increases without.̂ îrnit).. The bi;^'three plus one, go like this.
L\VIFUL% Lawfuls ' bnjoy'Moing'- goody are moib'Ancliried' to help ' o t h e r s ,
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and interact'along -what are generally knovm as "good social lines". 
They hre usually actively oppO'Sed to Chaotics .
FANATICS, or Lan & Orders, are hominally Lawful-except down the; 
Tine hf ̂ adpersonal prejudice. Foe example,., even the Lawful (Fan
atic) inhabitants of_the city of BahstinQn Wulth think that non- 
human humanoids are at best second-class'"'citizens-, and intellegent 
monsters only fit for slavery; but outside of that they are Law
ful.
CHAOTICSs Evil, serving themselves or some dark power, enjoying • 
the hurt and misfortion of others for their oi/n gains— but not
neccessarily disorginized. ; ;'.1
NEUTRAL; Everyone left over,-of course.
To the base alignment, then, the added qualifier defines the rest 
of the creatures alignment (,e.g, Neutral/Hung'ry) . For examplB, 
some of my'Own characters; j , -
Thira, Sphinx-Magic User, is. Neutral/Tolerant,
Esmerelda, Human Mage, is Lawful/Don’t-get-her-mad.
Fred. Human fighter, is Neutral/Sneaky.
Bredin, Lwlarf fighter, is .Lawful/ChargeJ
See how easy and ;effective it -is? And it fits ifi well with the 
original concept of three alignments. Comments? (Oh yeah? well, 
same to you, that’s what!)- • *,.
Jj: 5̂: S(f. * ̂ >'f >!« * 3^  3^ 3||3 3^ 3^ ♦  3)3 3 jc 3)C 3 )t 3ft: 3{; 3̂ 3}c

WE'VE GOT MAGIC TO DO DEPT: INTERWORLD, through it's wholly owned 
subsidiary Uemeral Magic, offers the following for sale:
SPELLS: • ■it r't- '
MA.GICAL TRAP I— Level ^ Mage'-.s spell l.This ■ spell allows a mage to 
set a magical trg.p. Vlhen casting this spell, a spell origin point 
(either as a point in space or upon ari'object) and a trigger point 
Hhe same as the origin point on an object; within 3" of an origin 
point in space) must be specified. The spell to~be used'in the ! 
trap is then cast into-.the origin point. The trigger can be pro- 
grammed'like Magic.Mouth as to-when to go off, with a maximum 
sensitive radius of 1". Only 1st-3rd level Magic-user spells can 
be used in the trap, and the mage who casts the trap must cast' the 
spell used in the trap. Duration: until sprung or dispelled.
Cost: 18,000 Gold Pieces (No resale).
UNLIMITED WISH— Level 9 Mage's spell. The name is a misnomer, asi 
the power of this spell it Jaoi- any greater than the usual Wish, 
with one important exception--this spell is fully capable of af
fecting situations "not alterable by wishes nor acts of the gods". 
Naturally, there,'s a catch.,.an MU who casts this spell loses 10^ 
■Of'his experience._-points and is unable to do anything further mag
ically for two game-weeks; a non-M who uses this spell (from a 
scroll;- Spell-storingrdevice, or specially enchanted object)loses 
2 5^ of hisj.experience. Cost; 10D,pop Gpld Piece,s (No resale)
■ s p e c i a l: NOTE: In: the last- issue ‘ of A&E , two , prices were quoted' for 
the IMPROVE speli. The correct price is 35,OOOGP, the lower- price, 
.'(so'try about'that--a-simple clerical error--by a simple cleric)



ILLUSIONIST'S SPELLS FOR SALEs(No resale)
Page 5

SHADOW ARROW 2nd level A semi-real Magic Missle spell, which 
acts as the MJ1 spell;except that it does but one point damage un
less believed to be the real thing, in vrhich case 2-5 (1+D̂ -) are 
done. Range and number thrown as Magic Missle. Costs ^,OOOGP,

•' ' ■ ' ; 1 ■■
CHANGE OTHERS 5th level As Change Self, but cast upom others ■ 
instead of the Illusionist himself. Ranges 9", Durations 1 hour ; 
times level of caster. Costs 20,OOOGP
WINDOW 6th level This spell creates an image on ,a wall or oth
er surface as if a 2* by 2 ' (one .way) window was there. The spell 
can penetrate 1 foot ef-wall.per .level of caster, and can penetrate 
lead and other non-magical.material, but not walls qf pure magic 
or energy, or anti-magic fields. RangesiC" 5Duration 2 turns. Costs 
32,000' Gold Pieces.  ̂i- ,
As specified earlier, purchaces can be made by any non-Chaotic/Evil;, 
Spells can be offered for trade under the condition jbhat resale is . 
allowed by both sides, and notification iof purchace. In A&E is appre
ciated. .-j ! ■

ilNTERWORLD
: ! ■

Final questions (seeing as you're not bored)
1) Picture this scene: in the middle of a large open space, melee 
is being conducted. Bad Guy starts attacking party Magic-user. The 
player says, "VJiz retreats and Strongarm the fighter takes on Bad 
Guy". Does anyone out there have a fairly simple and somewhat com
plete ruling oiB engaging and disengaging in melee? In 2-̂  years I 
haven't been able to come up with a rule which pleased players.

- Ci c \ .2) Again in combats I have tried systems where there were "scatter" 
rules for spells— so that a spell might not go off just where the 
MU meant it to, an important factor in large-scale battles in the 
wjLlderness. Do you think that the extra trouble is worth'it?
3> rif anybody out there has a decent, playable way to play Phan
tasmal forces and Illusiohtst s p e l l s please.. publish it quickU

t o '  o . .... ' p, :  ' ■ '

ĵ Î IAL NOTE: For the people who like soda pop— the magic 6-Packs
ft) Healing Dr, Pepper
2) Life adding Coke
3) Dispell Evil 7-G p  (UNdo it)
^̂) Dispell Exaustion/Recharge spell points A&V/ Root Beer
5) Charming Ginger ;Ale (Canada Dry .tastes like love)
6) Longevity and +1 on Constitution Pepsi (with thanks to Meg)
Pos There is a 5 silver piece deposit for the bottles.

Next month: Maybe a new psionics system (just what we all need, 
right?), or a rewrite of Illusionists— And perhaps an Orccon re
port .

From Heilborn and Ellen.
Good Hunting!



FOUR WINDS
by Ken Schor, 1030-29 Franklin Ave., North Valley Stream, NY 11500

The Idea of pro- and anti-entropy gods (done by Konkin In Clear 
Ether î i|8, A&E # M) has some Implications that I find fascinating, 
especially for clerics and MUs.

For any truly Lawful MU or Cleric, the powers should tend toward 
crystalline stasis, while for any truly Chaotic MU or Cleric, the 
powers of disruption should be dominant.

In practical terms, therefore, a good/Lawful (or Evil/Lawful, 
for that matter) MU would not throw Lightning Bolts but Stasis Bolts. 
The Chaotic MU, on the other hand, would throw Fission Bolts (not in 
terms of reproduction, bf course but In terms of separation and dis
ruption). Lawful bolts would bring entropy to a halt for whatever they 
hit, effectively petrifying the receiver while chaotic bolts would , 
Increase local entropy, effectively dissipating the target. Used in 
less extreme form, such spells as "slow" or "Wall of Stone" are obvi
ously Lawful, while Haste" or "Polymorph" are obviously chaotic. In 
general. Chaotic spells are more powerful, but Lawful spells less 
dangerous. Chaotic spells are also more suited toward attack, decep
tion and killing than Lawful spells, which tend to defense, concrete 
reality and, incidentally, eternal youth (age Is, after all* a result 
of entropy). i

All such powers should cancel each other out when used In pure 
form against each other, thus forcing any MU who wishes to have the 
currently accepted range of spells to be Neutral. He might be denied 
the tnost powerful speills et both ends of the spectrum (or at least 
their full effect) but he will have a much broader range than any MU 
who Is strongly for either Law or Chaos.

The pro- or anti-entropy powers also explain how the clerical and 
anticlerical spells "Raise Dead Fully" and "Drop Dead Fully" work: to
raise the dead, one obviously reverses entropy, while to cause death, 
one Increases It. Of course, any such spell that did not completely 
work might give a very old opponent Instead of a dead one, while a not 
completely successful "Raise Dead Fully" spell might give an incom
pletely raised corpse...In effect, one of the undead that Is not only 
Lawful but is created by the direct effect of divine Law. !

This, in its turn. Implies new powers for high-level Lawful and 
Chaotic Clerics. Since high level Clerics tend to make more direct 
use of the powers of the Ir gpd(s). It follows that Lawful Clerics 
should be able to rejuvenant the aged, while chaotic clerics should be 
able to speed up the maturation (or at least aging) of tbo young.

-S’
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Wayne Shaw P 2020 Oxford 06 , Fullerton, California.

STRENGTH
A f e w months ago, Steve Perrin and Co. printed up a chart for

calculating the equivalency of steength multipling devices. 1 used
this for a while, but it left certain things unexplained (does a Hill
G I atn add 2-16 to the damage a weapon does, or do you just do a flat
2-16 with a 1t weapons) and had some internal absurdities (the fact
that a person with 17 strength who quadruples it only has high 18
equivalent 9 for example. As a consequence, 1 came up with the follow-
i ng chart. It operates under the assumption that Giants use something
anal o'gbus to a heavy mace or club doing inherently about 1-8. ,

Strength Dmg i Dmg• V- MUS tf p ;1er Bonus s Equ i va1ent ,
3-4 ’ 1 - 1
5-15 1 0
1 6 1 K +1
1 7 1 + 2 Average Ogre
18-19 1 + 3 I801“'75
20 1 , +4 ,876-90
2 1 1 + 5 18^1-99
22 1 + 6 i 8^®
23-24.... 2; .........T 1
25-35 2 0 Ei i 1 1 Giant, Flesh Golem, small Ent
36 2 + 1
37 2 + 2 Stone Giant, medium Ent'
38-9 2 +■3 i
40 2 + 4 9-
41 2 + 5 '• -i-..
42 2 + 6 • ■ 'i* .i
43-44.... 3. .........r 1
45-55 3 0 Frost Giant, Large Ent, Stone Golem
56 3 + 1
57 3 + 2
58-59 3 +3 L '1" ; ■'
60 3 + 4 ■ ' i
6 1 3 + 5
62 3 + 6 FI re GI ant > •
63-64.... 4.  ̂  ̂ , ■'
65-75 4 0 1 ron Go l em ,, ■ ; .
76 4 + 1
77 4 + 2
78-79 4  ̂ U'- +3 i '1li '
80 4 ;+4 > Cl ou’d , Giant
81 4 i ':. + 5 ■ .D 0 .J : '
82 4 vl
83-84 .... 5 ...... . - 1 ■ ■  ̂ ■ '
85-95 5 0
96 5 ' +1
97 5 + 2 storm Giant

Though it may not be
, 1 ■ 1

obvious, this chart also allows a little
more individualization of giants. Say you generate Gorg the Stone
Giant. Now i f you wish. you can ro11 306 and' add 27, thus getting
a giant who does' anything from double damage to triple damage.



The general indication has been that everyone dropped psionics
like a live grenade. 
As it was presented, 
and too much trouble 
correct to give such 
I sat down and tried 
would be acceptable

And retrospec i t i ve I y , this is not| surcp rising, 
psionics was both too powerf u I ,f pr some people, 
for almost everybody. Nor do I think it was 
abilities to all types. So, being a masochist, 
to ttgure out specs, for a character type that 

not only to those of us (me)' who li ke tlie idea of
a character tyPi^ who uses me,nta I powers., but those who tipd the whole

relization that this 
exact deflnitf.o.n of

idea unpa I ataJjJ e, (Glenn BlacoWf, say). .With the 
is like try in̂gl _tp get two pleogj.ê  to agre,e on .an 
La\*/ful, neverthe less, here it

i wAp HEW c h a r a c t e r .̂-TYPE ; TPE,
u ,

erinauO''ESPE.R.:,.
The Esper can be treated as 'either a Magic-user spec I a 1 i z i r̂g in 

mental spells or as a true esper. It has no major effect on the use 
of the class. Tobe an Esper, a ̂ .character; must, hav,e an  ̂' 9®hce
of 15 and a constitution of 12. -— They - may only— wear leather armor. 
They can use any one-handed weapon. They cannot use wands or scrolIs 
and can on»y use the miscellaneous magic usable by all classes plus 
those dealing with mental powers (the Helm of Teleportation, Crystal 
Balls, etc.) They can use all pot 1 Ohsoexcept those usable only by 
fighters. They cannot use shIeIds. ;-they fight in four level steps 
like clerics, but save as mag i c-users.i <■ They get four-sided dice.

Leve I
I . SensJ tl ve ̂
2. Psychtc ' ~
3. Lesser Esper
4. Esper
5. Greater Esper
6. Lesser Telepath
7. Telepath
8. Greater Telepath
9. Po l..t qr,ge I stj-)-,  ̂
10 Mirid MOster.’
I I MM-Ii ’
12 MM-I 2 
I 3 MM- I 3 
14 MM-14
I 5 MM-15 '
16 MM-I 6 
I 7 MM-I 7 
18 MM-I 8

EP
V2800
5600
r2do '■

22400 
44800 
90 K 
1 80K

SpeI Is:
 ̂ , t  19

, '■ ■ ■ s  i 0

i J Te

1
2
3
4'
4 
4 
4 
4 
4 A  
4 '4

2 3 4 5 6

2
3
4 
4 
4

-i-JTOK-' 4
4
4
4
.4̂ 4 
5 4 
5 5 
5 5

Note: Neither
spells, but an

Web or Silence wi I I prevent an 
Anti-Magi c She I I w 11 I be,ef feetIve
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V +Esper f rom using his

Spe I Is 
LvI One
Detect Material 
Detect Evil 
Suggest Person 
Empathy 
Detect Mag i.c 
Detect Ihyts. ; 
Change Self 
B I ue
Detect Phase

Level Two 
Sleep 
Lev i tiate 
Phantasma I 
ESP
ICI airvoYance
C I a i ra,ud i ence 
, 61 i ndness' 
j Dgadness ̂  ̂ ' 
Mind S h i e i'd'

Level Three 
I nV i s i b i I 1 ty 
Locate Object

Hold Person 
,:Fear
' ' Healing  ̂
Telepathy 
Animal Te1ep ' 
Improved PF 
Mind Blast

Level Four 
Conf us roh ' ' 
Dimension Door 
Monster Telepathy 
TeIeki nes i s 
Emotions 
PK Blast .
Pyrot i cs '
'Spectra 1 Forces ' 
PK Sfiield"
Haste Self



Level Five 
TeIeport 
Magic Jar 
Project Image 
Death Psychometry 
Suggest Monster 
Strength Self 
Remote Dim Door

1st i eve 1 spells 
DETECT MATERiAL: 

given direction

Level Six 
Astral Spell 
Mass Suggestion 
Ho Id Monster 
True Sight 
Mind Meld 
Remote Teleport 
PK Web

the 
for

DETECT EVIL: same as
USGGEST PERSON: Like

ability to 
a d i stance

spec 1f i c 
level.

MU spell but range as above. 
Suggest 1 o n b u t  the suggestion

detect any 
2 ' /Esper's

material in a

does not seed to
monsters. 
of entities away

shorter duration

creature. It 
Iu i * S a I i range 
through stone 

CLAIRAUDIENCE:

be said aloud, and it will only work on humanoid 
EMPATHY: Allows the Esper to pick,up the emotions

for every level the Esper has.
DETECT MAGIC: as the MU spell but range as above
DETECT INVISIBLE: as MU spell, but range as above
CHANGE SELF: As the Illusionist spell but 4 turns
BLUR: as the Illusionist spell
DETECT PHASE: detects things and,, creatures hidden out of phase.

Duration: one turn. Distance as. above.
2nd level spells . „ , ,
SLEEP: as the MU spe.l I , , ,
LEVITATE: as the MU spell , ,
PHANTASMAL FORCES; es t,.h:e Illusionist spell ,
ESP: as the MU spell, but range as per Detect Materia I
CLAIRVOYANCE: Unlike the MU spell.,, this does not require another

allows a person to see what is happening at a distance 
Is.8", and add i’/level over one. Multiply distances 
or similar materials by ten for distance figuring, 
as above but hearing instead qf vision /

BLINDNESS: as the Illusionist spell -
DEAFNESS; as the Illusionist spell ! ... \
M 1ND .,SH I E L D a  spell somewhat similar to Mind Diank. It works both 

to protect against mental attack and against detection. To deter
mine the chance of sucqessful detection or attack, ratio the I eve I 
of the entity attempting to kSP/detect/,^ttack over the level of the 
person with the mind blank and divide fey “two. This i,s the percent
age chance of sucqess. Durration; level of Esper +3/+I/-6. Note 
that;this spell is also effective against .such spells as Charm,
Hold and Magic Jar* but not against PF , orjsimLI ar spells.

3rd I eve I spe M s  ,■ . ;> t ■ p -i r ; i ^
INVISIBILITY: as the MU.spell but only on the Esper. 'This; Is the
sort of invisibility caused by preventing creatures from be|ng 
aware of your:presence; It will be uneffectlye against totally . 
un 1 nte I I I gent monsters. . . , . ,,

LOCATE OBJECT: As the MU spell but twice the,range‘ _
F L Y : a s t h e  MU spell
HOLD PERSON:; as the MU.spell . - jv .■
FEAR* As the MU spe11 . / ,
HEALING:,: Allows the esper to heal a disease or one die of damage 

for every, six of his levels, on himself pr others. “
TELEPATHY: as the Helm of Telepathy but without the suggestion

ability. Range: 2'/level.
ANIMAL TELEPATHY: as above but allows the Esper to communicate with

non-monster animals.



IMPROVED PHANTASMAL FORCES: 
MIND BLAST: A mental attack

range, affecting an area I 
matrix and effects, see SR

As the I I liusif on I s't spe I I ^
1 Ike that'Of a Mind FIayer wIth a 6 
' in d i amete r ■ For* ' the saving throw 
#\ or E I dr i tch W i za*td ry . '

ft

4th level spells ‘
CONFUSION: as the MU spell '
D'‘,ENS!ON BOOR: as the MU spell.
MONSTER TELEPATHY: As Telepathy but allows the 3 bper to eommunicatP

with rrio ' ~ "a n Tniat I S q x . ■ ! i . ' ’
TELEKINES' • As thd Ml) speill er, i; - ■ io
EMOTIONS: as the !• I lusTon i st spell 0.
PK BLAST: , simM ito teIeki nesI s but both more 

ha rder to d'ont ro L wh I I e cruder. Strikes as a 
will move twice as much as Telekinesis. Also 
Esper's level. Note that as far as fine manipulation with 

goes, forget It. It can be controlled 
; someth Ing Instead of pushing it away, 

unicontro 111 ab le . c‘i
PYROTICS: Lets the Esper heat materials even to the point of flame

It does 2 points damage a phase cumulative a melee round, for a 
number of melee rounds equal to the ksper's level.

SPECTRAL FORCES: as the Illusionist spell
PK SHIELD; throws a bubble of force around the ksper which w i I I 

absorb the amount of damage scored on dice equal to the Esper’s 
level. This can be caused by anything: fireball, cajliapult stone
sword or whatever. n

HASTE SELF: 'Same as the MU Haste spell but only east on self.

soe I I

powerful and mcuh 
bolt of force and 
does one die dmage/ 

this
to the degree of pull- 
but other than that is

the 
h i s

but 
i ntoaq. ' - i
wh i ch'/af f ects

destruct i on 
own body.

of the Mag i c

a person of a’ny

-Sf’h l*eVel .Spells . ^
TELEPORTy:- 'As the MU spelt 
MAGIC JAR: simil'ar to the MU spell

Jar merely forces the ksper back 
PROJECTED IMAGE: as the MU spell
DEATH: 'a single person Death Spel
■ y| eve 1 ..- i . no i ox,.'T'■ ' w - : ■ ■. v r
PSYCHOMETRY: 1 a 1 Lows ithe esper to determine the emotions and sometimes 

ttte Simple conceptual thoughts of the last entity to handle a y" 
particular object. -There is a 20^'Chance of f a i 1 urC, i ncreasT-ng 
105̂  for each I eve l-i-crf previous ownership that the Esper is attempt
ing to; scan, i iAffterioLt is determined that a scan Is successful 
roll percent! Le~d lice. If the score is 01-80, only emof Ions are 
perceived. If the score is 81-85, basic conceptua I. thoughts, are ' 
also rece1ved. 1 If ^96-00 is rolled, a visual image of the Entity 
also percexhvied. “lutt: ;Ty ;  ̂ i i e ; / ; ' ;

SUGGEST M0NSTER':i orAs the MU rSuggest spell but app I y i ng' to a>rty th I ng 
and the suggestion need not be spoken odt loud. :

STRENGTH SELF: Allows' the Esper to double his strength. Duration:
three turns ' ' *

REMOTE DIMENSION DOOR: As the MU spell, but both 'ends of th'̂i s' ' *; ; ;
Dimension Door can be away from the Esper. Of Course, if used on) 
a creature that doeS'n' t. ..want tto be "Door"ed , the creature gets a

is

saving 
of the

throw. 
Esper.

Tire object beingi transported must
:uu 'vilteqaieT to t i .. H

'be within 12"
:'T ' YHTA**

’ I'lT,



6th level spells 
SPELL:ASTRAL SPELL: as the MU spell

MASS SUGGESTION: As the IlluslehUt spell
HCLO MONSTER: As the MU Spell
TRUE SIGHT: As the lMysj§fi|st Spe|l.
MIND MELD: a spell Which allows Esper t5 I I h§ together a group

of people so they can a)j use learpecl skills possessed by any of 
them. The entire group would fight as yyejl as the best of them 
(considerations of strength and dekteflty aside). Note, however, 
that this d-'̂ es not put aside equipment limitations,. (For example, 
even though le kpow's how\to"use inagic white f^ihd Melded ,v/lth an MU,,

" Opuldn ’ t ,USG a spe I I . Likewise he 
d| f f i cbl ty ̂ I n mov 1 hg ,.sI l ent I y even 11 m i nd 

The Mind* Me Id is also particularly s u b j e c t to 
member dles, 'i s para fyzed or put to Sleep, so

"a fighter I n - l.roh ; arrnor stl 11 
would'have extreme 
metdod-toa Thl'et.') 
to Injury. If one 
are they all. The 
level the Esper Is 
Meld Is tried In a

d u r a t i o n  ot  t h e  •'spe'M’’ I s *one^t ur n f o r  e v e r y
above 12th 
day, there

Note that every additional time a 
Is a 20^ cumulative chance of the

members' death.
REMOTE TELERORT: similar to the Remote Dimension Door, but Teleport

Instead of Dimension Door.
PK WEB: Similar to the PK Shield, this is used

Like the other spell, the creature has to do 
dmage equal to the score on dice equal to the level 
The duration Is the same as PK Shield. Range: 12"

to trap a creature, 
a number of points of 

of the Esper.

We I basically that's It. There Is an addition to the system 
people who want to treat the esper closer to the " ‘true" Esper, but 
this maintains the flavor djf the Class without complicating game 
mechanics excessively. I eagerly await everyone' '
comments. Now why Is it that everyone 
in my old age....

for

, 's reactions and 
tells me I'm getting masochistic

THE BEAST MASTER: CORRECTION
Having played one for a while, 1 have decided that a Beast Master 

should only be able to link with one creature per level, up to ninth.

Next Issue; a workable version of the Ninja, the monsters I was 
going to publish this issue,...and whatever comes up.
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DARK SHADOWS
Some of you out there may remember Dark Shadows as a fantasy soap 
opera (with vampire, werewolf, witch, several Satanic emissaries, 
"Frankenstein monster," and other fantasy figures). Owen and Hilda 
Hannlfen are currently engaged in preserving for fandom on Betamax 
videotape casettes the first Dark Shadows flashback into the world 
of the late 18th century, showing how our hero the vampire got his 
start. This project needs financial support if it is to preserve 
the complete flashback. Videotapes for the Betamax cost $l6/hour 
(approximately $32/week). Your contributions will be gratefully 
receIved. . . and someday you may get the chance to see the complete 
flashback at a con. See MOCKTURTLE for the Hannifens' address.




